
Objective Of the game

Year 1049. Your family struggles for prestige and influence in a medieval society. Will you succeed?
In MIL (1049) you can harvest your lands for resources, recruit soldiers and have descendants. But that’s just the first 
generation! If you have a male heir, he can be married to another player’s daughter: the one with the biggest dowry, of 
course! A strategical key point, keeping in mind that during the game your knights will die or retire and their sons will 
have to take their place. 
Knowing the in and outs of the court will help you gain influence and vassals, while in the market you will be able 
to trade resources and recruit the necessary workforce to build a castle. How about going to battle to get some new 
lands or helping the curia to build the Cathedral? The abbess of the monastery can bless you with influence, while the 
echoes of the Crusades resound in a faraway land with songs of glory and honor. There isn’t one single way that leads 
to victory... Which one will you choose?

histOric cOmment
Note: We’ve taken the liberty of using MIL as roman numbers to represent 1049 (for pronunciation’s sake). The correct way would be MXLIX. 

More information about Feudalism and about MIL at: http://www.homoludicus.org/MIL

cOmpOnents

•	 game	board
•	 20	knight	tiles
•	 35	land	tiles
•	 60	family	tokens	(12	per	color)
•	 54	time	tokens
•	 1	King’s	Soldiers	token
•	 1	Archbishop	token
•	 1	Starting	Player	token
•	 1	turn	marker
•	 20	knight	tokens	(4	per	color)
•	 20	castle	tiles
•	 23	bases
•	 cubes:	

     green: food
 blue: fabric
 black: metal
 red: influence / single women
 yellow: gold

•	 more	than	35	soldiers
•	 1	die
•	 5	individual	boards
•	 5	screens	(1	per	color)

turn summary

Each	turns	is	divided	into	5	phases:
1) Actions: 

A) Harvest
B) Recruit a soldier
C) Family Growth
D)	Place	a	knight	in	a	Power	Sphere
E)	Pass

2)	Tributes
3)	Political	Phase

4)	Power	Spheres
I) Monastery
II) Court
III) Market
IV) War
V) Curia 
VI) Crusades

5)	Winter

5	x

20	x 11	x 9	x 7	x 4	x 4	x

12	x 12	x 12	x 12	x 12	x 54	x 1	x 1	x 1	x 1	x

35+ 25+ 25+ 35+ 35+

20	x

35+ 1	x

5	x
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Each player receives an individual board and places a knight 
without heir tile in space A and a knight with heir tile in the 
space	B	along	with	their	knight	tile.	On	the	column	A	place	2	
soldiers, 1 castle and one cereal land. On the column B place 1 
soldier and one cereal land. 

Note:	On	the	next	plays,	the	players	can	change	the	initial	lands,	but	we	
recommend one cereal and one fishing food lands. 

Place	the	board	on	the	side	without	black	token	
markers	printed	on	the	first	space	of	the	Power	
Spheres.	Use	the	other	side	for	advanced	version.
Place	a	marker	of	each	family	on	the	scoring	
track and the turn marker on the first space on 
the turn track.
When you gain  move your marker along the 
scoring track.

Each	player	places	3	single	
women (red cubes) and 1 
Privilege	(family	marker)	in	
his lineage zone. 

Every player receives his knight tokens left, his family tokens and a screen. Behind it 
place	2	of	each	resource.	The	resources	are	not	visible	to	the	other	players	during	the	
game. 

Place	the	rest	of	resources	near	the	board.	

12	x

Note: MIL is very thematic and deep  game. In the first play the quantity of actions 
and their interaction can be a bit overwhelming and increase the playing time.
Because of this we recommend not to play a 5 player game on the first try. 
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Then	place	as	many	white	time	tokens	in	each	Power	Sphere	(except	in	Monastery	(I)	and	Crusades	(VI))	as	the	
number	of	players	(in	a	2	player	game,	use	3	time	tokens	per	Sphere).	The	rest	of	the	squares	on	the	power	spheres	
are not available during the game.

Place	the	King’s	Soldiers	token	and	the	Archbishop	token	near	the	board.	

Choose	randomly	the	starting	player,	he	receives	the	Starting	Player	token	and	you’re	ready	to	play.	

