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Absolute Monarchy Political Actions A r i Consulate Political Actions
Vote: T & 4 & | Vote (Empire): o RP for 1 Vote, 1 RP for 2 Votes,
(Absolute Monarchy, Constitutional Monarchy) i o = RP for 3 Votes
2 RP for 1Vote,5R}I” for 2 Votes 4 @ @ - ’ 2 _ @ @ O @ 9
. e Sequence of Play Vote (any): 2 RP for 1 Vote, 5 RP for 2 Votes
Flacate the Neobility; , < Release: Release a Personage from Prison
2 RP to place Support in a vacant City other than Paris. ) Income Phase = d ; VP &
Each player collects the RP they are due (5.0): P and score.a Vi
2 players = 18 RP, 3 players = 15 RP, 4 players = 12 RP, 5 players = 10 RP a4 < | Return: Return one of your Personages from Exile
. : o = ~ | and score 2 VP.
Auction Phase = _ N
History cards are revealed one at a time and auctioned from Deploy (Exile only): Deploy 3 Coalition or
é the Encheres (Auction) box. ; § Royalist armies.
T —— - The player who bids the most RP acquires the card (6.0) p - | Financial Reform: < - |
g and takes the Premier Jouer (First Player) card. : - A ~ § 4RPfor1VP. Ehenes RERRES: Sl
).0.0 TS | ®
' Players may use actions on their History and Conspiracy cards. s N " o
+¢l += 4 Each Personage card may perform one of their black diamond abilities ~ © .o
or a Political action from the current Political System box (7.0). t' , LILLE car e - - —— = seswsEE

U=l
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M@NAR@H]E Political System Phase

l _"_‘ Eﬁu CONSTITUTIONNELLIE | . The Political System that received the most votes becomes the new
Political System (8.0).
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Constitutional Monarchy Political Actions | 7 Tally Phase Empire Political Actions
Vote (Constitutional Monarchy, Consulat, Empire, Egalitarianism): Players collect VP and RP from City boxes with their Support and from Vote (any): 2 RP for 1 Vote, 0 @ ﬂ @ @ ahe
2 RP for 1 Vote, 5 RP for 2 Votes @ @ @ @ fergonages that earn bonuses for the current Political System or 5 RP for 2 Votes, 9 RP for 3 Votes -
Vote (Republic): o RP for 1 Vote, O oreign powers (9.0). Campaign: 5 RP to place/replace soonen il 0
2 RP for 2 Votes, 4 RP for 3 Votes zee o e Support in any City. ;!é
Campaign: 1 RP to place Support in any vacant City, s aE Expedition (Personage with Deploy action only): A
or 4 RP to replace Support in any City. S NAN TES . P ARIS 5 RPtoscore 2 VP, %&/y
.. ) EXILE >N SFL e J \'J L . / PRISON
Exile: 2 RP to Exile one of your personages. s e VP +1VP W sagt ULy D +1VP §50 Release: Release a Personage from Prison ‘22\% = AL
) ) . . and score 2 VP. Sl oS
Deploy (Exile only): 2 RP to Deploy 2 Coalition armies. EE a 1 l\Zr»r—:lEﬁ‘k!!ﬂ \ a HE a — IS
X2 ﬁ S -2 1 RP isssari U ‘ +2RP § B § RATIREN ‘ +1RP =k Return: Return one of your Personages from Exile é‘% ;,’fﬁ #37;
] N J RSSO AY = B e .. § andscore 2 VP. el o

Deploy (Exile only):
Deploy 3 Coalition armies.
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P ! Republic Political Actions SﬁN Ivp) +1VP 1RP & Egalitarianism Political Actions =
' | Vote (Republic): 2 RP for 1 Vote, 5 RP for 2 Votes O - x 1 X3 x4 x3 X[l ¢ 3 Vote (any): 2 RP for 1 Vote, Q @ O @ @ e fAs
. o : RP for 2 Votes, 9 RP for 3 Votes T it
Vote (Consulate, Empire, Egalitarianism): @ @ 5 ’ —
2 0 RP for 1 Vote, 2 RP for 2 Votes, 5 RP for 3 Votes 9 ’ S . .| Arrest: 3 RP to send any non-Exile Personage to Prison. S
Arrest: 5 RP to send a non-Exile Personage to Prison. B L K N e ,ﬁ‘:' R P ot ’"”‘2 l’; A S e £ Nationalize: Remove Support from any City, Souriew
2 Execute: 5 RP to Execute a Personage in Prison . - @ thatplayerloses 2 VP. va -
‘ and score 1 VP. 5 : 7 TOULOUSE . M ARSEILLE ‘ ot Exile: Exile one of your Personages. ’:‘%
8 Exile: 2 RP to Exile one of your Personages. " Deploy Sequence hyJb—X D vp & : vibtef4a Assassinate: 3 RP to Assassinate a Personage in Exile ==
= . 2 VB : i : 2w Y
4 Deploy (Exile only): 1 RP to Deploy 2 Coalition 1. Declare the camp and number of armies, and the city to be ST = SﬁN oncd gz VB ‘%_\g’ H

Deploy (Exile only):
Deploy 3 Coalition or Royalist armies.

B3 +1rp

or Royalist armies.  deployed in.

i . 2. Draw the declared number of armies at random.

3. Draw one reinforcement army at random for the defender.

(il

4. Highest total strength wins, ties go to attacker.
5. Winner choose one non-Leader army to remain, all others
: return to their camp’s cup.

6. Place or remove a Support marker as appropriate (11.2)
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