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Viceroy is a board game for 1–4 players aged 12 and up. As they struggle for 
control over the fantasy world of Laar, players recruit a variety of allies, from 
a wanderer to a prince, and enact various laws. As the game progresses, each 
player builds their own pyramid of power by developing their state’s military 
and magical might, increasing their own authority, and gaining the precious 
gemstones they need to continue expanding their nation. The player who 
has the most power points at the end of the game becomes the ruler of all 
Laar—and the winner!

Components
 60 character cards
 20 law cards 
 4 auction cards
 64 gemstones  
(16 in each of the following colors: blue, red, green, and yellow)

 33 double-sided magic/science tokens
 17 double-sided attack/defense tokens
 54 power point tokens of different values  
(8 tokens worth 2, 3, 10, and 12 points; 4 tokens worth 4, 5, 7, 8,  
and 15 points; 2 tokens worth 6 points)

 24 bonus tokens for magic  
(20 double-sided tokens with the values +2/+3, 4 tokens with the value +5)

 12 bonus tokens for circles  
(2 with the value +2 and 1 with the value +4, in each  
of the following colors: blue, red, green, and yellow)

 4 players’ screens
 This rulebook
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Hundreds of years from now, when historians of Laar will attempt to read and rewrite the chronicles of today’s events, they will most likely 
not be able to figure out all the individual moves made as part of the Great Game. Only the actions of the kings will be faithfully preserved  
in time. They are the ones that will be attributed the leading roles of divine emperor, unstoppable leader, incisive sovereign. All the labors  
of their subjects and subordinates, whose names will have been lost in the fog of time, will be attributed to them. These will be our 
achievements and our names, Viceroy.

The only memory we can hope to leave behind us is our nation – its longevity, the prosperity of its citizens, the envy of our neighbors.  
You will have to employ all of your talents to win your empire another year or two in the annals of Laar. Are your prepared for this challenge, 
my friend? Have you mastered the game of politics, or will you learn its rules as you play?

I am willing to wager that you will find ample reason to curse the day you decided to attract the attention of the powers that be.

But now it is too late. Your appointment is confirmed, and it has become a matter of honor. You must prove to everyone that, no matter  
how incomprehensible the situation, you are the one to bank on. Learn to balance, plan ahead, and anticipate your opponents’ moves,  
and do not disdain to learn from the experience of your predecessors. Never forgive disrespect – from now on, you are the state. Be ready, 
Viceroy, everything is just beginning. Who knows, perhaps your name could make its way into the history of Laar after all…
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Place four auction cards in the middle of the table to form a long line. The 
order of the cards in this line does not matter, but all arrows should face the 
same direction 1 .

Place the magic/science, attack/defense, power point, and bonus tokens  
in separate piles in the middle of the table 2 .

Set up the gemstone reserve. The reserve should contain 32 gemstones  
(8 of each color) in a two-player game; 48 gemstones (12 of each color) in a 
three-player game; and all 64 gemstones in a four-player game. In other words, 
use 4 gemstones of each color per player. Place the gemstone reserve in the 
middle of the table 3  and return the unused gemstones to the game box. 

Each player takes a screen 4 . During the game, the players keep their 
gemstones behind their screens. None of the players should know which 
gemstones are hidden behind their opponents’ screens. 

Each player takes 2 gemstones of each color (8 in total), places them 
behind their screen and returns 2 random gemstones to the reserve.  
There should therefore be 6 gemstones 5  behind each player’s screen 
when the game begins.

Shuffle the character cards and deal each player 2 cards. Each player 
selects one of the cards, places it face-up in front of him and receives the 
reward shown in the selected card’s lower row 6 . This card is the first  
card in the player’s pyramid. The second character card is added to the 
player’s hand.

Randomly divide the deck of character cards into two stacks: the  
large deck of 48 cards and the small deck of all remaining cards. Place 
the large deck face-down next to the auction cards 7 . Place the small 
deck face-down on the other side of the auction cards 8 . 

