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 Difficulty level:    

6161 After your discussion, you decide to head  
to the center of Carcassonne.11 The Council Chamber

22
An army of TTTemplars is nowww 
preeeparing to innnvade our city!!!

Sasha, the Spy

TT WW
EE NN Dear Lord! Why They would 

suddenly attack is beYond me!  
We have been aT peace wIth 

them for ages!

44 Martin, the Monk

YYTT
TT

II

+22
+3

1010
Lady Elianor,  

the Noblewoman

Good idea; lEEt’s bolster our 
defensEEs, but without causing 

alarm amongst the PPopuLLation...

EEEE LLPP

3434 Aldric, the Knight

...HMM, I’LL INFORM THE  
GuARDs ABoUT THE  

SITUATIOn IN THE MEANTIMe.
UUSSOO
NN EE

2424 Basil, the Farmer

We ’ust stock up on suppli’s to 
survive a ’iege. ’he neig’boring 
cities a’e likely to help us.SS
RR
TTHH

MM EE

THE COUNCIL

 ��The 5 members of the council ( 2 , 4 , 24 , 10 , and 34 ) are worried and are discussing the situation. Place the 5 meeple 
on their respective cards, each within the outline matching their color. Each council member has a unique accent, each 
emphasizing certain letters. 

By arranging them in the order depicted on card 1 , you can read: T W E N - T Y T I - M E S T H R - E E P L - U S O N E.

20 x 3 + 1 = 61.

Take card 61 .

 �Aldric ( 34 ) goes to the center of Carcassonne 
and awakens the sleeping guard there ( 44 ).

34  + 44  = 78 .

Take card 78 .

3434 Aldric, the Knight

...HMM, I’LL INFORM THE  
GuARDs ABoUT THE  

SITUATIOn IN THE MEANTIMe.
East Gate4444

ZZZZzzzz…
The East Gate is a bustling center  

of activity and the guard is standing  
watch over the area... or is he?

447878

Yes! Chief! YE s!

GUARD! YOU MUST STAY ALERT!

2424 Basil, the Farmer

We ’ust stock up on suppli’s to 
survive a ’iege. ’he neig’boring 
cities a’e likely to help us. 6565 The Church Square

At this hour, the church square is only sparsely 
populated. A merchant laments the lack of business 

while standing in front of his nearly empty stall.

658989
Good heavens, enough of this  

chatter! I’m sure I can be more 
useful in the bell toWer.

Ah, you’re right on time, Basil! ThE  
food reserves are running critically low.  
How are the harvests coming along?

PLease, take these rations  
with you for now.

 �Meanwhile, Basil ( 24 ) helps the merchant  
( 65 ) stock his empty stall with food supplies.

24  + 65  = 89 .

Take card 89 .

+22
+3

1010
Lady Elianor,  

the Noblewoman

Good idea; lEEt’s bolster our 
defensEEs, but without causing 

alarm amongst the PPopuLLation...

8080 The North Gate

The north gate, which Sasha often uses 
during their missions, looks deserted. 

Have the people heard about the coming 
unrest? It should probably be secured.

808383

It’s best not to leaVe 
too many doors unlocked.  
I know you can handle 

it, Sasha.

…Yes, Lady Elianor. 
I’m heading to the 

watchtower to observe 
the ciTy gates. Please 
communicate with me 
using the prearranged 

sequence of hand signals.

+22
+3

1010
Lady Elianor,  

the Noblewoman

Good idea; lEEt’s bolster our 
defensEEs, but without causing 

alarm amongst the PPopuLLation...

 �As for Elianor, she uses the keys to the city ( + + 33 ) to lock the North 
Gate ( 80 ).

80  + + + 33  = 83 .

Take card 83 .
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??

78 83

89

1212
Good heavens!

From the Top of the Watchtower

Create the initial 
section of the 
Carcassonne map 
using the backs  
of the 6 discarded 
cards.

Hey, Martin,  
what do you see?

11 The Council Chamber
658989

Good heavens, enough of this  
chatter! I’m sure I can be more 

useful in the bell toWer.

Ah, you’re right on time, Basil! ThE  
food reserves are running critically low.  
How are the harvests coming along?

PLease, take these rations  
with you for now.

WW
EE LL

808383

It’s best not to leaVe 
too many doors unlocked.  
I know you can handle 

it, Sasha.

