
Authors: Michael Palm and Lukas Zach
Card game for 3 to 10 players 12 years and up
Duration: 30 - 60 minutes, (longer when playing
with 9 to 10 players)

Contents:
10 character cards (both sides can be used)
10 occupation cards
10 association cards (5 each of the Order/ of the Brotherhood)
21 objects for the traveling luggage
  9 “The Drink of Power” cards playing instructions

Playing instructions
Idea of the game::
The coachman dangerously drives his horse on and chases up the mountain through the rainy and
wet gorge. Flashing lightning make the contours of a tremendous castle visible – Devil’s Castle.
One can practically feel that the coachman wishes to get there as fast as possible because there is
something fishy about the guests inside his coach. They all belong to two of the most powerful 
associations and are trying to find out who their allies are during the ride. Secret objects are 
changing owners to achieve important information and to bring the powerful objects to safety 
with their allies in order to be victorious.

Traveling preparations (preparing the game):
 • Each player chooses a character card and takes it on his hand. The remaining character cards
 are put back into the box.

 • All of the occupation cards are shuffled. Each player receives one card and puts it down face-
 down in front of himself. The remaining occupation cards are put down face-down as a pick-up
 pile on the table.

 • The association cards are prepared as follows depending on the number of players:
 – In rounds with an even number of players:
  with 4 players: 2 “order” (OR) cards and 2 “brotherhood” (BR) cards,
  with 6 players: 3x OR and 3x BR,
  with 8 players: 4x OR and 4x BR,
  with 10 players: 5x OR and 5x BR,
The chosen association cards are shuffled and one card is put down
face-down next to each player’s occupation. The remaining association
cards and “The Drink of Power” cards are not needed for this game and
put back into the box.
 – In rounds with an odd number of players:
  with 3 players: 2x OR and 2x BR,
  with 5 players: 3x OR and 3x BR,
  with 7 players: 4x OR and 4x BR,
  with 9 players: 5x OR and 5x BR,
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 • The travel guide to the occupations is helpful (see below) if any further questions should arise
 during the game.

Traveling luggage / Objects:
 • The objects obtained during the game become the traveling luggage. They have abilities that
provide the players with advantages. A certain amount may be held on hand depending on the
number of players:
with 3 players: 8 objects;
with 4 players: 6 objects;
with 5 or more players: 5 objects

Important: Should a player at any time have too much luggage, he must immediately give
 away as many objects of his own choice as is necessary to reach the maximum number of
 cards allowed on his hand. The objects may not be given away for any other reason.
• If a player would like to use an object, he can play that card at the time given on the card. He
 shows the card, reads the text out loud, follows it and puts the object back on his hand.
• The guide to the objects (see below) is helpful if any further questions should arise during the
 game.

“The Drink of Power” cards (only with an odd number of players):
 • In rounds with an odd number of players, these cards serve as support to the inferior (by num-
 ber) association because they count as one goblet or one key for them.

Important: Most of the occupations, objects and “The Drink of Power” cards influence the funda-
mental rules or even contradict these. In these cases the rules on the cards have priority.

The trip begins (course of the game):
 • The most farthest traveled player begins.
 • On a players’ turn, he has one of four possibilities::
 – A. Pass and therefore take no action or
 – B. Trade-in an object or
 – C. Attack another player or
 – D. Proclaim the victory.
 • Afterwards the player to his left takes his turn.

A. Pass:
A player may pass his turn if he does not want to choose any of the other possibilities. 

B. Trade-in an object:
 • On a player’s turn, he offers to trade-in one of his objects face-down with any one of the 
 other players.
 • The other player looks at the card and decides whether or not he wants to trade it in. He

must refuse to trade if his only traveling luggage is one of the bags and he is offered to 
 trade-in the other bag.
 • If he accepts the trade-in, he keeps the object and in return gives back a different object 
 from his cards face-down. This player may not refuse the trade-in now and takes the new 
 object on his hand.
 • Many objects allow the player who gives them away certain privileges (these cards begin 
 with “Trade it in and you may…”). In this case the player who accepted the trade-in must 
 name his object first. He reads the text on the card out loud and the player who gave it 

 The chosen association cards are shuffled and one card is put down
 face-down next to each player’s occupation. The remaining cards
 are not needed for this game and are put back into the box.

