Carcassonne- Apothecaries and Tithes

Yet another delve into the realm of Carcassonne! This time, players can pay (or receive) tithes, which are stored in several barns to be given to the poor. Apothecaries are also set up to combat disease and increase general health, but rely upon cities for a supply of herbs.
Tithe Barn
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Some inhabitants of Carcassonne pay tithes, which are stored in the tithe barns. When a tithe barn has tiles on all four sides, the player with the most meeples (excluding barns, pigs and builders) within those five tiles (including the tile with the tithe barn) receives 10 points, which becomes 17 points if the player with the most meeples in that area also owns the field the tithe barn is in. If two or more players tie for the most pieces, or if no one has pieces in that area, then the owner of that field has to pay a tithe of 17 points (immediately, not at the end of the game!). If there is more than one farm connected to the barn, then they each lose 17 points. You cannot claim the tithe barn.
(Note: In the tile above, those are 2 separate road sections, the tithe barn separates them.)

Apothecaries:

[image: image2.wmf]
Some city tiles have apothecaries in them. These are good for the cities, adjoining roads and the fields that they are in.

Cities- When a city with an apothecary in it is completed, the owner/s of that city get 10 points extra. If, by the end of the game, a city with an apothecary in it is incomplete, the city is scored at half points as per normal but the apothecary is worth nothing. If two apothecaries are in the same city, then they are each scored separately. 

Roads- If a road connects directly to a city with an apothecary in it (on the tile, the road must actually enter it), the owner of the road gets five points when that road is completed. If the road remains incomplete by the end of the game, the apothecary is worth nothing to the road. It does not matter if more than one road is connected to the city. A city with both apothecaries in it makes no difference to the way roads are scored- they score the same as only one.

Fields- Farmers often get sick, and so they appreciate having an apothecary nearby. If a field has a city with an apothecary in it, then that city is worth 7 points instead of 3 (third edition scoring), as well as any extra points due to a barn/ pig/ pig herd being in the field. If the city is incomplete, the owner still gets 3 points maximum, and thus being the only incomplete cities that counts in fields.

A city with both apothecaries in it scores the same as a city with only one.

Herbs:
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Apothecaries are all right, but they need to be supplied with herbs by the cities that they are in. Each apothecary tile has a herb icon printed on it. When the city is completed, the corresponding chit/s goes to the owner of the city and not to the person who completed it. If the city has more than one owner, it goes to the person with the least goods chits from Traders and Builders. If they both have the same, then it goes to the person who completed the city.

When a player receives a herb token, they must make a choice. They can either keep it and thus receive 5 points per token at the end of the game, or they can trade it to another person (who cannot refuse) for another goods token. This choice is made when the player receives the token. They may not go back on their decision. The player who gets the herb token in exchange for one of their goods may not trade, but does get 10 points at the end of the game.
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