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The Noble Game 
 

Concept  

The King is a 12 year old child. At court, rival factions whisper in the king's ear, seeking to 

tilt his decisions in their favour. In consequence, powerful nobles have begun to take the law 

into their own hands in their own domains, strengthening their own private armies and 

seeking to extend their influence at the expense of rivals. Though none are yet bold enough to 

grab for the throne, each seeks to ensure that they and they alone are the strongest in the land. 

 

Overall dominion is not the aim and unlikely to be possible. You are not trying to conquer the 

whole map or become king – there already is one. It is hard to take an opponent’s home estate 

or to maintain a conventional ‘border’, and most fighting takes place by means of skirmishes, 

raids and jockeying for territory. The crown of the Regency awaits! 

 

Victory Condition 

The most Victory Points after 6 years (the time for the child King to grow into his majority). 

Victory points are gained in the following ways: 

 Two points for each Regency. 

 One point for each Co-Regency. 

 One point per Noble at the end of the game. 

 One point for each battle won against another player involving a Noble on both sides. 

 Certain sovereignty cards may cause players to gain or lose victory points. 
 

The Board 

The board is a stylised map of a country. There are different boards for the three and four 

player games. Some squares have resources on them: in particular: fields (yellow), forests 

(brown), quarries (black), neutral Noble estates (red).  Each player has a  'home estate' where 

they begin and a central 'capital city' where the king lives. No fighting is allowed in the 

capital city. There are as many markets as there are players (near the capital city). 

 

Resources and pieces 

Three resources 

- Food  

- Wood 

- Stone  

 

To claim a resource square a soldier must be used to secure the area. The soldier is placed on 

his side to show ownership of the resource. A soldier deployed in this way has no combat 

value and can never be removed, though will enter a fort as a garrison if a fort is constructed 

on that square. 

 

If another player has ownership of the square, it may be claimed in the same way – the new 

owner’s soldier simply replaces the existing one, which is discarded. A player may raid and 

occupy in the same turn with the same force (see raiding, below). If a fort is on the square, 

the square may only be claimed by capturing and occupying the fort. 

 

 

Three types of buildings 

- Production buildings (cosmetically different depending on resource - farm, timber yard, 

quarry pit) but all the same effect. 
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- Forts (defensive bonus) 

 

Two types of units 

- Soldiers (the basic unit) 

- Nobles (rarer and allow special abilities) 

 

Two decks of cards 

- Sovereign deck (global effects, though players may sometimes exercise some control over 

it.  

 

- Nobility deck (special play cards that the players get and can play for various effects). 

 

 

Basic structure 

Play divided into years, each divided into four seasons. Most things happen every season, but 

a number of things only happen once a year (including resource generation, upkeep, change 

of starting player, regency appointments, sovereign card playing).  

 

Within each season play is sequential from starting player. Starting player shifts to the Regent 

each year; if there is no Regent it passes one to the left; if a Co-Regency, to the next Co-

Regent to the left. 

 

 Each season every player has one action. Things which require an action include: 

- Raising troops. 

- Moving a Noble. 

- Taking a resource of your choice (this is always be an option and sets a 

'minimum value' of an action). 

 

Things which do not require an action would include: 

- Purchasing buildings or special play cards. 

- Deploying troops from a castle.  

- Moving already deployed raiding parties/armies. 

- Playing special play cards. 

 

It is possible to gain additional actions through, for example, special play cards or use of 

Nobles. 

 

Economy 

Each year, each resource square owned generates one resource. With a production building it 

generates two.  

 

Each Home Estate consists of one castle, two fields and one forest. 

 

Costs of things are as follows: 
Object Cost Effect 

Soldier 1F  

Production 

Building 

2W Increases annual production from 1 to 2 

Fort 2S 1W +1 die; -1 to one enemy die. 

Nobility Card 1F 1W 1S Varies. Purchasing does not count as an action.  

Castle Can’t be +2 dice; -1 to all enemy dice; a Noble at a castle can 
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built recruit soldiers. 

 

Trading 

Resources may not be traded with the bank. If you have a Noble on a market they may be 

traded at 2:1.  

 

Nobility cards may always be traded with the bank at 2:1. Markets and other bonuses do not 

affect this. 

 

 

Movement and Combat 

 

Movement 

In order to move soldiers they must first be deployed, in either a raiding party or an army. It 

is anticipated that the majority of a player's forces will be raiding parties. 

