
For 2 or 4 players, aged 14 and up
Game length of about 45 minutes

Rulebook
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- Goal of the Game -
The first player to collect four identical Faction 
Seals or five different Faction Seals immediately 
wins the game!

Note: To help you learn how to play Masques, game 
terms (card types, effects, etc.) will always start with a 
Capital Letter.

T he new Doge has invited you to a prestigious 
masked ball at his glorious palace! It’s the 

perfect way to escape from the boredom of noble 
life. But even better: it’s an opportunity to plot 
and scheme your way to a position of power! You 
must use every means at your disposal to gain the 
support of the various factions as they frolic and 
cavort under the moonlit arcades of the ducal 
palace. Can you forge the alliances that will make 
you the secret power behind the throne? Your 
only weapons are plots, intrigues, and betrayal!
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  20 Faction cards: 
(4 for each of the 5 factions)

- Contents -

- 3 -

 1 First Player card

 16 Arcade cards:
8 “Ducat” Arcade cards and 8 “Seal” Arcade 

cards including one with a Palace Door

  18 Influence cards:
3 Trader, 3 Assassin, 3 Courtesan,  

3 Gondolier, 3 Palace Guard and 3 Thief

  15 Faction Seal tokens:
 3 Clergy, 3 Military, 3 Merchants, 

3 Farmers and 3 Workers
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 4 Family cards: 
Cantarini, Morosini, Venier and Dandolo

 16 Plot cards:
3 Cantarini, 3 Morosini, 3 Venier, 3 Dandolo and 4 Foscari

- 4 -

 1 cloth bag
 1 rulebook

 36 Ducat tokens
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- Preparing the Palace -
Note: There are special rules for setting up 2 and 3-player games at the end of these rules.

The most ambitious player takes the First Player card. That player will be the First 
Player during the first Dance.

Each player takes:

 1 Family card which must be kept face up and visible in front of the player.  
A player can only benefit from Plot cards that match his Family card.

 1 Ducat token.  
Ducats can be spent to influence residents of the palace.

 A set of 5 Faction cards, which must be placed with the “0” side face up in front of 
the player. 

Each Faction card shows the symbol of one of the 5 Factions. These cards are used to 
track the number of Faction Seals each player has collected.

Place the rest of the Ducats in the middle of the table. Put all the Faction Seals in the 
bag and mix them.

Build the game board, called the “Palace”, using all the Arcade cards. The cards form a 
square with five cards on each side (see illustration on page 6). First, place the “Palace 
Door” card in one of the corners of the Palace. Going clockwise, place the rest of the 
Arcade cards in alternating order of Ducat and Seal cards. Make sure you leave enough 
space between each pair of cards to place a Plot card or Influence card.

Place a token on each of the Arcade cards (including the Palace Door). Place a Ducat 
token from the central pile on each Ducat card and a Faction Seal drawn randomly 
from the bag on each Seal card. Place only 1 token on each Arcade card.
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Divide the Influence cards into 6 piles (one pile for each card type) and place them in 
the center of the palace. Each card shows a cost (in Ducats) along the top of the card. 
Arrange the cards in each pile so the least expensive card is on top and the most ex-
pensive is at the bottom.
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Palace 
door card

Influence 
cards
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- The Dance begins -
Masques is played over a series of game rounds called “Dances”. Each 
Dance is split into 3 phases, called “Movements”, which are played in 
order:

 First Movement: Deal Plot Cards

 Second Movement: Play Plot and Influence Cards

 Third Movement: Award Ducats and Seals

Once all 3 Movements are complete, the Dance ends and a new 
Dance begins with the First Movement. The Dances continue 
until one player collects enough Faction Seals to win the game.

The First Movement: Deal Plot Cards

The first player collects all the Plot cards, shuffles them together, 
and randomly gives 4 cards to each player. The players must not 
show their cards to the other players.

Each player secretly chooses 1 card and places it face down in 
front of them, at the same time. This card begins their hand 
for that Dance. Each player then gives the rest of their cards 
to the player on their left. The players again choose 1 card 
to add to their hands and pass the rest. The players repeat 
this until they each have 4 cards in front of them.

