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Attention

This game is the expansion pack for "Dungeon War".
You need the "Dungeon War" pack to play this game.

[ pp——.

3 to 5 Players/Ages 10 and up/60 Minutes fé
L 10 A



[About This Game 1

In this game, each player is the ruler of a new fledgling
kingdom. Every great kingdom requires money to be
prosperous. To gather money, you need to explore
dungeons, develop your town, and plunder neighboring
kingdoms, all of which also require money. Players win
by reaching a total population of 100.

[Contents 1
16 Dungeon Cards
11 Kingdom Cards

Rulebook (This book)

32 MG Coins

Summary Cards

[Preparation 1

Add the Kingdom and Dungeon ("Meikyuu") cards from
this expansion to their respective decks in "Dungeon
War", then shuffle each.

.33

o

Deal 5 Kingdom cards and 2 MG Coins to each player. If
a player receives an Open Card, they must return it to the
deck and re-shuffle, then draw a new card. The remain-
ing coins go to the Stock.

Each player rolls a die. Whoever rolls the highest goes
first. The play will proceed in a clockwise order.
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[Types of Cards 1

1. Dungeon Cards |
Those cards represent dungeon rooms
when they're in the center, and your
kingdom's facilities when they are in
your area. For each % on a facility,
your kingdom’s population goes up

by 10.

1. Dungeon Level

2. Room Name: Name of the Room Card
3. Treasure: If Room Card has this
symbol, you will get Coins equal to
number of this symbol when Questing
succeed.

4. Facility name

5. Population

6. Developed Population

7. Facility Effects: If you place the
facility in your area, you gain the ability
to use this effect.

2. Kingdom Cards
haracter Cards (7)

Characters have different values for %
(Warfare) andx @(Wit), depending on
their roles.

1. Card Name

2. Warfare Value

3. Wit Value

4. Character Effects

5. Coin Mark: If Character has this mark,
you can get 1 Coin for discard this card.




sltem Cards (3)

These are cards that support your
characters. Unless noted otherwise,
you can play these during your turn.

1. Card Name

2. Card Text

#SP Cards

(from “Dungeon War")

These cards are necessary for
invading other kingdoms (see the
section on Turn Details). You can play
these during your tumn.

1. Card Name

2. Card Text

«Open Card (1)

When you draw one of these cards,
rather than putting it into your hand,
show it to the other players, and follow
the instructions written on it.

If you draw one of these cards during
someone else’s turn, that player’s turn
is temporarily halted while you follow
the card's text. Once the card's effects
are put into play, that player can resume his or her tun.
1. Card Name

2. Card Text

éﬁjﬁhb‘zn



? [Landmakers and Mercenaries 1

When you use Character Cards for Quests, Development, or any
other action, they can be used in two different ways.

-~ Characters that are placed in your own area are called
"Landmakers". Landmakers remain in your area after your action,
but will be Spent (placed horizontally). When a Landmaker is
Spent, you cannot use it. Landmakers that haven't been Spent
are Idle (placed vertically) and are ready for action.

Characters that are played from your hand for an action are
called "Mercenaries”. To use Mercenaries, you need to pay 1MG
per 1 Mercenary. Once you have used a Mercenary for an action,
they are discarded.

When the game refers to "characters”, this refers to both
Landmakers and Mercenaries.

Gal g Coins and Payment
You gain Coins by taking it from the Stock, or other opponents. If
an opponent doesn't have the number of Coins you're taking, just
take all of their Coins.

After you've spent Coins, separate them from your hoard for the
duration of your turn. In your turn's Closing, these spent Coins are
passed to the opponent on your right side.



[Playing the Game 1

Turns proceed clockwise from the player who is going first.
Each player's tum goes through the following steps:

1. Draw One Kingdom Card
2. Place a Landmaker

3. Perform an Action

4. Closing

5. Discard Excess Cards

6. Replenish Dungeon Cards

[Turn Details 1
1. Draw One Kingdom Card

Draw one card from the top of the deck. If you drew an Open
Card, its effect is going into play immediately.

2. Place a Landmaker

You can place a Character Card to your area as Landmaker.
You can have up to 3 Landmakers in your area. If you
already have 3 Landmakers, you can not place Landmaker
any more.

