EXPANSION: OVERVIEW

This expansion consists of new general components and rules, as well as 4 completely new modules (A-D). The general rules described
below always apply when you use this expansion. In addition, all rules from the base game apply unless noted otherwise. The four modules
may be played separately or in combination with each other. Rules that regard the combination of different modules are marked with blue

text throughout the rule book.

GENERAL RULES CHANGES: CONTENTS, SET-UP & RULES

Extension Tile 1: Scholar/Harbour

New Scholar Space

New Harbour Space

10 Special Shipping Order Tiles 3 New Scholar Tiles
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Extension Tile 2:

Bishop/Missionary Station 3 New Bishop Tiles

New Missionary
Station

6 Special Expansion Tiles

(size: 3% 1 spaces) 4 Cacao Storage Tiles

Full side Empty side

Cacao Colony Cacao Town Hall
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Place Extension Tile 1 next to the top left corner
of the common board.

Shuffle the special shipping order tiles and place them in a
separate stack (they have different back and front sides than
the normal shipping tiles). Draw one tile and place it face up
below Extension Tile 1 - the new harbour space.

Shuffle the 3 new scholar tiles together with the ones from
the base game. Draw 4 random scholars, place 3 of them
above the indicated spaces on the main board and the 4th
above the Extension tile. Instead of 3 (base game), there will
now be 4 scholars to choose from. See last page for a detailed
description of the new scholar tiles. Note: “Guidance”
may only be used with Module A.

Place Extension Tile 2 in such way that it covers all 3
bishop spaces and the rightmost missionary station on the
common board.

Shuffle the 3 new bishop tiles together with the ones from
the base game, draw 3 random tiles and place them above
the indicated spaces.

See last page for a detailed description of the new bishop tiles.

Shuffe the 6 special expansion tiles and place them face down
next to the other expansion tiles. Draw 2 tiles from the stack
and place them face up in the display together with the 5 triple
and 5 double expansion tiles. You should now have a total of
12 expansion tiles in the display.

Each player takes a cacao storage tile and places it next to
their colony board with the full side face up (any leftover tiles
are returned to the box).

New cacao colony

Note: Do not use this colony when playing with Module D: The
Mayan City.

Playing with standard rules for set-up: Shuffle the Cacao
Town Hall with the four other ones and deal one random town
hall to each player. Each player takes the corresponding colony
board and places it with the A-side facing up. Then the town hall
tiles are discarded.

Playing with advanced rules for set-up: Make 5 sets
(instead of 4) consisting of 1 town hall and 1 random scholar tile.
Important: The player with the cacao colony takes one extra
cacao storage tile, but flips this to its empty side (this player has
now one full and one empty cacao storage).




Special Shipping Orders

When you perform a shipping action, you may choose to fulfi |
the special shipping order that is lying below the new harbour
instead of a normal shipping order. When you do, pay the
resources shown (possibly including coins or cacao), flip over
the shipping tile and place it in any dock in your harbour except
the one(s) where you have the most shipping tiles. If all your
docks have the same number of tiles, you may place the tile in
any dock. Then, draw a new tile from the deck of special orders
and place it order-side up next to the new harbour.
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The player fulfills a
special shipping order,
and must place it
outside either the coins
dock or the point dock.

Special Expansion Tiles

Each time you choose the action “Expand Your Colony”, you may
buy one special expansion tile instead of a normal expansion tile.
A special expansion tile costs 4 coins. At the end of round 1and
2, discard any leftover special expansion tiles and draw two new
tiles from the deck.

Cacao

Your cacao storage can only hold one cacao at a time. To pay
cacao, flip the cacao storage from its full side to its empty side. If
you gain cacao, flip the tile back to its full side. If you gain cacao
when your storage is full, nothing happens. You are not
compensated (i.e. you do not receive a coin).

Cacao may be used in one of two ways:

e On your turn, you may pay cacao to change the value of your
chosen die (blue or white) into ANY value.

e Some special shipping orders require cacao for fulfiment.

Gold may be used to replace cacao - both for shipping and for
changing a die value.

The player spends
cacao by flipping the
tile to its empty side,
and changes the blue
diefroma2toaé.

Cacao may be gained in the following ways:

e Activate a cacao building (with dice or coins).

e Place a monk on the new missionary station to receive 1 cacao,
1wood and 1 grain.

