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C A RC A S S O NNE - TH E B A S IC G A ME
released in 2000

A canny tile-laying game for 2 to 6 players aged 8 and above by Klaus-Jürgen Wrede
The city of Carcassonne in southern France is the roads around Carcassonne. The development of
famous for its unique Roman and Medieval the land is in their hands, and the skilful deployment
fortifications. The players take their chances with of the followers as thieves, knights, monks and
their followers in the cities, cloisters, farms and on farmers is the path to success.

GAME CONTENTS
72 land tiles (including one with a dark reverse) which
depict road, city and farm segments 1, as well as cloisters
reverse of the starting tile
and crossings. 2
3
4
48 followers in six colours :

a cloister

city segments

Each follower can be deployed as a knight, monk, thief
or farmer. One follower of each colour is used as a
scoring marker.
One scoreboard.
This is used to track
players’ scores
One rule booklet and
one supplement.5

OVERVIEW
The players place the land
cloisters and farms, to which
points. As points can be won
emerge during the final scoring.

farm segments

road
segments

crossings

tiles turn by turn. This leads to the growth of roads, cities,
the players may deploy their followers in order to earn
during the game as well as at the end, the winner will only

PREPARATION
The starting tile is placed in the middle of the table. The remaining tiles are mixed and placed face-down on the table in
several stacks, so that each player can access them easily. The scoreboard should be placed at the edge of the table if possible.
Each player chooses a colour and receives the eight followers, placing one on the ‘0’ field of the scoreboard as a scoring marker.
The remaining seven followers stay with the player for the moment, as his or her supply.
The youngest player decides who will begin the game. 6

PLAYING THE GAME
Play progresses in a clockwise fashion. The player whose turn it is carries out the following actions in the order given:
1. The player must draw one new land tile and place it.
2. The player may draw one follower from their supply and deploy it to the tile just placed.
3. If any roads, cities or cloisters are completed through the placement of the tile, they must be scored now.
Then it is the next player’s turn.
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1. Place a tile
As their first action, the player must draw a tile from one of the stacks. The tile is then shown to the other players (so they can
‘advise’ the player about where to place it) and placed on the table. The player must take care to observe the following:
At least one side of the new tile (with a red border in the examples below) must touch one or more tiles already in play.7
Corner-to-corner placement is not permitted. 8
Any city, road and farm segments must continue segments already in play. 9
In the rare case that a tile cannot be placed anywhere, it is removed from the game, and the player draws another.

Road and farm segments must
continue those in play.

City segments must be continued.

2. Deploy a follower
When the player has placed the tile, he or she may deploy a follower. On one side the city is continued,
on the other the farm.
In doing so the following points must be observed:
Only one follower may be deployed each turn.
The follower must come from the player’s supply.
The follower may only be deployed to the tile just placed.
The player must decide which part of the tile the follower is deployed to10 11 12, as either:
a thief

a knight

a monk

Not like this!

a farmer
here

or

on a road segment

or

in a city segment

or

in a cloister

or there

on a farm segment
Place farmers lying down!

There must be no other follower (not even one belonging to the same player) on the road, city or farm segments connected
to the tile just placed. It does not matter how far away the follower is. The following two examples may help to explain:

BLUE can only deploy a farmer:
there is already a knight in the
connecting city.

BLUE can deploy the follower as a knight or a thief, or as a farmer
on the small farm segment: the large farm is already occupied.

If a player runs out of followers during the course of play, he or she may only place tiles. But don’t panic: you can also get
followers back.
Now the player’s turn is over, and it is the turn of the next player on the left.
With the following exception: If a road, city or cloister was completed through the placement of the tile, it must now be
scored.
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3. Score completed roads, cities or cloisters
A completed road
A road is completed when the road segments on both sides end in a crossing,13
a city segment or a cloister, or when the road forms a closed circle. 15 There is
no limit to the number of road segments which can lie between these endings.
A player who has a thief on this completed road scores as many
points as the road is long - decided by counting the number of tiles.
Whenever points are scored, they are immediately recorded on the scoreboard (more about this
in the section on the scoreboard).
14

RED scores 4 points

A completed city
A city is completed when its segments are
fully encompassed by a city wall and there are no
gaps within the city.16 There is no limit to how
many segments a city may contain.
A player who has a knight in a RED scores
completed city scores 2 points for every 8 points
(three city
city segment. Every pennant scores an segments
17
extra 2 points.
and one
What happens if there are several pennant)
followers on a completed road or in a
completed city?
Through the wily placement of land tiles it is
quite possible for several thieves to be on a road,
or for several knights to occupy a city.
The points are then scored by the player with the
most thieves or knights. 18 In the case of a draw, all
players involved score the full number of points.

