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A game by Donald X. Vaccarino | for 2 - 5 players

For your first game, we recommend our suggested set-up on page 7 of theserules.

Object of the game

By skillful building of settlements players create their own kingdoms, aiming to earn the most gold at the end of the game.
The 3 Kingdom Builder cards specify the conditions which must be met in order to earn the desired gold.

Game components of the basic game

» 8 different game board sections * 8 gold markers *7Castles e« 1dart player tile
. . 1 of each player color
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e 25terrain cards®

Front: Landscape composed of Back: Gold scoretrack for final
100 terrain hexes. evaluation.

There are 9 different terrain types on each front side:

Sterrain types suitable for building 5x Grasc 5x Flower field 5x Forest 5x Canyon —5x Desert
P . . .
X « 10 different Kingdom Builder Ry
e L cards et
~T . = <~ y ) Foscummoss
Grass Canyon Deset  Flower fidld  Forest Only 3 of these cardsare used in a e
Aterrain types not suitable for buiIding game of Kingdom Builder.
REW They specify the conditions for
@ . Al earning gold.
SR & T or Thereisa detailed description of the
Castle Water Mountain 8 dlfferent Iocatlons Kingdom Builder cards on page 5 of

these rules (see Kingdom Builder cards).

* 8 summary cards of location tiles - pictograms of extra
actions

*Besides the location tilesand terrain cards listed here, further tiles
and cards are included in the box. They will not be needed to play the
basic game, but are a gratis extra that may be used in combination
with the expansions 1-4 or the Big Box.

2x harbor 4x paddock

* 200 settlements- N
40 of each player color ‘ e 4




Set-up

1. sdect any 4 of the 8 game board sections and assemble them to 2. Placefour summariesof location
arectangular game board as shown in the example below. Place one tiles next to the game board $
castle on each castle hex. pieces matching the P2 im
location hexes. ywow
&
o= 4

2. Summary of location tiles

A

3. Place2 corresponding
location tiles on each
location hex.

4., shffleall terrain cardsand
keep them within easy reach as
face down draw pile.

5. Shuffle the Kingdom Builder
cards, then randomly draw

3 cards and place them next to
the game board, face up.

Distribution of game components

Give each player in their player color:
All 40 settlements,
they are placed before them as their personal supply. |

4y Givethestart player tiletotheoldest player;

they will perform thefirst turn of the game.

w 1 gold marker [ &

% Turn one of the unused game board sections over to its back side and place it next to the game board.
Then, each player places their gold marker on the black space of the gold score track.

Al Additionally, each player draws oneterrain card
from the draw pile and keepsit hidden from the
other playerson their hand.

Put any game components not used in this game back into the game box.

Sequence of play

Players take their turnsin clockwise direction, beginning with the start player. The game lasts for several rounds.
Each player performstheir turn the following way:

The active player playstheir terrain card face up in front of
themselves and subsequently builds their settlements.




Mandatory action

During their turn, the player must build 3 settlements
from their personal supply on unoccupied hexes of the
same terrain type as their played card, strictly obeying the
building rules (see page 4).

Extra action

In the course of the game players will collect location tiles.

Location tiles grant extra actions and players can perform
each extraaction once during their turn.

A player may perform each single extra action before or
after their mandatory action.

The extraactions alow building additional settlements or
even moving existing settlements.

After aplayer has performed their mandatory action and
does not want to perform any extra actions or cannot do
0, they put their terrain card on the discard pile and draw
anew card from the draw pile, keeping it hidden on their
hand.

Terrain card

Thisillustration shows an example of a mandatory action.

Please note: The mandatory action must be performed and
the 3 settlements must be built successively one after the

other. Picture side Pictogram side

&

In order toindicate that they have performed an extra action the
player turnstheir corresponding location tile over to its picture
side. After they have finished their turn, they flip the tiles back to
their pictogram side.

Note: Shuffle the discard pile
and use it as new draw pile once
the draw pile is exhausted.

L ocation hex and location tile

Whenever aplayer builds a settlement next to a location
hex, they seizeimmediately one of these location tiles,

if available. Then, they place thistile before them, picture
side face up and can use this extra action from their next
turn on.

A player may seize only one location tile from agiven
location.

The player keepsalocation tile aslong as at least one
of their settlementsisadjacent to the corresponding
location. If they move their last settlement away from
such alocation by using an extra action, they must
discard thislocation tile and remove it from the game.

If thereis no more location tile on alocation, the player does not
receive any location tile.

