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BRITAIN, 872-898 A.D.

['he kingdoms ot Britain are at war. Many have already tallen to the invading Danes, leaving the great kingdom of Wessex standing alone and detiant under
the command ot King Altred. You are one of the great commanders and politicians in this war-torn land known today as England. Both Saxon and Dane

armies openly battle for dominance, and it is up to you to tilt the scales of power. lo reclaim these lands, you will need to tread a dangerous path between
both sides of the contlict. Will you betray your allies tor power? What part will you play in the birth ot a new nation, and will you ultimately rule it all?

NBCUniversal
SKIP THE RULEBOOK!
INTERNATIONAL C A R N I \/A L DIZED® TEACHES WHILE YOU PLAY.
STUDIOQOS

The Interactive Play-Along Tutorial

will guide you through the game step-by-step.

: Open Dized and start playing now!

The Last Kingdom®and © Carnival Film & Television Limited 2023. © Gamelyn Games, LLC. NS
All Rights Reserved. No part of this product may be reproduced without specific permission.




GAME OVERVIEW COMPONENTS

n The Last Kingdom Board Game, you will take the role of a leader in this R
time ot contlict. [he game plays over two Rounds, during which players 1
pertorm actions to command armies in order to shape the course ot the
war. Your allegiance to the Saxons or the Danes can be firm or fickle, ano
your score will reflect not just your prowess in battle, but your political skill
in maneuvering the competing torces ot pre-tngland. During the War

Phase, Players gain Victory Points from winning in Contilict Regions. °eo TR =88

At the end of Round Il (once the fifth and final Region has Peace), the game I ——

immediately ends. Players reveal their Victory Point totals that they have 1Game Board 5 Player Screens

secretly accumulated behind their screens and the player with the most PSR ML

points wins and is the ruler of England. See Final Scoring Phase, pg 13 ¥ A stion Puglsiaal (RRLEE Ry s Crly Moo aidy SR BORESS
Plaques e ¥
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GAME SETUP £ Separate the 4 types ot Army Tokens: Danes (&), West Saxons (),
Mercians (%7), and Northumbrians (), into four separate piles next

&) Place the Game Board in the center of the table to their matching Army Pools on the right side of the boara.

£y Shuflle the 7 Action Plaques and place them in a randomized row in @ Add armies into each of the O Regions on the

~ the area above the Market Action Track’s 7 slots (top of the board). board by reading the icons under each Region's
name and adding the corresponding armies.

® For\2) armies: place b Danes, 1 West Saxon, 1 Mercian, and”
Northumbrian into the Drawbag (8 total), draw 1randomly for

each \2) After this, return the Drawbag to the box.

For a Z-player game, plaques should be flipped to their 4 side

() Give each player a Leader Mat. Players may choose a Leader, or be
dealt one randomly. For your tirst game, we recommend using these

Season 1 characters:

* 5-players: Uhtred, King Alfred, Guthrum, Aethelwold, Brida
* 4-players: Uhtred, King Alfred, Guthrum, Aethelwold
» 3-players: Uhtred, King Alfred, Guthrum, __
» 2-players: Uhtred, Aethelwold £:) Place the Invasion Token on the Prepare for Invasion spot in the

Return unused Leader Mats to the box. ower right ot the board.

() Separate the Victory Point Tokens (@) Action Tokens ()
5 Peace lokens (@) into separate piles nearby.

{[4) Place all other Allegiance Rings not being used by players to the
side of the game board.

) Players now compare the Initiative Numbers, next
to the Starting Region on their Leader Mats. Give the
Contlict Token to the player with the lowest initiative
This player will choose which Region to have the first
Conlflict (see pg 9). Give the Succession Token to
the player with the second lowest initiative.

(1) Place the 2 Strength Markers on the “zero” space of the Conflict
Region Irack at the bottom ot the board.

17} To set up the 2 Decks of Round Cards:

@ (Gather all the Round Cards into separate

Uhtred of Bebbanburg
2 PRIMARY ACTION « HERD

{-) Place Leader Mats in each player's Play Area. Then based on that

mely SR eah i 7 e 4 decks (with backs marked with 1" and ‘Il"). -- 7, danl
@ Remove all Hero Cards (marked with Il iz
E _ €D icons) from each deck.
2Leader 4 Affinity  Matching Allegiance Marker  Player @ Of the Hero Cards, remove any that match
s L S A L sndRingle) S | eaders that players are using, returning them

@ Place all unused Character Figurines to the side of the game to the box.
board. Return unused Leader Cards, Aflinity Markers, Allegiance @ From what is remaining of Hero Cards,

Markers, and Player Screens to the box. without revealing, select 3 random Round | @

Hero Cards and 3 random Round |l Hero

Cards and shuftle them into each respective

Based on the information on each Leader Mat, players then:

4o/ Uhtred of Bebbanburg ] 4 .

@ Place their figure into its Starting %A =\ I8 deck. Return the rest to the box.

