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The best master builders in the 
whole of Europe and Arabia 

want to demonstrate their skill.  
Employ the most suitable teams 

of builders and make sure that 
you always have enough of the 

right currency. Because no matter whether they  
are stonemasons from the north or horticulturalists

from the south, they all want a 
proper wage and insist on their 
“native” currency.  
With their help towers can be 
constructed, gardens laid out, 
pavilions and arcades erected and 

seraglios and chambers built. Compete against your 
opponents to build the ALHAMBRA.

A game by Dirk Henn for 2-6 players

• �6 starting tiles – showing the  
famous Lion Fountain 
 

• �54 building tiles – showing 6 different kinds of building. 
They are the pieces you use to build your own Alhambra. 
They have up to three wall segments on them.

• �1 building market – with four squares, each for  
one building tile. There is a different currency  
for each square.

• �1 scoring board – to show each player’s score  
using the …

Wall

seraglio garden

pavillonarcades

chambers tower
Price

• �12 counters – each player has a counter for the scoring 
board and a counter for his starting tile.

• �108 money cards in four currencies – these are used to 
buy the building tiles from the market to make your 
own Alhambra.

• �2 scoring cards – which turn up during the game  
(in the pile of money cards).

Money cards in four different colours:  
blue, green, orange and yellow, with values from 1 to 9.

• 6 tile reserve boards with points tables
• 1 bag
• 1 set of rules

Object of the game

Equipment

There are 6 different kinds 
of buildings. The table shows 

the prices of the buildings 
and how many of each of 

the buildings there are.

Players who have the most building tiles of each kind in 
their Alhambra at the right time – in the scoring rounds 
– are awarded points, the exact amount depending on the 
type of building. Players also receive points for the  
longest part of wall they have built around their Alhambra.
More points are awarded in each scoring round.  
The winner is the player who has been awarded the most 
points by the end of the game.

1

scoring cards

Price	 Number	 Name of the 
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Getting ready to play
• �Each player is given a starting tile, which they place on 

the table in front of them, and 2 counters in the colour 
of their choice. One counter is placed on the starting tile 
and the other in the bottom left corner of the scoring 
board.

• �The 54 building tiles are put in the bag ready for the 
start of play.

• �Put the building market in the middle of the table and 
the scoring board at the end of the table.

• �4 building tiles are taken at random from the bag and 
placed in order on the four numbered squares of the 
building market, beginning with square 1.

Each player is given a tile reserve board with a points table 
which he puts in full 
view in front of him. 
The points table shows 
how many there are 
of each kind of build-
ing tile and how many 
points can be won with 
them. 

• �The two scoring cards are taken from the pack of money 
cards and put to one side for the time being: the rest of 
the pack is shuffled. 

• �Each player is now given their starting money. To do this 
one card at a time is taken from the money pile and 
placed face-up in front of a player until the total is 20 or 
more (the currency is not important at this stage). 
The next player is then given their money. When all the 
players have been given their money, they pick up their 
cards. From now on each player‘s money is kept secret.

• �The player with the fewest cards starts; if two or more 
players are equal the player with the lowest amount of 
money starts. If the players are still equal the youngest 
starts.

• �Finally, 4 more money cards are laid face-up in the  
middle of the table next to the building market.

• �The rest of the money cards are divided into five roughly 
equal piles. Put the “1st Scoring Round” card into the 
second pile and the “2nd Scoring Round” card into  
the fourth. 
Then put the piles on top on one another again with the 
fifth pile on the bottom, then the fourth, the third, the 
second and finally the first at the very top. The whole 
pile is then placed face-down next to the building market.

Starting tile

Building market

Note: This ensures that no-one receives money totalling more 
than 28 or less than 20.

Note: This ensures that the two scoring cards do not come into 
the game too early, too late, or too soon after one another.

1st 2nd 3rd 4th 5th pile

1st scoring card 2nd scoring card

1st
2nd
3rd
4th
5th pile
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How to play
Play proceeds in a clockwise direction, beginning with 
the starting player.
The player whose turn it is must do one of three things:

 Take some money
 Buy and position a building tile
 Redesign their own Alhambra

After a player’s turn is over any money cards and build-
ing tiles which have been removed are replaced with new 
ones so that there are always 4 of each.

