
Idriana, or, The Julia Game 
2-3 Players 

 
Concept 
Build a settlement in a new land, grow food to feed your people and gain victory points by 
attracting creatures to your pristine wilderness. At the end of the game, the player with the 
most victory points is the winner. 
 
Playtime 
With two players, 60-75mins; with three plays, 1½ - 2 hours. 

   
The Play Area        

 Each player has a local play area, divided into three regions, Wilderness, Farm and Town, in 
which they build their settlement. All local cards (Wilderness, Farm and Town) are played to 
the relevant local area. 

 In each of the three regions, the player must increase the level of a central card (Hunting 
Range/Forest Preserve/National Park; Cottage/Farmhouse/Plantation; Village Hall/Town 
Hall/Mayoral Palace) to increase the level of that region. The level of the region determines 
which other cards may be played.  

 Other than this, the three regions play differently and offer different benefits:  
  

- In the Wilderness Region, the focus is on planting Forests and attracting Creatures to 
gain Victory Points. A small amount of Food and Gold is available, as are some cards 
which offer protection from Global events.     
   

- In the Farm region, players must plough Fields and place in them Crops to gain Food. 
Collecting Goats can also gain Victory Points and a small amount of Gold is available.
       

- The Town region is the greatest source of Gold. A major focus are the Buildings, with 
several that are upgradeable, many of which give Actions which allow drawing and 
keeping extra cards, additional actions or otherwise manipulating the deck. 
       

 There is a global play area into which global cards are played. Global cards may be one of 
three types: Immediate, Sustained or Weather.      
  
 

Starting the game        

 Each player begins with Wilderness (Hunting Range, 3xForest); Town (Village Hall); Farm 
(Cottage, Field). The relevant cards are marked with a gold star.     

 The global area begins with a Fair Weather card in play - likewise marked with a gold star. 

 Each player shuffles their deck of card and draws four cards. A player who dislikes their hand 
may mulligan by reshuffling the deck and drawing 1 fewer card.    

 Determine starting player randomly; play then proceeds clockwise.   
     

        
Play        
Each turn, a player, in this order: 

 MUST straighten any turned local cards.        

 MUST draw the appropriate number of cards and keep the appropriate number, placing the 
remainder in the discard pile. 



o The default number of cards to draw is three. 
o The default number of cards to keep is equal to the level of a player’s second highest 

level region, discarding the rest1. 
o Global and local cards in play may affect these numbers.     

 MAY, in any order, play 1 local card, 1 global card and carry out 1 action.  
o Global and local cards in play may affect the number of cards and actions that may 

be played.  

 MUST discard cards if their hand size is over the current hand limit.   
     

When an action or reaction is used, a player should turn that card to its side to indicate that the 
action has been used. A card turned in this way may not be used for another action, nor may it be 
used for a reaction.  
 
Note that, for all purposes, cards which refer to other cards being in play only refer to the player’s 
own play area, not any other players. For example, a player must have five Forests themselves to 
play an Elmenda Bird; Country Fair only grants VP based on your own Goats. 
 
Playing Global Cards  

 Immediate cards are placed in the discard pile immediately after play.  

 Sustained cards remain in play unless removed from the game by an action or another card, 
in which case they are placed to one side, not placed in the discard pile.  

 When a Weather card is played it is placed on top of the previous Weather card, to form the 
Weather pile.        

 
      
Winning the Game        

 The game's end is triggered when one player (even if it is not the current player) draws the 
final card of his deck. The current player may finish their turn; following this, the game ends 
immediately.  

 Victory Points are totalled as follows:        
- The player with the most Food receives 6VP.  
- The player with the most Gold receives 6VP. 
- All cards are scored as to the number of VPs on their face value or granted by the 

text on that card.         

 The player with the most VP is the winner.      
 
  

                                                             
1 So a player must have at least two regions at level 2 to draw 2 cards and at least two regions at level 3 to 
draw 3 cards. 



Annex A: Points of Clarity 
 
General 

 No player may have more than one of any individual Building in play at once, or a building 
and one of its predecessor buildings (e.g. not College and Library).   

 No more than one of any individual Global Sustained card may be in play at once. 
 

Terms 
 
Cost:   The number of cards that must be discarded to play that card. 
Destroy:  Remove the card put to one side. It can never return this game.  
Discard:  Put a card from your hand into the discard pile. 
Draw: Take from the deck (but do not necessarily keep). 
Keep:   Keep a drawn card in your hand. 
Play a card:  Put a card into the appropriate area, paying the cost. 
Play in…: Place the first card over the card in the play area so that both cards are 

visible. All cards are considered in play and all properties of all cards may be 
used.  

Play on…: Place the first card over the card in the play area so that only the title of the 
first card is visible. For all purposes, including but not limited to VP, F, G and 
piety values, only the top card is considered as being in play. 

Put in play:  Put a card into the appropriate area, without paying the cost. 
Reaction: A Reaction can only be used on an opponent’s turn and must be triggered 

immediately after the event that triggers it. 
Requires: You must have these cards in play in order to play or put in play this card. 

Requirements are only checked when a card is first played/put in play. 
Sacrifice:  Put a card from your play area into the discard pile. 
Tapped: A global card played tapped is played at right angles to the weather pile. 

Anything that would destroy a tapped card instead changes it from tapped 
to untapped. 

Value:   Cost + 1 
     
 
 
Cards   

 Village Hall, Cottage and Hunting Range can never be sacrificed.  

 The additional card that may be played by Mayor may be either a local or global card. 

 Navigator may be used to search for a local or a global card. 

 Farmer’s Market and Bazaar cannot be used to play global cards. 

 A Field may contain either Crops or Goats, not a mixture of both. However, it may contain 
more than one type of Crop or more than one type of Goat. 

 Crops may not be moved to another Field after being played. Goats may; however, if a Goat 
is moved to a Field containing Crops then the Crops must be sacrificed. 

 A Lemma is counted as being in the Pond regardless of which was played first, provided they 
are in the same area.   

       