 

A raiding party or army: 

- Can consist of between 1 and 12 soldiers. 

- May move five spaces per turn. 

- May be deployed from any defensive structure, provided soldiers are available in the 

structure. 

- If being created from the castle in the home estate, may be created from either soldiers in 

the castle and/or from freshly recruited soldiers. 

- May, if desired, be accompanied by a Noble. 

 

A force of up to three soldiers is known as a raiding party. A force of greater than three 

soldiers is known as an army and must be accompanied by a Noble. If for any reason the 

Noble is removed then the army cannot move until a Noble returns there. 

 

A raiding party may not split, other than to detach soldiers to enter the garrison of a defensive 

structure or to claim a piece of territory. Two raiding parties may merge, though if the 

maximum of three soldiers is exceeded a Noble must be present. In practice, these rules 

combine too mean that raiding parties may divide at forts or castles. 

 

Two raiding parties may not occupy the same square. One raiding party may not encounter or 

pass a raiding party, army or defensive structure of another player without entering combat, 

raiding or sneaking (see below). 

 

Each winter, a player must pay upkeep of n/3 food (round up) for each raiding party or army 

in the field (i.e. outside the home estate and not in a defensive structure garrison), where n is 

the number of soldiers in the army or raiding party. If upkeep cannot be paid, 1 soldier for 

each unpaid food is lost. 

 

 

Combat 

Combat is very simple: 

 When two forces enter combat, each player simultaneously throws nd6 where n is 
equal to the number of soldiers in his force. For every 5-6, one enemy soldier is 

killed.  

 For a field battle, this process is repeated until all of one side is dead 
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 If a fort or castle is being attacked, only one iteration is carried out. If defenders 
remain on each side, both forces remain in position. Next turn, the attacker may 

choose to attack again or to move away. This is one of the principle advantages of 

defensive structures. 

 Some factors may affect the number of dice rolled or other factors of the combat: 

- If the defender is in a fort, an extra die is rolled by the defender. 

- If the defender is in a castle, two extra dice are rolled by the defender. 

- For each Noble present, that side rolls an extra die. 

- Nobility cards may affect combat in various ways. 

 

Note that Nobles are not killed. Should any Nobles remain after all the soldiers of one side 

are killed, these Nobles are captured.  

 

Even if the attacking force wins, its movement is ended for the turn. 

 

Any time an enemy Noble is captured the capturing player receives a victory point. 

 

Mutual annihilation 

It is possible that both forces annihilate each other. If this occurs in the field the forces simply 

disappear. If in a fort, the fort reverts to being neutral (and its owning Noble returns there).  
 

Any remaining Nobles after mutual annihilation remain in the field (and cannot ‘capture’ 

each other). If attacking a fort, a lone attacking Noble – other than the Lord Marshall – 

cannot capture a fort. Similarly, a lone defending Noble – other than the Lord Marshall – 

cannot defend a fort. 

 

Raiding and sneaking 

Raiding is a key part of combat. Only raiding parties, not armies, may conduct raids and 

sneak. 

 

Sneaking 

Firstly, a raiding party may attempt to sneak past a defensive structure, raiding party or army 

of another player. To do this, the player declares the intention to sneak. The player being 

snuck past may make a single attack - without retaliation - on the player sneaking, as if it was 

a round of combat. If any of the sneaking soldiers survive, they may carry on their move as 

normal. 

Example 1: Player X attempts to sneak a 3-soldier raiding party past Player Y's fort, 

occupied by 2 soldiers. Player Y throws 3 dice (2 for soldiers + 1 for fort) and, in a fortunate 

roll, gets: 3,6,5 - killing two soldiers of Player X. The remaining soldier, however, moves on 

and may go on to raid or pillage in Player Y's territory. 

NB: Sneaking can be used to move soldiers past a besieging army into a defensive structure 

(or, less usually, vice-versa). 

 

 

Raiding 

If a raiding party lands on a square occupied by an enemy resource square it may choose to 

raid: 

 First, if the player being raided has soldiers on this square (in the field or in a 

defensive structure) it may make a single attack – without retaliation – in the same 

way as if the player had tried to sneak past. 
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 If there are still surviving soldiers in the raiding parties, the player steals one good. A 
good is chosen as follows: 

o Good produced by the tile from the player’s hand. If not available: 

o Any other good from the player’s hand. If not available: 

o Good produced by the tile from the bank. 

