A strategy game fordl players
designed by Kyle Gabhart

For centuries, your homeland of Japan has been held together by a delic
balance between aristocratic emperors and powerful military leaders holc
the title of Shoguhhis delicatealance 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 uncertaémtyheas dri
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 comr
have turned to you for leaderGily. you can lead them to honor and
victory.Success can be yoursulgh diplomacy, economic savvy, or
battlefield proweséu must be cunning, wise, and if necessary...ruthless.

Goal

This is a game of strategy and plaieimgnust decide if and when to

plant rice for the harvest, expand the economic povenod gayr

engage in battle, and enhance your @&iace .decisions will help you
immediatelgthers won't pay ofily@ars lateiYou begithe game with a
vulnerable and economically weak fi€fdena period of five years, you

will developighiand into an economic and military powedfhyausplay

well, you might even extend your power to control weaker daiymo's and |
the resources of their fiefdom's to further extend your power and influenc

The player with the most victory fpointkis/her palace at the end of the
game is declared The &mp winning the game.

Game Format
Kingdoms of Rican be played in one of several formats.

1 34 Players (recommendddhe game is designed with a special
emphasis upon larger grolfze people = more.fun

1 2 PlayersThe game scales down just fine for two player games.

1 Solo GameSpecial rules aneluded to permit solo games

Game Play Overview

The game takes place over a period of five years with each year being

marked by four seas.Every player takes one action each season for a

total of 20 actions over the course of the entifsagaomes/inter

Spring SummerHarvest) are marked by turning over event cards (one carc

per season) which may be positive, while otlaestaopluidiarvest,

the final season, involves selling large quantities of rice that was grown
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throughout the yedhis represents a significant income generator for
players, but it only occurs once aAtdle beginning of each year, an
auctiorsiheld for the title of the Shofjue.Shogun serves as the feudal

lord throughout that year and gains advantages regarding seasonal ever
and also has the privilege of taking his/her seasonal ddtesdmstity

of cards that are availableuiathase and the scarcity of fiefdoms that are
available for conquest provide a powerful incentive to playerdh® hold the
of ShogunPlay begins ininter of the first year and continues until the
completion of the fifth haré@ste the fifth kast has been played, all
players reveal their palace cards and total up their victbhepgogtiest
victory point total wins!

Contents

32 Ricecardqgreen)
1 12Rice-1 Field
1 12 Rice?2 Field
1 8 Rice 3 Field

42City cardéblue)
1 3 each of Campiey Worksho@ity Hall, Commerce Hatibassy,
FarnmgWorkshop, Market, Port, Tax Collector, Temple, Trade
Fair
1 4of Noodle Shop
1 8 of Dam
24Castle cardsed)
1 3each oBlacksmitiGatapulGeneral, Keep, Moat, Stithd),
and War Room

39FORCIEards (silver
36 Palace cardpurple)
40Event cards

6 MarkePricecards

12 Fiefdom cards
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9 Card placement mats
1 4Ricel City player mats
1 4 Castle / Palace player mats
f 1 Seasonal Event mat

5 Instruction cards
1 4 Seasonal Action cards
7 1 Annudbhogurcad

75Coin tokensfifteerROcount coinfifteeri0countoinsfifteerb-count
coins,Hirtyl-count coins

Game Setup

First, set the Seasonal Event mat (Winter, Spring, Summer, Harvest) in t
center of the playing akeatack of event cards ipgyed (see below
undelPreparing the Event)Riled placed next to the Seasonal Event mat.

Place the gre®icecards facap into their respective piles (three in total)
in the center of the playing area.

Set the Noodle Shop cards aBidee the raaiming blu€itycards face
up irtheir respective piles (eleven in total) in the center of the playing are

Place the radastlecards facap into their respective gideén(total) in
the center of the playing area.

Place the purptalacearddacedown in a single pile in the center of the
playing ares&huffle these cards and then return them to the playing area.

Place th&iefdoncards facap in the center of the playing area.

Remove®ice City, Castle, and Fiefdom cards based upomreat
players involved in the game (see belomwadeacing Scarkity

Place the Market cardsFordecards facdown in the center of the

Kyle GabhartZ®09, All Rights Reserved
4



Kingdoms
L

playing are&hufie each of these piles imtdrn them to the playing area.

