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As the sun rises over the vast and untamed wilderness. #ou 5a,t/wr
with ifrau/b af chieftains jrom different tribes at the ceremonial 5a,m£n5 area.
You take your /bla,ce; rea i to ﬁrwer Gu,our;e[f and build the most faref;rﬁmj C/LEefc{am.
In C/u',ef om, Uuyau are tasked with 6ut[afin5 m/b é?wur OWH C/Liefdom rom scratch.

The Same 6§Em with an em/b? /bla,n, and it's u/:: to c%,lou to mrefu[[&/ choose
| raw

what icons to draw and how to them based on the dice rolled on each turn.

With a roll of the dice, the Sa,ma beeins. You choose %aur actions simultaneous!

with the other /ﬂ[a#eﬂr,s, using the mﬁw; rolled to determine what icons (gau will draw
and how to /b[a,c:e' them. Wi[; C%ou, draw a lake or a fore;ct? will iau e ﬁaur /be'ofsfe /’aéj

such as ﬁj/LMj’, waoﬁfmttin‘? or buildine? EVE‘P‘C? 5(6’(1&)‘5&!1 must be carefu (g
t/wuj%t out to ensure a ba anced Cﬁi%&m that can /braviafa far LEs /bao/b[ :

But the cam/betition LS not /*ujt about ui[&(ing a functiana:l C/Lie][afam.

As c:ﬁiefta,ins fmm d:#&re'nt tribes. (gou are V%inj far /bre;fti e and recagnitim.

yau want to create the most Lm/bFE"j_SLVE’ Chiefdom. one that wi [ be remembered

far 5—en€ra,t£an5 to come. As 0u,ou work to build :f (gmr C/Liefa(am, é,/au must also
ensare that %auiﬂjw}bleﬂ are f& sheltered, an mﬁfagﬁd. As the Same /bragre::;ef;,

fe’ﬂjiﬂﬂj rise, an cgau must remain fﬂﬁbtjﬂ’ﬁ( to outmaneuver (?aur Qﬁlbﬂﬂﬁﬂtj.

Will auuou take rf,jfz; to trcg and secure victorg, or will you /JZaau, Lt mf&
and ensure a 51'&&0(61% rise to the to/b? Only time will tel as &wa strive to become

the most r&;/mct&a( and mcc&gful cftiefmm in the land.

Players play as chieftains trying to build up their initially empty chiefdoms so that
they score as many points as possible. One player rolls the 3 dice on a turn and every
player draws icons on their sheet. The game ends when none of the players can use

any dice results on a single turn.

The player with the highest score wins the game!

LEREDITS

Game Design: Arif Nezih Savi lllustration: Erdal Gencer Editor: Ipek Savi
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18 Advanced Scoring Cards

1. Each player gets a pen and a player sheet.
2. Each player writes their Chieftain name.
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Howjro) Pifay

The game consists of several turns. y T ,

CHIEF DM |
. s - - » :' |
During a turn the following phases happen in this order: :ﬁ 2 |||
f;'é;gﬁ": 1
A. One Player Rolls the Dice e BN .
B. All the Players Take Actions i i 6 u
‘1 """ H\
A. RO"“'\g thE DICE }ﬁfé'i@h%lh_;.l.‘;;Iélﬁlﬁml@i21

One player rolls the 3 dice into the middle of the play area.
It doesn’t matter who rolls the dice.

B. Taking Actions
All players now use the values rolled to take actions simultaneously.

Each player chooses two dice results and add them together. That number
determines what icon you will draw this turn.

The third die result determines the shape and the number of icons you will draw.
Each die face uses pips to show the shape of how you draw your icons this turn.
The chosen shape can be rotated and/or flipped as desired.




\

lcons should be drawn in empty white squares. You cant draw an icon in a square

that’s already have an icon in it.

You must draw the entire shape shown by the third die result.

The entire shape must be in the borders of your chiefdom.

The chosen shape can be rotated and/or flipped as desired before it is drawn.

The chosen shape does not have to be drawn adjacent to previously drawn shapes.

If you can draw, you must draw.

The game ends when none of the players can use any dice results on a single turn.
Players then proceed to do scoring.

