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King Tritus has appointed you, his 
most trusted governors, to maintain 
and defend the border provinces 

from the enemy onslaught. To prosper, you 
must outmaneuver your rival governors and 
persuade the king’s advisors to assist you. Only 
one governor will be admitted to the Royal 
Council, so gather your resources, construct 
your buildings, and prepare your defenses—
the future of Kingsburg is in your hands!  

1 Game Board

15 Player Dice6 Bonus Dice

16 Advisor Tiles

24 Governor Cards 29 Destiny Cards

4 Optional Scenarios

5 Reference Cards25 Enemy Cards 
60 Goods

30 Soldier Tokens

15 Wooden Disks

120 Building Tokens

 3 for each player

5 Province Sheets 
(double-sided)

1 King’s Envoy Marker

20 “+2” Tokens 1 Rulebook1 Season Marker

1 Year Marker

2 copies of 7 different building strips

For each advisor except the King and Queen 

Object of the Game
Over the course of the game, players gain victory points (VP) 
by influencing the king’s advisors, constructing buildings, 
and repelling the invading enemies. The game ends at the end 
of the fifth year, and the player with the most VP wins.

Your First Game
If this is your first time playing Kingsburg, we recommend 
playing the basic game, which does not use any of the 
expansion modules, and is explained on pages 3–9.

If you are already familiar with Kingsburg, feel free to use 
any of the expansion modules on pages 10–13.

Components

3 for each player

24 for each player

14 Alternate Building Strips 

6 for each player
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At the end 
of summer, 

spend 1  to 
gain 2 .

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 
or lower than the 

value of your 
assigned dice.

At the start of 
each productive 

season, if you roll 
the same number 
on all your dice, 

reroll one  
of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

+1 battle 
strength against 
enemies whose 

strength is 5 
or less.

Whenever you 
recruit soldiers 
in phase 7, 
spend  as 

if they were 
goods.

At the end of 
fall, if you have  

1  or less,  
gain 1 .

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra .

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

Whenever you 
recruit soldiers 

in phase 7, 
spend only 1  

per soldier.

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the start of 
each productive 

season, gain 
1 .

At the end 
of summer, 

spend 1  to 
gain 3 .

Use other 
buildings in this 

row at the end of 
each season, not 

only summer.

At the end  
of summer, 
spend 1   
to gain 1   

and 1 . 

+1 battle 
strength.

Whenever  
you construct 

a building from 
column III 
or IV, spend 

1 fewer .

+1 battle 
strength.

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

+2 battle 
strength.

At the end of 
each productive 

season, gain 
1 .

Each winter, roll a 
die. If it is higher 
than the King’s 

reinforcements die, 
you gain  equal 

to your die 
instead.

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .
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At the start of each productive season, if you roll the same number on all your dice, reroll one  
of them.

At the start of each productive season, if your dice total is 7 or less, reroll all 
your dice.

+0 battle 
strength. (Becomes +1 vs. Demons.)

At the end of the game, gain 1  for every 2  
you have.

At the end of summer, gain 1 .

Influence an advisor whose rank is 1 higher or lower than the value of your assigned dice.

–1 battle 
strength.

At the start of each productive season, gain 1 bonus die. 

At the start of each productive season, gain 
1 .

Whenever you recruit soldiers in phase 7,  spend only 1  per soldier.

+1 battle 
strength.

+1 battle 
strength.

+2 battle 
strength.

+1 battle 
strength. (Becomes +2 vs. Zombies.)

Whenever you gain any  by influencing an advisor, gain 1 extra  .

+1 battle 
strength.

If you tie in battle, you are 
victorious 

instead.

+1 battle 
strength.

If you are victorious in 
battle, gain 1 extra .+0 battle 

strength. (Becomes +1 vs. Goblins.)

Whenever  you construct a building from column III or IV, spend 1 fewer .

At the end of each productive season, spend 1  or 1  to gain 1 .

At the end of each productive season, gain 
1 .
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  Gold, wood, stone

Good of your choice

Soldier

Victory point (VP)

Owned building

“+2” token

Secretly look at the top enemy card

Take the king’s envoy marker

Gain 1 bonus die 

The player on your left

The player on your right

An opponent of your choice

You

Your opponents
Gain the rewards from the 
uninfluenced advisor with  
the next lowest rank
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At the end 
of summer, 
gain 1 .

(This building 
has no effect.)

At the end 
of summer, 
gain 1 .

+1 battle 
strength.

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, reroll all 

your dice.

Influence 1 
advisor of rank 

#1–6 by assigning 
1 player die, 
regardless of 

its result.

At the end of 
summer, if you 
have no goods, 

gain 1 .

At the start 
of fall, gain  
1 bonus die.

At the start of 
each productive 

season, gain 
1 .

At the end of 
each productive 

season, if no one 
has more  

than you,  
gain 1 .

This building 
cannot be 
destroyed.

Destroy the next 
eligible building 

instead.
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If you are 
defeated in 

battle, you do 
not lose  
shown on the 

enemy card.

If constructed in 
years I–III, gain:

Whenever  
you construct 

a building from 
column III  
or IV, spend  
1 fewer .

At the end of 
each productive 
season, if you 

influenced  
3 advisors, 
gain 1 .

At the end of 
fall, spend 1  
to gain 2 .

At the end  
of phase 7,  
if you have  

at least 3 , 
gain 2 .

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, gain 2 .

Whenever  
you construct a 
building, gain 
1 extra .

At the end of the 
game, if you own the 

most buildings, 
gain 3 .

At the end  
of summer, you 
must lose 1   

to gain 1  and 
1 . (If you have 

no , gain 
nothing.)

+1 battle 
strength.

At the start of 
years IV and V,  

use .

+2 battle 
strength. 

(Becomes +0 vs. 
Zombies and 

Demons.)

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, gain 1 .

Before revealing 
the enemy card, 

spend 1  to gain 
+1 battle strength.

If you tie in 
battle, you are 

victorious.

If you are 
victorious in 

battle, gain the 
rewards shown 

on the enemy 
card twice.

At the start  
of winter,  

if you have  
at least 1 , 
gain +1 battle 

strength.

At the end of 
winter, if you 

were victorious 
in battle and had 
the highest battle 

strength, keep 
1 .

+1 battle 
strength.

Before revealing 
the enemy card, 

spend 1  
to gain +3 

instead. 
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At the end 
of summer, 
gain 1 .

(This building 
has no effect.)

At the end 
of summer, 
gain 1 .

+1 battle 
strength.

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, reroll all 

your dice.

Influence 1 
advisor of rank 

#1–6 by assigning 
1 player die, 
regardless of 

its result.

At the end of 
summer, if you 
have no goods, 

gain 1 .

At the start 
of fall, gain  
1 bonus die.

At the start of 
each productive 

season, gain 
1 .

At the end of 
each productive 

season, if no one 
has more  

than you,  
gain 1 .

This building 
cannot be 

destroyed.
Destroy the next 
eligible building 

instead.
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If you are 
defeated in 

battle, you do 
not lose  
shown on the 

enemy card.

If constructed in 
years I–III, gain:

Whenever  
you construct 

a building from 
column III  
or IV, spend  
1 fewer .

At the end of 
each productive 
season, if you 

influenced  
3 advisors, 
gain 1 .

At the end of 
fall, spend 1  
to gain 2 .

At the end  
of phase 7,  
if you have  

at least 3 , 
gain 2 .

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, gain 2 .

Whenever  
you construct a 
building, gain 
1 extra .

At the end of the 
game, if you own the 

most buildings, 
gain 3 .

At the end  
of summer, you 
must lose 1   

to gain 1  and 
1 . (If you have 

no , gain 
nothing.)

+1 battle 
strength.

At the start of 
years IV and V,  

use .

+2 battle 
strength. 

(Becomes +0 vs. 
Zombies and 

Demons.)

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, gain 1 .

Before revealing 
the enemy card, 

spend 1  to gain 
+1 battle strength.

If you tie in 
battle, you are 

victorious.

If you are 
victorious in 

battle, gain the 
rewards shown 

on the enemy 
card twice.

At the start  
of winter,  

if you have  
at least 1 , 
gain +1 battle 

strength.

At the end of 
winter, if you 

were victorious 
in battle and had 
the highest battle 

strength, keep 
1 .

+1 battle 
strength.

Before revealing 
the enemy card, 

spend 1  
to gain +3 

instead. 
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At the end 
of summer, 
gain 1 .

(This building 
has no effect.)

At the end 
of summer, 
gain 1 .

+1 battle 
strength.

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, reroll all 

your dice.

Influence 1 
advisor of rank 

#1–6 by assigning 
1 player die, 
regardless of 

its result.

At the end of 
summer, if you 
have no goods, 

gain 1 .

At the start 
of fall, gain  
1 bonus die.

At the start of 
each productive 

season, gain 
1 .

At the end of 
each productive 

season, if no one 
has more  

than you,  
gain 1 .

This building 
cannot be 
destroyed.

Destroy the next 
eligible building 

instead.
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If you are 
defeated in 

battle, you do 
not lose  
shown on the 

enemy card.

If constructed in 
years I–III, gain:

Whenever  
you construct 

a building from 
column III  
or IV, spend  
1 fewer .

