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 THE, TESTAMENT 
OF DUKE DE CRECY 

. 

s Itis 1729 in pre-revolution France. 
You are a wealthy, well-educated g 
aristocrat, but now you see that history 
is about to change its course and you - 
know that in order to stay strong, your 

family must prepare well. You will 
need to find new allies, absorb smaller 

families, and use their potency to 
strengthen your bloodline. 

Legacy: The Testament of Duke 
de Crecy enables you to build 
a powerful dynasty in 18th century 
France. Over three generations, 
you - a resonrceful patriarch or J 
matriarch — will attempt to create / 
a lasring legacy by establishing 
2 house with ties to many different 
wealthy and powerful families from | 
France, Great Britain, Russia, Spain, 4 

and other countries, 



1 MAIN BOARD 

The main board consists of action spaces where players will place their pawns 

during the game vo engage in various activities, 

The Honor track shows how many points each player has. At the end of the game, 

this track will indicate the winner. 

The Generation track shows the number of rounds there are in each Generation. It 
also reminds you of effects that oceur at the start of each Generation, end of round, 

wor end of a Generation. 

oiuubddfiéfb@fim' 
ssozesss: 

1=~ Honar wradk, 2 - Generation rrack, 3 - Card gpaces, 4 - Action spaces, 
5-Tithe card spaces, & - Contribution card spaces, 7~ Friend cand spaces 

4 HEAD OF THE FAMILY CARDS 

Head of the Family cards are two-sided (2 patriarch en one side and a mazriarch on 

the other). Each player is dealt a Head of Family card at the beginning of the game 

start their family with this card, representing the player at the start of 
their journey. 

Each card is different and gives the player differént starting benefits. 

75 FRIEND CARDS 

Players will nse Friend cards to perform the Marmy/Armange Marriage action. These 

Friends then become part of the family and will give chat family Income, additional 

Friend cards, Prestige, or other special effects. 

Friends are represented by both men and women. The gender of Friend card is 
distingnished by che color of the shield on the card: pink for female; beige for male, 

This is important for the Marmy/drrange Marriage action, Each Friend also has a name 
and a short descripeion (faver rexr). 

‘When marrying a Friend you will either have to pay the cost of the wedding (mainly 
for male Friends) or you will receive a dowry (mainky for female Friends). 

Each Friend card also has icons representing the Friend's narionalicy and, in most 
cases, oocupation. These are important for the special effects of certain Friend cards, 

as well as for certain other game effects (Patron/Mission cards), 
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Friend cards can also be used o pay the costs of certain actions. 

Friend cards held by the player in his hand are called the player’s hand. 

The *® icon represents the Friend cards to be drawn from the face-up cards 
' below the board. 

The & icon represents the Friend cards ro be discarded from the players hand. 

The u icon represents the Friend cards to be drawn from the top of the Friend deck.



Child cards represent the children thar will be born to the conples in your family. 

They consist of Daughter (39), Son (19) and Complication cards (10]. 

‘Some children may have a special effect that awards a player certain benefits either 

when the child is bern or when it grows up. 

Child-side Adult-side Special effect 

Son 

Child cards are represented by the [ icon. 

24 GOLD CARDS 

There are 11 Gold cards of value 1, § Gold cards ol value 2, 7 Gold cards of value 5. 

Gold cards represent the money used in the game. 

Gold is represented by the ) icon. 

For each Generation there are 3 different Tithe cards. 

Each card has its own cost and gives various benefits, 

1+ Ceneration 
- Caost 

3 - Title namme 
4+ Benefis 

For each Generation there ave 3 different Contribution cards, 
Each card has its own cost and provides various benefits, 
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7 MANSION CARDS 

Each Parron cand gives the player 2 main goal to achieve by the end of the game Mission cards present players with 3 Mansion cards increase a family's 

and some minor goaks (scoring options) that the player can unlock at the end chiallenge to Fulfill in order to gain Prestige (7 

of the game by obtaining Mission eands during Generation I11. Honor points and other benefits upon 

its completion. 

’ MADAME e 7 VENTURE CARDS 15 HINT CARDS 
DE POMPADOLU 

pae— 
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1 - Pasron same and favor text: 

! r Venture cards increase a family's Hint cards are uged only in 

——— e Inmmr(a). the single player variant 
(for mare details, see page 20). 

Fatron cards are represented by the B fcon. 

1 ROUND MARKER 1 STARTING PLAYER CARD 12 PLAYER MARKERS 

2 el 
(3 markers in each of the Player colors) 

Thcuma:hergmuudmmflrplayeu'lmmc lui:-mflh:mset 

on the Player board, and Honor points (2] on the Main board. 

[ID YOU KNOW THAT.., 
WHIRL ENGLISH TODAY 15 THE INTERMATIONAL LANGUAGE, (W THE 

I8TH CENTURY FRENCH WAS THE ‘LINGUA FRANCA. REFLACING LATIN AS 

THE COMMON LANGUAGE SPOREN AMONG LEARNED PEOFLE? 



4 PLAYER BOARDS 
The Flayer boards have action spaces where players will place their pawns during 

the game to engage in various activities. 

Each Player board aleo has a personal Income and Prestige rrack. 

Income Ealsimd!eplmrflaldf.}nd:eendaieuh roand. 

Prestige () gives the player Honor points (50 at the end of each Generation. 

Prastige and Income are wnlimited - players may have more or lass 

thin the tracks indicare, 

élmumm:by: 

) o received from thebanky 

A : 
M Increase Honor points by 1 

i| Friend card to draw from 
| the face-up cards on the board 

Friend card to draw from 
therop ofthe Friend deck 

B Additianal Action pawn 1- Aexios epaces, 3 -Incorme track, 3 - Prestige track 

23 PAWNS OCCUPATIONS 

U3 @80 
e 60O 

Player's pawna Addizional srrion pawny 

‘There are 8 Player pawns (z pawns in each of 4 player colors): Players will nse them 1o 
select an action on the main board and on their player boards, 

‘There are 15 Addirional Action pawns (3 pawns in each of the 5 action cofors): 
Additional Action pawns can only be nsed to perform actions from the main board. 

Each Addirional Action pawn only allows a player to take an action of the 
corresponding color on the main board: green (@) - Buy & Mansion, 

orange (@) - Initiate Venture, red (@) - Undertake o Mission, sky-blue (£ 3 
- Hire Fertility Dactor, yellow (i %) - Acquire the Title or Contribute to Community. 

The number of Addirional Action pawns s limited. 
They cannot be gained if none of the respective color remain, 

bist 

"COMPONENTS OVERVIEW 
Noee: On the back of the Player boaards you will find the same board 

with slightdy different action names. Use this only for the single player varians: 

The Testament (for more detalls, see page 20). 

ICONS IN THE GAME 
Throughout the game you will find a number of icons in common use 

a Decrease Income by 1 

23) coldopay rorhe banky 

flmwbl 

fl Decrease Honor points by 1 

"N from the player's hand 

NATIONALITIES 

% American : Durch 

% British ‘Tmfl: 

Qe gran 
o @rotm 

GENERATIONS 

m.w 

Note: The calors of the pawns and actions also correspond o the color of the 

occupation icon on the Friend cards, bait this is only relevant for the single player 
variant: The Testament (for more details, see page 20), 
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The following rules refor to 3 gume for 2-4 players. Rules for the single player game 
can be found on page 2a. 

