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raveller - 1isten to this tale.

" ['ve watehed the coming and going of great and mighty men, since the beginning of th_e\\
‘world - from the epoc of peace to the inevitable great wars. But few compared to the

- prophesy which fortold of one who would emerge to unite our people. This leader would

. bring peace in a time of great teibulation. lUnfortunately, as time passed and the war
tr_ continued, the foretelling was all but forgotten. [t became a fairytale told to cluldren
T diving solace in the dark times.

Centuries have followed and Factions have arisen, leaderless and laying waste to all

in their path - Fighting amoagst eact other and plundering what they can to feed
the great war machine. All hope seems lost..And now T've heard whispers in tt[e -
westera folds. Rumors that Talmaara has been found!

of hope remains. Will tomorrow’s war give birth to the leader foretold; who
will unite our people as we settle in the new land - bringing an age of peace?
Ouly time will tell. :

And what about you? Are you the one spoken of so long ago? .. Ah, but -
your story is aot yet written. However, I'tl be sure to tell the tales of |
your great deeds in the ages to come.
e ]

May you be the leader we all need you to be. Godspeed, my friend.

Footuote: Talmaara is a realm {ocated off the edges of the known
maps. [t has vast plains, majestic mountains, mystecrious
forests and resources in abundance. A land flowing with
milk and . . . well you get the idea. $o what are you
waiting for? Get going and make your mark in the new
{and. Become the {eader you were bora to be.”

- Eldrie loreweaver, The Traveling Bard =
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raft and Conquer: Medieval is a competitive game of conquest where players collect, craft & deploy to conquer other players
in classic turn-based strategy gameplay. The game is played in approximately 60 to 120 minutes depending on the number of
players and objectives in play.

To begin the game, all players are given a number of Objective Cards to complete. (See Number of Objectives, p.13) The first
player to complete the chosen number of objectives first, activates the last round. However, that player may not be the actual winner.
The player with the most points scored by the total value of their Objective Cards will become the “Lord/Lady of the Land”

his game uses a modular board design, providing a unique

experience with every game. The board is made up of 14
unique terrain tiles and 4 player tiles. The number of tiles used to
generate the board is dependent on the number of players and
player preference.

Each tile consists of a combination of grass, mountains, lakes,
rivers or forest spaces. Some are “large river tiles” that can
optionally be placed across the board, for a more unique
gameplay. (See Large River Tiles, p.5)

“Surrounded by maps and pat'clu’uents
of the land, the {ords and ladies

qather in hopes of a mighty conquest.’

Table Arrangement

efore playing the game, the board tiles and game pieces
B should be separated and sorted. All tokens, miniatures,
cards and dice should be placed in a designated area near the
board - the Stockpile. This is where each player will collect or
return Resources, coins, cards, Settlements and soldiers.

GrAss RIVER FoOREST

Bridges

Some tiles also contain bridges, which span across small rivers.
Soldiers cannot cross rivers except where a bridge joins two
different spaces. All bridges follow normal Movement rules. (See
Movement, p.23)
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Game Tile Jayouts

Deciding Tile Placement

hen setting up the board, there are several methods to
laying out the game tiles. For beginners, it is recommended
to use one of the following standard layouts.

2 PLAYER $TANDARD ] AvouT

large River Tiles Oty

here are four game tiles with river segments on them.

Players may choose to ignore the river tile connections or
align them together for a more challenging game. These tiles
are recommended for advanced players using the alternative
layouts.

River Tiles also have a large bridge structure. These bridges
are considered normal spaces for all soldier Movements, but
Settlements cannot be placed upon them.

Note - Connecting River Tiles: River tiles can be rotated
and connected in any direction, as long as at least one arrow
is pointing directly at another arrow on the adjacent river tile.

G ame tiles are placed by each player, in clockwise order turn,
beginning with the highest die roll. The resulting layout
should be in the same format as one of the layouts listed below,
based on the number of players.

The first tile placed should be in the center of the play area, with
each additional tile connected to a previously placed tile.

Recommendation: If players are placing tiles one at a time,
players can place them strategically to aid their gameplay.

It is also recommended to start by placing one tile in the
center of the play area and add additional tiles around it.

4 PLAYER §TANDARD ] AYouT




Alternative layouts A

ere are some fun alternative layouts that can be used when
settings up the game tiles. These are recommended for
more advanced players who are already familiar with the game.

Note - Creating Additional Layouts: For variety, anyone
can make a custom layout. However, all Player Tiles &
Kingdom rules must be followed. (See Player Tiles &
Kingdoms, p.7)

NArRrROW PASS
(2 PLAYERS)
CLOSE QUARTERS

(3 PLAYERS)

CHOKE POINT
(3 PLAYERS)

THeE ARENA
(4 PLAYERS)

PDousLE TEAMED
(3 PLAYERS)

Meca CHoOKE PoINT
(4 PLAYERS)

LLEYWAY
(4 PLAYERS)




Player Tiles & Kingdoms

n addition to the game tiles, each player will have one Player
ITiIe. This tile must be placed adjacent to two game tiles, at
the edge of the board. (See the standard or alternative layouts
for examples.)

Important: A Player Tile must be placed adjacent to exactly
two game tiles; no more and no fewer. This ensures every
player has equal space on which to start.

These three tiles (the Player Tile and two adjacent game
tiles) make up a player’s starting area where they can build
Settlements and deploy soldiers, during the game. This is
considered the player’s Kingdom.

Important - No Overlapping Kingdoms: A player’s Kingdom
area cannot overlap with any other player’s Kingdom. Each
player must have two game tiles, of their own, which are not
shared with other players. However, if playing a team game,
this rule can be ignored within each team.

PLAYER TILE

These 3 game tiles are the player’s
Kingdom area.




he following are all the steps needed to start a Craft and
Conquer game, regardless of the number of active players.

Step 1: Choose a Faction Card. Each player can choose a
Faction card. Each faction card indicates the number and type of
Resources, Settlements and soldiers the player will have at the
beginning of the game. These cards can be dealt out randomly
or chosen by the individual players. (See Faction Cards, p.11)

Step 2: Collect Starting Pieces. All players will gather
whatever pieces, tokens and soldiers their Faction Card indicates
and place it in their play area.

Step 3: Deal Three Objective Cards. Each player will be dealt
3 Objective Cards. More Objective Cards are drawn throughout
the game. (See Objective Cards, p.12)

Step 4: Deal Two Action Cards. Each player will be dealt 2
Action Cards. More action cards are drawn throughout the
game. (See Action Cards, p.28)

Step 5: Place Settlements. Before a game begins, all players
place the collected Settlements (from step 2), in their Kingdom.
When placing, there must be at least two spaces between each
Settlement. (See Settlements, p.15)

Remember: Each player should keep his Objective and
Action cards hidden from the other players until they are
claimed or used during the course of the game.

