THE TESTAMENT
OF DUKE DE CRECY
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The objeccive of the game 15 to gain wealth and influence by arranging strategic marriages, creating
' offspring, 2cquiring ritles, building mansions and contriburing to the community, The game will st for three
% generations. At the end of the game, the winner is the player whose family has gained the most Honor poings,
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It is 1729 in pre-revolution France.

You are a wealthy, well-edueated ,g
aristocrat, but now you see that history
is about ro change its course and youn e

know that in arder 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 resourceful patriarch or
matriarch — will artempt to create : -
a lagring legacy by establishing

a house with ties to many different

wealthy and powerful families from & =8
France, Great Britain, Russia, Spain, '
and other countries, '
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COMPONENTS OVERVIEW:

1 MAIN BOARD

The main board consises of action spaces where players will place their pawns
during the game po engage in various activides,
The Honor track shows how many poines each player has. At the end of the game,
this rack will indicare che winner.
The Generation track shows the number of rounds there are in each Generation. It
also reminds you of effects that ocour az the srart of sach Generation, end of round,
or end of 2 Generation.

Players will use Friend cards to perform the Marry/Arrange Marriage action. These
Friends then become part of the family and will give that Gmily Income, additional
Friend cards, Prestige, or other apecial effecrs.

Friends are represented by bath men and women. The gender of Friend card is
disringmished by the coloe of the shield on the card: pink for female; beige for male,
Thiz ix important for the Merry/Arange Marriape action, Exch Friend aleo has 2 name
and a short descriprion (flavoe texr).

Wien marrying a Friend you will either have to pay the cosz of the wedding (mainly
fior male Priends) or you will receive 2 dowry {mainky for female Friends).

Each Priend card also has icons representing the Friend's nasionalicy and, in mos

cases, oocupation. These are impormant for the special effects of certain Friend cards,
as wefl a5 for certain other game effects (Patron/Mission cards),
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Friend cards can also be used ro pay the costs of certain actions.
Friend cards held by the player in his hand are called the players hand.

The ™ icon represents the Friend cards to be drawn from the face-up cards
bedow the board.

Head of the Family cards ave two-sided [a pareiarch on one side and 2 maztiacch on
the other). Each player is dealr 2 Head of Family card at the beginning of the game to

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

Each card is different and gives the player different starting benefes.

The X icon represents the Friend cards ro be discarded from the playershand.
The n icon represents the Friend cards to be dravwn from the top of the Friend deck.



PONENTS OVERV.E W8

9 TITLE CARDS

Child cards represent the children that will be born to the conples n pour family, For each Generation there are 3 different Title cards.
They consist of Daughter (39), Son (39) and Complication cards (10]). Each card has ite own cost and gives varioos bemefits,

Some children may have & special effect that awards a player certain benefits either
when the child is born or when it grows up.

Child-side Adufr-aide Bpecial effect
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Child cards are represented by the [] icon,

24 GOLD CARDS

For each Gemeration there are 3 different Contribution cards,
Each card has its own cost and provides various benefits. [

There are 11 Gold cards ol value 1, 8 Gold cards ol value 2, 7 Gold cards of value 5.
Gold cards represent the money used in the game.
Gald is represented by the | icon.

3~ CBeyerarsan
- Cost
3 - Copribiution nasis

i+ Benefms




_ Q

Each Parron card gives the player 2 main goal to achieve by the end of the game Mission cards present players with a Mansion cards increase 2 family's
and some minor goals (scoring options) that the player can unlock at the end challenge to Fulfill in ordar to gain Prestige (1)
of the game by obtaining Mission cards during Generation [11. Honor poinrs and other benefzts upon
its completion,

ey 7 VENTURE CARDS 15 HINT CARDS
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(for more details, see page 20).

Fatron cards are represented by the B bcom,

1 ROUND MARKER I STARTING PLAYER CARD 12 PLAYER MARKERS

809

{3 markers in each of the Player colors)

These markers are used to mark the players” Income [Cl.'a:' and Prestige ()
on the Player board, and Honor points (1) on the Main board.

DI you KMNOW. THAT.,

WHERL ENGLIAH TODAY 15 THE INTEANATIDNAL LARGUAGTE, (% THI
I8TH CENTURY FRENCH WAS THE LINCUS FRAMNCA, AEPFLACING LATIN AS
THE CORMMON LANGLIGGE SPOEEN n\MﬁHG LEsRMNED PEOTLEY




4 PLAYER BOARDS Nove; Om the back of the Player boards you will find the same board
The Flager boards have action spaces where players will place their pawns during with slightly different action tames. Use this only tor the single player varant:
the game to engage in various acrivities. The Testament (for more detalls, see page 20).

Each Pla:.rcrbumlalmhu;pctwnal Income and Prestige crack.
Income ({ ]glmrhe pla}!rﬁnld(w} ar the end of each ronnd.
Prestige [ .‘;Jg]w:n the player Honor points (1) at the end of each Generarion.

Prestige and Income are unlimited — players may have more or less
than the tracks indicate,

ICONS IN THE GAME
Throughaut the game you will find 2 number of icons in common use.
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There are 15 Addirional Acrion pawns (3 pawns in exch of the 5 action colors):
Additional Action pawns can only be nsed to perform actions from the main board.
Each Addirional Action pawn onfy allows a player 1o take an action of the
corresponding color on the main board: green () - Buy a Marsion,
orange (@) - Initiatz Venture, red (@) - Undertake a Mission, sky-blue (£ )
= Hire Fertility Doctor, yellow (¢ 00 - Acquire the Title or Contribute fo Community,
The number of Addirional Action pawns is limired.

They cannot be gamed if none of the respective coler remain,

Note: The colors of the pawns and actions also cormespond o the color of the
eccipation icon on the Friend eards, but this Is only relevant for the single player
variant: The Testament (for more details, see page 20,
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The following rules refer to a game for 2-4 plapers. Rules for the single player game
can be found on page 26.

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

%, Bort the cards according to their type and place the following cards in the
appropriate fields on or beside the main board:

z, Tide cards

Separate the Title cards for each Generation, Place the Tidle cards for Generation [
face up beside the main board next to the Acquire the Tide acrion space. Cards for
Generation 1T and Generation 11 should be set aside face down near the main board.
b. Child cards

Remove 9 Son and o Dawghrer cards from the deck. These cards will be 2 reserve, 10
use if the Child deck run out durimg Generadon L

Shuffle the rear of the Child carde and place them face down on the appropriaze
space on the main board (the Hire Fertility Doctor astion space).

Note; When yoo place the entire Child deck on the main board it can block the wiew
of the Hire Fertility Doctor action space for some players. It is recommended thar you
place anly a few cards an the main board and replenish the deck whes it runs out.

. Mansion cards & Venture cards

Determune 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

Number of players Number of Mansion/

Yenture cards in play

d. Mission cards

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

e. Contriburion cards

Separate the Contribution cards for sach Generation, Place the Contribution cards
for Generation I face np beside the main board nexx to the Conrribure to Communiry
action space. Generation 1 and Generation 111 cards should be sef asade Gice down
near the main board.

£ Friend cards

Bhuffle the Priend cards and place them face down next to the board. Then draw the
top 5 Friend cards and place them face up in the spaces below the main board.

g. Gold carde

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

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

Rerurn the remaining Patron cards to the box, withour revealing them.
4. ShufTle all Head of the Family cards and deal sach player one card.
If there are fiewer than 4 players, return the remaining cards o the boo

Thtle carels
discard plis

i
[

el ol L L Ld2st )
1'9@5



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

If there are |ess than 4 players, return the remaining player pieces to the box.

