The year is 1430, a time of unrest and upheaval in the Holy
Roman Empire. Echoes of the Papal Schism are still heard
in all the lands, the Turks advance in the Balkans, and the
Hussite Wars ravage Bohemia.

stand out so that you will be given a position in the court of
Sigismund, King of the Romans, King of Hungary, and King
of Bohemia, the man who will eventually, God willing, be
crowned the Holy Roman Emperor.

Even while battling the Hussites, Upper Lusatia prospers. It
has been nearly 100 years since the founding of the League
of Six – a group of wealthy Lusatian towns that banded
together to defend their commercial interests and preserve
stability and order in the region.

The tax collector who brings in the most revenue for the
king, while simultaneously gaining the support of the civic
leaders, has the best chance to ﬁnd himself by the side of
King Sigismund, sharing in the intrigues that will shape
Europe. Your path to power lies along the roads that connect
the League of Six.

You have been sent to this embattled land in the role of tax
collector. As a young, ambitious aristocrat, you hope to

The game consists of 6 turns representing six years. Each
player takes the role of a tax collector visiting one of the 6
towns. The goods collected are placed in the royal stores or
civic stores, thus giving the players inﬂuence in the court of

King Sigismund (either directly or through the support of
various civic leaders).
The winner is the player who gains the most inﬂuence.

Set the countryside board in the center of the table and
randomly arrange the six town tiles around it as shown.
Use the side of the town tile that has the number on a white
background.
Set the scoreboard nearby where everyone can reach it.
Each player chooses a color and takes the two markers
and the ﬁgure in that color. Each player places one marker
on the scoreboard on the space with the crown: i.e., each
player starts with 10 points of inﬂuence. The other marker is
placed in one of the circles in the center of the countryside
board. Place each player’s marker on one of these circles at
random (only one marker per circle). This determines the
order that you will play in initially. This order will change
during the course of the game.
From the civic leader cards – with pictures of clergy,
aristocracy, or burghers – set aside those with gray
background and place them face up where everyone can
reach them. Sort the other civic leader cards according to
the number of ﬁgures on them to make 4 piles of 6 cards.

Shufﬂe each pile and place it on the corresponding spot on
the scoreboard, face down.
Each player gets 3 guards at the beginning, that is, three
cards, each with one guard on it. (A card with 3 guards
represents 3 guards all by itself; don’t use any of these, yet.)
Put the remaining guard cards where everyone can reach
them. Cards are held in the hand. Even the number of cards
held should be kept secret from the other players .
Each player takes the waggon tile in his or her color. Your
waggon tile is placed in front of you. It will be used to hold
the goods that you collect.
Arrange the six storage tiles so that the side numbered I is
face up. (The numeral is in the lower right corner.) Shufﬂe
them and divide them into 2 piles of 3. Place these piles on
the indicated areas of the scoreboard.
Shufﬂe the hexagonal tax tiles and place them in a pile face
down. Put the blocks where everyone can reach them.
These represent goods that can be collected.

The game consists of 6 rounds, each representing one year. Each
round has 6 phases. The order of the phases is depicted in the center
of the countryside board:
1.

Setup – Turn up the civic leader cards, determine
which towns are under siege, and place the tax tiles.

4.

Tax collection – Players decide what form their taxes
will take (in order, according to the phase 4 arrow).

2.

Choosing towns – Players choose which towns they
will collect taxes from (in order, according to the phase
2 arrow).

5.

Storage – In order, based on how many horses they
collected, players decide which stores to ﬁll, giving
them points and bonuses.

3.

Reordering – Players’ markers are reordered based on
how many guards they used while collecting taxes.

6.

Cleanup – Storage tiles and tax tiles are set aside.

Turn up the top card of
each of the four civic
leader decks on the
scoreboard.
Shufﬂe the six town cards and draw
cards at random to determine which
towns are attacked by Hussites this
round. Players will not be able to collect
taxes in these towns. There should
remain one town for each player:
in a 5-player game, you draw 1 card;

In order, each player chooses a town to collect taxes from.
The player whose marker is on the space with the fewest
guards starts (as indicated by the phase 2 arrow).

