*RULEBOOK-

A LEGACY EXPERIENCE

The Queen’s Dilemma™ is a unique interactive narrative experience, featuring several branching storylines that lead to many possible endings. The game will
also require you to permanently alter cards, stickers, and booklets; other game components will also be irreversibly altered as game events unfold. The number
of games you will be able to play is finite, and it will vary depending on the choices you make during your adventure. The campaign will last 30 to 40 hours,
corresponding to about 14-18 games. When the story comes to its end, the game is over and it cannot be reset and played again from the beginning, unless you
have a copy of The Queen’s Dilemma Recharge Pack.

A SEQUEL TO THE KING’S DILEMMA

The Queen’s Dilemma is a Dilemma Card
System game. The Dilemma Card System is
a board game system developed by Horrible
Guild, allowing for interactive, narrative
game experiences.

The story of The Queen’s Dilemma takes place 100 years after the events of The King’s
Dilemma, the groundbreaking and critically acclaimed first game in the Dilemma series.
Despite the connections between the two games, The Queen’s Dilemma is a standalone
experience: it is not necessary to have played The King’s Dilemma to play and enjoy this
new entry in the Dilemma series.

DISCLAIMER

This game is set in a fictional and often cruel fantasy world. It was designed to put you in front of morally challenging situations and tough choices. Many of the
dilemmas you will face involve ethical and moral choices related to sensitive topics that could upset your sensitivity or that of the people playing with you, such as
injustice, violence, slavery, and discrimination. By design, the game will occasionally put you in front of the uncomfortable choice between what you think is right,
and what is best for winning. Remember that this is just a game, and you're playing as fictional characters, but make sure all players at the table feel comfortable
with the themes involved. Even if the game world follows elements of the real world, nothing should be taken as real.

None of the atrocities described in The Queen’s Dilemma are in any way promoted, encouraged, or even considered as acceptable by the publisher, designers,
scriptwriters, nor the distributors of this game.
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GAME OVERVIEW

THE KINGDOM OF ANKIST

In The Queen’s Dilemma, players become the members of the Queen’s Council.
The Kingdom of Ankist, ruled by Queen Serena and overseen by the Council, is
one of the most influential kingdoms in the known world.

The structure of Ankist is primarily feudal. The twelve regions that comprise the
kingdom are managed by the six Councilors. The Councilors are loyal to Queen
Serena, but they also have counts and barons loyal to them. Councilors are
responsible for rallying the army, gathering taxes, and generally administering
their territory in the name of the Queen. The thirteenth province is Aontas,
where the kingdom’s capital, Lybra, stands—managed directly by the Crown.

When the war against the Undying Scorpion called for her presence in
Konfurtah, Serena left the Council with the power and responsibility to act
and legislate on her behalf. The Queen has placed absolute trust in her Council
members, so the real power lies in their hands: they are the true leaders of the
government of Ankist right now.

THE GAME IN A NUTSHELL

Each round, players will draw a card from the bottom of the Dilemma deck
and experience the game story unfold. Each card is unique, and it will pose a
problem (or Dilemma) that the Council has to solve on the Queen’s behalf. You
will discuss, bargain, and make decisions that will shape the story of the game
and determine the fate of the Kingdom of Ankist. Each time a Dilemma card
is resolved, it is permanently removed from the Dilemma deck. Sometimes,
your decisions will result in the addition of completely new cards to the deck,
unlocking new events that will happen as a consequence of your decisions.

You will try to shape the prevailing ideology in the Kingdom of Ankist according
to your personal beliefs, but the other Councilors will do the same. This power
struggle could lead to war, famine, and riots, or it could generate wealth and
prosperity: it will depend on your choices. Each decision carries consequences:
what benefits the kingdom may not be good for you. Will you act for the greater
good, or will you think only of yourself?

The campaign of The Queen’s Dilemma will be played over several sessions, or
‘games.” No winner will be determined at the end of a single game, but you will
score Hegemonyws points, representing the impact of your actions and your
influence over the Kingdom, and Independence & points, representing the power
of your territories and your personal influence, independent from the monarchy’s
authority and institutions. You may also score Infamy® points, representing
the bad reputation you'll earn for some of your actions—which will negatively
affect your score at the end of the campaign. Your performance in each game will
contribute to determining the winner of the campaign as a whole.

To enjoy the game experience of The Queen’s Dilemma to the
fullest, we strongly suggest playing with 5 or 6 players, keeping

the same group of people for the entire campaign; in fact, it is
not possible to add or remove players from the campaign of
The Queen'’s Dilemma.




THE IDEOLOGY SYSTEM

In this game, the political life of Ankist is abstracted into a web of ideologies that model society, shaping beliefs, driving ambitions, and fueling conflicts.

These guiding principles are distilled into 6 core Ideologies, arranged along 3 opposing axes on the game’s Ideology board: Tradition vs. Progress, Force vs.
Diplomacy, and Order vs. Liberty. Each Character holds a unique balance among these ideals, reflecting their deepest convictions and the causes they champion in
the ever-shifting ideological landscape of the kingdom.

During the game, the Ideology board tracks the Kingdom’s prevailing values, shifting with decisions, upheavals, and the Council’s will, offering a clear view of where

Ankist stands in its struggle between worldviews.

Tradition longs for the stability of the past—
the beauty of former days and the privileges
of the ruling class. It holds that the future can
never surpass past glory, drawing guidance and
inspiration from history. A kingdom rooted in
Tradition thrives on its heritage, foundation of its
greatness, yet remains cautious, even fearful, of
novelty, change, and renewal.

Nobility, Lineage, History, Status Quo, Heritage,
Borders, Religion, Caste System, Privilege,
Orthodoxy

Force upholds strength as the surest path to reach
any goal. War is seen as a way to improve power, and
punishments are a necessary tool of governance. A
kingdom built on Force values might and bravery,
and deters enemies through sheer military power,
expands its reach with conquest, and strikes down
those who threaten its peace.

War, Strength, Military Valor, Violence,
Punishment, Colonialism, Revenge, Vigilantes,
Mourder, Torture

Order upholds a centralized rule founded on
laws shared impartially by all. It values the
stability that comes from structure and the
protection ensured by authority. A kingdom
rooted in Order maintains clarity of rule,
consistency of judgment, and the security of a
well-disciplined realm.

Law, Discipline, Uniformity, Control, Authority,
Hierarchy, Regulation, Censorship, Prosecution,
Centralization

TRADITION

FORCE

ORDER

VS

VS

DIPLOMACY

VS

PROGRESS

LIBERTY

Progressisadrive toward change and innovation.
It holds that the future will be brighter than the
past, remaining open to experimentation in
pursuit of improvement. A kingdom founded on
Progress welcomes new laws, new technologies,
and new peoples, constantly reshaping its own
foundations.

Technology, Science, Medicine, Experimentation,
Exploration, Civil Rights, Reforms, Change,
Innovation, Renewal

Diplomacy relies on treaties, negotiation, and
subtle subterfuge, securing results through
patience, strategy, and cooperation. It thrives on
the art of persuasion, the gathering of secrets, and
the careful weaving of schemes. A kingdom built
on Diplomacy safeguards its people, broadens its
influence, and outmaneuvers rivals by turning
words and wit into instruments of power.

Peace, Tolerance,
Espionage, Alliance,

Negotiation, Treaties,
Amnesty, Subterfuge,

Mediation, Compromise

Liberty holds self-determination and freedom
of thought as the highest principles. It affirms
the right to express free will, to seek personal
fulfillment, and to shape ones own path. A
kingdom based on Liberty minimizes central
authority, creating room for smaller powers and
communities to establish their own rules.

Autonomy, Independence, Freedom, Free-
speech, Self-Expression, Federalism, Choice,
Individualism, Sexual Expression, Rebellion



BEFORE YOUR FIRST GAME

Everything you need to do before getting started

To fully enjoy The Queen’s Dilemma, players should know the key history and lore of the Kingdom
of Ankist. We strongly recommend reading the Lore Compendium before starting the campaign. The
section on the twelve Regions is optional—it outlines each region’s traditions, folklore, and character—
but all other sections are essential to fully understand the dilemmas and moral tensions at the heart of
The Queen’s Dilemma.

Send this QR Code to the other players so they can read the Lore Compendium before the first game.

1 CHOOSE YOUR CHARACTER

There are six playable Characters in The Queen’s Dilemma, each one a member of the Queen’s Council.

Your Character will stay with you for the entire campaign. Each Character is defined by a set of preferred Ideologies—the values they will champion throughout the
story—and is set on a personal narrative path that will determine their Fate.







SETUP FOR 3 OR 4 PLAYERS

If playing with 3 or 4 players, we strongly recommend using one of these Character setups to ensure an optimal ideological balance at the table. Choosing other

configurations may result in an unbalanced experience that prevents you from fully enjoying The Queen’s Dilemma.

4 PLAYERS:

3 PLAYERS:
¢ Aesyas, Jilian, Syd, and Xanthe

¢ Aesyas, Jilian, and Syd
» Elinor, Jilian, Lyrie, and Syd

s Aesyas, Elinor, and Syd
» Aesyas, Elinor, Lyrie, and Xanthe

* Aesyas, Syd, and Xanthe

¢ Jilian, Lyrie, and Xanthe

Once you have all made your choices, each player must take all the game components belonging to

their Character (marked with the corresponding heraldry and colors):

» a Diary: open it to page 1 and write a House name of your choice in the space provided;
Diary: open it to pag d write a H fy h the space p ded

» a Treasury box (to store personal belongings);
» a set of 6 Heraldry tokens;
+ a deck of 5 Ideology cards;

+ a Voting tile.

Aesyas
The Silver Quill

Treasury
box

s the kingdom’s most famous and
respected scholar, your name is
Synonymous with intellect and
deeply pencsliljzo;il;)lf. 1'1\/Ietl£10cli}clal, poised, and
X 1ve for the thri
understanding, believing that c})ﬁifl otilgzwh e
relentless innovation and reason can a brj ht%r
future be forged, The secrets of both pastgand
future captivate you, drawing you ever closer to
knowledge that can unravel outdated values or
lead to. dangerous, Yyet necessary, truths. Those
whp cling to old superstitions and traditions i i
stflke you as weak, foolishly sentimental, and VOtlng tle
blind to progress. In your view, true power be,lon s
Fo those who master their intellect, wielding it %
illuminate the path forward. y grHio

Ideology cards

“The trained mind can bend the
future.”

