
Make your bid. Change the world. 
 

 

    

 

    
    

    

TTTThe land swells with political turmoil and unrest. The people 

clamor for change. Revolution is imminent. How will you 

make the most of this advantageous situation? Will you bribe a 

magistrate? Print incendiary pamphlets? Threaten the 

aristocracy? Blackmail a trusted priest? Whatever means you 

choose to employ, act without delay. Enemy spies lurk in the 

shadows, waiting to throttle your influential patron as he 

sleeps. The balance of power could shift at any moment. Cruel 

chance looms over you like a vulture.  Now is the time to make 

your bid for supremacy. Now is the time for RevolutionRevolutionRevolutionRevolution!!!!    

    

OBJECTOBJECTOBJECTOBJECT    

Your goal is to secure the support of the people by bidding on 

various characters. Some of these characters exert a small, yet 

significant, influence on large areas of support. Whichever 

player obtains the largest number of Influence Markers in one 

of these seven areas on the map will receive all of the support 

for that area. The game ends when all Influence Spaces have 

been claimed. Whoever has the highest amount of popular 

support at the end has won the revolution and the game.  

b y  P H I L I P  d u B A R R Y 



    

    

    

    

    

    

    

    

    

    

    

    

    

    

    

    

    

SETUPSETUPSETUPSETUP    

Shuffle and place the card deck near the game board, as well as 

the red, black and yellow currency chips, as shown in the 

diagram above. Give each player a Bidding Chart, Bidding 

Shield, Influence Markers, and the following starting currency: 

1 Force (red chip), 1 Blackmail (black chip) and 3 Gold (yellow 

chips). Place the Scoring Tokens on the exclamation point at 

the bottom-left of the board. 
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OVERVIEWOVERVIEWOVERVIEWOVERVIEW    

Each round consists of players bidding for control of characters 

found on the Bidding Chart. Bidding occurs in secret behind 

the Bidding Shield. Once all players have placed all their 

respective currency, the shields are removed. Next, control of 

each space is determined, and the winning player then receives 

the benefits of that character. After all spaces on the Bidding 

Chart have been resolved, a new round of bidding begins. This 

continues until all Influence Spaces have been filled and the 

game ends. 

 

 

 

    

    

    

    

    

    

BIDDINGBIDDINGBIDDINGBIDDING    

Bidding occurs in secret behind the Bidding Shield. Players 

must allocate allallallall their currency, making sure to observe any 

specific limitations imposed by the Bidding Chart (e.g., Force 

may not be used to obtain the Spy). Also note that a player a player a player a player 

may only bid on a maximum of six may only bid on a maximum of six may only bid on a maximum of six may only bid on a maximum of six spacesspacesspacesspaces on the bidding 

chart for a given round (or less than six). Players may bid for 

characters whose influence areas are already filled, receiving all 

benefits except adding an Influence Marker. 



RESOLVING THE BIDRESOLVING THE BIDRESOLVING THE BIDRESOLVING THE BID    

After all players have placed their currency, the shields are 

removed. Control of each character on the Bidding Chart is 

then determined and the corresponding actions are resolved, 

beginning in the upper-left corner (General) and ending in the 

lower-right (Card). Determine who has won control and 

resolve the actions for each space, one at a time, until all twelve 

spaces on the Bidding Chart have been resolved. 

 

DETERMINING CONTROLDETERMINING CONTROLDETERMINING CONTROLDETERMINING CONTROL    

Control of a personality is determined by comparing the 

various bids made. Force is the most powerful form of currency. 

One Force chip will beat any combination or number of 

Blackmail or Gold chips. One Blackmail chip will beat any 

number of Gold chips. At each level of strength, the higher 

number of chips wins. Currency types may be combined to 

help break ties. For instance, one Force chip and one Gold chip 

together will beat a single Force chip. If the bid is a tie, no one 

gains control of that character for the current round. All chips 

not part of a winning bid are retained for use in the next 

round. Winning chips must be paid and returned to the supply. 