…Yes, Lady Elianor. 
I’m heading to the 

watchtower to observe 
the ciTy gates. Please 
communicate with me 
using the prearranged 

sequence of hand signals.

TT

VV 447878

Yes! Chief! YE s!

GUARD! YOU MUST STAY ALERT!

EE

 �Once Elianor, Basil, and Aldric have addressed these urgent matters, place each meeple within the outline matching their 
respective colors on cards 83 , 89 , and 78 . Their hands will point to specific capital letters. When arranged in the order 
shown on card 1 , they spell out T W E L V E.

Take card 12 .

 �Players are divided into two teams to search for 3 spies using Machine 8 . Each team must identify a spy and then describe 
that spy to the other team. 

The first team can recognize a spy by the Templar Cross they wear. The second team uses the description provided by the 
first to catch the spies, even if they’ve removed their crosses in an attempt to blend in. Players continue this process until 
all 3 spies have been found and arrested. Then, take card 53 .

11 22 33

 �To get the blacksmith’s attention ( 53 ), pay 
him with coins from Elianor’s pouch ( + + 2222 ).

53  + + + 2222  = 75 .

Take card 75 .

12

5353 The Smithy

You need equipment, but the blacksmith 
seems reluctant to speak with you.  

Did you forget something important?

537575
Let’s take this 

opportunity to equip  
everyone!

Elianor hands a few coins to the blacksmith,  
and he grants you access to his storage room.

+22
+3

1010
Lady Elianor,  

the Noblewoman

Good idea; lEEt’s bolster our 
defensEEs, but without causing 

alarm amongst the PPopuLLation...

+22
+3

1010
Lady Elianor,  

the Noblewoman

Good idea; lEEt’s bolster our 
defensEEs, but without causing 

alarm amongst the PPopuLLation...

DEFENDING THE CITY
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44 80
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 �Use the 6 cards from the discard pile to assemble the 
Carcassonne map. Place them so they overlap each other as 
indicated by the illustration on card 12  and the instructions 
on card 71 .

Once the cards are properly arranged, the city forms the 
number 8. 

Card 12  indicates that you must find a Machine, as confirmed 
by the Machine symbol shown on the map.

Access Machine 8 .
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 �To obtain the crown, Elianor pays the blacksmith again  
( 32 ) with coins from her pouch ( + + 2222 ).

32  + + + 2222  = 54 .

Take card 54 .

32
Dame Elianor solemnly places  

the crown upon her head...5454
SO BE IT!

One of us must take on  
the role of War Leader. 
I think it should be me!

We need to get organized!  
Meet me in the Council Chamber  
as soon as you’re all done here!

3232 The Crown

Lady Elianor’s gaze falls upon 
the crown resting on the shelf.

This crown is a replica of 
those worn by the great 

kings of old. It would serve 
as the perfect symbol to 
rally, unite, and inspire the 
people for what lies ahead!

This is my crowning achievement! 
I can’t simply let it go without 

additional payment!

+22
+3

1010
Lady Elianor,  

the Noblewoman

Good idea; lEEt’s bolster our 
defensEEs, but without causing 

alarm amongst the PPopuLLation...

+22
+3

1010
Lady Elianor,  

the Noblewoman

Good idea; lEEt’s bolster our 
defensEEs, but without causing 

alarm amongst the PPopuLLation...

497373 Basil has organized the tools  
and is now ready to hand them out.

2424 Basil, the Farmer

We ’ust stock up on suppli’s to 
survive a ’iege. ’he neig’boring 
cities a’e likely to help us.

4949

What a mess!

A Bucket of Tools �The farmers’ tools are in disarray in the blacksmith’s 
storage room. Basil ( 24 ) sorts out these tools ( 49 ).

24  + 49  = 73 .

Take card 73 .

114545 NOW THAT EVERYTHING IS NEATLY ORGANIZED,  
I’LL SUPPLY ARMS TO THE GUARDS IN THE  

BARRACKS FROM NORTH TO SOUTH, THEN I’LL  
DO THE SAME FOR THE CROSSBOWMEN.

Aldric is sorting  
through the weapons.

3434 Aldric, the Knight

...HMM, I’LL INFORM THE  
GuARDs ABoUT THE  

SITUATIOn IN THE MEANTIMe.

