Designed by David J‘ind;a;

lllustrated by Lena Kirschenhofer




MeRrcHANTS oF QuLtAH

In the not too distant future scientists discovered a new planetary
- system called Qultah. Soon merchants were sent to Earth to trade their
intergalactic goods. Their ships landed in the beautiful city of Vierna.

People from all over the world traveled to the capital of Austria to trade
- with these extraordinary aliens. After a couple of days the. merchants
/eft earth, to ﬂy back to their home planets.

From that day on, the Merchants of Qultah returned to Vienna on a
' yearly basis to trade with humans but just for two da'yé Their presence
,’ fills the crowded c:ty with people putting their negotlat/on SkI/ISatO “the R
i test.
Do you have what It takes to outplay your opponents and trade w:th the F
- Merchants of Qultah?

'ﬁoa‘l.oftheg'ame : : :

A game is played over two rounds Each round represents one day L,f |
2 on earth

';.‘. o S : ‘ ‘. ey L,
Each pIayer trres to reach deals with different merchants whllst
manlpulatlng the negotlatlons ofthelr opponents

After the deals have bee§‘i‘eached the players coIIect thelr
acqu1red goqu the pIayer W|th the&ghe& tota[va e wins the
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Game Components

31 Merchant cards/Saboteur cards
(29 x merchants, 2x saboteurs)

These cards represent the merchants that you encounter.

28 Dice :
(7% dice in 4 different colors)

These dice are your personal supply. You will use them in trade for .
intergalactic goods.

-

45 Gemstones ,
(10x turqueise 15x’pur}:5|e 20x orange)

‘These gems symbollze the intergalactic goods. The dlfferent colors
- indicate their value:

Turquoise: 3 points
Purple: 2 points
Orange: 1 point :
4 Reference cards i

- These reference cards sh0w you aII the drfferent actrons

=
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’ The Merchant Cards

Goods and rewards

oThese are the goods the merchant trades with and also other
rewards that you receive when reaching a deal with them. -

@Durlng the game setup, you place all the shown mtergalactlc
goods onto the merchant card. If the merchant. offers more than
one good pIace all of them on the card chaans e
Dice e e
= L 2 X "~‘"A' L% v (
'Thls area showsyou hether you are aIIowed to use one or up
to two d|ce when tradm&wth a merchant ' e
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Merchant actions

oDepending on the number you roll, each merchant
offers certain actions. Further details are explained on page 9.

Race and reference number

QThese reference numbers are not necessarily relevant during
the game but help you to preset the combinations you're playlng,
% t%share it with friends or to remember it for the next time.

QEach merchant has a specific race, which name is written here. :

-

- Game Setup

Lay out the merchant cards with the indicated reference numbers
and the saboteur card according to the chart below. Every player
~ should be able to see and reach all cards. We recommend using 5
- merchants for 2 players and 7 merchants for 3 to 4 players. There
is always only one saboteur per round

2p|ayersM01M02M03M04M05501 : ,
'34pfayers M_01, M02 M03 M04M05 M06M07SO1

"G <

: Put the mtergalactlc goods on the merchant cards I|ke shown in the

- section before. Every player gets six dice of the same color and a
;" 55 reference card Create a generiLsupply for theTemalnIng d|ce and
goods. 2 S
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s explained in the section Goal of the game, all players try to
reach deals with as many merchants as possible and coIIect their
- intergalactic goods.

To reach your deals, your dice have to be on the merchant cards at
~ the end of the round. A round ends once every player runs out of
- dice. Be aware that your opponents will try to steal your deals
during their turns and that you should do the same.

Turn overview

Startmg with the first player, take turns in a clockwise order You :
are not allowed to skip turns if there are still dice in your personal }
sumoly ; : : ;

|
|

> Choose a merchant card

’ > Roll and re-roll :

> Activate merc_hant actio’ns % :
>Sett|e the negotiation'- g e R el
: 4 % 3

Chooseamerchantcard e e L

The f|rst thing: you. have do, |§ to choose a merchant you want to
trade W|th It' s up to’youi@lch one you p1ck :

2

Roll and re-roll

\ You take at Ieast one
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Example

David rolls a 2. He decides to re-roll his die. This time he rolls a

4. The new result is higher than the previous one, so he has the
option to re-roll once more. David takes his chances and rolls a 3.
Since the result did not increase this time, David has to stick to the 3.