I
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(3) Thewall &

If the sum of the two dice results you choose is 3, you draw a single wall icon,
regardless of the third die result shape. To be able to draw a wall icon, you must
have at least 2 logs, you don't spend the logs.

The first wall icon should be drawn orthogonally adjacent to one of the pre-drawn
walls. Each drawn wall icon must extend one of pre-drawn walls orthogonally.

Note: Only the wall icons have to be drawn adjacent to previously drawn walls.

If players build their wall from west to east to divide their chiefdom into two at the
end of the game, they score +12 points in addition to the wall icons they draw
(they score pre-drawn walls on the sheet too).
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(4/5) Water ]
AN

If the sum of the two dice results you choose is 4 or 5, you draw water icon(s),
based on the third die result shape.
A contiguous area of orthogonally adjacent water squares is considered a “Lake”.

For further details please refer to the Fishing section on page 8.

(6) Two Trees

If the sum of the two dice results you choose is 6, you draw two trees per square,
based on the third die result shape.

(7) Three Trees

If the sum of the two dice results you choose is 7, you draw three trees per square,
based on the third die resuilt.
A contiguous area of orthogonally adjacent tree squares is considered a“Forest”.

For further details please refer to the Woodcutting section on page 8.
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(8) House ﬁiﬁ
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If the sum of the two dice results you choose is 8, you draw a single house icon, regardless

of the third die resullt.
To be able to draw a house icon, you must spend 5 logs filling in the roof. House icons must

be drawn in an empty square orthogonally adjacent to a jobless person or a builder.
For further details please refer to the Building section on page 9.

(9/1 0/ 1 1) People

Ej [ J=9n0m :p—)-ﬂﬂ
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If the sum of the two dice results you choose is 9, 10 or 11, you draw an empty (jobless)
person icon(s), based on the third die result shape. There are four types of people in the
game: Lumberjack, Fisherman, Builder and Jobless.

The type of your people depends on their surroundings:
If you draw a person in a space which there’s nothing orthogonally adjacent to it, that
person becomes a jobless person. As seen in the above drawing.

If you draw a tree icon orthogonally adjacent to a jobless person,
he becomes a Lumberjack and starts working right away. Simply put
the letter “L"into the circle to determine the type of people.

If you draw a water icon orthogonally adjacent to a jobless person,
he becomes a Fisherman and starts working right away. Simply put
the letter “F" into the circle to determine the type of people.

If you draw a house icon orthogonally adjacent to a jobless person,
he becomes a Builder and starts working right away. Simply put the
letter “B” into the circle to determine the type of people.

Builder

If you draw a jobless person orthogonally adjacent to a tree, a water or a house icon, he
becomes a Lumberjack, a Fisherman, a Builder respectively. If there’s more than one type
of surroundings, players can decide which job suits the best.

Once you have given a job to a person, it can’t be changed later.
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If the sum of the two dice results you choose is 2 or 12, or if you rolled triple (1,1,1), (5,5,5)

etc. you can draw any icon available in a single empty square.
You still need to spend 5 logs and have a builder or jobless person if you want to draw a

house icon and you must have 2 logs to draw a wall icon.

Fishing

There are two ways to fish:
1) When you draw a water icon orthogonally adjacent to a jobless person or a fisherman.

2) When you draw a jobless person orthogonally adjacent to a water icon, that person
immediately becomes a fisherman.

You immediately fish from orthogonally adjacent water icon(s) by drawing a fish icon in it,
as well as marking the fish icons on your player sheet.

Each fisherman can get 1 fish from each orthogonally adjacent water icon only once.

At the end of the game, during scoring you need to feed all your people, each fish feeds
2 people. For each person you cannot feed you get minus 2 points.



There are two ways to cut wood:

1) When you draw a tree icon orthogonally adjacent to a jobless person or a lumberjack.

2) When you draw a jobless person orthogonally adjacent to a tree icon, that person
immediately becomes a lumberjack.

You immediately cut wood from the orthogonally adjacent tree icon(s) by drawing a line
on it, you also need to mark the logs on your sheet to be able to keep track of how many
logs you have. Each lumberjack can get 2 or 3 trees (logs) from each orthogonally adjacent
tree icon.

