FREE LEAGUE

Lead Your Dynasty to Triumph




ends when a player has reached Jerusalem on the
Crusad Track or after -three Eras have been com

_ll, UC bIerWu ll’l l.IlC

nacy and intrigue, and use Your,

d\*ﬁ‘iihur wealth and mrhtary

lIlC gaulc lb UVC[
Vrctory Points are given for terrltorres under
your control, with bonus pomts given for Achieve

TCItS awarded 10T Dynasty e1ds o1 e Crusade

-_'Track, fqr reachln_g_ Jerus_alem, for Develepmerrt
~ Cards acquired; and for Castlés built: Achievements -

and Scoring are described in defail'on page Iz 3
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d'f'_ €1 as,ﬁimcated»by;the St Relr
. all starting. Kings rlot uséd in’ the seenarlo

f Place the four Starting Trait Tokens for th -
ng, as indicated by the scenario, in
Tralt Bag S S

a§ iﬁdlcated by the scenario! .
h. Place the rest of his Culture Character
Cards shuffled face down on the 1nd10ate,d
space on the Family Board.
1. . Place any star_tlng_D_eve'lopment Cards om.
Zobthe mdlcated space on.the Game Board.
e Take h1$ startlng amount of Gold and place

arakaa Lo = —

4 ct I-)’ AL,
Place all Dynasty Shields' of the player s
" Dynasty within easy reach.: .}
y' r Who won the last game gets
Play l C* ' d C d O 2
‘ ‘been played before by the group, the oldest
player gets the First Player Token.




steps. e
a’ It less thaﬁ V¢ players are in

3 Set up the Game Board a'cc(mrdmg " these

“not _us;ed in: the scenaglq n all territori
be:longmg to'the same Culture ’a's”thés’ée%l‘
‘nasties. These Dynasty Tokens indicate that
the territories are off-limits. Off-limits ter-
ritories cannot be Invaded and are not part
~of The game 1.any way:

:bi- Place all Random Trait Tokens in the Gen-

¥ eral Tralt Bag ’ :

1erW aliu pldu: OTIC 1auuuuL \/uul,ut \/Hdr—
" acter Cardon each empty: territory on the =
‘Game Board (w1th0ut a Knlght on 1t) €X-
"." C ."-""‘ FOT
the Charactet Card stack of the player
Whose Dynasty belongs to the same Cul—

on the*maf), and’ plaee"hem
Character: Cai‘ds. ¢




8 1must consist of 1-2 Ctusade cards, O 3 of] each 0
uring the th.e,coufse * “the Realm, Intrlgue and War cards and 0= 2Ta‘
fhe current Turn® cards ! :

_Rounds: Th

Clean Up: At the end of the first and the second ¥
~ Eras; perform these steps: :
All players discard all' Actx fon Cards that were .
- Dot used durmg the Era, and place them face
s up'ona shared discard pile next to

= _BUQI& - g = = :

J rthe Round and declde i ":"'Remove all spouse!Character Cards in 1nde- i

_éla them-in:In eaﬂch Turn; ehcl o ¢ 4ty pendent 'terrltories and place them face up on;
tion C d aud pe’rf rms "n

orthe
- Bag. Draw new spouse Character Cards for 2
“each 1ndependent territory, and a random Tra
TOReN 10T cach of then. ;
-Remove the three face up Development: Card""f-
on the Game Board, and place them face upon




2

_ag;g‘;-' 2Ch plavyeh lnpq,yexpr

child (see pagg: ﬂ and may then grant and=0r
revoke any num ——Ber of Duke and Duchess titles:
(see page 11). . ! 35 S0 R '
19 Plotting’ Phast; Each p,la dec1de§ secretly' S o
L wh1ch two Ag;lon Gan;ds 'from his | Harlg,_to play i3

thﬁ* terrltory &% 1 7 ;_ .
; Demoblllzatlon Each Player may now'_ g

demObIhZ%é?Y number of M’ow g :




l ;
Players are allowed to look msuie 'th own Tra1t =
~‘Bags at any time. A player cant ot‘ demand to look
1n81de -another player s Trait Bag

A trait check means that the player draws one 4
random Trait Token from his Trait Bag, Wlthout :
1ook1ng lithe Trait ToKen drawn 15 for a p031t1ve
order durrng the 5 .;,‘tra1t (green) the trait check is successful. If the
ayer must ﬁrst * 'token’ drawn s negatlve (red) the trait:- cheek fails.

