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". . The objective of the game 13 to gain wealth and influence by arranging strategic marriages, creating

' effspring, acquiring titles, building mansions and contributing to the community, The pare will last for thres
. generations. At the end of the game, the winner is the player whose family has gained the most Honor poings.

Itis 1729 in pre-revolution France.

You are a wealthy, well-educated
aristocrat, but now you see that history
i£ 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
tamilies, 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 parriarch or
matriarch — will attempt to create

a lasring legacy by establishing

a house with ties to many different
wealthy and powerful families from
France, Great Britain, Rugsia, Spain,
and other countries.
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COMPONENITES OVAERVIEW

1 MAIN BOARD

The main board consists of action spaces where players will place their pawns
during the game to engage in various activities,
The Honor track shows how many points each player has, At the end of the game,
this rrack will indicare the winner,

The Generation track shows the number of rounds there are in each Generation. It
also reminds you of effecrs thar oceur at the srart of each Generation, end of round,
or end of 2 Generation.
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4 HEAD OF THE FAMILY CARDS

Head of the Family cards are two-gided (2 patrizrch on ope side and a masrizrch on
the other). Each player is dealt 2 Head of Family card ar the beginning of the game to
start their family with this card, representing the player at the starcof
their journey.

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

75 FRIEND CARDS

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

Friends are represented by both men and women. The gender of Friend card is
distingnished by the coloe of the shield on the card: pink for female; beige for male.
This is important for the Marry/Arrange Marriage action, Each Friend also has a name
and a short descripeion (flaver texr).

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

Each Friend card also has icons representing the Friend's nationalicy and, in most
cases, oocuparion. 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 ro 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 X icon represents the Friend cards to be discarded from the player's hand.
The n icon represents the Friend cards to be drawn from the top of the Friend deck.



9 TITLE CARDS

Child cards repeesent the children that will be born to the conples in your family. For each Generation there are 3 different Title cards.
They consist of Daughter (39), Son (39 and Complication cards (0], Each card has its own cost and gives various benefits,

Eome children may have a spectal effect that awards a player certain benefits either
when the child is born of when it grows up.
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For each Generation there ave 3 different Contribution cards,
Each card has its own cost and provides various benefits,

There are 1 Gold cards of value 1, 8 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. ' { il
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6 PATRON CARDS

Each Parron card gives the player a main goal vo achieve by the end of the game
and some minor goals (scoring options) that the player can unlock at the end
of the game by obtaining Mission cards during Generation 11,
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Patron cards are represented by the E] fcon.

1 ROUND MARKER 1 STARTING PLAYER CARD

DD YO KNOW THAT..,

'COMPONENTS OVERVIEW:

15 MISSION CARDS

Mission cards present players witha Mansion cards increage a family's

challenge to fulfill in order to gain Prestige ()
Honor points and ocher benefits upon
its completion,
7 VENTURE CARDS 13 HINT CARDS

Hing cards are uged only in
the single player vartant
(for maore details, s=e page 20).

Venmere cards increase a family's
Income ().

12 PLAYER MARKERS

808

{3 markers in cach of the Flayer colors)

These markers are used to mark the players” Income [:-i:l and Prestige | ‘]n
on the Player board, and Hooor points [_.:, 1 on the Main board.

WHIRL EMGLISH TOOAY I8 THE INTEAMATIOMAL LAMGUAGLE, 1M THI
LATH CENTURY FREMCH WAS THE LINGLUA FRANCA, REFLACING LATIN AS



4 PLAYER BOARDS Note; On the back of the Player boards vou will find the same board
The Flayer boards have action spaces where players will place their pawns during with slightly different action names. Use this only for the single player varians:
ﬂ'ﬂ! game 1o engage in various acriviries. The Tegeamisnt (for more detalle, jee page 2031,

Each Flayer board aleo has a personal Income and Prestipe crack.
Income (", ) gives the plaver Gold ()] ar the end of each roand.
Prestige [ h;i'] gives the player Honor puints{'_:-_‘.l at the end of each Generaton.

Prestige and Income are unlimited — players may have more or less !CGNS [N THE G'AM'E

than the tracks indicate, Throughourt the game you will find 2 number of icons in common use.
& Increase Income by 1 g Decrease Income by 1
@ﬂuﬂrﬂ&dﬁd[ﬁﬂﬂtﬁ:hﬂk} @ﬂdﬂmﬁmhhﬂ
'J Increase Prestipe by 1 'ﬁ Diecreaze Prestige by 1
'lﬁ'rlmtﬂnmrpuhmhyi *Dﬂmﬂmlpﬂiﬂhh}i
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GENERATIONS

There ase 8 Player pawns (2 pawns in each of 4 player colors): Players will nse them 1o
select an action on the main beard and on their player boards. f H' Generation 1, 10, II1, IV

There are 15 Addirional Action pawns (3 pawns in each of the 5 acrion colors): m' ”
Additional Action pawns can only be nsed to perform actions from the main board.
- . _ FLEmmlim

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

orange (@) - Initiate Venture, red (@) - Undertake a Mission, sky-blue (£ 9
- Hire Fertility Doctor, yellow (¢ 00 - Acqwire the Trtle or Contribude fo Community. : .
The ber of Additinonl A¢ion pasnsis i Mote; The colors of the pawns and actions also correspond to the color of the

% ! _ occupation icon on the Friend cards, bat this is only relevant for the single player
They cannot be gained if none of the respective coler remain. variant: The Testament (for more detiils, see page 2a),
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The following rules refer to a game for 2-4 plapers. Rules for the single player game g Gold cards

can be founid oz page 30. Separate the Gold cards by their value and place them face up near the board,
1. Place the main board in the middle of the table, creating the bank.

2. Sort the cards according to their type and place the following cards in the 3. Shuffle the Patron cards and deal each player one card. Each player may look
appropriate ficlds on or beside the main board: at the card they are given and then place it face down in front of themsebves.

2, Tirle cards Return the remaining Parron cards to the box, without revealing them.
Beparate the Title cards for each Generation, Place the Tite cards for Generation [ & Shuffle all Head of the Family cards and deal each player one card.

face up beside the main board next to the Acgnire the Tide action space. Cards for
Generation II and Generation I should be set aside face down near the main board.

b. Child cards

Remenve g Son and 9 Danghrer eards from rhe deck. Thess cards will be 2 reserve, 10
use if the Child deck run out during Generagon IIL

Shuffle the resr of the Child eards and place them face down on the appropriace
space on the main board (the Hire Fertility Doctor action space]. Toite cands

dascard piie

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

Note: When yon place the entire Child deck on the main board ir can block the view -
of the Hire Fertility Doctor action space for some players, It i3 recommended that vou {
place anly a few cards an the main board and replenish the déck when i1 runs oot ,

¢. Mansion cards & Venture cards | S ——
Determine the nnmber of Mansion cards and Venture cards according to the tabie — - o EE.EE.EE ﬂ:ﬁ:
below. Place the appropriate number of cards in the corresponding spaces on the 2 s PP ERT LY

' 3 jumber of Mansion/
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. Contriburion cards

Separare the Contribution cards for each Generation. Place the Contribution cards
for Generation I face up beside the main board nexr to the Contribure to Communiry
action space, Genzration 11 and Generation 11T cards should be set aside Gice down
near the main board.

f. Friend cards

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



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

If there are |ese than & players, rerurn the remaining player picces to the bax.

