CONTENTS

54 room cards
6 dragon cards
4 knight cards
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PURPOSE OF THE GAME

Be the most skilled castle builder in the kingdom. You will have to place the room cards of the castle by
matching the stairs and the corridors of entry with those of exit of the previous card placed on the left.
The player who manages to put 10 room cards in a row wins first.

PREPARATION AND DEVELOPMENT
For 4 players you have to use all 64 cards
For 2-3 players you have to remove 2 Dragons and 2 Knights of your choice

Shuffle the cards and deal 2 face down to each player, the remaining cards are placed in the center of
the playing area to create the draw deck.

The player who last visited a castle begins the game and continues clockwise. During his turn, each
player draws 2 cards to add to his hand and creates his own row or row of room cards in front of him
starting from the left and adding other cards only to the right of the previous one. Each player can play
as many cards as he wants from his hand, the important thing is that to pass the turn he does not have
more than 2 cards in his hand. If you have 3 or more cards in your hand you cannot pass the turn but
you will have to play them until you remain with 2 cards or less.

WARNING: if you have 3 or more DRAGON or KNIGHT cards in your hand and you cannot use them,
they will be discarded until you have 2 cards in your hand.

CREATING A ROW OF ROOMS

The rows of rooms are created starting from the first card on the left and adding the other cards always
to the right of the previous one, by matching the stairs and the entrance corridors with those of exit of
the previous card, it is not possible to add cards to the left of the row. All room cards have two identical
symbols, positioned on the top and bottom sides and are an HELMET and a couple of CROSSED SWORDS.
When building a row of rooms, it is mandatory that all symbols face the same direction, therefore, if you
start a row with the HELMET facing up, all the cards that make up the row must have the HELMETS
facing up. If you have no cards in your hand that can be added to a row that you are building and you
have more than 2 cards in your hand, then you cannot pass the turn, you will have to start a new row,
always matching HELMETS and CROSSED SWORDS, therefore, if your first row has the HELMET symbol
facing upwards, the row that you will build must have the same symbol facing downwards. There is no
limit to the number of rows of rooms you can build.



USING DRAGON CARDS AND KNIGHT CARDS

DRAGON cards can be used against an opponent, during your turn they can be placed to the right of a
row of rooms to block the construction, because from this moment the opponent cannot add ROOM
CARDS on his own row. The KNIGHT cards instead must be used on their own row of rooms where a
DRAGON card has been placed to remove it and be able to continue building on that row. Once played it
must be discarded together with the removed DRAGO card, these cards can no longer be used.

WINNING THE GAME

The player who first creates a row of 10 ROOM cards wins the game. If the cards in the draw deck finish,
and no one had made a 10-card row, in this case the player who made the longest row of rooms wins, if
there is an equal merit, whoever has made the second longest row, if there is still a tie, will check the
third and so on.
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