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e T GENERAL INFORMATIONS .. ?5
; : e x|
iy - Type «of game: ngdom Coruuest is mostly a strategy-based game Yet, s
. | some luck will be necessary.0 be victorious. . ; % e
o Number of player'. Klngdom Conquest can be played by 1 to 4 players. X \;
#“b ‘ '.& Time of a game ‘Two game modes are avallable normal game and short .
A game. A’ normal game takes around 30 minutes for a multiplayer gal e nd.
"‘7\. ~ 10 minutes for a single- player game. The short game takes_gr 10 /
b Fey mmutes s ",,';- 4 &
. 'T_ ,:r. a u‘- = = <, " ‘ .
S Players Klngdom Conquest can be played by everybody, except babies. ’
: ~-The game contains small pieces and pawns that could be swallowed. Also, & 5
_young children may have lssues to fully understand the rules and/orsto ]
g orgamze strategies. o . Vo £
: ! . i =L dilp A : i Ao : £ ;*"'2
3 ' '. "%f' X 1
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- 1 foldable magneti‘c board (12)(12'ti—les)

:

[E’S PHYSICAL ELEMENTS

- GAl

3 six-sided dice (1 white one, 1.blue one, 1 red one)
-sided dice (1 blue one; 1 red one)

4 checkpoint pawns (1 red, 1 blue, 1 green, 1 yellow)
2 twelve=:

50 cards (30 unit cards and.20 spell cards)
“30 unit pawns (one for each unit card)




e oV - STORY
‘ ~- Once upon a time, there were. four Igngs

The Red king ruled over the Sduthern Empire.
The Blue king ruled over the Northern Empire. .

s o™ The Yellow king ruled over the Western Emplre The

Green king ruled over the Eastern Empire. &

-~ o They all lived in beace'and Vharrr'rdn:y and ruled over their respective kingdoms. @ne:

= day, the kings decided to go hunting. They chose an uninhabited region Wiﬂfdense

; forest cover.which Iay outsrde any of their territories. On their hunt, they came across
B .,a.golden deer, which “quickly took off into the jungle on seeing them, with all four
: ~ kings in pursuit.

The kings chased the deer for a Iong tlme until they came across a fountain. Bemg
- tired, they decided to rest forrsome time and drink from the fountain. %

Shortly. after they had drunk the water from the fountam the kings began to feel a few
changm taking place inside them. Suddenly, they all started to feel younger, healthier
_and more energized. As they drank more water from the fountain, they began to feel
‘even better. =~ AT i
Bo3ai B % o - y
K Sbon the fourkings grew greedy = they all wanted the fountain for themselves.
““The Red King announced, “I ¢laim this land, and this fountain and its Water along
with it!” -
- The Blue King retorted, “I came here before you d1d this land is mine!” The
Yellow King intervened, <If was my idea to rest here at the fountaln hence I
deserve this land!”

~ ~ The Green King roared, I will have this land and I will ﬁght all of you if [ have to!” i3

™ . Blinded by greed and the desire to possess the Fountain of Youth, all four kings now fight

y '~ for supremacy. Little do they know that the land which they wish to conquer is protected

- by an ancient curse which stops all invaders and no one has béén able to conquer the land
till now.

\ .lgu,ﬂre one of the four kmgs Will you capture the Iand of the Fountain of Youth?
Or will you die trying...

- \.
Anythi h in KINGDOM CONQUEST.
nything can happen in Q —
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" -V — RULES

-

1) Glossary

Turn: A turn corresponds to all the actions one player do when he/she can

-play.

Round: A round corresponds is finished yvhen all the players have finished
their turns (including the dark force).

Dark force: It corresponds to the automatic player displayed by the game
system. It role is different depending if Kingdom Congquest |s played,by one

or several players. = .. e
~"Free territory: A free’ terrltory is a square on the board that hasn’t been
- conquered yet. Every ‘white square are free territories. .

Conquered territory: A conquered territory is.a square controlled by one

* . player. Colored squares, éxceptblack ones, are congquered territories. 2
Obstacles: Obstacles are squares that can’t be conquered. They are black' ~

and don’t belong to any player. Obstacles are created by the dark force.

“ Unit: Units are. conquered-terrrtorles power-up that makes them stronger or

‘more resistant. They are represented by cards and by pawns on the board.

