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The history of mankind, from prehistoric times to the present day, would not be complete without the multitude of works and written words of millions of people. 
However, only a chosen few have managed to inscribe their names in gold letters in the annals of history by leaving behind magnificent works for the generations 
which followed to enjoy and be proud of. However, despite the great talent and ingenuity of these men and women, they would not have been able to finish their 
masterpieces had it not been for the financial support and protection of wealthy and powerful patrons who were outstanding figures of their times. What would 
Leonardo, Michelangelo or Kepler have been without Ludovico Sforza, Lorenzo the Magnificent or Ernest of Cologne? Would they still be on display in museums? 

Would we study them in schools and universities around the world?

In Ars Universalis you are a patron of the arts. You can invest your heritage to promote culture and knowledge. Go on a dizzying journey through time, where 
you can sponsor artists, philosophers and scientists from different eras, helping them complete their works by solving entertaining puzzles and taking on thought-

provoking challenges. Be careful, however! You are not alone. Other patrons hungry for glory will compete for the privilege.
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The aim of the game is to earn Artistic 
Prestige Points (points which win the 
game). 

Artistic Prestige Points can be earned 
from:

• Projects and bonus points from the His-
torical Figure Cards.

• Major Development Cards.

• Paradigm Shift Markers.

You can find a more detailed explanation 
on how to win the game in the End of the 
game section (page 8).

The card on the right represents Dürer, a 
multi-talented artist (he has more than one 
piece of work) from the Renaissance period. 
He has three important works: one painting, 
one in science and one in literature. The 
patron who completes them will earn 8, 4 
and 3 Artistic Prestige Points respectively. 
Completing all his works will earn an extra 
3 points. The minimum bid to acquire his 
services is 11 coins. This artist provides 3 
materials.

To learn more about this character, 
you can access his 
biography on the Me-
ridiano 6 web page 
by scanning the QR 
code. Use your mo-
bile or tablet on this 
example code to see 
an example.

100 Materials Cards. These can be used to 
complete the works of the different figu-
res. For more information, see the Solving 
puzzles section (page 5).

6 Major Development Cards. These 
reward certain achievements with extra 
points. See the Major Developments sec-
tion (page 8).

1 Lead Patron Marker. This in-
dicates which patron starts each 
round.

45 Money Tokens, 12 worth 10 coins, 12 
worth 5, and 21 single unit coins.

From now on, when we refer to Coins, we 
will always refer to their value.

5 Paradigm Shift Markers. 4 for playing 
in multi-player mode, and 1 for playing 
the single-player game. See the Paradigm 
shifts section (page 7).

40 Coloured Cubes, ten of each colour 
- green, red, blue and yellow. These are 
used to mark the scores on the game 
board and the works of the multi-talented 
figures which have been completed.

Your copy of Ars Universalis contains the 
following:

Rules of the game, with basic 
rules, optional rules and rules 
for two-player and single-player 
versions.
 
The game board, on which you 
will find the Artistic Prestige 
Points score, a Record of Works 
Completed by Ages and a Re-
cord of Works Completed by 
Category.

63 Historical Figure Cards: 21 fi-
gures from each of the periods in 
play; the Middle Ages, the Early 
Modern Period and the Late Mo-
dern Period.
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Place the game board in the middle of 
the table. The Historical Figure Cards are 
divided into three decks, one for each pe-
riod, and are placed face down next to the 
game board. Take the Middle Ages deck 
and remove the multi-talented figures. 
Then deal one Historical Figure Card to 
each patron. Return the multi-talented 
figures to the deck and shuffle. Deal two 
Materials Cards to each player. Each 
patron takes a set of coloured cubes, a 
Paradigm Shift Marker and money to the 
value of 35 coins.

Each patron places one of their coloured 
cubes in the first Middle Ages space on 
the Record of Works Completed by Ages, 
and another one on each of the symbols 
for the different categories of works.

Choose the player who starts (the Lead 
Patron) and the game begins. The Lead 
Patron is the player who has visited a 
museum most recently. In the case of a 
tie, choose the starting player at random.

Phase I: Auctions
The Auction Phase:
1) The Lead Patron draws as many Histo-
rical Figure Cards from the deck as there 
are players and places them face up on 
the table so everybody can see them. The-
se are the historical figures who will be up 
for auction.

