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THE · WORLD

Let me tell you about the Luan Empire which is the largest empire on the 
continent. It is surrounded by hostile neighbors, with its biggest rival, the 
Kingdom of Troy, the second largest kingdom, located behind the great 
desert, consumed by internal political confl icts and military clashes with 
its neighbors.

Somewhere out there is also a small Kingdom of Arkach, where the mili-
tary is composed exclusively of valiant women whose skimpy leather uni-
forms embarrass enemy troops. This small kingdom is of great importance 
for both Troy and Luan because it is situated next to a huge and impene-
trable wood called the Great Forest, behind which a land of technological-
ly highly developed Sick People is located.

In this confl ict-plagued world everything is dependent on commercial 
contracts to acquire fi rearms that will give a quick advantage over hostile 
neighbors. Unfortunately, the transport of weapons is not easy because 
the Great Forest is inhabited by a mysterious species of warriors, cat-peo-
ple, who do not allow any strangers to leave their land.

Yet, that is not all. A volcanic island is the headquarters of a powerful 
Order ruled by a mighty wizard whose decisions impact the policy of king-
doms, and well-trained knights of the Order spread terror in the waged 
wars...

Yes, there is magic in the world of Achaia, and it is able to upset the bal-
ance of forces. And there are edged weapon masters – inspired fencers 
– who, just like wizards, are feared by everyone.

It is a world in which human life is of little importance. A man can be humil-
iated, led to despair, maddened, and killed. The world is built on the blood 

of soldiers, sweat and pain of slaves, uncertainty of rulers, stupidity of the 
crowd and fearsome power of religion. Its variety and diversity of cultures 
astonishes. There is feudalism, slavery, matriarchy and barbarism. Great 
cities are contrasted with the poor huts, the educated with the illiterate 
and the rich with the poor.

Let us return for a moment to the Kingdom of Troy and its secrets, knowl-
edge of which allows you to survive in this place. It is ruled by seven 
Grand Dukes – seven clans, each of which is responsible for a part of state 
policy: Army of the East, Domestic Army, Army of the West, Guardians and 
the crew of fortresses, fl eet, diplomacy, taxes and duties. The treasury is 
handled by the King himself.

This division makes it impossible for one of the families to acquire too 
much power and infl uence, but that's just a theory. The families make alli-
ances or plot one against the other. This is war. 

However, if anything fails and someone starts gaining too much advan-
tage, there is still the Royal Council. Do not let the name fool you. It stands 
in opposition to the king and it is the Council that decides the fate of 
all families. The Council are priests, and the priests are the Order, and 
the Order have swords. They manipulate, deceiving a king, plotting using 
someone else's dagger, pouring poison into soup. You can be sure that 
when you feel a blade in your back, it is a doing of one of Great Duke fam-
ilies, but if by an odd chance you fall off  your horse, break your leg and it 
does not heal leading you to death, it will be the Order's doing. Or even 
when a fl ood destroys the entire city including you it will be the Order. 
The Council rules the Kingdom of Troy, but the Order rules the entire 
world. Their methods are truly "worldly."

I M A G I N E  ·  A  ·  W O R L D  ·  S I M I L A R  ·  T O  ·  O U R S 

I N  ·  T H E  ·  T I M E  ·  O F  ·  A N C I E N T  ·  G R E E C E

IMPENETR ABLE · MOUNTAINS · OF · GODS · GUARD 

THE · SECR ETS · OF · ITS · U NDISCOV ER ED · PARTS 

MANY · ADVENTURERS · HAVE · TRIED · TO · EXPLORE 

T H E M  ,  V EN T U R I NG  ·  I N T O  ·  T H E  ·  U N K NOW N

T H E Y  ·  W E R E  ·  N E V E R  ·  H E A R D  ·  O F  ·  A G A I N
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A S ·  YOU ·  CA N ·  SEE ,  FR IEND , IT ·  IS ·  NOT ·  EA SY