2 Spell A spell is a: 'single use onIy card that cah have several effects Spells .
> help the player who uses them.
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2) Objectn’/e wmnrng and losing conditions | x

~a) Normal game - Sy z5 |
“ " In a normal game, the g'ame ené"s when one player is the only one Ieft onthe . il ,'.\'_}5
board; that is to say when there is only one color left on the board (except “':: :
_black and white). The player whose color'is still on the board wins. ’ Yo
T Hd & A player whose color disappears from the board has lost and is eliminated. -4
ek : b) Alternative game (a.k.a. short game) 5
o P ™
. In an alternatrve game, the game ends after a predetermlned number of. -
rounds. The players can choose which number they want, 10 bern_g,a’good / '
e base. This type of game can be used to reduce the length of a game. : N
P _'Again, a player whose color dlsappears from the board has lost and is
~ eliminated. |
' The player who possesses the most conquered terrrtones at the end of the
- rounds wins and the other player(s) loose(s)..In_case of an equal numberof @
conquered territories betWeen 2 or more players the game is considered ass .
1 nil- nil.
- c) The dark force ‘
g : 4 a. One player :
sina srngle player game, the"dark’force is considered as the player opponent =
Its objective is identical to the player s one and it uses'a color that the player - :
‘is not using, except black. 5
~ Two endings are possible: either the player wins and the dark force loses or crE
the player loses and the dark force wins. : ,’“:9‘,'3_"'3
" b. Multiplayer (2 to 4 players) $43 i)
) N “In.a multiplayer game, the dark force is neutral and cannot win. It will onIy
i " create obstacles that will obstruct the players. The obstacle’s color is black.
i ' o
L . L >
Nl 1
e —
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@) Setting the board for ohe player N £y
" In a single-player game only a quarter of the board is used which makes a - 2 e
6x6 board. - =
_The starting corner will be filed by a square of 2x2 conquered territories Yo

Tfiat with the player’s color. : : . |

e - . The dark force starts by creating 2 random blocks of :

R conquered territories. See d) to check how to randomly

create conquered territories for the dark force.

BEES. ' : 3) Settlng *the board, the obstacles and starting the game: N ;"1

e Exa‘mble ofa singiéplayef game at the beginning.
¥ The blue corresponds to the player the red to the dark
force.

* b) Setting the board for:2to 4players -~ - ¥ St

1 ' In‘a multiplayer game, the whole 12x12 - ' r
2N board* is used. Each player places a 2x2 : —— 7——J )
3 square - of conquered territories ~ of . | J '

. histher color on the corner with the : : 5
& correspondlng color. “The: dark force 2 $: 1.7 ; : &

Tstarts by creating 4 random obstacless|

See d) to check how to randomly create|
- obstacles. :

<

EXampIe of a four players game at the P ¢

¥ N beginning. The colo'rsl?rrespond to the ; : 4 oK
ke . players, and the black’to the obstacles

LN " . created by the dark force. . : > i

: 5 o i

¢) Cards at the beginning of the game - g

%t All the cards are gathered in the same deck and shuffled. The deck i is then pIace.
"\ “face.down next to the board.
Before starting the game, every player must draw 2 cards The dark force can’t &y
draw and use cards. S

=
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3B A7 d) Creatmg the otstﬁcles and the dark force’s conquered terrltorles

! ~In order to create the obstacles in_case of a multiplayer game or the dark

 force’s conquered territories in"case of a single player game the player or
one of the players will have 1o use dice throw.

3 dice-are thrown: the blue one will determine the X position (horizontal),
14 the red one the Y position (vertical) and the white one the size of the
s ‘ obstacle/the conquered territories. In case of a 12x12 board, 2 twelve-sided

T dice will be used forthe X and Y position. In case of a 6x6 board, six-sided
dice will be used. A six-sided dice will always be used to determln‘e the
; size. ol
B »Here are the shapes created according to the number obtained. The dark-
- grey square corresponds to the obstacle/conquered territory origin and will

‘beé the square used to calculate its X and Y position

. At the beglnnlng of the; game, if an obstacle ‘or_dark force’s conquered

terrltory should overlap one player’s startlng corner, jUSt |gnore the,

overlapplng squares. ;

Size 2 Size 3

Size 1 Size 4

Size 5 - Size 6

~ e) Staring the game
Each player can choose his/her color. The game turrﬁ are taking place in
this order: red player, blue player, yellow player, green player, dark force
(whatever its color in case of a single player game).