 Taking money
A player can take any one of the money cards from those 
lying face-up, or several money cards if they do not add 
up to more than 5 (the currency does not matter).

Example: you could take both the cards on the left or one  
of the other two

 �Buying and positioning building tiles
Buying the tiles 
A player can buy a building tile from the building market. 
He must pay at least the price shown on the tile and use 
the currency displayed next to the tile in the building 
market. But take care – no change is given!
The money used to pay for the tile is placed on a discard 
pile next to the building market.
If you can pay the exact amount it is still your turn and 
you can decide once more which of the three options you 
would like to take.
While it is your turn no new tiles are placed on the building 
market. It is only at the end of your turn that the empty 
squares are refilled with new tiles.
It is therefore possible to carry out a maximum of 5 actions  
during your turn (paying the exact amount four times and then 
either taking money or redesigning your Alhambra).
Positioning the tiles 
You can either: 
add your new building tile to your Alhambra or place it 
on your reserve board. You can have as many building 
tiles on your reserve board as you want.

Price Colour

Example: 
You want a garden for 
your Alhambra. 
The garden on offer costs 
10. You have two money 
cards of this currency in 
your hand and decide to 
buy the garden. However, 
as you cannot pay exactly 
10 of the blue currency 
(but only 11), your go 
is then over; you do not 
receive any change.
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Rules for building your Alhambra
You must build your Alhambra according to the  
following rules:
• �All building tiles must be the same way round as your 

starting tile (i.e. all roofs must point upwards).
• �Adjoining sides must be the same i.e. they must either 

both have a wall or both not have a wall.
• �You must be able to reach each new building tile  

“on foot” from the starting tile without crossing a wall 
and without going off the tiles.

• �Each new tile must be joined to your Alhambra by at 
least one side (i.e. it cannot be joined just at a corner).

• �You must not leave any “spaces” (i.e. an empty area 
surrounded on all sides by building tiles).

The following combinations are NOT allowed:

The tile is the wrong 
way round

A side with a wall 
is joined to a side 
without a wall.

The “on-foot rule” has not been 
followed: the tower cannot be  
reached from the starting tile  
without crossing a wall.

The building tiles 
are not joined by 
at least one side.

Putting the “Arcades” 
tile in the position 
shown would create an 
empty area completely 
surrounded by tiles.

 Redesigning your Alhambra
There are three ways in which you can redesign your 
Alhambra:
• �You can take a building tile from your reserve board 

and add it to your Alhambra.
• �You can remove a building tile from your Alhambra 

and put it on your reserve board.
• �You can exchange a building tile on your reserve board 

for one in your Alhambra. If you do this the new 
building tile in your Alhambra must go in exactly the 
same place as the one you remove.

When you are redesigning your Alhambra you must still 
follow the building rules. You are not allowed to remove 
the starting tile or exchange it for another tile.

Example: you buy a building tile and pay the exact amount 
so it is still your turn.
You decide to buy another building tile and you manage to 
pay the exact amount again.
It is therefore still your turn and you decide to redesign 
your Alhambra. You can for example remove a building tile 
from your Alhambra and exchange it for one on your reserve 
board.
This brings your turn to an end. You can now add your newly 
bought building tiles to your Alhambra by placing them in 
the best possible position or alternatively you can put them 
on your reserve board.
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 At the end of your turn
It is only right at the end of your turn – i.e. after any 
redesigning you may have carried out – that you add  
the building tiles you have bought to your Alhambra or 
place them on your reserve board. You can add the 
newly bought building tiles in any order you wish.
When your turn is over it is the next player’s turn. Before 
the next player decides what to do, any money cards or 
building tiles which have been removed are replaced with 
new ones so that there are four of each again. If you 
reach the end of the money cards the discarded money 
is shuffled and placed face-down to make a new pile.

Example: the tiles on 2 and 4 have been removed. The squares 
are refilled in order – the first tile goes on 2 and the second on 4.