1111
A Heap  

of Armaments

The blacksmith isn’t the tidy type of guy.

 �In another part of the storage room, armaments ( 11 )  
are strewn about haphazardly. Aldric ( 34 ) carefully 
sorts them out.

34  + 11  = 45 .

Take card 45 .

99

Looking through the window of the Council Chamber, you see a couple  
of farmers resting peacefully, unaware of the threat looming over the city.

497373 Basil has organized the tools  
and is now ready to hand them out.

9 738282 A little later, Basil returns to the Council Chamber 
after warning and equipping the farmers.

Martin, I see you’ve already joined Lady Elianor.  
Who else are we waiting for?

 �Noticing the farmers sleeping lazily 
( 9 ), Basil equips them with tools 
( 73 ). 

9  + 73  = 82 .

Take card 82 .

114545 NOW THAT EVERYTHING IS NEATLY ORGANIZED,  
I’LL SUPPLY ARMS TO THE GUARDS IN THE  

BARRACKS FROM NORTH TO SOUTH, THEN I’LL  
DO THE SAME FOR THE CROSSBOWMEN.

Aldric is sorting  
through the weapons.
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 �Once the armaments are sorted out ( 45 ), Aldric states he will 
supply the arms first to the guards in the barracks and then to 
the crossbowmen. On the map, connect the  from north to 
south (top to bottom). This forms the number 4. Then, connect 
the  from north to south. This forms the number 2.

Take card 42 .
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 �Now that the people of Carcassonne are equipped to defend the city, the council members reconvene ( 67 ). You’ll need to 
determine the order in which the council members took their seats at the table and where around the table they are seated. 

Card 67  : Lady Elianor arrived first. She is seated in the top left corner. 

Card 82  : �Martin arrived next. You can see that he is sitting at a corner of the table. Basil sits to his right, also at a corner. 
Therefore, they must be seated at the bottom of the table. 

Card 42  : �Then, Aldric arrives and sits to the right of Basil. Sasha arrives last and sits across from Aldric.

By connecting the meeple in the order of the council members’ arrivals, you draw the number 6.

Take card 6 .

454242
Tradition dictates 

that everyone speak in 
the order in which they 

arrive at the table.  
As such, I will start.

Were you waiting for me?

IS EVERYONE HERE? AH, AND 
THERE’S SASHA, THE LAST TO 

ARRIVE, AS USUAL. THEY’LL JUST 
HAVE TO SIT ACROSS FROM ME.

Much later, in the Council Chamber.
9 738282 A little later, Basil returns to the Council Chamber 

after warning and equipping the farmers.

Martin, I see you’ve already joined Lady Elianor.  
Who else are we waiting for?

Inside the  
Council Chamber6767

Inside the  
Council Chamber6767

42

54

67

8266 Now that the city has been secured, we must  
shift our attention to our lands in the west: first,  
instruct the archers in training to return, then tell  
the shepherds to gather their sheep, and finally,  

command the farmers to cease watering their crops.

Use the backs of the 12 discarded 
cards to complete the second 

section of the Carcassonne map 
to the west of the city.
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 �The council decides it’s time to focus on preparing the western countryside. Using the 12 cards from the discard pile, 
assemble another section of the Carcassonne map, overlapping them with each other according to the illustration on card 6   
and the instructions on card 71 .

As indicated in the instructions, the archers should go first: on the top row; then the animals in the second row, and the 
farmers and fields in the third row. This should help you properly assemble the map.

Once assembled correctly, the roads form the number 93.

Take card 93 .

69393

Place the yellow meeple on the Council  
Chamber location on the map.

MEANWHILE, I’LL COME UP 
WITH THE DEFENSE PLAN 
FOR THE FORTIFICATIONS!

I’ll stay here in the Council 
Chamber to coordinate  

the operations.

We must prepare  
the city for a siege.

It’s crucial we keep the  
people informed, as well!
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 �Follow Martin’s instructions ( 28 ) and place the Sasha , Basil ,  
and Aldric  meeple on the abbeys that match their colors. They 
will toll the bells to alert the inhabitants of the adjacent regions. 

Their warning will reach every region of this section, except for the 
one in the bottom right corner. Therefore, Martin  must go there to 
warn the people of the danger.

The symbol on card 28  indicates that you should find the card 
featuring Martin, which is numbered 19/60 ( / 60/ 60????  ).