Each player can now pick up their hand of cards, keeping 
them secret from the other players.
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The Second Movement: 
Play Plot and Influence Cards

During this phase, starting with the First Player, the 
players take turns playing cards in the Palace. 

On their turn, each player must choose either:

Players continue taking turns until all spaces in the 
Palace are filled.

- Play a Plot Card -
The player chooses one of the cards in their hand and places 
it face up in any empty space between 2 Arcade cards.

Each space can only hold 1 card.

The Plot card will influence both adjacent Arcade cards 
during the Third Movement of the Dance.
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 Play  
1 Plot Card

 Buy and Play  
1 Influence Card

Or
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- Buy and Play an influence Card -
The player chooses one of the face-up Influence cards in the middle of the Palace. 
Only the top card of each pile can be chosen. The player must pay the price (in Ducats) 
shown on the card—return them to the pile. Then, they must place the Influence card 
face up in any empty space between 2 Arcade cards.

Each type of Influence card has a different effect on the game, which may target ei-
ther of the adjacent Arcade cards. Only 1 Arcade card can be affected each time an 
Influence card is played.

Influence Card Effects
The Assassin, his face hidden beneath his mask, watches his target until 
the perfect moment to strike the fatal blow. 
The Assassin allows the player to turn over (face down) 1 Plot 
card that is adjacent to the same Arcade card as the Assassin. The 
face down card does not influence the adjacent Arcade cards dur-
ing the Third Movement of the Dance.

The Courtesan uses her irresistible power of seduction to unmask the 
identity of her rivals. 
The Courtesan allows the player to name (out loud) any 1 Plot 
card that is not already in the Palace (it may even be a card in his 
own hand) and point to any empty space adjacent to the same 
Arcade card as the Courtesan. Whoever holds the named card 
must immediately place it in the indicated space (out of turn).

It is possible that a player will run out of Plot cards before the end of the Dance be-
cause of the Courtesan. If a player has no Plot cards when it is their turn to play, they 
may either buy and play an Influence card, or pass and play nothing.
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The Gondolier stands proudly at the back of his gondola, ready to ferry 
any who will pay to their secret meeting places. 
The Gondolier allows the player to swap 2 Plot cards. They 
take 1 Plot card that is adjacent to the same Arcade card as the 
Gondolier and switch it with any other Plot card in the Palace.

The Palace Guard is always ready, halberd in hand, to remove those 
who have no business in the Palace. 
The Palace Guard allows the player to move a Plot card. They 
take 1 Plot card that is adjacent to the same Arcade card as the 
Palace Guard and move it to any other empty space in the Palace.

The Thief is on the lookout for an easy score, his blade ready to cut the 
strings of purse or snag the jewels of the unwary. 
The Thief allows the player to flip over (face down) 1 token on an 
Arcade card adjacent to the Thief. No player can take a face down 
token during the Third Movement of the Dance. At the end of the 
current Dance, all face down tokens are flipped over again.

The Trader travels all over Venice and offers all sorts of trades to those 
he meets. 
The Trader allows the player to swap 2 tokens on the Arcade cards 
(Seals or Ducats). They take the token from 1 of the Arcade cards 
adjacent to the Trader and switch it with any other token in the 
Palace. The symbols on the Arcade cards do not affect this trade.
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The Third Movement:  
Award Ducats and Seals

When all spaces in the Palace are filled (with Plot and/or 
Influence cards), the Third Movement begins. It is possible 
that some players still have Plot cards in their hands (due to 
the play of Influence cards). These cards are discarded with-
out effect.

Starting with the Palace Door and going clockwise, each 
Arcade card is resolved and its token may be awarded to one 
of the players.

Resolving the Plots
If the Arcade card is between 2 Plot cards with the same val-
ue, or if it is between 2 Influence cards, no one takes the token 
from that Arcade card. It remains there for the next Dance. 

If the Arcade card is between 2 Plot cards with different val-
ues, the player who has the Family card that matches the Plot 
card with the higher value takes the token from that Arcade 
card. If only one Plot card is adjacent to the Arcade card 
(because the other adjacent space is filled by an Influence 
card), the player with the Family card that matches that 
Plot card takes the token. If it is a Ducat, they place it in 
front of them. If it is a Faction Seal, they first adjust their 
matching Faction card, then return the Seal to the bag.

