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Fortune loves kings.


Adrian
Hi Leo, I am Adrian (Luckyinternaut from Gamefound). In the following weeks/months, I am going to review your rulebook. I cannot help with the language (I am not a native speaker) but I will track errors, issues with clarity and I will do a couple of suggestions.

Book of Rules instead of Rulebook ?

EDIT: I have made suggestions of text in some of my comment. Their goal is to highlight the point of my comments. They are not suggestions of a better phrasing as I am not fluent at all in English.
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PRINCIPES \t

PRINCES

IRTRODUCTION

As a result of the will of the last sovereign of the Kingdom of
Poland, Boleslav the Wrymouth, the country was divided in 1138
among his sons. According to the father's wish, the Princes were to

rule Poland together in harmony, with the eldest among them,
the Senior Prince, enjoying the respect and obedience of his
younger brothers.

Howevey, this noble idea lasted but a moment. The hot blood of the
Piast family boiled over, and the brothers’ swords, instead of
protecting the Fatherland, turned against each other. After many
wars and upheavals, the first act of this story was won by Prince
Mesco the Old, who, as the Senior, lived to an old age.

With his death, the fragile, temporary order begins to crumble once
again, and the next generation of Princes, hungry for power, steps
onto the stuge. It is the yeur 1202, und the Kingdom of Poland is
divided into four peer Principalities. Another clash is coming.
Will you be able to unite the shuttered realm?

GAME OBJECTIVE

PRINCIPES is a board game for |-4 players, set in the divided

Kingdom of Poland during the |3th century. Each player will lead

one of the four branches of the Piast family, with the goal and ulti-

mate objective being to bring one of their Princes to the throne
through coronation.

The praject was realized as part
of the Polish Minister of Culture and National Heritage Schelarship

= Ministry of Culture and National Heritage
Republic of Poland



Adrian
General comment :
The size of the font looks a bit small on the PDF. I guess this will not be an issue depending on the Book of Rules  size (when printed) but I would just keep in mind that not all players have good sight.


this
Rulebook

Main Board

Marlcet
and Time Board

Position Board

4 Principality
Boards
(I per each
Principality)

48 Progress Tiles
(8 green, 8 yellow,
8 blue, 8 rose,
8 brown, and 8 gray)
3 Combined Action Tiles
(used in games
for 2 and 3 players)

D) 2 Battle Dice
(I for the attacker,
| for the defender)

Round Token

Princeps Token

12 Principality Tokens
(3 per each Principality)

24 Action Tokens
(6 per each Principality)

12 Division Tokens

26 Coin Tokens
6 gold (5)
8 silver (3)
12 bronze (I)
25 City Tokens
4 Capital Tokens
13 City Tokens
8 Small City Tokens
24 Building Tokens
8 Castle Tokens

8 Tiltyard Tokens
8 Abbey Tokens

@ 2 Shield Tokens

4 Wound Tokens

112 CHRDS

18 Prince Cards

32 Court Cards
12 Neighbor Cards

32 Battle Cards

18 History Cards

78 FIGURE S

44 Principality Figures

(I Prince, | Princess,
3 Knights, and 6 Footmen
for Polonia Maior, Masovia,
Polonia Minor, and Silesia)

22 Neighbor Figures

(I Knight and 2 Footmen
for Eastern Pomerania
and Western Pomerania)

(2 Knights and 2 Footmen
for the German Marches,
the Kingdom of Bohemia,
the Kingdom of Hungary,
and the Rus Fiefdoms)

12 Invader Figures
4 Prussians and 2 Lithuanians

2 Teutonic Knights
4 Mongols



Adrian
I noticed one cannot differentiate "one" from the letter "I". They look basically the same. If you use a custom font you may consider editing it to make them different (e.g., such as for the "131 Tokens").

Adrian
In this page, you use lines to create separations between the different components. However, you have a several components that cut lines, which goes a bit against the idea of having clear separations.


KEY CONCEPTS ' S
. MAP

The Map is a circular, enclosed area on the Main Board where the action of PRINCIPES will unfold.

PRINCIPALITIES

Within the divided Kingdom of Poland, 4 Principalities are designated for players to lead during the game
Polonia Maior, Masovia, Polonia Minor and Silesia.

POMERANIA

The Pomeranian Duchies were lands

Their borders are marked by thick lines in the following colors: maroon, white, red, and yellow.
subdued and incorporated into the
Kingdom of Poland before the coun-

try's division. Thus, in the game, these
lands (unlike the territories of the
other Neighbors and Balts) can be
controlled by players and provide
Might Points.

Western Pomerania is a unique land

BALTS

To the northeast, Polish lands
border the pagan tribes of the
Balts: the footmen Prussians and
the horsemen Lithuanians.
During the game, they will harass
Principalities with their

destructive raids

featuring two Gords.

LANDS
CAPITALS

The divided Kingdom
consists of 44 lands. Each
land corresponds to a single
area on the Map.

In each Principality there
is its Capital, which are:
Posnania, Plocium,
Cracovia and Vratislavia.
A land with a Capital
provides more Might
Points and, during the
Assembly Action,
units may always be
assembled there.

CENTRAL
LANDS

Terra Lanciciensis
and Terra Siradiensis
are areas that, during
the era of fragmentation,
frequently changed hands

motre than any others.

For this reason,
in the game, these are
neutral areas, not
assigned to any of
the 4 Principalities.
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GORDS

At the beginning of the game, set
in the year 1202, there are no
Cities in the divided Kingdom

of Poland. Instead, earlier fortified
settlements known as Gords are in
place.Thus, all locations (including
Capitals) are initially Gords.
During the game, players will be
able to transform their Gords
into Cities.

MIGHT POINTS

Controlling certain lands provides Mights
Points, which are essential for achieving
victory.These points also provide gold to
the player performing the Taxes action.
At the start of the game, the pool of Might
Points on the Map is quite limited.
However, as players found Cities, their
NEIGHBORS

number will gradually increase.
The area of the divided Kingdom of Poland is surrounded by 6 Neighbors

(the Balts are not included): Eastern Pomerania, Western Pomerania, German Marches,
Kingdom of Bohemia, Kingdom of Hungary and Rus Fiefdoms.
During the game, players will be able to activate and block Neighbor units using Neighbor
Cards played during the Politics Action.


F Sultana
Controlling certain lands provides "Mights Points"

Adrian
Games that relies on colors may sometimes not be accessible for color blind people. 
I have seen the colors you use are often associated to symbols, which is great. 

You may consider to make the game reviewed and play by color blind persons to see if there are small modifications you could do (reference cards, additions of symbols here and there) that could make the difference for this audience.

Adrian
Later in the Book of Rules, you associate the words with their symbols, which is a good practice. You may consider to start this from here. At this point, a new player would not know that "Might Points" is represented by this gold symbol. Moreover, it is implicite that the arrows refer to the gold symbol here while it refers to the town drawing in the "Capitals" section. That's obvious when you know how to play the game but it is not obvious if you read the Book of Rules for the very first time. 

Also, I do not think that "Might" should take an "s" when you write "Might Points".

Adrian
Same as before, might be worth to add the gold symbol.

Also, make sure that symbol are big enough thus we can see the difference between gold and might points (both have a similar shape and color).

Adrian
I think the flow of information is much better if this page is read clockwise. I would therefore label each section from one to nine starting with "Principalties" and ending with "Pomerania".


FACTIONS an» UNRITS

The game features |3 different factions, represented by various colors of figures. The factions are divided into the following three groups:

PRIDCIPHALITIES NEIGRhBORS INVADERS
The Principalities are the four designated The Neighbors are the states surrounding the The Invaders are aggressive forces threatening the
regions of the divided Kingdom, each led by one divided Kingdom of Poland. Players can take control country. Players will be able to control them when
of the players who takes on the role of its ruler. of them by playing Neighbor Cards. the appropriate Hiscory Card is revealed.
CHBSTERND
POLONIH OAIOR POMERANIA BALTS

The cradle and nest

Once an integral part
of the Kingdom, where

of Poland, now an

Pagan and warrior tribes
whose raids bring death

the first rulers of Poland independent duchy and destruction to the
established their seat. by the Baltic. Polish lands.
Teutonic Knight
WVEBTAERD
OHBOVIA POQERADIA TGUT?HIC KQIGETS
A land of hardy people, i iilect By TR riffor, The Ge;"mum kmghtl)‘/ o‘rder,
seasoned by battles carrying out the mission

dynasty, which continues to
navigate between Poland,
Denmark, and Germany.

with the wild tribes

of Christianizing the Baltic
of the north.

tribes with fire and sword.

POLONIH OQINOR

Also known as
Lesser Poland, this is
where the Senior's throne
in Krakéw is located.

GEROAD LD Mongd  MODNGOLS
MARCHES A
The German frontier,
striving on behalf of the
Emperor to expand into
the Slavic lands.

The Mongol horde from the
steppe, known as the "Tatars.”
Regarded as demonic forces
and a punishment for sins.

i

The wealthiest ot BOFEQOIA
of the Polish lands, LRI W88l et o ch
influenced by both Czech P S Polar:o;'s 2
and German cultures. i

Jfragmentation for its

Each Principality consists of: own ambitious goals.

T RIDGDO M
The Golden Prince is the lord of the zE U,RG Lk
Principality. His figure represents the B oy

the Magyars controlling
the trade routes leading
to Byzantium.

current ruler of the region and his
personal guard.

KNIGHTS RUS
The knights form the elite and backbone
of every medieval army.The Knight FI GFDO 08 ‘
figure represents the entire unit (banner) The quarrelling yet still TYPES OF UDITS
of mounted warriors. dangerous Orthodox
duchies, threatening Although the designs of the various mounted and foot
FOOTMEN Poland from the east. units differ from each other to reflect the characteris-
Infantry serves a supporting role to the : T - tic weaponry of the different peoples, in the game all
knights, taking the first blows of the enemy. Despite their different i ey the units cavalry units (including the Prince), regardless of
The Footman figure represents a squad of the Rus Fiefdoms are also Knights and Footmen. their faction, move and fight in the same way.The same

of foot soldiers. applies to all infantry units.

PRINCESS
The Princess is a type of political agent
who operates through intrigue. Her figure
represents the Prince's relativeldaughter
along with her court atiendants.

In addition to this basic division, there are also
Princes (who are crucial for the survival of a dynasty,
p- 12) and Princesses, who operate in a completely
different way than the other units (p. 26).



Adrian
You usually used red instead of blue for such kind of information.

Paweł Olszewski
Polonia maior, a nie minor powinna mieć godło z białym orłem. Przemysł II za którego krótkiego panowania stolica była w Poznaniu do tego nawiązuje. Zgłaszam uwagę, poddając pod dyskusję.

Lew Sołowiej
Hej, przed koronacją Przemysł II używał na pieczęciach symbolu lwa (prawdopodobnie złoty na czerwonym tle), tak samo jak wcześniej jego ojciec Przemysł I oraz stryj Bolesław Pobożny. Piastowie Wielkopolscy używali również zamiennie orła piastowskiego bez korony, ale czynili to również ich krewni z Mazowsza (ci używali także smoka/żmija) oraz Małopolski (ci zaś używali tylko orła). Lew jest charakterystycznym godłem występującym jedynie w Polonii Maior - dlatego właśnie go wybrałem jako symbol Wielkopolski. https://www.poczet.com/przemyslii.htm

Paweł Olszewski
Dziękuję za odpowiedź. Jestem pod wrażeniem twojej bogatej wiedzy

historycznej i zgłębienia tematyki. Na kursie przewodnickim po Poznaniu

zwracano nam uwagę, że godło Rzeczpospolitej miało swój właściwy początek

od Przemysła II właśnie, stąd moja uwaga. Mając to w pamięci zakłuło mnie w

oczy potencjalne „przypisywanie” skojarzenia w rejon Małopolski miast

Wielkopolski. Zdaje sobie sprawę z mnogości różnych orłów w godle etc

natomiast luźne skojarzenie wyraźnie wynika z przypisania tej symboliki w

instrukcji w obecnym kształcie. Wiem, że to szczegół, że to gra, natomiast

moją osobistą uwagę to zwraca więc zgodnie z prośbą piszę komentarz ;)

Jakkolwiek, bardzo się cieszę z nadciągającego wydania, serdecznie

gratuluję projektu, trzymam kciuki za powodzenie i życzę sukcesu. Widać

ogrom pracy również merytorycznej jaką włożyłeś. Podziwiam! Będę wspierał i

promował. Pozdrawiam serdecznie!



