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Continue setting up the King’s Forge game as normal, 
except that you will draw a different number of Jubilee 
Craft cards than you usually would: 

 � 2-player game: 11 Jubilee Craft cards
 � 3-player game: 13 Jubilee Craft cards
 � 4-player game: 17 Jubilee Craft cards

Play proceeds like a normal game of King’s Forge with 
the following changes:

Jubilee Craft Cards
Each Jubilee Craft card has a permanent “bonus” 
shown in its bottom right corner:

Jubilee Craft cards showing a die icon 
will add 1 die of that type to your supply 
at the end of the round in which you 
craft that item. 

Jubilee Craft cards showing a +1 or +2 
on a color field allow you to add 1 or 2 
pips to a matching color die in all 
following Crafting Phases. The bonus 
may not be applied in any other phase. 
The bonus may only be used once per 
Craft Phase. A +2 bonus may not be 
split between 2 dice. 

Jubilee cards with a multi-colored field 
indicate that the bonus may be applied 
to any standard die: metal, wood, gem, 
magic, or glass.

Game Overview 

Queen’s Jubilee is an expansion for King’s Forge. It is 
recommended that players already be familiar with 
the rules to King’s Forge before incorporating this 
expansion. This expansion introduces a new Craft 
deck introducing the Jubilee variant. This variant 
promotes faster and more aggressive King’s Forge play 
styles and introduces Craft cards that give permanent 
bonuses to the player that crafts them. Also included 
in this expansion are new Gather cards as well as 
additional content to add to the Apprentices and 
Glassworks expansions. 

If you are not playing with Glassworks, remove all 
Jubilee Craft cards that require glass ( ) to craft 
them.

If you are playing with both Apprentices and 
Glassworks, you may add the 6 new Apprentice cards 
to the Apprentice deck and follow the remaining 
rules for Apprentices. Otherwise these cards will not 
be used.

Components

 � 5 clear Conjurer dice
 � 2 brown Farm dice 
 � 54 Jubilee Craft cards
 � 7 Gather cards
 � 12 Escape the Dungeon cards
 � 6 Apprentice cards

Jubilee Variant

To play using the Jubilee variant, replace the original 
Craft cards with the new Jubilee Craft cards. The 
original Craft cards will not be used. 
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Dungeon
TOP: You may claim this action at no cost to move 1 
metal die from the stock to your smithy tile.

BOTTOM: All other players take 1 “Escape the 
Dungeon” card, then follow the rules listed on those 
cards. A player can have more than 1 of these cards at a 
time, and each must be resolved individually.

Farm
TOP: Allocate 5 dice of any type(s) to move 2 wood 
dice from the stock to your smithy tile. All spent dice 
are returned to your smithy tile during cleanup. 

BOTTOM: During crafting, roll the 2 Farm dice 
alongside any other unused dice you have. You may 
use abilities to modify them and place them on any 
Craft card’s metal or wood requirement. At the end 
of the round, make sure to return all Farm dice to the 
stock. The Farm dice are not meant to be finite; if more 
than one player is in possession of this ability (e.g., a 
second player copies this card using the Workshop), 
substitute dice may be used.
 

Festival
TOP: Move 1 wood die from the stock to your smithy 
tile and 1 metal die from the stock to each other 
player’s smithy tile. If there are not enough metal dice 
to go around, you decide who gets the dice that are 
available.

BOTTOM: Allocate any 1 die and 1 wood die from 
your supply to gain a one-time use die-flip on up to 2 
dice. The allocated dice are returned to your smithy 
tile during cleanup.

Winning the Game
Players in a 3- or 4-player game need to craft 5 items in 
order to end the game, while a 2-player game requires 
crafting 6 items. 

The game is over at the end of any round in which at 
least one player has claimed that amount of Craft cards 
or more. Whichever player has the most crafted items 
at the end of the game is the winner! If two or more 
winning players have claimed the same number of 
Craft cards, the player with the highest-ranked Craft 
card is the winner!

Gather Cards in Detail

Conjurer
TOP: Allocate any 4 dice from your supply to move a 
magic die from the stock to your smithy tile. 2 of the 
allocated dice are returned to your smithy tile during 
cleanup and 2 are returned to the stock. 

BOTTOM: You may claim this action at no cost to 
roll a number of Conjurer dice equal to the number of 
players in the game. You must then give each player at 
the table 1 of those dice without changing the number 
of pips showing. Then declare one of the following 
types: metal, wood, gem, magic, or glass. The Conjurer 
dice may only be used during the Craft Phase as the 
specific die type of the rolled value. Conjurer dice 
may be modified as normal. Conjurer dice cannot 
be used for any purpose during the Gather phase. If 
one or more Conjurer dice were canceled because 
of the Cemetery, you decide who gets the dice that 
remain. If you are copying the Conjurer ability using 
the Workshop, collect all of the Conjurer dice, re-roll 
them, and re-distribute them.
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BOTTOM 3: Allocate 1 wood die from your supply 
to move 1 wood die from the stock to your smithy tile. 
The allocated wood die is returned to your smithy tile 
during cleanup.

BOTTOM 4: Allocate any 2 dice from your supply to 
move 1 wood die from the stock to your smithy tile. 
The allocated dice are returned to your smithy tile 
during cleanup.

Monastery
TOP: Allocate 1 of any type of die and 1 wood die 
from your supply to move 1 gem die from the stock to 
your supply of dice available for use this round. The 
allocated wood die, being on an X, is returned to the 
stock during cleanup. The other allocated die returns 
to your smithy tile during cleanup.

BOTTOM: Allocate 2 wood dice from your supply 
to move 1 magic die from the stock to your supply of 
dice available for use this round. The allocated wood 
dice, being on an X, are returned to the stock during 
cleanup.
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Traveling Camp
TOP: Allocate any 4 dice from your supply to move 
2 wood dice from the stock to your supply of dice 
available to use this round. The 3 dice on the X
are returned to the stock during cleanup and the other 
2 dice are returned to your smithy tile.

BOTTOM: You may claim this action at no cost to 
immediately pre-roll up to 5 dice in your supply.
Place the pre-rolled dice on the Traveling Camp card 
to keep them from your other supply dice, but they 
are usable during the Gather phase if you wish. Any 
pre-rolled dice still on the card on your Craft turn 
are usable at their current values; do not re-roll them. 
Dice manipulation bonuses may be applied as usual. 
The dice are not affected by the Cemetery if they were 
rolled before the Cemetery was put into play.

Merchant
Note: This Gather card has 4 options to choose from 
rather than the usual 2. Players can only choose 1 of 
these options.

TOP 1: Allocate 1 wood die from your supply to 
move 1 gem die from the stock to your smithy tile. 
The allocated wood die is returned to the stock during 
cleanup. 

TOP 2: Allocate 1 wood die from your supply to move 
2 metal dice from the stock to your smithy tile. The 
allocated wood die is returned to your smithy tile 
during cleanup.


