Shoppes of Small World

How are you supposed to lead in such a dangerously small world? With all the competing races,
Scattered lost tribes, and spread out resources, surely there has to be a better way... Wasn't
there talk of a dwarven shop at the mine a couple of lands away? Maybe the wizards at the
citadel next door have something that can give you an upperhand? Otherwise the caverns are
likely to contain merchants from Underground trying to make a quick profit.

Introduction

Shoppes of Small World requires the Leaders of Small World expansion, as it adds new
mechanics to leaders. It introduces an item system that depends on new cards/new tokens and
adds a shopkeeper aspect to map symbols.

New Rules for Leaders

With great power comes moderate restrictions. When re-deploying your troops, your leader
may only re-deploy to a region adjacent to the one they occupied at the start of your
redeployment. All other restrictions on leaders (no hiding!) still apply. When scoring your turn, if
your leader was removed from the board because she cannot occupy a space due to these
restrictions, DISCARD all attached items. If, at the end of ANOTHER PLAYER’S turn, your
leader is removed from the board because she cannot occupy a space due to these restrictions,
all items remains attached until your next turn, when you can reenter the board with your leader.

Setup

Small World and River World

Each shop has a dedicated set of cards. To begin, separate the cards into the various shop
decks, based on the card back. Then remove any cards not appropriate to the game you'’re
playing (see below). Shuffle the remaining cards in each deck to form the item decks for each
shop.

Small World Underground

In Small World Underground, all cards are shuffled into a single scavenge deck, rather than
individual shop decks. To begin, remove any cards not appropriate to Small World Underground
(see below). Then shuffle all the remaining cards into a single deck.
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Card Definitions

Shop: The map icon where the card can be purchased from in Small World and River World.

Card Type: This indicates how the card is played:

e Equipment items (indicated by the backpack icon and blue, green, red, or yellow
background) can only be played before you ready your troops. These items are
considered attached to your leader and remain in effect until you lose or sell them.

e Single use items (indicated by the flame icon and brown background) can only be
played at the beginning of your turn before you ready your troops. These items generally
last until the beginning of your next turn, when they are discarded.

Regions Affected: These icons give a quick visual indication of what regions are affected by
the card. This will be a mix of 2 different terrain types, map icon specific regions, or a
combination of the two.

Game Restrictions: Some cards only affect specific regions which may be scarce, overly
abundant, or unavailable in a given game. If a card has any icons next to the card set and
number, this indicates the card is only intended for use in those games. If no icons are present,
the card can be used regardless of game being played.



Acquiring ltems

Purchasing Items and Shops (Small World and River World Only)

Each map symbol is associated with a shopkeeper, as defined below:
- Mine: Weapons and Armor

- Magic Source: Magical Scrolls and Jewels

- Cavern: Beasts and Potions

When a region with one of these icons is conquered by your leader, after scoring, you may
select 2 cards from the appropriate deck and purchase one of them with the requisite VPs.
Return the rest of the cards to the bottom of the deck.

Scavenging for Items (Small World Underground Only)

Shopkeepers in Underground have found the caverns connected to the surface a safer and
more profitable venture. To acquire items in Underground, your leader must scavenge for them.
To scavenge, at the end of a turn in which your leader conquered a region with a Lost Tribe
icon, you must forfeit your final conquest with the reinforcement die and finish scoring your turn.
After scoring, pay 1 VP and roll the reinforcement die to determine the number of cards you can
draw. Select one of these and return the rest to the bottom of the scavenging deck. Be careful,
scavenging doesn'’t always pay off.

Stealing Items (All Small World Games)

The last way to acquire an item is by capturing an enemy leader. When captured, collect any
equipment that is attached to the leader (face up in front of the player) and place it face-up
sideways in front of you. Place your opponent’s leader on top of the equipment and complete
your conquest for that turn. After scoring, you may choose to equip any captured items to your
leader. If you already have an item from the same shop equipped to your leader, trade the
items between your leader and your opponent’s leader token. On the subsequent turn, your
opponent may reclaim their leader by conquering one of your regions, paying 1 VP for the
captured leader, and an additional VP for all of the captured items. This reclaimed leader, and
any attached items, can be used in conquest on the same turn they are reclaimed. If you still
possess items from a captured leader at the start of your turn, follow the rules for selling items to
get rid of them all. Players may still reclaim their leader by following the rules above.



Using Items

Playing ltems

As noted above, unless otherwise indicated, an item card can only be played at the start of your
turn, before you ready your troops. Single use items played last turn are also discarded at this
time. To play an item, lay it face up in front of you. Equipment played in this manner stays in
effect as long as it’s in play. Single use items last until the beginning of your next turn, when
their effects wear off and the card is discarded from the game.

Note: Items do not need to be attached, but can be held for later use/equipping.
See “Passing the torch” for rules on transferring items to your next race.

Holding Items

Regardless of how you came by the item, you are only allowed to carry one item from each
different shop, whether it's attached to your leader or held in your hand. If you are found holding
two items from the same shop on ANOTHER PLAYER'’S turn, that player is allowed to choose
which of the items you are allowed to keep and discard the other.

Selling Items

At the end of your turn you can sell any items that you no longer want or if you hold two items
from the same shop. When an item is sold, collect a number of VP equal to one less than the
cost of the item listed on the card (0, 1, or 2). Discard the card, it can no longer be acquired this
game.

Special Cases

If for whatever reason you end up with 2 leaders at the same time under your control, they can
each have their own items. When a card refers to a leader or race, it only applies to that leader
or her race, not the other. When determining shop restrictions, each leader can carry one item
from each shop, but all items held in your hand count towards both leaders. If you lose access
to the additional leaders, immediately sell items down to the appropriate restrictions. Any items
previously attached to your leader must be attached to your remaining leader(s).



Passing the Torch

When it is time for your active race to decline, your hard-fought treasures are not necessarily
lost. If you possess the leader of your active race at the time of your decline, you may pass one
attached equipment and any items held in hand to your next active race. After putting your
active race into decline, place your leader on top of your treasures that are being passed to the
next race. Follow the rules for selling items with the remaining cards. If, at the time of decline,
you do not possess your leader, discard all items in your possession and collect a single VP.

If, at the time of decline, you possess an opponent’s leader flip the leader over. They can no
longer be reclaimed by your opponent. If you possess treasure associated with a captured
leader, follow the rules for selling items with the remaining cards.

When you perform your initial conquest with your next race, you can treat any equipment as
being attached to your new leader, and any one-time use cards may be played immediately
after entering the board.

Ending the game

On your final turn, score a single VP for all the treasure equipped to your leader and in your
hand. For each enemy leader in your possession (face up or down) score 2 VP, as well an
additional VP for any treasures attached to each captured leader, but do not discard any
equipped items. Your opponents now have one last chance to capture your leader and steal his
items or reclaim their lost leader and items.
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