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1. Score Trachk: Place the musewm board in the center of the table.
Leave some space on either side for discarded paintings. Place
the 4 prestige mearkers next tot.

2, Mainting Tiles: Sort all of the paintings in the box insert or on the
table based on their size

3. Decor Tiles: Place all of the decor les into a pile an te Lable
within reach of everyone.

4. Player Components: Each player chooses a player board and
Lakes the malching 2 score markers and 20 bid cards (seeicon
on back of player board). Each player places their markers next
trr the mmnsesurm board (theseowill omly be wsed at the end of the
game), AlL20 of each player's bid cards starl in their band.

2 Auction Area; Place the value tolkens in a pile in the auction ares.

6, Starting Paintings: Shuffle the starting paintings (2x3 tiles
marked wilh a gold back and 2 %) and deal 1to each plager.
Each player must place their painting face up on their gallery
wall, such that it covers one or hoth % spaces in the center,

Any remmaining starting paintings are set aside and will not be
used during the game.

7. 5tarting Bids: shuffle the 4 starting bid cards (white cards
marked wilh 2 %) and deal 1ace up in lronl ol each plager. The
player with the starting bid card of the lowest value takes the
navel and becomes the first Auctioneer, Cach plager leaves their
card lace up lo start their bidding stack.




The garme is played in rounds. Each round has

1. PREPARE AUETION: The Auctioneer (h
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dletailed over the lollomwing

o numbe

g and places it on their board,

4. |nerease PresTise: The painting thal is left behind is moved o te museun, and the prestige of thal painting lype increases.

5. "Rounp &ND: The ¢
The garme continues until any 1 p
a2l all of th

At the start of each round, the Auctioneer selects a number of

paintings from the supply equal to the number of players plus one,

looking omly at the back of each tile. They mayg select mualtiple tiles
with the same number.

Cree the Auctioneer finishes selecting tiles, they pick the valoe
Lokens corresponding Lo the numbers on Lhe back of the chosen
paintings and place the tiles underneath them (see below).

fva 3 plager gaine, the Auchioneer chionses 4 paintings fram e box,

Then they flip them face up to start the auction,
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ralnlings (see Running oul of Space, pg. 6) or,

2 Pr.aciNG Bips 8 AcoUIRING PAINTINGS

After the Auctioneer selects paintings, each player (ineluding the
Auctioneer) simultaneously selects 1 bid card from their hand and
places it face down on top of their previowsiy plaged bid card (on
the first turm, on top of the white starting bid card they were dealt
during setup) in front of themselves, Onee everyone is ready., all
players Mg their cards Facee up o reveal Lheir bids.

In order from highest to
lewevest hic, each plager selocts
1 painting Lile From the auclion
ares and places it according to
the placement rules (see .
O). Bach playger may Lake as
long as they need to decide on
s paimting, and ey ey oot”
any ol the paintings on their
pallery wall hefore committing
boy takeinig ome. The next playger
may nol Lake a painling
until the current player has
confirmed their selection,

Q

Vhi size and prestige
value nf a painting
oot 't reflect its point
value at the end ol the
ganrie, Al paintings
af the same type will
so0re the same points,
regardless of size
(e po. &)

I¥ tweo or more players play
the same bid card, they each reveal the card underneath the one
they plaged, and use this card to break the e, 1P there is still s tie,
the tied players compare the next card in their bidding stack, and
so on until the tie is broken, {Hemember that each player treats the
wiiter starting id card they wers doat during setup as the first card
i thedr bidding stack.) Players may nol check each olher’s bidding
stack otherwise



Whenever a player lakes a new palnting or decor Lle, they may choose Lo either place it on theie gallery wall Collosing the Lile placing rules below,

or place it on their assistant to hold for later,

(aLLERY WALL PraceMENT RuLES
Wihem a player places a painting or decor Hle on their gallery weall:

* |tmust be fully inside the grid.
e must tomch at least 1 other tile along o flat edyge
(eorners don't count).

* It must be oriented so the artwork is the right way up
s that the type label is at the bottom (it can’t be rotated),

Lxgimpies showdng one feaa ang 4 eaal e placoments

While deciding whera o place a new Lile, you mag move iLireely
on your gallery wall, and may continue to do so until the end of the
roarel. The dnctioneer rmay not reveal the next set of paintings until
cach player has linished placing. Onee they do, gou may no longer
move any previously placed tiles. The light area between the eye
icors is called the egeline, Pamtings in the eyeline area meay seors
additional points al the end of the game (see Final Scorving on pg. 8.

