11
Introduction

1.1
Objective
1
2
Game Components
1
3
Game Set Up
1
3.1
Set up the game board
1
3.2
Draw country VP  markers
1
3.3
Pass On VP Markers
2
3.4
Deal cards to players
2
3.5
Choose a first player
2
3.6
Place initial influence cards
2
4
Game Turn
2
4.1
Player Rounds
2
4.1.1
Remove descending influence
2
4.1.2
Draw new cards
3
4.1.3
Play special cards
3
4.1.3.1
Lobby the Crown Card
3
4.1.3.2
Military Improvement Card
3
4.1.3.3
Increase Army Size Card
3
4.1.3.4
Increase Status Card
4
4.1.3.5
Military Leader Card
4
4.1.3.6
Assassin Card
4
4.1.3.7
Unrest Card
4
4.1.4
Lobby the Crown Step
4
4.1.5
Place excess cards in the market place
5
4.2
End of Turn
5
4.2.1
Add up victory points
5
4.2.2
Check for end of game
5
4.2.3
Go to market
5
4.2.3.1
The exchange round
5
4.2.3.2
The collection round
6
4.2.3.3
Close the market
6
4.2.4
Clean Up Markers
6
4.2.4.1
Pass 1st player marker
6
4.2.4.2
Remove Military Leader, League of Princes and Unrest markers
6
5
Definitions
6
5.1
Discarding
6
5.2
Factions
6
5.3
Influence
7
5.3.1
The Influence Display
7
5.3.2
Ascendant Influence
7
5.3.3
Descendant Influence
7
5.3.4
Open Influence Cards
8
5.4
Market Place
8
5.5
Status
8
5.6
Lobby Issue Resolution
8
5.6.1
Influence bidding
8
5.6.2
Resolve the issue
9
5.6.3
Resolution losers
9
5.6.4
Lobbying Issues
9
5.6.4.1
Join a Faction
10
5.6.4.2
Rearm
10
5.6.4.3
Go To War
10
5.6.4.4
Enact a League of Princes
10
5.7
War
10
5.7.1
Eligibility
10
5.7.2
Resolving a War
11
5.7.2.1
Combat Modifiers
11
5.7.2.2
Rolling the dice
11
5.7.2.3
Results of War
11
5.7.2.4
Capturing status
11
5.7.2.5
War damage
11
5.8
League of Princes
12
5.8.1
Eligibility
12
5.8.2
Successful Enactment
12
6
Notes
12


1 Introduction

“Sixteen Thirty Something…” is a game based on the changing political and military situation during the early Seventeenth Century, the time of the Thirty Years War. It deals in an abstract manner with the formation of factions, campaigns, warfare and internal power struggles.

As a player you take on the role of leading one of the new financial dynasties that arose during that time, with a portfolio of investments across the continent and some influence with the Crowned Heads of Europe. You and the other players use your influence in different nations to sway the Crown into taking action that you hope will improve your fortunes or perhaps hold back your competitors.

1.1 Objective

At the end of each turn players gain victory points for each nation they have an investment in (represented by VP markers each player is allocated and holds secretly). A player’s actual score for each such nation is the lower of the player’s influence in that nation (represented by influence cards) and that nation’s status, as indicated on the status track.

At the end of the game the player with the most points wins.

2 Game Components

112 Cards

154 counters

Game Board

These Rules

You will need some 6 sided dice, preferably 4 although you can get away with just 1.

3 Game Set Up

3.1 Set up the game board

Place the status marker for each country on the status track where the name of the country appears. The initial Army Strength (AS) and Military Ability (MA) of each country are marked on the map, place Army Strength and Military Ability markers on the map for each country at the indicated level. Place the turn marker on the turn 1 square. Each player chooses a coloured victory point marker. Place each player’s victory point marker to the left of the victory point table. Each player takes 1 red and 1 blue marker for use in voting when “Lobbying the Crown”.