RED scores
3 points
RED scores 8 points
(four city segments,
no pennants)
When both city
segments on a tile
are in a single city,
they only count as
one segment

The new tile joins the previously unconnected city
segments, forming a single completed city

A completed cloister
A cloister is completed when it is
surrounded by eight land tiles. The player
who has a monk in the cloister
immediately scores 9 points - 1 point for
every land tile.

Returning followers to their
owners

RED scores 9 points

BLUE and RED both score the full 10 points, as they
both have one knight in the city - a draw!

After a road, city or a cloister has been completed and scored - and only then - any thieves, knights or monks involved are
returned to their owner. From the next turn onwards, the player can then use them again in whatever role he or she chooses.
It is possible to deploy a follower, score immediately, and have the follower returned, all in the same turn. In this case, you must
use the following order:
1. Complete a road, city or cloister with
the new tile.
2. Deploy a thief, knight or monk.
3. Score the completed road, city or
cloister.
4. Return the thief, knight or monk to your
supply.
RED scores 4 points

RED scores 3 points
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Farms
Several connected farm segments form a farm.19 Farms and farm segments are not scored. They serve only as places to deploy
farmers; the owner of the farm only scores points at the end of the game. As such, farmers remain on the farm for the
duration of the game and are never returned to their owner! In order to make that clear, the farmers should be laid on
their backs. Farms are separated from each other by roads, cities and the edge of the playing field - this is important during the
final scoring. 20

Be careful:
The player who placed
the new tile may not
deploy a farmer, since
the (now connected)
farm is already
occupied by farmers.
All three farmers are on their own farms.
The road segment and the city separate
the farms from each other.

After the placement of the new tile, the
farms of the three farmers are joined to
form one.

The scoreboard
Any points scored should be recorded on the scoreboard immediately. The board is a track of fifty
fields that can be lapped many times. When the field ‘0’ is reached or passed the player takes a point
tile and places it in plain view of all other players, with the number ‘50’ face up. In this way it is clear
to all that the player has already scored 50 points or more. 21 If the player reaches or passes the field ‘0’
again, they should turn the point tile over so that the number ‘100’ is face up. It is quite possible that
the player might lap the circuit a third time: then he or she should take another point tile and display it
next to the first, the ‘50’ face up. 22

THE END OF THE GAME
The game ends at the end of the turn in which the last land tile is placed. And roads, cities and
cloisters completed in this round are scored as usual. This is followed by the final scoring.

Final Scoring
Scoring incomplete roads, cities
and cloisters
The first things to be scored during the final scoring are the incomplete
roads, cities and cloisters. For every incomplete road, city and cloister the
owner scores 1 point for every segment. Pennants also now score
only 1 point. 23 As soon as the feature in question has been scored, the
followers involved are removed. 24

RED scores 3 points
for the incomplete
road. YELLOW scores
5 points for the
incomplete cloister.

Scoring farms
Only the farmers and their farms are left, and these will be scored now.
The owner of each farm should be established. If several players have
farmers on a given farm, then the player with the most farmers is the owner.
In the case of a draw, all the players with the most farmers are considered to
be owners. The owner (or owners) of the farm score 3 points for every
completed city which borders the farm, or lies within it.25 26
If a city borders more than one farm, the owner(s) of each farm score
3 points for the city. 27 28

BLUE scores 3 points for the incomplete city on the
bottom right. GREEN scores 8 points for the large
incomplete city. BLACK scores nothing, since GREEN
has more knights in the city.
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= The order
in which the
tiles were
placed.

BLUE scores 6 points. RED scores 3 points.
The incomplete city generates no points.

BLUE scores 9 points.

Having the majority of farmers,
RED owns the large farm, and
scores 6 points: 3 each for the
cities A and B. BLUE owns the small
farm, scoring 3 points for city A.