Changes to Bishop Scoring

At end of the game, do NOT subtract 2 happiness points per monk
on a bishop space.

MODULE A: THE GOVERNOR

The governor has come to inspect your colony. Using dice will
make him walk through your colony, awarding bonus points and
bonus actions. At the end of the game, you score points for having

advanced your governor as far as possible.
2 Overview Cards
(governor scoring side)

Contents

4 Governors
with plastic
stands

V
Set-Up
Each player places their governor into
the plastic stand and places it on the top
left space (the shipping space) on their
colony board. With more than 2 players,
each overview card is placed between
two players.

Advancing the Governor

Each time you use a die, first check if the governor is currently
located in the row/column corresponding to the chosen die. If it
is, advance the governor immediately - before you activate the die:

e White die: move the governor one space to the right.
o Blue die: move the governor one space down.

o If the governor moves to an empty building space, immediately
activate that building (before you begin activating other
buildings with your die).

e If the governor lands on an empty road space with
colonists, gain 1 point per colonist in that space.

e The governor cannot move to an occupied space.

Examples:

A white die is used, the governor
is moved to the right.

A blue die is used, the governor is
moved down (and activates the
building).

A white die is used, but the
building to the right is blocked
by a coin. The governor does not
move. Also, the governor blocks
its current building from being
activated by the die.




Important: Your governor cannot be moved onto spaces occupied
by dice or coins, and it cannot move out of the colony. If the
governor cannot move, it remains in place and blocks its current
location from being activated.

For all purposes, the governor blocks its current space. Its
space cannot be activated with coins/dice, and you cannot place
an expansion tile or road tile under it. If your governor reaches the
bottom right corner, it cannot be moved further. It remains in
place and blocks the corner space for further activation.

End Game Scoring
At the end of the game, you gain or lose points according to the

position of your governor. Check the corresponding position on
the overview card to see how many points you score/lose.
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The player’s governor is
positioned at the 5-4 space
on your colony board, so
you score 1 point for the
governor at game end.

MODULE B: THE SPECIALISTS

Specialists arrive with other migrants, and they are eager to offer
their services - at a price, of course.

Contents Production specialists:
18 Specialist g=1. "
Tokens s

X3 X3 x3
Upgrade specialists:

(backside) G oo

2 Overview Cards
(Specialists side)

Set-Up

At the beginning of the game, shuffle the 18 specialist tokens and
place them in a facedown stack next to the common board.

At the beginning of each new round, place one random specialist
face up on each of the six dice values along the lower border of the
common board. At the end of the round, remove any remaining
specialists before you place new ones.

Example: ’

Acquiring Specialists

When you choose a white die, after you have done any
modifications to its value, you may take the specialist lying on
the common board on the die number corresponding to the
value of the die you took (after any adjustments). For this you
must pay the price of one or more coins (as described below). If
you cannot pay, you cannot take the specialist.

Production specialists are put next to your colony board. There
are three types of production specialists: Foresters, Farmers and
Soldiers. The first time you take a specialist of a given type, pay 1
coin and take 1 of the shown resource. The next time you take a
specialist of the same type, pay 2 coins and take 2 of that resource.
The third time, pay 3 coins to take 3. If you take a specialist, you
must pay the fullamount even if you do not want all the resources.

Specialist farmer: Pay 1/2/3 coins
to gain 1/2/3 grain
| Specialist forester: Pay 1/2/3 coins
to gain 1/2/3 wood

s ¥,/ Specialist soldier: Pay 1/2/3 coins to advance your
conquistador marker 1/2/3 spaces on the track.

Alex takes a white “2”

die and pays 1 coin to
change it to a “3”. He

then chooses to take the
specialist farmer lying on
“3” This is the 2nd time he
takes a farmer. He must
therefore pay 2 coins and
gains 2 grain.
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When you take an upgrade specialist, you..

..either pay 1 coin to put the tile on top of a built space in your
colony board (i.e. covering up a road space or a building space),
..Or you pay 3 coins to put the tile on any empty space in your
colony.

When you build on top of a built space, the terrain need not
match (i.e. upgrading may change the terrain of a space). You are
not allowed to place an upgrade specialist on a space occupied
by a coin or a die.

Upgrade specialists are regarded as buildings (symbolized by the
wagon). Thus, you activate it with dice and coins as any other
building. This special building is also considered a road tile for all
purposes.