At the end of 
each productive 
season, if you 

influenced  
3 advisors, 
gain 1 .

At the end of 
fall, spend 1  
to gain 2 .

At the end  
of phase 7,  
if you have  

at least 3 , 
gain 2 .

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, gain 2 .

Whenever  
you construct a 
building, gain 
1 extra .

At the end of the 
game, if you own the 

most buildings, 
gain 3 .

At the end  
of summer, you 
must lose 1   

to gain 1  and 
1 . (If you have 

no , gain 
nothing.)

+1 battle 
strength.

At the start of 
years IV and V,  

use .

+2 battle 
strength. 

(Becomes +0 vs. 
Zombies and 

Demons.)

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, gain 1 .

Before revealing 
the enemy card, 

spend 1  to gain 
+1 battle strength.

If you tie in 
battle, you are 

victorious.

If you are 
victorious in 

battle, gain the 
rewards shown 

on the enemy 
card twice.

At the start  
of winter,  

if you have  
at least 1 , 
gain +1 battle 

strength.

At the end of 
winter, if you 

were victorious 
in battle and had 
the highest battle 

strength, keep 
1 .

+1 battle 
strength.

Before revealing 
the enemy card, 

spend 1  
to gain +3 

instead. 
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At the end 
of summer, 
gain 1 .

(This building 
has no effect.)

At the end 
of summer, 
gain 1 .

+1 battle 
strength.

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, reroll all 

your dice.

Influence 1 
advisor of rank 

#1–6 by assigning 
1 player die, 
regardless of 

its result.

At the end of 
summer, if you 
have no goods, 

gain 1 .

At the start 
of fall, gain  
1 bonus die.

At the start of 
each productive 

season, gain 
1 .

At the end of 
each productive 

season, if no one 
has more  

than you,  
gain 1 .

This building 
cannot be 
destroyed.

Destroy the next 
eligible building 

instead.
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If you are 
defeated in 

battle, you do 
not lose  
shown on the 

enemy card.

If constructed in 
years I–III, gain:

Whenever  
you construct 

a building from 
column III  
or IV, spend  
1 fewer .

At the end of 
each productive 
season, if you 

influenced  
3 advisors, 
gain 1 .

At the end of 
fall, spend 1  
to gain 2 .

At the end  
of phase 7,  
if you have  

at least 3 , 
gain 2 .

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, gain 2 .

Whenever  
you construct a 
building, gain 
1 extra .

At the end of the 
game, if you own the 

most buildings, 
gain 3 .

At the end  
of summer, you 
must lose 1   

to gain 1  and 
1 . (If you have 

no , gain 
nothing.)

+1 battle 
strength.

At the start of 
years IV and V,  

use .

+2 battle 
strength. 

(Becomes +0 vs. 
Zombies and 

Demons.)

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, gain 1 .

Before revealing 
the enemy card, 

spend 1  to gain 
+1 battle strength.

If you tie in 
battle, you are 

victorious.

If you are 
victorious in 

battle, gain the 
rewards shown 

on the enemy 
card twice.

At the start  
of winter,  

if you have  
at least 1 , 
gain +1 battle 

strength.

At the end of 
winter, if you 

were victorious 
in battle and had 
the highest battle 

strength, keep 
1 .

+1 battle 
strength.

Before revealing 
the enemy card, 

spend 1  
to gain +3 

instead. 
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D

E

F

G

At the end 
of summer, 
gain 1 .

(This building 
has no effect.)

At the end 
of summer, 
gain 1 .

+1 battle 
strength.

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, reroll all 

your dice.

Influence 1 
advisor of rank 

#1–6 by assigning 
1 player die, 
regardless of 

its result.

At the end of 
summer, if you 
have no goods, 

gain 1 .

At the start 
of fall, gain  
1 bonus die.

At the start of 
each productive 

season, gain 
1 .

At the end of 
each productive 

season, if no one 
has more  

than you,  
gain 1 .

This building 
cannot be 

destroyed.
Destroy the next 
eligible building 

instead.
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If you are 
defeated in 

battle, you do 
not lose  
shown on the 

enemy card.

If constructed in 
years I–III, gain:

Whenever  
you construct 

a building from 
column III  
or IV, spend  
1 fewer .

At the end of 
each productive 
season, if you 

influenced  
3 advisors, 
gain 1 .

At the end of 
fall, spend 1  
to gain 2 .

At the end  
of phase 7,  
if you have  

at least 3 , 
gain 2 .

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, gain 2 .

Whenever  
you construct a 
building, gain 
1 extra .

At the end of the 
game, if you own the 

most buildings, 
gain 3 .

At the end  
of summer, you 
must lose 1   

to gain 1  and 
1 . (If you have 

no , gain 
nothing.)

+1 battle 
strength.

At the start of 
years IV and V,  

use .

+2 battle 
strength. 

(Becomes +0 vs. 
Zombies and 

Demons.)

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, gain 1 .

Before revealing 
the enemy card, 

spend 1  to gain 
+1 battle strength.

If you tie in 
battle, you are 

victorious.

If you are 
victorious in 

battle, gain the 
rewards shown 

on the enemy 
card twice.

At the start  
of winter,  

if you have  
at least 1 , 
gain +1 battle 

strength.

At the end of 
winter, if you 

were victorious 
in battle and had 
the highest battle 

strength, keep 
1 .

+1 battle 
strength.

Before revealing 
the enemy card, 

spend 1  
to gain +3 

instead. 

A

B

C

D

E

F

G

At the end 
of summer, 
gain 1 .

(This building 
has no effect.)

At the end 
of summer, 
gain 1 .

+1 battle 
strength.

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, reroll all 

your dice.

Influence 1 
advisor of rank 

#1–6 by assigning 
1 player die, 
regardless of 

its result.

At the end of 
summer, if you 
have no goods, 

gain 1 .

At the start 
of fall, gain  
1 bonus die.

At the start of 
each productive 

season, gain 
1 .

At the end of 
each productive 

season, if no one 
has more  

than you,  
gain 1 .

This building 
cannot be 
destroyed.

Destroy the next 
eligible building 

instead.
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Watchtower

 Stakewall

Hidden Refuge

Fountain

Circus Arena

Altar
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Armory

Griffin Ranch

Woodshop

Park
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Vineyard
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Manor

Architects’ Guild
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If you are 
defeated in 

battle, you do 
not lose  
shown on the 

enemy card.

If constructed in 
years I–III, gain:

Whenever  
you construct 

a building from 
column III  
or IV, spend  
1 fewer .

At the end of 
each productive 
season, if you 

influenced  
3 advisors, 
gain 1 .

At the end of 
fall, spend 1  
to gain 2 .

At the end  
of phase 7,  
if you have  

at least 3 , 
gain 2 .

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, gain 2 .

Whenever  
you construct a 
building, gain 
1 extra .

At the end of the 
game, if you own the 

most buildings, 
gain 3 .

At the end  
of summer, you 
must lose 1   

to gain 1  and 
1 . (If you have 

no , gain 
nothing.)

+1 battle 
strength.

At the start of 
years IV and V,  

use .

+2 battle 
strength. 

(Becomes +0 vs. 
Zombies and 

Demons.)

At the start of 
each productive 
season, if your 

dice total is 9 or 
less, gain 1 .

Before revealing 
the enemy card, 

spend 1  to gain 
+1 battle strength.

If you tie in 
battle, you are 

victorious.

If you are 
victorious in 

battle, gain the 
rewards shown 

on the enemy 
card twice.

At the start  
of winter,  

if you have  
at least 1 , 
gain +1 battle 

strength.

At the end of 
winter, if you 

were victorious 
in battle and had 
the highest battle 

strength, keep 
1 .

+1 battle 
strength.

Before revealing 
the enemy card, 

spend 1  
to gain +3 

instead. 

A

B

C

D

E

F

G
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Start the game with  
the king’s envoy marker,  

1 , and 1 .

During phase 1 of year I, 
gain the bonus die, and 
your opponents do not 

gain a free good.

Princess

 9
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Whenever an opponent constructs a building in column IV, gain 1 .

Tax Collector

 5 © Giochi Uniti

When a player uses the Town Hall (or the Exchange 
Office), he gains 1 extra .At the end of each productive season, each player who 

does not own the Town Hall (or the Exchange Office) 
may spend 1  or 1  to gain 1 .Note: The Exchange Office can still be used only during fall.

Diplomatic Moves

30

1.  The King’s Favor: The player who owns 

the fewest buildings gains a bonus die, 

rolled during this spring. 

2.  Spring:  
• Roll dice and set turn order 

• Influence the king’s advisors 

• Receive Advisor rewards 

• Construct buildings

3.  The King’s Reward: The player who owns 

the most buildings gains 1 VP. 

4.  Summer: Same as spring.

5.  The King’s Envoy: The player who owns 

the fewest buildings takes the king’s envoy 

marker.

6.  Fall: Same as spring.

7.  Recruit Soldiers: Each player may recruit 

any number of soldiers by spending two 

goods of his choice per soldier.