&, Each player chooses to start the game as sither a man or 2 woman by placing che

Head ofthe Family card with the approprists side face up in front of himself,

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

Note: [r is good 1o place the Head of the Fumily card in such a way thar there will be
roam below it for 3 more rows of cards that-will create your Gmily tree (for more
d.e.-l:,::”;.;_, BB T3EKE ]x.:ge]_

Consribstian aards

7. According to the Head of the Pamily card, each player:

2. Marks the starting Income on his player board, using one of his markers,

b, Receives the depicted amount of Gold from the bank.

c. Reveives the depicted number of Priend cards (his srarting hand) from the face-
down deck

d. Receives the depicred Additional Action pavn,

Nove; [fa player does pot like his srarting hand, he may shuffle his Friend cards back
irto the deele and draw 2 new strting hand. This i known ae aking 2 molligan. [f
plaver does 5o, be has 1o keep his second hand 22 his starting hand

8. All remaining Additional Action pawns are placed near the main board in easy
reach of the players, creating the general supgply.

&, Each player takes one of his markers and places it on the "8" space of the Prestige
rrack on the Player board and his final marker on the "o space of the Honor track on
10. Randomly choose a starting Player, who receives the Starting Player card.

Mite: The Starting player card s passed clockwise to the nexs player at the beginning
of each round.

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

Mow you're ready to begin the game! _ "
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CTHE FAMIBYSTREES

Daring the game players place Friend and Child eards in their playing areas and Marriage action). At the beginning of Generation 11 all children will grow ap, becoming
thereby form their family tree. Each time you marsy off one of the Sons or Daughters family members of Generation Il During Generation 1T rounds your actions will only
in your family, you will place the Friend card next o him/her as his/her spouse affect the family members from Generarion 11 (and their children), and so on.

and create a conple. Each dme a conple have children, pou place o Child card below

them, Just remember to leave some space for the future spoases of the children. At ARBECEE 6 ERMIY GOLEY CRE GUIRY SLCaliERS DR Geasiakicn, TO- Cais AF

placed in rows — firss row of cards is Generation [, second row [s Generarion [1,

s begjiumggh:t'duhdn;: G::_:::um e ::nld.r:n Wil growrip: ey can aow be etc. Although the game only lasts for three Generations, cach player will have

b i i e four rows of cards - the last one are the children born during Generation 111 -
The family tree starte with the Head of the Family who becomes - with his/her Larer the furure Generation [V which iz only relevant for some scoring options on the
spoaise ~ Generation I During the roands i Generation [ voor actuoems will only affect Patron carda,

your family members of Generation | (and their children in the cage of an Arrarge

DD YO KNOW THAT

THE TITLE GF MOBLE WASH T GUABANTEED?

— LIME HAL T3 LIVE MOBLY. CERTAIM ACTIVITIES,
SUCH &S OOMMERCIAL AND MANLIAL SCTTVITIES,
COILD CAUSE & 1055 OF NOSBILITY,

M0 YOU RNOW THAT..

LOWE WS SOMETHIMG THAT CAME AFTVERL MARRIAGE PO POBLES I THE 18TH CEMTURY?
MARBIAGE WAS A WAY TO FORM FAMILY ALLIANCES AND MAKE SUIE THELE WOLILD BE A
WORTUY HEOL ARRANGED MALRIACTES WERE THE mOST oMo Wky T GO, ANTS i1
WAS MOT UNCOMMON FOR YOUKGE CHILDREN TO e PROMISED 1M MARIAGE



GENERATIONS AND-ROUND ORDE R 48

MAKING HISTORY

egacy: Testament of Duke de Crecy

ie played over three generations

comprising a total of nine roumnds.
During s your family will dc
its best to grow in size, wealth and fame,
siriving to establish a lasting legacy. But
there are otherg who degire to beconpe
wealthier, more poseriul, indeed, more
famaoss than you, Gan you hecome the most
famous family in Framce]

GENERATION I;
MATRIARCH/
PATRIARCH
You are the marriarch or pacriarch of a faicly
famous Gamily, but you have great ambitions

for your kin, You dream of establishing a
family of great renowm, bat you understand
this will take time. Getting off to a good
stary is essential, and whar berter wray than
to marry inowealch and famed

GENERATION 1

THE CHILDREN
You are in full control of your family, and
your destiny beckons yoo. You are no longer
the Young man or Wormin yol ance were,
and now your deearms musr be realized by
your children. They must, nay, they will do
their share in establishing the family’s fame
and fortune.

GENERATION I111:

THE GRANDCHILDREN
Finally, with your familys legacy already
shaping up, rime has come ro reap the fruirs
of all this hard work, You can sitback in the
director's chair and lead this Family into
the collective memories of the nation. Yoor
grandchildren now, steeped in nobility, will
take over and complete your [ifelong dream.
Butwill it be enough? Will pour family go
dewn In higeory as the family thar ruled the
18th cenmry? Only dme will rell

‘playes then drews a Creld card for the couple.

T -

The game i played over 2 ronnds divided inm 3 Generations, after which the game ends and players score
paoimes For their Patron cards

Gencracions consist of chree main pars: stan, playing rounds, 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
toe GeneTations 11 and IIL

AT THE BEGINNING OF THE GENERATION 11 & 111:
Mﬂwﬁm!mmwm Mot Fév (e pusposs of e spaclal sltes ngoeed

Oy some cands,
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- Take 5 Additional Action pawms, each arrangad mamages arn camen ool
JE:I> of a different color. Beginning with the
first player and proceeding in player - Any Title and Contribution cards remaiming from the
additia .ﬂar:t order, sach PhTJ':T" gmtn D08 FANIOT previous Generation are removed and replaced with new
T ]l::i‘tu lhm I“: E];mmﬂn AR S ones from che current Generation.
Feturne ¢ general supply,
nild Exampia: Al the Deginning of Ganaration || discand
F Erowup gll remaining Title cards from Generation | and put
7= Beginningwith the first player and three Gangtalion | Tie cards in their place.
! ) procecdimng in player order, cach player Al e S S
III_@I rocares their Child cards 1807 to the Geneeation (if any players had amy) '
adult side in any order to indicate that ' :
the child has grovwn up,

All arranged marriages are now carried out, and the players
showld follow steps 3-6 of the Marry action (for more detaily,
SC4 page 12).

Exarmpia: Genaration I starts and all v Chidnen bom n
Gansralion | grow up, 0 each player iums thelr cards
adult-side up. A player has 3 chitddren and 2 of them
hive aranged mariages - Gne wilh Ann and one

with Evgenia. The player has only 4 Friend carda

in his hand bul wans [ooget the Flonan points given

by Ann for having &l kast & Frend cards, 3o he

dacices bo carry oul the marrisge with Bvgarda firs{

- [ fired plsyar rotates (ha Friend card 1o omplate |

tra marriage and, theredore, tekes 2 face-up Friend
oards indo Fis hand, increases s Prastige by 1, and
gaing a yelow Acditional Action pawn and drews & Child
card for the coupla, bow 1he pleyer has 6 Friend cards

fr Wl nand and procesds ko carry out the marrisge with
Ann, He taxes 1 Friend card and receises 2 Honor poinés
as b now fas more than B Frisnd cards In his hand. Tha
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PLAYING ROUNDS

Each Qeneration consists of a different number of rounds:

\ | Generarion I - 2 rounds
| 9 !'Gmml:lnn]I 3 rounds
{ _.’ Generation 111 - 4 roands

Each round consists of player turns in which players place one pawm per turn to ke
an action. Players may end up taking different numbers ofactions during a rosnd,

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 market in the "Round 1° spacel.

