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A GAME OF CLEVER CRAFTING
BY MICK SIBICKY
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Game Overview

In King's Forge, the players are peasant crafters hoping to
advance their careers and win a place at court and the title

of Kings Forge. They will do so by successfully crafting
4 iterns from a posted list prepared by the King himsalf

Cnmponmlts
g1 dice
= 42 black (metal) dice

= 22 green (wood) dice
» 14 Ted (gem) dice
» 10 hlue (magic) dice

ey ﬂibru}r}ldmz Metol Wi

= 1 purple {cemetery) die
53 cards
= 33 Craft cards
= 18 Gather cards
» 2 Reference cards Zem Muogic
» 1Victory card
4 Dock tiles
4 Smithy tiles "h-.:'Fnl |
2 Antomatic 6 tokens '!y
2 +1/+1 bokens :

3 irae s sl iken Librory CEmetEry
1 Game board
1 Bulebook

Important Concepts

Throughout these rules, “you® and “your® refer to the
current player performing tasks on their turn.

There is no out-of-turn play and all dice and cards are
public knowd edge.

All resources used in the game are finite. For example,
if you choose a card that would gain you a metal die but
there are currently no metal dice in the stock, you receive
no metal die and cannot retroactively claim a metal die
when 1 becomes available.



setup

The board inclades slots for cands, places
for the stocks of dice, and dock lecations.
Alternatively, you mayuse the Dock tiles
instead of the game board to save space.

1. Each player takes a smithy tile and
chooses a side as their shop’s mascot.

2. Each player takes 5 metal dice and
places the dice on the table to form their
supply. The remaining dice form the
stodc and are placed in the appropriate
areas of the board.

3. Ehuffle the Craft cards. Take a number
of cards off the top of the pile basad
on the chart below and return the
remaining cards to the box as they will
not be needed for this game:

2-PLAYER GAME: o Craft cards
3-PLAYER GAME: 10Craft cands
&-PLAYER GAME: 13 Craft cards

Sort the selected Craft cards from low
to high based on the rank number in the
upper right corner of each card. Place the
3 lowrest ranked cards on the appropriate
board spaces. Keep the remaining cards
in rank-order, splaying them so that the
dice icons em the right edge of every card

4. Look through the Gather cards and
pull out the North Mine, South Mine,
East Forest, and West Forest cands;
these cards are each marked with a "5
symbol, which means they are used
in every game. Shuffle the remaining
Gather cards and add 7 random Gather
cardsto the 4 cards pulled out previously.
Return all unused Gather cards to the
box. huffle all 11 Gather cards and place
them on the appropriate board space.

5. The player who last built something
takes the first player anvil and starts the
game with the Gather Phasa.




Any text or icons on a Gather card represent a special

ability or action you may use as appropriate during the
Gather and/or Craft Phases of the current round.

DICE: Identifies dice you receive by claiming
certain Gather cards. Ieon changes color
depending on the type of dice you areto receive.

| ANVYIL: Identifies a Gather card that is abways
T included in every game of King s Forge.

SUPPLY: The dice you gain as result of this
., card are added directly to your supply of

y available dice. They do not go to your smithy
tile as usnal
wl o FLIP: Allows you to fip 1 or more dice {as

noted on the Gather card itself) to their
opposite face. For example, a1becomes a6, az
becomes a 5, et

——

Gather cards represent the shops, merchants, and
important locations around your village where you can A
obtain resource dice and special abil ities.