Diary Heraldry tokens
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Aesyas
The Silver Quill

s the kingdom's most famous and
respected scholar, your name is

relentless innovation and reason can a brighter
future be forged. The secrets of both past and
ever closer to

future captivate you, drawing you
knowledge that can unravel outdated values or

blind to progress. In your view, true power belos
to those who master their intellect, wielding it to
illuminate the path forward.

“The trained mind can bend the
future.”

Z PICK YOUR STARTING AGENDA CARD

Take the Agenda cards from the Legacy tray (see page 17). Each card is
marked with a 4-digit code starting with the letter “A” Without revealing the
back side of any card, deal each player their starting Agenda card, depending
on their chosen Character:

CHARACTER STARTING AGENDA

Aesyas 1A106
Elinor 1A127
Jilian 1A044
Lyrie 1A064
Syd 1A086
Xanthe tAo17

Your starting Agenda card is the first in a series of interconnected cards that
form a branching personal storyline. For more details on Agenda cards, see
page 46.

YOUR FATE

1

KEYWORDS

ASSIGN THE LEADER
AND MODERATOR TOKENS

After players have taken their seats, randomly choose a player
and give them the Leader token; then, proceeding clockwise,
assign the following bonuses to the remaining players:

PLAYER BONUSES

2 1 Powerd

3 1Independence®

4 1Power? and 1 Independence

5 1 Power®, 1 Gold®, and 1 Independence &
6 1 Power®, 1 Gold®, and 1 Independence &

Each player must add this Power@ and Resources to their
Treasury. The last player also receives the Moderator token.
For more details on Points, Power, and Resources, see page 39.

Note: If you plan to play your first game at a later time, record the seating order
used during this one-time setup procedure and replicate it exactly when you

begin playing.



Place the Ankist Map in the middle of the table, within reach of all players. The
Kingdom of Ankist is divided into 12 playable Regions, plus Aontas, where the
kingdom’s capital stands, which is not playable.

The 12 playable Regions are:

ALLWED,

BLODYN

(CODEN
CRANN)

DUATAK \TORK]
GAMAM WVLIO)

Starting with the Leader and proceeding clockwise, each player chooses 1 Region
on the Map and attaches 1 of their own large Heraldry stickers from the Utility
sticker sheet to the Heraldry space next to the chosen Region’s name. After all
players have selected 1 Region, starting with the Moderator and proceeding
counter-clockwise, each player selects another Region and applies 1 of their own
large Heraldry stickers to its Heraldry space. These will be your Main Regions.

R

OLWYN]
(SQUAD)

LRYLD

EachRegionhasabaseBuildingthatwillproduceResources duringtheIncomePhase.
All Buildings display a red or blue banner that determines in which games they are
productive and the Resources they produce, as shown on their label (see page 18).
If you choose Regions with a base Building of the same color, you will have games
with a large income alternating with games with low income, especially at the
beginning of the campaign. Keep the production timing in mind when choosing
your Regions.

Attach your
large Heraldry sticker here

Base Building

GAMES WITH LESS THAN 6 PLAYERS

In campaigns with less than 6 players, some Regions will be left
unassigned; the remaining Regions are assigned as Vassal Regions (or, in
a 3-player game, as a 3 Main Region, see below). Having a Vassal Region
is neither an advantage nor a disadvantage, but it is necessary for every
Region in the Kingdom to have a representative (someone responsible
for it) on the Queen’s Council.

Use Vassal Heraldry stickers from the Utility sticker sheet to mark these
Regions instead of large Heraldry stickers. The number of Vassal Regions
depends on the number of players, and they are assigned after the Main
Regions have been chosen as follows:

» 5 players (2 Vassal Regions): The Moderator selects 1 Region as their
Vassal Region. The remaining Region is assigned as a Vassal Region
to the player seated to the Moderator’s right.

* 4 players (4 Vassal Regions): Starting with the Moderator and
proceeding counter-clockwise, each player selects 1 Vassal Region.

» 3 players (3 Vassal Regions): Starting with the Leader and proceeding
clockwise, each player selects a 3 Main Region, using their last
available large Heraldry sticker. Then, starting with the Moderator
and proceeding counter-clockwise, each player selects 1 Vassal
Region.

The players must cover the Building Type and Resources provided by
the base Building in their Vassal Regions using the appropriate stickers
found on the Utility sticker sheet (see figure). At first, Vassal Regions don’t
provide any Resources; however, if any Buildings are constructed there
during the campaign, they may still be activated and provide Resources
(see page 18).

Attach your

Vassal Heraldry sticker here

Attach Resource Cover sticker
over the base Building

12



READ ALOUD THE PROLOGUE
WAR IN KONFURTAH

5 ATTACHREGION KEYWORD STICKERS

When a player chooses a Region, they become responsible for it for the entire Before starting the game, it is important for all players to know the current
campaign—for better or worse. To reflect this, each player takes the Region political situation at the start of the campaign. Read aloud the following
Keyword stickers corresponding to their chosen Regions (including any Vassal narrative prologue:

Regions) from the Keyword sticker booklet and places them in the designated

spaces of the Keyword section of their Diary (starting on page 4). W AR IN KON FURTAH

“Needs no water, he who quenches his thirst on blood.”

KEYWORDS After only a year of Queen Serena’s reign, ominous news arrives from the South.

The once-divided southern continent of Konfurtah is now uniting under a single
banner, forming the new and fearsome Kingdom of the Undying Scorpion—a
force that threatens the stability of the entire realm.

Once a fragmented and mostly infertile area composed of thousands of nomadic
desert tribes, the kingdom has recently united under the will of their commander,
p P a mysterious figure named Widram. Widram is an alchemist, a master of
(S (3 propaganda, a charismatic and fearsome leader who has proclaimed himself
Ommad II, boasting a lineage that traces back to Ommad I, the legendary first
King of Ankist. By doing so, he now claims rights over Ankist itself. Widram is
reviving national pride in the Konfurtahn people, asserting that their ancient Sun
Empire was the true cradle of Ankistan civilization and that we have merely taken
from them a power that was rightfully theirs. Political savvy and charisma are not
Widram’s only strengths. His most devoted followers—and his more frightened
enemies—claim that his thirst for Ankistan blood is not just a figure of speech,
and that Widram keeps himself eternally young and powerful by drinking the
p | hn ﬁﬁ'/ blood of his enemies. Whether this is true or merely propaganda designed to
0

scare his enemies is unclear.

You rule over the With Widram’s clever leadership and booming popular support from the faithful
Duchy of BIOdyn‘ masses, the Scorpion consolidated the desert tribes and the various oases around
the City of Tents, up to the Nebula Mountains, forming a huge army. For Queen

m Serena, this new rival is an unacceptable menace. She summoned the entire

Council and all the high-ranking generals to the war room, where she planned
a military expedition against this uncanny Kingdom of the Undying Scorpion.
She left for the front with the troops at the start of the year 439, leaving the
Councilors in charge of ruling in her place.

But after one year, in the year 440, our glorious war to defeat the first great
menace for Queen Serena isn't working out as expected—our first steps in the
scorching sands have almost been washed away by winds reeking of death.
Widram is an acute tactician, and his son Meto commands a well-organized
army and has mastered the ways of the land. Every day we lose good Ankistan
soldiers, butchered or mutilated by a determined enemy. The very land itself is

a formidable foe. The white sands have become synonymous with death: we find
M}ﬂm corpses desiccated by the dire lack of water and thoroughly defleshed by powerful
sandstorms. Widram himself is hard to find; he is said to rule from Nidar Ilak,
an impenetrable bastion deep in the desert that surrounds the City of Tents, the
kingdom’s capital. The fortress stands in the middle of the scorching desert, miles
away from the nearest oasis. As the legends say, Widram does not need any water
m to stay alive, only the blood of his enemies—the blood of our brothers and sisters.

® Y
Ou are the patron of

the Silver Mallet,
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PREPARE THE STARTING
DILEMMA DECK

Open Envelope =00 (see page 30) and take out its contents. Read the first
card included in the Envelope (the Story card), then place it on the upper edge

OPTIONAL:
Integrate Additional Content from

of the Ankist Map, in the slot that matches the story symbol. Afterwards, the Age of Disorder

shuffle the remaining Dilemma cards and cover them with the Cover tile. This

will be your starting Dilemma deck (see page 21). Always make sure to keep The Age of Disorder refers to a moment in the life of Ankist that preceded
all the Dilemma cards face up, and never read the text on the back side of the Queen Serena’s rise to the throne. During the Kickstarter campaign

cards until you are explicitly allowed to do so (see page 29)! for The Queens Dilemma, backers determined the outcomes of this
tumultuous era: a full account of its events is included in the Age of
Disorder Companion Book found inside this box. In addition to shaping
the course of the story, the backers’ votes also generated extra gameplay
content that represents the direct consequences of those decisions.

This extra content is contained in the 3 purple Envelopes. Adding this
content to your campaign is optional—but if you'd like to experience the
aftermath of the Age of Disorder more vividly, now is the time to do so.
These elements cannot be added once the campaign has already begun.

To include the Age of Disorder additional content in your campaign,

open the purple Envelopes one by one and follow these instructions:

+ DAOD: Contains 4 Dilemma cards. Shuffle them into the Dilemma
deck you've just prepared.

» CAOD: Contains 4 Chronicle cards. Place these cards in the 3rd slot
of the Save tray; this will be your starting unlocked Chronicle deck.

+ AAOD: Contains 6 Agenda cards, 1 for each Character. Assign them
immediately to the corresponding players as follows:

1AAODI1 Aesyas
1AAOD2 Elinor
1AAOD3 Jilian
1AAOD4 Lyrie
1AAODS Syd
1AAOD6 Xanthe

Dilemma deck

If you're playing with less than 6 players and some Characters are
not in play, Trash the corresponding cards in the dedicated Trash box
(see page 36).

Through these cards, you'll also have the chance to unlock even more
additional content during the campaign—such as more Chronicle cards,
as well as Building and Skill stickers.