TS b e 1t
& a v, OW 0 u.u.bu.u

aetlons requlre the player to draw: several posmve 'L i
tokens in order for the trait check to suCceed

Ab-=buu-ll i llt: uau Lll’(‘:bh lb buCCCSblul, d pldy- —
er may not ‘draw any more tokens, even if he
was allowed to make more draws. Drawn Trai
TOK a
- after the trait check has been fully resolve

: _For each act1on one spemﬁc negatnfe trait 1 eans

\lsuceess when drawn!in the trait check and.c one el

spec1ﬁc positive traits means failure. Such traits are’:
'caIled crltlcal traits, and are 1nd1cated on: eaeh Act'




color when drawn for a partlcular action, -

~ Every Trait Token with a trait that is crlhcal
ﬁpriany of the eight core actions of the game has

“‘one or more symbols prlnted on it to indicate this:

B TR s

1cal tralt. for Bu1ld -

, nently rqmove the Tralt Tokbnhfrom' his Trait Bag 4]
Thls can be a good optlon ifa player really needs -

Only draw generated by P jur{ G?}(l% : %5

; 'r{egated in this w

™ succeed ata pﬁ icular check. 3
Conversely, if’ a*playeg draws gtnega%lve cr1t1
cal trait, ie. a successful drayv,\he can also chox ‘se

—to sacr,1-ﬁ¢e the trait: He then fails this draw b

‘generated by mo

=1

er of successes ne'eded.t_o“have.ac ane_e-t_

_in.return he gets to permanently remove the Tralt
- Foken from his trait bag. This can be a wise choice
“if a player wants to improve his trait bag at the

: .coSt of a tailed draw- :

-duull.lU_Ildl Or chCI lldlL l\JI\CLlD LIldll llUl.llldl, Ur

- require him to'draw additional or fewer successes.

to“COmplete the. trait check.

itional trait dl‘a‘v_V
i Tralt Token' lS




_ynast1es This immediately ends any state
of War or Casus Belli that the Players have ;i 5%
against each other. Each player places the oth- -~ 5 s
er player’s Dynasty Shield on the Pact symbol

m@nltn‘elr“own Family boaraﬁ, e w5
‘& "To'Marry a spouse from any playe‘lt ] stack of
AR _ Character Cards, a trait checkis needed. If suc-

{5 'cessful the player picks ap%Character Card. 8y
of the opposite sex-from the card stack cho= == =58 =
. /-sen. Reshuffle the stack and then return it to
. the Family Board Draw a random Trait Token

_for the spou.se Marr;age t0 a spouse in a card

.i stack does not create a Pact—lt repﬁl:se ar- _." :

Spouse field and its Tra1t Token fs 1n1rned1ately
g }pl'@ced in the player s Traﬂ;Bag - '

1g "Chlldren and Slbhngs If:a chlld of s1bhng fig- Mar* ]
8! 1med the CHaracter Catd of the spouse, along w1th i ; _
_'I‘ ~“its Trait Token, is placed underneath the ch1ld S or ll AP _::: .
~sibling's haracter Card on the Family Board for = TInT
. -onthe game map, if the child or sibling is,a Duke ' <
‘or Duchess—see Grant Title beIow) If gﬁe‘chlld or.
sibling later inherits the throne;its Spﬁlﬁ%éns ‘placed a"?’
in the Spouse field: Both characters’ Trait Tokens _ _
are then placed in the player’s Trait Bag. e =S A

J—

Marrlage Between Dynasties: When a Klng‘ot one :
i,‘player marries the child or sibling;of another player, "= -
'the child'is always transferred to the King’s Dynasty, i

1. 1 1 = RN | _J-:
- —'nv 1'1'15[1.1.1:1 wren-prayer-maee e l}I’\J}JUom ter vaall_){

In a marrlage between children or 51blnngs of d1f‘fer-

\.'

1d.5€ l)lUPUbdl LU d (.Ildrd(,l.cr Lo rd(/[ lb duLUllldleally 1U11TICU IIUIICLIICICDD
a1t Token is automat1cal— : : ;

Pacts: A Pact is a powerful alliance between two
DYHESTIES OF BeTWeZIL 3 DyTAey SN e peli
- dent territory. A Pact has three effects: - T
1 If another player (outside the Pact) Invades an-

_ mdependent derritory in a-Paet; ora terrltory_ 5T
~amder the control of a Dynasty in a Pact, the *
(other) Dynasty in the' Pact 1mmed1ately géts . | i
Casus Belli against the Invading Dynasty./A Pact! -
_can thus be used asa tr1gger” for Casus Belh :




Wﬁen a playe __{1‘1 a Pact performs the I'nvad,e
action, he gets additional trait ‘draw if the’
1ndependent terr1 ory:in:thePact, or a terrrtory ,
‘undet the control of the other, Dynasty inthe, {1
« Pact, is. adjacent to the target terrltory of the = °
Invasron Read thioré l}nder Irwaéle (pag_ 14)_

