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The Dragon Castle—the most ancient and important center of power in the Realm—is 
LQ deFlLQe� ,Ws SoZer aQd LQŴXeQFe KaYe beeQ IadLQJ Ior deFades� bXW QoZ WKaW LW 
Kas losW WKe IaYor oI WKe mLJKW\ (ldesW 'raJoQ� WKe SeoSle are abaQdoQLQJ WKe FLW\ 
LQ searFK oI a QeZ Kome ZKere WKe\ FaQ lLYe a loQJ aQd SrosSeroXs lLIe� $Qd \oX� 
WKe lords oI WKe Qearb\ realms� are more WKaQ eaJer Wo ZelFome WKem� ,Wōs \oXr 
FKaQFe Wo JeW oXW Irom beQeaWK WKe 'raJoQ &asWleōs sKadoZ aQd rLse Wo SoZerř 
%XW� FaQ \oX earQ WKe WrXsW aQd sXSSorW oI WKe almLJKW\ 6SLrLWs" &aQ \oX JaLQ WKe 
IaYor oI WKe (ldesW 'raJoQ"  :Lll \oX bXLld WKe Qe[W Dragon Castle"

Dragon Castle™ Ls a Jame Ireel\ LQsSLred b\ WKe WradLWLoQal &KLQese Jame� 
0aKMoQJ� 3LFN WLles Irom WKe FrXmblLQJ 'raJoQ &asWle aQd Xse WKem Wo bXLld \oXr 
oZQ� &reaWe seWs oI WLles oI WKe same W\Se aQd bXLld 6KrLQes oQ WoS oI WKem Wo sFore 
SoLQWs� $sN Ior WKe KelS oI WKe 6SLrLWs aQd XQleasK WKeLr SoZer� %XW beZare� \oXōll 
KaYe Wo Slease WKe reTXesWs oI WKe (lder 'raJoQ Wo Jrab YLFWor\�
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Components

4 Realm boards

=*

�� 'raJoQ Fards

�� 6SLrLW Fards

� &eQWral boards �doXble�sLded�

��� WLles �LQ � FaWeJorLes��

� )LrsW 3la\er WoNeQ

4 3la\er ReIereQFe Fards

� &oXQWdoZQ WoNeQs

� �� )aFWLoQ WLles �� W\Ses��

� �4 0erFKaQWs � �4 6oldLers � �4 )armers

� 44 6SeFLal WLles �� W\Ses��

� �� 6easoQs � �� :LQds � �� 'raJoQs

The Faction tiles are QXmbered from 1 to 6.

The Special tiles KaYe oWKer s\mbols WKaW 
do not count as numbers.

�� 9LFWor\ 3oLQW �93� WoNeQs

4� 6KrLQes
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6. Each player takes a Realm board 
and places it in front of themselves. 
Each player also takes 1 Shrine from 
the general pool and places it on their 
Realm board, creating their  
Shrine Pool.

7. The player who saw a Dragon most recently (the ones 
in this game do not count!) is the First Player and takes the 
First Player token. It will be used as a reminder during the 
Ɠnal round, after the end of the game is triggered.

Setup

For your Ɠrst few games, to get 
confident with the basic rules, we 
recommend that you play without 
Spirit and Dragon cards (steps 4 
and 5 of the Setup).

4. 6hufŴe the Dragon cards 
also, then randomly draw 1 Dragon 

card and place it next to the Central 
board so that it is easily visible to all 
players. This will be the bonus obMectiYe 
for this game. You can put the rest of the 
Dragon cards back in the box.

3. Take all of the &ountdown toNens 
and place them in a stack on the leftmost 
space of the Countdown track. Then, move 
1 token from the top of the stack to each 
space on the right until you cover the one 
corresponding to the number of players.

2.  Place all of the 
Shrines and all of the 
Victory Point tokens 
(VP) next to the Central 
board. This will be the 
general pool.

5. 6hufŴe the 6pirit cards, then 
randomly draw � 6pirit card 
and place it next to the Central 
board so that it is easily visible 
to all players. This will be the 
6pirit 3ower available for this 
game. You can put the rest of the 
Spirit cards back in the box.

1. Place the Central board corresponding 
to the number of players in the middle of 
the table and use all 116 tiles to build the 
Dragon Castle. All players should do this 
together� 6hufŴe all the tiles and place them 
face up on the Central board, using 
the castle layout you have chosen 
(see “How to Build a Dragon 
Castle”, page 4).
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The first thing you will always have to do before playing a game of Dragon Castle is… well,  build the Dragon Castle! To make sure you have a 
pleasant and balanced game experience, at least for your first few games, we strongly recommend that you play with one of our basic setups. Place 
the Central board corresponding to the number of players in the middle of the table, where it’s easily visible to all players, randomly shuffle all of the 
tiles, and follow the instructions for how to build the Dragon Castle. The example below is for a game with 4 players, but the process is similar for 
every kind of castle (see “'raJoQ &asWle ([amSles”, page 10).