1. Place the main board in the middle of the table, 

2. Sort the cards according 1o their type and place the following cards in the 
appropriate fields on or beside the main board: 

. Tide cards 

Separate the Title cards for each Generation. Place the Title cards for Generation 1 
face up beside the main board nexr to the Acquire the Title action space. Cards for 
Generation [Tand Generation 111 should be set aside face down near the main board. 

b. Child cards 

Remove 9 Son and 9 Daughter cards from the deck. These cards will be a reserve, 1o 
use if the Child deck run out during Generation L 

Shuffle the rest of the Child eards and place them face down on the appropriaze 
space on the main board (the Hire Ferrility Doctor action space). 

Note; When yoo place the entire Child deck on the main board it can block the view 

of the Hire Fertility Doctor action space for some playees, It is recommended that you 
place anly 2 few cards on the main board and replenish the deck when it runs our. 

c. Mansion cards & Venture cards 

Determine the number of Mansion cards and Venture cards according to the table 

‘below, Place the appropriate number of cards in the corresponding spaces on the 
main board. 

: == 
Number of players Number of Mansion/ 

Venture cards in play 

d. Mission cards 

Shuffle the Mission cards and place them face down in the appropriate space on the 
main board. 

e Contribution cards 

Separate the Contribution cards for sach Generation, Plaee the Contribution cards 
far Generation I face up beside the main board nexx to the Contribute to Communiry 
action space. Genzration I1 and Generation 11 cards should be set aside face down 

near the main board. 

£ Friend cards 

Shuffle the Priend cards and place them face down next to the board. Then draw the 

top s Eriend cards and place them face up in the spaces below the main board. 

£ Gold cards 

Separate the Gold cards by their value and place them fice up near the boasd, 
creating the bank. 

3, Shuffle the Patron cards and deal each player one card. Each player may fook 
at the card they are given and then place it face down in front of themsclves. 

Reurn the remaining Patron cards to the box, without revealing them. 

4. Shuffle all Head of the Family cards and deal each player one card. 

If there are fewer than 4 players, return the remaining cards to the box. 



5. Each player takes the following pieces in the color of their Head of the Family card, 
and places the pieces in front of themselves: a Player board, two Player pawns and 
three Player markers. 

1 there are less than  players, return the remaining player pieces to the box. 

&, Each player chooses to start the pame as either 2 man or a woman by placing the 
Head of the Family card wirh the appropeiats sida face up in front of himself. 

These characters represent the player as the head of the family and, depending on 
the gender, determine the player's starting conditions (Income, Gold, Prestige, erc.). 

Mote: It is gnod 1o place the Head of the Family card in such a way that there will be 

room below it for 3 more rows of cards that will create your family tree (for more 
details, see next page). 

. fl Cantribetion cards 

el 
P 

41 hd 
- : | 7. According to the Head of the Family card, each player: iy 

mnfi IBF?‘DE 1. 1 . Marks the starting Income on his player board, asing one of his markers. ‘f"‘ k Jl) 2 KT d | i a Ve 
i e / b, Receives the depicted amount of Gold from the bank. et 

mfllflffikfl 1 c. Receives the depicrad number of Priend cards (hia starring hand) from the face- IhE 

' down deck T 
d. Receives the depicred Additional Action pawn, :‘: 

Note: [fa player does nor [ike his stasting hand, he may shuffle his Friend cards back LW 

irto the deck and draw 2 new starting hand This is known as aking 2 mofligan. Ifa ,'fi-‘i 
player does o, he has to keep his sacond hand 2& his starting hand. il - 

8. All remaining Additional Action pawns are placed near the main board in easy P 

reach of the players, creating the general supply. Yy 

4. Each player takes one of his markers and places it on the "4 space of the Prestige - 
erack on the Player board and his final marker on the "o” space of the Honortrackon. 
the main board, 

10, Randomly choose a starring Player, who recefves the Starting Player card. 

Mote: The Starting player card is passed clockwise to the nexe player at the beginning 
ofeach roand. 

11. Place the Round marker on the first space of the Generation track: 

Mow you're ready to begin the game! 



Druring the game players place Friend and Child cards in their playing areas and Marriage action). At the beginning of Generation 1l all children will grow up, becoming 
thereby form their family tree. Each time you marry off one of the Sons or Daughters family members of Generation IL During Generation 11 rounds your actions will only 

in your family, you will place the Friend card next to him/her as his/her spouse affect the family members from Generarion 11 (and their children), and so on. 
and create a couple. Each time a conple have children, you place a Child card below 

them, Just remember o leave some space for the future spouses of the children. At 

the beginning of the next Generation, the children will grow up: They can now be et AltHrighthis gsrove iy Tagh fouc v Ganisraiian; et placper will Bom 
PSSR v el s S e p i & e four rows of cards - the last one are the children born duflngGmI::afion - 
The family tree starts with the Head of the Family who becomes - with his/her larer the furure Generation IV which is only relevant for some scoring options on the 
spouss - Generation L During the rounds in Genaration I your actions will only affect Patron cards. 
your family members of Generation | (and their children in the cage of an Amange 

In erder to casily identify the family members of each Generation, the cards are 
placed in rows — first row of cards is Generarion I, second row is Generarion 11, 

DID YOU KNOW THAT... 
THE TITLE OF 'NOBLE' WASN T GUARANTEED? 
—ONE HAD TO ‘LIVE NOBLY. CERTAIN ACTIVITIES, 

SUCH AS COMMERCIAL AND MANUAL ACTIVITIES, 

COULD CAUSE A LOSS OF NOBILITY, 

DID YOU KNOW THAT. 
LOWVE WAS SOMETHIMG THAT CAME AFTERL MARRIAGE FOW MOBLES 1N THE 16TH CENTURYT 
MARRIAGE WAS A WAY TO FOTUM FAMILY ALLIANCES AND MAKE SURE THELE WOLILD BE A 
WORTHY HEIL. ARKANGED MARRIACES WERE THE MOST COMMON WAY TO GO, ANIN T 
WAS NOT UNCOMMON FOR YOUSG CHILDREN TO BE PROMISED 1N MARRIAGE.



GENERATIONS AND-ROUND ORDER 

ia played over 

r their Patra 
ds divided into 3 Generations, after which th ayers score 

MAKING HISTORY 

ng rownds, end. 

GENERATION START 
Skip this part in Generation I- everything is already set up and you can play the first round. The following rules apply 

to Generations IT and ITL 

AT THE BEGINNING OF THE GENERATION 11 & 111: 

PATRIARCH 
You are the macriarch or parriarch of a fairly 

‘out dream of establishing a 
family of great renown, bat you understand 

this will ime. Getting off to a geod 
stare is esgential, and what berter way than 

o marry into wealth and fame? 

GENERATION I1: 
THE CHILDREN 

Yiou are in full eo 
your destiny beckons yoo. You are no longer 

the young Man of Wormin you ance were, 
and now your dreams musr be realized by 

your children. They must, nay, they will do 
sheir share in establishing the fumily's fame 
and fortune. 

GENERATION 111: 
THE GRANDCHILDREN 

Finally, with your family's legacy aleeady 

shaping up, time has come eo reap the fruits 

of all this hard work. You can sit back in the 
director's chair and lead this family into 
the collective memories of the nation. Your 

grandchildren now, steeped in nobilicy, will 
take over and complete your lifelong dream. 
Butwill it be enough? Will your family go 

down in history as the family that ruled the 
16th century? Only dme will el 

- Each player gets one random Additional Action 

pawn. 

;-Il Take 5 Additional Action pawns, each 

CJ ! of a different color. Beginning with the 

first player and proceeding in player 

order, each player is given one random 
Additional Action pawn. The remaining pawns are 

returned o the general supply. 