Place the coin tokentiindenter of the playing area, separate into their
respective denominations.

Set player mats, action cards, starting cards, and coin tokens in front of ¢
player (see below ureleyer Setyip

Preparing the Event Pile

Shuffle the event cards togetiek dra®0 event carfio®m the pil®lace

this card pile, fadewn, next to the Seasonal EvenBatdhe remaining
event cards asi de. They won’'t b

In later games, players may choose a different combination of global anc
individal events to match with the desired difficulty and game flow, but th
random approaistrecommended.

Introducing Scarcity
The default game setup suppoipesdn gamé&Vhen playing with fewer
players, adjustments must be made as follows:

1 3Person @ne- Remove three fiefdoome generand one of
each other castle card, one of each city card, fodigide one
cards, three rice #imdd cards, and two rice thedbcards.

1 2-Person Gamé&emove six fiefdotg) generaland two of
each dter castle card, two of each city card, eightfredd one
cards, six rice tfield cards, and four rice fiefkcards.

1 Solo gameNo card removal is required for the solo game.
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A Sample Setup for @&ayer Game

Player Setup
Each player pladaes game mats in front of himself/herself consisting of

one row of fivieetiles, one row of five city tiles, one row of five castle tiles,
and one row of five palace tiles.

Each player receives the following:
1 One Rice card containing one field eesliptan the first green
Ricetile.
1 One Noodle Shop card and places it on the @Gistitdue
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1 ThreeVictory cardge drawn, two are selected and fdaeed
down on the purplalacdiles(these are hidden from other
players, but the playerdsveldl to turn them over to view.them)

1 25 gold coin tokens

Playing the Game
The game is played over a period of five years with each year consisting
four seasons.

ﬁaoh year is played as follows: \
1.

The position of Shogun is auctioned.
2. The Shogun turngogn event card, beginning the winter s¢ason.
The event card’s instructions
3. Each player performs one action, starting with the Shoguh
4. Steps 2 are completed for the spring and summer seasofs.
5. The harvest season is different. Aflén¢pdime event card, thie
annual harvest is initiasetling rice on the open market
6. Players with a Tax Collector may collect taxes.
7. Each player moves the oldesnh(ef) rice card from their m
and retusitto the pile. Move other rice cavds loy one placég.
\ 8. Steps 3 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 Faictitned.

first year, chooseatgver method you like for selecting the starting bidder
For subsequent years, the previous Shogun begins the bidding.

Bidding startslgold coinlf a player cannot or chooses not to bid, then
bidding passes to that player’s

The auction domues in clockwisshionwith each player, on his/her turn,
passing or offering a highdplaigers may not make bids they cannot
afford to pay®nce a player has passed in the auction for Shogun, he/she
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cannot renter the bidding at a later pdiatauction continues until all

have passed, but one. This player has won the auction. He/She pays this
bid amount to the “bank” (pool o
the next year.

If no player bids in the auction, the previous&hogutine position for
this year.

Advantages of the Shogun

First, the Shogun avoids negative seasonal events that are global in natt
(they effect everyaxeepthe Shogunfecond, the Shogun enjoys the
benefits of positive seasonal eventsthat globaFinally, 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 ov
instructions are carried out.
Evers fall into five categories:

A Global Nothing (purplip everbccus this season

A Global Evegbodblug—A positive event that impacts every
player.

A Global Evebad(red —A negative event that impacts every player
EXCEPT the Shogun.

A ShogurEvengood(blu@—A positive event that only impacts the
Shogun.

A ShoguiEvenbad(red — A negativevent that only impacts the
Shogun.

Each player performs one action per season, starting with the Shogun.
The element of scarcity which exists for theaattasailable for

purchase as well as the fiefdoms available for conquest makes the order
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 buildan availabléce city, or castle card and
add it t o orddstown qgatdagmewving isfrormthet
pl ayer’s mat.

