Official Reign of Terror Manual of Instruction

Imagine yourself, an ambitious social climber in one of the most precarious settings in the history of the world. It is late 18th century France and talk of the town is change - violent change called Revolution. Welcome to the

REIGN OF TERROR

Liberal King Louis XVI and the Bourbon dynasty are audaciously and financially bankrupt. Thirteen parlements, or high courts, whose privileged members where all aristocrats from the second estate assail the king’s ministers and demand, “give us back our precious liberty.” The comfortable clergy from the first estate spouts out strange sermons and also repeats their passion for an increase in theological prestige and real power. The third estate (ignorant peasants, un-regulated militia, army mutineers, proletarians, merchants, journalists, delusional lawyers, and other malcontents) lose patience and incite a riot in the valley of decision, a stones throw away from the secular cult of Reason. Play the game, especially with cleaver, pike, musket, cudgel, pamphlet, and quill.


Introduction:

Reign of Terror virtually simulates the conditions of France during 1789 – 1795, the volatile political years when revolutionaries and counterrevolutionaries battled it out from landmark to landmark with taxes, words, weapons, blood, and spirit.


End Game:

Reign of Terror final round begins when 10th, 20th, or 30th Landmark cards activates. Most Napoleon-looking player decides.

Set-up:

Assemble cards into two distinct stacks: Random Event (RE) and Strategy (S). Strategy cards consist of People (P), Landmark (L), and Thing (T) cards:

P cards express identity of prominent group or leader person, anecdote, and influence value. Capitalized letter in upper left hand corner of card denotes political affiliation – “R” denotes party of revolution and “C” denotes party of counterrevolution. “S” on reverse side.

L cards express location, anecdote, and point value. “S” on reverse side.

T cards express stuff used on location by one group or prominent person, anecdote, and influence value, X2, or unique direction. “S” on reverse side. X2 doubles influence of any one P card.

RE cards express anecdote, unique direction, and supersede rules for one round unless otherwise stated.

Victory Condition:

There will be either a victory for the Revolution (R) or a victory for the Counterrevolution (C). In case of an R victory, the player with the most acquired Landmark (L) point value wins. In case of a C victory, the player with the most hand-held C plus acquired C influence value wins. Tie-breakers favor player with most total hand-held influence, including T influence.

Determining a Revolution or Counterrevolution victory is easy. Sum up point values of discarded L in counterrevolution stack. Sum up point values of acquired L for all players. Revolution wins if point value sum of acquired L for all players exceeds point value sum of discarded L in counterrevolution stack. Counterrevolution wins if point value sum of discarded L in counterrevolution stack exceeds point value sum of acquired L for all players. Counterrevolution also wins if the sums are equal.

Round sequence of play also known as mechanics of torture:

Bayonet diplomacy, machination, fragile alliance making, and negotiation during each phase may not exceed three minutes.

Begin round incendiary rhetoric phase

Random Event phase

Landmark battle execution phase

Émigré phase

Trial phase

Prison escape phase
Guillotine phase

Assassination phase

End round phase

Begin round incendiary rhetoric phase

Player who makes most effective incendiary speech at beginning of each round goes first and ensures each player has a maximum of 9, 6, or 5 S in their hand for a 2, 3, or more player game. All players activate L and place them near the center of table. Not surprising, order of play proceeds in counterclockwise direction. In case of no L, players rotate drawing and keeping S until active L.

Random Event (RE) phase

The quietist player draws the first RE and is compelled to read it out loud and enforce it. Only one RE is drawn per round. Not surprising, order of RE drawing proceeds in counterclockwise direction. Unique directions on RE cards supersede rules.


Landmark battle execution phase

Player who is the most annoying activates a P card from his hand and places it on their corner of any active L if they want to do it. Other players follow and repeat until all players are finished activating P cards. Player with most subversive credibility activates a T card from his hand and places it on any activated P card. Other players follow and repeat until all players are finished activating T cards. 

Combine the modified influence points of R versus C at each L. The identity (R or C) with the most modified influence points is victorious at each L. C wins ties. Discard all activated T and all vanquished P cards; they are dead.

The player with the most modified influence points associated with their victorious P faction at the active L acquires the L card or discards it in the counterrevolution stack. If R is the identity of their P, then the player acquires it. If C is the identity of their P, then the player discards it in the counterrevolution stack. Keep victorious P cards conspicuous until end of Trial phase. Player with most T influence associated with their R acquires L in case of tie.

Note: Equivalent mob 1(7) cards have seven influence with and one influence without a similar identity leader card. Landmark cards remain on table for next round if not acquired or discarded.


Émigré phase

One émigré attempt per P per round is allowed. Only P with an identity of C may attempt to émigré. All players identify their P card(s) with an identity of C if they want and player who is the most inclined to be a refugee makes an émigré dr6. If émigré dr6 plus the number of face up P card(s) with an identity of C is greater than six, then the players acquire their P card(s) with an identity of C by placing it in their émigré stack. The P is not in France. Desperate times call for courageous measures and the success of absconding is proportional to strength in numbers.