14



GAME SETUP

Once you have completed all of the steps in the “Before Your First Game” chapter, you are ready to move on to the game setup.
This setup must be performed before every game of The Queen’s Dilemma , simply by following these steps:

1 SET UP ANKIST MAP, RESOURCES, AND POWER POOL

a.
b.

Open and place the Ankist Map in the center of the table, within reach of all players.
Take all the Resource tokens (Gold®, Food ¥, Army®, Materials¥) and place them next to the Ankist Map, thus creating the general supply.

~
.

Place the Power? tokens in the general supply.

2.

Take 3 Power? tokens from the general supply and place them in Aontas, the Region at the center of the Ankist Map. This will be the Power Pool.

, O

General supply

Power Pool

Resource or Not?

In The Queen’s Dilemma, the term "Resources"
refers exclusively to Army®, Food¥, Materials¥,
and Gold® tokens. All other tokens and markers in
the game, including Power®, are not considered
Resources.

15



2 MARK TIMELINE

Mark the leftmost empty space on the Timeline on the bottom left of the Ankist Map.

3 SET IDEOLOGY BOARD

a. Place the Ideology board next to the Ankist Map.

b. Place1 Slider in the middle space of each Ideology Track.

C. Place all Outcome markers and Hegemony tokens next to the
Ideology board.

16



4 READY LEGACY COMPONENTS 5 SET UP PLAYVER AREA

Take the Legacy tray and put it on the table. It contains the main Legacy elements a. Choose your seat at the table. Player seating affects game dynamics; we
that you can unlock during the campaign: Skill stickers, Keyword stickers, suggest changing seats from game to game.

Agenda cards, Chronicle cards, and all the Envelopes. Also, keep the Utility

and Building sticker sheets at hand: you will need them during the game. b. Place your Treasury in front of you.

€. Take your Diary, current Agenda cards, Ideology cards (x5), Voting tile,
and Heraldry tokens (x6) out of your Treasury.

d. Place your Voting tile in front of you, visible to all, with the Aye/Nay side
facing up. If you have them, place the Leader and/or Moderator tokens
next to your Voting tile.

AGENDA CHRONICLE 0

CARDS CARDS

€. Check your Skill stickers in the Skills section of your Diary (see page 42).

f. Review the back of your current Agenda cards to verify your Goals
(see page 46).

g. Remember to always have some pens on hand!

ENVELOPES

LITIO0d TIDIS

skill Sticker
lo;)
)
2 <
5 O skill Sticker
m
H g

skill Sticker
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DRAW IDEOLOGY CARD 4

I

Shuffle your 5 Ideology cards, draw 2, then return the others to your Treasury.

Keep the card with the highest number and return the one with the lowest 3 1w
number to your Treasury as well. If you draw both Ideology cards marked witha 1,

just keep one of them and return the other one to your Treasury. The Ideology

card you keep is secret and defines the Ideologies for which you will score

points at the end of the current game (see page 33).

INCOME PHASE

a. Take 7 Power? tokens from the general supply and add them to your
Treasury: this will be your Starting Power.

b. Take 1 Gold®, 1 Food¥, 1 Army®, and 1 Materials¥ from the general
supply and add them to your Treasury.

€. Take from the general supply the Resources produced by your productive
Buildings (those matching the color of the current game in the Timeline)
and add them to your Treasury. Note that the base Building of a Region
is considered a Building for all purposes.

The current game is blue,
so only blue Buildings

are productive. .
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8 DRAW CHRONICLE CARDS

a. Take the unlocked Chronicle deck from the Save tray, if present.
b. Shuffle it and draw up to 10 cards without revealing them, then put all of the unlocked Chronicle cards that were not drawn back into the Save tray.
€. Reveal the drawn cards, 1 at a time, and follow this procedure for each card:

1. Ifitislabeled Instant, place it next to the light blue Chronicle & slot at the top right edge of the Ankist Map. There is no limit to the number of cards
that can be stacked in this space.

2. Ifit has any other label, place it next to the topmost available light brown Chronicle & slot along the right edge of the Ankist Map. Only up to 5 cards
can be placed there; if there are no more slots available, return the card to the unlocked Chronicle deck in the Save tray without reading it.

d. Read aloud the cards you just placed and apply their Herald effects (see page 45). If a card is labeled Instant, also immediately apply its main effect
(see page 44).

e. After reading all the Chronicle cards, mark 1 space on the Duration Track at the bottom of each Chronicle card placed in a B slot—all Chronicle cards that
have been placed next to the Ankist Map are now considered in play; if a card’s track is filled, this will be the last time it comes into play: you will Trash it to
the Trash box at the end of the game (see Trash Depleted Chronicle cards, page 36).

~ o
S~ OoTHRRWISEW T X 0

g Main
e effect

—_—

Duration Track

Leftover cards, if any, go back

to the unlocked Chronicle Mark 1 space on the Duration Track
deck in the Save tray. of each card in play.
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DRAFT INVESTMENT CARDS

a. Shuffle the Investment cards (see page 34).

. Depending on the number of players, you may need to discard some
cards before proceeding to the next step:

6-player game Use all cards.

5-player game Discard 1 random card without revealing it.

Discard 2 random cards without revealing

- or3-pl
4-or3 p ayer game them_

Put any discarded cards back into the Save tray, unrevealed.

Check the amount of Hegemonyw each player has marked on page 10
of their Diary. In order from least to most Hegemonyw, each player
secretly takes the available Investment cards, keeps 1, and passes the rest
to the next player. In case of a tie, the player nearest to the Leader token
in clockwise order chooses first. Unchosen cards are then returned
to the Save tray, unrevealed. In your first game, players will start with
no Hegemonywl, so Investment cards will be drafted starting from the
Leader and proceeding in clockwise order.

0 DISPLAY STORY CARDS

a. Take the Story cards stored in the Save tray.

. Sort them by Storyline symbol and arrange them in ascending order (by
the number on their front). Then, place each stack on the matching slot

along the top edge of the Ankist Map.

You may reread the Story cards at any time to recall the current stage of
the events unfolding in the Kingdom.

a. Take the Event ©cards stored in the Save tray, if any.

. Place the Event @ cards in the dedicated slots at the bottom right corner
of the Ankist Map.

Set up the ongoing Events according to their specific rules, as indicated
on the corresponding Event ©cards.
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12 PREPARE DILEMMA DECK

a. Take the Dilemma deck from the Save tray.

b. Shuffle all the cards and cover the top of the deck with the Cover tile.

Always make sure to keep the Dilemma deck with the cards facing up, and
never read the text on the back side of the cards until you are explicitly allowed
to do so (see page 29)!

ABSENCES, DEFECTIONS,
AND ADDITIONS

A campaign of The Queen’s Dilemma is long, and 6 players are
recommended: defections and absences may occur. Here are some
suggestions for handling these unforeseen situations without abandoning
the entire campaign.

ABSENCES

If a player is absent for one or more games, follow the setup rules for the
current player count and apply the following rules for the absent player:

+ They do not gain or lose Resources, Hegemonyw, Independence¥, or

Infamy®.
+ They cannot be targeted by any special effect.

« If they held the Leader or Moderator token, assign it to another
random player.

* When a Keyword belonging to them is called, resolve only Legacy
effects: attach their Heraldry sticker to Chronicle cards they
unlocked, attach Skill stickers to their Diary, place Agenda cards in
their Treasury box, and attach any unlocked Building sticker to one
of their Regions of the Leader’s choice.

Upon their return, they’ll gain 3 Independencek for each game missed.
Before starting the next game, they must check all overdue Agenda cards
and if needed resolve the Failure effects immediately.

DEFECTIONS

If a player can no longer take part in the campaign, the best solution is to
- find a replacement. If this is not possible, follow these rules:

s
oy

s Apply the setup and Mystery box rules for the new player count.

+ When a Keyword belonging to the defecting player is called, it instead
targets the Moderator.

ADDITIONS

Once the game starts, there is no way to add new players to the game and
therefore increase the player count.

21



PLAYING THE GAME

A game of The Queen’s Dilemma consists of a variable number of rounds (usually from 7 to 9), with each round revolving around the resolution of a Dilemma card;
Dilemma cards describe a problem the kingdom faces, and a proposed solution, to which the Council must respond AYE or NAY. Councilors will use their Powerd
to vote for their preferred outcome or PASS, leaving the decision to the other players. Once the votes have been cast, the consequences of the choice will be revealed.

Each round is divided into 5 phases:

READ THE DILEMMA

VOTING PHASE

VOTE RESOLUTION

DILEMMA RESOLUTION
TRIGGERING THE END OF THE GAME

1.

2.

1 READ THE DILEMMA
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Draw 1 Dilemma card from the bottom of the Dilemma deck—always be careful
to look at it front side up and avoid revealing the back to the other players!
If the Dilemma deck is empty, see Troubleshooting Tool, page 49.

Read the Dilemma on the front of the card aloud so everyone can hear it
clearly. While reading, you may see certain words highlighted like this. These are
Keywords (see page 41), signaling that players who have those Keywords in
their Diaries will face personal consequences as an outcome of the card, such as
gaining or losing points or Resources or assigning Legacy effects. The narrative
of the card contains hints of these personal consequences, so be sure to clearly
announce any Keywords.

Your Campaign, Your Narrating Style

It doesn't really matter who reads the card: you can assign
the task to the player with the Leader token, take turns in

clockwise order, or designate a "narrator” with particularly
dramatic reading skills. Choose whatever method works
best for your group!

Declare the possible outcomes on the front of the Dilemma card to all players.
These indicate which Ideologies will move if that outcome is selected. The
possible outcomes also indicate Positive &, Negative &, or Uncertain
Legacy effects that might arise from this choice (see page 48).



Place Outcome markers on the Ideology board as a quick reminder of all the
possible outcomes of the Dilemma card so they can be referenced by all players
during voting. Mark all the possible outcomes of the AYE side with the blue
Outcome markers and mark all the possible outcomes of the NAY side with
red Outcome markers. Place these markers on the designated spaces next to
the related Ideology on the Ideology board. The possible Legacy outcomes can
be marked by placing the red or blue markers on the Positive &, Negative o,
or Uncertain &> spaces of the Ideology board.

Unexpected Consequences
Not all consequences are clearly indicated in the AYE and
NAY spaces on the front of a Dilemma card. Some effects
may be hidden or implied—ranging from gaining or losing

Resources or other effects that could impact a single player,
a group, or even everyone. Pay close attention to the full
text of each Dilemma card, as it may hint at results beyond
what is explicitly shown.
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Z VOTING PHASE

When you are done reading the Dilemma, it’s time to move to the Voting Phase.

