


# |ntroduction

Castles of Mad King Ludwig 15 a ule
laying game in which each player is
trying to build an amazing castle,
subject to the whims of the Mad
King. Players are contractors, looking
for the best deals on rooms while

selling their services to other players.

As the players add rooms to their
castles, they earn Victory Points
(VPs). The player with the most VPs
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NOTE: The symbol means square fest
Each of the rooms is a r.pq:ndll;. SIFE, A%
indicated by the number in the upper right
corner and on the back of each tile: for
example, a 250 m room is 250 square feet,
You'll see this symbel other places in the
game to refer to size, such as favors and as
the symbol on the back of the Room cards.
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# Components

(1) Scoreboard
.I.IIII ‘
J (4) Player Swans

(24) King's Favors

(6) Stairs Tiles
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(9) Ha”w:t}’ Tiles

(30} 5000 Coins
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(9) 100 (9)150m (9)200M

Room Tiles Room Tiles

(50) Room Cards

(6) 500 @ Room Tiles (6) 600 M Room Tiles (4) Player Aids

MY PRI AT M AR TR (i ®

Theiramp o=



(-1 Place rhe double-zided

©

scoreboard ar one end of
the table, making sure the
side shown in the image
above is facing upward.
The other side is for

expansions only.

Shuffle cthe Bonus card
deck and place it face
down on the board.

(_9 Place the coins in a supply

pile near the board where
everyone can reach them.

(4) Shuffle the Kings Favor

rokens face down. Reveal
1 token per player and
place them face up on the
board. Return all unused
tokens to the box.

(_‘5) Shuffle the Room cards.

Count our 11 cards per
player to create the Room
deck and place it face down
on the board. Rerurn all
unused cards to the box.

-ﬁ) Count out the correct number of Room tles of each size [rhn:

number printed on the back) for your player count, as well as

the correct number of Hallveay tles and Seairs tiles. Stack each
set of tiles face down in the corresponding space on the board.

PLAYERS

2 é»
3de
4 &

LARGE ROOMS
(350-500 M) and Stairs

4

S

SMALL ROOMS
(100-300 1) and Hallways

5
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( i } Determine how many Room tiles are available each round ar your p|'.'|'|.|,'r count Reveal char
sveal, rake the op Room tle

many Room cards from the top of the deck. For each card you
of the indicared size and p| we it Face up s under the market ( f
Mlaster Pulder wall 2 arrange them kirer). When finished, p| T |||f revesled Room cards face

:I on I:hr: B |.‘||1.1-u|.i:|n.'] | the

up in the discard pile next to the Room deck | |,_.. H |8

MARKET

PLAYERS | REVEALED
ROOMS

2 é» 4
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¢ Player Setup

Caive each player a color matched
Foyer and Player Swan, a Player Aud,
and 15000 11 Coins

Randomly choose a player ro be the
Master Builder and ¢ them the
Master Builder mLt fi

TP I_:hill:ll'llll:\..; the Master Buillder token
s a fun way to choose who is the

Master Builder!

[he Masrer Builder |_1' wes their swan
om"'0" on the score track. The player
A rh. i L " ™ |'|-.4 L] r‘u L ST O '|.
followed !*!. TR ThEXT p|.|!.-:_| ro the leh
on 2y ene, untl each p|-|5.=;r has placed

r||-.'||' SWELI-

Dieal each player 3 Bonus cards face
down. Each player chooses 2 cards to
keep and puts the 3rd on the bottom
of the Bonus card deck. Players
should keep their Bonus cards secret
bur may look ar them at any time.

@ The Master Builder starts che firse
round by arranging the Room ciles on

the market (see page 6).
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# Bound Overviews

. Draw New Rooms:
[he Master Builder fills each CIMpLy &pace
under the marker b we .;il:_—_: Foom cards
'I'l:'u'.'- :-:. i P ENRLE -.|I'I_' ||'Ir|'|. r::u:

Price Rooms:

(HNE b A o BRANE L |.|III|_

Rooms

H:w [{m'rm-..
I T i I "'I' I - I.' I LEECT .."!-IIIII.I'.':

s arder, cach playes

i goIng i clockw
tikes aomarn o pure ||..J~..: a tile or make

SO0 i oo rms.

Add Coins:
Add a 100

..-l-.r-

Eﬁ-
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# Bound Details

¢ Step 1: Draw New Rooms

Ar the start of each round, the Master Buailder muse

refill the

market with new Room tiles.

« Foreach empry space under the marker, the
PLY 25

Master Builder reveals 1 Room card from

the deck, then takes the op Room tile of the
indicared size and places it face up in the empry
"-I.'_"'I.:'. Il‘-.Illllll.'ll .'II'.I!-E'II.'\.I. [JII."|' nII'-I..IfI.E II: Iﬁ"l'l.'.ll'\.'l.]I

Feoem cards.

