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The game in

overview

Board game involv-
ing team coopera-
tion

SPccial feature:
the entire group of
Plagers can losel

Number O]C P|agers:
2-4(1-6)

(Game duration:
aPProxfmatelg 30~
60 minutes

Age:

2 years and over

lmpor’cant
terms

]mPortant terms
used in the game are
highlightcc] in the
text and are brieﬂg
explained here in the
margin.

chaPter | -game basics

overview of game materials

Ix

board

— =
regcnt card

Regent
You are theregent

6x

status cards

I‘Cd

—
36x
1<night cards

1 00x OF arms

4 strike markers




same basics

chapter i -g

am cnct}wegame

AN terrhcging dragon awakes
from his s]eeP after hundreds
of years and is tgrannizing the
kingclom. Ohne thing is clear to
all the ru]ers; the seven-head-
ed beast needs to be s]agec‘
before all the lands in the king~
burnt to
[However, the kingdom has no

dom are ashes.
king to rule it and remains in
disunity.

]n order to Prevent the imPenc|~
ing disaster, knights from all
corners of the kingclom are
urgentlg called up, equi Ped
with swords and shields to
enhance their combat abilities.
]n a tense race against the
growing greed of the dragon,
Plagers try to defend their
rovinces and kill the dragon.
% and

resentment Felt between tl'le

ut scl'xeming, envy

rulers threaten to Cip]aﬂ them
into the beast’s hands. Should

it turn out that in the end the
dragon is defeated, the game

is over and a Plager is crowned

king‘

same basics

cl—]apter i e

game set up

Before the game can begin,
some Preparations must be made.
The ‘wisest’ Plager is given the
> regent card. Should there
be a disagreement as to who is
the wisest, the oldest Plager is
entitled to the positon of
regent. The red klwight cards
and the green golc{ cards are
shuffled and laid down reaclg
to go. The strike markers are
Placec{ on the corresPoncling
P!aces on the dragon in the
middle of the board. | he sta-
tus cards and the eight attack
and glor cards are Pu’c down
beside the board. All Players
receive their dragon stones
resPec’cive of their Playing col-
our.

The 3e”ow clragon cards are
shuffled and
on the four correspondin

spaces in the middle of the
board. T he red clragon cards

are sorted according to the

lacecl )Cace AOWH

value Prin’ced on top of them
and are placed down, starting
with the lowest number at the
top of the Pile.

A] town counters il are shuf-
fled and 24 will be set aside.
Flace three random town mark-
ers on each land.

Only the four lands next to
the dragon lairwill be ec]ui Ped
with four town rnarkers.TJj ese
Particular start spaces can be
recognised, among others, due

to the big et Printed on the
spaces meant for the town
counters. These are the spac-
es Pointecl towards }39 the red
arrows.
DePending on the Plager
numer 24 P coat of arms
cards in the corresPonding
colour are needed. With two
Players, 12 are needed per
person, with three P]ayers
eigl‘xt and with four Plagers 51X
of each colour. Beginning with
the regent, every P]ager claims
a land with one of their coat of
arms. | his process is repeat-
ed until every land is occupied.
/\F’cerwarc‘sJ every lager uts
his starting knigl’x’c @ on a ?and
of his choice and rececives a
ower E
F:irsbtime P]ayers get two ﬁ‘
Experienced Pla groups can
omit the use of é or even all
starting cards ( @, @)
Respective of his Plaging col-
our, every Plager gets a short
guide. T hen the game can
begin.