' i ho has a Pact with an i

7 o&@lto a.nynumber-«?f sib-

Isuc'h

Dlvor:Ce D‘rvorce s generalfy prohlbltedi by the
church but by, using'a Plot'action (below), a play*—l
i) er may manufacture a just cause to annul a mar- _'
Tiage of his King; & bling, or a child. g'R ad-more -
' e under Plot on pa_g%?» Af,ter a drvorce .t e spous'

i and drsearded

" Eost Spouse: If a King is divorced or if his spouse 'bencorrespondlng to the posltlop of th Ch":
d1es the Trait Token of the spouse remains in the sfbhng on the Eamrly Board. ﬁé&_Duke
pl’ayer s TTait Bag the spouse has made alast-

-:- - ing impact on the Dynasty If a child or sibling is-
; dlvorced OF: 1ts spouse dies, the Trait Token of the 3

DPU'CL.)\.. m—x\_lrx\fv'cu
f, £ A




. trait check The player may buy one . two, or all_
~ three Development Cards that lie Face up on O FEERRE ay
track on the Game Board. The first card costs 11 LI i,
Gold: The second bought in the same action costs * :
. 6) d, and‘the third card bought1 e1same'a'c—
_tion costs 3 Gold. When the player is one buying, -
< -he draws new Development Caxds to refill the
: .slots for the ones he bought. . %;- ; AP
: There are two types.of. Devel@ment Cards; = - gt R =
' {Councilors‘and Inventions: A player may only have
ithree cards of each ‘type on his:Family Board:Ifa
i fourth card of e.nther type—ra bought, one of: the three
R :'cagds of the same t_ype already owned mﬂtst‘

i e. a player cannot tql(e a N X,tvmce) '
S )y L.y

3.5._ ._.-_Jrf(

it iF "form eithér the' Plot ot Overthrow act1on Asa :_.: o £ 3
ALl 1general rule, otherplayers cannot sabotage In-' £
..~ ¥ “trigue actions by paying Gold'(see page 9) smc
S aE I;_they occg&[f"’;om the shadows oo

Wi

ﬂ
Idsmg ihe’f’lot act1on the playér*may*uéﬁ’émSe one" : __
of the five plots listed below. A failed Plot means _ ;
that a player targeted by the Plot immediately. =S A
gets Casus Belli against the plotting player. A '
successtul Plot never gwesT,asus Belli agaimst The -
Bz plottmgplayer LY s = N

A 5 1, T e 5 -t s T
P 0 <, ay-a B BTtpP

N Plots as part of the same Plot action; by paymg
extra Gold: ’Ihe second Plot costs 1 Gold 10 it
'._tempt (m addltron to any Gold spent on gettmg

orcaraw 5

attempt and the fourth Plot costs 3 addltlonal e
Gold to attempt Resolve one Plot before declarmg' £

IEXT, INO NIOTe thafl one PIot of the same type

- may be d1rected at the same territory or'character

in'a single Plot action, No more than four Plots n

-_;_total can be attempted ina smgle Plot? 'Ctlon >

LA Casus Belli-—a cause for war—is requlred before ,a i
player can Invade a terrltory controlled l)y another




=T the Plot is successful, the player recéives
. Casus Belli against the Dynasty. To indicate this,
& 't&h'éplayer places the Dynasty Shield of the target

i Dynasty on a Casus Belli symbol on his own'Fam-

.L'."l'\ 2

R ’I_hi:s.Plo.t_éaUse_s gﬁr;';;gst'in' a territory that is adja- . player’s Family. Boa
LR = cent to a territory under the player’s control, and * .Kﬁl’er ma’ ﬁm
_ that is not Mobilized. If’a player ‘hasithe Spymas- | | that he alread haS‘hLmsell? :
_ “ter Deyelorpment Card he can Incrte Unrest inany; 51 i :
|_'__ non-Mobilized territory.on the boatd. -

~ For eacl& of. the followmg factorsJ that apply,g_ s %lvorc

=]

A p‘la’yer Mobllrzes ‘the t

18 .all Unrest Tokens. |} ' :

=25 % ; Tne Marshal Development Card is used =

5 OV R An eveni that oves an Unrest Token: -
BN =

erthrown m i

t_the Dynas y comtr én :
'1tory loses JtS C ontro :

.."'\"?y

=% Thls Plot can be used to kill any face up Character
R aith . Gard or Councilor in the game, including a play- : thetplayer needs an\addltl.on,al 1-,1
“er’s own cards. If a Murder succeeds, the victim is draw for the action _to sueceed -

Killed (see page 18). ihree turther rules apply: )
<To Murder the cu,rrent heir to a throne (see

' } paga 21) two (2) sticcesses are requlred

Al
IU 1v‘rtuu_

e jrequlred,rf

.. Royal Guard: When a player Murders, other
Vi players can spend Gold to negate Gold spent by
T the prayet [

‘of the Murder is from another Dynasty than the -
. player S-own and if that Dynasty has the Royal




never: have more than four ( Mobilized terr1to_

~ ries at_‘he same time. - 5z
Mobilizing has no 1mmed1ate cost, but each’ LB Sl

Mobilized terrltory will cost the player 1 Gold in .

