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3 to 5 Players/Ages 10 and up/60 Minutes-
r-------------------,
I Attention I
I Thisqameis the expansfon pack foe "Dunqeon Wac' I
I Youneed the "DungeonWar"packto playthisgame
I~-------------------~

RulesSummary

15
FinishingtheGame
Discardsand Decks

Typesof Cards
Landmakersand Mercenaries
GainingCoinsand Payment
Playingthe Game

About the Game

Preparation

"Dungeon War" Expansion

Rulebook
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Each player rolls a die. Whoever rolls the highest goes
first. The play willproceed in a clockwise order.

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.

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

IPreparation
5 SummaryCards

16 DungeonCards
11 KingdomCards
1 Rulebook(Thisbook)

IContents



Dungeon Cards

• DDoc5EJ
PlayerA PlayerA'sArea

IAreas
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1.CardName
2.WarfareValue
3.Wit Value
4. CharacterEffects
5. CoinMark: If Characterhas this mark,
youcanget1 Coinfordiscardthiscard

.Character Cards (7)
Charactershavedifferentvaluesfor'
(Warfare)andx(i)(Wit),dependingon

2. Kingdom Cards

4. Facilityname
5. Population
6. DevelopedPopulation
7. FacilityEffects:If you placethe
facility in your area,you gain the ability
to use this effect

1-IT,....of C'm'a 1. Dungeon Cards
)' Thosecards representdungeonrooms
,- when they're in the center,and your

kingdom'sfacilitieswhen they are in
yourarea. Foreach je on a facitity,
your kingdom'spopulationgoes up
by10
1. DungeonLevel
2. RoomName:Nameof the RoomCard
3. Treasure:If RoomCard has this
symbol,youwill get Coinsequal to
numberof this symbolwhenQuesting
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are put into play,that player can resumehis or her turn
1.CardName
2. CardText

:~7.~~~~
~i.~~iE

If you drawone of thesecardsduring
someoneelse's turn, thai player's turn

the instructionswrittenon it

.Open Card (1)
Whenyou drawone of thesecards,
rather than putting it into your hand,
show it to the other players,and follow

1.Card Name
2. CardText

Iheseduringyourturn

.SP Cards
(from "Dungeon War")
These cards are necessary for
invading other kingdoms (see the
sectionon Turn Details).Youcan play

.Item Cards (3)
These are cards that support your
characters. Unless noted otherwise,
you can play these duringyour turn
1.CardName
2. CardText



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

YougainCoinsby taking itfromtheStock,orotheropponents. If
an opponent doesn't have the number of Coins you're taking, just
takeall of their Coins

IGainingCoinsandPayment

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

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

Characters that are placed in your own area are called
"Landmakers".Landmakersremaininyourareaafteryouraction,
but willbe Spent (placed horizontally).Whena Landmakeris
Spent, you cannot use it. Landmakersthat haven't been Spent
are Idle (placed vertically) and are ready for action.

~ Ilandmakers and Mercenaries
~ When yo~ use Character Cards,for Que~ts, Development, or any? other action, they can be used m two differentways.
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3. Perform an Action I
Youmayselectone of the five actionsbelowto perform.At
this time you can playas many itemsare youwish. If you
playa cardfromyourhand,discardit afterwards

2. Place a Landmaker I
Youcan place a CharacterCard to your area as Landmaker
Youcan have up to 3 Landmakersin your area. If you
alreadyhave3 Landmakers,you can not placeLandmaker
anymore
If you haveany Landmakerswhoare Spent, returnall of
themto the Idlestate now (i.e., turn themso they are vertical
again)

1. Draw One Kingdom Card I
Drawone card from the top of the deck. If you drewanOpen
Card,itseffectisgoingintoplayimmediately

Hurn Details

1.DrawOneKingdomCard
2. Placea Landmaker
3. PerformanAction
4. Closing
5. DiscardExcessCards
6. ReplenishDungeonCards

Turnsproceedclockwisefrom the playerwho is goingfirst
Eachplayer'sturn goes throughthe followingsteps

IPlaying the Game
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Dungeon 3
14el+ coins

Dungeon
level

.Rise Dungeon's Level
AfteryoudecideonaDungeontoOuest,opponentscanplaceupto
5 coins total on that card. Each coin raises the Dungeon's Ouest
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 Ouest Level. If the Dungeon Card is
discarded,the Coins are returned to the Stock.

