


CoONSPIRE WITH RivaLs. ENLIGHTEN THE WORLD.

1-4 players, 20-30 minutes per player

1776. En/ég/otmmmt erd t/oiﬁ/eing has
taken hold across Eumpf, mrrmg the
stage for the modern era. Yet in Bavaria
the Holy Roman Empire (H.R.E.) reigns
supreme, suppressing the dissemination
af remlutz'onmy rbaugbﬁ and ideas.
Those wishing to undermine the H.R.Es
zzmborz'zy and enact En[z’gbrmmmr
mﬁ;rm; must do so ﬁom the shadows.

University of Ingolstadt professor Adam
%fﬁbdﬁpf, aspiring to mold Bavaria to
the ideals 0f the Enlig/atmmmt, ﬁwmed
a secret society to make his vision a

rm/z'zj/. His society was called the Order
of the [lluminati.

In Pax Illuminaten, players assume
the role of an Areopagus, a top ranking
disciple of Adam Weishaupt's Order
of the [lluminati. You are tasked with
accomplishing a series of recruitment
Plots to extend the reach of the order
and grow 1ts web of Sympathizers.
Players will compete with each other
to galn Influence over this growing
membership in a bid to accomplish
Weishaupt’s designs ahead of their
rivals and become the highest ranked
among the Areopagites.
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Contact cards Starting player card . - - -
Bonus action cubes Bot token
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Favor tokens Influence disks Chamberlain token




3-player setup
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2-player setup



1.

2

3.

Shuffle the Luminary cards to

form d Face-down dI'ElW df’:Cl{.

Assemble the map. Put Luminary

CB.I'dS fﬁCﬁ*dOWH In thﬁ’.' center C}f

the table as illustrated to the left.
Notice the setup c/oﬂﬂgﬂ based on
p[ay&*r count below the SE’IHP z’mage.

Build the Court. Draw 5 cards

from the Luminary deck and place
them face-up in a line next to the
draw deck to form the Court.

. Put the Chamberlain token over

the leftmost card in the Court.

. Setup the Favor pool. Put 6/8/10

Favors of each Faction next to the
map to create the Favor pool. Put
the rest back into the box.

. Give each player an Areopagus

and the matching
disks. DPlace the

AI'@OPHngSES dS ShOWH In the Sﬁ'tl,lp

Placard

Influence

image, based on the player count.
& ey

7. Deal 4 Luminary cards from the

dE‘Ck to GB.Ch pl&}’ﬁ‘l’.

8. Shuffle the Contact Cards and

deal 1 face—up to each player.

9. Gain starting Favor. Each player

collects their starting Favors as listed
on their Contact card, then slide the
card under their Arec}pagus.

10. Starting player. The player with
the lowest numbered Contact card
is the starting player and takes the
starting player card.

11. Place the 4 Bonus action cubes

next to the Favor pool.

12. Arrange Faction cards. Shuffe
the Faction cards and then deal out

3/4/5 cards tace-up next to the map
to make a Faction row. Put the rest
back into the box.

13. Reveal 2 public Plot cards. Shuffie
the Plot cards and deal 2 face-up

next to tI‘IE map.

14. Deal 1 private Plot card to each
player. These are secret to the other

players. [eave the rest of the Plot
cards in a pile near the map.




15. Create the Event deck as follows:
® Separate the Edict Event and the Special Event

cards, and Shlliﬂﬁ b()th Sets Of cards.

e Draw 3 Edict Events and 3 Special Event cards and

shuffle them together. Do this a second time and
then stack the two piles together.

The 3 excess cards

Back to box

' L_L-ii;-'a'lmm:-

e Return the remaining Special Events to the box.

 Place the Event pile close to the Court (as a reminder

to draw Events before the Redraw phase).
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The goal of Pax Illuminaten is to be the first player to accomplish the conditions
listed on at least two Plot cards. The Plot cards available will vary from game to
game, and each Plot card Speciﬁes certaln game states involving Luminary cards
and their Factions as well as the Influence that is needed to satisty the Plot’s
condition.

The first player able to Satisﬁf the conditions on two Plot cards during their
turn immediately wins the game. Certain Event cards can also trigger the end
of the game, 1n which case the player with the greatest Influence across the six
Luminary Factions will win the game instead.
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Words that are Capitalized refers to terms,
components or actions in the game. lerms
are defined in the Luminary Terms and Key
Concepts and Terms section (p 8-13).
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LUMINARY CARD ANATOMY

Luminary cards are the primary component of the game, and constitute a player’s
hand of cards as well as forming the play area. A number of key concepts are

associated with Luminary cards:

2. RANK 3. FAVOR VALUE
1. FACTION ICONS

PN AN
"1 ﬂanHF 2 IEE]IHN[EGE

8. STRENGTH < \J s A (RIRE_ 5 INFLUENCE COST

7. AFFILIATION

6c¢. ABILITY CLASS

e, - When INFLUENCING this turn,
B. ILITY 1YPE — | pay ene less Fawr fer each 9 @g 6 A ABILITY EFFECT
= you place Eminimum of 1 Elmr]
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. Faction Icons:

. b
The Luminary’s

associated Faction icons.

. Rank: Each Luminary card has

»

. Favor Value:

»

»

»

»

»

d Rank (iﬁl’l()tﬁd by d numerai dS

ShOWIl bt’ff OW.

( | ) Rank one, (]] ) Rank two,
kHI) Rank three, (A) Ace and

(HC) Crown

The Rank of a

Luminary card determines its Favor

Value as follows:

( | ): 1 Favor from either of the

card’s Factions (player’s choice).