- Children grow up 

(7= Beginning with the first player and 
'mD ) proceeding in player order, each player 

| rotates their Child cards 1807 to the 

adult side in any order to indicate that 

the child has grown up. 

2 

All arranged marriages are now carried out, and the players 

should follow steps 3-6 of the Marny action (for more details, 
see page 12). 

Exgrmple: Generation 1l stars and all the chidnen bom in 

Genaration | grow up, 5o esch player iune thelr cards 

adult-side up. A player has 3 children and 2 of them 

hive aranged mariages - one wilh Ann and one 
with Evgenie. The player has only 4 Friend cards 

in his hamd but wants to get the Honar poinks given 
by Ann for having &t least & Friend cards, 20 he 

decides o carmy out the marriage with Evgand first 

s firsd player rotates the Friend card to complets 
themarriage and, theredore, tekee 2 face-up Friend 

oards inlo his hand, incresses is Prestige by 1, and 
gaine a yelow Additional Action pawn and drews a Child 

card for the couple, Mow the player has & Friend cands 

In hls hand and proceads to carry oot the martlags with 
Ann. He takes 1 Friand card and receives 2 Honor points 

as he now has more than B Frisnd cards In his hand. Tha 

phayer then draws a Crald card for the couple. 

- Any Title and Contribution cards remaining from the 

previous Generation are removed and replaced with new 
ones from the current Generation. 

Example: Al the beginning of Genaration || discand 
&l remaming Tille cards from Generation | and put 

three Generalion || Tie cards in their place, 

Generation (if any payers had any). 



PLAYING ROUNDS 
Each Generarion consists of a different number of rounds: 

| Generarion I -2 rounds 
I 9 5Gmmnnn]1 3 rounds 

{7 | Generation 1114 roands 

Each round consists of player turns in which players place one pawn per turn to take 

an action. Players may end up taking different numbers of actions during a round, 

AT THE BEGINNING OF THE ROUND: 
1. Move the Round marker one space further on the Generation track on the main 
board (in the first round place the Round marker in the “Round 1* space]. 

2, Pass the Starting Plager card clockwise vo the mex player (skip this part in che 182 rouend), 

ACTION PHASE 
This is the main phase of cach round. Players perform their actions according to the 

following sules: 

1. The player with the Starting Player card takes one of his pawns and . 
places it on any action space on his Player board or an unoceupied B 
acrion space on the main board. . 

Only one pawn may be placed per action phase urn. 

Actions on the player board can only be selected using a Player pawn, while an acrion 
on the main board may be taken using (in any order) either a Player pawn oran 

Additional Action pawn of the color corresponding to the action space. 

Action spaces on the Player board may hold multiple pawns (and therefore may 

erigger the action muktiple fimes). 

Possible actions that can be taken on the Player board ares 

Each action space on the main board can only be used by one pawn per round. In 

other words, a pawn can never be placed an an action thar is already occupied on the 
main board. 

Possible actions on the main boand: 

10 

GENERATIONS AND ROUND ORDER 
1. After plaring a pawn, the player pays the action cost (if required) and immediately 
carries out that action. The player must carry cur the action; he cannot place a pawn 
and ignore the action, 

Actbons can only affect the current Generation, with the exception of the Marry or 
Arvange Marriage action, which may affict the current generation (Mary) or che nexc 

generation (Armange Marringel 

Examgple: & player chooses the Buy a Mansion action by placing a pawn in 
the respective action apace. That ection can no longer be taken again by any 

playar (nciuding the player who already took the action) during this round 

3. Play passes clockwise ro the nex player, In clockwise order, players rake rurns 
placing their pawns until all pawns have been placed or players no longer can or wish 

10 place their pawns, 

Mote: As [ong as a player has not placed all their Player pawns, he bis to take his tum. 
Only the Additional Action pawns can be saved for larer rounds {and ondy for thar 

Generation]. 

ar G dring his s (an | 
o 1, 80 her can heep the Ad tice pavn bor laler LS. 

DID YOU KNOW THAT... 
MADAME DE POMPADCUR ROSE UT [N SOCIETY FROM A COMMONER 
TO RECOME THE ROYAL MISTRESST SHE WAS A TRENDSFTTER, 
AN INTELLECTUAL, AND HAD GREAT INFLUENCE OVER THE KINGY 
TOLITICAL DECISIONS, BOTH FOREIGN AND DOMESTIC.



NUMBER OF ACTIONS TAKEN IN ONE ROUND 
Each ronnd players are able to condurt 2 actions as each player has 2 Player 
pawns, At the beginning of each Generation as well as during the game, 
however, players can obain Additional Action pawns that allow players to 

Note: Each Addinional Action pawn allows a player to take only a specific 

lind of action, consistent with its color (far more details, see page 5}, 

Each Additicnal Artion pawn is one-use only and is revurned 1o the general 
supply at the end of the round during which the player used ir, 

‘An Additional Action pawn does not have to be used during the round it was 

ohtained - it can be saved for later use, However, it must be used before the 
Generarion during which it was earned ends; otherwise, it is returned to the 

general supply. 

Exarmple: A player starts the round with tha two Player pewna. On his 
Eirst burn of ihe round, he uses one Player pawn to Marry one of his 

female family members 1o Pierre and thersfore gains an Additional 

Action pawn that can anly be used for the Uindarfake a Mission action. 

Mow har can take 2 actions, one of which must be ol & specific ked 

(Undlartake a Miesion), aor he can teke anly 1 action with the ramaining 

Player pawn and keop the Addilicnal Aclicn pawn for laler us in any 
of the upcaming rounds of the current Generation. 

INCOME & CLEANUP PHASE 
Az the end of the round (after all players have completed all therr actions): 

1. Each player receives an amount of Gold equal to his current Income 

indicated on his player board (except for Round 4 after which you get no 
~| Income). 

Example: A player with an indicated Income of 4 gets Gold cards with & iotal 

waius of 4 at the end of the round. 

3. All Addirional Acrion pawns are removed from the Main board and returned to the 

GENERATION END 
Afi:er the lagt round in the Generation: 

T 1. Each player receives Honor points equal to their current Prestige A ud 

I *‘J indicated on their player board. < - 

980500207000 
ST TOOOOD | 

Exampla: After the kst round of Genaration |, & player's Prestigs rack 

indicaes thal his currend Prestige is 8. He then moves his marker 6 spaces 

ahead on the Honor frack, 

Naote: [t I8 peasible to Jose Honor polnts i that i what the Prestlge rrack indicates 

=0 & Each plager recefves Honor points equal to the number of children that 
J :, were born in their family during the current Generation. Each child is worth 

| 1Honor poine. Tt does noc matter if the child has a marriage arranged or not. 

Example: At the and of Ganaration | 2 player has two couples In the -~ 

current Generation. One has two childran, the other one has thrae childran. 

The player advances his marker five spaces on the Honor track, I3 

Mote: Ifpou have no children born in the current Generation, your family is extinet B 
and you loge the game at ones 

3 Return all Additional Action pawns to the general supply, 

3 
B
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Remember: Actions on the player board can be taken multiple times in one round. 

MARRY OR ARRANGE MARRIAGE 
arry off ene of your family members from the 

current generasion 1o one of your friends. 

famous and wealthy members of high society, such as 
2 Spanish prince or a member of the royal court. Other 

Iriends may not be so famous er wealthy, but they are 
pewesiil nevercheless, such as that manipularive Prussian 
Blackmailer. All decisions have their consequences, bug 

whar are the costs? Choose wisely! 

Cost: Variable, see below 

] Marry 

This action allows you to place a Friend 

card from your hand next to one of your 

adult family members in the current 
Generation, 5o that they create a couple. 