J Ch Q (o b SR
player may remove the Foot Sold1er (ahd thus.de- -

~-maopbilize the territory) in the Upkeep phase, but

only after its cost has been pglﬁ; : ; AP

:':I'.' 'II-'-: § ] % 1 . 4] .43 i -'-.i...!; .

{gaE The Invade actlon is tlfe most, aggresswe"mg)ve a

‘ player - can make-:-—he sen&js%hlé army intoia terra— 3%
! ?'togy controllecf by anothef player (or aﬁh ind

= ’theplayermust._\ o B S pEre oty o Sih e
: ALPR ,Be At War with' the! Dynasty Controllu;lg the
'-b_e_fore he can T terrltory, or have a Casus Belli against: the Dy ; - e LN

RV T TRt UL nasty n_g'lependent"ferntorles ‘can be Invaded T
“without Casus Belli.: : . ' <
Have Mob1hzed a terr1t0ry adjacerg- ,
" ritory that he'is Invading (see the"l‘%bsom sea
passage and Navy above):

i OV P R
If the requirements are met, both players place the '
mtortes aa]acent”_to all — others Dynasty Shield-on the "At War™ space.on. .
" he same ocean (North £ the Family Board Make a trait check to see 1f thei=iats

Tty st 3 Invade action succeeds : 15

Defense For ¢ach of the following factors that gt
' apply, the Invadmg ‘player needsan. add1t1onal .
'._Success in the tra1t draw for the: actlon to suctee& 2

“Ftrere s & Castlein the Lcugct reuu.ory sy
- The target territory is Mobilized’ (there isa
“Foot Soldier in it).

The targm/
Duchess character in it). ;
: Other modifiers: (from DeVelopment Cards Ac—
._.’tlon Lards or the Crusad S Track) et ;

_ .Support If the Invadlng player has Foot Soldlers _‘
Lsin several territories adjacent to the target terris 4
tory, he may use the add1t10nal Foot Sold1ers to-




-'Soldler used to. support an attack cannot be used
- in another attack during the same Invade action. =
P __- I-S'_"-i. L
" Navy Limit: Even if a playet with a Navy Devel-
' "a g] nas _rqpt boldlers in sever@),cq_'tir

Pact Support Addltronally, when a player inaif
Pact (seqpage 20) Invad.es ets addltronal < :

* - the pla’-yer who broke th; Pac : =5

.+ Modifiers from Develﬂprhent Cards events on 1 LT
Actlon Cards, and the Crusade Track may grve the 4 ==
lnvader extra traﬁ'tdr‘pws for free 23/ ;g‘ S =

V1ctory If the Irrvade actlong szucceeds any eng -
 my Knight and Foot Soldier figtires in‘the taréb‘é"h
. ferritory are removed, and a new Knight from the
i I.rmadrng player’s supply is placed in the territo-

ry 1nstead The Invading player may also, if he so ? e

. wishes, move one Foot Soldier figure that fook = ng produces 1 bold Io £a n terrltory und
. partin the attack: 1ntp fthe target territory aswell; x '-'play % contr (I.,e 1 fo

~ thus Mol)lhzmg this terrltory and demobrllzmg LM ' rd), pl

> .'L{lC L\,Ll'rtvly =1
1

~Fheprayer therm 5 ) Gotd-butam 5 r"es'_t".T('f—
- ken is placed in the territory. The player may only -
chbose to pillage if the attacking Foot Soldier is

; not_ movmﬁFWt TeTTIToTy-

. Characters If a terrltory wrth one or seVeral




R trait check is requlre‘d I the“'Crusade actlon CERS
s successful the player takes the First Player: To-
ken The player then places his Dynasty Shield

‘the Crusade Itack, on the 1o T':ﬁf:,_t_ﬁ.rrmbered
posmon that is not already covered b?“a Dynas--
-ty Shield. If the position holds Trart Token, the
_ player. -must take;it.and place}its hls Trait Bag..

No. srngle player can ever Tave more than four

I {Dynasty Shields:on the Crusade Track at any -
sone time, If.a player gdts to place'a fifth Dynasty
Shleld fpr anyfneason ‘he' must remove one of his - 52

scenarro) The Crusadrng player gets t.he Krn'g 6
Jerusaléi‘gga@_hrevement_ and all plf';tyers then im-—

.the errer s declared See Endrng the@ém
,Stforng*page PR 5 o B g 4;\5&1. :

£ Farlure If the Crusade action farls the 1nd1V1d1.1al
r.usade actg__ the player ~  senton the Crusade is killed (see Death, page 18)
-royal tamrlytf) ]om ? : :

FEeT: SOMIE CVEnTs are marked Seif. TNIs means
that the effect of the event affects the player who'
played the Action Card, Other events are marked '

