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Contents

● 1 City board

● 1 Tower board and 1 Caravan board 

● 4 individual boards 
● approximately 100 cubes (‘goods’)  - about 25 in each color: blue, red, green, yellow

● 2 white cubes (day and week markers)

● 1 white ‘Supervisor’ pawn, and 1 black ‘First player’ pawn
● approximately 25 Camels and 25 yellow wooden discs (Gold coins)

● 9 white dice and 3 yellow dice

● 18 cards

● 1 game aid sheet

● this booklet

Once upon a time…
1598. Yspahan the fair becomes the capital of the Persian 
empire. Thus, being placed at the center of the world, the 
city enjoys a period of cultural and economic blossoming. 
The cities and villages of the region intend to take advantage 
of this expansion. Caravans loaded with goods and jewels 
set out for the desert, bearing the promises of a radiant fu-
ture. 

Setup
NB: Depending on the number of players (3 or 4), you will need to refer to the proper chapter at the end of the rules to make 
the necessary setup adjustments.
● The boards are placed as shown on the next page. The Supervisor (white pawn) is placed on the center square of the road 
on the City board. The dice are placed close to the Tower board. Place the week marker on space 1 of the week counter 
(the track going up to 3 on the City board) and the day marker on space 1 of the day counter (the track going up to 7 on the 
City Board).
● Gold coins and Camels are sorted out and kept within reach; this is the general stock. Cards are shuffled and placed in a 
face down stack kept within reach.
● Each player chooses a color and takes the cubes and the corresponding individual board. They place a cube of their color 
on square 0 of the scoring track. Furthermore, each player is given 2 Gold coins.    
● The oldest player will play first, and consequently takes the black ‘First player’ pawn.

Goal of the game
The players embody merchants trading with Yspahan. Mea-
ning to take advantage of the coming of the Shah’s Super-
visor, they score points by placing their goods in the right 
shops, by sending them to the Caravan, and by constructing 
buildings. At the end of the game, the player with the highest 
score is the winner.  

The author would like to thank Malcolm Braff, Stéphane Rochat, Thierry Thonney and Oliver Vulliamy, As well as all the players who tested 
the game. Special thanks to Bruno Cathala and David Pernot for having invited me to the 11th ‘Rencontres Ludopatiques’ and recommen-
ded me to Ystari Games, respectively.
This game is dedicated to Serge Krieger, who spent so many New Year’s nights playing Monopoly with a kid, and to my father, whose 
chess tricks are nothing short of wonderful.
The publisher would like to thank his team (especially William, Thomas, Dom & Slim), which has made everything possible!



















YS

a game by Cyril Demaegd

In remote times, King Gradlon had the magnificent city 
of Ys erected for his daughter Dahut. Gargantuan sea-
walls protected the city from the violent waves. 

Dahut decided to make Ys the most powerful place in 
Brittany; thus, she dispatched dragons to seize mer-
chant ships loaded with jewels which sailed on the 
open sea…

CAYLUS

a game by William Attia

1289. To strengthen the borders of the Kingdom of 
France, King Philip the Fair decided to have a new 
castle built. 

For the time being, Caylus is but a humble village, but 
soon, workers and craftsmen will be flocking by the 
cartload, attracted by the great prospects. Around the 
building site, a city is slowly rising up…

MYKERINOS

a game by Nicolas Oury

1899. For more than a century, the European public 
has been fascinated by Egyptology, and the discove-
ries of Denon, Champollion, Petrie and others.

Seeking adventure and glory, teams of archaeologists 
search the sands of Egypt for hidden treasures.




