SIZE DISTORTION

PBASE
Chapel
Workshop
Bureaucrat
Gardens
Throne Room
Bandit
Festival
Sentry
Witch
Artisan

i, Standard supply; no extra setup cards.

KINGDOM

OFFICIAL / 0002

UPS AND DOWNS

#BASE
Cellar
Chapel
Vassal
Bureaucrat
Poacher
Remodel
Bandit
Festival
Library

Artisan

il Standard supply; no extra setup cards.

KINGDOM

EXTRA / KIERAN MILLAR / K002

PPROSPERITY
Watchtower
Clerk
Monument
Tiara
Worker's Village
Crystal Ball
Magnate
Rabble
Bank
Expand

fill, Supply: Platinum, Colony

KINGDOM

OFFICIAL / 0113

Vassal

Village
Bureaucrat
Moneylender
Council Room
Festival
Laboratory
Sentry

Artisan

‘Standard supply; no extra setup cards.

KINGDOM

OFFICIAL / 0003

ASE

 Moat

Merchant
Workshop
Poacher
Smithy
Throne Room
Laboratory
Sentry

Witch

Artisan

Standard supply; no extra setup cards.

KINGDOM

EXTRA / KIERAN MILLAR / K003

ROSPERITY

- \ Bishop

Tiara

Worker's Village
City

Collection

War Chest
Vault

Hoard

Forge

Peddler

Supply: Platinum, Colony

KINGDOM

OFFICIAL / 0114

SLEIGHT OF HAND

BASE
Cellar
Harbinger
Gardens
Militia
Poacher
Smithy
Throne Room
Council Room
Festival
Library

OFFICIAL / 0004

Workshop
Poacher
Smithy
Throne Room
Festival
Laboratory
Market

il Standard supply; no extra setup cards.

KINGDOM

EXTRA / KIERAN MILLAR / K006

PROSPERITY
Watchtower
Clerk
Investment
Monument
Tiara
Worker's Village
Vault

Grand Market
Hoard
Expand

| !'v Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K031

BASE
Cellar
Moat
Merchant
Moneylender
Poacher
Remodel
Market
Mine
Witch
Artisan

Standard supply; no extra setup cards.

KINGDOM

OFFICIAL / 0005

MAKING DO

BASE

Cellar
Moat
Merchant
Village
Workshop
Militia
Remodel
Throne Room
Bandit
Festival

y Standard supply; no extra setup cards.

KINGDOM

EXTRA / KIERAN MILLAR / K008

PROSPERITY
Bishop
Quarry
Tiara
Charlatan
City
Magnate
Mint

War Chest
Bank
Peddler

il Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K032

SILVER & GOLD

BASE
Chapel
Harbinger
Merchant
Vassal
Bureaucrat
Moneylender
Throne Room
Bandit
Laboratory
Mine

‘Standard supply; no extra setup cards.

KINGDOM

OFFICIAL / 0006

BASE

Cellar
Chapel
Harbinger
Village
Workshop
Bureaucrat
Remodel
Laboratory
Mine
Sentry

fily Standard supply; no extra setup cards.

KINGDOM

EXTRA / KIERAN MILLAR / K009

PROSPERITY
Anvil
Watchtower
Bishop
Clerk
Monument
Crystal Ball
Mint
Rabble
Hoard
Bank

Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K033

Harbinger
Merchant
Village
Gardens
Moneylender
Smithy
Council Room
Festival
Laboratory
Market

t ‘Standard supply; no extra setup cards.

KINGDOM

EXTRA / KIERAN MILLAR / KOO1

MAINTAIN FOCUS

ASE
Chapel
Village
Workshop
Gardens
Militia
Remodel
Library
Market
Witch
Artisan

Standard supply; no extra setup cards.

KINGDOM

EXTRA / KIERAN MILLAR / K010

ROSPERITY
Anvil
Investment
Quarry
Worker's Village
Collection
Rabble

War Chest
Grand Market
Forge

King's Court

Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K034







#PROSPERITY
Watchtower
Monument
Worker's Village
Charlatan
Crystal Ball
Magnate
Vault
Expand
King's Court
Peddler

t ;ii Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K035

PBASE
Harbinger
Moneylender
Laboratory
Mine
Artisan
PROSPERITY
Tiara
Crystal Ball
Mint
Grand Market
Bank

;if Supply: Platinum, Colony

KINGDOM

OFFICIAL / 0015

PBASE
Merchant
Village
Worl%shop
Council Room
Festival
PROSPERITY

Clerk
Magnate
War Chest
Hoard
Forge

fill, Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K155

ROSPERITY

Clerk
Investment
Tiara

City
Crystal Ball
Magnate
Vault

War Chest
Hoard

‘Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K036

ASE

| Moat

Merchant
Village
Bureaucrat
Council Room

PROSPERITY

Collection
Rabble
Vault
Expand
King's Court

i Supply: Platinum, Colony

KINGDOM

OFFICIAL / 0016

BACK TO BASICS

ASE

| \ Cellar

Harbinger
Militia
Remodel
Smithy
PROSPERITY

Tiara

Worker's Village
City

Mint

Rabble

Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K156

ik Supply: Platinum, Colony

LOW STANDARDS

Collection
Crystal Ball
Mint

Rabble

Vault

Woar Chest
Grand Market
Peddler

KINGDOM

EXTRA / KIERAN MILLAR / K037

I DIDN'T WANT IT ANYWAY

BASE

Militia
Throne Room
Bandit
Laboratory
Sentry
PROSPERITY
Bishop
Worker's Village
Magnate