At the begirmir\g of
each dragon P]ﬁase,
the regent [ags down
the c{ragon cards
(concealec{). Each
time, the starting
orderis imPortant,
the regent starts.
The other P|agers
follow clockwise. At
the end of a rounclJ
the regent card goes
tot he next Player in
clockwise order.

coat oF arms 4

Y59
DY

With the ]’lClP oft he

coat OF arms 30[} can

determin the owner-
sl‘:iP over a regjon.
[fa region goes lost
tot he dragon, the
coresponding coat
of arm goes oft he

boarclA



>

round

,,Bumt to Ashes“
i\s\fiayed in rounds.

ith increasing num-
ber of rounds it gets
harder to comPctc

against the Dragori

BASE
ach round is divi-

ded infour Phases in
the Fo”owing order:
The carning Phase,
the c]ragori Phase,
the Purchasing pha—
se and the outcome
Phase.

Most Possibilities
determining the
action of the game
are tied in with a
Particular Phase of

P[ay

cl’iapter 2 - running of the game

overview of the four Piiascs of Plag

“Burnt to ashes” is Piayeci in
» rounds. A round repre-
sents a year at war against the
ciragori. Just as a real year is
divided into seasons, a year in
game terms is divided into four
> Phases. Most Possibilities
cietermining the action of the
game are tied in with a Particu-

lar Phase of Plag. They are
therefore not alwags ossible
at any given moment, E

Er onig in certain situations.

For examP]e golcl, and with
that carnings, are always in
the earning P}’laSC which is at

the beginning of the game.

T he actual centre Point of the

game is the dragon Pi’iasc and
the buging Phase.

ut rath- Ti‘ic game starts out looking

easy but becomes more and
more difficult with every round
against the increasinglg greedﬂ
dragon. |n the fifth round, be

repared for the dragon to
strike with all its force.

#7 ] 117 Vi
u Gold cards shuffle

L [Tirst distribute these in tum
respective of the gorg

in the last round.

L Deal out the remainder
of the cards.

L] T]"IC regency is

handed overina

U e—

clockwise fashion.

L) llctl'lcre are still ge“ow dragon
cards in Play, the lowest ycllow

cardis rcPlaccd with the lowest

I'CC! carcl.

L Shui:ﬂing and redistribution of

Cl ra gOl"I cards.

in total 4 x

B Flace the clragon stones
on the dragon cards.

| ]n turn announce

the crﬂ:cn'ngs.

L Revcaling of the oﬂ:en'ngs
and diagon cards

E The dragon stone

is removed.

QF

|n turn:

| lnvcst the rest
of the gold
Rcananging = | go'd
Furcl‘lasing =2 goH ( X ?)

icigure I :TI’1€ four Pl’laSCS of Piay are repeatecl every round



clﬁapter 2 ~ running of the game

eaming Phase

]n the earning Phase, the P!ag~
ers receive their earnings.
Tlﬁe 255 olRech }gold cards
(see Fig. 2) are split between
the Plagers every round.
I:_ach Plaﬂer does not neces-
sari]g get the same amount of
cards. [Tirst of all, the comitt-
ment of the
should be taken into account:
beginning with the regent, the
]agers exchange their
ig|org markers and (if aPP]i~
cable their P strike markers)
with the green go]d cards.
NDB: Due to the fact that at
the bcginning of the game
there are still no ]agers who
have j angthing

revious round

Perxcormc
excePtiona], no one gets a
golc{ card at this Point.

Theore’cica”y, therefore, it
can be that there are not

\Cigure 2
Cjold cards vary in value of zero to )2
theg are usua”g worth TN

enough cards. Some Plagcrs
therefore may have to go with-

out cards.

The second step is clea!ing
out the
(beginning again with the

regent).

remaining cards

The total golcl Plagers have at
their c]isposa] is stated bg the
total of the numbers Printed
on the cards. As a rule that is
one gold per P]aging card.
The cards marked with an X
are worth notl—n'ng. There are
also goid cards worth “2” and
57 The cards are concealed
when and
allowed to be revealed in the
open. The P]agers can how-

ever ta]k about the cards.