On the large farm RED and YELLOW
both have two farmers, and so
both score 6 points: 3 each for the
cities A and B. BLUE owns the small
farm, scoring 3 points for city A.

Every farm scores the bordering cities in the
same way. When this has been done, the game is over.
The player with the most points wins.

Example of farmer scoring
Here is a more detailed example of how farmers and their farms are scored.
(Translator’s note: ‘Wiese’ is the German word being translated as ‘farm’.)
Farm 1
BLUE owns farm 1. Two completed cities (A
and B) border the farm. For each
completed city BLUE scores 3 points
(irrespective of their size), or a total of 6
points.
Farm 2
RED and BLUE own farm 2. There are three
completed cities (A, B and C) bordering or
lying within this farm. RED and BLUE
therefore score 9 points each.
Notice that cities A and B score points for
BLUE on farm 1 as well as RED and BLUE on
farm 2, since these cities border both
farms. The city on the bottom left is
incomplete, and so generates no points.

Be careful with the edges of the farm: farms are separated from each other by
roads, cities (if they don’t lie within the farm) and the edge of the playing field.

Farm 3
YELLOW owns farm 3, since YELLOW has
more farmers on it than BLACK. There are
four completed cities bordering or lying
within farm 2, so YELLOW scores 12 points.
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FOOTNOTES & FAQ
Although in general I have abided by the Rio Grande Games’ official translations of the jargon connected with the game, I
decided to change ‘field segments’ to ‘farm segments’. The reason is terminological consistency: several ‘road segments’ form a
‘road’, and several ‘city segments’ form a ‘city’. This is in accord with the original German. However, in the official translated rules,
several ‘field segments’ are said to form a farm, introducing a distinction not present in the original. I have chosen instead to say
that several ‘farm segments’ form a ‘farm’.
1

The RGG edition of The Big Box, which includes The River, adds the following sentence here: “The 12 river tiles are NOT part of
the basic game but do have the same back as the starting tile.”
2

Question: Too few followers - are we playing wrong or are there really too few?
Answer: In our view there are not too few. A certain shortage of followers is entirely intentional. An important
element of the game is precisely learning to be economical with one's followers.
3

4

As far as The Big Box is concerned, the sixth set of followers is a part of the basic game, not Inns and Cathedrals.

This should also include ‘6 point tiles’, since they are considered part of the basic game in The Big Box rules. Also, I have not
included the tile distribution sheets of the supplement in this document.
5

This paragraph contains a number of differences in the RGG edition, most notably that the youngest player does not decide who
will start the game, but instead “the players decide among themselves who will be the starting player, using any method they
choose.” The original RGG rules agreed with HiG that the youngest player decides.
6

Question: In this game, when a new land tile is placed, does it have to fit on all edges, or is it enough if the edge
that you want to connect to fits?
Answer: The new land tile must fit the adjacent terrain on all edges. During placement it is not enough to look for
only one side that fits.
7

Question: We have difficulty deciding when a placed tile represents a new city or belongs to one already being built.
Answer: 'Corner to corner' is not a connection! Segments can only be connected on the edges. In the example shown
there are two cities at the moment.
8

Question: Can cloisters be placed directly next to each other, or corner to corner, or must there always be eight
other tiles neighbouring a cloister?
Answer: Why ever not? A cloister stands in the middle of a farm segment and other segments can be placed next to
it. In contrast to roads, cities and farms it is not possible to connect to a cloister. In the example shown every monk
occupies its own cloister, which will be scored independently of the neighbouring cloisters.
9

Question: There is just one situation that puzzles us. If a player draws a tile with two city segments and completes a small city,
earning two points (or according to the newest rules, four points), can he or she then deploy a follower to the new city segment in
the same turn?
Answer: A player may only deploy one follower per turn, and that follower may be deployed only once, and it must
be before any scoring. If the player already occupies the small, now-completed city, he or she may deploy a second
follower to the other city segment immediately after placing the tile. The small city will then be scored and the
follower involved returned to the player. If the player does not yet occupy this city, he or she can decide which of the
two city segments to deploy a follower to. If the follower is deployed to the small city, it will be returned immediately and the player
will earn four points, but the follower cannot be redeployed.
10

Carcassonne © 2007 Hans im Glück, translation and notes by Matthew Harper

C a r c a s s o n n e - C o m p l e t e A n n o t a t e d R u l e s ( V e r s i o n 4 . 0 )!