War Chest
Grand Market

! Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR /K151

MARKET SQUARED

BASE

Vassal
Moneylender
Poacher
Market
Sentry

PROSPERITY
Investment

Quarry
Charlatan
Grand Market

Expand

| !'v Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K157

i % Supply: Platinum, Colony

PROSPERITY
Anvil
Monument
Worker's Village
Magnate
Mint

Vault

Hoard

Bank

Forge

King's Court

Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K038

RUNAWAY INFLATION

BASE
Chapel
Vassal
Workshop
Poacher
Festival

PROSPERITY

Watchtower
Monument
Cit
Cofl’ection
Expand

KINGDOM

EXTRA / KIERAN MILLAR / K152

STOP AND SWAP

Harbinger
Bureaucrat
Laboratory
Mine

PROSPERITY
Bishop
Investment
Worker's Village
Collection
Crystal Ball

il Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K158

‘Supply: Platinum, Colony

il Supply: Platinum, Colony

PROSPERITY
Bishop
Investment
Quarry

City
Collection
Mint

Rabble

War Chest
Grand Market
Bank

KINGDOM

EXTRA / KIERAN MILLAR / K039

Village
Moneylender
Mine

Witch
PROSPERITY
Anvil

Tiara
Charlatan
Hoard

Bank

KINGDOM

EXTRA / KIERAN MILLAR / K153

BASE

Cellar
Village
Bandit
Festival
Witch
PROSPERITY
Anvil
Watchtower
Monument

King's Court
Peddler

Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K159

DON'T BLINK

ROSPERITY
Anvil
Watchtower
Quarry
Charlatan
City
Collection
Expand
Forge

King's Court
Peddler

‘Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K040

ASE

Merchant
Gardens
Library
Market
Artisan
PROSPERITY
Quarry
Crystal Ball
Vault

King's Court
Peddler

Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K154

SEEING DOUBLE

ASE
Moat
Militia
Remodel
Throne Room
Sentry
PROSPERITY
Tiara
Rabble
Hoard
Bank
Peddler

Supply: Platinum, Colony

KINGDOM

EXTRA / KIERAN MILLAR / K160
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README.txt

Run python tmp/make_kingdoms_v4.py with reportlab and PyMuPDF installed. DejaVu Sans is expected under /usr/share/fonts/truetype/dejavu/. Fonts and original generated assets are included. All output is combined in one A3 PDF. Built-in image generation prompts are in tmp/source/art-v4.json.







tmp/make_kingdoms_v4.py

import json, re, math, zipfile
from pathlib import Path
from collections import Counter
import fitz
from reportlab.pdfgen import canvas
from reportlab.lib.colors import HexColor
from reportlab.pdfbase import pdfmetrics
from reportlab.pdfbase.ttfonts import TTFont
from reportlab.lib.utils import ImageReader
ROOT=Path(__file__).resolve().parents[1]
OUT=ROOT/'output/pdf';OUT.mkdir(parents=True,exist_ok=True)
mm=72/25.4;W,H=59*mm,91*mm;PW,PH=420*mm,297*mm
pdfmetrics.registerFont(TTFont('RomanTitle',str(ROOT/'tmp/fonts/Cinzel.ttf')))
pdfmetrics.registerFont(TTFont('Book',str(ROOT/'tmp/fonts/EBGaramond.ttf')))
pdfmetrics.registerFont(TTFont('Sans','/usr/share/fonts/truetype/dejavu/DejaVuSans.ttf'))
INK=HexColor('#211c15');QUIET=HexColor('#554b3d');DARK=HexColor('#211b16')
SETS=['base','prosperity']
LABEL={'base':'Base 2E','prosperity':'Prosperity 2E','empires':'Empires','renaissance':'Renaissance','menagerie':'Menagerie'}
ARTS={k:ROOT/'generated_images'/Path(v).name for k,v in json.loads((ROOT/'tmp/source/art-v4.json').read_text())['paths'].items()}
ks=json.loads((ROOT/'tmp/source/selected-curated.json').read_text())
owners={n:k['expansions'] for k in ks if k['expansions'] in SETS for n in k['cards']}
groups=[a for a in SETS]+[SETS[i]+SETS[j] for i in range(len(SETS)) for j in range(i+1,len(SETS))]
ks.sort(key=lambda k:(groups.index(k['expansions']),k['source']!='Official',k['id']))

def txt(c,x,y,s,font='Book',size=10,color=INK,align='left',maxw=None):
 if maxw:
  while pdfmetrics.stringWidth(s,font,size)>maxw and size>5:size-=.1
 c.setFont(font,size);c.setFillColor(color)
 {'left':c.drawString,'center':c.drawCentredString,'right':c.drawRightString}[align](x,y,s)
 return size

def wrap(s,font,size,width):
 out=[];line=''
 for word in s.split():
  v=(line+' '+word).strip()
  if line and pdfmetrics.stringWidth(v,font,size)>width:out.append(line);line=word
  else:line=v
 if line:out.append(line)
 return out

def notes(k):
 out=[]
 if k.get('landscapes'):out.append('Landscape: '+', '.join(k['landscapes']))
 extras=list(k.get('extras',[]))
 if k.get('colony'):extras+=['Platinum','Colony']
 if extras:out.append('Supply: '+', '.join(extras))
 if k.get('mouse'):out.append('Mouse: '+k['mouse'])
 if k.get('obelisk'):out.append('Obelisk: '+k['obelisk'])
 if k.get('notes'):out.append(k['notes'])
 return out or ['Standard supply; no extra setup cards.']

