Rules for business expansion:
Every time a player rolls a 6 for moving, roll two dice and see which will change its value.

Then, roll another die: 1 – 3 that good will decrease its value of one; 4-6 it’ll increase its value of one.  

For example, if the value for the wood is 2 and is rolled 6 than an 8, the value of the wood will change; if you roll a 1,2 or 3, it becomes 1,5 (see the board) if it’s rolled a 4 or more, it’ll become 3.

The most steady goods are gold and iron (that’s why you’ll have to make a double 1 or a double 6 to change their value).

Starting quotas for the goods are: 

Gold: 4 gold bags;
Stone: 2 gold bags

Fish: 1,5 gold bags;

Apples / grain / grapes: one gold bag;

Wood: 1,5 gold bags;

Pitch: 1,5 gold bags;

Leather: 2 gold bags;

Coal: 2 gold bags;

Iron: 3 gold bags.
You can make money trying to buy tokens when the value is low and sell them when the value is high, but it’ll be quite risky.
The best way to make some money is to buy a permit and to produce tokens or things.

Primary sector: You’ll produce tokens doing these jobs: miner (gold, iron and coal), stone-cutter, fisherman, apple / grain / grapes farmer, Pitch-finder, hunter and herbalist. 

Secondary sector: You’ll produce things making these other jobs: blacksmith, apothecary, inventor, tanner, artist and taverner.
Tertiary sector: You could also buy these permits to make money providing some services to the players: courier and pawnshop.

The secondary and tertiary sector jobs are anyway in the board, even if a player doesn’t buy the respective permit.

There’s a rule for the secondary sector: if you want to buy something from the blacksmith, apothecary, inventor, tanner, artist and taverner there are two possibilities: 1) he has already made, buying the respective tokens, the object, so you’ll have only to buy it 2) he hasn’t already made it, so You’ll have to bring tokens to the worker and pay for the things you want him to create. It happens, obviously, when none of the players do the requested job.

You can make only one job per time, so, if you want to change your activity, just buy another permit (than that permit should be bought from another player) or sell it to another player. 
Permits can be bought at the castle, in the city.

Permits are “places” so they’ll follow the rules of every other place card in the board; it’s possible to buy an insurance at the bank to prevent those kind of risks.

I suggest to print only one card per permission (place) and items. Just print 3 copies of these objects: cod liver oil, grain beer, wine, poison, medical herbs, insurance (73 cards in total).

Print, also, 12 tokens per good (open the word file) and, if you want, some other gold bags.
I’ve never tried my expansion but I’ll hope you’ll enjoy it. Just tell me if there’s something that doesn’t work. 

My e-mail is Stefani@legalieuropei.org
You’ll find me also in facebook.

Jacopo