RE-ROLL: Allows you to re-roll 1 or more of
your dice, as noted on the card itselt This does
not allow you to re-roll dice that are already in

Each Gather card has 2 possible actions, 1 at the top of the W R B R
d and 1 at tha bottorn of the card. Onl tio b
card and 1 ottom of the ¢ ¥ 1 action may be DICE BONUS: Allows you to add the noted

d whe claim a Gather card.
1se n you 4 lzather c mumber to any 1 die. The boms can enly be

The squares in each action area on the Gather cands MPERE: Grieh et Eniy il C48 saaiE M

T S icul you acquired the Gather card. The bomms
EZII:E:_@ ; o 5 PEE cannot be held over for a fature round. If the

value is 2 or higher, it must be applied to a
single die; the bomns cannot be split among
different dice. If the cand allows multiple dice
Any die may be used. benuses, each must be applied to a different
die; they cannot be combined to affect a single

die. Dice bommees from separate Gather cards,
Omly wood (green) dice may be used. however, may be combined for use on a single
die. Dice bomses can temporarily raise a die
. Only gem (red) dice may be used.

value above &.
Either gem (red) or magic (blue) dice
may be used.

b # Dice placed on a square with this icon are
returned to the stock nstead of your smithy
tile at the end of the round.
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Claiming Gather Cards

When you claim a Gather card, mowve it to the table in
front of you and place the required dice from your supply
on the card. Dice used cm a Gather card are not available
for any other use that round.

Typically, you recover your dice from Gather cards at the
end of the round, but if the box is matked with an 3,
the die you placed on that box is consumed and instead
returned to the stock at the end of the round.

Sorne Gather card actions
do not have any squares,
so choosing those actions
cost you no dice. Even so,
you may only choose OINE
action from the claimed
Gather card. The no-cost
actiom is MOT an extra
action.,

Pictures of dice on a Gather card represent new dice you
acquire by taking the chosen adtion. Newly acquired dice
are placed on your smithy tile and are not available for
you to use during the current round.

TokKens

There are 2 types of tokens that can be acquired during
the game. Tokens must be used in the round they are
acquired; they cannot be held over for a future round.

The silver +1/+1 token is used just like a
dice bommus to increase any 2 of your dice
by 1 point each.

The gold Automatic & token is used to
change 1 die of yours from any value to
ab.

:_;:.

Craft cards represent the items that the King wants you
to craft tosee if you are worthy to be the new King's Forge.
Each Craft card has a number in the upper
e right corner used to sort the craft cards in
order of difficulty. Low-mumbered cands
are easjer to craft while high-numbered
cands are more difficult or require resource
dice that are more difficult to abtain. This
sorting number does not represent victory
points or any other scoring mechanic,

The color of the dice spaces on the right
edze of & Craft card represents the type
of resouros dice nesdad to craft the item.
The pips on each die space represent the
minimum value of each needed resource.
8o, the dice you roll in the Craft Phase
musk match the colors shown on the card,
and the values mmst be equal to or greater
than the pips shown on the card.




Gameplay

Each round of King's Forge consists of 3 phases:

1. GATHER PHASE
2. CRAFT PHASE
3. CLEAMUP PHASE

Starting with the first player (the player who has the anvil
this round), all players in clockwise order perform all the
actions in each phase before moving on to the next phasa,
Once all players have completed the Cleanup Phase, the
current round ends. The first player anvil passes left to the

next player, and a new round begins.

1. Gather Phase

To begin the Gather Phase, the first player deals 4 Gather
cards face-up to the center of the table and then choosas
an action:

* CLAIM A GATHER CARD
*¥YISIT A DOCK LOCATION
* PASS

If a Gather card was claimed or discarded, the empty
space is refilled with the next card on the Gather ded: and
the next clockwise player makes a choice of actions. This
contimes, player-by-player, until there are no more face-
up Gather cards or all players have passed.

Claim a Gather Card

In order to visit a Gather card, you mmst have the mumber
and types of dice required to use 1 of the 2 actions listed
on the card.

Move the selected Gather card in front of you and place
the necessary dice from your supply on the card action
you have selected. Only 1 action may be selected on a
Gather card, and any dice you place on the card are not
available for any other use in this round. You must use
one of the actions on the Gather card you take.

If the chosen action yields 1 or more new resource dice,
those new dice are immediately moved from the stock to
your smithy tile. These newly acquired dice may not be
used for any purpose during the current round.