(“ ): 2 Favor; one from each of

the card’s Factions.

(IID): 3 Favor; one from each of

the card’s Factions and a third from
either Faction.

A 3 Favor of the card’s Faction.

}K 2 Favor of the card’s Faction
OR 2 Favor of the cards Faction
the card

(applicable during certain actions).

fOI‘ each Inﬂuence on

. Locations: l.ocations are the circle

»

arcas on the Luminary cards Whﬁl'ﬁ

Influence is piaced.

The Rank

determines how many [.ocations

Luminary card’s

are on the card. Oniy one Influence
can be piaced in each Location.

. The Inﬂuence cost: Tl’lﬁf cost (o

piace Influence on a Location is
shown by the Favor icons inside
each circle.

. a) Ability Effect b)Type c) Class:

Each Luminary card has an ability
associated with the Scheme action

(see Scheme action).

. Afhliation: Luminary cards may

beiong to the FI'EleSOIlS "

the Rosicrucians "'%" (apphcabie

during certaln actions).

. xi Strength: Number value from

2 6 a Dagger symboi or Hammer

symboi, useci Wi’l(i‘ﬂ fﬁSOiVlﬂg

Chaiienges.
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9. Acting Card: Some actions and
abilities require the player to select
a Luminary card where they have
Influence to be treated as the card
that will carry out the action,
typically onto an Adjacent Target
card. This Luminary card is called
the Acting card.

10. Target Card / Influence: 'The

Target card (or Influence) refers
to the card (or Influence) where
a given action is selected to be

performed.

T "I —&
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Each player has then* own supply of
Influence disks. Influence is placed
on Luminary cards to compete for
control over the card and towards

meeting the conditions of Plot cards.

Map: The map refers to all of the
Luminary cards in the center part of
the table that forms the play area of
the game. The arrangement of the
map depends on the player count in
the game (see Setup below).

e Adjacency: Two cards on the map

are Adjacent if they share sides. A
card is also considered Adjacent to
itself. Influence is also Adjacent to

Othﬁf Inﬂuence in fhﬁ SaImec way.

@ Edge & Interior Cards: Map cards

that have at least one edge that is not
Adjacent to another map card are
Edge cards. Interior cards are those
completely surrounded by other

car dS -

e Factions: Factions include:

Nobility @), Professions a@
Maglstrates &, Artists @,
Scholars :lﬁ ‘and Clergy {EE'
Each Luminary card is associated
with 1 or 2 Factions.

e Favor: Favor is the basic resource

in the game, and comes in 6 colors
associated with the 6 Factions.

» Gaining & Paying Favor: When

Favor is gained, take the applicable
number of Favor from the Favor
pool. When Favor is paid, unless
otherwise Speciﬁed, it is returned
to the Favor pool.

» Matching Favor: A Favor that

COI’I‘@SPOHC{S to the

typically

Factions listed on an Acting
Luminary card (i.e. that contains a
player’s Influence and is Adjacent

to where an action is targeted).

111 <
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Exchanging Favor:

During the Active player’s turn,
when paying Favor costs for
actions or abilities they may spend
3 Favor of a Single type and treat
it as 1 Favor of another type. The
other type Favor gained does not
provide a Favor token, but that
Favor is instead spent immediately
as part of paying the Favor cost for
the action or ability.

Important! Subverting Favor:
[f there is not enough Favor
remaining in the Favor pool when
a player gains Favor, they instead
take that type of gained Favor from
the player(s) of their choice. It
there is still insufficient Favor, that
additional Favor is not gained. It
is not allowed to take Favor from
an Edict card, unless a card ability

allows it.

o "_'::" E
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® Lodge: A Lodge Is a contiguous

sequence of at least 3 Adjacent
the

that share at least one Faction in

Luminary cards on map
common. Multi-Faction cards can
be part of multiple Lodges. Lodges
are formed regardless of whether the
individual cards contain Influence

Oor not.

Control of a Luminary card: If

a player has more Influence on
a Luminary card than any other
player, the player is in control of that
card. If players are tied for the most
Influence, no player has control of
that Luminary.

Control of a Lodge: To control a
Lodge, a player must have at least
3 Influence on Luminary cards in
that Lodge and more Influence than
any other player in that Lodge. It
players are tied for most Influence
in a Lodge, no player has control of

that Lodge.
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OTHER IMPORTANT TERMS

e “ANY”’: When the term ANY (in

all capirtals) is used, it denotes that
all cards of the indicated type may
be selected for an ability or action,

ignoring adj acency requirements.

Hand Limit: The default hand limit
is 4 Luminary cards. The Hand

Limit oniy appiies to Luminary

car CiS 2

Discard piles: Cards are piaeed face-
up in a discard piie. Piayers may not

look through this pile.
Reshufﬂing Discard Piles: If the

Luminary card draw pile Is empty,
irnrnediateiy shuffle the discard piie
and place it tace down to form a new
draw piie. The Event card discard

pile is never reshuffled.

2/3/4 Numbering: A sequence of
three numbers divided by slashes is
associated with the different piayer

counts. Use the iﬁft nurnber in a

I.‘.E : .- J . L ¥ 1 I .
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2—player game, middle number in a
3—piayer game, and the right number
in a 4—player game.

* Areopagus Cards: Each player
begins with a preprinted Influence
on their Areopagus card at the edge
of the map. The player’s Areopagus
card is always considered to have an

Influence on it.