Region. -

@ rinally, place each deck onto their matching o
@ ;\ip the Allegiance Marker to its spots at the top right of the board. 4
tarting Allegiance, and place e ™ SR
the Allegiance Ring to that side |G 7
arouy nd J[he |gUreIS base htredis (2] in Roundtand [3]/inRound Il ”I FOR A 2_ PLAYER GAM E:

O/ Place the Momentum Marker, Locked Marker
@ Place Starting Action Tokens behind their Screen. and 1additional Allegiance Marker nearby,

@ Place 4 Aflinity Markers on the Starting Affinity positions. Flip the Momentum Marker like a coin to set its side.




4-Player Game Setup Example:
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COMPONENT OVERVIEW GAME BOARD:

LEADER MATS: The game board has all the information in the game to track:
O Affinity Track & Map of Regions

O Market Action Track € Prepare tor Invasion

@ Round Card Decks @ Conlflict Region Track

“ach player has a Leader Mat tor one ot the playable characters.

A2

eader's Name

/ Uhtred of Bebhanhurg

O Figurine Image e e X SN © Army Pools
e Startmg Reg|on/|n|t|at|ve ‘9&’;21'.?5,,5;?;2“ = L0 -
0 Sta rtlng AHeglance | : ;.-ETEETIHG T ‘@ MARKET ACTION TRACK 'HE

i 1 : F’F!IMAE‘E ACTION il = E,H EDEJI <
© Move Your Leader” Action B e it S !
L Specia\ _eader Abi‘ity DM i ket WL L. oLty NORTHUMBRIA
@ Figurine’'s Permanent Effect TR SR e L @ @ @ ©@© o,
0 S-I: a rtl ng Action TO kens ) ,E.},EE in Round | and 3' in Round |l. ﬂﬂ.ﬂL |{ y { . 3

O Starting Affinity

LEADER CARDS:

ach player has 2 Leader Cards specific to their
|eader that can be played as an action anytime Y b=
on their turn, once a Round.

; 3
—
LB [
&
=,
.
k r |
I|—
I |
*

PRIMARY ACTION » LEADER

4 A A CJ[ | on _]_l H e . . E. / Tactical Strike
O Action lype -

(Primary, Secondary: Passive)

FREPARE

@ |conic Description

ercians
AXONS

@ lext Description of Action

& Leader Starting Card Label

an adjacent Region, a lI:i then
o 2 rmie f rr1l:|'1 t Region, Then, gain 1 We 15:1 on,
or 1Nerthumbrian Afinity.)

ROUND CARDS:

he game takes place over two Rounds, ano
there are different cards used in each Round
based on their card backs. [hese cards are
drafted at the start of the Round and like Leader
Cards can be played as actions. There are
several types of Round Cards:

ACTION PLAQUES:

There are / Action Plagues above the T;KEHML” ; T;ﬁﬂ%ﬁm

the Market Action Irack. Descriptions

for each plague is listed on pg 19, and
each is double-sided depending on the

player count of the game. BIaW 'Y O

Friandslﬁtpt

H;"’ . ‘ SN O Action Title
" A~ O Action Type

(Primary, Secondary: Passive)

| © Iconic Description
e © Player Count
—t O Action Cost

{Add 2 Dhane armost i qﬂngh}-ﬂ adjacenttoa Erg.lur.
with o et  Dane aimnes )

Il | |
L Until the current conflict S ~
[ resclves, sach time an + ]
opponent parformas a
™ Primary Action, gain:
|
miul Fibn, I Tadd

L g-ﬂl

Primary Action Hero with Secondary with Secondary with
Permanent Effect Instant Action Fassive Action




TERMINOLOGY
ALLEGIANCE:

ach player has Allegiance, either
Dane or Saxon, noted by which side
their Allegiance Marker s flipped e -
to. his token can only be tlippeo Allegiance Allegiance
when a "Change Allegiance” action

s performed from a card or Action
Plague. Whichever Allegiance a player

nas, all of their figurines also have that
allegiance too. It ever it changes, tlip all
ot their Allegiance Rings to match

AFFINITY: s . + /.

-ach player has Affinity for the 4 different P S
tfactions—they each are marked by one Saxon Affinity Affinity

ot the player's 4 Attinity Markers on
the Affinity Track. The Saxons have 3
different factions tracks, each with their
own Affinity, and the Danes only have (Gain North- Gain Dane
one. | hroughout the game, players may SRR (0 Aifinity

gain Affinity for each separate faction, = @v

advancing their marker up the track.
Gain Affinity of the

“l | || I I_ lowest faction

Listed on Uhtred's Leader Mat are his starting
Affinity Levels for all 4 factions, which match
his Affinity lokens on the track:

STARTING AFFINITY

- a

© Carnival Film & Television Limited

ercians

axons rians

VICTORY POINTS rFOR AFFINITY:

Atter a Conllict is resolved, it you are aligned with
the winning side you score Victory Points based
on how many of your side’s units are in the Conflict
Region. The amount of Victory Points is based your
Affinity Level with factions in the Region.

In this example, Uhtred has 28&, which means he
gains 2 Victory Points per Dane unit. There are 3 Dane
armies in the Conflict Region, so he gains 6 points.

CONFLICT/SUCCESSION REGIONS:

2 Regions. Each

s marked the Conflict Region by the
Conllict Token. Another Region marked
by the Succession Token will be the next
Conflict RegionOver the course of the

game, each Regi
twice, once each

On the Game Board is a map with Succession et

round, one Region f?egfoﬂ g

on will be in Conlflict

Round.

