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Overview
The King has assembled the most prominent 
village Guilds and issued a challenge: rid the 
surrounding forest of monsters to earn your 
Guild widespread fame and glory! 

Components
• 5 Common Location boards

• 8 Special Location boards

• 1 “King’s Tally” Scoring board

• 25 “Chapter I” Monster cards

• 17 “Chapter II” Monster cards

• 7 Guild cards

• 7 Guild Scoring markers

• 25 Sword tokens

• 25 Spellbook tokens

• 30 Heart tokens

• 30 Coin tokens

• 3 Adventurer meeples

• 1 King’s Guard meeple

• 1 Starting Player marker

any number of 
revealed monsters.
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Setup
Village

1. Find the Forest in the Common Location boards and place it 
face-up on the table to start your Village. Place the “King’s Tally” 
Scoring board above it.

2. Choose one Special Location board to use in this game. You can 

can pick one in particular that you want to use.
3. Add the chosen Special Location to the four remaining Common 

Location boards.
4. 

at the bottom. Each Location has two adjacent Locations.
5. Place one Adventurer meeple on the Tavern

Blacksmith Academy.
6. 

Location board.
7. 

Monsters
1. 

down in a temporary pile near the Forest.
2. Look at the front of the “Chapter I” Monster cards. They’re 

marked in the bottom right corner to show which cards to use with 

pile for cards that don’t have your number (those cards are “out”). 

a “3” on them. Don’t look for any other numbers.
3. Return the pile of cards that are “out” to the box.
4. 

on top of the “Chapter II” Monster cards. This forms the Monster 
deck.

5. Reveal three cards from the Monster deck and place them face-up 
below the Forest.

Guilds
1. Have each player choose a Guild card and gain tokens matching the 

starting resources shown on their card. 

2. Give each player the Scoring marker matching their Guild.
3. Give the Starting Player marker to the youngest player. That player 

any number of 
revealed monsters.
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Goal
Defeat the monsters lurking in the Forest of 
Kingswood! Each monster you defeat increases 

before you venture into the Forest.

The player who has the Starting Player marker 

clockwise order.

the winner!

Resources

The resources you use to defeat monsters are 

the general supply.

and exhausted.

side to the exhausted side.

      Exhaust

Later you can visit Locations in the Village to 
refresh your resources to use again.

Refresh

You can also gain more resources by visiting 

Taking a Turn

action or the Collect action. You must use one 

Explore
1. Choose any one of the three Adventurer 

meeples to use for your turn.
2. You may use the ability of the Location 

where your chosen Adventurer starts.
3. Move your Adventurer to an empty 

Location. You may move to a Location 
adjacent to the one where you started 

more Locations (even if they are occupied) 
by immediately paying 1 Coin for each 
Location you skip. You can move in either 

skip directly across the middle. You cannot 
stop in a Location if another Adventurer or 
the King’s Guard is already placed there.

4. You may use the ability of the Location 
where your Adventurer stops.

5. Place the King’s Guard meeple on the 
Location where the Adventurer started.

Adventurer from one Location to another. You 
must choose an Adventurer that you can move.

Remember: you can use the Location 
where your Adventurer starts, and the 
Location where your Adventurer stops.
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Collect
1. Remove the King’s Guard meeple from its 

current Location and place it to the side.
2. Gain 2 Coins from the supply.

If the King’s Guard is not on a Location when it 

King’s Guard back on a Village Location at the 
end of your turn when you Explore. 

Locations

Common Locations

in every game of Kingswood.

Academy
Choose one:

• Pay 1 Coin to refresh all of your 
exhausted Spellbooks.

• Pay 1 Coin to gain a Spellbook token.

Blacksmith
Choose one:

• Pay 1 Coin to Refresh all of your 
exhausted Swords.

• Pay 1 Coin to gain a Sword token.

Tavern
Choose one:

• Pay 1 Coin to Refresh all of your 
exhausted Hearts.

• Pay 1 Coin to gain a Heart token.

Market
Gain 3 Coins.

Forest

number of the face-up monsters revealed there.

exhausted side.

You may also need to pay Coins to defeat a 

the general supply.

its Monster card and place it face-up in front 
of you so that it is visible to all players. Some 
monsters give a bonus at game end. Others 

one 
time only.

Sun Sprite

1
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Reward

Fame

Resources 
required 
 to defeat

You score the Fame points marked on the 
monster as soon as you defeat it. Place your 
Scoring marker on the “King’s Tally” Scoring 

advance your marker to score the marked 
number of points each time you defeat a 
monster.

to the “+20” side and continue around the 
Scoring board.

by revealing cards from the Monster deck until 

you cannot continue to attack the newly-
revealed monsters.
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Special Locations
There are eight Special Locations. 
Only one will be used in each game.

Bakery
You may do one or both:

• Refresh one Heart at no cost.

• Capture a monster from the Forest.

Game Parlor
Choose one:

• Pay 1 Coin to gain a Sword token.

• Pay 1 Coin to gain a Heart token.

Graveyard
Swap a monster you have defeated for a 
monster in the Forest that is worth l Fame 
more (not including any game end bonuses). 

your Scoring marker accordingly.

you do not
get any game end bonuses.

King’s Castle
You may do one or both:

• Refresh one Sword at no cost.

• Capture a monster from the Forest.

Manor House
Choose one:

• Refresh one Sword at no cost.

• Refresh one Spellbook at no cost.

Potion Shop

and one Spellbook. You may use this ability 
even if you don’t have an exhausted token of 
all three types.

Witch’s Hut
Use the ability of the Location with the 

there. You must still pay any costs of that 
Location.

Wizard’s Tower
You may do one or both:

• Refresh one Spellbook at no cost.

• Reveal the top card of the Monster deck. 

return the card to the top of the deck.

Capturing a Monster

Some abilities or Special Locations let you 
capture a monster. This allows you to keep 

not the same as defeating the monster.

the top card from the Monster deck (without 

doesn’t get mixed up with the monsters you 

end of your turn.

may choose to defeat your captured monster 

defeated monsters and gain its reward.

You can still defeat other monsters in the 
Forest as normal in the same turn.

you must defeat it before capturing another. 
You can only have one captured 
monster at a time.

If you do not defeat your 
captured monster by the 

counted for scoring.
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Game End

Game end is triggered after any player 
reaches at least 20 Fame from the monsters 
they have defeated (not including any game 
end bonuses).

Play continues until the player to the right of 

of turns.

After adding any bonus Fame from your 

Fame wins!

highest number of Coins is the winner.

exhausted) is the winner.

A Question

Fireball

3
1  2  3  4  5

Iceball

3 .   .    .   4  5

The broken heart symbol means 
you must lose a Heart token. 
You need three refreshed Heart 

that you can exhaust two Hearts and lose the 
third back to the general supply. You cannot 
use an exhausted Heart token for this.

Solo Play

Since there are no other Guilds to compete 

everything you can to prevent it from being 
overrun by monsters!

Adventurer and using the abilities of both the 

placing the King’s Guard to block the starting 
Location for next turn.

the Forest begins with no monsters and is 

deck at the start of each turn and add it to 
the Forest.

If there are ever four or more monsters in 

Village is overrun and your Guild fails.

Your Guild is victorious as soon as you defeat 
any two of the three mightiest beasts in the 
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