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A strategy game for 1-4 players  
designed by Kyle Gabhart 

 
 
For centuries, your homeland of Japan has been held together by a delicate 
balance between aristocratic emperors and powerful military leaders holding 
the title of Shogun.  This delicate balance was ripped apart in the Onin War 
(1467 - 1477), throwing the empire into a dangerous power struggle and 
beginning the Sengoku Period (translated as 'the Warring States Period').  
Broken alliances, natural disasters, and economic uncertainty has driven the 
various daiymos (translated as 'great named') to the brink of war. 
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As daiymo, the peasants within your fiefdom and the troops at your command 
have turned to you for leadership.  Only you can lead them to honor and 
victory.  Success can be yours through diplomacy, economic savvy, or 
battlefield prowess.  You must be cunning, wise, and if necessary...ruthless.   
 

Goal 
This is a game of strategy and planning.  You must decide if and when to 
plant rice for the harvest, expand the economic power of your home city, 
engage in battle, and enhance your palace.  Some decisions will help you 
immediately; others won't pay off until years later.  You begin the game with a 
vulnerable and economically weak fiefdom.  Over a period of five years, you 
will develop this land into an economic and military powerhouse.  If you play 
well, you might even extend your power to control weaker daiymo's and bring 
the resources of their fiefdom's to further extend your power and influence. 
 
The player with the most victory points from his/her palace at the end of the 
game is declared The Emperor, winning the game. 
 

Game Format 

Kingdoms of Rice can be played in one of several formats. 

¶ 3-4 Players (recommended) - The game is designed with a special 
emphasis upon larger groups.  More people = more fun. 

¶ 2 Players - The game scales down just fine for two player games.   
¶ Solo Game - Special rules are included to permit solo games. 

Game Play Overview 
The game takes place over a period of five years with each year being 
marked by four seasons.  Every player takes one action each season for a 
total of 20 actions over the course of the entire game.  Seasons (Winter, 
Spring, Summer, Harvest) are marked by turning over event cards (one card 
per season) which may be positive, while others are catastrophic.  Harvest, 
the final season, involves selling large quantities of rice that was grown 
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throughout the year.  This represents a significant income generator for 
players, but it only occurs once a year.  At the beginning of each year, an 
auction is held for the title of the Shogun.  The Shogun serves as the feudal 
lord throughout that year and gains advantages regarding seasonal events 
and also has the privilege of taking his/her seasonal action first.  The scarcity 
of cards that are available for purchase and the scarcity of fiefdoms that are 
available for conquest provide a powerful incentive to players to hold the title 
of Shogun.  Play begins in winter of the first year and continues until the 
completion of the fifth harvest.  Once the fifth harvest has been played, all 
players reveal their palace cards and total up their victory points.  The highest 
victory point total wins! 
 

Contents 
32 Rice cards (green) 
¶ 12 Rice - 1 Field 
¶ 12 Rice - 2 Field 
¶ 8 Rice - 3 Field 

42 City cards (blue) 
¶ 3 each of Carpentry Workshop, City Hall, Commerce Hall, Embassy, 

Farming Workshop, Market, Port, Tax Collector, Temple, Trade 
Fair    

¶ 4 of Noodle Shop 
¶ 8 of Dam 

24 Castle cards (red) 
¶ 3 each of Blacksmith, Catapult, General, Keep, Moat, Stable, Wall, 

and War Room 

39 FORCE cards (silver) 
36 Palace cards (purple) 
40 Event cards 
6 Market Price cards 
12 Fiefdom cards 
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9 Card placement mats 
¶ 4 Rice / City player mats 
¶ 4 Castle / Palace player mats 
¶ 1 Seasonal Event mat 

5 Instruction cards 
¶ 4 Seasonal Action cards 
¶ 1 Annual Shogun card 

75 Coin tokens – fifteen 20-count coins, fifteen 10-count coins, fifteen 5-count 
coins, thirty 1-count coins 

 

Game Setup 
First, set the Seasonal Event mat (Winter, Spring, Summer, Harvest) in the 
center of the playing area.  A stack of event cards is prepared (see below 
under Preparing the Event Pile) and placed next to the Seasonal Event mat. 
 