» Areopagus cards count as being
Adjacent to the 2 Map cards it is

next to for resoiving actions.

» However, Areopagus cards never
count as part of a Lodge and do

not count towards achieving Plots.

» A piayer’s preprinted InHuence on
their Areopagus cannot be targeted

by a rival’s actions.

» An Areopagus gets a Contact card
tied to it during setup. The Favor
value of an Areopagus card is 1
Favor in each of the three Factions

ShOWIl on the Contact card.
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The game proceeds over a series of Rounds, with each player taking a Turn as the
active player during the round. Play proceeds clockwise, starting with the first
player. The active player’s turn consists of three phases: Event Phase, Action Phase,

and Check Phase.
EVENT PHASE (».36)

At the start of the active player’s turn,
the active player does the following 1n
order:

1. Adjusts Favor on any active Edict
Event cards in front of the active
player.

2. Discard any previously activated
Special Event card.

3. Select a new Event card to activate

if they have one available.

Note: Ignore this phase during the

ﬁI'St I'Ol.lﬂd.

Note: In the subsequent rule sections,
the Event Phase is described in more

detail after the Check Phase.

ACTION PHASE (r.16-30)

N e " T T — T =

During the active player’s furn, the
active player may perform any of the

following In any order:

A. May perform up to 2 Main
actions. Players can take the same

main action multiple times.

B. May porform any number of

Scheme Actions with cards from

their hand.

C. Once per turn, may perform a
Claim Faction Action.

D. Once per turn, may perform a
Claim a Plot Action.

Important! At any time during the
Active playor’s turn, as part of paying
a Favor cost, 3 Favor of a single type
may be spent to count as 1 Favor of

another type.
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CHECK PHASE (».31-35)

The active player does the foﬂowing in
order:

E. Claim Check. Check if Claims on
any Plot need to be adjusted.

F. Event Check. Event cards

delWIl and EdiCtS may be revealed.

G. Redraw. Cards played during the

round are discarded and all players
draw back to their hand limit with

arc

the non-active player(s) drawing

first. Refresh the Court.

After completing the three phases, play
passes to the next player in clockwise
order. The game will continue with
players taking turns until a player
achieves a Plot Victory or Faction
Scoring is triggered (see End Game &
Winning Conditions).

Plot Victory

[t the active player has their Influence
placed on two or more Plot cards that
player immediately wins the game.

BEMOTE ENTISTHERT [xiuEsTIAlL ConNvEXTS
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Faction Scoring

[f a 5th Edict Event card has been
discarded, play proceeds until the end
of the current round (i.e. all players
get an equal number of turns) and
then Faction
scoring Is used i
to determine
the winner.
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During the action phase, the active player may perform up to 2 Main Actions,
may perform Scheme Actions any number of times, may perform a Claim Faction
Action once per turn, and may perform a Claim Plot Action once per turn. These
actions can be taken in any order, but each action must be tully completed before

4 Subsequent actlon can bﬁf taken.

(A) MAIN ACTIONS (P4GEs 16-24)
SCOUT

Use [, nﬂuem‘e to search ﬁ?” ?’Zf’.’d?”é’y Luminaries.

Choose a card with your Influence to be the
Acting card and an Adjacent card to be the
larget.

Pay 1 Favor matching the Acting card and
then draw the Target card to your hand.
Place any card from your hand faceup into
the Target card’s position on the Map (this
can be the card you just picked up!).

Example A: Shows the Favor options to be spent to
Scout the corresponding card.

Example B: One Magistrate Favor is spent to Scout
(1), the card is taken to the hand (2) and one card from

the hand is placed in the now opened slot (3).

16
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INFLUENCE

Pay Favor to ﬁpmzzd your [nﬂumc‘a
onto an Aﬁffzcem Luminary card.

Tﬁfgﬁt d ﬁlCﬁUp C&I’d Adjacent o

c e s s ——— T e e r—— h

your Influence with open l.ocations.

Place 1-3 Influence on the Target L NN NS | _{

card and pay the Influence cost Example: Blue player wants to Influence.

Option (a) is a Crown with rival Influence,
which is not allowed. (b) and (c) requires Favors
the blue player does not have. Option (d) is the
only option and it seems to have be planned for.

fOI’ each II’IHU&:HCE’T pl&Cﬁd on the
target card. You cannot place IMorc
IHHUE?HC(? on the card than there arc

open l.ocations.

Influence is always placed starting
with the top-most open [.ocation.

Influence belonging to different

players can be placed on the same
Luminary card provided there are
open [Locations. The exception to

this rule are Crown cards (}K) It

OI1c player CLlI'I'EfIltly hElS IHHU@HCE

Example: The blue player spends the 6 Favors
required to place 2 Influence on option (c). This
gives the player more Influence than any other
player in the Green Lodge.

on a Crown card, no other player
can place Influence on that Crown

card.
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EXTORT

Use [nﬂumce to ‘extract’ mﬁrmaﬁon

and assets, thus gzzinmg Favor.

Target a card where you have at least
one Influence and collect Favor equal
to its Favor value from the Favor
pool. You can choose to Target your

Areopagus card to gain 1ts Favor value.

Favor value

Favor value

Whisper Rule

[t there are Adjacent card(s) directly
next to the target card that have the
same rank (i.e. I, II, III, A . K etc.)
and that have your Influence on them,

also COHQCt the Favor Vﬁlllﬁ OF those

card(s).
If an ability allows you to treat Rival

[nfluence as your own, Extort from the
target card and all Adjacent cards that

share Rank with any Influence on.