Reveal four cards from the large deck and place them face-up next to 
the auction cards, at the bases of the arrows 9 . The first revealed card is 
placed next to the leftmost auction card, the second next to the following 
one, and so on.

Shuffle the law deck and deal each player three cards from it 10 . Place 
the law deck face-down next to the small deck 11 . The players add their 
law cards to their hands and do not show them to their opponents.
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Your goal in Viceroy is to get the most power points by the end of the game. 
You should try to get the most out of your cards – usually, by playing them 
at higher levels of your power pyramid.

The game continues for exactly 12 turns, until no cards are left in the 
large deck. Each turn is divided into two phases. During each phase, all 
players act at the same time.

I. Auction Phase. Each player can receive one auctioned character card.
II. Development Phase. Each player can play up to 3 cards from their hand.

All cards played during the game by a player are placed face-up in their 
pyramid. The player’s pyramids are not hidden behind the screens: they are 
always visible to all players. All cards in the pyramid should be placed side 
by side. The bottom row of cards is called the first level, the next one  
is called the second level, and so on up to the fifth level. Each card of the 
next level has to rest on two cards of the previous level in such a way that 
the colored sections of all three cards form a circle (the circle does not  
have to be of a single color).

At the beginning of the game, your power pyramid contains only one 
card on the first level. When you play your first card, you can place  
it to the right or to the left of this card. The next card you play can  
go either to the right or to the left of those you have already played,  
or it can form the second level of the pyramid by “standing” on two  
first-level cards.

During the game, you cannot move or remove cards that are already  
part of the pyramid, unless the text of a law card permits you to do so.  
The pyramid cannot have more than five levels, although the length of its 
base is unlimited. 

•	 Cards are considered to be adjacent even if they are placed on different 
levels. A card can be adjacent to up to six other cards.

•	 Some of the law cards may instruct you to put a card underneath another 
card. This is not considered as playing a card. You do not have to pay any 
cost for a card that goes underneath another card and you do not get a 
reward for this card either.

•	 The outermost card in a row is considered a free card if there are no 
higher-level cards resting on this card and no cards put underneath this 
card. 
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I. Auction Phase

During this phase, the players bid on the character cards lying face-up  
in the middle of the table. Each of these cards is next to an auction card  
of a certain color. In order to receive a character card, a player has to bid  
a gemstone of the same color as the corresponding auction card.

Example: the Captain card is next to the yellow auction card.  
To obtain the Captain, you have to bid a yellow gemstone.

Each player decides which of the auctioned character cards they would 
like to receive, then takes one gemstone of the corresponding color from 
behind their screen and holds it in their fist. All players do this on their 
own at the same time. Then the players simultaneously reveal their bids.

If a certain color has been selected by only one player, that player receives 
the corresponding character card and returns the bidden gemstone to the 
reserve. The auction phase ends for this player.

If two or more players have chosen the same color, they all return the  
bidden gemstones to the reserve without receiving any cards. These players 
can participate in the second auction. Exception: if two players choose a 
color that corresponds to two cards, they can agree among themselves who 
will receive which card (see further).

A player can refuse to participate in the auction. If he decides to skip  
the auction, the player does not bid a gemstone, although they still hold out 
their hand as though they had. When all bids have been made, such player 
opens their empty hand and declares that they are passing (see further). 
They do not receive any cards and do not participate in any further auctions 
during this phase.

Once the first auction is complete, all players who received no cards  
and did not pass continue to the second auction. If, at the end of the second 
auction, there are still players who have neither passed not taken a card,  
the third and final auction begins. Any players who have not received a card 
by the end of the third auction are considered to have passed.