8.  Winter:  

• Roll for king’s reinforcements 

• Reveal the enemy card 

• Resolve the battle for each player 

• Reset the soldier track

Expansion Module Components

Setup
For this scenario, use building tokens as “growth tokens.” Place 3 growth tokens on this sheet 
for each player (e.g. 12 tokens in a 4-player game).

hiS MajeSty haS SoMe projectS...
At the start of each year, roll 2 dice to determine what the Capital needs this year and place them 
on this sheet. Each die represents a separate need as listed below:

1. Gold: Contribute 1 gold (i.e. return 1 gold to the supply).
2. Wood: Contribute 1 wood.
3. Stone: Contribute 1 stone.
4. Troops: Contribute 1 soldier (i.e. move your disk back 1 space on the soldier track).
5. Luxuries: Contribute 1 “+2” token.
6. Manpower: Contribute 1 die during fall (i.e. roll one fewer die during fall).

MidSuMMer tributeS

Each year, at the start of phase 5, in turn order, each player may contribute to both, 1, or none 
of the needs.
If you contribute to both needs, the king is pleased: gain 2 VP and  
place a growth token on this sheet. 
If you contribute to one of the needs, you fail to please the king: 
nothing happens. 
If you do not contribute at all, the king is angry:  
lose 1 VP and remove a growth token from this 
sheet. 

Winter reinforceMentS

During winter, after rolling the die for the 
king’s reinforcement, if the die result is 
higher than the number of growth tokens 
divided by players (rounded down), the king’s 
reinforcement is considered to be 0.

The Demanding Capital
(This scenario is not compatible with Module 5: Soldier Tokens) 

The Realm is growing and so is the capital city! While the governors of the peripheral fiefs 
may not see it often, the King expects regular tributes to contribute to its expansion...or he 
could forget to send his soldiers to protect the borders.

thou art My favoriteS
At the start of each year, in turn order, each player chooses 1 of the 8 groups listed below and places 1 of his building token next to that group. Each group can be chosen by only 1 player each year. At the end of each year, remove all tokens from this sheet.1. Aristocracy: You are always first in turn order. Additionally, if you are tied for the most or fewest buildings in phase 1, 3, or 5, you win ties.
2. Clergy: During each productive season, if your dice total (after all rerolls) is 9 or less, gain 2 VP.
3. Military: During winter, roll 2 dice as the king’s reinforcement and gain soldiers equal to the highest die result; each other player gains soldiers equal to the lowest die result.4. Secret Society: When you choose this group, immediately place 1 of your building tokens on any advisor. No other player may influence that advisor by any means. At the end of the year, remove that token from the board.
5. Craftsmen: At the end of each productive season, if you do not have any goods, gain 1 good of your choice.
6. Artists: Each productive season, after rolling dice and setting turn order, you may reroll 1 of your dice.
7. Peasants: Each productive season, when receiving advisor rewards, if you influenced only advisors ranked #1–6, gain the rewards from 1 of the advisors you influenced a second time.
8. Outlaws: When you choose this group, immediately lose 2 VP. Each productive season, when receiving advisor rewards, gain the rewards from the advisor of the lowest rank who has not been influenced this season.

Wheel and Deal
(This scenario is not compatible with Module 5: Soldier Tokens).The people of the Realm are diverse: there are lazy nobles, skilled craftsmen, fiery soldiers, humble peasants, etc. A wise governor knows which group to favor at the right time to get as many benefits as possible for his own career.



3

These are the setup steps for the basic game. If you are playing your first game, follow these steps. If you are using any expansion 
modules, also follow the setup steps listed under those modules on pages 10–13.

Setup

1.	 Place the game board in the center of the table. On 
the game board, place the season marker on space “1” 
and the king’s envoy marker on space “5” of the season 
track. Then place the year marker on space “I” of the 
year track.

2.	 To create the supply, place the goods and the “+2” 
tokens in their corresponding spaces on the board, and 
place the bonus dice near the board.

3.	 To create the enemy deck, sort the enemy cards into 
five piles according to the roman numeral shown on 
the card backs. Starting with year V and in descending 
order of year, randomly take one card from each pile 
without looking at it and place it in a facedown pile 
on space “8” of the season track. Return the remaining 
cards to the box without looking at them.

4.	 Each player chooses one color and takes the player 
dice, wooden disks, and building tokens of that color, 
a reference card, and a province sheet with its blue side 
faceup. Return any player pieces of unused colors to 
the box.

5.	 Each player places one of his wooden disks on space “0” 
of the soldier track and another disk on space “0” of the 
score track. Then collect each player’s last wooden disk 
and place each of them on a different space of the turn 
order chart in a random order starting from the top.

3x

24x
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At the start of 
each productive 

season, if you roll 
the same number 
on all your dice, 

reroll one  
of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 
or lower than the 

value of your 
assigned dice.

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

At the start of 
each productive 

season, gain 
1 .

Whenever you 
recruit soldiers 

in phase 7,  
spend only 1  

per soldier.

+1 battle 
strength.

+1 battle 
strength.

+2 battle 
strength.

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra  .

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

Whenever  
you construct 

a building from 
column III 
or IV, spend 
1 fewer .

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

At the end of 
each productive 

season, gain 
1 .

I

B

C

D

E

F

II III IV

1.  The King’s Favor: The player who owns 
the fewest buildings gains a bonus die, 
rolled during this spring. 

2.  Spring:  
• Roll dice and set turn order 
• Influence the king’s advisors 
• Receive Advisor rewards 
• Construct buildings

3.  The King’s Reward: The player who owns 
the most buildings gains 1 VP. 

4.  Summer: Same as spring.

5.  The King’s Envoy: The player who owns 
the fewest buildings takes the king’s envoy 
marker.

6.  Fall: Same as spring.

7.  Recruit Soldiers: Each player may recruit 
any number of soldiers by spending two 
goods of his choice per soldier.

8.  Winter:  
• Roll for king’s reinforcements 
• Reveal the enemy card 
• Resolve the battle for each player 
• Reset the soldier track

3x
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Playing the Game
The rules below describe the basic game for 3 to 5 players. 
For additional rules for a 2-player game, refer to “2-Player 
Rule Changes” on page 9. 

The game is played over a series of five rounds called years. 
Each year is divided into eight phases: four seasons and four 
special events that occur before each season. The phases 
appear in the following order:

1.	 The King’s Favor

2.	 Spring (First Productive Season)

3.	 The King’s Reward

4.	 Summer (Second Productive Season)

5.	 The King’s Envoy

6.	 Fall (Third Productive Season)

7.	 Recruit Soldiers

8.	 Winter (The Battle)

At the end of each phase, advance the season marker to the 
next space and proceed with the next phase.

Phases 1, 3, 5, and 7 are special events, such as the king 
helping certain players, or calling the soldiers to arms before 
battle.

Phases 2, 4, and 6 are productive seasons, during which 
players take turns influencing the king’s advisors to gain 
different rewards and construct buildings. Productive seasons 
follow these steps:

a)	 Roll Dice and Set Turn Order

b)	 Influence the King’s Advisors

c)	 Receive Advisor Rewards

d)	 Construct Buildings

Unlike the other seasons, phase 8 is not a productive season. 
Each winter, players face the invading army, which is the top 
card of the enemy deck. Depending on the battle’s outcome, 
players can gain or lose goods, VP, or even buildings.

At the end of each year, move the season marker back to 
space “1” of the season track and start a new year. The game 
ends at the end of the fifth year.

Open Information

Phase 1: The King’s Favor
The king needs all his governors to improve their provinces, 
so he helps the governor with the least-developed province. 
The player with the fewest constructed buildings on his 
province sheet gains one bonus die, which he rolls during this 
spring, and then returns to the supply when this spring ends.

If there is a tie for fewest buildings, the king helps the tied 
player with the fewest goods. If there is still a tie, the king 
helps all tied players. Each tied player gains 1 good of his 
choice instead of gaining a bonus die.

During the first year, because all players are tied, each player 
gains one good of his choice, and no one gains the bonus die.

Phase 2: Spring
Spring, the first productive season, is resolved as follows:

a) Roll Dice and Set Turn Order
Players roll all their dice simultaneously, including any bonus 
dice. Then, if players have effects that change die results or 
reroll dice, they may use those effects, following the current 
turn order.

After modifying dice, set the new turn order based on the 
total value of the dice rolled by each player. The player with 
the lowest dice total goes first, the player with the second-
lowest dice total goes second, and so on. Rearrange the 
players’ disks on the turn order chart accordingly.

If there is a tie, keep the disks of the tied players in the same 
order in relation to each other on the turn order chart.

Setting the Turn Order

Ann
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b) Influence the King’s Advisors
In turn order, players either influence one advisor or pass. 
A player who passes cannot influence advisors for the rest of 
this season. 

To influence an advisor, a player assigns one or 
more of his dice to the advisor’s space on the 
board. The total value of the assigned dice must 
be exactly equal to the advisor’s rank (indicated 
on the shield by his or her portrait).

Each advisor can be influenced by only one player, so a 
player cannot assign dice to an advisor who already has dice 
assigned to it.

If a player has no dice left or cannot legally assign any dice he 
has left to influence the advisors (see “Bonus Dice and '+2' 
tokens”), that player must pass.

When all players have passed, this step ends.

Bonus Dice and “+2” Tokens

Influencing the King’s Advisors

4, 4, 5,

Queen's Rank
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c) Receive Advisor Rewards
In ascending order of rank, each advisor helps the player 
who influenced him or her. If there are no dice assigned to 
an advisor, skip that advisor. Each advisor’s rewards are:

Gain 1 VP.