How to Build a Dragon Castle

4.  This is how your castle should look!

1.  Lay out stacks of 3 random face-up 
tiles on the spaces marked with a 3.

2.  Then, lay out stacks of 2 random face-up 
tiles on the spaces marked with a 2.

3.  Finally, lay out single random face-up 
tiles on the spaces marked with a 1.

Feel Free to  

Make Your Own!

Once you have some experience 
with the game, feel free to unleash 
your creativity and experiment with 
new castle builds! See “'raJoQ 
&asWle ([amSles”, on page 10, for 
a list of alternative castles. You can 
greatly alter the pace and feeling 
of each game by changing the 
layout of the Dragon Castle!
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A Game Turn
A game of Dragon Castle™ is played in turns. The players take their turns in 
clockwise order. During your turn, you MUST perform 1 of the available Actions. 
Then, you will place any tiles you have collected on your Realm board (see 
“3laFLQJ 7Lles”, page 6).

In addition, at any point during your turn, you 0$< discard face�up tiles from your 
Realm or 6hrines from your 6hrine 3ool to actiYate the 6pirit 3ower (see “)aYor 
oI WKe 6SLrLWs”, page 8).

Taking an Action
During your turn, you must perform one Action, choosing one of the three 
options below:

• 3air of 7iles: Pick any Available tile (see “$YaLlable 7Lles”,  to the left) from the 
top floor of the Dragon Castle, then take a second Available tile from any 
floor of the Dragon Castle that has the exact same symbol as the first tile you 
picked (see “Identical tiles“, to the bottom left). 
 
 
 
 
 

• Tile and Shrine: Pick any Available tile from the top floor of the Dragon Castle, 
then take 1 Shrine from the general pool and add it to your Shrine Pool. 
 
 
 
 
 

• Discard Tile: Pick any Available tile from the top floor of the Dragon Castle, then 
discard this tile, take 1 VP from the general pool, and add it to your VP Pool.

 
 
 
 
 
 
Note: keep all the tiles you discard face down, next to your Realm board.

1oWe� ZKeQ \oX 
perform a “Pair of 

TilesŐ aFWLoQ� WKe 
s\mbols oQ WKe 
WZo WLles mXsW be 
exactly the same. 
%eLQJ WKe same 
Folor�W\Se Ls  
not enough�

:KeQeYer \oX 
SLFN a WLle Irom 
WKe 'raJoQ 
&asWle� \oX 
0867 WaNe aQ 
“Available” tile.
$ WLle Ls $YaLlable 
if at least 1 of its 

long sides is free� 
ZLWKoXW KaYLQJ 
another tile 
adjacent to it on 
that side.

<oX doQŌW Qeed Wo FommLW Wo aQ\ oQe oI WKe aFWLoQs 
rLJKW aZa\� WKe first thing Wo do Ls alZa\s Wo WaNe 
an Available tile from the top floor oI WKe 'raJoQ 
&asWle� 2QFe \oXŌYe doQe WKaW� \oX FaQ see what 

happens and choose how to complete \oXr aFWLoQ�

Available Tiles

Identical Tiles
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Placing Tiles
After you have completed your Action for 
the turn, you must place any tiles you have 
collected this turn whereYer you want on 
your Realm board, face up. You can oQl\ 
place tiles on empty spaces and/or on top 
of face�down tiles.

On the other hand, you can never place 
tiles on top of face�up tiles, nor on face-
down tiles where you have already placed a 
Shrine (see “%XLldLQJ 6KrLQes”, page 7).

Note: You are not required to place your tiles adjacent to one another, even if in 
many cases it makes sense to do so.

&onsolidating a 6et of 7iles
There are six types of tiles (see “7\Ses oI 7Lles”, to the right). After you have placed 
all of the tiles you collected on your turn, if you just created a set of at least 4 
adMacent tiles of the same type, you MUST “Consolidate” them. When you 
&onsolidate tiles, you must Ŵip all of the &onsolidated tiles face down.

Note: The tiles must be of the same W\Se, but they can have different QXmbers or 
s\mbols. To be considered part of a set, the tiles must be orthogonally adMacent 
(not diagonally), but they can be on different floors.

Unless otherwise 
sSeFLƓed b\ a 
Spirit or Dragon 
Fard� WKe numbers 
of the Faction tiles 
are oQl\ Xsed Wo 
differentiate them.

Merchants

6easoQs

Farmers

:LQds

6oldLers

'raJoQs

The Special tiles 

KaYe oWKer s\mbols 
that do not count 

as numbers.

7Kere are sL[ W\Ses oI WLles�

Faction Tiles

Special Tiles

Types of Tiles

Example (part 1)

When you Consolidate a set of tiles, you gain VPs depending on the number of 
tiles included in the set  (see below). Take the earned VPs from the general pool 
and add them to your VP Pool, next to your Realm board.