!

!

14

Question: If you complete a previously unoccupied city when placing a tile, do you have to occupy this city and
earn the points? Or can you close the city without it being occupied and deploy a farmer?
Answer: So long as the farm is unoccupied you may deploy a follower to it. The city does not necessarily require a
knight to look after it.
11

Question: On cloister tiles, are we allowed to deploy a follower on the surrounding farm segment?
Answer: Yes! The same rules are valid for a farm surrounding a cloister as for any other farm. You can also deploy a
farmer next to a cloister. In this case the cloister remains unoccupied for the rest of the game.[unless the cloister is
occupied via a magic gate, or from a follower in the city of Carcassonne - Matt]
12

Question: We would like to draw your attention to an ambiguity. You speak of crossings - in the game there are
crossings and junctions.
Answer: That's right! But since all crossings have the same effect - namely, to bring a road to an end - it was decided
to sacrifice the distinction between crossings and junctions (or T-crossings, or T-roads…?) in order to not unnecessarily
complicate matters.
13

Question: How are the road segments between T-junctions scored? Are the horizontal segments (on top of the T)
also ends, or do these count as straight roads that have to be completed elsewhere?
Answer: Every crossing (or junction) ends a road, irrespective of which direction they reach the junction from. The
thieves cannot enter the small villages on the junctions either. In the example shown, every thief is on its own road.
14

Question: Can a road end in nothing?
Answer: No, like all the usual land tiles, a road segment must continue to another road segment on all edges.
15

The RGG edition states rather confusingly that “a city is complete when the city is completely surrounded by a city wall and
there are no gaps in the wall.” Obviously, a city cannot be completely surrounded by a wall, and the wall have gaps at the same
time. It is the city itself which cannot have gaps, as the HiG rules make clear.
16

Note that the so-called ‘small city’ rule has not been used in German editions for some time (since at least 2002). This rule stated
that a city of two segments - the smallest possible completed city - scored only 2 points, or 1 point per tile. Pennants in a small city
also scored only 1 point each. However, small cities are now scored in the same way as every other city: that is, 2 points for every
city segment, and 2 points per pennant.
The RGG edition of the Big Box still uses the ‘small city’ rule.
17

Question: Since it isn't stated in the rules, we always disagree about how to score when two followers of one colour
are occupying a road, city or farm. Do you score double in these cases?
Answer: No! The number of, or in Inns and Cathedrals the size of, the followers has no effect on the points that a the
player earns from a road, city, cloister or farm. Two knights do not double the points. The number of followers is only
important in establishing who has the majority.
18

Question: The only thing that's unclear is how big a farm can be. I assume that a road is a border. But we've
already played games where a farm was not halted by a road for almost the entire game.
Answer: Farms can be limited by all kinds of barriers, for example, roads or cities which cannot be circumvented, or
the edge of the playing field. It can certainly happen that a farm covers almost the entire playing field. In that case,
the only thing that can be said is, ‘Me too!’
19

20

The 2005 edition of the rules contains a further example of farmer placement, which it might be useful to include here.

The graphic here suggests that it might also be a good idea to lie the follower being used as a scoring marker flat on the
scoreboard as the ‘50’ is passed.
21
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This is the first real difference to previously published editions, now having its own section and a description of point tiles, which
were previously considered to be a part of the Inns and Cathedrals expansion.
22

Question: Final scoring: segments of incomplete roads. 1 point per follower or 1 point per road segment? Cloister:
1 point for every neighbouring tile (e.g. 5), or is an incomplete cloister worth only 1 point?
Answer: During the final scoring roads earn exactly as much as during the game, that is, 1 point per road segment.
In the example shown, blue earns four points at the end of the game. The only exception in the final scoring is a road
with an inn from Inns and Cathedrals, which earns no points whatsoever at the end of the game. The cloister earns 1 point for the
cloister itself and 1 point for every neighbouring tile. When there are five tiles surrounding the cloister it earns 6 in total.
23

24

This sentence is based on an FAQ , has been added into the RGG rules at a later point in the text.