• “The Drink of Power” cards:
 Each player receives one of these in rounds with an odd number of players
 and puts it down face-up in front of himself. The rest are put back into the box.

 • Traveling luggage / Objects:
Tip for the first trip: To start the game easier, you only need the objects with

 the seal (on the left lower part of the cards) The remaining object cards are
 put back into the box. During later rounds you may add the objects without
 a seal of your own choice and as many as you wish. This changes the
 duration of the game and assures a varied course of the game.
 • First of all the two bags are picked from the objects. The other cards with the
 seals are shuffled and two cards less than the number of players are counted face-down. These
 cards and the two bags are shuffled. Each player receives one of them face-down and takes it on 
 his hand as his traveling luggage. The remaining cards with the seals are shuffled and put down
 face-down as a pick-up pile. If cards without a seal are also in the game, they are added to the
 cards with a seal, are shuffled and are put down as the pick-up pile..

Notice: When playing with three players each player receives 2 objects for his traveling luggage.
 Both of the bags and 4 other objects (see above) are passed out to the players. The “Black Pearl”
 card is completely removed from the game when playing with three players. When playing with
 ten players the “Coat” card is removed from the game..
The players may look at all of their own cards at any time.

Traveling Information:
Character cards:
These cards are used to show your support for the attacker or for the defender during a struggle.
Character cards are taken on your hand but do not belong to your traveling luggage.

Associations:
During the course of the game the players try to find out who is an ally of their own association by
trading and collecting objects and information. With the help of the gathered information, they
must collect three objects of their own association in order to proclaim the victory. Therefore, “The
Order of Open Secrets” needs 3 keys in order to be victorious and “The Brotherhood of True Lies”
needs 3 goblets in order to be victorious.

Occupations:
 • Each occupation has a privilege that provides the player with an advantage. Some advantages
may be used as often as wished and others may only be used once.
•  If a player wishes to use his occupational advantage, he must turn the card face-up, read the
 advantage out loud and follow the rules of the advantage. This may occur at any time (even 
 during another player’s turn) unless the card says something else. Once an occupational card
 has been turned face-up, it must remain face-up.
• Occupations that may only be used once, can be reactivated by bringing it back into the game
 with the help of the object “Coat” or by trading-in the object “Tome”. Then they are turned face-
 down again in front of the respective player and may be used again.
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D. To proclaim the victory (end of game):
If a player thinks that his association owns the necessary objects and he owns at least one of
them himself, he may proclaim the victory. His association needs either:
 – 3 keys or 3 goblets or
 – 2 keys + a bag with the key, respectively,
  2 goblets + a bag with the goblet.
When playing with an odd number of players the inferior (by number) association may also 
win with the following combinations::
 – 2 Keys + 1 ”The Drink of Power” card, respectively,
  2 goblets + 1 “The Drink of Power” card or
 – 1 Key + the bag with the key + “The Drink of Power” card, respectively,
  1 goblet + the bag with the goblet + “The Drink of Power” card.“
 • The player stands up and as a member of the Order proclaims: 
 „The Order of Open Secrets owns the three keys of power and we demand absolute 
 subjection of the Brotherhood”. 
 Or as a member of the Brotherhood he proclaims:
 „The Brotherhood of True Lies owns the three goblets of the intrigue and we demand the
 absolute subjection of the Order”.
 • He turns over his association cards, his occupation card and all of his other object cards. 
 • Then the player names all of the other allies of his own association who own the objects 
 that are necessary for victory. They turn over their cards and show their association and 
 the objects they have. All of the members of this association win if the statement is correct. 
 The players of the other association win if the victory was falsely proclaimed.

Notice: A player can also win on his own when using the “The Coat of Armor of the Loge” 
object (see guide to the objects).

Now the ride may begin. The following guides only explain the special abilities of all of the 
cards and answer detailed questions that might come up during the game if necessary.
An advanced 3-player-variation can be found on page 10.
The authors wish all of the travelers an exciting coach ride and lots of fun.

Guide to the occupations
Diplomat:
“Only once in the game, you may demand that another player
trade a certain object of your choice. You may only do so
on your turn. Your turn ends if the player does not have
the object.”
Notice: This privilege may additionally be used on a normal
turn and allows a specified trade. If an opponent claims that
he does not have the object demanded, he must show his
objects to the player who played the occupation card.