&, Each player chooses to start the game as either 2 man or 2 woman by placing che .
Head of the Family card with the appropriate side face up in front of himself, -
These characrers represent the player as the head of the family and, depending on b
the gender, determine the player's starting conditions (Income, Gold, Prestige, etc.).
Noge: Iris good o place the Head of the Family card in such a way thart there will be ’ ra?
room below it for 3 more rows of cards that will ereate your Gamily tree (for more =
details, see next page). .
[l
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g o - 7. According to the Head of the Family card, each player: .
2. Marks the szarring Income on his player board, nsing one of his markers, ¥
b. Receives the depicted amount of Gold from the bank. '
c. Receives the depicted nomber of Friend cards (his starting hand) from the face- —
down deck o
d. Recejves the depicred Additional Action pawm. ”"“:
Nove: [f a2 player does not [ike his gtarring hand, he may shuffle his Friend cands back “:'i
irrto the deck and draw a new saming hand. This i known as akdng 2 mulligan. Ifa ~ § g
player does so, he has to keep his second hand 28 his starting hand | .
8. All remaining Additional Action pawns are placed near the main board in easy i
reach of the plavers, creating the general supply. e
9. Each player takes one of his markers and places it on the "o" space of the Prestipe
rrack on the Player board and his final marker on the “o” space of the Honorcrackon
the main board.
10, Randomly choose 2 srarring Player, who receives the Starting Player card. 4
Miode: Thr Ht;:r:ng |'I|J-_'r"¢‘: r_a.l_'-.‘. L5 pu.:se-.d slackvrize o '.hl- TiekE pl:a._:.lrr =14 I|'_u- |1r-g|::ni'.'.g
of each round.
11 Place the Round marker on the first space of the Generation track " !
Mow you're ready to begin the pame! i;
£ P i a




“THE FAMIIEYSFREE

During che game players place Friend and Child cards in their playing areas and
thereby form their family tree. Each time you marry off one of the Sons or Daughters
in your family, you will place the Friend card next to him/her as hig/her spouse

and create a conple. Each dme a conple have children, you place a Child card below
them, Just remember to leave some space for the future spouses of the children. At
the beginning of the next Generarion, the children will geow up: They can now be
married and have children of their own, and 50 on.

The family tree starts with the Head of the Family who becomes - with his/her later
spouse = Generation L During the rounds in Generation I vour actions will only affect
your family members of Generation [ (and their children in the cage of an Arrange

DD ¥OU ENOW THAT..

THE TITLE ©F 'MOBLE WASH' T GUARANTEED?

— OME HAD TU LIVE ROBLY. CERTAIN ACTIVITIES,
SUCH &S DOMMERCIAL ANDY MANLUAL SMCTIVITIES,
COULD CALSE A LO55 OF MORILITY,

DD YO ENOW THAT..

Marriage action). At the beginning of Generation 11 all children will grow up, becoming
family members of Generation 11 During Generation 11 rounds pour actions will onky
affect the family members from Generarion [T (and their children), and so on.

In order to easily identify the family members of each Generation, the cards are
placed in rows — firer row of cards is Generation [, second row i Generarion |1,
ete. Although the game only lasts for three Generations, each player will have

four rows of cards — the last one are the children born during Generation 111 -

the future Generation IV which is only relevant for some scoring options on the
Patron cards.

LOWE WS SOMETHING THAT CAME AFTER MARRIAGE FOW BOBLES I THE 18TH CENTURYT
MARRIAGE WAS A WAY TO FOM FAMILTY ALLIANCES AMD MAKEE SULE THERE WOLILD BE A
WORTHY HELL ARKAMNGED MARRIACGES WERE THE MOET COMMAORN WRY TO GO, ANTRIT
WAS NOT LIRNCOMMOMN FOR YOUSNG CHILDREN TCO BE PROMISED 1M MARRLIAGE



The game is played over 9 ronnds diveded into 3 Generations, after which the game ends and players score -

r - o P
A ( STORY :
MAKING HISTORY points for their Patron cards
egacy: Testament of Duke de Crecy Generanons consist of chree maln pars: sTam; paying rouwnds, cond g T
iz played over thres generations
comprising a total of nine rounds.

Sk e S GENERATION START o

grow in size, wealch and fame,
striving to establish a lasting legacy. But 8kip this part in Generation I - everything is already set up and you can play the first roand. The following rules apply
to Generations IT and IIL

there are athers who degize po become

e e AT THE BEGINNING OF THE GENERATION 11 & I11:
amous than you, Can you become the most

famous family in Prance?

-Eachph;p:rg:hm:mdnmﬂﬂiﬁuul&nﬁm Mote: For e purpose of e spacial elfechs tngoeied L™ =
SR T pawn. oy some cards, a player chooses the orger In which the
GENERATION I; | , idsirtmini gl &
MATRIARCH/ Take 5 Additional Action pawms, each ; e e
PATRIAT ;'.H @ of a different color. Beginning with the
A ARG first player and proceeding in player

— - Any Title and Contribution cards remaining from the :
previous Generation are removed and replaced with new .

anes from the current Generation.

Example; Al the beginning of Generation 1| discard

You are the matriarch or patriarch of a fairly
famous family, but you have great ambitions
for pour kin. You dream of establishing a
family of great renowm, bat vou understand

arder, each player is given one random
Additional Action pawn. The remaining pawns are
returned to the general supply.

this will take time. Getting off 1o a good =Ehios yoou iip gll remaining Title cards from Generation | and put
start is essential, and whar berter way than {F——| Beginning with the first player and three Generation 1| Tithe cards in their place, »
to marry into wealth and fame? Il’qml;' proceeding in player order, each player - Dincard tha Complicits A . :
| ey rocates their Child cards 180° (o the Genetation (If any players had any] I i
GENERATION [1: adult side in any order to indicate that : il
THE CHILDREN the child has grown up.

