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Important Health and Safety Warning
Kings and Knights may present a sharp instrument piercing hazard upon losing game.



My friends, welcome to Camelot….

I am Arthur Pendragon, Son of Uther Pendragon, Son of Ambrosius Caesar, King of the Britons, Pax 
Britannica, Smiter of Enemies, Wielder of Excalibur, Fid Def, whoever he is, and so on and so forth. 

My herald has got the full list somewhere. All these damned titles don’t add up to a bucket of spit. I 
just shout a lot and bash people with my sword if they don’t jump to it. Much more effective.

But let me explain why you are here. You see the problem is that I really don’t get this peace and 
prosperity malarkey. Having baths, warm rooms, sitting down to dinner with chaps and talking to them 
instead of fighting them until they fall over and bleed a lot. No fun in any of that. Makes me come 
over all faint just thinking about it. I mean, what’s the point?

But Merlin says I have to get used to it and this little pile is part of the plan. Just look at it though. 
All walls but nowhere to live. Nowhere to do the business of ruling. Don’t even have a throne to call 
my own, and where’s the dignitas in that, eh? Not good for Albion’s image abroad when those dreary 
Saxon kings come for the weekend droning on about having the same coinage, allowing chaps to trade 
freely and other complicated stuff. And I’m told that’ll impact on the credit rating of our rich and 
prosperous merchant classes, which means I won’t be able to tax them until their eyes water. Like I 
said, greatly over rated this civilisation business. Merlin’s got a word for it. Con something or other. 
Connectivity, that’s it. We’re all connected in the modern world. One of his damn silly theories, I 
suspect, but that’s Merlin for you. Full of nonsense. And long words.

So, the trouble is Camelot is still not finished and I’m clean out of time and patience with it all; what 
with armies to feed, wars to plan and suchlike. So perhaps you would be good enough to sort it all out 
for me. Get the rooms in all the right places so those ghastly Franks don’t sneer and laugh at us any 
more than usual.

Ah! Here comes my architect chappy with a plan. He’s annoyingly bright, but still quite useful and he’s 
had some rather super tiley things made up specially and all you fine people have to do is lay the little 
blighters on the plan so it all adds up to a warm snugly little hidey-hole for yours truly and the lads. Get 
the picture? Thought you would. 

All a bit of a game isn’t it eh?



GAME OBJECTIVE

Camelot -The Build is a game for 1 to 5 players and is 
played by laying tiles onto the castle plan area of the 

game board so scoring points both from laying new tiles 
and from tiles already on the board. The player with the 
most points wins the game.

THE GAME PIECES

The box contains: Game board, 80  Game tiles,  
5  Scoring counters, Rule book, Tile bag.  

 

SET UP 

Lay out the game board. The centre of the board is 
a plan of Camelot with curtain wall, four corner 

towers, gatehouse, four small halls and the great hall. 
Turn all the tiles face up. The red number on some tiles 
is their score value. 

Take the ten tiles scoring three points and over and the 
six garden tiles and put them to one side. Put the rest of 
the tiles in the bag. 

For a three player game take five tiles from the bag and 
pre-lay them on the board (according to Game Rules for 
Laying Tiles). For a four player game pre-lay four tiles. 
For a one, two or five player game no pre-laying of tiles is 
necessary. No points are scored during the pre-lay.

Turn the high score tiles face down and give each player 
two at random and one garden tile. Place the remaining 
high score and garden tiles into the bag with the other 
tiles, give it a shake and each player draws seven more 
tiles to make up to a full hand of ten. A player may keep 
up to three tiles face down; the remaining tiles must be 
face up at all times. 

Each player selects a scoring counter, places it in the bag 
(or any other container) and one is drawn at random. 
This player starts and play passes clockwise. Place all 
scoring counters on the ‘0’ box of the score track on the 
board edge.

You are now ready to play!

GAME RULES

1Turns: A player in his turn may place up to three 
tiles onto the plan. At the end of his turn a player 

draws tiles from the bag to make up to ten, until the tiles 
are exhausted. A player may keep up to three tiles face 
down, the remaining tiles must be face up. The game 
ends when all the squares on the plan have been covered 
with tiles and Camelot is complete.

2 Laying Tiles: Tiles may be laid on any square on 
the plan provided any black castle walls on the plan 

match those on the tile. If there are no black walls on a 
tile it may be laid on any plan square with no black walls. 
(Exception: The two fireplace tiles may only be laid in 
the middle of the Great Hall). Tiles may be laid singly, in 
pairs or 3 tile patterns - see below.

3 Scoring: Players score points as follows:

The points value of each tile he lays during his turn.

The points value of existing tiles that his new tiles touch 
edge to edge. A tile can only be counted once per turn

If a player lays three tiles in a row, column or L shape, 
then the total score for that turn is doubled.

When a garden tile is laid it scores points from 
any tile it touches edge to edge and corner to 
corner. Garden tiles only score corner to 
corner in the turn they are first laid. 

The score from the very last tile laid by 
each player at the end of the game is doubled 
and scores against that player.



EXAMPLES OF TILES, TILE PLACEMENT & SCORING
1. TyPES OF TILE
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1. This blank tile can go on any square without a wall 
section. It scores zero when it is laid but will score the 
value of any tile it touches edge to edge that is already 
on the board at the start of the player’s turn.