2. Attack / Aquired attaclkan avaable fiefdom, engaging in
battlepracquirét through diplomddiplomacy = money).
3.Gaina victory card

Build/ Destroy omeee city, or castle card
Piles of cards (rice, city, and castle cards) are laid out on the playing are
Each player mhyild/destramnly one card per season

Build-The player pays the face value of the purchased card using his/he
supply of gold coins. The card is then added to an available tile on the
player’s mat (maki ng sRigd@y/Qasile pl a
space)lIf 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 frammattand discard it (it
does not return to the supply). Destroying a card costs 2 gold coins and
frees up spac &Vhieitmay seem qud thayaeglayers m
might choose to destroy and not replace a card (i.e. tuddzetite),

thee are certaWictorgards (purpRalaceards) for which the player

would benefit from destroying cards without replacing them.

Attack / acquire an available fiefdom

Controlling other fiefdoms pravideserful economic engine in the form of
seasonahcome as well as victory points for #ha@ne@d There are two
methods available for gaining possession of & figlitiom conquest
(attacking)r economic diplomacy (acquisition).
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Attack-Provided that at least one fiefdom is awaitbthi@layer has
Generaltherhe/she can initiate an ataeknst that neutral fiefdom
Alternately, players can attack eachBaktkes involve drawing or

more FORGtard and attempting to overpower the enemy without pushing
your troops too hatgluccess results in possession of the diefdkimy

half the defenders gold, or destroying a ri€aifigtel resultstime death

of the attacking gendfal more details, $&esolving BattlesdeiGame

Details

AcquisitiohnSometimes dition is the better part of Valeidoms can
be acquired diplomati¢haftyugh bribery attempts that are made possible
through the presence of an embassy.

NOTEGames are often, though not always decided based upon fiefdom
ownership. Pay clotfergtion to anyone that is grabbing up fiefdon]s. This
person is earning seasonal income, victory points, and potentially fulfillin
larger game objectives depending upon what Victory cards the player
possess (resulting in even maore victory points).

Gaima victory card

The playestarts the processgayngl0 gold coins. ThenWiatory

cards may be drawn from the top of the pile. The player may examine th
two cards and select one or zero to keep. Discarded cards are placed fa
down on the battwf the pile. If a victory card is kept, it should be placed
facedown on an opPalacéile or used to replace an exiéitgryard

(which is subsequently discarddui}replacing card in the palace, the
player must pay 2 gold coins to thig.sup

During the final season, the annual harvest is initiated after the
seasonal event has been handled.

The annual harvest provides all players withtanitpjmogenerate
income AMarket Pricgard is drawirom the top of tharket Pricteck
and each player sells rice atidsgynated pricEach rice card contains
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betwen one and thréelds. Each player takes the sum of their fields,
multiplied by tharrent market price, and receives that many gold coins.

Harvest examples

Player has3 rice cardsone 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 play
would receive 21 gold.

Player 2 has 4 rice cdrtgee 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 thi
player would receive 15 gold.

Rotating Rice Cards

Rice cards must be rotated in order to avpidawetion. Each year you
must remove your-teftst rice card (at the etldeoHarvest) and shift the
remaining cards down to fill in th& spoccurs every yeerepthe

final year (théBarvest season).

Winning the Game

When the final event card is playe# (idneé&st season), this signals the

last season. Tkisason is played through as normal with an event, the
harvest, and players taking their final actions. At the conclusion of this fil
year, the game is over. Each player tificsdiheards in theéfalace

faceup and their victory points aseltaBie 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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Now that you understand the game flow, thigpsedities descriptions of
various cards, events, ancegaday scenarios.

Building Limits

Certain cards can be duplicated a p | ay er camnotthleet wh i
general rule of thumb is that a player is not permitted to have more than
of the same card on his/her mat at any gijies. oe caralie onéort

card at a time, you can havd\eRoomat a time, etc.). Thisrene

notable exceptions to thisRidecards.

The Rice Exceptionhere is no restriction on building rRittgolerds
of the same type. Players are permittid fiodoacross using any
combination Bfcecards that they choose.

CardDescriptions

Rice Fiel@ardsdree

Rice IField-Represents a single unit of rice.
Rice ZField-Represents two units of rice.
Rice Field-Represents three units of rice.