Starting with the Leader (i.e., the player with the Leader token) and going
clockwise, players take turns choosing to either vote or pass. The Voting Phase
may last more than one round, and it is possible that some (or all) players will
have multiple turns to try and bring the Vote in their favor. During the Voting
Phase, players are allowed to freely discuss and bargain (see page 25).

VOTE

During your turn, you can choose to support the Aye outcome or the Nay outcome
of the Dilemma by placing Power@ tokens onto your Voting tile. Once you have
chosen to vote, you will not be able to pass anymore, even if the Vote lasts more
than one round.

These are the possible Voting Actions:

» Vote Aye or Nay

Place 1 or more Power @ tokens from your Treasury on the blue side of your
Voting tile to vote for Aye, or place 1 or more Power@ tokens from your
Treasury on the red side of your Voting tile to vote for Nay.

» Raise
If you already voted in a previous turn, you may add 1 or more Power % tokens
from your Treasury to the side (Aye or Nay) you already voted for.

» Sty

If you already voted in a previous turn, you may decide to wait and not add
any Power®; you will still be able to raise if the voting round comes back to
you another time.



At the end of your voting turn, if you are now the player with the most Power®@ These are the possible Pass Actions:
on your Voting tile (no matter which side you chose), you immediately take the

Leader token. Do not take the Leader token if you only equal the highest voter’s » Gather Power

amount of Power®. The position of the Leader token is crucial for determining

the End of the Voting Phase (see page 26). You will participate in the Power distribution of the Power® currently in

the Power Pool (i.e., in the Aontas Region of the Ankist Map). At the end of
the Voting Phase, this Power @ will be equally distributed between all players

Lyrie who opted to Gather Power? (see page 28).

Xanthe . Place 1 of your Heraldry tokens on Aontas to signal that you are passing to
J ilian Gather Power.

Elinor Syd

Power Pool

After placing 39 on her Voting tile, Elinor now has > Become MOdQl’&tOl’
the most ¥ and immediately becomes the new Leader. You immediately become the new Moderator (the player who breaks ties
during all Votes). Take the Moderator token from the player who currently
has it (it can be yourself) and place it on top of your Voting tile.
The Leader’s Burden If the Moderator token is on top of a Voting tile, no player can pass to

Once the Vote is closed, the player bearing the Leader Become Moderator for the rest of this Voting Phase.
token will be responsible for the outcome and will often

reap the benefits or pay the costs of the decision they
made. Carefully read the text of the card and examine the
Outcome markers to understand the value of being the

Leader of the outcome you are supporting. 4-\

PASS

During your turn, instead of voting, you may Pass and perform 1 Pass Action and
1Pass Bonus (if available). Flip your Voting tile to the Pass side, then declare which

Pass Action you want to perform. Once you have chosen to pass, you will not be » Performa Spe(ial Pass Action

able to re-enter the current Vote, even if the voting lasts more than one round. . o .
Chronicle cards, Skill stickers, and Event cards may unlock additional Pass

Actions that you can choose to perform (see the next page).

PERFORM A PASS BONUS

In addition to your Pass Action, you may also perform 1 Pass Bonus if
available. Pass Bonuses will be unlocked by Chronicle cards, Event cards,

and Skills during the game.
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How to Perform Actions on Chronicle and Event Cards

To perform a Pass Action or Pass Bonus on a Chronicle or Event card, place your
Heraldry token on the Slot next to that card, along the right edge of the Ankist Map
(see figure). Then, resolve the effects of that action.

Each action can be performed by only one player per Voting Phase. At the end of the
Voting Phase, that Heraldry token will be moved to an empty Pass Action space on
that card, making the action available again in future rounds (see page 28).

You cannot perform an action if:
» The Slot next to that card is occupied.

+ There are no empty Pass Action spaces on the card (if the card has no Pass Action
spaces at all, this limit does not apply).

* There is a cost to perform the action but you cannot pay it.

* There are special rules on the card that limit its use. B ARG AINING

During the Voting Phase, players can freely bargain and make Deals, but
they can never exchange Resources for other Resources. Players can
only give or accept Gold®, Food¥, Army®, and/or Materials¥ tokens

Empty space available in return for a service. For example, they could ask another player to
on the card, but the vote on their side, or even ask them to pass instead of joining the Vote,
Slot is occupied. in exchange for any combination of Resources. They could also “buy the

right” to Brand a Chronicle card from the Leader, or strike a deal with the
Moderator to break a tie in their favor.

Once the players have agreed to the terms of a Deal and Resources have

The Slot is not been accepted, the Deal is binding. If you decide to negotiate long-term
occupied, but there agreements that may come to fruition in future games, both players
is no empty space on should take note of the terms of their Deal on the Notes page of their
the card. Diary. Beware though: more informal declarations of intention, without

an actual exchange of Resources concluded, don't count as a Deal; they
could be bluffs and are not binding.

It is NOT ALLOWED to:
The Slot is not

occupied and there is

q an empty space on » Exchange Power@
the card.

+ Exchange Resources for other Resources

* Trade the ownership of the Leader token or the Moderator token

25



END OF THE VOTING PHASE

The Voting Phase ends at the end of the turn of the player to the right of the Leader, but since the Leader token may move during the voting round, there is no set
number of player turns. Remember: You instantly become the Leader when you become the player who played the most Powerd.

When the turn comes back to you, you can only raise or stay, since you can't change the side you voted on; players who have chosen to pass are no longer able to
participate in this Voting Phase.

A Lyrie
y Xanthe has the Leader token, so she takes the first turn of the Voting Phase.
Xanthe @ Jilian She’s not invested in any of the outcomes of the current Dilemma card, so
she decides to pass and perform the Become Moderator action, taking the
Moderator token from Lyrie and placing it on her Voting tile after flipping it to

@ @ the Pass side (D). No other player will be able to take the Moderator role from
p Xanthe this round. Lyrie plays next, and opts to vote Aye by placing 1 Power®
on the blue side of her Voting tile. Since she is now the player with the most

Elinor Syd Power® invested in the Vote, she takes the Leader token from Xanthe (@).

It's now Jilian’s turn. He decides to vote Nay, but he chooses to only place
1 Power® on his Voting tile, so Lyrie keeps the Leader token (®).

Lyrie

Xanthe Jilian

The next player to vote is Syd. He decides to vote Aye and places 1 Power® on

his Voting tile (®). Lyrie still keeps the Leader token, but the Aye front is now

in the lead, 2 Power® to 1. The only player who still has to perform their first

@ voting turn is Elinor, who opts to vote Nay by placing 4 Power® on her Voting

Svd tile. Since she is now the player with the most Power® invested in the Vote, she

Y becomes the Leader and immediately takes the Leader token from Lyrie (®).
Nay now leads 5 Power® to 2, but the Voting Phase isn't over yet.

Elinor

Lyrie

Xanthe passed during the first voting round, so she is out of the Vote. Lyrie

raises and increases the strength of her vote with 3 additional Power®, for a

total of 4 (®), enough to get the two sides tied 5 to 5 but not enough to take the
@ Leader role from Elinor. Jilian plays next. He is low on Power®, but still decides

to raise and add 1 Power® to his vote (), bringing Nay to the lead again 6 to 5.

Syd only has 1 Power% left in his Treasury box, too, so he can only bring the two
Elinor Syd factions back to a tie, 6 to 6 (®). Since Elinor is the Leader, the Voting Phase
ends at the end of Syd’s turn.

Xanthe
®

Jilian

The tie will have to be broken by the Moderator during the Vote Resolution Phase.
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3 VOTE RESOLUTION

Without removing Power® from the Voting tiles, determine the winning side of the Vote by adding up the total Power? played on the AYE and NAY sides
respectively. The side that has the most Power®? wins, which determines the outcome of the Dilemma card.

In case of a tie, the outcome must be determined by the Moderator, who gets to decide the winning side of the Vote. If all players opted to pass during the Vote, the
Moderator decides the winning side of the Vote; in this case, they also assume responsibility for this decision and take the Leader token.

If the Leader token is held by a player on the losing side, the Leader token is immediately given to the player on the winning side who invested the most Power@ on
their Voting tile. If players on the winning side are tied, the ownership of the Leader token between these players is determined by the Moderator.

Xanthe ® Jilian
Since the Voting Phase is ending with a tie, Syd asks Xanthe, who is the

Moderator, if she is willing to break the tie in his favor in exchange for

1 Gold®. Xanthe is only willing to accept the offer if she receives 2 Food¥.

k Syd only has 1 Food¥ to offer (®), but Lyrie is willing to add 1 more Food¥%
Syd from her Treasury (®) to bring the total to 2. Elinor and Jilian can't beat

the offer, so it’s a Deal! Xanthe is now obliged to break the tie in favor of
Lyrie and Syd.

Elinor

Lyrie

Xanthe ]111an

At the end of the Voting Phase, the Leader token was still assigned to Elinor,
who voted Nay. The vote was won by the Aye faction, though. Syd invested
@ 2 Power® tokens, while Lyrie invested 4. The Leader token is automatically

Fl: Syd assigned to Lyrie (®).
mnor
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PASS ACTION CLEANUP

Power Distribution

Power? tokens in the Power Pool must be equally distributed between all
players who opted to Pass and Gather Power. After this distribution, any
leftover Power@ must be left in the Power Pool.

Example: Elinor and Xanthe both opted to Pass and Gather Power during this
Voting Phase. There is 5 Power® in the Power Pool; Elinor and Xanthe each
take 2 of these Power®. The remaining Power® can't be shared, so it remains
in the Power Pool.

Reset Moderator Token

If one of the players opted to Pass and Become Moderator during the Voting
Phase, make sure that player removes the Moderator token from their Voting
tile and places it on the table in front of them so that it is easily visible to all
players. The Become Moderator action will be available again for the next
Voting Phase.

r\

N—r

Reset Special Actions

If a player performed a Pass Action and/or Pass Bonus offered by a Chronicle
card, they must move their Heraldry token from the Chronicle & slot to the
highest available Pass Action space on that Chronicle card. That card’s action will
be available again during the next Voting Phase. However, once all Pass Action
spaces on a Chronicle card are occupied, the corresponding Pass Action or Pass
Bonus can no longer be performed for the rest of the game. Some Chronicle cards
can hold any number of Heraldry tokens. In this case, a specific ® icon is used:
stack the Heraldry tokens on the Pass Action space of that card.