Please note:
•	 A player cannot bid on a card if there are no gemstones of corresponding 

color behind their screen.
•	 A player cannot receive a card during an auction without bidding any 

gemstones (exception: attack tokens, see further).
•	 All bidden gemstones are returned to the reserve even if their owners 

were unable to receive any cards with them.
•	 A player can only receive one card at the auction per turn.
•	 If a player receives a card or passes, they cannot participate in any more 

auctions during the current turn.
•	 There can be no more than three auctions per turn.
•	 A player cannot bid a gemstone of a certain color if there are no character 

cards next to the auction card of this color.

Cards received during the auction are added to corresponding players 
hands and are not considered to have been played yet. The players can play 
these cards (by adding them to their pyramids and getting a reward) during 
the development phase.

As long as all players agree, they can decide who will play which color 
before the auction. However, these agreements are not compulsory. Players 
cannot trade gemstones, tokens and cards or show their opponents what they 
have behind their screen, unless the text of a law card tells them to do so.

From the second turn onwards, it is possible that two character cards are 
lying next to the same auction card (one card at the base of the arrow, the 
other one at the tip). If only one player bids on this color, they can receive 
whichever of the two cards they choose (but not both). If two players bid  
on this color, they can decide amongst themselves who will take which 
card. If this happens, they receive their cards and do not participate in any 
further auctions this turn. However, if both players claim the same card, 
neither of them receives a card, and they continue to the next auction. 
Finally, if three or four players bid on a color with two character cards,  
none of them takes a card and next auction begins.
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When each player has either received a card or passed (after the third 
auction, anyone who has not received a card automatically passes), the 
auction phase ends. All character cards located at the tips of the arrows 
on the auction cards are discarded. All cards located at the bases of those 
arrows are placed on the other side of the auction cards along the arrows. 
Four new character cards are revealed from the large deck and placed at the 
bases of the arrows as during setup.

If the last four character cards are revealed from the deck, this means that 
the next turn will be the last one in the game.

Discard all cards at the tips of the arrows.

Move the cards from the bases of the arrows to the tips.

Place four cards from the deck  
at the bases of the arrows.

If a Player Passes

A player is considered to have passed in two cases:
•	 during the auction, they refuse to bid a gemstone, opening their hand  

to reveal that it is empty (this can happen during any auction);
•	 at the conclusion of three auctions, the player has not been able  

to receive a character card.

Immediately after passing, the player takes three gemstones of their 
choosing from the reserve. They can also take an extra gemstone for every 
science token in their pyramid (see further). The player places taken 
gemstones behind their screen.

If several players pass at the same time, they take gemstones in increasing 
numerical order, beginning with the player who has the card with the lowest 
number in their pyramid, then whoever has the next lowest number,  
and so on. Each player in order takes all tokens they should take.

Please note:
•	 If there are no gemstones of a certain color left in the reserve, the player 

cannot take gemstones of that color.
•	 If there are not enough gemstones in the reserve, the player takes as many 

as they can.
•	 If there are no gemstones in the reserve, the player takes nothing.
•	 A player cannot pass twice in the same turn.

Discard pile

The large  
deck
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II. Development Phase

This phase consists of three rounds of playing cards. 
In the beginning of a round, each player chooses a card to play and lays 

it on a table face down. If a player does not want to play a card, he passes. 
A player who passed, can not play cards in the remaining rounds of this 
phase. Players do not get any gemstones for passing in this phase.

Players who want to play a card select them independently. Then they 
simultaneously reveal their chosen cards and play them in increasing 
numerical order, beginning with the player who selected the card with the 
lowest number. Each player in order places their card in their pyramid and 
resolves its effect.

To play a character card, the player chooses an available space in their 
pyramid and pays the cost of playing this card, which depends on the level 
where they want to place it. In the left part of every character card there 
are four horizontal rows corresponding to the four levels of the pyramid 
(bottom row is for the first level, the next one is for the second level, the 
next one is for the third level, and top row is for the fourth level). Preceding 
the colon in each row there is a gemstone symbol indicating the cost of 
playing the card into the given level. Note that you have to pay cost not just 
for the level on which you play the card, but also for all previous levels.