2. Pass the Srarting Player card clockwise vo the mexr player (shap this partin che 181 round),

ACTION PHASE

This is the main phase of each round. Players perform their actions according to the

following rules:

1. The player with the Starting Player card takes one of his pawns and -
places it on any artion space on his Plager board or an unoceupied B :
action space on the main board, =
Omly one pawn may be placed per action phase turn. [
Actions on the player board can only be selected using 2 Player pawn, while an acrion
on the main board may be taken wsing (in any order) either a Player pawn or an
Additional Action pawn of the color corresponding to the action space,

Action spaces on the Flayer board may hold muolople pawns (and therefore may
trigger the action muktiple times);

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 on an action that is already occupied on the
main board.

Possible actions on the main board:

2. After placing a pawm, the player pays the action cost (if required) and immediately
carries out that action. The playver must carry out the action: he cannot place a pawn
and ignore the action,

Actions can only affect the current Generation, with the exception of the Marryor
Arrarge Marriage action, which may affect the current generation (Marry] or the next

generation (Armange Marringel,
ol

Examola: A player chooses the Buy a Mansian action by placing & pawn in
e respective aclion apace, That &cfion c&n no longer be taken ansin by amy
playar (imciuding e player who already took the action) during this noumd

3. Play passes clockwise to the nexx player, In clockwise order, players rake rurns
placing thetr pawns wntil all pawns have been placed or players no longer can or wish
o place their pawns.

Note: As [ong s a plaver has not placed all thelr Player pawns, he his to take his tum,
Dby the Additonal Action pawms can be gaved for farer rounds (and anly for thar
Generation)

Exampie In the fird ound, a pdeyer has Lsed ore Plager pase, ard slill hies ofe ursad
Playar Dawe, 29 wel G one unused Sadihonal Action pawn (hat can onfy be used for ine
B a Mansan acton), The pleyor canT uss the Sdciional Aclion pown, becouss B Huy
& Mangion axlion Ras akeay been sslecied by encther pigver, so Ne: FEE (D s s St
Playar pawn dirng his rast [and Igst] um, Thara e 56l twe more reunds 0 tha cumeet
Generdlion, so he can keep e Addilicesl Action pawn o aler use.

DID YOU KMOW THAT..,

MADAME DFE POMIADOUL ROSE UT [N SOCIETY FROM. A COMMONIR
TEN RECORME THE RO¥AIL MISTRENST SHE WAS A TRENDSEFTTER.

AN IMTELLECTUAL, AND FEADY GREXT INTLUENRCE OWER THE KINGS
TOLITICAL IRECISFONS, BOTH FOREIGN AND DOIMESTIC



NUMBER OF ACTIONS TAKEN IN ONE ROUND
Each round players are able o conduct 2 actions as each player has 2. Player
pawns, At the beginning of each Generarion as weil as during the game,
however, players can obtain Additional Action pawns that allow players to
take more actions,

Mote: Each Addinional Action pavwn allows a player to take anly a specific
land of acton, consistent with its color (for more desails, see pape 5,

Each Additional Acrion pawn is one-use only and is rerurned o the general
supply at the end of the round during which the player used it,

An Additional Action pawn does not have to be used during the round it was
obrained - it can be saved for later nge, However, it must be used before the
Generarion during which it was earned ends; otherwize, it is retumed 1o the
general supply.
Exarmple: A player starts the round with the two Player pewna. On his
first turn of the round, he uses one Playor pawn ko Mairy ane of his
bmlefa:rﬁymﬂ:&mmmmﬂmafﬂr&ga&mmﬂddm
Action pawn that can anly be used for the Uinderake a Mission action.
Now his can take 2 actions, one of which mus! be of 2 spacific knd
(Limolartate & Mizsion), ar he cen teke only | action wih the remaining
Player pawn and keap the Addilienal Aclion pawn for laler use in any
of the upcaming rounds of the curmant Generaticn.

INCOME & CLEANUP PHASE
At the end of the round (afer all players kave completed all therr actions):
_@} L Each player receives an amount of Gold equal to his current Income

|' indicated on his player board (except for Round 9, afier which you get no
~=| Income).

Exampla; & player with an indicaled income of 4 gets Gold cards with a iotsl
vaiue Of 4 ab e and of ihe round,

2. Players retrieve their pawns from both the Main board and their Player board.
3. All Addirional Action pawns are removed from the Main board and returned to the
general supply.

GENERATION END

ﬁﬁ:er the lazt round in the Generation:

—= | 1. Each player receives Honor points equal to their current Prestige
.r indicated on their player board.

»aﬁs@emws@ua- (15
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Exampla: After the kst round of Generaticn |, a player's Prestigs track
inohcatos (el i currend Prostige (58 He When rmoves his markor § Spaces
shead on the Honor frack,

Mote: [t is E:l'!’.‘i‘,\i'_;h:.!' e Joge Hlanat ]r-f?ai'l:l.;s M that gs whar the Pesssl e track rndicates.

i - & Each player receives Honor points equal to the number of children that

Ao | j were born in their family during the current Generation. Each child is worth

! 1 Honor point. It does not matter if the child has a marriage srranged or not.
Example: Al the end of Generation || & player has wo couplag Inthe

currant Generation. One has bwvo chiidren, the olther ona has thrae childran.
The player acheances his maser live spaces on the Honor track,

Mote: L pou hawe oo children born m the éurrent Generation, your Gamily 15 extine

and vou loge the gamie if pnee.

3, Rerurn all Additional Action pawns to the generzl supply,




Remember: Aotions on the player board can be taken multple thimes 1n one round,

MARRY OR ARRANGE MARRIAGE
arry off one of your family members from the ]
current generarion o one of your friends.
These friends are your connections with the

t':umus and wealthy members of high society, such as

& Spanish prince or a member of the royal court. Other
friends may not be so farnoas or wealthy, but they ars
poweriul nevercheless, such as that manipulative Prussian
blackmater. All decisions have their consequences, bux
what are the costs? Choose wisely!

Cost: Variable, see below

il Marry

This action allows you to place a Friend
card from your hand next to one of your

adulr family members in the corrent
Generation, 50 that they create a couple.

1. Place a Friend card from your hand
besrde one of your single fmily members
{of the opposite 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 it below
the couple (child-side up, adult-side down]) or resolve the
Complieation card.

Example: A player Marieg cne of tha Sona in his family
with Gartruds. He places her card beside the Son who
prearies e, fakes 1 Gold for ihe dowry, takes 1 fase-up
Friend card, icreases Prestge by 1 and checks if he has
anoler Prossian in bis family, He alss has Frisdich [n his
family, a0 he gaing sdditicnal 3 Gold. He draws & Child
card for he couple. I's a Dawghter, and he places har
Undes (Me cou pia,

12

Remember: Unless explicithy stated otherwise, all special effects are pesolved once,
iertreckizzaly when the Friend becames 2 member af your Bmily

b) Arrange Marriage

This action allows yeu to place a Friend card from your hand upside down next to
one of the children in your family thar does nor already have an arranged marciage so
they awromarically ger married at the beginning of the next Gemeration,

1 Place a Friend card From your hand upsicde down beside one of your familys
children {of the opposite gendar).

Mote: Placing the Friend card upside
down will rermind you that the marriage
has not yet been completed bux will be
carried out when the child grows up
(For more details pes page 9.
Remember: Friends in arranged
marriages are aleo considerad parr of

your family for any purposs.

z. Pay for the wedding or recelve a dowry.