TO · SURVIVE · HERE · AND · YOU · NEED · TO · STEP

CA R EFULLY , A LWAYS ·  WATCHING · YOUR · BACK

YOU · MUST · HAVE · HEARD · ABOUT · THE · YOUNG

P R I N C E S S  ·  A C H A I A  ,  W H O  ,  B E C A U S E

O F  ·  C O U R T  ·  I N T R I G U E  ·  A N D  ·  T H E  ·  G R E E D

OF  ·  H E R  ·  FA M I LY  ,  WA S  ·  QU ICK LY  ·  R E MOV E D

F ROM  ·  T H E  ·  S UC CE S SION  ·  TO  ·  T H E  ·  T H RON E

A N D  ·  I N  ·  A  ·  R A T H E R  ·  B R U T A L  ·  W A Y

· ACHAIA ·

The girl had to quickly get used to the common man's life in this world full of 
cruelty. She is no longer a polite princess since she realized that you must 
sacrifi ce something in order to get something out of life. Unfortunately, 
her future is shrouded in darkness. You may hear more about her, but now 
it is time to focus your energies and attention on strengthening the power 
of your own ducal family. I am sure you will be able to attempt manipu-
lations and dirty tricks in spite of all the adversities you will have to face 
at the hands of your power-hungry, envious and implacably cruel oppo-
nents. 

COUSINS · IN · THE · WORLD · OF · ACHAIA

As the son of the Grand Duke you cannot, of course, walk in the streets 
alone, neither can you walk with guards. After all, you are not the King 
who is entitled to an entourage, are you? On the other hand, any passer-by 
could make an attempt on a highborn person's life.

The customs of the Kingdom of Troy regulate this matter very strictly. You 
can not have too many soldiers or servants? No problem. Everyone can 
walk the street with one's family, right? So you hire good swordsmen and 
your court heraldry master makes them your closer or more distant rela-
tives, often reaching a thousand years back.

Cousins armed with swords (after all everyone can walk around with 
a sword – that's their own business) accompany the invaluable person 
everywhere. Of course, it is not appropriate to go everywhere with them, 
after all, one would lack manners to appear in someone else's house with 
heavily armed men. Even if they are a "family." The custom regulates such 
situations as well. There are two types of Cousins. One, street-cousins, 

incidental armed with swords. The second, court-cousins, who are a lot 
more educated, familiar with etiquette and not armed with swords. They 
only have daggers and are also very insolent. Invariably for years they 
would dare take the food off  your plate if you didn't stop them, it is a 
decay of morals.

LOCATIONS · OF · TROY

Tiles with Locations represent the most important areas of the Kingdom 
of Troy, which are of importance from the point of view of governance. 
Each of the families want to have the greatest impact on what happens 
there, with tangible benefi ts, of course. Therefore, to win the desired 
power over the Kingdom of Troy you will have to try very hard to quickly 
gain the largest area of infl uence in the kingdom for your family.

EVENTS

Events are information from your spies, the possession of which can be a 
very valuable bargaining chip in the politics of the realm. Unfortunately, 
as is often the case with the information, some can reach you quickly, 
while others arrive too late. Although this is no problem in comparison 
with false information from your rivals. With the Events card you will be 
able to obtain information about Events that may happen soon or those 
that have already taken place. Maybe you will gain very valuable informa-
tion about the fate of Achaia, which can disturb the balance in the policy 
of Troy. Or you will learn about conspiracies plotted by the family of Orion, 
where clever Zaan with Sirius shuffl  ed the long-dealt cards of the royal 
poker.
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  Rulebook
   14 board tiles

 12 Location tiles
 Power track tile
 House of Orion tile

  103 cards
 Action cards
 Intrigue cards
 Characters of Troy cards
 Event cards
 Street and Court Cousin cards

  5 player screens
  5 wooden score track markers
  50 power tokens
  58 gold tokens
  8 Dice Limit Tokens
  4 Closed Location tokens
  5 limit increase tokens
  15 Usage tokens
  25 dice (5 in each player color)
  1 white die
  First player token
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COMPONENTS · OVERVIEWTABLE · OF · CONTENTS

GAME · COMPONENTS

TROY

12 Locations tiles form the gameplay area called Troy. By placing dice on 
Troy Locations players fi ght for dominance and access to powerful actions 
associated with those Locations.

FIRST · PLAYER · TOKEN

After determining the starting player, he 
receives the fi rst player token. It may change 
hands throughout the course of the game, most 
often ending up in the hands of the fi rst player 
to pass in a Turn.

HOUSE · OF · ORION · TILE

The time of Duke Orion's family, responsible for the great Army of the 
West is measured by thousands of years. Sadly, fate made his only son 
Sirius disappear without a trace many years ago. One day Zaan arrived 
at Orion's palace with a letter sealed by the powerful Order. The letter 
indicated that Sirius has been found and arrives together with Zaan to 
the Duke's palace. The truth is much more cruel though, because Zaan 
and Sirius are two clever crooks who want to manipulate the Grand Duke 
Orion thereby changing the political life of Troy.