Trial phase

False witness, forensic fact, mendacity, inexact scientific expert opinion, drama, remarks of dubious import, faith, exaggerated credentials, and suppression of crucial evidence are to be exhibited and expected in this revolutionary tribunal court of democracy. One trial per round is allowed. Ugly jealous liberal needy whiner starts this phase. Players accuse previously activated P of criminal and suspicious behavior. Each conspicuous P card and hand-held P card made conspicuous during trial phase get one vote against a suspect P. Sum votes. Top two suspect P cards with most votes cast against them face off again for final vote to determine indicted suspect P. Suspect P with the most votes is the indicted suspect P on trial. Difference in final vote modifies trial dr6 against indicted suspect P. If modified trial dr6 is greater than six, then the P is placed in the prison stack in front of the player who activated it, separate from their émigré stack. Return conspicuous P cards to their player hand. Keeping a high profile increases ire of adversaries.


Prison escape phase

One prison escape attempt per P per round is allowed. Player with the most convicted felonies or most P in prison goes first during this phase. Players with P in prison make an escape dr6. If modified dr6 equals six, then the P escapes and is placed back in player’s hand. Other players follow. Add one for every unsuccessful escape attempt of P to dr6. “I gotta get out of this place.”


Guillotine phase

One guillotine attempt per P in prison per round is allowed. Player with largest collection of knives points to each P in prison beginning with the ones belonging to the needy liberal neck player and makes a guillotine dr6. If modified dr6 equals two, three, four, five or six, then decapitation succeeds and the P card is discarded. Our little hero of villainies has lost his head. Otherwise put P back in player’s hand because of last minute pardon.


Assassination phase

Player with most wild predator feral animal instinct goes first. Activate a P from hand that was not activated during Landmark battle execution phase and make an assassination dr6 on any target P. If modified dr6 is greater than six, then the target P has been eliminated by assassin P. Discard target P and place assassin P back in hand. Other players follow. Add one for every unsuccessful assassination attempt on target P to dr6. “You can not say you have had a life,” dice mafia “unless you have taken one.”


End round phase

Player born physically closest to Napoleon’s daunting mausoleum at L’ Hospital de Invalides in Paris, France increases or decreases his hand size to 5, 6, or 9 S cards by drawing or discarding S. Other players follow and then begin a new round unless end game condition was met.

Initial Preparation on Reign of Terror, a psychological operations warfare card game:

Completely read these basic instructions on how to initially separate 272 cards - the 64 Random Event cards and 208 Strategy cards.

Please allow 25 minutes of patience for this task. 10 minutes to read simple instructions. 15 minutes to cut cards.

Notice that there are 16 distinguished cells or cards on each of the 15 pages of cards. Each card needs to be separated from its page. Do not expect the cards to be EXACTLY the same in dimension after the cutting, shearing, or scissoring.

Procure a pair of scissors. You will be making the equivalent of 3 horizontal and 3 vertical cuts on 15 pages of cards or 6 equivalent cuts per page with a pair of scissors.

For horizontal cut; locate a pair of scissors just (1/16th of an inch) above a L, R, C, T, S, or RE on the left side of a page of cards. Carefully shear, cut or scissors to the right side of the page. Patiently repeat this operation again and again.

For vertical cut; locate a pair of scissors at the bottom of <cut> page and in the middle of an empty blank gap between obvious cards. Carefully shear, cut or scissors to the top of <cut> page. Patiently repeat this operation again and again.

Sources:

Twelve Portraits of the French Revolution authored by Henri Beraud, translated by Madeleine Boyd, published by Books for Libraries Press, Inc. Freeport, New York © 1928, especially chapter XI – Leaders of the Mob, was very useful it getting more details on some of the incorrigibles. However, The French Revolution by the Editors of Horizon Magazine in consultation with Professor David L. Dowd, Department of History, University of Florida, published by American Heritage Publishing Co., Inc., New York 17, New York © 1965 provided the most entertaining information about this very disturbing state of affairs.

Profile of author and game designer: sansculottes@mentaldisorder.com
Charles Stanard Severance is the Count of Chateau Levite. He is also the www.mentaldisorder.com author and designer of Mental Disorder, a deeply disturbingly fun card game and psychological operations warfare application. Courage, credibility, and good stewardship – these are three things that mark his path of audacity.


Playtesters: Patrick Johnson, Michelle Darrah, Stanard Severance, Virginia Severance, and Donna Severance.

Contents: (you will need to provide your own six sided die for rolling – dr6)
One Manual of Instruction, 64 Random Event cards <uncut>, 208 Strategy cards <uncut>, Tracking sheets, and Timeline are included.