stats=[]
def front(c,k):
 c.setFillColor(DARK);c.rect(-3*mm,-3*mm,W+6*mm,H+6*mm,fill=1,stroke=0)
 c.drawImage(str(ARTS['front']),0,0,width=W,height=H)
 titles=wrap(k['name'],'RomanTitle',11.1,W-28)
 if len(titles)==1:txt(c,W/2,H-23,k['name'],'RomanTitle',11.1,align='center')
 else:
  titles=wrap(k['name'],'RomanTitle',9.0,W-26)
  assert len(titles)<=2,k['name']
  if len(titles)==1:txt(c,W/2,H-23,k['name'],'RomanTitle',9.0,align='center')
  else:
   for j,line in enumerate(titles):txt(c,W/2,H-17-j*9.5,line,'RomanTitle',9.0,align='center')
 req=re.findall('base|prosperity|empires|renaissance|menagerie',k['expansions'])
 y=212;last=0
 for groupno,box in enumerate(req):
  txt(c,20,y,box.upper(),'RomanTitle',7.2,QUIET)
  sw=pdfmetrics.stringWidth(box.upper(),'RomanTitle',7.2)
  c.setStrokeColor(HexColor('#9b8a70'));c.setLineWidth(.35);c.line(24+sw,y+2,W-20,y+2)
  y-=13
  for n in [n for n in k['cards'] if owners[n]==box]:
   sz=txt(c,21,y,n,'Book',11.5,maxw=W-42)
   assert sz>=9.5,(k['name'],n,sz)
   last=y;y-=12.0 if len(req)==1 else 11.3
  y-=3
 lines=[]
 for p in notes(k):lines+=wrap(p,'Book',8.0,W-40)
 if len(lines)>4:
  lines=[]
  for p in notes(k):lines+=wrap(p,'Book',7.1,W-40)
  ns=7.1;leading=7.4
 else:ns=8.0;leading=8.3
 assert len(lines)<=5,(k['name'],lines)
 top=43+(len(lines)-1)*leading
 sep=top+8
 assert last-3>sep,(k['name'],last,sep,lines)
 c.setStrokeColor(HexColor('#9b8a70'));c.setLineWidth(.4);c.line(20,sep,W-20,sep)
 for j,line in enumerate(lines):txt(c,20,top-j*leading,line,'Book',ns)
 txt(c,W/2,20,'Kingdom','RomanTitle',10,align='center')
 src='OFFICIAL' if k['source']=='Official' else 'EXTRA / KIERAN MILLAR'
 txt(c,W/2,5.0,src+' / '+k['code'],'Sans',4.1,HexColor('#c4c5bc'),align='center')
 stats.append({'name':k['name'],'last_name_y':last,'notes_lines':len(lines),'notes_top':top})

def back(c):
 c.setFillColor(HexColor('#29241d'));c.rect(-3*mm,-3*mm,W+6*mm,H+6*mm,fill=1,stroke=0)
 iw,ih=ImageReader(str(ARTS['back'])).getSize();scale=min(W/iw,H/ih);bw=iw*scale;bh=ih*scale
 c.drawImage(str(ARTS['back']),(W-bw)/2,(H-bh)/2,width=bw,height=bh)

def pos(i):return 18*mm+i%6*65*mm,6*mm+(2-i//6)*97*mm

def guides(c,x,y):
 c.setLineWidth(.35);c.setStrokeColor(HexColor('#fff6dc'));c.setDash(.5,.7)
 for a in [0,W]:
  for b in [0,H]:
   c.line(x+a-2,y+b,x+a+2,y+b);c.line(x+a,y+b-2,x+a,y+b+2)
 c.setDash()