POWER · TRACK · AND · POWER · MARKERS

Players place their respective power markers on the power track, to track 
their progress in the struggle for power in Troy.
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PLAYER · COLOR · DICE

Dice are placed on diff erent tiles in Troy to represent players' infl uence in 
particular Locations. Dice values represent players' strength in the form 
of any allies, relatives, or even thugs. The greater the number, the higher 
the chance of dominating a Location. 

INTRIGUE · CARDS

The main tool for shifting infl uence in Troy. Intrigue will support your way 
to victory, and cut short opponents attempts to gain victory. They also 
help you to react to other players mischief.

EVENT · CARDS

Once per turn each player will have the chance to fi nish their Action with 
an Event. As these Events are often powerful, the number of possible 
Events per Turn is limited and will depend on the number of players.

STREET · AND · COURT · COUSIN · CARDS

The support of a wealthy family is the best basis for victory in the struggle 
for power. Cousin cards will help players avoid many perils even if that 
means sacrifi cing the Cousins.

ACTION · CARD

Each player places an Action card in front of 
them with the Action side face up. Whenever 
a player fi nishes his Actions during the Intrigue 
Phase he may pass by turning over the card to 
its Pass side.

DICE · LIMIT · TOKENS

AND · CLOSED · LOCATION · TOKENS

Access to Locations and and the privileges they off er is limited. Dice Limit 
Tokens and Closed Location Tokens are used to represent that limitation. 
The Dice Limit in any Location can change as a consequence of the Actions 
of Duke Orion. Closed Location Tiles are used to specify Locations inac-
cessible in the early stages of the game, and are removed as per instruc-
tions in the Preparation Phase. 

GOLD · COINS

Gold is the main resource helpful in setup and execution of your Intrigues. 
Invaluable when deciding the fate of Troy.

POWER · TOKENS

One of the main strategies leading to victory is the Domination of the 
largest area of Troy. Player power tokens are placed on a Location where 
that player has the most infl uence.

CHARACTERS · OF · TROY · AND · USAGE · TOKENS

Bribery will give you the loyalty of various Characters in Troy, although 
short-lived as it will pass to anyone who is willing to pay more. Each time 
a player uses any of the Characters in Troy, a Usage token is placed to sig-
nify that Character's growing greed.  
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· I ·
Place the Location tiles in order from 1 to 12, as per numbering in the top 
right corner of each Location tile.

· II ·
Depending on the number of players place Dice Limit tokens 
on specifi ed Locations, as per table below:

LOCATION 2 6 7 8 9 10 11 12

2 PLAYERS × × × × × × × ×

3 PLAYERS × × ×

4 PLAYERS × × × × × × × ×

5 PLAYERS × × × ×

· III ·
Place Closed Location tokens on tiles numbered 1, 2, 6, and 11. Those 
tiles will become available starting from turns II and III, as per turn number 
in top left corner of the tile.

· IV ·
Place House of Orion tile and Power track tile next to Troy.

 · V ·
Prepare the Character card, Event card, Intrigue card and Cousin card 
decks.

Separate the Character cards into three decks as per turn number on the 
back of the card. Shuffl  e each of the decks separately and place cards face 
down near Troy.

Repeat the process for Event cards, creating three separate shuffl  ed decks, 
and place them face down near Troy.

Shuffl  e all the Intrigue cards and place them face down near Troy. 

Separate the Court Cousin and the Street Cousin cards, and place near 
Troy face up.

1

2

3

4

5

6

7

8

18

In the two-player game setup as well as game play are slightly diff erent. 
Throughout this manual you will fi nd notes highlighting those diff erences.

For two-player mode follow setup steps on page 14.

1

 5

6 7

2

2  3

S

×

GAME · SETUP
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· VI ·
Each player chooses a color and their respective set of starting game ele-
ments:

 1 Player screen
 5 Power dice
 10 Power tokens
 1 Power track marker
 7 Gold coins, placed behind player screen.

· VII ·
Each player receives their starting hand:

 3 Intrigue cards
 1 Turn I Event card
 1 Street Cousin card
 1 Action card – place it face up in front of player screen.

· VIII ·
Players draw three Turn I Character cards and place them face up near the 
House of Orion tile. 