Place the green Rice cards face-up into their respective piles (three in total) 
in the center of the playing area. 
 
Set the Noodle Shop cards aside.  Place the remaining blue City cards face-
up in their respective piles (eleven in total) in the center of the playing area.   
 
Place the red Castle cards face-up into their respective piles (ten in total) in 
the center of the playing area. 
 
Place the purple Palace cards face-down in a single pile in the center of the 
playing area.  Shuffle these cards and then return them to the playing area. 
 
Place the Fiefdom cards face-up in the center of the playing area. 
 
Remove Rice, City, Castle, and Fiefdom cards based upon the number of 
players involved in the game (see below under Introducing Scarcity). 
 
Place the Market cards and Force cards face-down in the center of the 
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playing area.  Shuffle each of these piles and return them to the playing area. 
 
Place the coin tokens in the center of the playing area, separate into their 
respective denominations. 
 
Set player mats, action cards, starting cards, and coin tokens in front of each 
player (see below under Player Setup).  
 
Preparing the Event Pile 
Shuffle the event cards together and draw 20 event cards from the pile. Place 
this card pile, face-down, next to the Seasonal Event mat.  Set the remaining 
event cards aside.  They won’t be used this game. 
 
In later games, players may choose a different combination of global and 
individual events to match with the desired difficulty and game flow, but this 
random approach is recommended. 
 
Introducing Scarcity 
The default game setup supports a 4-person game.  When playing with fewer 
players, adjustments must be made as follows: 

¶ 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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A Sample Setup for a 3-Player Game 

 
Player Setup 
Each player places two game mats in front of himself/herself consisting of 
one row of five rice tiles, one row of five city tiles, one row of five castle tiles, 
and one row of five palace tiles. 
 
Each player receives the following: 
¶ One Rice card containing one field and places it on the first green 

Rice tile. 
¶ One Noodle Shop card and places it on the first blue City tile. 
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¶ Three Victory cards are drawn, two are selected and placed face-
down on the purple Palace tiles (these are hidden from other 
players, but the player is allowed to turn them over to view them). 

¶ 25 gold coin tokens. 

Playing the Game 
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 card’s 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.  After handling the event card, the 

annual harvest is initiated, selling rice on the open market.   
6. Players with a Tax Collector may collect taxes. 
7. 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. 
8. Steps 3-4 are completed for the harvest season. 
9. The event cards are removed and the next year begins. 

 
The position of Shogun is auctioned. 
At the beginning of each year, the position of Shogun is auctioned.  For the 
first year, choose whatever method you like for selecting the starting bidder.  
For subsequent years, the previous Shogun begins the bidding. 

 
Bidding starts at 1 gold coin.  If a player cannot or chooses not to bid, then 
bidding passes to that player’s left.  
 
The auction continues in clockwise fashion, with each player, on his/her turn, 
passing or offering a higher bid (players may not make bids they cannot 
afford to pay). Once a player has passed in the auction for Shogun, he/she 
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cannot re-enter the bidding at a later point. The auction continues until all 
have passed, but one. This player has won the auction. He/She pays this last 
bid amount to the “bank” (pool of available coins) and serves as Shogun for 
the next year. 
 
If no player bids in the auction, the previous Shogun retains the position for 
this year. 
 
Advantages of the Shogun 
First, the Shogun avoids negative seasonal events that are global in nature 
(they effect 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 season, the Shogun turns over an event card and the cardõs 
instructions are carried out. 
Events fall into five categories: 
Á Global Nothing (purple) – No event occurs this season 
Á Global Event good (blue) – A positive event that impacts every 

player. 
Á Global Event bad (red) – A negative event that impacts every player 

EXCEPT the Shogun. 
Á Shogun Event good (blue) – A positive event that only impacts the 

Shogun. 
Á Shogun Event bad (red) – A negative event that only impacts the 

Shogun. 
 