Table to be used to help tract the number of attempts made on P cards that will modify dr6 during respective phase:
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prison
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    P



escape


ination

 Card



attempts


attempts
Louis XVI

Marie Antoinette

Count of Provence

Count of Artois

Charlotte Corday

Jean Paul Marat
Maximilien Robespierre

Danton

Napoleon Bonaparte

Fouche

Reign of Terror Victory Condition Calculation Summary

Sum of L value from Counterrevolution Discard Stack =

Sum of L value from all Players =




Player # 1 Sum of L value =


Sum of C influence=




Player # 2 Sum of L value =


Sum of C influence=



Player # 3 Sum of L value =


Sum of C influence=



Player # 4 Sum of L value =


Sum of C influence=



Player # 5 Sum of L value =


Sum of C influence=



Player # 6 Sum of L value =


Sum of C influence=



Player # 7 Sum of L value =


Sum of C influence=

Winner is:

Timeline and Dates of significant events, insurrections in the slums, and social upheavals in the provinces:

September 1788 parlement recorded the royal decree summoning the Estates-General

May1789 Estates General – June 1789 National Assembly – October 1791 Legislative Assembly – September 1792 Convention – October 1795 Directory – 1799 Napoleon dictatorship for 16 years.

April 1789 Town of Versailles, usually a quiet place, was filled with commotion and clamor

May 4, 1789 Opening ceremonies for the Estates-General, including extravagant parade

June 17, 1789 National Assembly formed

June 20, 1789 Tennis Court Oath

July 14, 1789 Bastille Day

October 5 and 6, 1789 Hotel de Ville and Versailles

June 21, 1791, Monday, the royal family fled from Paris to Varennes

April 20, 1792 Louis’ Declaration of War against Austria - his wife’s native land.

August 10, 1792 Tuileries – monarchy overthrown by force and mob of sans-culottes controls the government of France.

September 1792 Abbaye prison slaughter

January 21, 1793 Louis guillotined

May 31 1793 riot

September-October 1793 Nantes noyades or wholesale drowning of thousands

December Frimaire1793 Lyons fusillades or hundreds raked with grapeshot

March 1794 height of French Revolution

June 8, 1794 Feast of the Supreme Being services conducted by Citizen Robespierre

July 27, 1794 Robespierre guillotined and schism of the Committee of Public Safety

October 5, 1795 Napoleon “whiff of grapeshot” not far from the Tuileries

Table to be used to help tract the number of attempts made on P cards that will modify dr6 during respective phase:
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attempts
attempts
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sans-culottes

obscure leader

revolutionary police

ignorant and vulgar mob

the adventurer

mob

besiegers

crowd

enrages

rebellious subjects

militia

Commune

tough women of fishmarket

“constitutional” priests

federes

shady friends

executioner

spies and informers

National Assembly

Legislative Assembly

Convention

National Guard

General Council

Paris National Guard

Paris Watch Committee

Center

Cordeliers

Jacobins

Feuillants

Girondists

Mountain

Committee of Public Safety

Revolutionary Tribunal

Maximilien Robespierre

Jean Paul Marat

Danton

Lazare Carnot

Napoleon Bonaparte

Honore Gabriel Riquetti Mirabeau

Stanislas Maillard

Fournier

Camille Desmoulins

Francois Hanriot

Jacques-Rene Hebert

Chaumette

Legendre

Lieutenant Elie

Charles Maurice de Talleyrand

Abbe Emmanuel Sieyes

Jean Sylvain Bailly

Jacques Brissot

Jean Marie Roland

Antoine Santerre

Rocher

Charlotte Corday

Charles Dumouriez 
Table to be used to help tract the number of attempts made on P cards that will modify dr6 during respective phase:
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Louis XVI

Marie Antoinette

Leopold II

Jacque Necker

Marquis de Launay

Count of Provence

Count of Artois

Duke of Orleans

Baron Besenval

Viscount de Noailles

Marquis de Favras

Count Axel Fersen

émigrés

Flanders Regiment Austrian Committee

lolling courtiers

Royal Troops

Swiss Guards

German mercenaries

defenders

three officers

aristocrats

landlords

non-juring priests

Assembly of Notables

French soldiers

Estates-General

Marquis de Lafayette

Jean Jacques Rousseau

Marquis de Sades aka Donatien Alphonse Francois de Sades

Reign of Terror Victory Condition Calculation Summary

Sum of L value from Counterrevolution Discard Stack =

Sum of L value from all Players =




Player # 1 Sum of L value =


Sum of C influence=




Player # 2 Sum of L value =


Sum of C influence=



Player # 3 Sum of L value =


Sum of C influence=



Player # 4 Sum of L value =


Sum of C influence=



Player # 5 Sum of L value =


Sum of C influence=



Player # 6 Sum of L value =


Sum of C influence=



Player # 7 Sum of L value =


Sum of C influence=

Winner is:
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