City Card®lug

Carpentry WorkshdReduces the cosbafldinglestroyingitycards

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

Commerce HalAllows the plar to build or destroy an additional
rice/city/castle card each seasaddition to the standard seasonal action
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Dam-Protects rice fields against certain seasonal events.

Embassy Enables fiefdom acquisitimogigh bribery attempts

Farming Wkshop-Reduces the cost of planting/destroying rice fields.
MarketIncreases the price at which the player can sell rice at harvest.
Noodle ShepProvides seasonal income.

Port-Provides seasonal income.

Tax CollecteiProvidesdilitional income atvest time.

Temple-Provides seasonal income.

Trade FairAllows the player to build or destroy an additional rice/city/cas
card during the harvest semmsaddition to the standard seasonal action

CastleCardsred

BlacksmittWorkshop Reduce the cost of building/destroying castle cards.
CatapukIncreases 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 protectiondefeamding player.

Stable-Increases MAX FORCE when a player is attacking.
Wall-Increases MAX FORCE when a player is defending.

War RoomDelivers an advantadesn attackingllowing the player to
draw an additiof@RCIEard to replace one cardsdfidr choice.
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PalaceCardsdurplg

ArchiteetDevelop your city and palace for VPs and at the same time dest
rice fields and castle cards for VPs.

AristocratGain VPs for each card in your possession at ghatésend
worth 12 gold or more.

Buraucrat-Requires three buildings (city hall, commerce hall, and
embassy) at game end.

BuilderEvery city tile must have a city card at game end.

Capitalist VPs are granted for each inpooaieicing city building (Noodle
Shop, Port,ax Collector, ahdmple

CraftsmanVPs per workshop building.

Defender VPs per defensbsteucturée.g.DamKeep Wall) at game end.
Diplomat Gain 3+ fiefdoms through acquisition rather than attack.
EconomistReceive VPs ad4of seasonal income (not hareesh@).
ElderGain VPs as a fraction of other palace cards (fiefdoms do not cour

FarmerEvery rice tile must have a rice card at gainis angortant to
note that no rice field rotation is required in the final Harvest season.

Garden-Can be aubined witRatrorfor more VPs.

GardenerDevelop your rice fields and palace for VPs and at the same tir
destroy city and castle cards for VPs.

Harvester Each rice field3fields per rice card) contributes VPs.
Minimalist Clear cards from yace/city/castle/palace for VPs.
MiserReceiv&/Ps forwery card worth 8 gold coins or less

Pacifist Gain VPs for not attacking a fiefdom. Defending against attack
does not couriplomatiacquisition of fiefdoms also does not count
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Patron-Inaeases the Victory point value for Garden, Shrine, and Statue.

Planne+Gain VPs for each row of 5 rice/city/castle/palace cards.
Ruler Additional VPs per fiefdom.

Shrine-Can be combined W#trorior more VPs.

Statue- Can be combined WA#trorior more VPs.

StrategistFill the castle for VPs.

TreasurerHoard 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 offensastle card

Resolving Battles
Whethea playemitates an attack onreeutrafiefdonor attacks another
player, battle is resolved in the same fashion.

Players take turns drawing from thaofanestack of FORCE cards. The
player that draws taed may peek at the value, but the card should remair
facedown on the play surfates 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 onceseemaivtmany

the opposition drawfseither player has a War Rooray ibe used once

per battle, per player. It must be announced and used while the FORCE
cards are still fadewn, prior to revealing the total FORCE.

Once each player has finisteadiity FORCE cards, then each player
reveals all of the cards they drew and announces the total FORCE they ¢
applying to the battle.
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FORCE vs MAX FORCE

MAX FORCE represents the potential effort your troops can commit to b:
before they become fatiguehe object is to push your troops as close to
their maximum without going over. Each player starts with a MAX FORC
30 both as a defender andkattaleurchasing various céotgour castle

can increase this MAX FORCE. In a given batlenphigier has the
highest FORCE value without going over their MAX FORCE (which diffel
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 fi

FORCHalue, then each army draws one more FORCE card. The highes
card wins (ignore MAX FORCE in this case).