Do mot discard or re place any Hooms left From

the previous round. If the marker is already full

e i . ]
ae the stare of the round |1_|1'||_'|'.1;||115.1 during t e

first round of the SR ), do not reveal any new

Fooms,

o noe [l any spiaces that are mot allowed for
VOILEE |~|.'.-.'r| count (marked with a higher p|.'.-.'rr

nurmber ),

MNOTE: After filling the market, the total
number of revealed Room tiles should be

the same as the number rl-:'.-e:-.:EEd‘ at Selup.
e i 5
It 2 Foomn card is revealed dhar marches an campiy

Room srack, immediarely discard ir and deaw a

W OFEE T I'l."r'\l.lll-\.'\.' 1E.

e I!|1-.' 111.|r}:-:'|: ||.:-:q. Beer !;”l'-.l, I|'.:'

Step 2: Price Rooms

Buatlder

i"'a':.l =ET

may set the price of cach Room by rearranging themn

LT Il.i.". :J 1IC FT4E I'lCl\.':

The Master Bulder may miove all Rooms under
the rack to new prices (not just Rooms added
this round). They may do this even if no new

E'\:\.l\.'".'llllh WeEre '.L"n.'.l:l.'l\.‘l
Each price may only have 1 Room placed under it.

Booms may not be |'|.u ed under prices thar are
not allowed hor Yo J"l.l.:.'l.'r cotr (muacked with a

higher player number),

When a Room is moved, all coins on it must be

maved with it

L i §
TI 1€ Iviasier I SL'.I II.‘.I". T L |:1i Wik 1100 IO o any

Fooms.
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¢ Step 3: Buy Rooms

Oince the Rooms have been pl'i-.'..'¢|. each 51L-|],-r:r
tikes a turm ].'I-l.ll'i:l.'lﬂ:il'.' a tile or cake 5000 in

CONNE.

+ The player to the left of the Master Builder

rakes the first ruen, followed by each other

player in clockwise order. The Master Builder

takes :l'l'l'.' [.'I sSC0rn E‘lll?lll'.' I!'IJLLI'I-\..‘I..

+ Alfter you buy a Room, place it face up in your

castle (see page 9).

L II1.:-|:i.'.:I.|.[ ol I:ll.l.'r'iII[: F | H.ﬂl.:lu':ll. YU Ay Pelss VoLke
¥ - v

TLIrT I |||1|:|.|.'d:i:|.|:::f.' gain S000 in coins from

the supply.

TIP: You only get one chance to buy a tile
each round. If you decide 1o take 5000 in
caing, you can't buy a tile again until the
next round,

Master Builder’s Turn

The Master Builder eakes their marn, r]1-:'-r-'=.|'|',g
ro either purc hase a mle or ake S000 in coins.
However, if they buy a Room, they must pay iz
price to the supply (can include any coins on the

e :|1:|r rl:'u.".' ]'Hl}':l-

TIP: The Master Builder can spend coins
that other players paid them earlier in the
round.

+ On your tumn, you may buy any revealed Room |

¢ Step 4: Add Coins ¥ o

A fter the Master Builder takes the nal tum, add a

1000 coin o each Room tle left under the market

for the price set ".1].' the Master Balder, or Yl

may buy a Hallway or Stairs for 3000 in coins

(if there are any lekt).

" -.|1.1 |.:-u fad l{-::lﬁm, Vel mMuisr payr 108 Price FTI.:-III

H b F4) ; C
; - o rrake it more attractve for the follewing round.
:.-'-.1-:5: }'1.'7:\.-'.1:!-:|.|. Ccodnd o rl'u.' M;J..'i.{c:r ﬂu:]dtr s T
: P . i Rooms can i1.w|.' any r:||.|.|11|;:l|,':r ol couns on I|'be_'r='..
(even it ir is a Hallway or Stairz).

» If there are coins on a Room, you may pay them

¢ Step 5: Pass Master Builder

to the Master Builder as Pt ax all) L'.-f':,'-:ur The Master Builder roken passes to the next playes

payment for the Room. o the lefr. The new Masrer Builder then |.‘:l1:5||u.

I hl.' NEXT roun I.E =|'|'II' I.[r:l W |'|'|1_|\. oY I":.I'IIL'I'I'I'I.'\: +
TIP; If the number of coins on a Room equal
or excead its price, keep any coins left over
after paying the Master Buildar.

MNOTE: Learn & dEr.-Fler under stan:ﬁng of
each step with the examples starting on
the next page!
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Round Overview Exampie:

F MM el 80

hvi che scart of the 2nd round in a 5--:."..|!.._-; game there are 3 empry Mext, green can buy 1 Room. Green wants a set of Stirs so thev can
Spaccs far roodn les, and the bloe .II ver s tle Maseer Buildee. They BCaATT aclain gL [Dhowe |-|-;_| iirs ooms o thetr cascle, so chey L blue 3000
draw 3 Room cards and Al the erack with a 2000 room, 2 300 @ room Vi

.i:'.l.;. 3 450} III FOEOETR.

I K

SU

Finally o i blues murn. They decide o :-}'rll-.i chie GO0 yellow I'.i.:l.:. thiern
. sli1e g mevrhEr N pa B thie uaesr Bed roe 1) [ = . .