Doctor:
„Only once in the game, you may prevent the effects of a struggle
immediately after the struggle.”
Notice: The doctor does not have to have been involved in the struggle. By using this privilege 
the winner does not receive any information about the loser (occupation, order) and may
not look into his travel bag. The winners-turn ends after that.

 away must immediately carry out the action. Then the player who began the trade also 
 names the object on the card he received if it allows the player a certain privilege and the
 old owner immediately carries out the corresponding action.

Exception: Whenever the “Broken Mirror” card is traded, both cards are not named and switch
 owners with no further word.
 • Objects with abilities that do not come into effect when they are traded-in, always switch owners
 without being named (e. g. key, dagger,…).
 • If a player turns down a trade-in, he returns the object without a word and possible abilities do
 not come into effect.
 • After a trade-in (even if it was turned down) the left neighbor takes his turn.

C. Attacking another player:
 • You may attack another player in order to gain secret information. To do so you must point 
 to another player and say out loud “I attack you!” The attacking player is called attacker
 and the attacked player is called defender.
• The attacker puts down his character card with the sword symbol face-up in front of 
 himself. The defender puts down his character card with the shield symbol face-up in front 
 of himself.
• Beginning with the attacker’s left neighbor all of the other players decide clockwise on 
 whom they wish to support. A player who supports the attacker puts down his character 
 card with the sword symbol face-up and a player who supports the defender puts down his 
 character card with the shield symbol face-up in front of himself. If a player decides to 
 abstain himself, he keeps his character card on his hand.
• Afterwards, the players may in any order use the abilities of their occupations and / or their 
 objects. Occupational cards used for this purpose are turned face-up and stay face-up in 
 front of the players. If a player uses objects he must put these down face-up in front of 
 himself.
• As soon as none of the players wishes to put down any more cards, the results of all of the
 cards involved in the struggle are determined:
 The attacker receives one point for every sword laying face-up, the defender receives as
 many points as he has shields laying face-up. If any single cards are laying face-up on 
 which a sword and a shield is pictured, the owner of that card decides on which symbol 
 counts.
• The player (attacker or defender) with the highest score wins the struggle and decides on 
 the fate of the defeated:
 – He either demands the truth about occupation and association which means he may
  look at the corresponding cards or
 – He may look at his traveling luggage. To do so the defeated player must give all of his 
  objects to the winner to look at. The winner may pick out an object and add it to his own 
  traveling luggage face-down on his hand. If it was the loser’s last object, he must give 
  back any one of his own objects. In this case, the privileges of the objects do not come 
  into effect.
 • If the struggle between the attacker and defender ends in a stand-off the attacker picks-up 
 an object from the pick-up pile. This possibility is dropped if it has been used up.
 • After use, the objects are picked-up and taken in the owners hand and may be used again 
 at any time. The occupational cards that were used remain face-up in front of the respecti-
 ve players.
 • The attackers’ turn ends now and his left neighbor takes his turn. 

• 4 • • 5 •



Duelist:
„Only once in the game, you as the attacker or defender
may designate that nobody may support this struggle.
During this struggle you may add +1 to your result.”
Notice: This privilege may also be used even after the other
players have already indicated their support and/or played
their objects or occupations.

Poison Mixer:
“Only once in the game, you may appoint the winner of a
struggle. But not if you are the attacker or the defender in
this struggle.”
Notice: This privilege may also be used even after the other
players have already indicated their support and/or played their
objects or occupations.

Grand Master:
“You may add +1 to your result if you are the defender in a struggle.”
Notice: This privilege may also be used even after the other players have already indicated 
their support and/or played their objects or occupations.

Clairvoyant:
“Only once in the game, you may look at the pile of objects and pick out two of them during 
your turn. Afterwards shuffle the pile and put down the chosen objects in any order face 
down on top of the pile.”
Notice: This privilege may be used anytime on your turn and should not be used too late 
during the game since the objects come into the game very quickly. The clairvoyant can be 
played very well together with the “Secret Bag” in order to be able to pick a certain object.

Hypnotist:
„If you are the attacker you may appoint someone to abstain from supporting someone else 
even after he has already announced his support.“
Notice: This privilege is used immediately after the players have announced their support 
and may not occur later (that means before objects and occupations). The player that is 
affected is not allowed to use an occupation or an object during this struggle.

