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A group of influential merchants was sitting in The Wild Boar Tavern, staring deeply into their drinks. Suddenly, from nowhere, a fortune teller appeared, proclaiming to their table: “You

sinful drunkards, [ see your souls burning in Purgatory! But 1 also see two magnificent cathedrals! Come Judgement Day, when your souls strive to enter Heaven, just one of you will be
admitted to Paradise, the others will burn in Hell”

Fear struck the hearts of those wicked sinners.

“Just one of us will go to heaven? Then | must be that one. [ will bribe papal and imperial dignitarics, as well as merchants and petty sinners. They will buy me indulgences, and thus
ensure that my miserly colleagues are the ones to go to Hell.”

Introduction

At the end of the game, the soul closest to the Pearly Gates is the winner, and only indulgences can raise a soul to Heaven. In this game, the Pope, the Emperor, a Merchant and a Petty
Sinner will act on your behalf. You must try to donate more than your opponents towards the building of cathedrals. Whenever a cathedral is finished, the most generous donor receives
Letters of Indulgence. But before you can donate money, bread, wine, fine cloth or jewels, you must first acquire them, and an occasional sin makes this much easier-...
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| " @omponents '
| board 6 indulgence stones (light grey wooden cubes)
T » 3 wooden cathedrals (3 naves and 3 spires) : 1 "Suite 5" card ‘.
f« + 4 character cards (Pope, Emperor, Merchant, Petty-Sinner) 24 House of Pleasure cards
D 3 Pope stones Jl Letters of Indulgence (10 yeilow, Il blue, 15 red, 15 green)
v’ 4 building crews 4 poor souls (in the four player colours)
: I Pope dic 4 etched posts (in the four player colours)
I black goods bag 4 player screens (in the four player colours) i
S goods 28 sin stones (4 x 7 discs in the four player colours) N\
’ (Wooden cubes: 10 loaves of bread (brown), 9 bottles of wine (red), 4 chests (in the four player colours)
9 rolls of cloth (pink), 7 jewels (white)) 65 coins (18 x 1 taler, 18 x 2 taler, 18 x S taler, 12 x 10 taler)
3 - :
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{reparation

————Y -

Before your first game assemble the etched posts (as shown below) and chests.
The assembly instructions for the chests can be found in the punch-out sheets.

------

Place the following near the board:

@ the coins (forming the bank)

Each player takes th:f:>—llovm8 pleces in his colour:
@ | etched post (A)
7 sin stones (B)
¢ | chest (C)
| player screen (D),
behind which he places
025 taler ( E taken from the bank.

[ Befor e
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first round: A little bonus for everyone....

Each player starts the game with a small bonus. Place the following
| 4 bonuses near the board:

i l} Starting Bonus 1:

. e

—-—

| loaf and 1 bottle

, Starting Bonus 2:

10 taler

In order of distance from Hell, starting with the player whose poor soul

& is closest to Heaven, each player chooses one starting bonus. Whoever
chooses the Letter of Indulgence places it behind his screen. Whoever
chooses one of the other bonuses donates them immediately by placing
them secretly into either compartment of his chest. The loaf and bottle of

Starting Bonus | may be divided between the two compartments.

blue Letter of Ind.

‘?é";i';!'

wine

mdulgence
stones

@ the cathedral elements (3 naves and 3 spires)

@ the Letters of Indulgence (separated by colour)

——
i TSPy -

The remaining goods and lndulgcncc stones

are placed in the goods bag.
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The players poor souls start the game in a

random order in space () of the Record of Sins.
| Therefore, they will each be different distances from

Heaven and Hell.

For example, here purple is closest to Hell, next closest is

black. Green is farther from heaven than yellow is.
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Whoever gets their poor soul to Heaven, or comes closest to doing so, wins the

e Wlrie
7 e

game.

~«-¢~ T “ _ : | g 1 Pay particular attention to the IMPORTANT NOTE and the TACTICAL TIP
N TR $ on page 19 in the chapter on Movement Rules.

N

Here follow the rules for 4 players.
‘ The changes made when

playing with 2 or 3 players are described on page 22,

A S .

