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The Fourth Rattus Expansion

Europe, 1350. The Black A university gives prestige to

Death has laid waste ‘ ' its founder and educates
to much of Europe. \ . the people by giving
However, the thirst for | them improved abilities
knowledge never dies 7 and new skills. Will
and new universities are these skills be helpful in
founded across Europe. the fight against the plague?
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25 event cards,
i (5x "University
- founded”, 12x
“Class bonus” (2 for each class),
9x “Discard class cards” and 6x
6 class cards (1 for each of the 6 classes Royalty, Chivalry, Bour- “No event’)
geoisie, Church, Magic and Peasantry)
12 university victory

EEIEIEIEIET

6 upgrade tiles (1 for each of the 6 class cards King, Knight, Mer- ‘ 2 university
chant, Monk, Witch and Peasant), with two sides (Level I1/Level I11) '-—-J pieces

Overview of this expansion: This expansion consists of two modules: The Upgrades and The Univer-
sities. Additionally, this expansion contains six new class cards which are designed to be used together
with one or both these modules. Most of the class cards require one of the new modules, but apart from
this, you can combine the parts from this expansion with the base game and any other expansion as you
wish. You can play with just one of the new modules, with both of the new modules, or with one or
both of the modules combined with any number of the new class cards.
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Nivdule 1: The upgrades

This module consists of six upgrade tiles which allow players to upgrade the class cards from the base game.

Set up: The game is set up following the rules for the base game and any expansions used. Additionally,
place the six upgrade tiles next to the board.
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Game overview: The game is played following the rules for the
base game and any expansions used, with the following addition:
If a player holds a class card from the base game(Peasant, Mer-
chant, Monk, Knight, Witch or King) at the start of his turn, he
may choose to upgrade this card. If a player upgrades a card, he
can't take a new class card this turn. An upgrade replaces the card’s
basic ability with a better one. The card still counts as only one class
symbol when evaluating rats. To upgrade a basic class card take the
corresponding upgrade tile and place it on top of the class card with
the level Il side up. If a card is already upgraded (and has an upgrade  teeeeuveiiiiiiiiiiiiiiiiinniineinnt
tile on it), flip the upgrade tile so the level Ill side is up. A class card which has already been upgraded
to level Il cannot be further upgraded.

Note: If an upgrade tile is not available
(because of the Inquisitor or the Alche-
mist, see class card descriptions below),
the corresponding class card cannot be
upgraded.

Important: If a player takes an
upgraded class card from another
player, all upgrades on that card are
lost and returned to the supply. The
new owner of the card may upgrade
the card to level Il on his next turn.
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Overview of the upgrades:

You may move two cubes from any one
region (even from a region containing rat
tokens) to the palace.

You may move one cube from any re-
gion (even from a region containing rat
tokens) to the palace.

You may move the plague piece to any
region. Before revealing any rat tokens
you may decide to make it count as
two neutral population cubes (like the
basic card).

You may move the plague piece to any
region. Before revealing any rat tokens
you may decide to set the population
limit of all rats in this region is zero.

You may move an unlimited number of
your own population cubes to an adja-
cent region.

You may move an unlimited number
of your own population cubes from one
region to one other region (doesn’t have
to be adjacent).

You may move one rat token from one
region to another region (doesn’t have to
be adjacent).

You may move two rat tokens from one
region to another region (doesn't have to
be adjacent).

You may look at three rat tokens on the
board and swap them any way you like.

You may look at four rat tokens on the
board and swap them any way you like.

You may place an additional cube in
any region (doesn't have to be the same
region as the regular cubes are placed in).

You may place two additional cubes in
any one region (doesn't have to be the
same region as the regular cubes are
placed in).
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This module introduces universities, which will be founded in various regions on the board at random
times during the game. This will allow the players to score additional points during the game.
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Set up: The game is set up following the rules for the base game and
any expansions used with the following additions:

* Place one university victory point token in each region of the board.
In a game with two or three players some of the regions are not
used, don't place tokens in the regions. (Place any unused university
victory point tokens back in the box.)

* Place the two university pieces in in two randomly chosen different regions.

* Shuffle the event cards and place them in a face down event deck next to the game board.
Important: In the initial placement round (where each player places his first cubes on the board),
no player is allowed to place cubes in any region containing a university piece.

Note: When playing with the expan-
sion Rattus Africanus, place the univer-
sity victory point tokens in 12 randomly
chosen regions.
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Game overview: The game is played following the rules for the base game and any other expansions
used, with the following addition: At the end of each player’s turn, after resolving the plague in phase C,
the player draws and reveals one card from the event deck. If the event deck has been depleted, shuffle
all event cards and make a new face down event deck.

The event card revealed has the following effect:

University founded Class bonus
In each region containing a university piece, the For each class card of the displayed class, the player
player holding the majority of cubes receives the holding the class card may place one cube in one
university victory point token from this region. of the two regions containing a university piece.
Thereafter, that player moves the university piece A player holding more than one class card of that
to another region. The new region must contain a class (e.g. Peasant and Student, when a Peasantry
university victory point foken (a region not scored class bonus event is revealed), may place one
this way during the game) and it can't already contain another university cube for each of these class cards he holds. These cubes don't have to
piece. If two or more players are tied for majority, no one gets the victory be placed in the same region. If the order of these placements matters,
point token and the university piece is not moved. In the rare event that players should take turn in clockwise order, starting with the currently
the order of these scorings (and subsequent moving) matters, the green active player.

university piece should be scored and moved first, followed by the white.