For Event cards, follow the special rules indicated by the Event. Some Chronicle
and Event cards may have no Pass Action spaces at all. In that case, just take
back your Heraldry token.

This card can
only hold up to
2 Heraldry tokens.

This card can hold
any number of
Heraldry tokens.

POWER CLEANUP

Players who voted for the losing side take the Power® on their Voting tile and
put it back into their Treasury; players who voted for the winning side must
place their Power? in the Power Pool instead, adding it to any leftover Power®
from Power Distribution.

LOSING
SIDE

WINNING
SIDE



b. Apply Keyword Effects
After reading the outcome, the Dilemma card may show one or more Keyword

boxes like | Keyword: effect | ; these are special effects assigned to the player with

4 DILEMMA RESOLUTION

Once the outcome of the Vote has been determined, follow these steps to that Keyword in their Diary. Keyword effects must be resolved one at a time,
resolve the current Dilemma card: from left to right.
3. Read the outcome Keyword effects may target all players ([Players)), the players who won the Vote
(), or the Leader () as well as other Keywords present in the
b.  Apply Keyword effects players’ Diaries.
¢.  Update the Ideology board Keyword effects may include gaining or losing Resources, Powerd, or points, as
1l as unlocking Legacy components (such as Chronicle cards, Agenda cards
d o Envel we g Legacy comp , Ag )
penanew tnvelope Skill stickers, or Building stickers). For a detailed overview on how to resolve
€.  Open a Mystery box these effects, see Types of Effects on page 41.
f. Prepareanew round

c. Update the Ideology Board

The most common outcome of a Dilemma card is moving 1 or more Sliders

d. Read the Outcome towards either end of the corresponding Ideology Track the number of

spaces indicated in the card's outcome. For example, if a Dilemma card
Turn the Dilemma card over, horizontally if AYE won shows you must move the Slider 2 spaces towards the “Progress” end
and vertically if NAY won, as shown below; then, read of the “Tradition vs. Progress” Track. If a Slider is pushed all the way to the
the outcome aloud. end of its track, it cannot advance any further in that direction and any
remaining movement is wasted.

’AMEIWI N Ky Whenever an Ideology wins a Vote, you must also place 1 Hegemony token next

to the corresponding Ideology icon, regardless of how many spaces the Slider
moved—or even if it did not move at all. Each Hegemony token is worth 1w
at the end of the game for those who score for that Ideology (see page 33).

Hegemony token

(SNI’M'A‘VN\
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d. Open an Envelope

If the outcome of a card shows the & icon followed by a 2-digit number, you
must search the Legacy tray for the Envelope with the corresponding number
and open it. A standard Envelope will contain 1 Story card and 3 Dilemma cards.

Always double-check whether any conditions for opening Envelopes
have been met to keep the campaign flowing smoothly: If you forget
to open an Envelope when required, the game may become stuck and
unable to progress!

If this happens, use the Troubleshooting Tool to fix the issue and get
your campaign back on track (see page 49).

When you open an Envelope, you must follow these steps:

1. Read the Story card aloud. Story cards are always the first card inside
their Envelopes. Show the artwork to the group and read the title of the
card, then turn it and read the text aloud to progress its Storyline.

2. Apply the effects of the Story card, if needed. These may be Keyword
effects or other special effects, like opening a Mystery box (see page 31).

3. Put the empty Envelope back into the Legacy tray.

7
L
A
A 4
fI:I.. \
1 Story card 3 Dilemma cards
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Title Progresswn number

Storyline \
symbol \O

Narrative —

section

ENDING A STORYLINE

When a Storyline reaches one of its possible endings, you will encounter
a Story card with a golden Storyline symbol on a black background.
These Story cards always ask the Leader to attach an Ending sticker to
the Ankist Map. Read the Ending Stickers section of the Rulebook for
more details (see page 47).

Attach the Ending

sticker indicated by
the card.



4. Place the Story card on the slot along the top edge of the Ankist Map,
matching its Storyline symbol. The last unlocked Story card should always
be on top of all previously unlocked Story cards from the same Storyline.

5. Shuffle the remaining 3 Dilemma cards from the Envelope you just
opened into the Dilemma deck.

e. Open a Mystery Box

If the outcome of a card shows the @ icon followed by a 3-digit code starting
with the letter “M,” you must search the main game box for the Mystery box
with the corresponding number and open it.

Each Mystery box contains a rule sheet explaining how to integrate its contents
into your campaign. When opening a Mystery box, immediately read and apply
the steps shown in the WARNING! box at the top of its rulebook.

If you forget to open a Mystery box when you should have, the game will

get stuck!

Remember to immediately add all the Dilemma cards you find in the
Mystery box to your Dilemma deck.
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f. Prepare a New Round

Put the Dilemma card halfway under the lowest available slot of the Round
Counter along the left edge of the Ankist Map, with the back side facing up so
the winning outcome is still visible.

S

Remove all Aye/Nay Outcome markers from the Ideology board and put them
back in the pool.

Start a new round by drawing a new Dilemma card, unless you have triggered
the end of the game (see below).



There are two ways that the game can end. If either of these conditions are met,

the End of the Game is triggered (see below):

Before moving to the end game procedure, any effect of the Dilemma
card that triggered the end of the game must still be applied:
A Dilemma card with the 4, icon in the center of its back side is placed on any

of the final 3 slots of the Round Counter (also marked with 4,). » Any unlocked Envelope must be opened and properly set up

(reading its Story card, applying its effects, and shuffling the other
Dilemma cards into the Dilemma deck).

» Any unlocked Mystery box must be opened and its box’s
instructions followed.

The 9* Dilemma card is placed on the final slot of the Round Counter.

Note: If you have already attached all 7 Ending stickers along the top edge of
the Ankist Map (see page 39), the game may also end if the Dilemma deck
runs out. If that happens, that was your campaign’s final session.
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END OF THE GAME

The end game procedure is divided into 4 main phases: b. IdfOlogy Scoring
1. Event Phase Each player reveals their Ideology card and scores points based on the position of
2. Scoring Phase Sliders and the number of Hegemony tokens on the Ideology board.

a. Check all active Chronicle cards
Ideology Scoring

Power Scoring

Investments

Agenda Resolution

thp oo o

. Taxes

3. Cleanup
a. Trash resolved Dilemma cards
b. Trash depleted Chronicle cards
c. Discard any leftover Power®

4. Savethe game

Events are introduced into the game through some of the Mystery boxes. Favored Ideologies grant you 3w or 1 (as shown on the card) if that Ideology
is winning (see below). In addition, you gain 1é for each Hegemony token next

If there are no active Events, skip this step.
P P to that Ideology. If your Favored Ideology has no Hegemony tokens, you gain 18

Otherwise, follow the specific rules of the Event to resolve it. instead (as shown on the Ideology board).
Active Events must be resolved one at a time, in ascending order, based on Balanced Ideologies grant you 2 if the Slider on that track is within the 3 silver
the number shown on the Event card. spaces in the middle. In addition, you gain points for the smallest pile of Hegemony

tokens between the two Ideologies you were attempting to keep in balance. If the
smallest pile has no Hegemony tokens, you gain 18 instead.

SCORING PHASE

I

WINNING IDEOLOGY

An Ideology is considered winning if the Slider on that Ideological axis is
on the side of that Ideology. If the Slider is in the exact center of the track,
neither of the two Ideologies is winning.

VN

Winning
Ideologies

“~——

Neither Ideology

\/ L R

a. Check All Active Chronicle Cards

Check all active Chronicle cards and be sure to apply their effects in the next
steps, if needed; Chronicle cards marked with End of Game must have their
effects applied immediately, instead.
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Example: Xanthe’s current Ideology card shows 2 Favored Ideologies to
promote, Order{® and Force®.

Based on the final state of the Ideology board, she gains 2 from the Hegemony
tokens on the Order® end of the track. Since Order{® did not win, she does
not earn any additional points.

Force® has 2 Hegemony tokens, so Xanthe scores 2. Since Force® is
winning, she gains an additional 1 as indicated by the card.

Xanthe scores a total of 5 in this game.

e
4—?,‘g

Example: Lyrie's current Ideology card shows a Favored Ideology to promote,
Liberty®®, and a Balanced Ideology, Force® / Dip]omacy.

Based on the final state of the Ideology board, Lyrie gains 3w from the
Hegemony tokens on the Liberty@ end of the track. Since Liberty®@ is

winning, she earns an additional 3w as indicated by the card.

She now scores her Balanced Ideology, Force® / Diplomacy{®>. Force®
has 1 Hegemony token and Diplomacy<{}> has 0 Hegemony tokens; Balanced
Ideologies score for the smallest pile between the two, and since there are no
Hegemony tokens on Diplomacy{}>, Lyrie scores 18 instead. That Slider is also
in the silver spaces of the Force® / Diplomacy{®> Track, so Lyrie gains an
additional 2w as indicated by the card.

Lyrie scores a total of 8 and 18 in this game.
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c. Power Scoring

Players score for their leftover Power@. Compare the number of Power @ tokens
each player has left in their Treasury. The player with the most leftover Power @
gains 2, while the player with the second-most leftover Power? gains 18. In
case of a tie, all the tied players gain the corresponding Independence® bonus.

d. Investments

Investment cards determine the type of Resource players must spend to obtain
the rewards in the Success box; if they can't, or decide not to, they obtain the
rewards for Failure instead.

There are four kinds of Investments: Army Investment (which needs to be paid
with Army®), Materials Investment (paid with Materials¥), Food Investment
(paid with Food¥), and Gold Investment (paid with Gold ©).

Reveal the Investment cards and spend Resources to perform the investments.

FOOD INVESTMENT




Check the value inside the Bag & icon in the top part of the current game’s space
on the Timeline: it determines the cost players have to pay (in Resources of the
kind depicted on their card) to perform the Investment.

Example: In the first game of the campaign, the Investment cost is é This
means that the value of the é'; icon on your Investment cards is also 3, to be paid
in the kind of Resource depicted on the card you chose (¥ in the figure above).

