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„JOKER“
The Joker allows you to 
view an Advisor's face-
down cards. Between the 

end of phase 3.1 and the beginning of 
phase 4 "Audience" you call "Joker" to 
use it. If several players have placed 
the Joker, they may view all the cards 
of one Advisor. Please note the order 
of the players. If you forget to call 
"Joker", you may not look at any cards.

"POINTS-LOSER"
Whoever was able to 
win the favour of the 
Prince and scored the 

least points in the ranking fulfi ls the 
mission. Who is not in the evaluation 
cannot fulfi ll the mission!

"GETTIN‘ NOTHIN‘" (2x)
Who could not win the 
favour of the Prince in 
his selected category, 

has fulfi lled the mission. Even if there 
was a tie of points or only negative 
points were scored, you got some-
thing. Only he who did not come at 
all into the evaluation, got "GETTIN‘ 
NOTHIN‘".

"INTRIGUER"
Plus points count minus 
and minus points count 
plus. The effect only 

occurs when the Advisor has won the 
favour of the Prince. The chip has no 
effect on the determination of which 
Advisor is allowed to go to the crown 
fi eld during a jump-off.

How the missions are brought into play:
During the setup of the game, each player 
has received the 8 mission chips belong-
ing to his fi gure. The symbols on the chips 
are described in detail on this page. In 
each round you try to fulfi ll a mission. At 
the end, 3 mission chips remain unused. 

In phase 3, "Hidden Offer", you place in ad-
dition [3.1] one of your mission chips face 
down next to your two face-down cards. 
Now you have decided for a mission. 

Tip! You should place your mission chips in 
front of you during the setup, so that the other 
players do not see which mission you choose.

In phase 6 "Audience – evaluation of 
offers" you check whether you were able to 
fulfi l your mission. All mission chips will 
be uncovered. 

If you are successful, you will collect the 
mission chip for the fi nal evaluation in 
front of you. If you don't complete a mis-
sion, you return it to the game box. 

There's one exception: the Joker. 
Before Phase 4 "Audience" begins, 
you call "Joker", place your Joker 

chip back in the game box, and look at 
another Advisor's face-down cards.

The diff erent missions explained in detail:

"ONLY 1 AND -1" 
All cards in your display 
may only have a value of 
1 or -1.

"ALL NEGATIVE"
All cards in your display 
must have a negative 
value.

"ONE COLOUR"
All cards in your own 
display refer to only one 
area of interest.
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After this evaluation you can 
evaluate the fame chips. Now 
you know which player or play-
ers have made the highest bid 
to Ottheinrich. All players who 
placed their fame chips before 
these players receive 1 or 3 
fame points, depending on the 
chips they choose. All other 
players may loose up to one point because 
their bet was incorrect. 

7. Draw cards

After the fi rst and second round, draw 
three cards each from the draw pile and 
complete your hand cards. In the fourth 
and fi fth round, you will only have 6 and 3 
hand cards respectively.

8. End of the game and fi nal rating

Ottheinrich fi nds his best Advisor after 
the fi fth round, which you evaluate as usu-
al. Fame and honour are now due to the 
Advisor with the most fame points. You 
will also have to make do with the Prince's 
cash situation, because you hope in vain 
for payment by Ottheinrich.

(If you play with the variant "Mission 
expansion", add the points of the fulfi lled 
mission chips  and then see who has 
the most fame points.)

Variant: "Mission expansion"
To make it easier to get started, we recom-
mend that you leave the chips in the box 
for the fi rst playthroughs. They expand 
the game and add an additional thrilling 
strategic element.

   In this case player 2 will win with an 
infl uence of 6 points and can place his 
token in the crown fi eld. In this example 
player 1 gets 4 fame points, player 2 gets 
2 points and player 3 gets nothing.