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. 
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Each player may choose to perform one of three possible actions: 

1. Build / Destroy - build an available rice, city, or castle card and 
add it to the player’s mat or destroy a card, removing it from the 
player’s mat. 
2. Attack / Acquire ð attack an available fiefdom, engaging in 
battle, or acquire it through diplomacy (diplomacy = money). 
3. Gain a victory card 

 
Build / Destroy one rice, city, or castle card 
Piles of cards (rice, city, and castle cards) are laid out on the playing area.  
Each player may build/destroy only one card per season. 
 
Build – The player pays the face value of the purchased card using his/her 
supply of gold coins.  The card is then added to an available tile on the 
player’s mat (making sure to place cards on the appropriate Rice/City/Castle 
space).  If no space is available, you may replace an existing card with the 
new card at an additional cost of 2 gold coins.  The replaced card is 
discarded (it does not return to the supply). 
 
Destroy – The player may remove one card from his/her mat and discard it (it 
does not return to the supply).  Destroying a card costs 2 gold coins and 
frees up space on the player’s mat.  While it may seem odd that a player 
might choose to destroy and not replace a card (i.e. choose the build action), 
there are certain Victory cards (purple Palace cards) for which the player 
would benefit from destroying cards without replacing them. 
 
Attack / acquire an available fiefdom 
Controlling other fiefdoms provides a powerful economic engine in the form of 
seasonal income as well as victory points for the end-game.  There are two 
methods available for gaining possession of a fiefdom – military conquest 
(attacking) or economic diplomacy (acquisition).  
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Attack – Provided that at least one fiefdom is available and the player has a 
General, then he/she can initiate an attack against that neutral fiefdom.  
Alternately, players can attack each other.  Battles involve drawing one or 
more FORCE cards and attempting to overpower the enemy without pushing 
your troops too hard.  Success results in possession of the fiefdom or taking 
half the defenders gold, or destroying a rice field.  Failure results in the death 
of the attacking general. For more details, see Resolving Battles under Game 
Details. 
 
Acquisition – Sometimes discretion is the better part of valor.  Fiefdoms can 
be acquired diplomatically through bribery attempts that are made possible 
through the presence of an embassy.  
 
NOTE: Games are often, though not always decided based upon fiefdom 
ownership.  Pay close attention to anyone that is grabbing up fiefdoms.  This 
person is earning seasonal income, victory points, and potentially fulfilling 
larger game objectives depending upon what Victory cards the player 
possess (resulting in even more victory points). 
 
 
Gain a victory card 
The player starts the process by paying 10 gold coins.  Then two Victory 
cards may be drawn from the top of the pile.  The player may examine these 
two cards and select one or zero to keep.  Discarded cards are placed face-
down on the bottom of the pile.  If a victory card is kept, it should be placed 
face-down on an open Palace tile or used to replace an existing Victory card 
(which is subsequently discarded).  When replacing a card in the palace, the 
player must pay 2 gold coins to the supply. 
 
During the final season, the annual harvest is initiated after the 
seasonal event has been handled. 
The annual harvest provides all players with an opportunity to generate 
income.  A Market Price card is drawn from the top of the Market Price deck 
and each player sells rice at this designated price.  Each rice card contains 
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between one and three fields.  Each player takes the sum of their fields, 
multiplied by the current market price, and receives that many gold coins. 
 
Harvest examples 
 
Player 1 has 3 rice cards ï one card with 3 fields and two cards with 2 fields 
for a total of 7 fields.  If the market price is currently 3 gold, then this player 
would receive 21 gold. 
 
Player 2 has 4 rice cards ï three cards with 1 field and one card with 2 fields 
for a total of 5 fields.  Assuming the same market price of 3 gold, then this 
player would receive 15 gold. 
 
Rotating Rice Cards  
Rice cards must be rotated in order to avoid over-production. Each year you 
must remove your left-most rice card (at the end of the Harvest) and shift the 
remaining cards down to fill in the gap.  This occurs every year except the 
final year (the 5th harvest season). 
 
