It is a time of conflict. The Elves, Dwarves, Orcs, and Hobgoblins all hate each
other with a passion, and are ready to declare war. All t[le_'y need are W/eapons.

This is great for you: you make Weapons. And you don t really care who wins,
as long as you make more money than anyone else...

In Battle Merc}zants, the players Forge and sell four types of Weapons Improve your Craft even further, and you will be able to Forge
to the four warring races of a fantasy realm (three races in a three- and sell Weapons faster.
player game). There are no restrictions against selling Weapons

The action takes place over four Seasons. At the end of each
to both sides of the same battle. In fact, it can be a good move... i ) f

Season, war breaks out creating even more demand across the
During the game, you will acquire Craft, which allows you to Forge  realm. When Winter ends, the races fight their last, bitter war—
different types of Weapons. Gain enough Craft in a particular and the Battle Merchantwith the most gold wins!

Weapon type, and Yyou can construct powerful Vorpal Weapons.

Components

BE

80 Standard Weapon tiles (20 each of
Axe, Sword, Mace, and Hammer)

4 double-sided player mats 24 circular Demand Tokens (I Och‘f:?XXLef/eSiZ: dtif;ace

side for 2 or 4 players, the other (one side for 2 or 4 players, the  (with a fire on the front and a lock
side for 3 players) other side for 3 players) on the back) and Hammer)
68 hexagonal Reward Tiles, including:

B

56 Craft Cards

> C 7 (36 for Spring/Summer, 20 i (T
16 Dwarf tiles I6 Elftiles 16 Hobgoblin tiles 16 Orc tiles for Autumn/Winter) 28 Kingdom Cards
¢ WORW HE B
RN %@2?, s FAR Shhi RS bxg Loxc s 64 ownership cubes
I Desert tile I Forest tile I Mountain tile I Grasslands tile 4 grey Craft Bonus cards (16 each of red, pur)p/e, yellow,
and blue



Setup

This is the setup for 3- or 4-player games. See “2-Player Games”

to see how to set up a Q-player game.

I

Place the board in the middle of the table (where else 2.

Be sure to use the 3-player side if you are playing a 3-player
game and the 4-player side for a 4-player game.

Place one circular Demand Token on each Battlefield

on the game board. The Demand Tokens placecl closest

to the center of the board are placecl face-up (showing a fire).
All other Demand Tokens are placed face down (showing

a lock).

Place the four Reward Tiles that show a Region on the
matching Region spaces (at the corners of the board).

Place the 16 Reward Tiles that show each race on the
matching race’s image. Place one Reward Tile from each

race on each colored space next to the image.

Sort the Weapon tiles by type and place them near the board
(you should have eight piles).

Look through all the K.ingclom Cards and remove any that
don’t match the number of players in the game, as indicated
by the symbols in the lower right corner of each card (so, in
a 3-player game, remove all cards that don’t say “3 players”

in the corner).

Split the rest of the Kingdom Cards into four piles: “A”, “B”,
“C”,and “D.” Shuffle each pile separately (face down). Then,
build the Kingdom deck by placing the single “D” card face
down, then place the “C” cards on top of it followed by the
“BB” cards, and finally the “A” cards on top (after this point,
the letters on the K.ingdom Cards don’t mean anything‘—
they're only used to make sure the deck is stacked in a

certain way).

Turn over the top three Kingdom Cards and place them near

the board.

The war is ready to begin in this four-player game!

9. Sort the Craft Cards into two piles by color (pink/ green
for Spring/Summer and white/yellow for Autumn/Winter).
Shufﬂe each pile separate]y. Set the Autumn/Winter deck to
the side for now. Place the Spring/Summer deck near
the board.

10. Turn over the top five Craft Cards from the Spring/Summer
Craft deck and place them near the board.

IL Give each player a player mat and the cubes of the same color.
Also give each player 10 gold coins. Be sure to use the side of
your mat that matches the number of players in the game (see
the top right corner of the mat).

12. Place the four Craft Bonus cards near the board.

The player who most recently sold a Weapon to an Orc takes
the first turn. In the unusual event that none of the players have,
determine the start player ranclomly.



Flaging the Game

A game of Battle Merchantsis played over four “Seasons” in
order: Spring, Summer, Autumn, and Winter. During each season,
players take turns, going clockwise around the table. On your turn,

you get to take one action of your choice.

