
The Dutch Golden Age 
 

 
Setup 
Yes, when you have placed your Influence Marker you should have 5 left. Yes, when you have placed your two Movement Tokens, you should 
have 3 left. Note that the limitations on where you setup your Movement Tokens only apply during setup, not later in the game. 
 
Using A Guild 
Using a guild is a two step process. First gain control of the guild. This is a free action that costs one more guilder than the old controller paid, or 
3 guilders if nobody owns it. You don't pay this again (unless you lose control of the guild). You must take the Influence Marker from your 
reserve (not from on the board).  
 
Once you control the guild you may use its special action on the same turn. This costs the same as a province's Special Action (eg 3 to draw a 
card, 5 for a movement token, 1 to advance a painting). The cost to use the Special Action is NOT the number you paid to take control of the 
guild. Next turn if you still control the guild you can use the Special Action again. 
 
Brown Special Actions 
You may only add a guilder to one painting with each Special Action. You may have several unfinished paintings in play. Sometimes this is 
useful if you don't want to have to finish a big painting because you don't need that many VPs to win the game. Note: if you win a Brown auction 
you do not have to pay 3 guilders if you want to draw a card, but you do have to pay the one guilder to advance a painting that is in play. 
 
Put Influence Markers 
You can't place an Influence Markers (by exchange 3 Movement Tokens) on a region that already has one. 
 
Moving Influence Markers 
If you are using all six Influence Markers you can move an old one, with two restrictions. 
1) You cannot move an Influence Marker when it is flipped. 
2) You cannot move an Influence Marker to gain control of a guild, but can to create a colony in the Indies or control a province. 
Once moved you can use its Special Action on the same turn (the same as if it had come from your reserve). 
 
When To Play Cards and Hidden Information 
There is no bluffing in the game. All player cards and money stacks are open for any player to inspect. You do not have to play cards 
immediately but there's no point in delaying because everyone can see you have that Windmill or cash card in your hand. Yes, even if all you 
have is a cannon card, everyone can see that card. 
 
Timing Issues 
There are no timing issues. Everything happens on your own turn and nobody else can do anything while it is your turn. You do anything you 
can in any order you like. Your turn ends, you announce your total number of VPs, possibly win the game and if not, the next player goes. There 
are only two exceptions. 
 
Things You Can Do On Someone Else's Turn 
1) bid on an auction 
2) if you win an auction you must pay the bid and then perform the special Special Action (draw a card, put a coin on to the artist, or place a 
Movement Token) 
 
In particular you cannot do these things on another player's turn: 
You cannot play any card, even one you just drew in an auction. You cannot merge 3 Movement Tokens to create an Influence Marker. You 
cannot total up your VP score and win the game, even if you managed to increase your VP score to 33 or more as a result of an auction (if this 
happens you cannot win until your next turn). 
 
Bidding 
You cannot bid on your own auctions. (although it might make an interesting 2 player variant?) If nobody bids on an auction the Influence 
Marker is still flipped 
 
Playing a Card From Your Hand 
This is a Free Action and can only happen on your turn. Exception: you can play the dice card instead of rolling the dice on your own turn. 
(normally you cannot perform a Free Action before the king has been moved). 
 
Dice Card 
As above, this card is used instead of rolling the dice on your own turn. You do not get to roll first and then play the card, or play it on another 
players turn. 
 
Reshuffle 
Yes, if you need to draw a card and the deck is empty, just reshuffle the discard pile. 
 
Map Details / Corrections 
The numbers in the provinces represent the cost of their usual special action (it's just a reminder). Holland is considered adjacent to Zeeland 
and Friesland (the two blue provinces) for the purposes of moving Movement Tokens. The blank grey space on the track in the bottom left of the 
board is supposed to be Vlannderen. The province's crest is correct but in some editions the name was left blank.  
 
VPs 
Influence Markers for guilds do not score VPs. This is stated in the English rules but not as clearly as in the original. 
 
 
 
 
 
 
 
Based on bgg thread: 
https://boardgamegeek.com/thread/939765/faq-and-summary-rulings-leo-colovini 
With some additions (the faq about new Influence Markers to put on region) 
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