The Advisors who can win the favour of 
the Prince in an area of interest benefi t 
from all the cards played in that area. In 
most cases, this will end positively for you 
if the other Advisors want to annoy you, 
but they may also have made bad offers 
with minus values, which you have to 
take into account, so that the balance can 
also be negative. The calculated value will 
be deducted from the fame point bar. But 
nobody can fall below the entry level "0".

If there is a draw in the evaluation, only 
one card is counted at a time. The cards 
of the other players do not play a role in 
this case. The Advisors concerned place all 
their tokens on the crown and may deter-
mine the card to be evaluated themselves.

In this example player 1 counts the „castle 
3“-card and gets 3 fame points. 
Player 2 can only count one of his castle 
cards. Therefore player 2.) gets 1 fame 
point for one of his „castle 1“-cards. 
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1. Determine player order

In the fi rst round you can skip this step, 
you have already defi ned the order in the 
game preparation.

From round two, the order is always de-
termined by the fame points. The starting 
player is then the Advisor with the most 
points. All other players also follow accord-
ing to their position on the fame point bar 
and not in seating order.

If there is a tie, the upper tile has priority 
over the lower tile. If several Advisors 
have no fame points, they remain in their 
already defi ned order to each other.

Tip! Being a starting player is not necessarily 
an advantage, which you will quickly notice.

2. Open off er: reveal one card

The starting player begins and lays one 
of his cards face up in front of him. He 
reveals to the other Advisors which area he 
would like to interest the Prince in during 
the audience. 

All other players proceed accordingly in 
the order in which they play. The players 
are free to choose their cards; they may 
lure Ottheinrich into identical areas, but 
may also arouse other interests.
 
3. Hidden off er: play two cards face down

After all players have revealed one card 
face up, all players will simultaneously 
play two cards face down. None of the face-
down cards may exceed the value of the 
player's face-up card. However, different 
categories may be played. 

Example: If you play a "1 travel"-card, you 
may add a "3 food"-card and a "1 castle-
building"-card to it. However, you may not 
place another card above the value of 1. 

If you start with a negative card, you must 
be able to play two more negative cards 
from your hand that are less than or equal 
to the fi rst. 

This rule must be observed when playing 
the face-up card, so that the remaining 
cards can fulfi ll this condition. Anyone who 
violates this rule will not be admitted to 
the current audience.

Tip! The two face-down cards bring excitement 
into the game. You can strengthen your open 
off er considerably, but you can also annoy your 
opponents with minus cards. 

4. Audience: defi ne the focus of the off er for 
the interests

Beginning with the starting player, you 
determine in which area you would like 
to make an offer to the Prince in order to 
achieve his favour. You will have to decide 
where your chosen cards will score. At this 
point, at the latest, you will know that the 
starting player has no great advantage. 

PLAYING THE GAME
You play five rounds, the first two rounds of which are mar-
ked by seven phases. In the last three rounds, the seventh 
phase of drawing is eliminated, so the number of cards in 
your hand is reduced by three in each of the final rounds.

Use the overview cards for the fi rst games.

Rundenablauf  
1 Spielerreihenfolge  
                   

2 offenes Angebot     
                  
  
3 verdecktes Angebot       
            
 3.1 [Erweiterung: Aufträge]

4 Audienz    
  
        
                  
5 Ruhm und Intrige   
    
                 
6 Wertung                                       

7 nach Runde 1 und 2  
zieht jeder 3 Karten nach
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played against the fi rst card dealt face up.
If several players have placed intrigue 
chips, they are settled in the player order. 
In the event that more than two intrigue 
chips are placed with one Advisor, a max-
imum of two possible cards are eliminated 
and all intrigue chips are placed in the 
game box at the end of the round. 

The following evaluation of the audience 
by Ottheinrich takes place in the follow-
ing order of areas of interest on the game 
board. 

Advisors who have de-
cided on an area alone 
during the audience 
place their token on 
the crown fi eld if they have not done so yet. 
This indicates who has won the Prince's 
favour and is therefore in the rating for 
this round.