-_;_Uther Thrs means that the event aﬁect "another S

.‘next player Unless stated otherw‘rse th1s alyvay*s s
;._means the next player in player order el the :
player to the left -




does not meet the Requlrement of an everit marked

. Self, the event has no effect and is ignored. -~
<, 4 “If the next player does not meet the stated Re-
qulrement of an event marked Other the eﬁ”ect

| an event niarke; @ih;br If none of thé, other play— <3
= "%f‘ers tulfill the Requlrement the event 1S 1gnored : i he.
: T £74 L% hral .L.t_f' separatetra‘ltx ’fkstobl
Card Number* Some events target the member of %3 otherwlse ‘a player is allo
the royal family with the' lsnghest« of loweﬂs_t,_card : ) i

7l 3 numher., The caxd numcher. can be ,found in smalk‘_' g

: 1 Token. Ifa*goiher player meg :
glven the =Ach1evement Token’for. 1G4 i i1 gams the Ach‘levement 1nstead W5 mo

2 Cr'usader Given to the first player to have = =

T™Wwo Dynasty’S eﬁds on the_Crusaa tack, -

B].ulder’ Givento the first player. to ave three-’ '

Castles in. terrxtorxes und;:rQns contro 't 1L

* Inventor: Given to the first'player to have '/
_four Development Cards on his Family Board.

,King of Jerusalem: Given to the player who : Gas.tles -OL Develop,ment Cax;ds-a
' reaches the tenth and final position on the = Token is handed over to the n&w

Crusade Track (Jerusalem): This Tmmediately :

-~ cends;the game. ]!

coni)

~UTIESS The SCeNArio STAtes OtNerwise, The Bae
ftﬁ“xds when the Crusade has reached Jerusalem, :
“or: after three full Eras have been completed The




! " in the same territory. An independent territory"i
~ thata player has a Pact'with is not controlled by

se of th Round each play- GO Nk Al ;
ﬂn-t'heit ng s ﬁ_aracter RIS ET g2 ERIeRSE, ane e

\ : 1 '] A Crop Failure Token elimninates ' {1.{, 1 '
ithe Tax'income. the next time: .the :
terntory it is’ pl;aced oh: 4q31¢axed
i rﬁtead of gettr g old from the

= F rankrsh (blu.e)

: 1_ . Germanic (black) G RARS! .__ 3 {1 ' .."-.:
3 -+ Italian (green) ' E 3 i
: -.IIberTa‘%}@ellow) s

s Each Dynasty spec1ﬁed in the scenario, _JSb’longS'to .gv
Culture indicated-When placing “nglllﬁ"ﬁndl: oot
.. Soldiers on the Game Board, the players should use _
o v ones with the same color as their Culture. ki e S e
rol of aterrg_ry, the Cas- 2 All Character Cards also have a Culture indi- : '
by other players who Cated on the back. A player should only Use Char-.
Sy 1 acter Cards for his -own Culture when drawing a = L
; ' “'random Character Card for a childbirth Wlﬂ’lll’l l’llS

I
.—ﬂ‘ymuol'y g .-:-.I L
“Each: terrrtory on the Game Board is'assoei- |
ated Witl’l a Culture indicated by the color of- the

termine Wl’llCl’l player s stack of Character Cards
should be used when drawing a potential spouse
T an INdependent teITItory (See Page o).

When acharacter dies, -.it:s.Charac‘t"er Card is dis;_
;._carded and has no further effect on; the game
; _'Place the card in.a drscard plle for the ]_olayer s




~ When a character with a Random Tra1t Token
qn‘it d1es the token is returned to the General
- Trait Bag. Event Trait Tokens (with a silver-bor-

" The. game has two discard p1les shared, by the dnT RV
‘players, all placed at convememt posmons next to; e, o
. the Game Board: - S B;
; A‘;twn @ards

reveals hlsﬁct::

i when anew Turn starts. Then

lfapfayer S last K t 1S omithe . Every ame ap erp BITIS a successitl
- board; his Dynast Ve Ls ehmlnated f,rom hi tory - “sade-action, that player takes the First Player
" Remove the Dynasty Board, ﬂ@card all Charac e% haj
— fer Cards on the Family Board, all Devetbpmei?lg"}- iy %ﬁ;h
- Cards, and all Dynasty Shields, including those on
t.he, Crusade Track.
2 Yet one Dynasty’s loss is.another Dynasty’s -
opportnmfy This makes it possible for pTayers :
still'in the game to place Dynasty Shields on the.
7 Crusade, Track Wlthout “having to take potentlally

- u;\,s'au vrr“ah ;Ux\\/uv' ; T

The pIaym- i th htnlnated DYnasty is nat satiin

i -several Dynastles for each Culture and more
—WTT e added 1M eXpaisIons. :
i lace the startmg King Character Card of the -
_new Dynasty on the Family Board : T