2) These historical figures are only auctio-
ned one at a time. The Lead Patron starts 
the first auction by choosing one of the 
figures and making a bid. The starting bid 
must equal or exceed the value indicated 
underneath the Coin symbol on the card.

3) Moving in a clockwise direction, the 
other patrons can bid for the chosen figu-
re so long as their bid is always an increa-
se on the previous one. There is no mi-
nimum or maximum on these increases. 
However, the players must bid within 
their budget.

4) The patrons who do not have enough 
money or do not want to bid for that fi-
gure can pass, but they cannot re-enter 
the bidding for that person. The auction 
continues until all the patrons withdraw 
from the bidding except one.

5) The patron who wins the auction pays 
the bank the amount of their final bid, 
takes the Historical Figure Card and pla-
ces it in front of them face up. Then they 
take from the deck the amount of Mate-
rials Cards indicated under the hammer 
symbol on the card. They can no longer 
participate in any auctions in that round. 
The other patrons do not pay anything on 
this occasion.

6) If the patron who started the last auc-

tion did not win it, they start another. If 
they did win, then the next patron on the 
left who is still in play opens the bidding. 
Only the patrons still in play take part in 
the auction. These are those who have not 
acquired any figure in the current round 
and not retired from the auction phase.

7) The patrons have to withdraw from 
the auction phase if they do not bid for 
any character when it is their turn to 
open bidding. They are also obliged to 
withdraw if they lack sufficient money to 
equal the opening bid for any of the figu-
res who are left in the auction.

8) The last patron still in play does not 
open a new auction. Instead, they simply 
take the figure who remains (or choose 
one if there are more than one), paying 
the amount of money indicated on the 
card. They can also withdraw if they pre-
fer or if they do not have enough money.

9) Once the auction phase has been com-
pleted, the historical figure cards which 
have not been bought are discarded. 

Patrons cannot have more than three fi-
gures active at any one time. If anybody 
has three and would like to acquire more, 
first they have to discard one of the figu-
res already in their possession.

Phase II: Trading of Materials
Starting with the Lead Patron, each pla-
yer can make one purchase and/or sale 
of materials (in the order they choose) 
during their turn.

A Materials Card costs two coins. You 
can acquire as many cards as you like, so 
long as the amount you finish the round 

with does not surpass the limit for this 
particular period. The maximum number 
of Materials Cards you can have in the 
Middle Ages is six, seven in the Early 
Modern Period and eight in the Late Mo-
dern Period. If at some point you receive 
materials which would take you over the 
limit, you can either discard some of the 
ones you already have before drawing the 
new ones, or simply take less.

You can also sell the Materials Cards you 
do not need, selling each one for one 
Coin. These cards are returned to the 
deck. You can use the money raised to 
buy new material in this same phase.

Phase III: Project Completion
At the start of this phase, the Lead Patron 
draws three Materials Cards and places 
them on the table. These materials make 
up the Materials Bank.

Then, starting with the Lead Patron, the 
players solve the puzzles for the pieces 
of work which correspond to their figu-
res, using any Materials Cards necessary. 
During their turn, patrons can exchange 
one single Materials Card for one in the 
Materials Bank in the Project Comple-
tion Phase.

When you complete a piece of work:

1) Return all the Materials Cards used to 
the deck. The same card cannot be used 
to complete more than one piece of work.

2) Add the Artistic Prestige Points to your 
score and take the amount of coins indica-
ted on the card of the figure whose work 
of art you have just completed.

The games are divided into rounds. Each 
round consists of three phases:

I Auction Phase
II Materials Trading Phase
III Project Completion Phase

The Lead Patron goes first in each phase, 
followed by the other players in a cloc-
kwise direction.
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3) Move your coloured cube forward in 
the corresponding Record of Works Com-
pleted by Category.

For example, when you complete your first 
painting, place one of your coloured cubes in 
space number 1 under the painting symbol. 
If you later complete another painting in this 
category, move your coloured cube to space 
number 2.

4) Check to see if you move forward a 
space in the Record of Works Completed 
by Ages. For more information, see the 
Time Periods section (page 7).

