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Friends, Knights of the Round Table and err . . . assorted riffraff.
Welcome to the Great Hall of Camelot Castle.

ust look around you. Glorious eh lads? Look up. No Galahacl, that’s down you siﬂy boy. Up is the other
Jway. That’s better. What you're 10012ing at is called a roof. Keeps the rain out apparently. Whatever will these
clever chaps think of next? Oh, and IJy the way from now on there’s no peeing on the floor in the Great Hall
and no sta]:)]:)ing your mates cither. As from toclay you're not just ordinary, Worleaday hooligans, you're culturecl,

hoity—toity hooligans. Courtiers, in fact. Yes, Gawaine, | know it’s a very long word and O don’t know what
it means either so ask Merlin. He seems to think it’s important that we all become courtiers. Somet}ling to
do with maturing the national psyche and joining the community of nations. Yuk! Gives me a headache just
thinleing about it.

Merlin aside, methinks i(ﬂing round here has to be better than Leing out in all weathers gaﬂoping hither and
thither, ﬁghting other chaps, pinching their armour and horses and what not, isn’t it now? No? Oh Weﬂ, please
yourselves. Better get used to it though, because from now on peace is the new war, prosperity is the new poverty
and wisdom is the new bovine stupiclity. And stop that Whining. You're going to love it. Once you've learned to
dance, wear lace ruffs and a gold—inlaid codpiece, that is.

So listen up. This is the program. From now on you all compete to work your way up the court and get close
to me and .. and.. er Queenie here. What's your name again pet? Gwen(lolyn isn’t it? Guinevere! You sure
about that love? OK. Guinevere it is, then. Splenclicl. What are you 1oolzing o) pealey about Lancelot? Can’t
be expected to remember your names, my own and the girls’ names all at the same time can I now?

So you chaps compete to get close to me and Gwendolyn. Warm yourselves in the radiance of our ljeing, so to
speale. Pass on all the very best gossip and the occasional nugget of wisdom. The nuggets of wisdom will be very
occasional in your cases, | suspect, but we can work on that.

And if We like you, you can sit at Our feet peeling grapes for Gwendolyn here, craclzing subtle but cruel jolees
about the Weedy chaps in the lower ranks and feeling ﬁightfuﬂy full of yourself. If We don't like you, you’H be
hanging around by the door in the draught looleing all listless and second rate. Then since most of you have got
brothers or cousins or mates from home here at court, from time to time we'll see who's top faction. Losing
faction cleans the middens for a week with a toothbrush. Whatever that is. Get the picture?

Well don’t just stand there with your mouths open drﬂ)l)ling on Qur nice clean floor. Crack on, lads, crack
on. Go Luy some silk hose — primrose, mauve and pinle are the in colours at the moment — and a dain’cy
handkerchief or two. Practice the haughty look and the cutting put down. We're at court now so look smart
the lot of you.

All a bit of a game isn't it?




dulian MMusgrave’s ‘The Gamelot Chronicles’ Gawmes Series.
Game Two. Camelof -~ The Court

GAME OYERYIECU

Camelot —The Courtis a game in which 2 to 5 players cach
control a faction of 8 Knights of the Round Table at the
court of King Arthur & Queen Guinevere. Players use Action
Cards to advance their Knigh’ts closer to the throne and increase
their status while trying to weaken and demote Knights from
other factions. Higher ranlzing Knigh’ts score more than lower
ranlzing ones and the first player to reach the chosen points

target wins the game.

The€ 6AME PIECES

he box contains: Game board, 40 double-sided Knight Tiles
in 5 colour coded £actions, 80 Action Carcls, a six sided

dice, 5 scoring counters and a rule book.

Faction Top Knig’ht Faction Colour
Cornwall Sir Tristram Red

Orlzney Sir Gawaine Green

Gore Sir Uwaine Blue

Saracens Sir Palomides White

Ganis Sir Lancelot Yellow

SET UP and YICTORY CONDITIONS

ay out the game board - the Great Hall at Camelot Castle.
At the top of the hall sit King Arthur and Queen Quinevere.
In front of them are three spaces for their most senior Knigh’cs
— the Senators. Below them, in the Lower Hall area, are spaces
for nine middle-ranlzing Nobilitas and below them ten junior

Equites. Spaces inside the Great Hall are joined ]oy Movement
Lines. Around the outside of the board is the Score Track.

Decide the points target for victory. A 50 points game takes about
20 minutes to play, 100 points 40 minutes and 200 points up
to 90 minutes.