Scoring
There are 3 scoring rounds during the game. The first two 
take place when the scoring cards are drawn from the pile of 
money cards. The third and final scoring round takes place at 
the end of the game.
When a scoring card is drawn it is put to one side (withdrawn 
from the game) and the next card or cards are used to make 
the number of money cards up to four. But before the next 
player starts his turn the scores are calculated.
In each scoring round, points are awarded to whoever has 
the most of each kind of building. Players are also given 
points for the length of the wall around their Alhambras.
Points for having the most of each kind of building 
Points are awarded for having the highest number of one of the 
different kinds of buildings. The number of points a player 
receives depends on which kind of building it is.
In each case, the player with the most buildings is awarded 
the points for 1st place indicated on the scoring card next to 
the name of the building.
Only the players with the most buildings of each kind receive 
points when the “1st Scoring Round” card is drawn.
Points are awarded in the later rounds as follows: in the “2nd 
Scoring Round” (which takes place when the “2nd Scoring 
Round” card is drawn), points are awarded to the players with 
the highest number and second highest number of building  
tiles of each kind.
If several players tie, the points for the respective places are 
shared. Points are always rounded down.
The 3rd round of scoring takes place at the end of the game; 
points are then also awarded to the players with the third 
highest number of buildings of each kind as shown in the 
example and on the points table on the tile reserve board.
Take care: building tiles on the reserve boards are NOT counted 
towards players’ scores.

Note: the price of the building is not important for the scoring, 
just the number of tiles! You must have at least 1 building tile of 
a particular kind to be awarded points for that category

Example: 
The player with the 
most chambers is 
awarded 4 points.

Example: 
The player with the 
most towers is awarded 
13 points.  
The player with the 
second highest number 
of towers is awarded  
6 points.

Example:  
Kim and Nina each have 4 towers. They share the points for 
1st and 2nd place: 13 + 6 = 19 points. The number is divided 
by two and rounded down so they are each awarded 9 points.

These are the points awarded in the 3rd scoring round.
Example: The player with the highest number of pavilions is  
awarded 16 points. The player with the second highest number of 
pavilions is awarded 8 points. The player with the third highest 
number of pavilions is awarded 1 point.
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This wall would score 
8 points.

There are 
no points 
for internal 
walls.

This wall is 
shorter and is 
therefore not 
counted

Points for the wall around your Alhambra
As well as points for buildings, players are also awarded 
points for the longest joined wall around their Alhambras.
Each side of a tile with a wall segment on it counts for  
1 point.
No points are awarded for walls which are back-to-back, 
i.e. internal walls.
The points awarded to a player are recorded on the scoring 
board. Each player moves their counter one space forward 
for each point that they have been awarded.

End of the game
The game ends when – at the end of a player’s turn – 
there are not enough building tiles left in the bag to bring 
the total up to four again.
The remaining building tiles from the building market are 
given to the players who have the most money of the 
respective currency in their hand (it does not matter how 
much the building costs). If two or more players have the 
same amount of money then that building tile remains on 
the building market. Building tiles given to players in this 
way may then be added to their Alhambras in accordance 
with the building rules.
The third and final scoring round now takes place.
The player who leads on the scoring board after this last 
round has won. If two players are level the game is a draw.

Note: the building market is refilled with the remaining tiles as 
far as possible.

Special rules for playing with just two players
The normal Alhambra rules apply with the following 
changes:
The pack contains three of each money card; one of each 
is removed, i.e. only 72 money cards are used.
There is an imaginary third player. Let us call him Dirk. 
Dirk does not build an Alhambra but does collect building 
tiles. Dirk does not have any turns.
At the beginning of the game 6 building tiles are drawn ran-
domly from the bag and put to one side for Dirk – in full 
view of both players.
In the scoring rounds Dirk is awarded points for having the 
most of any of the different kinds of building but not for an 
external wall.
Directly after the first scoring round Dirk is given 6 more 

tiles…
Dirk is given 6 more tiles which are also randomly drawn 
from the bag and placed with his others.
After the 2nd scoring round Dirk is given more building tiles. 
This time he is not necessarily given 6 but is instead given 
a third of the tiles remaining in the bag (rounded down).
Only one rule is different for the two players:  
whenever they buy a building tile  
they can not only add it to their  
Alhambra or place it on their  
reserve board; they can also give  
the building tile to Dirk.
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