Take randomly “N” food lands (cereal, fish), “N” metal lands (mine, quarry) and “N” fabric lands (wool) being “N” 
the	number	of	players.	Shuffle	them	and	divide	them	into	two	as	equal	as	possible	stacks	on	the	spaces	provided	(if	
one	stack	is	higher	put	it	on	the	6	defense	spot).	

The land tiles in the stacks must be placed with the bright side (fertile) upward. The unused tiles are discarded. 

If	you	prefer	a	more	cutthroat	game,	remove	2	food	lands	for	2-3	players,	and	3	food	lands	for	4-5	players.

SETUP
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When this land is harvested you 
receive	3	Food,	flip	it	over	(showing	
the other side) and take a white time 
token from the board.

The small circles on the lands show 
the resources of production or tributes 
on the other side. 

A	knight	with	5	soldiers	pays	1	metal,	
1 fabric and 1 influence to recruit a 
soldier and take a white time token 
from the board. 

When a female is born, you increase 
your family’s single women by one.

A knight without heir achieves a son.
Flip the tile over and if the knight 
owns lands or castle a marriage will be 
performed. 

Knight B has a son. Having already an 
heir, the new knight will be placed as 
knight C. 

Red’s knight B is placed on the first 
space	paying	1	Gold	or	1	Privilege.	
Knight A was placed previously on the 
same sphere free of payment.

1) Actions
Beginning with the starting player, and clockwise, each player performs an action until 
this phase is over. In order to perform an action the active player must specify which of his 
knights	plays	it	(except	if	the	player	chooses	to	pass).
The action phase lasts for an indeterminate number of rounds and finishes as soon as one 
of these requirements is met: 
•	 All knights have been placed in	the	Power	Spheres.
•	 All spaces	in	the	Power	Spheres	(except	Monastery	and	Crusades)	are	occupied	by 

knights or black time tokens.

A) HArvest:
- Take the upper left resources indicated on the face of one of that knigth’s land from the 
reserve and flip it over. Then take a white time token from any Power Spheres and 
place it on the tile of the knight who performed this action.
Note: The same land can be harvested several times in this phase but only once per action.

B) recruit A soldier:
-	Pay	1	fabric	and	1	metal.	If	your	knight	owns	5	or	more	soldiers,	you	must	pay	1
influence as well.
-	Place	a	soldier	from	the	reserve	in	front	of	the	knight	who	performed	this	action.	Then	
take a white time token from any Power Spheres and place it on the tile of the knight 
who performed this action.

c) FAmily GrowtH:
Roll the die and choose one of the visible results:

Hourglass:	Take	a	white	time	token	from	any	Power	Sphere	and	place	it	on	the	tile	of	the	
knight who performed this action. If there are no  tokens, the other option must be chosen.

Female:	Place	a	single	woman	(a	red	cube)	in	your	lineage	space.

Male: Take one of the following actions:
•	 If	the	knight	who	performed	this	action doesn’t have an heir, the newborn child 

will be his heir: flip the knight tile over. If the father owns a land or a castle, 
there will be a marriage (see Marriages).

•	 If	the	knight	who	performed	this	action already has an heir,  a new knight’s tile 
is	placed	in	the	next	available	space	of	the	individual	board	showing	the	non-heir	
side. Take the knight token appropriate and put on the new knight tile. From this 
moment on, he will be treated as any other knight in the game. 

You may reroll the die as many times as you wish if you choose “Female” or “Hourglass” 
but this actions must be completed first. The action is finished when you get a son.

Recognize an illegimate son: Instead of rolling the die, the player can have a male heir 
automatically if he recognices an illegimate son. For this to happen, you should discard a 
Privilege	or	pay	1	Gold.
NOTE:	A	family	can	have	a	maximum	of	4	knights.

time gOes On

If there are no visible white	time	tokens	in	the	Power	Spheres,	players	are	not	allowed	
to Harvest, Recruit a soldier or Family Growth (actions A, B and C).

d) PlAce A KniGHt in A Power sPHere:
Each	Power	Sphere	has	the	same	number	of	available	spaces	as	the	number	of	players,	
except	for	the	Monastery	and	the	Crusades,	where	there	is	no	limit	of	placed	knights.
At the beginning of each turn all these spaces are occupied by white time tokens that 
will be removed as the turn goes on. A knight token can be placed in any empty space 
at no cost. If the space is occupied by a time token (white or black), the player will 
have to pay 1 gold or discarding 1 privilege (see page IX). 

