
A game of Exploration and Trade A game of Exploration and Trade 
for 2 – 4 Brave Captains

-108 ships carrying goods:  
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18 cloth, 

21 antiques, 

24 spices, 

30 coffee; 

good
-108 ships carrying goods:  

good
-108 ships carrying goods:  

rudders (1-3) doubloon (1) rudders (3)

summary icons

-These rules.

In Amerigo, you are a brave navigator who sails distant seas 
looking for precious goods. You will sell these goods in your 
home country to earn doubloons and recognition from the King 
and the Merchant Companies. The goal of the game is to collect 
the most doubloons.
The owner of the game chooses a starting player, or just choose at random.

Aim of the Game and Preparation

Contents
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Shuffle all the cards and deal out:
-4 each to the first and second player;
-5 each to the other players.

Keep your cards hidden in your hand so the other players 
cannot see them.
Place the draw deck in the middle; leave room for a discard pile.

If you do not have any cards with 3 rudders in your starting 
hand, you can show your cards to the other players, and 
turn one of these cards (your choice) into a doubloon: turn 
it over and add it to your treasure pile.

The maximum number of cards you can have in your hand 
is 12. If at any time during play you are supposed to draw 
cards exceeding this limit, stop drawing when your hand 
has 12 cards. Any excess cards are lost.

The game is played in turns, with play passing to the left.

During your turn, depending on the actions you choose to 
perform, you can either be at home or sailing. Whether you are 
at home or sailing determines which actions you may take.

At the start of the game you are at home.

During your turn, you must choose and perform one of the 
following actions:

1. Sail  (at home or sailing)
2. Explore (sailing)
3. Exhibit (at home)
4. Sell  (at home)

The GameThe Game
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Example: During your first turn, you choose 
to sail, and play a card with 2 rudders to start 
your outward journey. During your second turn, 
you keep sailing and play another card with 3 
rudders, and on your third turn, you play one 
more card with 2. At the end of your third turn, your travel distance is 2+3+2=7.

I I III

The return journey – sailing home!
When you decide to return home (usually after a turn of 
exploration, see 2. Explore), you sail on your return journey. 
During the return journey you play one card per turn as before, 

Your Turn in Detail

1 Sail
You can choose to sail whether you are at home or sailing.

The outward journey - sailing away!
If you are at home and choose to sail, you start your outward journey.
Play one card from your hand face up in front you and turn it 
90 degrees clockwise (i.e. with the bow pointing to your right). 
Your journey to rich unexplored lands has begun!
Once you start your outward journey you are no longer at home, 
you are now sailing.
During later turns, you can continue sailing outward, adding 
more cards (one each turn) to the cards you already played. 
Overlap the cards slightly so that the total number of rudders 
can easily be seen. The total number of rudders in your outward 
journey is your “travel distance.”
Note: while sailing, the goods shown on your cards have no 
effect; you only count the rudders.
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but this time turn them 90 degrees counter clockwise (i.e. with 
the bow pointing left). Your return journey requires at least the 
same number of rudders as your outward journey. However, 
since you are now familiar with the route, each rudder on the 
return journey counts double.
Note: if you play more rudders than required to get home, any 
extra rudders are simply ignored.
Once you set sail on your return journey, it must be completed; 
you can’t choose any other actions to perform. Once you play 
the last card of your return journey you are again at home.

Once you return home, you could receive an award from the King!

If your travel distance is:
-6 rudders or less, you do not receive any award;
-7 rudders, you receive one doubloon;
-8 rudders, you receive two doubloons;
-9 rudders or more, you receive three doubloons.

Example: At the end of your third turn, 
you have sailed a travel distance of 7 
away from home. On your fourth turn, you 
choose to explore (this action is not shown; 
see below). On your fifth turn you must 
head home and begin your return journey 
by playing a card with 3 rudders. On your 
sixth turn you play a card with 1 rudder. 
Since each rudder counts double during 
the return journey, you have sailed a total 
distance of (3+1) x 2 = 8, which is greater 
than 7 and enough to bring you home!

I I III

VI V
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Example: Your journey was 7 rudders long, so you receive one doubloon from Example: Your journey was 7 rudders long, so you receive one doubloon from Example:
the King. When you returned home, Daniel also had a journey of 7 rudders in front 
of him, so your journey is not currently the longest on the table, and the Merchant 
Companies do not award you any doubloons.