file=OUT/'dominion-kingdoms-complete-A3.pdf'
c=canvas.Canvas(str(file),pagesize=(PW,PH),pageCompression=1)
c.setTitle('Dominion Kingdoms - 36 Curated Base and Prosperity 2E Setups');c.setSubject('36 cards. A3 landscape, 100%, short-edge duplex. Four pages, two sheets. 59 x 91 mm trim. Sources and printing notes attached.');c.setViewerPreference('Duplex','DuplexFlipShortEdge');c.setAuthor('Kingdom recipes: Donald X. Vaccarino / Rio Grande Games and Kieran Millar')
for start in range(0,len(ks),18):
 batch=ks[start:start+18];sheet=start//18+1
 c.bookmarkPage('sheet'+str(sheet));c.addOutlineEntry(f'Sheet {sheet}: {batch[0]["name"]}', 'sheet'+str(sheet),level=0)
 for i,k in enumerate(batch):
  x,y=pos(i);c.saveState();c.translate(x,y);front(c,k);c.restoreState();guides(c,x,y)
 txt(c,PW/2,2.4*mm,f'DOMINION KINGDOMS | Sheet {sheet} FRONT | A3 100% | SHORT-edge duplex | 59 x 91 mm','Sans',4.7,align='center')
 c.showPage()
 for i,k in enumerate(batch):
  x,y=pos(i);c.saveState();c.translate(PW-x-W,y);back(c);c.restoreState()
 c.showPage()
c.save()
# Embed the complete editable source in the one delivered PDF.
archive=ROOT/'tmp/kingdoms-v4-source.zip'
with zipfile.ZipFile(archive,'w',zipfile.ZIP_DEFLATED) as z:
 z.writestr('README.txt','Run python tmp/make_kingdoms_v4.py with reportlab and PyMuPDF installed. DejaVu Sans is expected under /usr/share/fonts/truetype/dejavu/. Fonts and original generated assets are included. All output is combined in one A3 PDF. Built-in image generation prompts are in tmp/source/art-v4.json.\n')
 for p in ['tmp/make_kingdoms_v4.py','tmp/source/selected-curated.json','tmp/source/license.txt','tmp/source/curation.md','tmp/source/art-v4.json','tmp/fonts/Cinzel.ttf','tmp/fonts/EBGaramond.ttf','tmp/fonts/Cinzel-OFL.txt','tmp/fonts/EBGaramond-OFL.txt']:z.write(ROOT/p,p)
 for p in ARTS.values():z.write(p,'generated_images/'+p.name)
d=fitz.open(file);d.embfile_add('kingdoms-editable-source.zip',archive.read_bytes(),filename='kingdoms-editable-source.zip',desc='Editable source, fonts, artwork and prompts');d.embfile_add('selection-and-printing-notes.md',(ROOT/'tmp/source/curation.md').read_bytes(),filename='selection-and-printing-notes.md',desc='Selection rationale, evidence, sources, all 36 kingdoms and printing instructions');d.saveIncr();d.close()
# A preview of actual trimmed cards, not their surrounding bleed.
p=canvas.Canvas(str(ROOT/'tmp/v4-preview.pdf'),pagesize=(4*W+50,H+20))
for i,k in enumerate([next(k for k in ks if k['name']=='Deck Top'),next(k for k in ks if k['name']=='Friendly Interactive'),next(k for k in ks if k['name']=="The King's Army")]):
 p.saveState();p.translate(10+i*(W+10),10);clip=p.beginPath();clip.rect(0,0,W,H);p.clipPath(clip,stroke=0);front(p,k);p.restoreState()
p.saveState();p.translate(10+3*(W+10),10);clip=p.beginPath();clip.rect(0,0,W,H);p.clipPath(clip,stroke=0);back(p);p.restoreState();p.save()
d=fitz.open(ROOT/'tmp/v4-preview.pdf');d[0].get_pixmap(matrix=fitz.Matrix(2.5,2.5),alpha=False).save(ROOT/'output/kingdom-cards-preview.png')
(ROOT/'tmp/v4-layout-checks.json').write_text(json.dumps(stats,indent=2))
print(file, '4 pages',file.stat().st_size)