0
ﬁ? }Hfh,
egion sl
o 'gixﬁg .

STRENGTH:

Pieces in a Conflict Region offer a totaled Strength (@), which is
noted by markers on the Conflict Region Track (see below):

Armies in a Reg

ion are worth @ Dane armies only

There are 3 types of Saxon armies: represent the Danes.

West Saxon

- __' y -_:_.I',Ii:II .;:‘:;I' d -F ‘
A ! '|.
J@E_Eﬁ i E} EaLJ t
. TR |
' o S LR '

Mercian North umbrfan

«uis. Figurines (both Leaders and Heroes) in a Region by

contribute ®f to whichever faction their player is

P, & aligned with. Note that some tigurines may have ditterent

Strength values listed on their cards or mats. For example,

Uhtred's Permanent Effect changes his strength.

At any rate, addi

from the Conflict

Markers on the

faction's marker left or right on the track. If Strength
ever goes higher than 19, tlip the token to its "9+

side and place it

Region will require the Strength
track to be adjusted—move the

at the track's beginning.

MAXING-OUT AFFINITY:

(Gain 6 Victory Points each time a
player's Affinity Marker would move
above the 10" space on any track.

n this example, Uhtred gains a Dane
Affintiy where he is already at 104
He instead gains 6 Victory Points.




GAMEPLAY

The game plays over two Rounds. A Round is comprised of three phases,

which are drafting cards at the beginning, then resolving five Contlicts,
one for each Region, and then the third phase is ditfterent for each Round:

ROUND I

Phase 2: Conflict
Phase 3: Cleanup (see pg 12)

ROUND II:

Phase 1: Draft (pass cards to the left)

Phase 1. Draft (pass cards to the right)

Phase 2: Conflict
Phase 3: Cleanup (see pg 12)

PHASE 1: DRAFT

At the start of each Round, each player is dealt cards that they draft
amongst themselves, choosing which cards to keep and which to pass.

1. Deal each player 5 Round Cards
from the Round's numbered deck. For
Round |, deal from "Deck |" and for
ound |, deal rrom "Il

2. Each player looks at the D cards, selects one of

placing it face-down in their play area. Wk

in Round |, pass the remaining 4 cards to t

ne player on't

accept the cards from the player on the right. In Round

cards to the rightinstead.

3. Repeat this "keep-one-card-and-
pass-cards step until players woulo
pe passing only 1card. | hat final card
s discarded to the discard pile tace-
down. Keep a separate discard pile for

both Round | and Il cards.

the cards to keep,
en all players are ready,
neir left ano

|, pass the

4. At this point, each player should

5. It players have any Instant Cards (with a E4 icon)

now have 4 Round Cards that
they dratfted, in addition to their
2 Leader Cards which they
started the game with. These

6 cards are combined to torm
each player's hana.

in their hand atter dratfting, immediately play those
cards face-up onto the table and resolve the
actions listed on them.

INSTANT SECONDARY ACTIONS- Cards that are

immediately atter a Round's Dratt Phase or as soon as

they enter a player's hand.

REFRESH THE ROUND DECK
f Round Cards need to be drawn but the

deck is empty, shutile all the cards trrom its
discard pile and reform the draw deck.
[hen continue drawing cards. Discard Pile




PHASE 2: CONFLICT

In this phase, players take turns pertorming actions or passing to resolve
Conllicts in all five of the Regions.

)

AN OVERVIEW OF THE CONFLICT:
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The Region with the Conflict Token

s where the war is happening. Th

Danes and Saxons fight for control
there, and it's the players actions that

can tip the scales of power.

€

Ly -
*-

The current Strength of both factions are
totaled on the Conflict Region Track at the

bottom of the board.

the curren:

- Conlflict |

i

(@
M

e

1S

Tokenis p

aced on

Players aligned with the winning side (and

O 1

remember, players can pertform actions that change
their Allegiance) gain Victory Points based on how
much Aftinity they have tor the individual factions
units in the Conllict Region. Players on the losing

]

&

-ach player has an Allegiance, noted by which
side their Allegiance Marker and Ring are flippeo
to. This shows whether the player is aligned with
the Danes or the Saxons.

Once all players consecutively pass in taking turns,
then resolved and a Peace

ne Region, flipped to the

side noting it the Danes or the Saxon had won the
Conllict. By the end of the Round, all 5 Peace Tokens
will have been placed, one in each region.

side instead gain Action lokens that they can use to 20
perform actions in the next Conflict. '

Atter being resolved, the Conflict Token
moves to the Region with the Succession
Token, and the player with the Invasion
Token chooses which Region to place the

Succession Token. This is the next Region
that will have the Contlict.

For a turn-by-turn Contlict example, see the Gameplay Example on pg 14.