5) If the Historical Figure Card whose 
piece of work you have just completed 
has no more works pending, its card is 
withdrawn from the game. If it is a multi-
talented figure and you have completed 
all its works, you also earn the additional 
Prestige Points and coins that are shown 
in the star sign on its card.

On completing the two works of Kassia, you 
earn two Artistic Prestige Points and two 
coins.

If you have not completed all the figure’s 
works, you keep the card and try to solve 
them later. Solve whichever works your 
Materials Cards allow you to. However, 
solving puzzles is optional. When you 
cannot or do not want to solve any more, 
the turn passes to the next patron.

These are solved by forming a determi-
ned sequence of colours which is done 
by matching the coloured ends of two 
materials cards. If two halves of the same 
colour are matched, you get a primary 
colour. If two different primary colours 
are matched, you get a secondary colour, 
according to the following diagram:

The Materials Cards should be matched 
so that the paint symbol is properly for-
med, and the numbers printed on the 
cards should always be facing the same 
direction.

A sequence of colours is formed matching 
several Materials Cards.

A combination for Rembrandt would be the 
following:

With this combination, the colours green (blue 
+ yellow), red (red + red) and yellow (yellow 
+ yellow) are made.

These are solved by combining the let-
ters that appear on the Materials Cards. 
Place the cards in a row. The row of cards 
should follow the sequence of letters re-
quired for the piece of work. One same 
card can provide several letters.

For the sequence of letters “RISF”, two cards 
have been used. There are two possible solu-
tions: 1) Take the ‘R’ and the ‘I’ from the first 
card and the ‘S’ and the ‘F’ from the second; 
or 2) take the ‘R’ from the first card and the 
‘I’, the ‘S’ and the ‘F’ from the second. In both 
cases, the sequence is achieved.

End of round
The round finishes when the Project 
Completion Phase is complete. Return 
the cards from the Materials Bank to the 
deck. The Lead Patron Marker passes to 
the next player and a new auction phase 
begins.

You can get the colours separately if you 
cannot match all the cards.

In the top row you get green and red, and ye-
llow in the bottom row.

You complete or finish a project (a piece 
of work) by combining Materials Cards 
according to the category of the piece 
of work and under the supervision of 
the other patrons. A project is finished 
when its associated puzzle is solved. As 
the game advances through history, the 
puzzles become more difficult. You can 
solve the different puzzles as follows.
 
The category their work belongs to is 
shown in the bottom left hand corner of 
the Historical Figure Card.
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The solution proposed in the chart above is 
not allowed because the row of cards does not 
respect the order of the sequence of letters. 

Let us look at another example: 

Two valid combinations to solve the puzzle 
are the following:

Note that not all the letters appear with 
the same frequency in the cards. As the 
game advances through the ages, the 
puzzles require letters which are less 
common, therefore making the puzzles 
harder to solve.

These are solved by forming a sequence 
of musical notes which are printed on 
the Materials Cards. Basic Rules:
 
• You must follow the sequence of notes 
in the musical composition.

• The sequence of notes in the musical 
composition must be formed exactly as 
it appears on the Historical Figure Card, 
with no notes in between. Those which 
appear outside the composition, on the 
left or the right, can be ignored. 

• You can slide the cards up or down, so 
long as the musical score stays aligned.

A suitable combination for Händel would be 
the following:

Note that one Materials Card has been slid up.

In the following illustration the note that is 
outside the composition on the left can be ig-
nored. 

However, the solution proposed below is in-
correct. The note on the right does not belong 
and falls inside the composition. You can only 
ignore the notes that appear outside:

These are solved by connecting a se-
quence of geometric shapes (elements 
used in sculpture) which appear on the 
Materials Cards.  

The Materials Cards contain one element 
of sculpture (a cone, a cylinder, a sphere 
or a cube), which appears twice on the 
card. You need to follow the sequence 
of elements required for the project. You 
can, however, have other elements in the 
middle or turn the cards 180º.

The connections are made matching the 
small triangular connectors which indi-
cate the elements on the Materials Cards. 
To match two cards, and therefore the ele-
ments, you have to ensure the connectors 
match. To solve a puzzle, you generally 
need to connect several cards.