P layers continue to take turns until the races go to war (see “Season
Ends: Time For War!”). The various races will fight battles against
each other, which will remove some of the Weapons from the game
board (creating even more demand!). You can earn gold if your

Weapons are used by the winning side.

Once the battles are over, the next Season can begin. The game

ends when the Winter Season is complete (see “Year’s End”).

Flager Tarns

Turn over enough Craft Cards and K.ingdom Cards so that there
are five face-up Craft Cards and three face-up K.ingdom Cards.

If a deck runs out, do not re-shufﬂe. You will have a smaller pool
of cards to choose from.

Then, you must choose one of these four actions:

+ Learn One Craft;

3 Forge Up to Three Weapons;
+ Sell One Weapon; or

+ Take One K.ingclom Card

If you have learned enough Craft, a fifth action choice becomes
available to you:

+ Forge and Sell One Weapon

Once your action is complete, your turn ends and the player
to your left begins his turn.

The Actions
Learn Craft

Craft is your ability to Forge Weapons. At the beginning of the
game, you can Forge only two very basic Weapons. To create
different or more powerful Weapons, you must learn Craft.

When you choose the Learn Craft action, take one of the five face-
up Craft Cards and place it next to your player mat.

There are four types of Weapons: Axes, Hammers,
Swords, and Maces. No Weapon is fundamentally
better than another, but the different races will have
demand for different Weapons in different Regions.
Each type of Weapon can be Forged two ways: Standard
and Vorpal quality.

In order to Forge a Weapon,you must have at least one “Level”
of Craft for that Weapon type. You begin the game with Level I
Craft in each of two Weapon types, as shown on your player mat.
The higher Level of Craft you have achieved, the more powerful
your Weapons will be in battle. For example, if you have Level 3
Sword Craft, your Standard Swords will defeat any Level I

or Level 2 Standard Weapon.

Craft Cards
Each Craft Card shows one type of Weapon. At the bottom

of the card is a Cost, which you must pay in order to take that card.
Some Craft Cards are “Free”, and you may take one without paying
any gold. If the card’s cost is “xI” or “x2”,you must pay golcl equal
to one times or two times the total number of Levelsyou have in
that Weapon’s Craft beforeyou take the card, including any Levels
you started the game with on your player mat (if you have zero
Levels, the card is free).

This player already has 2 Levels in Axe
when she takes this Axe Craft Card.
The cost is “x2”. She must pay 4 gold, §
because she had 2 Levels in Axe before ‘
taking the new card. Now she has 4
Levels in Axe Craft.




Each Craft Card shows one or two Craft Level icons -(R % Iv'opge W(’dPOIlS

You cannot sell W/eapons you don 't have (not even Orcs are that

in the upper left corner of the card. When you take . e
a Craft Card, you gain the number of Levels shown g@ KA
in that Weapon’s Craft. stupia//). Beﬁ)re you can realize your profits, you will have to use

your Craﬁ‘ to EJrge some.
Some Craft Cards show a gold coin icon in the lower left O

corner. When you Forge a Weapon of that type, you receive When you choose the Forge Weapons action, you may make up

a “discount” equal to the number of coins listed on your matching ~ %© three Weapons. You must spend gold for each Weapon you want

Craft Cards. to Forge. The amount of gold you spend depends on the quality
of the Weapon:

Once you gain a Craft Card, you keep it for the rest of the game.
You do not have to discard them when you Forge a Weapon.

» Standard quality Weapons cost 5 gold
H Vorpal quality Weapons cost I5 gold

Your p]qyer mat has a chart sllowing the forging costs you must

Ona later:un}!, the same p]qyer’talfes another Axe Craft Card. This pay to make a V%apon, and the amountofgo]dyou earn when
card costs “Ix , SO she must again pay 4go/d (because she now has 4 you sell it The “End Sell” column shows how much go/dyou
Levels). This card gives her I more Level in Axe (bringing her total to receive for any Weapons you still hold at the end of the game.
5—which means that she can now Forge %rpa/ Axes). A[_so, any Axe Y,

she Forges costs 2 gold less because of the discount icon (8 ) You receive a discount on the Forging cost for each gold coin

showing on your matching Craft Cards. So, if you have two coins
Masteringa Cmft ’ . on your Sword Craft Cards, you would only play three golcl to Forge
a new Standard Sword. The cost to Forge a Weapon can never go

If you gain the fifth Level of Craft for a Weapon, you | allas )

gain the ability to Forge Vorpal Weapons.