1. Place 3 Friend card from your hand 
beside one of your single family members 

(of the opposire gender), 

2. Pay for the wedding or receive the 

dowry, 

3. Adjust Income (on your Player board's 
Income track) or choose cards from che 
face-up Friend cards {from below the 
board). 

4. Adjust Prestige (on your player board’s 

Prestige track), 

5. Resolve the special effect. 

6. Draw the top card from the Child deck and place i below 
the couple (child-side up, adult-side down) or resolve the 
Complieation card 

Examgple: A player Mamiea one of the Sona in his family 

with Gertrude. He places her card beside the Son who 

mames her, takes 1 Gold for tne dowry, takes 1 face-up 
Friand card, increasas Prestige by 1 and checks if he has 

anoter Prussian in his farnily. He alsa has Friedrich In his 
family, so he gaina addilonal 3 Gold. He draws a Child 
oard for the couple. It's a Daughter, and be places her 
undex (ne couple. 

Remember: Unless explicitly stated otherwise, all special effects are resclved once, 
immediarely when the Friend becomes 2 member of your family, 

) Arrange Marriage 

This action allows you to place a Friend card from your hand upside down next to 

one of the children in your family that does not already have an arranged marriage so 
they automarically ger married ar the beginning of the next Generarion, 

1. Place a Friend card from your hand upside down beside one of your family's 
children (of the opposite gender). 

Note: Placing the Friend card apside 

down will remind you that the marriage 

has oot yet been completed buz will be 
carried out when the child grows up 

(for more details ses page ). 

Remember: Friends in arranged 

marriages are also considered parrof 
your family for any purpose, 

1. Pay for the wedding or recelve a dowry, 

3. At the beginning of the nex: Generation all children grow up, and all arranged 
marriages are carried our, Only then follow steps 3-6 of the Marsy action (adjust 
Income/choose Friends, adjuse Prestige, resolve special effects, draw a Child card). 

Note: During Generation 111 the purpose of arranped marrizges is only to fulfill goals 

on the Patron card. 

COMPLICATIONS AT BIRTH 
Besides Sons and Dangliters, the Child deck alss contains 
Complication cards. Ifyou draw one, you have to choose ane 
afthe fallowing: 

- Lase the child (your action is over and no child is born - 
dflu‘tplxutfllflu'.wdbdcw Ihz'mupl'e). 

- Lase the mother (discard the mother and draw cards from -—. N 
the Child deck nneil you deaw 2 Child, which you then place 
bnwzd:da:fz:hmr-‘nrmmryingnfleu mepgnfl. 

umwmfimflfmmbmflwmhumenmmfilfim mubuml 
Complication cards that you draw in the eurrent Generarion will noc affeer 
you - discard them and draw cards from the Child deck until yon drawa Child. 

MNote: The Head of the Family cannot die doe to a Complication- in such 

a situation you must lose the child



HAVE CHILDREN 
ne of the couples in your family is going to have 

maore children. Children are the [ifeblood of a 

healthy lineage, so rejoice in plenty. But consider 
carefully whether you want a girl or 2 boy. If you don't 

care, don't worry, but should you have the perfect son- 
in-law lined up, or the ideal candidate ro boost your 

finances, then you might just care enough to bring in 

Frangois Chopart, 3 famous urologiss, who might be able 
o help yow. Doctors are beginning to understand that 

fertility is not witchcraft but science; however, there is 
atill a lot of trial and error. Some doctors even believe 
that they can ensure the gender of the child by cutting off one of the testicles. If the 

remor gers out that you took part in this, your good name will be defamed. 

Cost: Variable, ses below 

Thig acrion allows you to draw a Child 
card for one of pour family's married 

eoiiples In the carrent Generation. 

1. Select the couple for whom you want to 

take the Have Children action, 

Mote: You can only choose a couple that 
has fewer than thres children, unless 

explicidly stated otherwise, % 

2. Choose one of the following: Y 

- Draw the top card from the Child deck. \h R 

- Decrease your score on the Honor track Sl 

by 1 Honor poine to draw cards from the - 
Child deck until you draw a Child of the 

desired gender or 2 Complication card 

{for more details, see page 12). Shuffle 
the rejected Child eards back into the deck, 

Wote: If you decide to draw cards until you find & Child of the 
degired gender but you draw 2 Complication card, you have to 

resolve the Complicarion before continuing, Only 1f you decide to 

lose the mother can you continue to draw for the desired child, 

3. Place the Child card below the couple (child-side up, adult-side down] or resolve 
the Complication. 

Remember: Unless explicitly stated ocheranse, each couple cannot have more than 
3 children. 

ASK FRIENDS FOR MONEY s 
veryone knows that friends help each other, and this, of conrse, s trae forpour 

family 100, So when attending a mesting of the Encyclopédistes, over a cuip of = 
coffee, you gently suggest that you could use a litde financial help’. Botwarch 

out you don't ask for too much! T am sure your friends will still help you, buz they 

might end up talking behind your back, and you know how this affects your name, > 
Ask for more and you might even end up losing some friends - no one wants to be — 

connected to a2 beggar, however noble your linsage! | 

Cost: Variable, see below 

This action allows you to gain some Gold (). 

1. Select the amount of Gold you would ike to receive and 
pay the cost (if required): 

- Pay noching to receive z Gold (). 

- Lose 1 Honor point (3 ) to receive 3 Gold (). 
- Lose 1 Honor point (3 ) and discard 1 Friend card () 
from your hand to recerve 4 Gold (). 

2. Take the Gold from the bank. 

SOCIALIZE 
ow do you want 1o spend your time and money? A weekly visit to brasseria 
Le Procope, the meeting place of intellectuals, should ensure you establish 

some new connections with an influential Family. But if yoo want more, 

you are going to have to show off, Perhaps a dinner organized to discuss Volraire's [ 

latest work will win you more friends, but it will cost you too. Oh, if you want the I 

pick of the town, you will have to go all out and make 2 splendid appearance, with Kt 
footmen and carriages decorated with gold, at every ball. - 

Cost: Variable, see belowr 

This action allows yoo to gain Friend cards. 

L Select the number of cards you wish to take from the 

face-up Friend cards below the main board and pay the 
cost (if required): 

- Pay nothing vo take 1 Priend card ( # ). 

- Pay 1 Gold () to take 3 Priend cards { ® 1. 
- Pay 2 Gald ()} to take 3 Friend cards [ #)). 

2. Take the cards and add them 1o your hand. 

Mote: You can never leave a single face-up Friend card. Any time you take Friend 

cards and only one card remaing, you must draw the final card at no cost) 
Afterwards draw a whole new ser of face-up Friend cards. 

arg 3 face-up Friend oards avadabia. A playor sakes the Sociales o2 I 
enid card would L 
it of faca-up Friend 



Remember: Each action spice on the main board can only be used by one pawn 
per round. 

ACQUIRE THE TITLE 

aving good connections with these close to the king is of vital importance, 

if you are intetested in acquiring a title or two for your family, as we 
cannot all be so lucky to have a title fall into our laps like that Baron de 

Mentesquien, OF course, your pockers will have o be deep as well, if you would 
lika the king 1o confier on your Family special privileges, but the invesrmant is ever 
o worth it. The jealousy of those friends who pretend to snub your practices only 

demaonstrates how influential you have become, 

Cost: Variable, always depicted on the 
Title card. 

This action allows you to gain various 

immediare benefits. 

1. Selecs the Title card you wish to buy 

and pay the cost. 