Bince the resources in the game are finite, you may claim
a Gather card and find that some or all the dice granted
by the action are not available in the stock. Take only the
dice that are available in the stock when you claim the
card. You may not come back later and take dice you were
unable to claim.

It the Gather deck has not yet been exhausted, Hip over

the top card from the Gather deck to refill the position of
the Gather card that you caimed.

Visit a Dock Location

There will be times when you need a certain resource or
bonus, and none of the available Gather cards provide
what you need. The Docks are a place where you can
{nsually} find what you are looking for.. for a price.

Tovisit a Dock location, choose a face-up Gather card from
the center of the table and place it face-down in front of
you, If there are no face-up Gather cards remaining, you
may not visit the Docks.

Then, select an undaimed action on a Dodk location and
place the required resource dice from your supply on that
action. All of the actions on the Docks are available to all
players, however, once a specific action is used, no other
player may use that same action this round. §o, if you
spend 3 dice at the Docks to obtain a gem die, the next
player to visit the Docks for a gem die will need to use the
4-dice action nstead.

Tokens received from the Docks are for use in this round
only. If you do not use it, you forfeit it at the end of the
round. Diice received from the Docks go to your smithy
card as usual.

During the Cleanup Phase, all dice that were placed on
Diocks are returned to the stock



Pass

It you decide that you do not want to claim an available
Gather card or an available Docks action, or that youwant
to save the rest of your dice supply for the Craft Phase,
you may choose to pass. A player that passes cannot take
any further actions during this Gather Fhase. Mo Gather
cands are removed from play and the next player continues
the Gather Phase as usual.

If you are the first player to pass in this Gather Phase,
then you may either take 1 metal die from the stock and
add it to your supply or take a +1/+1 token for use in this
round s Craft Phasa,

The Gather Phase ends once all players have passed or
there are no more face-up Gather cards and at least 1
player has passed If it occurs that there are no face-up
Gather cards and no one has passed yet, the next player
in turn automatically passes and receives the first-to-pass
benefit.

2-PLAYER SPECIAL RULE: In a z-player game, the
Gather Phase ends when both players have passed or an
empty Gather card position cannot be refilled from the Gather
deck, whether or not any player has passed.

2. Craft Phase

Beginning with the first player and advancing clockwise,
each player has 1 opportunity to craft any of the 3 items
currently on display near the center of the table, or to
steal amy item that was crafted by another player earlier

in this same round.

When it is your turn to craft, take all of the umsed dice
in your supply and roll them. Dice that have been placed
on Gather cards or Docks tiles are used and may not be
ralled. Dice on your smithy tile cannot be ralled until the
next round

Crafting an [tem

You craft an item by matching your rolled dice by color
and value to the dice requirements on 1 of the 3 Craft
cards on display near the center of the table. The values
of your dice must meet or exceed the dice values shown on
the Craft card.

If you can allocate an appropriate color and value die to
every die square on a Craft card, then you have crafted
that item and you mowve the Craft card to the table n front
of you and place your allocared dice on the card so that
other players kmow it was you who completed that Craft
card However, you don't actually daim the card until the
end of the Craft Phase.

Evample: Afer rofing Als dloe
dantng b Craf Phase, fabn assigns
@ j-meta, e, and ggem die o
2 af de 5 aeafadle oad dems, dhe
Wemand's Coblet. Shee Be miched
each de fepe oo the oond wih @
carresponding die npe sowimg an
e o geeader valae, fabn taiey the
Wezani's Cablst and pafs it i front
of Fire, shosrog that e s oormenrily
craad the best Wimand's Sobler.

I¥ the card 1s 588 in front of bem afer
alf players have maken eherr Cmf
Phase, fohe datms the ond, sclong
i ander fils sy ol and paring
b 1 srep closer o werory.

Mow that there are only 2 Craft cards on display, move the
lowest rank Craft card from the waiting line to the center
of the table. This item is immediately available to craft.

If you have enough dice of the proper colors and values,
you may complete more than 1 item on your turn,
inclading any Craft cards that were just moved to the
center of the table.