In case of competition with two or more 
Advisors in one fi eld, all have to compare 
their personal expenses with each other. 
Whoever can show the greatest commit-
ment with his own cards for Ottheinrich 
through the highest point value wins this 
argument and comes to the crown fi eld. 
The highest point value can also be the 
lowest negative value. 

However, you may only select areas from 
which you have dealt cards face-up or 
face-down. Once you have made your 
decision, take your token and place it on 
the appropriate colour fi eld for your cho-
sen area of interest, which may be chosen 
several times by the other Advisors.

At the end of the audience, all players 
who stand alone in an area of interest may 
stand on the crown fi eld. So it is clear that 
they are in Ottheinrich's favour. How many 
fame points you get, you'll fi gure out in the 
rating. Players who have chosen the same 
area of interest during the audience must 
wait until it has been determined which 
player will receive Ottheinrich's favour. 

5. Fame and intrigue

Each of you have two fame chips and 
one intrigue chip. The intrigue chip can 
change the rating, but can only be played 
once. With the fame chips you have the 
opportunity to profi t from the fame of the 
most successful Advisor. You get them 
back at the beginning of a new round. In 
player order, each player places a chip be-
fore an Advisor. You can do that to yourself.

Tip! Even if you can't make good off ers, the 
right tip with the fame chip may bring you 
fame points. All you have to do is decide how 
much risk you want to take. The use of the once 
usable intrigue chip should be well considered 
and used against the main opponent.

6. Audience: evaluation of off ers

The evaluation of the offers reveals how 
successful you were. You reveal all your 
cards face down and all your fame and 
intrigue chips in front of you at the same 
time.
First, the intrigue chips take effect. Players 
who have played such a chip eliminate one 
of the two face-up cards from the player's 
face-down offer by placing their intrigue 
chip on it. After the rating, the chips are 
returned to the game box, as they are 
only used once. Intrigue chips cannot be 
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Dear gaming friends

Follow us into the epochal change at the beginning of the 16th century, into 
the time of the Renaissance. Ottheinrich von Pfalz-Neuburg, who lived from 
1501 to 1559, was a signifi cant prince at that time. Even today, the people of 
Neuburg still celebrate him every two years at their castle festival.

At the age of 20, Ottheinrich and his brother took over government responsi-
bility for the Palatinate, a fragmented region that stretched from the Danube 
via Franconia to the Upper Palatinate. The later Elector stood out from his 
time because he was an early patron of the arts and master builder who was 
unafraid of expenses. The people of Neuburg can thank him for a magnifi -
cent Renaissance castle. His costly way of life made him constantly walk on 
the brink of bankruptcy. By 1544, his debt had grown to over one million 
Gulden. His land deeds saved the prince, who in return sold parts of his 
property to pay off his debts.

Ottheinrich was an early convert to Luther's Reformation, and the castle 
chapel in Neuburg is considered the fi rst church building for the Protes-
tant rite. In the Schmalkaldic War, the fi rst religious war between Catholics 
and Protestants, the prince, who was isolated in southern Germany, was 
ostracized by the Emperor and had to go into exile for six years before he 
was allowed to return to Neuburg in 1552. Ottheinrich, who weighed almost 
200 kg, was already badly ill at that time. Although he still experienced the 
assumption of electoral dignity after the death of his uncle, Elector Freder-
ick II of the Palatinate, he was only able to exercise the associated offi ce of 
archduke for three years.

Ottheinrich can be regarded as an enlightened prince of his time. Despite 
many debts, he promoted science, for example by allowing the dissection of 
corpses, which was not a common practice of the time. Besides his build-
ings in Neuburg, future generations especially appreciate the construction 
of his Bibliotheca Palatina, the most important scientifi c library of the 16th 
century.

The prince surrounded himself with many advisors. At this point, we settled 
on the game idea. Everyone assumes the role of Ottheinrich's advisor. Often 
we support him, but sometimes intrigues against our competitors also 
tempt us. In order for Ottheinrich to afford his lifestyle, books and buildings, 
we help him to invest money, pay attention to his appearance, accompany 
the construction of the castle and do everything we can to ensure that he can 
travel in keeping with his status and always fi nd a richly set table.