· IX ·
Each player starts with 5 Power points and places their respective Power 
track marker on number 5, on the Power track.

· X ·
Players roll all their dice and add up the result. A player may choose to 
re-roll all their dice once.

· XI ·
The player with the lowest total becomes the starting player and receives 
the fi rst player token. To settle a tie the player who most recently 
fi nished a fantasy novel will become the fi rst player.

· XII ·
Starting from the fi rst player and following clockwise each player places 
one of their rolled dice onto any available Location until each player is left 
with two dice which are then placed in front of their player screen to form 
the dice reserve.

IMPORTANT: When placing dice players must respect Location dice 
capacity.

10
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11
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13

14

10

11

12

13
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GENERAL · RULES

· I ·
Player order always starts with the player holding the fi rst player token 
and follows clockwise. This is the main order rule unless stated otherwise.

· II ·
At any stage of the game a player may sacrifi ce 1 Power point to receive 5 
gold coins from the bank.

· III ·
There is no hand limit.

· IV ·
Intrigue, Character and Event cards may overrule this rulebook. If any of 
the cards specify an Action that is contrary to this rulebook, follow the 
text on the card.

· V ·
Throughout the course of the game player dice will either end up in Troy 
or the player reserve. Whenever an Intrigue card refers to any die its eff ect 
can target either dice on any Location or in player reserves. Intrigue cards 
referring to Troy cannot aff ect dice in player reserves.

· VI ·
Whenever the "Steal" Intrigue card is played on a player who has less 
than 4 gold, that player must reveal all of their gold. The targeting player 
may now choose either to steal the remaining gold or forfeit the steal and 
reward himself with one power point on the power track instead. The rule 
stands even if the targeted player has no gold.

· VII ·
Any Character cards discarded during the Intrigue Phase are not replaced. 
The only time Characters are added to the game is during the Preparation 
Phase in Turn II and III.

TWO-PLAYER 

Whenever a player is allowed a dice re-roll, they may only re-roll dice of 
one of the managed colors.

INTRODUCTION

Seizing control over Achaia is not an easy feat. To allow you to build foun-
dations stronger than those of a house of cards the game turn is broken 
down into three Phases: Preparation, Intrigue and Domination. Here is a 
brief introduction to all the game Phases.

PREPARATION · PHASE

As your fi ght for power progresses, your infl uence will increase, and 
new Locations and new Characters will become available. During the 
Preparation Phase players will take steps refl ecting those changes, by 
adding more dice to Troy, opening previously locked Locations and replac-
ing Characters with those respective of the current turn. 

INTRIGUE · PHASE

This Phase is your political battleground. During the Intrigue Phase you 
will play Intrigues on other players as well as defend against their mis-
chief. Your main goal will be to gather infl uence in Locations most suitable 
to your strategy and move other players' dice to meddle with their plans. 
When in need of help, Characters will off er their services for gold. If you 
feel short of options, you can pass early to get the fi rst player token and 
benefi t when the player order reaches you again. 

DOMINATION · PHASE

Your eff orts to get control in key Locations of Troy are about to pay off . You 
will resolve them, one by one, deciding who is the dominating player, and 
performing Actions for each die placed on the Location tile.

SETTLING · OF · POWER

After the third and fi nal turn Settling of Power will occur during which you 
will recount the power in dominated Locations, count collected Cousins 
and gold, and convert that to power points. The player with the highest 
score on the power point track will take control over Troy and thus win 
the game.

"We have upset the balance of power in the Kingdom of Troy.  You have become too popular, 
you will never get away with this, you have angered those who had power." And he again he 
pointed to Zaan "Understands this, you must understand, they will not let you live.’

"They want to kill me? Let them kill me! It's better than piles of corpses our actions will cause! 
Better than mothers weeping over their dead children! Dammit, conspiracy and murder is not 
enough you want total war, I can see the blood lust in your eyes!’

— Achaia, Andrzej Ziemiański
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GAME · TURN

PREPARATION · PHASE

Preparation Phase is only played in turn II and turn III and diff ers slightly 
depending on the turn:

I  From the House of Orion tile remove any Usage tokens.

II  Remove any Character cards next to the House of Orion tile, remove 
also any Usage tokens on them.

III  Players draw 3 Characters from the corresponding turn deck and 
place them next to the House of Orion tile.

IV  Each player draws one Event card from the corresponding turn deck.