Any rolled dice that cannet be used to complete a Craft
card on display at the center of the table are placed on
your smithy tile and your crafting turn is over.



Dice Manipulation

If you chose Gather card actions with a dice-roll bonus
or you acquired a +1/+1 or Antomatic 6 token from the
Docks or as a first-to-pass benefit, you can manipulate
the dice after you've rolled them. You can only manipulate
your own dice, not dice belonging to another player.

Manipulated dice are physically changed; if you have a +1
ability and apply it to a die showing a 4, you turn the die
so that it shows 5.

Manipulated dice can tempomrily have their values
raised above &. If a die’s value is boosted above &, place a
die of any lind underit to represent +6 to the die valne on
top. For example, a z-metal with any die under it connts
as an B-metal.

Stealing a Craft Card

Even if you complete the requirements of a Craft card,
you do not claim that card until after the Craft Phase.
Until that time, other players may steal the card from you
by crafring a better version of that item during their furn.

To steal a Craft card, you must be able to allocate dice to
that card that are each at least equal to the dice the other
player already has on the card AND at least 1 of your dice
must be of a greater value than 1 of the dice currently on

Exyepds Fodin cmned e W aneds
Coblat with @ 3-medal, 3-gem, and
4o Vow ol oo dlive and geta
#metal, ggem, and g-pem. Since
o dice g ofl of Dt egual
ta Johes dice AND af least 1 of
T e (e g-metal) 05 greader
than fain's cormespamiing die (the
g-meinll, yoa socesgfilly ont-ma
Jofin and dafe dhe Wizard's Gobler
o fim amd jput i e frond of poc

It you successfully steal a Craft card from a player, move
the dice from the Craft card to that players smithy tile,
then mowve the stolen Craft card in front of you and place
your own dice on it. Your freshly-stolen Craft card is

not necessarily safe, however; it can be stolen again by
another player crafting after you on this same round if
they can roll or manipulate the right dice valies.

If you roll your dice and the values do not allow you to
craft 1 of the available cards, your Craft Phase is over and

Yo pags.

It is possible that you will have no dice in your supply
when the Craft Phase begins or that the dice you do have
do not match the colors needed for any of the available
Craft cards. In this event, your turn crafting is over and

Yo pags.

After all players have completed their crafting or passed,
the Craft Phase ends and the Cleanup Phase begins.

3. Cleanup Phase
The Cleanup Phase has 3 actions that are taken in order:

Claim Craft Cards

It you completed 1 or more Craft cards and those cards
were not stolen, move all dice from the Craft cards to your
smithy tile. Tack the completed Craft cards under your
smithy tile with the rank mumbers showing so that other
players will lmow how many items you have crafted. A
Craft card uwnder your smithy tile cannot be stolen from
you. When 1 or more players have 4 Craft cards under
their smithy tile, the game ends.

MOTE: In a z-player game, the game ends once a ployer
has claimed 5 or more Craft oards,

Gather Resources
All dice on the docks and Gather card marked
with an »{ are discarded back to the stock. Inused dice
and all remaining dice on Gather cards are returned to
that players smithy tile.

Reset for Next Round

Pasa the first player anvil to the left. That player collects all
11 Gather cands, shmffles them, and places the deck foe-
down near the center of the table. A new round begins
with the Gather Fhase.



Winning the Game

The game is over at the end of any round in which at least
1 player has claimed 4 or more Craft cards (5 Craft cards
in a z-player game). The player with the most crafred
itemns at the end of the game is the winner!

If 2 or more winning players have claimed the same

mumber of Craft cards, the player possessing the Craft
card with the highest rank mumber is the winner.
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TOP: Allocate 1 gem die, 1 gem or magic die, and any 1
other die from your supply to move 1 magic die from the
stock to your smithy tile. The allocated dice are returned
to your smithy tle during cleanup.

BOTTOM: You may daim this action at no cost to gain a
1-time ability to add 1 pip to 1 die you just relled.

TOP: You may claim this action at no cost to move 1 metal
die from the stock to your smithy tile.

