


Vbi Maior 

VBI MAIOR is a cooperative card game of skill, 
memory and mind-connection, from 3 to 6 
players. 

The game has been created by Rome Guides, an 
Association of Tourist Guides of Rome: the ob-
jective is to provide a comprehensive under-
standing of people and events that have most 
characterized the history of the Eternal City, 
divided into 90 fundamental moments.   

Try to psychologically read the attitudes of 
the other players. keep in mind the cards in 
your decks. Respect the chronological order 
of the main events of the history of Rome. In 
the meantime, positive events (Blessings) and 
negative forces (Curses) will try to influence 
the course of events.  

The aim is to gain the number of Victory Points 
indicated by the chosen difficulty level and 
depending on the number of Players. 
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Components 

The game VBI MAIOR consists of: 

- 90 Rome Cards from number 1 to number 90 
(yellow color); 

- 14 different Blessing Cards (blue color); 

- 3 different Curse Cards (red color); 

- 1 Business Card of Rome Guides; 

- this Rulebook. 

The Blessing Cards and the Curse Cards will be 
cumulatively referred to as Special Cards. 

Before starting, take a pen and a piece of paper 
to calculate the score.  
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Difficulty Levels 

VBI MAIOR can be played with 3 difficulty le-
vels: Easy, Medium or Hard. 

The Easy Level requires 10 Victory Points per 
Player to win the game. 

The Medium Level requires 12 Victory Points 
per Player to win the game.  

The Hard Level requires 15 Victory Points per 
Player to win the game.  

Example: if there are 4 Players, the victory will 
be achieved when 40 Victory Points are 
reached at the Easy Level, 48 Victory Points at 
the Medium Level and 60 Victory Points at the 
Hard Level. 

Remember to choose the difficulty level at the 
beginning of the game. 
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Game Setup 

Shuffle together Rome Cards and Special 
Cards, to build the Common Deck, which must 
be kept in the middle of the table (red color). 
Next to it is the Game Area, where the players 
play their cards. (yellow color) 

Then, on the two sides of the table there 
should be two different areas. 

The first one is dedicated to the Discard Pile, 
where the Players place the cards that, once 
played, are discarded from the game: the box 
of Ubi Maior can be transformed in a perfect 
Discard Pile. (green color) 

On the opposite side of the table, there is the 
area for the Return Deck, where the Players 
have to place the Cards that, at the end of the 
turn, must be shuffled back into the Common 
Deck. (blue color) 
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Rounds of Play 

VBI MAIOR is divided into Game Turns. 

At the beginning of each Turn, every Player 
draws a number of cards from the Common 
Deck corresponding to the number of the Ga-
me Turn. In the first Turn, every Player recei-
ves one Card; in the second Turn, everyone 
receives two Cards; in the third Turn, three 
Cards, and so on.  

The cards, after being studied and memorized 
for as long as necessary, must then be placed 
face down in front of the Player, thus crea-
ting the Personal Deck. 

Once a player has placed his/her Cards on the 
table, it is no longer possible to look at them 
until the end of the turn (unless some Special 
Card allows to do so): so it is necessary to me-
morize the numbers in the corners of the 
Cards and the possible bonuses deriving from 
the Blessing Cards.  

The cards of the Personal Deck must be put in a 
specific order, as detailed in the next page: 
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Personal Deck 

- Curse Cards on the top. If a Player has drawn 
more than one Curse Card, he/she may place 
them in any order he/she chooses. 

- Below the Curse Cards are the Rome Cards to 
be placed in ascending order, with the lowest 
numbered card on the top and the highest 
numbered card at the bottom. 

- Below the Rome Card with the highest num-
ber are the Blessing Cards, to be placed in the 
order preferred by the Player.  

Example: if a player draws 6 cards, and they 
are 1 Curse, 2 Blessings and the Rome Cards 17, 41 
and 83, the order of the Personal Deck, from 
top to bottom, would be Curse Card, Card 17, 
Card 41, Card 83, first Blessing Card and se-
cond Blessing Card.  

DON’T LOOK AT THE CARDS ANYMORE! 

As stated above, from the moment Players have 
built their Personal Decks, placing the cards 
face down in front of them, they cannot look 
again at the cards unless otherwise indicated.  

  
 
 

VI 



Playing the Game 

Once the building of the Personal Decks is 
complete, the Game Turn proceeds as follows: 

I - THE CURSE CARDS 

The first mandatory action is to immediately 
play a Curse Card, if the Player has it, follo-
wing the effects indicated in the text. The 
Curse Card must be played before any Rome 
Card, with the instant development of its ef-
fects.  

If two or more Curse Cards are played simulta-
neously by the same Player or by two different 
Players, the Players can decide by majority 
vote which effect should occur first.  

Once played, and after having developed its 
effects, the Curse Card is then placed in the 
Return Deck: it means that, except for rare 
cases, the Curse Cards are never discarded, but 
they always return to the Common Deck to 
make the game harder for the players.  
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Playing the Game 

II - THE ROME CARDS 

Once the effects of the Curse Cards have been 
processed (or if no Curse Cards have been 
drawn), the Players must be able, without com-
municating with each other, to place their 
Rome Cards one on top of the other in the Ga-
me Area following an ascending order, from 
the lowest to the highest, until there are no 
more Rome Cards in their Personal Decks.  