A suitable combination for Michelangelo 
would be the following:

To connect the central part, which gives you 
the element in the form of a cube, you can 
rotate the card 180º. In this way, the connec-
tors of the three cards match, giving you the 
sequence Sphere-Cube-Sphere.

Another example, costlier in materials, 
would be:

The puzzle of Michelangelo does not include a 
cylinder. However, it can appear in the midd-
le so long as the correct sequence of elements 
matched by their connectors can be taken from 
the card sequence.

These are solved by getting a number 
using basic arithmetic (either by addi-
tion, subtraction, multiplication or divi-
sion) on the numbers printed on the 
Materials Cards. The number on a single 
card cannot be used more than once. The 
result of the sum should be exactly the 
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same as the target number of the puzzle.

A suitable combination for Newton would be 
the following:

A more expensive combination, because it 
uses an additional Materials Card, would be:

Keep in mind that not all the numbers 
appear with the same frequency in the 
Material Cards. Those between 1 and 5 
are more common than those from 6 to 
10.

The time periods have an impact on the 
game in two ways:

• You cannot complete a piece of work if 
you have not previously completed one 
from an earlier era. In other words, you 
have to finish a piece of work from the 
Middle Ages if you want to complete one 
from the Early Modern Period, or from 
the Early Modern Period if you want to 
complete one from the Late Modern Pe-
riod.

• When a player completes a project, they 
advance one space in the Record of Works 
Completed by Ages. Only completing 
projects belonging to the period in play 
(the current age) allow you to move your 
marker forward.

In the image above, the red and green patrons 
have completed just one piece of work from the 
Middle Ages. The yellow patron has comple-
ted two

that same round can also add 5 Artistic 
Prestige Points.

• From the start of the next round, the 
next period comes into play: The Middle 
Ages pass to the Early Modern Period, 
and the Early Modern Period to the Late 
Modern Period. The players place their 
coloured markers in the first space of 
the new period, on the Record of Works 
Completed by Ages, and all patrons take 
5 coins. 

• The historical figure deck is automati-
cally changed. The deck which was being 
used is removed from the game, with the 
new deck in its place.

• The historical figures of the periods 
now passed can still remain in a patron’s 
possession and in play. Their works can 
still be completed. However, as they are 
now anachronistic, they will only earn 
the patron half the Artistic Prestige Points 
and money indicated, rounding down.

Completing the works of Kassia in the Early 
Modern Period or Late Modern Period would 
earn you 3 Artistic Prestige Points and 3 
coins rather than 7 points and 7 coins if they 
had been completed in the Middle Ages

The game runs through three periods: 
The Middle Ages, Early Modern Period 
and Late Modern Period. All the historical 
figures belong to one of them. Although 
some of the figures in this game lived bet-
ween two periods, for the purposes of this 
game, they are only associated with one. 
Look at the symbol on the back of the His-
torical Figure Cards or in the biographical 
text box on the front.

The first patron to complete three works 
in the current period brings about a 
change to the next period. This means 
the following:

• That patron earns 5 Artistic Prestige 
Points. Any another patron who manages 
to finish their third piece of work during 

During the course of a game, you can get 
one of a number of the five available dis-
tinctions for major developments. Major 
developments in Science, Sculpture, Mu-
sic, Painting and Literature, are awarded 
seven Artistic Prestige Points, which are 
added to the points total of the patron 
who has achieved them. 

The patron who has completed the most 
works in a particular category, with a mi-

This can be done during any phase of the 
rounds, but no more than one per round.

Paradigm shifts offer the players two be-
nefits. Either:

1) Discard all your Materials Cards and 
draw replacement ones from the deck.

2) Take five Coins from the bank.

At the start of the game, all the patrons 
have a Paradigm Shift Marker which they 
place on the table in front of them with 
the number 3 facing up. At any time in the 
game, a player who makes a paradigm 
shift turns their marker over so that the 
number 1 is now visible. After the second 
paradigm shift, they hand in their marker.

At the end of the game, the players add 
as many Artistic Prestige Points as is in-
dicated on their Paradigm Shift Marker, if 
they still have it.

