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Example: In the Gold Collection Phase, the first player takes gold, then the player to his left does, etc. Once all players have taken gold, the next phase begins.

At the beginning of the next turn, the player order shifts. The old second player - the one to the first player’s left - becomes the new first player and performs actions first in each phase. At the beginning of each subsequent turn, the player order shifts like this again. (We suggest that you have an official ‘changing of the order’ at the end of each turn.)

Note:
In a two-player game the player order does not change.

(3.2) The Turn Sequence Outline

An abbreviated sequence of play is printed on the back of the central pull-out section of these rules. What follows here is a brief explanation including rule section references.

(3.21) Gold Collection Phase: Determine income and col​lect gold pieces from the bank (see Section 5). Gold collec​tion is mandatory.

(3.22) Recruiting Characters: Each player may attempt to recruit one special character (see Section 6). Special character recruitment is optional.

(3.23) Recruiting Things: Each player draws Things from the cup. Players may trade in unwanted Things from their racks. Place Things on the board (see Section 7). Thing recruitment is mandatory.

(3.24) Random Events Phase: Each player may play one Ran​dom Event counter from his rack (see Section 14). Random event play is optional.

(3.25) Movement Phase: Each player may move his counters on the board (see Section 9). Movement is optional.

(3.26) Combat Phase: Each player may explore or fight bat​tles (see Sections 10 and 11). Combat is optional. Sort of.

(3.27) Construction Phase: Each player may build forts (Sec​tion 12). Construction is optional.

(3.28) Special Powers Phase: During this phase the Master Thief and the Assassin Primus may use their special powers, if they are in the game (see Special Characters: Powers and Abilities in the pull-out). Use of special powers is optional.

(3.29) Changing Player Order: The second player becomes the first player (see 3.1). Changing player order is mandatory.

The object of Kings & Things* is to reunite the kingdom of Kadab under your wise and benevolent rule. Whoever can pro​ve his ability to rule will certainly gain the undying gratitude of the killer penguins and ravaging pixies everywhere and be crowned the new Emperor of Kadab. The proof lies in the abili​ty to build and/or capture the very impressive fortified struc​tures known as citadels.

(4.1) How to Build a Citadel

There are four fort levels. In size order, they are: tower, keep, castle and citadel. Starting with a tower, you will eventually increase the fort in size until you have constructed a citadel (see Section 12).

You can only build a citadel during your part of a Construc​tion Phase. You need to already own a castle, have an income of 20 (or 15 in a two- or three-player game), and pay 5 gold.  See Section 5.

(4.11) You may not build a citadel if you already own one (whether you conquered or built it).

(4.12) You don’t actually receive income during the Construction Phase, you simply count up your income to see if you’re eligible to build a citadel.

(4.13) Once built, a citadel can only be lost by conquest. You do not lose it if your income dips below 20 (or 15 in a two​- or three-player game).

(4.2) Winning with a Citadel

Citadels are big. Citadels are impressive. Citadels are what allow a minor noble to rise above his fellows to become Emperor.

If you are the first player to build a citadel and no one else builds one by the end of the next Construction Phase, you win - hooray! If someone else builds a citadel before then, the game can only be won by conquest - curses! (see below).

(4.21) Once two or more citadels are on the board, players can only win by conquest. This means you need two citadels to win - double curses! A player wins immediately upon capturing a second citadel. (Since you can only build a citadel if you don’t already own one, your second citadel must be cap​tured from another player).

(4.22) If there is only one citadel on the board and you capture it from its present owner, you must hold it until the end of the Construction Phase of the next turn in order to win. just as though you had built it.

(4.23) If you build a citadel and then lose it to another player, you may build another citadel (since you can build one if you don’t currently own one) as long as you meet the income re​quirements as usual.

Gold pieces are nifty things to have. They can be spent to gain special characters, recruit Things, build forts, and bribe defenders during exploration. You get these wonderful, shiny trinkets during each Income Phase. You can also gain gold pieces by playing treasures drawn from the cup or captured during exploration.

(5.1) Income

Each turn during the Gold Collection Phase, you receive as many gold pieces as your income. Income is the net worth of

your kingdom, determined by certain you control (see things below). Treasures turned in for gold do not count as income.