CONFLICT AND SUCCESSION REGIONS (ROUND D:

At the start of each Round, the first Conflict Region and Succession
Region must be marked with tokens (Round | and Il each have different
ways of doing this. For Round I, see Cleanup Phase on pg 12):

1. The player with-
(

the number ir

he lowest Initiative

{

| eader Mat) ¢

nooses any one ot the
D Regions on the board and places
the Conflict Token there. This marks

where the first Conflict will occur.

ne top lett of the

R, -
Sra B
T Crmn S | y i :%$;£ A
. WESSEX
- —_

iy

2. Immediately set the Strength Markers of the

Danes and Saxons on the Conflict Region Track
at the bottom of the board, based on each faction's
Strength in the Conflict Region (see pg 1). This

marks which side is currently winning the Contlict.

3. Then, the player with the second
lowest Initiative chooses one of
the 4 remaining Regions (not with
_ oken) and places the
Succession Token there. This marks
the next region to have a Conllict.

the Conflict

4. [he player with the third lowest Initiative takes the tirst turn.

* |In a 2-player game, the player who placed the Succession Token
takes the Tirst turn.
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CONFLICT PHASE CONTINUED...

TAKE A TURN:

Before resolving the current Conflict, players take turns in clockwise

order, choosing one of the options on this page, until ALL players choose

the "Pass Turn” option, consecutively. Some of these options involve
performing actions, and there are two types:

PRIMARY ACTIONS- You can only perform one Primary

Action using the Action Market or by playing a card, and your turn
ends after resolving it. Primary Actions change the state-of-the-board

in some way, whether it be adding, removing, or moving units, changing

your Allegiance, or moving the entire Conflict to another Region.

PASSIVE SECONDARY ACTIONS- Any number of these

can be performed betore a Primary Action is performed, or can even

be performed and before passing (see Pass Turn).

The 5 options you can choose on your turn are:

3. MOVE YOUR LEADER [/ v XSG

Spend 2@ to move Uhtred 1Region.

Listed on your Leader Mat is a Primary
Action to move your Leader figurine(s)
to an adjacent Region. Spend the listed
amount of Action lokens to perform this.

4. PASS TURN:

You pass your turn to the next player when not taking an option with a
Primary Action. Before passing, you may perform Passive Secondary
Actions, such from a Market Action or playing a card, but it you are
unable to perform a Primary Action, then you MUST pass. However,
you are not out for the remainder of the current Conflict, as on your next
turn you may perform an Primary Action it you wish, or pass again. f
every player consecutively passes and it is the original passing player's
turn, then taking turns for the current Conflict is over and it is time to
resolve it (see next page).

1. PERFORM A MARKET ACTION:

There are 7 Market Actions listed on the Action Plagues
at the top of the board. lo perform these, you must spend
Action Tokens rrom behind your screen—the costs are

indicated by where each plague sits in the Market Track

For example performing, 'l am Dane” costs 3 Action Tokens.

After resolving, move the plaque on the Market Track to the right
slot (most expensive), and then slide the other plaques to the left

In the gap.

For example, this
plague moves to the
back of the row, and
all other plaques slide
down to fill in.

2. PLAY A CARD:

Place a card from your hand face-
up to your play area and resolve the
text listed on the card. [here is no
cost to play a card.

| ———

5. PREPARE FOR INVASION:

FOR S B
INVASION | =

Ihis is a special torm ot Fass [urn tor only one player
during each Conllict. Instead of passing like normal,
take the Invasion Token from the board, placing it in
your play area. You now cannot take another turn for the
remainer of this Conflict, but will participate in scoring
once the Conlflict is resolved. There are two benetits
you receive (listed in the Prepare for Invasion space on
the game board)

A. Gain Action Tokens equal to how many
Peace Tokens are currently on the game

board.

B. You place the Succession Token before
the start of the next Conflict=the Invasion

Token marks this ability (see pg 12).

What if no player Prepares for Invasion?

T atter all players have passed and no one has
pertormed Prepare for Invasion, then the last
player who passed automatically gains the N\
Invasion Token, however does not gain the T
Prepare for Invasion Action lokens.
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CONFLICT PHASE CONTINUED...
RESOLVE THE CONFLICT:

Once all players consecutively pass in taking turns:
* The faction with the higher Strength wins: [mmed

Token in that Region flipped to the side of the victo
benefits for both winning or losing (see below).

* |fthere is a tie in Strength: Nobody gains benefits

and a Peace loken is not placed. Instead, do not disband excess armies
and move the Conlflict and Succession Tokens like normal (see pg 12).

This Region will have another Conflict this round.

1 there is a tie in the titth and tinal Contlict Region of a
oenefits for winning/losing and a P

WIN THE CONFLICT:

::E. "\E
Ty #'-?:* *
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1-.
i
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S
i

i
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i
s
s t"_.i"
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each victorious player:

eace loken is not placed. Then ignore this
Region—it will not have a Peace Token for this Round. Instead, proceed to Phase 3:
Cleanup or Final Scoring, depending on which Round (see pg 12).

ately place a Peace

. [hen all players gain

for winning or losing

Round: Nobody gains

"/ The winning players revel in the victory! | hey gain Victory Point
ol 4 %‘ﬁ Tokens, secretly placing them behind their player screens. lo score,

1. Chooses a combination of up to 5 armies and/or hero figurines controlled by the
player in the Conilict Region that are aligned to the winning faction. Hero figurines

belong to the faction noted on their Hero Cards (

Saxon). Leader figurines CANNOT be counteo

2. Notes the level of each AHtinity Marker: the marker's row lists
now many Victory Points the player gains per each taction's
army—ranging from O points at the bottom to 5 points at the top.

