Lowenherz

 [Translation by Steve Cox, October 2003]

The King is away in a far off land.  During his absence his kingdom descends into anarchy and chaos.  Each Lord wants to increase his power and influence.  New territory is seized.  Domains are divided up.  Who will have secured the most valuable holdings when the King returns?

Idea Of The Game

Each player places castles and surrounds them with boundary markers.  When a player has completely surrounded a castle with markers, he creates a region.  Forests and villages in the region score victory points.  Whoever has the most victory points at the end is the winner.
Game Components

4 game board frame sections with 4 joining pieces

9 landscape tiles

60 power cards

60 knights and 16 castles in 4 colours

100 boundaries

47 ducats with values 1 (36x) and 5 (11x)

4 victory point markers

1 King chip

Preparation

The frame for the landscape tiles is assembled using the 4 joining pieces.  All of the landscape tiles are now fitted into the frame in any desired arrangement.

Important: The tile with the King's city (illustrated on its reverse side) must always be placed in the middle.

[Illustration of a typical layout]

Each player chooses a colour and takes the victory point marker and the playing pieces of that colour: 15 knights and 4 castles (if playing with four use only 3 castles.)

The power cards have letters of the alphabet on their backs.  The cards are sorted by letter into four stacks.  Each stack is shuffled.  The stacks are then placed one on top of the other in the order D, C, B, A [ie. with the A's on top, face down].

· The power cards are placed on the space with the shield.  The other space is for used cards.

· Each player gets 3 power cards from this stack.  Power cards are held secretly in the hand.

· Each player puts his victory point marker on the start space (arrow) of the scoring track.

· The boundary markers are piled ready to one side of the game board.

· The ducats are placed in a stockpile on the other side of the board.  Each player take his starting money: 1 x 5 ducat and 2 x 1 ducat pieces.

· The King chip is placed on the appropriate value space of the scoring track: in a four player game on "30", on "40" with three players, and on "50" with two players.

Placing Castles

The oldest player begins and places one castle on a free meadow space and a knight in a horizontally or vertically adjacent forest or meadow space.  This procedure is repeated in clockwise order by all players until each has placed his 4 castles and 4 knights (or 3 in a four player game).

Important: There must be at least 6 spaces between castles of the same colour, counting horizontally and vertically (not diagonally).

Where is it advisable to locate ones castles?

To establish regions, players will surround their castles with boundary markers during the course of the game.  A region is created when exactly one castle is completely surrounded by boundaries.  For this purpose, the inside border of the gameboard frame counts as a natural boundary (sea or mountains).  Thus a castle in the corner of the board needs fewer boundary markers to form its region than one in the middle.

Thus it is advisable to place ones first castle in a corner of the board.

Regions are more valuable the more forests, villages and mines they contain.  Forests and villages and above all the King's city yield victory points.  Mines help to provide additional income.  One should therefore locate castles in the vicinity of these spaces.

The illustration below [bottom right page 1] shows a possible situation during the game.

Player "Blue" has created a region using just 6 boundary markers in the right hand corner, with a village, a forest and a mine.  Player "Orange" still needs two boundary markers to create a region.  Player "Red" does not have a region.  Whilst it is true that two of his castles are completely surrounded by boundary markers, an enclosed area counts as a region only if there is exactly one castle within it.  Player "Red" would have to separate his castles with boundary markers to gain two regions.

The adjacent illustration [top left page 2] shows a legal starting setup for 3 players.  Castles of the same colour are separated by at least 6 spaces and are located in meadows.  Knights stand in meadows or forests.

Special Rules For The Two Player Game:

Only 3 colours are used.  Each player chooses a colour.  The third colour is neutral.  The players alternate in placing the 4 castles and 4 knights of their colour and then 2 castles and 2 knights [each] of the neutral colour on the board.  The neutral castles must be separated by at least 6 spaces from each other.

Game Outline

Whoever placed the last castle and knight begins.  The player whose turn it is first gets an income, provided he has one or more regions containing mines (see "Income from mines").  He then has two options.  He must [German word implies no passing] either

· sell a power card to the market

or

· play a power card.

At the end of his turn the player replenishes his hand back to 3 cards, by taking either the top card from the face down draw pile or any card from the power card market.  After this it is the turn of the next player in clockwise order.

SELLING A POWER CARD TO THE MARKET

This action serves to restock ones ducat store.  A player who wishes to sell a power card places it face up (next to any already sold cards) in the power card market area and takes the number of ducats shown in brackets (blue digit) on the card.  Important: If a player has sold a power card, he may not take it back again at the end of his turn to make his hand back up to 3 cards.  However he may take any other card of his choice from the power card market.

PLAYING A POWER CARD

To play a power card, the player places it face up on the space next to the draw pile and pays the price shown on the card (red digit without brackets).  He then carries out the action indicated by the symbol on the card.  There are 5 possible actions [see German rules for corresponding symbols]:

Place boundary markers
Place knights
Expand a region

Renegade

Alliance

Some cards display two different symbols.  In these cases the player must choose one of the two actions.

Placing boundary markers

Boundary markers are placed to create regions around ones castles.  When placing boundary markers, bear in mind that

· boundaries are neutral, so neighbouring castles are also helped by the creation of a region and

· the inner edges of the boardgame frames count as boundaries.

Depending on the number of boundary markers shown on the card, the player must [German word implies one cannot pass on all or part of the action] place 1, 2 or 3 markers from the stock onto the board.

When doing this, the following rules are to be observed:

· Boundaries are always placed between 2 spaces.

· Boundaries may not be placed between adjacent pieces (castle, knight) of the same colour.

· Boundaries may not be placed inside a region.

