
 : Choose a coat of arms.  Each different DOMAIN with this coat of arms earns you  
 5 prestige points. 

DOMAINS: groups of connected squares with the same coat of arms.

 : Add one star to the coat of arms of your choosing.

As soon as you have used your available power, score it out on the Spellbook. 

END OF TURNS

Player B collects the dice and becomes player A for the next turn.

Special Rule: using your castle:
Once per game only you can add one star to one of the 2 dice you have chosen for your 
turn.  Color in the roof of your castle to show that you have used this unique power (the 
die in question cannot be used to fill in the Spellbook).

END OF THE GAME

The game ends as soon as one of the following three situations occurs:
One of the players completes his map. 
Neither of the 2 maps has 2 free adjacent squares.
In the last turn, neither of the players finds a place for their domino. 

Calculate the prestige points of your Kingdom in the following way:
Each Kingdom is made up of different DOMAINS. 

Each domain is worth as many prestige points as the NUMBER OF COATS OF ARMS 
it contains multiplied by the NUMBER OF HIGH DIGNITARIES (stars) present in 
the domain.  
A kingdom can have several different domains under one coat of arms.  Points are 
separately calculated for each domain.  
A domain with no stars is worth nothing.  
The final score is taken by adding together the points from each of your domains. 
 
 If you possess the druid worth 5 points, don’t forget to add this to your final score. 

 

The player with the highest score wins the game.
In the case of a tie, the player who has built the most extensive domain (using the most 
squares) wins the game.
If a tie persists, the game ends in a draw. 
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1° Rolling the dice
Player A rolls the 4 dice.
2° Setting up dominos
Player A chooses one die from the 4.  Player B chooses 2 from the 3 left and then player 
A takes the remaining die. 
Each player now has 2 dice which, when put together, make up their domino for this 
round.  
3° Filling the map
Each player copies his domino onto his map by drawing the two symbols on the two 
dice faces that they have side by side.  

CONNECTION RULES:

You can fill in your map:
• by connecting one of your symbols to the central ‘castle’ space (regardless of which  
 coat of arms can be put in this space) 
• by connecting a minimum of 1 symbol either in the space above, below, to the left or  
 right of another identical symbol which has already been drawn. 

If you cannot find a way to respect either of these rules, you lose your turn.

4° Filling in the Spellbook
Use the power of wizards
Each time you get a face without stars when setting up your dominos (the question 
mark is a face without stars), cross out a square in the spellbook corresponding to this 
face.  Be careful, you each have your own line!

Only the FIRST person to cross out all the wizard squares can use the wizard powers 
(the opponent strikes through this line to show that the power can no longer be used).

WIZARDS’ POWERS

Each of the following powers can only be used once in the game.  A power can be 
played whenever you wish except in the two last «lightning bolt» powers. 
 : You can play your domino without following the connection rules. 
 : You can separate your dice to fill your map.  Each die must respect the  
 connection rules. 
 : During a turn where you are player A, you can immediately pick your 2 dice. 
 : You can turn one of the dice in your domino around so that it shows any face of  
 your choice

The following 2 powers (accompanied by a ‘lightning bolt’ symbol on the spellbook) 
must be played IMMEDIATELY.

INTRODUCTION 
Roll the dice, choose the ones you want and put them together in pairs to create your 
dominos.  Bit by bit, fill your checkered map while entrusting the territories of your 
kingdom to families who support you and while keeping an eye on your opponent’s 
kingdom. Gather favours from wizards in order to cast powerful spells which will allow 
you to rule without having to share.  
 
Kingdomino Duel is a completely independent game which preserves the essence of 
the original and highly successful Kingdomino. 

 GAME CONTENTS

   • 4 dice
   •1 notebook with 1 Map Side and 1 Spellbook Side 

OBJECT OF THE GAME

Choose your dice and combine them to make your dominos while creating the most 
renowned kingdom possible.  Kingdoms are made up of domains (groups of identical 
coats of arms connected at right angles) which bring varying amounts of prestige (the 
more stars in a domain, the more renowned it is).  

SET UP

Each player takes a sheet from the notebook and a pencil.  
Place the sheet in front of you, map-side up. 
In the centre of the table, place another sheet Spellbook-side up.
Place the 4 dice on the table next to the spellbook.

There are 7 different symbols on the face of the dice:
6 different coats of arms, representing the different families you will trust with the 
management of your domains.  Certain coats of arms are accompanied by one or two 
stars indicating the presence of high dignitaries in these places.
The question mark, which allows any coat of arms to be chosen. 

The oldest player starts the game.  
This player is player A. 
The opponent is player B.

HOW TO PLAY

The game is played in 3 stages: 
1° Rolling the dice
2° Setting up dominos

3° Filling the map
4° Filling in the Spellbook