BOTTOM: Allocate any 2 dice from your supply to roll
all of the dice on your smithy tile on your craft turn this
round. A die that is cancelled by the Cemetery cannot
be brought back into play through the Astrologer. The
die on the % retons to the stock during deamap. The
other allocated die is returned to your smithy tile during
deamip.

TOP: Allocate z wood dice from your supply to mowve 1
gem die from the stock to your smithy tile. The allocated
dice are returned to your smithy tile during cleanup.

BOTTOM: Allocate any 5 dice from your supply to move
1 gemn die from the stock to your smithy tile. The allocated
dice are returned to your emithy tile during cleanup.

o

TOP: Allocate 1 wood die from your supply to move 4
metal dice from the stock to your smithy tile. The die is on
the * so it returns to stock during cleanup.

BOTTOM: You must allocate ALL of the unused dice
in your supply then, depending on that mumber of dice,
move the dice indicated on the card from the stod: to your
smithy tile. The Library and Cemetery dice cannot be
allocated to the Caravan. The allocated dice are returned
to your smithy tile during cleanup.

Cemeteny

TOP: You may claim this action at no cost to gain a 1-time
ability to add 1 pip to 1 die you just rolled.

BOTTOM: Roll the Cometerydie and place it on this card.
The Cemetery die may be manipulated before it is placed
on the Cemetery card, but not afterward. For the rest of
this round, when any die roll matches the Cemetery die's
value, that die is immediately cancelled and returned to
that players smithy tile. If the rolled die was the Library
die or a decision die used by the Garden or Tavern card, it
is returned to the stock instead. Dice that are manipulated
to arrive at the vahie of the Cemetery die are not affected.
For example, if the Cemetery die is 6, a player would be
safe touse a +1 bomus on a 5 they just rolled.



TOP: You may claim this action at no cost to move 1 metal
die from the stock to your smithy Hle.

BOTTOM: Allocate any 7 dice from your supply to
move 1 gem die and 1 magic die from the stock directly to
your supply. The die space is marked with the 4 so all 7
allocated dice return to the stock during deamap.

TOP: Allocate any 2 dice from your supply to meve 1
wood die from the stock to your smithy tile. The allocated

dice are returned to your smithy tile during cleamp.

BOTTOM: Allocate any 1 die from your supply to gain
a 1-time ahility to add 1 pip each to 3 different dice you
just rolled. The bomms may not be combined to affect a
single die. The allocated die is returned to your smithy tile
during deamap.

Garden

TOP: You may claim this action at no cost to potent jalby
gain a new wood die. Take a wood die from the stock and
roll it. If the result is 4 or higher and not cancelled by the
Cemetery, add the die to your smithy tile. If the result is
3 ot lowrer or the roll is cancelled by the Cemetery, return
the die to the stodks.

BOTTOM: Allocate 1 gem or magic die from your sapply
to choose 1 of the listed benefits before the end of the
round: (A} Gain a 1-time ability to add 2 pips to 1 die you
just rolled:; (B) Gain 1 wood die from the stocks. If this
actiom is chosen during the Gather Phase, the die is ad ded
to your smithy tile. If this happens doring the Craft Phase,
roll the wood die immediately and craft with it as part of
your supply. The allocated die is returned to your smithy
tile during cleanup.

TOP: Allocate any 4 dice from your supply to move 1 gem
die from the stocks to your supply for use this round The
2 dice allocated to the space return to the stocks during
clearmp. The other 2 allocated dice are returned to your
smithy tile during deamp.

BOTTOM: Allocate = wood dice from your supply to move
z gem dice from the stock to your smithy tile. The 2 dice
allocated to the * space return to stock during cleanup.
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TOP: Allocate 1 gem die and any 1 other die from your
supply to mowve 1 metal die and 1 magic die from the stocks
to your smithy tile. The gem die allocated to the space
returns to the stocks during cleamap. The ather allocated
die returns to your smithy tile during deanup.