Playing a law card costs nothing, and it can be placed in any available 
space in the player’s pyramid except for the fifth level. Immediately after a 
law card is played, its effect is resolved. Depending on the law card, its effect 
can be one-shot, continuous or triggered at the end of the game. In any 
case, the law card remains in the player’s pyramid.

Example: if you play the Captain on the first level of the pyramid, you 
have to pay one green gemstone (depicted in the bottom row of the card). 
If you play the same card on the second level, you should pay one green 
gemstone (the bottom row) and one blue gemstone (the second row from 
the bottom). Playing the Captain on the third level will cost you one 
green, one blue, and one yellow gemstone, and the fourth level will cost 
one green, one blue, and two yellow gemstones.

All cards are played according to the following rules:
•	 A card played on the first level is placed either to the left or to the right  

of other cards on that level.
•	 A card played on the second level (or higher) has to rest on two cards  

of the previous level in such a way that the colored sections of all three 
cards form a circle (the circle does not have to be of a single color).

•	 If, after playing a card in your pyramid, you form a single-color circle, 
you immediately take a gemstone of the same color from the reserve  
(if there are any left).

•	 To play a character card on the fifth level, you need to pay the cost 
required to play it on the fourth level, as well the extra gemstone shown 
in the top row on the card. For example, if you play the Captain on the 
fifth level, you pay one green, one blue, and three yellow gemstones.

•	 The gemstones spent for recieving cards during the auction phase have 
no relation to the gemstones you have to spend to play the cards. These 
are different expenses and have nothing to do with each other.

•	 When paying to play a card, the player takes the necessary gemstones 
from behind their screen and returns them to the reserve.

After you play a card, you get a reward for it immediately. The reward, as 
well as the cost of playing the card, depends on the level of your pyramid 
in which you play it. However, unlike payment, you get no reward for the 
previous levels, just for the level where you have placed the card.

Example: if you play the Captain on the first level of your pyramid, you 
take one card from the law deck or the small deck (as shown in the bottom 
row on the card). If you play the same card on the second level, you get 
five gemstones (the second row from the bottom). On the third level, the 
Captain gives you a magic token, and on the fourth, 12 power points.

If you play a character on the fifth level, you either get the rewards 
indicated in the first three rows of the card or put a 15 power points token 
on the card.

Example: if you play the Captain on the fifth level, you choose either  
to draw one card, take 5 gemstones and put a magic token on the card,  
or to put a 15 points token on the card.

Once all players have received their rewards for the cards they played, the 
next round of development phase starts.

After three rounds of development phase or after all players have passed, 
the next turn begins with the Auction Phase.
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Rewards

Gemstones 
The player takes the indicated number of gemstones (in the colors of 

their choosing) from the reserve. If there are not enough gemstones in the 
reserve, the player takes as many as they can. If the reserve is completely 
exhausted, the player takes no gemstones. The player places taken 
gemstones behind their screen.

Power points
The player places the power point token of the indicated value on this 

card. At the end of the game, these points will be added to the player’s total 
score. In the unlikely event that there is no token of the necessary value in 
the reserve, you can replace it with several tokens of lesser value, but keep 
in mind that this combination will still count as one power point token.

Cards from the small deck or the law deck
The player draws the indicated number of cards from the law deck or the 

small deck (he chooses). If the player is supposed to draw two cards, they 
can draw both from the same deck or one from each deck. The player adds 
these cards to their hand. The player can play cards from his hand (whether 
laws of characters) during the development phase.

Science
The player places a science token on this card (some cards give 2 science 

tokens on the fourth level). Keep in mind that science and magic are two 
sides of the same token, and in this case the token is placed with science side 
up. Science tokens allow their owner to take additional gemstones if they 
pass. For example, if a player has 4 science tokens in their pyramid, they  
can take 3 + 4 = 7 gemstones if they pass. In addition, these tokens can give 
points during the final scoring.