Blue can now rearrange the TR, Ry ||=.._-!.' think tht I lus apocher 2000 oo | Ly the Cruest Bedroom for 8000, Since chey are

opponents will value them. The new 450 B room scems very appealing

to several players, so they price it high ar 15000

|"|'. I"'a E..h:l.'l Iﬁ'.l::l.g.l'l. |I."I'.'i| I.'..:u IMmEINE :-_'I::'.'\- s ] |.I|!' !u'.."'l.'l'u |I I'I."l ".-l-"'.'r. ]
I"'ill\.ll!:_' 11 L:'IL'.II'I\.'...'\-!.'lL-.' [JII\.' illi'u.'! !'...I!n'I.'\. WETENL A8 Inle L'\.rl\.l.- 11 iC 48

[i'll\.".' =4 i"'l\.‘l\. h'l\.': i,
L1l d € D)

1 THHRS &0 B THD

Mow that the blue player has ser the prices, che yellow player (o thet Now thar each player has had a «

m I."'I 1 n.'i'\.'i"*- a L1OU cotn oo '\.ul-\.'E'l o

lelt} may I"'-i"' the hirst Room. Yellow decides to iy blue 6000 I'"-"!' the the TEMALNg Rooms, then passcs the Master Builder token o :.-.'||-.l'-'.
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| (L di k Scoring and
i Building Your Castle o g

Completing Rooms

Plﬂclng Rﬂl}mﬁ Each nime f|-.l|.'. _;l‘:.'n 2 a new Hoom in !.'I:-I.JI
When }-L-... g 3 Room m YOHLLT ascle, youe sl caane, .!Hllnw e T n.l.“"[-” S l:l
| ™ I] | SO 1'- F'r. .':l'n‘] AT I.‘I."l'l'll."ll.'.l';"ll e w.lnl.r..
OdEOAN TRESE Tilless .

1. New Room VPs:

Gain the VP value listed in the top

1. You must connect ar least 1 entrance on your

new Room to an entrance on an already placed , .
left corner of the placed room.
Fioam.
2. New Room Bonus/Penalties:
1" You Iy block ELLL R 1bet '-"I COITANCCS O youE If the BRoom VoL 'r'll.ln.'l.‘-.'l has a bonus or
new or already placed Rooms (as long as your new penalty in the center, gain or lose VPs

Foom hasar least 1 connected enmrance) as indicated (see page 10).

3, Other Room Bonus/Penalties:

If the new Room acrivares bonuses

3. You Ay rotake a Foom |.1:.' L as VY DEmes a3

:.-.*ll |:'n-:c l-._-rl-u- |.'-'_|q.|:|:_' ir
and/or penalries on other Rooms

. I e e e A PR, I R,
-"-l-. Tou My not place a new Raom that 1:.1.'er].'|.|15:- LI YO astle TR Ok BOGE W Ps as

] idicared (zee page 10)
any .|ir|.'.|-.|:.' placed Rooms. indicared (see Pt LCH).

4. Completion Rewards:

5. You must always ensure you have at least 1 i ] 5
It placing the new Room completes

I
'l:.'{t('f!l-l] ENtrance oo your '\-.'-i-:‘-.'ll.'- ."'.I'I EXDCITIAL Y .
: 1 or more Kooms |._|'-'_L connecng all

ENERANCE i5 AN OPEN ENTance on an outside of its entranc in an immediare

edge of your castie (it is not inside an area that Ducen’s Bediodm * & ]
. !

is fully enclosed by dles).

L_'I:I-|I.'|J_"'|-|_'='i1!l|'a revwards in o

6. You may not place a Room adjacent to the choice of order (see page 12).

I"-_-|'|.._'|_-.._| Lx‘l;.;n' of an ‘."I.lllil.'rl'lll.' Rllll.'u!l'l ] :."'.IL'I.' .

. : MZE
i}

J- You may 1r:|1]'!.r-.|l|||:-.'|l Downstairs Rooms 400

T I
o thie bortom of Seairs nles, Downstairs
1 :
Hallways, or other Downstairs Fooms (sec

page 15}

H.. 1|:\.'|II I:!.I!I nofk |'|II!,' e H.'ll'\lI:! III !,':!'.I |".I|.|' |1-\.'\l'|'.|:|'|'|'

!.l\.'\ll.'. [ | II'S.I”]' I'.'\II.IIL c 1l

ijh‘.] asl |J.|I-|. stry Tham
— 1= =t L

Niame Bonwus o [ -u.:f:_'r
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¢ Room Bonuses and Penalties

Some Rooms have bonuses or penalnes thar are mrigpered by other Rooms of specific types in your castde.

ConnecTiON BONUs: ADJACENCY PENALTY: DownsTAIRS Bonus:

Gain VPs for each connected Room of Lose VPs for each adjacent Room Gain VPs for each Room of the

any of the indicared rypes. Rooms are of any of the indicated types. Rooms indicated type anywhere in your castle,
connected if they share an entrance. are adjacenr if any part of one Room

rouches any part of the other.

3 3 1500

r‘, 7z2L

a HL e ht q

Room

Eﬂ- Bortomless
Pit

This Rooni seores a boies 1 VP I|I-'.1:" e

This Room scores a bonus 2 VPs for cach , . Chutdoor room in your castle,
7 . A vy S e LT L I .
connected Activity Room or Outdoor I'his Room reduces your score by 1 VP for

Room, each adjacent Living Room or Sleeping

Hoom.