Please note: A player may only have 2 identical location tiles
if they have build a settlement next to both identical location
hexes of that game board section.

Castle hex

At the end of the game, playerswill earn 3 gold for each
castle hex if they have built at least one of their own settle-
ments next to it.

Playersearn 3 gold only,
even if they have built
more than one settlements
next to a castle hex.




Buildi ngr UleS—Theserules apply to each single settlement (of three) built as mandatory action and as extra action

1

Exactly one settlement may be built on any one eligible
terrain space.

Note: Aterrain spaceisthe
equivalent of exactly one hex of
a game board section.

2.

Settlements may be built only on hexes of theseterrain
types Grass, canyon, desert, flower field, and forest.

Exception: If the rare case should occur that thereisno
eligible hex at the beginning of a player’sturn or during their
turn, i. e. there is no hex matching the type of their played
terrain card on which they could build a settlement, the player
draws a new terrain card immediately. The uselessterrain
card isremoved from the game. If necessary, the player repeats
drawing a new card until they draw a suitable card.
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Always, a player must build each new settlement
adjacent to at least one of their own existing settlements,
if possible.

Flower field Forest

Thisillustration isan example of 2 building options for the new
Settlement.
If thisisnot possible, the player must (if mandatory
action) or may (if extra action) choose a new unoccupied
hex where they can build their settlement. There are several
options, depending on the kind of the player’s action:

a) If thisisthe player’s mandatory action or an extra oracle .
or barn action they must choose a hex of the same terrain Thisillustration is an example of a mandatory action where the
type as their played terrain card. player cannot build next to their own settlement.

b) If thisisthe player’s extra oasis, farm or harbor action,  \angatory ; 25 J_. 7
they must choose a hex of that terrain type as required by action @ @ T ew I~

thislocation tile.

¢) If thisisthe player’s extratower action the player may m
choose any suitable hex at the edge of the game board. \) @ @

End of the game and final scoring

The game ends when one player has built the last * Then, each player calculates the amount of gold earned by
settlement from their personal supply. However, the current  their settlements next to castle hexes (3 gold per castle hex)
game round is still completed; the player on theright of the and addsit to their score.

SEG[PRTE BUrlE Pk Yerpnieftreiriui The player who has earned the most gold isthe winner of

Now each player calculates the amount of gold they have  the game, In case of atie for the most gold, the tied players
earned and recor ds their total on the gold score track. share the victory.

* The 3Kingdom Builder cards are evaluated one after
the other for each player, beginning with the start player.



Kingdom Builder cards

B sertlemenes on many
Iorirontal lines
1 ol for each borizantal fine

e of your e setrlemens

1 gold for every 2 of yowr s
setslemsests i yoser Lergest aven
R ———

o el o duare it st

1gold

Note — Extra harbor action:
The,, Fishermen* card does not generate
gold for settlements on water hexes.

Note: Settlement area = cluster of adjacent
settlements belonging to one player.

Note: Settlement area = cluster of adjacent
settlements belonging to one player.

o f AT

Note: If a player has built the same
maximum number of settlements on more
than one horizontal linesthey earn gold for
onelineonly.

8x Y 12 gold
8x ¢ 12 gold
6x w 6 gold
2 ¥8¢ 0gold

Note: If several playerstie for the most
settlements all tied players earn 12 gold.
Likewise, tied players for the second most
settlements earn 6 gold each.

Separate Evaluation for each player:

The fewest settlements of
Orange arein the sector
bottom right. They earn 12
gold (4x3).

Note: If thereisthe same number of a player’s
fewest settlementsin more than one sector, they
earn gold for one sector only. In order to qualify
asa“Farmer” aplayer must have built at least
1 settlement in each sector.




Extra location tile aCtionS—AppIy building rules as usual

Extraaction: Build one additional settlement from your personal supply.

Oracle

Build one settlement on a hex of the same terrain type as your
played terrain card. Build adjacent if possible.

Farm
Build one settlement on agrass hex. Build adjacent if possible.

Skip thisaction if there is not a single unoccupied grass hex on the game
board.

Oasis
Build one settlement on adesert hex. Build adjacent if possible.

Skip this action if there is not a single unoccupied desert hex on the game
board.

Tower

Build one settlement at the edge of the game board. Choose any
of the 5 suitable terrain type hexes. Build adjacent if possible.

Tavern

Build one settlement at one end of aline of at least 3 of your
own settlements. The orientation of the line does not matter
(horizontally or diagonally). The chosen hex must be suitable for
building.