Winning the Game 
When the final event card is played (the 5th harvest season), this signals the 
last season.  This season is played through as normal with an event, the 
harvest, and players taking their final actions.  At the conclusion of this final 
year, the game is over.  Each player turns the Victory cards in their Palace 
face-up and their victory points are tallied.  Be sure to include victory points 
from any fiefdoms that players own. 
 
The player with the highest point total wins the game! 
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Game Details 
Now that you understand the game flow, this section provides descriptions of 
various cards, events, and game play scenarios. 
 
Building Limits 
 
Certain cards can be duplicated on a player’s mat while others cannot.  The 
general rule of thumb is that a player is not permitted to have more than one 
of the same card on his/her mat at any given time (i.e. you can have one Port 
card at a time, you can have one War Room at a time, etc.).  There is one 
notable exceptions to this rule: Rice cards. 
 
The Rice Exception – There is no restriction on building multiple Rice cards 
of the same type.  Players are permitted to build five across using any 
combination of Rice cards that they choose. 
 
Card Descriptions 
 
Rice Field Cards (green) 
 
Rice 1-Field – Represents a single unit of rice. 

Rice 2-Field – Represents two units of rice. 

Rice 3-Field – Represents three units of rice. 

 
City Cards (blue) 
 
Carpentry Workshop – Reduces the cost of building/destroying city cards. 

City Hall – When a player uses his/her action to draw Victory cards, this 
building enables that player to draw one additional card. 

Commerce Hall – Allows the player to build or destroy an additional 
rice/city/castle card each season in addition to the standard seasonal action.   
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Dam – Protects rice fields against certain seasonal events. 

Embassy – Enables fiefdom acquisitions through bribery attempts. 

Farming Workshop – Reduces the cost of planting/destroying rice fields. 

Market – Increases the price at which the player can sell rice at harvest. 

Noodle Shop – Provides seasonal income. 

Port – Provides seasonal income. 

Tax Collector – Provides additional income at harvest time. 

Temple – Provides seasonal income. 

Trade Fair – Allows the player to build or destroy an additional rice/city/castle 
card during the harvest season in addition to the standard seasonal action.  

 
Castle Cards (red) 
 
Blacksmith Workshop – Reduces the cost of building/destroying castle cards. 

Catapult – Increases MAX FORCE when the player is attacking. 

General – Enables you to wage war on other fiefdoms. 

Keep – Increases MAX FORCE when a player is defending. 

Moat – Provides added protection for a defending player. 

Stable – Increases MAX FORCE when a player is attacking. 

Wall – Increases MAX FORCE when a player is defending. 

War Room – Delivers an advantage when attacking, allowing the player to 
draw an additional FORCE card to replace one card of his/her choice. 
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Palace Cards (purple) 
 

Architect– Develop your city and palace for VPs and at the same time destroy 
rice fields and castle cards for VPs. 

Aristocrat– Gain VPs for each card in your possession at game end that is 
worth 12 gold or more. 

Bureaucrat – Requires three buildings (city hall, commerce hall, and 
embassy) at game end. 

Builder – Every city tile must have a city card at game end. 

Capitalist – VPs are granted for each income-producing city building (Noodle 
Shop, Port, Tax Collector, and Temple). 

Craftsman – VPs per workshop building. 

Defender – VPs per defensive structure (e.g. Dam, Keep, Wall) at game end. 

Diplomat – Gain 3+ fiefdoms through acquisition rather than attack. 

Economist – Receive VPs as a % of seasonal income (not harvest income). 

Elder – Gain VPs as a fraction of other palace cards (fiefdoms do not count). 

Farmer – Every rice tile must have a rice card at game end. It is important to 
note that no rice field rotation is required in the final Harvest season. 

Garden – Can be combined with Patron for more VPs. 

Gardener – Develop your rice fields and palace for VPs and at the same time 
destroy city and castle cards for VPs. 

Harvester – Each rice field (1-3 fields per rice card) contributes VPs. 

Minimalist – Clear cards from your rice/city/castle/palace for VPs. 

Miser – Receive VPs for every card worth 8 gold coins or less. 

