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Overview 
Players play as chieftains trying to build up their initially empty, joint chiefdom so that they score as many points 
as possible. They do this by choosing dice then draw the respective icons on their chiefdom according to the dice 
rolled on each turn. You win by having the higher scoring lowest scored icon than your opponent. 
 

Game Setup 
1. Players sit opposite each other and place the sheet in front of them. 
2. Determine the first player by rolling a die. 
3. The first player takes the 5 dice to start the game.  
 For your first game, play on the 9x9 board, omitting the outer grey edge with the mountain icons. 
 

Gameplay 
Each round of Chiefdom Duel is played in four parts: 

1. Rolling and Drafting Dice  
2. Drawing Icons and Scoring Points 
3. Check for Mountains  
4. Use the Abilities 
 

1. Rolling and Drafting Dice 
1. The first player rolls all the dice in the center of the table. 
2. The first player chooses one die and places in front of him/her. 
3. The opponent chooses two dice from the four left then places them in front of him/her. 
4. The first player again chooses one die from the two remaining dice. 
 
Both players now have two dice which they combine together to form a single pair (two icons orthogonally 
adjacent to each other) which shows the icon combination they will draw on their chiefdom, starting with the first 
player. 

2. Drawing Icons and Scoring Points 
Beginning with the first player, each player does the following: 
 
1. Draw the icons as a single pair onto an empty space on the sheet.  

During the first round, both players must draw adjacent to the pre-drawn icons on the sheet and they must 
draw those icons in different areas of the board (not adjacent to each other). 
2. First score one of the icons of the single pair you’ve drawn, and then the other.  
There are three lines emerging from the one icon you want to score. In all three directions for each icon, score 
one point for each matching icon. Icons you’ve just drawn do not score off of each other. 
Mark the leftmost empty square(s) on the respective icon row with a cross, on your score track accordingly. Score 
the second icon you’ve drawn in a similar manner. 
 
 



 
 
 
 

     The current situation of the board looks like this on the left. 
     The player has the dice with “2” and “3” (mask and forest). 

         
 
 
 
 
 
 
 
 
 
If the player decides the draw icons like this on the right, 
He can score 2 points for masks and 1 point for the forest. 
 
 
 
 
 
 
 
 

     He decides the draw icons like this on the left. 
     He scores 3 points for forest and 1 point for the mask. 
     He then marks his score track accordingly (shown below). 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

3. Check for Mountains 

If ever you create one or more isolated spaces (one empty square surrounded by at least two icons), you draw a Mountain 
icon on each isolated space and score one point for each icon orthogonally adjacent to the Mountain. 
 

4. Use the Abilities 

If you mark a square on your score track that contains an ability icon, you must immediately use it. 

Allows you to mark the lowest value on your score track.                Allows you to use one of the six abilities available. 
 
You cross out an ability once you use it, so you cannot use the same ability more than once. For the first time, you can 
choose any one of the six abilities, on later turns you choose one of the remaining ones. 



1. Split your dice to draw icons on the map. (Taking another turn immediately) 
2. Draw any one icon anywhere on the map. (Go wild!) 
3. Draw the icon shown on the remaining die. (Remember that fifth die that left alone each round?) 
4. Reroll both your dice and take another turn. (Explains itself I think.) 
5. Draw a cross icon anywhere on the map. (You can block your opponent’s future moves if timed well.) 
6. Mark any value on your score track. (You can chain a combo if you mark a plus sign.) 
 

If you mark one of the rightmost squares (18) on your score track which contains a star  icon, you can choose one of the 
four permanent abilities to use once per turn, starting on your next turn until the end of the game: 
 

You may add 1 to the value of one your dice.  You may subtract 1 from the value of one your dice. 

You may turn over one of your dice.   You may reroll one of your dice or both of your dice. 

You may change one of your dice to any value if both your dice have the same value. 
 
You circle a permanent ability once you have it to show your opponent which one you have.  
You can use multiple permanent abilities each turn if you have more than one permanent ability.  
 
 

 
End of the Game 

The game ends when one of the players cannot draw a single pair of icons.  
Determine the lowest valued icon of both players. This icon is the player’s score. The player with the higher score wins.  
In the case of a tie, use the next lowest icon as a tiebreaker, and so on. 
 
 
 
Designer’s Note: 
 
It’d be better to use custom dice to play the game, for sure, but you can also play with regular d6 just fine: 
Each value of the die determines the icon you will draw on the sheet,  
the reference is printed next to your score track. 
This game is heavily inspired by Knizia’s Ingenious, but not really a roll & write version of it. 😊 
 
Check me out on Instagram to see what I’ve been up to as a gamer and designer! 
 
Thank you for playing! 

Arif Nezih SAVI 






