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 This variant introduces various changes which help makes the game better in my point of view. 

Still, there will probably be rules that will not fit to your taste. The variant is pretty much modular, so 

you use what ever you like. 

 

 Take note that these variants have not yet been tested with the promotional expansions. 

 

Rule Changes 
 

Starting resources 
 

You should always start with the expert setup which has been slightly modified.  

 

Free Resource: After everybody got their starting pieces, take 1 card of each type of ingredients, 

shuffle them and give to each player 1 card. Place the rest of the cards in their respective piles (when 

playing with less than 5 players). 

 

5 Players game: When playing with 5 players, each player gets a half-favor which can either be: 

 

A) Get 1 ingredients card 

B) Get 2 Florins 

 

New Favors: Here are the new favors the player can take: 

A) new worker 

B) 2 ingredients 

C) 5 florins 

D) laboratory upgrade 

 

Scoring System 
 

Basic Scoring: Players will score 1 victory point for each ingredient that was required to complete an 

invention. Which means players will receive between 1 and 4 points for each invention. 

 

Bonus point: At the end of the game, the more types of inventions the players have the better will be 

the bonus. Here is the chart: 

 

2 types = +1 point 

3 types = +4 points 

4 types = +9 points 

5 types = +16 points 

 

Money is a tie breaker: If the score is tied, the player with the most money wins. 



 

How to keep track of victory points: The best solution is to use chips, cube or tokens not supplied 

with the game. An alternate solution is that the player who owns the invention card will score the 

points. This means that if a player makes another player’s invention, he will not get any point. This is a 

bit more unbalancing, but it is a good solution if you do not want to add components. 

 

Florins are worth points (optional): If you still want florins to be important, then each 10 florins is 

worth 1 victory point. That has the drawback of favoring the player who made the most golden 

inventions. 

 

Worker Placement 
 

Wait in line: When players place workers on the board, they only place 1 worker at a time. When 

resolving the worker placement, the resolution is done from the first to the last worker in the line. So it 

is not possible anymore to overbid your opponent.  

 

 When placing a master in the line, he is always placed at the beginning of the line in front of the 

workers but behind other masters in front of the line. So masters always have priority but not against 

other masters already there. 

 

Multiple workers in same line: Players can place more that 1 worker in the same line. It will give 

them the opportunity to buy the reward more than once it is does not cycle back to them. If placed at 

the council, it also allows them to use more than one option. 

 

No placement on laboratory: Players does not need to spend a turn to place worker on their 

inventions. They can all be placed on the inventions at the beginning of the turn and use any of them to 

bid on the board. Any unused workers will be used for research. This is useful for remembering how 

much you wanted to assign to your research. 

 

Council Powers 

 

The powers of the council has been slightly powered up. 

 

Move Worker: The player is allowed to take any worker in any line and send him at the end of the 

line. Masters cannot be moved. If the worker placement rules explained above are not used, use the 

variant from the original rulebook instead. 

 

Florins: The players will gain 2 florins each time this option is taken. The florins do not accumulate if 

the option is not taken. 

 

Resource: The player who takes this action will receive 1 resource of any kind.  

 

Inventions: The player can look at the 4 cards from the invention deck and reorder them. He may place 

the first card face up on the top of the deck. This will allow that invention to be fulfilled this turn. 

 

Inventions 

 

Shown Inventions: There are always 5 inventions shown what ever the number of players is. 

 



Card Distribution: During the setup, the invention deck is not stacked the same way. Separate the 

invention in 5 different decks and shuffle each of them: A) Gold 21-25, B) Gold 16-20, C) Silver 11-

15, D) Copper 6-10 and E) bronze 1-5. Then take 2 cards from pile B, place them over pile A and 

shuffle pile A. Place the cards at the bottom of the deck. 

 

 Continue the process with the other stacks. Which mean take 2 cards from pile C, add them to 

pile B, shuffle and place on the deck. Then 2 cards from pile D to C, from pile E to D and the last 3 

cards are simply placed on the top of the deck.   

 

Revealing inventions: The revealing of which invention was completed is done one player at a time. 

Starting from the first player, each player reveals 1 invention. If the invention was already revealed by 

another player, this turn or the previous turn, he will not receive the invention card and will receive less 

florins. In other words, the player that reveals the invention first will get the card and the bonus florins. 

 

Replacing inventions: When each player has revealed its first invention, replace each missing 

invention card with a card from the deck. Then players can start revealing their second invention. In 

other words, you have more chance to complete an invention that was not in play during this round.   

 

Others  
 

First Player Rotation: The first player rotates in clockwise order at the end of the turn. 

 

This is it, Enjoy! 

 

If you want more information about other variants or games I designed, you can take a look at my 

website. 

 

http://ariel.bdeb.qc.ca/~ericp/boardgames 

 

Or you can contact me by e-mail at ericp@ariel.bdeb.qc.ca 

 