 If there is a production building on the tile then the production building is burnt 

(removed from the board). 

 The raiding player may then continue moving if any movement points remain. If there 
are enemy soldiers in the field on the square the player must move one square away 

even if no movement points remain. 

 

A player may raid and occupy a production square in the same turn, or may choose to raid 

without occupying.  

 

Nobles 

Nobles are the most important resource in the game. Only Nobles can lead armies, influence 

the king or hold official positions. You begin with one Noble - yourself - and gaining an 

additional Noble should be a priority in the early game. In addition, at the end of the game 

each Noble you control is worth one victory point. 

 

Gaining Nobles 

You begin with one Noble - this Noble represents you. This Noble is indistinguishable from 

other Nobles in terms of game play. 

 

The most common way of gaining new Nobles is to conquer their estates. An unclaimed 

Noble estate will be defended by a fort with – initially – one defender (which means the 

defenders will throw 3 dice: one for the defender + 1 for the fort + 1 for the Noble). This fort 

may be attacked in the same way as any other fort. If defeated, the Noble will swear fealty to 

you and become your vassal.  

 

If the defending garrison is killed without the fort being taken (e.g. due to mutual 

annihilation) then the fort will be unmanned and easily taken. However, neutral Nobles with 

no garrison – for whatever reason – will recruit one soldier in the ‘generate resources’ phase. 

 

The other ways of gaining a Noble is from the 'Landless Noble' cards in the Nobility Deck or 

the 'Favoured Courtier' card in the Sovereign deck, both of which allow players to pay 

resources in exchange for gaining a Noble. 

 

Using Nobles 

Nobles have a number of uses: 

 

In the Home Estate Castle: Without a Noble in this castle, you may not recruit soldiers. 

Furthermore, for each Noble in the home estate castle in the resource generation phase, you 

gain an 'Action token' which may be used at any point in the following year to gain an extra 

action. Also, a Noble must be present in the home estate to use 'Economy' Nobility cards. 

 

In the capital: Nobles in the capital are necessary to contest the regency. In addition, a Noble 

must be present in the home estate to use 'Political' Nobility cards. 
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With armies or raiding parties: An army (though not a raiding party) must always be 

accompanied by a Noble. A raiding party or army gains an additional die for every Noble 

present. In addition, a Noble must be present with a raiding party or army to use 'Military' 

Nobility cards which can dramatically enhance the abilities of a force. 

 

As office holders: Only Nobles can hold offices, to which they may be appointed by the king. 

There are five offices.  

 

 

 

Moving, capturing and ransoming Nobles 

 

To move a Noble takes an action: 

- A Noble may in a single move move to the capital, the home estate, to any friendly castle or 

to his own fort, though may not move in such a way to a fort or castle under siege, or out of a 

battle. 

- A Noble may also move eight spaces along normal paths. 

 

Nobles with armies or raiding parties move with the army or raiding party, without the need 

for an action. 

 

If a Noble's own fort is captured by another player, the Noble will switch allegiance. He will 

instantly return to his home fort, unless he is in London, in which case he will remain there. 

 

Soldiers moving on to the square of an unaccompanied Noble will automatically capture the 

Noble. This also means that Nobles are captured (not killed) if the army or raiding party they 

were with is defeated or a fort/castle they were defending is taken. Provided the original 

player still controls the Noble's fort, the Noble will not change allegiance and must be 

ransomed back.  

 

The king enforces the immediate ransoming of all captured Nobles back to the owner (and 

will be placed in that player’s home estate) for the cost of one resource of the ransomee’s 

choice. If the player does not have a resource, the Noble remains captured until such time as 

they have a resource. 

 

If a Landless Noble or Favoured Courtier is captured, instead of becoming a prisoner, he will 

respectively flee abroad or return to court. The card should be placed in the relevant discard 

pile. 

 

 

The Regency and the End of the Year 

At the end of each winter, the following phases occur in this order: 

- Pay upkeep for raiding parties and armies. 

- Contest the regency 

- Determine the next Sovereign effect from the Sovereign Deck and carry out any effects, if 

required. 

- Generate resources, including nobility cards and action tokens. 

 

The middle two items require greater explanation. 
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The king is weak and he will appoint as Regent whichever player can place the most Nobles 

close to him.  

 

If a single player has more Nobles in the capital than any other single player, that player 

nominates one of his Nobles in the capital as Regent. That player: 

 Gains two victory points. 

