
GUILD EXPLORE 

MOVE 

INFLUENCE 

CONQUER 

DEFEND 

REPEAT 

MIGRATE 

HARVEST 

TAX 

IMPROVE 

FEUDUM ADVANCED ACTIONS 

Must be done by specific pawn: 

Specific pawn must be on board: 

Specific good required: 

Specific good required: 



RULES OFTEN REFERENCED & 
EASILY FORGOTTEN DETAILS 

THEMATIC INTERPRETATION OF GUILDS 
The Farmer guild are buying goods from 
farms and distributing them onwards. 
Supported by the Monk guild through alms, 
making sure food for the needing is produced 
and distributed. 

The Knight guild is the military division of 
King Daniel’s dominion. By buying krud from 
the Alchemists they maintain supply of 
weaponry and armed forces, utilized by their 
customers as a means to increased influence. 
Relying on the Knight guild and their 
provided services, the Nobles maintain a 
tight grip on the land. 
Private parties seeking to expand their 
influence are also accepted by the Knight 
guild. 

The Merchant guild is for tradesmen making 
profits by selling goods to every part of the 
dominion and earning reputation moving 
goods from the Farmer guild through to the 
Alchemist guild. 

The Alchemists are scientist and inventors, responsible for 
the production and distribution of krud barrels and vessels. 
Asserting their influence throughout the land, they keep 
their products in demand, by influencing areas like the 
Knight guild and public transportation. 

The Noble guild is controlling the land by 
means of weaponry from the Knights. 
Through land grants, they reluctantly 
support the Monks guild and their aid of 
the poor. 
Though noble by title, nothing gets a 
royal approval on the table faster than a 
handful of shillings. 

Relying on land grants from the Nobles, 
the Monk guild is running charities, 
supporting the kingdom’s poor.  
For private supporters, the 
Monks guild will help improve 
farm yields. 