Game Play

The game takes place over several rounds. Each round consists of 4 phases:

|. Prepare the round

l. Choose a character and perform Preliminary Action
3. Take an action or two

4. Adjust scores

)

.....
:::::

|. Prepare the round

—

S 4

Market
@ Take 7 stones at random
from the goods bag and

\’ Example

........

place them in their respecti-

ve areas of the market.

Character cards
Place the character cards face up in their

| respective character areas on the board.

© Place the Pope die on the Pope card.
® Take one building crew from the builders’
hut and place it on the Emperor card.

— N
House of Pleasure cards

® If there is no yellow Letter of
[ndulgence in Suite 6, place one there.

(F) Make sure that the Suite 5 card is in
Suite S with its “Welcome™ side

face up. : Welcome side
@© Remove from Rooms 1-4 any cards '

Occupied side

W20 R s 5505
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CORD OF SINS

remaining from the previous round

and place them face up in a discard
pile beside the board.

@ Place the top four cards of the [f the House of Pleasure
deck runs out, shuffle

the discarded House of

Pleasure cards to form a

.........

Shufﬂé the E:I Housé of Pleasure

| cards and place them face down in the

House of Pleasure deck face up in

Rooms 14.

space beside the House of Pleasure,

forming the House of Pleasure deck.
' | new one.

e
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] See page 22 for rules changes when playing 2. Choosing characters and performing their Preliminary Actions
with 2 or 3 players

i Choosing a character

1 E_tchcd post set to desired notch count with At the start of each round, the players 4 ~3 —— — v " Rsr——

e added coins try to win over the 4 characters: 3 To do this you each make a simultaneous offer, which you prepare in secret thus:

(Notches + coins = bid) + Pope ¢ You rotate your etched post so that your desired number of notches faces up.

* Empcror ¢ You may add to this number by placing any amount of taler on top of the etched post.
+ Merchant | & All etched posts and taler are then revealed simultaneously. Your bid equals the sum of the
# Petty Sinner notches showing and any added taler (c.g. 3 notches and 5 taler make a bid of 8).

The highcst bidder then takes the character card of his choice, places it face up in front of his screen and immediately carries out its
_ Preliminary Action (see below).
Bids are revealed simultancously Then, in dcsccnding order of bids, cach other player chooses a remaining character card, carrying out its Preliminary Action immediately

The winning bidder is first to select a as above.

" _. | ~ character: Hold on to your chosen character card until the end of the round.

The player who revealed the most notches keeps any taler he bid. All other players must pay any taler they bid to the bank.
Leave your etched post unchanged in front of your screen with the notches you bid showing, as this number will matter throughout the

+ All money bid is lost (except for that of
the player who revealed the most notches)

- # Choose character cards roup. i bl 3 K &M . - :
” Immcdiatcly carry out Prcllmlnary Action If any bids are tied, the bid of the tied player whose poor soul is closer to Hell is considered higher. ‘
Tied numbers of notches are resolved in the same way. .

s N PRI e S P I - 2

Paula chooses a character card first, followed
by Dominik. Crcgor’s poor soul is closer

: to Hell than ﬂ@ihmxmos, so he chooses next. 4

Dominik: Paula: Gregor: Dominik’s ctched post shows the most ’/

4 notches + 7 taler =11 2 notches + 7 taler=9 3 notches + 12 taler = I3 I notch+8taler=9  notches, so he keeps his taler.

Preliminary Action ...

k

7/

Preliminary Actions:

| t‘,. POPE: May move a Pope stone

Move one Pope stone from any Den of Sin to another. (Full rules
concerning the three Dens of Sin and the Pope stones can be of your choice. If this completes a cathedral, its donations are

“':'-l. EMPEROR: Must place his buil- found on page 21.) | evaluated immediately (see page 20).

# ding crew on cathedral site “  p 15 :
, }:,J ..of the Merchant

i‘i‘:l )
"

e

.

Bk MERCHANT: No Preliminary
2521 Action ‘

.....

n | 7N A
| I PETTY SINNER: Must place The Merchant has no Place two of your sin stones into the Den of Petty Sins. You may i ely
. 2% 2 sin stones in the Den of Petty Preliminary Action. visit the House of Pleasure. Do not rotate your etched post.