For example, Uhtred has 2 Affinity for the West Saxons. He

gains 2 Victory Points for each West Saxon army chosen.

West Saxons:

Mercians:

Northumbrians:

or example, Alfred scores as a West
for scoring, however.

(Hero King

Alfred scores as = 6 points
West Saxon)  J

= 2 points

= 0 points

4 total armies and Thero figure scores a total of 8 Victory Points

The crossed-out armies are ones not chosen to be scored.

On-Your-Own Bonus: A player scores an additional 5 Victory
Points if they are the only winning player in the Conflict.

11

The Saxons’ Strength: 6 armies

that have @ . Uhtred in Round | has &f
and his hero, King Alfred, has § .

The Danes’ Strength: 3 armies
that have 13/, Guthrum has (17, and his

ability states that up to 3 Dane armies

are 41/, adding an additional {3

When the Conflict in Wessex is resolved, the Saxons have 9 Strength
and the Danes have /. The Saxons win and Wessex has peace!

LOSE THE CONFLICT:

It a player's Allegiance is with the losing
side, they score no points. Instead, they
gain 2 Action Tokens, which are placed
behind their player screen

On-Your-Own Bonus: A player gains
an additional 2 Action Tokens if they are
the only losing player in the Conflict.

)(

MOMENTUM [{

» .-
5/

Momentum:

In a Z-player game, after a
scoring for a Conflict, set
the Momentum Marker
to that winning side. In the

next Conflict, whichever

side the marker is showing is
considered to have +1 player
for determining the On-Your-Own Bonus

For example, if the marker is set to the Saxon side,
and you have Dane Allegiance and your opponent
is aligned with the Saxons, then, win-or-lose, you
would gain the On-Your-Own Bonus.




/
CONFLICT PHASE CONTINUED...

DISBAND EXCESS ARMIES:

f there are more than 5 armies in the Region after a Conflict then armies
must be disbanded until there are D or tfewer. lo do this, follow this rule:
"Have one of every army; if possible.”

Armies at the end of Conflict:

)59%,%5,8,98

No matter which type ot army, start

by removing 1from whichever type
nas the most. It multiple armies are
tied for the most, remove 1from each
of the tied types. I there are now 5
or tewer armies, then disbanding is
done. If there are still more than 5,
then continue disbanding until there
are D or fewer.

4 remaining armies

RESET FOR NEXT CONFLICT:

1. Move the Conflict Token to the
Region with the Succession
Token—this is the next Conflict
Region.

2. The player that currently holds
the Invasion Token chooses
which Region to place the next L D e

. - . e, EAs[ Am_tﬂm
Succession loken. The Region TemliGin

cannot already have a Peace

loken, and it there is only one
Region lett without a Peace
loken, the Succession Token is

not placed and is removed from

the board.

} R _ 1
INVASION &

PREPARE 9 Lo
EC :

3. Place the Invasion Token back
onto its space on the board.

4. Proceed to the next Conlflict with all players taking turns until they

consecutively pass. The player to the left of the player who passed
ast will take the first turn of the next Conflict. Once all 5 Conflicts
nave been resolved, move to Cleanup Phase (Round | only) or Final
Scoring Phase (Round Il only).

PHASE 3: CLEANUP rounpionLY)

After Round | is complete, it is time to prepare for Round l;

IR g T N A
STHRT]NG ACTION TOKENS

@ @ @ @ . :i: I‘“’ _
4 ‘1,! i ‘_‘\ % “1. ',1.""' ' ll""
s & i Y

1. Gain up to the amount of Starting Action
Tokens listed on your Leader Mat, placing

those behind your player screen.

2. Discard all Round Cards currently played
in your play area to the discard pile, except
for any Hero and Instant Cards that have a
Permanent Effect—those continue providing
you with their benetits in Round |,

3. Discard all unplayed Round Cards in your
nand to their respective discard piles, and
gain 1additional Action Token for each caro
discarded from your hand.

4. Return the 2 Leader Cards to your hand.
5. Remove all Peace Tokens from the board.

6. Give the Conflict Token to player who last had the
Invasion loken, and give the Succession Token
to the player lett of that player. Place the Invasion
Token back on its spot on the board. These players
will place the Conlflict and Successions Tokens at
the start of the next Conflict Phase and the next
clockwise player will take the first turn.

Players are now ready to start the Draft Phase tor Round |l using cards
rrom the Round Il deck.

PHASE 3: FINAL SCORING rounb 11 onLy)
After the Conflict Phase of Round Il is

finished, the war is over and players are
ready to see which Leader has gained
the most Victory Points. Total all the
Victory Point Tokens from behind each
player's screen.