Bodyguard:
„When you support someone in a struggle he may add +1 to his result.”
Hinweis: This privilege does not count for himself but only when he supports another player.

Priest:
“Only once in the game, you may prevent a struggle before the other players announce their
support. If the attacker owns at least two objects, he must give one object of his own choice 
to you. The attacker’s turn ends.”
Notice: The priest may only use this privilege before the players announce their support. 
He himself does not have to be involved in the fight. The choice of the object is made by 
the attacker.

Thug:
“You may add +1 to your result if you are the attacker in a struggle.”
Notice: This privilege does not count while the thug is defending or supporting.

Reiseführer zu den Gegenständen

Dagger: 
“You may add +1 to your result if you are the attacker.
This does not count when you are supporting another
player.”

Tome:
„Trade it in and you may exchange the occupation with your
trading partner. Occupations that are face-up are turned
face-down again.“
Notice: Occupations that are only usable once per game may be used
again after they have been traded by the tome. They are put back into
the game face-down and may be used again

Privilege:
„Trade it in and you may look at all of your trading partners’-objects.“

Secret Bag (Key):
„Trade it in and you may pick up an object from the pick-up pile. May not be traded-in for 
another bag. The bag turns into a key as soon as all objects have been picked.”

Secret Bag (Goblet):
„Trade it in and you may pick-up an object from the pick-up pile. May not be traded-in for 
another bag. The bag turns into a goblet as soon as all objects have been picked.“

Notice: When trading the bag you must only read the specific feature out loud which says 
that an object may be picked-up. Do not read out loud whether this bag will turn into a key or 
a goblet later on. When a player owns only one bag and is asked to trade it in for another bag 
he must refuse to trade them.
As soon as all of the objects have been picked-up and the bags turn into either a key or a 
goblet these must also be declared as such out loud. This is important when the diplomat 
asks for a certain object and in the case of a forbidden bag-trade because the “key” may now 
be traded-in for the “goblet”. 

Poison Ring:
„“You win in a stand-off struggle if you are
either the attacker or the defender”
Notice: The "poison ring" can only be used in the
event of a tie and turns it into a victory.

Gloves:
„You may add +1 to your result if you are the
defender. This does not count if you are supporting
another player.“
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Goblet:
„The Brotherhood may proclaim the victory if it owns at least 3 goblets.“
Notice: Pay attention to the card “Secret Bag (Goblet)”. It turns into a goblet as soon as all of 
the objects have been picked-up.

Coat: (use only when playing with 3 – 9 players)
„Trade it in and you may pick a new occupation from those left over and put it face-down in 
front of yourself. Put your old occupation down in the middle.“
Notice: Using the coat allows you to pick up a card from the pile of
the left over occupations. The old occupation is put back on the
occupation pile. Occupations that may only be used once in a
game are brought back into the game even if they have
been used already.

Monocle:
„Trade it in and you may take a look at your trading
partners’-association.”

Whip:
„If you are supporting a defender during a struggle,
he may add +1 to his result.”

Key:
„The Order may proclaim the victory if it owns at least 3 keys.”
Notice: Pay attention to the card “Secret Bag (Key)”: It turns into a key as soon as all of the 
objects have been picked-up.

Black Pearl : (use only when playing with 4-10 players)
„Must always be accepted if offered during a trade. Whoever
owns it may not proclaim the victory of his association.“

Sextant:
„Trade it in and you may assign a direction. All players must
then pass on an object of their own choice to their neighbor in
the given direction.“
Notice: Passing on does not count as a trade. Specified features of
the objects are not activated. The card traded-in for the sextant is
even activated if the player concerned passed the card to his neighbor
because of the action caused by the trade-in.

The Coat of Armor of the Loge:
„You may proclaim your sole victory if you own the coat of armor and as
many as 3 of the goblets or the keys (e. g. 2 keys + 1 goblet).“
Notice: In this case, the player solely wins without the allies of his association which do not 
even have to be named. “Secret Bags” count too, as soon as they turn into keys or goblets. 
“The Drink of Power” cards do not count!

Casting Knives:
„If you are supporting an attacker in a struggle, he may add +1 to his result.“

Broken Mirror:
„This card must be accepted in a trade-in. The object that you receive in exchange does not 
come into effect.“
Notice: Both cards are not named and switch owners without a word when traded.