Note: For each additional tile in excess of �, you gain 1 additional VP.

x6

x5

x4

x8

...

x7

+

-aQeW SerIorms a ŏ3aLr oI 7LlesŐ 
$FWLoQ� 6Ke mXsW WaNe Ker ƓrsW 
WLle Irom WKe WoS Ŵoor oI WKe 
'raJoQ &asWle� 7KeQ sKe 
FKooses Wo WaNe a seFoQd 
LdeQWLFal $YaLlable 'raJoQ 
WLle Irom WKe seFoQd Ŵoor  
�LI WKere Zas aQ LdeQWLFal 'raJoQ WLle oQ WKe WoS Ŵoor� sKe 
FoXld KaYe WaNeQ WKaW oQe LQsWead� LI sKe ZaQWed��

-aQeW FoXld SlaFe WKe WLles LQ Ker Realm Wo FomSleWe a 6eW� 
bXW sKe deFLdes QoW WoŋsKe oQl\ Kas � 6KrLQe LQ Ker 6KrLQe 
3ool� aQd FoQsolLdaWLQJ a seW oI 'raJoQ WLles ZoXld alloZ 
Ker Wo SlaFe � 6KrLQes� so sKe ZaQWs Wo ZaLW XQWLl sKe Kas 
oQe more 6KrLQe� 3lXs� LI sKe FaQ &oQsolLdaWe more 'raJoQ 
WLles� sKeōll earQ more 93s�
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%uilding 6hrines
When you Consolidate a set of tiles, if you have any Shrines in your Shrine Pool, 
you may build 6hrines on top of one or more of tiles you Must &onsolidated.

The number of Shrines you are allowed to build depends on the type of tiles that 
you are Consolidating. Consolidating a set of Faction tiles allows you to build 1 
Shrine. Consolidating a set of 6pecial tiles allows you to build 2 Shrines instead. 
In addition, consolidating a set of Dragons also allows you to take 1 VP from the 
general pool and add it to your VP Pool in addition to the normal VPs you get for 
Consolidating a set of tiles.

Example (part 2)

2Q Ker Qe[W WXrQ� -aQeW SerIorms a  ŏ7Lle aQd 
6KrLQeŐ $FWLoQ� 6Ke WaNes aQ $YaLlable 'raJoQ 
WLle Irom WKe WoS Ŵoor oI WKe 'raJoQ &asWle ���� 
WKeQ sKe WaNes a 6KrLQe Irom WKe JeQeral Sool 
aQd adds LW Wo Ker 6KrLQe 3ool ����

1oZ WKaW sKe ƓQall\ Kas � 6KrLQes LQ Ker 3ool� sKe deFLdes LWōs WLme 
Wo &oQsolLdaWe� 6Ke SlaFes WKe WLle sKe MXsW WooN Wo FomSleWe Ker 
seW oI 'raJoQs ���� 6Ke sFores � 93s Ior WKe 6eW oI � WLles �� 93 
beFaXse WKe\ are 'raJoQ WLles� Ior a WoWal oI 4 93s� 6Ke also bXLlds 
� 6KrLQes� oQe oQ WKe seFoQd Ŵoor aQd oQe oQ WKe WKLrd Ŵoor �4�� 
7Ke\ ZLll JraQW Ker maQ\ 93s aW WKe eQd oI WKe Jame� 1LFe moYe�

Shrine Scoring

At the end of the game, each Shrine in your Realm will be worth a certain number 
of points depending on the floor it is placed on! As we said, though, once you 
have placed a 6hrine on a face-down tile you will not be able to place any more 
tiles on top of it.

1. 2.
3.

4.

7Kere FaQ QeYer be more than 1 Shrine on each 
WLle� $lso� \oX FaQQoW SlaFe 6KrLQes oQ WoS oI aQ\ 
IaFe�doZQ WLles \oX &oQsolLdaWed dXrLQJ oQe oI 
\oXr previous turnsŋ\oX mXsW bXLld WKe 6KrLQe 
immediately aIWer \oX &oQsolLdaWe WKe WLle \oX ZaQW 
Wo bXLld LW oQ WoS oI�

$W WKe eQd oI WKe 
Jame� 6KrLQes 
on the first floor 
are worth 1 VP. 
6KrLQes oQ WKe 
sHFonG floor 
are worth 2 VPs. 
)LQall\� 6KrLQes 
on the thirG floor 
(or higher) are 
worth 3 VPs.
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Activating a Spirit Power

 7o aFWLYaWe a 6SLrLW 3oZer \oX ma\ eLWKer discard a  

face-up tile Irom \oXr Realm...

...or discard a Shrine Irom \oXr Shrine Pool.

)aYor of the 6pirits
The 6pirit card offers all players a special ability to use during the game. At any time 
during your turn, you may ask for the favor of the Spirits—i.e., actiYate the 6pirit card 
to trigger its 6pirit 3ower. To activate the Spirit, you must discard � face�up tile from 
your Realm board or 1 Shrine from your Shrine Pool. A Spirit can only be activated 
once per player turn.

Note: it is not allowed pay the activation cost of a Spirit Power to get rid of a tile from 
your 5ealm without applying the effects of that Spirit Power.