The player with the most Victory Points is crowned the ruler of
Britain. In the case of a tie, based on the Peace lokens from the eno
ot Round ll, the player aligned to the faction with the most tokens wins.
[t the tied players are aligned to the same faction, then add their total
Affinity Levels and the player with the most wins. If players are still are
tied, then the Leader with the highest Initiative number wins.
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TO SEE IS
TO BE WISE

1 SHALL .
TAKE WHAT
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ACTION PLAQUE EFFECTS

“ach plague has two ditterent sides: one regular and one
n a Z-player game. Note if the side you are
icon when setting up your game.

TO BE WISE

| PRIMARY

Action 8

o

| pRiMARY
| e g

DESTINY
IS ALL -
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fFor Z2-players

To See is to be Wise- Primary Action

You must change your Allegiance.

@ Side:

You must also lose 1 Action

oken (you can still pertform
this action even if you do not have 1token to lose).

| Shall Take What is Mine- Primary Action

Move any 2 armies into an adjacent Region. From that

Region, move any 1 army to a different adjacent Region.
@ Side:

Also, the player selects 1 card at random trom your

opponent's hang, looks at it, and returns it

No Mercy- Primary Action

Select 2 adjacent Regions and remove 1army from each
Region. Then, gain 2 Victory Points to place behind your
olayer screen.

@ Side:
Instead of gaining 2 Victory Points, gain 3.

“Destiny is All”- Passive Secondary Action

L ook at the top 3 cards of the Round || deck and ado
one to your hand. Put the other 2 at the

hottom of the

deck without showing your opponents. | his action does
not end your turn.

@ Side:

Same as other side.

| AM DANE

PRIMARY O
ACTION 4

®, DOUBLE DOWN

MAKE.THE )

RIGHT
_ .CHOICE

ENGLAND
IS BORN:

" ENGLAND
 ISBORN

PRIMARY 0
~ AcTioN E--_

=41 SECONDARY
A PASSIVE

&l
0=

+

imkY SECONDARY
F PASSIVE

& LOCKED

."'f | |'ﬁrt'f

® DOUBLE DOWN

o2 )

|am Dane- Primary Action
Add 2 Danes to any Region.

Englandis Born- Primary Action

Add

Mercian,

1 West Saxon, and

1 Northumbrian, each to seperate Regions.

i f

(2? Sides’' Effect:

lo Double Do

Double Down

wh, you must be aligned to the faction

isted on the plague (either Saxon or Dane). lake the extra

Allegiance M

arker from nearby and place it on top of

your own marker. [ he other player cannot now Double

Down (neither
Allegiance, tor

as Saxon or Dane), nor can you change
the remainder of the current Contlict. When

the Contlict is resolved, it both you and your opponent
share the same Allegiance and your taction wins, only
you score Victory Points—the other player has lost the

Contlict and they receive 2 Action lokens. Neither you or

your opponen

' receive the On-Your-Own Bonus, however.

Atter the Cont

ict resolves, return the Allegiance Marker to

ts starting location nearby.

Make the Right Choice- Passive Secondary Action

Gain any 1 Affinity (West Saxon, Mercian,

Northumbrian, or

Dane) of your choice. This action does not end your turn.

Locked

| {4 Side's Effect:

Atter gaining 1 Affinity of your choice, take the Locked Marker,

flipping it to your current Allegiance's side. You are no longer able to

change A

while holc

legiance for the remainder ot the current Contlict's duration
ing this marker—you are locked with this Allegiance. |1 the

other player uses the same plague's action, they then take the Locked

Marker from you and set it to

resolved, return the Lockec

their Allegiance. Atter the Conflict is
Marker the its starting location nearby:.

DESIGNER’'S NOTE FRoM JOHN D CLAIR

D Clair Very big thanks to t

interesting design c

King is Dead, a bri

warring factions where players are not lockec
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ne smart and fun folks who helped with all the playtests.

nallenge and their ti
team for their trust in me and their exce
a couple of great games that informed and
mine which inspired the idea of card dratt phases followed by dynamic battle phases. Second is The
iantly elegant design t

me and input were inva
lent contributions to the game design. |'c
inspired this design. First is Blood Rage, a favorite game of

hat informed some of
into one side or the other.

his was a different and

uable. Thanks to the Gamelyn Games
nighlight

also like to

my design framework around multiple
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GAMEPLAY EXAMPLE Turn Q -3 Uhtred: Uses his Primary Leader e B

Movement Action, paying 2 Action lokens to move N Rirsd tes ey
Here is an example of the turns tor the first Contlict in Round |. This is a 4-player is figurine from Northumbria to Mercia. He also has P
game with the Leaders Uhtred, King Altred, Guthrum, Aethelwold the Leader Ability, ‘After Uhtred moves, he may move friinn

N T

| additional Region.

his allows him to then move trom
After Phase 1: Draft, all players must play any cards with Instant Secondary

Actions (E4) that they have in their hands:

2« ¥ Uhtred plays Brutal Tactics, which gains him 1 Action Token Since Uhtred has Dane Allegiance, and his Permanent Eftect is that he is 2
| Strength in Round |, the new Contlict totals are 6-Saxons vs. 5-Danes.