Goob vs BAD SETTLEMENT PLACEMENT

These Settlements are only
separated by one space.
This is an illegal placement.




Step 6: Place Peasants on Settlements. Each player is given a
number of Peasants according to their Faction card. Peasants are
placed on a player’s own Settlements to help collect Resources
during each turn. Only one Peasant can be placed per Settlement.
(See Peasants, p.14)

Step 7: Deploy Starting Soldiers. Each player’s Faction Card
includes one or more soldiers to place on the board. These
soldiers are deployed adjacent to a Settlement. When deploying
soldiers, there can only be one soldier per Settlement. If there
are more soldiers than Settlements, the player must wait until
their next turn to deploy additional soldiers. (See Deploying
Soldiers, p.20)

Step 8: Roll The Dice. Each player rolls two attack dice and
the player with the highest value will go first. Alternatively, the
oldest player can go first. Each player takes turns in a clockwise
direction around the play area.

Step 9: Begin the Game!



Craft and Conquer:

Wdieval is a turn based game. Each player takes turns to gather Resources, craft & deploy

soldiers and complete objectives using strategic combat tactics, to fight for victory and rule the land.

Objectives are won in a variety of ways; deploying soldiers, gathering Resources, conquering enemy soldiers, establishing
Settlements, and more. Your choices are influenced by what actions you take and what objectives you draw throughout

the game.

Gameplay Turas

“They gather for war, as the souad of
horas and battle cries echp throughout

the land.”

Step 1: Draw a single Objective Card and a single
Action Card. Skip this step on your first turn. You may
have a maximum of 3 Objective Cards and 2 Action Cards
in your hand at one time. You may exchange any drawn
cards for any cards currently in your hand. All exchanged
cards must be discarded. No cards may be played until this
step is complete.

Remember: All Objective Cards and Action Cards are
kept hidden in your hand until they are completed or
used. Action Cards with the “Continuous” rule must
stay visible to all players, once played for the first time.

Step 2: Remove Peasants and Collect Resources.
Resources can only be gathered if a Peasant is on a
Settlement at the beginning of your turn. You can also
collect Resources from enemy Settlements that are
occupied at the beginning of your turn. (See Occupation,
p.27). Remove one Peasant at a time and collect the
Resources indicated on that Settlement. (See Peasants or
Settlements, p.14-15)

Step 3: Collect Coins from each Settlement you own
or occupy. You may always collect Coins even if there
are no Peasants on your Settlement. The number of taxes
is represented on each Settlement as a small coin. (See
Settlements, p.15)

Step 4a (Optional): Craft something. You may or may
not choose to build Settlements, soldiers and/or purchase
Resources or Peasants. Resources can only be sold for 1
coin each. It is recommended you craft during every turn,
or it may hinder your ability to achieve your objectives.
(See Crafting, p.18)

Step 4b (Optional): Deploy a soldier. If you have
purchased soldiers during a turn, you may deploy them to
your Settlements. You can only deploy soldiers, one per
Settlement, per turn. (See Deploying Soldiers, p.20)

Step 4c (Optional): Move or Attack an Enemy. You
may choose to move and/or attack with one or more of
your deployed soldiers. To move a single soldier, you must
first call out which soldier you will move then roll the
orange Movement die. Additionally, Champions get 1 extra
Movement range added to the Movement die. Example:
You want to move a Champion and you roll a three. You
will add one and move a total of four spaces.

Remember: If a soldier has already attacked it cannot
move until next turn, unless otherwise stated on an
Action Card. (See Movement, p.23)

Step 4d (Optional): Claim an Objective. You may claim
any Objective Cards you have completed during your turn.
However, you cannot claim objectives for something done
on a previous turn.

Step 5: Place Peasants. After completing all other steps,
place your Peasants on your Settlements according to
these rules:

» Fewer Peasants than Settlements: Choose
which Settlements to place them on, or buy more
Peasants for 2 coins each.

* More Peasants than Settlements: Keep or sell
the excess Peasants for 1 coin each.

Note - Withholding Peasants: You cannot withhold
Peasants from any of your empty Settlements.

Ending Your Turn: Once your Peasants are placed on your
Settlements, your turn has ended and you may do no more
actions. The next player to your left can begin their turn.




action cards are dealt to each player or randomly drawn at

the beginning of the game. Each card is unique, with it's own
perks and abilities, and it privides a brief history of the Faction’s
past.

Once Drawn, each player gathers all the Resources indicated on
the card face. The card is kept until the end of the game, where
it is used for reference and scoring.

Faction Colors

Each Faction card has two Faction colors, represented by the
multi-colored icon to the right of the title. This will be referenced
when counting objective points at the end of the game. (See How
to Win, p.30)

How it works: If a player has one or more completed
objectives with a ribbon color that matches the Faction color,
the player can add one point to their final score, for each of
the cards that match.

This shows the Faction Title and Faction
colors. (See How to Win, p.30)

“From a distant land, they came seeking a new

life. Now, they fight for their survival.”

-

Peasants only cost 1 Cein, each.

green :

These are the Resources and
items collected before the game
begins.

This area shows the unique perks and
abilities per Faction. It also shows the
Faction colors as text.




t the beginning of the game, players will be dealt three
bjective Cards. Each player will then draw a single Objective
Card at the beginning of each turn, excluding the first turn.

Each player may hold a maximum of three Objective Cards in
their hand at one time. Each completed Objective Card must be
placed face up on the table and is no longer considered a part of
the player’s hand.

When drawing Objective Cards, the player can choose to discard
or exchange it for one of the cards already in their hand. The
replaced card must be discarded if the player has exceeded the
number of cards allowed in their hand.

Strategy: Pay close attention to the cards your opponent
discards. It could give you some insight into their plans for
future turns.

Important: Players are not allowed to complete any
Objective Cards during the drawing phase of their turn.

Ending the Game: The game will end when one of the
players completes 5 objectives and has placed them face up
on the table.

These ribbons also match the
different Faction colors. Some
cards have multiple colors which
can be used in scoring points.
Only one of the colors can be
used for each scoring method.

d act 0SS
ers spred
tless 50\‘1\11 a5 they marell
putpose

L oun

the pattiefie
Fﬂ;xvatd with a single

This is the Objective. Players must meet
the condition or perform the action to
complete it.

L———————J
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This area shows the instructional icons
including the number of points the objective
is worth.