During the course of a game, the patrons 
can make up to two paradigm shifts. 
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nimum of three, takes the corresponding 
Major Development Card. The seven Ar-
tistic Prestige Points that are awarded by 
this card are automatically registered on 
their score. If, however, later in the game 
another patron surpasses the number of 
works in that category by the patron who 
holds the card, they get to take the card 
and the points are awarded to them. The 
patron who loses the card must deduct 
the points from their score.

The distinction for Ma-
jor Achievement in Arts 
and Science awards ten 
Artistic Prestige Points 
to the first patron who 
completes at least one 
work from each cate-
gory: Science, Sculptu-
re, Literature, Painting 
and Music. The patron 

takes and keeps the card until the end of 
the game (no other patron can steal it).

In the two-player version, three of the ba-
sic rules change. This involves the wealth 
the patrons start with, how they acquire 
Historical Figure Cards and how the 
game finishes.

• At the start of the game each patron 
receives 25 Coins in money, instead of 35.

• The Auction Phase disappears. In its 
place, there is a Recruitment Phase. In 
this version, as in the Auction Phase in 
the basic rules, players can only acquire 
one Historical Figure Card per round. 
The Lead Patron draws a Historical Figu-
re Card and reveals their identity (figure 
1). Both players can hire him, paying the 
salary indicated on the card (next to the 
Coin symbol). Priority is given to the pla-
yer who starts. Two situations can arise: 

1) If the Lead Patron decides to hire that 
person, the second player draws and re-
veals a second card (figure 2), which the 
second player can buy by paying the in-
dicated salary. 

2) If neither player hires figure 1, a second 
card is revealed (figure 2), who both pla-
yers can acquire. The Lead Patron once 
again has priority. 

• The patron who does not acquire any 

Historical Figure Cards during two con-
secutive rounds, automatically loses the 
game. The game ends when at least one 
of the patrons reaches or surpasses 75 Ar-
tistic Prestige Points.

The single-player version changes the ba-
sic rules of the game substantially.

Preparation
1. Shuffle the three historical figure decks 
separately.

2. Make a row of five Historical Figure 
Cards from the Middle Ages. Under each 
one, place two cards from the Early Mo-
dern Period and one from the Late Mo-
dern Period in rows, so that you have a 
table of 5x4 cards, face down. Shuffle and 
place face down in one deck (The Deck 
of Inspiration) the remaining Historical 
Figure Cards.

3. Shuffle the Materials Deck and draw six 
cards.

4. Reveal the Historical Figure Cards on 
the first row of the table.

5. Take the Paradigm Shift Marker which 
does not have any numbers on it, and pla-
ce it in front of you. Refer to the section 
“Parts of the game” (page 3).

6. Neither the role of Lead Patron nor the 
money are used in this version.

Playing the game
1. You can only complete projects by the 
figures who are available. In other words, 
those whose cards have been revealed. 
You cannot complete the same piece of 
work twice, nor can you complete a piece 
of work of a certain type if you have not 
previously solved the puzzle of one of the 
works belonging to that category in the 
previous period.

2. Once the piece of work has been com-
pleted:

• Reveal the Historical Figure Card which 
lies underneath.

• Remove the materials used from the 
game.

• Draw as many materials as the Histo-
rical Figure Card whose work you have 
just resolved indicates. At no time can 
you have more than eight materials in 
your hand. You must discard the number 
of cards you have over this limit by choo-
sing which ones you no longer need.
3. Paradigm shifts: you can hand in the 
marker at any time. Discard all your Ma-
terials Cards and draw replacement cards 
from the deck. 

If it has, the points are added up, player 
by player. The Paradigm Shift Marker 
scores are added to the points total, in the 
case of those patrons who still have it. 

The patron with most Artistic Prestige 
Points wins the game. If there is a tie, the 
patron who has most money wins.

A game of Ars Universalis does not have 
any fixed duration or minimum number 
of rounds. The game ends when one of 
the following occurs:

• At least one of the patrons reaches or 
exceeds 75 Artistic Prestige Points.

• None of the patrons has acquired a His-
torical Figure Card in the auction phase. 