Paweł Olszewski



W dniu wt., 15 kwi 2025 o 18:12 Lew Sołowiej (Dokumenty Google) <

Lew Sołowiej
Dzięki, jakby co na okładce gry w centrum widnieje właśnie orzeł w koronie z królewskiej pieczęci Przemysła II, sam jestem z Poznania, więc bardzo lubię tę postać. ;)

Paweł Olszewski
Robiłem kurs 15 lat temu u pana Armina Mikosa von Rohrscheidta w KulTour.pl

Niesamowity człowiek, z ogromną wiedzą. Kiedyś miałem dobry kontakt i mogę

poświadczyć, że zawsze znajdzie czas dla ponadprzeciętnych ludzi z pasją.

Jakby co polecam. Nie zabieram już czasu. Jeszcze raz pozdrawiam serdecznie

i jestem pełen uznania!





W dniu wt., 15 kwi 2025 o 22:04 Lew Sołowiej (Dokumenty Google) <


CONTROL ot LANDS

In the game, control of lands (areas) is based on two main principles.

I. All lands within the borders of a player's Principality that do not have foreign
units or Division Tokens (p. 27) are controlled by the player.

2.To control lands outside the borders of their Principality, the player must have
their units present on those lands. If the player removes their units from lands out-
side their Principality’s borders, they immediately lose control of those lands, and
control returns to the player to whom the land originally belonged, or (in the case of
central neutral lands) the land becomes neutral again.

EXAMPLE: In this situation, the player controlling Polonia Minor controls all 10 lands within
the borders of their Principality and 2 lands outside of it

PRINRCIPALITY BOARD

Each player will have a Principality Board during the game, where they will plan
their Actions, place ProgressTiles, and collect gold.

special rule
of the Principality

3 spaces for Action Tokens Treasury, which

is the place for gold

brief description of Actions 12 square spaces for Progress Tiles

TERRA LARCICIENSIS

The centrally located Lancicia held particular
significance in medieval Poland. It was here
that the largest abbey of the realm existed, and
it was on this land that episcopal synods and
Piast gatherings were organized, drawing
nobles and clergy from all corners of the
Divided Kingdom.

To reflect the importance of Lancicia, it is the
only land that initially provides not only
Might Points @ but also a Clergy Support
Point , just like the Abbeys, which you

will learn more about in the later sections

of the Rulebook (p. 22).

Today in Lancicia, stands the most notable
Romanesque architectural monument in
modern-day Poland - the Collegiate Church
in Tum, depicted in the miniature on the left.

POSITIONR BOARD

The Position Board will be used to track the current point standings of the play-
ers. For this purpose, the players' Principality Tokens will be used. As players gain
points, their tokens will be moved to higher positions (closer to |0), while if they lose
points, their position on the track will drop.

:BEX RON NHASCITUR, SED FITe.

A king is not born, a king is made



Adrian
Missing dot.

Adrian
To develop my previous comment, one idea would be to create two new keywords such as "Ruler" and "Opponent" (or other more appropriate words as Ruler is already used). 
"Ruler" would be defined as a player owning the Principality that we are talking about.
"Opponent" would be defined as the players who compete against the Ruler. 
"Player" would be used when this differentiation is not needed.

I think this might help to make a better difference between the different type of "player". However, this should be implemented carefully to not create new issues or errors in the process.

EDIT: it may not be useful if such situations do not occur a lot in the rulebook.

Adrian
The word "player" is used 402 times in your rulebook and it can refer to different things (any player, a player leading a Principality, a player being an opponent to the a player leading a Principality, etc.)

When appropriate, I suggest that you try to specify to what refers the word "player". Obviously, you will have sometimes to choose between clarity and redundancy. What matters is to consciously take this decision.

Suggestion:
"All lands within the borders of a Principality that do not have foreign units or Division Tokens (p. 27) are controlled by the player leading the Principality. "


MEABKRET 20> TIOE BOHARD

The Market (the upper part of the board) is the area where publicly available
Progress Tiles are placed. These tiles represent a pool of technological and cul-
tural advancements that players can acquire during the game.

6 spaces for stacks of 12 spaces for revealed

face-down Progress Tiles
| ——

Progress Tiles

ol
rj?gﬁ @%D_

On the Time Track, the Round Token indicates the current Round of the game.

PRINCE
CARDS

Prince Cards
represent the
rulers currently
governing the
Principalities.

When a player ko o i T |
loses all their il | '@ e Dhuring four Building acticn,

3 play ’ ) you may build |
Princes, are e A B one Busiding for free. [
eliminat om 2 1= =3 = =)

the game.

BATTLE, COURT
and NEIGHBOR B Bistop's Curse
CARDS '

Battle Cards, Court
Cards, and Neighbor
Cards make up the
players' hand.These
are ohe-time-use
cards that will be
played at specific
moments during the

game as indicated on
the cards.

CHBDS

There are 5 types of cards in the game.

HISTORY CARDS

History Cards represent various events characteristic of | 3th-century Polish histo-
ry.They will diversify gameplay and give each session a unique character.Their effects
will impact all players.

Before each game, players will draw a set of é cards, which will determine the course
of history for that particular game.

ording to the courl accountant's calculations, the set of 6 History Cards used in the game
can be selected in 3,375 different combinations.

Chrisemas Giges

Each player may give CID o another player.
If they do. they draw 2 [T7].

PRINCEYPS

Princeps is a particularly important concept in the game.The term comes from
Latin and means “Prince,” and in medieval Poland, it referred to the specific, most

important ruler who, although not crowned, held titular supremacy over the entire
Divided Kingdom.

The game begins with the player controlling Polonia Minor as the Princeps, be-
cause historically, it was the Polonia Minor’s Prince, Leseck the White who assumed
this title in 1202 (the starting point of the game’s events).

The principle of one Prince holding authority over the others is called the Principate,
which replaced the earlier principle known as the Seniorate.

the seal of the
overlord Prince

as the
Princeps

Token

In the game, the player who is the overlord Prince
possesses the Princeps Token, which provides
certain advantages during the game and
allows the player to set the direction
of the turn order in each Round.

It is important not to confuse the

term Princeps with the title
Principes. Principes is the Latin

plural form, meaning Princes. In the
context of the game, this term refers

to all the Princes competing for the Polish
Kingdom’s crown.



Adrian
I would say that "publicly available Progress Tiles" is quite an unusual phrasing. Moreover it is quite obvious as it is written they can be acquired by players.

Robert Mróz
Many players might not like player elimination. Is it easy to lose all Princes, or do you have to be really bad at the game?

Lew Sołowiej
It's hard at the beginning and middle of the game and pretty easy towards the end. There is more detail on page 12 - there's a special variant for players who don't like elimination. ;)

Ron P
According to ChatGPT there are 3,876 unique sets of 6 cards, when order does not matter.

[ C(n, k) = \frac{n!}{k!(n-k)!} ]
where:
- ( n = 18 ) (total unique cards),
- ( k = 6 ) (cards drawn),
- ( ! ) represents a factorial.

Plugging in the numbers:
[ C(18, 6) = \frac{18!}{6!(18-6)!} = \frac{18!}{6!12!} ]

Calculating step-by-step: [ \frac{18 \times 17 \times 16 \times 15 \times 14 \times 13}{6 \times 5 \times 4 \times 3 \times 2 \times 1} ]
[ = \frac{18564}{720} ]
[ = 18564 / 720 = 3,876 ]

Maybe the calc is incorrect, but was interested in the math.

Ron Pisarz

Kevin Gao
You don't choose 6 out of 18, you choose 2 out of 6 for each period. 
Therefore it is actually 6C2 * 6C2 * 6C2 = 3375, the math is correct in the rulebook.

Anonym
Thank you for the correction and understanding!  I see this now. User error on my part askkng the question to chatgpt.


GOLD

In the game, there is a single resource: gold. Gold is used to assemble Knights,
found Cities, build buildings, activate the effects of specific cards, and even bribe other
players, as explained below.

Gold is represented by Coin Tokens, which come in three denominations:

The primary way o acquire gold during the game is by performing the Taxes Action. W hile
money is highly useful, it's essential to remember that just as in life, it is merely a tool not
an end in itself

NEGOTIATIONS

In PRINCIPES, many have triumphed not by the sword, but by wielding words, threats, and
promises with unparalleled skifl

FLOW of MONEY BETWEEN PLAYERS

Gold is the only resource that players can exchange during the game.The flow of
money in the game is not regulated. Players can freely trade and bribe each other at
any point during gameplay. Promises and assurances are non-binding. The only rule
in effect is that once offered Coin Tokens are placed in another player’s Treasury, they
are safe there and cannot be reclaimed, even if promises are broken.

EXAMPLE: During the Mongol Invasien (p. 29), the player controlling the eastern invaders
proposes not 1o attack another player in exchange for 3 gold. The player agrees and hands
over the agreed payment which is placed in the active player's Treasury. The active player
may then honor the deal or betray it by attacking the threatened player despite receiving
the gold.

Though breaking deals may seem consequence-free, players remember - and they can exact
revenge.

If a plea won't sway, a threat may pave the way.

. [ =

Rt e

GHMOE S€TAP

The game is designed 1o comfortably fit on a standard-sized table. If possible, lay out
the components as shown in the suggested setup, ensuring the most convenient gameplay
experience.

1. First, place the Main Board, the Market and Time Board, the Position
Board, and the 4 Principality Boards on the table. Arrange the Principality Boards
near the corners of the Main Board so that each Principality Board is as close as pos-
sible to its corresponding Principality on the Map.

Next, each player selects the Principality they will lead (you can choose randomly or
agree among yourselves).

SITTING ORDER

The seating arrangement of players depends on the placement of the
Principality Boards on the table. Each player should have their Principality
Board positioned as close as possible to them. Correct seating is essential for
determining the turn order, which should always proceed in a clockwise
order:

Polonia Maior - Masovia - Polonia Minor - Silesia
or the opposite:
Polonia Maior - Silesia - Polonia Minor - Masovia.

The choice of Polonia Maior being listed first is random. In the game, the turn order
will always begin with the player who has the Princeps Token.

The order of the following setup points is based on the graphic layout of the game, so that
it’s easy 1o locate the corresponding number on the image.The chronology of setting up the
individual elements is flexible.

2. Shuffle and place the face-down decks of Court, Battle, and Neighbor Cards
in the designated spots.

3 «+ Arrange the Principality units, Neighbor units, and Baltic units on the Map
according to the presented depiction (a larger diagram showing the initial unit setup
for the Principalities can be found on page 10).

4 + Place the Battle Dice and Shield Tokens in a common area.

5‘ Place the Princess, remaining units, and the Prince Cards deck for each
Principality next to the Principality Board. The top card of the Prince Cards deck
should show the Prince of the | Period (the player controlling Polonia Maior may
choose one of two Princes of the | Period at the start of the game).

6 + Each player starts the game with 5 gold in their Treasury.

7‘ Place the City Tokens and Building Tokens in an accessible space so that
each player can reach them.

8 + Place the Principality Action Tokens next to the Principality Boards.

9‘ Each player draws one Court card, Neighbor card, and Battle card.This
set of three cards will form the player's starting "hand."


Adrian
anticlockwise?

Adrian
I find this section convoluted... If I understand well, each player must seat in front a principality (that's mandatory) and the game is played clockwise or anticlockwise (as explained at p.13) based on this order (which is also illustrated by the image)
I would say that this section could be written in a much simpler way even it is understandable as it is.

For example :
"Each player must seat in front of one of the  principality displayed on the map and take the appropriate board. The game is then played clockwise or anticlockwise by following this order strictly."

Robert Mróz
I like the flavour text, but PLEASE don't make it rhyme ;)

Adrian
Suggestion:
"Once Coin Tokens are offered to a player, they are placed in this player's Treasury and they cannot be reclaimed, even if promises are broken."

Indeed, this is not the only rule in effect ^^ (money flow not restricted, non-binding promises, etc.)


10. Place the Principality Tokens on the Position Board (one token of each
Principality on position "4").

]1. The player controlling Polonia Minor places the Princeps Token next to
them., in a visible spot.

]2. Place the Wound Tokens ih an accessible location.

]\3 + Place | Division Token on the 3 specified lands. These are the lands detached
from Silesia at the start of the game (more about Division Tokens on page 27).

]4. Draw 2 cards each from I, I, and Ill Period from the History Cards
{without looking at the front). Then, arrange them into your History deck for this
game (lll Period at the bottom of the deck, Il Period in the middle, and | Period at the

top).

Place the prepared deck of 6 cards in the designated space. Set aside the remaining
cards in the box (they will not be used in this game).

]5 + Place the Round Token on the "I" space of the Time Track.
]6 + Shuffle and place the 6 stacks of hidden Progress Tiles in their designated
spots.Then, reveal the top two tiles from each stack and place them on the empty

spaces below their respective stacks.