Conspire Rule

Anytime you collect Favor from a

card that contains Rival’s Influence,
after collecting the card’s Favor you
must give your Rival(s) one Favor of
the collected Favor for each of their
InHuence on the card.

[t the Favor pool Is empty, and you
cannot collect the full amount, collect
as much as possible and give Favor to
any Rivals after first accounting for the

Favor you WOUld HOI'IHEIHY gain.

When treating Rival Influence as your

own, lgnore the Conspire rule.

When Extorting with the Profession
Faction’s ability, ignore the Conspire

rule.

Extortion Limits
You can only Extort from a Speciﬁc
card once per turn. This includes cards

Extorted by the Whisper rule.

T e - — T —
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ACTION PHASE

Example A: The blue player Extorts their
Areopagus (a) and recieves 1 Profession, 1
Magistrate and 1 Scholar Favor.

Example C: 7?]8 b[ue player Extorts card
(¢) and recieves 1 Clergy and 1 Noble
Favor, in addition there are 2 Adjacent card
with the same Rank. 1hey collect the Favor
value of them aswell.

Example B: The blue player Extorts this
card (b) and recieves 1 Artist and 1 Scholar
Favor.
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Example D: The blue player Extorts

their Rank 3 Luminary (d). It has 1 red
Influence on it, therefore 1 Favor of the ones
collected is handed over to the red player

19
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ORGANIZE
Move p/ﬂced [nﬂumc‘e 1o Adjzzcmt

Luminaries.

1. Choose a Faction where you have
at least 1 Influence on a Luminary
card of that Faction.

2. Pay 1 Favor of the chosen Faction.

3. Perform up to 3 moves, as

described below.

Moves

Each move allows you to move 1 of
your Influence from a card of the
selected Faction to an open Location
on an Adjacent card.

A single InHuence token may be
moved multiple times 1n succession
(i.e onto a second or third card), but
each move counts towards the limit of
3 moves and each move must be from
a card of the selected Faction.

Multiple Influence may be moved,

bllt EIH ITlOVﬁd IHHUEHCG must have

Staffﬁfd on cards 0f thﬁf SﬁfleCtﬁd Faction
and each SLICh move counts '[OW&I'CIS thﬁ

limit of 3 total moves.
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Example: The blue player spends 1 Scholar
Favor (a) to move 1 Influence 1 move to a
card with the Noble and Clergy Factions (b),
this Influence cannot move further since the
new card is not part of the Scholar Faction.
Next, another Influence is moved 2 moves on
2 Scholar cards to an open Location on a II]
Ranked card (c) since the second card also
matches the Scholar Favor paid.

T B —
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EXPEL

Remove a card ﬁom the Map and replczce
it with a from the players hand.

Choose a
Influence to be the Acting card and
an Adjacent card to be the Target card.
The Target card must NOT contain

Rival Influence unless an ability allows

card containing your

otherwise.

Pay 1 Favor matching the Acting card
per Influence on the Target card. It
there is no Influence on the target
card, this action has a minimum cost

of 1 Favor.

Discard the targeted card on the Map

and replace it with a card from your

hand.

Move any of your Influence from the
original card onto the new card. Any
of your Influence that does not have
an available Location on the new card

1S returned o your supply

[t allowed to target a card with Rival
Influence (i.e. due to a card ability),
the new Luminary card must frst
have sufhcient Locations for all Rival

IHHU@HC@ o be accommodated.

Favor to Expel an Adjacent card (a), putting
the card into the discard pile (b). In its
place another card is placed from their hand

(¢). 1he Influence from the previous card is

placed on the new card (d).

21
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OUST!

Cbal[mge a Rival in a bid to remove
their [ ﬁﬂumce

Ousts work in 2 steps.

STEP 1: IssuING AN QusT

Choose a card with your Influence to
be the Acting card and an Adjacent
card with Rival Influence. Target one
or more Rival Influence belonging to

a single player on that Adj acent card.

For each targeted Influence, pay 1

Favor matching the Acting Card,
then go to STEP 2.

STEP 2: REsOLVING A CHALLENGE

A. Determine Initial Strength
Each players’ Initial Strength is the

number of their Influence Adjacent
to the targeted Influence. Remember
that Influence on the same card as
the Targeted Influence and Influence

on an Adj acent Areopagus counts.

ACTION PHASE

[t any player has a higher Initial
Strength than the other, they have the
advantage and the other player has the
disadvantage.

Example: The Blue player decides to
Oust 1 Influence on the card in the center
and pays 1 Profession Favor to the pool

to do so. The Blue player counts their
[nitial strength to be 5 (blue) against

6 (red). Therefore the Red player has

the Advantage and Blue player has the
Disadvantage.

U B "——— —&
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B. Add to Strength

Each player must simultaneously
choose and reveal a card from
their hand, modifying their Initial
Strength as follows:

EZ-G: Add the card’s Strength

number to their Initial Strength.

A : Autematically win if played by
a player with the disadvantage

(counts as zero otherwise).

)K: Automatically win if played
by player with the advantage

(counts as zero otherwise).

If both players trigger an automatic
win, both cards cancel each other
out. The active player must choose to
either press the Chaﬂenge, in which
case both players select and reveal a
subsequent card, or else call oft the

Challenge, and the defender wins.

Note: If a player does not have any
cards left in their hand to play during

this step they are treated as if playing a
Zero Strength card.

C. Determine the Victor
The player with the higher Strength or

that triggered an automatic win is the

winner. Otherwise, the defender wins.

