
 

 

 
 

v1 player   b14+    � 60-90 min. 
 

Here you are, fresh heir to the kingdom’s throne, ready to explore rich uncharted lands and make a name for yourself. It is 
time to turn over a new leaf in the history books... 

 
“20 Years” is a game of city building and resource management with light polyomino elements, set in foregone 

medieval times. It is played over a series of 20 turns, or game years. The aim is to build 5 magical towers around 
your realm, but for that you will need to roll, build, trade and slash your way to victory. 

 
NEW! , to get you started! Rules video available here

x Game board + reference tables → 1 page (A4*) 
(also provided: Game board 2 per page and Game board large) 

x Kingdom Ledger → 1 page (A4*) 
x Rules → 9 pages (A4*) 

Players need to provide: 

x 6 dice 
x Pencil, eraser 

* The game has been designed with the A4 paper size in mind; other paper sizes may need a bit of tweaking for 
the perfect print layout. Game board 2 per page may need some scaling to fit. 
 
 

 

 
 
 
 
 

 
 
 
 
 
 

For your first game, print out First game.pdf. Optionally, print out these rules. Place the game 
board with the reference tables in front of you and the Kingdom Ledger next to it. Decide on 
the difficulty you wish to attempt. For a standard game, the aim is to build 5 MAGIC TOWERS. 
For an easier game, it is to build 3. For a harder game, it is 7. Gather the dice – you will start 
with 5 of the same colour. Have your pencil and eraser handy. You are ready to go! 
 
To save the reference tables for future games, you can just cut that portion out along the 
dotted lines. You already have the Kingdom Ledger, all you need now is a new game board (it 
is not recommended to use the same one more than once since you will be writing and erasing 
a lot, but this is ultimately left to your discretion). You have two options for new boards: 
either the regular ones (two per page) or the extra-large one (one per page). 
 
If at any time during the game you should run out of space in a section, just erase the entire 
section and write the new values in the created space. 
 

 

https://youtu.be/Oyd62SaGnk8


 

 
 Begin by marking the current turn on the turn tracker. 
 Then go through the following three steps in order (also 
 provided as a reference table).  
 

 
 

The Kingdom Ledger is the history of your Kingdom in written form. Every year equates to a 
game turn. These two concepts – “year” and “turn” are interchangeable. 
 
Read the excerpt corresponding to the present turn. It will be comprised of a story snippet 
and a game effect. The effect applies immediately and, if applicable, for the entire duration of 
the turn. However, if a certain condition requires to be met, you usually have until the end of 
the turn to do so. Whatever is gained or lost stays that way. Any other effect supersedes the 
present rules. Reading ahead in the ledger is encouraged, as to better prepare for the future. 

 
 

 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 

You start the game with 5 dice                                and three rolls                       . You may also gain   
a 6th die         and a 4th roll          by building and upgrading THE WINDMILL (see ). 
 
Roll the dice in order to obtain basic resources and/or gold. You get wood by rolling a 4+5 
combination, stone by rolling 5+6, leather by rolling 4+6. These combinations do not 
overlap, meaning that a 4-5-6 roll will only get you one of them. You get gold by rolling a 1, 2 
or 3 – 1 gold piece/die. 
 
You may roll multiple combinations in one roll, such as 4-5-4-5-2. In this case, you get 1 
extra resource per further combination (in this example, 1+1 wood). 
 
You are allowed to roll again, up to a total of 3 times, keeping and removing dice between 
rolls. A 4th roll is obtainable with the 2nd upgrade of THE WINDMILL (W2). You may keep any 
number of resources and/or gold at the end of these rolls. 
 
Once you are done rolling, update the number of resources on your game board. 
 
How many basic resources you get per dice combination is dictated by how many resource 
structures you own. The CAPITOL provides 1 for each basic resource. In order to obtain more, 
you need to build the appropriate structure (LUMBER MILL for wood, QUARRY for stone, 
TANNERY for leather), up to 3 of each (see ). Mark a new resource structure 
with an X underneath its icon, so you know how many resources you obtain. 
 
Example: A player rolling 1-5-6-5-6 will get 4 stone 
(1 from the CAPITOL, two from the two quarries and 1 
from the second 5-6 combination). The player also gets 
1 gold from rolling a 1. 

 



 

Once you have rolled, you may now choose a course of action for this turn. You may play as 
many actions as desired and in any order, as long as it does not contravene the current effect 
from the Ledger. Here is a break-down of all possible actions: 

 
 
 
 

Choose an unoccupied tile on the game board, adjacent to tiles already part of your kingdom 
(diagonals not allowed). As long as you have enough gold to acquire it, you may try to claim it. 
The cost is written on the side of the board, it is always the higher number between the row 
and column. 
 