3. At the beginning of the next Generation all children grow up, and all acranped
trartiages are carried our, Only then follow steps 3-6 oF the Marsy action (adjust
Income/choose Friends, adjnsr Prestige, resolve spacial effects, draw a Child card).
Note: During Generarion [11 the purpose of arranged marrizges is only to felfill goals
on the Fatron card.

COMPLICATIONS AT BIRTH
Besides Sons and Danghters, the Child deck also containg
Complication cards. If you draw one, you have to choose one
of the foll owing:

= Lose the child (your action is over and no child s born -
don't place a Child card befow the couple).

- Lose the mother (discard the mother and draw cards from

the Child deck nncil you deaw & Child, which you then place
bereath the father). For remareying rules see page 17

Whomever you choose to lose, keep the Complication card and place ic
next to your family members from the current Generation. Any subsequent
Complication cards that you draw in the current Generarion will not affect
you - discard them and draw cards from the Child deck until you drawa Child.

Mote: The Head of the Family cannot die due to 2 Complication - in such
| & situation you must lose the child
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HAVE CHILDREN
ne of the coupleg in your family is going to have
more children. Children are the lifeblood ofa
healthy lineage, so rejoice in plenty. But consider

carefully whether poo want a girl or 2 bay. If you don't
care, don't worry, but should you have the perfect son-
in-law lined up, or the ideal candidare ro boost your
finances, then you might just care enough to bring in
Frangads Chopar, 4 famous urologiss, who might be able
to help you. Doctors are beginning to understand chat
fertiliry is mot witchcraft bat science; however, there is
still 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 testcles. If the
remor gers out that you took part in this, your pood name will be defamed.

Cost: Variable, see below

This acrion allowrs you to draw a Child
card for one ofyour family's married
eotiples in the carrent Genaration.

1. Selecr the conple for whom you want to
take the Have Children action,

Mote: You can only choose a couple that
has bewrer then thres children, unless
explicidly staced otherwise, ' %

2. Choase one of the follewing:
- Draw the top card from the Child deck. "k &/

- Dectease your score on the Honor track B
by 1 Honor point to draw cards from the
Child deck until you drawr 2 Child of the
degired pender or 2 Complication card

(for moee decails, sea pape 12). Shufle

the rejected Child cards back into the deck,

Mote: If you decide to draw cands until you Snd & Child of the
deegired gender but you draw 3 Complication card, you haye to
resolve the Complicarion before contimaing, Only if you decide to
lose the mother can you continue to draw for the degired child,

3. Place the Child card below the coaple (child-side up, adulr-side down) or resolve

the Complication.

Remember: Uabess explicitly stated otherwise, each couple cannot hawe more than
1 children.

ONS ON-PLAYE

-y

ER Bomms

ASK FRIENDS FOR MONEY s
veryone knows that friends help each other, and this, of conrse, ta true foryour
Family too. 8o when attending a mesting of the Encyeclopédistes, over acupofl  ©
coffee, you gently suggest thar you could use a litcle financial help’, Botwarch

ot you don't ask for oo much! 1 am sure your friends will sall belpyou, bar they =
mighe 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 i~
connected toa beggar, however nable your nsags! [
Cost: Vanable, see below
This acrion allows yoo o gainaameﬂu!d[g;;«l. ~‘ ;
1. Select the amount of Gold you would like to receive and o -
pay the cost (if required): a ¥ e
- Pay noching to receive 2 Gald (). i
= Lose 1 Honor point (3} to receive 3 Gold (). o
- Lose T Henor point (3 ) and discard 1 Friend card ()
from your hand to receive 4 Gold (). r
2. Take the Gold from the bank. s
SOCIALIZE -

ow do you want to epend your time and money? A weekly visit to brasserie

Le Procope, the meeting place of intellectuals, should ensure you establish "I": -

some new connestions with an infliuential Gmdly. But if yor want more, > 4
you are gaing o have to show off, Perhaps a dinner organized to discuss Voltaive's k
larest work will win you more friends, but 3 will cost you too, Oh, if you want the
pick of the rown, you will have 1o go all our and make 2 splendid appearance, with e
footmen and carriages decorated with gold, at every ball. |

Cost: Variable, gee belowr

This action allows you to gain Friend cards.

1. Belect the number of cards you wish vo take from the
face-up Friend cards below the main board and pay the
cost {if required):

- Pay nothing to take 1 Friend card ( * ).

- Pay 1 Gold {,)) to take 2 Priend cards (¥ ).

- Pay 2 Gold ()} totake 3 Priend cards ( ¥ ).

2. Take the cands and add them o your hand.

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

cards and only one card remaing, you must draw the final card (a2 no cost)
Afterwards draw 2 whole new set of face-up Friend cards,
Exarmple: Thare are 3 tacs-up Friend oards a-=1-:anﬂ A pigyver sakes the Soclales j
aclion and choosesn 1o pay one Gold o lake o calds. Sinoe one Friend card would B J
ramain, tha playar has 10 1858 Mis card for free. AfBwards B new Bet of faca-ug Friend I
carsm i displeyad
73 .

o
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ACTION

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

ACQUIRE THE TITLE

aving pood connections with those close to the king £s of vital importance,

if you are interested in acquiring a titke or two for your family, as we
- cannot all be so [neky to have a dtle fall into our laps like that Baron de
Montesquies, OFconsres, vour pockere will have so be deep as wall, i vou would
like the king to confer on your family special peivileges, bur the investment is ever
go worth it. The jealousy of those friends who pretend to snub your practices only
demonstrares how influential you have become.

Cost: Variable, always depicted on the
Tltle card.

This action allows you to gain various
immediace benefits.

L. Select 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 nemt o
one of your adult family members {or
a couple),

Note: Any family member (or couple)
cannot have more than one Title

A Title of a singte family member
becomes the Tite of the couple, should
the Title-baarer ger married.

Exampile: A player wants 1o acquire the Count Title cand on hig lum in a round
of FEeneration |- He selects the Anquire the Tifle action (which had not besn
fmbn wet), pave 4 Gold and discards 2 Friand cards fram his hand, places

the Tile card next to hiz Hesd of the Family card and recaivas the benatits:

+2 Prasbige and +1 Income. Mo player {including the player who just used the
Accgiire the Titke action] can take this actlon agaln this round. Since coly adults
{or coupdes) can get Tiles and they ane Imited to one Title at most, the player
canal buy mang Tides during the Gonaalion

There will be & new set of 3 Title cards avatlable cach generation. Each card has a
different cost and gives diferent benefits, They are not replenished when they have
all been taken,
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ON' THEMAIN BOARD

HIRE FERTILITY DOCTOR
re you having trouble conceiving? Are you worried yon might not have a
ﬂ legitimate heir to your namer Fear not, the cowr’s very own Madame duo
Coudray will help our! Ar lease one child or your meney back! Sure people
will look dewn on you for this ifwrord gets out (and it always does, doesn't 160}, bt it
was not like you were infertile, right? No, this couple will bear children ar leagr fwice
in the coming years. And all that for a mere pirrance... for a noble family like yoors.