The aim is to symbolically follow the chrono-
logy of events of the history of Rome, star-
ting from the oldest and progressively arri-
ving to the most recent.  

The Cards must always be overlapped, and not 
simply played adjacent to each other: a por-
tion of the previous card must always be cove-
red by the new card. 

You are allowed to make glances, grimaces, 
gestures and in general any attitude that may 
indirectly indicate your playing style: it is in 
any case forbidden to make explicit actions 
(pointing with your fingers the numbers in 
your possession, writing them, miming them...) 
in order to indicate the Cards in your perso-
nal deck. 
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Playing the Game 

Example: in the Game Area the Rome Cards 7, 15 
and 33 have been played. A player having in the 
personal deck the Rome Card 88 could act as 
if he/she is not interested in the game, in order 
to make the other players perceive that they 
have to play their Cards, which are probably 
of a lower number.  

In case more than one Rome Card is played at 
the same time, the overlapping of the cards is 
considered to decide which of them was 
played first.  

 

III—The Blessing Cards 

At any time (but always after having revealed 
the Curse Cards), a Player can play in one or 
more Blessing Cards in his/her Personal Deck, 
developing their effects.  

The played Blessing Cards must be placed in 
the Discard Pile, not in the Return Deck: they 
are considered played and discarded.  

Once the effects of the Blessing Cards have 
been used up, the game resumes normally. 
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The Special Cards 

Special Situation I 

In case a Special Card forces you to draw ex-
tra cards, and one of these cards is a Curse, it 
must be played immediately before resuming 
the Turn, developing its effects. 

Special Situation II 

In case a Special Card forces you to reveal 
cards from the Common Deck, they must be 
then inserted back into the Common Deck, 
that has to be immediately reshuffled.  

Special Situation III 

If a Special Card forces a Player to draw one 
or more cards from the Common Deck and 
then to insert them into the Personal Deck, 
the Player can pick up the cards of his/her 
Deck again, in order to insert in it the new 
cards.  

The Player will so have the opportunity to 
look and memorize again the Cards in his/her 
possession. 
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I am “OUT”! 

If a Player runs out of Rome Cards and has 
only Blessing Cards in the Personal Deck,  he/
she can decide not to benefit, for this Turn, 
from the effects of these Cards and can de-
clare "I AM OUT!", showing his/her Blessing 
Cards and putting them in the Return Deck.  

For each Blessing Card in the Return Deck at 
the end of the Turn, the Group scores 1 Victo-
ry Point.  

At the end of the turn, the Blessing Cards in 
the Return Deck will be shuffled into the Com-
mon Deck. 

BE CAREFUL!! 

if a Player declares "I AM OUT!" revealing by 
mistake one or more Rome Cards, the game is 
immediately lost. 
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Bonus and Malus 

If it is not possible to play a Rome Card respec-
ting the ascending order of the numbers, this 
card (impossible to be played) is immediately 
placed in the Return Deck. At the end of the 
Turn, the Group scores a malus for each Rome 
Card in the Return Deck: 

Easy Level: 1 point for each Rome Card 

Medium/Hard Level: 2 points for each Rome 
Card 

Example: in a 3-player game, Vincent has 13 and 
41 in the Personal Deck, Raphael 22 and 77, Mar-
tin 83. Vincent immediately plays Card 13, 
Raphael plays 22 and 77 in sequence. At this 
point, Card 41 (in Vincent’s Deck) cannot be 
validly played, so it is placed in the Return 
Deck, giving a malus to the Group. Martin can 
still correctly play Card 83.  

At the end of each Turn, the Group scores 1 
Victory Point for each Rome Card played in 
the Game Area and for each Blessing Card in 
the Return Deck. The accumulated malus for 
the Rome Cards in the Return Deck must be sub-
tracted from this score.  
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End of the Turn 

When all Players have revealed every Rome 
Card in their Decks, the Turn ends. 

At the end of the Turn, the Rome Cards in the 
Game Area move to the Discard Pile, together 
with any Blessing Cards used by the Players. 

All the Cards in the Return Deck (Curses, 
wrongly played Rome Cards and unused Bles-
sing Cards) are returned to the Common Deck, 
which must be shuffled before the beginning 
of a new Turn. 
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Victory or Defeat 

The game is won if the Players score the Points 
based on the Difficulty Level.  

The game is lost if: 

- there are not enough Cards in the Common 
Deck to fill the hands of all players at the 
beginning of the Turn. 

- a Player declares “I AM OUT!” showing by mis-
take a Rome Card. 

- the group of Players receives 10 or more Ma-
lus Points in the same Turn. 
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The qr-code 

Every Card has a qr-code on its back. 

Scanning it, you will be forwarded to a web 
page with a detailed explanation about the 
title of the Card. In this way, you will play 
and learn at the same time!  
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