cirawn are not

Hil‘&t::
With the he]P of the glorg
markers Players can be at an

Yet

striving after glorg markers has

imPortant aclvantage.
its Price and it has to be
weighc& up carcFu”gA |t is rare-
]3 = good idea to immediatel

go after the glorﬂ markers if it
leads to no further a&vantage.
r‘lowever, if both haPPen to
arise — for instance the pros-
Pcct oFglorg and the rescue of
a land that would otherwise be
lost — then itis a smart, tactical

move.

goH carc{s 4

These cards are
dealt in the earning
Phasc and used in
the dragon Phasc
as o]cltcrings for the
clragon orin the
buging Phase for

investments.

giorg markers 4

For Prcventing
dragon attacks and
victorious {ights
against the dragon
the Plagcrs gain
g|or94

strike markers 4

[For a victorious
Figlnt against the
dragon, the Plagcr
gains a strike mar-
ker from the center
oft he board. |t is
worth 4 glor& ]F
the seventh strike
marker is won, the

dragon is Fina”g
defeted.



dragon

stone

Each Player has a
c]ragon stone. Onlﬂ
one P[ayer is enti-
teled to use the dra-
gon stone at the time.
]’c shows where the
dragon is attacking
next. ]n cach dragon
Phase a dragon stone
is Placed four times

— starting with the
regent and going on-
wards clockwise.

dragon

ca rd

]n each round the
four c{ragon cards
become unveiled
once at the time.
Fachcardhasa
unique number for
Possfble attacks
Printccl on it

(see Fig. %)

clnapter two -~ running of the game

&!"BgOﬂ PhaSC

T he c{ragon Phase is first and
foremost to Prcvent attacks from
the c{ragon through ogering it
golcl. Whoever is successful is at
an advantagc with the distribution
of go!d in the coming year and
Protec’cs the lands of the kingdom
(and often their own in Par‘ticular).

A” four attacks of the clragon
need to be prevented. Starting
with the regent, and then going
around clockwise around the
table, the active Playcr Places
his P &ragon stone on one avail-
able » dragon card on his
choice. T his determines which
of the four Possibie ways the
clragon is to attempt first.

beginning with the Plagcr who
has Placec{ down his dragon Fig~
ure, all Players (going clockwise)
now have the op ortunity to offer
golcl cards to the c{ragorx. The
cards o#erecl, howcver, are then
no longer available for later use.

ﬂgurc 3:

Thc b!acl( number written on the
c{ragor\ card shows the number off
Possib[c attacl(s the c{ragon can do.
Thc green how much g]ory the lagcr

might get.

The carcls, thouglﬂ concealed, Sl
clearlg visiblg Placccl in front of

each ]a\(jer (to avoid switching,

the other cards should be held in

hancl). Tl’]@ value of the cards can

be discussed, though the P!agers
do not have to answer tru’cl'ncunﬂ.
Whocver does not want to Iay
down a card can opt out. Discus~
sions between the ]agers are
allowed but do not have to be
adhered to. When all the P!agers
have had the oPPor‘tunitg to Iay
down agolci card, the clragon card
with the dragon stone is unveiled
and the sum oft he golcl is com-
Pared with the black number oft
the dragon card. There are two
ossible cases which can arise:

First case: Sum of the go]cl cards
is bigger or the same as the black
number of the clragon card.

Tl‘wis means enough gold was
given to Prevent the attack. The
Plager who contributed the most
gold receives the corresPonding
g]ory marker accor&ing to the
Printecl value on the right hand
side of the dragon card. [f several
Plagers contributed the same
amount, then the decision is
based on who laid their cards
down first. T he starting P]ager
here is not automatica“y the
regent but rather the P]aﬂer who
Placec{ down the dragon stone
(see above and Pg 8). All cards
given as an ogering to the dragon
are discarded (inc]ucling those left

over which are alrcadg down).
Second case: | he black num-
ber on the dragon cards is Big~
ger than the sum of the golcl
cards offered.

