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- deck of cards, that represents their people (workers, explorers, soldiers) and a set of Actlon cards. Each round players pku;e_
- all the cards from their hand onto their Action cards to discover new territories, conquer discovered territories, produce

* resources, and later sell them at a higher price.

| Gold coins are used for adding cards to your deck, by buying new characters from the market thus bringing themT ;
to your kingdom.

~ Character cards have symbols that signify the character's abilities. Each character can be placed on any Action card, and if the
character's symbol and Action card match, bonus points are granted. 2

The game ends with the round during which a certain number of Territory piles is used up. That depends on the

number of players: 2 players 3 piles, 3 players 4 piles and 4 players 5 territory piles.

After finishing the determined number of rounds, the players count their points (1.7 ) from their Personal deck

~ and conquered territories. The player with the most points wins.

PERSONAL DECK AND ACTION CARDS

Personal deck

- At the beginning of the game,
Personal decks contain 10
starting Character cards:
_ 1x Explorer card,
~ 2x Soldier cards, =4 L - .
~ 7x Worker cards. ¢ {7 a \; 4 Conquering,
e . A N T Grain Productio

Wood Production, 7
~ Metal Productior




T At the begmnmg of the game players place 9 blank cards on the table in ‘the middle of the g
area, in a 3x3 grid. Next, they take the Territory cards, shuffle them, and place 4 cards face down on 5
each blank card, so they cannot see which card has been placed. .

Players then, take their Exploring markers and place them in the corners of the previously placed 2
Territory map.

Next, each player places their 5 Action cards infront of them, face up, following the given order: ,
Exploring, Conquering, Grain Production, Wood Production and Metal Production. 2,

Each player takes their Personal deck, shuffles it (10 Starting cards with a stamp in the player's
color), and places it, face down on the right next to their Action cards. That becomes their Playing
deck, while the cards that are used during the game, are placed face up on the Personal deck's right,
becoming the Discard pile. /

After that, everyone draws 5 cards to play with for that round. ' : o

Then, they shuffle the Character cards, shuffle them and place them face down next to the Terrxtory
cards. From the Character deck draw 6 cards and place them next to each other face up.

7 Take the Bandit deck, and place it face up, next to the Territory cards.
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GAMEPLA_Y

Each player draws 5 cards from their Personal deck (this step is skipped in the first round because it
was already done during the game setup). If you do not have any cards in your Personal deck, shuffle

the Discard pile, and draw the number of missing cards.

Starting with the first player, one after another, players place 1 card from their hand, face down on 1 of

a

their Action cards. This is repeated until players have placed all of their cards.

Action Cards




- With the first player, begins the Exploring phase of the
game. Players, in turns, count the value they have obtained
by placing the Character cards on the Exploring event card.
Each card placed on this Action card has a value of 1.

e
s )Ji If a player placed a card with a compass symbol,
- —= @5 the amount of Exploring value is increased by the
N P( number shown on the compass symbol.

- After each player has counted their Exploring value, they can use the obtained value for across-the-l:v.olard S

movement and exploring, starting from their starting position.

.t

previous Exploring phase.

~ NOTE: At the beginning of each Exploring phase players start at their starting positions regardless of their movement in the 5

Example:
The blue player has an
Exploring value of 4

(3 cards + l—;‘;..L onthe
Explorer card) v

- )
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- Moving across the board and exploring can be done multiple times in the order of the player's choosing until the obtained Action

~value. When a player reaches his desired territory with an Exploring marker they can spend 1 value for exploring the territory.

¥m

P
Example:
- The blue player used 3
Exploring values (1-3) for
- movement, and 1 Exploring
~ value to turn a card over (4)
_ giving him 2 Wood.

T
P

. value is used up or until the player decides to stop, in which case the remaining value is lost. Each movement costs 1 Exploring "‘;

“".q




‘When players deade to explore a territory they turn that Territory card face up and receive the value shown in the card st
left, The card's value can be resources or the ability to remove one card from the game. 7 e

A player can remove only from their Personal deck or Discard pile. If a player decides to discard from their Personal deck,
the player removes it, shuffles the remaining cards in the deck, and returns it face down on the right side next to their Action

~ cards.

