For 2-6 players • Ages 12 and up • 30-90 minutes
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SET UP

COMPONENTS

5
The
Grand
Bazaar
(game board)

2

2-piece Hafid
(ha-FEED) marker
to assemble

36 Bidding
Cubes

125
Merchant
Cards

4
84 Talents

24

16

16

16

12
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Object of the Game

6

East meets West at Hafid’s Grand Bazaar. Hafid
the Trade Master welcomes you and wishes you
good commerce. Bid oncaravans, negotiate with
other merchants, sell yourwares, and amass the
most wealth tobecome the greatest trader in the
known world!

1

Place the Grand Bazaar
table.

1

in the center ofthe

Determine the 1st player. Give that player theHafid
marker.

2

Give each player 6 Bidding Cubes of one color.  3
Place the Talents in a common pile of moneywithin
easy reach of all players.

4

Shuffle all the Merchant Cards together. Beginning
with the 1st player, deal each player10 cards. You
may look at your cards, but keep them secret from
the other players. The other players can see the
types of Merchant Cards you possess (Food, for example), but not the specific Good (such as Spices).
Set the Draw pile nearby.

5

Deal 2 Merchant Cards face down 6 in front o f
each Foreign Market, but offset them soeveryone
can see both types represented.

3

3

MERCHANT CARDS

Finished Goods

Livestock

Food

Raw Materials

Textiles

There are 5 types of
Merchant Cards. Each
card represents 1 of 25
different Goods. 
Each Good has a name
anda Talent value used
for scoring. 
All of a particular Good
has the same Talent
value.

Cut Gems
Frankincense
Swords
Glass
Paper
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Salt
Spices
Olive Oil
Dates
Almonds

Jade
Amber
Ore
Alabaster
Cedar

Tents
Rugs
Robes
Wool
Linen

Each Merchant card has the following information:

1
2

Horses
Camels
C attle
Sheep
Goats

3
5

1. The color corresponding to the Merchant Card type.
2. The specific Good highlighted in a list of all the Goods of that
Merchant Card type.
3. A large image of the Good.
4. The card’s Talent value.
5. The number of cards for this specific Good in the deck.
Each Good has a set number of Merchant Cards in the deck and a
Talent value. Each specific Goodhas the same number of cards and
the same Talent value. (See Page 11 for a complete list.)
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PLAYING THE GAME

BIDDING ON CARAVANS

Each round consists of four Phases:
Bidding
Caravan
Trading
Selling
At the end of each round, the 1st player passes
the Hafid marker clockwise to the next player.
Each player receives 5 new Merchant Cards.
Place 2 new Merchant Cards face down in all
empty Foreign Markets.
The numbers 1st through 6th in the center of
the board represent caravans. Bid on a Caravan
to decide the order you claim Merchant Cards
from Foreign Markets. Winning a bid on a
Caravan allows you to choose the Merchant
Cards from ANY 1 Foreign Market.

The game ends when each player has had a
chance to be the 1st player.(Refer to
Continuing the Game on Page 10 for more.)

1. BIDDING PHASE

You can use 1 Bidding Cube to secure a
Caravan if there are no other cubes on it. If
other bids have been placed, you must beat the
highest bid for that Caravan. If you are outbid
on aCaravan, your Bidding Cubes remain on the
Caravan until the end of the round. You cannot
use them to bid on anything else this round.

Starting with the 1st player and proceeding
clockwise around the table, bid on Market
Segments. These segments include Caravans,
Influence, and Customers.
To bid, place at least 1 Bidding Cube on the
Market Segment. You can bid on only 1 Market
Segment at a time, but may bid more than
1 Bidding Cube depending upon the segment
and the bids from other players. 

Example: The 1st Caravan has 1 Bidding Cube
on it. You must bid 2 cubes to secure it.
Anotherplayer would then have to bid 3 cubes
to outbid you. 

Continue bidding until everyone’s Bidding
Cubeshave been used. Your Bidding Cubes
must always remain visible.

If you bid all 6 Bidding Cubes on a single
Caravan, you purchase that Caravan for the
round and cannot be outbid.
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BIDDING ON INFLUENCE
You can bid to hire 3 kinds of Influence to help secure the Goods you need most.