Example A: The blue player adds 6 and red
player adds 4 Strength to their initial Strength.

Blue player has 5+6=11 and red player has
6+4=10. The blue player wins.

Example B: Since in the disadvantage the blue

player plays an Ace while the red player plays a
6 Strength card. The blue player automatically

LIS,
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If the defender wins, nothing further
happens. If the attacker wins, proceed
to points D & E below.

D. Remove Defenders
The defending piayer must dO the

following:

Return their Targeted Influence to
the defender’s supply.

The defender then gains one Favor
of any Faction of their choice from
the Favor pool for each returned

Influence.

E. Bonus Follow Up Action [

‘The attacker galns a bonus Influence,

Organize, or Expel action that may
oniy be used on the target card at any
time during this turn. Place 1 bonus

action Cllbﬁ on the targeted CHICL

ACTION PHASE

This bonus foﬂow—up
action does not count
as one of the active
two main

player’s

actions but is Subject

to all other conditions

and required COStS.

This bonus action needs to be used
this turn but it does not need to be
used immediately. [t can be used after
performing other actions this turn.
Once the bonus action is performed or
the current turn is complete, remove

the bonus action cube.

[t using the bonus action to Organize,
pay Favor in any Faction per the
Organize action, but the moves may
only be used to move Influence onto

the card with the bonus action cube.




ACTION PHASE

(B) SCHEME ACTION

The Scheme action allows the active
player to play a Luminary card from
their hand faee—up onto the table in
front of them to trigger the ability

written on the card.

The first such card piayed on a turn
will start a new Scheme Sequence and

trigger the card’s ability.

There is no limit to how many times
a piayer may Scheme during their
turn. Each time this action is taken a
subsequent time, an additional card
is added to the Scheme Sequence,
provided that the additional card is

eligible to be added (see Continuing a
Scheme below).

Triggering Abilities

When a card is played to start or
continue a Scheme Sequence, the
card’s abiiity may be triggered. The
type of abiiity listed on the card

determines how its abiiity is resolved.

Bonus Action
Bonus Actions provide addi-
tional Main action that is

resolved immediately and
does NOT count towards the limit
of two Main actions.

Bonus actions are subject to the normal
requirements and costs of performing
the Main action, except where noted

differentiy in the abiiity’s description.

be taken
irnmediately after piaying the card to

Bonus actions must
the Scheme and cannot be saved for
later in the turn. Bonus actions may

be ignored and not taken if desired.

BomNus

B [ NELENCE

' Perform an INFLUENCE action on
 ANY card. paying one less Favor for
| ess:h rwsi G on that esn:l.

[Ty ——
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Buff Action

Bufts go Into effect immed-
iately and remain in effect for

the duration of the current
turn, generally providing a benefit to

a Speciﬁc Main action.

Buft actions automatically oo Into
effect and may not be ignored.

All Buffs remain in effect even as other
cards are added to the sequence.Bust

are accumulative.

Special Actions
Special Actions provido unique
abilities that are resolved

immediately following the
ability’s description, and cannot be
saved until later in the turn.

Special actions may be ignored and
not taken if desired.

Note: The Ace and Crowns have a rainbow indicator
as a reminder that they can be linked to any color

Quick Favor

Once per turn, instead of using the

ability of a card in a scheme, the active
player may instead collect the card’s
Favor value. Turn this card Sideways
as a reminder that it was used for
Quick Favor and not its ability. Cards
played for Quick Favor can be used to

continue a Scherne a8 norrnal.

A Aces
Aces can Oﬂly bo playod a8 the card

used to start a Scheme Sequence but
ANY Luminary card can be played

following an Ace.

K Crowns

Crowns can be played following from
ANY previous card in the Scheme
Sequence, but once played a Crown
will END the Scheme (e.g. no more
cards can be played after a Crown).

- o s g———
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ACTION PHASE

Continuing a Scheme
Additional cards can be played to continue the Scheme and trigger their abilities,
but at least one of the Factions of the subsequent card must match at least one

Faction on the previous card.
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Example A: i 5
[his Scheme started with collecting ch/e Favors ﬁ?r rfoe ﬁm‘t card, then activated
the éuf abzlzi{y af card 2 /m/emg 1t tbmug}) the Mdgz.ftmte Faction. The 3rd card
pldy&d in the Scheme was a Crown ( which can link to any m:rd) and gmﬂed 1 more
Main Action but it also ends the Scheme, no more cards can link to a Crown.

e

“ Faarpan lamicai wim
b J B B

. 5! B Whirm L L s b .« e
:."'v" ¥ o b e ETPTL ks

Exdmple B:

1his Scheme started with an Ace, m[lectz'ng the Favor value ﬁom it ds tts zzbilz'zj/ says.

Since any card can link to an Ace, a Pmﬁ.f.s‘ian and Magistrate card was linked to it
and then the rest af the cards share at least one Faction icon with its pwm'om card.

27
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(C) CLAIM FACTION CARD

28

Requiements

Once per turn, the Active player
may claim a Faction card from the
Faction card row or from another
player provided that the active

player Controls the largest Lodge of |

that Faction (see Control a Lodge

under Key Concepts and Term:s).

I

If there is a tie for the largest Lodge,

treat the Lodges as it they were one ,.i
for purposes of determining who
has the most Influence. It players L.
are tied for the most |
Influence, no player isin B IR ORI
Control and the Faction & '

card cannot be claimed.

The claim may be made
before, between, or after
performing other actions.
A claimed Faction card
1S plaeed in front of the
elaiming player.