‘Mareuineg Trames anp Acouiring Decor TiLES

1T 2 renwely plawed painting touches one or rmore other paimtings
with the same style of frame, the player receives s bonus decor tile,
wiorth points at the end of the game. They must immediately take &
decor tile and place it on their wall following the normal placement
rules or give it to their assistant (see Using Your Assistant on pg. 6).

Fheng st chonse any decor tle with o point value (number of
shields) equal Lo or less than the number ol matehing Nrames thial
directly touch the new painting. If they place a new painting touching
4 or e other paintings with the same frame, they choose any
combination ol decor Ules tat aded ug Lo the number ol oucehing
paintings. 0o not count the newly placed painting towards this total;
omly covnt the paintings it touches,

Myt gadn a decor Lle in the same round gow complele goure wall,
pou do not gain or score the extra decor tile, and it does not count as
an exeess painting (see Final Scoring on pg. 8).

Wall decor can be used ta fill gaps where paintings won t fit, In
particular, there are no Tx1, 2x1, or 3x7 paintings in the game,

The painting outlined in gellove towehes 2 matehing frammes, 5o this player may
b geied g s dlecoe il of size 2 or smadior
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Faux Pas (AvOIDING MATGHING PAINTING TYPES)

Faintings come in 4 different types:
City Lite B, Porteait M. StllLite § . and Landscape (A5

If & newly placed painting touches a side of one or more other
paintings of the same type, the plager has committed a fa pas! Each
offending painting will score no points for prestige at the end of the
game (see [inal Scoring, po.H)

UsING YouR ASSISTANT

1@ player can’t or doesn'Dwant 1o place a painting or decor Ule
on their gallery wall. they may give it to their assistant. A player's
assistant can hold 1 tile at & time (either a painting or a decor tile),

Whenever a player places a new Lile, they may also place their
assistant's tile, either hefore or after they place their new one, {This
rheans they may place their assistant’s tile first, then give the new tile
Lo Ltheir assistant.)

If o player's assistant is holding a tile at the end of the game. it scores
nit points. However, it does not count as an excess painting. Onee @
paimmg has been Ql'u'Eﬂ to the assistant. it can GNLI be leEEd onta the This plager wants fo avoid o 0auk pas, =0 they i the Sodloadng rowncd, ey decide (o 0 piace

wall and may not be exchanged in the musewm (see Runming Out of e this City LI painting o their assistant. thia painting they won af auction and
Space, below) Z e ssistant s painding.

This plarier as haen forced o take 5 Luckily, theyve ahle to exchanne it fora
{R,UHHIHG @UT OF gPAﬂE Lanedsone Dl veore srniler Larasonpe Tronn e moseain piles,

e vl adiing 0 creess painiing,
If & player takes a painting size that doesn’t fit on their gallery wall,
they must immediately take the following steps:
1. They maly give the painting Lo their assislant (see above) .
2. If they don't want to give the painting to their assistant (or can't
hicause their assistant is already bolding aopaimting that doesn’
[it an theirwall), they may exchange their new painting loe 1
painting of the same type (ex. Landscape for a Landscape) that
wats discarded to the museom piles (see nereasing Prestige on pr.
T3, wehich they must then place normally. This exchange does not
affect the prestige of that painting type on the musewm board,
o they can't exchange the new painting (becase there are no
matching painting tupes in the musewm that will fit on their gallery
wall), they must store the painting beside their board as an excess
painting. They then take a1 point decor tile and place it normially.
Each excess painting & player has, costs them -2 points at the end

ooonasoan: |
of the game. If a player stores their second excess painting. the ! Fnloiolsfloioialsfoin]
end ol the game is triggered {see Game End on pg. 7). ) - - = oy araae |




Luring the game. the prestige of each painting type within the art
cormmnumity is tracked by adwancing its prestige marker on the score

track on Lhe museum board., AL the end ol the game, Lthe 4 painling
types will be ranked based on their prestige scores. The higher the
prestine ranking of a painting type, the more points each painting of
Lhat type will seore al the end ol the game (see Prestige Rankings).

Cuerenid iy, e wed corenoniiy Bolos Lanoscape gt e ighes) regaed,

After each auction, one painting will be left unsold, This painting
will bre aeguived by the mosewm and cause paintings of thal Lype Lo
increase in prestige. Place the unsold painting beside the musewm
hovaed, v thee designated area For paimtings of that type (eolour).
These 4 areas will form a pile ol unsold paintings of thal ype.