Magic
The player places a magic token on this card (some cards give 2 magic 

tokens on the fourth level). Keep in mind that science and magic are two 
sides of the same token, and in this case the token is placed with magic side 
up. Magic tokens have no use during the game, but they can give a lot  
of points during the final scoring.

Defense
The player places a defense token on this card. Keep in mind that attack 

and defense are two sides of the same token, and in this case the tokenis 
placed with defense side up. Defense tokens have no use during the game, 
but they can give points and defend against enemy attacks during the final 
scoring.

Attack
The player takes an attack token and puts it behind their screen. Despite 

the fact that attack and defense are two sides of the same token, it makes 
no difference which side is up while the token is behind a screen, since 
defense tokens can only be located in the pyramid. If you have an attack 
token behind your screen, you can use it during the auction phase instead 
of the regular bid by holding one in your fist. In this case, you immediately 
take any one card at the beginning of the Auction Phase, before any other 
players. Once used, the attack token is returned to the reserve. You do 
not participate in any further auctions this turn (since you have already 
received a card). If you have taken the last card corresponding to a color, 
all other players who bid on this color lose their bid and get nothing in this 
auction round. If several players used attack tokens at the auction, the first 
player to get a card is the one who has the card with the lowest number in 
their pyramid. At the end of the game, any leftover attack tokens in your 
possession take points away from your opponents.

Bonus token (for magic or circles)
The player places the indicated token on this card (keep in mind that 

bonus tokens have various values as well as symbols). Bonus tokens have  
no use during the game, but they can give points during the final score.

Infinite gemstone
The player takes a gemstone of the indicated color from the reserve 

and places it on this card. If there are no gemstones of this color in the 
reserve, they can take one from behind their own screen. If they have  
no gemstones of the appropriate color there, either, they do not place  
a gemstone. If you have an infinite gemstone of any color, once per turn 
you can declare that you are using it when you need to spend gems during 
the development phase. In this case, you reduce the current payment by 
one gemstone of this color. For example, if you need to spend one yellow 
and two blue gemstones and you have blue infinite gemstone, you can 
declare that you are using it and spend only one blue and one yellow 
gemstones. If you have several infinite gemstones, you can use any of 
them during each expenditure, although each infinite gemstone may 
only be used once per turn. The gemstone remains on the card in your 
pyramid and can be used in future turns according to the same rules.
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If the last four character cards are dealt from the large deck at the end of 
the auction phase, the next turn will be the last one in the game. This final 
turn is played to the end, whereupon the players determine the winner.

First, the players remove their screens and discard all unplayed law 
and character cards from their hands. They can then use their remaining 
gemstones to “paint” sections of the circles formed where three cards 
touch. To change the color of a section, the player places on it a gemstone 
of whatever color they wish to “paint” that section. Keep in mind that every 
circle has four sections: two along the top corners of the lower cards, and 
two along the bottom side of the top card. By “painting” sections,  
a player can make circles comprised of various colors into single-color 
circles (however, in this case they do not take a gemstone of that color, since 
the single-color circle was not formed as the result of playing a card).

Once a player has “painted” all sections they wanted (and were able)  
to paint, they tally their victory points in this order:

1. Points for single-color circles
2. Points for infinite gemstones
3. Points for law cards
4. Points for power point tokens
5. Points for magic
6. Points for completed sets
7. Penalty points for attack tokens

1. Points for single-color circles
For every single-color circle in their pyramid, a player receives power 

points equal to the level where the top card forming this circle rests.
In addition, certain bonus tokens give extra points for every circle of a 
specific color. For example, if you have a green circle between first and 
second levels (with base value of 2 points) and a bonus token that gives 
you +4 points for a green circle, this circle gives you 2 + 4 = 6 points.