N;, 7 ~Sins and may visit the House of (The rules for the Petty Sinner can be found on page 18).

;‘M‘ ~ Pleasure immediately ‘
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The Action Phase ends as soon as the last stonc (good or indulgence) is taken from the market,
rcgardlcss of whose turn it is.

R TS B S O A

The Actions

M— —— ~
On your turn you may either pass (until your next turn) or take one of the following actions:

< # Buy one good or Letter of Indulgence (if available)
. | ¢ Sell one good
|
% ¢ Donate
7
A ¢ Visit the House of Pleasure
i
;ﬁy/ You may, optionally, take a second action on your turn by rotating your etched post one notch higher. This second
action cannot be the same as your first. You may not take more than two actions a turn.

Merchant Privllcgc: At the end of each of his turns, the Merchant takes any one stone from the market free of chargc. If he

takes a goods stone this way, he places it behind his screen. If he takes an indulgcncc stone, he swaps it for a red or green
Letter of lndulgcnce, putting the Letter behind his screen and the stone back in the goods bag.

oBuying ’.’Z@

a) Letter of Indulgence: b) Goods:
Pay 4 taler to the bank then take one ‘ Pay the purchase price of any one
indulgence stone from the market and

Greedily buy two goods:

T i R

If the market contains two or more

D

available good to the bank (e.g. 2
taler for a loaf of bread), then take

goods of a single type when you

swap it for a green or red Letter of perform a Buy Action, you may buy

Indulgence taken that good from the market and place two identical goods for the price of

from the supply. it behind your screen. one. As this is clearly a greedy act,
Put the Letter you must follow this by placing a sin
fi" behind your screen stone in the Den of Greed. You may

and the stone back in the goods bag. not buy two Letters of lndulgence in

If no Indulgencc stones are available, ice the same turn.

you cannot buy a Letter.

OScllmg @3 ODonating%

* Put one of your goods from behind ~ Show the other players the single good or single coin you

N The Privilege of
V" i the Emperor: The

'5-,,-‘-' your screen back into the goods wish to donate. Then put it in either of your chest’s com-
. bag and take from the bank its
~ sale price (c.g. 6 taler for a loaf of

j‘;‘:,_‘?bread).

partments, without showing the other players which a..é Emperor may make

compartment. two donations, of one or

Coins can be changed with the bank at any time, wo types, and may divide

but once a donation has been placed in a chest / them between his chest's

it may not g2 v again. compartments as he likes.

RS0
Turn order is
Pope (1) - Emperor (2)
— Merchant (3) - Petty Sinner (4)

- Pope (1) - Emperor (2) ..

Choose one of these four actions:
1. Buying
2. Selling
3. Donating

4. Visit the House of Pleasure

Take a second action: Rotate your etched
post one notch higher

;

At the end of each of his turns the Merchant

takes one free stone from the market.

Buying: :%

+ A good (pay for it then take it) or
# A Letter of Indulgence (pay for it,
take an indulgence stone
and swap it for a Letter)

Greedy Purchase: o~ é Q

+ Take two identical
goods (not indul-

gence stones) from

the market
¢ Place one sin stone

in the Den of Greed |

If there are no more stones in the market,
the round ends. |

Sclling: @

Put one of your goods in the goods bags
and take its sale price from the bank.

A single good %

(the Emperor may donate 2)

¢ reveal it

+ sccretly put it in one of your chest’s
compartments (the Emperor may
secretly put his donations in one or both
compartments) “

Donating:




: Th House oi Pleasurc has
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¢ Visit the Housc of Pleasure

The House of Pleasure consists of 6 rooms: 4 ordinary

“and 2 suites

rooms (spaces 1-4) and 2 suites (spaces 5 and 6).

Choose room or suite If you visit the House of Pleasure, choose one room not already

visited this round and enjoy the benefit of its card.