2. Receive all the benefits from the 
Title (Income, Prestige, Friend cards). 

3. Take the card and place it next to 
one of your adult family members (or 
a couple). 

Note: Any family member (or couple) 

cannot have more than one Title, 
ATitle of a single family member 
becomes the Title of the couple, should 
the Title-bearer ger married, 

Exampie: A player wanis o acquire he Count Title card on his tum in a round 
of Generation |. Ha selects the Acquire the Tifte action (which had not been 

taken vel), paye 4 Gold and discards 2 Friend cards fram his hand, places 

the Tile card next to his Heed of the Family card and receives the benafits: 

+2 Prestige and +1 Incomea. No player (including the player who just usad tha 

Acquire the Title action) can take this action agaln this round. Since only adults 

{or couples) can get Titles and they ars limited to cne Tite at most, the player 

cannol buy maons Tilles during this Gengration 

There will be a new set of 3 Title cards available cach generation. Each card hasa 

different cose and gives different benefits, They are not replenished when they have 
all been taken. 
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HIRE FERTILITY DOCTOR 

legitimate heir to yeur namef Fear not, the court’s very own Madame du 

Coudray will help ouz! At least one child or your money back! Sure people 
will ook dowm on you for this if word gets out (and it always does, doesm'tit?), but it 

was not like you were infertile, right? No, this couple will bear children at least twice 
in the coming years. And all thar for a mere pimtance... for a noble family like yours. 

flmmhfifingtwuflemmifing?&umwflnkdrflnmishmhwa 

This action allows you to draw 2 Child 

cards for one of your family's married 
couples from the current Generation. 

Cost: Pay 2 Gold and discard 1 Friend 
card from your hand 

1. Select the couple for whom you want 
1o take the Have Children action, 

Mote: You can anly choose a couple 

that can have at least two more 
children. 

2. Deaw the top twe cards from the 
Child dec. 

3, Place the Child eards below the 
couple (child-side up, adult-side down) 

or resolve the Complication (for more 
details, see page 12). 

Mate: Draw one card at a time incase you encounter 

a Complication, and remember that you can only 
be affecad by one Complicarion per Generation 

[for more details, see page 12), so if you draw two 
of them, ignore the second one and keep drawing cards 
from the Child deck until yoo get 2 Child. 

Examgple; A player selecis a couple that has one Child card. He pays 2 Gold 
and discards 1 Friend card from his hand, He draws the first Child card — it's 

& Son, so he places the card below the selected coupla with it child-side up. 

The second card tums out to be & Complication — he chooses 1o lose the child, 

80 he ends up with two children but he keeps the Gomplication card. Any lime 

during the current Generation when he encounters anather Complication card 

for any couple, he ignores / and draws uniil he gets a Child card. 

DED YOU KNOW THAT... 
GIVING BILTH TO A ROYAL HEIR WAS A SPECTATOR SPORT TO ENSURE THE 
INFANT WASH'T SUBSTITUTED? MARIE ANTOINETTES FIRST LAYING NEARLY 
LED TO) HER DEATH, FOR WHEN THE OBSTETRICIAM CALLED OUT. "THE QUEEN 
15 GOIMNG TO GIVE BIRTHT, PEOPLE POURID IMTO THE CHAMBER 1N & BUSH, 
WITH ONLY TWO TAFESTRY SCREENS SURROUNDING THE BED PREVENTING 
PEOPLE FROM BEING THROWSN DEWN ONTO HER TWO CHEMNEY-SWEEPS 
EVEN CLIMBED OMTO THE FURNITURE FOR A BETTER SIGHT OF THI QUEENT 

im 

S 



.
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BUY A MANSION 
nce pou have 2 mansion you wouldn't know how to do withour, In facs, poure 

mansion. For a trze noble family, it s a bare necessity - where else to show off 
those paintings, sculptures, silverware, and dishes, or hold your lavish parties? Sure some 

struggling nobles will begrudge you your fame and wealth, but really, do you even care? 

This acrion allows you to increase your Prestige. 

Cost: Pay 3 Gold and discard 1 Friend 

card from hand 

1, Take a card from the Mansion deck 
and place it nexe to one of your single 

adult family members (or a couple). 

2. Increase your Prestige by 2. 

Note: As with Titles, any family 

member (or a couple) cannot have 

maore than one Mansion. 

The number of Mansion cards is 
limired and depends on the number 
of players (see the Setup section on 

page d). 

INITIATE VENTURE 
tving off the land and work of peasants is noble, and is the way your 
ancegtors have lived for centuries, However, it no longer pays the bills. You 

are struggling to get by, what with the grand partics you give and the art 

you commission. A smart investment into a mine or forge like the Forge of Clavidres, 
could solve all your problems, Just beware not to get trapped by the hure of easy gold 

or people will doubt your claim o nobilixy. 

This action allows you to increase your Income. 

Cost: Lose 1 Prestige and discard 2 
Friend cards from hand 

1. Take a card from the Venture deck 

and place it next 1o one of your single 
adult family members (or 2 couple), 

2. Increase your Income by 1. 

Note: As with Tikles and Mansions, any 
family mesnber for 4 coupl 
have mare than one Venrure. 

The number of Venture cards is 
limited and depends on the number 

of players (see the Setup section on 

pages). 

cannot 

UNDERTAKE A MISSION - 
tisyour fortune to have been barn into nobility, but iris also a grear J"i 
responsibility. In your lifetime, you will embark on many adventures, i 

devise conspiracies and engage in a political struggle with one mission ?E;- 
only - 1o uphold and advance the noble name of your family. And while the job is o igr” 

ot as romantic as it is made out to be - that sense of accomplishment after you're 
completed a mission s worth it every single time. 

This action allows you to draw 

Mission cards (during Generations 

Tand IT) or activate an endgame 
scoring option on your Parron card 

[during Generation ITI). 

(Cost: Discard 1 Friend card from hand. 

) During Generation and [1: 
Draw the top 2 cards from the 

Mission deck and choose one o keep, 
discarding the other. Place the card 
Face up next to your player board. 

Mission cards offer 2 challenge to 

Fudfill and reward you with Honer 
points and other benefics for their 
completion. Missions have to be 
complesed during the game rather 
than ar the end of it (to receive Honor 
points and to profit from other 
benefirg). You can complete 2 Mission 
atany time during your turn but 

befere the final round ends, 

b} During Generation TT: 

Draw the top card from the Missfon deck and place it face down under your 
Patron card. 

Do not read the card — Mission cards gained in Generarion 111 are only to allow you 
to activate & chosen minor goal (scoring option) on your Patron card at the end of 

the game. One face down Mission card allows you to score one minor goal of your 
choice. Exch minoe goal may be activated only once. 

Mote: You canng t decide to use an unfulfilled Mission card gained during Generation | 

or II to activate a scoring option from the Patron card at the end of the game. 



CONTRIBUTE TO COMMUNITY 
he awe you experience in the presence of the Chateau de Versailles is 

something that has truly inspired yoo. To contribate to the community 
around you, for everyone to see the extent of your success, to think thar 

now you are able to give whereas other nobles only take, is unimaginably sadsfying. 

When you are sranding in the eiry, marveling at the splendor that you have created, 
you sigh in contencment - your family will be a lasting legacy indeed. 

This action allows you to gain various benefits, 

Cost: Variable, always depicted on the 
Gontribution card, 

1. Select the Contribution card you 

wish to buy and pay the cost. 

1. Receive all the benefits from the 

Contribution (Honor, Prestige, Friend 
cards). 