Players choose a faction and place their scoring counter on ‘0.
Shuffle the Action Cards and deal each player 6 cards. Before
starting the game, cach player places 2 Knigh‘cs from his faction
in the Equites row inside the Great Hall. Any player wearing
mauve, pinlz or primrose coloured tights goes first, otherwise roll
the dice. Play passes to the left. You are now ready to start.

6AME RUALES
KNIGHTS: Knigh’ts enter the Great Hall (using a Move

card) into an Equites space, then may only be moved along
the Movement Lines joining spaces while in the Great Hall.
Knigh’ts may have up to two followers (Priests or Soldiers or
one of each) stacked beneath him.

Let's meet Sir Lionel

The black number on the top left is his
Power used in Challenge and Banish dice
rolls. The red number on the top right is
his Points value. The reverse shows him
Scandalised! (using a Gossip card) He
cannot score points and has a power of
zero. On the far right Sir Lionel has been
Scandalised! but still has a Soldier Follower
so his Power is 2.

ol ' 2
Sir Lionel

SCANDALISED!

Sir Lionel

Right: Sir Lionel with a
+2 Priest as Follower.
His power stays at 2,
but his points value is
now 4.

SCANDALISED!

Sir Lionel

Sir Lionel

ACTION CARDS: The game is played Ly players playing

action cards onto Knights and then scoring points if they
have a Score card and wish to use it. A player in his turn may
play up to 6 Action Cards and at the end of his turn he draws
new cards to make his hand back up to 6. Spent Action Cards
go into a discard pile which is shuffled and re-used when needed.
At the end of his turn a player may discard unwanted Action
Cards straight to the discard pile before dravdng new cards.



ACTION CARD TYPES: There are 8 different Action Cards in a pacle
of &0. The cards and their actions are:

1. Move (40 cards): Moves a Knigh’c into the Great Hall and within the

Great Hall up, down or across one position along the Movement Lines.
Players may move other player’s Knigh’cs as well as their own, and may
move an Equites out of the Great Hall. Challenging: If a move target
space is occupied L)y a Knight from another faction there is a Chaﬂenge.
Each player takes his Knight's power, rolls the dice and totals them. If the
chaﬂengerrs total is higher they exchange places. If not, the chaﬂenge has
failed. Players may use a Knig]qt not in the Great Hall to Chaﬂenge an
Equites Knight in order to enter the Great Hall.

2. Gossip (7 Carcls): Play onto a Knight and he is Scandalised! His tile is

turned over and he loses one follower (if he has any) chosen Ly the player
playing the Gossip card which then goes into the discard pile. Playecl onto
a Scandalised! Knight and he returns to normal and is turned back face up.

3. Banish ] cards): To banish a Knigh’c from the Great Hall roll above his
Power (including any follower soldiers). Banished Knigh’cs go back to the

owning player and can return to the Great Hall in the player's own turn

using a Move card.

4. Score (12 cards): All players score points for Knights they have in the
Great Hall that are able to score. Senators score double their points
value, Nobilitas score their points value, Equites score 1 point ecach + any
Follower Priest value. The active player always scores first. Playing a Score
card ends a player’s turn and all Scandalised! Knights are turned face up.

5. Merlin 3 carcls): Allows a Knigh’c (ancl any fouowers) in the Great Hall
to exchange places with any other Knight (ancl any foHowers) in the Great
Hall.

0. Dwarf (3 cards): A Dwarf may be used as a Score, Move, Gossip or Banish

action as described above.

7. Soldier Follower ] carcls): Placed beneath a Knight he adds +1 or +2
to his Power. A Knight may have no more than two followers. Followers

cannot be re-allocated to another lenight once place&.

8. Priest Follower 6 car(ls): Placed beneath a Knight he adds +1 or + 2
to his Points. A Knight may have no more than two followers. Followers

Sergeant Raven i . | o

cannot be re-allocated to another Knight once place(l.