Pacifist – Gain VPs for not attacking a fiefdom.  Defending against attack 
does not count.  Diplomatic acquisition of fiefdoms also does not count.  
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Patron – Increases the Victory point value for Garden, Shrine, and Statue. 

Planner – Gain VPs for each row of 5 rice/city/castle/palace cards. 

Ruler – Additional VPs per fiefdom. 

Shrine – Can be combined with Patron for more VPs. 

Statue – Can be combined with Patron for more VPs. 

Strategist – Fill the castle for VPs. 

Treasurer – Hoard money at the end of the game for extra VPs. 

Tyrant – Develop your castle and palace for VPs and at the same time 
destroy rice and city cards for VPs. 

Warrior – Gain VPs for each offensive castle card. 

 
Resolving Battles  
Whether a player initiates an attack on a neutral fiefdom or attacks another 
player, battle is resolved in the same fashion.  
 
Players take turns drawing from the face-down stack of FORCE cards.  The 
player that draws the card may peek at the value, but the card should remain 
face-down on the play surface. This process should continue until each 
player has drawn the number of FORCE cards that they want to use.  A 
player may choose to draw these cards all at once or wait to see how many 
the opposition draws.  If either player has a War Room, it may be used once 
per battle, per player.  It must be announced and used while the FORCE 
cards are still face-down, prior to revealing the total FORCE. 
 
Once each player has finished drawing FORCE cards, then each player 
reveals all of the cards they drew and announces the total FORCE they are 
applying to the battle. 
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FORCE vs MAX FORCE 
MAX FORCE represents the potential effort your troops can commit to battle 
before they become fatigued.  The object is to push your troops as close to 
their maximum without going over.  Each player starts with a MAX FORCE of 
30 both as a defender and attacker.  Purchasing various cards for your castle 
can increase this MAX FORCE.  In a given battle, whichever player has the 
highest FORCE value without going over their MAX FORCE (which differs 
depending upon whether they are attacking or defending) is victorious. 
 
Breaking Ties 
If neither army has exceeded his or her MAX FORCE and there is a tie for 
FORCE value, then each army draws one more FORCE card.  The highest 
card wins (ignore MAX FORCE in this case). 
 
Attacking Neutral Fiefdoms 
For battles with neutral fiefdoms, four FORCE cards should always be drawn 
to represent that fiefdom’s defense.  Neutral fiefdoms have a MAX FORCE of 
50, but they do not have the benefit of drawing more than 4 cards.  Their 
FORCE ranges from 0 to 48 with an average of 24. 
 
Victory in Battle 
When attacking a neutral fiefdom, a victorious attacker takes possession of 
that fiefdom. If the victor attacked another player, then he / she either takes a 
fiefdom from the defender, or half the defender’s gold, or destroys one rice 
card of the attacker’s choosing.   
 
Defeat in Battle 
If the defender is victorious, then the attacker’s General is killed and returned 
to the table. The attacker is unable to wage war without a living General. 
 
Battle Resolution Examples 
 
Player 1 attacks a neutral fiefdom ï Player 1 has a General, a Stable and a 
Wall in the castle. The General allows Player 1 to attack and the Wall is only 



 

 

Kyle Gabhart © 2009, All Rights Reserved 
17 

時 

useful when defending.  Due to the Stable, the MAX FORCE for this attack is 
35.  The neutral fiefdom draws four FORCE cards.  Player 1 begins to draw 
cards: 5, 12, 2, 5, 3, for a total of 27.  Player 1 decides to draw one more 
cardéa 10.  Thatôs a total of 37, blowing past his maximum of 35.  Player 1 
loses and his General is killed. 
 