. terrlto_y

e

L’uh. % 1L B
“Whena player has per-

i -:formed the Mobilize action,
“or.in some other;manner
Tobtained a Foot Soldier in a terrltory, itiis referred T
I ftolasa Mobilized: terrltory There can never be i
itwo Foot Sold1 : n the same terrrtory A Mobl- -
e territory '
placed onit.

tween a‘Dynasty and an 1nde? B i, 2 7> 0
. pendent territory. A Pact is formed when a player
_ r,,Card for a poten- successfully Marries one of his characters to the &
:II;Q_]:IZ_TOkel’l on’ * ~ spouse Character Card in an independent terrlto-
from his Dynasty.fo ~ ty, or fo a character belonging to another player
ndent terrifory, a p"Iayer- .i,‘When a Paqt s formed between two Dynasties,all- -
ry. ' “rstates of War and Casus Belli between them are
1 .\— LU all * -—numv»d_
‘10n or a Su(tces51on Cr1s13) a ran- o B “"A Pa Pact has two effects: RS S )RR
‘é ‘Character:Card is imt S another player (butside. thie: Pact) Invades an o
i Cul : "ndep nd nt terrltory in a Pact, or a terrltbry
= unucr I-.llc Luuuur Ul x Uyudbl,y"ll'l d l’dLL, LIIC o
~ (other) Dynasty in the Pact immediately gets .~
“Casus Belli'against the Inyading Dynasty.
WHEn a player In a Pact INvades, Ne gers one
~additional trait draw if the target territory i
adjacent to-one orimore: territories Wlth which
’th.e player hasa Pact (or- djacent oa.

-:the player) Giving Pact support to an Iny'ade
' actlon gives the target Dynasty of the'lnvasmn '
Casus Belh agalnst the supportlng Dynasty




rrdependent terrltorles and/or Dynastles even

- Dynasties that have Casus Belli against each other_:_-. “rie

i orare At War.

2 v

h : ..-;,Pomts at scorlng" : =

A Pact With an | independent terrifory can be _i

~ broken at;any time, in’ the player s.own Turn./i
The mdependent terrltory can’ break the Pact: -

: ny ta espIac@m yrﬁﬁy‘

ng s Charapter éard along w:

5 Pact Between Dynastles A Pact between two 44
Dynastles can be broken at any tinie, by elther

Slbhng,Duke To K

player, in either playeér s Turn. When @ player - -

. breaksa: Pact Wlth‘anothqr Dynaﬁny, tha%t Dyna‘st

1mmed1ately gets ‘Casus Bell; a:gamst the play- )

 er’s Dynasty. If a player Manufactures Casus B‘E%EI ;

Tprevious King TTonT THe 8
_vallable a Successmn Cr1s1s is trlggered

. -against a Pact partner, or p_erfor_ms any action that
- givies the Pact partner Casus Belli against him, the

off to other dynastles do not 1nher

lqnger cons1dered part of the,playe -

~ Pact is immediately broken.

'.?1dguc Omthreatc Tokenom tt-rsFaxed, 1t produc-—
~ es no Gold. Instead, the Taxing player removes
t}re token and makes a trait check (no critical

al[S and Lold Cal’ll’lQI De spent) IOI' eacn adjacent

r




- pos
T2 & character Tralts are 1naltatedr by v Trait Tokens
which are used to make trait checks: All charac-
ters in-the game have one (and sometimes sever-

‘!_ -ﬂ._=;“=

. Game c‘arllqt;e played with The Al lollows a Tramework of short rules and
I‘lf 'nce rules to accomme--' 5 targets. You| must follow these; and when they do- st
mep! n@t tell you wflat to-do clearly, try to do'as well as
otrcan for-tre—Ad—whatyou-thin -'wuwlé—{iave
been “the best decisionif you were, playmg that | ;
Dynasty 'Ihe ‘decisions-should be brrefly dlscussed
-2 yers and cons1dered w1th the A s
L)Cb[ ulLCleL TIT uuuu 11 yULl Lubdgfée ()Il WH](,H
_choice would be the best for the Al don’t contin- -
ue the discussion, instead randomize between the
OPTIONS WIET the MUMIan players disagree on wiar
~is best for the Al ‘using a method of your :cho_lce.»

i
_F1rst dec1de Wthh Dynastles should be played by i
Al players ’lhen select or randomlze the Strategy




nents and the same setup as a. normal player as Bt
- stated in the scenario, and also items according to
théir Al Strategy Development Cards they receive
~ from special rules may not be depleted. If this oc-

Or Tandomize another AL

.L'."l'\ 2

Sofdrers until they can s
In a tralt chec R an:

Durrng the game,; the Al players ‘draw cards acH i | _f i
'“cording to their Strate 1 in addition to any- other:
= cards Shufﬂe alL@ards &ra«wn andqi}aCe Ele face