3. Take the card and place it next 
to one of pour single adult family 

members {or 2 couple), 

Note: As with Titles, Mansions and 
Ventures, any family member 

{or & couple) cannot have more 
than one Contribution, 

Example: During a round of 

Generation |1, @ piayer chooses 
the Contribute fo Gommunity 

action {which has not been laken yet) and selects the Court Ballel, He pays 2 
Gold and decreases Income by 1, places the card next to one of his couplas 

In Generation || and receives the benefits: +1 Honer point, +2 Prestige. Mo 

player (including the player who just used the Cominbute fo Community action) 

can taka this action again this round. Since Contribution cards ans limied to 

ang Contribution for ane tamily member (or & couple), this paricular couple 
cannot have any more Contributions. 

Each Generation there will be a new set of 3 Contriburion cards availsble, Each card 
has a different cost and gives different benefits. They are not replenished when they 

areall taken, 

DID YOU KNOW THAT.. 

MEANISNG A ROYAL GRANT. 

THERE WERE THREE MAIN WAYS TO OBTAIN A TITEE |8 FRANCE? ONF COULD DO 
S0 THROUTH BITTH, USUALLY, BUT NOT ALWAYS FILCM THE FATHEN, THROLGR 
OFFICE, MAIMLY POSITIONS [N GOVERNMENT 08 Mluw o m'rl?lf,.‘_ 

FINAL SCORING 
The game finishes at the end of Generation [11. Now the final scoring oceurs. 

Each player reveals their Patron card and scores points for: ) 
- Any minor goals of thelr cholce that they can activate, 

Remember: In erder to score any of the minor goals on your Patron card you must 
have gained a Mission card during Generation 111, Each such face down Mission 
card allows you 1o score one minor goal of your choice. 

Examgle: A player has the Patron card caled John Law, Hs Incorme is 8, 5o he i 

receives B Honor points and eince he also has gained one Mission card during 
‘Ganeration |1l he can score one of the minor goals on the John Law card as 

wall. Ha coly has one marmage aranged with a Craftarnan for Genaration [V 
But he seas that ha has 14 Gold, so he choosas to score for his wealth and gets 

4 Honor paints. 

THE WINNER 

The player with the mast Honor points is the winnes. In case of a rie, the tied plaper 
with the most Friend cards in his hand wins, Ifplayers are still tied, then the winnee 
{5 the tied player with higher Prestige, 1Fthere is still 2 tie, then the tied players share 
the wictory. 



MNote; Some of the rules listed in this section have already been stated previously, MARRYTNG AND HAVING CHILDREN 

but are presented here ance more for the purpose of gathering all the golden rules You can only marry people of the opposite gender, 

IOEpR ) Only couples can have children. 
) Unless stared otherwise, any couple cannot have more than 3 children. 

CARDS IN GENERAL 

"_ :, If the card effect contradicts the text of this rulebook, the rules on the card take 
precedence, 

™) There is no maximum number of casds players may have in their hand. 

Each type of card is discarded to its own discard pile. p 

() & family member {or couple) cannot have more than one Title, Mansion, ™ children will count towards the couple's child limit, 
Venture, or Contribution card, but they can have any combination of these it s e bk s iy i s i el 
cards. 

aler rermarying, bacause he alfeady has a child from his lormes 

Patron cards and Friend cards In a player's hand are kept secret from other marriage, 
players. Everything else is public knowledge. 

REMARRYING 
) If 2 mother is discarded becanse of 2 Complication at Birth, an ariginal family 
member can remarry, but 2 Friend cannot, 

) If an original family member loses his wife and wants 1o remarry, his current 

HONOR, INCOME, PRESTIGE 
FRIEND CARDS ) Prestige and Income are anlimited - players can have more o less than the 

") Each time (no mater why) you are to take any Friend card from the face-up " tracks indicate (pou will need to rack this for yoareelf). 
cards, you may always take the Friend card of your choice, D) Lasing and gaining Honor points: Players can lose and gain unlimited Honer 

(™) You can never leave a single face-up Eriend card. Any time {no marcer why) you ~ points (despite the track only showing values from -3 up o 5a]. 
" rake Friend cards and only one card remaing, you have o take this card for free. 
Afrerwards draw a whole new set of face-np Priend cards. GOLD 

o ,?;::m?’l P zrri d::::d&nm fi::;&fi:?imlmmfl?:;fi;?: (™) Unless stated otherwise, you slways pay Gold 1o the bank and gain it from the 
bank. 

new set of face-up Friend cards is exposed, 

Note: If there are not enoogh face-up Friend cards to complete an action 
fe.g. the player pays to take 3 cards with the Secialize action, but 
there are only 2), the player takes as many as possible, then the Friend 

cards are replenished and the action is continued. 

Ifthe Priend deck runs out at any time, reshoffle the discard pile and use thisas 

the new deck, 

Unless stated otherwise, all special effects ace resolved immediately when the 

Friend becomes a member of your family and are one-time effects anly. 

ACTIONS IN GENERAL 

'_ Al actions onky apply to the current Generation (or its children in case of the 

Arrange Marriage action). 

J Each acrion on the main board can only be used by one pawn per round. 

*) Actions on the Plager board can be taken multiple times per round. 

DIDYOL KNOWI THAT., 

[T WAS VERY P 
45 [T o 0 
BEMIAMIN FRANKLIH 
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IN DETAIL 

Here you can find some more details and clarifications about various cards effects. 

FRIEND CARDS 
SPECIAL EFFECTS 

Unless explicitly stated otherwise, 
all Friend special effiects are resolved 

one-time only when the marrizge is 

completed, immediately after you 

adjust Income/take Friend cards and 

adjuse Prestige given by the Friend, 

THIS gen. 

The "This gen.” tag means that the 

special efface is aczive theoughotut the 
cureent Generation. 

ARRANGED MARRIAGES 

Friends in arranged martiages are 
also considered part of your family for 
certain ocher game effects (Friend/ 
Patron/Mission cards) even though 
the marriage will not be compleced 

uniil the beginning of the next 
Generation, 

COMMENTS FOR 
SPECIFIC FRIEND 

CARDS: 
ALEKSANDR 

+1 7 and #1102 ifyou have 
at lccm z nflb:-: 0 

family. 

¥ou have to meet the given 

eandirion to gain both 
benefits. 

ARIANNE 

Marry/Arrange Marrizge with 

This special effect may be 
used hefore she becomes a 

member of yous Rmily. 

You don't hawe to use a pawn to use this 

card for the Marmy/Aminge Marriage 
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BERNADETTE 

Drawz ] instead of 1. 

When she gets married and 
you draw a Child card for the 

couple, draw 2 cards (instead 
of 1) and keepy/resolve both, 

Gain @ and #1122 ifyou 
have another G in your 
family. 

Fou have ro meet the given 

benefizs. 

CLAIRE 

This gen: Each time you 
Soctalize, take 1 ¥ more, 

This effect takes precedence | 

over the rule giving you the 
last face-up Friend card for 

free, sowhen you Sectalize, 
firsz take the cards that you paid for, 
then take 1 more provided by Claire’s 

2bility and only then check if there's a 
single card left 1o take. 

Exampie: There are two tace-up 

Friend cards, ¥ou decide to 

Soclalize and take anfy one, 5o 
you get the other one because 

of Claire's ability, Afvarwards 

you reveal & new sel of face-up 
Friend carde. 

ERICH 

less if you have another 
in your family. 

The discount is in effect not 
only when you Buy 2 Mansion | 

for Erich, bt for each 
action of that type you take during the 

current Generation, 

EUSTACHY 

In the case of the Hire 
Fertility Doctor action yon 
draw 4 cards and choose 1 
from the first two and 1 from the next 
two, 5o you still gain 2 cards. 