In order to Forge a Standard quality Weapon,you must have at

If you are the first player to reach the sixth Level 5 . least one Level in the matching Craft (determined by the Level
of Craft for a Weapon,you get to take the Craft Bonus card for that

icons on your Craft Cards and player mat). So, if you have two
Weapon type. This bonus allows you to choose the Forge and Sell

Levels of Sworcl, you may Forge a Standard Sword.
One Weapon action once per Season.
In order to Forge a Vorpal-quality Weapon,you must have at least

five Levels in the matching Craft. Vorpal Weapons cost more to
make, but they generate more golcl when sold and are more likely
to win battles. If you have reached this level of mastery in a
Weapon, you may Forge both Standard and Vorpal versions.

When you Forge a Weapon, take a Weapon tile of that type from
the supply and place itin front ofyou. Then, put one ofyour
ownership cubes on the Weapon tile to show you Forged it.




During your turn, you may Forge any assortment of Weapons,
up to the limit of three Weapons per turn and the Crafts you
have learned.

Remember: You on[y pay go/d when you Forge W/éapons, not Craft.
Keep your Craft Cards until the end of the game: t}zey simp/y show

what W/eapons you are able to Forge.
™
'
e
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This p]ayer is about to E)rge some W/éapons. He doesn 't have enouglt
Craft to Forge any Vorpal Weapons, so it's just Standard quality this
time. He decides to Forge I Hammer and 2 Axes. He pays 5 gold

for the Hammer (since his Craft Cards show no coins), but only 4

for each Axe (I gold discount) for a total of 13 gold. He takes the 3
Weapon tiles and places them by his player mat, marking each with
one of his ownership cubes.

Sell Weapon

As a Battle Merc/'lant, your goa./ Is to make as much go/a’ as you
can. Fortunately, none of the races seem to notice that you re selling

Weapons to their enemies at the same time...

When you choose the Sell Weapon action, you may sell one

Weapon to one of the races at war.

When you sella Weapon, you must place the Weapon token
(with your ownership cube) on the game board. But, you can't
place your Weapon just anywhere: each Battlefield has its own
specific demands.

Regions and Battlefields
The game board shows four Regions: the Grasslands, Mountains,

Forest, and Desert (in a three-player game, there are only three
Regions). Each Region lies between two races who are fighting

there. Each Region is divided into six Battlefields, showing one
Weapon for each of those races. These Weapon Spaces show you

which weapons are “in demand” for that Region.

You may only place your Weapon on a Weapon
Space if it matches the Weapon shown. Also, you
may onlyplace a Weapon on a Battlefield if there

is no Demand Token there, or if the Demand Token
is face-up (showing the fire side).

You may notplace a Weapon on a Battlefield if there
is a face down Demand Token there

(showing the lock side).

It is springtime in the Grasslands,
and no Weapons have been sold
here yet. 5 of the Battlefields are
“locked ”, so on/y the ﬁrst two spaces
are available. Right now, only an

Axe or a Sword can be sold here

(by placing them on the matching
squares). ff these two W/eapon
Spaces are ﬁ]/ea/, the face up
Demand Token will be removed and
the next token in line will be flipped
over. At that point, players can sell T
Meace and I Hammer in the Grasslands.

Tl\e Races

There are four races battling on the game

board (only threein a three-player game). When you place
a Weapon tile on a Demand space, you are selling that Weapon

to the race whose picture is closest to the Weapon tile.

This part of the board belongs to
the Orcs. If you sell a Weapon
to any of these spaces, you
are selling to the Orcs.




Selling Weapons
You must follow these steps when you sella Weapon:

L Place your Weapon tile on the Weapon Space: You must meet
all of the requirements listed under Regions and Battlefields.

2. Receive @ld: The amount of golcl you earn from the sale is
equal to the base Sell Value listed for a Weapon of that quality
(as shown on your player mat). If you have any Reward Tiles on
your player mat that match the race and/or Region you are selling
to, you receive one additional gold for each matching Reward Tile.
Each player starts the game with one Reward Tile for one race
printed on their Player Mats.