No P]ager gets the glorg marker.
]ns’cead there is an attack from
the c{ragon. Thc exact number of
attacks results from the amount
of missing golcl. If, for examP]c,
2 gold cards were given and the
dragon cards states a L) then one
land is attacked (3 — 2 = 1), start-
ing at the first land from the red
arrow with an coat of arms on it, is
attacked (see ©, Fig. 4). [f several
lands are attacked or the land is
a]reaclg desolated bg the dragon
(in the above example the first
land is alreaclg clestroycd which
can be recognised }39 the lack of




coat of arms), then the arrow
Points towards the direction the
next dragorx attack is hcacling in
(see @, Fig. 4). The clragon flies
over every land which he has
alreaclg burnt to ashes in the Past.
| ands which are currcnt!g being
> attack marker

attacked are Pro‘ided with an
In this examplc (Fig. 4), the P]aﬂers
have on]g co]lective]g given one
goid card (who gives what P]ags
no role in the case of a too small
of an ogcring to the dragon). To
soothe the dragon, however, five
golcl cards would be necessary,

so now four tracks of land
(0000, ﬁg.‘r) are attacked.
Accorcling]g, four attack markers
will be laid down.

| ands which are attacked bﬁ the

dragon are not automatica”g lost.
Knigl’wts can be found somewhere
in the Provinces under attack and
they must defend these lands. ]1C
more km’ghts are involved, the
battles are carried out in the
sequence of the lands (so in the
above examp!e, land © before
land 9). f:or an exact outline of
the battles see section “the battle
of l(night Vs dragon”.

Additiona”g, a imight who loses
his battle atleast saves the land in

®'\ XX\

\

R

{:igure 4.: The c{ragon is attackirxg four lands, because both Players togethcr onlg

got 1

% golcl and therefore fourless than needed.

which he is stationed in (P> hero-
ic deed). T he resPcctive attack
marker is removed a]ong with the
l(night and his
Surviving knights can, on the
other hancl, remove a random
attack marker from the board.
Thc attack marker that has been
removed does not have to be

armament.

laced in the same land of the
Enight who is Figl—]ting. The land
also does not have to belong to
the respective P]ager. Tl’xe
knigl'xts whose attack markers are
removed from the board are safe,
but cannot however immediatel
engage in the next combat. [f, on
the other hand, the attack marker
is not removed from their own
land, the imight has to immediate-
]3 Fight again. All battles are over
it there are no more lmigl—lts and
attack markers Placecl

anywlﬂere togetl—;er.

Should, however,
attack markers still be
laid down on the board
at this time, the respec-
tive lands are lost to the

dragon. T his means the

corresPonding coat of
arms are removed from the board
and any town counters which are
still down also have to be removed.

lF all battles are Prevented or suc~
Fought, the dragon
stones from all rcsPective Plagcrs

CCSS‘FU”
i

are taken bacic and thc next P]ag-

attack marker <

The attack makers
show where the
Aragon will hit. | ands
with attack marker,
wich are not (an3
]onger) Protected by
an lcnight will be lost
to the c]ragon.

heroic deed 4

Knights Fig}wting
against the clragon
will alwags safe the
Jand t]ﬁcg are stati-

oned on, even if the
lose the {:igl‘ut (what
is possiHe quitc
oxctcn)



P town counters

T!‘xe concieled

town counters

contain:Powcr,
imights, swords,
shields and the
dar\gcrous c{ragon
attack.

er (in a cdockwise Fasl'zon) P]aces
theirs on one of the concealed
dragon cards (which are alrcac@
down). T his Plager then starts
with Iaging down the next dragon
ogerings.The other P!agers fol-
low in a clockwise fashion. [t con-
tinues as has Previouslg been
described. As soon as all four
clragon cards have been revealed
and potential dragon attacks
Played through, the dragon Phase

enas.

Hint: Yellow and red &ragon

cards are rcplaced in the same

manner €8C]"l rounc{‘ YOU can

FeVEn unnccessarg CXPCI’!SCS

(see ﬁg. 5).