Guide for the cards „The Drink of Power“
(only for rounds with an odd number of players)

The Drink of Power
„This card counts as a key or a goblet if your association is outnumbered. It does not count 
for a victory through ‘The coat of Arms of the Loge’ “.
Notice: This card counts as a key or a goblet only for the player who is proclaiming the 
victory and only when he is in the outnumbered association.

Guide for the first ride (for beginners)
 • Don‘t try to memorize everything as it is not necessary to win the game.
 • At the start of a game do not try doggedly to keep your objects. Trade them instead, even if 
 you think they have a good effect. You will get cards with other good effects.
 • Don‘t refuse an object just because its effect grants a benefit to your opponent. In the next 
 trade it will be you who benefits from this object
 • Both „Secret Bags“ are in the game from the beginning, because they bring new object 
 cards into play. Therefore it is necessary to trade them and not to keep them.
 • If you find out that someone is in your association try to let him know, e.g. by supporting 
 him in a struggle or by trading helpful objects with him.
 • Do you have an object at the start of the game that nobody wants to trade? Then attack 
 someone! If you win the struggle you get important information about your opponent, in 
 case of a stand-off you may draw an additional object card and even to lose the struggle is 
 not a disadvantage, because then your opponent may look at your association card and 
 you can guess if he is in your team or not, depending on his further reactions (e.g. suppor-
 ting you in a struggle or not).

More hints, variations and answers to frequently asked questions can be found on:
http://www.Ludocreatix.com/kutschfahrt

Variations
Smuggling:
Whenever the text of an object card begins with the words: “Trade it in...”, the player trading 
in the object decides whether or not the privilege of the object comes into effect. The card is 
not read out loud if the privilege of the object should not come into effect and the card 
switches owners remaining unknown.

Fortune-telling:
During this variation, you can also win whenever you know that the opposing association has
already collected all 3 objects in order to be victorious. To do so, the player must chose the
action “proclaim the victory”. He then turns all of his cards face-up. Then he only names the 
players of the opposing association which own the three necessary objects. If the players 
named have the objects, the player has fortune-telling skills and his association wins. 
Otherwise the opposing association wins.
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Advanced 3-player-variation:
Shuffle 10 instead of 4 association cards at the start of the game. Every player gets 3 of them. Put
the remaining card unseen back into the box. Now every player looks at his 3 cards. From one
association you will have 2 or 3 cards. That‘s your association for the whole game. After that, all 
players put their 3 cards face-down in front of them in a row and the game starts as usual. If 
someone wins a struggle he may look at the losers occupation and one of the 3 association cards 
(with the „Monocle“ you may also look only at one card).
Notice: Neither you nor other players are allowed to change the order of the association card row
in front of a player. The 3 cards must be at their original position during the whole game!

Authors' Acknowledgements:

We would like to thank the great number of Coach Ride-testers and rule-writers, especially C. and 
B. Naegele, S. and K. Adlung, Andree, Anita, Daniel, Lars, Philipp, Thomas and all of the testing 
players of the “Seetroll”. Our special thanks goes to Michael Andersch, whose dedication, test 
results and ideas set it up for a new and speedy Coach Ride.
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Expansion for the card game COACH RIDE TO DEVIL’S CASTLE

Authors: Michael Palm and Lukas Zach 
for 3 - 10 players 12 years and up
Duration: 30 - 60 minutes,
(longer when playing with 9 to 10 players)

Contents:
10 Occupation Cards (back side with the  Adlung logo)
10 Objects Cards for the travel luggage (back side with blue coach)
   1  Coachman' card
25 Event Cards (back side with green coach)
   1 Revenge' Card
   1 Association Card “Traitor” (back side with coat of arms)
  8 Association Cards (replacement cards, back side with coat of arms)
   1 Goblet (replacement card)
   1 Key (replacement card)
   1 Coat (replacement card)
   1  Mei Yogen' Character Card 
   1 Rule Book 

Playing instructions
Idea of the game:
As every year, the coach cleaves its way through the
mountains to Devil’s Castle. But this time, the omens are
more threatening than ever! Fateful events influence the
dangerous ride and the intrigues of the passengers. A myste-
rious, unknown woman gets on and everyone’s breath caught…
How long will the advocate be able to hide himself behind
his iron mask to escape her knives? Whom will the dreaded
avenger wrest the last shirt? And will the Coachman finally
be able to prevent that the Traitor seizes all artifacts
before sunrise?