If the higher value Plot card belongs to a family that is not 
held by any player, no one takes the token and it remains 
there for the next Dance.
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Remember: A Plot card turned face down by the Assassin 
is not counted when determining which player takes 
the token! Treat the face down Plot card as if it was an 
Influence card instead. 

No player can take any token that has been turned face 
down by the Thief. 

A Trader card may cause a Ducat token to be on a Seal 
card (or vice versa). If this token is not taken by a player, it 
remains on that Arcade card for the next Dance, ignoring 
the symbol on the card.

Using Faction Cards 

Each player has a set of 5 Faction cards—one for each 
of the 5 types of Faction Seals. These cards are used to 

keep track of the Faction Seals the player has collected.

At the start of the game, each player has zero Faction 
Seals, so all Faction cards are placed with the “0” side 
face up. When a player gets their first Faction Seal from 
a Faction, the matching card is turned over and rotated so 
the “1” is at the top. This shows that the player has 1 of that 
Faction’s Seals.

Each time the player gains an additional Faction Seal of 
that type, the card is rotated 90 degrees so the next higher 
number is on top.
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The Last Dance

If a player gains their fourth Faction Seal of the same type, or if they have at least 1 
Seal of each type, the game ends immediately. This can happen at any time during the 
Third Movement. Do not resolve the rest of the Arcade cards (see “The Finale”).

- Intermission—
Between the Dances -

Once all the Arcade cards have been resolved (if there is no game winner), the Dance 
comes to a close. The First Player card is passed to the next player to the left. That 
player will be the First Player for the next Dance.

Make sure all of the Faction Seals that were awarded during the Third Movement 
have been returned to the bag. Then, place tokens on all empty Arcade cards, follow-
ing the process described under “Preparing the Palace.” Remove all Influence cards 
played during the Dance from the game (each Influence card can be used only once 
each game). If needed, flip any face down tokens in the Palace (due to Thief cards).

The new First Player collects all of the Plot cards (from the Palace and all players’ 
hands) and shuffles them.

Now the next Dance can begin with the First Movement: Deal Plot Cards.

- The Finale -
During the Third Movement, when Ducats and Seals are awarded, if at any time a play-
er has collected at least 1 Faction Seal of all 5 types, or if they collect the fourth Faction 
Seal of the same type, the game ends immediately and that player is the winner!
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- Special rules for Three players -
Before the game begins, remove 1 Family card and return it to the game box along 
with all 4 Foscari Plot cards, a set of Faction cards and 4 Arcade cards (2 Ducat cards 
and 2 Seal cards). When preparing the Palace, there will only be 4 Arcade cards on 
each side of the Palace (instead of 5). 

Other than those changes to setup, the game is played normally with 3 players.

- Special rules for Two players -
Before the game begins, remove 8 Arcade cards (4 Ducat cards and 4 Seal cards) and 
return them to the game box along with all 3 Courtesan Influence cards, 2 sets of 
Faction cards and 1 Faction Seal from each Faction. Each player takes 2 Family cards. 
This “alliance” of families does not change during the game.

All of the normal rules apply during the game, except for the changes below:

Preparing the Palace

There will only be 3 Arcade cards on each side of the Palace (instead of 5).

The Dance Begins

The Dances are played in pairs. In each Dance of a pair, only 8 of the Plot cards are used:

- 14 -

MSQ RULES.indd   14 7/4/16   19:01



The First Dance:
Deal 4 Plot cards to each player. Set the other 8 cards aside for 
now.

All 3 Movements of the Dance are played through 
normally, except that the First Player card does 
not pass to the other player.

The Second Dance:
Deal the cards set aside be-
fore the first dance.

All 3 Movements of the Dance are played 
through normally. The First Player 
card is passed at the end of the sec-
ond Dance. Shuffle all 16 Plot cards 
together and begin the next pair of Dances.

Allies In Name Only

During the Third Movement of a Dance, if an Arcade 
card is adjacent to 2 Plot cards with the same value, 
the token remains on that card, even if the same player 
holds both matching Family cards.

The Last Dance

The end of the game and the victory conditions are 
not changed.
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