You can only get one Reward Tile for each race per Season.
Remember that you take your Reward Tile afteryou get the gold
for the sale: the Reward Tile does notapply to the sale that earned
you that tile.

4, Cl\ecl( tl\e Demand %ken: If, after the sale, there are now
Weapon tiles on both sides of a face-up Demand Token in that
Battlefield, take the Demand Token and put it in an empty round
space of the current Season area (in the middle of the game board).

Then, flip over the Demand Token in the next Battlefield
of that Region (so the fire is showing), unlocking the next two
Weapon Spaces.

This player just sold a
Standard Axe to the
Dwarves. Normally, a
Standard W/eapon sells for

6 gold. But, she has 2 Dwarf
Reward Tiles, so she earns an
additional 2 gold (for a total
of 8 gold).

N >

3. Take a Reward Tile, if possible: Check the Reward Space for the

race you sold to that matches your player color. If there is a Reward

Tile there, take it and place it on your player mat. Any time you
sell Weapons to that race for the rest of the game, you will earn one
gold more.

71 A

Aﬁer 5e/1ing her Axe to the Dwarves, she checks their Reward
Space that matches her color (purp/e). Since there is a Reward
Tile, she takes it and adds it to her player mat. Now she will
make I more go/a/ each time she sells a W/eapon to the Dwarves
fbr the rest of the game. But, she can 't take another Reward Tile
from the Dwarves until next Season.

7 Y

This player is selling the only Weapon in demand at the
Grasslands: his Sword. The Mace and Hammer spaces are
“locked” by the face-down Demand Token.

After selfing the Sword, he moves the ﬁace up Demand Token
to an empty space in the current Season Area, and f/lps over

t/le next Demanc{ 751(911 in t]w Grass/ana/s. Now t/le Mace

and Sword spaces are available.




If your sale fills the third space for the current Season, the Season
is about to end. Every other player gets to take one final turn for the
Season (so, the Season ends after the player to your right finishes
her turn). If any other Demand Tokens must go to the Season Area,
you can simply return them to the box: they have no e]cfect

on the game.

Note: Starting from Summer onwam/s, there may be empty
Weapon Spaces from earlier battles (in fact, there almost certainly
will be). You may sell to these Battlefields instead of selling to a
W/eapon Space nexttoa ﬁzce-up Demand 751(911, 1'fyou wish. You
are not required to ﬁ]] the Batt]efie/a’s in order. However, 1’ft/1ere
is a Demand Token with Weapons placed on both sides of it,

that token goes to the Season Area even if there are other empty

Weapon Spaces in that Region.
7 —\

Aﬁer last Season, the Sword space at the top of the Grasslands
was ./eft open. A p/ayer may sell either a Hammer or a Sword
Aere, since t/ley are both open. [f a p/ayer sells a Hammer

Aere, 5[‘1e must move t]‘le Demand 75/(617 to t[le Season Area,
unlocking the Hammer and Sword spaces below it.

NE"

Take kingdom Card

With all of this warfare going on, there are plenty of opportunities
for a clever Battle Mlerchant. These opportunities are represen ted
in the game by Kingdom Cards.

When you choose the Take
Kingdom Card action, you take
one of the three face-up Kingdom
Cards. Each K.ing&om Card hasa
special power that will benefit you
somehow. Some Kingdom Cards

Extra Material

have a single immediate benefit,

[f you have forged 3 weapons during
others last for the rest of the game,

a Forge Weapons action, you may
and a few giVe you a bonus at the Forge an extra Standard Weapon
very end of the game. Follow the

text on the K.ingdom Card.

Many Kingclom Cards show an
amount of golcl at the bottom of
the card. You will collectgold from
most of these cards when you take

them. A few K.ingdom Cards show a negative amount of gold.

for free.

Ifyou take this Kingdom
Card, you also get 2 gold.

You will pay gold when you take these cards.

There is a limit to the number of Kingdom Cards you can have

in front of you. In the Spring, you can only have two cards. In the
Summer and Autumn you can have three cards, and in the Winter
you can have four. Once you reach this limit, you cannotput any
more Kingdom Cards in front of you (though you may still choose
the Take One Kingdom Card action and select an “Immediate”
card since they don’t go in front of you). You cannotdiscard a
K.ingdom Card to make space for another card.