Note: If you choose to sail, you may spend one doubloon from 
your treasure pile instead of playing a card from your hand. If 
you do, play the doubloon face down: it is worth 3 rudders (6 
if returning home).

2. ExploreExplore

You can choose to explore only if you are sailing on your 
outward journey.

When you choose to explore, your outward journey ends. Show 
this by turning the last card played on your outward journey 
so that the bow of the ship points towards you. Then, draw 
a number of cards from the deck equal to twice your travel 
distance. (Remember: your hand size limit is 12!)
After a turn of exploration, you must start your return journey 
on your next turn.

Also, as soon as you return home, check if the travel distance 
of your journey is the longest on the table. If it is, the Merchant 
Companies award you one doubloon. (The maximum award 
you can earn is 4 doubloons: 3 for a journey of nine rudders or 
more, and 1 for having the longest journey).
To add these doubloons to your treasure pile, choose an equal 
number of cards used for the journey and turn them over into 
your treasure pile. Afterwards, discard any other cards used 
for your journey.
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4. Sell

You can choose to sell only while you are at home.

You can only sell if all five types of goods are exhibited in 
the market (check all goods exhibited by all players). If all five 
goods are not in the market, you cannot choose to sell.

When you choose to sell, all other players who are at home (i.e., 

3. Exhibit

You can choose to exhibit only if you are at home.

This action allows you to exhibit goods you have collected to 
the market. Play any number of cards from your hand face up 
in front of you (so that the bow of the ships point away from 
you); you can never have more than 12 cards in your exhibition. 
Cards in your exhibition do not count against your hand limit.

When you exhibit cards to the market, only the type of good is 
important (gems, cloth, antiques, spices, or coffee). Each card 
is worth one good of that type; the number of rudders has no 
importance.

Example: After your 7-rudder outward journey, you are left : After your 7-rudder outward journey, you are left 
with one card in your hand. You choose to Explore, and are with one card in your hand. You choose to Explore, and are 
entitled to draw up to 7 × 2 = 14 cards. However, since the entitled to draw up to 7 × 2 = 14 cards. However, since the 
hand limit is 12, you only draw 11 cards.. 

Note: you are not required to explore before returning home. 
However, this action is usually recommended, because you can 
draw many cards by performing it.
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not sailing) must choose whether they also want to sell or not 
(even though it is not their turn). All players who choose to sell 
must sell all of their goods in the market.

Exception to this rule: you are not forced to sell goods that are 
not worth any doubloons.

How much are your goods worth?
During the game, the value of goods may vary, and must be 
calculated during each selling phase.
Count all goods in the market, including goods of any players 
who didn’t choose to sell:
 the type of good with the lowest quantity is rare: each card 

with this good is worth one doubloon (as usual, turn the 
card face down and add it to your treasure pile);
 the type of good with the highest quantity is popular: two 

cards with this good are worth one doubloon (in this case, 
discard one card and add the other one to your treasure pile);
 all other goods are common: three cards are worth one 

doubloon (add one to your treasure pile, discard the other 
two). Unlike rare and popular goods, the type of common 
goods has no importance: you can (and must) combine 
different common goods to sell them.

If there is a tie when determining rare or popular goods, there 
will be no rare or popular goods for that selling phase.
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Example: You, Bea, and Daniel are at home; Carla is sailing.

You

Be
a

CarlaCarla

D
aniel

All five different types of goods are in the market (3 gems, 6 coffee, 5 cloth, 
5 antiques, and 3 spices), so you can choose the sell action. Coffee is the 
popular good and can be sold 2 to 1. There is no rare good (3 gems and 3 
spices tie for the lowest amount): so gems, cloth, antiques, and spices are 
all common (sold 3 to 1).
Bea chooses to participate in the sale. Carla is sailing and can’t choose to. 
Daniel chooses not to sell, saving his goods for later. You and Bea are the 
only players selling in this phase.
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A Special Situation
In the rare event that you can’t choose any of the four possible 
actions, draw one card from the deck and your turn is over.
This may happen, for instance, if you exhibited all of your cards, 
it is not possible to sell them, and you have no cards in hand nor 
doubloons left to start a new journey.