VALUE A

REWARD "
when exploring needed for B
conquering territories

TYPE OF TERRAIN

receives 1
Resource card
of their choice.

CONQUERED CARD DESCRIPTION
for it's effect
during every round

NUMBER OF POINTS
at the end of the e Sante

Effect explanation on pages 14 and 15.

Later onin the game, if a Territory card is already facing up on a certain Territory card location, or all of the 'Ibrn
have been conquered (the card locations are empty), the player must still spend 1 value to move to that locatlon, even tho
he 'la er can not explore the terntory e i
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Conquering the explored territories phase.

Unlike during the Exploring phase, players can conquer any
explored territory, regardless of where the territory is
located. Each player, in turns, counts the value they have
obtained by placing the Character cards on the Conquering
action card. Each placed card is worth 1 value.

'-"‘-._ v If a player places a card with a sword symbol, .3 % Example;

their Conquering value increases by the number = 23 The orange player has
» shown on the sword symbol. _ _"_£1 atotal Conquering

: '} valueof7 ’
Once a player counts their total Conquering value they can _— =4 (4cards +3 x

conquer any number of territories whose total value isn't @)\—— on their Hero card)
higher than the player's total Conquering value.

Example:

Since the orange player has a
total Conquering value of 7, they
can conquer 1 territory valued 6
or the 2 territories valued 4 and 3.

-




Ifa player does not have enough Conquering sword value needed for conquermg a terntory, pla ers
can use their sword value for defeating bandits, using 1 sword value for each bandit.

The player places the Bandit card, face down, on top of his Personal deck. In the next rounds the B
card can be placed on any Action card, increasing the Action card's value by 1.

Each unused Conquering sword value cannot be used in the following rounds.

CARD PRICE NUMBER OF POINTS

at the end of the game

The next phase is the Production phase.

For each card placed on a Production field of a certain
resource type, the player receives one resource of that type. If
a player placed a Production card onto a Production Action
card with the same symbol, the player's Production value
~increases by the number written on the resource symbol.

The player recieves &
3 Wood (2 cards +1 .
on the Lumber]ac'k




Then comes the Trading phase. Players individually decide how many resources they want to sell whe 4
it's their turn. One player can sell as many resource cards as he wants, but a maximum of two different
types of resources. Players put all of their resources under the table. In their left hand, they take all of the
resources they want to keep, and in their right all of the resources they want to sell. On cue, players
simultaneously raise their right hands above the table and show how many resources they are offering.
They leave the rest of the cards from their left hand face down next to them. The amount of gold players
receive depends on the type of resource they put up for sale and the amount and type of resource other

Market card
with

Resourcecards Yy .4l  markers on it

Market cards with markers :
~ are used for calculation once all the players have shown the resources they are putting up for sale, before trading.
- First, we start with wood. We count how many players offered wood (i.e. 4 players offered wood) so we place the
- wood marker in the first row. This means each wood resource has a value of 1 coin for this round.
- After that we count how much grain was offered (i.e. 2 players offered grain for sale) so we place the grain marker

-in the third row. This means each grain resource has a value of 3 coins for this round.

44
- Flnally, we count how many players offered metal (i.e. 2 players) so we place the metal marker in the thlrd row.
This means each metal resource has a value of 3 coins for this round.
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Resource value calculation for 4 players:
. o TR S AL
After revealing a]l the Resource cards that were
3 oﬁ"ered, we use markers to mark the value of
" resources on the Market card, following these
: mstructmns <

o B

: For a resource type offered by only one player,
the player that offered receives 4 times the
number of resources they offered for trading, in
gold.

If two players offer the same type of resource,
they receive 3 times the number of resources
they offered for trading in gold.

- If three players offer the same type of resource,

- they receive 2 times the number of resources
they offered for trading, in gold.

7 PAnd if all four players offer the same type of

~ resource, they receive 1 times the number of

resources they offered for trading, in gold.




esr'c value calculation for 3 players:
fter r;e;’ealjng a]l the Resource cards that were
offered, we use markers to mark the value of
resources on the Market card, following these
_ instructions:

IfﬂngplgygLOffers 1 type of resource, that player receives 3

- times the number of resources they offered for trading, in gold.

o
- If two players offer the same type of resource, they receive 2

~ times the number of resources they offered for trading, in gold.

~ If three players offer the same type of resource, they receive 1
times the number of resources they offered for trading, in gold.

Resource value calculation for 2 players:

After revealing all the Resource cards that were
offered, we use markers to mark the value of
resources on the Market card, followmg these
instructions: : - o

2-1.

If one player offers a type of resource, that p[ayer reaeves 2
times the number of resources they offered for tradmg, in gold.

If two players offer the same type of resource, they receive 1
times the number of resources they offered for tradmg, i .
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Buylng phase for Character cards. ' -
Beginning with the first player, players buy Character cards according to the amount of gold earned
durmg the Trading phase. Exception: In a 2-player game, the price of all cards you buy is 1 coin lower.
For example, a card with the price of 5 coins is worth 4 coins when you want to buy it. Depending on the
amount of gold that player has, players can buy more than 1 Character cards. Once a player has com-
pleted a purchase, the market is replenished to 6 cards with the cards from the top of the Character
deck. All the money that isn’t used goes to waste, and all the Resource cards that were put up for sale are
returned to the common stash.
During this phase, players that want to buy one or more Bandit card can do so and add them to their

~ Personal deck.

~ Every bought card is placed face down on the top of the player's Personal deck.

’-f

END OF THE ROUND

After all the players finish the Buying phase, we come to the end of a round. Players discard
all the cards placed on the Action cards, face up onto the Discard pile, located on the

Personal deck's right side. Then the player with the First player marker passes the marker
to the player on their left, who is now the first player for the next round.

- The game ends in two ways:
~ A. with the round during which a certain number of Territory piles is used up. That depends on the number of 3%
" the players: 2 players 3 piles, 3 players 4 piles, 4 players 5 territory piles. Or, - )

B. by buying the last face up Character card, when there are no more cards to replenish the market

After finishing the determined number of rounds, the players count their points from their personal deck and

conquered territories and add bonus points gained by fulfilling the Bonus card requirements.
Note: If more players meet the bonuses for the largest number of won territories, they all receive 5 points.

_Ihe player with the most points wins. If 2 or more players are tied, they share thelr victory.




Players add the pomts from thelr Personal deck and enter them into the score table. :

Players add the points from their Conquered territory cards. .

The player that conquered the most territories receives 5 points.

The player that conquered the most plains receives 5 points.

The player that conquered the most hills receives 5 points.

The player that conquered the most mountains receives 5 points.

The players receive points for owning Character cards with different symbols. -

Y The more different symbols players have on the cards in their Personal deck, the more points they will receive
Check the Bonus card explanation!

N

BONUSES

The player with the most 10 _
Territory cards =
ks plain | a different symbols e
The player with the most bl | The player has | 8}in their e
conquered Territories = i 7| Personal deck
mountain 6

Example:
The green player has the following cards at the end of the game:




NUMBER OF POINTS
at the end of the game

CARD EFFECT

Effects of the conquered territories can be activated once per round, without requiring prior placement
ona spec1ﬁc Action card, unlike Character cards.

: = Provides players with
Provides players ' 0 1, 2, or 3 Conquering
with 1 or 2 extra g ] " v value during the
gold coins during ) ' A Conquering phase if' EE s

the Buying phase. | the card is placed on
the conquenng Actlon

Provides players with 1
additional Exploring value
if the card is placed on the
Exploring Action card.

\;_.-,




Provides players with one
extra wood from the
~ common stash only if the
Wood Production card was
placed on the Wood
Production Action card.

Raises the total value of any
Action card by 1.

On the Action card where
the card with this symbol is
placed, an additional card is
placed on top of it from the
players Personal deck, thus
activating the card's effect, if
possible.

fore their reveal, this effect is activated on conquered
tories by placing a card from the top of the
‘ d

Provides players with one extra
metal from the common stash
only if the Metal Production
card is placed on the Metal
Production Action card.

Provides players with the
possibility of removing from
their Discard pile or Personal
deck. .

If a player decides to remove from their Personal deck,
the player removes it and then shuffles the rest of the
cards and returns them to the right side of their Action X
cards, face down.




ith the arrival of Serbs in the 6th century to the former Roman province of Illyricum, the m;gration of Slavs

to the Balkan Peninsula was completed. An important historical source that describes this event is the
medieval writing "On the management of the empire", by the Byzantine emperor Constantine VII
Porphyrogenitus. Thanks to this, we have early knowledge about Serbian inhabited terrltories, their
political history and administrative structure, and the acceptance of Christianity. >3

- The first Serbian medieval states after migration were
Pagania, Zahumlje, Travunija, Duklja and Serbia -
which consisted of Raska and Bosnia. The dynasty that
ruled these areas in the seventh century was the
~ Vlastimirovi¢ dynasty. They were named after the first !
- ruler who established Serbia as an independent state, \J
Prince Vlastimir (830-851). After the death of Caslav
Klonimirovi¢ in 960, supreme power over Serbian lands
ceased to exist, so they would later throughout history

- be in open conflict, or on opposite conflicted sides.

After the Vlastimirovi¢ dynasty, the Vojislavljevié
dynasty took over primacy over Serbian medievel lands
Duklja, Raska, Bosnia and Zahumlje. The dynasty was
~ named after Prince Stefan Vojislav (1018-1043) that
~ ruled Serbian lands until 1186. The most important
- rulers of this dynasty were the first Serbian king Mihailo
Vojislavljevi¢ (1046-1081) and king Konstantin Bodin
(1081-1099). The last ruler from this dynasty who ruled
. as a Byzantine protégé was defeated by Stefan Nemanja
- (1166-1196), the founder of the Nemanji¢ dynasty.



he Nemanji¢ dynasty was the most important in the history of medieval Serbia. They ruled from 1166 to
1371. Prominent Nemanji¢ figures were Rastko Nemanji¢ - the first Serbian archbishop Saint Sava, Stefan
The First Crowned (1217-1228) - the first crowned king of the dynasty. King Milutin (1282- 1321 was the
greatest founder amongst Serbian rulers, who built 40 churches during his reign. '

During the reign of the King, and later Tsar Dusan

~ (1331-1345 and 1345-1355), Serbia became an empire,

~ encompassing the largest territory in its history and

~ was the leading power in southeastern Europe. All

rulers from the Nemanji¢ dynasty, except Tsar Dusan,

- were proclaimed saints. Their prominent endowments

~ were Studenica and Hilandar, Zi¢a, Mileseva,
Gracanica, and Bogorodica Ljeviska.

~ After the death of the last Nemanji¢, Uro$ The Weak,
~ the empire fell apart and the regional lords competed
~ amongst each other for supremacy in political life until
~ falling under the Ottomans in 1459. Prominent Serbian
ruling families in this period were Mrnjavcevic, Balsi¢,

- Lazarevié, Brankovi¢, and Kotromanié.

~ In Turkish slavery, the Serbian people did not forget
- their rulers and state-building tradition, so they
~ carefully nurtured the memory of their former glory
~ through poetry.
- In 1804 the Karadordevi¢ family came to power during
~ the First Serbian Uprising. Serbia became a kingdom
once again in 1882 under the Obrenovi¢ dynasty.
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We would like to express our gratitude to
National Museum in Belgrade
for granting us the rights to display the painting

"The Coronation of Tsar Dusan" by Paja Jovanovic
in the board game Kings of Serbia.

S CIP - Catalog publication The ,,Matica Srpska“ Library,

" NoviSad

794.5(086.4)
DUROVIC, Boris, 1977-
Kings of Serbia [Set] : Deckbuilding board game/

game author Boris Purovi¢ ; illustrator Danijela Stojié.

- Novi Sad: Brave Giant, 2021 (Beograd: Forsage).

- 1 box (236 cards, 1 rulebook) : ill. ; in the box (24 x 24 x 4 cm)
 Printing 100. - 5

ISBN 978-86-91 1447-9-1
0% } Board games
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