Gain 1 gold.

Gain 1 wood.

Gain 1 gold or 1 wood.

Recruit 1 soldier (advance your disk one space 
on the soldier track).

Spend 1 good of your choice to gain the other 
2 goods (e.g., spend 1 stone to gain 1 gold 
and 1 wood).

Gain 1 good of your choice and 1 “+2” token.

Gain 2 gold.

Gain 1 gold and 1 wood or 1 stone and  
1 wood.

Recruit 2 soldiers and secretly look at the 
top card of the enemy deck. Then return it 
facedown on top of the deck.

Gain 1 gold and 1 stone or 1 stone and 1 wood.

Gain 2 goods of your choice and 1 “+2” token.

Gain 3 stone.

Spend 1 VP to gain 3 goods of your choice.

You can spend 1 VP even if you have zero or 
negative VP by moving your token back on the 
score track (e.g., from space “0” to space “59”).

Gain 1 stone, 1 gold, and 1 wood.

Gain 4 gold.

Gain 2 goods of your choice and 3 VP and 
secretly look at the top card of the enemy deck. 
Then return it facedown on top of the deck.

Gain 1 gold, 1 stone, and 1 wood and recruit 
1 soldier.

When all players have gained rewards from their advisors, 
each player takes back his player dice. If any “+2” tokens 
were used this season, return them to the supply. Also, return 
all bonus dice to the supply.

10 General

11 Swordsmith

12 Duchess

6 Alchemist

15 Inventor

4 Merchant

13 Champion

7 Astronomer

16 Wizard

5 Sergeant

14 Smuggler

8 Treasurer

17 Queen

9 Master Hunter

18 King

1 Jester

2 Squire

3 Architect
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d) Construct Buildings
In turn order, each player may construct one building. 

To construct a building, a player spends goods equal to its 
cost shown on his province sheet. Then he places one of his 
building tokens on its building space of his province sheet to 
show that he owns it, and immediately gains the number of 
VP shown on that building's red banner.

In each row there is only one building that can be constructed, 
which is the leftmost building not already constructed. A 
player can construct a building only if he already owns all the 
buildings located to its left in the same row. 

If a player currently owns a building, he cannot construct a 
second copy of that building.

The player who has the king’s envoy can use it to construct 
one additional building this turn (see “Phase 5: The King’s 
Envoy”).

As long as a player owns a building, he benefits from its effect 
described on his province sheet. For more details on building 
effects, see “Building Clarifications” on page 14.

Constructing a Building
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At the start of 
each productive 

season, if you roll 
the same number 
on all your dice, 

reroll one  
of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 
or lower than the 

value of your 
assigned dice.

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

At the start of 
each productive 

season, gain 
1 .

Whenever you 
recruit soldiers 

in phase 7,  
spend only 1  

per soldier.

+1 battle 
strength.

+1 battle 
strength.

+2 battle 
strength.

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra  .

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

Whenever  
you construct 

a building from 
column III 
or IV, spend 
1 fewer .

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

At the end of 
each productive 

season, gain 
1 .
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Building Restrictions
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At the start of 
each productive 

season, if you roll 
the same number 
on all your dice, 

reroll one  
of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 
or lower than the 

value of your 
assigned dice.

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

At the start of 
each productive 

season, gain 
1 .

Whenever you 
recruit soldiers 

in phase 7,  
spend only 1  

per soldier.

+1 battle 
strength.

+1 battle 
strength.

+2 battle 
strength.

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra  .

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

Whenever  
you construct 

a building from 
column III 
or IV, spend 
1 fewer .

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

At the end of 
each productive 

season, gain 
1 .
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At the start of 
each productive 

season, if you roll 
the same number 
on all your dice, 

reroll one  
of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 
or lower than the 

value of your 
assigned dice.

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

At the start of 
each productive 

season, gain 
1 .

Whenever you 
recruit soldiers 

in phase 7,  
spend only 1  

per soldier.

+1 battle 
strength.

+1 battle 
strength.

+2 battle 
strength.

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra  .

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

Whenever  
you construct 

a building from 
column III 
or IV, spend 
1 fewer .

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

At the end of 
each productive 

season, gain 
1 .
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At the start of 
each productive 

season, if you roll 
the same number 
on all your dice, 

reroll one  
of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 
or lower than the 

value of your 
assigned dice.

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

At the start of 
each productive 

season, gain 
1 .

Whenever you 
recruit soldiers 

in phase 7,  
spend only 1  

per soldier.

+1 battle 
strength.

+1 battle 
strength.

+2 battle 
strength.

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra  .

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

Whenever  
you construct 

a building from 
column III 
or IV, spend 
1 fewer .

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

At the end of 
each productive 

season, gain 
1 .
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At the start of 
each productive 

season, if you roll 
the same number 
on all your dice, 

reroll one  
of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 
or lower than the 

value of your 
assigned dice.

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

At the start of 
each productive 

season, gain 
1 .

Whenever you 
recruit soldiers 

in phase 7,  
spend only 1  

per soldier.

+1 battle 
strength.

+1 battle 
strength.

+2 battle 
strength.

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra  .

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

Whenever  
you construct 

a building from 
column III 
or IV, spend 
1 fewer .

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

At the end of 
each productive 

season, gain 
1 .
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At the start of 
each productive 

season, if you roll 
the same number 
on all your dice, 

reroll one  
of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 
or lower than the 

value of your 
assigned dice.

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

At the start of 
each productive 

season, gain 
1 .

Whenever you 
recruit soldiers 

in phase 7,  
spend only 1  

per soldier.

+1 battle 
strength.

+1 battle 
strength.

+2 battle 
strength.

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra  .

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

Whenever  
you construct 

a building from 
column III 
or IV, spend 
1 fewer .

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

At the end of 
each productive 

season, gain 
1 .

I

B

C

D

E

F

II III IV

Statue

Inn

Guard Tower

Palisade

Barricade

Chapel

Market

Blacksmith

Stables

Crane

Church

Farm

Barracks

Stone Wall

Town Hall

Cathedral

Merchants’ Guild

Wizards’ Guild

Fortress

Embassy

3

0

1

0

0

5

1

2

2

1

7

2

4

2

2

9

4

6

4

4

2

1

1

3

2

1

1

3

2

2

2

5

3

3

3

2

1

2

1

2

2

1

1

1

3

1

1

2

2

1

1

1

1

2

1

2

1

3

2

2

2

2

2 2 1

At the start of 
each productive 

season, if you roll 
the same number 
on all your dice, 

reroll one  
of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 
or lower than the 

value of your 
assigned dice.

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

At the start of 
each productive 

season, gain 
1 .

Whenever you 
recruit soldiers 

in phase 7,  
spend only 1  

per soldier.

+1 battle 
strength.

+1 battle 
strength.

+2 battle 
strength.

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra  .

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

Whenever  
you construct 

a building from 
column III 
or IV, spend 
1 fewer .

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

At the end of 
each productive 

season, gain 
1 .

I

B

C

D

E

F

II III IV

Phase 3: The King’s Reward
The king is pleased with his most prosperous governor. The 
player who owns the most buildings immediately gains 1 VP. 
If there is a tie, all tied players immediately gain 1 VP.

Phase 4: Summer
Summer, the second productive season, is resolved just like 
spring.

Phase 5: The King’s Envoy
The king sends his most trusted envoy to help the governor 
with the least developed province. The player who owns the 
fewest buildings takes the king’s envoy marker.

If there is a tie for fewest buildings, the tied player with the 
fewest goods takes the king’s envoy marker. If there is still a 
tie, no one takes the marker.

The king’s envoy can be used during any productive season to 
use one of the following effects:

•	 Influence an advisor who has already been assigned 
dice (by yourself or another player). Assign your dice to 
influence the advisor following the normal rules. For this 
season, the advisor will give his or her reward twice.

•	 Construct one additional building during the last step 
of a productive season. Spend goods equal to each 
building’s costs and follow all the normal building rules.

After using the king’s envoy marker for either effect, return 
the marker to its space on the season track. If a player does 
not use the king’s envoy before the start of phase 5 the 
following year, he simply returns the marker to its space on 
the season track.
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Phase 6: Fall
Fall, the third productive season, is resolved just like spring.

Phase 7: Recruit Soldiers
In turn order, each player may recruit soldiers to prepare for 
the impending invasion. A player can recruit any number of 
soldiers by spending two goods of his choice per soldier. For 
each soldier he recruits, he advances his disk one space on the 
soldier track.

Phase 8: Winter
Winter is not a productive season. Instead, the players must 
face an invading enemy army.

First the king sends reinforcements to help each governor 
defend his province; the first player rolls a single die, which 
applies to all players. Each player advances his disk a number 
of spaces on the soldier track equal to the die result.

Next, reveal the top card of the enemy deck, which is the 
threat facing the players this winter.

Enemy Card Anatomy

Then determine each player’s battle strength: add any 
modifiers (positive or negative) from buildings he owns to his 
position on the soldier track.

Finally, determine the outcome of each player’s battle by 
comparing his battle strength to the enemy’s strength.

•	 If a player’s battle strength is higher than the enemy’s 
strength, the player is victorious and gains the rewards 
shown on the enemy card. If the player also has the 
highest battle strength, or is tied for the highest, he 
immediately gains 1 VP.