First, roll a die to check if the tile is guarded by enemy bandits. 
If you roll a 5 or a 6, the tile is guarded and you have to fight 
the guards in order to claim the tile (see fighting). The number 
of guards is always in relation to the cost of the tile: it is the 
cost multiplied with itself, but never more than 10. Thus: 
 
If a fight is initiated and won, subtract the gold from your total and gain the tile. If a fight is 
initiated and lost (or fled from), you may not claim any more tiles this turn. Remember that if 
you decide to flee, you will lose a Victory point. 
 
Important: you may try to claim land with no army at all! If you discover guards, though, you 
will automatically flee and thus lose a Victory point. 
 
To mark that the tile is now part of your kingdom, draw its 
contour.

Now that you’ve got land, you  may wish to build on it. Structures are ways to improve your 
kingdom and gain Victory points. Each structure adds a unique benefit, as illustrated under 
the section  and in the Structures reference table. 
 
In order to build a structure, you need enough empty land and enough resources to pay the 
associated cost. The three resource buildings are free to build (see ). You may: 
build any structure in any order (upgrades must be built in order), rotate or mirror a 
structure so that it will fit better (ideally not blocking any future upgrades). You may not: 
build only part of a structure. Upgrades count separately. 
 
Next, draw the structure (or upgrade) on the board, as 
referenced in the table. Optionally, you may wish to lightly 
colour in the tile for a better overview of your kingdom. 
 
Important: Some structures, such as the ARMOURY or the MAGIC 
TOWER have special placement rules, see .



 

Demolishing any structure or upgrade is possible, with the exception of the CAPITOL, the 
STATUE and the resource structures (LUMBER MILL, QUARRY and TANNERY). Demolishing a 
structure or update must be done in its entirety. You cannot demolish the basic structure 
without demolishing the upgrades as well. The corresponding effect will no longer apply. In 
the case of the treasury, you will not trigger its effect twice by demolishing and re-building it. 
To demolish a structure, simply erase it from the game board.  

 

The MARKETPLACE enables 2 types of trading: basic (exchanging between wood, stone or 
leather at a rate of 1:1 and the cost of 1 gold ) and gold (trade 3 gold for any 1 basic resource 
at any time). There is space to mark this on the game board, underneath the gold symbol.  
 
With the PORT built, you may engage in trading for rare resources (metal, gems and spices). 
For more details on their use, see . The standard rate for trading is 3:1 between 
basic and rare resources and 2:1 if you own the MARKETPLACE. There is space to mark these 
rates on the game board. 
  
Important: Wood trades for metal, stone for gems and leather for spices. There is also no 
way to revert from rare resources to basic resources. 

 
There are three types of troops that comprise your army, in order of strength: footmen, 
archers and knights. You buy them in sets of 5, for the price shown on the game board. 
There is no limit to the number of troops you may have. Do remember that the level of your 
BARRACKS dictates which troops you may recruit at a given time. 
 
If you own the armoury, you may purchase bombs at the cost of 1 spice each. In order to 
mark a bomb as purchased, encircle it on the game board. To mark it as used, cross it out. 
 
You may use a total of 5 bombs during a game. 

 

 

The dungeons are a means of gaining loot, valuable rewards and potentially bonus Victory 
points. They are one reason why you would want to build a powerful army. However, raiding 
dungeons is not necessary to win the game.  
 
By building the required entrances (D1 for levels 1-3 and D2 for levels 4-6), you may attempt 
to raid a dungeon level per year. Failing an attempt (losing or fleeing) means erasing the level 
and trying it again in a subsequent year. Winning will get you the reward shown underneath. 
 
You start at the entrance (arrow up) and must work your way deeper, towards the exit (arrow 
down), moving orthogonally from room to room. Some rooms are optional. Dungeon levels 
become increasingly longer and more difficult.  



 
 

 
 
 
 
 
 
 
 
 
 
 
 
 

 

Each room, including the entrance and the exit, may contain one of two things: monsters or 
bonus loot. Upon entering a room/the dungeon, roll 2D6 (two 
dice). If the dice show different numbers, add them together and 
this is the number of monsters you will have to face (the type 
differs with each level, see the reference table). Write down this 
number in the current room. 
 
You may not move into the next room until the battle is over. You either win, lose or flee, the 
latter costing you 1 Victory point as well. 
 