Figure 5.

]r\ the second round the 3C|]ow card (,,Z“)
is alrcaclg rcP]acecl bﬂ aredone (,,5“)4
Tl‘nc still concield 36][ow card therefore
must be P the red one B

chapter 2 - running of the game

Purchasing Phase

LC]C’COVCI” gold from the dragon
Phase can now be invested in
the Purchasing Phase = ’cru]9 a
matter of urgency because of
the growing power of the beast.
The urchasing Phase begins
with the regent.

There are two basic proce-
dures of ]a9 (see Fig. 6) which
can be fPreel combined with
each other.

Not all Purchasing actions have
to be Paid for in the exact
doubt,

actions can be settled all at

amount. ]n several
OneEcs A]tcrnativelg, “sPare
cl‘lange” (if available) can be
obtained from the discard Pile.
No P!agers are allowed to
kecP gold cards bcgond the
Purchasing Phasc, meaning
gold that has not been spent
must be handed over at the
end.

(1) Buying town counters

The Pivo’cal and crucial Point
of the Purchasing Phase is the
town counters. At the start of
the game these are on toP of
every land in concealed Pi!es
of four or five. T he Purchasing
of a P town counter costs two
golcl. Thcg can on|3 be bought
from the P]ager’s own land and
onlg the one on the top of the
Pile. There are five different
tchs qf(town Coldters:
‘Power’, 2 ‘knight’, % ‘sword’,

‘dragon

E (Fower): ]gthe Players shoul&

triumph over the clragon in the
end, this type of town counteris
Pivota] when it comes to decide
which P]agcr may win. Details on
this can be found in the chapter
‘the finale’ ( -8 12). ‘Power can

crin the battle against
the clragon (more on this in
chaPter “the battle of knig}ﬁt Vs
dragon” Pg i ]). Furchasecl

‘Powcr’ town counters are laid

a]so }DC use

down in front of the respectivc

Plagers.

%, ~; & (Kniglﬂt, sword and
shield): the Purchasing ofa kniglﬂt
is the onl Possible way to per-
manent]g ?iberatc the land from
the dragon. The Fighting power
of a knigl‘zt is imProved signiﬁ'~
cantlﬂ if the knight is equiPPecl
with a sword. Shields Provicle
the oPPortunitg to end a Fig}ﬁt
that is undecided. |f a knight,
sword or shield is revealed at the
time of Purchase, the respective

Iager must Place them on any of
Eis lands (theg can also then later
on]g be used there). Flacing
down a shield or a sword without
a corresponding knight is Possi—
ble, but cannot be used against
the dragon straight off.
Attention: on every land on]g
one knight, sword or shield can



be P]acecl in each case. [f it is
imPossiblc to Place a town coun-
ter, it will be removed from the

ame.
E (Dragon attack): once

revealed this town
CPurchased for two gold cards)

causes an immediate dragon

counter

attack. |n case no knight is sta-
tioned, this land is lost and
either both or all the town coun-
(tErSPas well as the Plageﬁs coat
of arms, are removed. |f on the
other hand there is a knight on
the spot, this knight must Fight

agains’c the dragon. ln such a
case, the Procedurc follows
that described in section “the
battle of knight Vs dragon”. In
most situations the Purcl—lase of
a ‘c!ragon attack’ is a misfor-
tune but can also be an imPor~
tant tactical oPtion when it
comes to the dragon’s decisive
last blow.

(Z) Looking at and rearranging
town counters.
At the Price of one golcl, any of

your town counter Pile can be

looked at and rearranged. This
is a useful game oPtion when it
comes to avoicling unexpected
dragon attacks or FindP

urgentlg needed knight.

ing an

Buyingtown
counters 2 0
A ]__ool(ing & ]
- rearranging 0

Figurc 6: Thc Plagcrs have these two
oPtions in the Purchasing Plﬁase




> ‘(nigh’c cards

The battle against
the c{ragon is deci-
ded ]DB means of the
lcnight cards. They
can help the P[agers
to win.