Just like water squares, you can only harvest each tree square once.

Building

4
Oliiia
|

There are two ways to build a house (drawing a single house icon):

1) First, you need to spend 5 logs to complete a house by filling in the roof, then you draw
a house icon orthogonally adjacent to a jobless person, that person immediately becomes
a builder.

2) You can draw a house icon orthogonally adjacent to builders, if there’s an empty square
orthogonally adjacent to them.

Each house can shelter any 4 people in your chiefdom.

At the end of the game, during scoring, for each person you cannot shelter you lose 2 points.
Note: Fish and logs are not limited to the space on the player sheet.
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WINNINGATHEA G AME

The game ends when none of the players can use any dice results on a single turn.
Sum all the points you've gained. The player with the most points wins!
In case of a tie, the player with the most remaining fish wins the game.
If there is still a tie, players share the victory.

CEORING

There are 13 conditions to look at when calculating the final score:

¢N9

Ak
m Each House: - Each wall square: z Each person in
7 points | 3 points | your chiefdom:

+12 points if completed 1 point

Each Fisherman Each Lumberjack

X adjacent to L adjacent to a Fa?cggiz:-gs)’é?ur
a free Square: Water Square: : goint '
3 points 3 points P
F,? ;23\: zl—];tregreSg{uare B9 Each Surplus ** Each Surplus Fish:
Lake: 2 points Log: 1 point 3 points
D Each Empty . Each Homeless
Square: -1 point Person: -2 points
@ |
sl Each Hungry o Each Jobless
Person :-2 points Person: -2 boints

Points from
Advanced
Scoring Cards
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ENDIGAMELEXAMPLE

Each House: 7 Points

The player simply counts each house he built. In the end game example player built 5 houses, so
he scores 35 points. It's easy to count these since players had filled in the roofs for each house they
built on the left side of the player sheet.

Each Wall Square: 3 Points

In the end game example, the player has built 6 walls, therefore they score 18 points. Because they
completed the wall from East to West, the player can also score the pre-drawn walls on the sheet
(+12 points). They score 30 points in total.

Each Person: 1 Point
The player counts every Fisherman, Lumberjack, Builder and Jobless Person on their sheet.
In the end game example, the player has 23 People in total, so they score 23 points.

Each Fisherman orthogonally adjacent to a Tree Square: 3 Points
In the end game example, the player has 3 Fisherman orthogonally adjacent to Tree Squares,
SO they score 9 points. (See: Example 1)

Example 1 Example 2

Each Lumberjack orthogonally adjacent to a Water Square: 3 Points
In the end game example, the player has 2 Lumberjack orthogonally adjacent to Water Squares,
so they score 6 points. (See: Example 2)

Each Tree in your largest Forest: 1 Points

The player first determines which group of tree squares is the biggest, then counts each tree in the Forest,
it doesn't matter if the trees are cut down or not. In the end game example, he scores 34 points.

(See: Example 4)

Each Water Square in your largest Lake: 2 Points

The player first determines which group of Water squares is the largest, then counts each Water square in
their Lake. In the end game example, the player scores 18 points. (See: Example 4)
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Each Surplus Log: 1 Point

The player simply counts each log they didn't use.

In the end game example, the player has 10 logs remaining
therefore they score 10 points. (See: Example 5)

Each Surplus Fish: 3 Points
The player first checks how many fish they harvested, they
> have 7 fish. Each fish feeds 2 people, so they can only feed
. 14 people. The player has a total of 23 people in his chiefdom,
&y o people go hungry, they will score -18 points for that soon
when scoring “Each Hungry Person’”. In the end game example,
the player can't score surplus fish because there isn't any < > ><:> ><:>><Z>
remaining. They score no points. (See: Example 6) Bample6

n Each Empty Square: -1 Point
The player simply counts each empty square in his chiefdom, he loses

| :‘m 1 point for each empy square. In the end game example, the player
loses 10 points. (See: End-game example on page 11)

Each Homeless Person: -2 Points
The player checks the filled circles in theirincomplete houses (without a roof
filled in) to see how many homeless people they have. (See: Example 7)
—» He could also count the houses they built first to see how many people
“="  he can shelter: He built 5 houses, each house can shelter 4 people in it,
so they can only shelter 20 people. He has 23 people in his chiefdom, | ,
therefore 3 people are homeless. He loses 6 points.