Barn

Move any one of your existing settlementsto a hex of the
same terrain type as your played terrain card. Build adjacent if
possible.

Harbor

Move any one of your existing settlementsto awater hex.
Build adjacent if possible. Thisisthe only way to build settlements
on water hexes.

Paddock

Move any one of your existing settlementstwo hexesin a straight linein any
direction (horizontally or diagonally) to an eligible hex. You may jump across any
terrain type hex, even water, mountain, castle and location, and/or your own and other
players' settlements. The target hex must not necessarily be adjacent to one of your
own settlements (building rule no. 3 does not apply in this case).

6




Suggested set-up for your first game

1..combine the the 4 board sections that feature the tavern @ the 2 Place each location tile summary
paddock ? the oasis @ and the farm @ to form arectangular nexttothegameboard =
game board, as shown below.

section that featuresthe |}
corresponding locations. =~

3. Place2 corresponding location | 3 |
tiles on each location hex. ‘

4. Shuffle all terrain cards and
keep them within easy reach asa
face-down draw pile.

5. Place the 3 Kingdom Builder cards
Fisher men,
Knights, and
Merchantsnext to | | fised
the game board, ||
face up.

&
ot 3

All other steps of the game set-up remain
unchanged.
Some hintsfor your first settlements
1. You should build your first settlement next to a 2. You should try to build your first 3 settlements
location hex. adjacent to as few different terrain types as possible.
< e = . Example: Mats

has built hisfirst
3 settlements
adjacent to only
one other terrain
type (Forest).

) & L

-

Thisway you will gain alocation tile that you can use WA, T _
starting with your next turn, which will give you more By building this way, you lessen the chance of being

alowing you to build in other sectors of the game board
For each terrain card, you have a choice of several more quickly.

location hexes for your first settlements.

. IR [ Example: For his2nd turn, Mats hasa Canyon terrain card. Since
Example: Mats hasthe flower field terrain card and with the suggested the settlements he built on his 1st turn are not adjacent to a canyon,

set-up, he can choose from 5 different location hexesfor hisfirst he may now start building in any canyon location.
settlements. He builds a settlement next to the Oasis location hex.

KB




QUEENIE 1: CAPITOL

* 2 capitols If the game board sections with |ocation harbor or oracle arein play, place the
_ . capitol on one of the castles. If both sections are in play, you may use both
gl!“i : MH capitols.

: “%~ Thefollowing rules applies: At the end of the game 1 gold for each of your

own settlements built next to or up to 2 hexes away from the capitol.

QUEENIE 2: CAVES

* 4 caves On each quadrant, put one of the cavetiles
on any mountain hex, which is not within two
hexes of alocation, castle or nomad hex. A
* cave counts as a mountain hex. .
Once every turn, before or after the mandatory 5= Sl TR
action, the player may move one of hissettle-  yample: 2 possibilitiesto pl
¥ ments adjacent to a cave, to any unoccupied  the cave.

and suitable hex adjacent to any cave (inclu-

ding the same one) on the board.

QUEENIE 3: ISLAND

* 1 Island (double-sided) « 2 summary cards of the location tiles
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Place the island next to the game board. Put 2 corresponding
location tiles on the location hex and place the corresponding
summary of location tile next to the island.

Theisland is an extra board, but not connected to the rest of
the board. A player can get there by having to place or move
asettlement to aterrain heis not adjacent to, and putting that
settlement on the island. Once on the island, a player may be
forced to play there due to being adjacent to terrains there, just
like anywhere else on the board.

I mportant: Theisland does not count asits own sector, and thus does not
score gold for the “ Lorps”™ kingdom builder card. It isalsoignoredin

Example: Frank (orange) builds his three mandatory action settlements on desert (1).
scoring for “ FarmErs” . You can choose a line on theisland for “ KntGHTS” . With his extra action (Oasis) heis allowed to build another settlement on a desert space.

You can score up to 5 gold for the horizontal lines on the island for He may build it onto theisland (2), because no unoccupied desert space is adjacent to

his settlements. With his second extra action (Fram) he builds another settlement, next

“Discoverers” . All other kingdom builder cards score normally. toit, on a grassspace (3).

New location tiles and there extra actions-apply the building rules of the basic game

Rope bridge Tree house

Move any of your existing
settlements to a canyon hex. settlements to aforest hex.
Must be adjacent to your Must be adjacent to your
settlements if possible. settlementsiif possible.

Move any of your existing
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