If you also use Module A: You take the specialist before you move
the governor. Also, you cannot place an upgrade specialist on
a space with a governor. When the governor moves onto an
upgrade specialist it will be activated like any other building.



MODULE C: THE AMBASSADORS

The ambassadors add another tactical aspect to the dice drafting.
This module may also speed up the game slightly.

Contents .
Ambassador Tiles

Set-up

At the beginning of the game, players are not given a personal blue
die. Also, reduce the number of white dice in the common pool
to 2 white dice per player (i.e. 8 white dice in a 4 player game).
After you have rolled the dice in the common pool, roll one
additional white die and one blue die and place them on the
ambassador tiles in the common pool. These dice are referred to
as the ambassador dice.

Using The Ambassadors

On a player’s turn, a player may take one of the ambassador dice
instead of a normal die and use it just like a normal die (including
using coins or cacao to change its value).

Important: Also take the ambassador tile and place it in front
of you!

After you have used the die, each other player in a clockwise order
around the table immediately gets to activate the same row/
column as you did on their own colony board, just as if they had
just used the die themselves. They may not use coins to change
to another row/column, and they donot leave a die on the last
activated space. Note: All players may still perform free actions
(selling/buying resources) and use any scholars they have.

At the beginning of a new round, return the ambassador tiles to
the common pool. The ambassador dice are rerolled and placed
back on their ambassador tiles.

Important: Each player is limited to taking at most 2 normal white
dice from the common pool each round. Players will get their first
and second personal blue dice when they pass the dice symbols
on the religion track. The ambassador dice do not count towards
a player’s dice limit!

Tip: In order to reduce playing time, players may activate their
row/column simultaneously. However, remember to move on the
conquistador track and religion track in the correct turn order.

If you also use Module A: your governor advances when you
activate its row/column, even if the activation is caused by
another player choosing the ambassador die.

If you also use Module B: only the player who takes the white
ambassador die may pay to buy a specialist in its corresponding
column.

MODULE D:

THE MAYAN CITY

The Mayan City is an asymmetrical role for one player. This role is
slightly harder to play and to win with, so it should only be played
by an experienced player.

This module makes it possible to play with 5 players (4 colonists +
1 Mayan City player). If you do, you must also use module C (“The
Ambassadors”).

Important! When playing this module, no player may use the Cacao
colony (when using the advanced rule for set-up, no colonist
may use the cacao town hall).

See below and the end of this chapter for further rules when mixing
this module with other modules.

Contents & Set-Up

Take the City board and place it in
front of you. All other players are
colonists and follow normal set-up
and rules.

15 Temple Tiles

(5 of each size) Sort the temple tiles by size. Shuffle

the largest tiles and place one
random tile with the resource side
facing up on each of the five temple
locations.

Shuffle the remaining tiles and
place them in two facedown stacks
nearby.

backside

12 Building Tokens
(6 of each type)
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3 Road Tokens
3 High Priest Tokens
1 Overview Card
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Sort the building tokens by type
(background colour) and place them
in a supply near the City board.

Straw

Place the road tokens, the high priest
tokens and the overview card near
the City board.

The overview card is double-sided
and gives information about your
options when you play a “trade card”
and when you withdraw from the
round.



10 Storage Tiles
Full storage:  Empty storage:  Tage the 6 storage tiles shown
to the left and place them in
your play area as shown (full =
face up; empty = face down).
Put the remaining storage tiles
aside for now.

This means you start the game
with 1 cacao, 1 grain and 1 wood.
You also have the potential to
store 1gem, 1 sugar and 1
additional cacao. You may gain
additional storage during the
game.

Shuffle all action cards and place
them face down in a deck in
your play area. Draw 5 cards as
your starting hand.

All cards show two actions, each
action corresponds to a region
in your City.

Place your player markers on

the common board: the religion

marker on the first space of the

* % religion track, the soldier marker

on the first space of the

conquistador track and the

Religion  Soidier  Passing passing marker near the retiring
Marker ~ Marker  Marker spaces.

3 Player Markers

Take 1 blue die, roll it, and place it next to your City board. Don’t
forget to also add 3 white dice to the common pool
for the Mayan City player (2 dice if you use Module C).

Take a number of gold tokens equal to the number of players in
the game and place them in the gold storage area in the middle
of the City board (e.g 3 tokens if you play with 2 colonist players
and yourself).

