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	�Pink's next, they place their Lord onto the first 
tile of the 2nd line: .

	� They place the  tile above their Fiefdom board, 
apply its Special Effect, and gain its income:

	� Special Effect: They attack 
all the players who have fewer 

 than Pink has . As Pink 
only has one , this only tar-
gets players who have no , 
meaning the Blue player. Blue 
must give 2 Coins to Pink and 
place their only tile  into 
their Cemetery.

	� Income: Pink gains 2 Coins 
for their  tile.
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	�The first turn is over. Green is chosen to rebuild 
the rows, and so draws 4 new Plot tiles and lays 
them out according to the numbers on their 
backs before revealing them.

	�The second turn begins with Pink. The 
empty  tile is discarded. Pink and Blue 
aren't allowed to place their Lord on the  
tile, which is reserved for Green by their 
Scout.
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 End of Game 

The game ends on the 16th round, after the effect 
of the 4th and final Event card has been applied 
and the card turned face down.

 Important:  Each player loses 10 Gold Coins for 
�G�C�E�J���Q�H���V�J�G�K�T���'�ë�C�V�G�U���V�J�C�V���F�Q���P�Q�V���J�C�X�G���C�V���N�G�C�ë��
�Q�P�G���2�N�Q�V���V�K�N�G��

Each player adds up the Coins they have gained 
throughout the game. The player with the most 
Coins wins the game.

In the event of a tie, the player with the most 
Palaces wins. If the tie persists, the player with the 
most Churches wins, and so on, comparing the 
number of Estates of each type from right to left.



 Event Card Effects 

 • Skilled Trades •  • Precious Goods •    • Alliance •   • Barbarian Invasion •   • Black Plague • 
Each player gains 1 Coin 

for each Farmer  in their 
Fiefdom board.

Each player gains 1 Coin 
for each Chest  in their 

Fiefdom board.

Each player gains 3 Coins 
for each Church tile  and 
each Palace tile  in their 

Fiefdom board.

Each player discards a Mill 
tile   AND a Field tile  
(if they have any) and places 
them in their Cemetery .

Each player discards a Village 
tile  AND a Barracks tile  
(if they have any) and places 
them in their Cemetery .

 • New Defenses •   • Triumphant Return •   • Baby Boom •   • Peasant Revolt •   • Restoration • 
 Each player gains 3 Coins for 
each Rampart tile  in their 

Fiefdom board.

Each player gains 2 Coins 
for each Market tile  and 

each Barracks tile  in their 
Fiefdom board.

Each player gains 2 Coins for 
each Mill tile  and each Village 

tile  in their Fiefdom board.

Each player discards a Palace 
tile  (if they have any) and 
places it in their Cemetery .

Each player chooses 1 Plot 
tile from those in their 

Cemetery   and places it in 
their Fiefdom board without 

activating its effect.

 • Good Harvest •   • Reconstruction Aid •   • Vast Tracts of Land •   • Expensive Ceremonies •   • Earthquake • 
Each player gains 2 Coins 

for each Field tile  in their 
Fiefdom board.

 Each player gains 3 Coins 
for each Plot tile in their 

Cemetery .

Each player gains 2 Coins 
for each Plot tile of different 
Estate in their Fiefdom board.

Each player loses 2 Coins for 
each Church tile  AND 
each Palace tile  in their 

Fiefdom board.

Each player discards a Rampart 
tile  (if they have any) and 
places it in their Cemetery .