Attacking Neutral Fiefdoms

For battles with neutral fiefdoms, four FORCE cards should always be dr
to represent t hatefdonsbadvaadAX BEORGEN e
50, but they do not have the benefit of drawing more than 4 cards. Their
FORCE rangesrfr 0 to 48 with an averagé. of 2

Victory in Battle
When attacking a neutral fiefdom, a victorious attacker takes possession

that fiefdua. If the victor attacked another player, then he / she either take:
fiefdom from the defender, or ha
card of the attacker’s choosing.

Defeain Battle
| f the defender i s valickillem and cetwreed t
to the tabl&@he attacker is unable to wage war without a living General.

Battle Resolution Examples

Player 1 attacksreeutralfiefdomi Player 1 hasGeneral, a Stahled a
Wall in the casfléhe General allows Playerattack and the Wall is only
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useful when defending. Due to the Stable, the MAX FORCE for this atta
35. The neutral fiefdom draws four FORCE cards. Player 1 begins to dr
cards: 5, 12, 2, 5f@& a total of 27. Player 1 decides to draw one more
cardéa 10. Thatés a tot al of 37
loses antdis General is killed.

Player attacks PlayerilPlayer 2 has a General and a War Room in her
castle while Player 1 has a Stable andRiay&ll2 has an attaghAX
FORCE of 30 while Player 1 has a defending MAX FQREBE\EHIIB2

adds 2 and the Stable only helps when attdtiengayers begin to draw
FORCE cards and keep them private. Player 1 drew three cards: 12, 11
6 for a total of 29. Pl&ydrew initially drew four cards: 5, 8, 6, and 2.

Pl ayer 2 then used the War Room
cardé. an 11. Pl ayer 2 now has a
26s current set up). yé& 2 is Yictopousa y e
Since Player 1 does not have a Fiefdom, Player 2 opts to take half of Pla
16s gol d.

Acquiring Fiefdoms through Bribery

If a player possesses an Embassy, tpessiditgf acquiring a fiefdom
through bribery becomes amofitiodo so, the player announces an
intention to bribe a fiefdom and then identifies the target. The defending
fiefdom draws three FORCE cards.
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 dra
three FORCE cards. Inthecaseofaayer i ef dom bei ng
defending player has the option of purchasing additional FORCE cards
(beyond the initial three) at atag each.

Success in bribery results in winning a fiefdom. Failure results in lost mc
lost time, and ridicidkay, 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 detetim@layer 2 will start the bidding for

Shogun. Player 2 begins the bidding at 1 gold coin. Player 3 bids 3 golc
coins. Player 1 bids 4yd?la 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 tl
supply of coins on the table. Player 3 then takes the Shogun instruction
and begins the first year

Year 1, Season 1 (Winter)

Player 3 begins the year and initiates the first season by turning over the
event card and placing iTheevent t he
i Palate Rennovation a s$heccgun ¢ event . Fol
instruction®layer 3nust pay 3 gold for eBalace card. At the start of

the game, each player has two Palace cards, so Player 3 pays 6 gold to
bank.

Since Player 3 is the Shogun this year, she takes the first action. She be
by collecting seasonal income. Since she only has the Noodieeshop thal
began with, she collects 1 gold from tlyso$wppis. Player 3 now has

13 coins in tof@bto start-7 Shogunr6 Event+l Noodle shop$he then
performs a buy action, tak@enaratard/tile from the supply and adding

it toanopen castlspace. The costlidgold, so she takE3goldcoins

from her supplgaving her wBhandpays for theGeneral

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 coin
He then purchases a Farming Workshogifigt 4He 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 No
Shop, for a tota#l26 gold. She then speBdwltl purchasiag’ort.

She placesBhold coins in the supply and then adds a Port card/tile to an
open city space on her mat.

Year 1, Season@pring

PlayeB begins the year amitlates the second season by turning over the
top event card and placing it on$p r i n gthe egept mat.eThe

e v e rPtagui aglobakven(impacts everyonéjollowinggh ev ent ’
instructiongp playeis able to act this seasoless they have a Temple in
their cityThe Shogulayer 35 exempt from global events and so she i
still able to act this seasfurch is the advantage of being SHolgyer
3collects seasonal income (1 gold coin from the Noodle Shop). She thel
decides to use her semd@ction to go to battjainsbne of the neutral
Fiefdora (since she bought a General last round, she now is able to go to
battle) She selecs2 VP 2 Gold fiefdom.