# When to Score Bonuses and Penalties

Each ame you place a Room, you score the bonus
or peralry on the new Room AND on any relevane

N

; Example 1:
Focims :4.|.rt'u.|.{:,: F'-]:n. ed 1 Yo castle.
.[E'I':' :IH"':II. I':.I."'I"EIE .|.'|'|'.||L‘I I b .I."‘{h Il.l = ILII
|.'\.'|:I:I|.'..|'|.'-\.'i I..:'-III]; I';:.l."' ]'Il. red I.""I CI _II IS
the MNap Room so thar it connects to a Living
Room theyve already placed and scores 4 VPs
{che Map Hooms 2 VP value plus a bonns 2

Vs for the connection ).

™ 0L nmn”ﬂqnmm”ﬂ' LR/ e Ll L TRl ]/ e

o T R |



¢ Room Adjacency

I'wo rooms are considered adjacent
for the purposes of Room adjacency
penaleies it any part of one Room

[OICRES sy F'lilrt crr'[|'|-:' l:l-l:hl' I:

A Room does not need to connect o

L I"'I‘l:I. :'\n. .IIIIJrJII.'I IE.\‘I".I!'III:"\:. ENCERCe :.;“I
them to be adjacent. Downstairs Rooms
.|||.|_ |'!.|||'.'.'.'|!. L can 1*:_' .L:i;_l-. 2k o |'|'e:l:|J.1r

(upstairs) Rooms.

J _I.'El.ul'_-l.
ARSI
-"-".'.'m: I:."r'r.l.'gi-
G A
Hx;unple s 4 “n.,_";‘; . Eiﬂ =
_""-.- “F:\I.I-Lrhl
Wi
o r

TP Cloak Room is adjacent to the Stairs and
the Hatlway,

You may need to make sure your Hooms
are precisely lined up ro determine
whether they are adjacent to other Rooms.
Round Rooms in ].‘-.III!I-..UJ]I may appear o
touch other Rooms if they are not lined up
COT |.'|.'f|1_n

When mn_uhi correctly, the Flute Room s
meed aacdiercent te erther prirpie Living Hoom,
so this player does not lose any points for the

-.'.ill..'.,.,'lh,'. ;ﬁ'.l.'.n'r-.-.
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# Completion Rewards

[Fyou IMAnage i connect ALL of 2 Rooms entmances oo
entrances on other Rooms, it is considered complete.
WWhenever YLl n1|11]1|rlr a Ry T, You ='|1111'||.'|.{|.:I!r]:.'5.:i:|1
a completion reward. Each type of Room (indicared

it e bomom leh corner of the ale) gves a different
I.':Jl'“E"lI.'I'iI.:ﬂ'l rewwand I:HL'L' |h':.__l;i|:||:'||g i pge 14 ] [E-'r'LIl::
|.'-:1|11!1||.'Ir I:1:|I_I.:li]'l|i.' Roams in the same oam, yotLL g:i:ﬂ
complenon rewands for each of dhem, in the order of

JOrEr chenee.

TIP: If any of a Room's entrances are blocked
by awall, it can't be completed.

£ (jame Und

When the last card in the Room deck is
drawn, players finish the current round, then

end the game and count up their final VPs.

If the last card is drawn and the market

still has empty spaces, the Master Builder
shuffles the discarded Room cards
(including any drawn this tum) and
continues drawing until there is a full ser of
Room tles under the marker.

FinaAL Scoring

All players score the following
end-game items:

1. Depleted Stacks
2. Kings Favors
3. Bonus Cards
Leftover Money

Completion Reward Example:

O their mam, the red pliyer buys the Crallery of
.'l.: N e | 2 3 T§ L .|
Mlirrors and places it in their castle. [hey soone 3
Vs for the ke iself, plus another 3 Vs for the
bomus on their conmected Dining Room. They
score no Vs for the Gallery of Mirmrs bonus,
since it i not yet connected o any Comidors, but
they could score VP for this on future tums.

Red has now connected all dhe enmances of their
Dhining Hoom o other Rooms, The Dinm g Room
is 2 Food Room, which allews its owner to ke
another full nim when completed. Red uses their
extra tum to immediately buy another Rocm!

1. Scoring Depleted Stacks

Each player scores 2 VPs per Room in their castle
that matches the size of an depleted tile stack on
the scoreboard.

A srack 15 considered em pty if there are no face
down tiles left in 1t 11'_|1-.17r any face up tiles on the
111.:'.';:4.". ar !]1]: wWere ]1E.'|\. I."a.l. il Ll:!ll.' L!T.I.IFll- Elll.'l'. i|'|
the last roend {II.'\‘i:HE i .,q:rrpfr'.s Raom r|1:|11]1|rr:m1

reward; see page 17).

If the Hallways scack is empry, then every Hallway ole
{upstairs AND downsrairs) scores 2 VPs If che Seairs
stack is empty; then every Smirs dle scores 2 VPs,

2. Scoring King's Favors o

Each Kings Favor awards players VPs based on
their rank in a cermain caregory. { The scoring
condittons for each Favor are listed on page 18).

15t
2nd

8VPs

4 VPs

2VPs

1VP

In order to score any VPs for a Kings Favor, you
must have at lease 1 qualifying irem. For example,
o carn VPs for"Small Rooms,” you must have ar
lease 1 Small Room.