A player may not choose a room or suite whose action would cause

Room : : his etched post to be rotated to higher than 6 notches.
~# Carry out the room’s card’s action b

| N e Va
+ Rotate your etched post (except Petty

g erisit an or;;mq room |-4:
Sinner and undiscovered Pope)

Suite d:

', " - Carry out any room ’s action without

rotating your etched post

Visit a room of your choice and

# Rotate your etched post as many notches

| as the card there requires.

4 Carry out the card’s action.

&0 Place the card face up in the discard pile beside the
board.

‘?x Privllcgc of the Popc: The Pope visits the House
, |

of Pleasure incognito and doesn’t say which room

S - ite he s vmtmg Instead, he announces that he

has “an urgent mccting and secretly sets the Pope die to his
chosen room or suite number. Now the other players try to

catch the Pope in the act:

fEmmpf:)

¢ Place one sin stone in the Den of Lust 4 Advised by the other players, the player whose poor soul

(except undiscovered Pope)

lies nearest Hell declares where he believes the Pope to be

[ 4 A -
Visit Suite 5
If you visit Suite J,

visiting.
4 The Pope then reveals his Pope die, visits the chosen

€ Place one of your sin stones in the room and carries out its action.

| Den of Lust.
L 2 Flip the card in Suite J to its
‘occupied’ side.

¢ [f the Pope’s room was correctly gucsscd, he was
caught in the act.
& Ifheis caught, his poor soul on the Record of Sins

Suite 6:

- (Only if a yellow Letter of Indulgence
is present) |

+ Take the yellow Letter of Indulgence

+ Set your etched post two notches
higher (except Petty Sinner and

~ undiscovered Pope)

+ Place one sin stone in the Den of Lust

(except undiscovered Pope)

i

& Choose one of rooms 1 to 4 and carry out its moves one step towards Hell. (Please note Movement
; Rules on page 19)
4 [f he is not caught, he needs neither to rotate his etched

post highcr nor place a sin stone in the Den of Lust.

card’s action, without rotating your etched post.

¢ Place the card of your chosen room in the

discard pile beside the board.

Note: If the Pope accidentally chooses a room or suite whose action .

would cause his etched post to be rotated to highcr than 6 notches,

A L0 J—

s T amnen e - e
o i

Visit Suite 6
If you visit Suite 6

his poor soul moves one step towards Hell, his etched post is set to

6 notches and he does not carry out the action.

Popc goes lncognito~
3 & Set the Pope dic to your chosen
room /suite

¢ The other players guess your

4 Place one of your sin stones in the

Den of Lust.
¢ Rotate your rctchcd post two notches highcr.
¢ Take the yellow Letter of Indulgence from

the suite and place it behind your screen.

room number )
¢ Correct guess: Pope caught in the act! His ‘;

poor soul moves one step nearer Hell.

Ve A DY g (ESHIGEEIEY P b

~ e

Privilege of the Petty Sinner: In the

It s forbidden to visit a room, 4l House of Pleasure the Petty Sinner does not

0 that has already been visited
- that:_;auscs the etched post to be rotated
pa?_t ghe limit of 6 notches.

See the Chapter on Dens of Sin on p. 20 for rules concerning players who
g Sy have run out of sin stones (that is, all of whose stones have alrcady been o

3 have to rotate his etched post hi
: ' placed in Dens of Sin).

’Z@%fm‘ VP it ST g



e 4 Compare the Etched Posts
: @ncc the Action Phase is finished (empty market), find the difference between the etched post showing the most notches and the one

| 'sﬁowing the fewest.
;."

| W hoever’s post shows the most notches moves his poor soul as many steps towards Hell as that difference. If tied, only the tied player
#_whose poor soul is farther from Hell moves. (Please note Movement Rules in the light box below.)

) ; Examplcs:
| 4 Dominik and Crcgor have 2 notches showing, Faula 4 and )}@ﬁmm %
ﬂ@ﬂmﬁms poor soul descends 3 steps towards Hell, passing Paula’s on

[ v Rk Dominik Gregor  Paula  |olbsnms
- # [lelaame has I notch showing, Gregor, Pavla and Dominik cach ~h
(, have 5. Dominik’s and Crcgor's poor souls are closer to Hell than

,\ - Paula’s, so Psula moves hers 4 steps towards Hell.
| Dominik Gregor  Paula  [olsmsa
. The Record of Sins and Moving poor souls

* . Your poor soul’s position on the Record of Sins indicates how well you are doing. The closer your Soul is to Hell, the more sinful you
" arc, and the farther you are from achieving the game’s goal of entering Heaven.