At the end of each round, the players 
check to see if one of these situations has 
occurred. If not, the game continues, star-
ting with a new round.
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Inspiration Deck
The Inspiration Deck, made up of Inspi-
ration Cards, allows you to draw an addi-
tional Materials Card when you complete 
a piece of work. Follow these rules:

1. Draw an Inspiration Card at the start 
of the game and always after completing 
a piece of work. When you draw a card, 
discard the previous one.

2. You earn an extra Materials Card if the 
piece of work you complete belongs to the 
same category or its author to the same 
period as the card which has served as 
inspiration. Check this before discarding 
the card to draw a new one.

Imagine that you draw Michelangelo from the 
Inspiration Deck. Since he is a painter and 
sculptor of the Early Modern Period, if you 
then complete a piece of work from the Early 
Modern Period or a painting or sculpture be-
longing either to the same period or another, 
you earn an extra Materials Card. You can 
then discard Michelangelo and draw a new 
Inspiration Card.

3. If at any time, the Inspiration Deck runs 
out, shuffle the discarded cards together 
and make a new deck.

End of the game
You win if you are able to complete a 
piece of work by a figure from the Late 
Modern Period.

Duel of the Patrons
The patron who first completes two 
works in the same category earns a Major 
Development Card, rather than three as 
occurs in the basic rules. 

Leonardo’s Workshop
The Materials Bank is removed. In its pla-
ce, in the first round at the start of the Pro-
ject Completion Phase, the Lead Patron 
draws cards from the Materials Bank and 
places them in a table of 2 x (the number 
of players). In each round of the game, 
the patrons can buy one of these materials 
during the Project Completion Phase. The 
cost of each material is worth one Coin if 
it belongs to the first column, two if it ap-
pears in the second column, etc. One Coin 
each is paid to the players who are sitting 
to the left of the patron in play. 

If you take a card that belongs to the first co-
lumn, pay one Coin to the player sitting on 
your left. If it belongs to the second column, 
pay one Coin to the player sitting on your left 
and one to the following player on the left. 
Any coins that are left over from paying for 
cards from the final column are given to the 
bank.

When you take a materials card, the mate-
rials located to the right of that same row 
move one place to the left. The Lead Pa-
tron covers the resulting gap with a new 
card from the deck.

Shared Greatness
The players who, in the same round, are 
first to finish at least one piece of work 
from each category, are awarded the Ma-
jor Artistic and Scientific Achievement 
Award. All of them add ten points to their 
Artistic Prestige Points score.

The Extended Golden Age
To make the transition from the Early Mo-
dern Period to the Late Modern Period, 
you will have to complete four works 
from the Early Modern Period, rather 
than three.

Treasures of the Past
In the transition from the Middle Ages to 
the Early Modern Period, the Lead Patron 
turns the deck of Middle Age historical 
figures over and it becomes the Classics 
Deck. Players may draw cards from this 
deck during the rest of the game. In the 
Auction Phase, you can choose to bid 
for a historical figure from the period in 
play, or you can acquire the first card in 
the Classics Deck for the price indicated 
on the card. The works corresponding to 
these cards earn you half the coins and 
Artistic Prestige Points indicated when 
they are completed. However, at the end 
of the game, when adding up the scores, 
the player with most works from the 
Middle Ages can add ten Artistic Prestige 
Points. In the case of a draw, each tied 
player adds ten points.

Your progress in a game of Ars Universalis 
depends mainly on efficient use of money 
and materials.  Therefore, you should 
choose the figures according to what you 
already possess and not the other way 
round.
The Materials Cards can be obtained by 
purchasing them in the materials trading 
round, and when you acquire a Historical 
Figure Card in the Auction Phase. The 
materials that a figure provides vary bet-
ween two and four. Therefore, in general 
it is better to bid for those people who 
offer more materials.

You should try to minimize the cost of 
materials when you solve puzzles. To 
complete a work from the Middle Ages, 
you should not use up more than three or 
four materials; the Early Modern Period 
more than five or six; and the Late Mo-
dern Period more than seven.
 
Use your money to purchase materials 
and bid for historical figures. Do not was-
te it. In the auctions, try not to exceed by 
more than four or five coins the starting 
price for the historical figure, unless it is 
vital to your strategy.
 
Avoid acquiring different multi-talented 
figures belonging to the same period. It is 
very likely that some of their works will 
become anachronistic and you will lose 
money on them.
 