IF 1 or more F'-|.1'!."|.'r:. tie for 4 rank, the ned '|1].|.l.'rl.':-i
evenly split the VPs for that rank plus the next

one(s}, rounded down.

ﬂ.qm q’féthqﬂ'q, *;!;_l';"_- nn l';’ _qoi-#_ AMAYW QJ l"ﬂﬂ’wwﬂ f




3. Scoring Bonus Cards - 4. Scoring Leftover Money @

Each player scores 1 VP per 10000 in coins the v have remaining, rounded

In mern order starnng with the Mazcer Builder, each player reveals their Bomus
down. For example, a player with 29000 scores 2 VP,

cards and seores ViP5 as indicaned. I:_”-:‘:Illll.e-: cards scorng conditions are listed

On page i‘_].]

i

Depleted Stacks Example:

The green player has theee 300 @ rooms and one 450 B room, so chey

Ar the end of the game, the 300 M and 450 0 scacks are q.|-:"l.'-i|:[-.' d, so each

player scores 2 Vs for each 300 @ and 450 @ room they have. score 3 toral of & Vs for the depleted stack scoring.

King's Favor Example:
The hrst face up Kings Favor awards VPs for having the most square- 15t  (svP)

|
sha ped rooms. Tellow and red have 3 square rooms each, so [h-.':.' fe tor
15t place and each earn & VPs (8 VPs for 15t + 4 VPs for 2nd divided by

2 =6VPs). and  (4ve)
Cireen has 1 square room, so they rank 'ifd and score 2 VPs. Blue docsn’ gl'd (2VDs) b
have any square rooms, so they score 0 VP

4th [ Hat ﬂ".'lll"lil.'ai_:l

i The Winner

In the (uncommon ) event of a tie, the
ried player with che largest casde (roral
square footage ) wins. In the (incredibly
unlikely ) event there is still a tie, the ted

player who has the most money wins. In

the {downright preposterous) event there
is still a tie, the fArst tied player to grab the
Master Builder token wins. Try not to ger

Affter scoring end-game
bonuses, the player with the
most VPs wins!

hurt in the process.

"h'- T
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i Solo Mode
¢ Setup

o Set up the game for 3 players, but -.h'-

not tum over any Room cards:

dont place any Kings Favors.

e [ake 2 Bonus cards, 15000, and a

Foyer in the color of your choice. Place
!.-.rLII oW On rn-_ U .-].-.hr..

¢ Gameplay

1. Each round, flip over 3 Room cards and
place the Rooms in order under the 2000,
4000, and 6000 spaces. The
Room choices for this round.

e your
L ALY T

MEATTAIEC them.

Then rake your tum as noemnal, eicher
buying 1 Room or raking 5000 in coins. If
you buy a Room, pay its price to the supply.

Ar the end each round, discand all lefrover
Room nles and rerurn o the game o,
|f1l.'|.1|.:| rake SO00 o0 a tuen insoead of
buying a Reom, or if you buikd a Hallway
or Seairs on a o, you soill remove the

nles from below the scoreboard.

¢ Final Scoring
Counrt up your final score (skipping King's

Favors) and decermine oL rank:

Humble Servant to the
Royal Crown

— Muost High Highness of
Castle Building

96-110 B Imperial Regent of Palaces

— Regal Supreme Chancellor of
Grand Castle Construction

=110

ol

'Inrll..-.l

# Boom Types

Activity Rooms

The King

i " v >
WNET |||.'.'l IGC Im r|'-.':~|.' Hooms, so I:J'Il.'ll.'} .I'\-'l oL 5l

needs things o do, bur he also loves quiet

ey I'.-\.'II' ‘,."l.l-\.' Iy 4Tl Actvity Boom next oo certain

Room types.
Special Rules
» Each Activ

which subtrac

ty Hoom has an adjacency penalry,
t= W for |-1| cent Rooms of cerrain
'. |"|.'.= | BB I.'..:.!I.' 11} J':I.'-'lll."-'ll"."' .'--.:.' 7] H;‘l.‘"-': L]

aciacent if i fouches any part of the Actiary Room,

mad st of 5 compected at an enirance

MNOTE: It is possible for an Activity Room
to be worth nagative WPs if its adjacency
penalty exceeds its VF value plus bonuses,

Completion Reward

Corridors |=—

"ll\.'\l'.'.l .I '\. l:,'\.'l' I "I.I I I'-'- .i.:.'.'\- |_-:'!l\."'| I LN | :'l._".'al.i..' sLiL -! [ Il\.""-'a' 150 I"\-.I

he w1 1 Cordors thar lead from

* .IIZ-\.I I.II't._'\_l.'I I!.I..I'\- AT II:
I.“-.\..III_L"':- -\..I!-l:ll\.'.

MO0 0O POO0T i [I':'.'

Special Rules

v | |..1“'.l.-.l:.' tiles are dowdle-sided, with a |5_-_:||:|'|
albways and a dadker side for
I r

Hallway

rike kst b I|||.'i\|.'-.'i o thie ApproprLne sice | upstars

- [
sicke bor RIpraLiTs 8

Downseairs Hallways, When |l|.:-. ed, 3

B ] g"
if it connects © regulir Rooms, and downsors if

il. CONMECHs I .:" 1l II.\[.'.i - I"a‘-\. LTS | I ].1'|-‘-'I LAl

I‘ ‘I.I I:'«'-'.I | 3] du | |

YO COLEIT 25 [JL:-.-. 1arEies H.-.H.:'.lm.