Effect of Faction Cards

Faction cards each have a passive
effect and active abiiity as described

bel OW.

Once Per Turn Ability

Each card lists a “once per turn”
ability, which can be used by the

controlling player during their own

" turn. lhis ability does not count

towards the two Main action limit or
count as part of a Scheme. After using
this abiiity, turn the card sideways as
~a reminder that the ability
f’% has been used. Turn it back
i"“"'ﬂ upright at the end of the

LUrL1.

Passive Effect

Each Faction dominance
card has a passive effect,
which can only be utilized

by the COHtI’OHiﬂg player.
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Losing Faction cards

It a player loses control of the largest
Lodge and/or if the Lodge is reduced
in size and no longer meets the Lodge
size requirement (i.e. no longer has
at least three Adjacent cards sharing
a common Faction) then the player

Example:

1he blue player has 4 Influence
in the Profession Lodge. This

is more than any other p[dyefc
%emﬁam the blue p/@yer
Controls the Lodge and may
claim the Profession Faction
card.

The red player Controls the

immediately loses control of the

corresponding Faction card.

When Control of a Lodge is lost,
return the Faction card back to the
Faction card row, unless an ability

says otherwise.

Magistrate Logde and claims
that Magistrate Faction card.

The Faction cards stay with
the p[z:zyem* until they lose the
Control af the Ladge.

c e s s ——— T e e r—— h
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(D) CrAIM PLOT CARD

[t the active player currently meets
the conditions on a public or personal
Plot card, they may place 1 of
their Infuence on that Plot card to
indicate that they have met the Plot’s

conditions.

A player may only add Influence to a
Plot card ONCE per turn, even if they
meet the conditions of more than one
Plot card in the same turn.

If the chosen card is their personal Plot
card, ﬂip the card over and reveal it to
all players. Only the owning player

may place Inﬂuence Oon their personal

Plot card.

Multiple players may have Influence
on the same public Plot card.

Meeting Plot Conditions
The foﬂowing restrictions also apply to
meeting Plot card conditions:

Important! A set of cards used
to meet a Plot card’s conditions
cannot completely overlap and/or be
completely contained within a set of
cards used to meet another Plot card’s
conditions. Some overlap between the
two sets of cards can occur, but neither
set can be completely contained within

the other.

Important! For Plot cards specitying
the use of a Lodge, a speciﬁc Lodge
may only be used once by a given
player In meeting those Plot cards.
[.e. It a player is trying to achieve
two different Plot cards that require a
Lodge, two different Lodges must be
used by that player, one for each Plot

card.

Note: See example on next page.

Ny e T T — —&
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E.:mmple A: These 2 Plots requires a player
to Control 4 cards in “the inner circle” and
to have 4 cards of the same Rank Adjacent.

Example B: 1he
red player has met
the requirements for
_ the 2 Plots, however
a set of cards may
not completely
overlap to meet both

Plots.

Example C: Now
the red player has
at least 1 card that
is not overlapping
with the other card.
1he red player may
now Claim both
Plot cards if able.

2 'I_he-LChe(_:k Phaéé has 3 steps: q #;’ l
J |

l 3. Redraw j
(E) CraiM CHECK B

g e . I" i,

—— el T

1. Claim Check
2. Event Check

Check Plot Claims
During this check, all players check to

their claims on Plot cards in order as

f OHOWSi

Losing a Plot Claim

[t any player no longer meets the
conditions on a Plot card where they
have an Influence, their Influence
1S immedia’cely removed and placed

below the Plot card.

Note: If a Plot card is removed from
play for any reason, any Influence on
or below the Plot card is returned to

their owners respective Influence

supply.

31
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Regaining a Plot Claim
If a player has previously lost their
Claim to a Plot (i.e. Step 1 above)
but currently meets the conditions
on the Plot card, they may move their
Influence back onto the Plot card.
This does NOT count towards the
limit of only claiming a Plot card once

per turn.

Victory Check:

[t the active player has Influence
on two or more Plot cards, they
immediately win the game (see End
Game & Winning Conditions).

(F) EvENT CHECK

Event cards will come into play and

cither trigger an Edict Event or a
Special Event effect that modifies how
certaln actions may work. Events affect
all players. Events come into effect in

the fOHOWng marnriIicr.

Determine it any Ace or Crown
cards were revealed during the active
player’s turn by any player. An Ace or
Crown counts as revealed only in the

following situatlions:

e A/ N was played face-up to the

map

» A/}K was played as part of a

Scheme action

& A / }K was played when resolving
an Oust challenge

Draw Events

[f at least 1 Ace or Crown is revealed,
the active player draws the top 2 cards
from the Event deck. They select

= P s g———




CHECK PHASE

1 Event card o keep and place the

other face down on the top of the
Event deck.

If the Event draw pile Is empty, no

Event cards are drawn and the Event

discard pile is NOT reshuffled.

f’_.__._. - : 'a
" '-

Note: If more than 1 Ace or ¢

&
¥ G
s ) .
Crown was revealed, the active

player still only draws 2 Event

i
_w--l—" tﬁj

How a card 1S I'ﬁSOlVﬁd dﬁpﬁﬂdS on thﬁf

type of Event selected:
Edict Event

Edicts immediately go Into effect.
Place the Edict card face up in front of
the active player and move ALL Favor

A

3 cards ElIld pleS

W*—-—*—- .

REso1vE EVENT CARD

cubes from ALL players of the Faction
indicated on the Edict to the Favor

pool, then take 6 of the indicated
Favor and place it on the Edict card
itself. Favor on the Edict are treated as
out of play until it is returned to the
supply (see Event Phase).