Take card 19 .
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PROTECTING THE COUNTRYSIDE

 �In the deserted coutryside ( 19 ), Basil blows the hunting horn ( 38 ) to sound the alarm.

19  + 38  = 57 .

Take card 57 . 

28

1919

How can he sound the alarm?

Deserted Countryside
19 38 755757

The horn summons the farmers, who rally and begin to march toward Carcassonne. 
However, Templar spies have infiltrated their ranks in order to try and sow discord...

3838 The Hunting Horn

Martin picks up the hunting  
horn and starts blowing it.

 �The farmers who have been warned about the danger seek shelter. However, it seems there are spies among them. Access 
Machine 57  to identify these spies. Their Templar Crosses will give them away; click on each one. 

Take card 64 .

11 22 33

 �Once the population has been safely evacuated, Sasha suggests 
sabotaging the roads to slow down the invasion. Move each meeple 
according to the instructions on card 64 , placing each on a bridge to 
sabotage it. 

Aldric sabotages the bridge directly in front of him.

Basil sabotages the bridge down the road from his abbey.

Martin handles the bridge near his location. 

Sasha moves to the remaining bridge.

The two roads that the council members have not sabotaged form the 
numbers 5 and 1.

Take card 51 .
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645151 Sasha helps evacuate civilians via the remaining 
safe routes. After finishing their task,  

they vanish, leaving a note behind.

I must take my leave.

I’ve heard some rumors that require 

my immediate attention. I’ll provide 

an update as soon as I’m able.

Sorry for disrupting your plan.

2

576464
Sabotaging  
the bridges.

I’m very familiar with the roads in this area. 
To buy us some time, we must sabotage the bridges.

  Basil will follow the path from his abbey 
and destroy the first bridge he finds.

 And I will sabotage the final bridge.

The populace will have to use the 
remaining two roads to evacuate.

 Martin will take care of the bridge nearest to him.

 Aldric will sabotage the bridge right in front of his abbey.
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 �Aldric has prepared a plan involving all of the council members ( 88 ). However, Sasha has 
vanished ( 51 ). Therefore, the plan must account for their absence and be adjusted accordingly. 
Remove the instructions involving Sasha (indicated by the black arrows). The remaining arrows 
form the number 96.

Take card 96 .

8888 IT’S A FLAWLESS PLAN,  
IF WE ALL WORK TOGETHER!

But what should we do if someone is missing?

51 889696

We’ve just  
received  
a message  

from Martin.
I’VE UPDATED THE PLAN  

ACCORDINGLY.  
NOW, WE ARE READY!

 �Martin has also left, leaving behind a message hoping to find a peaceful solution ( 29 ). The plan 
must again be adjusted to account for his departure. Remove the instructions involving Martin 
(indicated by the green arrows). The remaining arrows form the number 35.

Take card 35 .

29 963535

Food supplies are running low.  
Unfortunately, I must leave 

and find more help! 24

I’VE ADJUSTED THE PLAN!  
IT’S FLAWLESS!

NO! NOT YOU, TOO!?

 �Basil also must leave to help the people gather food ( 35 ). The plan must be adjusted once again. 
Remove the instructions involving Basil (indicated by the blue arrows). The remaining arrows 
form the number 74.

Take card 74 .

 �Now, you must enact the plan using the remaining two council members: move the red and yellow meeple according to the 
arrows drawn on card 74 . The symbol on card 74  reminds you to find the card number where the meeple join up, referring 
to the numbering in the corner of each card. 

The meeple meet on the card numbered 20/60 ( / 60/ 60????  ).

Take card 20 .

/ 60/ 60????

357474 WE’LL HAVE TO MAKE DO WITH THE TWO OF US! COME, 
LET US NOW FOLLOW THESE DIRECTIONS ON THE MAP!
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34 74 932020

Use the backs of the 18 discarded cards  
to complete the third section  

of the Carcassonne map to the south.

RETURN TO ME ONCE YOU’VE 
FINISHED YOUR RECONNAISSANCE.

NOW, WE MUST FOCUS  
ON THE REGION SOUTH  

OF CARCASSONNE.
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A quarry.

7777

1818 The Catapult

A catapult has been set 
up on the city walls.

1818 The Catapult

A catapult has been set 
up on the city walls.