Once	a	player	places	a	Knight	in	a	Power	Sphere,	he won’t be able to Harvest, Recruit a 
soldier or Familiy Growth (actions A, B or C) with any of his knights during this turn.

e) PAss:
On any available space on the power spheres, flip a white time token over its black side or 
place a black time token from the reserve.
NOTE: You may perform this action in any round of the turn, not just in last ones.
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The highest bidder in all auctions is the player with the most cubes. In case of a tie, then by quality of their cubes.
The order of quality is the following one: 
Example:	3	Food	is	better	than	2	gold.	1	Gold,	1	Influence	and	1	food	is	better	
than	1	Gold	and	2	Metal.
	

When the heir of a knight with lands or castle is born, the active player arranges a party and marries him with the 
daughter of the player who offers the best dowry. 
All players, including the active player, hide a number of resources in their hand.  All offers are revealed at the 
same time.

The following options can happen: 
- If the player who made the highest offer is not the active player:

•	 He gives the cubes of his offer to the active player as a dowry who takes half of the offer (rounded up) and discards 
the rest.

•	 The	player	with	the	highest	dowry	removes	a	single	woman	from	his	lineage	space	and	gets	2 .
•	 The rest of the players keep their respective offers.

- If the player who made the highest offer is the active player:
•	 He puts his offer in the reserve and removes a single woman from his lineage space: his heir has been married to a 

distant relative, as well as the single woman that has been removed from his lineage space.
- If there is a tie, the heir falls in love and marries an ‘anonymous woman’ and all players keep their offers.

After	the	marriage	the	next	player	in	order	takes	his	next	action.

Note: If the player with the highest offer doesn’t have any single woman in his lineage space, he pays the dowry all the same but doesn’t 
get the .

When a player harvests, recruits a soldier and chooses a hourglass with Family Growth, he 
obtains a white time token. These tokens represent the passage of time and a knight dies when 
he gets four of them.

A knight dies when he receives his fourth time token or when he starves during the
winter (see page VIII ‘Winter’).
When a knight dies the time tokens are returned to the reserve:
•	 If the deceased knight has an heir, he takes possession of his father’s properties and 

maintains the bonds of vassalage. Flip over the knight tile.
•	 If he doesn’t have an heir, his family loses 4 :

- If he owns any lands, castles or soldiers, those are inherited by a distant relative. Keep 
the knight tile and the bonds of vassalage are maintained.
- If he has no properties, remove his tile and his knight token from the game. However, 
this knight’s space can be used again with another Family Growth action. If it was a 
vassal, the bonds of vassalage are removed and the family marker is returned to its 
owner.

V
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MARRIAGES

DEATH
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The player receives the tribute shown 
on the cereal land and flips it over.
If the knight that owns the land is 
a vassal, his Lord would get 1 Food 
from the reserve.

Red achieves majority on this sphere.

On a Monastery action the player 
removes one of his single women. If 
he	pays	4	Privileges	he	can	remove	3	
single women instead of only one. 

Left’s knight can try to turn right’s knight 
into	vassal.	He	controls	more	soldiers	(5)	
than the number of defensive elements 
(4) of the other knight.

This knight is a red player’s vassal. He 
won’t be able to attack or try to turn 
into vassal any red player’s knights. 

2) triButes

Each player receives the resources indicated in the right lower part of his lands and each 
land provides his Lord 1 Food. All the cubes in this phase are taken from the reserve.

Once all tributes have been received, the players flip all their land tiles. 

3) PoliticAl PHAse

The	player	with	the	highest	number	of	knights	in	each	Power	Sphere	(Court,	Market,	
War and Curia) receives some benefits from the powerful people who rule in them. If 
there	is	a	tie	regarding	a	Sphere,	the	player	with	the	knight	furthest	to	the	left	is	the	
winner of that benefit. 
•	 Court	:	The	winner	receives	the	Starting	Player	token,	1	Influence	and	2 .
•	 Market: The winner receives 1 Gold and 1  
•	 War:	The	winner	receives	the	King’s	Soldiers	(which	can	be	placed	in	front	of	

any knight) and 1 .	The	King’s	Soldiers	work	exactly	as	any	other	soldier	
in the game and have the same value.

•	 Curia: The winner gains control of the Archbishop (which can be placed in 
front of any	knigth)	and	2 . The Archbishop provides inmunity to vassalages 
and wars against the knight he’s visiting him due to the Truce of God.

4) Power sPHeres
The actions with more than one space are resolved from left to right.

  monAstery

Each knight in the Monastery must perform the following action:
•	 tAKe tHe veil: Remove	1	single	woman	from	the	lineage	space.	You	can	discard	2	

Privileges	to	remove	another	woman	and	you	can	repeat	this	as	many	times	as	you	
want,	discarding	2	Privileges	for	each	woman.

  court

Each knight in the Court can perform one of the following actions:
•	 tAKe 2 inFluences.

•	 try to turn into A vAssAl AnotHer PlAyer’s KniGHt (target) only if the following 
requirements are met:
•	 The target is not already a vassal. 
•	 The active knight is not a vassal of the target’s family.
•	 The active knight owns more soldiers than the number of elements (soldiers, 

lands and castles added together) that the target owns. 
•	 The target is not protected by the Archbishop. 

The target offers the amount he wishes of visible Gold and/or Influence to avoid the 
vassalage. Then the active knight can:
•	 Take half of the total amount of resources (rounded up) and discard the rest. 

The target receives 2  for his resistance.
•	 Refuse the offer and raise it: the knight will have to raise the target’s offer in 

quality and/or quantity (but including at least the same number of gold cubes). 
The target must accept half of the total amount of resources (rounded up) and 
discard the rest. In this case the vassalage attempt is successful.

•	 Offer a fief: if the active knight is not a vassal and the target owns less than 
2	lands,	the	knight	can	give	him	one	of	his	lands	as	a	fief.	In	this	case	the 
vassalage attempt is successful.

If the vassalage attempt is successful, the target knight recovers his offer, becomes a 
vassal of the active player and the active player is his Lord. 
•	 The	new	Lord	places	a	family	token	on	the	tile	of	his	vassal	and	gains	2  (he 

also gains 4  for each land under the target’s control before the vassalage). 
•	 The new vassal gains 4  if he has received a fief. 

VI



  mArKet

Each knight in the Market can perform one of the following actions:
•	 trAde:	He	can	exchange	up	to	4	of	his	resources	according	to	the	following	rate:

Note: You cannot trade the cubes that you have obtained by trade in the same action. 

•	 Build A cAstle: The active player starts an auction to build a castle.
Players	may	offer	all	kinds	of	resources	except	influence.	
   The lowest valid offer amounts to 1 Food, 1 Fabric and 1 Metal, but the active 
player may add as many resources as he chooses. The
resulting number of cubes will be the starting bid.
			Proceeding	in	turn	order,		all players, including the 
ones without knights on the Market, may pass or equal 
the starting bid and raise the previous bid in quantity or 
quality (without altering the starting bid).
   Once all players have made their bids, the turn goes 
back to the active player and he can make one last offer 
before the auction finishes. 
   The player with the highest bid pays the resources and gains 4 . He also obtains 
a castle that can be placed in front of one of his knights or one vassal without one.
The rest of the players recover their bids. 

Note: If the active player doesn’t win the auction, he can perform the trade action instead.
Note: A player without a free castle space cannot bid on the castle. 

  wAr

Each knight in the War can perform one of the following actions:
•	 AttAcK A Free lAnd.

The player may choose the land on top of either of the two stacks. A free land 
is conquered when the strength of the attacking knight is higher than the land’s 
defences (defence in the gameboard plus the land’s own defence). If the knight 
conquers it, he can put the land on front of any of his knights or vassals, or discard it. 
The	strength	of	the	active	player	is	3	for	each	of	his	soldiers	and	1	for	each	unit	of	
food (mercenaries) and/or influence (allies) he pays. 

•	 AttAcK A lAnd owned By AnotHer PlAyer.
To attack another player the following requirements need to be met:
- The attacking player must discard as many Influence as single women has the 
target player’s in his lineage space. 
- A vassal may never attack his Lord’s family or his Lord’s vassals.
- The family of a Lord may never attack his vassals.
- It is not possible to attack a knight without lands.
- It is not possible to attack the knight with the Archbishop.
The attacker can attack any target’s land but he has to say which one. 

The attack is resolved according to the following rules:
 - If the attacker or the defender is a vassal, his Lord may choose to take part 
in the war if both of them agree.
 - All players involved in the fight decide how many Food and/or Influence they 
want to use in the war and hide them in their hands.
 - All players reveal their cubes at the same time and the values of attack and 
defense are added. 

A	player	decides	to	exchange	4	
resources this way: 

The active player tries to builds a 
castle. His initial offer is: 

Next	player	offers	the	same	and	adds	

increasing the active player’s initial 
offer.		Next	player	equals	the	initial	
offer and increases the offer by

When the auction reach again the 
active player, he increases the last 
offer by adding the following 

to his initial offer. Being the best offer 
he builds the castle. 

This land has 8 defense. To be able to 
conquer	it,	a	knight	with	2	soldiers	
should	discard	3	cubes	of	Food	and/or	
Influence. 

Before trying to attack any yellow 
knight the attacking player must pay 
1 Influence. 

8
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Attacker: 

Defender:

If any land of the 
defender has a defence modifier that is applied when attacking that knight. It 
provides defence to all that knigth’s lands.
The party with the highest number of strength points is the winner (in case of a tie, 
the defender is always the winner). Once finished, the involved players discard the 
cubes they have used.  
If the defender wins, the attacker withdraws with no consequences.
If the attacker wins, the land is conquered and he places the tile in front of one of 
his knights, he gives it to one of his vassals or he discards it. 

Note: If the winner has won against any player with the most 	he	gets	an	extra	2 .
Note: If the attacker has asked for help from his Lord, it will be the Lord who decides the 
placement of the newly conquered land among the knights and vassals of the attacker.

GAINING AND LOSING  DUE WAR
Every time a knight receives a land his family receives 4 . If that knight is a vassal, his 
Lord’s family receives 4  as well.
Every time a knight loses a land, his family loses 4 . If that knight is a vassal, his 
Lord’s family loses 4  as well.

  curiA

In this phase all players, including the ones without knights on the Curia, 
donate money to the Church in order to build a Cathedral.
All players offer a certain quantity of gold hidden in their hand, that will 
be simultaneously revealed.
The	player	or	players	with	the	highest	offer	get	6  and discard their 
Gold. The rest of the players may choose whether to take their offer with 

no consequences or discard it and get a number of 	equal	to	6	minus	the	difference	
between the higher offer minus their own offer (the player or players with the lowest 
offer	get	2  less than that). 
Note:	If	all	the	players	offer	the	same,	everyone	gains	6  and discards his gold.
Note: A player offering zero gold is always the lowest offer and cannot gain nor loose .

Once resolved, each knight in the Curia can perform one of the following actions:
•	 Get 1 PrivileGe:	Place	a	family	token	in	your	lineage	space.
•	 turn A sinGle womAn into An ABBess: Remove a woman from your lineage 

space and keep the cube as influence. 

  crusAdes

Each knight in the Crusades receives 1 Influence and is protected against the winter.

5) winter

Roll a die. If the result is , these are hard times and food is not easily 
found.	Any	knight	who	have	neither	lands	nor	castle	dies,	except	for	knights	
on the Crusades. 
The King rewards those who help with the defence of the kingdom. All 
families with at least 1 soldier or a castle in front of each of their knights 
receive	1	Privilege.

Take all knights tokens from the board and refill all the spaces with white time tokens. 
The Archbishop and the King’s soldiers return to their proper spaces.
Advance	1	space	the	turn	marker	in	the	track.	The	player	with	the	Starting	Player	token	
starts	the	next	turn.

After paying the influence required, 
the left knight will attack the fabric 
land of the right knight. Both sides 
have	12	initial	strenght,	4	soldiers	in	
left’s	side,	and	2	soldiers	plus	a	castle	
in right’s. 

After revealing Food and Influence, 
left player adds 4 strenght meanwhile 
the	right	one	only	2.	At	the	end	of	
war, left knight wins and will conquer 
the fabric land. 

Yellow	player	gets	a	Privilege	and	
adds another family token to his 
lineage zone. 

Yellow player turns a woman into an 
abbess on the Curia action.  

