
Strange that the game didn't come with one but doesn't seem so hard to 
make it work. 

It's also weird that the goods don't have a name. I'm going to say Gold = 
Spices, Blue = Linen, Purple = Wine, and Green = Olive Oil. 

Setup 

As per a 4 player game, begin by crossing out the 2 leftmost spots on 
the Turn Track. 

At the beginning of each turn the solo player will mark the remaining 
dice on the Turn Track in the following way. 

For the first roll, circle the leftmost die. 
For the second roll, cross out the '3' on the die face. 
For the third roll, cross out the '2' on the die face. 
For the fourth roll, cross out the '1' on the die face. 

These number represent the number of drafts that the Automa will take 
before you (0, 3, 2, 1 - similar to a 4 player game). 

The player now begins by rolling the dice and placing them on the 
Harbour as normal. 

For the first roll the Automa will not draft any dice and the player can 
choose freely from what they have rolled. After that the Automa will take 
3, 2, or 1 picks from the Harbour before the player may choose. 

A player may add gold dice to any roll by paying Gold, however may 
only get Steward bonus dice on the turn a Round on the Turn Track is 
circled. 

AI 

It does so in the following way: 

Ignores Gold District 
Draft the District with the greatest NUMBER of dice 
If tied, draft the District with the HIGHEST VALUE of dice 

That's it! 



End of Round 

At the end of the first Round (4 rolls), roll one die to determine which 
District the Automa has completed: 

1-2: Linen 
3-4: Wine 
5-6: Olive Oil 

At the end of the second Round (4 rolls), roll one die to determine which 
additional District the Automa has completed: 

1-3: Top remaining 
4-6: Bottom remaining 

At the end of the third Round (4 rolls), the Automa completes the final 
District with bonuses and the Player is no longer able to get bonuses for 
completing Districts first. 

If the player completes a District before the Automa, then still include 
that District as part of the Automa's roll at the end of the Round. The 
Player managed to get there first. 

End of Game 

At the end of the fourth Round the player adds up their scores as normal 
and compares it to the chart: 

>65 - Top Trader 
51-64 - Procurement Specialist 
40-50 - Market Merchant 
<40 - Replenishment Opportunist 

Hope that all made sense, basically you're playing a 4 player game and 
the AI is taking the 'best' option as if the other player's existed. 

I've not played too much to work out what a top score would be, so let 
me know if you think I should change it at all, but 40 seems like a fair 
number to aim for.