Completing Objective Cards

bjectives are achieved by accomplishing specific goals

represented by the titles found on each Objective Card,
such as “Defeated a Knight,” “Captured a Settlement,” or “Crafted
an Archer.” Once the objective on a card have been fulfilled, the
player should declare it as ‘completed’ and place it face up on the
table for all players to see.

Scoring & Ribbon Colors

Il Objective Cards have a colored ribbon along the left side
of the face. This corresponds with the various Faction colors
and can help players increase their scores at the end of the game.

Note - Ribbon Scoring: At the end of the game, if a player
has a set of three Objective Cards, which has at least one
matching ribbon color, the player will get three additional
points when scoring.

Also, any completed objectives with a ribbon color that
matches the player’s Faction color, will get one additional
point for each card. (See How to Win, p.30)

Number of Objectives

he number of completed Objective Cards can be adjusted to
make the game shorter or longer. Here are the recommended
number of objectives based on length and player count:

30’ 60’ 90’ 120’
2 Players | 2 Objs 3 Objs 4 Objs 5+ Objs
3 Players | 1-2 Objs 2 Objs 3 Objs 4+ Objs
4 Players 1-2 Objs | 2-8 Objs | 3+ Objs

Objective Definitions

ach Objective Card is defined by a single past-tense term that
the active player must have completed, before they can claim
it. Below are the definitions for each:

Craft = The indicated item must be cafted.

Defeat = The indicated soldier of an enemy player must be
defeated in combat.

Upgrade = The specific item must be upgraded to the indicated
Tier/level.

Discard = The indicated number of items must be gathered
from your hand and returned to the stockpile area.

Retire = The indicated soldier must be permanently removed
from the play area. A player can only retire a soldier if they have
a “Retired” Objective Card in their hand, that can be completed.

Capture Settlement = An enemy player’s Settlement must be
occupied by the active player’s soldier.

Capture Peasant = An enemy player’s Peasant must be
captured and in the active player’s hand.

Occupy Settlement = An enemy player’s Settlement must be
occupied for the indicated number of turns.

» Objective Card [astructional Jeons

Objective Points icons display the number of
points you receive when completing an objective.
Different Objective Cards have different values.
These points are added together at the end of the
game to see who has won.

- 4

w4
E

Example: you have the “Capture a Peasant” and “Capture a
Settlement” card in your hand. You choose to complete the
“Capture a Settlement” objective. You can NOT also complete
the “Capture a Peasant” during that same capture action. To
achieve it, you must capture another Peasant on a following turn.

@

Example 2: The “Occupy a Settlement” objective requires you
to occupy an enemy Settlement for three turns before you can
complete the objective. On the third turn - not counting the turn
you declared the objective on - you may claim this Objective.

Either/or forces you to make a choice. If you hold
more than one of these cards in your hand, you
can only choose from one of them to complete in
one turn. You must wait until your next turn to
complete any other objectives that contain this
icon.

In X Turns icons require you to achieve the
objective in a certain number of turns, indicated
by the number in the center.

Example 1: The “Defeat Two Archers” objective
requires you to defeat both Archers in one turn.

Declare requires you to tell every player your
' intent to complete this objective. You must also
© )| place it face up on the table and it must be visible
X/ |
/ to all players.

Normally, thisis also associated with an “In x turns”
icon. This means you would declare your intent to complete the
card during the first turn but are unable to complete it until you
have finished the indicated number of turns.

Note: If the intended action for the declared card is not achieved,
the Objective becomes forfeit and must be discarded. An example
would be when your Soldier is defeated during the “Occupy a
Settlement” Objective.




easants have multiple functions throughout the game.
P Players use them to collect Resources and craft soldiers. A B‘d OF Turn

player cannot do either of these without Peasants.

To declare the end of a player’s turn, the active player must
When a player wants to gather Resources, they must have a Place all the Peasants they have in their inventory back on their

Peasant already inhabiting (placed on top of) their Settlements ~ Settlements. This signifies the end of a player's turn. This is
at the beginning of their turn. required, without exception.

Note - Additional Peasants: If a player has more Peasants
than Settlements, they can keep the additional Peasants

in their inventory for later use - such as crafting soldiers.
However, a player can never withhold any Peasants from
their Settlements if they are in the player’s hand.

How it works: With a peasant inhabiting a settlement,

at the start of a turn a player can pick up the Peasant and
temporarily place the Peasant in their inventory, collecting

all resources the inhabited settlement provides. They

can do this for each of their own inhabited Settlements.
Additionally, players can also collect Resources for any enemy
Settlements that they currently Occupy with one of their
soldiers. (See Occupation, p.27)

Note - Enemy Settlement Resource Gathering: When ‘ ‘
gathering Resources from an occupied enemy Settlement, the ' \'
occupying soldier is not removed from the Settlement. % ‘

» Peasants for Crafting $oldiers

Peasants are additionally used and traded in when crafting first “‘R simple farmer was trained
level soldiers. However, they are not required when upgrading todag taking up arms in the
soldiers. (See Crafting, p.18) Fight for (is family, his country

R and Rhis king.”
Purchasing Peasants

A player may purchase Peasants, anytime during their turn,
for two coins per Peasant. There are no limits to the amount
of Peasants a player can own. However, in practical terms, a
player will only need as many Peasants for the same number of
Settlements they have on the board.

Note - Number of Peasants Per Settlement: There can be
no more than 1 Peasant on a single Settlement.




Resources

here are 5 Resources used in this game. Each player gathers

these Resources via Settlements at the beginning of each of
their turns (See Settlements below). Additionally, the Resources
can be purchased for 2 coins each, at any time throughout a
player’s turn.
Resources are used for buying more Settlements, crafting an
army, or stocking up on ammo. Resources can also be sold back
to the stockpile for 1 coin each, at anytime during that player’s
turn.

Woob

{roON

Settlements

CRAFTPOINT

How it works: Resources can be purchased for 2 coins
from the stockpile, but can only be sold for 1 coin, except
Craftpoints. Craftpoints cost 10 coins when purchased and
can only be sold for 1 coin each. It’s a really bad investment.

HorsE STONE

R @

ettlements provide Resources and allow soldier deployement.
Placing and defending a Settlement requires thoughtful
strategy and a fair bit of upfront cost.

A player may buy a Settlement at any point during their turn, if
the player has the Resources and coins to do so.

Remember: Each player can only have a maximum of five
Settlements in their Kingdom. This limitation does not include
any Enemy Settlements a player may occupy with a soldier.

Placing Settlements

When placing a Settlement, the player must not place the
Settlements too close together. The minimum distance between
each is 2 spaces. (See Player Setup, p.8)

» Collecting Coins

Settlements produce coins each turn. Tier 1 Settlements produce
two coins each turn. Tier 2 Settlements produce three coins each
turn. The icons - located in the center of the Settlement Token -
indicate how many coins are collected each turn.