Mercia to Wessex.

t also has a Permanent Eftect that allows Uhtred to gain 1 Victory

:) ' ' ' . '
oint Tokendv\:theneveﬂ or more armies ot his opposing Allegiance T O-@Aethelwold: Flviaes F e S v Pibieg
s i AT L Both Sides, which he adds 2 Dane armies to Wessex (which :
v @Guthrum plays Friendships which gains him 1 West Saxon each are + Strength due to Guthrum's Permanent Effect), and in |
Atfinity and 1 Action loken. Fast Anglia adds 1 West Saxon, 1 Mercian, and 1 Northumbrian
« ) Acthelwold plays Empathy for All which gains him 1 Action army. Me then changes his Allegiance to Dane
TO"(eﬂ, dnao then gains him 1 Aﬂ:lﬂlty with the ':action be has the The new Conﬂict tota‘s are Q-Danes VS. 6-58)(0“5.
least Aftinity with. Since he has O Northumbrian Attinity, he gains
Northurbrian, He also has the Leader Abilty, Acthelwolds Dane  Turn - @ Guthrum: Seeing that the Danes are winning, e passes his turn
Atinity is always equal to his lowest Saxon Atrinity. Since 1is his
lowest Saxon Attinity, his Dane Attinity loken is also moved to 1 Turn@-e King Alfred: He first spends 5 Action Tokens at the
Starting the Contlict: Since Uhtred's initiative number is 1, he places the Action Market to use the Secondary Passive Action, Destiny is All
Conllict Token in Wessex. Since Aethelwold's initiative is 2, he places the I'his allows him to draw 3 Round Il Cards, look at them, and then
Succession loken in Northumbria. Since Guthrum's initiative is 5 he takes the Choose one 1o keep. Destiny is All s plaque then moves to the back
i e S AL P e AN Sl | of the row. He then spends 3 Action lokens to use the Primary

Action, England is Born, to at 1 West Saxon army to Wessex, 1

The Starting Strengths in Wessex:
* The Saxons have King Alfred and 3 West

Saxon armies, which ofter 4 Strength.

Mercian army to Mercia, and 1 Northumbria army to Northumbiria.

The new Conflict totals are 9-Danes vs. /-Saxons.

Turno -3 Uhtred: Seeing that the Danes are winning, and
acknowledging that King Alfred is not ready to quit, he passes his turn.

* [he Danes have 2 Dane armies, which
ofter 2 Strength.

Tu”‘o eGuthrum Uses his Primary Leader Turn 0--Aethelwo|d: Spends 4 Action lokens at the
Movement Action listed on his Leader Mat: he spends 3 _.“#, | Action Market to use the Primary Action, No Mercy, which he
Action Tokensto move his iguring Jromi Eest Analia e i e removes | West Saxon army rrom Wessex and 1 Mercian army

Allegiance before scoring.

=P R E irom the adjacent East Anglia, and then he gains 2 Victory Point

to 3 Dane armies in Guthrum's Region are +1 Strength.,”  Ter. <@9w okens. Since Saxon armies are removed, Uhtred's Brutal lactics

nGuthr um's R egiona

Wessex. His tigurine also has the Permanent tftect, "Up

Since there are 2 Dane armies, the Dane Strength is +2. Permanent Effect triggers and Uhtred gains 1 Victory Point Token.

The new Conflict totals are 9-Danes vs. 6-Saxons.

With the addition ot Guthrum and his ability, the Dane's Strength loken on the
track moves from 2 to D. The new Conllict totals are 5-Danes vs. 4-Saxons.

Turn 0-®Guthrum: He again passes, lying in wait

Turn Q - e King Alfred: He tirst plays the Secondary Passive

Action Card, Chaos, which allows him to draw a card from the Rounad
| deck and add it to his hand, which he draws Round lI's Maneuver
Card. He then decides to play it as a Primary Action, gaining 2 Action

Turn - @ King Alfred: He plays the card Brida, adding
Brida’s figurine to Wessex. She is a Hero with an Allegia

Ring tlipped to the Saxon side, and she otters 1 Strength to
the Saxons. She also has the Permanent Eftect, “If your sid

lokens, and then first moving 1 Dane army trrom Wessex to Mercia,

and then moving 2 Mercian armies from Mercia to Wessex. wins the Contlict in Brida's Region, you may return any one

of your tace-up Primary Action Cards in play to your hand.

The new Conflict totals are 6-Saxons vs. 3-Danes. The new Contlict totals are 9-Danes vs. /-Saxons.




Card, Change of Heart which changes his AHegance rom Dane to

Saxon (he flips his Allegiance Marker and Ring, and then he also gains 1

Dane Affinity. Also, since Alired has the Permanent Eftect on his Leader

Region, they gain 3 Action Tokens, Uhtred gains 3 Action lokens.

This change massively swings the Contlict total: 9-Saxons vs. /-Danes.

Turn @f-@Aethelwold: Having failed in his plot to usurp his uncle,

being betrayed by Uhtred, and also not trusting Guthrum'’s Allegiance to
the Danes, he decides to Prepare for Invasion, taking the Invasion Token.

Since there are no Peace Tokens on the map he does not gain any Action gl

lokens tor doing so. He will place the Succession loken when resetting
tor the next Contlict, but for now passes tor the remainder ot this Contlict.

Turn @-e Guthrum: Also seeing victory tor the Danes slipping away,

but with a secret ploy up his sleeve to put himselt on top, he passes.