tmp/source/selected-curated.json

[
  {
    "id": 1,
    "name": "Size Distortion",
    "cards": [
      "Chapel",
      "Workshop",
      "Bureaucrat",
      "Gardens",
      "Throne Room",
      "Bandit",
      "Festival",
      "Sentry",
      "Witch",
      "Artisan"
    ],
    "expansions": "base",
    "source": "Official",
    "code": "O002",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Official recommended kingdom"
  },
  {
    "id": 2,
    "name": "Deck Top",
    "cards": [
      "Harbinger",
      "Vassal",
      "Village",
      "Bureaucrat",
      "Moneylender",
      "Council Room",
      "Festival",
      "Laboratory",
      "Sentry",
      "Artisan"
    ],
    "expansions": "base",
    "source": "Official",
    "code": "O003",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Official recommended kingdom",
    "community_endorsement": "https://www.reddit.com/r/dominion/comments/15wtqmf/best_kingdoms_for_newbies/"
  },
  {
    "id": 3,
    "name": "Sleight of Hand",
    "cards": [
      "Cellar",
      "Harbinger",
      "Gardens",
      "Militia",
      "Poacher",
      "Smithy",
      "Throne Room",
      "Council Room",
      "Festival",
      "Library"
    ],
    "expansions": "base",
    "source": "Official",
    "code": "O004",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Official recommended kingdom",
    "community_endorsement": "https://www.reddit.com/r/dominion/comments/15wtqmf/best_kingdoms_for_newbies/"
  },
  {
    "id": 4,
    "name": "Improvements",
    "cards": [
      "Cellar",
      "Moat",
      "Merchant",
      "Moneylender",
      "Poacher",
      "Remodel",
      "Market",
      "Mine",
      "Witch",
      "Artisan"
    ],
    "expansions": "base",
    "source": "Official",
    "code": "O005",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Official recommended kingdom"
  },
  {
    "id": 5,
    "name": "Silver & Gold",
    "cards": [
      "Chapel",
      "Harbinger",
      "Merchant",
      "Vassal",
      "Bureaucrat",
      "Moneylender",
      "Throne Room",
      "Bandit",
      "Laboratory",
      "Mine"
    ],
    "expansions": "base",
    "source": "Official",
    "code": "O006",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Official recommended kingdom"
  },
  {
    "id": 0,
    "name": "Simplicity",
    "cards": [
      "Harbinger",
      "Merchant",
      "Village",
      "Gardens",
      "Moneylender",
      "Smithy",
      "Council Room",
      "Festival",
      "Laboratory",
      "Market"
    ],
    "expansions": "base",
    "source": "Kieran Millar",
    "code": "K001",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 1,
    "name": "Ups and Downs",
    "cards": [
      "Cellar",
      "Chapel",
      "Vassal",
      "Bureaucrat",
      "Poacher",
      "Remodel",
      "Bandit",
      "Festival",
      "Library",
      "Artisan"
    ],
    "expansions": "base",
    "source": "Kieran Millar",
    "code": "K002",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 2,
    "name": "Put In The Effort",
    "cards": [
      "Moat",
      "Merchant",
      "Workshop",
      "Poacher",
      "Smithy",
      "Throne Room",
      "Laboratory",
      "Sentry",
      "Witch",
      "Artisan"
    ],
    "expansions": "base",
    "source": "Kieran Millar",
    "code": "K003",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 5,
    "name": "Work It Out",
    "cards": [
      "Chapel",
      "Vassal",
      "Village",
      "Workshop",
      "Poacher",
      "Smithy",
      "Throne Room",
      "Festival",
      "Laboratory",
      "Market"
    ],
    "expansions": "base",
    "source": "Kieran Millar",
    "code": "K006",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 7,
    "name": "Making Do",
    "cards": [
      "Cellar",
      "Moat",
      "Merchant",
      "Village",
      "Workshop",
      "Militia",
      "Remodel",
      "Throne Room",
      "Bandit",
      "Festival"
    ],
    "expansions": "base",
    "source": "Kieran Millar",
    "code": "K008",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 8,
    "name": "Progression System",
    "cards": [
      "Cellar",
      "Chapel",
      "Harbinger",
      "Village",
      "Workshop",
      "Bureaucrat",
      "Remodel",
      "Laboratory",
      "Mine",
      "Sentry"
    ],
    "expansions": "base",
    "source": "Kieran Millar",
    "code": "K009",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 9,
    "name": "Maintain Focus",
    "cards": [
      "Chapel",
      "Village",
      "Workshop",
      "Gardens",
      "Militia",
      "Remodel",
      "Library",
      "Market",
      "Witch",
      "Artisan"
    ],
    "expansions": "base",
    "source": "Kieran Millar",
    "code": "K010",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 112,
    "name": "Beginners",
    "cards": [
      "Watchtower",
      "Clerk",
      "Monument",
      "Tiara",
      "Worker's Village",
      "Crystal Ball",
      "Magnate",
      "Rabble",
      "Bank",
      "Expand"
    ],
    "colony": true,
    "expansions": "prosperity",
    "source": "Official",
    "code": "O113",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Official recommended kingdom"
  },
  {
    "id": 113,
    "name": "Friendly Interactive",
    "cards": [
      "Bishop",
      "Tiara",
      "Worker's Village",
      "City",
      "Collection",
      "War Chest",
      "Vault",
      "Hoard",
      "Forge",
      "Peddler"
    ],
    "colony": true,
    "expansions": "prosperity",
    "source": "Official",
    "code": "O114",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Official recommended kingdom"
  },
  {
    "id": 30,
    "name": "Soft Cap",
    "cards": [
      "Watchtower",
      "Clerk",
      "Investment",
      "Monument",
      "Tiara",
      "Worker's Village",
      "Vault",
      "Grand Market",
      "Hoard",
      "Expand"
    ],
    "colony": true,
    "expansions": "prosperity",
    "source": "Kieran Millar",
    "code": "K031",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 31,
    "name": "Before and After",
    "cards": [
      "Bishop",
      "Quarry",
      "Tiara",
      "Charlatan",
      "City",
      "Magnate",
      "Mint",
      "War Chest",
      "Bank",
      "Peddler"
    ],
    "colony": true,
    "expansions": "prosperity",
    "source": "Kieran Millar",
    "code": "K032",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 32,
    "name": "Future Imperfect",
    "cards": [
      "Anvil",
      "Watchtower",
      "Bishop",
      "Clerk",
      "Monument",
      "Crystal Ball",
      "Mint",
      "Rabble",
      "Hoard",
      "Bank"
    ],
    "colony": true,
    "expansions": "prosperity",
    "source": "Kieran Millar",
    "code": "K033",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 33,
    "name": "For Sale",
    "cards": [
      "Anvil",
      "Investment",
      "Quarry",
      "Worker's Village",
      "Collection",
      "Rabble",
      "War Chest",
      "Grand Market",
      "Forge",
      "King's Court"
    ],
    "colony": true,
    "expansions": "prosperity",
    "source": "Kieran Millar",
    "code": "K034",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 34,
    "name": "Defective Goods",
    "cards": [
      "Watchtower",