If two identical tiles are revealed, one should be set aside (face down) at the bottom
of the stack, and a new tile should be revealed and placed in its place.

]7. Place the Gold Tokens, Division Tokens, and the units of Mongols and
Teutonic Knights in an accessible location.

With the table set up like this, you're ready to begin the game.

As you muke your bed, so must you lie in it.



Adrian
The reference to the three lines is missing.

Suggestion:
"Place the Principality Tokens on the numbers "4" of the Position Board. Each line of the Position Board has one token of each Principality. "


DEPLOYMQENT of PRIRCIPALITY URITHS

The following illustration shows the initial deployment of Principality units on the Map.

Units marked with a white border are the figures that are always placed on the Map.The remaining units are
additional ones from the pool, which should be deployed in the case of a 2 or 3-player game, in the lands of

Principalities not controlled by any player.
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In a 2-player game, it is recommended 1o play duels Polonia
Maior vs. Polonia Minor or Masovia vs. Silesia.

The preparation for a smaller number of players is almost the
same as for a four-player variant So, what are the differences?

First, you need to determine which Principalities will not be
controlled by any player. Then, additional units for the
neutral Principalities should be placed on the Map
(according to the illustration provided).

If neither player controls Silesia, do not place the 3 initial
Division Tokens on the Map.

Other components related to the neutral Principalities
(Principality Boards, Principality Tokens, Action Tokens, and
Prince Cards) are not placed on the table and remain in the
box.

Units of Principalities that are not controlled by any player
are treated as neutral units during the game (similar to
Neighbors (p. 25) and Invaders (p. 28)).

The Map is not restricted, and players are free to attack and
oceupy lands of non-controlled Principalities. Units re-
moved from a non-controlled Principality are taken
off the Map.The exception is the Prince, who will respawn
on any of his land (the player who removed the Prince de-
cides on the land).

If no player controls Polonia Minor, the game
with the Princeps Token begins with Polonia
Maior. If neither of the above is controlled
by a player, the game with the Princeps
Token begins with Silesia.

The game for 2 and 3 players can be played in 2 variants: the
passive variant, which is intended for beginner players, and
the active variant, which is for experienced players look-
ing for a more intense experience.

PASSIVE
VHARIANT

In the passive variant, the
units of the non-playing
Principality are passive, not
posing any threat, and only
defend their lands from
players' advances.

HCTIVE VARIADRT

In this variant, each player takes a Combined Actions Tile and places it on their
Principality Board so that the action descriptions of the same color are aligned verti-
cally (if this is not possible, the tile should be placed in another available space near

the Principality Board).

Each time a player performs their Assembly, Movement or
Building Action, they will be able to immediately perform
the action described on the Combined Actions Tile, which
pertains to one selected neutral Principality. Moving
units of a neutral Principality works in the same way as
moving units of Neighbors (see page 25).



Adrian
I suggest that you add a section somewhere in the Book of Rules (maybe at the end ?) where you write which unit goes where for each Principality by using the names of the area and units. If you do not know the game very well, it could be easy to place a unit on the wrong area. 

Another suggestion would be to add a couple of cards indicating the starting position for players (and AIs).

Adrian
non-player or neutral ? 

I would say that non-controlled could be confused with the notion of control of an area. 

Something like non-player would clearly refer to the fact that we talk about Principalities that are not played by a player.

Adrian
... which are not controlled by any player ?
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VICTOBRY

To achieve an immediate victory in the game, players must fulfill a specific condition
and then crown their Prince as the King of the reborn Kingdom of Poland using the
Council.

The condition is reaching the position “10” on all 3 tracks on the Position Board.
These are the MightTrack, the People SupportTrack, and the Clergy SupportTrack.
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To unite the Kingdom of Poland under their own crown, it is necessary to achieve terri-
torial consolidation of a significant part of the realm.

The Might Track represents the territorial reach and wealth of the lands controlled
by the players.When a player gains control of new Might Points on the Map,
they move their Principality Token along the Might Track to the next position and
update their holdings.

Might Points (&%) can be acquired in two ways. First, players can transform their Gords
into Cities, which provide additional .The second way is by taking control of an
opponent’s land with through invasion.

If a player loses control of a land with ,their position on the MightTrack is imme-
diately reduced.

IMPORTANT: Might points can only be acquired through territorial control. The
current state of Might is thus constantly recorded on the Map. Players should move
their Principality Tokens along the Might Track accordingly. However, if they make a
mistake or forget to do so, they can update their position at any time during the game
by counting they control on the Map.

A player's Principality Token, if they control more than 10 , stays at the maximum
position "10.," but their actual holdings can exceed this value (I 1, 12, etc.). This sur-
plus exists but is not marked on the track.The player's position will drop below 10
only when they lose control of 10 on the Map.

in the sume valley.
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The Prince will not be able to maintain royal authority if he does not have the support
of the nobility and common folk.

The People SupportTrack represents the Prince's popularity among his subjects.To
rise on this track, players will gain People Support Points @ by playing cards,
building or capturing special buildings, and using specific Progress Tiles. Additionally,
the ruler will gain approval through military victories.

However, it’s important to remember that the favor of the people can be easily lost.
If too many taxes burden the common folk, or if the Prince suffers defeats in battle,
the people's favor can quickly turn against him.

I\ cLeRGY
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Without the approval of the clergy, the archbishop, and the pope, no one in the
Kingdom of Poland has ever worn the crown.

The Clergy Support Track represents the level of the Church’s favor towards the
Prince.To improve their position, players (similarly to the People Support Track) will
gain Clergy Support Points by playing cards, building, capturing, and using spe-
cific Progress Tiles.

However, players must be cautious not to anger the Church. If players invade the
lands of other Principalities, they will incur the wrath of the clergy.

Players cannot have more than 10 points of support.The exact mechanics of gaining
and losing positions on the tracks are detailed further in the Rulebook.

The coronation cah only be conducted during the Council, which is orga-
nhized by the players in their Politics Action (p.26) or through an event from the
relevant History Cards (p. 28).

OTHER WAYS TO WIN

If, throughout the entire game (6 Rounds), no player manages to crown their Prince,
the game is won by the player who possesses the Princeps Token.

The game can also be won through bloody elimination of competitors. If, during
the game, all other players lose their last Princes and are eliminated from the game
(p- 12), the player who remains as the sole Prince on the battlefield wins the game.

If the last players eliminate each other in a single battle, the game ends in a draw, and
no one wins.
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Adrian
I would also add a reference to the cities.

Suggestion:
"If a player loses control of a land with 'Might Points symbol', or if one of his city is destroyed, their position on the Might Track is immediately reduced."

Arno Van de Velde
Might be good to track this in some way, easier to keep up with the control that way.


DYRASTY

During the game, each player controls their own dynasty, consisting of Prince
Cards assigned to their respective Principality. The decks for Polonia Maior, Masovia
and Silesia consist of 5 cards, while the deck for Polonia Minor contains only 3.

The cards feature historical rulers who governed the Principalities of divided Poland in
the 13th century. While the branches of the first three Principalities were well-developed,
the Piast line of Polonia Minor was so small that, in order to maintain dynastic continui-
1y, the third Prince was adopted from the Cuiavian line (Leseck the Black).

Princes are assigned to 3 Periods.

In the top left corner of each card,
there is a symbol indicating: 1, 11, or 111
Period.

Players begin the game with a Prince
from | Period (the player controlling i
Plonia Maior is the only one who can ;

choose between 2 Princes at the start C%
of the game).The card of the reigning
Prince is face-up and should remain vis-

ible at the top of the deck of Prince 5]
Cards. i us Lisngize:
i Cunning Fox
In the bottom section of the card, |  When you take control
there is a special rule of the Prince. ===~ of another player's land,

This is a permanent effect that remains
in play as long as the Prince rules their
Principality.

they must give you one =13
of their , s: h

ChENGING ¢ PRINCE

When | Period ends, all Princes from | Period die of old age, and players place their
cards face down at the bottom of their deck of Princes (the Prince is buried). In their
place, each player chooses a Prince from Il Period. When |l Period ends, it is time
for the Princes from the final Il Period.

After changing the Prince, players may maove their Prince’s figure to any land they
control. Players make the decision to move their Prince figure according to the set
order.

In addition to natural death, Princes may also die in battles.When this happens, the
player who lost their Prince (if possible) chooses a second Prince from the current
Period. If they do not have another Prince in their deck, the rule passes to a Prince
from the next Period (they are young but can siill take over the throne).Then, the player
places the removed Prince figure on any land they control.

If at the end of the Period there is already a Prince from the next Period ruling the
Principality, the Prince change does not occur.

OVER MY DEAD BODY

Princes do not relinquish power once it is gained. A Prince can only be
replaced due to their own death, players cannot dismiss a Prince during
his reign.

12
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NOTE: If, due to the need to replace the Prince, a player does not have a Prince in
their deck who can take their place (the player no longer has any living Princes in
their deck, or in the | Period, they lost all Princes from both the | and Il Periods (the
Princes from the third Period have not yet been born), that player loses and is eliminated
from the game!

In such a case, all of the player's remaining units on the map are treated as neutral,
their Princess is removed from the Map, and Principality Tokens from the Position
Board. The defeated player's Court, Neighbor, and Battle Cards are placed at the
bottom of their respective decks. Additionally, all of their gold returns to the shared
pool, and Progress Tiles are placed at the bottom of the respective stacks on the
Market Board.

Furthermore, the Round following the elimination of a player becomes the final
Round, the last one for all remaining players.

It can thus be said that Princes in the game act as the players' "fives." Without them, the
player’s bloodline expires, and with it, the chance 1o unite the Kingdom and claim the crown
is lost Therefore, it is recommended, especially towards the end of the game, to take great
care and watch over your Princes. Sometimes it is better to leave your hero in a safe castle
than to send them on a risky expedition.

OPTIONAL VARIANT
for players sensitive to elimination games

The possibility of elimination is deliberately and consciously applied in PRINCIPES. It is a
thematically justified mechanism; the goal of the game is coronation, and without a Prince,
this becomes impossible. The direct inspiration for designing this mechanic was the history
of Poland's feudal fragmentation, where the dynasties of Polonia Minor, Silesia, and Polonia
Maior were effectively out of the game for the Polish crown after the death of their last sig-
nificant princes.The risk of elimination also has a profound impact on the character of the
game. Players experience the stakes of their moves differently, the emotional intensity in-
creases, and memorable scenarios are created.The possibility of armed elimination of com-
petitors also leaves an opening for players who have no chance of "legally” winning through
coronation or claiming the Princeps Token in the final stages of the game. Nevertheless, as
the author, | am aware that elimination may be difficult to accept for many players. If you
belong 1o this group and want to play without the risk of elimination, use the variant de-
scribed below.

After losing the last Prince, continue playing without the Prince's card and figure.
This solution can be thematically justified, similar to the Court Card Preir {which, in
this variant, should be removed from the deck at the start of the game and placed
back in the box). In this case, you continue to strive for the crown on behalf of
a young heir who survived the death of their father.


Robert Mróz
Would be good to clearly state you cannot choose a Prince from Period III in Period I. It's implied later, but you're bound to get questions about it.


BROUND ORDER

The game in PRINCIPES symbolically begins in the year 1202 (marked by the death of
the Princeps-Senior Mesco the Old) and can span the entirety of the 13th century.

The game will last up to 6 Rounds, with the whole session divided into 3
two-round Periods:| (green), |l (blue) and Il (red), representing the three thirds of
the 13th century.

Round Period

symbols serving as reminders to change the Prince
at the end of | and Il Period

1. ROUND TORER A0ovaQaEenT

Each Round (except the first) begins by moving the Round Token to the next space
on the Time Track.

s DETERBAOINING
TUJRBN OBDER

In the game, all actions and effects involving players
are resolved starting with the Princeps (the player
holding the Princeps Token). At the beginning of each
Round, the Princeps decides the turn order
direction, determining how gameplay will proceed

in the current Round.

The Princeps may choose a direction either
clockwise or counterclockwise, which is indicated on
the front and back sides of the Princeps Token.The
Princeps either flips or keeps the token on its current
side and positions it so that the arrow points to the
chosen direction (toward the next player).

The token should be placed near the Princeps player’s
Principality Board in a way that is clearly visible to all
other players

EXAMPLE: If at the start of the game, the Princeps
(representing Polonia Minor) chooses a clockwise direction,
the turn order will proceed as follows: Polonia Minor -
Silesia - Polonia Maior - Masovia. If the Princeps chooses

a counterclockwise direction instead, the turn order will
proceed as follows: Polonia Minor - Masevia - Polonia two sides

Maior - Silesia. of Princeps Token

The chosen direction cannot be changed until the beginning of the next Round,

however, the decision itself can be a subject of negotiation and bargaining.