Player 2 attacks Player 1 ï Player 2 has a General and a War Room in her 
castle while Player 1 has a Stable and a Wall. Player 2 has an attacking MAX 
FORCE of 30 while Player 1 has a defending MAX FORCE of 32 (the Wall 
adds 2 and the Stable only helps when attacking).  The players begin to draw 
FORCE cards and keep them private.  Player 1 drew three cards: 12, 11, and 
6 for a total of 29.  Player 2 drew initially drew four cards: 5, 8, 6, and 2. 
Player 2 then used the War Room to replace the ó2ô with another FORCE 
cardé.an 11.  Player 2 now has a 30 FORCE (the best possible given Player 
2ôs current set up).  Each player reveals their totals and Player 2 is victorious.  
Since Player 1 does not have a Fiefdom, Player 2 opts to take half of Player 
1ôs gold. 
 
Acquiring Fiefdoms through Bribery  
If a player possesses an Embassy, then the possibility of acquiring a fiefdom 
through bribery becomes an option.  To do so, the player announces an 
intention to bribe a fiefdom and then identifies the target.  The defending 
fiefdom draws three FORCE cards.  The ‘attacker’ draws one FORCE card at 
a time, paying 8g for each one.  There is no limit or MAX FORCE when 
bribing a fiefdom.  In the case of a neutral fiefdom, the defender only draws 
three FORCE cards.  In the case of a player’s fiefdom being bribed, the 
defending player has the option of purchasing additional FORCE cards 
(beyond the initial three) at a cost of 12g each. 
 
Success in bribery results in winning a fiefdom.  Failure results in lost money, 
lost time, and ridicule (okay, so that last one sort of depends on who you are 
playing with). 
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Sample Round of Play 
 
Bidding for Shogun 
The players randomly determine that player 2 will start the bidding for 
Shogun.  Player 2 begins the bidding at 1 gold coin.  Player 3 bids 3 gold 
coins.  Player 1 bids 4.  Player 2 bids 6.  Player 3 bids 7.  Player 1 drops out.  
Player 2 drops out. 
 
Player 3 pays 7 of the 25 gold coins she started with, placing them into the 
supply of coins on the table.  Player 3 then takes the Shogun instruction card 
and begins the first year. 
 
Year 1, Season 1 (Winter) 
Player 3 begins the year and initiates the first season by turning over the top 
event card and placing it on the ‘Winter’ space on the event mat.  The event 
is ‘Palace Rennovation’, a Shogun-specific event.  Following the event’s 
instructions, Player 3 must pay 3 gold for each Palace card.  At the start of 
the game, each player has two Palace cards, so Player 3 pays 6 gold to the 
bank.  
 
Since Player 3 is the Shogun this year, she takes the first action.  She begins 
by collecting seasonal income.  Since she only has the Noodle Shop that she 
began with, she collects 1 gold from the supply of coins.  Player 3 now has 
13 coins in total (25 to start, -7 Shogun, -6 Event, +1 Noodle shop).  She then 
performs a buy action, taking a General card/tile from the supply and adding 
it to an open castle space.  The cost is 10 gold, so she takes 10 gold coins 
from her supply (leaving her with 3) and pays for the General. 
 
Player 1 takes the next action this season (moving clockwise around the 
table).  Player 1 collects 1 coin for his Noodle Shop, for a total of 26 coins.  
He then purchases a Farming Workshop for 4 coins.  He pays 4 coins to the 
supply, takes a Farming Workshop card/tile, and adds it to an open city 
space. 
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Player 2 takes the last action this season.  She collects 1 coin for the Noodle 
Shop, for a total of 26 gold.  She then spends 18 gold purchasing a Port.  
She places 18 gold coins in the supply and then adds a Port card/tile to an 
open city space on her mat. 
 
Year 1, Season 2 (Spring) 
Player 3 begins the year and initiates the second season by turning over the 
top event card and placing it on the ‘Spring’ space on the event mat.  The 
event is “Plague”, a global event (impacts everyone).  Following the event’s 
instructions, no player is able to act this season unless they have a Temple in 
their city.  The Shogun (Player 3) is exempt from global events and so she is 
still able to act this season.  Such is the advantage of being Shogun.  Player 
3 collects seasonal income (1 gold coin from the Noodle Shop).  She then 
decides to use her seasonal action to go to battle against one of the neutral 
Fiefdoms (since she bought a General last round, she now is able to go to 
battle).  She selects a 2 VP / 2 Gold fiefdom. 
 