If the dice show the same number, you immediately gain loot and may choose between 1 
wood, stone, leather or gold. 
 
Remember that as long as you own the church, you gain 1 Victory point every time you 
successfully defeat monsters in a dungeon room. You may either mark these points every room 
or at the end of the raid. 

Once you have played out all your actions, the turn ends. Mark the next turn on the game 
board and read the new entry in the Kingdom Ledger. 

 
 

 
 There are three type of resources in the game. 
 

Basic resources consist of wood, stone and leather. Wood and stone are mostly used for 
building structures, whereas leather is mainly used for recruiting troops. All three are 
necessary to trade against rare resources. They are obtained by rolling the necessary dice 
combinations. Building their corresponding resource structures ensure you will gain more 
when rolling (see ). You can also obtain basic resources as 
dungeon loot, rewards and through special events. 
 
Rare resources consist of metal, gems and spices. Metal is used exclusively for recruiting 
knights, the most powerful type of army unit. Gems are used to build powerful structures, 
including the MAGIC TOWERS, necessary to win the game. Spices are used to build the 
ARMOURY, purchase bombs and are also worth Victory points at the end of the game. Each 
rare resource corresponds to one type of basic resource (wood, stone and leather, respectively) 
and can be obtained by trading against 3 of them (with the PORT, or 2 of them with the PORT 
and the MARKETPLACE). You can also obtain rare resources as dungeon rewards and through 
special events. 
 
Gold is mainly used to claim land tiles. Apart from that, it is needed in basic resource trading: 
1 gold for every transaction between two basic resources. 



 

 

 
With the exception of the basic resource structures and the MAGIC TOWERS, all structures are 
one-of-a-kind. Here is an overview. 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

CAPITOL – starting structure. Cannot be demolished. 
 Provides 1 wood, 1 stone and 1 leather to their respective rolls. 
 
LUMBER MILL – free. Basic resource structure. May build up to 3. Cannot be demolished. 
 Provides 1 wood to wood rolls. 
 
QUARRY –  free. Basic resource structure. May build up to 3. Cannot be demolished. 
 Provides 1 stone to stone rolls. 
 
TANNERY – free. Basic resource structure. May build up to 3. Cannot be demolished. 
 Provides 1 leather to leather rolls. 
 
MARKETPLACE – costs 2 wood, 1 stone. 
 Enables basic and gold trading (see ). 
 
TREASURY – costs 2 wood, 1 stone. 

You have a choice between gaining 7 gold immediately or 1 gold/turn, for the 
remainder of the game, including the turn you build the TREASURY. 

 
WINDMILL –  Level 1 costs 3 wood. 

Starting with the following turn, you will add a 6th die to your die rolls. 
Level 2 costs 2 wood, 1 stone. 
Starting with the following turn, you can roll up to 4 times/turn, instead of 3. 
Level 3 costs 1 leather, 1 gem. 
You gain a golden die: each turn starting with the next, you may set one of your 
rolled dice to any desired value and keep it between rolls.   
You can mark all three windmill upgrades on the game board. 
 

 
PORT –  costs 3 wood. 

Enables rare resource trading (see ). 
 
BARRACKS –  Level 1 costs 2 wood, 2 stone. 

Allows you to recruit footmen (in sets of 5). 
Level 2 costs 2 wood, 2 stone. 
Allows you to recruit archers (in sets of 5). 
Level 3 costs 1 wood, 3 stone. 
Allows you to recruit knights (in sets of 5). 

 
ARMOURY – costs 1 spice. Must be built adjacent to the BARRACKS (no diagonals). 

Allows the purchasing of bombs (see ). 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

STATUE –  costs 3 gems. 
Worth 10 Victory points at the end of the game. 

 
 
DUNGEON –  Level 1 costs 3 stone. 

Allows access into dungeon levels 1-3 on the game board. 
Level 2 costs 3 stone. 
Allows access into dungeon levels 4-6 on the game board. 

 
CHURCH –  costs 1 wood, 2 stone. 

As long as you own the CHURCH, you gain 1 Victory point every time you defeat 
monsters in a dungeon room. 

 
MAGIC TOWER – costs 1 wood/stone/leather, 1 gem. Can only be built on 5-cost tiles. 

You need to build 5 in order to win the game. (easy mode: 3, hard mode: 7). 
 

 

 
 
 
 

Regardless whether fighting to claim land, raiding the dungeon or through special events, 
fighting essentially takes place in the same fashion. 
 