Special Event

[f the selected card was a Special Event
card, the player keeps it in their hand.
Event cards do not count in any way
towards the Hand Limit. Held Special
Event cards may come into play at the

start of a player’s next turn (see Event

Phase).

- &+ Once per turn, the active player =

"» may spend 3 Favors of a single @
% Faction to take an additional J

2
" W Mﬂﬂn Fn:tmn

Example: The active player plays this Event
at the start of their turn. From now on all
players may now use this ability this round.

- e e m—
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During the redraw step, do the
foﬂowing in order:

Discard all cards used as part of
Scheme actions or in resolving Ousts

to the discard pile.

[t a player has more cards than their
hand limit, they do not need to discard
down to the hand limit, but they won't
draw any additional cards. Events and
Plots do not count towards a player’s
hand limit.

All non-active playersj in turn order
left of the active player, draw back to
their hand limit from the draw deck.

Then, the active player draws back
to their hand limit in the following

manner.

May draw 1 OR 2 cards from the
Court staying within the hand limit. It
two cards are drawn, one card MUST
be the one below the

Chamberlain (. rf) AND the player

must pay 1 Favor of their choice.

The active player may always choose
to draw from the draw deck, but may
not draw from the Court afterwards.
They may first draw from the Court as
described above, and if still below the

hand limit may then draw from the
deck until they meet their hand limit.

After drawing cards, the active player
refreshes the Court as follows:

e First, discard any card below the
Chamberlain (if there is one).

® Then, move the Chamberlain to
the next position to the right. If it
1S already in the rightmost position,
move it back to the leftmost position.

o [ast, refill

spaces 0{: t:fle court fI'OlTl lﬁft to I'ight

cards onto the empty

L'lﬂtil there arc ﬁVﬁf face—up cards.

Ny e T T — —&




Empty Draw Pile
If the draw pile Is empty at any time that a player needs to draw from it,
immediately shuffle the discard pile and form a new draw pile.

Example A: The player chooses to draw
the second card (1) in the Court and the
top card of the deck (2) to their hand.

Example B: Then the player discards the
card under the Chamberlain (3) and moves
the Chamberlain 1 step to the right (4).

Example C: [hen the player refreshes the
Court by revealing 2 new cards face up in

the taken cards slots (5-6).

35
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At the start of each player’s turn, any
Edicts or other Event cards in front of

them arc managed dS f()HOWSi

Edict Events

At the start O{: the active player’s turn:

From the Favor on the Edict card,
return 1 to the general supply and
move 1 to the active player’s supply.

If the Edict has no remaining Favor on

it, discard the Edict card.

If 5 or more Edicts have been
discarded, this triggers the final
round of the game (see End Game &
Winning Conditions)

1o Favor pool Nee.. axms

k@hnmr

Special Events

At the start Of thﬁ active player’s turn:

Discarding Event
If a player has a

HecrurrsenT Press

Special Event card
face—up in front of
them, discard it

to the Event discard
pile.

“. ) Iaetion m eske an sdicaons! !

.. -iin-::u:' p-nfim'n.'-l :.'r.'r ;' '

v inar sprmad 3 Fovors of & singhe a‘%

' Main Lamian, _
Eﬁ._ Ly S

Activating an Event

[t the active player has one or more
Special Event cards in their hand, the
player may choose one to play and
activate its effect. This effect can be
used by all players while the Event is

active.

Each player may only have one Special

Event activated at once.

There may be more than one Special
Event active at the same time, just by
different players. All players may use

thﬂ €E€CES O{: aIly active BEvents.
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The game ends In one Of twWo ways.

Plot Victory

It the active player has Influence on
two Plot cards they immediately win
the game.

lhrl;—'-ﬂ. i cam b e
g Ll ool i P e
' llfrdl.-f..l'.l.l'l.l!lw "'-_

Faction Scoring

It 5 or more Edict cards are in the
Event discard pile at the end of the
current round (i.e. all players have an
equal number of turns) then the game
is scored based on the players’ control
of Factions (see Faction Scoring).

'| Mumrrein
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FACTION SCORING

If the game proceeds to Faction
scoring, player scores are determined

dS f()HOWSi

Determine the largest Lodge of each
Faction to be the Scoring Lodge for
that Faction.

Important! To be counted as a Lodge
there must be at least three Adjacent
cards that share a common Faction).
Factions not at least three-cards in size
do not constitute a Lodge and will not

count f()[' SCOI’iﬂg prpOSES.

If there is a tie for the Iargest Lodge,
treat all the tied Lodges of that Faction
as a Scoring Lodge.

Tally Influence in Scoring Lodges:
Each player scores a point for each
Influence they have in a Scoring
Lodge. If a given Influence is part of
two different Scoring Lodges, that
Influence is counted twice (once for

each distinct scoring Lodge).

Declare Winner

The player with the most total polnts
wins. If there is a tie for most points,
the player holding more Faction cards
wins. If there is still a tie, the tied
players share the victory.

Example: During Faction scoring the largest

Lodge per Faction is deteremined. The green
player scores 7. The red player scores 5, the
blue player scores 6 amd the beige player
scores 4. The green player is the winner!
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A Bot can be added to a 1-3 player game, providing a non-player opponent. There are

4 difterent Bots to choose from, that all have different complexity and dithculty levels.