In round 1, players don’t have their ﬁgures on the countryside
board yet. The ﬁrst player chooses a town with no Hussites and
puts his or her figure on the 0 guards space next to it.
Players choose in the order indicated by the phase 2 arrow.
You cannot choose a town that is under attack by Hussites.
If you choose a town that no one else has chosen yet, put
your ﬁgure on the 0 guards space. If you choose a town with
another player, you must “offer the services” of your guards to
escort the other player to another town: place your figure on
a space with a higher number than your opponent’s space.
This indicates how many guards you are offering.

in a 4-player game, you draw 2 cards; in a 3-player game,
you draw 3 cards. Set the cards on the corresponding
town tile face down (so that the Hussite side is up).
Put a hexagonal tax tile in the center
of each town without Hussites.
(If you run out of tax tiles, shufﬂe the
used ones into a new deck.)

At this point your opponent has two choices: either to accept
the offer or to offer you more guards. This offer is made by
placing his or her ﬁgure on an even higher number. Players
take turns increasing their offers until one player accepts.
The counter only goes up to 12, so 12 guards is an offer you
can’t refuse.
When an opponent accepts your offer, you must give him or
her that many guards. If you don’t have enough, you can ask
the king for more. Pay 2 influence points for each guard you
have to take from the bank (move your marker back 2 spaces
on the scoreboard) and give the guards to your opponent. You
are not allowed to move your marker below zero, so you can’t
offer more guards than you can give.
When you accept an opponent’s offer, you move your ﬁgure
along the road to another town. You can’t collect taxes from
towns besieged by Hussites, but you can travel past them.
When traveling, you must return 1 guard to the bank for
each town you come to. (So to move to an adjacent town,

you pay 1, and to move to the opposite side of the board, you
pay 3.) If you need additional guards, you can pay for them
with 2 inﬂuence points each.
When you enter the new town, proceed as before: if no one is
there, put your ﬁgure on the 0 space. If another player is already
there, the conflict is dealt with immediately: you put your
ﬁgure on a higher number than your opponent’s and the two
of you make increasing offers until one player accepts. This
process could occur several times. The next player in line does
not get to go until all previous players are in separate towns.
In the end, each player will be in a separate town, and every
town will have either Hussites or a player’s ﬁgure.

It is possible to visit the same town multiple times. You might
take one player’s offer and move to an adjacent town. The
player there might overbid you, and you could take his offer
and go back to the ﬁrst town. But don’t forget that you lose 1
guard each time you move to an adjacent town.

After round 1, you have to travel to the town where you
want to collect taxes. You start with your ﬁgure on the road in
front of the town where you collected taxes the previous turn.
Figures on the road don’t conﬂict with those wanting to collect
taxes in the town. Only ﬁgures on the guard counter can cause
a conﬂict. When choosing a town, you must pay 1 guard for
each town you come to just as you do when traveling after
a conﬂict. If you don’t want to go to a different town, you
still must pay 1 guard to move from the road to the guard
counter. In other words, it costs you 1 guard to move to an
adjacent town or to stay where you are, 2 guards to move past
an adjacent town, and 3 guards to move to the opposite end of
the board.
Otherwise, rounds 2 through 6 are the same as round 1.

Reorder the markers according to where the ﬁgures stand on
the guard counters. The player who spent the most guards
places his or her marker on the space with the highest
number of guards. The player who spent second most places
his or her marker on the next space, and so on.
In case of ties, the player in the higher numbered town
places his or her marker ﬁrst.

Players collect taxes in order, starting with the player whose
marker is on the space with the most guards. The order is
indicated by the phase 4 arrow, which points in the opposite
direction of the phase 2 arrow.

the center of the tile. This tax tile might also have 2 ﬁgures
representing clergy, aristocracy, or burghers. If so, take the
corresponding cards from the face up civic leader deck (the
cards with the gray background).
Just as with guard cards, you should keep your civic leader
cards close to your chest so that other players can’t tell how
many you have.