Take 2 coins. You will be the starting player in the first round.
The following players take 3/4/5/6 coins, as normal.

Rules for the Mayan City

STORAGE: You do not use resource tokens. Instead, you have
storage tiles that can either be empty or full (meaning you have
one item of that resource).

e If you pay a resource, flip a corresponding full storage tile to
its empty side.

e If you gain a resource, flip an empty corresponding storage to
its full side.

e |f your storage is already full when you gain resources, the extra
resources goes to waste without compensation (i.e. you do not
receive a coin).

e Just like the other players, you may pay 1 cacao to change the
value of a chosen die (blue or white) into any value.

e Unlike the colonist players, you may not sell resources as a free
action (you may only sell when using a trade action card), and
you may not use coins to activate buildings.

GOLD AND CONQUISTADOR TRACK: When you activate the
soldier symbol, you advance your player marker on the conquistador
track, just like the colonist players.

e If you pass a gold symbol, take a gold token from the supply and
place it on your gold storage (above the middle temple). Note
that you cannot use gold as a wild resource.

e \When you pass a gold symbol you protect your gold from the
players behind you on the conquistador track: If a colonist
player passes a gold symbol that you have already passed, they
do not gain a gold.

e Whenever a colonist player passes a gold symbol before you,
or if they gain gold from other sources, they take the gold from
your gold storage. If your storage is empty, they take the gold
from the supply.

Example: You pass the 1st gold symbol on the track and add one
gold from the supply to your storage area. Later, the red player
passes the same gold symbol, but since you have already passed
this symbol, the red player does not gain any gold. Later, red
advances further on the track, passing the 2nd gold symbol. Now;
the red player takes one gold token from your storage and places
it in their own storage.

RELIGION TRACK: When you activate the religion symbol, you
advance your player marker on the religion track. Just like the
colonist players, you may pay 1 grain to advance one extra space.
Also, you gain one extra blue die when you pass a die symbol.

When you pass a monk symbol:
e Either draw one action card from the deck into your hand.
e Or turn any one storage tile to its full side.

The Mayan City Player’s Turn

On your turn, you may perform one of 4 actions:

A. UseaDie

B. Play One Action Card

C. Usé a High Priest Token

D. Withdraw from the Round

Each action is described below.

A. Use a Die

Take a white die from the common pool or use one of your personal
blue dice. You may pay coins to change its value as normal (1 coin
per pip up or down).

Place the die on the matching die symbol on your City board. Then,
move the die along the road, activating all vacant buildings on the
way. Finally place the die on the last building activated, blocking
this building from further activation this round.



Important. \When moving along the road, you must follow the
curvature of the road, and you may not turn around or move
backwards. When the road splits, you must choose which
road to follow. Road tiles (see below) therefore provide more
options. You do not have to follow the road to its end, you may
decide to stop at any vacant building. Note that the white and
blue dice are handled equally for activating buildings. If you do not
have any vacant buildings, you cannot take the die.

Example:

Helge activates a “4” die, and may either follow the
road towards “3” or follow the road towards 5"

_

As you pass or end your movement on empty buildings, carry out
their effect:

- Production: Flip an empty storage tile of the matching resource
to its full side, or take the shown coins / happiness points.

Religion: Advance your marker on the
religion track (you may pay 1 grain to
move one extra space).

Soldier: Advance your marker one space
on the conquistador track.

Building Temples

After you place the die on the last activated building, you MAY pay
resources to complete a face-up temple tile in ONE of the regions
adjacent to this building,

Note: Buildings on paths 1 and 6 only border one region.

Pay the resources shown on the temple tile and flip it to its
completed side. Immediately receive the reward as described below.
After you have completed a temple tile, draw one new temple tile
of the next (smaller) size, and place it face up as the next level (on
top of the completed one). After you have completed the smallest
tile in a temple (all 3 levels), this temple is now finished and no new
tiles are added to it. Note: You may only complete one temple tile
each time you use a die.

When you complete a temple tile, receive the following reward,
depending on the region the temple is located:

_’_e:O Take 2 coins

Draw 2 cards from the deck to your hand

Take any one storage tile from the supply and place
it full-side-up in your play area

Place a road tile on an empty road space on your
+<} City board. The extra road segment increases your

options when using dice (e.g a road tile on road 2
- '. lets you move a die from 1to 3 or vice versa).