Four FORCE cards are dmvahkept fagtowrto represetihie defense

put up bthe fiefdonmPlayer 3 has a MAX FORCE of 30 (the default) and
draws the following cards: 5, 11, and 10 and then pauses. A FORCE of
ony 4 away from her maximum. She hesitates and then decides to take
risk and draanothecard: 0. She is stilP8, but dgdes not to push her

troops or her luck any farther. Theeutingl fiefdésrcards are revealed:

12,2, 1, 5, for a total of 20. Player 3 is victorious. She collects the Fiefd
card and adds and ptaicéaceip near her on the table.

Since neither Playardr Player 2 purchased a Temple last season, neither
is able to adue to the effects of the Plague.

Year 1, SeasonSummer)

Player 3 begins the year and initiates the third seasog byeihe top
event card and placing it oisthemeéspace on the event.nTdie
event ifNothing a globahent indicating life as usual.
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Player 3 takes the first actibe.c8llects seasonal incorigaifd coins

(1 for te Noodle Shop adfbr the Fiefdom). Excited about her success
from the previous round, she decides to initiate anotfieiskattteshe
decides to attack Player 1. She charges into battle ayercasepl

turns drawing FORCE cards. In tHelayet, {the defenddras drawn 3
cards and Playefti3e attacker) has drawn 5 cards. The cards are reveale
and Player 1 has a FORCE of 25 (5 less than his MAX FORQE). Mea
Player 3 washit too zealous and has exhausted her troops. She has a
FORCE of 32 (2 over her MAX FORCE). Playeatddsaefder

General is beaded (anckturned to the middle of the table to represent
that a new potential leader is rising through the Samurai ranks).

Player tollects 1 gold coire then spendgold coins to purchase a 2
FeldRice cardb(s 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 collectgold coins fddle Shognd Port) She then purchases a
2-Field Rice card for 8 gold coins. The coins go to the supply and the cal
added to an open field space.

Year 1, SeasonMarvest

Player 3 begins the year and initiates the fourth season by turning over tl
topeventcardal pl acing it on the ‘“Harv
e v e INto t ihaglaobgkevenin which nothing significant happens

Player 3, serving as Shogun, initiates the IS&dstns over the top
Market Price card, revealing that riedlfioll 3 gold this year. Player 3
has only 1 Rice field. So she collects 3 gdtd twensarvest. Player 1
has3 Rice Fielda (-Fieldanda 2-Field) and so he coll@asld coins.
Player 2 hake samegeneatind gold coirfer ler harvestNone of the
players has a Tax Collector, so no additional taxes are collected.

Player 3 takes the first action this sgB&mncontinues as it normally
does for any other seds

Kyle GabhartZ®09, All Rights Reserved
20



Kingc{ams

3 E R X

Ending thérear
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 d@v@ome events and sorfietory

cards require that simpleiaivize performed. Inevitably you will run into a
fractional scenario where you need to round off the result. All such roun
should be munddown For example: The Economist Victory card states
tha the player receives 2 VP gelddof seasonatame. If a player

receives 1btf every season, thigastl6 VPs because we round down.

What if twoietory cards that yodraw conflict with one another?

There are two times in the game when you will draw two \Aetiory cards
game start and digrthe game when you use an action to draw victory
cards. If you draw two victory cards that contradict each other at game s
(i.e.any combination of TyrardhitecendGardengythen you may place

both on the bottom of the deck and drawtiauehddrds. If you draw
contradictory cards during game play, or you draw cards that contradict ¢
you already have, there is-dcake opportunity. You may keep one of the
two cards and discard the other or you may discard them both.

Whatiasea s on a l event occurs and you
destroy or a rice field for it to h&r8ometimes events impact rice fields
and buildings. If you do not have an available building to be impacted (d
intentional destructiodu® to a pvéous eventhere is no further penalty.

