SPELL ACTIVATION
During their turn, a player can use Elixir to activate Spells. The player can
activate only one spell in each turn. The player can activate a spell BEFORE
or AFTER placing or moving pawns; using a spell does NOT exclude its use
in following turns. Players can only choose spells from those six displayed
beside the board. Activating a spell does not mean drawing it; the Spells
beside the board are a shared “menu” of spells available to the players.
On a Spell Card you can find the following information:
- Activation value (on the top-right corner of the card, highlighted by an
Elixir drop icon).
- Purpose value (on the top-left corner of the card, highlighted by a
lightning icon, a skull icon, arrows icon or other icons).
- The target (in the middle on the top side of the card, it can be one pawn,
two pawns or the tower icon).

DIAGONAL MOVE: 2 Elixir to activate. The player can move 1
pawn forward diagonally by 1 square.

JUMP: 2 Elixir to activate. The player can move 1 pawn
forward by jumping over the square in front of it to land onto
the following one.

BACK MOVE: 2 Elixir to activate. The player can move 1 pawn
back by 2 squares (but not diagonally).

Example: the “Double Power Up” spell has an activation value of 2 a purpose value
of 2 (the lightning icon represents a power-up purpose) and 2 pawns as target. The
spell can thus be activated by spending 2 Elixir and its effect is increasing the value
of 2 pawns on the field by 1 each (for a total of 2, equivalent to the Purpose value).

EXCHANGE: 1 Elixir to activate. The player can swap 2 of their
own pawns located anywhere on the battlefield.

POWER UP: 1 Elixir to activate. The player can increase the value
of 1 of their pawns by 1.

PHOENIX: 6 Elixir to activate. The player can increase their
strength (represented on their King’s Strength card) by 1 (to a
maximum of six).

DOUBLE POWER UP: 2 Elixir to activate. The player can increase
the value of 2 pawns by 1 each.

ASTEROID: 6 Elixir to activate. The player can decrease the
opponent’s Strength by 1.

GREAT POWER UP: 2 Elixir to activate. The player can increase
the value of 1 of their pawns by 2.

KAMIKAZE: 1 Elixir to activate. The player can detonate one of
his pawns and decrease the value of 1, 2 or 3 opponent’s pawns
near around. Example: your pawn’s value is 3: you can decrease
the value of 3 opponent’s pawns by 1 or you can decrease the
value of 2 opponent’s pawns by 1 and 2.

MACE: 1 Elixir to activate. The player can decrease the value of an
opponent's pawn by 1.

TORNADO: 1 Elixir to activate. The player can push 1
opponent’s pawn back by 2 squares (but not diagonally).

BOLTS: 2 Elixir to activate. The player can decrease the value of 2
opponent's pawns by 1.

FUSION: 1 Elixir to activate. The player can merge 2 of their
own adjoining pawns. Example: the player pick up two
adjoining pawns of value 1 and 2 and replace them with 1
pawn of value 3, placing it above one of the quare that was
occupied by the replaced pawns.

FIREBALL: 2 Elixir to activate. The player can decrease the value
of 1 opponent's pawn by 2.

EVOCATION: 5 Elixir to activate. The player can place a new 2
value pawn above one of his tower.
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RULEBOOK
2 KINGS contains: a warpath board, 16 spell cards, 6 red 10mm dice, 6 blue
10mm dice, a special 6-sided die, two strength markers and two plastic
miniatures of three towers each.
ACKNOWLEDGMENTS: Author Roberto Bucciarelli would like to thank his
wife Silvia Sacco for having supported (and endured) him during the
design phase of the game. The co-authors Fabrizio e Roberto Piccini wish
to thank L.Mazzolini, V.Di Angelantonio, M.Ricci and F.Gargano for the
brainstorming and playtesting sessions. Special thanks also to F.Rizzo (3d
modeling), L.Pochinu (graphic project), A.Intignano (rules review) and
A.Furlan (english translation).

GAME VARIANT:
Setup starts by building the game deck: players shuffle the 16 Spell Cards and
divide them into two decks of 8 each and one is given to each player. Each player
draws 2 cards from their deck, chooses one to keep and passes the other to their
opponent, who has to keep it. They repeat this six times, until they have gone
through all the cards. At the end, each player will have his own deck consisting of
8 Spell Cards that they can use to cast spells during the game.