Each Hungry Person: -2 Points

Each fish feeds 2 people. In the end game example, the player has a total of 23 people in his
chiefdom, he can feed 14 people with his 7 fish. Unfortunately, 9 people go hungry,

he loses 18 points. (See: Example: 6)

Each Jobless Person: -2 Points
The player counts the number of jobless people in their chiefdom and loses

H'"air‘

4 2 points for each. In the end-game example, he loses 4 points. (See: Example 8)

Q If you are playing with the advanced scoring cards, check the objective cards and
score accordingly. In the end-game example the players haven't included any
modules. So they don't score any points.

_—— — ——l

Finally the player sums up all the points he gained and scores 127 points in total.
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Solo Mode

Try to get as high score as possible. Use the table below to see how successful you were.

0-50 Seriously? Try again!

51-80 Well, you should try harder!
81-100 You won't be a leader!
101-120 You're getting there young one!
121-150 A Khan appears!
151-170 A Paramount Chieftain!
171-199 Your story will be told!
200+ Too good for this Chiefdom!

Advanced Mode

There are 18 scoring cards with one advanced scoring condition on each card. Before starting the
game, one of the players shuffle the cards and randomly picks three of them and places them
face-up on the table where every player can see. The rest of the scoring cards are not used.

In addition to the usual scoring rules, players may also score extra points based on these three cards.

# Condition Points

1 Each complete row of Forest 6

2 Each complete row of Lake 6

3 Each group of Lumberjacks 5

4 Each group of Houses 5

S Each group of Fishermen 5

6 Each group of Builders 5

7 Each complete column of filled squares 5

8 Each uncut Tree Square 2

9 Each unharvested Lake Square 4

10 Each Lumberjack surrounded on all four sides by Tree Squares S

11 Each Fisherman surrounded on all four sides by Water Squares 5

12 Each Builder surrounded on all four sides by Houses 5

13 Have the most Lumber (used and unused) 10 Second most gets 5
14 Have the most Fish (eaten and uneaten) 10 Second most gets 5
15 Have the most Employed People 10 Second most gets 5
16 Have the most Houses 10 Second most gets 5
17 Have the most Empty Squares 10 Second most gets 5
18 Have the least Wall Squares 15 Second least gets 10

Clarifications

“Adjacent” means the squares that share a side with each other orthogonally only, not diagonally.
A“group”means three or more adjacent squares of the same type.
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[rTIONAIS BONUSFAGTION

This action allows you to draw one fewer icon than the number of icons
you will draw after deciding which shape to place.

Eg: Thediceresultis (2,3,6), Chief Joseph decides that he will draw Waters (2+3) according to
the shape (6). He doesn’t want to draw three adjacent Water Icons, so he fills in the bonus space
in his completed House, then he draws two adjacent Water Icons instead.

7/ Player Name House
0 IRy Sum of Two Dice S . Roof:Filled in when Building Houses
3 Third Die (Placement Die) r_ﬂ_-mfb . 5 Logs
—~ Water M 5 Collected Logs
4} Two Trees i Each Tree in your largest Forest
% Three Trees _:;; Each Water Square in your largest Lake
":_Ii*r Lumberjack x > A Fish Space
*fFjJ Fisherman - Each Surplus Fish
L_J B_Lii_lder u:%}i Each Hungry Person 2
D Jobless Person B) TwoLogs Available to Build a Wall
#1 Each Person in your Chiefdom U , S ARS A Log Space
"FM Each Fisherman adjacent to Trees @m _  FEachSurplus Lumber
iLﬂh,d_ Each Lumberjack adjacent to Water ¥ Scoring Points
O Bf_ A Jobless Person or a Builder €9  +12 points if the Wall is complete
0% NoThird Dieis Used o QT S Wall
P2 EE Rolled Triple O Each Homeless Person
453 Dice Values @ Advanced Scoring Cards
* Wild *ff Optional Bonus Action
] Empty square 2, End-game Total
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