What if | dondt have enough mone
Sometimes events demand that you pay some sort of fine, fee, or repair
If you do not have sufficient funds to cover this expense,wsalider yo
lucky. There is no further penalty (being broke is penalty enough).
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What if | dondét have ¢€heceisqqdi mone
requirement that every player bid for Shogun. Simply abstain from the

auction. If the previous Shogun does@etiough monegtart the

biddng t hen the player t o tduaionpr evi

The Karma event provides a boost to the player with the fewest cards
How is a tie broken when players ar@fléwk next comparison is based
uporfewest fiefdomH there is a still a tie, then the player with the least
gold gains the free action.

How many actions do | get if | have Commerce Hall AND Tfade Fair
Technically, you still only have one action. You can either build/destroy,
attak/acquire, or draw victory cards. The Commerce Hall will add an
additional build/destroy opportunity each season. The Trade Fair will do
same each harvest. Thus, if you have both buildings in your city, then yc
could build/destroy up to three eacth harvest and up to two cards during
the other three seasons.

Does the Tax Coll ector conYes as
There are various events as wel |l
producing bui |l dgualifesassuch. The Tax C

Do destroyed / discarded cards return to the play ldm@aOnce a card
is purchased, it never becomes available for purcha3seagaiaption
to this rule is the General.

Who wins when two or more players have identical viototytqial®
The tie is broken by the player with the most gold. If there is still a tie, it |
broken by the player with the fewesbcdridéher mats

Strategies
Kingdoms of RigHfers multiple paths to victory. Ultimately, the objective i
to sirply accumulate more victory points than your opponents. To
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accomplish this, you will likely need to acquire ¥liiioresids

beyond the two you are provided at the start of the game. Depending up
the cards dealt to you, you may decide tocexggamespects of your

fiefdom or even conquer other fiefdoms. If you are not satisfied with the
Victorygards in your palace, you may decide to replace them in favor of o
cards.

The followirggction describes various straegimrs anid inteded to
help you in thinking about different ways to approach the game. There a
certainly other approaches beyond these that you are welcome to explor

Shogun contndd wealth preservativimingthe position 8hogun

provides the opportunipidk 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 o
hand, othgrlayers will haw®re money to spengarchasing cards if

they have not spent money to become the Shogun for that year.

Seasonal income vs Big harnssasonal income offers a slow, steady

form of revenue. Investing heavily in rice results is riskier, but can produ
substantial annuaiome. Seasonal income is predictable whereas harves
income has a higher overall potential.

Conquer fiefdowss Acquire fiefdomBiefdoms represent a critical

resource in the game. Each fiefdom that poavaes seasonal income

and victory pointShere are two means of conquering fiefdoms. Some wil
choose to attack. This is riskier, but generally more economical as you ¢
invest in an army once and take over multiple fiefdoms. Alternately, a pl:
may choose to acquire fiefdoms. T{pelisiee, but lower risk.

SpeedvsQuality-Building something every single turn, especialty early
can provide a player with broad capabilities. Some players will even inve
city buildings that enable more producibe FagndCommerceat).
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Others prefer to build fewer cards, waiting until they have sufficient mone
buy higher valued cards.

Alternate Rules for Solo Game
To playa solo game idingdoms of Rieefewadjustments ameeded.

No scarcity in cards is introduced

Solo games permit a player more flexibititg ioftbuilding and destroying
within the player’s fiefdom. I n
players, more fiefdoms are available, and there is no artificial obstacle to
building the exact buiklird 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 passagebott @ll events impact
the player directly regardless of Global / Shogun designation.

The nundy of event cards is adjusted
The quantity of event cards in the deck changes the game difficulty: 20 c
(EASY), 16 cards (MEDIUM), 12 cards (HARD)

In the absence of other opponents, the solo wrgolowis of Rise
played aa personal contesb s u r p aspseviduhhigh qtdoreaande r
as apractice session between multiplayer games

Credits
Game DesigneKyle
Gabhart

Art and Graphic Design
—Kyle Gabhart
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For resources, updated rules, and FAQs, visit our website:
www.driftwoodgames.com
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