1 high priest token and place it in your play area. See
action “C. Use a High Priest Token”.

Example: Alex takes a “4” die, activating all vacant buildings on the
way. He leaves the die on the last activated building. He may now
choose to complete the temple tile in one of the adjacent regions.
He chooses to complete the tile in the brown area, paying 1
wood, 1 gem and 1 cacao. He then flips over the temple tile
and gains its reward of 2 coins. Finally he draws a new, small
temple tile and puts it face up on top of the completed tile.

Reward

B. Play One Action Card

Each card shows two possible actions. As your main action, you
may perform one action on one card. After performing the action
(see next page), tuck the card under the City board next to its
corresponding region so that only the chosen action is visible
(see example).

Note: The chosen action must either be a trade action (beige),
a festival action (green), or a build action (brown). Technology
actions (blue) are played differently (see next page).

There are no action cards for the gold temple region (in the middle).

Example: 3 cards tucked
next to the trade region,
only showing the trade
action.

High Priest Tokens are
acquired by upgrading the
“gold temple”.

To use a High Priest, place the
token on a vacant building
to activate it. You may also
pay resources to upgrade a
temple in a region adjacent
to this building (as if you
had used a die). The token
remains on the building,
blocking it from further
activation this round.

Example: Alex places a high
priest token on the building and
gains a wood.



ACTION CARDS
All cards show two actions.

Build

Pay the indicated resource (wood or grain), and then take
a building of the corresponding type and place it on a
vacant building spot on your City board:

e Pay wood =>Build a timber building
e Pay grain => Build a straw building

Example:
Building token is placed

First gain 1 coin. Then, you may trade with the supply and/
or one or more of the other players. You may trade as many
times as you like with each trade action.

Trade with the supply/deck (see Overview Card):

e Pay 1 coin to discard any number of cards from your hand
and put them under the deck. Then draw the same number
of cards from the top of the deck. /f you are not happy
with the new cards, you may pay another coin to discard
and draw again.

e Pay 1 coin to gain 1 cocoa.

e Pay 2 coins to take either 1 grain or 1 wood.

e Sell any resource for 1 coin.

Trade with other players. You may trade (in any combination)
any number of resources (incl. gold) and coins if the players
agree. Example: You agree to trade away 1 wood for 2 coins.
You flip your wood storage to its empty side. The other player
takes a wood token from the supply and gives you 2 coins.

Festival

Pay the indicated resource and gain the shown reward (points
or coins).

Technology

Each technology action shows a die value. This card may
only be played as an additional free action when you use a
die with the shown value (the colour of the die does not
matter). Immediately gain the bonus shown on the card
and tuck it next to the technology region. The bonuses are:
Soldier (advance on the conquistador track), Culture
(advance on the religion track), gain one Gem or Sugar
(provided you have available storage). You may carry out the
effect before or after you use the die to activate buildings.
Note: You may play at most one technology card per
activated die. If you spend coins to change the value of a
die, it is the new die value that must match the card.

D. Withdraw From the Round

Withdraw from the round by placing your passing marker on a
vacant retiring space, taking the associated action (see “Overview
Card”):

The first 3 actions are the same as for the colonist players. 4th
action: Instead of fulfilling a shipping order, flip any one of your
storage tiles to its full side. 5th action: Instead of taking a road tile,
pay resources to complete any one temple tile in your city.

Now score points for your temples (do not wait until all
players have withdrawn):

In every region where you have played at least one card, multiply
the number of played cards by the number of completed levels in
the corresponding temple. Gain that many happiness points (take
happiness tokens from the supply).

Example: You have completed 2 levels in the brown temple, and
played 4 brown cards. Score 2x4 = 8 points for this region.

For the gold temple (the middle region), you score the number of
completed temple levels multiplied by the number of gold tokens
in your storage area.

Round End

After all players have withdrawn from the round, you score points
for your relative position on the conquistador track as normal.
Then, the conquistador track is reset.

Note: In a game with 5 players, you use the same scoring as for 4
players (i.e. the last two players on the track do not score).

Remove all dice from your City board and take back all high priest
tokens. Reroll dice as normal. Temple tiles remain in place, and you
keep your hand cards.