,rus btraLegy TS ;
. For'ehch type of Action Card, thé "St'r*ategy
hsts in order of prlerlty,.what ‘the/ Al will'try to i/ [/, & j
dé If the Strategy leaves you with different op-. If an AI has Cl;us mce 2
Tons, try-to.do af ell as you can forthe Al, ac-. - (twrce T it fias The ATchb —and you ¢
B cordmg to the real laye,rs best kpowIﬁge i ther Crusade card 1gnore 1t and draw the
~_ Once the Al's “action is s ved; resolve th ¥ =
~ event. Tix case no action can be performed with th
. Action Card, just resolve the event.

u'l.l a'l\.é_y—c\.uL

£ precedence rf

UPKCCP llle IICVCI Luaw 1(11& Ldlub 11 LIle
. - need Gold to pay to players it-is taken from -
Vi i the general supply. If they ever receive Gold,
e USSP Hre gETErar SUpP1Y-




get between Postis and B.
Forthe event, Player A and B agree that

i rled to a spouse with a green tra'l't ;
: hurf Ferox if its Kzng died. 3’ ‘Ferox sends. its

_ playens tchlldren or s"blmgs\
_ ept ﬁiar iage proﬁoé‘als from other pla‘yers un-
gay 5 Gold or more fora child witht a red traif, and
re for a €hlld Wlth a green tralt

: hrow a ter tory {hat is i 1r1 Unrest




.”Postis

7 t - (Developer) -

Marry the King, and then the Y%
focusing on Honest and Ambitiou
with other red traits. -

has a Pact

L\§2. Invade an 1n”%§t?ﬁdent terrltory Wi

er, where only o suCcesses is needed _ )it
Mobilize a territory adjacent: tq an 1ndepen,den£ tgrrltory B
as far as possible away from opposing playeJ;s

then children of players Who ha

f\ﬁ‘ 1f‘ l,lf .

ichlld w1th a green tralt Otherw1‘




153

ritory adjacent to ‘ter

layér W1th when!l ‘Maunitio’ has no.

whb'qontro‘ls the fewest ternyones. Ath 1)
3= S

Gets one extra &
Lustful and one
extra Attractive
‘token in its Trait
Bag from sfért.

PI dW_UTC Touow1ng AL[IOH \_/dl'(lb
E’Realma 2 Intrlgue 3 War, 0 Tax;, 1 Crusade




FAINTRIGUE ;SR
1.- Divorce your K'ng’ if 1 mar_ ;ed"".
2. Overthrow a terrltory that i 'ni

=

CUTTY tesett-nas-at

L Annex an mdependen; terrltory Wlth Whlch the A

Invade a terrltory : ontro*lqd by ano’t
andum! can make use of a Pact 4

- Draw the following Action’ Cards i Sy
1 Realm 2 Intrlgue 3 War, 0 Tax 2 Crusade

J Spymaster Navy, iéfe Kr :or (1n. t%la
2. Buﬂd one Castle




players; by replacing human players with AIs us-

the rules on page-22).- i il T =)
. For'games with fewer than ﬁye pla{’ers (hu- e
«~man or Al), simply remove one o:
“nasties in the scenario. All terrik
. fo'the same Culture as the removed Dynastiesare” =+
I {oﬂ’ limits and not acce531ble fo hmlts territorles i

Enghsh Red) Een il
- King: William the Conqueror (Pld'ﬁg’lﬁray

Cruel, Dimwitted)

Territories: Wessex, Northumbria, Merc1a,1 Ve

Normandy :

Gold: 5+
asa wel—l’—qrgan_iiﬁed_,_-- T Development Card: Navy: =
hed into A'n-atof'lfia- 'caf)"— - % Castle: None '

: :

rrdruubu \DIUC)
__King: Philippe I the Amorous (Attractlve
Humble, Gluttonous, Lustful)
: OTIcs: INc¢ LOW COUNIIIES, LOITalne,
e Eastern the e o . Paris, Aqultalne Toulouse
nd ‘that the Mushms - Gold:7 :
' _._.Development Card: Cha celIor
Castle Parls :




! _'tKlng Heinrich IV (Cultlvated Clever, Ambl-
tious, Cruel). .

y L‘\;-- : ; -
Developme;nt%’qtrd Court Phys c1an
Castle None

calle,qf_the Crusad _
-~ Faint: Hearted due to'the number of participa

- who joined this.crusade after having turned back .

from the First Crusade. § :Normandy
Calls for reinforcements from the newly estab- “Gold: 5 :

Tished Klngdom of Jerusalem; and Pope Paschal )

- 11, inspired a new-expedition. The pope especially

_ urged th‘:se Who had taken the crusade VOW but

1.
u;au'_lu.v'cr 1o 4

so“ashamed of her husband that she Would not
: permlt T 10 sray arTone.