The player who proves to be the best advisor or intriguer wins the game. We 
hope you enjoy your trip to the Renaissance of the later Elector Ottheinrich 
von Pfalz-Neuburg.

GAME IDEA
As friends and Advisors of the Prince, you want to satisfy 
his interests. Offer him exotic journeys, organize great 
feasts and erect impressive buildings. In just fi ve rounds 
give all you've got. Only one of you will win the game as the 
best Advisor. How your fame points come about in the end 
– through your strategy, perfi dious intrigue, or some luck, 
it doesn't matter. Win by any means necessary. Enjoy the 
fruits of your success!
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If less than fi ve Advisors are involved, you 
can randomly choose the areas of interest 
by shuffl ing the category cards and draw-
ing one for each player. Unused sets are 
returned to the box.

Tip: Start your fi rst rounds in the game with 
three people building castles, clothing and 
travelling, add the money for a 4th player.

After you have shuffl ed the cards well, 
each Advisor receives 9 in his hand. The 
remaining cards come as a draw pile next 
to the game board.

Whoever was last to visit Neuburg be-
comes the starting player. If no one knows 
the city on the Danube, you should make 
up for it. In this case, the player with the 
Horseman starts; if he is not selected, the 
thickest player starts. 

The starting player determines the order of 
the fi rst round, which is displayed on the 
game board. The starting player takes the 
fi rst position, the others follow in clock-
wise seating order. 

The other pieces are 
placed at the edge of 
the game board, one 
for the fame point bar 
and the other for the 
audience towards the 
end of the round.

So that you can start the fi rst round right 
away, distribute the game material and 
prepare everything as follows:

At fi rst you slip into a role as Ottheinrich's 
friend and Advisor. Who do you want to be? 
The Priest, the Fool, the Lady, the Merchant 
or even the Horseman?  

Now that everyone has chosen a role, your 
player colour is clear too. In your colour 
you take the two fame chips and one 
intrigue chip and the three wooden 
tokens. 

First you prepare the playing cards. For 
each Advisor, the 16 cards of an area of 
interest are placed in the game stack. As 
you can see, the back of the cards is always 
the same, Ottheinrich resides there with 
his portrait. The front shows the categories 
of particular interest to Ottheinrich:

• travelling

• clothing

• meals

• money

• castle-building

Each deck has an individual value distribu-
tion with positive and negative card values. 
The strategic use of these cards is what 
makes NEUBURG so attractive.

In addition to the 80 playing cards, you 
will also fi nd fi ve overview cards and fi ve 
category cards. Each player receives an 
overview card. You place the category 
cards of the different areas of interest in 
the game on the edge of the playing fi eld 
to look at. 

SETUP

1
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makes NEUBURG so attractive.

In addition to the 80 playing cards, you 
will also fi nd fi ve overview cards and fi ve 
category cards. Each player receives an 
overview card. You place the category 
cards of the different areas of interest in 
the game on the edge of the playing fi eld 
to look at. 
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Ottheinrich –  Ruhm und Intrige

COMPONENTS
• 90 cards
16 playing cards each in Ottheinrich‘s fi ve 
areas of interest, 5 overview cards and 5 
category cards

• 40 mission chips
8 each in the 5 player colours

• 15 fame and intrigue chips
3 each in the 5 player colours

• 15 wooden tokens
3 each in the 5 player colours

• 1 game board

• 1 set of playing rules

Ottheinrich – Fame and Intrigue NEUBURG
A quick game 

of poker for 
3 to 5 players

1. fame point bar

2. player order

3. audience

4. draw pile

5. mission expansion chips
(details on page 7)

6. Setup for one player: 
9 hand cards face down and 
3 fame and intrigue chips

1

2

3

5

46