Draw 3 additional cards from the deck and take them into your
hand. At the beginning of the 2nd and 3rd round, add gold tokens
from the supply to your storage as you did at the beginning of the
game (one gold per player, e.g 3 in a 3 player game). If the supply
is empty, the extra gold is forfeited.

At end of the game, you sell resources in your storage
(not gold) for 1 coin each. You then score 1 point for
every 3 coins you have.

Solo Play

Take 1 gold token to your storage at the beginning of the Tst,
2nd, & 3rd round. For conquistador scoring, use normal solo
rules. When playing trading cards, you may only trade with the

supply.
When playing with Module B: You don’t take Specialists.

Note on playing with Module C: Whenever an ambassador die is
taken by another player, you may simulate a die move as if
you had taken the die, including playing a technology card and
building temples at the last activated building.



AMERICAN KINGDOMS: A HISTORICAL BACKGROUND

By Jgrgen Ulvan Moe

For the Europeans it was the dawn of a new age. For the indigenous people of America it was the end of a world. So complete was the destruction
that our knowledge of the American civilizations predating the arrival of Columbus is very limited. One of the better known civilizations was the
Mayan civilization, which was exceptionally advanced both culturally and scientifically. The Mayans made use of advanced mathematics and
astronomy, and they were one of the few ancient cultures that had a mathematical concept of zero. They were accomplished observers of the sky,
calculating the length of a year with only a few decimals off the present day estimate. Their complex writing system, consisting of about 800
pictogram and glyphs was the only Mesoamerican language that fully represented the spoken language. They were also masters of rubber, making
durable sandals and rubber balls for use in elaborate ball games played in custom-made courts.

The wealth of the Mayan civilization likely peaked between 8-9oo AD. After this, many of the largest cities were abandoned, later to be swallowed by
the jungle. What caused this disruption remains disputed. At the time of the Spanish arrival, the Mayan population mainly lived in villages, hamlets
and medium-sized city states, each with their own ruler. The first encounter between the Spaniards and the Mayans happened in 1517, when the
Spaniards first arrived at the Yucatan peninsula. 35 years later, most of the Mayan lands were conquered, and the Mayan civilization nearly destroyed.
But many cities offered significant resistance and remained unconquered. In the period that followed, not all encounters with the Spaniards were
violent. Although the Spanish crown had claimed a monopoly on all trade in their empire, some adventurous colonists would still venture into the
Mayan territory to trade exotic commodities like cacao beans. Although our knowledge of pre-Colombian Mesoamerican history is very much
limited due to the atrocities committed by the European invaders, we can still learn about the great American kingdoms of the past and make sure
that the destruction of a civilization is not the end of their legacy and people.

SCHOLAR TILES & BISHOP TILES

“Archery”. When you activate a die with value “Guidance” Tile is only used together with
30}@ 1 or 6, you may pay 1 coin and move the die &Qh Module A If your governor lands on a
Y

diagonally (in the direction of the corresponding . road space, you may pay one coin to move
m/\ arrow shown) instead of the normal direction. I one extra space in the same direction. If the
governor lands on another road space, you may
Note: If you use this tile together with pay another coin to move again.
“Taxation” (from the base game), count the Remember to score points whenever the governor
colonists on the spaces along the diagonal line. moves on a road space with colonists.

When playing Module A, the governor must be in
the diagonal line in order to be moved. The
colour of the die decides whether it moves
down (blue) or right (white).

When playing Module C. If you take an
ambassador die, you may move it diagonally
while all other players must activate the row/
column as normal (unless they also have this
scholar). If another player takes the ambassador
die, you may activate the diagonal line.

Gain the points you received for your
position on the conquistador track in the
third round one extra time.

Gain 2 points (max 12) for each large expansion tile

“Meditation” When withdrawing from the round, .
(3 spaces) in your colony at game end.

x2 you may perform the action on the chosen retiring
@ space twice. Exception: If you choose the fifth
© retiring space, you first take one road tile and then
perform the action on any other vacant retiring
space (if any are available).

Gain 2 points (max 12) for each gem on your
shipping tiles at game end.

Note on “Philosophy” (from base game): If you have
the scholar tile “Philosophy” and use a blue die to activate a
column, the die is considered to be white for the purpose of
advancing the governor.

Game design: Kristian A @stby & Eilif Svensson,

lllustrations & graphic design: Gjermund Bohne
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