A quarry.

7777
 �The catapult shown on card 18  is not operational 
because there are no projectiles available for launch. 
You can find some stones in the quarry on card 77 .  
To operate the catapult, combine both of these cards 
to form a single Machine, as suggested by the partially 
visible Machine symbols on the cards.

18  + 77  = 95 .

Access Machine 95 .

 �Card 90  indicates that the Templars are attacking from the southwest. Therefore, 
you must aim in that direction using Machine 95 . And press the Fire button!

Take card 94 .

THE SOUTHERN CITIES

 �Aldric needs you to manage the affairs in the southern region. Use the 18 cards from the discard pile to assemble the final 
section of the Carcassonne map by overlapping them according to the illustration on card 20  and the instructions on card 71 .  
Use the river as a guide to assemble the map.

The cities reveal a red +70. Return to see Aldric ( 20 ) and add +70.

20  + 70 = 90 .

Take card 90 , as well as card 77 , indicated by the number visible on the map.
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57 75 19
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34 24
4 2

96 38

209090

Invasion is upon us!

EXCELLENT! OUR SCOUTS JUST 
CONFIRMED THAT THE TEMPLARS ARE 

ATTACKING FROM THE SOUTHWEST. 
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 �As the troops prepare for battle, Martin returns, speaking again with his 
distinctive accent ( 36 ), which emphasizes the letters F I F T E E N. 

Take card 15 .
1515

At the four high watchtowers, station your sentinels, Where their gazes meet lies the ancient one. For it is there that still stands the centennial tree, 
A silent witness to invasions and wars. 

Send a fifth sentinel to its base. 
From this ancient trunk, which they measures without regret 
Go seven leagues to the east, never deviating, They will thus find the relic there concealed.

94

3636

I’m back now, as well!

I have successFully negotiated 
wIth the Templars. They will stop 
their attack iF we will return 
to them a long-lost relic hidden 

somewhere within our ciTy.

ThEy gave me a document 
which, according to thEm, 
will reveal its locatioN.  
I urge you to accept  

their offer.

As the troops prepare 
for battle, Martin 

returns with some news.

FF
FF TT

EE EE
NN

II

 �Martin then hands you a peculiar parchment ( 15 ), where the blank 
spaces within the text form the number 14.

Take card 14 .

1515
At the four high watchtowers, station your sentinels, Where their gazes meet lies the ancient one. For it is there that still stands the centennial tree, 
A silent witness to invasions and wars. 

Send a fifth sentinel to its base. 
From this ancient trunk, which they measures without regret 
Go seven leagues to the east, never deviating, They will thus find the relic there concealed. 1414 On
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 �Use the code on card 14  to decipher the symbols visible on the 4 small 
cities on the southwest part of the map.

The 4 symbols spell out the number F I V E.

Take card 5 .

3655
SO, WHAT CAN YOU TELL US SASHA?

A short while later, Sasha returns to the Council Chamber!

Well I have news for you guys! But first, Aldric, 
as a knight-knight, I know you might appreciate 
a good cup of tea-tea ! Though it might be 

too late for you, as it’s almost nine-nine o’clock.

Seriously, Sasha? Stop with the coded language  
and just tell us plainly what you’ve learned!

59999

I’m sorry, it’s a force of habit... 
I found a coded parchment, but  

I haven’t yet had time to 
decipher it. Maybe since we’re all 
here we can work on it together?

 �Sasha returns to the Council Chamber ( 5 ) and talks in coded language 
by repeating the words knight, tea, nine.

Take card 99 .

 �Aldric must assess the military strength of the two large cities in the south 
( 94 ). Use the military guide ( 40 ) to conduct this assessment. 

Each city is comprised of a number of cards, and each barracks within 
that city provides a military strength value of 2.

The first city consists of 8 cards and 2 barracks, resulting in a total strength 
value of 20 (16 (8x2) from the cards and 4 (2x2) from the barracks).

The second city consists of 6 cards and 2 barracks, resulting in a total 
strength value of 16 (12 (6x2) from the cards and 4 (2x2) from the 
barracks). 

Combine the military strengths of both cities. 20 + 16 = 36.

Take card 36 .
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90

9494 The catapult pushes the Templar troops  
back, but it only provides a brief respite;  
it is unlikely to hold them back for long.