Note: thanks to the activation of certain Spirit Powers, you may be able to create more 
than 1 set of at least 4 tiles during a single turn; these sets should be Consolidated when 
they are created. This means that you may be able to trigger additional Consolidations!

<ou can find a description of all the 6pirit 3owers in the game on page 12.

Pleasing the Dragons
The Dragon card shows you another way to gain points—if you build your castle 
in a way that is pleasing to the dragons. For example, building a symmetrical castle, 
or leaving certain tiles face up at the end of the game.

These bonus points are awarded, where applicable, after the end of the game. 
They can really help you get an edge over your opponents, so always keep them in 
mind when you build your castle!

<ou can find a description of all the Dragon cards in the game on page 14.

Spirits and Dragons
$fter your first few games, when you feel confident with the basic rules of the game, you 
can start playing with 6pirit and Dragon cards. However, we still recommend that you 
start with the “beginner” cards.  They are marked with .

:KeQ \oX Ieel rHDOO\ FonfiGHnt ZLWK WKe Jame� \oX 
FaQ eYeQ Wr\ Wo Sla\ ZLWK more than 1 6SLrLW aQd�or 
'raJoQ Fard LQ Sla\� 0ore Spirits ZLll JLYe \oX more 
strategic options� ZKLle more Dragons� LI \oX Wr\ Wo 
Slease WKem all� ZLll oIIer \oX a more challenging 
Jame e[SerLeQFe� *LYe LW a Wr\��� if you dare.

fox 
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The End of the Game
If, at the beginning of any playerōs turn, the Dragon Castle only has tiles on the 
ground floor left, the end of the game is near. A new option is now available to all 
players: as aQ $FWLoQ, any player may perform a “6ummon the 'ragon” Action.

• 6ummon the 'ragon: Take 1 token from the rightmost space of the 
&ountdown tracN. Each token is worth 2 VPs at the end of the game.

You may still choose to perform any one of the ŏregularŐ $ctions instead, 
of course. If there are no more tiles in the Dragon Castle, though, you MUST 
Summon the Dragon.

When the exclamation marN symbol is revealed on the Countdown track, the 
Eldest Dragon has been summoned, and the game will end soon (see “7rLJJerLQJ 
WKe )LQal RoXQd”, to the left). The game still continues with players taking turns 
until the player to the right of the First Player completes their next turn (so that all 
players will have played the same number of turns during the game). Players may 
still perform the “Summon the Dragon” Action if they wish, drawing tokens from 
the stacN remaining on the final space of the tracN�

$fter all players have completed their final turn, each player adds up the points 
they have earned from the VP tokens they collected, the Shrines they have built, the 
&ountdown toNens they have collected (if any), and the Dragon card objective.

The player with the most points is the winner!

In case of a tie, the winner is the tied player who has the most stacNs of tiles with a 
face�down tile on top. If there is still a tie, the winner is the tied player who has the 
most Shrines in their Realm. If, against all odds, there is still a tie, the victory is shared.

:KeQ WKe exclamation mark Ls reYealed� WKe finDO 
round Ls WrLJJered�

Triggering the Final Round

Credits
Design: Lorenzo Silva, Hjalmar Hach, Luca Ricci 
Artwork: Cinyee Chiu 
*raphic 'esign: Heiko Günther, Noa Vassalli 
Shrine 3D Model: Paolo Lamanna 
3roMect 0anager: Lorenzo Silva 
3roduction 0anager: Alessandro Pra’ 
5ulebooN: Alessandro Pra’ 
English revision: William Niebling

6pecial 7hanNs:  
+eiNo (ller, 9alentina $dduci, $rmin 6ilva, 0artina 0arinoni, *iulio 3anfilo 9assalli, 
Francesca Cerutti, David Preti, Renato Sasdelli, Pietro Righi Riva, Carlo Burelli, Andrea 
Marinetti, Federico Corbetta, Paolo Tajé, Lucaricci, Flavio Mortarino, Fabio Leva, Alessio 
Vallese, Michele Marotta, Franchino Barone, Andrea Genchi, Alessandro Bressanelli, 
Osiride Cascioli, Giuliano Acquati, Mauro Marinetti, Marco Brera, Alessandro Adduci, 
Anna Chiara Ogliari, Giovanni Bernardis, Lorenzo Cudicio, Mattia Pellegrini Miani, Marta 
Ballestrero, Edoardo Chiesa, Flavio Franzone, Matteo Barbano, and many more!

www.horrible-games.com 
If you have any issues, please contact us at: customercare@horrible-games.com