This action allows you to draw 2 Child
cards for one of your family's married
couples from tee current Generation.

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

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

More: You can only choose 3 couple
that cam have at [east two more
children.

L. Deaw the top two cards from the
Child deck.

3. Place the Child cards below the
couple (child-side up, adult-side down)
or resalve the Complication (fior more
detailg, gee page 12).

Mote: Draw one card at a time in case you eNooErTter

a Complication, and remember that you can anly

be affected by one Complication per Generarion

[for more details, ses page 12), so ifyou draw two

al e, i.gnc;n‘f the gecond one amd l:f:r_,:n:'."ruwi ng cards
from the Child deck until pou get a Child

Example: A player selecis a couple that has ane Child card. He pays 2 Clold
and discards 1 Friend card frosm s hand, He drawes the first Child card —i('s
aSon, 8o he places he card bedow the selacted coupla with its child-side up.
Tha second cerd twms ouwt 1o be 8 Compdication — he chooses 1o lose tha child,
2o he ands up with bwo children but be keaps the Complication card. Any lime
during the cusrent Genssallon when he encounters another Complication card
for any coupde, e igrores | and draws wniil e gets a Child card.

DID YOU KNOW THAT..

GIVING BIRTH TO A BOYRL MEIR AT A SPECTATOR SPOLT TO EMRSDNE THE
[MFAMT WASN'T SUBSTITUTED? MARIE ANTOIMETTES FIAST DAYEHG MEARLY
LED TO) HER DEATH, FOR WHEN THE QRSTETRICIAM CaLliED OUT. "THE OuEes
1% GOHNG TO GIVE BURTHE, PECOPLE POLALD (AT THE CHAMEER 1N & BUSH,
WITH QNIY TWO TAFESTEY SEREENT SLIRROUIMDING THE BED FREVENTING
PECIPLE FROM BEING THRCWRN DOWN ©RTO HER Twio CHLMMEY-SWEEPS
EVEN CLEMBED ONTE THIE EURNITURE FOR A BETTER SIGHT OF THI CUEEN!




HE MAIN BOARD 8

UNDERTAKE A MISSION
tis your fertune to have been born into nobility, but fvis also a great

BUY A MANSION

nee pous bave 2 mansion you wouldn't know how to do withour, I face, pour're

already trying to gain the services of the most fashionable anchitect for yoor nese responsibility. In your lifetime, you will embark on many adventures,

mansion. For a trize noble fmily, it is 2 bare necessity - where els to show off o devise conspiracies and engage in 3 political struggle with one mission
those paintings, sculpoures, silverware, and dishes, or hold pour lavish parties? Sure some only - to uphold and advance the noble name of your family. And while the job is
scruggling nobles will begrudge you your fame and wealth, but really, do you even care? n0% as romantic s it is made out to be - that sense of acoomplishment after you've
This acrion allows you to increase your Prestige. completed a mission is worth it every single time.
Cost: Pay 3 Gold and discard 1 Friend
card from hand

1. Take acard from the Mangion deck

This acrion allows you 1o draw
Mission cards (during Generations
I and IT) of activase an endgame

and place it nex 1o one of your single .H:Drilng option wh your Farron card
adult family members (or 2 couple). (during Generation IT1).
2. Increase your Prestige by 2. Cost: Diiscard 1 Friend card from hand. &
Mote: Az wich Titles, any tamily 1) During Generation L and II: '
miember (or a couple) cannot have Draw the top 2 cards from the
1Eonin l}l.ﬂ pBnjal .‘?1;:5.!’“ minl Migsiﬂn M md mw ofie t‘akéepj
discarding the other. Place the card
The number of Mansion cards is Face up next to your player board.
limired and depends on the number Py _
of players (see the Secup section on _ b, Mmmumd.mfﬁ:uch;]lr.u@:ﬁ
page ), V=R fuulfill and reward yos with Honer
4 points and other benefits for their
TRIT : ‘ completion. Missions have to be
. _ IMITMTE VENTLRE ! completed during the game rather
hring offthe land and work of peasants is noble, and is the way your than ar the end of it {to receive Honor
ANCERTnTE E.u?e lived for cenruries. However, it nnllnnger playnﬂlghllls.'i:’-nu points and to profit from other
are struggling to pet by, what with the grand partics you give and the art benefirs). You can complete 2 Mission
you commission, A smars investment into a mine or forge like the Forge of Clavidres, at any time during your suen but

could sobve all your problems, Just beware not to get trapped by the hure of easy gold hefare the final round ends,
or people will doabr your daim to nobiliny.

This actzon allows you to increase your Income. bl During Generation IT: _

: J Dreaw the top card from the Mission deck and place it face down under your
Cost: Lose 1 Prestige and discard 2 Parior ek
e bt Do ok reid the card = Misskon cerda ained i Seneration Tik ik col o alkow

_ not re card — Mission cards gained in Generation [1] are only to you

L. Take “mi fmm rir:"i’cgrumui:;:k to activate 2 chosen minor goal (scoring option) on your Pacron card at the end of
and place it next 1o “'“"_“r“’“‘_' single the game. One face down Mission card allows you to score one minor goal of your [
adulr family members (or 2 couple), choice. Each minor goal may be activated only once. |
1. [nerease your an:-umehy 1. Mate; You cannot decide vo s an unfulfiled Mission card gained during Generation | e
Note: As with Titles and Mansions, any or IE to activate a sporing option from the Patron card ar the end of the game.
family member (or a conple) cannaol -
have more than one Venture.
The number of Venture cards is .
limiged and depends on the number

of players (see the Setup section on
page ).




ACTIONS

CONTRIBUTE TO COMMUNITY
he awe you experience in the presence of the Chatean de Versailles is
something thas has truly inspired yoo. To contribate to the community
around you, for everyone to see the extent of your success, 1o think thar
now you are able to give whereas other nobles only take, is unimaginably satisfyng.
When you are sranding in the city, marveling at che splendor thar you have created,
you sigh in contentment - your family will be a lasting legacy indeed.

This acrion allows you ro gain varions benefits,
Cost: Vartable, always depicted on the
Contribution card.

1. Select the Contribution card you

wish to buy and pay the cos,

1. Recerve all the benefits from the
Conrribution (Honor, Precige, Friend
cards},

3. Take the card and place it next

to one of pour single adult family
members (or a couple].

Mote: As with Titles, Mansions and
Wentures, any Fumily member

{or 2 coaple) cannor have more
than ene Contribation

Exampie: During a round of
Generation I, @ player chooses
the Comfritute fo Commurity
action {which has mol been falken yet) ang setects e Court Ballel, He pays 2
Gold and decreases Income by 1, places the card next toone of his couples
i Generation || and neceives the berefits +1 Honor poink, +2 Prasigs. Mo
player (including the player who just used the Conlnbue o Community action )
can fake this action again this round. Since Contribution cards ans limded ta
ong Contribution lor ane family memissr (oF & coupla), this paricular couple
canrot have any more Contributions.

Earh Generation there will be a new ser of 3 Conrribution casds available, Each card
has a different cost and gives difforent benefits. They are not replenished when they
are all taken,

DD YOU KNOW THAT..

