ANATOMY OF A DUGHY GARD

In It’s a Wonderful Kingdom, you are vying for the throne of the kingdom, intent on restoring

the rightful heir (you, of course) to the throne. You will need to make the best choices to develop Vict int Area for the constructed
your duchy faster and better than your opponent. The game lasts 4 rounds. Each round, you will Duchy’s icon & O PRI Development cards
Offer and Select cards (see page 3), which you will use to produce resources, and to develop N g =g \ o TR

your duchy. After you have chosen all of your cards, you can decide whether to recycle some to
acquire resources immediately, or to slate them for construction, so they can produce resourc-
es each round and/or earn you Victory Points. At the end of the 4" round, the player with more

Victory Points wins the game. Side N N .
i ‘3 h oy - S
i O . J

| g Py

o ; @

) 3 = CAmIDTCHYOTATERE %o @
AR B V] A& S R T ..

i T :

e

o9

Duchy’s name o Alchemy area

1 Production board
2 double-sided Duchy cards (A/B)
4 Trap tokens

85 cards (67 Development cards, 10 Treasure cards, 8 Calamity cards) ANATOMY OF A DEVELOPMENT GARD TREASURE GARD

90 Resource cubes (20 Materials %, 20 Population &, 20 Gold 3, 20 Exploration @, . g
10 Krystallium @) Construction % o Recycling Y
30 Soldier tokens @ OBt ’—: e P - bonus | T4
1 Round-Tracker token [=aeY o 3
1 score board + 1 erasable marker {; - F’ A
3 independent modules (see page 9) 3 S8 & Name
YA G Construction ), [ 1!35. P GALAMITY (?ARD
4 Stolen tokens bonus ~——_% - RN
4 il - Cardtype A
E s s ) i
DEVELOPMENT €ARD TYPES T . '#,f
e ) — = P / 4 e
\Q Structure M Specialist m Monument ‘r Discovery rad
v . N Victory points Production Victory points —

Y



e cxm eam e o

¢ :»mus]m};mm,‘
=
7
4
L LR
(3]

o e e oo eon o s com om o =D

SETUP
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The following rules teach you the basics of how the game works; however, you will never
play the game this way. Each time you play, you must choose one of the modules and
add it to the game. Each module modifies or supplements the rules. Module rules always
supersede the basic game rules. The rules for each included module are explained at the
end of the rulebook (see page 9).

At the end of the rulebook, you will also find specific rules for playing solo (see page 7).

Place the board in the middle of the table, and place the Round-Tracker token
on round 1. Leave a little space on each side of the board for the two Offering
areas.

Shuffle the Development cards and Treasure cards together to form the Devel-

opment deck, then place it face down on the table.

Take the 8 Calamity cards and place them in a face-up stack beside the Devel-

opment deck.

Place the Resource cubes and Soldier tokens on their dedicated spaces.

Each player takes a starting Duchy (you both must play the same side: both A
or both B; we suggest you start with side A. You can play side B once you know
the game better).

Each player takes the 2 Trap tokens corresponding to their Duchy.

Each player must arrange their cards as follows to organize their play area (see be-
low). Provide sufficient space above your Duchy card to add your constructed
Development cards. You must also have room for a Selection area for the round in
progress and a Construction area (these can be to the left or right of your Duchy,
depending on whether you are left- or right-handed).

Finally, choose a Module to add, and apply its Setup rules (see page 9).
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The game lasts 4 rounds. Each round comprises the 3 following phases:

A. Choice phase — Take turns

B. Planning phase — Simultaneous

C. Production phase — Simultaneous
At the end of the 4" round, both players count their Victory Points.

A. GHOIGE PHABE

The Choice Phase spans 16 successive turns, alternating between an Offer-
ing turn and a Selection turn. The 1¢t player for each round is automatically
determined by the round in progress. An arrow (near the round number on
the board) points at this player. The 1¢ player will Offer cards first this round,
and will Select cards last this round.

m Deal 7 Development cards face down from the deck to each player; each player
also adds 1 Calamity card to their hand to have 8 cards in total. You can look at
your cards, but do not show them to your opponent. Shuffle them so your opponent
doesn’'t know where the Calamity card is.

m Place 1 card from the Development deck face up on each of the 2 Offering areas.