» Gathering Resources

At the beginning of a player’s turn, they must remove all of their
Peasants from their Settlements and gather all the Resources
that the Settlement produces. (See Peasants, p.14)

Each Settlement Token indicates the type and the quantity of
the Resources which can be gathered during a single turn. While
Tier 1 Settlements produce two Resources, Tier 2 Settlements
produce more.

FarM ToOKEN

2 Coins/TAXES

1 IrRoN RESOURCE

[l
-

1 Woob REsoURCE



QUARRY TOKEN

1 CRAFTPOINT

3 CoIns/TAXEsS

1 CRAFTPOINT

2 [RoN RESOURCES

3 CoIns/T AXES

1 9ToNE RESOURCE

2 Woobp RESOURCES

1 HorsE

» Purchasing Additional Settlements

player can purchase and place additional Settlements during
their turn, up to the maximum of five within their Kingdom.

Tier 1 Settlements are directly purchased. On the other hand,
Tier 2 Settlements are upgrades and replace Tier 1 Settlements
on the board. A player must have a Tier 1 Settlement on the board
before they can purchase an upgrade.

Note - Settlement Upgrades and Placement: Settlements
cannot be upgraded on the same turn it was purchased, and
once placed on the board, Settlements cannot be moved.

TiErR 1 “FARM”

TIER 2 “QUARRY”

Tier 2 “VILLAGE”



raftpoints are a unique resource within the game. They

do not work the same as the other Resources. They are
primarily used for upgrading soldiers and building/upgrading
Settlements.

At the beginning of the game, all players start with a limited
number of Craftpoints. Player are able to gather additional
Craftpoints in a variety of ways.

CRAFTPOINTS TO (JATHER
/\-

For each defeated Tier
1 Soldier, the winner
collects two Craftpoints.

V)
\ ¢

There are three ways for a player to gather additional Craftpoints.
1. Gathering Resources from Tier 2 Settlements.
2. Purchasing Craftpoints for ten coins each.
3. Defeating enemy units (see details below).

QUARRY ViLLAGE

For each defeated Tier
2 Soldier, the winner
collects four Craftpoints.

B,
\ ¢

For each defeated Tier
3 Soldier, the winner
collects six Craftpoints.




rafting is an essential part of gameplay, with the ability to
trade in Resources and coins to purchase various items
during a player’s turn.

There are three primary items that a player can craft: Soldiers,
Settlements and Ammo.

Remember: Players are only allowed to craft on their own |
turn.

Crafting involves spending coins and Resources, and sometimes
selling Resources to buy what a player needs.

Before a player can craft anything they must have sufficient
amounts of Resources in their hand. Resources are collected
during the first step of a player’s turn (See General Gameplay,
p.10). Afterward, the player may choose what they wish to
spend and what to craft. The following visual charts detail all
the prices for all soldiers and purchasable components within the
game.

fown
smith's hammet slams‘:‘lg“
steel, as pray
the night a
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uring a game, players may buy normal arrows or flaming
D arrows. Players can choose which one they want to buy. If a
player has purchased a normal arrow but he wants to purchase a
flaming arrow, instead, he may trade in the normal arrow at full
value of 1 coin and 1 wood, then pay the remaining balance.

Unique: Normal Arrows are the only item that can be traded
at full value in the game. All other Resources, including
Craftpoints, are traded in at 1 coin each.

(See Resources & Settlements, p.15)

PEASANTS

Tier 2 Settlement {pgrades

\

VILLAGE

NormaL ArRrROW

) I yV__ 4
FrLaming .RBROW
yV__ 4

b o

*

Note - Upgrade Only: This symbol identifies an item is an
upgrade. The item cannot be purchased directly and can only
be upgraded from the Tier 1 item.




I Tier 1 9oldier Purchases




Deploying Soldiers

Example: if your Settlement is placed on the border of your
game tile and an adjacent game tile, you must deploy your
soldier inside your Kingdom’s borders.

oldiers are crafted throughout the game and can be deployed
on the board during a player’s turn. Players can craft and
deploy soldiers only on their turn.

Each soldier crafted must be placed on a board space next to an
adjecent Settlement owned by that player and cannot be place in Note - Adjacent Deployment: The term ‘adjacent’ means
the follow locations: at least one edge touching the side of a Settlement. Multiple

1. Outside of the player’s Kingdom, (See Player Tile, p.7) edges can be touching but only one is required.
2. Adjacent to a Settlement which is under Siege, or

3. Adjacent to an enemy settlement currently occupied.

the soldier is placed outside of the
player’s Kingdom.

Kingdom area.

(This red marks a player’s

These deployments are good because the
soldier is placed next to the Settlement
with at least one side touching.




Piege Deployment

When a player has a Settlement with an enemy Soldier adjacent,
that Settlement is considered under Siege. Besieged Settlements
must adhere to the following Siege Rule.

Siege Rule: At the beginning of a player’s turn, before all
other steps - including drawing new cards, the player may
choose to spend the Resources left in their hand to purchase
and deploy a Soldier on a Settlement under Siege. This applies
to each turn the settlement is under Siege and the player
must take this action as the first step of the turn.

Additionally, the player must have the exact number of
resources in their hand required to make the unit purchase
during this Rule step.

No coins or Resources may be traded for, nor gathered, during
this Rule step. Any new Soldiers purchased during this Rule
step may be placed on any space adjacent to any of the player’s
Settlements following the standard deployment rules.

Remember: No Soldiers obtained later - during the player’s
turn - may be deployed to a Settlement under Siege.

Deploying near Rivers

Soldiers cannot be deployed across rivers even if they are
adjacent to a Settlement. The only exception is when a Settlement
is adjacent to a bridge. In this instance, soldier deployment would
be allowed.

Simultaneous Deployment

At times, it is possible to purchase multiple soldiers during a single
turn. However, only one soldier may be deployed per Settlement,
per turn. Player’s that wish to deploy multiple soldiers, must have
multiple Settlements to deploy from.

Example: if you currently own 2 Settlements, then you can
only deploy 2 soldiers that turn.

On the other hand, if a player has deployed soldiers from a
previous turn and they are still adjacent to a Settlement, that
player can still deploy more soldiers on the current turn.

Upgrading Soldiers

During the course of a player’s turn, they may choose to upgrade
their soldiers. This can be done at any time during their turn as
long as the upgradeable soldier has not been Spent (See Spent
Soldiers, p.24). This may be to increase their odds in combat
or to achieve objectives. Each Tier 1 soldier can be upgraded to
a higher Tier of the same type (See Crafting, p.18). See the
chart below for a summary of the upgrade rules.

