Note: Players may
agree to place the
timer on its side
when negotiating
business trans-
actions during the
Option Phase.

Getting into the Game

Second and Subsequent Turns
The second round begins after all players have Teleported.
From now on, each player’s turn consists of two phases.

The Option Phase: Planning, Development and Trade
During this phase players may execute as many options as
possible within 90 seconds (or within a “reasonable amount
of time” when playing without the timer). Possible options
are outlined on page 14 and QRC side 1. See Tips for Better
Globopolis Gameplay below for things to consider during the
Option Phase.

The Event Phase: Advance, Acquire, Conquer!

When their time is up, players choose to roll one, two or three
6-sided dice to determine how many fields to advance their
Governor. Note: Players may also decide to advance their
Governor counterclockwise for the price of 3 CR points, per

roll. One of a number of different scenarios will arise when

a Governor lands on a new field. Again, refer to page 15 or
QRC side 2 for rules regarding landing on all field types,
with the exception of the Four Special Fields, which are on
page 16 and ORC side 3.

Note: When playing with Agents, players position or re-position
Agents at the end of every turn while the next player is in

their Option Phase. For details on NI-Agents, refer to page 16
and QRC side 3.

Good Luck und “Viel SpaB!”