.Used Card
If your Ouest is successful, return the played Landmakers to your
area as Spent. If you fail, all Landmakersarediscarded. Items an d
Mercenaries are always discarded after a Ouest.

Thegoalof this actionistoclearouta dungeonroomto claimthis
room for the player'skingdom.The player choosesone of the
face-upDungeonCardrooms,and looksat its OuestLevel.Then,
the player uses as many characters and items as they wish,adding
upthe total of\.. Atleast one charactercardmust beused to per­
formaauest. Theplayerthenrollsadie,and addsthis resultto the
totalof\' . If this newtotal is equalto or higherthanthe room's
Quest Level,then the quest succeeds, and the playertakes this
room,turns it upsidedown,andaddsthis landto herkingdom.It
the total is less than the roorn's Quest Level,then the quest fail ed.
If the player rolls a ~,itisanautomaticfailure.lnanycase,all
characters and item cards are discarded

3-1 Quest
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Theplayerspendsanynumberof charactercardsthat theywish.
Tosucceed,thetotal of the character'sWits @ must equalor
exceedtheQuestLevelof the roombeingdeveloped.Nodiceare
rolled.If a roomisdeveloped,turnitsideways. ThePopulationof
that Landis nowtheDevelopedPopulationtotal

3-2 Development
Thegoalof this action is to developone'sown land.Developed
landsoftenareworthmorepointsor sometimeshavenewspecial
effectsoncedeveloped.

Get!

-+ee
LI__ _ ____L _ __L."-J

• Treasure Room
If a roomhasaTreasureicon, !l1)thesuccessfulplayergetsthat
amountof Coins.



Landmakersusedina successfulInvasionarereturnedto your
areaasSpent.lfyoufail,aIlLandmakersarediscarded.lneither
case,all ItemsandMercenariesusedby both playersare then
discarded.

If the Invadersucceeds,theycaneitherclaim the LandORcan
takea numberof coinsequivalentto the Defender'sLands.You
canonlyhave5Lands,sodiscardif necessary.ConqueredLands
thatwereDevelopedreturnto theirUndevelopedstate

TheInvaderselectsanotherplayerto attack.TheInvader(first)
andDefender(second)playasmanyCharacterandItemcardsas
theywish(Invadermustuseat leastonecharacter).The
Defenderisn't requiredto playacharacter;howevernotplayinga
charactermeansthat the Defendereffectivelyhasa'total of
zerobeforethedieroll.Eachplayerrollsadie,andaddstheresult
tothe'totaloftheircardsandeffects.lfthelnvaderhasa
higher',hesucceeds. If it's atieor lower,the Invasionfails. If
eithersiderollsa(!] theyautomaticallyfail in their respective
Invasionor Defense

3-3 Aggression
Thegoalof this actionis to attackanotherplayer'skingdom,and
steal awaytheir lands.In orderto Invade,youmust playa card
thatallowsanInvasionin thedescription.



..
Landmakersusedina successfulHeadhuntarereturnedto your
areaas Spent.If you fail, all Landmakersarediscarded.lneither
case,all ItemsandMercenariesusedbybothplayersarethen
discarded

SuccessfulHeadhunterscanclaimaLandmakerandaddit to their
Court.If theycan't addit to theirCourt,theyaddittotheirhand.

Eachplayerrollsadie,andaddstheresulttothe@totaloftheir
cardsandeffects.lftheHeadhunterhasahigher@,hesucceeds.
Ifit'satieorlower,theHeadhuntfails.lfeithersiderollsa~they
automaticallyfail in their respectiveHeadhuntor Defense.The
Loserin this Headhuntingconfrontationtakesallof theCoinsthat
werespentbythe HeadhunterandtheDefender.

The Headhunter selects another player to attack. The Headhunter
(first) and Defender(second)playas manyCharacterand Item
cards as theywish (Headhuntermust use at least one character),
and thencanaddCoinsfrom their Hoardto increasetheir Level.
The Defender isn't required to play a character; however not pia y­
ingacharactermeansthattheDefendereffectivelyhasa@total
of zero before the die roll.