,I WKere are Qo WLles \oXōre interested LQ� bXW \oX doQōW 
ZaQW Wo maNe WKe eQd oI WKe Jame nearer� \oX FaQ 
still perform a “Discard Tile” Action� 7KaW Za\� \oXōre 
still gaining points� bXW \oXōre QoW SXsKLQJ WKe Jame 
Wo LWs eQd� <oX ma\ also Xse WKLs aFWLoQ Wo remove a 

tile oQe oI WKe oWKer Sla\ers needs�
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Dragon Castle Examples
Here are a few examples of Dragon Castle layouts. To build these, you can use the “blank” Central board. Nevertheless, we also encourage you to be 
creative and maNe your own! As a general guideline, castles for � players work better if they have between �� and �� tiles on the ground floor. 
Castles for � players should have ����� tiles on the ground floor. Finally, castles for 4 players need approximately 4���� tiles on the ground floor. 
On top of that, regarding the two upper floors, we strongly recommend that you avoid having too many rows of tiles with a lot of adMacent tiles  
(6 tiles or more). With too many such rows, there’s a risk you wonōt haYe enough $Yailable tiles on the upper Ŵoors during the game�

7ơƞ )ƨƫƭƫƞƬƬ � %ƞƬƭ )ƨƫ Ƃ 3ƥƚƲƞƫƬ 7ơƞ %ƥƨƜƤơƨƮƬƞ � %ƞƬƭ )ƨƫ Ƃ 3ƥƚƲƞƫƬ

7ơƞ )ƨƮƫ 6ƞƚƬƨƧƬ � %ƞƬƭ )ƨƫ Ɓ 3ƥƚƲƞƫƬ $ 7ơƨƮƬƚƧƝ 7ƨưƞƫƬ � %ƞƬƭ )ƨƫ Ɓ 3ƥƚƲƞƫƬ

7ơƞ %ƚƫƫƚƜƤƬ � %ƞƬƭ )ƨƫ Ɓ 3ƥƚƲƞƫƬ 7ơƞ 3ƢƥƥƚƫƬ ƨƟ &ƫƞƚƭƢƨƧ � %ƞƬƭ )ƨƫ Ɓ�Ƃ 3ƥƚƲƞƫƬ
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7ơƞ *ƚƭƞƬ ƨƟ 'ƞƬƭƢƧƲ � %ƞƬƭ )ƨƫ ƃ 3ƥƚƲƞƫƬ

3ƚƫƚƝƞ *ƫƨƮƧƝ � %ƞƬƭ )ƨƫ Ƃ 3ƥƚƲƞƫƬ 7ơƞ .ƞƞƩ � %ƞƬƭ )ƨƫ Ƃ�ƃ 3ƥƚƲƞƫƬ

7ơƞ )ƨƫƛƢƝƝƞƧ &ƢƭƲ � %ƞƬƭ )ƨƫ ƃ 3ƥƚƲƞƫƬ

7ơƞ 'ƫƚƠƨƧŌƬ +ƞƚƝ � %ƞƬƭ )ƨƫ ƃ 3ƥƚƲƞƫƬ 0ƨƧƚƬƭƞƫƲ ƨƟ ƭơƞ $ƛƲƬƬ � %ƞƬƭ )ƨƫ ƃ 3ƥƚƲƞƫƬ
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Spirit Card Powers

6ƩƢƫƢƭ ƨƟ 'ƞƜƞƩƭƢƨƧ 
When you perform a “Pair of Tiles” 
Action, as your second tile take 1 of 
the tiles adMacent to the first tile you 
Picked (even if it is not identical and/or 
Available).

2
2

2
1

6ƩƢƫƢƭ ƨƟ %ƞƚƮƭƲ 
Consolidate a set of 4 or more Faction 
tiles with the same number (instead of 4 
or more tiles of the same type, as usual); 
you can build up to 2 Shrines on top of 
them and you gain 1 VP (as if they were a 
set of Dragons).

6ƩƢƫƢƭ ƨƟ :ƢƧƝ 
<ou may Ŵip one face�up tile face down 
(it doesn’t count as Consolidated). 
Then, move 1 Shrine you already built 
to any other face-down tile in your 
Realm (you still need to follow Shrine 
building rules).

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� &aQ , bXLld a 6KrLQe oQ WKe WLle , ŴLSSed IaFe�doZQ" No, you can’t. 
� &aQ , moYe a 6KrLQe oQ WKe WLle , ŴLSSed IaFe�doZQ" Yes, you can.

6ƩƢƫƢƭ ƨƟ &ơƚƧƠƞ 
Treat 1 Special tile (Winds, Seasons, 
or Dragons) as if it was of any type to 
Consolidate a set.

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� &aQ , WreaW a 6SeFLal WLle as someWKLQJ else� LQ order Wo SreYeQW a 
seW oI WLles Irom &oQsolLdaWLQJ" No, you can only use this power if, 

by doing so, you are able to Consolidate a set. 
� :KaW LI , sWLll &oQsolLdaWe a seW� , MXsW ZaQW Wo SreYeQW � sSeFLƓF WLle 
Irom WaNLQJ SarW LQ WKaW seW" The answer is the same as the above: 

no, you can’t. The tile you “transform” with this Spirit must be part 

of the Consolidating set.

=*

6ƩƢƫƢƭ ƨƟ 6ƭƫƞƧƠƭơ 
Move up to 2 tiles in your castle (either 
face-up or face-down) to any other 
space in your Realm (you still need to 
follow tile placement rules). Only check 
for sets to Consolidate after you are 
done using this power.