Question: It is unclear whether incomplete farms earn points during the final scoring.
Answer: It is almost impossible to close off or complete most of the farms. The most important thing when scoring
the farms are the cities, which do indeed have to be complete. So: completed cities count, on incomplete farms as
well.
25

Question: At the end of the game, do we score farms which are completely closed off by roads, but which don't
have any adjacent cities? If so, how?
Answer: Strictly speaking, they should be scored exactly like every other farm, with 3 points for every completed city.
In this case, that makes a total of zero points. And the farmer is nevertheless unable to leave the farm. All this is of
course highly frustrating and cries out for revenge!
26

Though not a change from the previous German editions, this describes what is known as the ‘third edition’ method of scoring
farms. The Rio Grande Games translation still uses the ‘first edition’ method, which is described in the FAQ below. However, you
are recommended to adopt the method described here, if for no other reason than it makes little sense to adopt the relatively minor
changes which occur in the Big Box edition, while still using a method of farmer scoring (a major issue) which has not been used in
Germany since at least 2002.
The RGG edition of the Big Box still uses 1st edition farmer scoring.
27

Question: What are the differences to the rules of the first edition, when Carcassonne won Game of the Year?
Answer: The scoring of farms was not from the perspective of the farms themselves, as it is now, but rather from the
perspective of the cities. For every city, you had to check how many farmers of each colour were adjacent to it,
irrespective of from which side. The player with the majority of adjacent farmers supplying a city would earn four
points for it. Each city would as such only be scored once, and therefore earned more points. According to the old rules, blue would
be the only one to score points, since two of his or her farmers are supplying the cities, even though they are on different farms.
Yellow has only one farmer adjacent to the city and goes home without anything. According to the new rules, both farmers earn
points; and following the most recent rule changes, blue even earns points twice.
28
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TILE DISTRIBUTION
Quantity

Tile

1

Quantity

Tile

3

cccc
3

ccrr

cccf

3

1

1

cfcf

cccr

cfcf

cccr

cfcf

ccff

cfff

ccff

frfr
4

cfrr
4

ccff

ffrr
8

3

2

fffr
9

5

2

ffff
2

3

3

crrr
4

2

2

crrf

ccrr

cccf

Tile

3

2

1

Quantity

frrr
1

crfr

rrrr
72

Total
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TH E RIV ER
released in 2001

EXTRA PIECES
12 new land tiles (showing river segments
as well as familiar features such as cities,
cloisters, roads and farms)29

ADDITIONAL RULES

Quantity

1

Preparation
Separate the spring tile30 and the lake tile from
the others. Place the spring tile in the middle of the
table and make the other ten tiles into a stack. The
game now begins. As usual, the players take turns
to place a tile and can deploy their followers to the
river tiles as knights, thieves, monks or farmers.
When the river is finished, the lake tile is placed,
and the game continues with the remaining tiles.
Followers may not be deployed to the river itself.
The original starting tile can either be mixed
into the stack of river tiles, or placed as soon as the
river has been completed, and is treated like a
normal tile.
Important: A U-turn with the river tiles is
not possible.31 This means that a 180° turn is not
allowed, as it may lead to difficulties in placing all
the tiles.

TILE DISTRIBUTION

Tile

Quantity

Tile

2

ccss
1

ffss
2

cscs
1

fsfs
1

csrs

fsrs

spring
1

1

fffs

rrss

lake
1

1

fffs

rsrs
12

Total

FOOTNOTES & FAQ
Question: When the two River sets are combined, should we make two rivers (using the two springs) or discard one spring and
one lake and make just one river?
Answer: One spring and one lake are discarded.
29

Question: Does the spring tile end a farm? Or does the farm go right around the spring?
Answer: Officially, the farm goes around the spring. So it is a connected farm.
This has been incorporated in to the RGG edition of The Big Box, which includes The River (the HiG edition does not) and states
that “The field space on the lake and spring tiles wraps around those features.”
30

Question: With the U-turn rule when making rivers, does that mean no U-turn ever, or just no immediate U-turns because it
will complicate the placement of subsequent river tiles?
Answer: Only immediate U-turns are explicitly forbidden. (Naturally there can also be problems if a straight river tile lies
between.)
31
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