EEn: FEES

BS8E:

BEFATHNEES, BAKRERIBBISIFRSSTRK. TRIEARETH, BERETHS, XF
B ElE, SEUDRIELFME.

EHAFMa5%

o HIOFAE (WHE. BEF)  BKFNENE GHF/RN/HI) MREEE.
o BOABABRIAKRE (NMBETEEMAMESTFE) .
o ANIE, BAYIRFIEAK,

pEiRE (8R3ES)
1.8 MEIRE WRRORETITEES (QFF) |, SUEMHETEE, FMREEE—KEE, 23t
RAAAERITINE,
2. §51TE) (BESASMMFITRITHN—R)
o ¥B—: ITH—KAGR (EEHL, AFER
» EREEAE: UTARESHEREEH;
EREAE (IHE) | MZARRERES,
o BB HIF—IKRFEAER SN SENERE—ZHKRTHNTR.
v KRS ERRAITTR A T—RATEhE.
= FA—EER, FeEEEEEETIIIER.
3. B&&R:
o YHFTETMRHVTHITHNE, FitAESHEATFITHMAER+:
v TENREAERIES vs RASREU SIS,
o EHEMN—REEEIE (FILRFTANEHET—T) .
4. ZRHE (SESEERR)
o BAFHFEIRNIHKE, ZNHELAETRRERENE, NEEBIEIEE,
o MDD = BERBIZIFERICTH x FIRIAILEISEL
o Rit8% 210 KR, ESARMIKR, REHEM,

LRSI R
o HSHERENNE: SNEABENTIREETRE, BEIRITH, SFERESESD.
o BRAESHEE: BIMAITHIFR, SEEENNEITAEN, EUREELIE.
o Y RRISSIER: AP RINFEFRLS, WEEREFEMA, MACEMKE,
o (SEEBANRE. ERET—NMTE, TRMERIFSERR, SEBASRALEE,

XE—ImXT . RRSHENEEBE—XTANREEZT, EREIERNER, ENEEERIE
A
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RhEBUR A
FRE (REBAHME, TJUES1)
1. Finisher: H{RERE—MEISFTHXGKIEA0RNR, FHMEM1IIREL.
2. Agitator: FTHES, BERMERRAEE, FHNEIIIIREL
3. Rebel: THiRS, BAMEHSHIE, FHMEIMIIIREL.
4. Petitioner: STHIRY, ENQEEMAMERIERITH, SNSRI REL
SHhEE (MHEE—)
1. Princess: PERIGERS, BRENLEIEEEEMRN, THNKE—RIAS.
2. Marshal: IEEER—EIR, MIWEREER—KFN, (RTURESN—KFRSZMIEL,
3. Bishop: {ERISEERA B SIRIMIFLR— T, FHEEIA,
4. Sage: IEEIR—BIR, EEEMEFH, HEE—KET.
Rizkg (IXE—1)

1. Duke: I E—NEFE, NEREH—ANISRE
2. Nightingale: Fikfg s —EI&EEE—MTHIEITR

Commoner Cards (multiple copies depending on
player count)

Agitator: When played, if your faction currently holds majority control, gain +1 Power.
Finisher: If this card is played during the final round, gain +1 Power.

Petitioner: When played, if no other card from your faction has been played this round, gain +1
Power.

Rebel: When played, if your faction is in the minority, gain +1 Power.

Noble Cards (one per faction)

Bishop: Choose two other players. Each selects one card from their hand, then those cards are
exchanged.

Marshal: Target any player. Randomly reveal one card from their hand. You may exchange one
card from your hand with the revealed card.

Princess: At endgame scoring, if your faction (Red/Blue) wins, gain +1 Personal Victory Point.

Sage: Target any player. Look at all cards in their hand, then choose one card to reveal publicly.

Neutral Cards (only one in play)

Duke: Choose a faction. That faction immediately gains +1 Power.

Nightingale: Marks the starting player for the first round.
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