New game elements:
With the Coachman, there are events coming into game that
influence all players. Besides, the Traitor can win the game
alone against all other players at sunrise.

New traveling information:
All rules of the basic game COACH RIDE TO DEVIL’S CASTLE remain valid and are 
supplemented or changes by the following, new rules:
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Traveling preparations (expansion with basic game):

 With the new elements of the extension,
 the traveling preparations change as specified
 in the following points 1-7:

1. Character cards:
The extension encloses the mysterious, unknown woman
“Mei Yogen” as character card. She can be chosen as a
character card of the basic game at the beginning of the game.

2. Occupation cards:
The new occupations are merged with the occupations of the
basic game. At the beginning of a game, each player receives two
occupations and chooses one of them he likes to keep. He discards
the other occupation. All occupations that have been given off are
shuffled into the occupation pile.

3. Event cards:
There are different event cards depending on the number of the players. For this purpose, 
the cards are selected that declare the corresponding number of the players on the bottom 
frame. All other events are not needed for this game and are put back into the box.
Example: If the carriage is played with 6 players, all event cards marked with "3-6" at the 
bottom are required. All other event cards are not needed for this game and are returned to 
the box.
 • When the relevant events are selected, they are separated into piles referring to their 
  reverse side for the time of the day “dawn”, “night” and “dusk” and each pile is shuffled 
  separately..
 • The card “sunrise” is placed in the middle of the table. Thereupon, the several piles are 
  placed face-down in the following order: first “dawn”, then “night” and upmost “dusk”. 
 • The duty of the Coachman (see below) is to bring the events into game. All revealed res-
  pectively discarded cards by the Coachman are placed on a discard pile aside.

Event cards with “effect”:
Depending on the situation in the game, the cards with effect can influence single players as 
well as several players. The Coachman reads the event card to the other players and obeys 
the text respectively the text applies for all until the next event occurs.

Event cards with “action”:
In case of an event card with action, all players can also use the action of the event card 
instead of their normal action (trade-in, attack, proclaim victory, pass) in their turn.
Notice: As every player may only take one action, the player cannot anymore trade-in, 
attack, proclaim victory or pass before respectively after it. 

4. Coachman:
The eldest player becomes the Coachman, receives the correspondent
card and places it in front of himself. The card shows his duty and
his action.

Duty of the Coachman:
The Coachman draws an event from the pile and reads it out.
Afterwards he decides if the event shall occur. If he decides against
it, he discards it, reveals the next event and reads it out. This event
cannot be rejected anymore and occurs immediately.

Timing for the duty of the Coachman:
 • When it’s the Coachman’s turn, he carries out the “duty of the Coachman” first and passes 
 then over to his normal turn.
 • If the card of the Coachman passes over to another player during the game, the new 
 Coachman must carry out the “duty of the Coachman” immediately. If this happens in the 
 turn of a player, the turn is interrupted shortly for it. The new Coachman draws an event 
 immediately and decides as described above. Afterwards, the interrupted turn is resumed.
 • If the Coachman is defeated in a struggle, the winner becomes the new Coachman. He gets 
 the card of the Coachman after the struggle additionally to the normal effects and carries 
 out the “duty of the Coachman” immediately. Afterwards, the game is resumed at the 
 moment of the interruption. 
 • If the Coachman wins a struggle or a stand-off occurs, he stays Coachman and does not 
 carry out the “duty of the Coachman” for this.

Action of the Coachman:
Instead of the usual action possibilities (not additionally!), the Coachman may also draw a 
card from the object pile as an action, if he has not reached the maximum number of hand 
cards yet.

5. Card „Revenge“:
This card is placed in the middle of the table at the beginning of the game. If a player chooses 
the action “trade-in” and his trade-in offer is refused, he takes the card “Revenge” from the 
middle of the table or from current owner and places it in front of himself. 
The owner can use the card “Revenge” only once and gets +1as defender or attacker in a 
struggle. This does not apply if he only supports in a struggle. The card is replaced in the 
middle of the table after her use.

6. Association cards and Traitor:
In games with an odd number of players, the Traitor comes into game with the distribution of 
the association cards. To prevent that he sets apart from the frequently played association 
cards of the basic game, the 8 new association cards from the expansion are used in this 
case.
In games with an even number of players, the association cards of the basic game are still used.