First, determine the opposing parties. There might be more than one type of monster involved 
(though rarely the case), you will need to fight them in order. Then choose one of your troops. 
 
You now know who faces whom, it is time to see how they fare against each other. Each troop 
behaves differently in regards to different type of monsters. See the Monsters reference table 
to that effect. 
 
The outcome of battles is determined by dice rolls. Normally (the only exceptions being the 3 
bars in the monster reference table), each of your units is guaranteed to kill a monster; the 
question is whether they also die alongside it. To find out, refer to the table. A “4-6” means, for 
instance, that if the rolled die lands on 4, 5 or 6, the unit dies next to the monster. 
 
Example: 1 footman is facing 1 lizardman (3-6 against footmen). A die is rolled for the encounter. The 
die lands on 2, so the lizardman dies and the footman lives to fight another day. Had the die landed on 
3, the footman wouldn’t have been as lucky. 
 
To simplify and accelerate fights (you will often have greater numbers pitted against each 
other) it is recommended, whenever possible, to roll in “sets of 5”, that is to say you roll 5 dice 
at once, applying results and remembering them, then rolling 5 more, and possibly rolling a 
remainder as well. If you have less than 5 units in a troop, roll that number of dice only! 
 
Example: 12 archers are facing 8 bandits (5-6 against archers). Since you are fighting in “sets of 5”, 
roll 5 dice for the first 5 archers. The die roll is 2-4-5-5-6. This means 3 archers have perished while 
killing 5 bandits. You might want to update the number of archers. You have 12-3=9 archers left. 
There are now 3 bandits left. You choose the archers again and only need to roll 3 dice: 1-3-4. There 
are no more casualties on your side. You have won the battle.  



 

 

 
 
 
 

Do keep in mind that despite starting with a large troop, you might still end with less than 5 
units, so the “set of 5” might no longer apply, as you will have fewer dice to roll. 
 
You are free to decide how you want to engage in battle and how many of each troop you 
want to employ – you have to roll for each troop separately, though. 
 
Example: You have 10 footmen and 2 archers. You are facing 6 wolves. You choose the 2 archers (die 
on 6) and roll 2 dice: 5-6. One archer dies. There are 4 wolves left. You roll for one archer: 6. 
Unfortunately, you are out of archers. There are 3 wolves left. It is the footmen’s turn (die on 5-6). 
You roll 3 dice: 3-4-5. One footman dies. You have 9 footmen left. You have won the battle. 
 
Knights are a special type of unit that instead of killing 1 monster, always kills 2. This is 
reflected with “(d)” in the reference table, as in “double kill”. 
 
Example: You have 6 knights. You face 8 ogres (5-6(d) against knights). For this battle, you only need 
4 knights, as each knight will kill 2 ogres. You roll 2-3-4-5. One knight dies. All ogres have been 
vanquished. You have won the battle. 
 
In situations where you face odd numbers of monsters, you must employ one extra knight, e.g. 
5 knights for 9 ogres. 
 
You can use bombs at any given time if you have them. For each bomb, roll 10D6 (that is to 
say, 5 dice twice) and kill as many monsters as the dice landed on 4, 5 or 6. 
 
Example: You face 8 giants. You use a bomb and roll 10 dice. The first 5: 2-3-5-5-6. There are 5 
giants left. The remaining 5 dice roll: 4-5-5-5-6. All giants have been killed. You have won the battle. 
 
If you have no more units or bombs to fight with, you have lost the fight. You may also flee at 
any time (apply the results of the roll first!), but you will lose 1 Victory point this way. 
 
For each victory (guarded land or special events), you gain 1 Victory point immediately. With 
THE CHURCH, you also gain 1 Victory point every time you defeat monsters in the dungeon.    

 
 

 
The game is over at the end of 20 turns, regardless whether you win or not. The victory 
condition in a standard game is to build 5 magic towers on the outside row/column of the 
game map. To play an easy game, you have to build 3 magic towers only. To play a hard 
game, you have to build 7 magic towers. Of course, this is decided before you start playing. 

 
 

 

 

During the game, you may gain or lose Victory points through: 

� winning battles (1 Vp/fight and 1 Vp/dungeon room if you have the CHURCH) 
� fleeing (-1 Vp) 
� special events as they occur in the Kingdom Ledger 



 

 

 
 

 

In order to calculate your final score, you will add up the following (also in the Victory 
points reference table): 

� 1 Vp/standard structure and 1 Vp/upgrade built (all structures excepting the CAPITOL, 
the resource structures, the STATUE and the MAGIC TOWERS). E.g., a Level 2 BARRACKS is 
worth 2 Vp. 