m The 1% player begins with an Offering: Look at the cards in your hand and
choose 2 to place face up on the Offering area(s) of your choice. You can place
both in the same area, or one in each.

m  The 2" player follows with a Selection. Choose one of the Offering areas, collect
all the cards from it, and add them to your Selection area.

m The 2" player then offers 2 cards from their hand, distributing them as desired in
one or both Offering areas (do not discard cards remaining there from previous
turns; the unselected cards accumulate).

m The 1% player Selects an Offering area, and collects all the cards from there; then
makes a new Offering.

m  Continue like this until neither player has any cards left in their hand. The 1¢t player
ends the phase with their 4™ Selection. Discard all cards remaining in the Offering
area, and move on to the Planning phase.

N
Note: At the end of this phase, you might not have the same number of cards
in your respective Selection areas. That is OK!

Remark: Although it is rare that you would want to, you are allowed to add
all of your Offering cards to the Offering that still has cards in it, such that
the other remains empty. Similarly, your opponent is welcome to select the
empty Offering to avoid taking cards they don’t want. There is no limit to the
number of cards that can be in an Offering area.

Using the Trap tokens: You each have 2 Trap tokens available each round. Use these
tokens to place cards face down in the Offering areas. When you are adding cards to the
Offering areas, you can spend 1 Trap token to place 1 of them face down, or spend both
Trap tokens to place both cards face down. Neither of you is allowed to look at face-down
cards in the Offering areas, no matter who placed them! If you select an Offering with

face-down cards in it, put them in your Selection area, still face down, without looking
at them (you will look at them in the Planning phase). At the beginning of each round,
collect your spent Trap tokens so you start the round with 2. Because you always start
each round with 2 Trap tokens, you might as well use them!

PLAYING A ROUND

A. CHOICE PHASE

v

B. PLANNING PHASE

C. PRODUCTION PHASE
N\ /

DEAL 7 DEVELOPMENT CARDS
+1 CALAMITY CARD TO EACH PLAYER

PLAYER 1: DISTRIBUTE ANY 2 OF YOUR HAND CARDS
TO 1 -2 OFFERING AREAS

PLAYER 2: DISTRIBUTE ANY 2 OF YOUR HAND CARDS TO
1-2 OFFERING AREAS

PLAYER 1: COLLECT ALL CARDS FROM ONE OFFERING AREA AND
PLACE THEM IN YOUR SELECTION AREA (DON’T FLIP ANY!)

REPEAT UNTIL BOTH PLAYERS’ HANDS ARE EMPTY (L.E. 4x) g




B. PLANNING PHASE

Both of you flip all face-down cards in your Selection area face up. Now each of you must
make a choice for each card in your Selection area. For each card, you have 2 options:

m Slate it for construction: Move the card to your Construction area (the card is
considered “under construction”).

m  Recycle it: Discard the card and collect its Recycling Bonus. Collect the indicat-
ed Resources from the board and place each directly onto a card under construc-
tion (see “completing a card under construction”) or onto the Alchemy area of your
Duchy card.

Note: If recycling a card permits you to place the final construction Resource
on another card, this immediately completes its construction (see C. Produc-
tion phase, 3. Construction). Place it directly on your Duchy, with its Produc-
tion visible. It will be able to produce Resources this round.

This phase ends once you both have removed all of the cards from your Selection area,
whether by recycling them or slating them for Construction.

o) Treasure cards are special cards. You must recycle them during
the Planning phase (they cannot be slated for construction), but
they are worth 2 Resources when you recycle them.

Calamity cards are special cards. They cannot be recycled;
you must immediately add them to your Duchy. They are worth -4
\VP at the end of the game.

6. PRODUGTION PHASE

This phase comprises 4 sequential Production steps, one for each type of Resource.

During each step, you both simultaneously produce the corresponding type of Resource.
Resolve production in the order indicated on the board:

Materials 4 » Population@ » Gold 3 » Exploration @

Performing a Production step

1. Production: Count the number of icons you pro-
duce that match the current Production step. Only
count the icons in your Duchy card, and Develop-
ment cards you've constructed); ignore cards under
construction.

Exampleilt is the Materigl Production step, so
each player counts tlszircons in their Duchy. In
this example, Benjamin produces 5 M sierials
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