“Trthe players have issues determining their colors, they can use dice throw
to determine the first, second, third and fourth player. They can also choose
to make the youngest player art first (Highest number = flrst to play, lowest
number = last to play) B
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4) Proc}:yeedmgs of aturn:
~When it is his/her turn, a player. has to choose one action to perform
" between these 3: conquermg a free territory, drawing a card and playing a
card. = :
) Conquer a free territory
Every free territory on the board is avallable to be conquered by any player.

" To conquer it, a player just has to color it with hisfher color.

a. Restriction
When a player conquers a free-territory, he/she can’t conquer a free ;,erntory
.on the same row and column the following turn.
“To remember the last free territory conquered, a checkpoint-pawn is placed

; A4 on it. At the beginning of the game, no pawns are placed; the player(s) can

‘conquer where he/she/they want. &

¥

—+—{The light-blue represents the squares.that can 't be conquered
the next turn.

z

A

; ey o
« BpDraw aeard & = 3 o

~ Drawing a card counts as one action. i o
The maximum number of card in a player’s h_and is 5. Players with 5 cards
- can’t draw cards until they have less than 5 cards.
c) Play a card o 3
" After playing a card, the player must discard it. A discarded card goes under.
N - the deck. The card can 9e a unit or a spell. -
: a. Unit
- When a unit card is played, the player chooses any of his/her conquered
“ territory to place to corresponding unit on it. The uni is represented by a
pawn on the board.
k. The unit corresponds to a power-up for the conquered square. Its effect is
"\ “deseribed on the card.
“b. Spell

A spell card is single-use only. The-effect(s) of the card \)\{ill be describ,_ed on

\

it. =

, ‘ On thi's exérﬁ'ple the last square COn.quered is represented in dark- b,l‘tle.f' S
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% whrch are then destroyed pes P

o :
~d) Playerln danger ST

When a player’ has onIy three squares conquered or less, he/she can perform

~ two actions +in the same turnfinstead of one. The changes on the board

involved by the action happen after each action, not at. the end of the turn.

_e) The dark force’s turn, board evolution

a. Single player
In case of a single-player game,the dark force will create (a) new conquered
terntory(res) during each of its-turn.
To create the territory, the player follows the' |nstruct|ons as descnbed‘iﬁ 3 -
d). The dark forces ‘terrltorles can overlap the player S ones, Wthh are then

g—dectroyed

b. Multlplayer (2 to 4 players) -

~In case of a multiplayer game, the dark force will create a new obstacle
- during each of its turn, and remove the oldest obstacre created (so players
. must remember or write which one is it). When an obstacle is removed, it,

Ieaves free territories underneath.
To create the obstacle, the players follow the |nstruct|ons as described in 3 —

—~

). The dark forces: obstacles can overlap the player’s conquered territories,

<&




":l" * ~ 5) Conquering opponent’s conquered territories: X
% @) Basic mechanic- . - Sy |
“ " This is the core system' of the 'ﬁame Whenever a conquered terrltory of X . * ;\'_,3
color is surrounded by'at least two conquered: terrltorles of a Y color, the X- "
_coloredterritory will turn 'Y-colored. ' Ay |
Tl Except if a unit is placed on a territory, diagonals territories don’t count as |
%.' S surrounding territories. ' - :
- =S In this example, the- blue square, l u gy >
3 ; : surrounded by two .red ones, is turnmg i ' / -
e . e o o E. - B ¥
b) Conflict ; . 9
. There can sometimes: be'*confllcts between two colors, when each one of To e '3';.,
,4 ' them could win against the other. ' 4 P
-“;. To so’lve this problem, the player whose turn is going on is con5|dered as T 1
L < being the strongest and wins the conflict by conquering the contentlous
terrltory G alt = e - 2 -
In this example, a red square is placed at the right
of ‘the blue one. Even if the blue square is
surrounded with two blue 'squares, the red wins, . 5-
L because it was the red player’s turn ‘h ” ]
3 - .I
. o P c)Cham reactions - a2t |
»Z'._,‘ By followmg the basic game mechamc rule cham reactions can be =3
: ; : \ 4_: triggered. : “!,i
Example of a chain BTl
reaction: the re S
player conquers all the ==
blue territories. |
— o
" 7
- - M




Rﬂ

6) End of fhe game:

'. See part 2 for other lnformétron Lo ; . e
‘a)Normalgame ~ ~ _© ‘ < -
a. One player x ' &. :
_The game ends when there is only one color left on the board (excepting o W-%g
white): either the player s color, either the dark force’s color. R |

_"The player s whose Col(trllé still there wins, whereas the-others have lost.
_ b) Alternative game :