Around the sides of the hexagon in each town is a depiction
of the goods, horses, and guards that can be collected there.
The hexagonal tile in the center has several arrows. You can
turn the tile in your town so that the arrows point to the
things you want.
For each guard symbol pointed to, you collect a guard from
the bank. Some guard cards represent 3 guards. You can
take one of these instead of taking 3 single-guard cards.
You can always exchange a 3-guard card for 3 single-guard
cards and vice versa.
You don’t get anything for the silver horse symbols right
now, but the player who collects the most horses will have
the fastest carts and thus will be the ﬁrst to choose where to
put goods in phase 5.
The other symbols denote goods. For each symbol, you get
1 block of the corresponding color. Place these on your
waggon tile.
You also collect the goods, guards, or horses depicted in

Players collect taxes in the order indicated by the phase
4 arrow. This allows later players to make their decisions
based on what the others have collected.

Players store goods in order according to how many
horses they collected. The player who collected the most
horses gets the 5-horse team tile. The player who collected
second most gets the 4-horse team tile and so on. If two
players collected the same number of horses, the player
who collected taxes in the higher-numbered town gets the
card with more horses. Place your horse team tile on your
waggon tile so that the horses can haul your goods away
for storage.
There are two storage tiles on the scoreboard: the royal
stores, with the crown above, are on the left and the civic
stores, with the ﬁgures above, are on the right. The player
who collected the most horses chooses one row on one of
the two tiles.
If you have any of the goods depicted in the row you chose,
you must put those goods in the corresponding spaces in the
row. For each block placed, score the number of inﬂuence
points denoted in that space. You must fill in every space
you can.
If you can’t ﬁll the entire row, then the other players get a
chance to ﬁll it, starting with the player on your left and
continuing clockwise. Each player must ﬁll in every space
he or she can and collect the points for it. Continue until
everyone has had a chance or until the row is ﬁlled.

If the players ﬁll a row, the player who chose that row gets
a bonus even if he or she could not contribute a single block.
In the royal stores (on the left) this bonus is the number of
inﬂuence points denoted to the left of the chosen row. In the
civic stores (on the right) the number to the left of the row
determines which civic leader card can be taken. The player
can take 1 face up civic leader card from one deck with that
many ﬁgures or fewer. Don’t turn up a new card on the pile
you take from. If all eligible face up cards have already been
taken, the player does not collect any bonus.
The player who collected the second most horses selects
a new row to ﬁll, and so on. Of course, you can’t select a row
that has already been selected.
Players continue selecting rows and trying to ﬁll them until
no one has any goods that could go anywhere. If everyone
has had a chance to select a row and there are still places the
players could put goods, the player who collected the most
horses gets to choose a second row, and so on.
Goods that cannot be stored during this phase score no
points. They are returned to the bank and cannot be saved
for the next round.

Pick up the besieging
Hussites and mix those
cards back in with the
other town cards. Pick
up the tax tiles and put
them in the discard pile.
Move everyone’s ﬁgures from the towns
to the adjacent sections of road.
Remove any face up civic
leader cards still on the
scoreboard. These cards
can be returned to the box;
they are no longer needed.

Return the horse tiles to the bank.

Remove the goods from the storage tiles.
Remove the top storage tile from each pile. Next round,
you will use the next tile in each pile. At the end of round
3, you will be out of tiles. Make two new piles as before,
except this time the side labeled II should be face up. You
will also be out of tiles at the end of round 6, which indicates
the end of
the game.

The game ends at the end of round 6.
This will be easy to recognize. Each civic leader deck on the scoreboard starts with 6 cards, so in round 6,
the last card of each deck is revealed. At the end of the round, the last storage tiles will be discarded.

Once the last round is done, players reveal their civic leader
cards. Each card counts as a certain number (1 to 4) of either
clergy, aristocracy, or burghers. Points for civic leader cards
are depicted in the table in the upper left corner of the
scoreboard. For example, the player with the most clergy
gains 9 inﬂuence points, the player with second most gets 6,
the player with third most gets 4, and the player with fourth
most gets 2. Points for the most aristocracy and burghers
are scored the same way.
Exception: In a three-player game, don’t give out points for
ﬁrst place. Thus, the player with the most gets 6 points, the
player with second most gets 4 points, and the player with
the least gets 2 points.
Ties are broken in favor of the player with more guards in

hand. If this fails to break the tie, all tied players get the lowest
point value. (In a ﬁve-player game, two players tied for ﬁrst
will get 6 points – as though they both got second place.
Three players tied for third will get 0 points – as though they
all got ﬁfth place.)
In a three- or four-player game, you can be last in a category
and still score points, as long as you have at least one card
of that type. Players who don’t have any civic leader cards of
the appropriate type don’t get any points, regardless of how
many the other players have. (Example: in a three-player
game, Player A has 2 burghers and Players B and C have
none. Player A gets 6 points for having the most. Neither B
nor C gets any points. If B and C had each had 1 burgher,
then the player with more guards would have gotten 4
points and the other would have gotten 2.)