EXAMPLES OF PLAYU

&qgi/ites

Score 1/Eq

Here is a ’cypical start position in a 4 player game. Cornwall (re(l)
was discovered to be wearing mauve ’cights and is to start. He holds
the foHowing cards: A +2 R EieEs i ol Solclier, 3 Move cards and a
Score. He places the Priest and Soldier behind Sir Tristram and then
promotes him and Sir Constantine into the Nobilitas. This uses
two Move cards. He })rings Sir Loinstake into the Great Hall using
his remaining Move card then plays his Score card. Cornwall scores

€quites

Scc e leq

8 points (Sir Tristram 3+2, Constantine 2 and Sir Loinstake 48
All other players score 2 points cach. Cornwall draws 6 more cards.
Note that Cornwall could have moved Tristram right up to Senator
and scored 11 points, but opted to Lring another 1znig}1t into the
Great Hall instead (see Strategy Guide 1a’cer). The end position is
shown below.




he next player is Saracens (W}lite). He holds 4 Move cards, a +2
Priest and a Gossip. He adds the Priest to Sir Palomides and
promotes him two levels using 2 of his Move cards. He promotes
Sagramore one level and Lrings on Sir Safeashouses using the
remaining two Move cards. Then he plays Gossip on Tristram who
is turned over and is his Priest deserts him (Saracens’ choice as
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SCO!’Q 3(2

ohilitas

Score x1
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the card player). This is the end of his turn and Saracens draws 6
more cards. The position is now as below. Note that despi’ce ljeing
Scan&alised!, with a soldier foﬂower, Tristram has a power of 1if he
were chaﬂenged Ly Sir Safeashouses who has a movement line into
Tristram’s square and mlght chose to c}lallenge him for position.
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It is now Orleney (green) to play who has these cards: 3 Move,
a Score, a Merlin and a Banish. He L)rings on Gaheris and

promotes him to Nobilitas (yeHow arrows) using two Move cards.
Holding a Score card he wants to use at the end of his turn he must
do something about Palomides. He could move him down a square
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using a Move card, but this does not effect Palomides’ scoring.
Instead he then promotes Palomides to Senator using a Move card.
The other players gasp as, on first sight at least, this is a s’crangely
generous thing to do, but this is where it gets devious. The position

$866600)
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erzney has a cunning plan and now ‘Merlins’ Sir Gawaine, 1, but instead opts to banish Sir Constantine, who scores more, Ly
exchanging places for Palomides (red arrow) - who ends the rouing a 5, which is comfortaljly above Constantine’s Power of 3
turn as a mere Equites while Gawaine is now a Senator. Now he The position is as below.

could use his Banish card to banish Sir Tristram Ly rouing above
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Score x1




Orleney now plays his Score card and the scoring is as follows:

Orlzney 10 points (Gawaine 3 doubled = (o Gabheris 3. Gareth
scores only 1, being a lowly Equites).

Gore 2 points (Uriens & Uwaine 1 point cach as Equites).

Cornwall 1 points (Loinstalee 1. Tristram, Leing Scandalised!
scores a loig fat 0, but will go back to normal at the end
of the turn).

Saracens 6 points (Sagramore 2. Palomides and Safeashouses 1
point cach, plus Palomides gets the +2 score from his
priest).

This is good play })y Orleney as at the start of his turn he was pretty
Weecly with only two Equites at court, but l)y imaginative card play
(and a bit of 1ucle) he has turned it around with a per£ect1y splendid
Coup de Spiel*

* Coup de Spie/ -A p/ay o][ all six cards ena]ing in a Score card that leaves the opposition stunned and with their eyes ro//ing n lzorri][iec], 1'fawe—
struck, a’islye/ief. On/y experiencea] Camelot — The Court p/ayers aspire to such gia’aly lzeig/qts g

** Players whose bedtime reading includes Caesar’s ‘Gallic Wars’ in the original latin will remember the line “Tunc Vercingetorix magnum coup de
spie/ envinceat. Magni][icat meum.” which rouglz/y translates as “Then ]a]e][eatea] Vercingetorix with a magniﬁ'cent manoeuvre. What a f;'ne ckap J:
am.’ Modest fellow, that Julius Caesar; as he was in the habit of telling anyone who couldn’t get out of the way fast enough. Pity he didn’t have

a ‘No Stal)ln'ng Your Mates’ rule in the Senate. ...



STRATE6Y & TACTICS IN CAMELOT ~ ThE COURT

5 t first play Camelot — The Court may seem to be fun but

omewhat frus’trating. How can I build a position and then
exploit it? One asks oneself, as yet another Senator is reduced to
dust before he even gets to score. More experienced players always
seem to have the drop on you, gracefuuy playing coup-de-spiel after
coup-&e-spiel with their scores humming along very nicely thank
you. But that tells you something important - that there are indeed
deeper strategies in the game. That Jthey are not obvious or easy to
exploit gives the game its unique flavour. Players who ‘get’ the game
will almost always beat those who treat it as a crap shoot. So, in a
game where your position appears to be all but des’croyed the second
after your turn is over, where is the strategy? Here's what playtes’ting
has ’taught us:

A leey skill is gracling and sorting your action cards so that you
create a playing order that maximises your a(lvantage during your
turn. See your cards not as individual actions, but as a campaign,
complete and perfect in its own space and time. The term ‘coup-
de—spiel', coined humorously maybe, encapsulates the satisfaction
a player experiences when such a view is taken through to its full
expression — a play of six cards ending in a score that marlze(ﬂy

improves your position in the game.