Use the paradigm shift if you cannot make 
any moves, but remember that refreshing 
the materials will be much more useful to 
you in the later rounds.
 
Note the progress of your opponents in 
the race for Major Developments. Whe-
never possible, try to block their access to 
figures who can boost their score.
 
The historical figures who become ana-
chronistic could still be decisive in the 
later rounds of the game to get a Major 
Development Card. Don’t forget about 
them!

Take into account that the main works of 
the Middle Ages award you between two 
and five Artistic Prestige Points; the Early 
Modern Period between six and ten; and 
the Late Modern Period more than ten.
 In addition, remember that the majority 
of the secondary works of the multi-

Use these rules to enrich your playing 
experience.
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Materials Bank: additional reserve of 
three Materials Cards. In the Project 
Completion Phase, the players in turn 
can choose one material in their hand to 
exchange for one from the bank.

Paradigm Shift: this allows you to change 
all the Materials Cards for others from the 
deck or earn five coins. The players who 
still have the Paradigm Shift Marker at the 
end of the game can add to their Artistic 
Prestige Points score the figure indicated 
on the marker; either 1 or 3.

Works Category: the works belong to 
one of the following categories: Painting, 
Sculpture, Science, Literature or Music. 
The type of work is indicated by its co-
rresponding symbol, in the lower left 
margin of the Historical Figure Cards.

Period: the era or historical age the cha-
racters of Ars Universalis belonged to. 
The periods of the game are: The Middle 
Ages, the Early Modern Period and the 
Late Modern Period. 
Material: each material or element nee-
ded to complete a project (puzzle) or set 
of them. These are printed on the Mate-
rials Cards.

Patron: name which the players use to 
identify themselves in a game of Ars Uni-
versalis.

A Agustín Galbarro González, Agustín Piñero Millán, Álamo Cantarero, Alberto Quintano de la Vega, Alberto Retamero Coro, Alberto 
Rodríguez Pérez, Alejandra Figueroa Reina, Alejandro Cordero, Alejandro Domenech Moral, Alejandro Elena, Alejandro González, Alejandro y Marina 
Redondo Castro, Alparejab, Ana Isabel Fimia García, Andrea Sofía Rovira, Ángel L. Fernández Benot, Ángel y Eva, Antonio Escuder García, 