AMESEND,

FINAL SCORING
The game finishes at the end of Generation I11. New the final scoring occuss.
'. Each player reveals their Patron card and scores points for
Etﬁ: i -Their main geal,

- Any minor goals of their cholce that they can acthwte,

l__-—_l
Remember: In order to score any of the minor goals on your Patron card you mast
have gained a Mission card during Generation 111 Each such face down Mission
card allows you 1o score one minor goal of your choice.

Example: A plaver has the Patron casd calied John Law, His Income is 8, &0 he
receives B Honoy poinie @nd since he alen has gained one Mission cerd during
Generation |11, he can score one of the minor goals on tha Johin Law card as
will. Hp ey hag ons maniage acangoed with 8 Crsttsrnse for Gen aralion W

But he seas that he has 14 Gold, 50 he chooses to score for his wealth and gets
4 Hanar polrts.

THE WINMER
The plaper with the mast Honor points is the winner. In case of a tie, the ried plaper
with the most Friend cards in hus hand wins. If players are stll tied, then the winner
ts the thed player with higher Prestige, [Fthere is still 2 tie, then the fed players share

THENE WERE THREE MAKN WAYE TO OETAIN A TITLE I8 FRANCE? ONE COULD [0 Y el
50 THILOUGH BOCTH, USUALLY, hUT NOT ALWAYS FILOM THE FATHER, THRODLOH : i

CIFF AL MALRLY MDEIT IOSS IN GOVIEERMMENT O pf ILETARY, S5 BY LETTERS . " 4 ;" |
MEANTSG A ROYAL TRANT. - - o) - TR .
| g

. =3
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GOLDFNERUI

Mote; Some of the rules listed in this section have already been stated previously, MARRYING AND HAVING CHILDREN
but are presented here ance more for the purpose of garhering all the golden rules O You can only marry people of the opposite gmdﬂ
im one place
=d Om[::rrm[pfnnc&n have childran.
O Unless stated otherwise, any couple cannot hawve mozre than 3 children.

”

CARDS IN GENERAL
0 If the card effect contradicts the text of this rulebook, the mules on the card ke

0 There is no masimam aurmber of cards players may have in their hand. O mﬂ m"'ﬁfmh?ﬂ“i ﬂfwum“w'm
O Each type of card is discarded to its own discard pile. 0 I niseiiioal Sl menibes foues bis ik PR
0 A family member (or couple) cannot have more than one Title, Mansion, children will count towards the couple’s child Emit. :

Venture, or Contribution card, but they can have any combination of these : i e i s s i A e

; wfter remantying, bacause he alrwady has a child from his Sormee ‘

0 Patron cards and Friend cards in a player’s hand are kepe secret from other marriage.

players. Everything else is public knowledge.

HOMOR, INCOME, PRESTIGE
FRIEND CARDS O Prestige and Income are unlimised - players can have more or less than the

O Each time (no marerwhy) you are to take any Friend card from che face-up tracks indicate (pou will need ro track this for yoursel).

cards, you may always take the Friend card of your choice, Losing and gaining Honor points: Players can lose and gain wnlimited Honer

You can never leave 3 single face-np Friend card. Any time (no matter whyl you points {despite the track only showing values from -3 up to 5a).

take Friend cards and only one card remains, you have vo take this card for free.
Afrerwards draw a whole new set of face-up Friend cards,

0 Replenishing: Face-up Friend cards are not replenished unril they are all raken.
Then Friend cards are drawn from the top of the face-down Friend deck and a O’
new set of Face-up Priend cards is exposed.

Mote: If there are not enongh face-up Friend cards to complete an action

{&.g. the player pays to take 3 cards with che Sectalize action, bus

there are only 2}, the player takes a8 many as possible, then the Friend

cards are replenished and the action is continued.

Ifthe Frend deck runs out at any ime, reshuffls the discard pile ard use this as
the new deck,

() unless stated otherwise, all special efficts are resobved immediately when the
Friend becomes a member of your family and are one-time effects only.

GOLD
Unless stated otherwise, you always pay Gold to the bank and gain it from the
bank.

ACTIONS IN GENERAL
0 Al actions only apply to the current Generation (or its children in case of the
Arrange Marniage action).
(O £ach action on the main board can only be used by arie pawn per round.
(O Actions on the Player board can be taken muliple times per round.



CARDS IN'DETAIL

Here you can find some more details and darificasions abour various cards effects,

FRIEND CARDS

SPECIALEFTECTS
Unless explicitly stated otherwize,

all Friend special effects are resolwed
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 micans that the
special effect is active throughoist the
CUFPERT Generation.
Friends in arranged martages are
also considered part of your family for
certain ocher game effects (Friemd)
Patron/Mission cards) even thowgh

the marriage will not be compleved
until the beginning of the next
Generation.
COMMENTS FOR
SPECIFIC FRIEND

CARDS:

ALEKSANDR
41"y and #1107 ifyou have 2 |J
at beast 2 I:Itlhl:l! i 1ML youLr }
Family. | ol
anily ‘[ ﬁ%‘l
You have tomeetthe given | o Son }
eondition to gain both I____h_
benefits.

ARIANNE
Marry/Arrange Marriage with |
her withour using an acrion. '

Thig epecial effect may be e ¥
used before she becomesa | o = |
memberofyour family. T
You don't have o wse & pawn o use this
card for the Marry/Arrange Marrige

acrion, doing so still nses up your mrm,

18

BERNADETTE
Draw 2 |_| instead of 1.
When she gets married and

vou draw a Child card for the | g

mﬂednwxurdsﬂmread . -
of 1) and keep/resolve bodh. '_,

CARLOS

Gain @@ and +1 Y ifyom
have another G in ponr

family.
¥ou have to meet the given
condition to gain both
benefizs.

CLAIRE

This gen.: Each time you
Soclalize, take 1 ® more,

This effect takes precedence
over the rule giving you the
last face-up Friend card for
free, sowhen you Sectalize,
first take che cards that you paid for,
then take 1 more provided by Claire’s
ahility and only then check ifthere's a
gsingle card left w take.

Exampie: There are two tece-up
Friend cards, ¥ou decica to
Sockalize and teke anfy ono, S0
you get the other one becauss
ol Claire's ability, Alerwards
wou reveal @ new sot of face-up
Friend cards,

ERICH

This gen.: By @ Mansion costs |

1, less if pou have another
- 1 your GEmily.

The discount isin effectnot | o L7

only when you Buy o Mansten | ¥ =

for Erich, bat for zach

action of that type you take during tlw
current Generztion,

EUSTACHY

Each trme you draw a D for ||'
him, draw 2, keep one of your |

|

choice, and discard the ocher, | JIREEE
In the case of the Hire ( . !
Fertility Dioctor action yon = ,.:.“J

draw 4 cards and chooss 1
frorm the first vwo and 1 from the next
two, soyou still gain 2 cards.

Discard afl * from the
board, draw a new sec and

take1 ¥,

Fehmi gives you a standard
benefit of 1 Friend card after
you marry ker plus another
one from the new s=t uffi.ﬂ:-upIh-md
cards, [[§t happens thar you have to
draw a new set anyway after you take
the first card, you ssill discard these
cards and deaw another 5 from which
you choose.

GEORGE
Draw1 Mission card and pur |
it under your Patron casd.