3-4 Headhunting
This action lets you headhuntan opponent'sLandmakertoadd
them to your court,and playsmuch like regularLandinvasions
(onIYituses@insteadof'andusesCoinsasamodiflerand
reward)
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You can only Rank Up once per turn. If you lose to an Invasion,
and your Rank Up Facility is taken by an opponent, the Coin on the
Facility is returned to your hoard .

Pick a Facility in your arena that's been Developed, and place 1
Coinonitand2CoinsintheStock. IncreasingthenumberofRank
UpFacilitiesprovidesbenefits, whichare listedon the following
chart. Increasing the nurnberof RankUp Facilitiesmaintains the
benefits from the lower tier.

DevelopedFacilities can Rank Upfor3 Coins for benefits.

.Rank UP

-RankUp
-Use Itemsand Facilities
-Use Character'sEffect

The following are Free Actions, and can be done during your turn

Things You Can Do in Your Turn

'-1f - 3-5 Replenishment

~'K This action lets you replenish you, combat potential. Pay Coin'
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)
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If a Character card hasa coin symbol, you can discard itonyour
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 .

• Use Character's Effect
Ifa Character card hasan effect, you can discard it to use that
effect

• Use 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 .

Developed.
facility • _

~paY2MG •



..6. Replenish Dungeon Cards I
If there are 4 or fewerDungeonCardson the table, place
additionalcardsfrom the Dungeondeckuntil thereare 5 in
play

Ifyou have more then 5 cards inyour hand,discard untilyou
have 5 again

5. Discard Excess Cards

e
give. ~Il~·~

~
~~ ~4~.C~I~os~i~ng~ ~
r;,~ 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

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



..GameDesign:YoshiyukiArai
Supervisor:TohichiroKawashima
Illustration:Carelessly,KohOkamoto,NagomiOchiai
GraphicDesign:Satoshi Ikeda,NaomiNakagawa
Copyright2009AdventurePlanningService

ICredit

Some actions can interrupt the game, such as when opponents
spend coins to Level Up a Dungeon during your turn. If two or
moreplayerswant to interruptan action at the sametime, the
player to your left has priority (with priority after then going
clockwise)

IOrder of Interruption

and use it as the deck again
If the Kingdomcarddeck runsout, reshufflethe discardpile
• When the Deck Runs Out

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

.Discard Order
IDiscards and Decks

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

Thereare nomoreCoins in Stock
TherearenomorecardsleftintheDungeondeck
A kingdomreachespopulationof 100

Ifone of the followingconditions are met atthe end of at urn,the
game ends. The Kingdom with the most points wins

IFinishing the Game



Replenishment
Pay Coins and draw Kingdom Cards equal numbers of
paid Coins,

Headhunting
Select one player; both sides play characters, Whoever
gets a higher total of @ (wit) plus a die roll wins,

IAggression
Select one player; both sides play characters,
Whoever gets higher total of'\. (warfare) plus a die roll
wins,

Ouest
Select one room and play characters,
If total of'\. (warfare) plus a die roll sum is greater than or
equal to the Dungeon level, you succeed,
Development
Select a facility and play characters,
Total of @ (wit) must match or exceed level.

..............................................................................................

: Draw 1 Kingdom card :
::::::::::::::::::::::::::::::::::::::::::+::::::::::::::::::::::::::::::::::::::::::

, : Place Landmaker :
::::::::::::::::::::::::::::::::::::::::::+::::::::::::::::::::::::::::::::::::::::::

I ~e:~:~~~:o:~:~~I: +. :i:::::::::::::::::::::::::::::::::::::6:i~si~~::::::::::::::::::::::::::::::::::::i

::::::::::::::::::::::::::::::::::::::::::+::::::::::::::::::::::::::::::::::::::::::
: Discard excess cards :

, ~;~'~;i;;~~~;;~;'idj
Player who get 10 stars first win.

[)(XXXXXXXXXXXXX Rules Summary XXXXXXXXXXXXX)<J
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