You are in full concrol of your family, and
your destiny beckons yoo. You are no longer
the young man of womin you once were, see page 12).
and now your dreams musr be realized by
your children. They must, nay, they uzlldo
their share in establishing the family's fame
and fortune. adult-sida up. A player has 3 children and 2 of tham

All arranged marriages are now carried out, and the players
should follow steps 3-6 of the Marry action (for more details,

Exampla: Gararation I stars and all the chidnen bom in
Giansraiion | grow up, so asch player fjurns thelr cards

hive aTanged mariages - ong wilth Ann and one

GENERATION 11L:

THE GRANDCHILDREN
Finally, with your family’s legacy aleeady
shaping up, rime has come to reap the fruirs
of all this hard work, You can =it back in the
director's chair and lead this Family into
the collective memaories of the nation. Your

with Evgenia. The player has only 4 Friand cands

in his hamd bul wanis o get the Honar poinks givan
by Ann for heving &l l=ast & Friend cards, 8o he
decidss ko carmy out the marriege with Bwgani first

= s firs] player rotabes 1ha Friend card o complhats
the marriage and, thesedore, tekaes 2 face-up Friend
pands indo his hand, increases hs Prestige by 1, and

galne a yedow Acditional Action pawn &nd draws a Child
card for the coupla, Now the player has 6 Friend cards
in his hand and process ko carmy out e marriage with
Ann; He ta&as 1 Friend card and recelwes 2 Honor polngs
as be now has mora than & Friend cards in his hand. Tha

grandchildren now, steeped in nobility, will
takie over and complete voor lifelong dream.
But will it be enough? Will your family go
down in higeory as the family that ruled the

16th century? Only dme will redl

player then drews & Crald card for the couple.
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“GENERATIONS AND

PLAYING ROUNDS

Each Generation conststs of a different number of rounds:

| _ | Generation | -2 rounds
II 9 / Generation 11 - 3 rounds

i Generstion 111 - 4 ronnds

Each round consists of player turns in which players place one pawm per tum to ke
an action. Players may end up taking different numbers of actions during a roand.

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 Ronnd marker in the “Round 1” space).

2. Pass the Starting Player card clockwise to the next player (skip this part in the 152 round).

ACTION PHASE

This 15 the maim phase of cach 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 action space on his Player board or an unoccupied [j

action space on the main board. D
Omly one pawn may be placed per action phase turn.

Actions on the player board can only be selected using a Player pawn, while an action
on the main board may be taken using (in any order) either a Player pawn or an
Additional Action pawn of the color corresponding to the action space.

Action spaces on the Player board may hold multiple pawnis (and therefore may
trigger the action multiple times).

Fossible actions that can be taken on the Player board ares

Each action space on the main board can only be used by onie pawn per round. In
other words, a pawn can never be placed an an action that is already occupied on the
meain board,

Poggible actions on the main board:

2. Afrer placing a pawn, the player pays the action cost (if required) and immediately
carries out that action. The plaver must carry out the action; he cannot place a pawn
and ignore the action,

Actions can only affect the current Genaration, with the exception of the Marry or
Arrange Marriage action, which may affect the current generazion (Marry] or che next

generation [Arrarge Marriagel
ol

Exampla: A player chooses the Buy a Mansion action by placing a pawn in
ihe respective action space. That action can no longer be taksn agein by amy
player (inciuding the playar who already took the action) during this round

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

Mote: As [ong as a player has not placed all their Player pawns, be bas to take his tum.
Only the Additional Action pasns can be gaved for laver rounds (and only for thar
Generation].
Example in B Bird mund, o ployer has ised ors Player poswn, ard alill o ohe umosad
Fiavar pawen, 58 ‘el 85 0ne inused Somhonal Action pawn (Enat can onfy be used lor e
Huy m Mansion action], The ployor canT usg tha Scdiional Acion pown, bocouss e Buy
B Mangion aclion has aready Deen esleciad by ancibar pigyer, 0 Na ME8 10 uss AiE E&e
Playar pawn during his st (and (st} tum, Thom sre 51l two more rounds 0tha cumret
Genaralion, 5o b can keep e Addilicnsl Aclion piven b Jaler use

DD YOU KNOW THAT...

MADAME DE BFOMIADOUNL ROSE UT LW SCCIETY FROM A COMMONER
T HECCHAE THE ROYAL MISTRESST SHE WAL & TREMDSFTTER

AN EMTELLECTUAL AN FLADY GREAT INFLUESNCE OVERL THE KLRGE
TOLITICAL DECISICRSS, BOTH FOREIGH AND DOMESTIC



NUMBER OF ACTIONS TAKEN IN ONE ROUND

Each round players are able to-condnet 2 actions as each player has 2 Player
pawns, At the beginning of each Generarion as well as during the game,
however, players can obrain Additional Action pawns that allow players to

take more actions, |

Note: Each addinonal Action pawn allows a player to take anly a specific
kind of action, conststent with its color (for more details, see page 5,

Each Additional Action pawn is one-use only and is rerurned ro the general
supply at the end of the round during which the player used it
An Additonal Action pawn does not have to be used during the roond it was
obtained - it can be saved for later use, However, it must be used before the
Generation during which it was earned ends; otherwise, it is returned o the
gencral supply.
Example: A player starts the round with the two Player pewna. On his
firgf turn of ihe round, be uses one Playor pawn (o Marry ang of his

temale farmily members to Perre and tharefore gains an Additional
Action pawn that can anly be usad for the Lindarfake a Migsion action.
Mo i can take 2 actions, one of which must be-of & spacific kKind

{ Uinolariake a Mizsion), or he can teke only 1 action with the remaining
Player pawn and keep the Additional Aclion pawn for laler use in any
of tha upcoming rounds of the current Generation.

INCOME & CLEANUP PHASE

At the end of the round (after all players have completed all therr actions):
' L. Each player receives an amount of Gold equal to his current Income
g"' indicated on his player board (except for Round ¢, after which you get no
LS I'I Income).

Example: A player with an indicaled Income of 4 geie Gold cards with 8 iotal
vaiue Of 4 af the and of the round,

2. Mayers retrieve their pawns from both the Main board and their Player board.
3. All Addirional Acrion pawns are removed from the Main board and returned to the
general suppiy.

GENERATION END

After the last round in the Generation:

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

[
| r-*ﬂ indicated on their player board.

9885008870008 D
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Exampla: Afar the kast round of Genaration |, 8 player's Prestigs track
inciclos (el i Currend Prostice 5 8. He then moves Big marker B spaces
ahead on the Honor track

Moes: Tt ig Eu.!::l:il'ﬂ-!' 1o Joge Honor poines if that ig what the Prestigs erack indicates

T 2 Each player peceives Honor points equal to the number of children that
J@} were born in their family during the current Generation. Each child s worth
1 Homor point. It does noc matter if the child has a marriage arranged or not.
Example: At the end of Generation Il a player has two couplas In the
current Ganaration. One has o childran, the ather ona has three childran.
The player acvances his maker five spaces on the Honor Track,

em—————d

Mote: If you have oo children born in the corrent Generation, your Samily s extinee

i
JI:IIII YO MORE ':IEI' iJ_a."':IIIl:' i Boce

5, Return all Addivional Action pawns to the genersl supply,




Remember: Actions on the player board can be taken mulople times in one rotnd

MARRY OR ARRANGE MARRIAGE

arry off one of your family members from the

current generarion to one of your friends.

These friends are your connections with the
famous and wealthy members of high society, such as
& Spanish prince or a member of the royal court. Other
Friends may not be so famous or wealthy, but they ars
powerful nevertheless, such as thar manipulacive Prussian
Blackmailer. All decisions have thetr consequences, but
whart are the costs? Choose wigely!

Cost: Vartable, see below

i) Marry

This action allows you to place a Friend
card from your hand next to one of your
adult family members in the corrent
Generation, so that they create a couple.
1. Place a Friend card from your hand
beside one of your single family members
{of the opposite gender),

2. Pay for the wedding or receive the
dowry.

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

4. Adqust Prestige (on vour player board's
Prestige track],

5. Resolve the special effect.

&, Draw the rop card from the Child deck and place it below
the couple (child-side up, adult-side down) or résolve the
Complicarion card.

Examgple: A playsr Mamies cne of the Sons in his family
with Gertrude. He places her cand besidae the Son who

- s her, lakes 1 Gold for the dowry, takes 1 face-up
Friend card, increasas Prestige by 1 and chacks if he has
anolfer Prossian in his family. He also has Friedrich n his
family, a0 he gaina additional 3 Gold. He draws & Child
oard for the couple. IP's a Daeghter, and he places har

Ry | under (he couple.

12

Remember; Unless explicitly stated otherwise, all special effects are resohred once,
immediately when the Friend becomes 2 member of pour family

bl Arrange Marrizge

This action allows you to place a Friend card from your hand upside down next o
one of the children in your Rmily thar does not already have an armanged marriage so
they auromarically ger married ar the beginning of the next Generation,

1. Place a Friend card from your hand upside down beside one of your family's
children (of the opposite gender).
: B
2. Pay for the wedding or recelve a dowry, .
3. At the beginning of the next Generation all children grow up, and all arranped

marriages are carried out. Only then follow steps 3-8 of the Marry action [adjust
Income/choose Friends, adjust Prestige, resolve special effects, draw a Child card).

Mote: During Generarion [11 the purpose of arranped marrizges is only to fulfill goals
on the Patron card.

Mote: Plaring the Friend card upside
down will remind you that the marriage
has not yet been completed bur will be
carried put when the child grows up
(for more details see page 9)

Remember: Priends in arranged
marriages are aleo considered partof
your family for any purposs,

COMPLICATIONS AT BIRTH

Besides Sons and Danghters, the Child deck also containg
Complication cards. If you draw one, you have tochooseone
of the following:

- Lose the child (your action is over and no child is born -
don't place 2 Child eard below the couple).

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

e

the Child deck ontil you draw a Child, which you then place
beneath the father). For remarcying rubes see page 17.

Whomever you choose to lose, keep the Complication card and place it

next toyour family members from the current Generation. Any subsequent
Complication cards that you draw in the current Generarion will not affeer
you - discard them and draw cards from the Child deck until yon draw a Child.

Note: The Head of the Family cannot die due to a Complication - in surch
a situation you must lose the child
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AGHONSHON=PLAYER

HAVE CHILDREN

ne of the couples in your family is geing to have

more children. Children are the [ifebload of 2

healthy lineage, so rejoice in plenty. But consider
carefully whether yon want a girl or 2 boy. If vou don't
care, don't worry, bus should you have the perfect son-
in-law lined up, or the ideal candidaze ro boost your
finances, then you might jost care enough to bring in
Francois Chopart, a famous arologisg, who might be abie
o help wow. Dioctors are beginning to understand chat
Fertilicy is not witchcraft but science; however, there 15
gtill 2 lot of trial and error, Some docrors even believe
that they can ensure the gender of the child by cutting off one of the testicles. If the
rumor gets ot that vou took part in this, your good name will be defamed.

Cost: Wariable, gee below

This acrion allows you to draw a Child
card for one of your family’s married
coiples in the current Generation.

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

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

explicitly stated otherwise, %
2. Choose one of the following: !
- Draw the top card from the Child deck. .Y |

- Decrease your score on the Honor track
by 1 Honor poine to draw cards from the
Child deck until vou drawr a Child of the
desired gender or 2 Complication card
{for moree details, see page 12). Shuffle

the rejected Child cards back ineo the deck,

Mote: Ifyou decide to draw cards until you find 3 Child of the
ledired EEI'.IJ.L'F buae yau draw 3 Com I."I.:LJ.IJIJ!I card, L hiawe to
resolve the Complicaton before continuing. Only if vou decide to
loge 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 otheranse, each couple cannot have more than
1 children.

ASK FRIENDS FOR MONEY -

veryone knows that friends help each other, and this, of course, is true foryour
family too. 5o when attending a meeting of the Encyclopédistes, overacupol  ~
coffee, you gently suggest that you could use a licde financial help’, Butwarch

ot yon don't ask for too much! 1 am sure your friends will stall help yoa, bus they - .
mighe end up talking behind your back, and you know how this affects your name, !
Ask for more and vou might even end up losing some friends — no one wants to be -

connected to 3 begpar, however noble your linsage!

Cost: Vanable, see below

This action allows you to gain some Gold ().

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

- Pay noching to receive 2 Gold ().

- Lose t Honor point (3¢} to receive 3 Gold (i_)).

- Loge 1 Honor point (3¢ ) .'I.I'Idﬂ'.i.ﬂ.'l:'l."f:[]! Friend card { 2]
from your hand to recerve 4 Gold ().

2. Take the Gobd from the bank.

SOCIALIZE .
ow do you want 1o spend your time and money? A weekly visit to brasserie
Le Procope, the meeting place of intellectuals, should ensure you establish &
some new connections with an influential family, But if vou want more, g
you are going to have to show off. Perhaps a dinner organized to discuss Voltaire's H
latest work will win you more friends, bur it will cost you too, O, ifyou want the |
pick of the 1own, you will have 1o go all out and make 2 splendid appearance, with § -
footmen and carriages decorated with gold, at every ball.
Cogt: Variable, gee belowr
This action allows you 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 votake 1 Friend card ( * ).
- Pay 1 Gold ()] totake 2 Friend cards { ¥ ).
- Pay 2 Gold () to take 3 Priend cards { ® ).
2. Take the cards and add them to your band.

Mote: You can never leave a gingle tace-op Friend card. Any rinee you take Friend
cards and only one card remains, yon must draw the final card (a8 no cost)
Afterwards draw s whote new et of ru.cH-E.p Friend cards,
|'!':§|ITF||."' I'nana ang 3 faco-up Friend oaros aviighiy, & playor [dos e Socalsag i '
aclion and chooses 10 pay one Gold (o lake wo cands. Sinoe cne Friend card would b
ramain, tha plaar has 1o 1eks e Sard for frog. ANEnETES B naw Bet of face-ug Friend
caras s displeyad



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

ACQUIRE THE TITLE

aving good connections with those close to the king ts of vital importance,

if pou are interested in acquiring a ritle or two for your family, as we

cannot all be so lucky to have a title fall into our laps like that Baron de
Montesquiess, OF course, vour pockers will have to be deep as well, if you would
like the king 1o confer on your family special privileges, but the investment is ever
ga worth it. The jealousy of those friends who pretend to snub your practices only
demonstrates how influential you have become,

Cost: Variable, always depicted on the
Title card.

This action allows you to gain various
immediace benefits,

1. Select the Titde card you wish to buy
and pay the cost.

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

1. Take the card and place it next to
ome of your adult family members {or

a couple).

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

A Title of a single family member
becomes the Title of the couple, should
the Titls-bearer per married,

Example: A player wants jo ecquire the Count Title card on his tumm in & round
of Genaration |. He sslects the Acguire the Tis action (which had not been
faken yel), payve 4 Gold and discards 2 Friend cards from his hand, places

the Title cand next to his Hesd of the Family card and receives the banstits:

+2 Preatige and +1 Income. Mo playar (including the player who just usad tha
Aoguire the Tithe aotion] can take this action agaln this round. Since ooy adults
{or couples) can get Tiles and they era limited to one Title &t most, the player
canndl buy mane Tilles during this Gengradion

There will be a new set of 3 Title cards avatlable each generation. Each card hasa
different cost and gives different benefite. They are not replenished when they have
all been taken.
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HIRE FERTILITY DOCTOR

re you having trouble conceiving? Are you worried yon might not have a
ﬂ]rﬁjﬁmﬂ: heir to your name? Fear not, the court’s very own Madame do

Condray will help one! Ar lease one child or pour money back! Sure people
will look dowmn on you for this ifword gets out (and it abways does, doesn't it7), but it
was not like you were infertile, right? No, this couple will bear children ar least twice
in the coming years. And all thar for a mere pirance... for a noble family like yoors.

This action allows you to draw 2 Child
cards for one of your Bamily'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
to take the Hawe Children action.

Nore: You can anly choose 2 couple
that can have at least two more
children.

2. Draw 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 Complicatien {for more
details, see page 12).

MNote; Draw one cand af a time incase you enoounte:

a Complication, and remember that you can only

be affecred by one Complication per Generarion

[for more details, ses page 12), 20 if you draw two

::l' I!il.f.:l:l_ i.Enr.: e the :-:-:l:‘w-::-nl'l ofie and ]-:tﬂ: '|:h drawi "‘E L'a.rdu

from the Child deck until yoo get a Chald.

Examgle: A& player sslecis a couple that has one Child card. He pays 2 Gold
and discards 1 Friend card from his hand. He draws the first Ghild card - it's

a 3on; 5o he places the card below the selected coupla with 5 child-side up,
The second card twma out i be 8 Complication — he chooses 1o lose the child,
g0y he ends up with two children but e keeps the Complication card. Any lime
during the current Benssallon when hea encounters another Compllication cand
for any coupde, he ignoees | and draws umill he geds a Child card,

i_]l 3 ¥OU KNOW THAT.,

LIVING BICTH TG A ROYAL HETR WAS & SFECTATOR SPORT TO EMSURE THE
INFAMT WASH'T SUBSTITUTED? MARIL ARTOIMETTES FIRST LAYTHG MEARLY
LED TO HER DEATH, FOR WHEN THE OBRSTETRICIAN CALLED OUT, "THE CILEEN
1% GOIHG TO GIVE BIETHT. PEOFLE POURID (MTO THE CHAMEER 1M & BLISTH,
WITH QONLY TWC TAPESTRY SCREENS SLIRRCUNDING THE BED FREVENTING
FEQPLE FROM BEING TEHROW N DOWN I:Jr‘:-lﬂ.-l HER TWO T MMEY-SWEEPS
EVEM CLIMBED SNTE THE FURNITURE FOR A RETTER SIGHT OF THE QUEENI
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S ACTIONS ONSRHE MAINBOARD.&

BUY A MANSION
nee pous have 2 mansion yeu woeldn't know how to do withour. 1n face, pou're
already trying to gain the services of the most fashionable architect for your nest
mansion. For a trise noble Rmily, it is a bare necessity - where eles to show off
those paintings, sculpoures, silverware, and dishes, or hold your lavish parties? Sure some
struggling nobles will begrudpe you your fame and wealth, but really, do you even care?

This action allows you to increase your Prestige.

Cost; Pay 3 Gold and dizcard 1 Priend
card from hand

1, Take a card from the Mansion deck
and place it next to one of your single
adult family members {or a coaple).

UNDERTAKE A MISSION

t is your fortune o have been bom inco nobility, bur it is also a great

responsibility. In your lifetime, you will embark on many adventures,

devise conspiracies and engage in a political strugple with one mission
only - 1o uphold and advance the noble name of your family. And while the job is
not a8 romantic a8 it 8 made out to be - that sense of accomplishment after you're
eompleted 2 mission is worth it every single time.

Thiz action allows you o draw

2. Increase your Prestige by 2. j

Note: As with Titles, any family a) During Generation | and IT:

member (or a couple] cannot hawve

Mission cards (during Generations g

I and IT) or activate an endgame |
scoring option on your Patron card

[during Generation IT1}.

Cost: Digcard 1 Friend card from hand.

Draw the top 2 cards from the

mare than ooe Mankion Mission deck and choose ene to keep,
discarding the other. Place the card
The number of Mansion cards is face up next to vour player board e
limited and depends on the number i P
of players (see the Setup section on Misston cards offer a challenge to
page 6). fulfill and reward you with Honar
points and other benefits for their =

on s ki completed during the game rather

iving off the land and work of peasants is noble, and is the way your than ar the end of it (to receive Honor

ancestors have lived for centuries. However, it no longer pays the bills. Yoo points and ta profit from other .

are struggling to ges by, what with the grand parties you give and the art benefirs). You can complete a Mission [ -
you commission. A smart invesrment into 2 mine or forge like the Forge of Clavidres, az amy time during your turn but R
could solve all your problems. Just beware not to get trapped by the lure of casy gold hefore the final round ends, I
or people will doubt your claim o nobiliny.
This action allows you to increase your Income. b) During Generation III:

; g @ Draw the top card from the Mission deck and place it face down under your
Cost: Lose 1 Prestige and discard 2 Pitroi cicsik
e D6 e read the Gad = Mission Girda yalned fn Senerssioh Tl abe g0 o
ot be card — Mission ¢ gained in Generarion [11 are only to allow you

1. Take “i_"“tf'm'i“ ";f::utumqml.: to activate a chosen minor goal (scoering option) on your Patron card at the end of
and place it next 1o one of your single . . the game. One face down Mission card allows you to score one minor goal of your L
adulr family members (or a couple). & choice. Each minor goal may be activated only once.
2. [ncrease pour Income by 1. Note; You cannot decide 1o use an unfilfilled Mission card gained during Generartion ] -
MNote: As with Titles and Mansions, any I e £ or II 1o activate a scoring option from the Patron card at the end of the game.
IJJ:I.iI:f I:'.I‘:::IIJH: LLIT =l '::I.lll'l'll." L i by Bl I - -
have more than one Venrre
The number af Venture cards is (3
limited and depends on the pumber
of players (see the Setup section on

page &).
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CONTRIBUTE TO COMMUNITY

‘Ihtawcjuu experience in the presence of the Chateau de Versailles is
something that has truly inspired you. To contribate to the community

you, for everyone to see the extent of your success, to think thar
now you are able to give whereas other nobles oaly take, is unimaginably satisfying.
When you are standing in the ciry, marveling ar the splendor that you have creared,
you sigh in contentment - your family will be a lasting legacy indeed.

This acrion allows you o gain various benefirs.

Cost: Variable, always depicted on the
Contribution card.

ﬂ -—-———q‘_ ﬂ'
1. Select the Contribution card you -url i llet
wish to buy and pay the cost,
1. Receive all che benefits from the

Contribution (Honor, Prestige, Friend
cards).
3. Take the card and place it nest

to one of your single adult famdly
members (or 2 couple).

Note: As with Titles, Mangions and
VErntures, a0y .‘-.J.r|1.'|!.' mermber
{or 2 couple) cannot kave more
than ene Contribution

Example: During a rownd ol
Generation |, a player chooses
the Corfnibuwle o Communily
action {which has not been laken yet) and selects the Court Ballel, He pays 2
iGold and decreases Income by 1, places the card next toone of his couplas
in Generation || and recehes the benalits: +1 Honor polnt, 42 Frestige. Mo
playsr (including the playsr who just used the Cominbute fo Community action)
ican take this action again this found. Since Confribution ocards ang limied o
ong Confribution for ong family member (or & couple), this parlicular couple
cannot hayve any more Contributions.

Earh Generation there will be 2 new ser of 3 Conrribation cards availzhles, Fark card
has a different cost and gives different benefits. They are not replenished when they
are all taken,

DD YU KMOW THAT..

THERE WERE THREE MAIN WAYS TO DBTAIN A TITLE I8 FRANCE? DNE COULD DO
S0 THIRCRUEH BOTTH, USUIALLY, AUT MOT ALWAYS FILCHW THE FATHER, THRIOLMIH

GAMESEND

FINAL SCORING
The game finishes at the end of Generation I11. Now the final scoring oceurs.
Each player reveals thetr Patron card and scores pomts for

[

= Any minor goals of their chodce that they can activate,

Remember: [n order to score any of the minor goals on your Patron card you must
have E.'II:‘IEn:l a Mizgion card Ll.ll.:ing Generation 111, Each such face dowrn Misgion
card allowss you 1o score one minor goal of your choice.

Example: A& plever has the Patron cand callsd John Law. FEs Incorme is 8, 55 ha
receives 8 Honor poinis and eince he aiso has galned one Mission card during
Ganeration |Il, ke can score one of the mindg goals on the Jobn Law card as
wall. He only has one mamage aranged with & Crattsman for Genarabion [V
But he seas that he has 14 Gold, =0 he chooses o score for his wealth and gets
4 Honor paints.

THE WINNER
The plaper with the most Honor poines ia the winner. In case of a tie, the tied plaper
with the most Friend cards in his hand wins, If players are s2ll tied, then the winner
is the tied player with higher Prestige, [Fehere is still 2 tie, then the ted players share
the victory.

OFFICE, SAAMLY POSITROMS | GOVIERMMINT 08 o LETARY, S8l 0y LETTERS', . % i -
MEANTNG A ROYAL GRANT - do. T . &-.l-
I = T =
L) S LR
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GOLDENSRULES

il
Fr

MNote; Some of the rules listed in this section have already been stated previously, PUHRRY] H'G M"ID E [.H"-"'T HG CH]LD R.EH
bz are presented here ance more for the purpoge of gathering all the golden rules O You can only marry people of the opposite gender,

1 one pl
in one place 0. Only couples can have children.

CARDS IN GENERAL O Unless stated otherwise, any couple cannot have more than 3 children.

() 17the card effect contradiets the text of this rulebook, the rules on the card take

it e REMARRYING
0Thmunumuimmnumhernl‘mdlpl:ymma;.'hm[nmehhand. Gmlm‘mﬁTﬂf;mmEm fon at Birtiyan originat feally
QEanhq.rp:uEratdi:dide:dtﬂitamdiamrdpﬂc. OE“ s it P S ST o tis o
(O 4 family member {or couple) cannot have more than one Title, Mansion, chiliiren will count towards the couple’s child Brmit. i
Venture, or Contribution card, but they can have any combination of these 156 i o bl e it Fevine) i
cards, e ! 3
ahar rermartying, bocauso he already has a child from his Sormae
Q Patron cards and Friend cards in a player's hand are kept secret from other marriage,

players. Everything else is public knowledge.
HONOR, INCOME, PRESTIGE

FRIEND CARDS 0 Prestige and Income are unlimired — players can have more or less than the
() Each time (no matter why) you are to take any Friend card from the face-up tracks indicate (you will need to track this for yoarself).
cards, you may always take the Friend card of your choice, Losing and gaining Honor poines: Players can lose and gain unlimited Honor
You can never leave a single face-up Friend card. Any time {no matter why) you potints (despite the track only showing values from -3 up to 50).

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

0 Replenishing: Face-up Friend cards are not replenished until 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 Friend cards is exposed.

Mote: If there are not enongh face-up Friend cards to complete an action
{e.g. the player pays to take 3 cards with the Saefalize action, but

there are only 2), the player takes 25 many as possible, then the Friend
cards are replenished and the action is continued.

0 If the Friend deck runs our at any time, reshuffle the discard pile and use this as
the new deck.

Unless stated otherwise, all special effects are resolved immediately when the
Friend becomes a member of your family and are one-time effects only.

GOLD

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

ACTTIONS IN GENERAL
() A actions only apply to the current Generation (or its children in case of the
Arrange Marriage action).
(O Each action on the main board can only be used by one pawn per round.

() Actions on the Player board can be taken multiple times per round.

DIDYOU KNOWITHAT.,
bl-:" o [_:ﬂ. :



“CARDS IN'DETAIL

Here vou can find some more details and clarifications about various cards effects,

FRIEND CARDS

SPECIAL EFFECTS

Unless expiicitly stated otherwise,
all Friend special effects are resobved
one-time only when the marrizge is
completed, immediately after you
adjust Income/take Friend cards and
adjust Prestige given by the Friend.

THIS gen,
The *This gen.” tag means that the
special effect iz active throughout the

cureent Generation.

ARRANGED MARRIAGES

Friends in arranged marrtages are
also considered part of your family for
certain other game effects (Friend/
Patcon/Mission cards) even though
the marriage will not be compleced
until the beginning of the next
Generarion.

COMMENTS FOR
SPECIFIC FRIEND
CARDS:
ALENSANDR

"'lli.,_.L and +11 Lf].rm;haﬂ || *
atbeast 2 |:|t|1|:|: ' In your |

family. i
You hawe to meet the given [ &
condition to gain both R
benefits.

ARIANNE e
Marry/Arrange Marriage with a9 |
her without using an action.

This special effect may be e,
uscd before she becomes a ;, e
member of your family. s
¥ou don't have to use a pawn to use this
card for the MarmyArrange Marriage

action, éoing so still nses up yoor mm.
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BERNADETTE

Drawz | | instead of 2. || o
When she gets married and II
you draw a Child card for the g

couple, draw 2 cards (inscead |
of 1} and keep/resolve boch.

CARLOS

Gain @ and +15 Y ifyon
have another G in your

family.

You have to meet the given
condition to gain both
benefirs.

CLAIRE —
This gen.: Each time you
Soctalize, take 1 ® more, E'.
This effect takes precedence | e
over the rule giving you the || it
last face-up Priend card for "= |
free, sowhen you Sectalize,
firsr 1ake che cards that you paid for,
then take 1 more provided by Claire’s
ability and only then check if there's a
single card left to take.

