
MERCHANTS OF MUZIRIS 

Muziris was a bustling port town on ancient India's coast. In Merchants of 

Muziris, a card game for two, players are merchants at the supplier gathering 

goods to sell on their stands.  Players use Character cards to acquire and sell 

Goods, draw cards, or use special abilities.  At the end of the game, bonuses are 

awarded and the player who was the most successful merchant wins! 

  

SETUP 

Place the 4 Character Cards in the middle of the play area.  Shuffle together the 60 Goods 

cards.  Deal 2 cards to each player, face down, forming the players’ hands (cards in a 

player’s hand are kept secret from the other player).  Deal 4 Good cards face up in the 

middle of the play area, forming the Supply.  Place the remaining Good cards in a face 

down deck to the side of the Supply.  The player who last ate a Mango takes the first turn. 

 

THE CARDS 

There are 2 different types of cards in Merchants of Muziris, Character Cards and Goods Cards. 

 
 

 

Goods 

Merchants of Muziris revolves around acquiring and using Goods cards, either for their Ability or to make Orders 

(groups of 1-3 identical Goods).  Each Goods card features 1 of 10 different Goods (Onion, Cucumber, Eggplant, 

Honey, Cinnamon, Black Pepper, Mango, Pomegranate, Banana, or Lime).  Each Goods card also features a  

Special Ability at the top of the card.  Finally, each Goods card has a Score Set at the bottom of the card.  There is 

no maximum handsize. 
 

 

 

 

Characters 

Players will use these Character cards to acquire and use Goods.  There are 4 different characters  

(Merchant, Customer, Advisor, and Beggar).  Each Character offers a particular action.  On the back of each  

Character is a Scoring Bonus which is awarded at the end of the game. 

 

 

 

PLAYING MERCHANTS OF MUZIRIS 

Merchants of Muziris is played over a series of alternating turns.  Each turn, the active player will select and use two different Characters, 

while the other player will select one Character that the active player did not choose.  
 

At the end of any turn, if there are 20 or more Orders (between the two players), and/or there are no cards remaining in the deck, the 

game ends.  The Bonuses are awarded, and the player with the most points wins! 
 

TURNS 

At the beginning of the turn, if the Supply has less than 4 cards in it, cards are added from the top of the deck face up to the Supply until 

the Supply has 4 cards in it, if possible.  Note that cards in the Supply are only replenished at the beginning of the turn. 
 

Then, the active player selects, one at a time, two different Character Cards, turns them sideways, and uses their Actions.  Once a player 

has selected and used two Character cards, the other player will select one Character Card and use its Action.  Then, all Character cards 

are rotated upright and the other player takes a turn as the Active player, as long as an end game condition has not been met.  A player 

can never select a sideways Character! 
 

CHARACTER ACTIONS 

Each different Character card offers a unique Action that allows the player to use or gain Goods cards.  
 

The Merchant 

When a player selects the Merchant, they choose 1 card in the Supply and move it to their hand. 
 

The Beggar 

When a player selects the Beggar, they draw 1 card from the top of the deck and add it to their hand.  Then, if the other player has more 

cards in their hand than the player, they draw and additional card. 
 

The Advisor 

When a player selects the Advisor, they select 1 card from the Supply, use that card’s Ability to the best of their ability, and move the 

selected card to the discard pile. 
 

The Customer 

When a player selects the Customer, they make 1 Order using Goods from their hand.  



MAKING ORDERS 

When a player Makes an Order, they select between 1 and 3 identical Goods from their hand and place them in a face up stack in their 

play area.  Each Order a player makes is its own stack.  An order is always made up of identical Goods.  An Order may never have more 

than 3 Goods in it.  Each Order is worth points at the end of the game based on the Good’s Score Set and the number of Goods in the 

Order.  For example: 

 

 

 

 

 

 

 

 

 

 

ENDING THE TURN  

Once the other player has selected and used a Character, the turn ends, all Character cards are turned upright, and the other player takes a 

turn as the active player, as long as one of the game ending conditions has not been met. 

 

ENDING THE GAME 

A game of Merchants of Muziris ends when there are 20 or more Orders (between the two players) at the end of a turn, and/or there are 

no cards remaining in the deck at the end of a turn.   

 

BONUSES AND SCORING 

At the end of the game, players score points for the Orders they made.  Then, flip over the Character cards to award Bonuses. 

 

CUSTOMER BONUS 

The player who made the 20th Order takes this Bonus card.  They gain an additional 3 Points. 

 

ADVISOR BONUS 

 Players count the number of Goods in their hands.  The player with the most cards in their hand takes this Bonus card and gains an addi-

tional 3 Points.  In the event of a tie, neither player receives this Bonus. 

 

BEGGAR BONUS 

Each player counts the number of different Goods in their orders (between 1 and 10), and gains a number of additional points equal to  

that number. 

 

For example, Susan has 10 Orders.  2 Orders of Eggplant, 3 Orders of Mango, 1 Order of Honey, 2 Orders of Cinnamon, and 2 Orders 

of Cucumbers.  She would score an additional 5 points since she has 5 different Goods in her Orders. 

 

MERCHANT BONUS 

Each player reveals any number of Identical Goods from their hand and gains a number of additional points equal to that number.   

 

For example, Liz reveals 4 Onion cards from her hand.  She scores 4 additional points since she revealed 4 Onions from her hand. 

 

The player with the most points wins!  In the event of a tie, the player who earned the Customer Bonus wins. 
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This order of 1 Cinnamon 

is worth 2 Points. 

This order of 2 Limes 

is worth 2 Points. 

This order of 3 Onions 

is worth 5 Points. 


