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Leonardo’s life,
travel and works.
In cards.

A card game for 2 to 4 players inspired
by the life of Leonardo Da Vinci.

Components

16 city cards

16 character cards

19 work cards

19 invention cards
- 28 action cards

18 coins

Author: Design and [lustration:
Cristian Confalonieri ~ Roberta Esposito

To find out more about the story of characters
and places of Leonardo's travel,
visit the instagram account: @omnia_gioco

For more information:
WWW.0mnia-gioco.it
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PLAYERS

Rules

PURPOSE OF THE GAME

Your aim is to score more points than your opponent.

The game may be played in two or four players.

The pictures on the cards summarise Leonardo Da Vinei's life
through his most well known works and inventions, the most
important ﬁgurcs he met and the cities he lived in.

Prcparation

In the middle of the table you place:

1 city card face up and the rest of the card pack placed on the side,

face down.

3 WOTk cards facc up and thC rest Of I‘.hC card leCk plIlCCd on thC SidC7

face down.

3 invention cards face up and the rest of the card pack placed
on the side, face down.

3 character cards face up and the rest of the card pack placed
on the side, face down.

Coins pilcd up near the cards.

The pack of action cards is created according to the number
of players.
In two-player games you use the 14 cards
with symbol 2 at the bottom-right corner.

In three-player games you use the cards
with symbols 2 and 3.

In four—playcr games you use all the
28 action cards.

Each player receives one coin and 7 action cards drawn
randomly.

Tl’lC gamec

PHASE 1. Choice of the actions.

Phasc 1 is composed by a cards draft: it is the method to set
up your own strategy choosing the card pack to play.

Each player receives 7 action cards randomly.

Each player chooses 2 cards to keep in their pack and pass
the other 5 cards to the opponent on their left.

In chis way each playcr receives 5 different cards from those
initially drawn and decides once again which 2 cards to keep
in their pack and to hand over the remaining 3 cards to the
opponent on their left.

This player will receive three cards from his right opponent
and choose again which two cards to kccp and will pass the
last card discarded to the player on his left. He will in turn
receive one last card, which is when his own pack of 7 playing
cards is created.

PHASE 2. How to play.

The game develops in 6 rounds. Each round corresponds to
one action card played so not all the cards from one’s own
pack will be played, the last card not played will be discarded.
In each round every playcr will use one action card from their
pack and will complcte the two spcciﬁcd actions in the order
they prefer. Players may also decide not to perform one or
both actions.

There are 5 possible actions corresponding tos symbols:

m activate a city card

D pick a work card (performing the actions marked

on the card immediately, if any)

0 pick an invention card (performing the actions
marked on the card immediately, if any)

pick coins

pick a character card (paying for its value in coins
and performing the actions marked on the card

/1

immcdiatcly, it any)

At the end of each round players draw cards from the work,
invention and character card packs in the middle of the table
to fill in the spaces left free in the card grid.

At the beginning of their round, each player must always have
3 work cards, 3 invention cards and 3 character cards face up
to choose from.

IMPORTANT: Each player must keep their own work,
invention, character cards face up in front of them,
visible to the other playcrs. Only action cards must not be
revealed to opponents.

Example action 1:

A) Draw 3 cards from the city pack.
Choose one and place it next to those

already facing up.
B) Take a coin.

Example action 2:

C) Pick a work card ofyour choice among
the three available.

D) Pick a character card ofyour choice
among the three available, paying for their
value. Perform the actions marked by the
lightning immediacely.




TprS Of cards and tl’lCiI’ CH"CCtS

CITIES

To activate a card the player must have the corresponding
symbol.

He will draw three cards from the pack without showing them
to his opponents, choose one and place it next to the already
visible city cards. The cards left will be placed at the bottom
of the pack of city cards facing down.

The player may decide to discard all the cards without
activating any of them.

The conditions provided on the city card to score points at
the end of the game apply to all players.

The cards placed on the table will stay there until the end of
the game, there is no limit for the number of cities activated
at the end of the game.

Objective explanation:

At the end of the game, cach player will score 3
points for every pair of invention cards of the
same colour they have.

ccccc

Objective explanation:

o At the end of the game, the players who have

1 the highest number of character cards will score
: : 4 points. In case of a tie the playcrs will divide
> W the points.

Objective explanation:
At the end of the game, cach coin owned
by 2 playcr is Cqual to 2 points.