2. REVEALING hISTORY CHARD

and vesolving its text effect

After determining the turn order, the top card of the prearranged History Cards
deck should be revealed. Its text effect should then be read aloud and resolved.The
text effects of History Cards are immediate unless they begin with the phrase "In
this Round...." in which case their effect lasts for the entire Round. Any immediate ef-
fects influencing players are resolved in the order indicated by the Princeps Token,
starting with its holder and then proceeding according to the direction set by the
token.

The revealed History Card remains face-up until the beginning of the next Round. At
that point, the current card is placed at the bottom of the deck, and the next card is
revealed.

icons
the Period . Every player may place | Progress Tile ) resolved
in which on their Principality board. (= at the
the card ) a A. ik
appears y the Round

text effect

In the lower-right corner of the History Cards, there are icons representing addi-
tional events. These will be resolved at the very end of the Round.

To allow players to prepare for them, after resolving the text effect of the History
Card, it is necessary to announce which events will occur at the end of the current
Round.The effects of all the icons are described on pages 27-29 and summarized at
the Player Aid.

3. PLADRRING ACTIONS

After revealing and resolving the effect of the History Card, players proceed to plan
their actions for the current Round.To do so, players secretly choose 3 out of their
6 Action Tokens.Then, they place the tokens (with the backs facing up) on the desig-
nated spaces on their Principality Board.

Unused Action Tokens should be set aside next to the Principality Board, also with
the backs facing up.
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Robert Mróz
"on the Player Aid"


4. REVEALING
:=2» PERFORAING ACTIONRS

Once all players have placed their 3 hidden Action Tokens on their Principality
Boards and declared they are ready, players move on to revealing and executing
their previously planned actions.

In the Polish lands, the 13th century was an era of remarkably dynamic development.
The warring Principalities competed in the fields of technology and culture. Each Prince
sought to make his domain a model of modernity for the others to emulate.

Actions are revealed one by one, from left to right (first space |, then I, and 1ll). Ac
the beginning, according to the set order, the player with the Princeps Token reveals
and performs their first action. Once they finish, the second, third, and fourth players
(in a 4-player game) do the same.When the turn order reaches the first player again,
they reveal and perform their second action.This process continues until all players
have completed all 3 of their planned actions.

Playing the Progress Action allows a player to take, for free, selected face-up
Progress Tiles of any color from the Market. As part of the action, the player can
take as many tiles as the number of the current Period. This means that in | Period,
the player may take | tile, in |l Period, 2 tiles, and in Il Period, 3 tiles. This rule illus-
OLODIA MIDORR, =3 s’ trates how innovations are more easily adopted as time progresses.

i e
hOTSHE / - ’\ 1 1
«PRIDGCEPS ; | 1 4 After selecting the tiles, the player places them in available slots on their
o ' Principality Board. Green tiles must be placed beneath the field corresponding to the
green action (PROGRESS), yellow beneath the yellow field (TAXES), and so on.

S R [

The exact workings of each action are described on the following pages of the Rulebook
(pages 14-26), while a summary of each action's effect can be found on the Principality
Board of each player.

The player who reveals their Action Token may choose not to perform the action
at all, or they may carry it out only partially.

Regardless of the actions played in the current Round, all 6 actions will be available
to the players in the next Round of the game.
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5. BESOLVING I1CON EFRECTS
ot the REVEHALED RISTORY CARD

When all players have played their 3 actions, the effects of the events represented by
the icons on the revealed History card are then resolved. First, the icon located at
the top is resolved, followed by the one located at the bottom.
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the chosen tile icons that indicate the available pool
placed on the how many tiles can be taken of Progress Tiles
Principality board in a given Period on the Market

The effects of these events are described in detail on pages
27-29 of the Rulebook and are also summarized on the Player
Aid. T

—
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Similar to the text effects of the History cards, effects that
affect all players are resolved according to the order and di-
rection determined by the Princeps Token.

The resolution of the icons ends the Round, after which the
entire cycle begins anew.

NOTE: In the final Round of the game, the icons on the revealed History
card are NOT resolved, and the Round ends after all planned actions have
been played.
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After the player places the tiles on their Principality Board, the available pool of
Progress Tiles must be replenished.To do this, draw the missing tiles from the
stacks, reveal them, and place them in the empty spots on the Market. If, as a result,
there are 2 identical tiles on the Market, return one of them to the bottom of its
stack and draw another tile from the top of the same stack.

If no more tiles are available in a specific stack, both identical tiles remain revealed on
the Market.

Players cannot have 2 identical tiles on their Principality Board.

EXCHANGING PROGRESS TILES

If there is no free space for tiles of a specific color on their Principality Board,

a player may exchange an already-owned Progress Tile for an available tile of
the same color from the Market (the player's tile is returned to the Market).

EFFECTS OF PROGRESS TILES

Progress Tiles represent permanent technological and cultural advancements, which
take effect immediately upon acquisition and last until the end of the game (as long
as they remain on the Principality Board).

There are two types of Progress tiles in the game.Tiles with a single-colored
border enhance actions of the corresponding color.This means that the tile's effect
will activate each time the player performs an action of that color

The second type, tiles with a striped border, have contextual effects, meaning their
effect is not directly linked to the performance of a specific action.

Thanks 1o this tile, the player will be able 1o assemble 2 additional
units beyond the normal limit during their Assembly Action.
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You may assemble
2 units more.

Bishop's Chancery

You may have up to
9 cards in your hand.

Thanks 1o this tile, the player will be able to hold up to 9 cards in their
hand instead of the usual 6. This effect will remain aciive at all times.

The explanation of effects
of the specific Progress Tiles
can be found on page 30.

To rule effectively, every ruler needs money. A prince has the right fo collect taxes and
tributes from his subjects. However, even though they are fully aware of the age-old duty
that falls on them, they do not like it one bit.

Performing the Taxes Action allows the player to collect gold from all the lands
they control.

To collect taxes, the player must first lower their position by | on the People
Support Track ‘ on the Position Board.

If the player is on the “0” position of the track, they cannot collect taxes. The prince
is so disliked that his subjects refuse to pay tribute.

Next, the player who performed the Taxes Action counts the symbols on all
the lands they control (if the players' positions on the Might Track are updated, they
indicate the amount of gold the player should collect as a baseline).Then, the player
collects coins from the pool, totaling the value based on their controlled lands, and
places them in their Treasury (a designated area on the Principality Board), keeping it
organized so it's easy to recognize how much gold each player possesses.

EXAMPLE: The player controlling Polonia Minor collecis a total of 5 gold 4 from the lands
within borders of their Principality and | from a land controlled outside of it

This is highly unlikely, but if there are no more Coin Tokens in the pool it means there
is a temporary shortage of currency. In this case, to optimally carry out the Taxes
Action, it is important o plan it se that other players spend their money back into
the pool before the action is executed.
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Robert Mróz
Does it get replenished only after all tiles have been taken, or after each one? So, e.g., in Period II, would I take one, replenish, then take the other? Or would I take two and then replenish?

Robert Mróz
Could be rephrased to clearly state it's the subjects who don't like it. Right now it could, just about, be understood as the princes not liking taxes ;)

Robert Mróz
Or you could debase your currency by clipping the coins just a little bit, using the clippings to melt new coins ;)

Robert Mróz
I don't think the hand limit was mentioned before, so it is a bit confusing. Do you have to discard to 6 if you have more? It should probably be mentioned earlier (maybe it's mentioned later, in that case sorry, I comment as I go ;)).


Without un urmy ready for action, the Principality is defenseless. When danger appro-

uches or when the Prince plans a conquest, he sends out "wici” (summons). This term

refers to the ancient pructice of calling an army, where the ruler would send bundles of

willow branches to his vassals, symbolizing the punishment for those who dared not
respornd to the lord’s call.

Playing the Assembly Action allows the player to assemble up to 3 of their units
from off the map to a land with their Prince or their Capital.

Players can assemble two types of units: mounted Knights and foot Footmen. For
each Knight assembled, the player must pay a cost of | gold (O) (as the noble warriors
deserve compensation for their military efforts), while Footmen are assembled for free
(as they are mainly peasants fulfilling their duty o the ruler).

When the player's Prince is outside their Capital, the player may freely distribute
the assembled units between the land with their Prince and their Capital.

The pool represents the entire remaining
population of the Principality. ”"“5. available
If it is depleted, the player can in the
nol assemble any more units. player's pool
EXAMPLE:The player performing the Assembly Action assemble 2 Knights and | Footman
from their pool outside the Map.They pay 2 gold and then place the Footman and a Knight
on the land with their Prince, and the other Knight on the land with their Capital.

If the player does not control their own Capital or does not have their Prince on
the Map, they may assemble units to one of their chosen lands with the highest
number of @
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When the Prince gathers an army, he will want to use it.

Playing the Movement Action allows the player to move all their units on the Map
(except the Princess, which is explained on pages 26 and 27).

Units have Movement Points.This is represented by dark pink triangles D ,indicating
the maximum number of lands the unit can move.

All cavalry units can move a maximum of 3 lands w
while all foot units can move a maximum of 2 lands »

Players can only move their units
within the divided Kingdom of Poland,
i.e., on the light green areas on the
Map (Princes during the period of frag-
mentation were, as a rule, so caught up in
family disputes that they didn’t think
about foreign conquests). Therefore,
players can certainly attack Eastern
Pomerania and Western Pomerania,
but they cannot venture into the ter-
ritories of any other Neighbor or the
Balts. These, however, will be able to
attack Poland (pages 24 and 28)

The light area represents lands to which units can move,
while the darkened areas are offimits for movemeni.

Crossing any border within the divided Kingdom (regardless of its color or thick-
ness) costs a unit | Movement Point [p.

A player can move any humber of their units.There is no limit to grouping units
together in the game. If the movement range allows, a player can concentrate their
entire army onh one land.

Units can freely move through lands that do not belong to them, as long as there are
no units of another color present. A Princess of another player does not pose an
obstacle in this situation.

However, a player must stop their moving units on lands occupied by units of a dif-
ferent color.This will result in a battle, which is explained on page 18.



Arno Van de Velde
Careful with calling it one gold, Casue the 5 looks like a gold coin while the other ones do not. One could assume a knight costs 5

Robert Mróz
Could use an example. Does it mean I can move, say, my footmen 2 lands within my own principality, but only 1 land if I'm crossing a border?

EDIT: I finally understood after seeing multiple images with examples :) I think you should simply remove this sentence because it suggests crossing a border requires an ADDITIONAL movement point.

Robert Mróz
It's not true given the passing rules explained on the next page. I'd suggest rewording to "unless the other player allows the units to pass, as explained below", or something like this.

Robert Mróz
If they control their Capital. You mention it later, but it would be good to make it explicit here.


PASSING UNITS
In the game, it is possible to pass moving units through another player's land, which contains their units. For a player moving their units to pass through a land occupied by
another player's units, the latter must consent to this action. Movements in the game are carried out in a free mode, meaning that as long as a player has not completed all
their movements, they can undo moves and adjust the final positioning of their units.Therefore, a situation cannot arise where a player allowing foreign units to pass changes
their mind at the last moment and traps the opponent. If there is a change of mind, the player making the moves can undo the movement and direct their units differently.
Neutral factions (Neighbors, Invaders, and non-playing Principalities) canneot allow foreign units to pass through their lands.

EXAMPLE: A player performing the Movement Action (red) moves their Prince and | Footman to a land controlled by Masovia (white), | Knight to a neutral ceniral land, and 2 Knights 1o the
Capital of Silesia (yellow) — they can do this because the player controlling Polonia Maior {(maroon) allowed foreign units 1o pass through their land with the Footman.

TAKING CONTROL OVER LAND
CLERGY GUARDING ORDER IN THE REALM

If a player ends their movement on a land with no units of another color, it imme-
In 13th-century Poland, bishops tried to calm the fratricidal moods of the prin- diately falls under their control (the Princess does not prevent the takeover).

ces and ensured that rulers adhered to the law.
If there are units of another color on the land, control will only be gained after a vic-

After completing all moves, the player must lose | point on the Clergy torious battle.

SupportTrack or pay | gold (O) for each uncontrolled land within

another Principality borders, where their units ended their movement. If the taken land contains points , the positions on the tracks should be im-
This means the penalty applies to the territories of Polonia Maior, Masovia, mediately updated accordingly.

