
Traveling peddlers set up bazaars to hawk their wares in various cities, 
proving negotiation to be a veritable art. Meanwhile, innovative engineers 

erect bridges, connecting the roads of the vast countryside in new and 
exciting ways, and castles are built to survey and secure neighboring lands.

The basic rules for CARCASSONNE remain unchanged. Here are the new elements 
introduced in this expansion:

Components
•12 wooden bridges
•12 new Land tiles (identified with this symbol )  •12 castles	

Game setup
The 12 new tiles are mixed with those of the base set. They are drawn and placed 
according to the normal rules. 
Each player receives a number of bridges and castles:
With 2 to 4 players, each player receives 3 bridges and 3 castles.
With 5 to 6 players, each player receives 2 bridges and 2 castles.

The Bazaar (12 tiles)
When a player draws a bazaar tile, he places it as normal: a new bazaar has opened. 
The player may choose to place a follower, as normal, but no follower may be placed 
on the bazaar itself. The placement of a bazaar triggers a bid for Land tiles.

The active player draws a number of Land tiles equal to the number of players and places them face 
up on the table, away from the already placed Land tiles. Then, the player to the left of the active 
player chooses a tile for auction and bids a number of points. The auction proceeds in clockwise 
order, and each player may choose to bid a greater number of points or pass. Once each player has 
had one chance to either bid or pass, the player who chose the tile to be auctioned chooses to either:

Buy the tile by paying a number of points to the highest bidder equal to their bid.
OR
Sell the tile to the highest bidder and receive a number of points equal to their bid.

The score track is then adjusted so that the buyer loses a number of points equal to the high bid, and 
the seller gains a number of points equal to the high bid. In the case where only the player who chose 
the auctioned tile places a bid, that player pays a number of points equal to their bid, but no other 
player gains any points.

Once a player has acquired a tile in a bazaar round, they are out of the round and may make no 
further bids. Among the players who have not yet acquired a tile, the next player clockwise from 
the previous buyer chooses a tile for the next auction. When only one tile remains, it is given at 
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Bridges
In addition to placing a tile and a follower as normal, a player may also 
build 1 bridge. A bridge acts as a road tile and can extend a road over an 
adjacent tile.

A bridge may only be built according to the following rules:
• A bridge may be built on a newly placed tile or on a tile that is orthogonally adjacent to a 
newly placed tile;

•The two ends of the bridge must each be placed on field sections (i.e.: not on cities, roads, 
rivers, etc.).

A player may place a tile so that a road section connects to a field section, as long as he uses a 
bridge to continue the road over the field. If the bridge is built on the tile that was just placed, a 
follower (specifically a thief) may be placed upon it according to the normal thief placement 
rules. A bridge does not cause a field or city below it to split. Multiple bridges may be built to 
connect, one after the other.
Note: The castles and the bridges remain in play until the end of the game. They are never returned to their owner’s 
supply, except during final scoring.

Example with 3 players:
Red draws a bazaar tile. He places it and places a follower on it (but 
not on the bazaar itself). Then, he draws 3 tiles and places them 
face up on the table.
• Blue is to the left of the active player, and chooses one of the 3 tiles for 
auction, bidding 2 points. Green passes, and Red bids 3 points. Blue (the 
player who chose the tile for auction) wants the tile: he pays Red (the high-
est bidder) 3 points: Blue loses 3 points – Red gains 3 points.
• Green is the next player clockwise (and hasn’t yet purchased a tile) and 
chooses a new tile for auction, bidding 2 points. Red bids 3 points. Green 
sells the tile and gains 3 points. Red loses 3 points.
• Only a single tile remains, and Green receives it at no cost.
• Beginning with Blue (the player to the left of the active player), each player places their tile.
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no cost to the only player who has not yet acquired a tile. A player may not bid more points than 
he has. If a bazaar tile is drawn and all players have 0 points, play this bazaar round according 
to the variant rules.

Once all tiles have been claimed, the players will each place their tile (and a follower, if they 
wish) in clockwise order from the player to the left of the active player. No follower may be 
placed on the bazaar itself.

No chain reactions: A bazaar tile drawn during a bazaar round will not cause a further bazaar 
round to occur. Any bazaar tiles bought during a bazaar round are treated as normal Land tiles. 
Only tiles drawn during normal play may cause a bazaar round to be triggered.