Development a.rd Arch h(_)p
~Castle: Lombardy ks et

Iber1an (Yellow) 2
E '.-'ng Alfonsg VI (Strong};'é’;’aste “Cruel, Ugly) -
~Territories: Leon, Navarra_Castlle : =
:.;:_.Al—Andalus,‘Portugal ¢
Gold 5 :

"-"Ete's,eco 1d major pru- ;

L it

vecond Crusade

E‘nghsh (Red) .
King: Stephen (Swordmaster* Strdﬁﬁ'ﬁﬁqd, e
less, Deceitful, two Age Tokens), male 51blmg
(Scholar), son (Godless), daughter (Pious)-
Territories: Wessex, Northumbria (Mobl—
hzed) Mercia, Ireland (Unre_t) Normandy

B (Mob1hzed) P e

L Gold:7

d.@'ﬁl ad and the remnants of A e,
d,j' ‘?&salem and part1c1pated Frénkish (Blue)
' RIAET QU VICHETOUTe (CIHVaTed R
~Ambitious, Lustful)
Territories: ‘Lorraine, Paris; Aqu1ta1ne

louiouse-

Development Card Chancellor -
Castle Parls '




! _'tKlng Conrad III (Pious, Brave, Deceitful, D1m-
Wltted three Age Tokens), spouse son (Sword-

: _ Developmentfard Royal Guard
CaStl‘e. None Tate 11

~The Barons "Crus
“most succes_sful crusade s (g_e ;he First. Call
~ Pope Gregory IX, the Barons’ Crusade marked
~ high point of the papal endeavor "to make crusad-
~ing a universal Christian undertaking” Gregory
called for a crusade in France, England, and Hun- Deceltful)
gary, With dlﬁerent degrees of success: > 1err1tor1e__s~
a0 _:Although the crusaders did not achleve any - A

;'.'the Mushm / y_y Bid dy’nasty (As Sahh Ismall in
: / ﬁahh Ayyub in Egypj) qgamst

= _.‘.I‘ICUGIILK 11 H‘du gduwu uuuus Luc IUUIC Wcu-
- known Sixth Crusade. The Barons’ Crusade result-
ed‘ in-the Klngdom of Jerusalem attalnlng its larg-




Development Cards:.

“Castle: Hungary

Note: The Arpads wete Hungarian, but are treated

- W dynasty for gamc m e,naiplg‘purpOSes

I {lberlan (Yellow);
¢ King; Ferdmand IIL the Samt (Chast€ P*ous
__'Crlig_ Ambitious) * - 1t

'I_‘errltorles Leon, Na,v \ITa; Castllej' Pmﬁ

Incf‘é'%r;g Mushim victories aﬁd Chrlstlan T

the Crusades. The period of* the Crusa_g‘eh 16 el
' Holy Land was over, 208 years’aﬂ:er ‘ﬂh@‘lhegmnmg

of:. the First Crusade.

r @azs_to cl_a_lm

B R e N e N

Baibars pro-
crusaders at A'rsuf o 2

;-Cruel Ambltlous)
g Terrltones Wessex, Northumbna MerCIa,
'Wales N rmandy, Brlttany '

U01u e

 Development Card: Navy

“Castles: Wales plus one Castle/ina terrltory of 1l

Franklsh (Blue) ; st
' Klng Philip III the Bold (Humble Plous,.f;' :

Weak DlmWItted)







Development Catd Court Physwxan
Castle' None

Italian (Green)

King: Roberto 1k Guiscardo ((,[ever Honest,
Ambltlous Deceltful)

'\/dbub DCILLI. TTOUSC Ul \./dPC_L




The Board Game. Ihis sectggu, lp,stﬁl
efent strategles Ihat you can try

Zx Realar
1xCrusade.
0 x Intrigue -

; .p()blllg pldycr Wcahcuuls uuu auu cxpl
- conquered land for 1ncr_eas_ed Tax,mcom_é.—_ o




ROUND 3

Tiix, -éOpthn-;ﬁf Eynu aggadv ha ve

Castle‘;BulIatwoCastI' TR

Turanax R ' _
Turn 2: Develop Buy three Develop'

and Royal Guard

el e
IO I Taxe

_Turr_x_'__Z: Crusade.

~Turn 1: Mobilize four territories.




Ihfs is an opportumstlc strategy that uses the Plot

action (Murder and Incite Urirest) and the Over-
3 O Cause maximum mayher
ayers 'A'beneﬁt of thls strategy is that

opponents ’Casus li égamst you—a’*s long_as”'-

your Plots succeea of_course

b t‘he Crusade' Tr‘ack o gam tﬁe ﬂsadei""Ach‘ie'.%&

_ment, and then expanding your realm by conquer-
m& mdependent territories to increase your Tax
“base.

- Required D_evelé_pﬁt;gnt_Card: Archbishop:




parados

N_T LB_A_[‘?‘F\I -