Upgrade Rules:
# Soldiers cannot be upgraded more than once per turn.

# Soldiers cannot be upgraded in the same turn that they
were deployed.

# Soldiers cannot be upgraded after they have moved or
attacked.

# The upgraded soldier takes the original position of the
old soldier. The old soldier is removed from the board.

Please note, these rules may be altered with action cards.




BLANK $SiNGLE DEFENSE

he combat system for this game utilizes six Attack dice
and six Defense dice. Both sets have unique faces which
determine the tide of the specific battles.

Attack Dice

he yellow attack dice have three different faces to represent

the attacking power that will be dealt to a defending player.
A blank, a single attack and a double attack. They equal O, 1and 2
points of attack power when rolled.

SINGLE ftI'TACK

\ DousLe ArTACK
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Defense Dice

Engaging in Combat

he light blue defense dice have 4 different faces to represent

the defending power against an attacking player. A blank,
single defense, double defense, and a counter-attack. They equal
0, 1 and 2 points of defense power when rolled. The counter-
attack also equals 1 defense.

SINGLE DEFENSE &
COUNTER-ATTACK

PDousLE DEFENSE

L

L (e

w hen the active player decides to engage in combat - the
player must first declare which of their soldiers will
attack which enemy soldier. This is considered the declaration
of a battle engagement. Once declared, each player chooses the
appropriate amount of dice and rolls simultaneously.

Rolling The Dice

hen a player attacks an enemy soldier, both attacking and

defending player must only use the number of dice that
are allowed for the specific soldier. (See Attacking & Defending,
p.24)

Note - Simultaneously Rolling: The attacker and defender
both roll dice simultaneously on the play area. Each player
counts all defending dice and all attacking dice separately.

Note - Dice & Action Cards: Dice totals can be altered by
action cards that are played during the battle engagement.
(See Action Cards, p.28)

Wianing as the Attacker

fthe attacker’s total attack poweris higher than the defender’s

total defense power, the attacker wins and the defender’s
soldier is removed from the game board. The attacker collects
any earned Craftpoints. (See Craftpoints, p.17)

Winning as the Defender

f the defender’s score is equal to or higher than the attacker’s
score, the defender wins and both soldiers survive. If a
counter-attack face was rolled among the defender’s winning
score, he may choose to perform a counter-attack.
(See Counter-Attacks, p.23)

Note - Winning Ties: all ties are won by the defender, unless
otherwise stated in an Action Card.




Counter-}@tacks

L

he defense dice have a unique face called a counter-attack.

When rolled, it is equal to 1 defense. However, it also gives
the defender the opportsoldiery to switch roles and become the
attacker, possibly changing the tide of the battle. This is a choice
and the defender may choose not to counter-attack.

The counter-attacking soldier must be in range of the attacking
soldier to perform a counter-attack. For melee soldiers, the
attacking soldier must be adjacent. For ranged soldiers, the
attacking soldier must be within attacking range of the defending
soldier.

How it works: The defending player will become the attacker
and roll the attack dice. The attacking player will roll the
defense dice. /t is also possible that the battle will go on for
several rounds before there is a winner.

The number of attack dice and defense dice that the players
will use is determined by the type of soldiers in the current
engagement.

Note - Counter Attack: counter-attacks cannot be used
when performing a “Double Attack” or “Double Defense”
action.

Example: The defender has a Warrior and the attacker has
a Knight. The defender rolls 3 defense dice, gaining 2 Double
Defense faces and 1 Counter-Attack face. He scores a total
of 5 defense with a counter-attack ability. The attacker
rolls 5 attack dice and gets 2 Double Attack faces, 1 Single
Attack face and 2 Blank faces. He also scored a total of 5
attack, so the defender wins the engagement, because

the defender always wins a tie. Then the defender chooses
to play his counter-attack. The defender rolls 3 attack dice,
gaining 1 Double Attack face, 1 Single Attack face and 1 Blank
face. He scores 3 attack. The attacker rolls 5 defense dice
with terrible results, gaining only 2 Single Defense faces and
3 Blank faces. He scored 2 defense. The Knight is defeated
and the Warrior will live to fight another day. The Knight is
removed from play.

» Ranged Soldier Counter-Attacks

Ranged soldiers may perform a counter-attack. However, ammo
must be spent to perform it. Once ammo has been spent, the
soldier may continue to perform counter-attacks for the duration
of the engagement. No additional ammo needs to be spent.

Remember - Spent Ammao: just like normal engagements,
all spent ammo must be returned to the Resources pile when
used. (See Attacking & Defending, p.24)

ach Soldier on the board may perform a Movement once
Eper turn, unless otherwise stated on an Action Card. When
moving a Soldier, the player must first declare which Soldier will
be moved. All Soldier Movements are determined by rolling the
orange Movement die. A Soldier may move the number of spaces
equal to the number displayed on the die. For instance, if a 5 is
rolled on the Movement die, the Soldier can travel up to 5 spaces

across the game board.

Note: Players have the choice to move only a partial number
of spaces or not move at all. It is not required to move the
maximum number of spaces shown on the die.

Soldiers may only move on grass or forest spaces. Mountains
and water are considered obstacles and cannot be traversed,
unless otherwise stated on an Action Card. Mountains also block
line of sight for all ground Soldiers. Forest spaces also block line
of sight but conditions apply.

Forest P@vement

When moving through a forest, each forest space is considered
two Movements. If a Soldier’s next move exits a forest onto a
grass space, it is considered one Movement.

Important: if the Soldier only has one Movement left, the
Soldier cannot move to another forest space.

\

Example - Forest Movement: In this
example, a player has a Knight Soldier
wanting to cross through the Forest. To
acheive this, the player would have to roll a
minimum of a four on the Movement die.




Tier 3 erments

Moving around Settlemeats

Both Tier 3 soldiers have unique Movements.

Champion: The Champion can move one additional space when
rolling the Movement die.

Catapult: When moving the Catapult, the Movement die is not
used as the Catapult has a static movement speed of three.

Declaring a Mpvement

Before rolling a Movement die, the player must declare they’re
moving a Soldier and identify which specific Soldier is to be
moved, to all players.

Vpeat Soldiers

During a single turn, each of the player’s soldiers can both move
and attack. The term “spent” indicates a soldier that has already
been used in an attack. Once a soldier is spent it can no longer be
used that turn, unless otherwise stated in an Action Card.

Note - Moving Before Attacking: If a player wants to move
and attack with a soldier, he must move the soldier first.

During a game there may be moments when a player wants to
move through a Settlement.

