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Components 

173 Mini-size Cards 

  - 32 Rice cards (green) 

  - 42 City cards (blue) 

  - 24 Castle cards (red) 

  - 39 FORCE cards (silver and red) 

  - 36 Palace cards (purple) 

63 Standard-size Cards 

  - 40 Event cards 

  - 6 Market Price cards 

  - 12 Fiefdom cards 

  - 4 Seasonal action cards (player aid) 

  - 1 Annual Shogun card (player aid) 

9 Card Placement Mats 

  - 4 Rice / City player mats 

  - 4 Castle / Palace player mats 

  - 1 Seasonal Event mat 

75 Coin Tokens (20g, 10g, 5g, and 1g) 

 

 

 

 

 

 

 

  

Game Play 

The game is played over a period of five years  

with each year consisting of four seasons. 

Each year is played as follows: 

1. The position of Shogun is auctioned. 
2. The Shogun turns over an event card,  

beginning the Winter season.  The event  
cardôs instructions are carried out. 

3. Each player performs one action, starting  
with the Shogun. 

4. Steps 2-4 are completed for the Spring and 
Summer seasons. 

5. The Harvest season is different.   
a. After handling the event card, the annual 

harvest is initiated, selling rice on the  
open market at the current market value.   

b. Players with a Tax Collector collect taxes. 
c. Rotate your crops. Each player moves the 

oldest (left-most) rice card from their mat  
and returns it to the pile.  Move other rice 
cards down by one place. 

d. Complete steps 3-4 for the harvest season. 
6. Remove event cards and begin the next year. 
 

 

 

 

 

 

 

 

Each year the position of Shogun is auctioned. 

Each year there is an open bid for the position of 

Shogun.  The Shogun gains special advantages.  

First, the Shogun avoids negative seasonal events 

that are global in nature (they affect everyone except 

the Shogun).  Second, the Shogun enjoys the 

benefits of positive seasonal events that are not 

global.  Finally, the Shogun takes his/her action first 

each season, providing an opportunity to acquire 

desirable cards before their supply runs out 

 

Each player performs one action per season, 

starting with the Shogun. 

The element of scarcity which exists for the various 

cards available for purchase as well as the fiefdoms 

available for conquest makes the order of action 

especially crucial.  The current Shogun takes the first 

action, play passes clockwise (left) to each 

successive player to perform his/her respective turn. 

 

Introducing Scarcity  

The default game setup supports four players.  When playing with fewer players, adjustments must be made: 

¶ 3-Person Game - Remove three fiefdoms, one general, and one of each other castle card, one of each city 
card, four rice one-field cards, three rice two-field cards, and two rice three-field cards. 

¶ 2-Person Game - Remove six fiefdoms, two generals, and two of each other castle card, two of each city 
card, eight rice one-field cards, six rice two-field cards, and four rice three-field cards. 

¶ Solo game - No card removal is required for the solo game. 
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Seasonal Actions  

Each round, players choose one of three actions: 

1. Build / Destroy a Rice / City / Castle card 

 

 

 

 

 

 

 

 

 

 

 

 

2. Purchase Victory cards for your Palace  

 

 

 

3. Attack or Bribe a Fiefdom  

 

Strategies 

Kingdoms of Rice offers multiple paths to victory.  

Ultimately, the objective is to simply accumulate more 

victory points than your opponents.   

At the start of the game, each player is provided with 

three Victory cards.  Two of these must be kept and 

placed in the playerôs Palace and the third returned to 

the bottom of the Victory card pile. Depending upon 

the cards dealt to you, you may decide to expand 

certain aspects of your fiefdom or even conquer other 

fiefdoms.  If you are not satisfied with the Victory 

cards in your palace, you may decide to replace them 

in favor of others. 

A wide range of strategies and Victory card 

combinations are available for players to explore. 

 

Potential strategies to consider include: 

Shogun control vs Wealth preservation ï Winning 

the position of Shogun provides the opportunity to 

pick up key cards that are in scarce supply before 

other players. The Shogun also avoids natural 

disasters (harmful, global events) which are 

especially crippling early on.  On the other hand, 

players will have more money to spend on purchasing 

cards if they have not spent money to become the 

Shogun for that year.  

Seasonal income vs Big harvest ï Seasonal 

income offers a slow, steady form of revenue.  

Investing heavily in rice is riskier, but can produce 

substantial annual income.  Seasonal income is 

predictable whereas harvest income has a higher 

overall potential. 

Conquer fiefdoms vs Acquire fiefdoms ï Fiefdoms 

represent a critical resource in the game.  Each 

fiefdom that you own provides seasonal income and 

victory points.  There are two means of conquering 

fiefdoms.  Some will choose to attack.  This is riskier, 

but generally more economical as you can invest in 

an army once and take over multiple fiefdoms.  

Alternately, a player may choose to acquire fiefdoms.  

This is expensive, but lower risk.   

Speed vs Quality ï Building something every single 

turn, especially early-on, can provide a player with 

broad capabilities.  Some players will even invest in 

city buildings that enable more production (Trade Fair 

and Commerce Hall).  Others prefer to build fewer 

cards, waiting until they have sufficient money to 

invest in higher valued buildings.   