V  Each player turns their Action card face up to signify they are active 
during the Intrigue Phase.

VI  New Locations become available. Remove Closed Location tokens 
from tiles with the corresponding turn number:

  Tile number 2 and 6 during the Preparation Phase in turn II 
  Tile number 1 and 11 during the Preparation Phase in turn III .

VII  Each player in order of play receives either 2 Intrigue cards or 3 gold 
pieces.

VIII  Each player in order of play places one of their dice from their reserve 
onto an available Location in Troy.

INTRIGUE · PHASE

In player order, each player can chose to perform one of the following 
actions:

 Play Intrigue card and resolve its eff ect 
OR

Pay any one available Character and use their ability
OR

Pass and play your Event card

PLAY · INTRIGUE · CARD

Each of the Intrigue cards has two eff ects. The player playing an Intrigue 
card picks one of the two listed eff ects and chooses on whom to play it. 
Intrigue cards can target either other players or the player playing the 
Intrigue card.

TARGET  ENEMY – modify or change the location of other players' dice, 
force a player to pay gold, or move their power token.

TARGET  SELF  – modify or change the location of your dice, receive gold 
from the bank, or move your power token.

Players can defend from Intrigue eff ects by playing:

STREET COUSIN CARD: can be played to cancel an Intrigue card played 
against you.

COURT COUSIN CARD: can be played to cancel any Intrigue, even if you 
are not the target. 

COUNTERACTION: can be played to cancel an Intrigue card played against 
you, and resolve the Counteraction eff ect.

REACTION: can be played to cancel any Intrigue card played and resolve 
the reaction eff ect.

IMPORTANT: COUNTERACTION and REACTION eff ects cannot be can-
celed nor countered in any way.

You will soon discover that Intrigue cards give you a lot of possible com-
binations with counters and reactions. Should you have any doubts as to 
whether a cancellation, reaction or counteraction can be played refer to 
the Intrigue resolution diagram on last page of this rulebook. 

CHARACTER · USAGE

Besides Duke Orion and Zaan from the House of Orion tile, each turn a 
new set of Characters will appear in Troy. Players may use any of the avail-
able Characters' ability by paying the Character with gold coins. To use the 
Character pay the basic cost plus the number of Character Usage tokens 
in gold. Remember, every single time a Character is used, a Usage token is 
placed on that Character.

  For a Character that doesn't have any Usage tokens on, the Character 
Usage cost is equal to that Character's basic cost. 

TWO-PLAYER 

Players one by one place their dice of both colors on available Location 
tiles. Players must ensure they don't place any of their colors consecu-
tively.
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DOMINATION · PHASE

After all players have passed, the Domination Phase begins. During this 
Phase all Location tiles containing player dice are resolved. PLAYERS 
CANNOT DEFEND AGAINST LOCATION ACTIONS IN ANY WAY.

Location tiles are resolved one by one in the order determined by their 
corresponding tile number, from tile number 1 to tile number 12. 

I Determining the dominating player: 

Add together the dice values of the same color. The player with the 
highest dice value on a tile dominates that Location. In the case of 
a draw, the Domination cannot be settled and step two is skipped.

II The dominating player places their Power token on this Location:

  If there are no power tokens of their color present on this Loca-
tion, the dominating player receives 1 point of power and moves 
his marker on the power track. 

  If there already is a Power token of their color present on the Lo-
cation tile, the player doesn't receive any points of power. Howev-
er this does strengthens their position, and might prove valuable 
during the Settling of Power.

  If the Character basic cost is not specifi ed the usage cost is 0 gold coins 
and is only increased by the number of Usage tokens present on that 
Character.

If the Character's basic cost is 2 gold coins and there are three Usage tokens 
placed on that Character, then the usage cost is 5 gold coins.

 Turn number
 Character basic cost
 Card title
 Character's ability

IMPORTANT: You cannot defend against a Character Action unless the 
Action in question involves playing an Intrigue card. In 
that case you can defend against the Intrigue played as 
per standard rules.

PASSING

When a player runs out of actions to play or as a strategic decision, they 
may pass for the remainder of the turn by turning their Action card face 
down, to reveal the ‘PASS’ side. There are certain benefi ts from passing:

  The fi rst player to pass in a turn will receive the fi rst player token.

  Depending on the number of players, the passing player may reveal 
their Event card and resolve its eff ect.

  When the player order reaches a player who passed, they can take 2 
gold coins from the bank.