You sell 4 coffee and gain 2 doubloons; you are left with 1 coffee, 1 gem, 
and 1 cloth.
Bea sells 5 antiques and 1 cloth and gains 2 doubloons; she is left with 1 coffee.

End of the Game
When the deck runs out the first time, shuffle the discard pile to 
form a new draw deck.

Once you begin play with the reshuffled deck, the game can 
end if:

-the deck runs out for the second time; or
-all players are at home at the same time.
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Variant for 5 to 8 Players

You can play Amerigo with 5 to 8 players by combining two 
copies of the game. The rules are the same as the normal game 
with the following changes:
 at the start of the game, shuffle both decks together;
 as a starting hand, deal 4 cards to the first and second 

player; 5 to the third and fourth; 6 to the fifth and sixth, and 
7 to the seventh and eighth;
 when playing through the reshuffled deck, the game also 

ends if there is only one player sailing.

When the game ends, calculate the value of all goods in the 
market (as if a sell action were taken). However, if all five types 
of good are not present in the market, all goods are considered 
to be common (1 doubloon every 3 cards). All players must 
now sell all their goods. Once this final sale is over, any cards 
left in your hand or in your exhibition are sold for 1 doubloon 
every 4 cards, in any combination.

The player with the most doubloons is the winner!
In case of a tie, the tied player who has the most cards left in 
hand and in the exhibition after the final sale is the winner.
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“Amerigo” is the winner of the “Gioco Inedito” award 2007 (“Best Unpublished 
Game”), organized by Lucca Comics & Games – an international exhibition of comic 
books, animation, movies, illustrations, and games – and daVinci Editrice S.r.l. 
“Gioco Inedito” is a contest for non-professional game designers. In addition to the 
award, the designer wins the publication of his game, edited by Lucca Comics and 
Games and daVinci Editrice S.r.l. The theme of the 2007 edition was “Round Trip”, 
and “Amerigo” emerged as the winner.
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PUCCINI AND LUCCA - 150th Anniversary
Recently (wrong) words have been spoken about the relationship between Puccini 
and his hometown, Lucca. “Wrong” words because they supported a sort of legend 
with no real tangible truth; the legend of Puccini as a “stranger in his own town”, 
hating Lucca and its inhabitants, and being treated by those very inhabitants with 
coldness and detachment. This is not true. The Maestro has always had a very tight 
bond with his town even if he was often away from it for professional reasons. Clear 
evidence of this link are the numerous references to a “sweet homesickness” that can 
be seen in the exhibition of his work at the Guinigi Palace.

In return, Lucca was always proud of their renowned son. His “Edgar” opera was 
welcomed triumphantly in the Giglio Theater, and was only the first in a long series 
of successes. Because of the city’s warm response, the Maestro promptly donated 
the compositions of his forefathers to the Municipality. A very generous act, never 
stressed enough, and loaded with symbolic value. Nor can we forget his later 
interventions for the city’s monuments and institutions, a simple confirmation of the 
strong connection between Puccini and his hometown that has always persisted.

To celebrate this bond in the 150th anniversary of the birthday of the Maestro, Lucca 
Comics and Games and daVinci games decided that the theme for the 2008 award 
for the “Best Unpublished Game” will be NESSUN DORMA. 

Special thanks to the Jury of the “Gioco Inedito” contest: Luigi Ferrini (chairman), Special thanks to the Jury of the “Gioco Inedito” contest: Luigi Ferrini (chairman), S
Daniele Boschi (coordinator); Stefano De Fazi, Andrés J. Voicu, Paola Lamberti, 
Martina Mealli and Gabriele Rabbini; to Sergio Roscini; to all the daVinci playtesters, 
their playing groups, and to all the other players for their valued suggestions. The 
author would also like to thank J.Y. Kong, Kun-Hang Lee, Shih-Hung Hsu, Ta-Te 
Wu and YoYo.

For questions, comments or suggestions:
www.davincigames.com
info@davincigames.com

Lucca Games XXII Edition
Lucca Games is the Italian trade fair dedicated to Games
(role playing, board, collectible cards and simulation) and 
Fantasy. A fascinating journey for more than 100.000 visitors 
searching for their heroes, their favourite tournaments, or 
for seminars and exhibitions of the most important national 
and international game designers, writers, and illustrators.
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