Discardall ® from the 
board, draw a new set and 

take1 %], 

Fehmi gives you a standard 

benefir ol 1 Friend card after 
you marry her plus another 

one from the new set of face-up Friend 
cards, Ifithappens thar you have to 

draw a new st anyway after you take 

the first card, you seill discard these 
cards and draw another 5 from which 
you choose. 

Draw1 Mission eard and put 
itunder your Patron card. 

No matrer what the current 
Generation is, draw the top 

card from the Mission deck | 
and place it face down under 

your Patron card. At game end this 
card will allow you to score one of the 
minor goals on your Patron card. 

HANS HEINRICH 

Ask Friends for Money without 
using an action if you have 

another & in your Family. 

If you have another 

Craftsman in your family, 
than you can immediately 

talke the Ak Friends for Money action. 
You don't have to use a pawn bus you 
still have to pay any cost, if required. 

ISABELLA 

Discard any number of #| 

JAN 

Gain £3 and +1.7 ifyou 

Marry/Arrange Marriage with 

him withour using an action 

if you have anather i in 

This special effect may be 

used before he becomes 2 
member of pour family. 

1fyou have another Russian in your 
family, then you can use this card for 
the Marmy/Arrange Marridge action 
without using a pawn, but doing so 
still uses up your turn. 

LUCIENNE 

Gain @ and +111 ifyou 
have another ' in yoor 

Family. 

¥on have to meet the given 

condition ta gain both 
benefits, 

MARIA 

Ifyouhmanmhfi.injm IF = 

card for the Marry/Armange 
Marriage action without wsing | | 
2 paym, bur doing it so still 
14568 P YOUF T, 

Thznqxnll:fl’nctmybeflcdbcfmt 

she bacomes a member of yoar family. 



Only if you have another Spaniard 

in your family can you use this card 
for the Marry/Arrange Marriage action 
without using a pawn, but doing so 
axill uses wp your turm, 

MARGARETHE 

Each time you draw a El for 

her, draw 2, keep one of your 

choice, and discard the ather. | 

I the ease of the Hire Fertility| 
Doctor action you draw 4 

cards and choose 1 from the 
firsz rwo and 1 from the other two, so 

you seill gain 2 cards. 

This gen.: Each time you Ask 
Friends for Mongy, gain 2.. 

mare. 

Pay the regular cost {if 

required), but gain 2 more 
Gold. 

NANCY 

Draw 2 [] instead of 1. 

When she gets married and 

o draw @ Child card for the | 
couple, draw 2 cards {instead 

of 1) and keep/resolve both, 

NICOLAS 

Gain g and +121 ifyou 
have another e i your 
Family. 
You have to meet the given 
condition to gain both 
benefits. 

ROBERT 

using an action if you have 

IFyou have anoches Britin 
your family, then you can 

irmimedianely take the Ask — 
Prigvady for Mongyaction. You don’t have 
tousea pawn but you still have to pay 

any cost, ifrequired. 

This gen.: Each time you have 
totake ® you may draw 

insread, 

When you are about to take 
any numiber of Friend cards, 
you have to decide either to 

rake them all from the face up seror all 

from the Friend deck. 

SOPHIE 

+251 if you have az least 12 

Remember that the 
requirernent is ro have 12 

Gold after you receive her 
dowry. 

THOMAS 

Gain @@ and +11° = ifyou 

have another 0 n your 
family. 

You have to meet the given 
condition to gain both 

benefits, 

CHILD CARDS 
Comments for specific Child cards: 

HANDSOME 

+2.0) when he gets married. 

You receive the Gold after the Marry 
acxion is resolved completely. 

BRAVE 

5T 

Gain the Hanor point immediately 
when he grows up. 

DON JUAN 

Take1 fernale ¥, 

Take the card immediazely when he 
grows up. If there are no female Friend 

cards you take none, 

GOSSIP QUEEN 

Drawz fl 

Draw the cards immediarely when she 
grows up. 

BEAUTIFUL SMILE 

This gen.: Each time you Ask Friends for 
Marey gain 1. more. 

Fay the regular action cose (if 
required), bur gain 1 more Gold. 

ATRUE BEAUTY 

Marrying her costs 2... less. 

‘You can only reduce the wedding cost 

for the male Friend, bur you don't gain 
any Gold if the initial wedding costis 
less than 2 Gold. 

SURPRISE TWINS 

Immediarely draw another [7] {ignore 
child limir). 

'When this child is born, draw one 

more Child card, even if it would 
exceed the child limir for the couple, 

Once placed it does count towards the 
child limit foe furure births, 

Ifyou are already drawing more than 
1 Child card (ie. through the Hire 
Fertility Docter action), you can still 

draw one more Child eard, 

DB YOU ENOW THAT., 

FRENCH FASHION IN THE 16TH CENTURY 

SAW EVERYORE TRYING TO 
IMITATENG THE 3TYLES OF THE KING AND 

HIE £O T WAS A TIME OF BROCADE 
DIESSES WITH CORSFTS TO ACCENTUIATE 
TrE HOURGLASS SHAFE AND PLUNGING 

NECKLINES, TOWDERED WIGS AN HEELS. 
ALLOF THIS ENDED WITH THE FRENCH 
AEVOLUTION WHLICH BROUGHT A MORE 
SOBER STYLE 

HIONABLE. 

MISSION CARDS 
Addicional information for particular 

Mission cards. K 

NEW STEAM ENGINE 

Keep this card and for the rest of the 
game treatitasa f;. 

ESTABLISH A CRAFT GUILD _ 

Keep this card and for the rese of the 
game treat itasa e =1 

Place these cards next toyour family 
tree. For the rest of the game treat this 

card as a card of the given aecupation 
for any future purpose (fe effectsof 

Eriend/Mission cards). ‘-r_ ; 

If you need a specific occupation in @ - 
certain Generation (i.¢, to completes | 

Parron’s goal} you can assign the above 
cards to the chosen Generation. :.;; 

RENOVATE THE OLD CATHEDRAL 

This gen.: Each time you Cantibutet 
Commumnity yajq.]m. oo 

You can only reduce the cost of the by 
Contribution card, you do not gain —— 
any Gobd if the initial cost is less than T 

4 Gold. 



STANDARD SOLO VARIANT 
Ivis possible o play Legacy withous any opponems if you want 1o get familiar with 
the rules or just to practice. In such a case, follow the standard multiplayer rules with 

three changes: 

- Use only two Mansion and two Venture cards during setup; 

- Remove the following Friend cards (Friedrich, Karherine, Lanrent, Manuel, 

Mathalie, Vera) and the following Mission cards (Found a political party, Preparing 
fior the Resolution, Unrest at the conrr, Strengthen the Reyal Navy) from their 
respective decks, as they normally affect other playees. 

- Actions on the Main boar, thar share a corresponding color with the current face 
up Friends, are unavaiable. You can’t take actions on these unavaiable action fields, 

until such fime as the corresponding Friends cards are removed. 

Occupation Corresponding action 

Exampia: The face-up Friend cards are: 1 Scientist, 3 Artists, 1 Diplomat. As long as 

thisse cards an exposed Delow M rain board 1he following actions are unavallakle: 

Hire Familty Doetor, Buy 8 Mansicn and Undartake 2 Mission. i the player takes the 
Sciantist and ona Adisl Friend card inlo hés hand via the Socialize action, the Hire 

Fertify Doctor action becomes avaliable agaln end could be laken with the next 
action, The Linderske a Mission and Buy a Mansion actions remain unavailsble dus 

to remaining lace up Friand cards of the comesponding oecupation 
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THE TESTAMENT VARIANT 
If you know the game well, you can play the challenging The Testament solo variang, 

in wrhich wou will discover your ancestors from previous Generations by recreating 
the family tree from bottom up. 

