
King’s Forge: Gold

Game Overview

King’s Forge: Gold is a modular expansion for King’s 
Forge. It is recommended that players be familiar 
with the rules to King’s Forge before they incorporate 
the content from this expansion. 

This expansion adds:

• A new type of dice, gold.

• A new type of card, Royal Decrees, which 
change some rules and provide scenarios.

• A new Docks location for when gold dice 
are being used, Gold Mine.

• New gather cards, which may be used as a 
complete set to showcase gold dice.

• New craft cards, a few of which require an 
even higher level of crafting expertise. 

Components

13 Dice
• 12 metallic “GOLD”
• 1 gold-glittered “QUEEN’S FAVOR”

53 Cards
• 39 craft cards
• 8 gather cards (one with the anvil icon)
• 5 Royal Decree cards
• 1 additional Docks location card (Gold Mine)

Gold Dice

Gold dice enter the game through several gather 
locations (Gold Mine, Gilder, and Fool) and Royal 
Decrees (Noble Effort, Good Deeds, Gold Rush, and 
Charming). During the craft and gather phases, gold 
dice behave in two completely different ways:

During set-up, always include two additional gather 
locations when using gold dice:  

Gilder is a gather card with an anvil icon. Include 
it with the 4 other cards that also have an anvil icon 
(the 2 mines and 2 forests). Add those 5 cards to the  
gather cards selected randomly for each game.

Gold Mine is new Docks location. Place it in the 
lower right-hand corner of the board near the other 
Docks locations. As with the other Docks, a face-up 
gather card must be discarded to use the Gold Mine.

Stacking

Stacking is a new rule. In order to support the 
highest standards of quality during the entire craft 
phase, the King demands better record keeping.

If a die goes above 6, place a die of any kind under-
neath that die to represent adding +6 to the die value 
displayed on top. In this way, a 2 with a die under it 
has a value of 8.

Be sure to return the die placed under the boosted 
die back to from where it came. You may wish to 
use gold dice for this purpose or other conspicuous 
dice not currently in play (e.g. Library, Cemetery,  
Conjurer, or even the glass dice if not being used). 

Note: Stacking supports the new craft values above 6. 
In all such cases, just count the number of dice pips 
showing to determine the required value.
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Noble Effort (new rule)

The nobles in the kingdom are social climbers with 
a desire for the finer things in life. If an item is good 
enough for the King—they want it!

When an item gets out-crafted (i.e. “stolen”), nobles 
purchase the item that’s being passed over by the 
King. The player who crafted that item immediately 
gets a gold die added to their smithy tile.

Royal Decrees

The King has been more generous lately. When 
using gold dice, add any number of Royal Decree 
cards to the game. These cards provide optional new 
rules and scenarios so that you may vary your King’s 
Forge experience.

During the gather phase: Gold is a “wild” die. 
It is precious enough that it may represent any 
other standard type of die (metal, wood, gem, 
magic, and glass). Spend it wisely.

During the craft phase: Gold functions as a 
metal die that automatically flips on a roll of 
1-3. Therefore, gold dice will only ever start as 
a 4, 5, or 6 when rolled. 

It’s a Gilded Age of unmatched 
prosperity! A growing merchant 

class and restless nobility demand 
even higher levels of craftsmanship.

It doesn’t hurt that gold was just 
discovered in some nearby  

underground caverns. 
In this age of new wealth, the Queen 

is more popular than ever. Queen 
Gertrude has even announced that 

non-royal versions of the recent 
Jubilee gifts may be made available 
to the public. An enthusiastic spirit 

of pride fills the realm blinding 
citizens to a much darker element 

creeping into the kingdom...
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Good Deeds (new rule) 

The Queen encourages smithies to donate unused 
labor to good deeds around the realm. If the total of 
all of your unused dice from crafting is 10 or more,  
you may donate that effort to a good deed.

Guild Master (scenario)

Prosperity and higher standards have supported the 
formation of guilds. In order to determine the Guild 
Master, the King allows guilds to conduct a totally 
different kind of crafting contest.

Set-up: Randomly select 4 groups of 4 items based 
on the item ranks displayed below (select 5 items for 
each group if playing with 5 players):  

• Group 1 = 4 items ranked 0-20

• Group 2 = 4 items ranked 21-60

• Group 3 = 4 items ranked 61-100

• Group 4 = 4 items ranked 101+

Display these 4 groups of items on the top half of 
the game board. There is no waiting line, all items 
in each group may be crafted at any time. Once you 
have successfully crafted in a group, however, you 
may not place dice or craft in that group again.

Charming (scenario)

Dragonfly Charms are beloved items. They entertain 
children for hours with playful games and antics.   

Set-up: Randomly select 12 items under rank #75 to  
join the Dragonfly Charm. There is no waiting line, 
all 13 items are available to craft at any time. Display 
the items on the top half of the board. Place a gold 
die on each of the 12 items with a rank number.

Each round, the Queen gives the player making the 
largest donation use of a gold die for the next round. 
This special die represents the “Queen’s Favor.”

Gold Rush (scenario) 

The King wants more luxurious items! Therefore, he 
has generously made gold available to each smithy. 
Instead of starting with 5 metal dice, each player 
begins the game with 4 metal dice and 1 gold die. 

You may retain the die for another round if you 
are once again able to make the largest good deeds 
donation. Otherwise, you must return this die to the 
stock or pass it to the next player who has earned it.  

Note: You must announce your good deed during 
your turn. If you forget to announce your good deed 
during your crafting action, too bad—you‘ve missed 
the opportunity. If good deeds aren’t on your mind 
and in your heart, the Queen notices.

Win Condition: The first player to
craft an item from each group wins. 

If players craft their final item in the same turn, the 
tie-breaker is the total rank of all items crafted. If 
players are still tied, they collect all their dice and 
roll against each other—highest roll wins. Roll until 
not tied. There can be only one Guild Master.

Win Condition: The first player to
craft the Dragonfly Charm wins.
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FAQ - Gather Card Profiles - Variable Set-ups
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Queen’s Favor

(Good Deeds Die)

When a player successfully crafts an item with a gold 
die on top of it, they claim the item and the gold die 
is placed on their smithy tile. These 12 items are the 
primary source of gold dice for this scenario—do 
not use Noble Effort or Good Deeds. Also, do not 
use the Peddler when playing this scenario.  

Ship in a Bottle (#134)

If you do not have the 
Glassworks expansion, 
you may craft the Glass 
die with a Gem die. This 
represents using crystal for 
the bottle instead of glass.

Recommendation: Play this scenario
for your first game with gold dice.

This scenario guarantees that each player gets to 
experience gold dice. Your first play will also benefit 
from using all of the gather cards in this expansion 
as a full set—they showcase the use of gold dice. 
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