No event
Nothing happens.

Discard class card

Each player (starting with the current active player
and going clockwise around the table) may choose
to discard one of his class card each, returning it to
the middle of the table.

X

Ganie end

At the end of the game, after all rats have been revealed, but before scoring, a “University Founded”
event occurs in the regions containing university pieces.
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Note: When playing with the expansion Rattus Mercatus, any Sales phase at the end of the turn will happen after revealing and resolving the
event card. Also, the final Sales phase at the end of the game will happen after the University Founded at the end of the game.

sseceseses

0000000000606 000000000000000000000000000000000000000000600000000000000000000000000000000000000000000080800000000000 s

i e e '_Ib'r_ — o
SRl R T i ﬂﬁﬂﬁ_rﬂ&g_.,.ﬁﬁ fa ek



zl)e new cIaQQ carh@

10 00060000806 80000006000000000000000600000000000000000000000000000000000000000000000000000000000000000000000000s000s00s

Note: Only the active player may use the special abilities of his class card(s). He may use the abilities of each card only once each turn , and only

before phase C is played (exceptions: Professor and Inquisitor).

Royal Librarian % (Royalty)
Requires: The umversmes

The player holding this card may move the green
university piece to another region. Like when
moving the university pieces after scoring, the new
region must contain a university victory point token
and it can't already contain another university
piece.

¥
Inquisitor % (Chivalry)
Requires: The upgrades
The player holding this card may move the plague
piece up to two steps in phase C, before the effects
of the plague are evaluated. Additionally, if ano-
ther player holding an upgraded class card (inclu-
ding the Alchemist) loses at least one population
cube because of the plague, the player holding the
Inquisitor may take an upgrade tile from that player and place it on the
Inquisitor. The upgrade tile stays on the same side (the upgrade level is not
modified). The abilities of the upgrade tile can be used immediately. The
abilities of the Inquisitor are replaced by the abilities of the upgrade tile,
so no other upgrade can be placed on this card as long as there is already
an upgrade tile on it. The Inquisitor will still only have the Chivalry class
symbol, regardless of the class of the upgrade card taken.
Note: If a player holding the Inquisitor takes a level Il upgrade
from another player, he may upgrade this tile to Level IIl in a later
turn by turning it over.
Note: The Inquisitor only takes the upgrade tile, the class card itself
(the one that was upgraded) does not change hands (but it will no
longer be upgraded).

Game end: The player holding the Inquisitor (with no upgrade) in the
final counter-clockwise round, may move the plague piece two steps
and resolve the plague. If any player loses at least one cube he takes an
upgrade from that player and immediately uses this upgrade once.

Card Combinations: If a player holds two or more Chivalry cards,
he will still only be allowed to move the plague piece up to two steps.
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Philosopher '* (Church)

This card gives no special abilities to the player
holding it during his turn. Other players may not
take class cards from this player, except for this card.

Note: The Philosopher does not protect a
player from losing an upgrade tile to a player
holding the Inquisitor.
Card Combinations: If a player has both a basic class card (with
no upgrade) and the Inquisitor or Alchemist with the corresponding
upgrade, he may not use the abilities of the basic class card (he may
only use the abilities of the upgrade).

Professor f’:} (Bourgeoisie)

Requires: The universities

This card gives no special abilities to the player hol-

ding it during his turn. If a “University Founded”

event is revealed (on any player’s turn), the player

holding this card may immediately (before resol-

ving this event) place one of his cubes into a region

containing a university piece. This also applies to
the “University Founded” event at the end of the game.

Alchemist . (Magic)

Requires: The upgrades

This card does not give the player any special

abilities on the turn on which it was taken. The

player holding this card at the start of his turn may

take any available upgrade tile and place it with its

Level 11l side up on the Alchemist card. From this

moment, the Alchemist gives the player the abilities
of the chosen upgrade tile. The chosen upgrade tile stays on the Alchemist
until the Alchemist is taken by another player. The abilities of the Alche-
mist are replaced by the abilities of the upgrade tile, so no other upgrade
can be placed on this card as long as there is already an upgrade tile on
it. The Alchemist will still only have the Magic class symbol, regardless
of the class of the upgrade card taken.
Note: The Alchemist may not take an upgrade card from another
player. Placing a Level Il upgrade card on the Alchemist does not
count as performing an upgrade, that is, the player can also perform
another upgrade or take a new class card on the same turn. When
the Alchemist is used in a game, all six upgrade tiles should be
used in the game, even if not all the six corresponding base class
cards are used.
Sececceccsceccescsceccccrccscescessscsscescsscssecscsscsas
Game end: A player holding the Alchemist (with no upgrade) in the fi-
nal counter-clockwise round, may immediately take an available upgrade
card and place it with its Level I side up on the Alchemist card. He may
then use this upgrade immediately.
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Student H (Peasantry)

Requires: The universities

The player holding this card may place one addi-
tional cube on the board during his turn. This cube
must be placed in a region containing a university
piece.

00 0000000000000000000000000000000000000000000000000000000000000000000000000000sssssssssssssscses

Example: A player has the Peasant class card. Additionally, he has the
Alchemist, which he has upgraded with the Level I1I Peasant upgrade. He
may now use the Level Il upgrade to place two additional cubes in any &
region. However, he is not allowed to also use the basic Peasant ability. &
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