
move 1 own in�uence to an 
adjacent location

Move 

2 Move or move 1 own in�uence 
between locations sharing a 
same region

take 1 favoured people as good, 
from a location you rule

Exploit

2 Exploit or take 1 unfavoured 
people as good, from a location 
you rule

Plots
1 plot per card, per turn

Setup

* place Board and Victory cards 
(unclaimed side up) on the table
* separate Denizen and Event cards
* �ll the market with Denizen cards
* pick 30 (2-3 players) or 50 (4-5 players) 
Denizen cards and split in two decks
* add 3 Events to each deck and shu�e
* stack decks, put the Great Omen on top
* deal each player 3 coins, 3 Denizen 
cards, their in�uence and 1 Favour card

* players pass 2 Denizen cards to the 
next player clockwise; then pick 1 and 
discard the remainder
* resolve impact (people only) of 
discarded cards, then return to the box
* players reveal their drafted card; the 
one owning card with earliest record 
begins
* in turn order, players play card to inner 
circle and resolve impact
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Player Turn

each turn, you may take up to 2 actions,
from:
* buy 1 card from the market
(if an event card, resolve)
* play 1 denizen from hand to inner 
circle or to its map region, if not ruled 
by other players (resolve impact)
* plot 1 icon on a ruled denizen; once 
per turn you may scheme 

end of turn:
* trigger events on market’s 0 slots
* for each denizen in excess of 3, in 
hand and in tableau, pay 1 or discard 
* if you have 3+ resources, discard 1
* refresh market

* buy: place 1 coin on each slot (starting 
from the near market) preceding the 
purchased card; bribe if ruled by others
* pay: if bribing, give a player 1 coin or 
good; otherwise, place 1 coin on the 
market or return 1 good to supply
* scheme: pay 1 to resolve up to 1 icon 
per favoured denizen in own tableau
* rule: players rule a location when they 
have majority there
* dominance: a faction is dominant if it 
has majority in more regions than their 
opponent
* omen: on event purchase or great 
omen trigger, announce (�ip) an omen 
or claim victory, if condition is met

Key Rules
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