,/»;: 7

IMPORTANT NOTE: ¢ Movement Rules
During the game, your poor soul can only move towards Hell, how much it moves | ) All poor souls start the game in the
depends on your tactical skill. Only at the end of the game will you use your Lctters : Start Position.

7 of lndulgcncc to move your poor soul towards heaven. /

- b) During the game, no other spaces of
the Record of Sins can contain more
c?.L B I e i T T b NS than one poor soul.
| | TACTICAL TIP: .4 & ) If a poor soul would ever end its
~ Judge carefully how many sins you are willing to commit to obtain Letters of Indul- movement in an occupied space, it
gence. lf you sin a lot, you will need many Letters to save you from Hell. You can also* instead moves to the next free space.
5 try to win with fewer Letters, but then you will need to sin less than your opponents. ~ -\ | This applies also (when resolving

1 P oy CA s o - (x| e Letters of Indulgence at the end of
f':“' : the game) to the Start Position.

/ | D) A poor soul may not move beyond
the 40% space. There is where Hell

_ ' 7 | > begins. If a poor soul would ever

4 /,‘ - N 3 < - 3 . e % R WA -4 S s 2

5 reach Hell, it doesn’t move at all

e When choosing characters.... P i

and instead stays where it is.

- + his bid is considered higher than other tied bids )

'j, ¢ his notch count is considered higher than etched posts set 1dent1cally

7 )nn':‘,s

[} When comparing etched posts ...

+ his poor soul does not move towards Hell if his notch count shares highest place with another player.

Only the tied player furthest away from Hell moves towards Hell.

If more than one poor soul must move towards Hell at the same time, then...
+ first move the poor soul that is closest to Hell, followed by the others in order of increasing distance from Hell.

When resolving donations ...
¢ his donation is considered higher than any tied donations.

g . i wwrwmw N
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Compare the etched posts:

The player with the highest notch count:
Move his poor soul towards Hell as many
steps as the difference between his notch

count and the lowest.

During the game, poor souls only ever

move towards Hell.

+ Poor soul ends a turn in an occupied
space? Move it to the next free space.

+ The 40* space (right before Hell) is the
last space. No one can go farther.




‘Den of Lust: sin stone added
when your visit a suite

Den of Petty Sins: Two
sin stones added when you

commit a petty sin

Den of Greed: sin stone

added when you buy two
goods

All 3 Pope stones at the same Den of Sin:
Atone for the sins in the other two Dens
of Sin

Player who placed the Pope stone:
+ Take your sin stones back from the other

two Dens of Sin

+ Don’t move your poor soul

Other Players:

+ Take your sin stones back from the other
two Dens of Sin.

# For cach stone, move your poor soul one
step towards Hell.

The Den of Sin where the third Pope stone
was place is unaffected.

+ Two building crews at one site:
Swap them for a nave!
¢ Nave and two building crews at one site:
Swap the builders for a spire
= Cathedral is finished

- Immediately resolve donations

|

The Dens of Sin

\e,@crg gin sfone in a 9en of Sin rcf-rcscnfs an act ofgreeb, an act of fust or a Fcﬂx
sin. '\g(nrg &in fﬁrcatcns fo 9asfen ifs soul & descent fo éz)eff’. wgdger if wiff eoer

come fo f‘Gaf chenbs on tgc :looi:e sfones, wgicg 3rant ginners grace and Fro(cc( fgcm

fvom Funisgmcnf.

As long as a Pope stone remains beside two or more Dens of Sin, nothing happens.

If all 3 Popc stones are beside one slnglc Den of Sin, then the sins in the
other two Dens of Sin are punished:

@ For cach sin stone in the two Dens of Sin without Pope stones,
that sin stone’s owner moves his poor soul one step towards Hell,
beginning with the poor soul closest to Hell.

@ The sins of the player who placed that third Pope stone are forgiven:
his poor soul stays where it is.