The Traitor:
In games with an odd number of players with 5 or more players, one player takes over the 
role of the Traitor. The “Drink of Power” cards and the object “Coat of arms of the Loge” from 
the basic game are removed and they are not needed for this game.
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An equal number of Brotherhood and Order cards are shuffled with the Traitor card and one 
card is distributed to each player face-down.
Example with 5 players: JShuffle 2 association cards of both,
Order and Brotherhood, with the Traitor card and distribute
one of them to each player.

Purpose of the game for the Traitor:
The Traitor is not part of one of both association and
plays alone. He preferably tries to stay undetected and
to gain the confidence of the other players by posing as
friend. Additionally, he tries to pit both associations
against each other.
.
If the Traitor owns any combination of three goblets or
keys (e.g. 2 keys + 1 goblet or 1 key + 2 goblets or 3 goblets, etc.),
he can be happy about his exclusive victory (action “proclaim victory”). 
Besides, the Traitor wins immediately, when the last event card “sunrise” is revealed.

7. Traveling luggage / objects:
As the coat is now applicable for all number of players, the new coat card (without 
constraint symbol down right) replaces the old from the basic game.
Notice: The new cards goblet, key and coat are only intended for an exchange and replace 
the correspondent cards from the basic game. This prevents that one can conclude who 
holds which cards in his hand due to frequently played reverse sides.

The new objects are shuffled with all objects from the basic
game and placed ready face-down as a pile.

At the beginning of the game, each player draws 2 objects.
The maximum of hand cards changes as follows:
 – with 3 players: 11 objects
 – with 4 players: 8 objects
 – with 5 players: 7 objects
 – with 6 players: 6 objects

Notice: As in the basic game, a player may not give any card(s)
to another player if this player already holds the maximum number of cards in his hand.

There are some cards that indicate that a player may or must give away an object. This does 
not apply, when the player would give away his last object with this. Thus, a player must 
never give away his last object, even if the text of the card tells indicates it.
Important: This applies only for texts on cards, but not generally. As winner in a struggle, a 
player may for example still steal the last object of the loser, if he gives him back another 
object afterwards.

End of the game (action: proclaim the victory):
As in the basic game, a player must name the other members of his association who own the 
necessary objects for the victory. Still he has to own one of them himself. If he proclaims 

falsely or if he even assumed the Traitor to be member of his association, the other associa-
tion wins immediately (not the Traitor).
The Traitor can “proclaim the victory” with any 3 objects (keys/goblets) (also if he owns the
“Black Pearl”!) or he wins immediately with the event card “sunrise”. 

Traveling guide for the new cards:
These are the details for the several new cards:

Occupations:
Avenger: If the other player does not own anymore an
object afterwards, you must give him back one of your
choice.

Mercenary: This ability does not apply for himself, but only
if he supports another player in a struggle.

Illusionist: If the illusionist and the player whose occupation he copies want to apply the 
occupation at the same time, the owner of the original occupation decides, who comes first. 
You can change your occupation “illusionist” by the effect of cards (e.g. “coat”) as usual.

Fence: The player may offer the object on the top of the pile instead of a card from his hand 
to the trading partner he determined before. He may look at the card before, but he must 
trade it with him afterwards.

Merchant: The player may trade back the object on the top of the pile instead of a card from 
his hand, but he may look at it before.

Objects:
Crystal Ball: The drawn card applies exactly as if it were traded normally. If a player gives 
the Crystal Ball back in a trade-off, it has no effect.
Important: If the Crystal Ball is offered, the new owner does not take it on his hand till the 
trade card has been drawn.

Duel Pistol: Cannot been used to support or to defend.

Iron Mask: Cannot be used to support or to attack.

Bottle of Absith: The attacker or defender of this fight
may not be defined.

Black Pearl: If the traitor has three items
(keys/chalices), he may declare victory, even if he
is also carrying the Black Pearl.

• 4 • • 5 •



                Layout Spielanleitung: Maika HallmannRules for 3 players:

With 3 players, the Traitor does not come into play. The game takes place as described in 
the basic rule with the 3 cards “Drink of Power”. All other rules of the expansion apply as 
normal. The object “Coat of Arms of the Loge” remains in play.

Rules for 4 players:

The object “Coat of Arms of the Loge” remains in play.
.
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