+ Staies connect Downstairs Booms to the rest of

your castle. The lighter end of a Stairs tle may only
be connecred m T-\.'t':l_l..t' { upstairs | ooms, whitle the
-\.I.II;CI'I'-\.'I'-\.I ||'l.i!. I.'-I!l'.'l.'|l' COTENC II'-\.‘I %] I :'w.l'.l.':'l'\u-'.ii! ]
Rooms or Downstairs Hallways. You may not place
2 Sears so thar they connect to each odher

Completion Reward

® Jaka aithe H;I”'l.'-.'.;t].' o Stairs t

IF&En Olacse ari e ol imiacalan

MNOTE: It is unlikely that a Hallway will be
completed because it has so many doorways.

TIP: Remember that your Foyer counts as
a Corridor, and you gain a reward If you
complete it,

nmq”-gnm”'g MPNYA F) /=2 ARV ) VR 9 7=



TIP: Since you must be able to legally place
a Room in order to buy it, you can't buy a
Downstalrs Room until you have at least 1
Stairs tile.

¢ Downstairs Rooms

These are Rooms which the King never really
“invites guests oo view, bur sometimes he might take

them there aFyWaY, [.:1?[111"'].!3'[ [l.'H'I RI.""r’l.-".'l'l."d

Spﬂ:i:ﬂ R‘lllﬂ‘ﬂ & For every 2nd Downstairs Reom wou

1 your choice ol the other

« Downsrairs Rooma can only be connected to the rewards, If you choose the

you must re-score

LIVITE] FeQHT Mevwdrd,

darker end of Smirs dles, oo other Downstairs

the Downstairs Room vou just comp

Rooms, or o downstairs Hallways.

+ All Downstairs Rooms score VP for the
indicared Lype. [F you .z:r-:_'.l-.|'=.' have a Downiseairs
Room, you gain the bonus each time you place a
new Hoom of any of the indicated types. When
Yol F'-|,1 ce a Downstars Room chae awards VP

.|-.'-|' | FenaristaiTe J{-.'u'-|11 %, 'i:'u.':ll..!r ||"|I' Hiom :l.-:-r“‘..

l'H'I!nl'. Lrratn

Example:

aled

ra

J ; T £ . L | ]

Red places a Cryprt connecred to theis

MACTINOTY, I EEE? I_'I.'l'_'|'_','l|I'T:'.‘; :l!l' |'lll TTINOCY, CFIE
o

red does not get a completion reward, since

it is only earned for every 2nd compleoe

Dawnstaies Room,

i S [y S | o
AT1 i BATET DArm, DO PLaces & 4oy MSEAINE
Hallway to complete the Crypt. They now

% : p
have 2 compiete Downstairs Fooms; so they

may take a bonus of their chotce. They decide
] ;
1 1 1
to take the Food Boom bonus o ke another

mmediate .

4

¢ Food Rooms

The King musr eat. And ear in luweoury, it ar all

I'h."hh:l.'ll‘l'.

Com p] etion Reward

* Take anothert irm immediately

& Your astra tum ndppens berora the

player n tu

may use this extra turn o buy a Room

it order takes thair turn. You
icluding Hallways or Stairs) or to pass
C00 -'\-"-I'-_.' Payment you make
Master Builcler

I you are the M

[or the supply

o k=
Qoas 1o ne

aster Buillaer).

TIP: i you complete multiple Food Rooms
during your turn, you may take 1 extra turn
for @ach of them. Each extra turn counts
as a new turn for "once per turn® effects,
including the completion reward for
Corridors {see Corridors section).




¢ Living Rooms L ¢ Qutdoor Rooms n

L'-'-'“"-E Rooms are where the ["'"":-'E can relax and The H'i]1\1.h castle isne JRSE defined |1-!.' the Flooms in

it, bur also the Erﬂll:]d.ﬁ 51||.'Tr-||||.q,|_i|11'_ ik
Spez:i:ll Rules

s The Hi:u: baves Bis views, and 20 Outdeor Rooms
E

enjoy the simple pleasures of royalty, like opulent
wall hangings and gold leaF-embossed Furninere

Completion Reward
& Re-score VPs for this Room as if you had

ust placed it. This includes the Room's VP 'i} '&J Sitting \ :
L Loom Y ' edge. No Rooms may ever legally be placed

may not have any Rooms adjacent w the fenced

value and connection bonus.

adiacent to this edee, and DQurdoor Booms may net
|r:.:.a||:.' Fae |1|_:u ed iF this edoe 15 adjacent o any part

of another Room (see page 9.

v A
Ex '-lml_:"!"'-": TIP: Touching the stone wall at either corner
of the fenced edge of an Outdoor Room
does not count as touching the fence itsel,
soitis legal

et "'| ICEE and scoring ohe Audience
|'-.-.ll.‘~|... |q.-.. ||.2- -.-.'l|'|'||.".'.|l.-.l r| Tl ..I”q."'.' M
Mirrors., They get oo re-score the iu*”u. iz a

comp ledon reward

: . - . Completion Reward
They gain 3 VPs tor the Gallery ieself, plus 2
VP for the connecoed Hallw 1 and 2 WPs fos
their comnnected :.-.l"l t. [his means the V 1-' n
.rn[..uf T I."\.J'\..' n.m-.uln-._r'l-:“[.n]-.l-. l.“'l'
Mirrors

® [ake 10000 conns trom the -'-.|i";':!':.-

N

.-H“"Jiu.

wd ]

'H.- |




¢ Sleeping Rooms W

Sleeping Rooms are perfect for His Majesty o
sleep, nap, relax, and deeam abour whart he will

build next.