The number of players determines how many Event cards can be played.

2 and 3 PLAYERS: only fi rst passing player can play their Event card 
4 PLAYERS: the fi rst and second passing players can play their Event card
5 PLAYERS: the fi rst, second and third passing players can play their 

Event card  

Other player Event cards are discarded.

11

3

4

2

1 2

3

4

5

1

2
3
4



111111133333333

Availability
Location name 
Location number
Base dice capacity 
Action

III Players now may execute the tile Actions for each of their dice pres-
ent on a tile. Actions are resolved in the order determined by the dice 
values, regardless of color. For any draws between dice, the order is 
determined by the fi rst player.

1

2
3
4
5

The Red player (6) will be the fi rst to resolve the Location Action, then the 
Yellow player (5). The second yellow die and blue die are of equal value there-
fore it’s up to the fi rst player to decide which player will resolve the Location 
Action fi rst.

IV After resolving all Actions, move forward to the next tile with a play-
er die and resolve its Domination and Location Actions by repeating 
steps 1 to 3. 

V After all Locations have been resolved players must remove all Dice 
Limit Tokens from Troy. Remove Dice Limit Tokens in tile order, fol-
lowing the steps below:

  For every Dice Limit Token removed, a player die must be moved. 
This rule applies regardless of Location dice limit.

  The owner of the highest value die must move it to any diff erent 
available Troy Location.

  For any draws between dice, the fi rst player decides which die 
should be moved. 

  Steps are repeated until all Dice Limit Tokens on all tiles are re-
moved.

Two limit increase tokens have been removed from the Location tile. For the 
fi rst token the Red player must move their die to another Location – their 6 
is a die of the highest value. Now the dice of the highest value belongs to the 
Yellow player and it is up to them to move their die to a diff erent Location. 
They must move their die even though the number of dice present doesn’t 
exceed dice capacity of this Location. 

SETTLING · OF · POWER
END · OF · GAME

After the turn III Domination Phase has been resolved Settling of Power 
begins. Additional points of power will be added as per steps listed below:

· I · 
LOCATION · TILES · DOMINANCE

In tile number order (from 1 to 12) players check the number of power 
tokens on each Location. The player with the highest number of power 
tokens on a tile will be awarded one additional point on the power track. 
In case of any draws dominance cannot be determined and no points are 
awarded.

· II · 
GATHERED · WEALTH

Each player counts their gold coins and unused Cousin cards. Each Cousin 
card is worth 2 gold coins add these to the total wealth of a player. For 
every 10 gold coins the player is awarded 1 additional power point on the 
power point track. Wealth converted into victory points is then returned 
to the bank and Cousin cards are returned to the reserves. Any gold left 
over (below 10) is kept behind the player screen.

·
After the Settling of Power has been counted the player with the highest 
score on the power track has seized control of Troy and wins the game. In 
the case of a draw between players, leftover gold is revealed. The player 
with the most leftover gold coins wins the game.



111111144444444

Changes in each of the Phases are listed below.

PREPARATION  · PHASE

Preparation Phase is played in similar fashion to original game, with a 
minor change in step 8 of the Preparation Phase: each player in order of 
play places one of their reserve die from each of their controlled color 
onto an available Location in Troy.

DOMINATION  · PHASE

Players controlling two colors should note that these colors still compete 
with each other in the Domination Phase. The two colors under the play-
er's control do not total when determining Location Domination. Instead 
they dominate separately as per standard rules. However power points 
scored by the supporting color will be awarded to the representative col-
or and will move the player marker on the power track.

The player represented by the red marker on the power track controls green 
and red dice. The player controlling blue and yellow dice is represented by 
blue marker on the power track. Although the total sum of dice values under 
red player control is greater than that of blue, the Domination is counted sep-
arately for each color. In consequence the yellow dice (supporting blue play-
er) wins the Domination and places a yellow power token on the Location 
tile. This means the blue player scores for dominance and moves their blue 
power marker up by one on the power track. 

SETTLING · OF · POWER

Players do not add together power tokens of diff erent colors to determine 
dominance during the Settling of Power. Power tokens of diff erent colors 
compete against each other and are counted separately. This also means 
that draws between power tokens will result in no points scored, even if 
the drawing power tokens are under the control of the same player.