Before your turn, decide if your hand is a scoring hand or a
preparation/strategy hand. Your actions will flow easily from that

most basic decision.

If you hold a Score card then your objective will be marlzecuy
different from if you do not hold a Score card. If you can score then
every card should be directed towards advancing your Knigh’ts and
des’croying the scoring opportunities of your enemies. Use Move
cards to elbow them aside and push your chaps forward. Use Gossip
to unscandalise your lenight so he can score and so on.

If you cannot score in a turn then your olojective should be directed
towards creating or consoliclating a position that does not leave
you a target for other player’s actions. A strategy to always bear in
mind is to Lring more 12nig11ts onto the board and thus 1zeep your
pipeline ﬂowing, promoting them up to Senator when cards permit.
Crowcling the hall also means you always score something whoever

plays the Score card, so hope{:uﬂy 12eeping you in the running.

10

Piclzing up the cards you want means clearing your hand of
unwanted cards so 12eep the action ﬂowing even if you are not
going to score this turn. Remember you can discard at the end of the
turn and refresh your hand. Keeping cards is pro]oaloly only worth it
with Score, Merlin or Dwarf cards.

Pacleing a powerf‘ul lenight with followers and malzing him a Senator
certainly works if you are scoring, but that makes him a target too
and he is unhlzely to last 1ong — almost certainly not until your
next turn. So hold on that tactic if you cannot score from him
immecliately. Modest scoring spread over more lenights is usuaﬂy a
better way to do it. Try to 12eep them in the Nobilitas rea(ly to move
into the Senators when your cards allow.

For most of the game scoring more points than other players is
reason enough to play the Score card. But there are a number of

tactical factors to consider:

If you score more points than the leading player it prol)al)ly is worth

scoring.

If you are leading and it gets you signiﬁcantly closer to the finish
line it might be worth scoring, even if you

clon’t score the most points.

Remember that scoring unscandalises all
Scandalised! Knights, and that may give

another player the e&ge if they are close to
the finish line.

The enclgame can become a whole
battlefield on its own where the
1ea(ling player comes  under
relentless attack. Watch out for the
quiet player who wins from behind.

It is, after aﬂ, the classic courtier’s
strategy!
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1Rea//y great][un easy to learn game’ BGG review

‘Great game we [aouglzt at Essen. Have p/ayec{ asa 2 p/ayer, and
it works well.” BGG review

‘A rock solid game which is gooc[ ][zm, simp/e, yet cl:a//enging’
BGG review

‘Love the hidden tiles, fzm to p/ay and a unique experience.’

Qﬂmﬁiﬂt =4 T[’B Bui[h Extract from The Dice Tower review.

‘M lusion is that Julian and the Wotan team h ki
Players complete Camelot for King Arthur I)y laying tiles onto a T S P R e U R

game here which is quick and easy to learn and p/ay but with a
castle plan. Scoring from both the tiles you 1ay and from those

a]eptlz to it that has Lept me and my games chub Zzappy ][or a gooa]
already on the l)oarcl gives ’che game an entirely new ancl hlghly 30+ p/ays’ Andrew Harman — Author and commentator.
strategic dimension. Camelot — The Build paclzs a huge gaming

punch with tough calls at every move in every game.

—— —e . |
dulfan Musgrave's { ‘
Because of its short play time it is an excellent tournament game @a m‘\ I u t }\

and has been used with great success worldwide. Witty and Visuaﬂy

stunning artwork 1)y Dan Peterson and Ed Dovey printecl onto a | A Q} Loz The Buil
heavy cluty game board and with chunlzy tiles make this a visual as I ;ﬁ‘:‘- " '
Weﬂ as a gaming tour—de—force. | - 2

Because
Kings don’f 0o
Tapestries!

Camelot - The Build
Number of Players: V-15
Age Range: 10+

Game Time: 30 minutes

Complexi’cy: 3 30 Minu’ce
Game Design: Julian play time

Musgrave

Code: WTG0410
Availa]oility: NOW
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