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Ancestree
b‘ Eric M. Lanj

.Plgem: 2tk 6
Jlﬁe.r: 8+

Duration: 20 minutes






Ob’ect'

It’s late at n{glﬂ' i the historical each rounc{, you score _poz'nb' ﬁr' unbroken
arc/:fve.r, and you "re out to _prove to your iJ)‘lm.fh.e.f and ﬁr' " your ﬁm{l)".r riches.
rivals that " you have the jreal'e.d' lz'neaje When _your tree 1s com_plel-e, score bonus
of them all! Draft tles and reveal _points _for all the mar'm'aje.f celebrated.
ﬂ.ra'naﬁnj ancestors in your ﬁm{l]‘ free, The _Plfzjer with the /1{9/1&;1' seore wins—
which grows over three rounds. J{;u) does  and jaz'n.r those all—z'm_porl'anl- jenealcyz'cal
your ance.ft'fy stack l_lp.? At the end gf Lrajjz'nj r{gltb‘.’

Contents

o 110 Ancestor tles

o 6 Scoreboards

« 96 l?jna.rb’ tokens
(valued I, II, and IIT)

o 10 Gold tokens {
ﬂn denorminations of 1, &, and 10 }



Seh_:p

Each _Plger j?f’.f a Scoreboard. Slzqﬂ?e all _plaa'nj the tiles into the box lid ﬁr easy
Ancestor tles ﬁce down into a larye _pz'le access. ) Each _plger should have a larye
that 1s ea.rz:lj accessible to all Jul:z)’em. open space on the table in ﬁont" gf them

f L table space 15 limited, we suqgest where 1'/19* will build their ﬁmz:l)’ tree.

Ancestor Tiles

Each Ancestor tle has ﬁur um'q_ue
Seatures: J{;r{l‘aje, Leaves, J{;arb',

and Coins. ' é' 2P

The J‘[e'm'l'aje 15 shown b’ the border

cc?lor and ﬁm{l] scon. Each Jlnce..f['or k

trle Lelonj.r fo one gF ﬁve jreal' lmeaje.r : T A Y
of the Old World: Gold Eajle, 'J{:’Zf J{:’arl'.r represent_potential
‘ﬂ Blue Camel, ml’ur:ple Elgp/wnl', marm}zje.r that ancestor may have in
’% Grfj Lion, or A% Red ijon. the course of their lLife. Two connected

/uz[f I represent a marm'aje '
“J{;Zf Leave.f connect up with between two ancestors.

of/:er /uz]f Leaves to rgpre.fent'

_parents and ﬁrebeam, or down to

rgpre.fenl' cﬁz'ldren and descendantss. ancestor conl'm'bul'e.r to l'lre ﬂzmz:l].



Game Pl:z)f

The geme takes Julace over three rounds. 3- Build Your .Fbm{l)' Tree

At the l:{f;z'nm'nj gf each r-ound, all Eveg-one reveals their chosen Ancestor

_plgem random!; draw six Ancestor tiles  tle at the same time. lf it the ﬁr'.rt'

ﬁ'am the _p{le to create their hand. Ancestor tle gf _ your free, _place ot ﬁzce

up on the table in Sront of " you. Future
Each rounc{, l'cyel'ﬁer, _plgem will

ancestory ' you add can on.l)f grow_your
1. choose a tile ﬁ-am their /wnc{,

ﬂzmz:l] tree in one gf' two ways:
2. pass their unchosen hole.r, and then ARG e 1g¢ [ J{“, ik ) o

g .rz'mull'aneou.r.l)‘ build their ﬁzm{lj o e R B T f L“yc").

1. Choose an Ancestor Tile Once an Ancestor tile 15 added to a tree,
Everyone looks at their Ancestor trles, ot may not be moved fér the remainder
chooses one, and places it face down in of the game. Ie " you choose a tile that
Sront of them. _you cannot place a.rp'w/zere in your tree,

_you must discard it _ffom the game. That
2. Pd.ff Unfl’o.fen lAncefl'or' 1-'1.1?." ancestor is lost to /u._,'f-gg_’

Each Julger _passes the remaz'm'ry unchosen
tiles in their hand face down to the
_plg'er on their LEFT fcloc}eu)z}e ) n
Round ¢ and Round 3 and to the _plgfer'
on their RIGHT fcounl'emlac}ewz}e } in
Round 2.



A. J:larm'aje

Place . your chosen Ancestor tle Jz'rwf:l)f
to the left or r{glﬂ" of a tile alr'eaiJ)f n

ma T'I"l.dj?

your ﬂzm{lj free to com_plel'e a J{;art-.
Dgpendz}y on the number of completed
J{;arl-.f, Ancestor tles may have up to
two uﬂarm‘ajex to score at the end of
the game. Ancestors of any J{;r-{faje
or jender may marry.

B. Parent and Child

Place - your chosen Ancestor above or
below another tile alreaiJ)' n _your

ﬁm{lj tree, .d'ajjered left or r{g/:l-,
to complete at least one Leaf. Tiles

may not be .rq_uare!)’ al{gnec{ above or '71{94“
. l 13/
below one another. Parents and children L7

can be o‘f any J{;m'l'aje.



About Szle'nj.r and In-Laws

When - you _pl:z)f a tle, _you must establish

one valz'd lz‘n}e via Leqf [parenl- or
child j or Meart f spouse ) Bgfond that,
it doesn’t matter y‘? there are unlz‘n]eed
:f)'mlvol.f elsewhere on the foac/u'nj trles.
These .rz'm_p!j represent other relations,

J’“C/1 as J‘IZZl}yJ or z'n—law.r.

valid link

no _prol’lem

Continue clmo.rz'ry, _pam'nj, and addz‘nj
Ancestor tles to your ﬁzm{lj free.