� 2 Vp/MAGIC TOWER 
� 10 Vp if the STATUE has been built 
� 1 Vp/spice left 
� 1 Vp for each 5 army units left. For this calculation, just add every troop together. 
� Cartographer achievement: 5 Vp if you have claimed the tile in the opposite corner of the 

map from your capitol 
� Architect achievement: 5 Vp if you haven’t demolished any buildings during the game 

 
 

 

 

Here are some variants to spice up the game. Do not expect them to be at all balanced, they are 
just here for the purpose of experimental/game-breaking fun. 
 
Play the game according to the standard rules, but: 
Instead of following the Kingdom Ledger chronologically, roll a D10 (or D20 looking at the 
last decimal) to see which event triggers each turn. Consider years 1-10 for the first 10 turns 
and years 11-20 for the last 10 turns. 
Effects clarifications: 
Year 1: Gain 1 gold and 5 footmen. 
Year 20: Nothing happens. 
 
 
Play the game according to the standard rules, but: 
Do not play with the Kingdom Ledger. Instead, you are free to develop and expand as you 
desire during 20 turns. You start with a set number of resources and army, such as 5 wood, 
stone, leather, gold and footmen. There are no limits to the number of resource structures you 
can build, just mark the extra ones outside the boxes on the game board. 
 
 
Each of these variants may be played in easy/standard/hard mode, which affects the required 
number of MAGIC TOWERS.  

 

 
Thanks to all playtesters. Special thanks to F. Bubulce for the golden die idea. 
Contact me @ mszro@yahoo.com or Catz1987 on BoardGameGeek.com. 
Created for the 2018 Solitaire Print and Play Contest. 
This work is licensed under a Creative Commons BY-NC-SA 4.0 license. 
For more information, visit https://creativecommons.org/licenses/by-nc-sa/4.0/.   

https://creativecommons.org/licenses/by-nc-sa/4.0/
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Name

Date

Level 1The Dungeon

      2D6

      = loot

Wolves

Level 2

Bandits

2 3

Level 3

Lizardmen

4     + 1

Level 4

    Ogres

5     + 2

Level 5

 Sorcerers

6     + 1

Level 6

    Giants

7     + 2

+
+
+

1

1

Turn sequence
1. Read ledger.

     effect applies for entire turn.
2. Roll available dice.

     roll up to 3(4) times.
     gain resources, gold.

3. Play any actions, in desired order.
     claim land (roll 5-6: bandit guards)

     build/demolish structures
     trade resources

     recruit troops, buy bombs
     raid the next dungeon level

Structures
capitol
adds 1 wood,
1 stone, 1 leather
to their rolls

quarry
produces 1
extra stone

church
+1vp per each
victorious battle
in the dungeon

statue
10 vp

dungeon
d1
access to levels 1-3
d2
access to levels 4-6

port
enables rare
resource
trades (3:1,
2:1 with
marketplace,
between basic
and rare)

marketplace
enables basic
(1:1 for 1 gold)
& gold trading
(3:1 for any
basic resource)

barracks
b1
recruit footmen
b2
recruit archers
b3
recruit knights

windmill
level 1
add 6th die
level 2
gain 4th roll
level 3
gain a golden
die

lumber mill
produces 1
extra wood

tannery
produces 1
extra leather

treasury
+7 gold now
or 1 gold/turn

armoury
manufacture
bombs for 1
spice each;
must be placed
next to barracks

magic tower
win condition;
can only be
built on 5-cost
land tiles

1
2
3

Monsters

wolves

bandits

lizardmen

ogres

sorcerers

giants

bombs: 10 d6, each kills on 4–6

kill... on...
foot-
 men

arch-
  ers

knig-
 hts

5–6 6 6(d)

4–6 5–6 6(d)

3–6 5–6 6(d)

4–6 5–6(d)

3–6 5–6(d)

1–6 4–6(d)

*d = double monster kill

Victory points
during the game:
• 1 Vp/victorious battle (events or guards)
• 1 Vp/dungeon battle (with church)
• -1 Vp each time you flee
• special events

end of the game:
• 1 Vp/standard building or upgrade
• 2 Vp/magic tower
• 10 Vp/statue
• 1 Vp/spice left
• 1 Vp/5 army left (add everyone together)
• Achievements: Cartographer – 5 Vp
                                Architect – 5 Vp

WON:

1:1(1), 3:1

3

2



  Here you are, fresh heir to the kingdom’s throne, ready to explore rich uncharted lands and make a 
name for yourself. It is time to turn over a new leaf in the history books...