If you spend the necessary Resources, gain the rewards in the Success box; if
instead you cannot, or choose not to, gain the rewards in the Failure box instead.
For a detailed overview on how to spend Resources and resolve effects, see
Gaining and Losing Resources on page 40 and Types of Effects on page 41.

e. Agenda Resolution

Review the Agenda cards currently in your possession. You can now spend the
indicated Resources on those cards to gain the rewards in the Success box and
Trash the card.

Once youre done resolving successful Agendas, check the time limit on any
remaining Agenda cards. If the number shown in the square at the bottom of a card
matches the current game space indicated on the Timeline, you failed that Agenda;
you must immediately apply the effects of its Failure box (see page 46) then Trash
the card by placing it in the Trash box (see The Trash Box, page 36).

Agenda cards drawn during this phase can be completed immediately (if possible);
Crossroad Agenda cards (see page 46) on the other hand must be resolved
immediately.

For a detailed overview on how to pay Resources and resolve effects, see Gaining
and Losing Resources on page 40 and Types of Effects on page 41.

Many Agenda cards have you draw a new Agenda card as a consequence
of both Success and Failure; if you forget to take the new Agenda card,

the game will get stuck.

f. Taxes

To pay your Taxes, look at the Timeline. The Resource depicted at the bottom of
the space for the current game is the taxed Resource. You must discard from your
Treasury half of the Resource tokens you have of the type shown, rounded up.
If you don’t have any Resource of that kind in your Treasury, you don’t pay any
Taxes for this game. Note that you cannot gain Infamy#® instead of discarding
the required number of Resources.
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3 CLEANUP TRASH DE'PI.ETED CHRONICI.F CARDS EE—
Check the Chronicle cards that were in play during this game, those placed

along the left edge of the Ankist Map; any Chronicle card with a full Duration
Follow these steps to clean up the game and properly save its state. Track (see page 45) is depleted and must be Trashed.

TRASH RESOLVED DILEMMA CARDS —————

Take all the Dilemma cards you resolved during the game from the Round
Counter and Trash them by inserting them into the Trash box.

THE TRASH BOX

Use the Trash box to store all cards and other components that the
game instructs you to Trash during play. This helps keep your game box
organized and ensures that only the components still in use—or yet to be
used—remain at hand!

Chronicle cards without a Duration Track or that still have empty spaces left in

their track will carry over into the next game. These cards are shuffled back in
the unlocked Chronicle deck.

DISCARD ANY LEFTOVER POWER9D

All players discard any leftover Power @ tokens to the general supply. Power@
does not carry over into the next game.
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4 SAVE YOUR GAME

All Resources that are still in your Treasury at the end of the game are retained for the next game. Additionally, you must put into your Treasury all the rest of your

belongings: your Diary, your current Agenda cards, your deck of Ideology cards, your Voting tile, your Heraldry tokens, and the Leader and/or Moderator tokens
(if you have them).

Store all the components that represent the current progress of your campaign in the Save tray as follows:
» Place the Dilemma deck in the 1° slot of the Save tray and cover it with its Cover tile.
» Place all Story cards in the 2™ slot of the Save tray.
» Place the unlocked Chronicle deck, Event cards, and Investment cards in the 3 slot of the Save tray.
» Put all Resources and Power @ in the large plastic bag and place it in the 4™ slot of the Save tray.

+ Put all Sliders, Outcome markers, and Hegemony tokens in the small plastic bag and place it in the 4™ slot of the Save tray.

— IST SLOT

— 2ND S1.OT

Iy,

— 3R° S1.OT

Bon
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HOW TO STORE EVERYTHING IN THE BOX

Place the components in the box as shown in the illustration when storing the game between sessions:

Save tray Legacy tray

Treasury boxes Mystery boxes

/

Trash box

First, insert the Trash box, the Mystery boxes, Then, place the Legacy tray and the Save tray
and the Treasury boxes. on top of them.

@ : QUEEN'S R)
< DILEMMA B

-

T N R o E e
-

O R e mE aem e
-

A m wE e wm

Finally, place the rulebooks, maps, and sticker sheets above everything else.

38



TRIGGERING THE END OF THE CAMPAIGN

At the end of each game, check if all 7 Ending stickers have been attached along the
top edge of the Ankist Map and 3 or fewer cards remain in the Dilemma deck. In that
case, the final event of the campaign is triggered. Immediately Trash the remaining

Dilemma cards.

In the following game, you will play the campaign’s Grand Finale: open Mystery

X

boxes ©@Mo7 and ©Mo8 and extract all of their components. Inside, you will find the

events of the Grand Finale of The Queen’s Dilemma.

At the end of this event, you will determine the winner of your campaign!

Your Hegemonyws and Independence& points and the penalty tier you achieved on

your Infamy® Track will directly contribute to your final score (see below).

POINTS, POWER,

HEGEMONY, INDEPENDENCE, AND INFAMY

Hegemonyws, Independence¥, and Infamy® are three parameters that track
your success during the campaign. Hegemony represents your standing with
the Kingdom and the Queen, while Independence¥ represents your personal
influence, unrelated from the institutions and the monarchy’s authority.
Infamy® Tracks the decline of your reputation and will negatively affect your
score at the end of the campaign.

Hegemonyw and Independencel are both points that determine your success
during the Grand Finale of The Queen’s Dilemma campaign: Hegemonywl will
be more valuable if the Kingdom is stable, while IndependenceX will be more
valuable if the Kingdom is unstable. You can track the Kingdom’s stability by
checking the number of Scale &f2 icons on the Ending stickers: the more Scale
icons, the more stable the Kingdom (see page 47).

When gaining points, any player targeted by the effect must mark the indicated
number of spaces on the corresponding track in their Diary: Hegemonyws
Track (page 10), Independence & Track (page 11), or Infamy® Track (page 12).

The Infamy® Track features penalty tiers: for every 5 Infamy® you gain, you
will unlock a new penalty tier. Only the last fully unlocked penalty tier will
count as a negative score at the end of the campaign.

AND RESOURCES

ISE

Example: Aesyas won a Vote and became the Leader. The outcome of the
Dilemma has an effect requiring the Leader to gain 28. So, he marks
2 spaces on the Independence® Track in his Diary.
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GAINING AND LOSING POWER

When you gain Power®, take it from the general supply and put it in your
Treasury box; when you lose it, place it in the Power Pool on the Ankist map.
This means that, as a general rule, Power? never leaves the game unless
explicitly stated by a special game effect.

+ -
LOSING RESOURCES OR
GAINING INFAMY?

Some effects during the game might force you to lose Resources. If you
don’t have enough of the required Resources—or choose not to pay the
required costs—you can always gain Infamy® instead.

In any case, you gain +1% for each unpaid Resource.

This rule only applies when you are forced to pay something. If the
GAINING AND LOSING RESOURCES Resources you must pay are part of a deliberate action you are choosing

The Resources of The Queen’s Dilemma are Gold®, Army®, Food¥ and to perform, you cannot refu'se to P?Yi if you cannot afford the cost, then
Materials#. When you gain a Resource, take it from the general supply and place you cannot perform tha‘t action. This is the case for all -Invc'estment cards,
it in your Treasury box; when you lose or spend it, return it to the general supply. Agenda cards, Pass Actions, Pass Bonuses, and the activation of some of
your Skills.
At any point during the game, whenever you need to spend Resources,
you may spend 2 Gold@ in place of any 1 other Resource. % K XXX R

Example: Elinor won a Vote and became the Leader. The outcome of the
Dilemma has an effect requiring the Leader to pay 3®, but she only has

Example: Aesyas ne?ds to pay 3® but only has 2. Ho'we-ver, he has plenty 18 in her Treasury. She could refuse to pay entirely and gain 3%, but she
of Gold®, so he decides to spend 2& to cover the missing Army®&—for a decides to pay her last Army® nevertheless. Since she can't pay the rest,
total payment of 2% and 2©0. though, she still has to gain 2% and mark them on her Infamy® Track.
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KEYWORDS AND EFFECTS

Many elements of the game will apply effects to the players, such as gaining or losing Resources, Power®, and points, or unlocking new Skills, Buildings, Chronicle
cards, etc. Some of these effects apply to everyone, but more often they will target a single player—or a specific group— through the use of a Keyword.

TYPES OF KEYWORDS

. : The effect applies to all players who won the last Vote (in case of all players passing and the Moderator deciding the outcome, the Moderator is

considered the Winner).
. : The effect applies to the player currently holding the Leader token.
. : The effect applies to the player currently holding the Moderator token.
. : The effect applies to all players (even those who lost the Vote or decided to Pass and Perform an Action).

. : The effect applies to the owner of the specific Character, such as | Elinor |, | Xanthe], { Aesyas |-
. : The effect applies to the owner of the corresponding Region, such as |Allwed), [ Blodyn |, | Gamam).

. : These Keywords are obtained following certain events that happen in the game; the effect applies to the player who has the corresponding Keyword
sticker in their Diary.

When effects do not target a specific Keyword or have no other indicated target, they apply directly to the player performing the action. This is the case for Agenda
cards, whose effects apply directly to the owner of the card (unless stated otherwise).

TYPES OF EFFECTS

There is a wide range of effects that players may encounter during the game. If multiple effects have to be resolved, resolve
them one at a time in order—from left to right, and then from top to bottom—following their placement on the card.

Here is a list of the main effects:
+ Gain or lose Resources: marked with + or - followed by ©, ¥, ¥, & (see page 40)
+ Gain or lose Power?: marked with + or - followed by @ (see page 40)
* Gain Hegemonyw, Independence &, Infamy ®: marked with + followed by w, &, % (see page 39)
+ Open Envelopes: marked with a code like “®XX” (see page 30)
+ Open Mystery boxes: marked with a code like “©@MXX” (see page 31)
+ Unlock Agenda cards: marked with a code like “8AXXX” (see page 47)
+ Unlock Building stickers: marked with a code like “MBXX” (see page 43)
+ Unlock Chronicle cards: marked with a code like “BCXXX” (see page 45)
» Unlock Keyword stickers: marked with a code like “#AKXX” (see page 44)
+ Unlock Skill stickers: marked with a code like “1SXX” (see page 42)
* Unlock Ending stickers: marked with a code like “ENDXX” (see page 47)
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LEGACY ELEMENTS

Throughout the campaign, you will unlock various elements that represent the
lasting consequences of your choices and are essential to the evolving story of
Ankist and your Character.