Completion Reward
* Secratly look through any 1 stack of
Room tiles [except Stairs or Hallways)
and choose 0, 1, or 2 Rooms fram i|'|-.-.‘.

stack. Place them face down in any arder
on top of the Room deck. Shutfle the
remaining tiles in the stack and return it

to its space on the scoreboard.

¢ Utility Rooms

# AF the start of the next round it there are
ST mafr kot o 1 o = L |:|'|| '-.-"l I |‘:’.'-.[.'-_|
count, the Master Builder must first rafill
tha market with tiles placed on top of tha
Room Card deck

His Majesty needs places to tinker, places o clean
up, and places to take care of things wed rather not

IMErTOmn I T

. |'. asSlee B ng Room reward is claimed in
the last round ol the game, instead place Emnp]etmn Reward
the Rooms you choose face up on top of * Draw 2 Bonus Cards from the Bonus

the discard pile. These Rooms will not be Card deck. Keep 1 and place the other

drawn, but can be used to empty a stack on the hottom of the Bonus Card dack
so Booms of that size will score 2 VPs

gach at the end of the game ; ;
1 = TIP: There iz no limit to the number of

Bonus cards you can have.

Va
Example:

1 y Y
H'\.'l.'. i'I-Iu'h :I'II.' |.||.|I _||.1 e NEXT oy MNE ?"\.I|'
|
Foom o |.-.1'.|'|:.'-||.'E-: ir. They then ger mo secredy
| | | 1. |
CIYEOEE U m 2 obea leoan any 1 scack and ] = T o

§ §
[|.'|-."||| o the Hl.h.l::'. q.||.';.-:.

'”n'!. notice the 3000 Rooms stack has only
a lew I".l:'u TS PETTIAR IIIII-._\.l 1I1|.'i ||'|| l. |'|I'l.| 5 '--c'.'.II
in their castle, Emprying the stack will let

them score 2 1'- s In' each 300 0 Room they

have, so they o |,.. ide 1o cheose 2 Rocms from

thiz stack o make it mare likely to score

175
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# List of Hing

Room Type by Number:

Each player counts the number of Rooms of the

:I'l-.‘IJ.L'-'IT['-.‘I ypc I [hl.'ll' L :'CEII‘.“'.

Room Type by Size:

Each '|1:.|!.rr addls up the total square anrugi: af all

Rooms of the indicared Iype i their casrle.

[auors

Small Rooms:
|':.'||.'|'| I.'l].l.!|'\'.". COUuneS rI'.r :|'|'.J:'|'.|.‘:l|.'| o
100-300  Rooms in cheir casde

(not including Foyers or Hallways),

Large Rooms:
Each player counts the number of

350-600 B Rooms in ctheir castde

Square Rooms:
Each player counts the number of
square Rooms {100 @ and 4008) in

their castle.

Round Rooms:
Each player counts the number of
round Reoms (150 M and 500 ) in

||'.|.'I|' CASE ||.'.

Completed Rooms:

Each player counts the number
of Rooms with all encrances
connected o other Rooms. IF chis

Favor appears in any space o the

External Entrances:

E'...u. |'| ]"'E.'I:-'i:l COENCS .'||.|.' ."I:J::'.l.‘\-l.'l

of external entrances in their
castle (mor m-.'lu-.hn-_,:, EIIEAnCes on
Cormidors). An external entrance

15 AN OPEN ENCTATNCE 0N an outside
edge of your castle (not an enclosed

irea |,

Incomplete Rooms:

E.'l'\.'l'l I";.-l:-'('l' COLIMES Tl'l C :'I1||"i".|.‘|.'|' l"'{
Rooms with at least 1 entrance
not connected e another Boom (1t
may be an unconnecred entrance
or blocked by a wall). [F this Favos
APPEATS i ANy space o :|1 € ':'Ié':l'lr
of the Complered Rooms Favor,
dizcard this Favor and draw 2 new

Qe o :I.'I.'I.i.l.l.' i|.

Lefrover Money:
Each player counrs the toral value of

the coins they have lefr ar the end of

the game

At scoring, the player above adds the _ .

Sqeidre o kgl of their Lit ing Rooms, right of the Incomplete Rooms

[he Sitting Room s 150 @ and the Favor, discard this Favor and draw a TIP: Once you are familiar with Castles of
Thsroste Room is 600 W, giving them a new ane to replace it Mad King Ludwig, you may remove specific
rotal of 750 01 Favors before starting the game.