BoTt SETUP

Satup the game as a mormd!, mummg
the Bot as one of the p[ayerr with the
ﬁ?l[owmg modz’ﬁmm}m;

Choose a Bot and find Bot
Areopagus together with the General

1tS

Bot/General Scripts placard.
1. The Bot’s Areopagus Is piac:ed at

the slots of a normal Areopagus.
Orient the Bot's Areopagus so it
is readable for at least 1 player.
Some Bots (Passive and Aggressive)
may have specified placements for
thei r Areopagus p/a’m‘rdg see the Bots
Areopagus card for info.

2. Place the General Bot/General

Script placard easily readable for at
least 1 player.

3. Give the Bot a Contact card and
the 3 matching Starting Favors

Bot all the Influence
Place 1 in
the indicated slot on the Bot’s

4. Give the

tokens of 1 color.

Areopagus.

5. Place the Bot Pawn on the Bot’s
Areopagus.

6. The Bot does not get any Plot card

or Luminary cards.

Example: Suggested

2-player setup with
a Bot if you are -
familiar with - -

the game.

Seated red player
"4
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| PLAYING WITH BOTS

Bot Plots
A Bot wins if they have, during their

turn, met the conditions of at least
1 of the 3 possible Plots as stated on
their Areopagus.

L I .- . | %\
?3' Imﬂ‘t 1: Control a Lodge of ac hd
Neast 4 cards in size. |

— N

 Plot 2: Has 3 or more f—g on at |
| lease 3 H{ and/or A.eards_ |

Plot 3: Has placed at leasc 8 9

i potal.

| ar— Py

A BOT TURN:

The Sequence of piay is as normal. A
Bot takes its turn in seating order based
on the plaeement of its Areopagus.

Event Phase

[t the Bot has any Edict card in front
of them, return 1 Favor to the Favor
pool and 1 to the Bot’s supply. The bot

does not use Special Events.

Action Phase
Follow the Bot’s script to perform

actions.

Check Phase

The Bot checks it they have won by
fulﬁiling at least 1 of their Plots and
then checks for Event triggers.

The Bot will trigger an Event if they
(or any other player) revealed an Ace
or Crown during the Bots turn. Flip
over the top card of the Event deck.
[t it is as an Edict it goes into play
immediately. Otherwise discard it.

Redraw phase

Any Plan card is discarded and the
Human player may redraw back to
their hand limit (because of and Oust).

Skip redrawing if you want a more

ehalienging game.

. 3 =
e | i i'-'-r' T O N, L 5 g pesop e




BoT MANAGING:

Each Bot has a Speciai script that
the Bot follows when deciding what

action to perform.

The Bot aiways performs actions with
numbers (1-2-3).

Then if possible, the Bot performs one
letter action (a/b/c) that is inbetween

the

or after numbered action(s).

Example: [he Bot performs step 1 then it
tries to perform a) but it is not possible, it
skips to b) instead and performs that befor it

moves to perform step 2.

In addition to the Bot’s special script
there are general scripts on the general
scripts placard that all Bots perform
in the same manner. As soon as an
action (in color) is stated, check if the
Bot has a special action defined on its
Areopagus (tfront and back), otherwise
it is defined on the general script
placard.

The Bot and Favors

A Bot does NOT pay Favor costs as
normal, unless stated otherwise in the
Bot script.

[t spends as many Favors as possible
during QOusts on cards matching 1ts
Favors. The Bot increases their initial
Strength by 1 per matching Favor

spent.

When a Bot Extorts it prioritizes to
collect the Primary Faction when
needed to choose the ones to collect or

to giVﬁ o ElIlOthﬁI’ piayer.

Additonal rules

[f a2 Bot can earn a Faction card they
take it, without galning any beneht

from it.

The Subverting Favor rule still applies
when piaying with a Bot.

41
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Plan card direction priority

When a Script says Plan, the Bot
flips the top card of the Luminary
deck. Looks at the Strength number
on the revealed card. Then look at
the Direction Priority map on the
Bot's Areopagus. 'This determines
the Adjacent card the Bot will Target

T . cae A R . ol D e oo

Bot1 TERMS

with its action. The orientation of the
direction map 1is relative to the Map of
cards as indicated by the placement of the
Bot’s Areopagus. It the Target card is oft
the Map you wrap around to the closest
card from the targeted card in clockwise
order from the Bot’s perspective.

[ T - —= — = al i o e = H"
o

e Bot card: Where the Bot pawn Is.

|
1.5
B
' |

.

- Target card: The card that fhﬁ Bot

Targets.

e Plan card: A card the Bot uses to make

prioritations with.

e Qust card: The card that the Bot reveals

during an Oust. It is revealed from the

top of the deck.

==

* Primary Faction: The topmost of the
Faction icons on a card.

@ Secondary Faction: The bottommost |73

of the Faction icons on a card. $
'E'ﬁ- '
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Control a Lmdge i bserbiesE - L1ove Influence on Frssastlaes PepearasoN UNION

of any Faction that 4 cards in an interi- a

Control at least 1

contains at least 4 or group. Each card I‘H = Eittmnasnn card
| cards alﬂng the map must be Adjacent |;-:'-'-| belﬂnging to EACH
y E{:Eir : edge, with at least | ik [0 TWO other cards ) b sy different Faction.
et lit 4 of your Influence H'"'"“"’ @ in the group. ' p

in total. e

DR D Tl

DISPERSED
CONTACTS

F——— RosicruciaN FoiL

v Reesssioc sy Foil

eyt oF R CoaxinGg oF CROWNS

Control more Rosi- Control any

Have 4+ Influence

on }I{~ rank cards
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