Mo matrer what the current . .
Generation is, drawthetop | o : ‘
card from the Mission deck | * — ﬁ
and place it face down under —
ot Patran cand. Af garme end this
card will allow you to score one of the
miner goals on your Patron card,

HANS HEINRICH
Ask Friends for Momgy withows |
using an action if you have -
another £ in your Family, A
If you have another ( i
Craftsman in pour family, -
than you can immediately
take the Ask Friends for Money action.
You don't have to uge a pawn but you
still have to pay any cost, if required.

ISABELLA

Discard any number of *| f
Fram your hand and draw the
same number of [ . P i

You may choose to discard j e
¥ou have to meet the given

none.
;-‘;-4
conditton to gain both

benefits, o —

LEONID
Marrydrmange Marrisge with
him without using an action
if you have another g in
your family.

_‘j 1 g‘:' L

1

Gain 3 and +l: :I'].*uu
have another 7 i m your
Eamily.

This special effectmaybe | o
aned befare he becomes 2

member of your family.

If you have another Russian in your
family, then you can use this card for
the MarriArrange Marmdge action
without using a pawn, but doing so
still uses up your turn.

Gain g and +11¢ ifyou __'_;‘
have another g in your | '
Family. o g
You have to meet the given j .
condition ta gain hath ==
hEﬂ Eﬂ[i. e ]
MARIA
1fyou have another E? inyour |
Family, then you can nse this
card for the Marry/Arvange
Marrizpe action withour using
a pawn, bur doing it so sull
1ASE5 G YOUF T, _
This special effect may be used before
ghe beeomes a member of your family.




Only if you hawve another Spamiard
in your family can you use this card
for the Marry/Arrange Marriage action
withour using & pawn, but doing so
srill uses wp your tum.
MARGARETHE
Each time you draw a D for i o 2

.:‘_ |
her, draw z, keep one of your | |
choice, and discard the ather, iI J i

[ the case of the Hire Fertility| “"2““""‘ l

lll'|

Dinctor action you deaw 4 s, |
cards and choose | fromche —
firsz rwo and 1 from the other two, so

you sl gii'u:l 2 cards.

This gen.: Each tima W‘I.I.M
Frignds for Money, gain 2.}
e,

Pay the regular cost {if % ~,__
required), but galn 2 more _'___
Gold.

ﬁp

Draw2 [ ] inseead of 1. v |
When she gets married and .(

(—
l

you draw a Child card for the .Il,iz‘;c

oouple, draw z cards (instead | * .

of 1) and keepresolve boch, | ¥
NICOLAS

Gain gl and +121 ifyou
have another 6 T FOur
family.

Youn have to meet the grven
condirion to gain bath
benefits.

ROBERT
Ask Frignds for Momey withour |
using an action if you have "
another @ in your family. L
[£you have anothes Britin *"‘;“*f
your fumily, thenyougan | e
xmmaﬂatdyuh- tﬁeﬂs& “-'———
to use a pawn bat vou sl have to pay
any cost, if required.

ROGER

This gen_ Each time you have
totake ® youmay draw u ;
imsread,

When you are about to take i
any number of Priend cards, I__ i b
you have vo decide eitherto .
take them all from the face up seror all
from the Friend deck.

SOPHIE
+20, 0 if you have ax Jeast 12 (

o
=

E‘“l:h
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Remember that the
requirement is tohave1a | hm_*'—
Gold after you receive her r

dowry. —

: _
Gain @ and 411 -
have another 3
family.

You have o meet the given
eondition to gain both
benafi,

o ifyou
ifi yor

CHILD CARDS

Comements for specific Child cards:
HANDSOME
+:.‘:‘_‘_:- when he gers married.

You receive the Gold after the Mamy
action is resolved com pletely.

+151

Gain the Honor point immediately
when he grows up.

DO TTAN

Take1 fernale ¥,
Take the card immediazely when ke
grows up. If there are no female Friend
cards you take none,

GOSSIP QUEEN
Drawz E -
Draw the cards immediarely when she
Erows up.

BEAUTIFUL SMILE
This gen.: Each time you Ask Friends for
Morey gain 1) more.

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

A TRUE BEAUTY
Marrying her costs 2 ) less,
You can only reduce che wedding cost
For the male Friend, bur pou don't gain
any Cold if the inirial wedding cost iz
lesz than 2 Gold.

SURPRISE TWINS
Immediarely draw another D (ignore
child limiz}.

When thiz child iz born, draw one
moee Child card, even if it would
exceed the child [imir for the couple,

Omnee placed it does count towards the
child [imit fior faruee bircha,

I you are already drawing more than
1 Child card (i.e. through che Hire
Fertility Divctior action), you can still
draw one more Child eard,

N2 YOU KNOW THAT.,

rREMCEE FASH MOt LN THE 18T CENTLIRY
SAW EVERWONE TRYIMG TO RE FASHIQOMARLE
IMITATENG THE 3TYLES OF THE KING AND

FELS COUIRTES [ WAS ACTLME OfF BROCADE

[HMESFES WITH CORSETY TO ADCENTUIATE

Pl HOURGLASS SHAPE AND FLLpNGEIWG

MWECKLINES ("OWDERED WHIS ALY HEDLS.

ALLOOF THIS ENTDED WITH THE FRENCH
RIVOLITTEOR WIOH BROUGHT A MORL
SORER 5TYLE

MISSION CARDS
Addirional information for particulas
Mission cards,

HEW STEAM EMGINE
Keep this card and for the rest of the
EAme tredt itasd :;I i

ESTABLISH A CRAFT GUILD

Keep this card and for the rese of the
EAmc freat irasa &3
Place these cards mext to yoar family
tree. For rhe reet of the game rreat this
eard as a card of the given accupation
for any future purpose (ie. effects of
Friend/Mission cards).
If you need 2 specific occupation in a
certain Gansration (L& to complete 3
Parron’s goal) you can aesign the above
cards to the chosen Generation,

REMNOVATE THE OLDVCATHEDRAL

This gen.: Each time you Contribute to
Community pay 4, less.

You can only reduce the cost of the
Contribution card, you do not gain
any Gobd if the initial cost is less than
4 Gold.




,.F._-S[N LE DUAYER CAME

STANDARD SOLO VARIANT
It is possible w play Legacy without any opponems if you want 1o get familiar with
the miles or just to practice. In such a case, follow the standard multiplayer rules with
three changes:

= Uze only two Mansion and two Venture cards during setup;

= Remove the following Friend cards (Friednch, Karherine, Lanrent, Manuel,
Mathalie, Vera) and the following Mission cards (Found a political patty, Preparing
for the Revolation, Unresr at the cowre, Strengthen the Royal Navy) from their
respective decks, s 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 rake actions on these wnavaiable acticn Gelds,
until such time as the corresponding Friends cards are removed.

Occupation Corresponding action

Example: The facse-up Friend cards are: 1 Scientist, 3 Artists, 1 Diplomat. As long a5
ihegs cards ane expossd below (s rmain boged the following setions are unavallakis:
Hire Famifty Doctor, Buy a Mansion and Underaks & Mesion i tha plager taliss the
aciantst and one Ardis! Friend card indo hes hand via the Socvalize acton, the Hie
Feriitly Doctar action becomes avallable sgaln and could be laken with the resxt
action. The Urdartake a Mission and Buy a Mansion actions remamn unavsiishble ous
to romaining lace up Friand cards of the corespending oocupation

20

THE TESTAMENT VARIANT
If you know the game well, yoa can play the challenging The Testament solo variant,
in which vou will discover your ancestors from previous Generations by recreating
the family tree from bottom up.
It was annoanced that the Last living member of an old aristoeraric family died. It
appears that he died childless, and apparently there's ne one to inheric the kuge
extate he left. Nevertheless, you've heard rumors that the descendants of the lare loed
can atill be found somewhere in dhe world.