3.2 Draw country VP markers
Place the country VP markers in a cup and have the players draw counters out one at a time until they have their quota. The number each player should get depends on the number of players and is indicated by the table entitled “Number of Players” on the game board. These markers are kept secret from the other players. They are used to determine how each player gains Victory Points during the game (See 4.2.1 Add up victory points). There are two markers for each country except the German States for which there are four.

3.3 Pass On VP Markers

This process proceeds in 2 rounds. Each round each player chooses one of their VP markers to pass to the player on their left and passes it face down. No player may pick up the VP Marker being passed to her until she has first placed the marker that they are passing on face down on the table. Players may pass on any one of the VP markers they currently have in their collection, even if it was passed to them on the previous round.

3.4 Deal cards to players

Each player is dealt an initial hand. The number of cards to deal is equal to the card limit for turn 1. The card limit depends on the number of players, and is given in the table entitled “Number of Players” on the game board to the right of the turn 1 square, under the heading “Card Limit”.

3.5 Choose a first player

Randomly choose a player to be the first player. That player places the first player marker on the table in front of himself.

3.6 Place initial influence cards

Each player chooses up to three influence cards from their hand and places them face down on the table. When all players are ready the influence cards are flipped and formed into the player’s initial influence display. All influence should be in ascent, i.e. with the white arrow pointing away from the player. (See 5.3.1 The Influence Display)

4 Game Turn

Play proceeds in turns. Each turn the players get to play one round each, starting with the first player and proceeding to the left. Once each player has played one round then the steps for the end of turn are taken. If the game has not finished then a new turn is begun. The broad outline of the turn sequence is shown on the game board.

4.1 Player Rounds

The 1st player carries out steps 4.1.1 through 4.1.5. When the 1st player is finished then play proceeds to the left, each player completing steps 4.1.1 through 4.1.5, until all players have completed one round. Then play proceeds with the end of turn steps (4.2 End of Turn).

4.1.1 Remove descending influence

The current player examines his influence display. If any influence is in the descendant then he must remove one card from any descending stack in the display and place it face down in his market place ( a stack of discarded cards the player keeps for later). The player may choose to remove the last named influence for a country thus sending any remaining “open” influence cards set up for that country to the market as well. (Open influence cards cannot remain on the influence display without at least one named card for the stack).

See Also:


5.3.1
The Influence Display

5.3.3
Descendant Influence

5.3.4
Open Influence Cards
5.4
Market Place
4.1.2 Draw new cards

The current player now draws a number of cards from the deck to add to his hand. The number of cards to draw depends on the number of players and is summarised in the table entitled “Number of Players” on the game board. If the deck runs out then shuffle the discard pile and place it face down as the new deck and continue play. If there are still not enough cards then the player misses out on the extra cards.

4.1.3 Play special cards

The player may choose to skip this step and play no special cards, or the player may play up to two special cards from her hand. The full effect of the first special card is applied before proceeding to play a second card. Upon playing a special card the card is placed in the discard pile (this is the only time a card is transferred from a player’s hand directly to the discard pile instead of to the player’s market place).

See Also:


5.1
Discarding

5.4
Market Place
There are seven different special cards and their effects are explained below.

4.1.3.1 Lobby the Crown Card
The Lobby the Crown card allows the player to call an immediate issue resolution in one country. This is in addition to the mandatory issue resolution in step 4.1.4. All the standard rules of issue resolution apply to this vote. It is possible that a player could call up to three issue resolutions during his round, two through the use of Lobby the Crown special cards and one more for the mandatory issue resolution. 

See also:


5.6 Lobby Issue Resolution
4.1.3.2 Military Improvement Card
The player selects a country and increases its military ability by one point. No country’s ability may be increased above three. The military ability of a country affects its chance to win a combat. 

See also:


5.7
War.

4.1.3.3 Increase Army Size Card
The player selects a country and increases its army size by one point. No country’s army size may be increased above three. 
The army size of a country may be reduced during combat.  A country with an army size of 0 is disarmed and may not initiate a war.