Activate merchant actions

® Igg/our rolled result triggers an action, you have to execute it. Look
at the merchant’s action area on the card. If your result is shown
there, it triggers the following action.

Example

Lena s resultis a 3. She takes a look at the merchant’s actlon area and
sees that her 3 has triggered an action, which allows her to increase
any given die in the game by 1. She chooses to increase her 3 to a 4.




Settle the negotiation

/ The final step is to move your die onto the merchant card’s
left dice slot. This indicates that you are negotiating with him.

When you chose a merchant, who is already in an active

negotiation with an opponent, compare the results. Active

negotiation means, that there's at Ieast one die placed on top of the

~ merchant card. ‘

~ If your result is higher, remove all of the opponent’s dice and place

them into the general supply. The final step is to move your die

- onto the merchant card’s left dice slot. There may never be dice

| from different players on one merchant card. >

\ ~ If your result is equal to or lower than your opponent’s, remove
your die. Keep in mind that you have to execute all triggered

actions before comparing results and placing dice. g ,5

Negotiating with two dice

“When using two dice, yo'ur'liesult :c_ount's asa decima,l:number.:'lt's
[higher number] point [lower number]. A 2 and a 5 for exémple
would be a’5.2'. Place the higher number on the left dlce slot. 3
When re- roIImg, you EIWays have to do it W|th both dice. In the
example abOVe~you would need to at least roII a5.3tobe abIe tOo
re: roII agam LR e :
-;/;" R G g = ¥ g . ~ ‘—.‘..
The hlghest result you caLnget is doubles A double means that
both dice show the same number -‘%‘Je to that, ra reguit of ali 1 |s
hlgherthana65 R : ey
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Merchant actions

Triggered merchant actions always have to be executed, if
possible. - .

A merchant action is always structured in the same way:

> When is the action triggered?
B What does the action do?
» Which dice are affected?

- When is the action triggered?

s [ e

If your result matches Wlth the symbol shown on the merchant
*card, it triggers that action.

= At the begmmng of your turn

Actlons showing this symbol are trlggered at every beglnmng_of
your turn, so before you ch‘bose a merchant. These actions are only

: trlggered if there is at least one of your dice on the merchant card
2t is not trlggered if you have ldlce feft h

\

-)' At the end bf your turn




' What does the action do?

/ ©& Roll again

~ Take the indicated die and choose a merchant card. It can either be
the one you took the die from or another one. Roll the die to start
the negotiation.

- Remember: This “resets” your d|ce SO you are allowed to re-roll as
you normaIIy couId -

@ Turn over

-

| 5
,’ - Turn over the indicated die to it's opposite side. oo

+ Increase

“Increase the result of the indicated die by one. It i is not p055|ble to
raise a 6, as th|s is the hlghest result

= Decrease

Decrease the result of the |nd|cated dle by one Iti is not pOSSlb|e to :

- reduce a 1, as thisis the Iowest result :
t» B k‘ e : : : :

“’Swap Nt o, \’ TR o B e

i &

Choose the |nd|ca1:ed d| from two dn‘ferent merchant cards Ok

~ from the same one. Swac;&helr position. You always have to choose,-e
~ dice of the same color If you swap the posmon of
- same card, theh‘ value changes. E i
| that you don't necessarill
| when swappmg dlce

e from the
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X Remove

Remove the indicated die and put it into the general supply.

You can only remove dice which are already in the game, so
either the ones which are placed on merchant cards or the ones
you just rolled. If you remove a die from a merchant card with two
dice on it, place the remaining one on the left slot.

+
"‘;_iGet
Take the indicated good from the general supply and put itin front
of you . These are either intergalactic goods or d|ce

-

~ Lose : bl
If you lose a die or an intergalactic good, you have to take it from
your personal supply.

3 A player of your choice

This symbol indicates that you choose whether it's you oran
opponent who gets/loses goods or dice.

i
S £
X

& Andt

< Ha merchant offers you more actlons at once, these actlons are

~ connected by this symbol. You Iways have to execute them in the ,
~ shown order of the card. Execu > all stated actions befo_re executing
further cham reactlons ' S gl S EEL L e

% -

Wdlch dlce are affected'?
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Example

David rolled a 6. The result triggers the following action:

E:X D “Remove this die”. David has to remove his die.

If an action that is triggered at the beginning or at the end of your
turn refers to “this die”, it affects all your dice on the merchant card.