 May appoint a Noble of his choice (usually but not necessarily his own) to an 

official position, according to the following rules: (i) if there are unfilled 

positions, a Noble cannot be appointed to a filled position; (ii) if there are no 

unfilled position, a Noble can be appointed to a filled position at the expense of 

the current occupant; (iii) no Noble can hold more than one position; (iv) each 

position can only be held by one Noble at any time. 

 Turns over the next three cards from the Sovereign deck and chooses one to take 
effect. The other two are placed on the discard pile. 

 Takes a Nobility card. 

 Takes the ‘starting player’ token. 
 

If two players have the same number of Nobles in the capital as each other and each has more 

than any other Noble, there is a Co-Regency. Each of these players nominates one of their 

Nobles in the capital as Co-Regent. 

 Gains one victory point. 

 May EITHER appoint a Noble of his choice to an official position (according to the 
rules above) OR gain one Nobility Card.  

 After the next three cards from the Sovereign deck are turned over, each player 
chooses one to discard. The third one then takes effect. 

 In each of the above bullets, The Co-Regent with the highest rank (Duke > Earl > 

Lord) chooses first and also takes the ‘starting player’ token; if both are of the same 

rank then the player first in turn order chooses first. 

 

The Regent or Co-Regents must remain in the capital throughout the next year. They ignore 

any command (for example from Nobility or Sovereignty cards) that would require them to 

move away. 

 

If three or more players have an equal number of Nobles in the capital and each has more 

than any other Noble, there is no Regent and no players gain advantage. 

 

It is expected that players will make extensive use of Nobility cards to influence Regency 

contests. 

 

A sovereignty card is also turned over at the end of each summer. This coexists with the 

sovereignty card from the end of the year and booth are discarded at the end of winter. 

 

Offices 

 

Archbishop of Canterbury 

 Whenever the player who controls the Archbishop of Canterbury would gain a 

Nobility card, they may draw two and choose one to keep and one to discard. 

 

 

Lord Marshal 
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 +1 die, +1 'hit point' (i.e. Lord Marshal must be 'killed' for the force to be defeated; if 
that happens he is captured though not killed) to any force he is with, in addition to 

normal Noble bonuses.  

 Can, as a lone Noble, capture and defend forts and castles. 

 If moving without a raiding party or army, moves as a Noble (an action is required to 
move). 

 

 

Keeper of the Privy Seal 

 All effects are only active if the Keeper of the Privy Seal is in London. 

 Wins ties for the Regency. The player(s) who would have been co-regent receives 
1VP and no other benefit.  

 Each summer, regardless of whether he is the Regent, turns over two Sovereign cards 

and may choose to play either one of them or neither. 

 

Chancellor  

 Receives one resource of his choice each summer and winter. 
 

Lord High Constable 

 If with a raiding party that raiding party gains: 
o +1 movement 

o Enemy rolls against sneaking kill only on a 6. 

o +1 resource from the bank from each raid. 

 

 

Bidding 

Bidding works like this: Each player bids in turn. It keeps going round. A player must raise 

the bid or pass. If all players pass in turn the highest bidder wins. A player who passes may 

come in again later if the previous condition is not fulfilled in the meantime. Bids are ranked 

as follows, working down the criteria until a difference is established (so 3F beats 2S, for 

example).  

1. By number of resources. 

2. By number of stones. 

3. By number of woods. 

4. By number of foods. 

 

If a Sovereignty card specifies bidding, bidding takes place after resources are drawn (but 

may apply retroactively to impact on that resource drawing round). 

 

Nobility Cards and Sovereignty Cards. 

Nobility cards are one of the most important resources in the game. Each player begins with 

two and may mulligan once without penalty. Nobility cards may also be purchased at any 

time for 1F, 1W, 1S though only one may be bought per season. There is a maximum hand 

limit of 5 but no limit to the number that can be played in a turn. Nobility Cards may be 

played at any time, including in an opponent’s turn, unless specified otherwise on the card. 

 

Nobility cards are classified into four types: Economy, Political, Military and Action. 

- A Noble must be present in your home estate to play an Economy card. 

- A Noble must be present with an army or raiding party to play a Military card. 

- A Noble must be present in the capital to play a Political card. 
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- Action cards may always be played. 

 

If at any point a player cannot obey the command of a Sovereignty Card they will suffer The 

King’s Wrath and receive a token worth -1VP. 
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