BOTTOM: Allocate 1 wood die and any 2 other dice from
your supply to move 1 Library die from the stocks to this
card. Use the Library die in the Craft Phase this round as
any color on a Craft card. The Library die does not enter
a players supply so it may not be stolen by the Peddler
card. The Library die is always returned to stock during
cleamip. Two Library dice are provided in case a player
duplicates this action through the Wodishop card Your
allocared dice are returned to your smithy tile during
cleamap.



TOP: Allocate any z dice from your supply to mowve 2
wood dice from the stock to your smithy tile. The 2 dice
allocated to the space return to the stock during deanup.

BOTTOM: Allocate 1 gem or magic die and any 3 other
dice from your supply to move 3 wood dice and 2 metal
dice from the stock to your smithy tile. The gem or magic
die allocated to the < space is returned to the stock
during cleanup. The other 3 allocated dice are returned to

- LJ¥]

TOP: Allocate any 2 dice from your supply to move 2
metal dice from the stock to your smithy tile. The allocared
dice are returned to your smithy tile during cleanup.

BOTTOM: Allocate any 2 dice from your supply to gain a
1-time ability to re-roll any number of dice you just rolled.
The allocated dice are returned to your smithy tile during
cleanup.

die from the stock to your smithy tile.

BOTTOM: Move any 4 dice from your supply to an
oppement’s supply. Choose 1 wmmsed die from that
opponent’s supply and move it to your smithy tile. Dice
that arein use on a Gather card or ona player's smithy tile
cannat be stolen with the Peddler.

TOP: Allocate any 4 dice from your supply to move 1 gem
die from the stock to your smithy tile. The die allocated
to the space is returnad to the stock during eleanup.
The other 3 allocated dice are returned to your smithy tile

during deamup.

BOTTOM: Allocate amy 7 dice from your supply to mowve 1
magic die from the stock to your smithy tile. The allocated

dice are returned to your smithy tile during cleamap.

TOP: Allocate any 2 dice from your supply to move 2
metal dice from the stock to your smithy tile. The allocated

dice are returned to your smithy tHle during cleanup.

BOTTOM: Allocate any z dice from your supply to gain
a 1-time ability to flip any number of rolled s to 6%. The
allocated dice are returned to your smithy tile during
clearmp.

TOP: Allocate any 3 dice from your supply to gain a new
die based on a die roll. Take 1 gem die from the stock and
roll it. If the die is not cancelled by the Cemetery and is 3
or higher, place the gem die on your smithy tile. If the die
is not cancelled by the Cemetery and is 1 or 2, return the
gem die to the stock and move a metal die from the stock
to your Smith card. The allocated dice are returned to your

smithy tile during cleamup.

BOTTOM: Allocate any 1 die from your supply. Gain a
1-time ability to fip 1 die you just rolled to its opposite
face. The allocated die is returned to your smithy tile
during deanup.
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aWest Fores

TOP: Allocate any 2 dice from your supply to move
1 wood die from the stock to your smithy tile. Allocated
dice are returned to your smithy tile during cleamp.

BOTTOM: Allocate any 1 die from your supply to gain
a 1-time ability to add 2 pips to 1 die you just rolled.
The allocated die is returned to your smithy tile during
cleamp.

TOP: Allocate any 1 die from your supply to copy any
Gather card action already used by ancther player this
round You maust also allocate the appropriate dice to
activate the copisd action and you receive the same benefit
as the original player. Your additional dice are also subject
to the same “return to the stock® or “return to smithy”
requirements of the original Gather card action. The die
allocated to the Workshop card is returned to your smithy
tile during cleanup.

BOTTOM: Allocate any 2 dice from your supply to move
1 wood die from the stock to your supply for use this
turn. The die allocated to the *{ space is returnad to stock
during clearmip. The other allocated die is retarned o your
smithy tile during clearmp.

MOTE: If the Workshop Gather card is used to duplicate
the Cemetery card, the new player re-molls the Cemetery die,
applies modifications i desired, and the new value becomes
the dead value for the remainder of this round.
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