Polonia Minor, and Silesia, but not to the disputed neutral central lands, nor
to both Pomeranias. The penalty also applies to lands with the Division

Token e,which you can read about on page 27. Therefore, in the presented PSR

example, the player would have to pay the penalty for ending their movement on After gaining control of a land, a player may decide to destroy any City and
I land, that belonging io Silesia. buildings (described on page 22) located there. If the player chooses to de-

stroy, they may remove the City and Building Tokens from the taken land,
If the player is at position "0" on the Clergy SupportTrack and has no gold, but in doing so, they lose one point of People Support () and one point of

they simply do not receive a penalty after their move — in the eyes of the Clergy Support @) .A tendency to bring destruction is not a trait of a good can-
Church, one cannot fall lower. didate for king.



Robert Mróz
Is it possible to destroy only the city or only the buildings? If yes, then it should say "any City OR buildings". In that case, would you lose 1 people and clergy support per each city/building removed, or is it always 1 regardless of the number of removed things?


BATTLES

After all moves have been made, battles are resolved.They take place on all lands
where units of two different colors are present (Princesses are not considered).

Battles are resolved in the order determined by the player who made the move.
Once all battles have been resolved, the player's Movement Action ends.

DAMAGE / SWORDS

The core of the battle system in the game is based on fixed, guaranteed damage
values dealt during combat by units from both sides of the conflict.

Just like with the movement rules, here too, all units are divided into two groups: ca-
valry and infantry. Each cavalry unit deals 2 damage in battle (2 sword symbols)
Gxa,while each infantry unit deals | damage (I sword symbol) (7).

These values also represent the number
of damage required to remove (defeat)
a unit during battle. To simplify the sys-
tem, the game does not include "health”
icons, but players may use this commonly
understood term during gameplay if it
helps them better understand the rules.

So,if two units of the same type were to
meet in battle and there were nho other
factors affecting the outcome, both of
these units would destroy each other.

DEFENDER BONUS

The walls are not without reason.

During battle, the defending side always receives a defense bonus in the form of ad-
ditional shields.

A Gord, meaning any area in its basic form, guarantees
the defender | additional shield @ during battle. A Ci-
ty, guarantees 2 shields GIE) (you can read about up-
grading Gords to Cities on page 22).

To avoid overcrowding the Map with too much information,
only small, gray icons are used o remind players of the
bonus provided by the settlement when depicting Gords and
Cities.

Before the battle, place the Shield
Token on the land where the battle
takes place, with the correct side
facing up, so that the defender's bonus
is remembered during the conflict.

SHIELDS

In battles, alongside sword symbols, there are also shield symbols. One shield @can-
cels out one opponent's sword (Z)in battle.

O

Unlike swords, units themselves do
not provide any shields during battle.

Shields represent additional defense
bonuses granted by fortifications,

played cards, or the appropriate
result on dice.

The shield will guard without a fail,
1 8 When sword of foe set to prevail.

BATTLE CARDS

During battles, players will use Battle Cards IEAThese cards make up the player's
battle experience pool, providing various effects that influence the course and out-
come of the battle.

Battle Cards consist of: A

the card’s title —— Excellent Charge-

illUSCration  s—

indication of when
the card may be played

during gameplay ==——p-

card's text effecc —-—1 Add (@) for each of your
Knights (max. 2).

symbol of sword / shield P -

/ sword or shield ) i @

before battle

gold symbol

Battle cards can be used in 3 ways. First, to activate the card's text effect. Second,
as an additional sword or shield during battle.

Third, the card can be exchanged for | gold at any moment during the game
(not just during the player’s turn).To do this, the player discards the card to the bot-
tom of the deck (face down, without revealing its effect) and then gains | gold O).



BATTLEG ORDER

Battles consist of the following phases.

/r] BATTLE CHARDS “BEFORE BATTLE"

\ When battle approaches, it's better to have a few tricks up your sleeve.

In the first phase of the battle, players whose units are involved in the battle can play
the Battle Cards marked before battle. Each player can play as many cards before
battle as they have units participating in the fight. The attacking player decides
first whether to play cards, followed by the defending player. Each player plays all
their cards at once, meaning that after the defending player, the attacking player
cannot play any more cards before battle A player who decides to play a card from
their hand must reveal it and place it on the Map next to the battle location.The card
remains face-up until the end of the battle, so both sides can see its effect.

: before battle

/2 DICE ROLL

\ A battle is a phenomenon susceptible to the favor of fortune.

Next, players roll the Battle Dice Q.There are only 2 dice in the game, one salm-
on-colored for the attacking side and one gray for the defending side. Both dice have
the same die face discribution; the color differentiation is used so that during a battle
involving neutral forces or a battle between two neutral factions, one player can roll
for both sides of the conflict. In battles between players, it is also recommended to
use this color distinction so that if the dice are mixed up on the table, it's clear which
die belongs to which player.

roll

the attacking the deffending
side's die side's die

The faces of the dice feature sword symbols (%), shield symbols (3), as well as a gold
symbol (0).The rolled swords and shields represent a combac bonus that the side of
the conflict will receive in battle. However, if a coin is rolled, it means the army fo-
cused on looting the enemy's camp instead of fighting (which, in the medieval era, hap-
pened quite often).

Disobedience was a phenomenon that almost every commander
@ of those times had to contend with. Instead of fighting, the army

wds often more interested in seizing a rich loot.
If this happens, the side assigned to the die steals | gold () from their opponent. If
it’s a player, they take (O) from their opponent's Treasury (if the Treasury is empty, no
gold is taken). In the case of neutral forces, the gold is taken from the general pool.
When neutral forces roll a coin symbol in a battle against a player, the stolen gold
goes to the general pool. In the case of a clash between two neutral forces, this
symbol is ignored.

After the roll, the dice should be placed as close as possible to the units involved in
the battle, so that they can be easily considered during the next phase of the battle.

The tide of battle turns with fortune’s hand.

3 IRITIAL CASUALTY COUNT

My Lord, everything leads to this outcome!

After the dice roll, players calculate the damage dealt to their opponent by consider-
ing Shield Tokens, played Battle Cards, and the results on the Battle Dice.

First, the attacking side sums all swords: swords from units, played cards, and the
dice result. Next, the defending side sums all shields: shields from the Shield
Token, played cards, and the dice result.Then, the total number of shields of the de-
fending side is subtracted from the total number of swords of the attacking side.
The resulting number represents the amount of damage dealc to the defending side.

Once this value is determined, the inflicted damage must be marked on the Map.To
do so, the affected units are tipped over on their side.These toppled figures will be
removed from the Map after the battle.

Damage is always assigned in the following order:first to infantry units, then to caval-
ry units (excluding Princes), and finally to Princes.

To topple infantry units, | sword is required @ while to topple cavalry units,
2 swords are needed

Damage cannot be split among multiple units and must be assigned to units one by
onhe, in sequence, until a unit is toppled.

WOUND TOKENS

If a cavalry unit takes only | damage, it is not toppled, but 2 Wound

Token should be placed next to it to indicate that only | more sword

@) is needed to topple the unit. If the unit is not removed during the 0
battle, it immediately recovers fully, and the Wound Token is removed

from the Map.

S

EXAMPLE: Silesia (yellow) has a total of 5 @): 4 from its units and | from the dice roll.
Polonia Minor (red) has a total of 3 (&): | from the dice roll and 2 from its City.As a result
Polonia Minor's units take 2 damage: the first is assigned to a Footman (who is toppled), and
the second to a Knight (who is wounded)..

Once damage has been dealt to the defending side, the same process must be applied
to the attacking side. Swords provided by toppled units are still counted as hormal.
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\ Skilled commanders can turn the tide of even the toughest battles.

After the initial counting of both sides’ losses, players may play additional Battle
Cards from their hand to further influence the final outcome.The symbols of
swords, shields, and swords or shields found in the bottom-left corner of the cards
cah be used by players during this phase of the battle.

@ When a card with a sword is played, the player gains an additional (7).
@ When a card with a shield is played, the player gains an additional (2).

@ In the case of this symbol, the player chooses cither (&) or (3).

The process for playing cards is similar to the before battle phase: the attacking
player plays all their cards with additional symbols first, followed by the defending
player. Once again, players may play a number of cards equal to the number of player’s
units participating in the battle (both toppled and standing).

After the Battle Cards are played, additional units should be toppled and/or raised
according to the final result.

EXAMPLE: Let us continue the batile from the previous page for clarification.

After assigning damage to Polonia Minor, the same was done to Silesia. Polonia Minor has
4@, while Silesia has no (&), meaning 4 damage is assigned lo its units - exactly enough
fo topple all of them.

Now, the atiacking player, Silesia, can play cards with additional symbols first The current
battle outcome is unsatisfaciory, so they decide to sacrifice 2 Batile Cards to gain an extra
@ and (&) . As a result they topple Polonia Minor’s wounded Knight while simultaneously

raising their own, which is now only wounded.

In this situation, Polonia Minor plays a card with a choice of symbols and opts for (&).
This allows them io raise their Knight back.
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EXCESS DAMAGE

In a battle, it is possible to deal the enemy army more damage than is heeded
to topple all of their units. In such a case, the excess damage is also marked

with Wound Tokens.When the player who received the damage wants to save
their units by playing additional @ from cards, they must first remove the
excess Wound Tokens. One @ cancels | Wound token.

& REBOLUTION o ¢y BATTLE
\ How many have fallen?

The battle is won by the side that has toppled all of the opponent's units while
keeping at least one of their own units standing.

If all units of both sides are toppled in the battle, the defending side wins.

If not all units of either side have been toppled, the side that has toppled more of
the opponent's units (regardless of whether they are cavalry or infantry) wins.In case
of a tie, the defending side wins.

EXAMPLE: Referring to the previously presented battle example, the batile is won by Polonia
Minor, as they have toppled more of the opponent's units.

/6 CLEANING TP HFTER e BHTTLC
\ Time to gather the slain.

After the bactle is resolved, all toppled units must be removed from the Map and
placed in the players’ pools.The removed units of Neighbors and Invaders should be
placed on their designated spots on the Map.

Battle Cards used in the fight should be shuffled and placed face down at the
bottom of the Battle Cards deck.

/. P VITHRORAVAL

Fall back, we flee!

If the losing side has not lost all its units, it must withdraw any units that were not
toppled during the battle to a land it controls, adjacent to the land where the
battle took place. If this is not possible (i.e., no adjacent territory is controlled by
the losing side), then any remaining untoppled units of the losing side are removed.



Robert Mróz
Interesting choice to have the players play all their cards at once. Have you considered allowing the players to play one OR multiple cards at a time, turn-based until they pass? Might add some tactical considerations. On the other hand, might make the battle longer and more boring to non-involved players.


/8 POSITION UPDATE
B

If the battle results in a change of control over lands or if Cities or buildings are
destroyed, the players' positions on the Position Board must be updated.

Every battle brings consequences.

PEOPLE'S FAVOR

The subjects closely observe the actions of their ruler on the battlefield. When he
triumphs, he gains applause; when he suffers defeat, the zeal and support among
his vassals for his cause fades.

The player who wins the battle gains @ (advances | position forward on
the People SupportTrack).

The player who loses the battle loses 0 (moves | position back on the
People SupportTrack).

/9 BATTLE CARDS “AFTAR BATTLE”
e

After the battle, players involved can still play Battle Cards marked after battle
These cards do not affect each other and can be played by the players simulta-
heously.

Sometimes, executing a plan requires patience.

after battle

DRAVING BATTLE CHRDS
JO

Military skill is rooted in experience.

In the game, the primary way to acquire Battle Cards is through combat. After
a battle, players who fought in the battle draw | @ from the top of the deck.

Players cannot play the cards aftet battle immediately after drawing them.

BATTLES B6TVEEN PLAYERS
aw» DEUTRAL FHCTIONS

In the game, there will also be battles against units that do not belong to any other
player. Such battles are fought in the standard manner with the following differences:

-The player participating in the battle rolls both Battle Dice 0 (gray for the defen-
ding side, salmon for the attacking side).

- Neutral factions do not use Battle Cards (the player who moved the neutral
units also cannot play cards on their behalf).

-The direction of withdrawal for neutral units is decided by the player who moved
them or, if no one moved them, the player involved in the battle.

The player fighting against neutral factions can normally use their Battle Cards
and draws | after the battle. After a win/loss in battle, they gain/lose Q

BATTLES BETVEED
TVO REUTRAL FAHCTIONS

These battles consist solely of the dice roll (which is done by the player moving the
neutral units), calculating the losses on both sides, and removing units.

CONQUEST OF WESTERN %
AND EASTERN POMERANIA

Players may conquer the territories of 2 Neighbors: Western Pomerania and
Eastern Pomerania. If Western Pomerania loses a battle on Pomerania, the units of
Pomerania involved in the battle are removed from the Map (they cannot respawn
on their designated spots). However, once all foreign units leave Pomerania, the pre-
viously removed Pomerania units immediately return to their designated spots.