See also:


5.7
War.


5.7.2.5
War damage
4.1.3.4 Increase Status Card
The player selects a country and increases its status by one point. No country’s status may be increased above seven. 
See also:
5.5 Status.

4.1.3.5 Military Leader Card
The player places a military leader in one country of his choice. No country may have more than one military leader at a time. The military leader will be removed at the end of the turn during step 4.2.4.2. While present the leader gives his country a +2 dice modifier during any combat. 

See also:


5.7
War.

4.1.3.6 Assassin Card
The player removes one influence card from any influence display on the table, and places it in the owning player’s market place. The player may remove one of his own influence cards if he wishes. The state of the influence card (ascendant or descendant) does not limit the player’s choice. If only open influence cards are left for the country stack in the target player’s influence display then they also are removed to the market.

See also:


5.3.1
The Influence Display

5.3.4
Open Influence Cards

5.4
Market Place
4.1.3.7 Unrest Card
The player places an unrest marker in one country of his choice. No country may be placed in unrest more than once in a turn. The player with the highest influence on display for that country is the victim of the unrest. If there are two or more players who have equal highest influence then they are all victims of the unrest.

A victim of unrest must turn his influence around to indicate it is in descent. If the victims influence is already in descent then he must remove one influence card from his display for that country to his market place. As usual, open influence cards cannot remain if all named influence cards are gone from the influence display stack for that country.

See also:


5.3.1
The Influence Display

5.3.4
Open Influence Cards

5.4
Market Place
A country that is in unrest may not declare war and has a -1 dice modifier when defending itself in combat. 

A country that is in unrest may not be involved with a League of Princes. If it is a member of a league then the league dissolves. Take the relevant markers off the board. 

The unrest marker will be removed at the end of the turn during step 4.2.4.2.

See also:

5.6.4.4
Enact a League of Princes.


5.7
War.

4.1.4 Lobby the Crown Step
The player must call for an issue resolution in one country. All the standard rules of issue resolution apply to this issue resolution. It is possible that a player could call up to three issue resolutions during his round, two through the use of Lobby the Crown special cards and one more for this mandatory issue resolution. 

See also:


5.6 Lobby Issue Resolution
4.1.5 Place excess cards in the market place

At this point the player must add cards face down into his market place. The table entitled “Number of Players” on the game board indicates next to each game turn the card limit for that turn, given the number of players in the game. If the player has more cards than the card limit for the current turn then he places the excess cards and one more into his market place. If the player does not have any excess cards then he adds a single card to his market place if he has any. 

See also:


5.4
Market Place

4.2 End of Turn

After all players have completed a round the following steps (4.2.1 to 4.2.4.2) are enacted in the order given. It is possible that the game may end before all steps are completed.

4.2.1 Add up victory points

Players score points for those countries they hold victory point counters for. These counters are not to be revealed to other players, so it is up to each player to calculate how many points they have gained.

For each victory point counter held by a player the player scores the minimum of the influence displayed for that country in that player’s influence display and the country’s status. If no influence is on display then the score for that country is zero. If the player holds multiple victory point counters for the same country then he scores the victory points for that country once for each counter.

If a country has a League of Princes marker on it then each player may score one additional victory point for each victory point marker held for that country.

The player sums together all the victory points calculated and then adds the total to the current victory points by moving his marker on the victory point track.

4.2.2 Check for end of game

If the turn marker is on 10 then the game ends now. If the turn marker is on 9 the game ends if a 1 or a 2 is rolled on one dice by the first player. If the turn marker is on 8 the game ends if a 1 is rolled on one dice. If the game ends then the winner is the player with the highest victory point score. There is no tiebreaker. If the game ends in a draw, the game remains a draw.

If the game is to continue then move the turn marker on to the next box and continue with the following end of turn steps.

4.2.3 Go to market

Each player takes his market place stack and lays the cards out face up, in front of him so that the cards do not overlap.

4.2.3.1 The exchange round

Starting with the first player and proceeding to the left, each player may exchange one card in his hand for one card in any other player’s market place. He may not exchange a card for one in his own market place. If the player has no cards then no exchange is made.
4.2.3.2 The collection round

Starting with the first player and proceeding to the left, each player must pick up 1 card from the market places on the table. He may pick a card from his own market place or from any other.

4.2.3.3 Close the market

Place all the remaining market place cards in the discard pile.

4.2.4 Clean Up Markers

This phase has the following 2 steps.
4.2.4.1 Pass 1st player marker

The 1st player marker is passed to the next player to the right. This is the only procedure in the game that does not proceed to the left between players.

4.2.4.2 Remove Military Leader, League of Princes and Unrest markers

Any military leaders, league of princes and unrest markers on the map at this point are removed from the map.

See also:


4.1.3.5
Military Leader

4.1.3.7
Unrest

5.6.4.4
Enact a League of Princes
Now begin a new Turn (Step 4.1 Player Rounds).

5 Definitions

5.1 Discarding

Any time a player must discard cards from his hand he must place them into a face down pile in front of him, called the market place. Anytime a player must discard cards from his influence display, for any reason, they must be placed in the discarding player’s market place. Cards that are played by the current player during his turn as special cards do not join the market but are directly placed in the discard pile. However, cards that must be discarded as a result of playing the special cards are placed in the discarding player’s market place. When the markets are closed the excess market cards are placed directly in the discard pile.

See also:


4.1.3
Play special cards

5.4
Market Place
5.2 Factions

During the game countries will align with one of the two factions, the reds or the blues. These abstract factions represent the fact that during the Thirty Years War countries tended to split into two factions. For the players in this game the only significance of factions is that a country can only attack another country if it is in the opposing faction, i.e. red can only attack blue and vice versa. (With the exception of attacks on the German States) and a country may only Enact a League of Princes with another country of the same faction.

5.3 Influence

Influence represents contacts with powerful groups in the different courts and capitals of Europe. In this period the Crown of each country had to consider the loyalty of the more influential of their citizens, as a growing middle class began to hold an increasing amount of power. The Crowns especially had to keep the financiers happy in order to get help financing the wars.

5.3.1 The Influence Display

When influence cards are played they are placed face up in front of the player. The collection of face up influence cards is called the player’s influence display. Other than at the beginning of the game, influence cards are only ever added to a players influence display during a Lobby Issue Resolution.

There is only one grouping, or stack, of influence cards for each country in which the player currently has displayed influence. The cards must be placed so that the country concerned is clear, the ascent or descent arrow can be seen, and it can easily be seen which cards are Open influence cards. Open influence cards cannot be placed in a country stack without at least one named influence card in that stack.

For each country stack the player’s total influence is the sum of the value of all influence cards in that stack, regardless of the influence being in an ascendant or descendant state.

No player may have more than 3 influence cards in any single country stack. During influence bidding (5.6.1) the player may add influence cards to a stack of 3 only by discarding a corresponding number of currently displayed influence cards from that stack to his market place.

It is important to note that only cards in the player’s hand may be played, while only cards in the influence display can affect an issue resolution. At no point can a player take a card from his display and place it back in his hand.

5.3.2 Ascendant Influence

When influence is placed in the influence display it is always ascendant. To show this it is placed with the white arrow on the card pointing away from the player. A player may only place influence for a country into his influence display if there is no influence stack for that country yet, or the existing influence stack is ascendant. Influence cannot be added to a descendant influence stack.

5.3.3 Descendant Influence

After being the victim of unrest, or being on the losing side of an issue resolution, a player’s influence in a country changes from being ascendant to descendant. Turning the influence cards in the stack around so that the black arrows on the cards are pointing back toward the player shows this.

Once influence is in a descendant state it is never reversed to ascendant. No influence may be added to a descendant stack. Gradually the stack shrinks as descendant influence is discarded. Once a stack has been fully removed the player may begin a new, ascendant influence stack for that country.

5.3.4 Open Influence Cards

The majority of influence cards have a country’s name printed on them, indicating that they give lobby strength in that country. Cards marked as ‘Open’ may be added to any country stack in the influence display to add additional lobby strength for that country (they may not be added to an influence stack that is in descent).

Open influence must be accompanied by at least 1 named influence card in a stack. If for any reason all the named influence cards in a stack are removed, leaving only Open influence cards, then the open influence cards are immediately discarded to the player’s market place.

5.4 Market Place

Whenever a player has to discard cards, or loses them in any other way (Except when playing the 2 special cards for her turn or discarding a closed market), then those cards are placed in a face down stack in front of the player. This stack is known as the player’s Market Place.

During step 4.2.3 Go to market the Market Place cards are revealed by each player and cards exchanged according to the Market Place rules. At the end of that process all cards remaining in the Market Places are moved to the discard pile.

5.5 Status

A country’s status represents a mix of economic activity, international standing and the control of territories outside its immediate borders. Europe was a patchwork of a few large countries and numerous small states, which often fell under the control of one of these larger countries. If England attacks Spain then the actual fight might be in the Lowlands for control of one of Spain’s possessions there. This is why one country can normally attack any other country on the map. However, when a country is reduced to a Status of 1 it has been stripped of all its possessions and so can only be reduced further by actual invasion. This is why a country, with a Status of 1 or 0, can only be attacked by an adjacent country.

5.6 Lobby Issue Resolution

A player may lobby the crown as the result of playing a Lobby the Crown card, or as the mandatory issue resolution for his turn (4.1.4 Lobby the Crown). The Crown of one country is lobbied. The player must have influence displayed for that country, or be capable of placing at least 1 point of influence in that country from his hand.

The player chooses the issue to be resolved within the limits described below. The issue may be to join a faction, to change factions, to rearm the country, to enact a league of princes or to go to war (See 5.6.4 Lobbying Issues). The players then undertake the process of influence bidding and, when this is finished the issue is resolved, and resolution losers have their influence adjusted.

5.6.1 Influence bidding

Starting with the player whose round it is, and proceeding to the left, each player may adjust his influence in the country where the Crown is being lobbied, or pass. Once a player has passed he may not re-enter the process. Adjusting influence continues until all players have passed.

If the player starting the lobby process has no influence on display for the country then he must place at least 1 point of influence for that country into his influence display at the start of influence bidding. A player cannot start the lobby process in a country where he has no influence in his influence display and does not hold at least 1 point of influence in that country in his hand.

To adjust influence in the country each player may add influence cards to his stack for that country, when it is their turn in the bidding round. A player may not adjust influence if he already has influence in descent for that country. If, after adding influence cards to the country’s stack, the player has more than 3 influence cards in the stack he must place excess cards in his market place. The player may choose which cards to remove. In this way a player could replace low influence cards with ones of higher value, even though he has reached the limit of the number of cards that may be placed in the stack.

This is the only time after the start of the game that influence cards can be added to a player’s influence display.

See also:


5.3
Influence
5.6.2 Resolve the issue

Each player that has influence on display, for the country where the Crown is being lobbied, must now choose sides and may not abstain from choosing. To choose, the player places his either a blue or red faction counter secretly under her hand. The meaning of a blue or red choice depends on the issue and is described for each issue below.

The choices of all players are revealed simultaneously. A total is made by summing the influence points behind each bid for red and each bid for blue. A player cannot split his influence points nor withhold any points from the lobby. The decision goes to the colour with the majority influence, and the result of the issue resolution is enacted immediately. If the result was a draw then there is no outcome to the issue resolution, no penalty for losing, and the status quo is maintained.

See also:


5.3.1
The Influence Display
5.6.3 Resolution losers

If a player is on the losing side of an issue resolution then that player’s influence cards for that country are rotated to place them in the descendant. If the influence cards are already in the descendant then the player must discard one influence card, of his choice, from that country’s stack to his market place. If this results in only open influence cards being left in that player’s influence display stack then they also are removed to market.

See also:


5.3.1
The Influence Display

5.3.4
Open Influence Cards

5.4
Market Place
5.6.4 Lobbying Issues

The choice of issues for a country depends on the state of the country, and other countries as follows:

If the country has not joined a faction then:

· The issue must be to “Join a Faction”.

Otherwise if the country is a member of a faction then the following choices are available:

· The issue may be to “Join a Faction”.

· If the country’s army size is zero then the issue may be to “Rearm”.

· If the country is eligible to attack another country (See 5.7.1) then the issue may be to “Go To War”.

· If the country is eligible, and there is an eligible target country (See 5.8.1), then the issue may be to “Enact a League of Princes”. 

5.6.4.1 Join a Faction

A country that has not joined a faction must join one as a result of this issue; a country that is already part of a faction may end up changing factions as a result of this issue. When choosing sides each player lobbying the Crown selects the colour of the faction they wish the country to belong to. When the issue is decided the country immediately joins the chosen faction and has an appropriately coloured counter placed in that country on the board. If the result is a draw then the country does not change its current faction or lack of one.

5.6.4.2 Rearm

A country with a zero army size may rearm. When choosing which side to vote on, red is for rearming and blue is for not rearming. If the result of the resolution is to rearm then place an Army Size 1 counter on the country.  If the result is a draw then the country does not rearm.

5.6.4.3 Go To War

If a country is eligible to go to war (See 5.7.1) then the player starting the issue resolution must indicate which country is to be attacked by the country that is resolving the issue. When choosing sides red is for war and blue is a vote for peace. If the result of the resolution is to go to war then carry out the war immediately (See 5.7.2).  If the result is a draw then the country does not go to war.

5.6.4.4 Enact a League of Princes

If a country is eligible to enact a League of Princes (See 5.8.1) then the player starting the issue resolution must indicate which target country is to be invited into the league. If the issue is resolved successfully in the initiating country then a second issue resolution is called immediately in the target country. If this second issue is resolved in favour of the league then the league is enacted as described (See 5.8.2).  When resolving the issue a vote for the league is indicated by choosing the colour of the target country’s faction, and a vote against by choosing the opposite colour. If the result for either issue resolution is a draw then the league is not enacted. If the issue resolution in the initiating country does not resolve in favour of enacting the league then no issue resolution is performed in the target country.

5.7 War

War between two countries occurs as the result of an issue resolution to go to war. A war may result in one country losing army size or military ability and giving a point of status to the winner of the war.

5.7.1 Eligibility

To be able to wage war a country must be a member of a faction, have an army size of 1 or more, not be in a state of unrest and have a valid target country. To be a valid target for the war a country must belong to the opposite faction to the attacker. If the target country has a status of 0 or 1 then the attacker must also be adjacent to the country for the attack to be possible (i.e. shares a common border or is connected by a marked sea route on the map).

Exception: Unless The German States are part of a League of Princes then they are a valid target even if they have no faction or are of the same faction as the attacker. If it is resolved to go to war with the German States then they immediately join the opposite faction to the attacking country’s faction and an appropriate marker is placed on the German States.

5.7.2 Resolving a War

A war is resolved by adding up the combat modifiers for each country, rolling dice for each country, and seeing which country scores the highest total.

5.7.2.1 Combat Modifiers

For each country, add up all of the following that apply:

Military Ability 






(0, 1, 2 or 3)

Military Leader is present





+2

Army size is 0






-1

Country is in unrest






-1

England or Sweden defending with status 0 or 1

+1

Country is a member of a League of Princes


+1

This gives a result between -2 and 7.

5.7.2.2 Rolling the dice

Roll two dice for each country. Rather than adding the dice together, calculate the difference between them. E.g. a roll of 3 and 5 gives a difference of 2. Add the difference between the dice to the combat modifiers for that country to give a final total.

5.7.2.3 Results of War

The country with the highest point total is the winner; the other country is the loser.  The winner captures 1 point of status from the loser (See 5.7.2.4) and the loser suffers 1 point of war damage (See 5.7.2.5) .The result may be a draw, in which case both sides suffer 1 point of war damage and no status is captured. Neither Victories nor Draws are re-fought.

5.7.2.4 Capturing status

If the losing country has a status of 1 or more then reduce its status by 1 and increase the winner’s status by 1. If the loser has a status of 0 then no status is captured, the winner and loser do not adjust their status levels. The winner’s status may not increase beyond 7, if it is at 7 then additional status gains are lost while the loser still loses 1.

5.7.2.5 War damage

When a country must take a point of war damage it must reduce its army size by 1. If its army size is already 0 then it must reduce its military ability by 1 instead. If both army size and military ability are already 0 then the country takes no damage.

5.8 League of Princes

A League of Princes between two countries of the same faction represents a period of special alliance between two countries. The countries may benefit from an increase in military ability, an exchange of Status, an improvement during war and an increase in victory points for the players with VP Markers for those nations.

There may only be two Leagues on the board at one time, one for the red faction and one for the blue faction. Leagues are removed from the board at the end of the turn.

5.8.1 Eligibility

To be able to enact a League of Princes a country must be a member of a faction, not be in a state of unrest and have a valid target country. To be a valid target for the league a country must belong to the same faction as the initiator and not be in unrest. If either the target country or the initiator has a status of 0 or 1, then the initiator must also be adjacent to the country for the league to be possible (i.e. shares a common border or is connected by a marked sea route on the map). Finally the League of Princes markers, with the same colour as the target country, must not already be on the board.

Exception: The German States may target a country of the opposite faction, if all other eligibility requirements are met. In such a case, if it is resolved to enact a League of Princes by both countries, then the German States immediately joins the faction of the target country.

5.8.2 Successful Enactment

If both nations have voted to enact a League of Princes then the following steps are performed immediately:

1) Place a League of Princes marker in each country on the board. The markers should both be the same colour as the faction of the target country. If the German States are joining a league of a different colour to their current faction then change the German States faction to the same faction as the target country.

2) If one country in the league has a smaller army size than the other, then increase the smaller army size by one.

3) If one country in the league has a lower military ability than the other, then increase the lower military ability by one.

4) If one country in the league has a Status 2 or more points lower than the other then transfer 1 point of Status from the country with higher Status to the one with lower Status.

6 Notes

1630 Something was originally designed by Martin Wallace and published by Warfrog. While enjoyable the game did not invoke the kind of difficult strategic decision making that I desired so I set about to adjust the game in 1998.

The first change I made was to the number of cards that players could keep, having it shrink over time. As the game progresses the size of the available deck dwindles as more cards end up in influence displays so it made sense to tighten up the number of cards kept as the game went on. This forced players to make difficult decisions about which cards to keep, and holding on to Assassin and Unrest cards to deny them to other players was no longer such a simple option as it had been in the original game.

The idea of the market place then followed, with players being able to grab important cards from one another by this mechanism. The market place has greatly increased the amount of player interaction and decision making.

The German states are given some exceptional behaviour, allowing them to change faction in response to various happenings and giving them 2 extra VP markers. This reflects the role of the German states during the period in question. They were not really a unified nation but at times where fought over by the other powers.

Italy, which had been removed from the original due to production constraints, has been reintroduced.

Finally, in 2002 I added the League of Princes rule to introduce some of the flavour of the period and a new strategic option for the players.

This version of the game has been play tested thoroughly over a period of several years and I hope you will find it is playable as we have.

Danny Stevens

Australia, 2007
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