
Congratulations! You are now the proud owner of Kingdom. 

This card game combines the strengths of play, the power 

of co-creation and the immersion of storytelling to scale 

the impact of your workshops and brainstorms. 

Kingdom is based on extensive research and is the result of 

countless prototypes. We have tested it in workshops with 

people from all over the world and were excited to see it work 

in every case. We hope you like it as much as they and we do! 
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Kingdom Features

Kingdom applies gamification to make problem-solving 

more fun and engaging. Always remember to let peo-

ple have fun while you are using this game.

Even while they are dealing with serious issues, it’s im-

portant they feel part of a game-like world in which 

speaking out is safe and accepted by the group.

If you succeed in keeping people in this ‘magical circle’ 

you‘ll notice Kingdom will scale the impact of your 

workshops in numerous ways:

I  INCREASE ENERGY

Kingdom helps to increase energy in groups. You proba-

bly had a lot of meetings and workshops in which every-

body was leaning back from the table. Watching the 

Powerpoint presentation of the guy or girl in front. 

By using Kingdom you’ll see more people leaning forward 

over the table. Working together to solve a shared problem.

II  BUILD TRUST

When playing a game everyone accepts the rules and 

abides by them. This helps to take away artificial boun-

daries between people such as hierarchy, department 

borders, regional differences, … As a facilitator, make 

sure to set the stage right for your participants. Keep 

them in the game and you’ll be astounded by the results. 

III  LESS TIME, BETTER RESULTS

Kingdom was designed to save time and get to better re-

sults in less time. Make sure you time box every exercise. 

Start with 30 -45 minutes per exercise. 

Take some time to present the rules clearly to everyone. 

Then let people get playing!

QUESTIONS? CONTACT US

If you have any questions regarding the game or if you 

want to share your thoughts on how to improve the game 

even further, feel free to do so via:

W W W . K I N G D O M C A R D S . B E

How to Play

Kingdom consists of a set of 120 illustrated cards. 

Each card is carefully picked because of it’s metapho-

rical qualities and the link it shares with other cards-

games. The game can be used for ‘free play’. 

You can use the cards just to stimulate creativity and 

start conversations. At its core, however, Kingdom was 

designed to be used in predefined scenarios to be fa-

cilitated by a ‘game leader’. We have included 3 quests 

in this core set that represent our own ‘major hits’.

Of course, rules are there to be broken and we greatly

encourage you to create your own quests and share 

them with fellow Kingdom fans via #kingdomcards.

WORKSHOP IN A BOX

In most cases you’ll want to combine different quests for 

a workshop. The quests included add up to a half-day 

workshop for 3 to 8 participants. Every quest builds upon 

the next. We encourage you to experiment with new 

forms and combinations. When you do, make sure to in-

troduce complexity step by step. It’s best to introduce 

only some of the cards in the first exercise so people can 

get accustomed with them. Then increase to new sets in 

the next round. Don’t scare people away by giving them 

all 120 cards all at once. 

QUEST EXPLANATION

A quest facilitates a specific journey to insight and action 

for a team. It’s a prescripted scenario that contains 

certain rules. Every quest contains the following items:

Introduction, Steps & Type of Assets

Quest Examples

Q U E S T  I I I

THE CONQUEST

Q U E S T  I I

MAP YOUR KINGDOM

3  –  8  P E O P L E  3 0  –  4 5  M I N

Q U E S T  I

CREATE YOUR CREST

3  –  8  P E O P L E  3 0  –  4 5  M I N

3  –  8  P E O P L E  3 0  –  4 5  M I N