Example

At the end of Lena’s turn she has to

- execute the action of an active

negotiation with the Gaaz. Since

ﬂ - two of Lena’s dice are on top of the

merchant card, both of them are
affected by the action. She decreases
their results by one.

A
« 4 Your die

”Your die” refers to one of your dlce in game. Th|s can either. be the -
- one that trlggered the action or another one of your dice in game.
The ones from your personal supply are not ‘considered in game

€
N A
5 i

b Any die . ;,‘;f‘

‘ “Any d|e” can be any die in game Thls can elther be the d|e that 4
tnggered the act|on another d|e of your color or ar1 apponents d1e'f-»
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Additional rules

Chain reactions

As the gatne progresses, a lot of dice will be placed on the different
merchant cards. A good way to manipulate more than just one die
per round, are chain reactions.

Here's a Ilttle example to show you how they work
A
It's David's turn and he chooses to trade with the Palaquin. Lena is
already negotiating with it, so to steal her deal, he needs a h/gher
result than her 4. He rolls a 4 as weII

-

: Since his result‘isn’t hiéher he can not make a deal. He could te-roll
- his die, but chooses another option. He decides to take the result to
el tngger the merchant actldn It lets him turn over any die in game. He

could s:mply turn over Lena s die and steal the deal but he has a
: better idea. »




The black 3 triggers another action that let's him increase the
result of a die by one. He chooses to increase his 4 to a 5.

Afterwards he comparee the results and since his 5 is\higher than
 Lena’s 4, he remgves her die and puts his on the card instead.

As explamed in the example ail trlggered actrons Jdurmg yorur'turn
~are aIso executed by you no matter the coLor of the dle S
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Continue an active negotiation

At the beginning of your turn you are also able to continue an
active negotiation.

There has to be a free space for a second die, though. After rolling,
possible re-rolling and activating triggered actions, put your die
next to your first one onto the merchant card. The higher result is
placed on the first spot.

SR
The Saboteur card

The Saboteur card is a little
- different than the others. A
saboteur offers you no rewards
and brings no goods with him.
This is indicated by the closed dice
area. You can still use up to two of E:x
~your dice while negotiating with him ‘ H:xX & 06
His role in the game is to sabotage e
deals, because he hates these strange
extraterrestrial merchants 5

At the end of your turn your dlce are aIso not pIaced onto the card,

but are removed, except a triggered action says otherwise. It is

important to know, that you can negotlate with the saboteur only
~once perturn e : :

End of a round

Turns are playéd clockW|se A round ends%nce every player runs' i
', out of drce If you are out of dlce earller than the others your turns \




, ' Starting with the first player, everyone take their acquired
goods and remove their dice from the cards. Once
/ everybody's done that, the round is over.

Some merchants offer you different goods depending on your
results. The Araffi for example gives you the turquoise good if you
have a 4 and the orange one if you have
a 5. For any other result you receive

- no goods at all.

Other merchants offer you
- rewards, which are triggered at
the end of a round. The Arakys,
{’ - for example, let's you choose a
- player who starts the next round
\ with one die less.

‘Setup for the next round

The setup for the next roun‘d is similar to the initial one.

The player with the least p0|nts draws two new: merchant cards

~ chooses one -and swaps it with a merchant from the previous
“round. Then the second to last player draws.a new merehant card
ahd swaps it wrth an oId one. ;
PIace the mdlcated, gbod on the merchant car‘ds and glve every

- player six dice. Be awareigat some actlons may have changed the
amount of dlcea player starts W|th e oof s
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The end of the game

A game is played over two rounds. The player, who has the

goods with the highest total value by the end of the game wins. If
there's a tie, the player, who received the goods with the higher

total value in the last round, wins. Otherwise they share the victory.

Game variants
~ Variable game board

At the beginning of the game you can elther _choose the merchant 1
cards beforehand or place them randomly. ' :

Crazy negotiations

This variant allows players to freely trade their intergalactic goods
- with each other. In return they can offer to manipulate a
negotiation of an opponent or offer an advantage triggered by a
merchant actlon The only goods that can not be traded are dlce

Score pomts

Norma[ly a game ends afte‘l' two rounds. Before the game starts
- you can decide to pIay unt|I one player scores at least 10, 12 or 15

pomts i 5 R N e e N
. .1/;—, . e .

‘ Hlde your supply

of around Th|s variant aIloWs you to hlde yourdlce from the other
- players If it's your turn, however you have to -pIay For 'EhiS :
- g ,t <
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leferen‘t amount bf merchants
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