Bazaar variant rules: A number of tiles equal to the number of players are drawn and placed face 
up on the table. Beginning with the player to the left of the active player, each player simply takes 
and places one of the face-up tiles without any auctions. The game then proceeds normally.



Castles
When a player finishes a small city – a city consisting 
only of two city end segments – the owner of the city 
chooses whether to score 4 points, as normal, or to 
make it into a castle. If the player decides to make the 
small city into a castle, he covers it with a castle token 

from his supply and the follower remains. A follower in a castle is called 
a lord. 

The placement of a castle does not itself gain a player any points. The 
owner of a castle will gain points when a neighboring feature is 
completed on a later turn. More precisely, at least one segment of a 
feature must occupy one of the 6 tiles that make up a castle’s fief. The fief 
of a castle consists of the 2 tiles of the castle itself, the 2 tiles to its left and 
the 2 tiles to its right, for a total of a 6-tile fief.
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Bridge built on an 
already placed tile :
Red places a tile and sets 
a thief on the road. 

Because the adjacent tile does 
not have a road segment that 
extends this road, Red must 
build a bridge to extend the 
road over Blue’s city.

Bridges may also be constructed one 
after the other over roads, monasteries, 
rivers, etc.

It is not possible to build a bridge in this case as one of the 
ends of the bridge would be placed upon an existing road. 
The ends of bridges may only be placed upon field segments.

In placing this tile, 
a small city has 
been created, and 
Red chooses to 
build a castle 
instead of scoring 
4 points.

Bridge built on a newly 
placed tile : Red extends his 
city. Because the newly placed 
tile does not also extend the 

neighboring road, Red must 
build a bridge to extend the road 
over his city (Red may not place 
a thief on this bridge, as the road 
is already occupied by Blue).

Following 
turn: 
Blue completes 

his road and receives 3 points (the bridge 
itself is worth a point just like a road tile).

The tiles/spaces numbered 1 to 6 make up the fief of the Red castle.
Currently, the owner may score points when the following 
features are completed:
• The monastery on tile 1	 • The upper city on tile 3 
• The road on tile 1	 • The city on the right of tile 6
(The small city built on tiles 3 and 6 does not gain the castle 
owner any points, as it was completed prior to the castle’s 
construction.)
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Examples:
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As soon as a feature (monastery, road, city, another castle, etc.) that occupies any part of a cas-
tle’s fief is completed and scored, the castle is also completed and scored. The value of the castle 
is equal to the value of the feature just completed in its fief. The lord of the castle is then re-
turned to its owner’s supply. The castle remains on the board.

The following rules apply to castles:
•	In order for a monastery to be in the fief of a castle, the monastery tile itself must be one of 

the 6 tiles that make up a castle’s fief (like in the above example). Having one or more of the 
8 tiles that surround a monastery does not place the monastery within the fief of a castle.

•	A castle’s lord always scores points for the next completed feature in the castle’s fief. A player 
may not choose to leave a lord in play to score a later feature.

•	It does not matter whether or not the next completed feature contains a follower or not. A 
completed feature, with a follower or without, will cause a castle to be completed and scored.

•	In the case where the placing of a tile causes multiple features to be completed in a castle’s fief, 
the owner of the castle’s lord decides which feature to use in determining the value of the 
castle. The castle may only score points for a single completed feature.

•	It is possible for castles to occupy the fief of other castles. The completion of one castle will 
cause the completion of other castles in its fief. Each castle completed in such a chain reaction 
will score a number points equal to the value of the completed feature that caused the first 
castle’s completion.

•	At the end of the game, an incomplete castle is worth no points. A castle does not score points 
for a field in its fief.

At the end of the game, a castle is worth 4 points (instead of 3) when calculating the value of a 
field. The pig (Traders & Builders), the barn (Abbey & Mayor) and the pigsty tile (River 2) each 
add 1 to the value of a castle in the same way they do to a city.
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Example of castle scoring: 
The Blue city is completed, gaining 
Blue 20 points. As one of the city’s 

tiles belongs to the fief of the 
Red castle (and it is the first 
feature to be completed in 
the castle’s fief), Red also 
receives 20 points. The blue 

and red followers are each returned to 
their respective supply.