2. Points for infinite gemstones
For every infinite gemstone in their pyramid, a player receives power 

points equal to the level where this gemstone is located. In addition, 
bonus tokens for circles give extra points for every infinite gemstone  
of its color. For example, if you have a yellow infinite gemstone on the 
third level (with base value of 3 points) and a bonus token that gives you 
+4 points for a yellow circle, this gemstone gives you 3 + 4 = 7 points.

3. Points for law cards
The text of every law card that provides power points at the end of the 

game indicates exactly how many points it provides and for what. Law 
cards give points only if they are part of the pyramid.

4. Points for power point tokens
Every power point token in a player’s pyramid gives them the 

equivalent of its value in points.

5. Points for magic
Every magic token in a player’s pyramid gives this player the number 

of points equal to the total bonus for all bonus tokens for magic in their 
pyramid. For example, if your pyramid contains 3 magic tokens, one 
bonus token that gives +5 points for magic, and one bonus token that 
gives +2 points for magic, you gain 5 + 2 = 7 points for each magic token, 
for a total of 21 points. To gain points for magic, a player must have both 
magic tokens and bonus tokens for magic in their pyramid. If they only 
have tokens of a single kind, a player gains no points for magic.

6. Points for completed sets
A player gains 12 power points for every set of three tokens (defense, 

magic, and science) in their pyramid. Each set must include one defense 
token, one magic token, and one science token. The same token cannot be 
included in multiple sets. For example, if your pyramid contains 2 defense 
tokens, 5 magic tokens, and 3 science tokens, you get 24 points for 2 sets.

7. Penalty points for attack tokens
The player counts how many unused attack tokens their opponents still 

have at the end of the game. The player loses 4 power points for each such 
token. However, every defense token a player has neutralizes one enemy 
attack token. For example, if one of your opponents has 2 attack tokens 
remaining and another has 3 attack tokens, you lose 4 × (2 + 3) = 20 points. 
If, in the same situation, you had 2 defense tokens, you would lose  
4 × (2 + 3 – 2) = 12 points.

The player who has the most power points after the final scoring is the 
winner of the game.



10

The cards are never returned to the decks. If a card is discarded for some 
reason, it is never returned to the current game. If a deck runs out, none of 
the players can take cards from it.

The number of gemstones is also strictly limited and depends on the 
number of players. If there are no gemstones of a certain color left in the 
reserve, the players cannot take any gemstones of that color until someone 
spends one and returns it to the reserve. You cannot add gemstones during 
the game or use any placeholders for them.

All other tokens are included in the game in sufficient quantities, but in 
very rare circumstances it can turn out that there are not enough. In this 
case, the players can use coins or other placeholders to stand for them.

A player can have any number of cards in hand and any number of 
gemstones behind their screen. A pyramid can contain any number of 
cards, but it can only have five levels.

•	 Do not go for power points in the early game! It is important to create a 
good resource base first. You should spend a few turns to try to get: infinite 
gemstones, science tokens, regular gemstones – in that priority order.

•	 Go with the flow of the game. The easiest way to get points is by getting 
power and magic tokens. Consider more complicated options (tricky 
law cards, single-color bonuses, 5th pyramid level) only if they come 
around by themselves.

•	 You should not use attack tokens during the game, unless you really 
need a certain card. Attack tokens are usually much more beneficial 
at the end of the game scoring, if your opponents do not have enough 
defense tokens. 

•	 Try to keep track of attack tokens that your opponents get. This will 
help you to avoid overspending for defense.

•	 You should concentrate on getting as many points as possible during 
the second part of the game. It is important to notice the moment when 
you have gathered enough resources and are ready to score points. It is 
easy to calculate how many points you will earn with your move. If you 
can get 10 points or more – it is a good move!

•	 You may be tempted to play as many law cards as possible at the 
beginning of the game. Some of the law cards are indeed great for the 
early game. However, please note that most of the law cards are best for 
the late game or higher pyramid levels.