GAME SETUP

MOVES AND PLACEMENTS

Setup starts by building the game deck: players shuffle the 16 Spell Cards
and divide them into two piles of 8 cards each and one pile is given to
each player. Each player then draws cards from their pile two by two; at
each draw, they choose one card to add to the shared Spells for the game
and discards the other card (which will not be used during this game). At
the end, the players will have 8 shared Spell Cards: these are placed beside
the battlefield face up. Each player then places their towers on the board,
placing a die above each tower so that the sum of the three dice on the
towers equals six.

1. At the beginning of the game, a player can only place pawns in squares
in front of their own towers (the squares with a green check). As pawns
advance, subsequent placements can be made in any square behind
them but never beyond the most advanced row where another pawn is
already placed (see squares with a green check).

Each player sits behind their towers keeping the dice of their color (from
here onwards "Pawns"). They place the spellsboard next to the battlefield
and place the score marker tower on the “6” of their color on the
spellsboard. Players roll a die each: whoever gets the higher starts first.
They grab the special die and get ready to start the fight!

GAME TURNS
During their turn, the player rolls the Special die; if the result is
a number (3, 3, 4, 4, 5 or 6) they obtain that much “Elixir”
(represented by a water drop icon).
The player can use Elixir in the ways described below. Combine pawn
placements and movements, as follows:
• They can place one or more pawns with value between 1 and 4, until Elixir
runs out. Each pip on the pawns counts for one Elixir.
• They can move any number of pawns using one Elixir per square. A pawn
cannot move more than 4 squares in a turn however.
• They can both place and move pawns according to the rules described
above until the Elixir runs out.
• They can activate and use one spell each turn, combining them with pawn
movements and placements.
Example: with 5 Elixir the player can:
• place a pawn of value 4 and move another pawn by 1 square;
• place a pawn of value 2 and place another pawn of value 3;
• move a pawn by 3 squares and move another by 2 squares;
• place a pawn of value 1, activate a spell of value 2 and move another
pawn by 2 squares;
When the player has used all the Elixir at their disposal, their turn ends and
the opponent’s turn begins.
PLEASE NOTE: a newly placed pawn cannot be moved or targeted with spells.
A pawn is considered “new” until the end of the turn in which it is placed. Elixir
does not carry over to the player’s next turn.
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2. In any case, the placement of new pawns is only possible on a player’s own
side of the river (the central row) and this is true even if you have pawns that
have moved beyond the river after placing.
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3. Pawns can be moved forward and horizontally to the left and right. Pawns
can never be moved backwards or diagonally (unless the appropriate spell is
used).
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PLEASE NOTE: at the beginning of the game, each player will have placed
three pawns on their own towers (one per tower). Once these pawns are
removed, either because they were defeated or because they moved off
the tower, no pawns be placed on the tower. The towers remain
defenceless for the rest of the game (unless the appropriate “Evocation”
spell is used).

FIGHTS
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1. Fights take place when a moving pawn stops on top of or attempts to
go past a square occupied by an opposite pawn: in this case, the winning
pawn is the one with the higher value. Remove the lower-value pawn,
and subtract its value from the winning pawn (which can continue its
movement if there is any Elixir left). Example: if a pawn of value 5 collides
with a pawn of value 2, the latter is eliminated from the game (it returns
to its player, waiting to be placed again) and the value 5 pawn remains on
the field, now with a value of 3.
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2. It’s possible to carry out several consecutive movements and clashes in
a turn. In the example, the blue 5-value pawn makes a movement of 3
squares, attacking and wiping out 2 red pawns. At the end of the
offensive its value has dropped to 2 (5-2 = 3, then 3-1 = 2).
It is possible to attack pieces of higher value than your own. If two pawns
of equal value attack each other, both pawns are eliminated from the
game.

ATTACK THE TOWERS
A pawn that arrives on the opponent's tower fights first with the enemy pawn on
that tower (if present), then deals damage equal to its remaining value to the towers.
The pawn is then removed and returns to the player it belongs to. The player whose
tower has been attacked updates their strength on the board by moving the
strength tracker down by as many points as damage dealt by the opponent on their
tower.
DEFEAT: when their strength marker reaches the
Skull symbol, that player has been defeated and
loses the game.