Turn @/-e King Alfred: He passes, contident in Saxon victory.

Turn @-ﬂ Uhtred: He passes, and with all players consecutively
passing, the Conflict is now ready to be resolved.

Resolving the Conflict:

With a final Conflict total of 9-Saxons vs. 7-Danes, the Saxons win the

Mat: "It a player changes Allegiance to Saxon and their Leader is in Altred's

'. Mercians

SAXON

Contlict! Place a Peace Token flipped to the blue Saxon-side into Wessex.

H fth- f

el =
I'H rl n‘ ! I'l. ;\‘_—. | . -

Next, for each Leader, resolve their outcomes for either being on the winning or losing side:

3 Uhtred is aligned with the Saxons o King Altred is aligned w

so, he wins the Contlict. He scores Saxons so, he wins the Conf
\/ictory POiﬂJ[S for armies in WESSEX: A-H:inity: Armies:
Aftinity: Armies: epsat 3)

(max of D) ] s | s

ith the

=9 points

= 2 points

Total of 5 Victory Points

Permanent

9 hmmmwn. :

cmm-'tu-uii_.-llw"’“"“"f’ <| ﬂg Ah(l"ed

hand.

lotal of 11 Victory Points Affinity:

3rida also has a
that triggers, allowing

the Maneuver card
ne played back to his

@ Guthrum is aligned with the
ict however he has the Leader Abili
"When Guthrum is in the Conflict

Region, and his side loses, he may

Armies:
(max of D)

FHiect

to add

Danes,

L)

change Allegiance before scoring.
He therefore, changes to Saxon and
wins, also gaining 3 Action lokens tor
changing in Alfred’s Region:

Total of 5 Victory Points

@ Aethelwold is aligned with the

Danes so, he loses the Conilict. He
does not gain Victory Points, but
instead gains 2 Action lokens, and

7 additional Action Tokens for the
On-Your-Own Bonus, being the only
Leader aligned with the Danes.

He also has the Invasion
Token so he will choose the
next Region to place the
Succession loken in.

After all players have resolved their scoring, disband excess armies and reset for the next Conflict in Northumbria (see pg 12).

)

1




Primary Action: You must perform one per turn, or else you
pass. | hey change the state-ot-the-board in some way.

/
QUICK REFERENCE GUIDE

4

Gain: The plus symbol means that a player gains the listed item, ~.
whether it be Victory Points, Action Tokens, or Affinity (see below). &

h:

Passive Secondary Action: Any number of these can be
performed before a Primary Action is performed, or can even be
performed and before passing a turn.

Victory Points: Gained when winning Conflicts or by Instant Secondary Action: Pertormed immediately when the

pertorming actions, these determine which player wins the . card enters your hand.

® game in the final Scoring Phase.

Note: You must perform any type ot action to its tullest, it possible. It
not possible, pertorm as much of it as you can.

Action Tokens: (Gained at the start of each Round and when

performing actions, these can be spent to pertform actions in
the Market at the top of the board, and to move a Leader. @ Region: One of the five kingdoms on the board:

Northumbria, Mercia, Wales, East Anglia, and Wessex

Allegiance: Change between aligning with
the Saxons or with the Danes, the two sides m Adjacent Region: Regions that share a single border.

fighting each other in the Conlflict.

Aftinity- [he level of tavor a player has with one ot the tour tactions:

Non-Adjacent Regions: lwo Regions
¢ % are not connected by a border
adXxXol arne
| | | |
: - 2 % Py Ditferent Regions: An action that must
' Affinity of the ' be pertormed in difterent Regions.
West Saxon Mercian Northumbrian Dane lowest faction =%
| | | reace L0 F Peace: When a faction wins a Contflict,
Y X A 5( Strength— Ihe amount each army and ﬁgure in a Conflict 'Iu_1 p\ace 3 Peace Token, ﬂipped to the winning

Region contributes to winning the Conlflict. This is totaled /W Faction's side in the Conflict Region
using the Conflict Region Track at the bottom of the boaro

Y _.of Higher Strength- The requirement that the player's faction has
_ the higher Strength in the listed Region. A tie in Strength does not 4
NA  count as being “higher.”

i ._:'_._ {pr

Conflict Region

Add: Add the listed item to a Region. If there are
not enough of a specitic army in an Army Pool,

then an army cannot be added.

Remove: Remove the item from a Region,

Armies- Represents a single unit of one of the 4 tactions and N
returning it to the supply.

contributes 1 Strength () to the Conflict Region:

Saxon Dane @
|
_ For setup: a random
I -
army from the bag
West Saxon Mercian Northumbrian Danes  Onacard:an army
of the player's choice

v A Specitfic Region: Perform an action in a
wq  Region, such as adding an item, but it must
" be adjacent to a Region matching the listed
required item.

Move: Move the item trom one Region to an
adjacent Region. When moving a \2) you may
always choose to move one ot your Leaders/
Heroes instead ot an army.

Figurines- Represents either a Hero (€)) or Leader ([£3).
Figurines have the Allegiance of the player controlling them
and by default, contribute B to their faction in a Region.
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