Four FORCE cards are drawn and kept face-down to represent the defense 
put up by the fiefdom.  Player 3 has a MAX FORCE of 30 (the default) and 
draws the following cards: 5, 11, and 10 and then pauses.  A FORCE of 26 is 
only 4 away from her maximum.  She hesitates and then decides to take the 
risk and draw another card: 0. She is still at 26, but decides not to push her 
troops or her luck any farther.  Then the neutral fiefdom’s cards are revealed: 
12, 2, 1, 5, for a total of 20.  Player 3 is victorious.  She collects the Fiefdom 
card and adds and places it face-up near her on the table. 
 
Since neither Player 1 nor Player 2 purchased a Temple last season, neither 
is able to act due to the effects of the Plague. 
 
Year 1, Season 3 (Summer) 
Player 3 begins the year and initiates the third season by turning over the top 
event card and placing it on the ‘Summer’ space on the event mat.  The 
event is ‘Nothing’, a global event indicating life as usual.   
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Player 3 takes the first action.  She collects seasonal income of 3 gold coins 
(1 for the Noodle Shop and 2 for the Fiefdom).  Excited about her success 
from the previous round, she decides to initiate another battle.  This time she 
decides to attack Player 1.  She charges into battle and each player takes 
turns drawing FORCE cards.  In the end, Player 1 (the defender) has drawn 3 
cards and Player 3 (the attacker) has drawn 5 cards.  The cards are revealed 
and Player 1 has a FORCE of 25 (5 less than his MAX FORCE).  Meanwhile, 
Player 3 was a bit too zealous and has exhausted her troops.  She has a 
FORCE of 32 (2 over her MAX FORCE).  Player 3 is defeated and her 
General is beheaded (and returned to the middle of the table to represent 
that a new potential leader is rising through the Samurai ranks). 
 
Player 1 collects 1 gold coin.  He then spends 4 gold coins to purchase a 2-
Field Rice card (6 is the standard price, minus 2 for the Farming Workshop).  
The coins go to the supply and the card is added to an open field space. 
 
Player 2 collects 4 gold coins (Noodle Shop and Port).  She then purchases a 
2-Field Rice card for 8 gold coins.  The coins go to the supply and the card is 
added to an open field space. 
 
Year 1, Season 4 (Harvest) 
Player 3 begins the year and initiates the fourth season by turning over the 
top event card and placing it on the ‘Harvest’ space on the event mat.  The 
event is ‘Nothing’, a global event in which nothing significant happens.   
 
Player 3, serving as Shogun, initiates the Harvest.  She turns over the top 
Market Price card, revealing that rice will sell for 3 gold this year.  Player 3 
has only 1 Rice field.  So she collects 3 gold coins for the harvest.  Player 1 
has 3 Rice Fields (a 1-Field and a 2-Field) and so he collects 9 gold coins.  
Player 2 has the same, generating 9 gold coins for her harvest.  None of the 
players has a Tax Collector, so no additional taxes are collected. 
 
Player 3 takes the first action this season…[Play continues as it normally 
does for any other season.] 
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Ending the Year 
All of the event cards from this year are removed.  The current Shogun 
(Player 3) begins the bidding for the next year at 1 gold coin.   

 

 
Frequently Asked Questions (FAQ) 
 
Should fractions be rounded up or down?  Some events and some Victory 
cards require that simple division be performed.  Inevitably you will run into a 
fractional scenario where you need to round off the result.  All such rounding 
should be a round-down.  For example: The Economist Victory card states 
that the player receives 2 VP per 4 gold of seasonal income.  If a player 
receives 14 gold every season, this is worth 6 VPs because we round down. 
 
What if two victory cards that you draw conflict with one another?  
There are two times in the game when you will draw two victory cards - at 
game start and during the game when you use an action to draw victory 
cards.  If you draw two victory cards that contradict each other at game start 
(i.e. any combination of Tyrant, Architect, and Gardener), then you may place 
both on the bottom of the deck and draw two additional cards.  If you draw 
contradictory cards during game play, or you draw cards that contradict cards 
you already have, there is no re-draw opportunity.  You may keep one of the 
two cards and discard the other or you may discard them both. 
 