 

CARDSCARDSCARDSCARDS 

Note that the “Card” space works differently than other spaces 

on the bidding chart. Players do not actually bid against each 

other for control of this space. Rather, each Gold chip placed 

here (the limit is three) will grant that player a card. Each and 

every player may obtain cards in this manner. The order of card 



resolution is unimportant. Reshuffle the deck as often as 

necessary. Card values range from an amount of Support (1, 3 

or 5) to an amount of currency (1 Force, 1 Blackmail or 4 

Gold). In addition to these, there are four cards which instruct 

the player to “Remove 1 Influence.” To resolve this card, 

remove an opponent’s Influence Marker from any occupied 

area of the board. Note that the player is notnotnotnot then allowed to 

put a new Influence Marker in its place. That privilege is the 

Spy’s alone. 

 

 

    

    

RESOLVING ACTIONSRESOLVING ACTIONSRESOLVING ACTIONSRESOLVING ACTIONS    

Once a player has won control of a character on the Bidding 

Chart, he will receive one or more benefits. Immediately pay 

spent currency chips into the supply. If the character grants 

Influence, place an Influence Marker on a space in the 

appropriate Influence Area on the board. If the character grants 

new currency, take it from the supply. If the character grants 

support, move the Scoring Token a corresponding number of 

spaces around the scoring track surrounding the board. Note 

that the Apothecary allows a player to switch any two 

previously placed Influence Markers, including his own, if the 

player so wishes. Also note that the Spy allows a player to 

replace a previously placed Influence Marker with her own but 

does notnotnotnot enable a player to place an Influence Marker on an 

empty Influence Space.  



STARTING A NEW ROUNDSTARTING A NEW ROUNDSTARTING A NEW ROUNDSTARTING A NEW ROUND    

After all the Bidding Chart spaces have been resolved, a new 

bidding round begins. Wait until all players have a chance to 

see the others’ currency before raising the bidding shields and 

placing currency. The cycle continues until all Influence Spaces 

on the board have been filled and the game ends. When 

starting a new round, each player must begin with a  each player must begin with a  each player must begin with a  each player must begin with a 

minimum of five currency chips.minimum of five currency chips.minimum of five currency chips.minimum of five currency chips. If a player has less than five 

chips, she may receive enough extra Gold chips to reach a total 

of five.  

 

ENDING THE GAMEENDING THE GAMEENDING THE GAMEENDING THE GAME    

The game ends on the round in which all Influence Spaces on 

the board have been filled. Once the last Influence Marker has 

been placed, continue resolving the current bids all the way 

down to “Card” (the final space on the Bidding Chart). It is 

possible that a player may draw a “Remove 1 Influence” card. 

This will cause one Influence Space to become empty and, 

thus, the game will continue at 

least one more round. However, if 

this card is not drawn, and all 

Influence Spaces are filled, the 

game ends. Determine the winner 

of each of the seven areas on the 

board. The player who has the 

highest number of Influence 

Markers wins that area. Note that 

it is not necessary for a player to  

Blue wins the Cathedral. 



have a majority of the total Influence Spaces of an area. For 

example, if Green has two Influence Markers in the Cathedral, 

Red also has two and Blue has three, Blue is awarded the 35 

Support even without having a majority of the seven spaces. 

Should an area be tied, that area will not be awarded to any 

player. Players then add the support won from each area to 

their scores. Flip Scoring Tokens to “100” if necessary. The 

player with the highest total support score wins the game. 

 

HINTS & TIPSHINTS & TIPSHINTS & TIPSHINTS & TIPS        

�  Pay special attention to the Apothecary and the Spy, as 

these characters are extremely powerful. 

�  Do not underestimate the importance of the Printer, as 

popular support is ultimately the key to victory. 

�  Try to avoid ending up with only five Gold chips at the 

start of a round. If this should happen, consider buying 

three cards. This gives you a good chance of getting some 

better currency for the next round. 

�  When removing an opponent’s Influence marker near the 

end of the game, consider the effect of forcing a tie in one 

area. This may help you more than winning a smaller area 

yourself. 

�  It may often be advantageous to bid on an area already 

filled, even though you cannot add an Influence Marker. 
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