•	 If a player’s battle strength is equal to the enemy’s 
strength, the player barely manages to repel the attack 
and does not gain any rewards or suffer any penalties.

•	 If a player’s battle strength is lower than the enemy’s 
strength, the player is defeated and suffers the penalties 
shown on the enemy card.

Types of Battle Penalties
•	 Lose Goods: The player returns any goods lost to 

the supply. If he does not have enough goods of the 
corresponding type, he simply loses all the goods of 
that type.

•	 Destroy Building: Destroy the rightmost building on the 
player’s province sheet. If multiple buildings are eligible, 
destroy the building that is also the closest to the top. 
 
When a building is destroyed, the player removes his 
building token from its space and immediately loses the 
number VP shown on that building's red banner. That 
player can construct that building again during a future 
productive season.

•	 Lose Victory Points: The player moves his disk back 
the number of spaces on the score track indicated by the 
penalty.
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After resolving all battles, return the enemy card to the box 
and reset each player’s disk to space “0” on the soldier track. 

End of the Year
After winter (phase 8) is finished, the current year ends. If it 
is the end of year V, the game ends.

Otherwise, advance the year marker one space and place the 
season marker on space “1” of the season track to begin a 
new year.

Winning the Game
At the end of the fifth year, the player with the most VP wins. 
In case of a tie, the tied player with the most goods wins. If 
there is still a tie, the tied player who owns the most buildings 
wins. If there is still a tie, all tied players share the victory. 

2-Player Rule Changes
With two players, the game is played normally, except for one 
additional step during each productive season:

At the start of each productive season, before doing anything 
else, roll three player dice of an unused color. Assign these 
three dice to influence the advisor whose rank matches the 
dice total. Then roll two player dice of a different unused 
color and assign them to influence another advisor in the 
same way. 

If the dice total of the second roll is the same as the first, 
instead assign each die of the second roll to influence the 
advisor whose rank matches the die result. If both dice show 
the same result, assign one die and set aside the other for this 
season.

Because these advisors have been influenced, players cannot 
influence them during this season unless someone uses the 
king’s envoy to do so. 

At the end of the productive season, remove these dice so 
they can be used again during the next productive season.

Resolving a Battle

Cindy’s 

Statue

Inn

Guard Tower

Palisade

Barricade

Chapel

Market

Blacksmith

Stables

Crane

Church

Farm

Barracks

Stone Wall

Town Hall

Cathedral

Merchants’ Guild

Wizards’ Guild

Fortress

Embassy

3

0

1

0

0

5

1

2

2

1

7

2

4

2

2

9

4

6

4

4

2

1

1

3

2

1

1

3

2

2

2

5

3

3

3

2

1

2

1

2

2

1

1

1

3

1

1

2

2

1

1

1

1

2

1

2

1

3

2

2

2

2

2 2 1

At the start of 
each productive 

season, if you roll 
the same number 
on all your dice, 

reroll one  
of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 
or lower than the 

value of your 
assigned dice.

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

At the start of 
each productive 

season, gain 
1 .

Whenever you 
recruit soldiers 

in phase 7,  
spend only 1  

per soldier.

+1 battle 
strength.

+1 battle 
strength.

+2 battle 
strength.

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra  .

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

Whenever  
you construct 

a building from 
column III 
or IV, spend 
1 fewer .

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

At the end of 
each productive 

season, gain 
1 .

I

B

C

D

E

F

II III IV

Component Limitations

Beyond the Basic Game
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Expansion Modules
This section of the rulebook explains how to use the six 
expansion modules included with the game. You can add any 
number of these modules in any combination to the basic 
game. 

If you decide to use multiple modules, set them up one at a 
time in ascending numerical order.

Module 1: More Buildings
This module offers new building options.

Setup
Instead of using the blue side of the province sheet as 
recommended in the basic game rules, all players use the red 
side of the province sheet.

During the Game
Players have seven rows of buildings instead of five. All rules 
for constructing and destroying buildings stay the same.

Statue
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Guard Tower

Palisade
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Market

Blacksmith

Stables

Crane

Church

Farm

Barracks

Stone Wall

Town Hall

Cathedral

Merchants’ Guild

Wizards’ Guild

Fortress

Embassy
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0

0
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1
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2

4

2

2

9

4

6

4

4

2

1

1

3

2

1

1
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2

2

2

5

3

3

3

2

1

2

1

2

2

1

1

1

3

1

1

2
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1

1

1

1

2

1

2

1

3

2

2

2

2

2 2 1

At the start of 
each productive 

season, if you roll 

the same number 

on all your dice, 
reroll one  

of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 

or lower than the 
value of your 

assigned dice.

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

At the start of 
each productive 

season, gain 
1 .

Whenever you 
recruit soldiers 

in phase 7,  
spend only 1  

per soldier.
+1 battle 
strength.

+1 battle 
strength.

+2 battle 
strength.

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra  .

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

Whenever  
you construct 

a building from 
column III 
or IV, spend 

1 fewer .

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

At the end of 
each productive 

season, gain 
1 .

I
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C

D

E

F

II
III

IV

Sawmill

Statue

Inn

Guard Tower

Palisade

Barricade

Makeshift Defenses

Quarry

Chapel

Market

Blacksmith

Stables

Crane

Recruiting Office

Goldsmith

Church

Farm

Barracks

Stone Wall

Town Hall

Training Camp

Mint

Cathedral

Merchants’ Guild

Wizards’ Guild

Fortress

Embassy

Military Academy

1
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1

0

0

0

2
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1

3
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2

2

5

9

4
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4

4

3

2

1

1

1
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2

1

1
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2

2

2

1

6

5

3

3

3

2

2

2

1

2

1

1

2

2

1

1

1

2

1
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1

2

1
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2

2

1

1

1

1

2

1

1

1

2

2

1

2

1

1

3

2

2

2

2

1

2 2 1

At the end 
of summer, 

spend 1  to 
gain 2 .

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 
or lower than the 

value of your 
assigned dice.

At the start of 
each productive 

season, if you roll 
the same number 
on all your dice, 

reroll one  
of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

+1 battle 
strength against 
enemies whose 
strength is 5 

or less.

Whenever you 
recruit soldiers 
in phase 7, 
spend  as 
if they were 

goods.

At the end of 
fall, if you have  

1  or less,  
gain 1 .

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra .

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

Whenever you 
recruit soldiers 

in phase 7, 
spend only 1  

per soldier.

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the start of 
each productive 

season, gain 
1 .

At the end 
of summer, 

spend 1  to 
gain 3 .

Use other 
buildings in this 

row at the end of 
each season, not 

only summer.

At the end  
of summer, 

spend 1   
to gain 1   

and 1 . 

+1 battle 
strength.

Whenever  
you construct 

a building from 
column III 
or IV, spend 
1 fewer .

+1 battle 
strength.

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

+2 battle 
strength.

At the end of 
each productive 

season, gain 
1 .

Each winter, roll a 
die. If it is higher 
than the King’s 

reinforcements die, 
you gain  equal 

to your die 
instead.

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .
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Module 2: Alternate Buildings
This module offers alternate building strips, each of which 
covers an entire row of a province sheet, replacing the original 
buildings.

Setup
At the end of setup, before starting the game, shuffle all 14 
alternate building strips facedown. If the players are using 
module 2 but not module 1, remove the A and G strips.

Deal two strips to each player. Then each player chooses 
whether to use both, one, or none of those strips. If a player 
is dealt two identical strips, he may return one of them in 
exchange for another random strip.

Place each chosen alternate building strip on the province 
sheet to cover the row with the matching letter, replacing it. 
Return all unused strips to the box.

During the Game
All rules for constructing and destroying buildings stay the 
same. For questions about a specific building, see “Building 
Clarifications” on pages 14–15.

Drafting Variant
Instead of randomly dealing strips at the end of setup, if all 
players agree, they can draft them as follows:

Place all of the strips faceup. The first player, who was 
randomly determined during setup, selects one building strip, 
followed by the next player in clockwise order, and so on 
until each player has chosen one strip. 

Then, starting with the player who chose last and proceeding 
counterclockwise, each player chooses one strip until all 
players have chosen a second strip. 

Each player simultaneously chooses which strips, if any, he 
will use this game. Return all unused strips to the box.

Statue

Inn

Guard Tower

Palisade

Barricade

Chapel

Market

Blacksmith

Stables

Crane

Church

Farm

Barracks

Stone Wall

Town Hall

Cathedral

Merchants’ Guild

Wizards’ Guild

Fortress

Embassy

3

0

1

0

0

5

1

2

2

1

7

2

4

2

2
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4

6

4

4

2

1

1

3

2

1

1

3

2

2

2

5

3

3

3

2

1

2

1

2

2

1

1

1

3

1

1

2

2

1

1

1

1

2

1

2

1

3

2

2

2

2
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At the start of 
each productive 

season, if you roll 
the same number 
on all your dice, 

reroll one  
of them.

At the start of 
each productive 
season, if your 

dice total is 7 or 
less, reroll all 

your dice.

+0 battle 
strength. 

(Becomes +1 
vs. Demons.)

At the end 
of the game, 

gain 1  for 
every 2  

you have.