4 All players take back their sin stones from the two
punished Dens of Sin.

| # The Den of Sin in which the third Pope stone was placed is spared

by the Popc’s grace. Any sin stones there remain where they are and

cause 10 poor souls to descend towards Hell.

Finally, the three Pope stones are returned to their starting spaces beside
the three Dens of Sin.

Run out of sin stones?

If a player must place a sin stone but doesn't have any left, he must immediately take back all sin stones from one Den of Sin of his
choice, moving his poor soul that many steps towards Hell. He then must place the sin stone(s) that he originally lacked. If he still does

not have cnough, he must empty another Den of Sin in the same way.

The Cathedral Site

This is where the construction of
the cathedral takes place. A finished

cathedral consists of a nave and a spire.

spirc nave

Placing a buildirg crew here indicates A
that this cathedral is to be built. Placing a second crew here completes
the nave. Return the two crews to the builders hut and place a nave here.
If there is already a nave here when a second building crew is added,

return the two crews to the hut and add a spire. Now the cathedral is

flow of the game.

%. 00‘020000 w

building

finished and donations are evaluated immediately, interrupting the normal

DA Ui Sigh SN

w e A o e

Den of Lust Den of Pctty Sins Den of Crccd

pimishmcnt.’

Example:

ﬂdbmm moves a Pope stone. Now, all three Pope stones are above the
Den of Greed. The sins of lust and the petty sins must be atoned. Faula
has 4 sin stones in those two Dens, so her poor soul moves 4 steps
towards Hell. Dominik has just one stone between the two, so his poor
soul moves I step. Crcgor moves his poor soul 3 steps. ﬂ@lhmmﬁb sins

of lust and petty sins are forgivcn.
All four players take back all their sin stones from the Den of Lust and

the Den of Petty Sins.

o FF



._Evaluating Donations
s thn the first cathedral is finished When the second cathedral is finished,

f,;_fhe first round of donations is each player empties his chest’s second
~immediately resolved. Each player compartment and the second and final
empties his chest's compartment I. round of donations is resolved.

’ Compartment II remains closed.

compartment I \

——

Note: To keep things clear it is recommended that

donations be placed on their owner’s resealed box

when evaluating.

To evaluate donations:

#® Take from the supply the Letters of lndulgence listed beside the bread and wine
symbols below the newly completed cathedral. Display these Letters side by

,',‘, side beside the board.
~ # Determine who has made the most valuable donation of bread and wine. For
,, each player, add that player’s donations of bread and wine together, counting
T cach loaf as one point and each bottle as two.

® The biggest donor of bread and wine takes one Letter of his choice from those
displayed by the board. Next, the second biggest donor of bread and wine
takes one of those remaining. If any Letters remain, these two players alternate

picking one Letter until the entire display has been taken.

# If there is only one donor of bread and wine, he takes all the Letters in the

display.

4

If no one has donated any bread or wine, leave the Letters in the supply.

\ 4

Next determine, in the same way, who has donated the most cloth and jewels.
Add each player’s donation of each together, counting each roll of cloth as one
point and each jewel as two.

4 The two biggest donors share, as with bread and wine, the Letters of Indulgence
listed by the icon for cloth and jewels below the finished cathedral.

¢ Finally determine the two biggest donors of money. These two players, as
%t described above, receive the Letters of [ndulgence shown beside the coin icon

below the finished cathedral.

7 0 If donations are ever tied, the tied player whose poor soul is closer to Hell is
i considered the bigger donor.

-~

’? 4 All players. even those that received no Letters, now return any goods they donated to the goods bag and any money they donated

to the bank

Durmg the game only two of the three cathedrals will be finished. After the first evaluation of donations play continues where it was
mtcrrupted by the completion of the cathedral. After the second evaluation of donations the game ends.

% OOOZIOfO w

When the first cathedral is finished: Each

player empties the first compartment of his
chest and evaluates his donation.

When the second cathedral is finished: Each

player empties the second compartment and
evaluates his donation.