What if a seasonal event occurs and you donôt have a building for it to 
destroy or a rice field for it to harm?  Sometimes events impact rice fields 
and buildings.  If you do not have an available building to be impacted (due to 
intentional destruction or due to a previous event), there is no further penalty. 
 
What if I donôt have enough money to pay for a seasonal event?  
Sometimes events demand that you pay some sort of fine, fee, or repair bill.  
If you do not have sufficient funds to cover this expense, consider yourself 
lucky.  There is no further penalty (being broke is penalty enough). 
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What if I donôt have enough money to bid for Shogun? There is no 
requirement that every player bid for Shogun.  Simply abstain from the 
auction.  If the previous Shogun does not have enough money to start the 
bidding, then the player to the previous Shogun’s left may start the auction. 
 
The Karma event provides a boost to the player with the fewest cards. 
How is a tie broken when players are tied? The next comparison is based 
upon fewest fiefdoms.  If there is a still a tie, then the player with the least 
gold gains the free action.   
 
How many actions do I get if I have Commerce Hall AND Trade Fair? 
Technically, you still only have one action.  You can either build/destroy, or 
attack/acquire, or draw victory cards.  The Commerce Hall will add an 
additional build/destroy opportunity each season.  The Trade Fair will do the 
same each harvest.  Thus, if you have both buildings in your city, then you 
could build/destroy up to three cards each harvest and up to two cards during 
the other three seasons. 
 
Does the Tax Collector count as an óincome producing buildingô? Yes. 
There are various events as well as victory conditions that refer to ‘income 
producing buildings’.  The Tax Collector qualifies as such. 
 
Do destroyed / discarded cards return to the play area? No. Once a card 
is purchased, it never becomes available for purchase again.  The exception 
to this rule is the General. 
 
Who wins when two or more players have identical victory point totals? 
The tie is broken by the player with the most gold.  If there is still a tie, it is 
broken by the player with the fewest cards on his/her mats. 
 

Strategies 
Kingdoms of Rice offers multiple paths to victory.  Ultimately, the objective is 
to simply accumulate more victory points than your opponents.  To 
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accomplish this, you will likely need to acquire additional Victory cards 
beyond the two you are provided at the start of the game.  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 other 
cards. 
 
The following section describes various strategic factors and is intended to 
help you in thinking about different ways to approach the game.  There are 
certainly other approaches beyond these that you are welcome to explore. 
 
Shogun control vs wealth preservation – Winning the position of Shogun 
provides the opportunity to pick up key cards that are in scarce supply before 
others can get them.  The Shogun also avoids natural disasters (harmful, 
global events) which are especially crippling early in the game.  On the other 
hand, other 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 – Seasonal income offers a slow, steady 
form of revenue.  Investing heavily in rice results 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 – 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 – 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).  
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Others prefer to build fewer cards, waiting until they have sufficient money to 
buy higher valued cards.   

 
Alternate Rules for Solo Game 
To play a solo game of Kingdoms of Rice, a few adjustments are needed. 
 
No scarcity in cards is introduced 
Solo games permit a player more flexibility in terms of building and destroying 
within the player’s fiefdom. In the absence of competing against other 
players, more fiefdoms are available, and there is no artificial obstacle to 
building the exact buildings and rice fields that the player desires at any point 
during the game. 
 
The bid for Shogun is eliminated 
Event cards are still used to mark the passage of time, but all events impact 
the player directly regardless of Global / Shogun designation. 
 
The number of event cards is adjusted 
The quantity of event cards in the deck changes the game difficulty: 20 cards 
(EASY), 16 cards (MEDIUM), 12 cards (HARD) 
 
In the absence of other opponents, the solo version of Kingdoms of Rice is 
played as a personal contest to surpass the player’s previous high score and 
as a practice session between multiplayer games. 
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