Moving through Friendly Settlements: A soldier can move
through a friendly Settlement but cannot stop on the Settlement.
When a soldier moves, it counts each space it will use under
the Settlement (normally this will be 2 spaces). If there are not
enough Movements - as indicated from the Movement die roll
- to completed move through the Settlement, then the Soldier
cannot enter the Settlement.

Moving through Enemy Settlements: A Soldier cannot move
onto an enemy Settlement without first defeating all enemy
Soldier adjacent to that Settlement. A Soldier entering an enemy.
Settlement must stop inside the Settlement for one turn. Moving
onto an enemy Settlement is considered an Occupation. (See
Occupation, p.27)

Important: Entering an enemy Settlement is considered
only 1 space, and when moving onto an undefended enemy
Settlement, the soldier must have enough Movement spaces
to successfully enter.

“He sits next to hier, both exflausted
from the fight. No more can be
done.”

C ombat comes and goes throughout the game. Players will
choose when and how to attack, as well as the Soldiers
with which to attack. In the base game, there are 2 types of
soldiers. Ranged and Melee. Each Soldier has unique advantages
and challenges. Successful players will learn how to coordinate
attacks in order to use their Soldier effectively.

WaRrriors KNiGHTS

During a turn, players may perform a single attack with each
soldier they own on the board. When attacking or defending, all
soldiers have a predefined number of dice it may use to attack
and/or defend with. (See Combat, p.22)

The following chart shows how many dice a player rolls for each
soldier type, when attacking or defending.

Note - Flaming Arrows: A player can increase the number
of dice that Archers and Bolteers use when attacking, by
using a flaming arrow instead of a norma/arrow. This adds 1
extra dice. This is only for attacking and does not apply when
defending.

.RRCHERS

BOLTEER




CATAPULT

Important: The Catapult has a defense of 2. For attacks, the
Catapult uses stone as ammo. Each stone allows it to attack
with 2 attack dice. The Catapult can use up to 3 stone for a
maximum of 6 dice.

Note - Line-of-Sight: Catapults lose one die on their dice roll
when they do not have a clear line-of-sight.

Attacking Distance

very soldier has an attacking distance. All melee soldiers
ust be adjacent to another soldier to perform an attack.
However, all ranged soldiers can attack at different distances.

See the following chart for the maximum number of spaces each
ranged soldier can use when attacking.

7.1 Distance
| 5 Distance

Note - Catapult Attack: The Catapult is the only soldier
that has a minimum limit to it’s range. It cannot target any
enemy closer than 5 spaces.

5 -8 Distance

Ranged Attacks & Ammo

Il ranged soldiers require a player to collect or craft ammo
‘&o attack and counter-attack. When an attack or counter-
attack is made the ammo is spent and must be returned to the
resource pile.

Both Archers and Bolteers use arrows which must be crafted
with Resources before an attack can begin. There are three
types of ammo in the base game. Normal arrows, flaming arrows
and stone.

Y —

» Normal Arrows

Normal arrows are the basic ammo used by all Archers and
Bolteers. Arrows must be spent to attack or counter-attack
with these soldiers, using the predefined number of dice for that
soldier.

>—

» Flaming Arrows

These arrows give one extra dice to an Archer’s or Bolteer’s
predefined dice roll for that attack.

-l
» Catapults and Stone Ammo

When attacking with a Catapult it must use stones as it’s ammo.
A Catapult has a base attack of 2 dice per stone. A maximum of
3 stones may be used to attack with, increasing the total number
of dice to 6. Once the attack has been made and the chosen
number of stones have been used, the stones must be returned
to the resource pile.




line-of-Sight

hen performing an attack, most ranged soldiers require
direct line-of-sight.

To determine line-of-sight a player must count the least number
of spaces between an attacking and defending soldier. If there
are forest or mountain spaces between the soldiers, then there
is NOT a clear line-of-sight and the player cannot perform an
attack. However, if there are two equal paths of closest distance
and one has a clear line-of-site, then the player can choose the
clear path and perform an attack.

Soldiers standing on a forest space are still considered to have
a clear line-of-sight if there are no forest or mountains spaces
between the attacking and defending soldier.

Note - Range & Catapults: Catapults do not need line-of-
sight to attack, which means they can attack soldiers on the
other side of forest spaces, however they cannot attack over
mountain spaces. Catapults also lose one die on their dice roll
when they do not have a clear line-of-sight.

Note - Over Settlements: All ranged soldiers can shoot
over Settlements. Each space that passes over a part of the
Settlement must be counted for the range of the soldier.

This is the shortest distance

and it passes through 2 forest
spaces. The is not a clear line-of-
sight. The Archer cannot attack.

A

L

This is the shortest distance and it shares
equal shortest distance through a forest

space. The player can choose to use the
clear line-of-sight.

... s After Wianing an Attack
l,t
/—\ hether attacking or counter-attacking, the soldier that
loses is defeated and is removed from the game board.
The victorious player of that engagement collects any earned
Craftpoints. (See Craftpoints, p.17)

.,
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layers may choose to take control of an enemy Settlement. 5 J{ttacking aand Defending
This is called an Occupation. To occupy an enemy Settlement,

a player must move onto it with a soldier. During an Occupation, the soldier is unable to attack. However,

soldiers can defend themselves when occupying a Settlement

The player that occupies a Settlement, will also capture the .« \vill be unable to counter-attack.

Peasant that is on that Settlement.

Note - Defending Settlements From Occupation: Players

Note - Captured Peasants: All Peasants that are captured cannot begin an occupation of another player’s Settlement
stay in the player’s hand for the duration of the game. if the defending player has friendly soldiers adjacent to that
Captured Peasants count toward a player’s score at the end Settlement. All adjacent, defending soldiers must be defeated,
of the game. They cannot be sold or used for crafting. first. A good strategy is to bring more than one soldier to the

fight.(See Siege Deployment, p.21)

Note - Occupation & Objectives: If there are any objectives
that can be achieved by capturing a Settlement or a Peasant,
players can claim or declare it, depending on the objective, at
the moment the occupation starts.

When occupying an enemy Settlement, players will be able to
collect all the Resources from that Settlement at the beginning of
their next turn and all following turns, until the soldier is defeated
or it leaves the Settlement. This includes both Resources and
coins.

If a player chooses to move their soldier off of an occupied
Settlement, it will stop the occupation and no more Resources
will be collected. The Settlement will revert to the original owner.

AN
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raft and Conquer: Medieval comes with a set of Action Cards
that can change the outcome of combat, give free upgrades
or give special abilities to the player.

All players start with two Action Cards, and are able to draw
additional cards at the beginning of each turn. (See General
Gameplay, p.10) A player may choose to exchange any newly
drawn cards with a card from their hand.