· If a region is created by the placement of a boundary marker (exactly one castle is completely enclosed by boundary markers), a region scoring is immediately performed.  The spaces in a region count as follows:

Forest:
1 victory point

Village:
3 victory points

King's city:
5 victory points

Mine, meadow:
0 victory points

The owner of the region adds up the victory points and moves his victory point marker that many spaces forward on the scoring track.  Superfluous boundary markers within a region are removed and placed back in the stock.

Example: "Orange" places a boundary marker and thereby creates 2 regions (A [illustration on page 2]).  "Orange" gets 7 victory points, "Blue" only one.  The two superfluous boundary markers in the regions are removed (B).

Placing knights

Depending on the number of knights depicted, 1 or 2 knights must [German word implies one cannot pass on all or part of the action] be placed.  The following rules apply:

· Knights may only be placed on meadow or forest spaces.  However placing a knight in a forest space costs an additional 1 gold (except for those placed at the beginning of the game).

· Knights may never be placed in villages, in the King's city or on mines.

· A knight must always be placed in a space that is horizontally or vertically (not diagonally) adjacent to a castle or a knight of the same colour.  The space may not be separated from the adjacent piece by a boundary marker.

· If a player has no more knights in stock, he cannot perform the action [implies he may still play the card, though].

Example: "Red" wants to place a knight.  Only the the spaces indicated by the arrows are allowed.  The spaces beneath the castle and the knight are not available, since they are separated off by boundary markers.

Expanding a region

This action allows a player to expand one of his regions by 1 or 2 spaces.  For this purpose, boundary markers from the stock are employed.

The following rules apply:

· The first space must border the region horizontally or vertically (not diagonally).

· The second space can be horizontally or vertically adjacent to the just acquired space or it can border another section of the region.

Example1:

Expansion by 2 spaces at different points.

Example 2:

Expansion by 2 spaces at one point.

· Spaces that are occupied by opponents' pieces may not be taken over.

· Spaces that do not belong to a region can be taken over without restriction.

· A player may not expand into one of his own regions.

· It is permitted to expand from a region into an adjacent opponent's region only if the number of knights in ones own region is greater than the number in the opponent's region.

Example: "Red" can expand into the regions of "Blue" and "Orange", since he has superiority in knights.  "Orange" can only expand into the "Blue" region.

Scoring after an expansion

If a player expands a region, he advances his victory point marker on the scoring track by 1 space for each forest space acquired, by 3 spaces for each village and by 5 spaces for the King's city.  If, due to the expansion of an opponent, a player loses forests, villages or the King's city, he moves his victory point marker backwards the corresponding number of spaces.

The expansion of a region can create "Neutral Zones" which, although surrounded by boundary markers, do not count as regions because they do not contain any castles.  Neutral Zones can be absorbed by the expansion of the neighbouring regions.

Example: "Orange" expands into the region of "blue".  "Orange" gets 4 victory points.  "Blue" loses 6 victory points, since he loses the two woods in the Neutral Zone that is created.

Renegades

If a player chooses this action, he chooses one of his own regions and an opponent's region that is adjacent to it.

There must be at least one knight in each region.

One knight now changes sides between these regions:

The player places a knight in his own region.  His opponent must remove a knight from his region and return it to his stock.

Note: As a result a region can end up with a castle but without any knights.

If a castle has several knights, the knight at the end of a row must always be removed.  The connection between knights and their castle may never be broken.

Example: "Orange" plays the "renegade" action and adds a knight.  Player "Blue" loses a knight.  The knight next to the castle may not be removed, since this would leave the knight on the right isolated from the castle.

Alliance

A player performing this action chooses one of his regions and a neighbouring opponent's region.  He turns a border marker between these regions through 90 degrees.

From now until the end of the game neither of these two regions may be expanded into the other.

Example: Due to the performance of an "alliance" action "Orange" cannot expand into the bootom left "blue" region.  However "Orange" may expand into the right hand "Blue" region, because there is no alliance betwen these two regions.

Income from mines

At the beginning of his turn, each player gets as many ducats as he has types of mine in his regions.  The number of mines of a type (colour) is irrelevant here.  If a player has, for example, 2 copper, 3 precious stone and 1 gold mine, he has mines of 3 different types and gets 3 ducats.

Mining monopoly

As soon as a player owns 3 or 4 mines of a type (colour) in his regions, he has the monopoly of this type of mine.  He may immediately advance his victory point marker by 5 spaces on the scoring track.

Important: Should the player lose his monopoly due to an expansion by an opponent, he must immediately downgrade his position on the scoring track by 5 spaces.

In the example above [top right of page 4] "Orange" has 3 silver mines and one each of precious stones and copper in his two regions.  For the 3 different types of mine he gets 3 ducats at the beginning of each of his turns.  The 3 silver mines count for 5 victory points [once only].  However if "Red" (3 knights) should expand into "Orange"'s left hand region (2 knights) and take over the mine indicated by the arrow, "Orange" would immediately have to move back 5 spaces on the scoring track.

End Of The Game

The game can end in two ways:

1. A player reaches or passes the space with the King's chip on the scoring track.  This player wins immediately.

or

2. A player takes the last card from the power cards deck.  From now on each player may only play a card or sell a card to the market during his turn.  He may no longer refill his hand from the power card market.  As soon as the last card has been played, the game ends.  Each player now counts his ducats.  The player or players with the most ducats may move ahead 5 spaces and the player or players with the second most ducats may move ahead 3 spaces [it is not clear whether the bonus for second most is still awarded if there are multiple 'first mosts'].  The player who is furthest ahead on the scoring track has won.  In the event of a tie the decision goes to the player with the most ducats.
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