Year 1. With what little you have, you settle this new patch of land.
gain a capitol, 1 gold and 5 footmen.

Year 2. Resources are bountiful this year. Use this prosperity to your advantage.
+1 to each rolled resource (excepting gold)

Year 3. A rumour reaches  your ears that a neighbouring tribe might hide a valuable stash of resources. 
It is up to you to investigate further.

if you proceed, roll 1d6.
roll 1/2: The rumour proves to be false. You do find some gold on your way back though. +1 gold.

roll 3/4: Aye, the loot was there! gain 1 wood, stone or leather.
roll 5/6: It seems you’ll have to fight your way out of this! fight 1 bandit and 2 wolves. reward is 

2 loot, split between basic resources and/or gold.
Year 4. Prospecting land has turned out to be a succesful venture.

for free, add 1 new land tile to your territory, anywhere adjacent to it.
Year 5. Peasants happily agree to pay taxes to their ruler.

gain 1 gold per resource building already in your kingdom.
Year 6. The peaceful, grazing sheep have attracted unwanted attention.

fight 3+1d6 wolves. win: +1 leather, +1vp. lose: -1 basic resource.
Year 7. Provided you build your subjects a church, you may wield the power of religion to coax all 

neighbouring bandits to join your cause.
if you own the church, all discovered bandit guards this turn become your footmen.

Year 8. Under the guise of wise lawmaking, you fill up your coffers to the brim. People applaud and 
praise you.

if you own the marketplace, you may trade between basic resources for free. you may also 
trade against rare resources, at a rate of 2:1, without owning the port.

Year 9. A foolish decision, perhaps. The kingdom is now met with the fiercest recession to date.
all resource rolls are limited to generating 1 resource/roll.

Year 10. A year of peace. No major events occur this year. You manage to breathe a sigh of relief.

Year 11. It becomes very lucrative to expand your kingdom ever further. Aspiring to be an emperor?
up to 3 land tiles are 50% off this year (rounded up: 1—1, 2—1, 3—2, 4—2, 5—3)

Year 12. Starting to make a name for yourself as a ruler, people look up to you and admire your decisions.
you may gain extra victory points this turn, by re-rolling less.

0 vp—3/4 rolls, 1 vp—2 rolls, 3 vp—1 roll.
Year 13. You come upon a pirates’ treasure map. Whereby you would have once scoffed at such a notion, you 

now decide you might pursue this thrilling adventure on the high seas. You just need to have a port.
if you own the port, you may follow the map to a remote island. it costs 2 wood to build a boat. 

the island hides 2 rare resources of your choice.
Year 14. People lay paralized with fear as a mighty monster attacks their dwellings. You need to put a stop to 

this devastation and employ your best warriors to slay the fierce monster.
defeat the next dungeon level. win: +2 gold, +2 vp.

Year 15. Plague strikes! Merciless, it causes people to drop like flies. Your army is panic-stricken.
choose one troop. their number dwindles by half (rounded down, e.g. 5—3. but: 1—0).

Year 16. You are about to receive the visit of an illustrious Grand Vizier. Appearances are everything.
you need to have a minimum of 1/each of the 6 resources. win: +3 vp. lose: -1 vp.

Year 17. Your capitol is under attack! You have one year to build barricades and fend off invaders! 
you need to have at least 3 archers and fortifications for a cost of 2 wood or 2 stone.

if these conditions are met, you gain 2vp and 5 gold.
if these conditions are not met, you fight 10+1d6 ogres. win: +1vp, +5 gold. lose: all gold!

Year 18. You may have upset the neighbouring kingdom with your relentless desire for expansion.
if you have uncovered any tiles on the 5th row or column, you will fight 2d6 ogres, 2d6 sorcer-

ers and 1d6 giants at the end of the turn. win: +5 resources of choice (or gold), +3 vp.
Year 19. With the help of a few precious gems, your wizard will be able to oversee the construction of magic 

towers on the border, thus leaving an enduring legacy of your reign over this land.
gain 2 gems.

Year 20. As your reign draws to a close, you look back upon your accomplishments. Years of glory, years of 
hardship, it certainly wasn’t easy. Luckily, your first born is here, fresh heir to the kingdom’s throne...

you win by having 5 magic towers at the end of this turn. refer to the vp section for your score.

Kingdom Ledger