Irwas announced that the last living member of an old aristocraric family died. It 
appears that he died childless, and apparently there’s no one to inherit the huge 

estate he lefi. Nevertheless, you've heard rumors that the descendants of the [ate lord 
can gtill be found somewhere in the world. 

Your task is ro find your family roats and prove that you are the last living 
descendant of the deceased nobleman. Can you uncover your family tree? 

SETUP 
Follow the setup steps for a normal multiplayer game from page & with che following 
changes: 

- Remove Complication cards from the Child deck. 

- Ust only 3 Mansion and 3 Venture cands, 

- Remive the following cards from the Mission deck: Found a Political Parry, 
Preparing for the Revolution, Unrest at the Court, Strengthen the Royal Navy. 

- Remove the following cards from the Friend deck: Angelique, Constant, Friedrich, 
George, Katherine, Laurent, Manuel, Nathalie, Patrick, Vera. 

- Don't use Patron cards. 

- Instead of drawing a random Head of the Family card take the removed Patrick or 
Nathalie Friend card - this card represents you (your Starting card), Place it in fronc 
of you. Do not pay the cost/take the dowry nor take any of the benefits provided by ie. 

- Take the Laurent and Angelique Friend 
cards and place them over 
your Starting card - these are 
your Parente, Do not pay the 
cost/take the dowry nor take 

any benefits provided by these 
cards. 

- For each of the Parents take —_ 
one Son and one Daughrer card 

from the Child deck and place them 

over the Parent cards - these are your 
Grandparents bat you don’t know 

their identities yet. 

In this variant Friend cards will 
represent your known ancestors while 
Child cards will represent your nnknown 
relatives - you only know that they existed 
bur don't know their Occupation nor 
Nationality, During the game you will be 

able to replace the unknown family member 



SINGLE PLAY 

Child cards with known family member Friend cards using the Who Were they? 

action (for more detalls, see next page). 

= Place any Player board with the side for the single player variant in front of you. 

- Adjusr the rracks on your Player board and take Friend cards and Gold according o 
the gender of your Starting card: 

2] 3 Income, & Gold, 5 Priend cards in hand for Narhalie. 

b) t Income, 9 Gald, 5 Priend cards in hand for Patrick. 

- Separate the Hint cards for each Generarion, shuffle them and place them face 
down near the main board. 

Hine cards give you some deeails ahout the family members whom you have to 
discover to win the solo game. Fulfilling each Hint gives you 1 Prestige point, so the 

soaner you complete it, the more points you can score. In order to win you have to 
fulfill all Hint cards from all three Generations, 

ACTIONS ON THE PLAYER BOARD 
Note: All acrions can affect any family member in the Gamily tree, except for you 

(the Starting card) and your Parents. 

WHO WERE THEY? (SIMILAR TO THE MARRY ACTION) 

This action allows you to either place a Friend card from your hand next to one of your 
single knewn unknown family members or replace a Child card (the unknown family 
member card) with a Friend card (known family member card) from your hand. 

1. Choose ene of the following: 

- Place a Friend card from your hand beside one 

of your single family members (of the opposite 

gender). 
- Replace any Child card with a Friend card of 
the same gender from your hand. 

2 Pay for the wedding or receive the dowry. 

3. Adjust Income (on your Player board's Income track) or choose cards from the 
face-up Friend cards (from below the board). 

4. Adjust Preetige (on your Player board's Prestige teack). 

5. Resolve the special affect. 

6. Take one Son and one Daughter card from the Child deck and place them over the 

Friend card (these are the parents of the newly discovered family member). 

7. Ontly when you create a cotiple with 2 known family members do you draw the top 
card from the Child deck and place it below the coaple (adulr-side up), 

Examgle; The player has the Friend card Michael in his hand, and wanls 
to play it. Using the Who Wars they? action he can replace any Son card 

reprasanting his unknown family mamber, 1f he decides 1o place it as 
Angelque's faiher, he takes one Son and one Daughter card from the Child 

deck and places it above the Michasl card. I the Player decidas to play 

Michael as Lucienne's spouse, be not only takes cards represeniing Michael's 
parenis but he aleo draws a Child card for the couple ae they are both now 

knowin, and ha places it under Lucianne and Michaal. 

HOW BIG WAS MY EAMILY? 
(SIMILAR.TO THE HAVE CHILDREN ACTION) 

This action allows yoo to draw a Child card for any of your family's married coaples. 

1. Select the conple whose child you want to discover. 

You can choose any couple you want (except your parents), It doesn’t matrer if the 
couple consists of known or unknown family members or both. 

2. Chooss one of the following: 

- Draw the top card from the Child deck. 

- Decreage your score on the Honor track by 1 Honer poin to deaw cards from the 
Child deck until you draw a Child of the desired gender. 

Examgle: The player chooses his great grandparents to discower their child, 

He draws a card from the Child deck. It's a Som, a0 he places i adull-sids up 

under the coupbe and next 1o Lucienne - i's her brother, 

3, Place the Child card adult-side up below the couple. 

HOW WEALTHY WERE THEY? 
(SIMILAR TO THE ASK FRIENDS FOR MONEY ACTION) 
Follow the rules of the Ack Frignds for Money action from the mubriplayer game. 

WHOM DID THEY KNOW? 
(SIMILAR TO THE SOCIALIZE ACTION) 

Follonw the rules of the Sacialize action from the multiplayer game. 1 
el 

- 1k 



GAMEPLAY 
Use the multiplayer game rules with the following changes and adjustments: 

- At the beginning of cach Generation draw 3 Hint cards of the current Generation. 

- All the actions from both the Main and the Player boards can affect any 
family members in the family tree, except for you (the Starring card) and yoar 

Parents, 

~There is no Child limit for couples. 

SCORING RULES 
Score Honor points for your Prestige ar the end of each Generarion as in a 
multiplayer game. 

Do not score Honor points for Children at the end of 2 Generation. 

Druring the game you can score fulfilled Hin cards. Each completed Hint card gives 
1 Prestige point. 

Arthe end of the game adjust Honor Points for the following achievements: 

- Gatn 1 Honor point for each non-French descendant whose nationality matches 
either of its parents’ narionaliry. 

- Lose 1 Honor point for each non-French descendant whose nationality matches none 

of its parents” nationaliry, 

- Gain 1 Honor point for each Aristocrat descendant that has a parent with the 
Craftsman occupation. 

- Lose 1 Honor point for each Craftsman descendant that has a parent with the 

Asigtocrat occupation. 

- Lose 1 Honor paint for each unfulfilled Hint card. 

Example: A pleyer oses 1 Honor point for Laurent being & Craftsman bam 

10 the Arstocrat Lucienne, Although Angeligue is also a Craltsman who has ' 

&n Ariginerat in the family (Roger), the piayer does not lose any Honor point . A i WINNING C(_)NDITIO!\IS 
In order to win the game in the solo variant 

The piayer gains 1 Honor point for Michael who s Prussian and one of The Testament, you have to fulfill every Hint 

hig parants (Rowana) has the some nationality. As Rowena's parants are card from all three Generations., you fil o do 

wnknown, the Player cannet estabiish If her non-French nationality maiches of 
fer parents, 5o he neithar gains nor |oses any points. 

this, score the points anyway to keep track of 

seserved. Bepeodioion of cpalstubies), All igh ; 
any part of this work by asy mean withires e wristin