= NTB )= ArATm ) VB

gt mlﬂ'”-m‘nml'

'lll LT ] |




M List of Bonus Cards

Rooms of Different Size
Bonus:

Score 8 VPs if you have all 10 of the
different Room sizes in your castle.
Having more than 1 of each size does

not score exter v s,

Rooms of Different Type
Bonus:
Geore T Vs IEE.'!.'I.ZII.I. have all 8

different Room types in your castle.

Ha]lwa}r Bonus:
Scare | VP for each k-|.1”w:|'r' and

]..'-':1'-.-':':hl:||r.'. HJ]I'-'-".I:,' in youar -.:.|..~\.I|r.

Sta.irs Bﬂﬂl,lﬁ‘.‘ Score 2 VPs for

cach Srairs in your castle.

:'_-..

Lr
2’ +r'

Complered Rooms Bonus:
Score 1 VP for every 2 completed

Rooms in your castle.

Square Rooms Bonus:

',";.;ul'r ] ";,.-'E:' |-:1r |,'.:u'|1. SELLATE HJ T
(100 @ and 4000 in your castle.

Round Rooms Bonus:

Score 1 VP for each round Room
(150 Wand 500 M) in your castle.

Leftover Money Bonus:
Score 1 VP for every 5000 in coins
you have at the end of the game.
This is in addition ro the normal 1

VP for each 10000 you have ar the

end of the game.

External Entrances Bonus:
Score 1 VP for every 2 external
ENCENCEs in your caste (not including
entrances on Corridors). An exrernal
€NLTaANCe 15 AN Open entrande on an

oursche eoge 'k.'l!- YO l.'.".S-El'.'.'-

Room Type Bonus:
Score VPs based on the
number of Rooms of the

indicared rype in your caste.

B differcat Hossn [ype
ri'ﬂllll.l :_'r.|1

Room Size Bonus:
.I";I..‘i.li = 1"1". rrh l;"‘.l.hl.'.d Lal ] [!1'.'
number of Rooms of the
indicared size in your
castle.

10 dlﬁrr:lll Ropm Sizr
Bowus cirds

TIP: Once you are familiar with Castles of
Mad King Ludwig, you may remove specific
Bonus cards from the deck before starting
the game,

_nmqunmqw nnmuw*':nmmﬂﬂnﬂ” (bl ®
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About"Mad” King Ludwig About the Developer Credits
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. [ wacl of e - N e Herier Games 1 ey biil iy By iy el oa
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- 7 1} 11tk
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1.3 .1 a2
] : = T § i : Marhan McKechan and Br
Eventually the Bavarian miniseers removed Ludwip have greatly infiuenced her are sryle. ohes also Editors:
) L™ . &

- e . Ble Bir art in die Callector's Editior
froam power by having ham de Lared insane, and in TCEPONSIRG IO AT In e L0LeEciors Saifpon word ok

-' g i : S e Viclinda A Fy
1 G0 N ' - - »
WA e cyrse 14 . ol Lt | IR {1t '||'|1|‘~ Ve H "
1580, juse one day afrer | MM detheoned, Ludwi -~ @FLEE O IVLAT Borig i AN e ."'I.ppI.Iﬂ'l:lupnwnl:
oo el Vo e o s = Lo Castles of Mad Ko Ludwie
.h.'-n.'.:. WhLS .-.'-|....| oA | g 111 4 ||r:-. |..| cause ol |..'-. £ AL Chakely L 4 J...- ﬁ--’-_u |--|' vilg L ]m...-r:.'rn l.,“,.

1 1 1 - o - . - — - ...I -
dearh 15 znll .!:-|'|:.|'.! tor this dasw baur the castles |-'|'~|--3_"-I' [SFANEZET Y TS | T ard Bl € |||.-|.||||
he buale have been his Freal |-:-._'.||. v, wirh rourses ArTECATION WWWLTTSTATION, 00T ANeE

Hie Ih'.::'.-L' o them each edr, If Vo h ippen to be in I}lﬂ‘"tﬂstf‘rs

the southermn part of CGermany, 10s w ell warth Yo people buile o ; Ty

Lotz
CEITE 0O WESEE :I'.I.'l!l. make Castles of Ml i . hr.lr.-lul
vis all of tlsem,. o all
: ik Abepich .[i.l;;'..' Alspsich, Tomai Al s,
About the Designer Me
Richard Beth
led Alspach is the designer of many board games, D €1
-.- Chusrlie D, E'L1||..1|. Farmier, "|-|||.||.n Cramue b,

II'II\.II \.'I.II'I;;' n IC .H-.h'l!:"\-' |. .II!i'-'il:rl. W ..'."-\."l |."'-II .1'\-:.5'\;\.'“ i
¥’ ' P [hu.'q‘luarn.rl, |

Metro, Silver, Ultinsate Werewolf |'-' ¢ Palace of Mad o Bretr Hare
King Ludwig, Suburbis, and the 2019 Spicl des " - ; Jererny |

Jahres finalist, Weresords.

[
>

Melichiacl B s Mirrie,
r e "||||||.||'. h.l.-miaﬂuh Jodis P ||J._|| Aliza Penirz,

El'l'l" iri I";I'I'I

[iiea Stk |

[20] MAYR YR B ) =2 INATR ) =2 AR RTR ) YR ) =