      "Monument",
      "Worker's Village",
      "Charlatan",
      "Crystal Ball",
      "Magnate",
      "Vault",
      "Expand",
      "King's Court",
      "Peddler"
    ],
    "colony": true,
    "expansions": "prosperity",
    "source": "Kieran Millar",
    "code": "K035",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 35,
    "name": "Interest Rates",
    "cards": [
      "Bishop",
      "Clerk",
      "Investment",
      "Tiara",
      "City",
      "Crystal Ball",
      "Magnate",
      "Vault",
      "War Chest",
      "Hoard"
    ],
    "colony": true,
    "expansions": "prosperity",
    "source": "Kieran Millar",
    "code": "K036",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 36,
    "name": "Low Standards",
    "cards": [
      "Clerk",
      "Tiara",
      "Collection",
      "Crystal Ball",
      "Mint",
      "Rabble",
      "Vault",
      "War Chest",
      "Grand Market",
      "Peddler"
    ],
    "colony": true,
    "expansions": "prosperity",
    "source": "Kieran Millar",
    "code": "K037",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 37,
    "name": "At Great Expense",
    "cards": [
      "Anvil",
      "Monument",
      "Worker's Village",
      "Magnate",
      "Mint",
      "Vault",
      "Hoard",
      "Bank",
      "Forge",
      "King's Court"
    ],
    "colony": true,
    "expansions": "prosperity",
    "source": "Kieran Millar",
    "code": "K038",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 38,
    "name": "The Taste of Success",
    "cards": [
      "Bishop",
      "Investment",
      "Quarry",
      "City",
      "Collection",
      "Mint",
      "Rabble",
      "War Chest",
      "Grand Market",
      "Bank"
    ],
    "colony": true,
    "expansions": "prosperity",
    "source": "Kieran Millar",
    "code": "K039",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 39,
    "name": "Don't Blink",
    "cards": [
      "Anvil",
      "Watchtower",
      "Quarry",
      "Charlatan",
      "City",
      "Collection",
      "Expand",
      "Forge",
      "King's Court",
      "Peddler"
    ],
    "colony": true,
    "expansions": "prosperity",
    "source": "Kieran Millar",
    "code": "K040",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 14,
    "name": "Biggest Money",
    "cards": [
      "Harbinger",
      "Moneylender",
      "Laboratory",
      "Mine",
      "Artisan",
      "Tiara",
      "Crystal Ball",
      "Mint",
      "Grand Market",
      "Bank"
    ],
    "colony": true,
    "expansions": "baseprosperity",
    "source": "Official",
    "code": "O015",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Official recommended kingdom"
  },
  {
    "id": 15,
    "name": "The King's Army",
    "cards": [
      "Moat",
      "Merchant",
      "Village",
      "Bureaucrat",
      "Council Room",
      "Collection",
      "Rabble",
      "Vault",
      "Expand",
      "King's Court"
    ],
    "colony": true,
    "expansions": "baseprosperity",
    "source": "Official",
    "code": "O016",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Official recommended kingdom"
  },
  {
    "id": 150,
    "name": "I Didn't Want It Anyway",
    "cards": [
      "Militia",
      "Throne Room",
      "Bandit",
      "Laboratory",
      "Sentry",
      "Bishop",
      "Worker's Village",
      "Magnate",
      "War Chest",
      "Grand Market"
    ],
    "colony": true,
    "expansions": "baseprosperity",
    "source": "Kieran Millar",
    "code": "K151",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 151,
    "name": "Runaway Inflation",
    "cards": [
      "Chapel",
      "Vassal",
      "Workshop",
      "Poacher",
      "Festival",
      "Watchtower",
      "Monument",
      "City",
      "Collection",
      "Expand"
    ],
    "colony": true,
    "expansions": "baseprosperity",
    "source": "Kieran Millar",
    "code": "K152",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 152,
    "name": "Reduce, Reuse, Recycle",
    "cards": [
      "Moat",
      "Village",
      "Moneylender",
      "Mine",
      "Witch",
      "Anvil",
      "Tiara",
      "Charlatan",
      "Hoard",
      "Bank"
    ],
    "colony": true,
    "expansions": "baseprosperity",
    "source": "Kieran Millar",
    "code": "K153",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 153,
    "name": "Con Artist",
    "cards": [
      "Merchant",
      "Gardens",
      "Library",
      "Market",
      "Artisan",
      "Quarry",
      "Crystal Ball",
      "Vault",
      "King's Court",
      "Peddler"
    ],
    "colony": true,
    "expansions": "baseprosperity",
    "source": "Kieran Millar",
    "code": "K154",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 154,
    "name": "Rewind",
    "cards": [
      "Merchant",
      "Village",
      "Workshop",
      "Council Room",
      "Festival",
      "Clerk",
      "Magnate",
      "War Chest",
      "Hoard",
      "Forge"
    ],
    "colony": true,
    "expansions": "baseprosperity",
    "source": "Kieran Millar",
    "code": "K155",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 155,
    "name": "Back to Basics",
    "cards": [
      "Cellar",
      "Harbinger",
      "Militia",
      "Remodel",
      "Smithy",
      "Tiara",
      "Worker's Village",
      "City",
      "Mint",
      "Rabble"
    ],
    "colony": true,
    "expansions": "baseprosperity",
    "source": "Kieran Millar",
    "code": "K156",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 156,
    "name": "Market Squared",
    "cards": [
      "Vassal",
      "Moneylender",
      "Poacher",
      "Market",
      "Sentry",
      "Investment",
      "Quarry",
      "Charlatan",
      "Grand Market",
      "Expand"
    ],
    "colony": true,
    "expansions": "baseprosperity",
    "source": "Kieran Millar",
    "code": "K157",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 157,
    "name": "Stop and Swap",
    "cards": [
      "Cellar",
      "Harbinger",
      "Bureaucrat",
      "Laboratory",
      "Mine",
      "Bishop",
      "Investment",
      "Worker's Village",
      "Collection",
      "Crystal Ball"
    ],
    "colony": true,
    "expansions": "baseprosperity",
    "source": "Kieran Millar",
    "code": "K158",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 158,
    "name": "Security Flaw",
    "cards": [
      "Cellar",
      "Village",
      "Bandit",
      "Festival",
      "Witch",
      "Anvil",
      "Watchtower",
      "Monument",
      "King's Court",
      "Peddler"
    ],
    "colony": true,
    "expansions": "baseprosperity",
    "source": "Kieran Millar",
    "code": "K159",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  },
  {
    "id": 159,
    "name": "Seeing Double",
    "cards": [
      "Moat",
      "Militia",
      "Remodel",
      "Throne Room",
      "Sentry",
      "Tiara",
      "Rabble",
      "Hoard",
      "Bank",
      "Peddler"
    ],
    "colony": true,
    "expansions": "baseprosperity",
    "source": "Kieran Millar",
    "code": "K160",
    "recipe_url": "https://kieranmillar.github.io/extra-recommended-sets/",
    "evidence": "Hand-designed and author-playtested against app Hard AI, two players"
  }
]
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MIT License

