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Hi! Welcome to Charterstone.

PLEASE READ THIS PAGE BEFORE LOOKING AT ANYTHING ELSE IN THIS BOX.

Charterstone is a legacy game, which means you will make permanent changes to the game, mostly in the

form of writing on the board/cards with markers (provided by the players) and stickers.

You will start out with access to only a small portion of the content in this box.

Don’t open ANYTHING unless specifically instructed.

To prepare for the Charterstone campaign, please do the

following:

1. Look inside the Index tuckbox, remove the shrink wrap
from each deck of cards, and put the decks back in the
Index. Do not look through the cards and do not shuffle
them. They should be in numerical order as noted by a
number in the bottom right of the card at the beginning
of each deck (there are gaps between certain types of
cards for production reasons—that’s normal). If any of
the decks look identical, please let us know.

2.Read through the Chronicle (or let Watch It Played walk
you through the rules at stonemaiergames.com/games/
charterstone/videos). It’s not necessary to learn any
rules before Charterstone’s first game, but having at
least one person who understands the core concepts
will improve the flow of Game 1.

3.Check stonemaiergames.com/games/charterstone/faq to
see if any important errors have been discovered post-
publication.

When 1-6 players have gathered for the first game, extract the first
card in the Index (card #1) and read the card out loud.
Players can share the reading duties, and we recommend
you double-check each other’s instructions.

e Want to add or drop players? We recommend that the same

people play the entire Charterstone campaign. However,

it is possible to add or drop players after Game 1. To

add a player, let them choose an inactive charter, give

them 1 random unconstructed or constructed building

card from the advancement deck, and assign them an

equitable amount of glory and capacity (those terms will

make more sense after Games 1and 2). To drop a player,

see rule 2 (which will be unlocked after Game 2).

Have a question while playing? To avoid spoiling content

for yourself or other players, ask questions on

BoardGameGeek or the Charterstone Facebook group

using the spoiler (SP) text code.

e Need areplacement part? Request it at stonemaiergames.
com/replacement-partst



Follow each step of setup in sequential order.

kg1



















CHARTER EMBLEMS

O6
OO

MISCELLANEOUS

@ worker

C income

6 end of game
construct a building

" ¢ influence placement

- new rule

ICON GUIDE

to avoid spoilers, look at this guide as little as possible

COMMON ICONS

RESOURCES

any resource
metal (x12)
coal (x12)
pumpkin (x12)
grain (x12)

clay (x12)

SY Yol I KX

wood (x12)

W, coin (x36)
.la influence token

(x12 for each charter)
@ scored objective
W crate
#=7 quota
£ reputation

®  progress

CARDS

any advancement card

assistant (x8)

unconstructed building
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constructed building
persona

objective
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victory point (VP)

charter plot
\3 happy king

tj angry king

-0 0

END OF CAMPAIGN SCORING

O capacity (13 VP)
4 used personas (5-7 VP)

‘QJ victories (6-8 VP)

*::‘S’ glory (10 VP)

0 building value

CARDS/OTHER

friend (x12)
item (x12)

@ guest (x12)
treasure (x15)

guidepost

@ companion (x6)

U=
1 refresh advancement mat

‘ sky island

SPOILERY ICONS

MINIONS

@ any minion
i chef (x6)
‘ golem (x6)
‘ cat (x6)

j butler (x6)

.jg robot (x6)

ghost (x6)
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PERIL

i’ any peril

) bandit (x6)

. fuel shortage (x6)
. disrepair (x6)
' vermin (x6)
B biight (x6)

famine (x6)




