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THE

QGUEEN'S GAMBIT

Outsmart. OQOutmaneuver. Outmatch.
2-4 Players * Ages 12+ ¢ 15 Minutes

Wonder what it would be like to experience chess like the extraordinary Beth Harmon
[rom The Queen’s Gambit? Beih's ability 1o envision chess moves on her ceiling enabled her
to clear her opponents” picces from the board and defeat them.
In The Queen’s Gambit: The Boardgame, vou compete with other players to claim picces
and points — from the board. Each turn, you can move your “Gambit™ like a different chess picce.

But you'll have to plan ahead like Beth if vou want to outwit vour opponents and win the game!

Components:

CGame Board

F Gambits

I decks ol 12 Cards each
b Setup Cards

32 Chess Tokens

Instructions




SETUP

@ P IEem———

@ Place the hoard in the center of the table. Select one of the Setup Cards and place the round Chess Tokens on
the board as shown on the Setup ( ard. The color of each !;it‘t ¢ (white or black) does not matter.

The number on each token is the number of points that token is worth.

® lLach lll'l‘\l‘l' selects a
deck ol 12 Cards,
During the game, plavers only draw and play cards from
their own deck.

“Gambit™ and the matching colored

@ There are four starting spots on the Setup Card,
Each player will select one of these spots and place
their Gambit on the matching space of the hoard.
Starting Spot

@ The oldest plaver selects where 1o place their Gambit first. Continuing counterclockwise. players place their
Gambit on one of the remaining starting spots. The player who places their Gambit last will be the first to move.

You are now ready to begin.
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—————=¢¢ THE GAMBIT ¢

Your Gambit is a special piece that moves like 1 Bishop, Rook. Queen. or Knight.

depending upon which card you play:
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€ Queen: Move vou @ Knight: Move vour
Gambit in a straight Gambit in an "L7 shape
line or diagonally, like like a Knight. The
a Queen.

@ Bishop: Move vour
Gambit diagonally like
liil\i!u]J.

@ Rook: Move vour
Gambit in a straight
line li]\'t"l Ri ok,

Knight is the only piece

that can pass over other
picces on the hoard.

As ina real game ol chess, il vour Gambit ends its move on any other chess piece, it takes it
Replace the taken picce with vour Gambit. You may never pass through :[ln[hr r picce, and
vou may never land on or pass through another player’s Gambit, except with the regular move
ol the Knight.
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PLANNING
————¢4¢ YOUR FIRST oo
THREE MOVES

Fach plaver shuffles their deck and draws five cards. Use these cards to plan out the first three moves ol your
Gambit. All |'J]‘1I\r|'~ p].i}' three cards FACE DOWN in [ront of them. The card on the left will be yvour Gambit's

first move. When vou are done, draw one card, so vou have three cards in vour hand.

When evervone is ready, resolve the first plaver’s turn. Play continues clockwise around the table.

TIP: When planning vour moves, remember to take into account the potential moves o yvour opponents.
Try to capture the more valuable picees belore your opponents to disrupt their plans!

IMPORTANT NOTE

Only Gambits move on the board.

['he Chess Tokens stay on the same space throughout the game.
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TAKING YOUR
TURN

On vour turn, reveal the leltmost card in front of vou. Then move vour Gambit based on which card vou revealed.

I vou end your turn on a space with a chess token, you capture the token

After your move, select a card from vour hand and place it FACE DOWN to the right of the two other cards in front o

vou. This way you always have the next three moves of your Gambit planned out.

To end vour wurn, draw back up to three cards. Il your draw pile has run out ol cards, reshuflle your discards and start a

fresh draw pile.

FACE DOWN
CARDS

Your memory is your best ally to become a chess master. You may not look at the face down cards in front of you.

Exception: Younger plavers can be allowed to look at the cards in front of them, but they must not change the
order of the cards.

ENDING
THE GAME
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The game ends immediately when the last Chess Token is captured. Players then add up their points. Whoever has
the highest score wins!

In the rare case of a te. the player who went closest to last wins the tie.