Copyright (c) 2021 Kieran Millar

Permission is hereby granted, free of charge, to any person obtaining a copy
of this software and associated documentation files (the "Software"), to deal
in the Software without restriction, including without limitation the rights
to use, copy, modify, merge, publish, distribute, sublicense, and/or sell
copies of the Software, and to permit persons to whom the Software is
furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be included in all
copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THE
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER
LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM,
OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE
SOFTWARE.
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# Dominion Kingdoms — 36 curated setups

For Base Second Edition and Prosperity Second Edition. Twelve Base-only, twelve Prosperity-only and twelve mixed kingdoms. Selection date: 14 September 2026. Fan-made kingdom selectors, not an official Dominion product.

## Printing

Print this PDF on A3 landscape at **Actual size / 100%**, duplex with **SHORT-edge flip**. It has four pages: fronts 1, backs 2, fronts 3, backs 4. That makes two double-sided sheets, 18 cards per sheet. Trim size is 59 × 91 mm. Measure a card before cutting a whole sheet. Test pages 1–2 first: physical printer registration varies.

Cut from the front using the small light dotted crosses. Discard the 6 mm gutters. Both sides have 3 mm dark bleed. Reverse positions mirror the fronts across the sheet width for short-edge duplex. Keep the page order unchanged. Font and artwork assets plus editable code are in the PDF's ZIP attachment.

## What the evidence supports

This is a curated menu, not a community top-36 ranking. I found no comparative ranking covering 36 eligible Second Edition kingdoms. Nine selections are official recommended setups; 27 are Kieran Millar's extra sets. He says he hand-designed and tested every extra kingdom in two-player games against the app's Hard AI. That is useful author testing, not broad independent multiplayer validation. His FAQ describes limited testing, and his site does not rank the sets. Recipe source and FAQ: https://kieranmillar.github.io/extra-recommended-sets/

There is direct independent praise for **Deck Top** and **Sleight of Hand**: a player names them as favorites for their mechanical themes, choices and deck-drawing potential. This is an individual endorsement, not a consensus score. https://www.reddit.com/r/dominion/comments/15wtqmf/best_kingdoms_for_newbies/

The requested BGG thread dates to 2011, before either current Second Edition. Its full text was unavailable during this research, so no ratings have been extracted or assigned to these cards. Historical ratings cannot automatically be applied to revised recipes with the same name. https://boardgamegeek.com/thread/655349/review-of-dominions-recommended-sets-of-10

The 2011 Dominion Strategy kingdom-design finalists have unusually strong selection evidence, but all nine require expansions outside this deck's scope. None was included or silently modified. https://dominionstrategy.com/2012/02/10/winner-of-the-kingdom-design-challenge/

## How this menu was selected

From the 40 eligible official and extra recipes on the source site, retain 36 unchanged (apart from correcting “Worker's Vilage” to “Worker's Village” in Back to Basics). The following four Base-only setups were omitted as an editorial judgment for this user's preference for strategic depth and a broad replay menu. These are not published low ratings:

- **First Game:** prioritizes teaching; the rulebook already gives you this introduction.
- **Playing It Safe:** limited draw makes it less compelling here than the selected engine and deck-control setups.
- **Slow And Steady:** lacks trashing and offers a slower deck-development experience already represented elsewhere.
- **Beatdown:** combines Militia, Bandit and Witch without trashing; less suitable for this user's desired default menu than the retained attack setups.

All 24 Prosperity-only and mixed recipes in this catalogue remain. At a count of 36 this is a broad menu, not a severe shortlist. Inclusion does not promise equally strong strategies or universal enjoyment. The strategic observations below are editorial analysis of the listed cards, not playtest results.

## A smaller starting rotation

Start with **Deck Top**, **Sleight of Hand**, **Work It Out**, **Maintain Focus**, **Friendly Interactive**, **At Great Expense**, **The King's Army**, and **I Didn't Want It Anyway**. The first two have the independent endorsement above; the other six are editorial picks for deck building, alternative scoring, gain/trash decisions and engine construction.

Play a kingdom twice with a different starting player before changing it; return for another pair if a new approach emerges. That gives players time to learn the board while keeping the menu useful. This is a suggested routine, not a rule.

## Setup reminders

Each selector lists exactly ten Kingdom piles. Standard Treasure, Victory and Curse piles are additional. Every Prosperity-only and mixed recipe here uses **Platinum and Colony**, also additional to the ten Kingdom piles. Use the rulebooks for player-count pile sizes, starting decks, VP tokens and card-specific setup. Prosperity rules reference: https://www.64ouncegames.com/pages/dominion-prosperity2nd-edition-rules

The fronts use full BASE and PROSPERITY headings. Footer codes identify the original catalogue entry; O means official, K means Kieran Millar. Gaps in codes are intentional. Codes are identifiers, not ranks.

## Visual design and credits

The front uses warm ivory parchment, restrained dark wood and metal ornament, Cinzel titles and EB Garamond text. The reverse is original generated castle-and-river artwork informed by Dominion's cover and its cream, turquoise and blue card-back palette. Neither image is a scan of a commercial card. Font licences and the source site's MIT notice are included with the editable source.

## The 36 kingdoms

The following theme descriptions are editorial analysis, not source ratings.