Kingdom Card Durations
The bottom of each card tells you how long the card stays in effect:

Permanent - This card will stay in front of you for the rest of the
game. If you are at the Kingdom Card limit, you may not take any

Permanent cards.




Immediate - This card takes effect immediately when you take it,
then it is discarded from the game. You may take an Immediate
card even if you are at the Kingdom Card limit, since they are

never placed in front of you.

End - This card will stay in front of you for the rest of the game.
It will give you extra gold at the end of the game. If you are at the
Kingdom Card limit, you may not take any End cards.

Final - This card never goes in front of a player, and never goes to
the discard pile. Once it appears, it remains permanently in the
pool of available Kingdom Cards, and any player may use it as his
action. You may select this card even if you are at the Kingdom

Card limit, as you never put it in front of you.

Forge and Sell One Weapon
(Crajt Bonus Action)

A master weapon-forger can produce high quality Weapons very
quickly. The results are in such demand that customers practically
stand in line to get them. If you reach this level of Craft, you can

Forge and sell a Weapon as a single action.

You may only choose this action if you have a Craft Bonus card
available (face up in front of you).

When you take the Forge and Sell One Weapon action, you must
turn your Craft Bonus card face down. Then,you may Forge a
single Weapon of the type matchingyour card (notthree Weapons
like the normal Forge Weapons action), ancl sell that Weapon as

part of the same action.

You may Craft Standard or Vorpal quality Weapons with this
action, paying the normal costs. You must fol]ow all of the normal
rules for selling a Weapon. You may not use this action if you

cannot immediately sell the Weapon you create.

You may only perform this action once per Season for each Craft

Bonus carcl you have.

Season's End: Tame For War!

The end of the Season occurs when the third Demand Token
is moved to the Season Area. At this point, each

of the other players gets to take one final turn

before the end of the Season. So, if you
place the third Demand Token, the

Season will end when the player to

your right finishes her turn.

If one of the other players
makes a sale that would
cause anotl\er Demand
Token to move to the Season
Atrea, that token is instead
discarded from the game—
it has no further effect.

Three Demand Tokens in the

Season Area means that the end
of the Season has been triggered

Battles

Battles occur at the end of every Season. A battle occurs
in every Battleground that has a pair of Weapons facing each
other on the board.

To resolve a battle, simply check the Weapons involved:
o If a Vorpal Weapon faces a Standard Weapon, the Vorpal

Weapon wins.

T If both Weapons are the same quality (both Standard or both
Vorpal), then look at the current Craft Level for the players
who sold the Weapons. The Weapon with a higher Craft
Level wins.

v If both players’ Craft Levels are the same, the battle is a tie.

The Red p]ayeris Meace will a’efeat the Purp/e p]ayerfs' Axe, because
a Vbrpa/ W/eapon a/ways defeatsa Standard W/eapon.



fiepairs

The winning side of a battle will need to repair their equipment,
earning even more money ﬁ)r the Battle Merchants. Your
owners[rip cube on the game board represents your contract to

lceep the W@apons 5/uarp and batt/e-reaa/y.

Once all battles have been resolved, each player receives two gold

because purp]e has 3 Levels of Mace Craft to the Yellow p/ayer’s? fOl' each Weapon token they own on the game board, regardless
Levels of Hammer Craft. of type, quality, or level. You receive this gold for your Weapon
whether or not it participated in a battle that Season.

End of Season Clearnup

If it is the end of Winter, skip this step and proceed to the Year's
End scoring.

At the end of Spring, Summer, and Autumn, you will need

to do a little “cleanup” to prepare the game for the next Season:

This battle ends in a tie. Both Weapons are Vorpal, and both players

have five Levels of Craft for their Weapons. I Discard all face up Kingdom Cards into a Kingdom Card
discard pile. This discard pile is public: any player may

If your Weapon wins a battle, take the defeated Weapon tile examine the cards in the discard pile at any time. Then,

and place it face down in front of you in a “Defeated turn over three new Kingdom Cards.

W ” pile. The defeated W - tak
saopssrlglins defeatsaii Sapen saientals 2. [fitis the end of Spring, turn over five new Craft Cards from

sl ownership cube (to use Pl late). Ifyou the Spring/ Summer Craft deck and put them by the board.

own both Weapons in the battle, place the defeated _ 7
Weapon in your own Defeated Weapons pile! [fitis the end of Summer or Autumn, turn over five new Craft

Cards, but this time from the Autumn/Winter deck.

Removing the defeated Weapon will leave an open space on the
board. Starting with the next Season, any player may sella Weapon The rest of the Spring/Summer Craft deck should not go
to this space! to the discard pile. Return it to the game box; all those cards

o e are out of the game.
If the battle was a tie, the two armies clestroy each other—but f &

not before the two Battle Merchants get to sa]vage some of their 3. If you have any face-down Craft Bonus carcls, ﬂip them
equipment! Both players involved in the battle receive one gold face-up now.

d thei hip cubes. The Wk til discarded t
o o S T ~ s i arep e g Lok i 4 If there are any open Reward spaces for any of the races, flll

ile!
the supply (notto your Defeated Weapons plle.). Ifyou own both AT KRR L el (each) from the matching vy

Weapons in a tied battle, you get two gold (one for each Weapon).

Resolve each battle on the game board, until there are no Weapon

tiles facing each other.
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N
After Spring, Summer,
and Autumn, mal(e sure 81/
races have all their Reward Tile
spaces filled.

J

Now you are reacly to laegin the next Season! The player who
triggered the end of the last Season (lay moving the third Demand
Token to the Season Area) takes the first turn in the new Season.
This should be the player to the left of the player who last took

a turn.

Year's End (Winning the Game)

Winter is over. The battles won or lost; the war complete. This is
the last opportunity for a Battle Merchant to make a little proﬁ't.

Once all of the Winter battles have been fought (and repair monies

paid), there is a little end game scoring;

First, any player who has unsold Weapons sells them for the “End

Value” listed on the player mat, with no Rewards or bonuses.

Seconcl, each player counts up the total value of all Weapons in
their Defeated Weapons pile. Vorpal Weapons count as two, while
Standard Weapons count as one (you can see this on the back of
each Weapon tile). The player with the highest total receives I5
gold. The player with the second-highest total gets seven gold.

Third, if anyone has Kingdom Cards that give them endgame
money, tl\ey collect that golcl now.

Now it’s time to count your gold! The player with the most gold is
the winner (and will be the dominant force in medieval weaponry
all over the world—at least until the next war. Which will probably

happen in a few weeks, knowing these races...).

If there is a tie, give each tied player two gold for each Standard
Weapon and three golcl for each Vorpal Weapon tl’rey own

on the game board and compare totals again. lf that does not
resolve the tie, the tie stands and the tied players go into business
with each other until the Gnomes appear, undercut evetyl:)ocly’s
prices, and puts them out of business (those clastarclly Gnomes)).

Extra Notes

Everything you have, including the amount of gold you have

on hand, is public information and cannot be hidden.

The physical quantity of Weapon tiles and ownership cubes in
the game is not meant to be a limit. You should have enough of
everything, but in the rare event that you run out of any of these,

keep track on a piece of paper or cleverly constructa replacement.

Likewise, the quantity of Reward Tiles in the game is not meant to be
a limit. But, since the game limits each player to gaining one tile per
race per Season, there are enough of these in the game. So, if you run

out, that means you've either missed a rule or lost a piece (bummer).

The Craft Cards and the Kingdom Cards are limited, though. Once
tlley run out, do not re—slluﬁle the discards and make new decks.

2-plager Game Fules

Only have one friend to play with? Really not satisfied with the
Gnome-riddled tie you just had and want to duel it out to see who
the real winner is? No prob/em. All of the rules from the 3-and

4-p/ayer game app/y, except fbr those c/'zangea/ below.

The game changes slightly for a 2-player game: Most importantly,
you will take Kingdom and Craft Cards from the 2-player side board,

and you must figure out where “Salesman Steve” will go next.

Setting Up For 2

You will need to use the “2p” side board (found on the back

of the fourtli player card). Take one Reward Tile from each race,
and place them randomly on the four “Salesman Steve” spaces.
Take an ownersltip cube from an unused player colorand place

it beneath the left-most of Salesman Steve’s spaces.



liingdom and Craft Cards
in the 2-player Game

The side board where you store Kingdom and Craft Cards in a
2-player game is slightly different. When you take a Kingdom or
Craft Card, you must also immediately discard whatever card is in
the box connected to it by a black line:

Ifyou take the Extra-
Crafty Kingdom Card,
the 2x Hammer Craft
Card goes to the
discard pile.