Note - Playing an Action Card: During the drawing phase
of a player’s turn, the player is not allowed to play any cards.
They must first choose which cards to keep and discard.
After this step of their turn is complete, they can resume
using their action cards as they wish.

Note - Discarding After Use: Unless a card contains the
Continuous icon, Action Cards are discarded after a single
use.

Each Action Card has one or more icons that help give instruction
on when and how the card can be used. Each icon is explained in
the following chart.

Action Cards Explained

he following is a list of all the Action Cards with detailed
explanations of their functions and how they work.

Added Defense: Gives you the ability to add 1 additional die to
your dice roll, when defending. When playing this card, you will
have one extra die for the entire engagement, including Counter-
Attacks, until there is a draw or a victory. This card can be played
before or after the dice roll. This can only be played on another
player’s turn.

Archer Volley: Allows you to perform a “Double Attack” (See
Double Attack, p.29). This card can be kept in your hand for
the duration of the game, if you desire. It can be used only once
per turn, then it must be flipped face down until your next turn
begins. At the beginning of your next turn you can flip it face up,
indicating it is ready to use. This can only be played on your turn.
Once played, this card must be visible for all players to see. This
card follows the “Flipped on Use” rule.

Attrition: Gives you the ability to declare to another single
enemy player, of your choice, that they cannot perform any
attacks during their next turn. The effect ends after the chosen
player finishes their next turn. This can only be played on your
turn.

Craftpoints: Allows you to collect 3 Craftpoints at anytime
during your turn.

Double Speed: Gives you the ability to double a single soldiers
speed. You may choose to play this card before or after rolling
the Movement die for a single soldier. This card is only used once,
for one soldier. This can only be played on your turn.

» Action Card Jastructional [¢ons

Your Turn: The solid hand means the card can
only be played during your turn. It cannot be
played on another player’s turn.

Other Player’s Turn: This empty hand means
the card cannot be played on your turn. It can
only be played during another player’s turn.

Any Turn: These double hands mean the card
can be played at anytime, either on your turn or
during another player’s turn.

Flipped on Use: This means the card must be
flipped face down after use and cannot be used
until your next turn. It can be flipped face up at
the beginning of your next turn.

| Y
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Continuous: This infinity loop allows the card to
be used continually. It is not placed in the discard
pile after use.

Flaming Arrows: Allows you to collect 3 flaming arrows at
anytime during your turn. This can only be played on your turn.

Hindered Path: Gives you the ability to reduce the number of
Movement spaces that another player has just rolled on the
Movement die, for a single soldier. The number is rounded down.
This can only be played on another player’s turn.

Kidnapped: Allows you to choose a Peasant on an enemy
Settlement, to capture. The Peasant stays in your inventory
for the duration of the game. If you also have the “Capture a
Peasant” Objective Card in your hand, you may claim it at the
same time. This can only be played on your turn.

Misdirection: Allows you to roll the Movement die and move an
enemy soldier that number of spaces in any direction. This can
only be played on another player’s turn.

Mountain Crossing: Allows you to move a single soldier across
1 or more mountain spaces and land on the other side. Before
this card can be used you must roll the Movement die. If the
number is insufficient to reach the other side, then you cannot
play this card. When moving to the other side, it must be a grass
or forest space, following all Forest Movement rules (See Forest
Movement, p.23). This can only be played on your turn.

Promoted: Allows you to upgrade a single Tier 1 soldier to a Tier
2 soldier for free. It can be used to upgrade a soldier that was
just deployed on the same turn. This can only be played on your
turn.



Reinforcement: Allows you to deploy, for free, a single Tier
1 soldier of your choice next to one of your Settlements. This
card follows all deployment rules, which means only one soldier
can be deployed per Settlement. However, the soldier that was
deployed with this card, can also be upgraded on the same turn.
This can only be played on your turn.

Repeat: Allows you to move and attack with a single soldier that
has already moved and / or attacked during that turn. This card
overrides the Spent rule. This can only be played on your turn.

Shield Wall: Allows you to perform a “Double Defend” (See
Double Defend, below). This card can be kept in your hand for
the duration of the game, if you desire. It can be used only once
per turn, then it must be flipped face down until your next turn
begins. At the beginning of your next turn you can flip it face up,
indicating it is ready to use. This can only be played on another
player’s turn. Once played, this card must be visible for all players
to see. This card follows the “Flipped on Use” rule.

Sickness: Allows you to choose a single enemy player’s soldier

to have a sickness. That soldier cannot be used for moving or
attacking during that player’s next turn. The effect ends after the
chosen player finishes their next turn. This can only be played on
your own turn.

Strategic Retreat: Allows you to retreat after an enemy
declares an attack on one of your soldiers, before the dice
roll. You may move your soldier in any direction away from the
attacking soldier until you are outside of their attacking range by
1 space. You cannot move adjacent to another enemy soldier. The
attacking player’s attack is now forfeit and the attacking soldier
is now Spent. This can only be played on another player’s turn.

Strong Attack: Gives you the ability to add 1 additional die to
your dice roll, when attacking. When playing this card, you will
have one extra die for the entire engagement, including Counter-
Attacks, until there is a draw or a victory. This card must be
played before the dice roll. This can only be played on your turn.

Water Crossing: Allows you to move a single soldier across 1
or more water spaces and land on the other side. Before this
card can be used you must roll the Movement die. If the number
is insufficient to reach the other side, then you cannot play
this card. When moving to the other side, it must be a grass or
forest space, following all Forest Movement rules (See Forest
Movement, p.23). This can only be played on your turn.

Weak Fight: Allows you to remove one of the enemy’s dice, after
they have already been rolled and counted. Then you recount the
remaining dice. If there is a tie, then you will win, even if you are
the attacker. This can be played at anytime on anyone’s turn.

Weaker Fight: Allows you to reduce the total value of an
enemy’s dice roll by half. This is calculated after all dice are rolled
and counted. The number is divided by 2 and is rounded down
to the nearest whole number. This can be played at anytime on
anyone’s turn.

» Double }kttack

ouble Attack gives a player the ability to use two Archers to
D attack a single target. The player will use the accumulation
of dice from both Archers, and roll the dice together for a single
attack value. Both Archers must be adjacent to each other and
can only target a single enemy to attack. The player must also
have two ammo in their possession before they can declare
the attack. Both ammos will be used and discarded when the
engagement begins.

Example: The player will discard two ammo and roll the dice
for both Archers, together. The player will then add the totals
together for a single attack value.

The Double Attack ability only works with Archers and no other
soldiers.

Also, when using ammo, the player may mix the type of ammo
they use. This means they could roll with 4, 5 or 6 dice, depending
on the types of arrows they use.