Objective explanation:

At the end of the game, the players who have
the highest number of cards scored by adding
up all the character, invention and work cards
will score 3 points. In case of a tie the players
will divide the points.

iy Objective explanation:
® At the end of the game, each player will score 2
il points for every pair made up of one invention
SAse and one work card.
S TN
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WORKS © @ @

At the corresponding action the player will pick a work card
and place it in front of him. Work cards are divided in 4
groups/colours. When works are referred to as equal it means
they have the same colour of the corresponding card.

Warm colours mark the work card pack.

Some work cards (with the face of Leonardo) are not valid for
completing the objectives but can give points at the end of the
game or actions to perform immediately, for example picking
invention or character cards.

This card costs 2 coins.

It may not be used for composing sets and
solving objectives but those who take it will
immediately receive an invention card of their
choice among the possiblc ones and 2 points
at the end of the game.

(IMMEDIATE ADVANTAGE )

INVENTIONS @ ©® @

They act like work cards.

Invention cards are divided in 4 groups/colours marked

by cool colours. Some invention cards (with the face

of Leonardo) may not be used for completing the objectives
but can give points at the end of the game or actions to
perform immediately.

CHARACTERS

Character cards have a price in coins spcciﬂcd in the top part
of the card. Some character cards do not cost anything.

At the corresponding action the player will pick a character
card paying for its value in coins and place it in front of him.
This card will become his property.

The characters activate actions marked by the 1ightning
symbol that playcrs will pcrform immcdiatcly, for examplc
picking work or invention cards.

Furthermore, some character cards give points at the end

of the game.

This character card costs one coin,

the player who gets it by paying one coin will
immediately have the possibility to choose

a card city and will receive 1 point at the end
of the game.

This character card is free,

he player who gets it
“' the play 8 )

immediately receives 2 coins.

This character card costs three coins,
the player who gets it by paying three coins
will have 4 points at the end of the game.

COINS

At the corresponding action the player picks one or two
coins as spcciﬁcd by the action card.

ACTIONS

Action cards are the ones handed out to each player

and are only visible to them. The symbols on the cards
indicate the actions to be performed. Players may decide
in what order to perform the two actions and may also
decide to perform only one or none.

Score calculation

Points must bC Calculatcd at thC Cnd O{:EhC game and may bC COHCCECd in two ways:

A) Picking cards that give points "
B) Complcting city cards objectivcs

Each player calculates their own score by adding up the value of the points appearing on the cards they have + the objectives reached.

City cards are divided in two types of objectives:

Majorities:

A player who has the majority of cards with the symbol
providcd collects the corrcsponding points. In case of a tie

bCEWCCl’l more th:m one playcr, E]’lC pOiﬂtS to bC won Wl” ]Z)C

divided equally. If divided between two players, a 7-point

objective card will give 3 points each.

Sets:

Any players completing their set on the card will collect
the corresponding points. If a player completes more than
one set from the same objcctivc card he/she will receive

double the points.

IMPORTANT: The cards used to complctc a set may not be used again to complctc a new one.

Objectives of the game

Roberta’s cards
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Roberta does not
have the majority

At the end of the game
Roberta has the
following cards and
scores 6 points. all the players:
has 5 of them, so
Roberta does not
score any points.

.

of work cards among

Matteo, for example,

AMBOISE

Roberta has a set

of inventions of the
same colour, so she

scores 8 points.

Roberta has two
invention cards not
yet used to complete
other objectives and
so she does not have two work cards not
another two invention yet used for any
cards of the same colour. Objectivcs7 so she can
She has two invention create two pairs
cards of different colours  and collect 4 points.
though. She does not Roberta closes the
complctc the objectivc game with 18 points.
VINCI.

Roberta used the
same-colour inventions
to complete the
objective Amboise,

IMPORTANT: We advise to calculate the end-of-game points by starting from the ones of majority objectives and continuing

calculating the set objcctivcs for each playcr.

A playcr’s card may be used for more than one majority objcctives, but only once for set objcctivcs.
Each card used for a set objective will then be discarded. The winner is the player who scores the most points.
In case of a tie the winner is the one who gets the most coins. In case of tie again, the winner is the one who gets the most character cards.

Acknowledgcments

A thanks to Milena Vesper Bolognesi for her support during the concept and early play-tester phase and to the whole Studiolabo team;
a special thanks for the many play tests carried out by Federico, Andrea, Emanuele, Gianluca, Salvatore, Fabrizio and Roberta who was

also the project’s patient and skilled illustrator.



