










In every case, the city wall is completed, enclosing the city. If there are enough walls, simply place them around the
last un-walled tiles. If there are not enough walls, just assume they are there and that they completely enclose the
city. Streets and markets completed by the placement of these last walls are now scored. In the previous example, red
scores 1 point for the thus completed street.

Now, remove all followers from incomplete streets and markets. For these, players will score no points. Incomplete
streets and markets at game end are caused by empty tile spaces within the city.
Then the players perform the final scoring. 

Final scoring
In the final scoring, players score their stewards and guards.

The stewards score points for markets
Residential areas are scored whether complete or not. If only one player
has a steward in a residential area, he is the owner of the residential area.
If several players have stewards in a residential area, the player with the
most stewards in the residential area is the owner. If players tie for most
stewards in a residential area, those tied with most are the owners of the
residential area. The owner(s) of a residential area score 2 points for each
market that is adjacent to the residential area. It matters not whether the
market is complete or not nor how large the market is.

The guards on the walls score points
Each guard watches over the row (or column) of city tiles that lay before him. 
For each public building on the tiles in the row (or column), the owner of the guard scores 2 points. 
For each historic building on the tiles in the row (or column), the owner of the guard scores 3 points. 

The player with the most points wins.

Special rules for 2 players
With 2 players, the number of walls built is doubled: 
• After scoring during the 2nd stack: each player builds 2 walls.
• After scoring during the 3rd stack: each player builds 4 walls.
The players take turns building 1 wall each until they have built 2 or 4 walls.
In the first wall building round in the 2nd stack, the player whose tile placement caused the scoring builds the city gate first, then
the other player builds 1 wall, then the tile placing player builds 1 wall, and finally, the other player builds 1 wall.
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Red scores 9 points for 3 public 
and 1 historic building.

Red scores 5 points. Blue scores 4
points. Each scores points only on
their side of the row - up to the

empty space.

When the empty space is filled after
the guards are placed, each scores 9

points. 

Red scores 6 points (3 adjacent markets).