2. This wall blank tile has a castle wall section so must be 
laid on a straight castle wall square. It scores as above.

3. This tile (bathhouse) has a castle wall section so must 
be laid on a straight castle wall square. It scores 1 
point when laid and the value of any tile it touches 
edge to edge that is already on the board at the start of 
the player’s turn.

4. This tile (Excalibur) has wall from the great hall in 
the centre of Camelot. It can be laid in one of six 
positions in the Great Hall. It scores 5 points when 
laid and the value of any tile it touches edge to edge 
that is already on the board at the start of the player’s 
turn.

5. This is a garden tile. This tile can go on any square 
without a wall section (except in the centre of the great 
hall!). It scores 1 point when laid and the value of any 
tile it touches edge to edge and corner to corner that is 
already on the board at the start of the player’s turn. 

6. This is a small hall tile and can be placed on any of the 
eight small hall squares. It scores 2 points when laid 
and the value of any tile it touches edge to edge that is 
already on the board at the start of the player’s turn.

2. TILE PLACEMENT & SCORING

1. Tile 1 can be placed in any square labelled ‘A’
2. Tiles 2 & 3 can go into any square labelled ‘B’
3. Tile 4 from above can go in  

any square labelled ‘C’
4. The garden tile can be placed in  

any square labelled ‘A’
5. The fireplace tiles, shown to the right, 

can only go in the squares labelled ‘D’
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Here we have a clerk and the Holy Grail tiles in the small 
halls and a blank. The previous player scored 16 points 
for this: 5 + 3 doubled because of a three-tile pattern 
to 16.

The next player holds the following tiles :

A  wall blank and a blacksmith - which must be placed 
on the curtain wall, and a blank. His best score is shown 
on the next page.
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These three-tile patterns double the turn score. 
Above, from 1 to 2 points; in the middle from 5 

to 10 points; and on the right from 1 to 2 points (in 
addition to the points score of any tiles they lay along 
side, touching edge to edge – see below). Tiles laid on 
their own or as a pair in a turn only score their tile 
value (in addition to the points score of any tiles they 
lay along side edge to edge – see below)

3. EXAMPLES OF PLAy
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The scoring is as follows:

The blank, because it touches the existing Holy Grail tile 
edge to edge, scores 5 points. The blacksmith tiles scores 
1 point. 6 points so far. Because the tiles laid make a 
three-tile pattern the score is doubled to 12.

The next player has the following tiles:

What is his best score in this situation?

The new tiles laid are outlined in red.

The garden tile scores its own 1 point as it is laid. Then, 
because it scores from tiles it touches on both corners 
and sides, it scores 3 from the clerk and 5 from the Holy 
Grail making 9 so far. 

The wall blank touching the blacksmith edge to edge 
scores 1 point. Total so far 10. 

Because these three tiles form a three-tile pattern the 
score is doubled to 20.

Note that both the wall blank and the garden tile touch the 
existing blacksmith tile edge to edge, but a tile may only be 
counted once per turn.

The Endgame: 

A player has two tiles remaining; a wall blank and a 
blank. One of these must be his last tiles which, if it 
scores, is doubled and deducted from his score. So...

The blank goes in position 3 and scores + 6 points. 

If he were to put the wall blank in position 2, it would 
score –2.

So he lays it in position 1, where it scores zero!
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SOLO RULES
No pre-lay or pre-deal is required. Play and draw as 
for the multi-player games. Keep a record of your high 
scores.

STRATEGy

With only three easy rules Camelot – The Build (CtB) 
may at first reading appear to be too simple to support 
interesting strategic options. However, our experience in 
playing this game hundreds of times in design is that it 
is as subtle as you like to make it. Here are a few points 
to bear in mind:

With the pre-deal of two high scoring tiles and a garden, 
every player starts with at least one high score guaran-
teed. But when to play it and how high to aim? Play 
too early and you may not have enough existing tiles 
to score off. Leave it too late and you may well struggle 
to lay a three-tile pattern. This is a tough call. From 
our playtest logs, I see that scores of 20 - 30 points are 
as good as it gets, so if you see an opportunity in that 
order for your high score/garden combo then you have 
to have a pretty good reason not to go with it.

Blank tiles seem boring but they are a key play for the 
CtB champ. Consider: Blanks let you score without 
laying out your own high score tiles. Blanks allow you 

to ‘dead zone’ areas of the board thus restricting other 
players’ options. Blanks allow you to bridge high score 
zones. Blanks can be used to take out key squares where 
a garden tile from another player would get a high 
score. Still think blanks are boring? 

Holding back high score tiles certainly restricts oth-
er players’ scoring options, but this must be balanced 
against your own need to keep your scoring counter on 
the move. It is sometimes possible to lay tiles that will 
set up a big score for you next turn, or mess up a big 
score for another player. The CtB champ looks for and 
capitalizes on these opportunities and pounces on tacti-
cal miscalculations (aka mistakes) from other players.

As Camelot gets built there will be squares where only 
one tile can be laid; for instance the last corner tower 
or the last small hall tile. If you hold that tile, don’t be 
in a hurry to play it. It’s a cert. Maximise your other 
scores first. And, er… don’t make that your last tile 
either. 

As the game draws to a close look at what other players 
hold, plan a zero or low negative finish from your last 
tile laid if you can.

You do not have to lay three tiles every turn! Don’t be 
afraid to only lay only or two tiles if that’s your best 
option. It happens. 

JM
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