At the end 
of summer, 
gain 1 .

Influence an 
advisor whose 

rank is 1 higher 
or lower than the 

value of your 
assigned dice.

–1 battle 
strength.

At the start of 
each productive 

season, gain 
1 bonus die. 

At the start of 
each productive 

season, gain 
1 .

Whenever you 
recruit soldiers 

in phase 7,  
spend only 1  

per soldier.

+1 battle 
strength.

+1 battle 
strength.

+2 battle 
strength.

+1 battle 
strength. 

(Becomes +2 
vs. Zombies.)

Whenever you 
gain any  by 
influencing an 
advisor, gain 1 

extra  .

+1 battle 
strength.

If you tie in 
battle, you are 

victorious 
instead.

+1 battle 
strength.

If you are 
victorious in 

battle, gain 
1 extra .

+0 battle 
strength. 

(Becomes +1 
vs. Goblins.)

Whenever  
you construct 

a building from 
column III 
or IV, spend 
1 fewer .

At the end of 
each productive 
season, spend 
1  or 1  

to gain 1 .

At the end of 
each productive 

season, gain 
1 .
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At the end of summer, gain 1 .

(This building has no effect.)

At the end of summer, gain 1 .
+1 battle strength.

At the start of each productive season, if your dice total is 9 or less, reroll all your dice.

Influence 1 advisor of rank #1–6 by assigning 1 player die, regardless of its result.

At the end of summer, if you have no goods, gain 1 .

At the start of fall, gain  1 bonus die. At the start of each productive season, gain 
1 .

At the end of each productive season, if no one has more  than you,  gain 1 .

This building cannot be destroyed.
Destroy the next eligible building instead.

Tiltyard

Bridge

Brewery

Watchtower

 Stakewall

Hidden Refuge

Fountain

Circus Arena

Altar

Bazaar

Armory

Griffin Ranch

Woodshop

Park

Gladiator School

Monastery

Vineyard

Troop Quarters

Ramparts

Exchange Office

School

Colosseum

Basilica

Port

Alchemists’ Guild

Manor

Architects’ Guild

University
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2
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1

1

1

2

1

1

2

1

2

1

2

2

1

2
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2
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1

2

1

1

1

1

3

2

2

1

2

1

2

1

3

3

1

2

2

2
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1
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2

2

1
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2

1

1

1
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2

2

1
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If you are defeated in battle, you do not lose  shown on the enemy card.

If constructed in years I–III, gain:

Whenever  you construct a building from column III  or IV, spend  1 fewer .

At the end of each productive season, if you influenced  3 advisors, gain 1 .

At the end of fall, spend 1  to gain 2 .

At the end  of phase 7,  if you have  at least 3 , gain 2 .

At the start of each productive season, if your dice total is 9 or less, gain 2 .

Whenever  you construct a building, gain 1 extra .
At the end of the game, if you own the most buildings, gain 3 .

At the end  of summer, you must lose 1   to gain 1  and 1 . (If you have no , gain nothing.)

+1 battle strength.
At the start of years IV and V,  use .

+2 battle strength. (Becomes +0 vs. Zombies and Demons.)

At the start of each productive season, if your dice total is 9 or less, gain 1 .

Before revealing the enemy card, spend 1  to gain +1 battle strength.If you tie in battle, you are victorious.

If you are victorious in battle, gain the rewards shown on the enemy card twice.

At the start  of winter,  if you have  at least 1 , gain +1 battle strength.

At the end of winter, if you were victorious in battle and had the highest battle strength, keep 1 .

+1 battle strength.
Before revealing the enemy card, spend 1  to gain +3 instead. 
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Scenario Sheets

Goblin ValleyAlong the northern edge of the realm lies a valley inhabited by several belligerent 

goblin tribes. While they spend most of their time fighting against each other, they 

are also always ready to assault any settlers trying to establish a foothold in this land.
Setup
After creating the enemy deck, create the valley deck using the remaining cards (following 

the same rules; i.e. 1 card for each of the 5 years) and place it facedown on this sheet.

Goblin tribeSEach winter, when revealing the top card of the enemy deck, also reveal the top card of the 

valley deck. If it is not a Goblin card, return it to the box and proceed as normal. If it is a 

Goblin card, a goblin tribe has joined the invaders, hoping to pillage the newly established 

human colonies! The king immediately sends additional reinforcements equal to the 

current year (e.g. if you are currently in year III, advance each player’s disk 3 spaces on the 

soldier track). When determining the outcome of a battle, the Goblins’ strength is added 

to the other enemy’s strength. Defeated players suffer the penalties shown on both enemy 

cards. Victorious players gain the rewards shown on both enemy cards. After resolving all 

battles, return both enemy cards to the box. During year V, the card revealed from the valley deck is considered to be a Goblin card 

instead of its regular card type.Note: If the card revealed from the valley deck is a Goblin card, players who own the 

Barricade may use its effect. If both enemy cards are Goblins, players may use the 

Barricade’s effect only once.Note: When a player would secretly look at the top card of the enemy deck, he may choose 

to secretly look at the top card of the valley deck instead. 

Setup
For this scenario, use building tokens as “growth tokens.” Place 3 growth tokens on this sheet 
for each player (e.g. 12 tokens in a 4-player game).

hiS MajeSty haS SoMe projectS...
At the start of each year, roll 2 dice to determine what the Capital needs this year and place them 
on this sheet. Each die represents a separate need as listed below:

1. Gold: Contribute 1 gold (i.e. return 1 gold to the supply).
2. Wood: Contribute 1 wood.
3. Stone: Contribute 1 stone.
4. Troops: Contribute 1 soldier (i.e. move your disk back 1 space on the soldier track).
5. Luxuries: Contribute 1 “+2” token.
6. Manpower: Contribute 1 die during fall (i.e. roll one fewer die during fall).

MidSuMMer tributeS

Each year, at the start of phase 5, in turn order, each player may contribute to both, 1, or none 
of the needs.
If you contribute to both needs, the king is pleased: gain 2 VP and  
place a growth token on this sheet. 
If you contribute to one of the needs, you fail to please the king: 
nothing happens. 
If you do not contribute at all, the king is angry:  
lose 1 VP and remove a growth token from this 
sheet. 

Winter reinforceMentS

During winter, after rolling the die for the 
king’s reinforcement, if the die result is 
higher than the number of growth tokens 
divided by players (rounded down), the king’s 
reinforcement is considered to be 0.

The Demanding Capital
(This scenario is not compatible with Module 5: Soldier Tokens) 

The Realm is growing and so is the capital city! While the governors of the peripheral fiefs 
may not see it often, the King expects regular tributes to contribute to its expansion...or he 
could forget to send his soldiers to protect the borders.

pledGe of loyalty

At the start of each year, in turn order, each player places 1 of his building tokens on any 

advisor, even an advisor who already has 1 or more building tokens. These tokens are not 

removed at the end of the year, and stay on the advisors until the end of the game.

friendS or foeS?

Whenever a player influences an advisor who does not have a building token of his color, 

each other player gains 1 VP for each of his tokens on that advisor. In a 2-player game, this 

is also resolved when influencing advisors during the additional step at the start of each 

productive season.

WhiSperS of diStruSt

At the end of year III, in turn order, each player removes 1 building token of the player on 

his left from any advisor. With 4–5 players, do this again at the end of year IV.

Shifting Alliances

The royal advisors are constantly meddling with each other, creating fragile 

alliances that rise or crumble as situations evolve or their needs change. Choosing 

who to trust and who cannot be ignored is a vital skill for a successful governor.

thou art My favoriteS

At the start of each year, in turn order, each player chooses 1 of the 8 groups listed below 

and places 1 of his building token next to that group. Each group can be chosen by only 1 

player each year. At the end of each year, remove all tokens from this sheet.

1. Aristocracy: You are always first in turn order. Additionally, if you are tied for the 

most or fewest buildings in phase 1, 3, or 5, you win ties.

2. Clergy: During each productive season, if your dice total (after all rerolls) is 9 or less, 

gain 2 VP.

3. Military: During winter, roll 2 dice as the king’s reinforcement and gain soldiers equal 

to the highest die result; each other player gains soldiers equal to the lowest die result.

4. Secret Society: When you choose this group, immediately place 1 of your building 

tokens on any advisor. No other player may influence that advisor by any means. At 

the end of the year, remove that token from the board.

5. Craftsmen: At the end of each productive season, if you do not 

have any goods, gain 1 good of your choice.

6. Artists: Each productive season, after rolling dice and setting 

turn order, you may reroll 1 of your dice.

7. Peasants: Each productive season, when receiving advisor 

rewards, if you influenced only advisors ranked #1–6, gain the 

rewards from 1 of the advisors you influenced a second time.

8. Outlaws: When you choose this group, immediately lose 

2 VP. Each productive season, when receiving advisor 

rewards, gain the rewards from the advisor of the lowest 

rank who has not been influenced this season.

Wheel and 
Deal

(This scenario is not compatible with Module 5: Soldier Tokens).

The people of the Realm are diverse: there are lazy nobles, skilled craftsmen, fiery 

soldiers, humble peasants, etc. A wise governor knows which group to favor at the right 

time to get as many benefits as possible for his own career.
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Module 3: Governor Cards
This module offers governor cards, which represent you, the 
player. Each governor has a unique effect that can be used 
during the game.