If you have any Landmakers who are Spent, return all of
them to the Idle state now (i.e., turn them so they are vertical
again).

3. Perform an Action

You may select one of the five actions below to perform. At
this time you can play as many items are you wish. If you
play a card from your hand, discard it afterwards.

Ejﬁhb;..



3-1 Quest

The goal of this action is to clear out a dungeon room to claim this
room for the player's kingdom. The player chooses one of the
face-up Dungeon Card rooms, and looks at its Quest Level. Then,
the player uses as many characters and items as they wish, adding
up the total of . At least one character card must be used to per-
form a auest. The player then rolls a die, and adds this result to the
total of “ . If this new total is equal to or higher than the room’s
Quest Level, then the quest succeeds, and the player takes this
room, turns it upside down, and adds this land to her kingdom. If
the total is less than the room's Quest Level, then the quest failed.
If the player rolls a [®], it is an automatic failure. In any case, all
characters and item cards are discarded.

eUsed Card
If your Quest is successful, return the played Landmakers to your
area as Spent. If you fail, all Landmakers are discarded. Items and
Mercenaries are always discarded after a Quest.

eRise Dungeon’s Level

After you decide on a Dungeon to Quest, opponents can place up to
5 coins total on that card. Each coin raises the Dungeon's Quest
Level by 1. Then you roll the die.

If you're successful, you keep these Coins that were used on the
Dungeon along with the Dungeon card. If you fail, the Dungeon
keeps the Coins and the new Quest Level. If the Dungeon Card is
discarded, the Coins are returned to the Stock.

| Dungeon
level

%




eTreasure Room
If a room has a Treasure icon, () the successful player gets that
amount of Coins.

Get!
@)
QQ

3-2 Development
The goal of this action is to develop one's own land. Developed
lands often are worth more points or sometimes have new special
effects once developed.

The player spends any number of character cards that they wish.
To succeed, the total of the character's Wits @ must equal or
exceed the Quest Level of the room being developed. No dice are
rolled. If a room is developed, turn it sideways. The Population of
that Land is now the Developed Population total.




3-3 Aggression

‘The goal of this action is to attack another player's kingdom, and
steal away their lands. In order to Invade, you must play a card
that allows an Invasion in the description.

The Invader selects another player to attack. The Invader (first)
and Defender (second) play as many Character and Item cards as
they wish (Invader must use at least one character). The
Defender isn't required to play a character; however not playing a
character means that the Defender effectively has a % total of
zero before the die roll. Each player rolls a die, and adds the result
tothe % total of their cards and effects. If the Invader has a
higher ., he succeeds. If it's a tie or lower, the Invasion fails. If
either side rolls a[e] they automatically failin their respective
Invasion or Defense.

If the Invader succeeds, they can either claim the Land OR can
take a number of coins equivalent to the Defender's Lands. You
can only have 5 Lands, so discard if necessary. Conquered Lands
that were Developed return to their Undeveloped state.

Landmakers used in a successful Invasion are returned to your
area as Spent. If you fail, all Landmakers are discarded. In either
case, all Items and Mercenaries used by both players are then
discarded.



3-4 Headhunting
This action lets you headhunt an opponent's Landmaker to add
them to your court, and plays much like regular Land invasions
(only it uses@ instead of Y and uses Coins as a modifier and
reward).

The Headhunter selects another player to attack. The Headhunter
(first) and Defender (second) play as many Character and Item
cards as they wish ( must use at least one ch:

and then can add Coins from their Hoard to increase their Level,
The Defender isn't required to play a character; however not play-
ing a character means that the Defender effectively has a @ total
of zero before the die roll.

Each player rolls a die, and adds the result to the @ total of their
cards and effects. If the Headhunter has a higher ©. he succeeds.
If it's a tie or lower, the Headhunt fails. If either side rolls a (@] they
automatically fail in their respective Headhunt or Defense. The
Loser i this Headhunting confrontation takes all of the Coins that
were spent by the Headhunter and the Defender.

Successful Headhunters can claim a Landmaker and add it to their
Court. If they can't add it to their Court, they add it to their hand.