THE TWO LARGEST CITIES TO THE SOUTH HAVE 
AGREED TO SEND TROOPS TO ASSIST US. I NEED TO 

ASSESS THEIR RESPECTIVE MILITARY STRENGTHS AND 
COMBINE THEM EFFECTIVELY. THIS IS THE PERFECT 

TIME TO REVISIT MY OLD MILITARY MANUALS.

4040 Assessing the military  strength of a city:
-  Each card contributing  to the city map provides  a base strength value of 2.

 -  Each barracks  within the city adds 2 more to  the city’s strength.

Therefore, the city to the  west of Carcassonne has  a total strength value of 10, calculated as follows:  8 from its cards  
(4 cards × 2 strength  per card) plus 2 from the barracks.
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99

33 Within the document, you find 
a poem that an untalented 
writer attempted to craft 

based on these illustrations. 
However, his efforts leave 

much to be desired!

First, observe the noble boy, 
Who, delighted, rides his pig. 

Assess the field he walks through,  
As this marks the start of your task.

Next, count with no hesitation 
The armed forces of Carcassonne.

Finally, examine the road to the water tower 
And estimate the earnings of a brave peddler.

59999

I’m sorry, it’s a force of habit... 
I found a coded parchment, but  

I haven’t yet had time to 
decipher it. Maybe since we’re all 
here we can work on it together?

 �Place the meeple within the outlines ( 99 ) matching their colors. This arrangement 
forms the number 3 in the blank space between them. 

Take card 3 .

1515
At the four high watchtowers, station your sentinels, Where their gazes meet lies the ancient one. For it is there that still stands the centennial tree, 
A silent witness to invasions and wars. 

Send a fifth sentinel to its base. 
From this ancient trunk, which they measures without regret 
Go seven leagues to the east, never deviating, They will thus find the relic there concealed.

1515
At the four high watchtowers, station your sentinels, Where their gazes meet lies the ancient one. For it is there that still stands the centennial tree, 
A silent witness to invasions and wars. 

Send a fifth sentinel to its base. 
From this ancient trunk, which they measures without regret 
Go seven leagues to the east, never deviating, They will thus find the relic there concealed.
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 �The parchment on card 15  provides instructions for locating 
the relic.

You need to identify the mentioned centennial tree. 

First, locate the four watchtowers on the map; each has a colored 
banner. Place the corresponding meeple on each of them.

Then, draw lines connecting the towers opposite each other, 
forming a cross; the tree is at the intersection of these lines 
(“where their gazes meet”).

Finally, place the last meeple there.

From this tree (“this ancient trunk”), measure 7 leagues 
eastward using the measurement marks on card 14.

The number 7 along the edge of the card aligns with the 
number 9 to its right, creating the number 79.

Take card 79 .
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A Locked Chest7979

Something is engraved upon  
the bottom of the chest:

To open this chest that’s tightly bound,  
You must calculate and let wisdom abound. 
Keep the counts of yesteryear in your mind, 

And within their ancient laws, the truth 
you’ll find.

THE RELIC
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 �The parchment on card 3  provides instructions for finding 
the code that unlocks the chest in Machine 79 .

First, find the field containing the statue of a noble boy riding 
his pig, and calculate its value. Three cities border that field, 
each with a value of 3 (as noted in the book on card 39 ). 
Therefore, this field has a total value 9.



10 / 10

Congratulations! You have successfully halted the Templar  
invasion by returning the lost relic to them. The city is now alive  
with banquets and festivities in honor of its heroes. You can join  

the council members in the celebrations by assembling a new map  
of Carcassonne, showcasing the jubilant events, using the backs  

of the six penalty cards you still have.

 �Next, you must calculate the military strength of Carcassonne itself. The city consists 
of 6 cards and contains 4 barracks, each contributing a value of 2 (as explained in 
the military guide on card 40 ).

Therefore, the total military strength is calculated as follows: 
6 × 2 (for the cards) + 4 × 2 (for the barracks) = 20.
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 �Finally, you need to calculate the value of the road where the water tower is situated. 
This road is made up of 6 cards, each contributing a value of 1 (as detailed in the 
book on card 39 ). Therefore, the total value of the road is 6.

 �Now, all that’s left to do is enter these values in order (9, 20, 6) into Machine 79  to 
unlock the chest and return the relic to its rightful owners, the Templars.