This /u_zp_pen.r Sfive times each round, unt:l
everyone 15 lgﬂ' with one Ancestor tile
mn their /wnc/; this last tle is discarded
ﬁ'om the game and not used. This action
marks the end of the round.



EHC{ ef .RO“IZC{

At the end of each of the three rounds,

_plgem score Jvoz‘nl'.r bf comjmm'nj
IP)na.fh'e.r and jaz'm'ry Coin tokens based
on their ﬁzmz:l] tree as described
Lelow; tokens are then _placed onto their
Scorehoard accordz'ry to J{e:m‘l'aje

anc{ T'OUIIJ .

COMPARE DYNASTIES

A I?fna.fbf 15 an unbroken jenerah'on

f vertical ) chain cf l'ouc/u'ry Ancestor
tiles of the same J{;r{faje. It does not
matter whether the tiles have a _parent-
child relah'on.rlx_z)v, as lory as the tiles
touch verh'ca{l)’ and have the same color
ec{ye.f. J{;m'qnfal f married )
ancestors ’eegp a I?jna.fbf
intact but on.l] count as

a .n'ryle jenemh'on. Onb' - your
lorye.rt' I?)‘tza.ry i each

= (9

\ E .fcor'z.r{f; _purposes.

em.l'aﬂe counts ﬁr

For example, in Louise’s ﬂm{lj,
the Blue Camel P)fna.rbf spans four

jenemh'an.r. She also has a Gr-gf Lion

l?)-na{bf of one jener'ah'on f the other
disconnected Gr-g' Lion doesn’t /w_lp j



Each _plfz]er' compares their ﬂm{b' tree
with the _pla ors .fz't'h'r{g z'mmedz}ztﬂj

to their left and r-z:glzf'—al.ro known as
nez:y/rbam. Who has the lorye.ff' p)'na.rh'e.r
between ne{gl:lvom‘? In each of the five

J{;r-z'tuje.f, _plfz)'em ja{n one .Z?)fna.r‘bf

f'o]een ﬁr each ne{y/:bor 1'119' beat.

Maurice
Red Dragon: 2

Gold Eajle: 2
Grey Lion: «

Plfz)'er'.r jaz'n no tokens Sfor tres.

® N
Gusele
Gold anle: )
Purple Elgp/mnl': /Y R

In this example, Maurice and Lourse
are Gisole’s nez;g/ilwm. Gusele earns

two tokens in Gold Eajle because her
Gold Eajle .Z?)fna.fy 15 lanjer' than both
ne{y/:éam. She carns one token in Purple
Elgp/rant' Sor lveah'nj Maurice, but since
she’s tied for Purple Elephant with

Lourse
Blue Camel: 3

Gry Ll‘dﬂ.’ 4

Louise, she earns no token there.

Pur_'ple Elgpbanh 7

"



In round one, use the l?)‘na.’:b’ tokens IMPOR TM In a two-player
marked I. In mm.nc/ two, use the tokens game, when 4 _Plf’)"”' would norma{l)f
marked II, and in round three, use those  colloct one Dynasty token for a J{;m‘faje’

marked TII. AF the end of the game, that _plfzjer collects two l?fna.fbf tokens
cach P)fna.rg token 15 worth _poz'nt'.r eq_ual instead.

to the number _pr-z'nt'ed on z'l', ma’ez'nj the
third round the most valuable at 3 _poz'nt'.f

Gisele’s scoreboard after round one

per token!
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GAIN COIN TOKENS

AF the end of each round, _pl:z)fem also IMPORTANT: Ancestor tles Srom

jaz'n 1 Coin ﬁr each Coin 1con curr-enl:l] _prevz'ou.r rounds are cumulah.ve; that z‘.r,
visible in their tree. For example, a t'/19' continue to contribute to the Con
ﬂmz:lj free conl-az'm‘ty 6 Coins earns the tokens carned qﬂ'er- cach round.

_plfz)'er one j—_-poz'nl' and one z-foz'nf' Coin

tokens. f u‘llwfj.r award Coin tokens in the

lar:ge.rl' increments _po.f.n'l-le. }

2



End of Game and uﬂarm'aje Bonus

Afer _plfz)'em‘ compare l?fua.fh'e.r and
jaz'n Coins ﬁr the third munc{, ﬁnal
.fcar-z'nj L{gz‘m‘. First, add up all the
numbers on the l?)ma{bf and Coin tokens
earned Jur-z'rg the game. T hese are

vz'cl'og _po[nl'.f.

Then everyone recetves a uﬂarm'aje

Lonu.f. This bonus is based on the
number gf marr-z'aje.f across a ﬁzm{lj
Free, and 15 calculated u.n'nj the J{;ar-f'
scale shown at the bottom gf cach

_plfzjer "s Scoreboard. The uﬂarm'aje bonus
adds to the exz'.rh'nﬂ vz'd'o.ry _poz'nl'.f alreadj
counted ﬁ-om l?)-na.fh'e.r and Cons.

For exam_ple, with e{glﬁ' mar-r-z}zje.r, this
_plfzjer' earns 30 more vz'd'ov- _poz'nl-.r.

)

Ma r'm.aje.r Points

/ /

<o RSEENALSE NATRAEY
o~

I
Q

9 3

0 40

2 45

2 50

Each +5
Additional

Winner

The _plfzjer' with the most vz'cl'og _poz'nl-.f
wins, and earns lamjjz}y r{glxl:r ﬁr the
jreal'e.fl' ﬂzm{lj tree 1n /n)‘fag!

In case of’ a h'e, _plfz)'em share the vz'cl'ozy.
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