The following three categories are
compared:

4 Bread and wine

¢ Jewels and cloth
Paula Dominik ¢ Money

Example:

Paula’s four loaves of bread are worth the same as Gregor’s
two bottles of wine. [lolbasma has donated more, but the
largest donation is Dominik’s, so he chooses first and takes
the red Letter of Indulgence. Then [loliamma takes a blue one. Two loaves of bread are worth one bottle of wine.
Again back to Dominik, who also takes a blue one. JJelbamms h Two rolls of cloth are worth one ’CWC].

takes the last blue one, leaving Dominik the green. Eaula and
Cn:gor get nothing. Had Paula given another loaf, she would
have been tied with ﬂ@ﬁ“&m@ The bigger donor of these two
would have been whoever’s poor soul lay closer to Hell. 1 The biggest donor in each category gets
first pick of the Letters shown below the

cathedral, followed by the second biggcst,
the right to pick then alternating between
those two.
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For rules for two-player games, see page 22. |
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¢ Second Donation Resolution (for the
~ second finished cathedral) empty the
second chest compartment
+ Final comparison of etched posts
+ Evaluate the Letters of Indulgence

First the player whose poor soul is closest
~ to Hell, then the others in order of
increasing distance from Hell.
+ poor souls move towards Heaven:

- For each set of four Letters (4 colours):
.8 steps
- = For each remaining Letter: 1 step

2 Character cards per player
Biggest donor takes two Letters of
Indulgence

One Character Card remains unused.

Ifit’s the ...

. Pope: The Emperor performs his Action

.. Emperor: The Pope performs his Action

.. Merchant: His Privilege is performed by
the player who is closest to Hell at the
end of his turn

|

Game £nd

When the second cathedral is finished and the second evaluation of donations has been conducted, the etched posts are compared once:",'i;"

more (sce page 19). Next the collected Letters are scored. Each player's score is determined individually, starting with the player closest

Hell, followed by the second closest and so on.

& [or cach set of four 4 For each remaining
Letters (one red, one Letter, move your
green, one ycllow and poor soul one step

one blue), move your towards Heaven.

poor soul clght steps
towards Heaven.

Once all poor souls have been moved this way, the game is over. Whoever has reached Heaven has won. This may be more than one

player. If no one has reached Heaven, the winner is the player who is closest to Heaven. )
B, !
Patefluja! Hosannal ...

Rulef for Zwo-player and Three-playee Gamef

Starting bonuses that no one selects are returned to the supply.

Two Players

Character Choice: Each player receives two character cards.
The highcst bidder chooses first, followed by his opponent, then again the highest bidder and the last card goes to his opponent.

Evaluating Donations: The biggest donor (in cach category) first takes two Letters, then his opponent takes two if any remain.
The biggest donor takes any remaining after this. If there is just one donor he takes them all.

Three Players

Character Choice: Each player chooses a character as described for four players. One card will remain.

4 If the Pope remains, the Emperor, in addition to his own Preliminary Action (use of builders) gets that of the Pope (placement of
Pope stone). He chooses which to perform first.

¢ If the Emperor remains, the Pope, in addition to his own Preliminary Action (placement of Pope stone) gets that of the Emperor
(use of builders), choosing which to perform first.

# If the Merchant remains, his Privilege goes to the player whose poor soul lies closest to Hell.

# If the Petty Sinner remains, nothing happens.

At the beginning of the next round, all four character cards can once more be chosen frecly.
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The Emperor presents you with a Letter of Indulgence
If an opponent has the Emperor card and any Letters of Indulgence, he
must give you one of his choice.

Etched post +/

2x

Zhie Youse of Pleasure Cards e

All others move 3 steps towards Hell
Each opponent moves his poor soul 3 steps towards Hell. Please note
the Movement Rules on page 9.

Etched post +//

Ix

Place 2 sin stones in the Den of Lust
Each opponent places 2 of his sin stones in the Den of Lust.

Etched post +//

2x

Move a building crew
Move a building crew from one cathedral site to another.