Most of the actions players take in Viceroy are performed simultaneously. 
However, sometimes it will happen that the order in which the actions 
are to be taken needs to be determined (for example, when only a few 
gemstones are left in the reserve, and several players are claiming them).  
In this case, the players have to act in the order of the numbers on their 
cards, from the lowest to the highest.

Тhe first player to act is the one who has the card with the lowest 
number in their pyramid (among all players involved in the dispute). 
They complete the entire action in question, followed by the player whose 
lowest card in the pyramid is the next lowest one etc. Particularly, this 
method becomes necessary if several players use attack tokens during the 
auction phase. In this case, the player who has the card with the lowest 
number becomes the first one to pick a card from the auction.

The only dispute that cannot be resolved in accordance with the order 
numbers on the cards is when several players play the same color during  
an auction. When this happens, these players hold an additional auction  
as described in the rules.
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If you want to play Viceroy by yourself, you can play against a virtual 
opponent who acts only during the auction phase. Set the game up according 
to the usual rules (place 4 gemstones of each color in the reserve and take 
your initial gemstones and cards). Each turn consists of the auction and 
development phases as usual. After you make your bid during the auction, 
take one of the unused gemstones out of the box without looking at it. This 
will be your virtual opponent’s bid. If it is the same as yours, place your 
bid into the reserve and your opponent’s in the box and move on to a new 
auction following the same rules. If your virtual opponent chose a different 

card, you receive a card that matches your bid as usual, and the card your 
opponent is supposed to receive is discarded (if your opponent can choose 
one of two cards, they always discard the card at the base of the arrow). 
If your virtual opponent chooses a color that does not match any of the 
character cards, discard a card of your choosing from those left at auction 
after you receive your card. Always return all your virtual opponent’s bids to 
the box and make sure these gemstones do not end up in the reserve.

If you play by yourself, you cannot lose. Calculate your points after 
every game and try to beat your high score.

When playing with two or three players, you can also add a virtual opponent 
to the game according to the rules outlined in the preceding section. If you 
like, you can even play with two or three “virtual opponents”, as long as the 
total number of players does not exceed four. In this case, just take two  
or three gemstones out of the box. 

Please note:
•	 If two “virtual opponents” bid the same color, and that color matches only 

one character card, this card is not discarded, but the “virtual opponents” 
participate in the next auction (if there is one).

•	 If two “virtual opponents” bid the same color, and that color matches 
two cards, both cards are discarded, and the “virtual opponents” stop 
participating in the auction this turn. However, if the same color is picked by 
one of the players, the cards are not discarded and the next auction begins.

•	 If a player and a virtual opponent bid the same color, and that color matches 
two cards, the player has a choice: they can either proceed to the next 
auction (whereby the cards are not discarded) or take the card at the tip of 
the corresponding arrow (the card at the base of the arrow is discarded).

•	 At least one player has to participate in every auction. If all players took 
cards or passed during the previous auctions, no next auction is held.
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Single-color circles
For each single-color circle in your pyramid  

you gain power points equal to the level of the  
top card forming the circle plus extra points  

from bonus tokens of the same color.

Infinite gemstones
For each infinite gemstone in your pyramid you gain  
power points equal to the level where this gemstone  

is located plus extra points from bonus tokens of the same color.

Law cards
You gain power points according to the text of law cards in your pyramid.

Power point tokens
Every power point token in your pyramid  

gives you points equal to its value.

Magic tokens
Every magic token in your pyramid gives you the number  

of points equal to the total bonus of all bonus tokens  
for magic in your pyramid.

Completed sets
You gain 12 power points for every set of three tokens  

(one of each defense, magic, and science) in your pyramid.

Attack tokens
You lose 4 power points for each attack token  

your opponents have. Every defense token in your  
pyramid neutralizes one enemy attack token.