This chapter describes each type of Legacy element in detail. Whenever you
need to know how a Keyword sticker, Skill sticker, Building sticker, Chronicle
card, Agenda card, or Ending sticker works, this is the section to consult.

SKILL STICKERS

Skills are special abilities that can be used during the game. They can have
different numbers of uses and specific conditions for activation. To activate a
Skill, read its description and effect aloud to all players, then resolve its effect.

Some Skill stickers include an Activation Track on their right side, with a
limited number of uses. Every time you activate the Skill, mark off 1 space on
the track. Once the track is full, the Skill becomes inactive and its effect can no
longer be activated (you can cross out the entire power to remind you that it is
no longer usable). Other stickers have no track at all—these can be activated an
unlimited number of times over the course of the campaign (unless otherwise

restricted by the Skill itself).

Note: If a Skill sticker contradicts the rulebook, the rules of the Skill take
precedence.

Skill name Activation Track

Skill Sticker

Narrative
description

Effect Code
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UNLOCKING SKILL STICKERS

When an effect shows the ¥ icon followed by a 3-digit code starting with
the letter “S” (like {SXX), the player targeted by the effect must take the
corresponding Skill sticker from the Skill sticker booklet reading aloud its text
to the other players. The Skill sticker must be attached to the first available
space in the “Skills” section of their Diary, starting from page 6.

If you need to attach a Skill sticker to your Diary but there are no available
spaces, you must cover one of the previously unlocked Skill stickers. We suggest
starting with Skill stickers that are already inactive.

SKILLS

Skill Sticker

>

Example:

The owner of the Wylio Region must attach Skill sticker $99 to their Diary.




BUILDING STICKERS

Buildings provide you additional Resources. There are 5 types of Buildings,
defined by their icons: Commercial 7, Military %, Welfare §,
Entertainment %, and Corruption %&.

Each Buildingsticker is marked with ared or ablue banner. These colors match
the spaces of the Timeline. At the beginning of each game, only Buildings of
the productive color (red or blue, as shown on the current Timeline space)
produce Resources.

Some Buildings offer 2 resources to choose from (indicated by a “/” symbol); each
time these Buildings produce, the player must select only one of these options.

/

Building type

“/” indicates that you must
choose only 1 of the 2 options.

Resources

/

Color banner

Remember: The base Building of a Region is considered a Building for all
purposes, e.g., when an effect refers to a certain Building type.

Base Building

0/
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UNLOCKING BUILDING STICKERS

When an effect shows the M icon followed by a 3-digit code starting with
the letter “B” (like MBXX), the player targeted by the effect must take the
corresponding Building sticker from the Building sheet and attach it to the
Ankist Map within one of their assigned Regions, whether Main or Vassal.

If the target of the effect providing the Building is a Regional Keyword (such
as , , etc.), then the Building sticker must be attached in that
Region. Moreover, some Building stickers must be attached in a specific
location on the Ankist Map: this is indicated inside a black box below the
Building sticker itself.

There is no limit to how many Building stickers a player can place in their
Regions. Buildings can be attached anywhere within the Region’s borders,
including along the coastline or near the Region’s name. Just be careful not
to cover important landscape features such as villages, rivers, roads, or their
names—and avoid placing stickers over the folding lines of the Ankist Map.

rample: (et og)

The player bearing the Keyword, must place
this Building sticker in the Singer’s Forest in Tiryll.



KEYWORD STICKERS

Keyword stickers assign you a new Keyword, reminding you that you are
responsible for the consequences of a choice or for the administration of a
Region. These Keywords may also make you the target of effects on Dilemma
cards and Chronicle cards.

o——Keyword name

Narrative

" description

o— Code

UNLOCKING KEYWORD STICKERS

When an effect shows the # icon followed by a 3-digit code starting with
the letter “K” (like #KXX), the player targeted by the effect must take the
corresponding Keyword sticker from the Keyword sticker booklet and read
it aloud. The Keyword sticker must then be attached to the first available
space in the “Keywords” section of their Diary, starting from page 4. The
Keywords assigned to a player are always available for other players to
consult upon request.

LK

! \ KEYWORDS

Example: | Leader: #K99

The player with the Leader token must attach Keyword sticker K99 to their Diary.
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CHRONICLE CARDS

Chronicle cards represent long-term consequences triggered by your decisions.
When they come into play, they introduce a temporary rule change, a new
available action, or other special effects.

Herald space

N
Title /

Narrative /

Herald
description effect
Band —
—
Pass Action/ [ Main
spaces effect
LN

Duration Track

Narrative Description
A brief reminder of the decisions that led to the unlocking of the card and its
impact on the Kingdom.

Herald Space and Herald Effect

Most Chronicle cards have a Herald space and a related Herald effect. Each
time a Chronicle card comes into play during Setup, its Herald effect will apply
to the player who Branded it (see next page).

Main Effects

On the bottom half of the card, you will find the main effect of the Chronicle
card, topped by a band that highlights the phase in which the effects take place.
While some effects may be written in plain text, others are expressed using
symbols; you can find a comprehensive list to interpret these symbols in the

Appendix (see page 48).

The color of the band helps you identify when the Chronicle card’s effect will
take place:

« Effects with a light blue color must be applied during Setup.
» Effects with a yellow color may be applied during the game.
« Effects with a dark blue color are applied at the end of the game.



That band also indicates the specific phase in which the Chronicle takes effect.

INSTANT Mu‘st be applied immediately when the card is drawn
during Setup (see page 19).
PASS ACTION May be activated during the Voting Phase as a Pass Action
(see page 24).
PASS BONUS May be activated during the Voting Phase as a Pass Bonus
(see page 24).
VOTING PHASE Its effects are active during the entire Voting Phase
(see page 23).
ENDOF Its effects are active at the End of the Game
THE GAME (see Check All Active Chronicle Cards, page 33).
IDEOLOGY Its effects are active during Ideology Scoring
SCORING (see page 33).
POWER [ts effects are active during Power Scoring
SCORING (see page 34).
INVESTMENT Its effects are active ‘durmg the Investment Phase; some rfught
refer to a more specific type of Investment such as Materials
PHASE
Investment or Army Investment (see page 34).
TAX PHASE Its effects are active during the Tax Phase (see page 35).

Some Chronicle cards may have effects that apply in multiple phases, as
indicated in their colored band.

Chronicle cards that can be activated as a Pass Action or a Pass Bonus have
Pass Action spaces to track the number of times that action is used, by placing
Heraldry tokens on top of them. A Pass Action space marked with the e icon
means that players can stack any number of Heraldry tokens on the Pass Action
space of that card.

Note: If a Chronicle card contradicts the rulebook, the rules of the Chronicle
card take precedence.

Duration Track

Most Chronicle cards also come with a Duration Track, containing a number
of spaces that is equal to the maximum number of games they can come into
play before being Trashed (see page 36). If a Chronicle card has no Duration
Track, it has no duration limit and will never expire.

Note: Chronicle cards that result from the end of a Storyline have a black box
displaying the code of the corresponding Ending sticker (see page 47) instead
of a Duration Track. These Chronicle cards have no duration limit.
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UNLOCKING CHRONICLE CARDS

When an effect shows the B icon followed by a 4-digit code starting with
the letter “C” (like BCXXX), the player targeted by the effect must take the
corresponding Chronicle card from the Legacy tray and Brand it: apply 1 of
their small Heraldry stickers from the Utility sticker sheet to the Herald space
in the top right corner of the card.

That player becomes the Herald of that Chronicle card.

Note: Some Chronicle cards may come with a pre-printed Heraldry in the
Herald space. These cards are automatically tied to a specific Character and
don’t need to be Branded. Other Chronicle cards come without a Herald space:
these cards are not tied to any specific player and have no Herald effect.

The newly unlocked Chronicle card has no effect in the current game and
must be shuffled into the unlocked Chronicle deck immediately. It may come
into play in a future game session during step 8 of the Setup procedure, Draw
Chronicle Cards (see page 19).

In the unlikely event that you run out of small Heraldry stickers
for a Character, and that Character needs to Brand a new card,

use an alternative method, like writing their initial inside the
Heraldry space.




AGENDA CARDS

Narrative

/ section

._______._-—-‘ Goal

Success box Failure box

Time limit

Agenda cards represent secret personal objectives.

They include a narrative section, a goal, Success and Failure boxes, and a time
limit by which the goal must be completed in order to gain the card’s rewards.

Agenda cards can be part of your Character Storyline (marked with your
Character’s colors and heraldries) or they can be gained as the outcome of a
Dilemma during the game (marked with the red and blue, as in the Ankistan
banners).

The goal can be completed by spending the required number of
Resources; sometimes this amount is indicated by a @ icon: when this
happens, the number of Resources you need to spend is equal to the
number shown inside the & on the Timeline for that specific game.
When a goal is completed, apply its Success effects.
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The time limit indicates the last game by which the goal must be completed. If
the goal isn't fulfilled by the end of that game, the targeted player must apply its
Failure effects.

All effects of an Agenda card target the player resolving it unless stated
otherwise. Agenda cards are resolved during the End of the Game (see Agenda
Resolution, page 35).

Note: The last objective in a Character Storyline has its rewards on a golden
background to highlight the importance of that final objective for that
Character's Fate.

During your Character Storyline, you will encounter some special Agenda cards:

Crossroad Agenda Cards

Crossroad Agenda cards present a
narrative section followed by a question,
prompting you to choose between two
different options. Each option is placed
inside a box that shows the effects
of that choice, both in terms of new
Agenda cards to unlock and rewards
such as points, Skills, or new Chronicle
cards. Crossroad Agenda cards must be
resolved immediately when drawn.

\

Narrative options
Epilogue Agenda Cards

Epilogue Agenda cards mark the
conclusion of your Character Storyline.
Below the narrative section you will
find your final reward, which is gained
immediately. The bottom section
instructs you to mark one of your
Character's Fate spaces on page 3 of your
Diary. This will have a major impact
on your Character’s destiny during the
Grand Finale of the campaign. The
last line of your Epilogue Agenda card
will prompt you to draw an Ongoing e
Agenda card (see below).