Example: A player has 1 arrow and 1 flaming arrow. He
spends both to declare a Double Attack and rolls with a total
of 5 dice; 2 dice for the first Archer’s arrow and 3 dice for the
second Archer’s flaming arrow.

» Double Defend

ouble Defend gives a player the ability to use two Warriors to

defend against an attacker. This could be a single attacking
soldier or a Double Attack. The defender will use the accumulation
of dice from both Warriors and shake them together for a single
defense value. Both warriors must be adjacent to each other to
perform a Double Defend.

Note - Counter-Attack Faces: When rolling defense dice
during a Double Defend, counter-attack rolls are not valid.
However, the counter-attack dice face will be considered a
single (1) standard defense point.

The Double Defend ability only works with Warrior and no other
soldiers.

Note - Losing a Double Defend: if a player loses a Double
Defense, the attacking player may choose which of the two
Warriors to remove from gameplay.

2




o win a game, a player must have the most objective points.  After all other players have completed their final turn, everyone
T The game ends with one last round when an individual player  counts all the objectives points they have earned. The player with
has completed their final Objective and has placed it face up on  the most objective points is the winner. In the case of a tie, the
the table. This immediately ends that player’s turn. All other player with the most soldiers and Settlements on the board wins.
players will have one last turn to claim more objectives.

Remember: The maximum number of Objective Cards that
must be completed during a single game is chosen before the
game begins and agreed upon by all players. (See Number of
Objectives, p.13)

Note - Last Round: The player who completed their

final objective cannot play during the final round, but can
participate in rolling dice when defending. Neither can they
use any Action Cards or claim any additional Objectives.
Counter-attacks are allowed.

Warning: Just because a player has claimed the maximum
number of objectives, it doesn’t mean they have the most
points. The player with the most points wins.

Yeoring

bjective Cards have a point value. Each player counts this » Faction CO{Ot'S
value on each of their completed Objective Cards and adds

them to their overall score. Each Faction Card has associated Faction colors. For each

completed Objective Card with a ribbon color that matches the
Faction color, 1 point is added to that player’s overall score.

[ [ This is the point value.
Itis different for each | Example: There is a player who has a partially blue colored
Objective Card. ribbon on 3 of his completed objectives. His Faction colors are

blue and purple. This means he would get 3 points added to his
overall score.

Note - Uncompleted Objective Cards: Any cards in a

; , S
player’s hand that have no‘E been completed cannot be Iv\astet' Ct‘aftet‘s (\
counted toward the player’s total. ] 2

» Objective Card Ribbons TR This is the Faction color |
3 & icon. Objective Card

Objective Cards have ribbons consisting of one or two colors. If a et "iDbons must match at
forge themselves as they forge steel,

player has a set of 3 cards with at least one matching color each, NN |cast one of these colors.
that player gets 3 additional points for the set and adds it to their
overall score. Only one set may be claimed by each player.

T —

a Coins ﬂ Peasants

Upgrad to a @U&wvy ‘@Uﬂ[age

Catapult

.l.fi- ﬁ &Cher

- . . You may trade in 1 Craftpoint for 3 coins; once
This is the ribbon. Either color per turn,

can be used in a set of 3 cards.

blue : purple

» Peasants

Finally, if a player has captured any enemy Peasants throughout
the game, they can add 1 additional point for each captured
Peasant to their overall score.
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( Tura Steps )

Step 1: Draw a single Objective Card and a single Action
Card. Skip this step on your first turn. You may have a
maximum of 3 Objective Cards and 2 Action Cards in your
hand at one time. You may exchange any drawn cards for any
cards currently in your hand. All exchanged cards must be
discarded. No cards may be played until this step is complete.

Remember: All Objective Cards and Action Cards are
kept hidden in your hand until they are completed or used.
Action Cards with the “Continuous” rule must stay visible
to all players, once played for the first time.

Step 2: Remove Peasants and Collect Resources.
Resources can only be gathered if a Peasant is on a
Settlement at the beginning of your turn. You can also collect
Resources from enemy Settlements that are occupied at the
beginning of your turn. (See Occupation, p.27). Remove
one Peasant at a time and collect the Resources indicated
on that Settlement. (See Peasants or Settlements, p.14-15)

Step 3: Collect Coins from each Settlement you own
or occupy. You may always collect Coins even if there
are no Peasants on your Settlement. The number of taxes
is represented on each Settlement as a small coin. (See
Settlements, p.15)

Step 4a (Optional): Craft something. You may or may
not choose to build Settlements, soldiers and/or purchase
Resources or Peasants. Resources can only be sold for 1
coin each. It is recommended you craft during every turn,
or it may hinder your ability to achieve your objectives. (See
Crafting, p.18)

Step 4b (Optional): Deploy a soldier. If you have
purchased soldiers during a turn, you may deploy them to
your Settlements. You can only deploy soldiers, one per
Settlement, per turn. (See Deploying Soldiers, p.20)
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Step 4c (Optional): Move or Attack an Enemy. You may
choose to move and/or attack with one or more of your
deployed soldiers. To move a single soldier, you must first
call out which soldier you will move then roll the orange
Movement die. Additionally, Champions get 1 extra Movement
range added to the Movement die. Example: You want to
move a Champion and you roll a three. You will add one and
move a total of four spaces.

Remember: If a soldier has already attacked it cannot
move until next turn, unless otherwise stated on an Action
Card. (See Movement, p.23)

Step 4d (Optional): Claim an Objective. You may claim
any Objective Cards you have completed during your turn.
However, you cannot claim objectives for something done on
a previous turn.

Step 5: Place Peasants. After completing all other steps,
place your Peasants on your Settlements according to these
rules:

* Fewer Peasants than Settlements: Choose which
Settlements to place them on, or buy more Peasants
for 2 coins each.

* More Peasants than Settlements: Keep or sell the
excess Peasants for 1 coin each.

Note - Withholding Peasants: You cannot withhold
Peasants from any of your empty Settlements.

Kickstarter Exclusive

Ending Your Turn: Once your Peasants are placed on your
Settlements, your turn has ended and you may do no more
actions. The next player to your left can begin their turn.

Each in step 4 are optional. You can perform
them in any order at any time during your turn.

hank you for supporting our Kickstarter! Included in this game is the

long as it is not within 2 spaces of a nearby settlement.

Crafting Cost:

Exclusive set of 4 “City of Avalon” Tier 3 Settlements.
Upgrading: The “City of Avalon” can only be upgraded from a Tier 2 settlement.

Placement: The “City of Avalon” must at least cover the same three spaces as
the Tier 2 settlement it is replacing. The fourth space can be in any location as

board, per game.

Remember: Each player can only have 1 “City of Avalon” on the