### Base 2E

| Code | Kingdom | Provenance | Strategic focus |
|---|---|---|---|
| O002 | Size Distortion | Official | Trashing, gains and Gardens scoring. |
| O003 | Deck Top | Official + player endorsement | Top-deck control, draw and Artisan gains. |
| O004 | Sleight of Hand | Official + player endorsement | Throne Room, draw and deck cycling. |
| O005 | Improvements | Official | Remodel and Artisan against Witch pressure. |
| O006 | Silver & Gold | Official | Chapel thinning and Treasure development. |
| K001 | Simplicity | Author-playtested | Village/draw engines with Gardens as a scoring option. |
| K002 | Ups and Downs | Author-playtested | Chapel thinning, Artisan gains and Library support. |
| K003 | Put In The Effort | Author-playtested | Throne Room and draw; Witch and Sentry management. |
| K006 | Work It Out | Author-playtested | Chapel, Village and draw with gain/buy decisions. |
| K008 | Making Do | Author-playtested | Workshop gains, Remodel and action sequencing. |
| K009 | Progression System | Author-playtested | Deck thinning and incremental card upgrades. |
| K010 | Maintain Focus | Author-playtested | Chapel engines, Gardens gains and Witch pressure. |

### Prosperity 2E

| Code | Kingdom | Provenance | Strategic focus |
|---|---|---|---|
| O113 | Beginners | Official | Treasure sequencing, draw and Expand upgrades. |
| O114 | Friendly Interactive | Official | Bishop and Collection scoring; City and Forge timing. |
| K031 | Soft Cap | Author-playtested | Cost reduction, trashing and Grand Market access. |
| K032 | Before and After | Author-playtested | Bishop/Mint thinning, City growth and Peddler gains. |
| K033 | Future Imperfect | Author-playtested | Bishop scoring, Rabble pressure and Treasure play. |
| K034 | For Sale | Author-playtested | Quarry discounts, Collection scoring and Forge. |
| K035 | Defective Goods | Author-playtested | King’s Court engines with Expand and Charlatan. |
| K036 | Interest Rates | Author-playtested | Investment timing, Bishop and Treasure sequencing. |
| K037 | Low Standards | Author-playtested | Mint thinning, Collection and Peddler scoring. |
| K038 | At Great Expense | Author-playtested | King’s Court draw, Mint thinning and Forge conversion. |
| K039 | The Taste of Success | Author-playtested | Bishop/Collection scoring with City and discounts. |
| K040 | Don't Blink | Author-playtested | Gain control, Collection scoring and pile-end timing. |

### Base 2E + Prosperity 2E

| Code | Kingdom | Provenance | Strategic focus |
|---|---|---|---|
| O015 | Biggest Money | Official | Treasure sequencing, Mint and Bank economy. |
| O016 | The King's Army | Official | King’s Court draw, Collection scoring and Expand. |
| K151 | I Didn't Want It Anyway | Author-playtested | Bishop scoring, Sentry thinning and action engines. |
| K152 | Runaway Inflation | Author-playtested | Chapel, Workshop/Collection scoring and City. |
| K153 | Reduce, Reuse, Recycle | Author-playtested | Treasure upgrades and curse management. |
| K154 | Con Artist | Author-playtested | Quarry/Peddler economy and Gardens gains. |
| K155 | Rewind | Author-playtested | Draw and gains with Forge conversion. |
| K156 | Back to Basics | Author-playtested | Mint/Remodel thinning, City and Rabble. |
| K157 | Market Squared | Author-playtested | Sentry control, Investment and Grand Market economy. |
| K158 | Stop and Swap | Author-playtested | Bishop/Collection scoring and Crystal Ball control. |
| K159 | Security Flaw | Author-playtested | King’s Court, attacks and Watchtower gain control. |
| K160 | Seeing Double | Author-playtested | Throne Room and Tiara repetition with Sentry. |

### Exact recipes

**O002 — Size Distortion:** Chapel; Workshop; Bureaucrat; Gardens; Throne Room; Bandit; Festival; Sentry; Witch; Artisan.

**O003 — Deck Top:** Harbinger; Vassal; Village; Bureaucrat; Moneylender; Council Room; Festival; Laboratory; Sentry; Artisan.

**O004 — Sleight of Hand:** Cellar; Harbinger; Gardens; Militia; Poacher; Smithy; Throne Room; Council Room; Festival; Library.

**O005 — Improvements:** Cellar; Moat; Merchant; Moneylender; Poacher; Remodel; Market; Mine; Witch; Artisan.

**O006 — Silver & Gold:** Chapel; Harbinger; Merchant; Vassal; Bureaucrat; Moneylender; Throne Room; Bandit; Laboratory; Mine.

**K001 — Simplicity:** Harbinger; Merchant; Village; Gardens; Moneylender; Smithy; Council Room; Festival; Laboratory; Market.

**K002 — Ups and Downs:** Cellar; Chapel; Vassal; Bureaucrat; Poacher; Remodel; Bandit; Festival; Library; Artisan.

**K003 — Put In The Effort:** Moat; Merchant; Workshop; Poacher; Smithy; Throne Room; Laboratory; Sentry; Witch; Artisan.

**K006 — Work It Out:** Chapel; Vassal; Village; Workshop; Poacher; Smithy; Throne Room; Festival; Laboratory; Market.

**K008 — Making Do:** Cellar; Moat; Merchant; Village; Workshop; Militia; Remodel; Throne Room; Bandit; Festival.

**K009 — Progression System:** Cellar; Chapel; Harbinger; Village; Workshop; Bureaucrat; Remodel; Laboratory; Mine; Sentry.

**K010 — Maintain Focus:** Chapel; Village; Workshop; