
GOAL 

Players compete to be the first player to complete a bid for the Imperial Throne by committing 10 of 

each resource. All players lose if the Threat track reaches 3. 

RESOURCES 

There are three main resources, each representing influence in the Empire: 

• Legions: representing influence over the military. 

• Crosiers: representing influence over the Church. 

• Wheat: representing influence over the masses. 

A fourth resource, Heroes, is a wildcard and may be substituted for any of the other three. 

SETUP 

Each player begins with 5 each of Legions, Crosiers, and Wheat, 0 in each of the bid tracks and is 

dealt three cards from the main deck. One player is chosen at random to be the Speaker. 

COURSE OF PLAY 

The Speaker always acts first in each turn. 

On their turn each player may take a single action from the following list: 

• Place a project into play. 

• Place resources of a single type on any project in play (including those of other players). 

• Commit three (3) resources to their bid for the throne. 

• Draw a card. 

• Collect taxes (take two (2) non-Hero resource tokens from the bank). 

• Exchange (Put two (2) of a single resource in the bank 

and take a single (1) token of a different kind). 

Once each player has taken their turn, the Speaker turns over a 

Threat card. Each player secretly bids an amount of resources 

against the threat. They may freely discuss their response to the 

threat if they wish. If the combined resources bid by all players is 

insufficient to pay the cost on the Threat card then the Threat 

track increases by one. Discard the Threat card. If the total 

equals or beats the Threat card’s cost, then place it in the discard 

pile. (Some Threat cards may have additional effects). 

Players that have more than three cards in their hand must 

discard down to three. 

The position of Speaker moves one place to the left and the turn 

ends. 

WRIT OF 

ARMAMENT 

Project 

Cost: 2 Crosiers, 2 Wheat 

Completion: Gain 5 Legions, 

add 1 Military bid. 

“The Writ of Armament allows 

for Imperial stores to be 

released to the legions in times 

of war.” 



PROJECTS 

Projects are cards that represent the efforts of the Great Houses to garner influence and resources. 

Typically they require x amount of a number of resources to complete, and grant a higher return of a 

certain type of resource when complete. 

When a player puts a project into play they become its owner and have the option of paying one of 

the resources required, or of paying nothing. The project stays in play until it is completed or 

removed due to a Threat or Intrigue. Ownership of a project may change during play due to a Threat 

or Intrigue. 

Any player may, on their turn, use their action to contribute to a project in play. All players who 

contribute are known as ‘builders’ and receive the stated reward upon completion. The project’s 

owner is always a ‘builder’ even if they have not contributed resources. A player may only contribute 

one type of resource per action. 

Example: David places Writ of Armament (above) into play. He chooses to not place any 

resources onto the card at this time. Ben’s turn is next. He places 2 Crosiers onto the Writ of 

Armament. Craig, on his turn, places 2 Wheat on the project. This brings it to completion. It is 

immediately removed from play and the resources on it are returned to the bank. Ben, Craig and 

David are all ‘builders’. Each receives 5 Legion tokens and may also advance their Military bid by 1. 

THREATS 

Threat cards represent the harmful events that occur both within and without the Empire. They 

range from banditry or petty corruption to full blown invasions. One Threat is played at the end of 

each round. The players must work together to pay the cost on the Threat card. Failure to do so 

three times will end the game – everyone loses. 

Games with fewer players will use a smaller set of Threat Cards – removing cards that have 

disproportionately high costs. 

Example: The Threat card for the 

turn is Dragon Sighting. Each 

player secretly sets aside resources 

towards combating the threat. Wayne 

sets aside 4 Legions, 2 Crosiers and 2 

Wheat. David sets aside the 5 

Legions, 2 Crosiers and 2 Wheat. Ben 

and Craig both set aside 2 Legions, 2 

Crosiers and 2 Wheat.  

Each player then reveals their 

resources. Their totals (13 Legions, 8 

Crosiers and 8 Wheat) are enough to 

defeat the threat. Both Ben and Craig 

are the lowest bidders and each must immediately remove a project from play, discarding all 

resources that had been placed on it. If Craig had bid even 1 more resource then only Ben would 

have to discard. 

DRAGON SIGHTING 

Cost: 10 Legions, 8 Crosiers, 6 Wheat 

Victory: The lowest bidder must remove a project they own 

from play, discarding any resources on it. 

Defeat: All players lose 1 Military bid and 1 Popular bid, and 

must remove a project they own from play, discarding any 

resources on it. 

“Aaaaaaaaaaahhh! DRAGON!” 



If they players had set aside insufficient resources to combat the Dragon Sighting, then all of them 

would discard a project and its resources, as well as losing progress towards their bid for the Throne. 

INTRIGUE 

Intrigue cards are drawn from the same deck as project cards. They represent the games, plots and 

courtly machinations of the Houses as they jockey for power and influence. Each Intrigue card will 

say when it can be played, and doing so does not count as an action. 

RITE OF 

PROSCRIPTION 

Play when any player 

completes a Project. 

Choose one ‘builder’ – that 

player does not receive any 

benefit from completion of the 

Project. 

“Your actions are not those of 

the righteous. Repent or face 

the censure of the Church.” 

ALLIES IN THE 

ASSEMBLAGE 

Play at any time. 

At the end of the current 

round, the role of Speaker 

passes to you instead of to the 

left. 

“It is easy to forget that the 

minor houses play this game 

too.” 

DIPLOMATIC 

INTERVENTION 

Play any time an Intrigue 

card is played. 

Immediately discard the 

Intrigue that was played, 

ignoring any effects it may 

have. 

“How dare you place the 

interests of your House above 

the good of the Empire!” 

SUDDEN WINDFALL 

Play at any time during 

your turn. 

Draw two cards. Discard one 

card from your hand. This does 

not count as an action. 

“My lord, I am happy to report 

that the harvest was far better 

than expected. Our coffers are 

practically overflowing.” 

BACKROOM 

POLITICS 

Play at any time during 

your turn. 

Take an action for free. 

“Our bargain is done then. I 

trust your men will be discreet 

in this matter?” 

SAGA OF HEROES 

Play immediately after a 

Threat is resolved. 

Gain two Hero tokens. 

“Your fame has spread across 

the land, milord. Sellswords 

and freebooters are practically 

beating down the door to work 

for you.” 