INFORMANT

FREE TRADER
Bid on the Free Trader
to send arepresentative
along with any Caravan.
Place your bids for the Free
Trader in the 6 squares
starting with 1. You can
bid on morethan one Free
Trader, but can only place
1 Bidding Cube on this
Market Segment per
bidding turn.

Winning the bid for the
Informant, youcan look at
the 2 Merchant Cards in
any single Foreign Market or
all ofthe Merchant Cards of
a single typein all 6 Foreign
Markets. After looking at
the cards, you can choose
to s earch the Discard pile
and draw a s ingle card into
your hand or drawthe top
card from the Draw pile.

If you bid on the Free
Trader,whenever a Caravan is claimed during
the Caravan Phase, you can send a Free T
 rader
with the Caravan and draw the top 2 cards
from the Draw pile.

You can be outbid for the Informant. You gain
nothing for being outbid and you do not remove
your Bidding Cubes. You use the Informant ability at the beginning of the Caravan Phase, before
the first Caravan is claimed. (See Page 9.)

Bidding Cubes on lower numbers take
precedence over cubes on higher numbers.
If other players are in line ahead of you, you
must ask those players for Right of Way in
order to send your Free Trader.

NEGOTIATOR
Bidding on the Negotiator
allows you to freely trade
with other p
 layers
during the Trading Phase. 

Giving Right of Way: If you allow someone in
line behind you to use the Free Trader, you
maintain your bidding position b
 ut allow the
other player to draw cards.

Trades can be made ONLY
with players who have bid on
the Negotiator.

Denying Right of Way: If you deny another
player Right of Wayto use the Free Trader,
you draw the top 2 cards from theDraw pile
instead. Remove your Bidding Cube from the

(See Trading Phase on
Page 9.)
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BIDDING ON CUSTOMERS
There are 3 kinds of Customer: H
 aggler, Collector,
and Guild Master. 

 oard. Denying Right of Way does not block a
b
player fromusing the Free Trader, but changes
the cards they will draw. It is possible to send
multiple Free Traders with a singleCaravan.If
you are denied Right of Way, you can decide not
to send your Free Trader with that Caravan.

Placing a Bidding Cube on 1 or more of the Customer
spaces allows you to sell to that Customer during the
Selling Phase (see Page 10). 
Any number of players can bid on the same Customer.
You cannot outbid other players for Customers.

After you use your Free Trader and draw your
cards, remove your Bidding Cube from the board.

HAGGLER
Bid on the Hagglerto sell
matched sets of Merchant
Cards in any quantity (2
or more).The sets must
all be the sameGood, not
just the same type. You
receive Talents equal to
double the total value of
the cards. You may sell
as many matched sets as
you have in your hand.

Example: You (Red)
bid on the Free
Trader and place
yourBidding Cube
on 3. Yellow and
Black have cubes
on 1and 2,
respectively. Orange
claims a Caravan,
but you think the
cards in the Draw
pile favor you. You
indicate you want
to hire your Free
Trader. You first
must ask Black
for Right o f Way. He agrees. His Bidding Cube
remains in place, a nd he doesn’t draw any cards.
You inform Yellow, but shesays she doesn’t yield.
Yellow draws the top 2 cards from the Draw pile
and then removes her Bidding Cube. Now you
may use your Free Trader or opt to wait until
another Caravan is claimed.

Example: You could sell a set of 3 Goats.
Because each Goat card is worth 1, you
receive 6 Talents (3 x 2 = 6). However, a set
of 1 Goat, 1 Camel, and 1 Sheep would not
score, even though the cards are all Livestock.
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BIDDING ON CUSTOMERS CONTINUED
COLLECTOR

GUILD MASTER

Bid on the Collector to sell
5-cardsets that include 1
Merchant Card of each type:
Finished Goods, Textiles,
Livestock, Food, and Raw
Materials.You receive a
number ofTalents equal to
the total value of the cards
in the set +5 bonus Talents.
You may sell asmany of these
sets as you have available.

You bid on the Guild
Master to sell sets of
5 Merchant Cards that 
include 1 of each Good
from a single type. You
receive 30 Talents for each
set (not the Talent value of
the cards). You may sell as
many o f these kinds of sets
as you have available.

+5 BONUS TA L E N T S
Example: If you sell a set
that included Cut Gems,
Rugs, Cattle, Dates, and
Cedar (1 of each type
of Merchant Card)
you would receive
a total of 14
Talents (9 for
the total card
value +5 bonus
Talents).