Ifyou take the x2 Mace
Craft Card, the xI Axe

Craft Card goes to the
discard pile.

o))

e,

If there are any empty spaces on the side board at the start of your
turn, slide the cards to fill the lower-numbered spaces, then draw
a new K.ingdom Card to fill Kingdom space 5and a new Craft
Card to fill Craft space 5. Keep filling empty spots from the end
until there are five Craft Cards and three Kingdom Cards

on the side board.

Exception: The Slush FundKingdom Card is never discarded,
regardless of whether you use it or the Craft Card it is connected to.

Salesman Steye

Ina Q-player game, you will have to contend with Salesman Steve,
who is very goocl at selling really awful Weapons. Thankfully, Steve
is rather predictable. In fact, a cunning merchant may be able to

use Salesman Steve to his advantage...

Immediately after you sella Weapon, look at the Salesman Steve
area of the Q-player side board. Salesman Steve will sell a Standard
Weapon to the race marked by the cube.

Look on the game board and find the lowest Weapon Space (i.e.,
closest to the middle of the board) for that race which doesn’t have
a Weapon onit already. Place a Standard Weapon from the supply
matching the type of Weapon shown, with no ownership cube. This
may send a Demand Token to the Season Area.

Salesman Steve is ready to sell to the Orcs (as shown by his cube).
After a p/a_yer makes a sa/e, Steve will sell an Axe to the Orcs, since
the open Orc W/eapon Space closest to the center of the board shows

an Axe.
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If there are two spaces equally close to the middle of the board,
start at the row of spaces you just sold a Weapon to. Go around the
board clockwise until you get to one of the rows for the race that

Steve wants to sell to. Steve sells to that space.

The Purple Player just sold a Sword to the Hobgoblins in the
Mountains. If Salesman Steve is selling to the Orcs, he will sell them

a W/eapon in the Desert, because the open Orc spaces are tied, and

the Axe spotis the first open space clockwise from the Hammer space
that the Purple Player just sold to.

After Steve makes a sale, move his cube on the 2-player side board
one space to the right. If it’s in the fourth space already, move it to
the first space (at the left end). This way, you will always know which

race Steve will sell to next.

Steve may even sell to a Weapon Space thatis next toa face-down
Demand Token (he is very persuasive).

In the rare case that all spaces for a race are filled with Weapons
when Steve is scheduled to sell to them, Steve makes no sale that

turn. Simply move his cube to the next space.
Neither player earns any golcl for Steve’s sale.

If you use the Drive the Workers or Desperate Times K.ingdom
Cards to make two sales in one turn, Steve will also sell twice: once

after each of your sales.

End of a Season

During a battle, if one of your Weapons goes up against one of
Salesman Steve’s Weapons, your Weapon automatically wins

(regarclless of your Craft Level). Take Steve’s Weapon and add it to
your Defeatecl Weapons pile.

Do not discard the remaining Kingdom and Craft Cards at the
end of the Season (as you doin 3-and 4—p1ayer games)! Instead,
if the Jastaction taken in the Season was not Learn Craft or Take
Kingdom Card, discard the Kingdom Card from Kingdom space
I and the Craft Card from Craft space I. Move all the other

K.ingdom ancl Craft Carcls clown one space, and clraw new cards

to fill the side board.
2-plager Game End

The end of the game is scored exactly the same way as 3- and
4-player games, with the exception of the Defeated Weapons
bonus. In the 2-player game, the player with the highest Defeated
Weapons total gets seven golcl, and the other player gets nothing.

Game Design: Gil Hova Rules Layout Topher McCulloch
Producer: James Mathe Editing: William Niebling
Graphic Design: Chuck Whelon ~ Thanks to: Grant Rodiek, Miriam
Leyout: Clay Gardner Schneidmill, Josh DeBonis,

the NYC Board Game Designers’
playtest group, Protospiel,
NerdNYC, Michael R. Keller,
and Chris Kreuter.

http://sww.MinionGames.com
Copyright ©2013 All rights reserved.