The player with the most inﬂuence points wins.

Break ties in favor of the player with the most guards left in
hand.

For your ﬁrst games, we recommend using the side of the
town tiles that has the number on a white background. For
later games, you can try the yellow side.

selection of resources. By combining white and yellow sides
in the same game, you can create economies with different
amounts of resources. However, this is not recommended for
your ﬁrst games.

Either the white sides or the yellow sides produce a balanced

Lusatia
A land on the present-day borders of Germany, Poland, and the
Czech Republic. In Antiquity it was inhabited by Germanic tribes
and later by Slavs (the Sorbs). Its Slavic heritage is still celebrated
today. Lusatia can be divided into Upper Lusatia – near the Czech
border – and Lower Lusatia. From 1368 to 1635, both Lusatias were
held by the Czech (Bohemian) crown. In 1635 they were granted
as a ﬁef to the Saxon Prince-Elector.

League of Six
A confederation of six towns in Upper Lusatia – Görlitz, Bautzen,
Löbau, Kamenz, Lauban, and Zittau – founded in 1346 to protect
the towns from thieving knights errant. In the 14th century, thief

catchers were very active in the region because it lay along the
trade route between Leipzig and Krakow. Throughout its existence,
the League of Six was one of the major powers in Lusatia.
During the Hussite wars, the region remained Catholic and stood
against the Hussites. Until 1429, the League of Six helped organize
campaigns against the Hussites in Bohemia. Beginning in 1429,
the League became the target of attacks by the Hussite military,
which lay siege several times to individual towns, and in some
cases took them.
The inﬂuence of the League of Six declined once the League and
other towns under the Czech crown lost privileges and property
as punishment for insufﬁcient support of Ferdinand I during the
Schmalkaldic Wars in 1547. The League disbanded in 1815 when
most of Lusatia was incorporated into Prussia.

Bautzen

Görlitz

The historical center of Upper Lusatia, located on
the Spree River. The earliest written mention of
the town dates back to 1002. During the time of
the League of Six, Bautzen was the leader of the
League’s activity. The old town can still be seen
today, notable for its numerous towers.

The eastern-most town in present-day Germany,
located in Upper Lusatia on the Neisse (Nysa)
River. It was built on an important cross-roads of
trade routes. The ﬁrst mention of the town comes
from the year 1071.

Kamenz
The western-most town in the League of Six,
located in Upper Lusatia. Kamenz was built on
the site of a castle constructed at the end of the
12th century to guard a trade route. The current
appearance of Kamenz was inﬂuenced by a great
ﬁre in the old town in 1707.

After World War II, Görlitz was divided into
a western part in East Germany and an eastern
part in Poland. The town escaped the war nearly
unscathed, and so it boasts a historical center with
numerous examples of medieval, renaissance,
and baroque architecture.

Löbau
A town in the center of Upper Lusatia. The town
was founded as part of a colonization effort by
the Czech king Přemysl Otakar I. The ﬁrst written
mention of Löbau comes from the year 1221. The
town has suffered much throughout its history,
including damage by several ﬁres, the Hussite
Wars, and the Thirty Years’ War.

Zittau
A town located in the southeast part of Upper
Lusatia. The name comes from the Slavic word for
rye. The earliest mention of Zittau is from the year
1238. The town was part of the Czech kingdom
until 1635. During the Thirty Years’ War, it became
an important center for Czech Protestants, who
had to ﬂee after the battle of Bílý Hora. The face
of the town was drastically changed during the
Seven Years’ war when Austrian units started a ﬁre
that destroyed all the houses.

Lauban
The eastern-most town of the League of Six,
located in Upper Lusatia. The town was founded
around 1220 and chartered before 1250. During
the Hussite Wars it was taken twice. In later years,
the town was damaged by ﬁres and devastated in
the time of the Napoleonic Wars. It lies in presentday Poland.