Exampia: There are wo fece-up
Friend cards, You decida to
Soclalize and take anly one, S0
youl get the other one becauss
of Claire's abiity, Aftarsards
you reveal & new sl of face-up
Friend cards,

ERICH

a 2 B
This gen.: Buy a Mangion costs "

1, less if you have another

in your Bmily.
The discount isin effectnot | 5 &
only when you Buy a Mansion |~
for Erich, but for each ——
action of that type you take during the
gurrent Generation.

EUSTACHY

Each time you drawa | | for ||
him, draw 2, keep one of your
choice, and discard the ocher, |

[n the case of the Hire
Fertility Doctor action yon
draw 4 cards and choose=1
fram the fire two and 1 from the nes
two, 5o you still gain 2 cards.

Discard all ® from the T
board, draw a new set and
take1 ¥, -

Fehmi gives you a standard B g
benefit of 1 Friend card after -
you marry her plus another
one from the new set of face-up Friend
cards, If it happens that you have 1o
draw a new set anyway after you take
the first card, yoo still discard these
cards and draw another 5 from which
you choose.

GEORGE

Drraw 1 Misaion eard and pur
it under your Patron card.

No matrer what the current
Generation ks, draw the top
card from the Mission deck |
and place it face down under
your Patron card. At game end this
card will allovw you o score ane of the

miner goals on yvour Patron card.
HANS HEINRICH

Ask Priends for Mongy without | =

using an action if yoo have

[fyou have another B e

another £3 in your family

Crafteman in your family, B
than you can immediately —_—
take the Ask Friends for Money action.
You don't have to use a pawn but you
still have to pay any cost, if required.

ISABELLA —
Discard any number of #® _—;'
from your hand and draw the

game npumber of E 5

You may choose to discard | ™ —
JAN

Gain gRand#15s ifyon
have another E in your -
farmily. i

= -
You have to meet the given . ____
cordidentginboth..  § ==

LEDNID

Marry/drrange Marriage with

him withewt using an action
if you have another g in
vour family.

This special effect may be o
used before he becomes a
member of your family.

1f you have another Russian in your

family, then you can use this card for

the Marry/Arrange Marrage action

without using a pawn, but doing so

still uses up your turn.
LUCIENNE

Gain ggand #1127 ifypou

have another L} in your

Family.

Yoo have to meet the given } r
condition to gain both

fﬁ

=

o)

.

iR L
MARIA

Ifyou bave another E in your o

family, then you can use this

card for the Marry/Arrange

Marrizpe action without wsing e

a pawn, bur doing it so seill T

1R5€8 P YOur furm. R

This special effect may be used before

she becomes a member of vour family.



Only if vou have another Spaniard

in your family can you: use this card

for the Marry/Arrange Marriage action

without using a pawn, but doing so

arill uses wp your torn,
MARGARETHE

Each time yon draw a D for |

her, draw 2, keep one of your |

choice, and discard the other, [I
i

Ins the case of the Hire Fertility] |

Docter action you draw 4 I

cardsand choose 1 fromthe —
firsz two and 1 from the other two, 50

you still gain 2 cards.
MIEANDA

This gen.: Each time you Ask

Friends for Money, gain 15,._'_

mare,

Pay the regular cost (if '

required), but gain 2 more
Gold.

B

o, ':- ||
NANCY
Draw 2 [ | instead of 1. ||
When she gets married and |

couple, draw 2 cards (instead
of 1) and keepfresolve both, | ¥

NICOLAS

Gain g and #1351 ifyou
have another ﬁ I your
family.

You have to meet the piven
condition to gain bath
benefits.

yors chraw a Child card for the || ‘:;E;

ROBERT

Ask Friends for Momgy withour |
using an action if you have

another @ in your family.
Ifyou have another Brit in ’ L"‘;_'-_
your family, then you can #E=
irmmediatehy take the Ak —
Frievds for Moy action, You don't have

i use & pawn but vou still have to pay

any cost, if required.

ROGER

This gena Each nme?nuhm|
totake ® you may draw n

ingread, J |

When you are about to take | o5 -___
any number of Friend cards, -I ||
you have to decide eitherto ™
take them all from the face up geror all
from the Friend deck.

SOPHIE

+2 51 ifyou have at least 12

| e
- .I : |I
Remember that the | L g |

===

reguirernent is to have 12

Gold after you receive her

dewry. —
THOMAS

Gain @ and #4111 ifyou

have another (B inyour |

family.

You have to meet the given || -

condition to gain both i

benefits, .

CHILD CARDS

Comments for spectfic Child cards
HANDSOME
+2._ ) when he gets married.
You receive the Gold after the Marry
action is resolved completely.
BRAVE

L,

Gain the Honor point immediately
when he grows up.

DON JUAN

Take 1 female #,
Take the card immediately when he
grows up. If there are no female Friend
cards you take none,

GOSSTP QUEEN
Draw z H ;
Draw the cards imemediagely when che
EUOWS 1p.

BEAUTIFUL SMILE

This gen.: Each time you Ask Friends for
Monmey gain 1) more.
Fay the repular action cose [if
required), bur gain 1 more Gold.

A TRUE BEAUTY
Marrying her costs 2 ) less

You can only reduce the wedding cost
[or the male Friend, but vou don't gain
any Gold if the initial wedding cosr is
less than  Gold.

SURPRISE TWINS

Immediarely draw another D [ignore
child limir}.

When this child iz born, draw one
moee Child card, even if it would
exceed the child limir for the couple.

Omnce placed it does count towards the
child limit foe futee Bircha,

If you are already drawing more than
1 Child card (i.e. through the Hire
Fertility Diochor action], you can still
draw one more Child eard,

DB YOU ENOW THAT.
FRENCH FASHION [N THE 18T CENTLIRY

SAW EVERYOMNE TEYIRG TO RE FASHIQMABLE

FMVUITATEMNG THE STYLEN LXF THE KING AMD
HIS COURTS IT WAS A TIME OF BROCAnT
EFRESSER WiTH CORSETE T ACCENTLIATE
THE HOLURCLASS SHAPE AND PLUNGENG
MECKELIMES, "OWDERED WHS ANLY HEELS.
ALLCF THIS EMDER WITH THE FRENUH
AWOILITT IO WHLOH BROUGHT A MO
SCOBER STVLE

MISSION CARDS
Addirional information for parcicular
Mission cards,

HEW STEAM ENGINE

Keep this card and fur the rest of the

game treat itasa *ﬁ-‘
ESTARLISH A CRAFT GUILD

Keep this card and for the rest of the
gamc reat fasa

Place these cards next o yoor family

tree. For the rest of the game treat this

card as a card of the given occapation

for any future purpose (i.e. effects of
Friend/Mission cards). .
If you need a specific occupation in a '
certain Generation (L, to complete s
Parron’s goal) you can 2sesign the above
cards to the chosen Generation.

REENOWVATE THE OLD CATHEDRAL

This gen.: Each time you Confribute b
Community pay 4| less.