Western Pomerania contains 2 Gords/Cities. This means that during cthe battle,
the defender will receive a bonus for both the Gords/Cities on this land. 2]


Robert Mróz
Does it mean that Eastern Pomerania units are not removed? If yes, then it should be made explicit.


The thirteenth century was a period of dynamic development in the architecture of

medieval Poland. It was duying this time that the first cities begun to be established on

regular plans. Stone was replaced by bricks brought from northern Germany, and
Romanesque forms gave way to a new French style (known today as Gothic).

The player who performs the Building Action may found | City and build up to 2
buildings on the lands they control.

After paying the founding cost, the player must locate the appropriate City token in
the pool and place it on their chosen land, covering the miniature of the upgraded
Gord.To make finding tokens easier, it's best to sort them by size.

Next, the player who founded the City moves | position forward on the Might
Track (as founding a City provides control of | additional Might Point )

In addition to extra Might Points, Cities also provide a larger amount of gold ()
during the Taxes Action and a bonus of two shields (3)2) instead of one () during
battles.

FOUNDING CITIES

That the Prince’s settlements may flourish in wealth and power. Founding is the process
of establishing a new layout and granting a settlement special rights, enabling it to trans-
form from a gord into a true city.

Founding involves upgrading your Gords to Cities. At the start of the game, all settle-
ments on the Map (even Capitals) are Gords.

Gords that provide Might Points from the beginning of the game have matching
City Tokens bearing their corresponding names.

The miniatures of the 17 most significant Gords and Cities depict the evolution of seitle-
ments in the 13th century. E.g the depiction of Cracovia (Krakow) features Wawel Hill while
the representation of Posnania (Poznan) showcases the cathedral and Premisl's Castle.

Smaller Gords that do not provide any Might Points do not have corresponding
counterparts. To upgrade these, players use a pool of 8 Small City Tokens labeled
“Civitas” (Latin for city).

When a player wants to upgrade their Gord to a City, they must pay the founding
cost (). It is always equal to the humber of Might Points provided by the City.

Checking the founding cost of a specific City Token in the pool may be inconvenient,
so it's useful to remember that the founding cost of a City is always just | gold more
than the number of Might Points currently provided by the Gord.
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BUILDING BUILDINGS

The Principality iswt made by cities alone. Castles guard its borders, abbeys stand
inside, and for people tiltyards where jousters fight with pride.

Apart from founding cities, a player may also construct buildings. There are 3 types of
buildings in the game, each offering different benefits.

CHSTLE TILTYHARD

Castles make lands hard
to conquer. Therefore,
it's crucial to place
them in particularly

Tiltyards are tournament
fields where, during colo-
rful jousts, kiights pro-
vide entertainment for
themselves and others.

The foundation of
motiasteries was one
of the primary ways to
gain favor with the
Church.

important areas.

In a battle on a land
with a Castle, the

defender gains +(ZX2).

After building or taking After building or taking
control of aTiltyard, control of an Abbey,
the player gains @ the player gains .

After losing aTiltyard, After losing an Abbey,
the player loses @ the player loses .

The player may build 2 buildings of any type during their Building Action. The cost of
constructing each building is | gold O).

Once the player pays the cost of building, they place the corresponding building
token from the pool onto any land they control that does not already have a

building. Buildings may also be constructed on lands without cities.

Each | land can contain at most | City and | building.

The number of City and BuildingTokens in the pool is limited. If a certain type
of token runs out, it means that the Kingdom lacks enough available planners,
builders, knights, or monks to carry out the project.

DESTRUCTION OF CITIES AND BUILDINGS

Cities and buildings can be destroyed during unit movements. Once destroyed, the
tokens are returned to the pool (more details on pages |7, 25, and 28). Players
cannot demolish their own Cities and buildings.


Robert Mróz
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POLITICS HCTION

Ultimately, in most cases, it will be politics that decides who will sit
on the Polish throne.

The player who plays the Politics action may either draw Court and Neighbor
cards into their hand or summom a Council (see page 26).

DRAWING CARDS

It’s time to sow the seed of politics.

When a player chooses to use their Politics action to replenish their hand, they can
draw a total of 3 Court or Neighbor Cards.The player may draw any
combination of cards, e.g., 2 Court Cards and | Neighbor Card, or 3 Neighbor
Cards.The player can only look at the cards after they have drawn all 3.Then, after re-
viewing them, the player must discard one of them to the bottom of the appropri-
ate deck (as with all discarded/played cards, the card placed at the bottom should be
facedown, so it will smoothly return to the game if all cards above it are drawn).

HAND CARD LIMIT

The princely administration has its limits.

Each player can hold a maximum of 6 cards (Court Cards, Neighbor Cards, and
Battle Cards counted together). If a player exceeds this limit, they must immediately
discard the excess cards by playing them to gain gold or support.

NUMBER OF PLAYED COURT AND NEIGHBOR CARDS

There is no limit on the number of consecutive Court or Neighbor Cards
a player can play, with one exception - the player cannot play more than one
Neighbor Card related to the same Neighbor before their Politics Action.

COURT CARDS

Internal scheming und sewn intrigue.

Court Cards represent various non-military actions, yet their structure is simi-
lar to that of Battle Cards.

Court Cards consist of:

s FIE - AT

card title —F Prmcc Hma,nt

illustration _> s Y )i

indication of when
the card may be played

during gameplay = | before your Politics action

B
card's text effect =g If your Prince is in the Capital, |
I' : gain .
gold symbol == # g
symbol of People / Clergy B :.\':i.
/ People or Clergy Support ’.,:,: o =
T e N B e s

Similar to Battle Cards, Court Cards may also be used in three different ways.

First, the card’s text effect can be used when the card is played in accordance with
the indication on the white bar in the middle of the card.The player playing the card
must reveal it and then read aloud its title and effect (so that all other players are
aware of its consequences).Afterward, the player may carry out the action described
in the card’s text.

Once the card is used, it should be placed face down at the bottom of the Court
Cards deck.

Second, Court Cards may be played at any time during the game (not just

during the player’s turn) to advance by | position on the People or Clergy Support
Track.

0 Player gains @). Player gains ). @ Player gains @) or ©@).

If the player wants to use a card for this purpose, they must reveal it to show the
other players the specific support symbols on the card, and then move their
Principality Token accordingly on the relevant support track.

After using the card, it should be placed face down at the bottom of the Court
Cards deck.

Third, just like with Battle Cards (see p. |8), Court Cards can be played to gain |

gold O.
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NEIGHBOR CARDS

Sometimes it’s better to spill blood with the hands of others. While the Kingdom was

divided, Poland'’s neighbors took advantage of this situation by invading the princely

lands. Sometimes they did this of their own accord, but more often it was the result of
a widespread conspiracy.

Neighbor Cards @ allow players to activate and block the aggressive intentions
of the Christian factions surrounding the divided Polish Kingdom.

Neighbor Cards consist of:

identification of the Neighbor the >
card pertains to (hame and arms) :

REGNUD

hUNGHRIAE
identification of how many : B
units the card pertains to
(large base - Knighe,

small base - Infantry)

possible cOSt

card’s text effect
(each Neighbor Card
has the same effect)

Before your Politics action
move Neighbor's units.

g0ld symbal Block Neighbor's

units movement.

symbol of People / Clergy
/ People or Clergy Support

Each major Neighbor (German Marches, Kingdom of Bohemia, Kingdom of Hungary
and Rus Fiefdoms) is assigned 2 Neighbor Cards - one concerning all of the
Neighbor’s units and another concerning only a portion of them. Each Pomerania is
assighed only | Neighbor Card.

HHSTERD
POMERHDIH

FPRINCIPIH
RIBSICH

Before peur Pk & aetion
« unis,

The card concerning the full pool of units is more powerful, however, to use it to
move a Neighbor's units, the player must pay a cost of 2 gold (0.

24

In the deck, there are also 2 special cards that apply to a smaller humber of units
but act as any chosen Neighbor ("joker").

|1 any 1 | HDY
Ml rerensons I I oarenoons

QUILIBET

Before your Politc tan 1 k Before your Politics action
move Neighbor's units. miave Meighbor's units.
i \ or

or 1
Block Neighbior's | Block Neighbor's
UNFS MOYeMmenc, units movement.

Neighbor Cards, like Battle and Court Cards, can also be used in various ways.

These cards can be played to gain Support Points or gold, exactly as Court Cards
(p-23).

Additionally, Neighbor Cards can be used to activate their text effect, which allows
one of two possible actions.

The first option is to play a card to move units depicted on the played Neighbor
Card (before performing a Politics action, meaning after revealing the Politics Action
Token but before drawing cards or summoning a Council).

The player places the Neighbor Card face-up on the table and announces which
Neighbor's units may be moved, ensuring all players are aware of the potential effects
of the card (for "Any Neighbors" cards, the player must specify which Neighbor the
card applies to.) At this stage, it is not yet determined where the Neighbor's units
will be moved.

Next, other players (in the set turn order) may block the movement of the activated
Neighbor’s units (this is the second function of the card's text effect).To do so, a
player must play a Neighbor Card matching the same Neighbor (or an "Any
Neighbors" card). The units depicted on the played card are subtracted from the
pool of units available to the activating player.

Multiple Neighbor Cards may be used to block units movement, played by one or
several players.

Blocking the movement of Neighbor units is always free of charge.

The player may play multiple Neighbor Cards before their Politics Action.The cards
are played one at a time, with the full effect of one card resolved before the next is

played.The only restriction is that the player cannot play a Neighbor Card concern-
ing the same Neighbor more than once.



Robert Mróz
Not exactly clear if blocking players can also play multiple cards. Above it says "player must play A Neighbor Card", but also "multiple cards may be used to block..., played by one or several players". If the blocking player may play multiple cards, do they play them all at once?


EXAMPLE:The player controlling Polonia Maior plays a
Neighbor Card concerning the German Marches and
pays the cost of 2 gold.

BHEACHIA
GHAMEODICH

Deml:l.i!(. 3
GERDANTCH

Next the player controlling Silesia, fearing an attack also
plays a card concerning the German Marches but
with a smaller force. This reduces the pool of units Polonia
Madior can move by 1 Knight and | Footman. Had
the players played their cards in reverse order, the entire
Neighbor movement would have been blocked.

Afier blocking some of the Neighbor's units, the player controlling Polonia Maior moves the
remaining ones. They send the German Knight to batile, while the Footman moves to an un-

guarded land with an Abbey, which they decide 1o destroy.
RULES FOR MOVING NEIGHBOR'S UNITS

Neighbor’s units move exactly like a player's own units. This means players can freely
distribute Neighbor's units during movement.These units have the same movement
range as the player's units. Exiting a Neighbor's territory into Polish land costs |
Movement Point. Similar to moving a player's own units, Neighbor’s units cannot be
moved onto areas outside of the light green Polish lands (they cannot even be moved
back to their original territory).

Neighbor’s units may be allowed to pass through lands occupied by the player’s
units (with the players’ consent, of course).

The only rescriction when moving Neighbor's units is the prohibition of aggressive
movements against oneself. This means that Neighbor’s units cannot end their
movement on a land controlled by the player making the move.

DESTRUCTION OF CITIES AND BUILDINGS

When Neighbor’s units take control of a land, the player who moved them may
decide to destroy any Cities or buildings located there. If the player chooses to
destroy (they are not required to destroy everything), the City and Building

Tokens are removed from the Map and returned to the pool.

BATTLE AGAINST NEIGHBORS

This matter is explained on page 21.

When Neighbor’s units are removed as a result of a battle, they must be placed back
on their desighated spots on the Neighbor's territory. If Neighbor's units cannot wi-
thdraw after the battle to their controlled land, they are still placed back on their
designated spots.

Neighbor’s units never completely leave the Map, they remain a potential threat to
the players at all times.

OCCUPATION ARMIES

Unlike the Invaders (who you can read about on pages 28 and 29), Neigh-
bor’s units remain on Polish lands after completing their movement until they
are expelled.

When a Neighbor card is played regarding units of a Neighbor that are already
on Polish land, the player starts their movement from their current position.

After considering the Neighbor's movement, the used Neighbor Card is placed face
down at the bottom of the Neighbor Cards deck. Then the player may continue play-
ing their next cards.

Neighbors is perhups the most distinctive
mechanic that sets PRINCIPES upart from
other gumes of its kind.

Thanks to the fact that players are sur-
rounded by forces that can be used against
them at ulmost any moment, no one cun
feel truly safe, and the distance between
opposing Principalities is only apparent.
With the help of Neighbors, any player cun
be thwarted, and even the most cunning
dlan can be undone.

So always remember the po-
tential threat lurking behind
your back. Sometimes, instead
of launching an attack your-
self, it’s better to hold onto the
vight cards to block an incom-
ing blow from abroad when
the time comes.