Youur task is ro find your family roots and prowe that you are the lastliving
descendant of the deceased nobleman. Can vou uncover yoor family tree?

SETUP
Follow the setup steps for a normal multiplayer game from page & with the following
chanpes:
- Remove Complicarion cards from che Child deck.
- Useonly 3 Mansion and 3 Venture cands,
- Remove the following cards from the Misgion deck: Found 2 Political Parry,
Preparing for the Revolition, Unrest at the Court, Strengthen the Royal Mavy.
- Remove the foflowing cards from the Friend deck: Angelique, Constane, Friedrich,
George, Katherine, Lavrent, Manuel, Nathahe, Patrick, Vera.
- Don't use Patron cards,
= Instead of drawing a andom Head of the Family card take the removed Patrick or
Nathalie Friend card - this card represents you (your Starting card). Place it in front
of you. Do not pay the cost/take the dowry nor take any of the benefits provided by i

I‘alteﬂiel.mumamlnudiqurnmd
cards and place them over

your Starting card - these are
your Parente, Do not pay the
cost/take the dowry nor take
mj.r benefies praidded by thase

ca

- For each of the Parents 1ake u._._____r_,- Hv____._,a
one Son and one Danghrer card

from the Child deck and place them
over the Parent cards - these are your
Grandparents but you don’t know
their identities yet.

In this variant Friend cards wll
pepresent yoitr known ancestors while
Child cards will represent your unknown
relatives - youonly know that they extsted
bue don't know their Occupation nor
Mationality. During the game you will be
able to replace the unknown family member



Child cards with known family member Friend cards using the Who Were theep?
action (for more details, ses next page),

= Place any Mayer board with the gide for the single player varant in front of you

- Adjust the rracks on your Plaper board and rake Friend cards and Gold aceording 1o
the gender of your Starting card:

) 2 Income, & Gald, 5 Friend cards in hand for Nathalie.

b) 1 Income, 4 Gold, § Friend cards in hand for Patrick.

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

Hinz cards give you some details abour the fimily members whom you have to
discover to win the solo game. Fulfilling each Hint gives you 1 Prestige point, sothe
sooner you complete it, the more points you can score. [n onder to win you have to
fulfill all Hint cards feom all three Cenerations,

ACTIONS ON THE PLAYER BOARD

Note: All scoions can affect any family member in the Gmily tree, except for you
(the Starting card) and your Parent

WHO WERE THEY? (SIMILAR TO THE MARRY ACTION)

This action allows you to either place a Friend card from your hand next o one of your
single known /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. Chooge one of the following:

of your single family members (of the opposite
pendetl.

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

- Place a Friend card from your hand beside one

2. Pay for the wedding or receive che dowry.

3, Adjus: Income (on your Player board’s Income track) or choose cards from the
face-up Friend cards (from below the board).
4. Adjust Prestige (on your Player board's Prestige teack).
5. Resolve the special effecy.
6. Take omve 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, Orily when you create a conple with 2 known Bmily members dovou draw the top
card from the Child deck and place it befow the coaple (adulr-side ap).
Example; The plays has 0 Friend card Mickss (n hes hand, and wanls
to play it Using the Who Were they? action he can replace any Son card
represanting his urknown family mamber, If he decides 1o place i as
Angeleque's father, he takes one Son and one Daughter cerd from the Chid
dieck and places it above the Michasl card. I the Playsr decidas o play
Michas as Lucienne's spouss, he not only [akes cards reprasening Michsel's

parenis bul he aleo draws a Child card for the coupla as they ans both now
knvwn, and he places il under Lucianne and Michaal.

HOW BIG WAS MY FAMILY?
(SIMILARTO THE HAVE CHILDREN ACTION)
This action allews you to draw a Child card for any of your family's married coaples.
1. Select the eoupls whose child you want to discover.
You can choose any couple you want {xcept your parents), [t doesn’t matter if the
couple consists of known or unknown family members or both.
2 Choose one of the following:
- Draw the top card from the Child deck.
- Decrease your score on the Honor rrack by 1 Hooor poinero draw cards from the
Child deck until you draw a Child of the desired gender.
Exampla: Tha player chocses his great grandparents to diacove! thalr child,
He drawws a cand from the Chid deck. It's a Son, 80 he places i adull-side up
under the couple and nexd 1o Lucienne - if's her brother,

3, Place the Chibd card adult-gide up below the couple.

HOW WEALTHY WERE THEY?
{(SIMILAR TO THE ASK FRIENDS FOR MOMNEY ACTION)
Follow the rules of the Ask Frisnds far Money action from the multiplayer game.

WHOM DID THEY KNOW?
(STMILAR TO THE S5OCIALIZE ACTION)
Eollow the rules of the Socalize action from the multiplayer game.



SINGLE PEAYER GAME

GAMEPLAY

Use the multiplayer game rules with the following changes and adjostments:
- At the beginning of cach Generation drasr 3 Hint cards of the corrent 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 Sraring card) and your
Parents,

- There 15 no Child limit for conples.

SCORING RULES

Score Honor points for your Presrige at the end of each Generation agin a
muultiplayer game.
Do mor score Honor points for Children at the end of 2 Generation.
During the game you can soore fulfilled Hint cards. Each complered Hint card gives
1 Prestige point.
At the end of the game adjust Honor Points for the following achievements:
- Gain 1 Henor point for each non-French descendant whose nationality matches
either of ivs parents’ narionality.
- Loge 1 Honor point for each non-French descendant whose nationality matches none
of its parents” nationality,
- {Gain 1 Honor point for each Aristocrat descendant that has a parent with the
Crafisman occupation.
- Lose 1 Honor point for each Craftsman descendant that has a parent with the
Astetocrat oceiipation,
= Lose 1 Honor pomt for each unfulfilled Hint card.

Exampile: & pleyer ioses 1 Honor point for Laurent being & Crefteman bom

1o the Arstoctal Lecienne, Allhough Angeligue i also a Craltsman who has

an Angtoerat in the family (Roger), the plever does not lcea any Honor point : - e
becalss sha's not his direct descandant WINNING CONDITIONS

In opder 1o win the game in the solo variant

The player gaing | Honor point for Micheel who s Prussian and ooe of The Testament, you have to fulfill every Hint
Fis parents (Rowana) has the some nationality. As Rowena's parenls ame . card from all three Generations, [ you fil to do
wrknown, the Player cannot estabdish If her non-French natonality maiches of Th.-'lﬁ.. SOORE d}gm‘m anywaiy mkegp track of
her parants, g0 e naithar gains nor |oees sy painis. your results,

| ‘ | GAME DESTGN: Michel Hendriks Dear Cismtoemer, ous ganes are sssnmbled with Tra Authot satlves 1 bk e van den Bar. Specinl Mk 10 Aty Kivaly wala, Evienia
Tn 2 Sundor Bol, Mark de Braoander, Bran Crerauk, Enrkowe, for rr suppon and halo 0 ol stages
R 'ﬁ*mmw ooy lacks Nechasl Cibifa. Gerben Emal, Wewke Fas, ol tha duvsicprant of nis gamma

ﬂhﬂw
D, Tra you &1 : mmmﬂm .