(Naves or towers may not be moved)

Etched post +// Etched post +/
2x 3x
Move a Pope stone Take 1 Good from the Market ... Steal 3 Taler
Move a Pope stone from one Den of Sin .. without paying for it. ' | Chose an opponent. If he has at least
to another. Etched post +// 3 taler, he gives you 3 taler. If he has less
Etched post +// ' L | you get nothing.
] 3 . Etched post +/

3x - | 2x il BB 1"
Take 3 Taler... x| Take S Taler... « | Take 7 Taler...
... from the bank. F - from the bank. .. from the bank.
Etched post +0 | Etched post +/ Etched post +//

f 2 1x

fy  # 4 25 s LD . : | S q% '.
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Pope presents you with a yellow Letter of lndulgcncc
If an opponent has the Pope card and one or more yellow Letters of '

lndulgence, he must give you one of them.

Etched post +///

Ix

All others move J steps towards Hell

Each opponent moves his poor soul § steps towards Hell. Please note

the Movement Rules on page 19.
Etched post +///

Ix

Place 2 sin stones in the Den of Greed
Each opponent places 2 of his sin stones in the Den of Greed.
Etched post +//

2x

Place a new building crew
Take a building crew from the builders hut and place it in a cathedral site

of your choice.
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REGISTER OF SINS ‘ :
A sin stone must be placed in the Den of Petty Sins by any |

A variant player, other than the Petty Sinner, who:

for the sophisticatcd Penitem | t ¢ Takes back (corrects) his turn, cither in part or in full;

(C il ¢ Takes a character card before he has paid any coins he bid to
0 F{ag 18 fo gin.

L@ow oftcn gaGc we forgi@en our opponents wgen, 9a(7ing

the bank (or returned them to behind his screen, if he may);

# Doesn't rotate his etched post until he has started performing
an action, or until after he has completed it;

¢ As the Merchant, forgets to take a good from the market at the end of
his turn;

(60\» offen 5a6e we, witg ‘]Qafaaf focharancc, o9erfooked

for if?

& Takes a pood or a Letter of Indulgence before paying for it;
cknb‘ga(?e we nof countless fimes asked fga( aff Ffagcrs 8 g PAYPE

# As the Pope, takes a House of Pleasure action of his choice, forgetting

begin new rounds by placing aff game materiafs on theie that as the Pope he may only enter the House of Pleasure with the Pope

conscienfious f“ie"a? # Fails to return his character card to its place on the game board before

kga_in and again 546(, we graciousfjg forgi@cn fgeec sgamcfuf s e oa : the character choice auction of the next round;
faiﬁngs. DBt more! ¢ Forgcts to perform his Preliminary Action;
From now on.let a sin be called 2 sin! . ' # Places a sin stone in the Den of Lust only after performing the visited

booth’s action (for example, having already taken the yellow Letter of

Anyone who commits such a petty sin in ME'A CULPA must immediately place | | Indulgence from Booth 6);

a sin stone in the Den of Petty Sins. The action, however, is not cancelled, though # Places a sin stone in the Den of Greed only after taking two identical
any associated costs that should have been paid must be paid. - goods from the market;

This is the META CULPA variant’s onc‘and only rule. | ¢ Doesn't reveal what he is donating;

Aasa ¢ Doesn't realise that it is his turn when the player before him finishes his;

I .. —HOT > - PR
&

¢ Begins a turn, even though it is not his turn.

i Privilcgc of the Petty Sinner: The ME™ CULPA variant’s one and only rule

EA does not apply to him! He may sin and only has to adhere to the regular rules,
S if one of the other players catches him committing a petty sin. He never has to

') 5

place a sin stone in the Den of Petty Sins for being caught committing a petty sin.

~ Pay attention, watch your opponents closely. They will atone for their sins. Have fun! (Cge o@orb be \\)ifg gou!

And how should we respond to a player who claims that he has not forgotten anything

and that you merely interrupted him before he had a chance to do it? Well, to stop this,
each player must declare when his turn is over. After this there can be no excuse — the sin is
committed! '

Remember that the Petty Sinner may deliberately ‘forget' to pay money, to rotate
his etched post and to place sin stones in a Den of Sin. He only has to do these

-

The REGISTER OF SINS to the right can of course be altered to suit your needs. The

important thing is that the players agree before the game which acts should be considered sins.

things if an opponent ‘reminds him.
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