
In Caravans of Asia™ you play as a 
merchant caravan during the 13th, 

14th, and 15th centuries.  By trading 
goods in markets across the continent, 
you can make a hefty profit — but be-
ware, for many hazards await you, from 
treacherous mountain passes to blind-
ing sandstorms and thieving bandits.  
Success will require wise decisions, an 
eye for danger, and a bit of luck.

Contents
• 30 coins
• 40 paper notes
• 20 loan cards
• 55 event cards
• 4 passports
• 1 Mongol pass
• 6 caravan tokens
• 60 trade goods

• 1 goods card
• 17 board pieces
• 7 sacked tokens
• 1 rulebook
• 2 dice

Setup
Board
Assemble the board, a 17 piece puzzle.

Trade Goods
There are five types of trade goods.  Roll 
a die for each trade good and consult 
the chart (at top right) to see which city 
it starts in.  Place two trade good chips 
of that color on that city.

 Ŧ For example, if you roll a 4 for silk, 
place two red trade good chips in Nanking.

Silk 
1, 2 Changan
3, 4 Nanking
5 Dunhuang
6 Shangdu

Spices 
1, 2 Ceylon
3, 4 Delhi
5 Debal
6 Java

Glass 
1, 2 Constantinople
3, 4 Trebizond
5 Antioch
6 Kaffa

Incense 
1, 2 Cairo
3, 4 Mecca
5, 6 Muscat

Jade 
1, 2, 3 Turpan
4, 5 Khotan
6 Tashkent

Caravans
Each player chooses a caravan token.  
Going around the table, each player 
chooses a starting city.  Multiple players 
may start in the same city.

Money
The currency used in 
Caravans of Asia is the 
dinar (pronounced dee-
NAR).  Each player starts 
with 25 dinars.

For a more challenging game, have 
everyone start with no money.

Event Cards
Each player draws three 
event cards, leaving the rest 
face down.  You always have 
three event cards in your 
hand.

Goal
The winner of the game is the first play-
er to have 200 dinars on hand and no 
outstanding loans.



Player Turn
On your turn you can: travel, buy and 
sell goods, get and repay loans, and play 
or discard an event card.  These can be 
done in any order.

At the end of your turn, pay 1 dinar 
to support your caravan and 1 dinar for 
each loan you have.  If you don’t have 
enough money, you are out of the game.

You can trade passports, money, and 
trade goods with other players, but only 
if your caravans are at the same loca-
tion.  You can’t trade event cards or the 
Mongol pass.

Travel
On land you may move up to 3 steps.  
There is no need to roll a die when 
moving on land.

Tariffs & Passports
There are five countries mark ed on the 
board: Byzantium, Arabia, Persia, 
India, and China.  When you enter a 
country you must pay a tariff of 10 di-
nars.  If you have a pass-
port for that country, 
you don’t have to pay 
the tariff.

A passport for a 
country costs 30 dinars.  
You can buy it anywhere in that coun-
try, or you can buy it when you enter in-
stead of paying the tariff.  There is only 
one passport available for each country.

Mountain Passes
A few spaces on the board are marked 
as mountain passes.  These have two 
special rules:
• You can’t stop on a mountain pass.
• As soon as you leave a mountain 
pass, you’re done moving for the turn.

 Ŧ If you leave Kashgar headed north-
west,  you cross the Irkeshtam Pass and 
have to end your turn in Tashkent.

Bandits
If you end your turn in a city, your cara-
van is safe from bandit attacks.  If you’re 
outside a city, but still inside one of 
the five countries, your caravan is safe.  
Stop anywhere else on land, and your 
caravan will be attacked by bandits.

When attacked by bandits, roll a die.  
Pay three times that amount in dinars.  
If you don’t have that much, you are out 
of the game.

Sacked Cities
Some event cards cause cities to 
be sacked.  Put a sacked token 
on the city when the card is played, 
and take it off when the card goes to the 
discard stack.

If a city is sacked, it counts as just a 
regular space, not a city.  If it’s part of 
a country, that space is still safe from 
bandits.

 Ŧ Neshabur is a Persian city, so if it’s 
sacked, it’s still part of Persia.

Pass of the Great Khan
In Karakorum anyone 
may purchase a pass from 
the Khan of the Mongols 
for 30 dinars.  If you hold the 
Mongol pass, you are immune to 
bandit attacks anywhere on land.

Even if someone already holds the 
Mongol pass, you can still go to Kara-
korum and buy it from the Khan — it 
will be taken from the one who holds it 
and be given to you.

Sailing
If your caravan is in a port city at the 
beginning of your turn, you may set sail 
(even if the city is sacked).  Pay the fare 
listed on that sea area, then roll a die.  
That’s as far the winds will take you this 
turn.  There are no bandits at sea, unless 
cards in play say otherwise.