Landmakers used in a successful Headhunt are returned to your
area as Spent. If you fail, all Landmakers are discarded. In either
case, all Items and Mercenaries used by both players are then
discarded.



3-5 Replenishment
This action lets you replenish your combat potential. Pay Coins
to the Stock, then draw Kingdom Cards equal to the number of
Coins you Spent (you can't have more than 5 cards in your hand).

Things You Can Do in Your Turn
The following are Free Actions, and can be done during your tur.

- Rank Up
- Use Items and Facilties
- Use Character's Effect

eRank UP

Developed Facilities can Rank Up for 3 Coins for benefits.

Pick a Facility in your arena that's been Developed, and place 1
Coin on it and 2 Coins in the Stock. Increasing the number of Rank
Up Facilities provides benefits, which are listed on the following
chart. Increasing the number of Rank Up Facilities maintains the
benefits from the lower tier.

You can only Rank Up once per tur. If you lose to an Invasion,

and your Rank Up Facility s taken by an opponent, the Coin on the
Facility is returned to your hoard.

Number of Ra

efi

Upped Fa
On Replenishment, your cost to draw cards
1 is lowered by 2 (in other words, up to 2 free
cards).
2 Mercenary cost is reduced by 1
3 Your Hand limit is increased by 1
4 Your Population is increased by 30 (3%)




Put 1TMG

Developed
facility

Pay 2MG

eUse Items and Facilities

The timing for Item and Facility Cards is written on them. If that
card says "on your turn”, you can use that card freely on your
turn. Discard any cards that are used.

eUse Character’s Effect

If a Character card has an effect, you can discard it to use that
effect.

If a Character card has a coin symbol, you can discard it on your
turn to gain 1 Coin. A Yellow Coin symbol means you take one 1
Coin from the Stock. A Black Coin symbol means you take 1
Coin from an opponent of your choosing.



i
%ZB 4. Closing |

Closing affects all players. Pass the Coins that you Spent in this
turn to the player to your right, even if it's not your turn. After

3 Closing, players cannot use or gain coins until the next player's
turn.

Turn Player ™=

5. Discard Excess Cards

If you have more then 5 cards in your hand, discard until you
have 5 again.

6. Replenish Dungeon Cards

If there are 4 or fewer Dungeon Cards on the table, place
additional cards from the Dungeon deck until there are 5 in
play.




[Finishing the Game 1

If one of the following conditions are met at the end of a tur, the
game ends. The Kingdom with the most points wins.

Akingdom reaches population of 100.
There are no more cards left in the Dungeon deck.
There are no more Coins in Stock.

If two or more players have the same population, the player
with the most Coins s the winner.

[Discards and Decks 1
eDiscard Order

The Player who is discarding cards during their turn can discard
those cards in any order of their choosing.

eWhen the Deck Runs Out
If the Kingdom card deck runs out, reshuffle the discard pile
and use it as the deck again.

[Order of Interruption 1

Some actions can interrupt the game, such as when opponents
spend coins to Level Up a Dungeon during your turn. If two o
more players want to interrupt an action at the same time, the
player to your left has priority (with priority after then going
clockwise).

[Credit 1
Game Design: Yoshiyuki Arai
Supervisor: Tohichiro Kawashima
lllustration: Carelessly, Koh Okamoto, Nagomi Ochiai
Graphic Design: Satoshi Ikeda, Naomi Nakagawa
Copyright 2009 Adventure Planning Service

1
S



|><><><><><><><><><><><><><><Rules Summary JOOOOOXXXXXN]

Quest
Select one room and play characters.
If total of % (warfare) plus a die roll sum is greater than or

Place Landmaker equal to the Dungeon level, you succeed.
N i Development

Draw 1 Kingdom card

Select a facility and play characters.
Perform an Action Total of @ (wit) must match or exceed level.
Use card's effect .
Rank Aggression
ankup once Select one player; both sides play characters.
* Whoever gets higher total of % (warfare) plus a die roll
Closing wins.
. Headhunting
Discard excess cards i Select one player; both sides play characters. Whoever

gets a higher total of @ (wit) plus a die roll wins.

Deplenish Dungeon Card

Replenishment
Pay Coins and draw Kingdom Cards equal numbers of

Player who get 10 stars first win. i coins.
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