Determing the unsold painting's prestige value (shown on the hack
of the tile and the walue token itis under) and advance the prestige
marker of the matching type on the score track by that amount.

Prestige arkers may never be tied on the score track. If a marker
wold advance o the same space as another marker, the advancing
marker mstead moves backwards to the first empty space it can
orcupy (see below), Paintings exchanged with the museum do not
alTect the prestige of thal painting Wpe. 5 a prestige marker passes
Al on the score track, flip it to its black side, and keep advancing
Fronm Ton the seore track. Black markers are wvalued af +50,

A4 value Foefeait i el after (e auction, 2o e rod Poriedl moarker soioes 4

spaees, Hanas on the ke ity Ufe marker, so i moves hack 1 spaece fe spaee 5)L
N thee ity LiTe prestige mreer s S0 abeso of the Portrail marker 510 the
et of e gae, Gty UFe printigs will be wortlh
mand podnks than forfeairs,

At the end of the round. the Auctioneer passes the gavel to the
plager on their left, who becomes the new Anctioneer, They boegin the
nexl round by selecling new paintings.

(AME END

ame is riggerad when any of Lhe
wing happen:
* A player has no emply space left
on their gallery wall: or

* A player stores their second
excess painting; or

* Players have no bid cards
left in hand.

PrESTIGE RANKINGS

Before playgers count their scores, determine the Pinal prestige
rankings ol the 4 painting Wpes, based on te order ol their prestige
markers on the score track, Move the prestine markers up to the
ranking spaces track at the top of the musearn board Bo show their
rankings. The most prestigious painting lype (furthest on the Drack)
is placed on (x5), the next-most prestigious type is placed on (x4),
and sooom, until all 4 types have aoranking.
[t the rare case Lhal ane or
TNaTE painting
fypes dom't
rriae il Lo
the museum,
they will each
score [X2).



FiNAL §cORING

Refore seoring, ench player checks with the plager on their left
whether they have cormmilled any Mo pas. Then each player
scores the Following points using their player score markers on the
rrs e howrrd:

1. Painting Prestige: Each player scores points by counting the
nutmber of paintings of each type multiplied by the prestige
rarking of that type. Paintings that are part of o faox pas
{touching a painting of the same type) are not counted.

Recognized 2 pts per painting
Admired 3 pts per painting
Fopular 4 pts per painting
nVogue 5 pts per painting

2. Decor Bonus: Each player scores the point value (numbor ol
shields) on each decor tile on their wall.

3. Eyeline Bomus: Each player scores +3 points for each painting
ol the most prestigious Wpe (x5) thal is partly or Tully in the
light region between the eye icoms on their wall. All paintings
of the correct type are counted, even if they are part of a
laux pas.

4. Full Gallery: Cach player with no empty space on their wall
sunres +h pnints.

4. Exposed Corners: Each player loses 2 poinls lor each corner off
their wall that is not covered by & tile,

G. Excess Paintings: Each plager loses 2 points for ench oxeess

painting they have (ignoring any painting held by their assistant).
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I Lo o more plagers He For vietory, the led plager wilh the
highest total value on the bid cards left in their hand wins. If there is
still s tie, the victory is shared,

HCORING HXAMPLE

CXO0SS
naEting

In the exammte above the plager scores e Soellmeing,

Snill Life: < paintingsx 2 pls each =& ply
Portrail. 3 paintings x 3 pls each = 9 pls
City Lite: 4 paintings x4 pls esch = 16 ply

Lanl:lhr_ape 3 pair 1tlnql.x prseach =15 pts
2 Landscapes create a faue pas red o), sothaese paintings don 't soore.

Nacor Bomus: 11 shislds = 17 prs

Eyeline seora [aren betwesn yellow dotted Tnss):
Land=canes are the mnst prestiginus an 3 Landseapes © 3phs - dats
The 2 Fauy pas Landscapes abeee alzn counf fowaras the ayeling soome,
Full Gallery - Lpts

Cxpposed Corners: 1ocormer ¥ 2 pls = pts
Cxeess Paintings: 1 painting = 2 pts - Aols

Hlebonk versizn 11
L 203 Migh iy Bogaods Ll
Al rights regersed, Mo paat ol this
L S i taduict My L e e wilhouw

MIGHTY authorization Trorm Mightiy Boards,
BOARDS s fighty-loards eom

TOTAL = 64 pts
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