If your caravan is already at sea at the 
beginning of your turn, roll a die to see 



how far you can go this turn.  Once you 
reach land, you can’t travel any further 
in the same turn.

 Ŧ If you’re in Ceylon and want to trav-
el to Chittagong, pay 2 dinars to get on 
a ship, then roll a die.  If you rolled a 4 
or higher, you’d arrive in Chittagong the 
same turn.

There are three colored sea paths on 
the board.  These are part of a country: 
Antioch–Cairo and Cairo–Mecca are 
part of Arabia, Nanking–Fuchau is part 
of China.

Trade
Trade goods can be bought and sold in 
cities.  You can trade with any city you 
visit.

Buying
If there is a trade good chip on a city, 
you can buy it for the price listed next 
to the city.  If there is no price listed for 
that type of good, it costs 10 dinars.

Your caravan can only carry one trade 
good chip at a time.  When you buy 
one, keep it on your side of the table.

Selling
If you’re carrying a trade good chip, you 
can sell it to any city that has a price list-
ed for that trade good.  Take your trade 
good chip and leave it on the city, then 
collect its sale price in dinars.  If there 
is no price listed for that type of trade 
good, the city pays 10 dinars.

When a city already has two chips of 
a certain trade good, the local market is 
full and they won’t buy any more of that 
particular good.

Replenishing
At the beginning of the game, all trade 
goods are on cities with no price list-
ed for those goods.  From time to time, 
each trade good will need to be replen-
ished.  To do so, roll a die and place a 

new stack of that good on the map, just 
as described in Setup above.

So when does a trade good need to 
be replenished?  Whenever it can’t be 
found in any city without a price listed 
for that good.

 Ŧ Let’s say there’s a stack of silk in 
Dunhuang at the beginning of the game.  
There’s no price for silk listed in Dun-
huang.  Now let’s say a player has just 
bought the last of the silk in Dunhuang.  If 
there is no silk left on any city without a 
silk price, it’s time to replenish silk.

Loans
You can get a loan in any 
city on the board.  Col-
lect 50 dinars and take a 
loan marker to show that 
you have an outstanding loan.  At the 
end of your turn, pay 1 dinar for each 
loan you have.

To repay a loan, pay 50 dinars in any 
city and turn in the loan marker.

Event Cards
If at any time you don’t have three 
event cards for any reason, draw until 
you have three.  On your turn, you may 
only play one card, discard one card, 
or do nothing with the cards you have.

A few cards say “You may play this 
card whenever” something happens.  
These cards may be played whenever 
the card says, and don’t count as your 
one card played per turn.

When you play a card, lay it face up 
on the table so everyone can see its ef-
fects.  The effects of the card continue 
as long as the card is in play.

If you’re supposed to draw a card and 
the draw stack is empty, shuffle the dis-
card stack and make it the new draw 
stack.



Order of Actions
Anything you can do in a single loca-
tion can be done in any order.  For ex-
ample, you could sail into Hormuz, 
sell incense, then pay the tariff to enter 
Persia.

Younger Players
Younger players might find reading the 
event cards a bit daunting.  Two small 
changes can make the game much 
simpler.

Leave the event cards out; don’t draw 
them or play them.  Ignore local mar-
kets getting full; allow cities to contin-
ue buying a trade good, even if the city 
already has two of that good.

Historical 
Information

The trade route connecting China and 
the West has been used for thousands 
of years, but its greatest fame came in 
the 1300s, all because of one Venetian 
merchant: Marco Polo.  In 1271, Polo 
left home and embarked on an adven-
ture that would take him throughout 
Asia.  It was 24 years later that he finally 
returned to Italy, where his stories cap-
tivated the imagination of Europe.

Kublai Khan, the ruler of the Mon-
gol Empire, found the young Polo fas-
cinating.  He gave him a position in the 
government, and a bronze passport that 
allowed him safe passage anywhere in 
the empire.  The Mongol pass in Cara-
vans of Asia is based on the khan’s pass-
port, several of which survive to this 
day.

Beyond Asia
Once you’ve explored the Silk Road, 
it’s time to see the rest of the world.  

Expansion packs to Caravans of Asia let 
you venture even farther.  Travel with 
camel caravans across the Sahara to the 
fabled city of Timbuktu, visit the mar-
ket towns of medieval Europe, or sail 
with Arabian traders riding the mon-
soon winds of the Indian Ocean.

The expansion packs can even all 
connect together, making one large 
board of the major civilizations of Eu-
rope, Asia, and Africa.  Each expansion 
adds new places to explore and new 
trade goods. •
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