If the only color is the player’s one, he/she wins, otherwise he/she loses.
b. Multiplayer (2 to 4 players)

The game ends when there is only one color left on the boarg%peﬁtrng /
White:and black) ‘ o

‘Whatever the game is single- player or multlplayer the game ends when the &
- last round finishes. The gumber of round.is, predetermlned by the players : ‘~¥§~
' before starting the game ‘When the game ends that way, the player with the . \," Y s

hlgheat number of conquered" erritories wins,.and the other Ioses :
; TR e o §-
' g ]
w7 .
; = x
= ~ A:
v Y
- - fiehe <L
, B
- o -4 o, YO
o e
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% A
Jack (Red), Jil (Blue), Tom (Yellow) and Jerry (Green) are playing a game W sl
.of Kingdom Conquest 5 vt |
o i : -4
» Tom, belng the youngest player, gets to foll the three dice first (white six- g
"\":..", sided, blue and red twelve-sided). On the six-sided, he gets a one which
N gives him the size of the first obstacle. With the twelve-sided rolls, hegéts 3 / rS

with the blue (horizontal pos.) and 4 with the red (vertical pos.) respectlvely 5
Foy ¢Whld1 gives the position of the first obstacle. S
~  ~ Tom then repeats the process until. s
three more obstacles are created ¢ e
ot “3%

' Each of the players are then assrgned
) ‘ colors .and they each mark a 2x2

square of territories on their.corner of
- ~ ‘the game board W|th thelr respectlve
Lm  colors.

:>The players are also handed two
cards each, after shuffling the card

~deck thoroughly.

= 3 : i . Yo

. L < 2 &
- Here, is what the game board looks I .
. like at the beginning of)heirvgame: ; - ’-:;

i 3 3
: . &
i 8.3
el &
- - \
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o 7
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N

. Its Tom’s turn to place his coior'(;n any free tile (white tiles are the free

tiles) on the board to indicate the territory he has captured in this round.

Next, the player on Tom’s left marks his territory. The ‘X

represents the

‘last played position on the board. On the real board, these positions would
be marked by checkpoint pawns. This continues in a clock-wise direction

until everyone has completed their turns.

Now Tom rolls the, die 6ne more time to set
the p,osmon of the. next obstacle. He erases the
“"0Oldest obstacle on the board and replaces it

s

- with the new one ensurlng that four obstacles
are always present on the board

At the end of round 1 the board looks Ilke :

thls

~ Again, as usual, Tom plays another turn and thls time, he chooses to mark a

tlle beside

“ Jerry’s last marked tile, and the board looks like thls
¥

b




5 ' b
Then, as usual, it is Jerry’s turn and he found an opportunity to conquer one _ "; :
-of Tom’ territories and add to his own. =~ °

He very cleverly marks a tile: directly above Tom’s played tile and the

resulting in him capturing Tom’s newly conguered.territory: <
3 3 4 _'.'2‘
L& e )"
N B
: X = ol 2 : 2 > %2
e Xl e L el s S : i
: : : %;‘3:9‘:-‘3
e , 4 y o5 52
. This way, about fifteen minutes into the game, the bq'ard looks-like the
following:
e S
.-‘b.’q .




p “ At the currentPOSItloh Jack marks a tile right next to a cluster of Jil’s tiles X .
’ _ which sets of a chain reaction. Resultantly, Jack captures all of Jil’s tiles $La
s ~ within the range of his chaln re?a“ctlon

The board now looks like thls:

Al H
.
-
¥ : ; =
) X |
v":‘ 1
%, X >
k= : e — ! i
g Fioad - : 4 : X
In the next turn, Jack decides to pick a card from the card deck instead of
" marking a territory. Jil rparks a tile. Tom decides to play a card for his turn.
He plays a spell card, Fireball - Destroy 2x2. Tom has his revenge by
destroylng a portion of Jack’s territory. Jerry ﬁnlshes his turn, ending the
> round. 7
. Thehboard looks like this:
e S
. 3 X
M X
o
o~




* After several £n0re minutes .of play, all the players are eliminated except e %

: ~Jerry. b - , it e
¢ * Jerry is the unexpected winner of the game! Congratulations Jerry! : : ; P
¢ 5 _",'4' z =
:,. . sl 3 % ‘e . a
: y 344
v Now you have been warned, a |
game of Kingdom Conquest can be - "
very unpredictable. '
L S X Good luck and have{fum-*i“i -
ol - :
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