Example: You could sell a set of Finished Goods
that includes 1 card each of Cut Gems,
Frankincense, Swords, Glass, and Paper. You
could not sell a set of Textiles with only Tents,
Rugs, and Robes; you are missing Linen and Wool.
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2. CARAVAN PHASE

3. TRADING PHASE

First, if you won the bid on the Informant,
choose theinformation you want (see Page 6).
Now resolve bids on caravans. Starting with the
1st Caravan, the player who won the bid can
take both face-down Merchant Cards fromANY
single Foreign Market. If you bid on the Caravan
butlost, take a Merchant Card from the Draw
pile in the order o f bidding. Then remove your
Bidding Cubes from theCaravan. Repeat the
process with each of the other caravans, 2nd
through 6th. Not all caravans must have bids.

You may initiate trades with other players if you
bid on theNegotiator. You are in a powerful
position to broker trades between players who
did not bid on the Negotiator. Make deals that
benefit you. You can trade anything: Merchant
Cards, Talents, even access to your Customers.

If you bid on the Free Trader, you can send a
Free Trader a ny time a Caravan is claimed, even
if you claim the Caravan (Page 5). You can use
the FreeTrader once per Bidding Cube. After
you use your Free T
 rader, remove the Bidding
Cube from the board.

If you did not bid on the Negotiator, you can
trade withplayers who did, but you cannot
directly trade with anyone else. You can only
trade with someone who bid on the Negotiator.

The Caravan Phase ends when no Bidding
Cubes are lefton any Caravan.

There is no set order for trading. Feel free to
interrupt, offer better deals, and reveal any
information about the Merchant Cards you have
or want. There is no lying or stealing. All players
involved in a trade must agree to it. 

Note: Caravans are not
connected to a particular
Foreign Market. You get
to take the Merchant
Cards from the market
of your choosing,
whether it be Rome,
Egypt, Arabia, Babylonia, The Orient, or
Greece.

Whenever you are finished trading — even if
you are in the middle of a negotiation — remove your Bidding Cubefrom the Negotiator
space. You can no longer make trades. Once all
the Bidding Cubeshave been removed from the
Negotiator space, the T
 rading Phase ends.

9

4. SELLING PHASE

CONTINUING THE GAME
The 1st player passes the Hafid marker to the
player totheir left, who becomes the 1st player.
Deal 5 Merchant Cards to each player. 

Starting with the 1st player, and proceeding
clockwisearound the table, you sell your Goods.
Score your M
 erchant Cards face up for everyone
to see and collectTalents equal to the points
you score.

Restock each empty Foreign Market with
2 Merchant Cards face down.

You may sell only to the Customers you bid
on (see pages 7 and 8) OR you may Ply Your
Wares.

Play continues, starting with the Bidding Phase. 
In a 2-player game, play 4 rounds, allowing each
player to bethe 1st player twice.

Ply Your Wares 
You may use this option only if you do not sell
to any of the3 Customers (Haggler, Collector, or
Guild Master). 

 a 3- to 6-player game, play a number of
In
rounds equal tothe number of players, giving
each player a chance to be1st player.

You can sell 5 to 10 Merchant Cards of any type
or Good. Place the cards in the Discard pile and
receive a number of Talents equal to the total
base value of the Goods sold.

When the Draw pile runs out, shuffle the Discard
pile to create a new Draw pile.

When you are finished selling,
remove your Bidding Cubes
from the board. You
should have all 6 of
your BiddingCubes.

VICTORY
At the end of the game, if
you have the most Talents,
you win! 

At the end of the
Selling Phase, you
cannot have more than
10 Merchant Cards in
your hand. If you do, you
must discard down to 10
Merchant Cards. You do
not receive Talents for these
discarded Goods.

In the case of a tie, tally the
base value of all the
Merchant Cards remaining
in your hand. If your total
is less than your
opponent’s, you have
become the greatest
merchant in the world!
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MERCHANT CARDS – REFERENCE CHART
Finished Goods

Livestock

Food

Raw Material

Textiles

Cut Gems

Horses

Salt

Jade

Tents

Frankincense

Camels

Spices

Amber

Rugs

Swords

Cattle

Olive Oil

Ore

Robes

Glass

Sheep

Dates

Alabaster

Wool

Paper

Goats

Almonds

Cedar

Linen
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