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� &aQ , moYe a WLle oQWo aQ emSW\ sSaFe oI m\ Realm" Yes, you can. 

� &aQ , moYe a WLle oQWo a IaFe�XS WLle" No, as you still need to follow 

the regular tile placement rules. 

� &aQ , moYe WKe seFoQd WLle ,ōm alloZed Wo moYe oQ WoS oI WKe ƓrsW 
oQe , alread\ moYed" ,I thH first tiOH \oX PoYHG ZDs IDFH�GoZn� thHn 
yes, you can. If it was face-up, of course, the answer is no. 

� &aQ , moYe a WLle ZLWK a 6KrLQe oQ WoS" No, you can’t.

6ƩƢƫƢƭ ƨƟ (ƥƞƠƚƧƜƞ 
For the remainder of this turn, whenever 
you Pick a tile from the Dragon Castle, 
you may take tiles that have one of their 
short sides free (even if they are not 
Available); you must do this at least once.

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� &aQ , WaNe a ƓrsW WLle WaNLQJ adYaQWaJe oI WKLs 6SLrLWōs SoZer� aQd 
WKeQ WaNe as m\ seFoQd WLle a WLle , MXsW Ireed ZKLFK sWLll oQl\ Kas � 
sKorW sLde Iree" Yes, you can. Once activated, the power of this 

Spirit remains active for the whole turn.
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6ƩƢƫƢƭ ƨƟ ƭơƞ 'ƞƞƩ 
When you perform a “Pair of Tiles” 
Action, take as your second a tile that 
is the same type as the first tile you 
picked (even if it is not identical).

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� &aQ , aFWLYaWe WKLs SoZer Wo WaNe a seFoQd WLle WKaW Ls LdeQWLFal Wo 
WKe ƓrsW� MXsW Wo JeW rLd oI a WLle Irom m\ realm" Yes, you can. But it 

is D YHr\ spHFifiF FDsH�

6ƩƢƫƢƭ ƨƟ )ƚƢƭơ 
Build 1 additional Shrine when you 
Consolidate a set of tiles (you still need 
to follow Shrine building rules).

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� &aQ , bXLld WKLs addLWLoQal 6KrLQe oQ IaFe�doZQ WLles , 
&oQsolLdaWed LQ a SreYLoXs WXrQ" No, the Shrine needs to be built 

on the set you are Consolidating when you activate this power. 

� :KaW LI ,ōm &oQsolLdaWLQJ more WKaQ � seW WKLs WXrQ" In that case, 

you can choose any 1 tile taking part in 1 of those sets. 

� ,I ,ōm &oQsolLdaWLQJ a seW oI 6SeFLal WLles� FaQ , bXLld a WKLrd 6KrLQe� 
LQ addLWLoQ Wo WKe e[Wra � ,ōm reJXlarl\ alloZed Wo bXLld" Yes, you 

can. This Spirit allows you to build 1 Shrine more, in addition to 

any Shrine you would normally be allowed to build.

6ƩƢƫƢƭ ƨƟ 'ƞƬƭƫƮƜƭƢƨƧ 
Discard 1 Available tile from the 
Dragon Castle.

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� &aQ , dLsFard a WLle Irom WKe 'raJoQ &asWle Wo JaLQ aFFess Wo a 
SreYLoXsl\ XQaYaLlable WLle" <Hs� \oX FDn� ,tōs onH oI thH PDin XsHs 
of this power. 
� &aQ , dLsFard WKe lasW WLle Irom a Ŵoor oI WKe 'raJoQ &asWle� Wo 
aFFess WKe loZer oQe" Yes, you can. 
�  ,I WKe 'raJoQ &asWle Ls redXFed Wo oQl\ � Ŵoor aIWer , Xsed WKLs 
SoZer� FaQ , SerIorm a ŏ6XmmoQ WKe 'raJoQŐ $FWLoQ WKaW WXrQ" Yes, 

you can.

fox 

6ƩƢƫƢƭ ƨƟ &ƮƧƧƢƧƠ 
You can Consolidate a set of only 3 
tiles of the same type, instead of 4. You 
get 2 VPs. The number of Shrine you 
can build depends on the type of the 
Consolidated tiles, as usual.
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'ƫƚƠƨƧ ƨƟ 7ƫƚƧƪƮƢƥƢƭƲ 
You get 1 VP for each separate group 
of adjacent face-down tiles (made of at 
least 1 tile) in your Realm.

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� $re WZo dLaJoQall\ adMaFeQW WLles SarW oI WKe same JroXS" No, 

diagonal does not count. 
� ,I WKe\ are adMaFeQW bXW oQ dLIIereQW Ŵoors� do WKe\ sWLll FoXQW as 
adMaFeQW Ior WKe SXrSose oI WKLs obMeFWLYe" Yes, they do. 

� &aQ IaFe�XS WLles seSaraWe JroXSs oI IaFe�doZQ WLles" Yes. You can 

even place a tile on top of other tiles to separate a single group 

into two.