In the two-player mode each player controls two families, so plays with 
two colors. One of the colors will represent the player interest, the other 
will be the supporting color. Whenever the supporting color scores points 
on the power track, the representative color will move its power mark-
er. Be advised that both colors and families are treated separately during 
Domination Phase and Settling of Power.

Two-player mode introduces changes to game setup and mechanics. 
These are covered in detail below. 

TWO-PLAYER · GAME · SETUP

Follow the fi rst fi ve steps from the game setup on page 8 and continue 
with following:

VI Each player chooses two colors – a representative color, and a sup-
porting color. Then both players take the following elements:

  1 Player screen in representative color
  1 Power track marker in representative color
  10 Dice (5 in representative color, 5 in supporting color)
  20 Power tokens (10 in representative color, 10 in supporting one)
  7 gold coins, placed behind player screen.

VII    Each player draws:

  6 Intrigue cards
  1 Turn I Event card
  1 Street Cousin card
  1 Action card.

VIII Players draw three Turn I Character cards and place them face up near 
House of Orion tile.

IX Each player starts with 5 Power points and places their representative 
Power track marker on number 5 on the Power track.

X All players roll their dice and check the result. A single re-roll of all 
dice of one color for each player is allowed.

XI Players add rolled results from both colors. The player with the lowest 
total becomes the starting player and receives the fi rst player token. 
To settle a tie the player who most recently fi nished a fantasy novel 
will become the fi rst player.

XII In player order, players place their dice on available Locations one at 
a time, remembering to alternate between the two controlled colors. 
Players continue to do so until each player is left with two dice of 
each color which are now placed in front of their player screen to 
form the dice reserve. IMPORTANT: When placing dice players must 
respect Location dice capacity.

Player A controls two colors – green and red. Player B controls blue and yellow. 
They place dice on Location tiles one by one, remembering to alternate colors.

TWO-PLAYER · MODE
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ADVANCED · PLAY

Achaia allows for open modifi cation of game mechanics. To make the 
game more attractive, we suggest trying out some of the advanced play 
modes listed below. These can be added in any combination and we hope 
will encourage you to further modify game play as per your gaming group 
preferences.

 · NEW · ORDER · 

Players ignore the Location tile numbering entirely and before the game 
setup place Location tiles in random or collectively determine the order. 
Throughout the game this will now be the order in which all Location 
based game mechanics will be resolved.

 · FATE · IN · YOUR · HANDS · 

During Game setup instead of rolling dice in step 10 follow the following 
rule: 

· X ·

Behind their player screen, players assign values to their fi ve dice from a 
pool of 19 points. Should they wish players may in secret pay 1 gold coin 
per 1 point to add additional points to their pool. Once all players have 
assigned their points, the screens are revealed and gold used for addi-
tional points is returned to bank. At this stage no further changes to dice 
values can be made. 

 · NOT · ALL · IS · LOST · 

During Game setup replace step 11 with the below rule: 

· XI ·

Players add the results of their three dice with lowest values. The player 
with the lowest total receives the fi rst player token. To settle a tie the 
player who most recently fi nished a fantasy novel will become the fi rst 
player.

· HARD · NEGOTIATION ·

Players may support each other by exchanging gold coins, giving favors, 
performing Actions for another, settling pacts, negotiating freely using 
game resources or game mechanics. It is up to each player how true they 
are willing to remain to their word.

TWO-PLAYER

Each player controlled color has a separate pool of 19 points. These points 
cannot be transferred between colors in any way, however players can 
still spend gold coins to increase the points pool for any of the controlled 
colors.
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CITADEL
Pay 2 gold and modify the result on any one 
die by +2 OR You get 2 gold and 1 Intrigue card

PORT
You get 3 gold and 1 Intrigue card

BLACK MARKET
You may sell any number of Intrigue cards, 
receiving 2 gold for each

PRISON
Pay 1 gold and take 1 Street Cousin.
You can receive up to 2 Cousins in one Action.

HERALDIC OFFICE
You get 1 Court Cousin

TEMPLE
Search Intrigue discard pile to pick 1 card 
and add it to your hand

ARSENAL
Pay 2 gold and modify the result on any one 
die by ±1

WATCHTOWER
Pay 2 gold and re-roll any one die

MINT
You get 4 gold

ROYAL COUNCIL
Pay 4 gold and re-roll any two dice

TRADING OFFICE
You get 2 Intrigue cards

KING'S PALACE
Pay 4 gold and put 1 of your power tokens in 
any Location of Troy