25



STOAONING ¢ COUNCIL

The Piast Princes would convene to determine who among them had the right to rule
over the kingdom and their dynasty. These councils served as battlegrounds where
Princes vied for the title of Princeps, with hopes of ultimately sealing their ambitions
with the crown. Before them lay the vision of unity - though each one knew that only
the strength and influence of the most powerful could unite them.

When a player uses their Politics action to summon a Council, they may (if certain
conditions are met) claim the Princeps Token or even immediately win the game
through coronation.

When a Council is declared, each player (in the sec order) may play any number of

their Court and Neighbor cards to increase their positions on the Sup-
- portTracks by gaining w Players play their cards one after another, but they must
play all their chosen cards at once during their turn. Players may not play additional
cards outside of the established sequence.

During this phase, the regular rule allowing players to use cards to gain Support
Points at any time is temporarily suspended.

Positions on the Might Track cannot be modified using cards. Might Points can only
be earned by controlling areas with the icon @&).

After the card-playing phase, the positions on the SupportTracks are checked.

If the Principality Tokens of the player who summoned the Council are in the highest
positions (or tied for the highest positions) on at least 2 Tracks, that player claims
the Princeps Token from its current holder.The Princeps Token is placed in front of
the new holder, though the turn order set at the start of the Round remains un-
changed.

EXAMPLE: In this situation, Masovia and Polonia Minor qualify 1o take the Princeps Token, as
they have their Principality Tokens on the 2 highest positions.

If all 3 Principality Tokens of the player who summoned the Council are positioned
at the position 107, that player coronates their Prince, immediately ending the
game with a glorious victory!

NOTE: Only the player who summoned the Council (the host of the
Council) can claim the Princeps Token or coronate their Prince as a result of the
Council. Other players can only attempt to prevent the host from claiming the
Princeps Token by altering their positions on the tracks. However, the possibility
of coronation cannot be blocked.

PRINCESBSES

Though they did not wield swords, their words could be sharper than any blade.
Princesses influenced political decisions and caused considerable upheaval within
palace walls. Most importantly, a well-married Princess ensured the stability
of an alliance.

In the game, Princesses act as special agents. At the beginning of each Period,
after turn order is determined, players send their Princesses on missions.

At the start of the game, after players draw their initial cards and the Princeps
sets the turn order direction, each player (in the set order), assigns their Princess to
one of three tasks.

SENDING TO A NEIGHBOR

First, a Princess can be sent to any Neighbor.To do this, the player places their
Princess figurine on the area of the chosen Neighbor. The Princess symbolizes a
marital alliance with the ruler of a neighboring faction. Through this alliance, the
player gains immunity from that Neighbor for the duration of the upcoming Period
(2 Rounds).

A player with their Princess on a Neighbor's area cannot be invaded by that
Neighbor’s units. This means that a player moving the Neighbor's units cannot end
their movement on lands controlled by the player protected by the Princess.
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SENDING TO ONE'S OWN CAPITAL

The second option is to send the Princess to the player’s own court, where she orga-
nizes feasts and brings life to the castle chambers.When the Princess is placed in the
player's Capital (only possible if the player controls their own Capital), they imme-
diately draw | Court Card or | Neighbor Card @.The same happens at the
beginning of the next Round of the current Period (unless the Princess is re-
moved beforehand).



Robert Mróz
Is there an advantage to being first at the start of the game? If yes, you might consider sending the Princess in the reverse order to balance it out.

Robert Mróz
Again, have you considered allowing players to play cards turn-by-turn? Might lead to nice tactical considerations, e.g., saving cards when you see you can't win this round (at the cost of making the game slightly longer, perhaps). Having to play all your cards at once might give a big advantage to the last player, who will be able to calculate the result and decide to save all their cards for later.


SENDING TO ANOTHER PLAYER'S CAPITAL

The third area to which the Princess can be sent is the Capital of another chosen
player (only if that player controls their own Capital). She serves as a saboteur at
the foreign court, secretly plotting and limiting the opponent’s options.

= R

o

The player who has a foreign Princess in their Capital must immediately discard |
Court Card or | Neighbor Card @ (the player chooses which card to dis-
card) to the bottom of the appropriate deck.The same happens at the beginning
of the next Round in the current Period (unless the Princess is removed before-
hand).

—_—
o
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When a card must be discarded, the player may exchange any cards they hold in their
hand (both Court and Neighbor Cards) for gold or Support Points. They will no
longer play their cards for their text effects, but this prevents them from discarding
a card "for free."

Only one Princess can occupy ohe area at a time.
At the end of an Period, Princesses are removed from the Map (they die of old
age, just like Princes), and players send out the next generation of agents on hew mis-

sions. However, this time they no longer have a full range of options, as:

A Princess cannot be sent to the same area twice ih a row.

the symbols reminding players to send Princesses on missions at the beginning of
each Period

Princesses are units, but they cannot move during Movement Action and do hot @
participate in battles. a

REMOVAL OF PRINCESSES

If foreign units (or the player's own units in the case of a sabotaging Princess)
wih a battle on the land occupied by a Princess, or if the land where the
Princess is located is taken over or devastated, the Princess is removed from
the Map and will only return at the beginning of the next Period.

BESOLVING ICONRS
of the RAVEHLED
hISTORY CHRD

History flows, carrying countless events.

Each Round (except the last) ends with the resolution of the effects of the icons on
the revealed History Card “

First, the upper icon is resolved, and only then the one below it. Their effects (if
they affect more than one player) are carried out in the set order.

Division

This is what characterized the period in which players came to power, The
Polish Feudal Fragmentation was a time of constant division within the
country. The Piast family grew with each generation, and every son, brother,
cousin, and nephew of the Prince claimed the right to carve out a piece of the
Principality for themselves. This event illustrates this process, as the time for
claims and further division approaches.

During the Division, each player (in the set order) may (but is nhot required to) place
| Division Token e on any | land of another player that has no units (in this case,
a Princess counts as a unit).

On | land there can be a maximum of | Division Token.

DIVISION TOKENS

Division Tokens are markers indicating land that has separated from a player's
Principality. When a Division Token e appears oh a player's land, they immediately
lose control over it and all the points it provided (as if foreign units had taken over
the land).The player also cannot use lands with oduring their actions - for example,
in the Taxes Action, they cannot collect gold from such lands, and in the Building
Action, they cannot build Cities or buildings on those lands.

Division Tokens do not hinder movement. Players can freely pass through lands

with o

To remove ofrom their lands and regain control over it, the player must move at
least one of their own units onto the land with a 9 and then remove ofrom the
land where the movement ends.There is no battle (the relative capitulates in the face
of armed intervention), but the player must suffer the same penalty as if they ended the
movement on land within borders of another Principality (in the eyes of the Church, the
division of land was lawful, and taking it back is a sin). This means that the player ending
their movement on land with o loses (&) or discards ().

When players end their movement on land with o within another Principality bor-
ders, they only suffer the penalty once (since it is simply land belonging to another
Principality) and then also remove °

If Neighbor’s units occupy land with a @, it is also removed.

If Invader’s units end their movement on land with o , the token remains.
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Kevin Gao
Is there a way to keep track where each player has sent their princess to? Especially when they can be removed during the period. Otherwise players will have to remember this information when they need to send the princess out in the next period. "wait, did I do that last period?" 
It is always the best practice to avoid round to round memories.

Robert Mróz
It's not very clear - does it mean that when you're forced to discard a card by another player's princess, you get 1 gold for that? Does it also mean you can additionally discard more cards for gold?

In any case, having to discard a card at the very beginning of the game, when you only have 1 card of each type, seems like a big penalty.

Robert Mróz
All the more reason to consider assigning princesses in reverse turn order.

Robert Mróz
Typo.

Robert Mróz
What does "devastated" mean? I don't think this word appeared before. I imagine it refers to destroying cities and buildings, correct? If yes, then is the princess removed only if ALL structures on the land get destroyed, or is it enough to destroy one?


U vbanization

The 13th century was a time of establishing Polish cities. Thanks to location
(’ i privileges, guarantees of freedom, and the influx of craftsmen and mer-
: chants from Western Europe, cities sprang up dcross the Kingdom like
mushrooms after rain, playing a key role in shaping the new medieval land-
scape of Poland.

During Urbanization, each player (in the set order) may (but is not required to) found
| City for free on any land they do not control.

This means that a player may found a City on land not
controlled by any player, on land controlled by another
player, or on land within borders of their own Princi-
pality with e

During this event (just like at any other point in the
game), players may negotiate and make deals. For
example, the player controlling Polonia Minor may
found Posnania, hoping that when the turn reaches
the player controlling Polonia Maior, they will return
the favor by founding Cracovia. However, remember
that in the world of Princes, promises are not bind-
ing, and anyone can become a victim of treacherous

perjury!

If more than one player qualifies for coronation or claiming the Princeps Token, the
tie is broken by the order set by the Princeps Token. For example, if the player with
the Princeps Token qualifies to claim the Princeps Token along with other players, the
token remains with them. However, if the holder of the token does not qualify, then
the player highest in the set order will claim the Princeps Token or crown them-
selves.

If no player qualifies for coronation or taking the Princeps Token, nothing changes.

If one player qualifies for coronation and another for claiming the Princeps token,
only the coronation is resolved.

Belease to Dome

In the Middle Ages, armies were not permanent - their strength consisted of
= knights and peasants called upon during times of war. Princes had to re-
@ solve conflicts quickly to send soldiers back home,
(\__, where fields and daily duties awaited them.

This event serves das a reminder of

the temporary nature of military service.

During Release to Home, each player (in the
set order) must remove their | Footman or
| Knight from the Map.

Common Counsil

In the game, there are councils organized by individual players, as well
as those that are a joint effort of the entire family and the Church.

A Common Council triggered by an icon on a History Card works the same as a
Council summoned through a specific player's Politics Action (see page 26), but there
is one key difference.

During a Common Council, there is no Council host, and each player can, as a
result, take the Princeps Token or crown their Prince.
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For centuries, Polish lands suffered from invasions by Baltic tribes.

The Prussians and Lithuanians, pagan peoples of the north, regularly
organized plundering raids on Masovia, Pomerania, and occasionally
beyond. Their brutal raids devastated towns and villages, forcing Polish
princes to mobilize knights and construct fortifications along the northern
borders of the realm.

During the Balt Raid, the foot units of the Prussians and the cavalry units of the
Lithuanians are activated (the term Balts refers collectively to both groups).

If the Teutonic Knights are present on the Map, only the Lithuanians are activated.

The Princeps (the player holding the Princeps Token) may (but is not required to)
move the Balt units. The two tribes are not coordinated, so they are moved sepa-
rately, one after the other. First, the Princeps may move the Prussians (and resolve
any battles triggered by their movement), and then the Lithuanians may be moved.

The Princeps moves the units according to the standard rules of movement:
foot Prussians can move a maximum of 2 lands, while cavalry Lithuanians can move
3. Units may be split during movement, and the Princeps can also choose to move
only part of the available units, just as if moving their own forces.

Balt units may also pass through lands with player-controlled units (if the player con-
sents).

Similar to moving the Neighbors, the player moving the Balts cannot end their
movement on lands they control.

If Baltic units are removed as a result of battle, they must immediately be placed
back on their designated spots, just as with the Neighbors.

Unlike Neighbors, however, Invaders activated through History Cards (such as the
Balts, Teutonic Knights, and Mongols) do not visit Polish lands to occupy and hold
them.They come for plunder, spreading death and destruction, and then return to
where they came from.Thus, after completing their movement and resolving any bat-
tles, the Balt units return to their designated spots.

DEVASTATION

From lands where Invaders ended their movement and where no other units
are present, all City and Building Tokens must be removed. The same
applies to lands where Invaders have won battles.

Bat Baid ———


Robert Mróz
Typo.


— T eutonic Rnights
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EXAMPLE:X The Princeps first moves all 4 Prussians into battle with Masovia. They win the
fight, destroy the City. and return to where they came from.II Next, the Princeps sends |
Lithuanian into battle with Polonia Maior and | to the land with the Tiltyard.

Invited by Prinice Conrad of Masovia in 1226, the Teutonic Knights were
tasked with protecting Masovia from raids by the pagan Prussians. Despite
initial benefits, their presence became a source of new conflicts, and over
time, they transformed from defenders of the lund into its burden.

If there are no Teutonic Knights on the Map:

The player controlling the land with the Teutonic Knight sym-
bol @ may (but does not have to) call upon them.