'ƫƚƠƨƧ ƨƟ 0ƚƣƞƬƭƲ 
For each Faction (Soldiers, Merchants, and 
Farmers), choose 1 face-up tile placed on 
the third Ŵoor or higher� <ou get 93s eTual 
to the sum of the numbers on those tiles.

'ƫƚƠƨƧ ƨƟ %ƫƚƯƞƫƲ 
You get 1 VP for each stack of tiles 
in your Realm that is not adjacent to 
stacks with the same height or higher.

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� &aQ WKere be a 6KrLQe oQ a sWaFN oI WLles SoWeQWLall\ YalLd Ior 
WKLs obMeFWLYe" Yes, as long as the stack of tiles is higher than all 

adjacent stacks. 

� 'oes WKe 6KrLQe FoXQW WoZards WKe KeLJKW oI a sWaFN oI WLles" No, it 

doesn’t. Only tiles count.

'ƫƚƠƨƧ ƨƟ +ƮƦƢƥƢƭƲ 
You get 1 VP for each Shrine built on a 
stack of tiles that is adjacent to at least 
1 higher stack of tiles (not counting 
diagonally).

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� ,I a 6KrLQe Ls bXLlW oQ a sWaFN ZLWK more WKaQ oQe KLJKer sWaFN Qe[W 
Wo LW� do , JaLQ more SoLQWs" No, each Shrine can only be worth 1 

additional VP for the purpose of this objective. 
� &aQ a KLJKer sWaFN ŏWrLJJerŐ more WKaQ � 6KrLQe Ior WKe SXrSose 
oI WKLs obMeFWLYe" Yes, each Shrine built on a stack with at least 1 

higher stack next to it is worth 1 extra VP, it does not matter if the 

higher stack is “shared” with other Shrines. 
� (YeQ LI WKe adMaFeQW sWaFN Ls KLJKer WKaQ WKe sWaFN oQ ZKLFK WKe 
6KrLQe Ls bXLlW� WKe WLS oI LWs rooI Ls eYeQ KLJKer� does WKLs 6KrLQe 
FoXQW" Yes, it’s only the height of the stacks of tiles that matters.

'ƫƚƠƨƧ ƨƟ 5ƢƠơƭƞƨƮƬƧƞƬƬ 
Choose a row and a column in your 
Realm. You get 1 VP for each Shrine in 
those lines. For each one of those lines 
that is completely filled with 6hrines, 
you also get 2 extra VPs.

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� 'o WKe 6KrLQes Qeed Wo be all adMaFeQW Wo eaFK oWKer Wo FoXQW Ior 
WKe SXrSose oI WKLs obMeFWLYe" No, you simply count how many are 

on the same row/column. 
� &aQ a 6KrLQe be ŏsKaredŐ beWZeeQ WKe roZ aQd WKe FolXmQ� aQd 
sWLll FoXQW Ior boWK" Yes, it doesn’t matter if a Shrine is present in 

both the row and the column you chose. It counts for both.

Dragon Cards Descriptions
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'ƫƚƠƨƧ ƨƟ )ƨƫƭƢƭƮƝƞ 
You get 1 VP for each Shrine placed on 
the edge of your Realm.

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� 'o WKe 6KrLQes Qeed Wo be bXLlW oQ a WLle oQ WKe ƓrsW Ŵoor� as sKoZQ 
oQ WKe Fard" No, it just needs to be built on the edge of your Realm.

'ƫƚƠƨƧ ƨƟ 'ƞƯƨƭƢƨƧ 
You get 1 VP for each Shrine in your 
Realm with at least 1 adjacent face-up 
Dragon tile.

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� ,I a 6KrLQe Kas more WKaQ � 'raJoQ WLle Qe[W Wo LW� do , JaLQ more SoLQWs" 
No, each Shrine can only be worth 1 VP for the purpose of this objective. 
� &aQ a 'raJoQ WLle ŏWrLJJerŐ more WKaQ � 6KrLQe Ior WKe SXrSose 
oI WKLs obMeFWLYe" Yes, each Shrine with at least 1 Dragon tile next 

to it is worth 1 extra VP, it does not matter if the Dragon tile is 

“shared” with other Shrines.

'ƫƚƠƨƧ ƨƟ 3ƨưƞƫ 
For each Faction (Merchant, Soldiers, 
and Farmers), choose 1 group of 
adjacent face-up Faction tiles of that 
type in your Realm, and sum the 
numbers on those tiles. 

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� ,I WKere are oQl\ � Sla\ers� do , WaNe SoLQWs Ior a maMorLW\ WZLFe" No, in 

that case you only check your values against the other player once. 
� 'o , Qeed Wo sXm all oI WKe IaFe�XS WLles oI eaFK )aFWLoQ aQd FomSare 
WKaW YalXe ZLWK WKe Sla\ers Wo m\ leIW aQd rLJKW" No, only 1 group of 

adjacent face-up tiles of your choice for each Faction counts. 
� ,I , doQōW KaYe aQ\ WLle oI a FerWaLQ )aFWLoQ� FaQ , sWLll FomSeWe Ior a WLe 
ZLWK oWKer Sla\ers ZLWKoXW WLles oI WKaW )aFWLoQ" No, you need to have 

at least 1 face-up tile of a Faction to compete for a majority. 
� ,I , KaYe a KLJKer YalXe WKaQ WKe Sla\er Wo m\ rLJKW� bXW , lose aJaLQsW 
WKe Sla\er Wo m\ leIW �or YLFe Yersa�� do , sWLll JeW SoLQWs" Yes, 2 points.