\

Final reward

Ongoing oo Agenda Cards

Ongoing o Agenda cards are marked
by the & icon followed by an infinity
oo symbol. These cards do not feature a
time limit, nor Failure effects.
Additionally, they are not Trashed
when they are completed; instead, you
draw another random Ongoing oo
Agenda card from the Agenda deck
and put the one you just completed
with the other Ongoing o0 Agenda
cards in the Legacy tray.



UNLOCKING AGENDA CARDS

When an effect shows the & icon followed by a 4-digit code starting with
the letter “A” (like 8AXXX), the player targeted by the effect must take the
corresponding Agenda card from the Legacy tray and secretly read its back.
Then, they must check the box at the center of the bottom edge of the card.

Most Agenda cards come with a pre-printed number for their time limit. If
you encounter a card with an empty box, write the number by adding 3 to the
current game number (as shown on the Timeline): you will have until the end
of that game to complete the objective.

If, while progressing with
your Character Storyline,
you draw an Agenda card

that does not match your
Character’s colors, you have
definitely made a mistake;
immediately return it to the
Legacy tray and double-check
the code of the unlocked card.

ENDING STICKERS

Ending stickers represent the conclusion of one of the game’s shared Storylines.

Storyline symbol Title

N\

Scale symbols

/

END code

/

;

Narrative description: A brief summary of the final events.

The number of golden Scale m symbols indicates the impact that ending
has on the stability of the Kingdom and provides players a clear sense of the
long-term societal impact of their choices.

0 Scales: The ending had negative consequences for the
stability of the Kingdom.

1 Scale: The ending had mixed results.

2 Scales: The ending had a broadly positive outcome for
the stability of the Kingdom.

UNLOCKING ENDING STICKERS

Ending stickers are unlocked by the last Story card of a Storyline. When one of
these cards shows a code starting with “END” followed by a 2-digit number (like
ENDXX), the Leader must take the corresponding Ending sticker from the Ending
sticker sheet: open the pull-away window and attach the sticker revealed on top
of the slot with the corresponding Storyline symbol along the upper edge of the
Ankist Map, where you previously placed the Story cards. From now on, keep
the Story cards for that Storyline in the Save tray instead of placing them on the
Ankist Map.



APPENDIX - SYMBOLS

MAIN SYMBOLS

POINTS, POWER, AND RESOURCES

D« w O QD =B

Hegemony points
Independence points
Infamy points

Power

Gold

Materials

Food

Army

LEGACY ELEMENTS

=

o M % @

- 3

END

Envelope
Mystery bag
Keyword sticker
Chronicle card
Agenda card
Building sticker
Skill sticker

Ending sticker

BUILDING TYPES

# 2 e R 4

Commercial Building
Military Building
Welfare Building
Entertainment Building

Corruption Building
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IDEOLOGIES

D 6RO D

MISC

00

O:
~~
De

@ O [P

QWY S
Wi

Tradition
G Balanced
WA Tradition / Progress
Progress
Force
Balanced
Force / Diplomacy
Diplomacy
Order Bal 4
% ance
& Order / Liberty
Liberty

Ideology Push: Move the Slider towards the indicated
Ideology by the amount shown and add 1 Hegemony token
on the corrisponding end of the track.

Sand timer: The End of Game is triggered if this icon
appears on the back of a card placed on any of the
final 3 spaces of the Round Counter.

Bag: Indicates the number of Resources to pay based
on the value shown in the current game’s space on the
Timeline.

Positive outcome: The outcome of this Dilemma card
will bring positive Legacy effects.

Negative outcome: The outcome of this Dilemma card
will bring negative Legacy effects.

Uncertain outcome: The outcome of this Dilemma card
will bring uncertain Legacy effects.

These symbols identify the different Storylines in the
game. You can find them on the Story cards that belong
to that specific Storyline, on the Ending stickers, and on
the slots along the top edge of the Ankist Map where you
place Story cards and Ending stickers during setup.



CHRONICLE CARD SYMBOLOGY

Chronicle cards feature a large variety of effects and rule changes; while
sometimes textual and self-explanatory, other times they rely on a unique visual
system to convey the effect of the card, its triggers and its targets.

Below is a list of the possible triggers, targets, and effects, and the symbols used

to indicate them:

Triggers

They define the conditions for activation of the effect (shown on top of the

effect it triggers).

_ WIN

Targets

Winning Ideology: The effect is triggered if the depicted
Ideology is winning; i.e., the Slider is on the side of that
Ideology.

Maxed Out Ideology: The effect is triggered if the Slider is
at the very end of the depicted Ideology’s side of the track.

Losing Ideology: The effect is triggered if the depicted
Ideology is losing; i.e., the Slider is on the side of the
opposing Ideology.

They define the player or group of players that is targeted by the effect (shown
to the left of the effect).

el
(%

ENES

<+

o

Jilian

Players: The effect targets all players at the table.

Scoring for an Ideology: The effect targets any player
who is scoring for the depicted Ideology; i.e., that
Ideology is one of their Favored Ideologies (not one of
those they want to remain balanced) as shown on their

Ideology card (see page 33).

Majority of [something]: The effect targets the
player(s) who has the most of the depicted
Resource (®, ¥, ¥, ©), points (i, &, #), or 9.

In case of a tie, all tied players are targeted.

Minority of [something]: The effect targets the
player(s) who has the least of the depicted
Resource (®, ¥, ¥, ©), points (s, &, ®), or 9.
In case of a tie, all tied players are targeted.

Number of Buildings (Type): The effect targets any
player who owns at least the indicated number of

Buildings of the indicated type.

The effect follows standard Keyword rules for targeting
characters (see Keywords and Effects, page 41).
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¢TROUBLESHOOTING TOOLe

Is your Dilemma Deck out of cards? If you don’t know how to proceed,
you may have missed some instructions described on the cards you
have already played. But don't worry, we've got you covered!

Scan the QR code below to access our Troubleshooting Tool and we'll
get you back on track in no time!
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SETUP CHEATSHEET

Prepare the Ankist Map, general supply, and Power Pool (place 3% in Aontas).
Mark the leftmost empty space on the Timeline.

Place 1 Slider in the middle space of each Ideology Track and ready all Outcome
markers and Hegemony tokens.

Take the Legacy tray, Utility sheet, and Building sheet.

Take your Treasury, take out your Diary, current Agenda cards, Ideology cards (x5),
Voting tile, Heraldry tokens (x6), and the Leader and/or Moderator tokens if present.

Shuffle your 5 Ideology cards and draw 2. Keep the card with the highest number.

INCOME PHASE
Gain Starting Power: Take 79, add them to your Treasury.
Collect 18, 1%, 18, and 11¥.

Collect the Resources from your productive Buildings.

DRAW ACTIVE CHRONICLE CARDS
Shuffle the unlocked Chronicle deck and draw 10 cards.
Reveal them 1 at a time and follow this procedure for each card:
» Place the card on its matching Chronicle & slot on the Ankist Map.

¢ Instant cards go in the light-blue B slot at the top right edge of the Ankist
Map and may be stacked without limit.

¢ Cards with any other label (Pass Action, Pass Bonus, Voting Phase, End of
Game, etc.) must be placed in an empty brown & slot.
There are 5 brown B slots in total; if all are occupied, return the card to
the Save tray—it will not affect the current game.

» Read aloud the cards you just placed and apply their Herald effects.
» If a card is an Instant, also immediately apply its main effect.

Mark 1 space on the Duration Track at the bottom of each active Chronicle card.

DRAFT INVESTMENT CARDS

Shuffle the Investment cards and draw a number based on the player count (all 7
cards in a 6-player game; 6 cards in a 5-player game; or 5 cards in a 4- or 3-player
game). Then, in order from the player with the least to the most W, each player
selects 1 Investment card. In case of a tie, the tied player closest to the Leader
token in clockwise order chooses first.

PREPARE EVENT AND STORY CARDS

Place the active Event® cards from the Save tray onto their slots in the lower-right
corner of the Ankist Map, then resolve their setup instructions.

Sort the Story cards from the Save tray by Storyline symbol and number, then place
each stack on its matching slot along the top edge of the Ankist Map.

You may reread the Story cards at any time to recall the current stage of events
unfolding in the Kingdom.

READY THE DILEMMA DECK
Shuffle the Dilemma deck and cover it with the Cover tile.

END OF GAME CHEATSHEET

EVENT PHASE

If there are no active Events, skip this step.
Otherwise, follow the specific rules of each Event to resolve it.

SCORING PHASE

Check all active Chronicle cards.
Chronicle cards marked with End of Game must have their effects applied
immediately.

Ideology Scoring
Reveal your Ideology cards and check the final status of the Ideology board.
» For your Favored Ideologies you gain:

¢ 1w for each Hegemony token on the corresponding side of that Ideology Track
¢ anadditional +3 or +1 (as shown on the card) if the Ideology is winning
» For your Balanced Ideologies you gain:

o 1w for each Hegemony token on the side with the fewest Hegemony tokens

¢ an additional +2w if the Slider is in any of the 3 silver spaces in the
middle of the track

Power Scoring
» 2E to the player with the most leftover @
» 18 to the player with the 2" most leftover @

Investments

Check the @ value for the current game on the Timeline. Pay that number of the
Resource shown on your Investment card to apply its Success effects. Otherwise,
apply its Failure effects instead.

Agenda Resolution

Check your Agenda cards. Pay the indicated cost to apply its Success effects.

If the deadline for an incomplete Agenda has expired, apply its Failure effects instead.
Ifyou get a new Crossroad Agenda, apply its effects immediately.

Taxes
Discard half of the Resource shown on the Timeline from your Treasury, rounded
up. It is possible to pay O taxes.

CLEANUP
Trash Resolved Dilemma cards.
Trash Depleted Chronicle cards.

Discard any leftover Power.

SAVE YOUR GAME
Place the Dilemma deck in the 1* slot of the Save tray and cover it with its Cover tile.
Place all Story cards in the 2™ slot of the Save tray.

Place the unlocked Chronicle deck, Event cards, and Investment cards in the
3" slot of the Save tray.

Put all Resources and Power in the large plastic bag and place it in the 4™ slot of
the Save tray.

Put all Sliders, Outcome markers, and Hegemony tokens in the small plastic bag
and place it in the 4™ slot of the Save tray.
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