Setup
At the end of setup, before starting the game, shuffle the 
governor cards and deal three cards facedown to each player. 
Return the remaining cards to the box. Each player chooses 
one of his three governor cards to keep, places it facedown in 
front of him, and returns the other two cards to the box.

After all players have chosen a governor, they simultaneously 
reveal their cards. Each governor card has an effect that 
benefits the player who chose it.

During the Game
By default, governor effects are optional unless they constitute 
a restriction (“you do not gain…”). 

Most governor effects can be used only once per season, while 
some effects can be used once per year, or only once at the 
start or at the end of the game.

The only governor effects that can be used multiple times 
start with the phrase “Whenever…”. They are the Tax 
Collector, the Carpenter and the Sculptor's second effect.

Some governor effects can be used only when certain 
conditions are met. If these conditions are not met, the effects 
cannot be used.

Some governors, like the Damsel or the Carpenter, have more 
than one effect. These effects are independent of each other 
and may be used at different times during the game.

For questions about a specific governor, see “Governor Card 
Clarifications” on page 15.
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Start the game with  
the king’s envoy marker,  

1 , and 1 .

During phase 1 of year I, 
gain the bonus die, and 
your opponents do not 

gain a free good.
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Start the game with 4  
and –3 .

Note: Since you start with 
more goods than the other 

players, you do not gain the 
free good during phase 1 of 

year I.

Thief
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At the end of each 
productive season, if 

any player constructed 
no buildings during the 

current season, gain 1 .

Preacher

Module 4: Destiny Cards
This module offers destiny cards, each of which has an effect 
that lasts for an entire year.

Setup
At the end of setup, before starting the game, shuffle the 
destiny cards and place them facedown near the game board 
to create the destiny deck. 

During the Game
Each year, at the start of phase 1, draw the top card of the 
destiny deck and read it aloud.

This card’s effect applies during the whole year. At the end of 
the year, discard the card. 

Destiny card effects are mandatory unless specified otherwise 
(“each player may spend…”). 

For questions about a specific destiny card, see “Destiny Card 
Clarifications” on page 15.

Module 5: Soldier Tokens
This module offers soldier tokens, which replace the die roll 
during phase 8 to determine the king’s reinforcements.

Setup
Each player takes the six soldier tokens of his color.

During the Game
During each phase 8, do not roll a die for the king’s 
reinforcements. Instead, before the enemy card is revealed, 
each player simultaneously and secretly chooses one of his 
soldier tokens.

When all players have chosen a token, simultaneously reveal 
the tokens. Each player gains soldiers equal to the number 
shown on his revealed token as reinforcements. Return all of 
the revealed soldier tokens to the box.

Game End
Each player gains VP equal to the number shown on his 
remaining soldier token.

 16 © Giochi Uniti

At the start of each productive season, roll 1 die.  
On a result of 4 or more, each player gains 1 .

New Forest

41
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Module 6: Alternate Advisor 
Rewards
This module offers advisor tiles, which add a new twist to the 
game by changing advisor’s rewards for advisors #1–16.

Setup
At the end of setup, before starting the game, shuffle the 
advisor tiles and place them facedown near the board.

During the Game
At the start of each productive season, the first player in turn 
order draws one tile, reveals it, and places it on the matching 
advisor. For the rest of the game, this advisor provides the 
effect shown on the tile instead.

The rewards of each alternate advisor are explained here:

Gain the rewards from the advisor with the 
next lowest rank who has not been influenced 
this season.

Gain 2 “+2” tokens or spend 1 “+2” token to 
gain 1 gold and recruit 1 soldier.

Gain 1 good, chosen by the player on your left.

Gain 1 good of your choice from this tile.

When this tile is first placed on the board 
and whenever there are no goods on it, place 
1 gold, 1 wood, and 1 stone from the supply 
onto this tile.

If multiple players influence this advisor 
during the same season (for example, by using 
the king’s envoy), they gain this advisor’s 
reward in turn order.

Gain the good on this tile.

When this tile is first placed on the board 
and whenever there are no goods on it, roll a 
die. On a 1–2, place 1 gold; on a 3–4, place 1 
wood; and on a 5–6, place 1 stone on this tile.

If multiple players influence this advisor 
during the same season (for example, by using 
the king’s envoy), they each gain 1 good of the 
same type as the good on this tile, taken from 
the supply. Then return the good on this tile 
to the supply, and replace it by rolling a die.

Spend 1 good of your choice to recruit 1 
soldier and gain 1 VP or spend 1 VP to gain 
1 good of your choice and recruit 1 soldier or 
spend 1 soldier to gain 1 good of your choice 
and gain 1 VP.

You can spend 1 VP even if you have zero or 
negative VP by moving your token back on the 
score track (e.g., from space “0” to space “59”).

Choose an opponent; he gains 1 good of his 
choice, then you gain 2 goods of the same 
type. 

Gain 1 good, chosen by the player on your 
left. Then gain 1 good, chosen by the player 
on your right.

In a 2-player game, your opponent chooses 
both goods.

Choose two different rewards from among 
these:

•	 Gain 1 gold

•	 Gain 1 wood

•	 Gain 1 VP

•	 Recruit 1 soldier and gain 1 “+2” token

6 Alchemist

4 Merchant

7 Astronomer

5 Sergeant

8 Treasurer

9 Master Hunter

1 Jester

2 Squire

3 Architect
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Gain 2 gold or 2 wood or 2 stone.

Gain 1 stone and recruit 1 soldier and gain 
1 VP.

If you are the player with the fewest goods 
(or tied for fewest), you may choose not to 
recruit the soldier or gain the VP (but not 
both) to gain a second stone.

If you are the player with the fewest soldiers 
(or tied for fewest), you may choose not to 
gain the stone or gain the VP (but not both) 
to recruit a second soldier.

If you are the player with the fewest VP (or 
tied for fewest), you may choose not to gain 
the stone or recruit the soldier (but not both) 
to gain a second VP.

If you qualify for more than one of these 
options, you can choose only one. For 
example, if you have the fewest VP, you 
cannot give up both the stone and the soldier 
in order to gain 3 VP.

Gain 3 gold and each other player gains 1 VP 
or gain 3 VP and each other player gains 1 gold.

Gain 1 good of your choice and 1 “+2” token 
and 1 VP and recruit 1 soldier and secretly 
look at the top card of the enemy deck.

Choose an opponent, who chooses 1 reward 
from among these:

•	 Gain 1 gold

•	 Gain 1 wood

•	 Gain 1 stone

•	 Gain 1 “+2” token

•	 Recruit 1 soldier

Then you gain the other 4 rewards not chosen 
by the opponent.

Gain 2 gold, 2 wood, and 2 stone. Keep 4 
of these goods and give the other 2 goods to 
your opponents. Split these 2 goods as you 
choose (giving both to the same opponent, or 
giving 1 to 2 opponents). In a 2-player game, 
give both goods to your opponent.

Gain 5 VP.

Inverted Order Variant
After you have used the standard rules for this module, you 
can try this variant:

At the end of setup, place all of the advisor tiles on the 
matching advisors. At the end of each productive season, 
remove the advisor tile from the advisor of highest rank who 
was influenced this season. If no advisor with an advisor tile 
was influenced this season, instead return the advisor tile of 
lowest rank still in play to the box.

Credits
Giochi Uniti Team

Game Design: Andrea Chiarvesio and Luca Iennaco

Art: Roberto Pitturru and Davide Corsi

Graphic Design: Mario Barbati

Producer: Giuliana Santamaria

Playtesters: Alessandro Prete, Alberto Bertinetti, Antonio 
Borrelli, Andrea Ligabue, Andrea Vigiak, Alessandro Stanchi, 
Paolo Ruffo, Marco Legato, Gianfranco Buccoliero, Federico 
Faenza; to Luke’s Knights (Alberto Tonda, Filippo Pusset, Mauro 
Adriano, Fabio Piccione, Enrico Torazza, Davide Vietti, Chiara 
Steila and Andrea Senor); to the Counter playtesting team (Carola 
Bambi, Michele Bernardi, Valeria Bottiglieri, Kelly Stocco, Luca 
Tagliagambe, Silvio Negri-Clementi); GiocaTorino, IDG, ILSA, 
giochidatavolo.net, Gilda del Grifone and Terre Selvagge.

Thanks to all the players who have defended the realm of Kingsburg 
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Producer: Thomas Gallecier

Publisher: Steven Kimball

10 General

11 Swordsmith

12 Duchess

15 Inventor

13 Champion

16 Wizard

14 Smuggler
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Clarifications
•	 Players can have negative VP. Track this by moving the 

player’s disk back past space “0” of the score track. So space 
“59” acts as space “–1,” space “58” as space “–2,” and so on.

•	 There is no limit to the number of bonus dice you may roll 
during a single productive season.

•	 If you have multiple bonus dice, you may add them to a 
group of dice to influence the same advisor, but only if that 
group includes at least one player die.

•	 Battle modifiers (shown as “+1”, “+2”, “+3”, or “–1”) 
are added to the soldier track only after determining the 
players’ battle strength during phase 8, not beforehand.

•	 In case of a timing conflict between different players’ 
effects, the turn order determines who goes first.