You can only reduce the cost of the
Contribution card, you do not gain o
any Gold if the inftial costisless than =~
4 Gold.
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STANDARD SOLO VARIANT
[t is posgible to play Legacy without any opponents if you want 1o get familiar with
the rules or just to practice. In such a case, follow the standard multiplayer rules with
thres changes:
- Use only two Mansion and two Venture cards during setup:

- Remove the following Friend cards (Friedrich, Katherine, Lanrent, Manuel,
Mathalie, Vera) and the following Mission cards (Found a political party, Preparing
for the Revolation, Unrest at the conre, Strengthen the Reyal Navy) from their
respective decks, as they normally affect other players.

- 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 Gelds,
until such time as the corresponding Friends cards are removed.

Occupation Corresponding action
=1 uiee ,-'C‘;mh
ti_t_ ife s Comeznit
T
Hire |
“Hertility Dhocter

Exampia: The face-up Friend cards are: 1 Scientist, 3 Artists, 1 Diplomat. As long &5
thess cards ang exposed below he main boand the following actions are unavailatia:
Hire Fanity Doctor, Buy 8 Mansion and Undernake & Mizsion. i the player takes the
Scientist and one Arlist Friend casd indo hes hand via the Socialize action, the Hire
Feriily Doctor aotion becomes avaliable agaln and could De taken with the next
action. The Uindartake a Mission and Buy 8 Mansion actions ramain unaveilesble dus
ta rermaining lace up Friand cards of the comesponding ocoupstion
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THE TESTAMENT VARIANT

If you know the game well, yoo can play the challenging The Testament solo variant,
in which you will discover vour ancestors from previous Generations by recreating
the family tree from bottom up.

It was announced thar the last living member of an old arigtoerarie family died, It
appears that be died childless, and apparently there's no one to inherit the huge
estate he [=ft. Nevertheless, yoa've heard rumors that the descendants of the lare Jord
can sxill be found somewhere in the world.

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

SETUP
Follow the setup steps for 2 normal multiplayer game from page & with the following
changes:
- Remove Complicarion cards from the Child deck.
- Use only 3 Mansion and 3 Venture cards,
- Remove the following cards from the Mission deck: Found a Political Parry,
Freparing for the Revolution, Unrest at the Court, Strengthen the Royal Navy.
- Remave the following cards from the Friend deck: Angelique, Constant, Friedrich,
George, Katherine, Laurent, Manuel, Nathalie, Patrick, Vera.
- Don't wse Parron cards.

- Instead of drawing a random Head of the Family card take the removed Patrick or
Mathalie Friend card - this card reprecents you (pour Starring card). Place it in front
of you. Do not pay the cost/take the dowry nor take any of the benefits provided by ic

- Take the Laurent and Angelique Friend
cards and place them ower
vour Starting card - these are
your Parents. Do not pay the
cost/take the dowry nor ake
any benefits provided by these
cards. ; . -
- For each of the Parents take ey e
one Son and one Danghrer card

from the Child deck and place them
over the Parent cards - thess are your
Grandparents bat you dont know

their identities vet.

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
Wationality, During the game you will be
able to replace the unknown family member




Child cards with known family member Friend cards using the Who Wire they?
action (for more details, see next page),

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

- Adjust the rracks on your Player board and rake Friend cards and Gold according to
the gender of your Starting card:

a) 2 Income, & Gold, 5 Priend cards in hand for Nathalie,

b 1 Income, 4 Gold, 5 Priend cards m hand for Patrick.

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

Hint cards give you some details about the family members whom yon have o
discover to win the solo game. Fulfilling each Hint gives you 1 Prestige point, so the
goaner you complete it, the more podnts you can score, [n order to win you have to
fulfill all Hint cards from all three Generations,

ACTIONS ON THE PLAYER BOARD

Note: All actions can affect any family member in the family 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 Priend card from your hand next to 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. Choose one of the following:

of your single family members (of the opposite
gender).

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

D@

- Place a Friend card from your hand beside one

SINGLE PLAYER G_QME;--

2 Pay for the wedding or receive the dowry.

3. Adjusr Income (on yoor 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 track).

5. Resolve the special effect.

& 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. Only when you create a couple with 2 known family members do you draw the top
card from the Child deck and place it below the coaple (adulr-side np).
Examgle: The player has the Friend card Michae! in his hand, and wanis
o play it. Using the Who Wars they? action he can replace any Son card
reprasanting his unknown family member, If he decides fo place i as
Angeleque's father, he takes ome Son and one Daughter cend from the Child
deck and places it abowve the Michasl card. | the Playsr decides to play
Michasl az Lucienne's spouss, e not only tekes cards repraseniing Micheal's
parenis buf he alec draws a Child card for the coupla as they ars both now
known, and he places il under Lucianne and Mighasal.

HOW BIG WAS MY FAMILY?
(SIMILAR. TO THE HAVE CHILDREN ACTION)
This action allows you to draw a Child card for any of vour family’s marmied coaples.
1. Select the couple whoae child you wanr to discover.

You can choose any couple vou want {except vour parents), [v doesn’t matrer if the
couple consists of known or unknown family members or both.

2. Choose one of the following:

« Diraw the top card from the Child deck.

- Decrease your geore on the Honor rrack by 1 Honor point to draw cards from the
Child deck until yon draw 2 Child ofthe desived gender.

Examgle: The player chooses his great grandpanents (o discowver thelr child,
Hig diraws & card from the Child dech. I's a Son, 80 ha places § adull-sitda up
urches e coupheand neaxt 1o Lucienne - it's har Drother,

4, 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 Ask Frignds for Money action from the mubiplayer game.

WHOM DID THEY KNOW? _
(SIMILAR TO THE SOCIALIZE ACTION)
Follow the rules of the Sadakize action from the multiplayer pame.
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GAMEPLAY

Use the multiplayer game rules with the following changes and adjostments:

- At the beginning of cach Generation draw 3 Hint cards of the corvent Generation. | |
- All the actiong from both the Main and the Player boards can affect any @ ll

family members in the family tree, exceps for you (the Starring card) and your
Parents,
- There is no Child [imit for conples.

SCORING RULES
Score Honor points for your Prestige at the end of each Generation asin 2 f

multiplayer game. I e

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

Dueing the game you can score fulfilled Hint cards. Each completed Hintcard gives
1 Prestige poinc.

At the end of the game adjust Honor Points for the following achievements;

= Gain 1 Honor point for each non-French descendant whose nationality matches
either of ita parents” narionaliry.

- Lose 1 Homor point for each non-French descendant whose nationality matches none
of its parents’ nationality,

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

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

= Lose 1 Honor pomnt for ecach unfulfilled Hint card.

Example: A pleyer iosas 1 Honor point for Laurent being & Craftsman bom
o the Asstoctat Lucienne, Although Angeligue is also a Cralteman who has

an Arigtocrat in the family (Roger), the plever does not loee any Honar point
becauss she's not his direct descendant. WINNING CONDITIONS

In order to win the game in the solo variant
The playver gaing 1 Honor point for Michesl who s Prussian and ooe of The Testament, you have to fulfill every Hint
kg parants (Rowana) has tha gome natianality. As Boweana's paranls an card from all three Generations, If you fil to do

her parente, 50 ha neithar gaing nor loses eny points.
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