If they choose to do so, 2 Teutonic Knights, a City (Civitas), and
a Castle (if available in the supply) must be placed on the land
with $ If any building was previously built on the land with

,it must be removed, and if the player has any of their units
oh the land, they must withdraw them (as if after a battle).
After calling upon the Teutonic Knights, the player loses con-
trol of the land with $

The Teutonic Knights can be defeated, and their land can be
captured, however, similar to both Pomerania, if all units occu-
pying the land with@ leave, the Teutonic Knights will imme-
diately return to it.

When the Baltic Raid event oceurs, the Teutonic Knights will
block movement of the Prussians.
If Teutonic Knights are on the Map,

The Princeps may move them, following the same rules as
when moving the Balts.

After completing their movement or if the Teutonic Knights
are removed after battle, they return to the land with @

Mongot I nvasion

In the thirteenth century, Poland faced an unexpected threat from the east.
The Mongols (called Tatars) invaded Polish lands several times, brutally
ravaging the Kingdom. The tragic Battle of Legnicium in 1241 remains

a symbol of the terror brought by the horde of Batu Khan. Although the
Mongols did not settle on these lands, their devastating invasions left

a lasting mark on the Kingdom.

First,4 Mongols should be placed in the Rus Fiefdoms area near the eastern border
of Poland. With each subsequent invasion, one less Mongol should be placed (as their
raids weakened over time).

Then, starting with the Princeps and following the set order, players may (but are
not required to) move them.

The movement of Mongols follows the same rules as moving Balts and Teutonic
Knights, with the difference that after a lost battle, the player moving the Mongols
may withdraw them to a land without any units or tokens (as if it were a land con-
trolled by the Mongols).

If, as a result of the battle, the Mongols are removed, they should be placed off the
Map.

After the first movement, resolving any battles and removing destroyed Cities and
buildings, if the Mongols are still on the map, the next player in turh may move them.
They perform movement from the lands where the Mongols are currently located.

Movements continue until all players have moved the Mongols or all Mongols have
been removed.

Once all players have moved and Mongols still remain on the Map, they are placed off
the map again (after the Mongol campaign, they go to the Kurultai - the great assembly of
Mongol khans).

EXAMPLE: Due to the scale, the map has been stripped

of other elemenis. This shows an example

of a Mongol Invasion consisting of 4 movements
made by players controlling Silesia I,

- Polonia Maior I1, Masovia J1X
and Polonia Minor T'V.

After all movements
are completed,
the Mongols
return off

the map.
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Kevin Gao
Can player call upon Teutonic Knights again if they were already called upon before?
For example, the knights were spawned before, but then their land was captured so they are off map waiting to return. Can the player who captured this land call upon them again when resolving this icon? 
If yes, then I assume they will rebuild a city and a castle when called upon again, but no rebuild when they only return cause there are no units (feels a bit weird).

Kevin Gao
Is there a way to keep track if the Teutonic Knights has been "called upon" in the current game? Otherwise each time when units leave this land, players would have to go back to remember if they need to return these knights or not.
It would be great if there is a special card or token for active indication, or special space for defeated Teutonic Knight to go. So they will return when the land is empty if they are active/ on this space, and remain off map otherwise (as they were not called upon).


CLABIFICHTION tr CARTHIN PROGREBS TILES

Due to the limited space on Progress Tiles, their effects have been written in a concise manner.To avoid any doubts regarding their functionality, below is a clarification of the rules

for tiles that may be subject to ambiguous interprectation.

Gain @ or @) for the |
| second Progress Tile

of the same color.

After placing a tile on their Principality
Board, the player gains either . or @
for each pair of tiles of the same color
they already have.Then, the player will
score (once) for each newly
formed pair.

e v e g
German Settlers
You may place

third Progress Tile
of the same color,

Egress Tiles take effect as soon as
ey are drawn from the Market.

Thus, if a player already has two
green Progress Tiles, they may take
this tile as a third one.Third tiles
should be placed below the tile slots.

The player may immediately pay 2
gold (O upon drawing this tile and
then place | additional Progress Tile.

e

Sr e

Dew ﬂlechanisms

You may use
the Progress action
as any other action.

After revealing the Progress Action
Token, the player may choose for it to
be any other action.

T raining G rounds

Draw

for each of your

Each time the player performs the
Assembly Action, they will draw |
Battle Card for each Tileyard

they control.

Borver Guards
Foreign units stop

at the first of your
lands they enter.

All of the player's lands are treated
as if they have their units guarding
passage.The player may allow foreign
units to pass through their lands
affected by the cile.

Mounts
for I nfantry

Your Footmen

The player's Footmen have
| additional Movement Point [p
compared to their base value.The
Spving Tl)aw, History Card n
affects all units equally, regardless
of the cile.

Leatning Chess
After rolling, you may
flip your & to its
opposite side.

r w"f'/.‘) .
i L

After the initial counting of battle
losses, the player may flip their Battle
Die @ to the opposite face.

When you build
an Abbey,

gain additional @).

After building the Abbey, the player
gains instead of . However, if
the player loses the Abbey, they lose
the usual @.The tile also works when
the Abbey's construction is the resule

of a History Card n

Terams of Peace

You may exchange

B &

The player can play their Battle Cards
at any point during the game to
gain additional Support Points (just like

with Court and Neighbor
Cards).

Knighﬂy Culture
| During Council, gain | |
i | @ for each of your |
Tiltyard.

i‘i‘ A
;,Jk-;h )

-\..

The border of the tile is marked with
a striped color, so the tile activates
every time a Council occurs, not just
when the Council is summoned by
the player.

™

F Liavy of the Court

Your Princess
provides and removes

i

E the beginning of the Round, the
prayer's Princess grants them | addi-
tional Court or Neighbor

Card in their own Capital. In another
player's Capital, it forces them to
discard | additional card.
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Who asks, does not err.
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Robert Mróz
Again, the explanation doesn't really match the text on the tile. From the tile, I'd understand it gives you a constant effect of being able to have 3 tiles of any colour. But then the explanation says something else.

Kevin Gao
The first part is more clarification than explanation. It is clarifying the case that if someone already has 2 green tiles, they can still take this as it take effect immediately. 
The second part is to explain where the third tiles go (note the plural form, so it has covered for all the colours)

Robert Mróz
Actually, I'd say this explanation makes it less clear what the tile is supposed to do ;) At least I don't get it. Consider rewording.

Robert Mróz
I think this text is unnecessary. The section header is self-explanatory. In general, it's good to keep the word count to a minimum in a manual (as long as it doesn't impact clarity, of course).

Robert Mróz
I think in English it should be "He who asks...".

Robert Mróz
Not having played the game, this seems VERY powerful.

Anonym


Anonym



SPECIAL PRIRNCIPALITY RULAES

Each Principality has its own special rule.These rules are written on the Principality Boards and are in effect throughout the entire game.

POLORIA MAIOR NASOVIA POLORIA OINOR SILESIH

aGLDER BLOOD VITh ¢ WIDD hOUBE « PRINCEPS COLOR o GOLD
Polonia Muior is the native land of the Masovia is plagued by numerous inva- Located in Polonia Minor, Cracovid is Though internally divided,
Kingdom of Poland, where its history sions of pagans. Its inhabitants, living in the seat of the overlord Prince, the Silesia is a Principality rich in wealth.
began. In Gnesna, the Archbishop has constant tension, must always be reddy Princeps. It is here, on Wawel Hill, that It is here, fhrough German influence,
his seat, and he is affiliated with the to fend off the enemy, and the many bat- the royal palace stands, a reminder of that the first cities and stone castles
local Princes. tles have seasoned them in combat the former glory of the Kingdom. were built.
s
If the player controls GNESNA marked The player may, in any battle they If the player controls CRACOVIA During the Taxes Action, the player gains
with 4>, when they summon a Council, participate in (after the initial counting marked with 4, it is enough for them an additional 2 gold CX0).

they gain @@ and move 2 positions of losses), reroll their Battle Die G to be the highest on | track to claim the
on the Clergy Support Track. once. Princeps Token during a Council.

The titles of the special Principality rules are a kind of wink and an undisguised reference to the creation of Mrs. Elzbieta Chereziriska.

FNQ RO % STRATEGY TIPS NG ERCEVNO ¥ W

If you've reached this point in the Rulebook, you're ready to fight for the crown of the Kingdom of Poland.
However, as the author, I'd like to share with you a few old Polish wisdoms to end with.

Eiosity paves the path to wisdom.
Enjoy the game, try different strategies and tactics, and in doing so,
you'll learn for yourself which path leads quickest to victory.

Today in glory, tomorrow in story.
Don't take risks recklessly, especially with your last princes’ lives.

Who sows the wind, reaps the storm.
Dor't provoke war hastily. If you stir up relations with another
player too early, they will remember it for the rest of the game.

Cracovia wasn’t build in a day.
Don't be discouraged by early setbacks; everyone gains experience
at their own pace, and the ambitious goal of reuniting a Divided
Kingdom is a challenge worthy of more than one defeat. A foolish sheep trusts the wolf.
Never trust even the sweetest words of your fellow players,
In youth you sow, in age you grow. for at the prince’s table, everyone is a predator.
Think long-term; your decisions early in the game
will echo through to the end. Still waters run deep.
When players are focused on peacefully builiding their
potential, don’t miss the right moment for un intervention,

or someone might win without 4 fight.

The fuller the glass, the harder to pass.
The closer you get to victory, the more your opponents will
focus on you. When you're strong, pretend to be weak.
Strike while the iron is hot.
If you can reach the highest positions on all three tracks,
don'’t hesitate for a moment to summon the Council.
The opportunity will be fleeting.

With riches to spare, friends are everywhere.
Gold is a powerful bargaining chip; always have
enough to use it at the right moment.

Seed by seed, and you'll succeed. Dorn’t say “hop!” until you've jumped.
Never lose hope of gathering the right number of points. There are many ways to Never reveal that you're capable of winning before you uctually do it.
earn them in the game, and the state of the tracks can change in the blink of an eye. Play in such a way that your triumph is as spectacular as it is unexpected.

¥ 5
It's all in the play, who tricks who today. 3]
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year 1324

C asimir, | want to show you something special.

Liook, tl)ey've just brought it. H s much as I distike them,
I must admit, the German artisans, with the help

of our chroniclers, have done a fine job. Tbey Ve captured
the story of me, our fathers, and grandfathers

in the form of a game, PRINCIPE S, the Princes...

Leseck, Reney, Premist, I vemember them well, they REX
were brave and vighteous men. I vemember the quareels 8| Wiadisians
and feuds, the scheming, the bloody battles, and the vile
mueders. | remember how the realm, divided, was torn
from every side, yet it came together, but not fully tied.

I stumbled many times, though low I dd begin, yet in my
stubbornness, I found the glovious win. Yes, my son,
it was indeed an intriguing story.

Legend has it that this game was created at the request of King Vladislav the Cubit himself, who, shortly after his coronation in the 1320s, commissioned the tusk to masters
[from the western lands. Due to the similarity in style, the creators of the artistic layer of the work are believed to be the authors of the famous Codex Manesse. Fleeing the
country after the tragic death of Premisl the Second, Prince Vladislav may have encountered this book during his many travels, with its vivid illustrations planting the seed
of a future idea in his mind. When he finally ascended the Polish throne, he surely decided to commemorate the period of the Great Division, of which he was a witness, par-
ticipant, and eventual victor, in a way that would appeal to the young and passionate Casimir. He intended for him to draw lessons and conclusions from it so that under
his crown, the country, no longer divided, would flourish with new strength.

Around 700 years later, a man named Lew Solowiej stumbles upon the princely trace and, with the help of the Polish State and a host of Compatriots sympathetic to the
cause, rediscovers, reconstructs, and adapts the long-forgotten game for his contemporary times.




GHDOE8 CREATOR

Lew Solowiej, creatively working as:
LEO SOLOVIEY
Born in 1994, lives and works in Poznan, Poland.

Since childhood in love with history, art, and games. By education, an architect of buildings;
by choice, an architect of games. Author of Bretwalda.

Responsible for both the mechanics and visuals of his projects. His goal, dream, and ambition
is to create an entire series of historically set area control games.

In 2024, he takes on the challenge of self-publishing for the first time
to complete PRINCIPES fully o1 his own.

PAGE TO. BE COMPLETED
PROTOTYPE VERSION FROM 01.02.:2025

The Rulebook you have just read is a preliminary prototype version, so it may contain errors.
If you find any or if any part of the manual seems unclear, please share your remarks with the author.
The entire game will be finalized after gathering feedback from reviewers and - hopefully - following
a successful crowdfunding campaign on Gamefound.

THANKS FORTRYING PRINCES - GOOD LUCK AND HAVE FUN!
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The game is won by the player who
crowns their Prince during the
Council or eliminates all other

players. If no player succeeds in doing

so, the game is won by the holder of
the Princeps Token.
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