•	 If your governor and/or your building effects occur at the 
same time, you choose the order in which to resolve them. 
After resolving an effect, check if the remaining effects still 
apply and if conditions have been met for new effects to 
occur. You can use effects that depend on dice total (such 
as the Heiress’s, the Priest’s, and the Prince’s effects) only 
after all reroll effects have been resolved.

Building Clarifications
General Clarifications
•	 Building effects are optional unless they constitute a penalty 

(“–1 battle strength”) or a restriction (“you must…,” “you 
do not…,” “this building cannot …”).

•	 Most building effects can be used only once per season or 
phase. This includes effects that occur “at the start of…” 
or “at the end of…” a season, and battle modifiers (such 
as “+1 battle strength”). If you use one of those effects, flip 
that building's token to show that the effect has been used 
during the current season.

•	 A few building effects can be used only once per game (“At 
the end of the game…”) or have an ongoing effect, such as 
the Mint and the Basilica.

•	 Other building effects can be used multiple times per 
season or phase and start with the phrase “Whenever 
you…”. They are the Barracks, Stables, Crane, Recruiting 
Office, Woodshop, and Architects’ Guild.

•	 Some buildings, like the Farm or the Fortress, have more 
than one effect. These effects are independent of each other 
and may be used at different times during the game.

•	 Some buildings’ effects can be used only when certain 
conditions are met. If these conditions are not met, the 
effects cannot be used.

•	 Buildings whose effects occur “at the end of” a season 
can be used during the same season in which they were 
constructed. (For example, if you build an Inn during 
summer, you would gain the “+2” token provided by the 
Inn at the end of that summer.)

Specific Building Clarifications
Altar: Bonus dice are included in your dice total.

Architects’ Guild: You do not gain an extra VP for 
constructing the Architects’ Guild. Extra VP are not lost if a 
building is destroyed, even the Architects’ Guild itself. You 
must still own the Architects’ Guild at the end of the game to 
gain its bonus of 3 VP.

Barracks: You may use this effect multiple times when 
recruiting soldiers.

Bazaar: You can use this building to influence the Politician 
governor card, but only for its rank #5 reward.

Brewery: The Brewery’s effect is not optional; you cannot 
choose to keep your soldier.

Chapel: You can use both the Statue and the Chapel during 
the same season, but each effect can be used only once. For 
example, if you roll your player dice and one bonus die and 
roll 2, 2, 2, 2, you can use the Statue’s effect to reroll one die. 
If the rerolled die shows a 1, your total is now 7, so you can 
still use the Chapel to reroll all your dice. However, if the 
new total happened to be higher than 7, or if you had rolled 
four identical numbers again, you could not reroll any more 
dice this season.

Crane: The Crane gives you a discount of 1 gold when 
constructing buildings in columns III and IV. For example, 
constructing the Farms will cost you only 1 gold (instead of 2 
gold), 3 wood, and 1 stone.

Griffin Ranch: Bonus dice are included in your dice total.

Hidden Refuge: When a building is destroyed, this building 
does not prevent you from losing the number of VP shown 
on the destroyed building's red banner.

Inn: If you have built the Inn and the Town Hall, you may 
spend the Inn’s “+2” token immediately to use the Town Hall.

Makeshift Defenses: This building’s effect works against 
any enemy whose strength is 5 or less. When checking to see 
if this effect applies, ignore effects that modify the enemy’s 
strength (such as the “Fierce Enemies” or “Green Power” 
destiny cards).

Market: The Market allows you to influence an advisor 
whose rank is one point higher or lower than the Sum of 
your assigned dice. For example, you can use a group of dice 
whose total is 9 to influence the Treasurer (#8) or the General 
(#10). When using this effect, it is recommended that you 
assign your dice without changing their value, to remind 
yourself that you have used the Market’s effect this season.
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Military Academy: When playing with modules 1 and 5, 
roll one die for the Military Academy and divide the result by 
two (rounded up). Roll the die after choosing a soldier token.

Monastery: “+2” tokens are not goods, so they do not 
prevent you from gaining VP from the Monastery.

Ramparts: You do not need to spend 1 stone to be victorious 
in case of a tie. 

School: This building is used at the end of phase 7, so 
soldiers recruited during that phase count toward activating 
the School’s effect.

Stables: When you influence the General (#10), recruit 3 
soldiers instead of 2. When you influence the Sergeant (#5) 
or the King (#18), recruit 2 soldiers instead of 1.

Statue: You can use both the Statue and the Chapel during 
the same season, but each effect can be used only once. For 
more information, see “Chapel” on page 14.

Town Hall: You can use the Town Hall only once per season. 
As a result, you cannot spend 1 “+2” token and 1 good to 
get 2 VP, nor can you spend 2 tokens or 2 goods. If you have 
built the Inn and the Town Hall, you may spend the Inn’s 
“+2” token immediately to use the Town Hall.

University: Bonus dice are included in your dice total.

Governor Card Clarifications
Architect: While determining whether any opponents own 
more buildings than you, the Architect counts any buildings 
constructed by players before you in the turn order.

Carpenter, Miner, Sculptor: These governors do provide the 
free good at the end of year V. This good counts toward the 
extra VP awarded by the Cathedral.

Minstrel: The Minstrel’s effect is the last one to be resolved 
at the end of each year, after players have gained rewards 
from battle, governor cards, and buildings (and, when using 
Module 5, after soldier tokens at the end of the game).

Philosopher: You may use this effect before or after the effect 
of the Statue, Chapel, or Altar. You gain 1 VP if your dice 
total is less than 10 after using the Philosopher’s reroll effect 
and only if you use no other effect to reroll your dice again.

Politician: Other players cannot influence the Politician. You 
can assign your own dice to one or both of the advisors on 
this card. The rewards from these extra advisors on the card 
are awarded at the same time as the advisors on the game 
board with the same ranks. Assigning dice to this card does 
not prevent you from assigning other dice to the game board 
and vice versa.

Preacher: You gain 1 VP thanks to the Preacher even if 
you are the player who did not construct any buildings this 
season.

Priest: Any effects used to gain bonus dice that occur “at the 
start of” the productive season (such as the Farms, Vineyard, 
or Fairy) are resolved before the effect of the Priest’s divine 
blessing. 

Prince: Bonus dice are included in your dice total. However, 
the Prince’s effect changes only your player dice (changing 
their values into 3, 4, and 6).

Sorcerer: If there are fewer than 3 buildings available to 
construct in column I, simply construct the remaining 
buildings in that column. If any of those buildings are 
destroyed, you still lose the number of VP shown on the 
destroyed buildings’ red banners.

Tax Collector: You gain the good immediately after an 
opponent constructs a building, so you can spend the good 
during the same season.

Destiny Card Clarifications
Famine: If you have the Prince governor card, you can 
change your two dice into a 6 and a 3, a 6 and a 4, or a 4 
and 3. 

Good Year: If the Priest invokes a divine blessing, in turn 
order, each player gains 1 bonus die and chooses if he gains 
1 good from Good Year or 1 VP from the Priest. Players who 
already have any bonus dice from other effects (such as the 
Farms, Vineyard, Fairy, or phase 1) gain 1 VP and 1 good.

The King Is Sick: If the king dies, endgame effects are still 
resolved. Any endgame bonuses are also scored including the 
Paladin (from module 3), and all unused soldier tokens (from 
module 5).

Rising Stars: You gain the good (or token) immediately after 
assigning dice to the advisor. If you have the Duke governor 
card, you can assign dice to an advisor to gain the good (or 
token) placed on the advisor and later move those dice to 
the Duchess (#12). Do not place goods on the Politician 
governor card.

Secret Deals: You may place your token on another player’s 
Politician governor card, but you cannot influence him. If 
you placed your token on the Politician, the player who owns 
the Politician can influence him only if he places his token 
on it. 

Urban Expansion: If you can build an extra building (for 
example, by using the king’s envoy), it is possible for either 
effect on this card to occur more than once.
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Game Phase Summary
1. The King’s Favor 

The player who owns the fewest buildings gains a bonus die to roll during this spring.
In case of a tie: The tied player with the fewest goods gains the bonus die. If there is still 
a tie, each tied player gains 1 good of his choice, but no one gains the bonus die.

2. Spring (First Productive Season)
•	 Roll dice and set turn order
•	 Influence the king’s advisors
•	 Receive advisor rewards
•	 Construct buildings

3. The King’s Reward
The player who owns the most buildings gains 1 VP.

In case of a tie: All tied players gain 1 VP.

4. Summer (Second Productive Season)
•	 Roll dice and set turn order
•	 Influence the king’s advisors
•	 Receive advisor rewards
•	 Construct buildings

5. The King’s Envoy
The player who owns the fewest buildings takes the king’s envoy marker.

In case of a tie: The player with the fewest goods takes the marker. If there is still a tie, 
no one takes the marker.

6. Fall (Third Productive Season)
•	 Roll dice and set turn order
•	 Influence the King’s advisors
•	 Receive advisor rewards
•	 Construct buildings

7. Recruit Soldiers
In turn order, each player may recruit soldiers. A player can recruit any number of soldiers 
by spending 2 goods of his choice per soldier.

8. Winter
•	 Roll for king's reinforcements
•	 Reveal the enemy card
•	 Resolve the battle for each player
•	 Reset the soldier track
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