Knight cards with
a clragon are to the
benefit of him.
Cards _containing
either & or \‘

Xz
have no egect unless

the aPProPriate arma-

ment is available.

Chaptcr 2~ rlmning of the game

]n the outcome Phase, a ye”ow
c{ragon card is exchangcd with a
red one: the 3e”ow card with the
lowest value is replaced bﬂ the
lowest value red card. 50 for
examP!e the ge”ow iis rePlacecl
with a red 5 (see section 7). \z
the dragon cards stand for pos-
sible attacks and the red cards
in Princip]e have hig]ﬁer numbers,
the situation becomes more and
more dramatic with every round.
Now the dragon cards are shuf-
fled bg the incumbent regent.
Afterwards the Position of the
regent changes to the next lag~
er (in a clockwise fashion). T he
new rcgent lags the dragon
cards at his discretion in the
middle of the board. He does
not know the exact values but
can however be aware of the
colours. Tl—)en the next round of
the outcome Phase begins,
name|3 the dealing out of the
green cards.

Runde 1
i 9
3 56
49567
£S5 568

\Cigure 7. Distribution omcyc“ow
and red cards tl’xrougl‘lout
the game.

chapter 2~ running of the game

battle of knigh’t VS dragon

Now it begins to get rea”g
exciting -~ a battle between
knight and aragon.

Regarc”ess of the battle’s out-
come, the Province is Protected
through the heroic deed of the
knight (see Pg]). The knight
and (if apﬁicable) his armament
are at stake.

|n order to determine the battle’s
outcome, the red P> knight cards

S
are needed. Thesc must reall

be shuffled well and out of fair-
ness a Plager who is not taking
part in the battle should be the
one to do this.

There are four different types
of knight cards which can be
&istinguished 59 the four
respective 59mbo|s on their
cdges (5, &, &
The sgmbols \ s
ignored in the further section, in
case the knight Fighting does

§>ective arma-

Tlﬂe battle itself goes as fol-

IOWS:

The shuffled cards are turned
over one }33 one until either
three k or three % come up.
With 3x k‘, the dragon wins
the battle, in the reverse case
the knight wins (see examP!e in
ng. 8). Should 3 x \ appear
and the knight has the corre-

sPoncling armament, the battle
is also won bg the imight.

]IC three (or more) are
revealed (see Fig‘ 9), the respec-
tive laﬂer is allowed (Provic{e&
the Enight also has a ) to
decide whether he would now
like to end the Fight undecided.
|f he does decide to do this, the
game Proceec{s just as if the
knight has won the Figl—lt (see
below).

]n the oPPositc case the la ing
out of the cards (ancl thcre\?ore
the battle) continues as follows:
If the dragon wins, the knight
and his armament is removed
from the game, the attack mark-
er belonging to himis taken
from the land in ques’cion.

On the other hancl, should the
knigl’wt be triumPhant against
the c{ragon] the resPective Plag—
er is allowed to take a random
attack marker out of the game

and receives a strike marker Q
from the middle of the board,
inc{icating that the clragon gains

a wound. Strike markers are
worth four g!or9 Points (see
reverse side of the markers)




and are exchangec‘ with four
gold cards in the next earning

ase.
Ethe P]agcr still does not have
a P> status card, he receives the
“successful clragon Figlﬂter” (a
status to be reached only once).

[f the P]ager manages to land
the 7th strike and therfore kills
the dragon, he receives the sta-
tus card “victorious c{ragon
Figl—xter” and the game finale
(see p-1 2) begin&

[However, i all kniglﬂts fail and
there are no more chances avail-
able of further recruitment, the
dragon Wins.

