OVERVIEW -

Uﬂxgg the King is a game of conssxziracy and sedition in the court. Play will occur in 3
episodes: Intrigue, Rebellion, & Scoring. The multiple victory conditions will make the
player’s objectives fluid. A pfayer may change loyalties to take advantage of the
opportunities as they present themselves. Align yourself with the right person, and the
throne could be yours.

11 COURT
SUMBONSN I8 =  MEMBER
) bawussr [ smvesua ) (1 Quuerant ) () s ] (7 Leoma [} CARDS

T UTORIAL
CARDS

8 TUTORIAL
CARDS

g
!
;
N
i
}

g AL ONVANG SN

R s

ﬁARKERS REFERENCE CARDS

‘Tutorial Deck

| First-time players may find the open format and shifting alliances chaIIcn%(ing to navigate.

| New players can use the Tutorial cards to help give them direction and make recommendations

| towards a SEecific objective. The intent is to use these cares as a guide. Players are not obli§:tcd
= t

to pursue t, dgoaI on the card. If using this deck, deal one card face-down to each player.
| the extras aside.

SETUR
Each player takes one set of family Leverage cards (11 cards with the same shield on the back).

Take the 5 Turn Order cards and Flacc them f: aceup (family names visible) in the middle of the
aming area. Only use the cards of the families that are in play. Place the cards in turn order.
t the turn marker on the first card.

Refer to the chart below to determine which Court Members to include.

: X > 5
2 Players: King, Usurper, Heir, Bastard, Anarchist
3Players: Add ' Q ueen, Duchess, Alcheraist E e Dl
4 Players: Add - sary, Bishop forard tobeused. . Setup
s Players: Add - Oracle pVC) RN YD BN
Set Court Member cards around the Turp Order
cards. Place the cards in numerical order (number

on the shield in the lower left-hand corner of
the card) counterclockwise starting with the King.

Place Loyalty Markers aboveeach court member.
Indicate whether they are loyal or disgruntled.
Pictured in the upper right-hand corner of

each court member’s card is their starting status.

HOW TO PLAY
I’lag:rs will lay down cards and then use the played card over two phases (Intrigue and
Rebellion). Completing each phase once will end the game.

Choose the first player.
INTRIGUE PHASE

Each lagr:r will take turns placing
one of their cards face-up below a
Court Member card. Move the
turn marker to the next family
member card in the center of the
court. After the last player places a
card the turn order will reverse
back to the first player (the last
player will place two cards). This
process will continue until each
plazi'cr has played six of their ten
cards.

Inflrucnccron a Court Mcmber 2

Each card placed counts as an influence for the family.
The family with at least one more Influence on a Court|
member than any other family will control that Court |
Member. Controlling 2 Court Member will help
determine victory conditions at the end of the game.

This Serpentine turn order means
that the first player will play one
card on the first turn. Then two
cards twice. The round will end
wit(? t}:e f };ni'sst player §>11a}iing onei11 .
card. Att int, all players w
have placed Sk St 4l
Queen :

REBELLION PHASE
Flip Lol&alty/Disgrumled tokens to indicate the current loyalty status of each
Court Membser.

RESOLVING EACH CARD TYPE

Spy cards resolve first. Resolve any Spy cards on the King. Proceed

in Court Member’s numerical order around the court. Resolve each Spy

card. If a Court Member has more than one Spy card next to it, resolve the

ggee doseit I(lilc the Court Member first. Continue until all Spy cards have
n resolved.

Place Items
under books

Resolve Leverage
cards in the

following order: Next resolve Daggers in the same manner.

Countinue
until all cards
have been
resolved.

After resolving
the card, flip
it f ace—cfown.
Players may
not reactivate
cards under
any
circumstance.

Never flip
Antidotes,
Bribery,

or Conspiracy cards.