Antonio ML, APalaciosN, Arantxa Álvarez Extremera, Arnau y Laia Roda Calvo, Arso, Asoc. Cultural “¡Queremos Jugar!”, Asoc. Cultural de Juegos de Mesa “Mueve Ficha”, Asoc. “Educar 
Jugando”, Asoc. Sevillana de Juegos de Mesa B Baldurian, Berta Piñero Millán, Bourbaki C Camy, Cándida Leal Pardo, Carlos Armengol Ramírez, Carlos CG, Carlos González García “Ulrichsw”, 
Carlota Caballero Navarro, Charirq, Chary Fernández Garrón, Check! Aribau, Chimo Jiménez Yáñez, Christian Gálvez, Christian Padial Barcina, Cinco Reinos, Cipri, Comocrankos, Coque 
MM, Cristian Suarez Gonzalez, Cristina Caucelo Pecci, Cristina López Vera D Daniel Díaz Salas, Daniel Martínez, Daniel Rodríguez Rodríguez, Daniela Pacheco, David Blanco Toyos, David 
Domínguez Briante, David López Aguado, “Diamante & Dan Titan”, dracotienda.com E Eduardo Moreno Marín, Eduardo Ponce de León, Elsa Crespo Arias, Elysa Luna De la Maya, “Esaú y 
Elena”, Escgar,  Esther, Etria F Familia Romero Meza, Fermín, Foro Dark Stone, Fran Bejarano, Francisco Fornell Vázquez, Francisco Javier Ortega Cuenca, Francisco José Sarrion Gavilán, Francisco 
José y María Cid, Funattic Channel G Gerardo Tejedor, Gonzalo Marugan, Guadalupe Briante, Guillermo Viciano H Héctor Moisés Sánchez Blanco, Helen Castrel Castrel I Iban Esteban, Iciar 
Reina Pérez, IES Manuel de Falla (Puerto Real), Ignacio Calvo Gozalbo, Igor Cordero Granados, Isabel M. Fernández Catalán, “Isra C y Shei S.” J J. Alcolea, Jacin Montava, Jaime López Rosado, 
Jaime Ridruejo Pereira, Javidad, Javier Carmona Salvador, Javier del Rey, Javier Montalvo “Monty”, Javier Morilla Ordóñez, Javier Rodríguez, Javier Sánchez Mato, Jean-Baptiste Harguindéguy, 
Jesús M. López Vera, Jesús Manuel Vidal Serrano, Joan Llopart, Joan Manuel Rovira, Joaquín Gómez Sanz, Jorge Crespo García, Jorge Crevillén, Jorge García Fernandez, Jorge Valenzuela Palacios 
“Georgirion”, Jose Antonio Neto, José Carlos Quintano de la Vega, José Carmona Sánchez,  José Mª Bort Ferrando, Jose María Orge Cantero, José Manuel Milla Carrillo, Juan Antonio García Pérez 
“ErRubio”, Juan Antonio Parrado Guerrero, Juan Antonio Silva Gómez “Jdk”, Juan Carlos Harto Huertas, Juan de Marcos, Juan Ignacio Reina Nuñez, Juan José Cabrales Ramírez “Uao”,Juan 
Manuel Gutiérrez Calderón, Juan Rovira Serrano, Juégame Store, ¿Jugamos una?, Julia Becerra Ramirez K Kiko Pavon L L.P. Fabiani, La leonera, Laura Esteban Velasco, Lex Ludi Malacitana, 
Libertad Carrillo Gómez, Lola Vázquez, Luis Santamaría López, Luis Zurita Herrera M Manuel Sánchez Santos, Marcelo Dominguez Cantero, Marigel Penacho Lázaro, Mario Rodríguez Vicente, 
Mathom, Mauricio Vázquez Gómez, Mesa291, Michel Foisy, Miguel Antonio Castilla Cañestro, Miguel Galle Hervás, Miguel Rodríguez, Miguelóbelix N “Nacho Oller, Tatupirsa y Xampa”, 
Natalia Rivas O Oscar Ordoñez y Montse Fernández, Ozymanx P Paco Dana, Pak, Pedro(Te), Peká Editorial, Pepe Roma, Play Planet coffee & shop, Player Vs Player Q Quel Batalla R Rachel Smith, 
Rafael Vallejo García, Ramón Samblás, Ricardo Escribano Crespo, Rocío Barro, Rubén Darío Jiménez López, Rubén Expósito Marín S Sadrac Muñoz Fuertes, Salud Gutiérrez Calderón “Uchi”, 
Samuel Ortega González, Sebastián Moya, Sergio Bac, Sergio Carles, Sergio Martínez Calvo, Sesmux, Soledad Romero, Sonia Cigüenza Sancho T Tierra Media Cádiz y Sanlúcar, “twitter.com/
quejuego (@quejuego)” V Víctor Galo, Víctor Martín Cruz, Vin Carpintero, Viviana Sansón X Xavi Lliró “Xavius “, Xavier Carrascosa, Xavier Paz, Xavier Villalba Altayó, xlyspy Y “Yara y Alba”. 
                         

¡THANK YOU VERY MUCH!

talented characters earn you less points 
than those which correspond by period. 
However, they are also less difficult!

Anachronistic Project: a project which 
does not get finished in its corresponding 
period. Only half the coins and Artistic 
Prestige Points are awarded in this case. 
The variation Treasures of the Past mo-
difies this rule.

Lead Patron: the player who opens the 
first bidding at the start of the round. This 
changes every round in a clockwise direc-
tion.

Coin: unit of value and means of payment 
in the trading of materials and auctions 
for historical figures.

Historical figures: painters, sculptors, 
writers, philosophers, scientists, musi-
cians; all of prestige and universal fame 
whom the patrons sponsor. They all be-
long to a particular period. Once their 
projects (puzzles) are completed, Artistic 
Prestige Points are awarded which are 
necessary to win the game.
Multi-talented historical figure: a person 
who has more than one project assigned 
to them on their card.
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Retailers and board game communities that have backed the Ars Universalis crowdfunding campaign.
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