Compare your totals with the totals for the players to your left and 
to your right. You get 2 VPs for each Faction for which you have 
a higher total than your neighbor, or 1 VP for each tied Faction. 
For example, if you have a total of 10 value in Merchants, and the 
player to your left has a total of 9 in Merchants, you get 2 VPs. If 
the player to your right also has 10 value in Merchants, you would 
get 1 more VP, for a total of 3 VPs.

'ƫƚƠƨƧ ƨƟ +ƚƫƦƨƧƲ 
You get 4 VPs for each direction that your 
tile layout is symmetrical on both sides 
of the thick black lines in the middle of 
your Realm, +2 VPs for each direction of 
symmetry of your Shrine layout.

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� ,s LW LmSorWaQW ZKeWKer m\ WLles are IaFe XS or IaFe doZQ" No, 

it’s not. What matters is the position of the tiles in your Realm, 

regardless of whether they are face up or face down. 
� :KaW aboXW WKe 6KrLQes" 'o WKe\ Qeed Wo be aW WKe same KeLJKW Wo 
be s\mmeWrLFal� or FaQ WKe\ MXsW be SlaFed LQ a s\mmeWrLFal SaWWerQ 
ZKeQ seeQ Irom aboYe" They need to be at the same height. 

� &aQ , bXLld a s\mmeWrLF sWrXFWXre oQ oQe sLde oI m\ Realm"  
No, when you consider symmetries, you need to look at the cross 

of thicker lines in the middle of your Realm.

4

'ƫƚƠƨƧ ƨƟ .ƧƨưƥƞƝƠƞ 
You get 2 VPs for each different face-up 
Special tile in your Realm.

)ƫƞƪƮƞƧƭƥƲ $ƬƤƞƝ 4ƮƞƬƭƢƨƧƬ� 
� ,I , KaYe WZo IaFe�XS 6SeFLal WLles oI WKe same W\Se �e�J� :LQds�� 
bXW dLIIereQW s\mbols �e�J� RaLQ\ aQd 6Worm\�� KoZ maQ\ 93s are 
WKe\ ZorWK" 4 VPs, since they are 2 different symbols, even if the 

tiles are of the same type. 
� :KaW Ls WKe ma[LmXm amoXQW oI 93s , FaQ JaLQ ZLWK WKLs 
obMeFWLYe" There are 3 types of Special tiles, with 11 different 

symbols in total (4 Winds, 4 Seasons, 3 Dragons). So, you can gain 

up to 22 VPs.
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Game Reference

7urn 5eference
ƀ� 'ƮƫƢƧƠ ƲƨƮƫ ƭƮƫƧ ƲƨƮ 0867� 

� TƚƤƞ ƀ ƚƜƭƢƨƧ 
 ƚ � 3aLr oI 7Lles 
 ƛ � 7Lle aQd 6KrLQe 
 Ɯ � 'LsFard 7Lle 
 Ɲ � 6XmmoQ WKe 'raJoQ �oQl\ ZLWK � Ŵoor leIW� 
� 3ƥƚƜƞ ƭơƞ TƢƥƞƬ ƲƨƮ ƜƨƥƥƞƜƭƞƝ ƢƧ ƲƨƮƫ 5ƞƚƥƦ

Ɓ� ,Ɵ ƲƨƮ ƜƫƞƚƭƞƝ ƚ Ƭƞƭ ƨƟ ƚƭ ƥƞƚƬƭ ƃ ƭƢƥƞƬ� 
� <ƨƮ 086T &ƨƧƬƨƥƢƝƚƭƞ ƭơƨƬƞ ƭƢƥƞƬ, ƭơƞƧ 
� <ƨƮ 0$< %ƮƢƥƝ 6ơƫƢƧƞƬ

:ơƞƧƞƯƞƫ ƲƨƮ ưƚƧƭ� ƝƮƫƢƧƠ ƲƨƮƫ ƭƮƫƧ� ƲƨƮ 0$<�
� $ƜƭƢƯƚƭƞ ƭơƞ Ʃƨưƞƫ ƨƟ ƚ 6ƩƢƫƢƭ ƜƚƫƝ �ƦƚƲ ƭƫƢƠƠƞƫ Ɓ�

Set Scoring

x4

x6

x8

...

x5

x7

+
%uild 6hrines 

�depending on the type of tiles� 

End Game Scoring

+ ++

$ction 5eference
ƚ � 3air of 7iles

ƛ � Tile and Shrine

Ɯ � Discard Tile 

' � 6ummon the 'ragon �only with � floor left�


