IRTUS!

“Fatti non foste a viver come bruti, ma per seguir virtute e canoscenza.”
“You were not made to live like brutes, but to follow virtue and knowledge.”
Dante Alighieri - Canto XXVI verse 119 of Inferno

In a world where human nature is in constant evolution, philosophers and writers
of every era have sought the path that leads to a life of harmony, exploring
human potential through the seven Virtues.

These Virtues represent the pillars of human essence: timeless ideals that guide
those who pursue them toward a more balanced and authentic existence.

Charity, which embodies generosity and love toward others;
, the invisible bond with what transcends the material;
Hope, which keeps light alive in the darkest moments;
Fortitude, which grants courage to face danger;
, which reveals the essence of things, ensuring harmony and equity;
Temperance, which maintains the balance between extremes;
Prudence, which shows the way with wisdom and discernment.

In Virtus, players strive to embody the Virtues as fully as possible, by collecting matching cards.
Those who demonstrate a Virtue best earn recognition for their efforts, gaining victory points
and the ability fo use the special power associated with that Virtue. Additional points can be
earned from the icons on the cards. In the end, who will reveal the greatest Virtus? Those who
demonsrate a Virtue more than the other players by holding the most or second-most cards

for that Virtue earn 5 or 2 points, respectively, in addition to any extra points from the special
power associated with that Virtue. Further points can be earned from icons present on the cards.



1.COMPONENTS

Charity Faith Hope  Forfitude  Justice  Temperance Prudence

RS

Deck of 98 Virtue Cards (14 cards per Virtue)

CUFEOQOD

84 Victory Point Tokens (VPs)

2.CARDS DESCRIPTION

The deck consists of 98 Virtue Cards, each showing the color and illustration for one of
the Virtues, with their value displayed in the top-left and hottom-right corners.

In the bottom-left corner, each Virtue Card also shows a label indicating whether the
card is used in the game, depending on the number of players (from 2+ to 7+).

Some Virtue Cards also display one of the following icons:
Light @), Chalice ', Water J , Flame @y . These icons are used o score points at
the end of the game, based on certain Virtues.

Esempio: Justice Card with a valve of 5 and a Water leon, used in games with more than 3 players.

NUMBER OF
PLAYERS

6 CARD VALUE



3. SETUP

From the deck, separate the Virtue Cards according to the minimum number of players
required (indicated in the bottom-left corner of each card). Keep only those cards with
a number equal to or less than the number of players in the game.

For instance, in a 4-player game, keep the cards marked 2+, 3+, and 4+.

Place the deck in the play area and reveal the top 14 Virtue Cards face-up, creating two
rows of 7 cards each, one below the other.

The lower row is called the “ “ and the upper row is called the

Place the deck with the remaining cards next to the upper row to form the draw pile,
ensuring it is easily accessible.

Distribute a 7-point Token to each player. Q

INACTIVE ROW
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4. GAME TURN

The player who last committed a “sin” will start the game.

The game is played in turns. During their turn, each player decides which Virtue Cards to
draw, choosing exclusively from those in the active row (see paragraph 4.1).



Once a player has drawn, fill the now-empty spaces in the active row (the lower row)
by sliding down the corresponding Virtue Cards from the inactive row (the upper row).
Then, replenish the remaining empty spaces in the inactive row by drawing cards from
the top of the draw pile, filling from left to right (see Example 1).

Play then proceeds to the next player in clockwise order.

When the draw pile is exhausted, skip the step of replenishing the inactive row.

4.1 DRAWING CARDS

During their turn, a player draws Virtue Cards exclusively from the active row, adding
them to their hand.

They may choose cards according to one of the following criteria:
1. Draw all cards of a Virtue of their choice;
2. Draw all cards of a value of their choice.

If a player wishes to take a Virtue Card from the active row, they must also take all
other cards in that row that belong to the same Virtue or have the same value.

IMPORTANT!

If the player wishes to take a single card based on its value, they must still check
if there are other cards of the same Virtue in the active row. If so, they will be
required fo take all the cards of that Virtue. Similarly, when choosing a single card
based on Virtue, they must check that it is also unique in terms of value. If not,
they will have to take all the cards of that value.

Therefore, it will not be possible to take just one card if there are other cards in the
active row of the same Virtue or with the same value.



EXAMPLE 1

=

i

During his turn, Stefano the active player, must draw choosing from the 7
Virtue Cards in the active row (bottom row).

The player has several options: he could take the two Temperance cards (13, 12)
or the two Charity cards (12 and 10).

However, if the player wants to take the card (12), he must also take
the other cards with the number 12 (Temperance and Charity).

If he wants to take the Foith card (2), he must check that there are no other
cards of the same Virtue and value in the Active Row. In this case, we have
the Prudence card (2) of the same value, which he will be required to take
along with the selected Foith card.

O Let's suppose Stefano decides to take the three cards with the number 12.
@ Nex, slide the Hope (8) ,Prudence (9) and (7) cards from the
upper row to the lower row to replace the empty spaces left by the cards
Stefano just drew.

@ Replenish the upper row from left to right with cards from the draw pile,
and pass the turn to the next player.



5.END OF GAME AND SCORING

The game ends when all the Virtue Cards have been drawn.

In the final turns of the game, it may happen that some draws no longer cause cards
to slide from the Inactive Row to the Active Row—this is normal; continue drawing only
from the available cards in the Active Row until all cards have been drawn.

Once all the Virtue Cards have been drawn, it's time to determine who will best de-
monstrate each Virtue, thus earning Victory Points and Special Powers. Finally, Victory
Points are awarded for Icon Trios.

In the order listed below (and shown on the Summary Cards), call out each Virtue one
by one. When a Virtue is called, all players reveal all cards they have with that Virtue.

For each Virtue, determine which two players have earned the most Recognition—the
players with the most and second-most cards with that Virtue.

In case of a tie, the Recognition goes to the player who holds the highest-value card
with that Virtue.

The player with the highest Recognition (referred to as 1st Place) immediately receives
5 points, plus any extra points from the special power of the Virtue (see Virtue special
powers).

The second player with the highest Recognition (referred to as 2nd Place) immediately
receives 2 points, plus any exira points linked to the Virtue's power.

Use the Victory Point Tokens (VPs) to assign points (these Tokens should remain face
down until the end of the game).

As each Virtue is called, the players who earned the highest Recognition as described
above (in addition to gaining 5 VPs or 2 VPs) get to use that Virtue's Special Power
as described next. Assign any points earned from the Special Power with Victory Point
Tokens.



5.1 VIRTUE SPECIAL POWERS

CHARITY

1st Place: May publicly discard up to 3 cards from their hand that are not Charity Cards.

For each card ith o Chalice 3 , Water .., or Flame @y Icon they discard in this way, they receive 3 VP
2nd Place: As above but may discard a maximum of 1 card. Their choice is made after the player with
15t Place has completed their Renunciation action.

15t Place: Chooses a Virtue. Each of the other players (except the 2nd Place player) must give
them a card with that Virtue of their choice (if they have one).
2nd Place: Cannot he targeted by Faith's Special Power (this bonus is not used in 2-player games).

HOPE

Ist Place: Chooses up to 2 opponents who must each give the player 1 VP from their score for
every Light icon @) they possess.

2nd Place: Cannot be the target of Hope's Special Power.

After scoring for Hope, all players reveal their entire hands.

FORTITUDE
Ist Place: Receives 1 VP for each Forfitude Card they possess.
2nd Place: Receives 1 VP for every 2 Fortitude Cards they possess.

15t Place: Receives 2 VP for each Flame icon & they possess.
2nd Place: Receives 1 VP for each Flame icon dy they possess.

TEMPERANCE (%

Ist Place: Receives 1 VP for each Chalice icon Y they possess

and 1 VP for each Water icon .., they possess.

2nd Place: Receives 1 VP for each pair of Chalice + Water icons they possess.

PRUDENCE

Ist Place: Receives VPs equal to the number of different Virtues they possess, excluding the
Virtue of Prudence.

2nd Place: Receives VP equal to half (rounded down) the number of different Virtues they
possess, excluding the Virtue of Prudence (this bonus is not used in 2-player games).



5.2 ASSIGNING POINTS FOR ICON TRIOS

Each player receives 3 VP for every trio of Flame + Water + Chalice icons remaining in their hand.

Players then reveal their Victory Point Tokens

The player with the highest score is the winner.

n case of a fie hetween 2 or more players, the winner is the one who possesses the most Flame +
Water + Chalice icon trios. If they are still tied, they share the victory (Example 2).

EXAMPLE 2

Here is an example of the end of the game.
Next, the corresponding scoring.



CHARITY:

1) Camilla: 5 points + 3 VPs (discards the Prudence Card with value 5).

2) Stefano (has 2 cards like Sofia, but his highest card is 12 compared to Sofia’s 6): 2 points + 3 VPs
(gives up Justice Card 9).

1) Camilla: 5 points plus she asks for a Prudence Card from Stefano (who gives her the 8).
2) Sofia: 2 points and cannot be targeted by Faith’s Special Power.

HOPE:
1) Camilla: 5 points + 3 VP (taken away from Sofia for the 3 Light icons she possesses).
2) Stefano: 2 points and cannot be fargeted by Hope's Special Power.

ATTHIS POINT, ALL PLAYERS REVEAL THEIR HANDS.

FORTITUDE:
1) Sofia: 5 points + 3 VP given by the number of Forfitude Cards in her possession.
2) Camilla: 2 points (but adds no bonus because she must have at least two Forfitude cards fo form a pair).

1) Sofia: 5 points + 8 VP given by the 4 Flame icons in her possession.
2) Stefano: 2 points (no bonus as he does not possess any Flame icons).

TEMPERANCE:

1) Sofia: 5 points + 2 VP given by the Water and Chalice icons in her possession.

2) Camilla: 2 points + 1VP given by the pair of Chalice + Water icons in her possession.
Excess Chalices that do not form a pair with Water are not counted.

PRUDENCE:

1) Camilla (since she took the Prudence Card of value 8 from Stefano) has the majority,

s0 she receives 5 points + 5 VP given by the 5 different Virtues, hesides Prudence, in her hand.
2) Stefano: 2 points + 2 VP (for every 2 different Virtues he receives 1 honus point).

ASSIGNING POINTS FOR ICON TRIOS (é +¢1+§ )
Stefano and Camilla do not have any trios.

) ! FINAL SCORING:
Sofia completes 1 and thus receives 3 points. Stefano = 7+0+3+7+0++3= 1]
Camilla wins! Sofia = 7+2-3+5+3+5+8+5+2+3= 37

(amilla =7+5+3+5+5+3++1+5+5=4]



SCORING SUMMARY Ist Place = 5VPs 2nd Place = 2 VPs

Ist Place rih) g

Discard up fo 3 cards: +3 VPs for each lcon Y /@/@

nd Place By

Discard up fo 1 card: +3 VPs for each lcon Y /e /@

Ist Place

(Chooses a Virtue. Each of the other players must give them a card of that Virtue
2nd Place

Cannot be targeted by Faith's Special Power

Ist Place

Chooses up to 2 opponents and fakes 1 VP from each of them for every @) they possess.
2nd Place

Cannot he targeted by Hope's Special Power.

AT THIS POINT, ALL PLAYERS REVEAL THEIR HANDS

Ist Place

Receives 1P for each Fortitude Card they possess.
2nd Place

Receives 1 VP for every 2 Forfitude Cards they possess.

Ist Place

Receives 2 VPs for each Flame icon @ they possess.
2nd Place

Receives 1 VP for each Flame icon é they possess.

1st Place ST

Receives 1 VP for each X /<= they possess.

Ind Place i

Receives 1 VP for each pair of X +<=> they possess.

Ist Place
Receives VPs equal to the number of different Virtues they possess but Prudence.
& 2nd Place

Receives VPs equal to half the number of different Virtues they possess but Prudence.

SCORING POINTS FOR ICON TRIOS: Al Players eceive 3 VPs fo each T+ @ they pssess.
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LE SETTE VIRTU / THE SEVEN VIRTUES

In VIRTUS le Sette Virtl sono state interpretate attraverso un raffinato processo di ricerca,
dando vita a sette illustrazioni allegoriche. Ogni rappresentazione & intrisa di simbolismo e
riesce a frasmettere |'essenza piv profonda di ciascuna virtd.

In VIRTUS the Seven Virtues have been interpreted through a refined research process, creating
seven allegorical illustrations, each of them expressing the essence ov every viriue.

GIUSTIZIA / JUSTICE

et Un fascio di luce squarcia I'ombra e porta alla vista dell occhio,
- inizialmente socchiuso, cio che prima era nascosto. Le mani
.~ diventano sostegno per lo sguardo che ora vede con chiarezza.

o Abeam of light pierces the shadows and reveals to the eye, once
half-closed, what was once hidden. The hands become a pillar of
support for the gaze that now sees with clarity.

PRUDENZA / PRUDENCE
Un serpente si insinua olire lo specchio, simbolo del pericolo che
tenta di attraversare la barriera del riflesso. Lo specchio affronta
I'insidia respingendola e rivelandone la natura ingannevole.

[N A serpent slithers beyond the mirror, a symbol of danger attemp-
ting to cross the barrier of reflection. The mirror confronts the
threat, repelling it and exposing its deceptive nature.

TEMPERANZA / TEMPERANCE
i Due brocche si versano 'una nell'alira creando un ciclo armonioso
' ed equilibrato, espressione della perseveranza dinanzi alle

awersitd e della costanza che doma gli eccessi.

Two pitchers pour into each other generating a harmonious and
balanced cycle, testament to perseverance in the face of adversity
and the steady hand that fames excess.




CARITA / CHARITY

Mani tese custodiscono e offrono un cuore, in un gesto di sono
e protezione. Due linee si infrecciano in un moto perpetuo che
rappresenta il flusso ininterrotto di amore e apertura.

Outstretched hands cradle and offer a heart in  gesture of both
gift and protection. Two flowing lines interwines in perpefual
motion, symbolizing the endless exchange of love and openness.

SPERANZA / HOPE

Un faro fende I'oscurita con lu sua luce. Lo slancio verso |'alto
diviene simbolo della tensione umana verso cid che & luminoso e
puro, guida silenziosa nel cammino dell’attesa fiduciosa.

Alighthouse cuts through the shadows with its light. The upward
reach hecomes a symhol of the human spirit’s yearning for what is
bright and pure, a silent guide along the path of faithful waiting.

FORTEZZA / FORTITUDE

Un drago avvolge e custodisce cio che & sacro. Le sue spire non
sono vincoli, ma scudo e rifugio, mentre attorno si stagliano le
stelle, frammenti dell'infinito che vegliano sull'anima risoluta.

A dragon coils and guards what is sacred. Its spirals are not chains
but shield and sanciuary, while all around is filled with the light of
the stars, fragments of the infinite watching over the resolute soul.

FEDE / FAITH

Un occhio si leva al cielo, colmo di ricerca e devozione, menire le
radici affondano nel terreno salde e incrollabili. Lo sguardo rivolto
al divino, sostenuto dalla certezza di un fondamento eferno.

An eye turns toward the heavens fill with longing and devotion,
while roots anchor firmly into the earth, steady and unshakeable.
The gaze lifted towards the divine with an eternal foundation.