H:a Plager has a ‘power card

at hand to P]ag, Ee can use this
to his advantagc c{uring battle
against the &ragon. T he
card can be Plage& in order to
make 2 dragon cards a]reaclg
disclosed ineffective (minimizing
the risk of disc]osing a third
k‘ therefore risking defeat).
UScd E cards are removed
from the game and the battle

continues as normal.

The power used is lost but an
imPortant knight can Possib]3

}DC saved.

Tl—]e power can not be used to
undo the disclosure of a third
k‘, i.c. after a lost battle.

WI” be ignorccl

due to missing
armament!

Figure 8: A lmigl‘rt cquipcd with a shield is Fighting. T he sword-cards have to be ignorcd

ue to missing armament (sword) even if three sword cards are drawn. Tl‘nc knigl‘xt wins
the battle because of the three cards. ] his would have been cnough to win the )Cig]‘wt,
even if he had no shield cquiPPc 4

allowed.

Figure 9: A Fu”g equipped lmight " 2 and )is Fightir\g. (Chances of victory are

good. The knight will win the Fight with % or‘

card. Pecause of this, the P]aﬂer deci-
des to continue Fighting. Shou]d another,,shie[ “be drawn, the Plager can decide once

more if he will continue Fighting.

status card 4

Eaclﬁ Plagergair\s
one status card
,,succesFuI clragon
?ighter“ after sucess-
Fu”y strii(ing the dra-
gon for the first time.
His ower cards will

be doub]ed For the

final scoring

8 2x

As an succesful

dragon fighter
d_youris power will
be doubled
y for the
3 '\ final scoring! i

The ]ayer striking
the 7tE wound gains
the status card pVic~
torious dragon Fig!%

ter®. [His power will
be triPPclccl for the

final scoring,.

v Pe §X

£ As anvictorious
dragon fighter

J youris power will
be trippeled

for the

11
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clﬁapter 3~ the end of the game

the finale

[P S wew [ W
As soon as a P]ager manages
to get the 7th strike against
the dragon, the normal running
of the game stops and it is
clear that the Playing team has
won. But as to who is to wear
the crown and therefore be
the winner is yet to be deter-
mined.

FPower is the crucial factor for
winning,. Not on]y the B cards,
which have been acquire cluring
the game are counted, but there
is now the ossibi]itg to gain
further . onr this all Plagcrs
take turns to reveal the toP town
cards Placed on their own lands.
These may include to be
secured free of charge. fno E
is found immcdiatelg all town
cards in this Pile are removed
from the game — even if there are
still more underneath.

H: a E is ound, then the next
card on the Pile is to be turned

over. | his is continued until no
additional is found next or
the Pilc is finished.

After all the ? cards lagir\g on
toP of the Piles ave been secured
in this manner, theg are separate-
Ig counted out for each P]aﬂer
and iFaPPIicabIe mu]tipliecl 139 2 or
) using the status cards. Whocver
acquires the most points in this
manner wins the game. f it should
come to a draw between Plagers,
the amount of remaining lands is
used as tiebreaker. |f this also
comes to the same amount, the
regent has to decide who has won.

I"lint:: In the face of the great
importance of P it is definitel

advisable for the finale to sort
one or two E to the top cluring
the game (without buging them
straight awag)‘ Of course it has

to be careFqu weighcc{ up as to
whether otlﬁer town car&s are not

more urgcntly needed at this time.

C}'waptcr 3~ the end of the game

victory of the
ragon

I \ I S .
[Jowever, it is not onig the 1a3~
ers who can win the game. J]Drhe
dragon can win as well. T his is
the case when the beast is suc-
cessful in destroying all lands or
otherwise all Provinces are with-
out knights (eliminated or theg
are still hidden amongst the
town cards) — so there is no
more chance for a further strike
against the dragon.

c]ﬁapter 3~ the end of the game

vanations

T hose who would like to Plag the
game Purclﬂ as a team can meas-
ure the success bg counting the
lands which have been saved at
the end rather than crowing a king.
The same holds true for those
Playing “Burnt to Ashes” alone.