VIII
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Lineage cubes represent single women of the family, who offer both advantages and
disadvantages during the game:
•	 They can be married with the heir of another family knight (see page V ‘Marriages’).
•	 They can be elected Abbess of a Monastery and provide influence (see page VIII ‘Curia’).
•	 They offer protection for the family in case a player is attacked. The more lineage cubes 

a player owns, the more influence is required to attack him (see page VII ‘War’).

However, every single woman in the lineage space at the end of the game counts as negative 
points. Therefore, you must find the way to change their status:
•	 Marrying them (see page V ‘Marriages’).
•	 Sending	them	to	a	monastery	escorted	by	a	knight	in	order	to	take	the	veil	(see	page	V	‘Monastery’).	
•	 Helping them in their way to become an Abbess, with the help of a knight on the Curia (see page VIII ‘Curia’).

Each player is considered Lord of his vassals. Vassals will always be other player’s 
knights	(A,	B,	C	or	D)	and	vassalage	is	expressed	by	the	presence	of	the	Lord’s	
family token on the vassal’s knight tile. 
A Lord may have more than one vassal, but each vassal may only have a Lord. 
The bonds of vassalage are inherited to the heirs. 

The benefits of vassalage are many. The vassal improves the defense of his lands and the Lord: 
•	 2	  for a successful vassal attempt (see page VI ‘Court’).
•	 4  for each land under the vassal’s control (see page VI ‘Court’). 
•	 During the tribute phase, the Lord receives a food payment from his vassals’ lands (see page VI ‘Tributes’).
•	 A vassal may never attack the family of his Lord, or turn his Lord’s knights into vassals.  The Lord’s knights may 

never attack his vassals. However, they may attack any other knight of his vassal’s family (see page VI ‘War’).
•	 On war, a Lord may help out his vassals with food and/or influence. However, a vassal may never assist his Lord in 

this way. That is also aplied to attacks initiated by the vassal (see page VI ‘War’). 
•	 Once established, a vassalage relationship may never be broken. That will only happen if a knight dies with no heir, no 

land, no castle and no soldiers. If that happens return the Lord family token to his owner (see page V ‘Dead’).  

A	family	token	in	the	lineage	space	represents	a	Privilege.
The	Privileges	are	gained	by	action	of	a	knight	on	the	Curia	or	at	the	end	of	
Winter	phase	where	the	King	gives	a	Privilege	to	the	families	that	help	to	
defend the kingdom. 

Can be used to place a knight on a time token without paying Gold, to be able for more than a 
woman to take the veil in the same action or to recognice an illegimate son. 

IX
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The game finishes when the fifth turn is over.
The final scoring is modified according to:

For the player or players with the highest number of Fabric plus Metal added together.

For the player or players with the highest number of Influence.

For the player or players with the highest number of privileges.

For	each	2	Gold.

-2  for each single woman in the lineage space. The player or players with the highest number 
of	single	women	will	receive	-3  for each woman instead.

The player with the highest number of  is the winner.  In case of a tie, the number of castles, lands and vassals (in that 
order) will decide the winner. 

Use	the	same	setup	as	usual	with	the	following	changes:	
•	 Place	the	same	white	time	tokens	as	in	a	3	players	game.	
•	 On the Action phase, when someone passes he can place a family token on an empty space or with a white time token 

on it. This family token has the same effects as a black time token. 
•	 On	the	Political	Phase,	when	the	majorities	are	decided,	the	family	token	counts	as	another	knight	of	that	familiy,	but	

only	if	there	is	at	least	a	knight	of	that	same	family	on	that	Power	Sphere.

only For GAmes witH 3 - 5 PlAyers.
time is Gold:
Play	with	the	reverse	of	the	board.	The	black	time	tokens	printed	on	the	first	space	of	the	Power	Spheres	are	covered	with	
white time tokens. The printed tokens have the same function as a token placed there. 

PoPe cAlls For crusAdes:
A knight on the crusades (and his Lord) cannot gain nor lose  when he gains or loses a land. 
Note: A land conquered from a knight on the Crusades won’t give  if put on one of his own’s vassals.

tHe KinG clAims:
When	you	conquer	a	land	from	other	player,	you	can	offer	it	to	the	King.	If	you	do	so,	you	gain	3  and discard the land.

END OF GAME
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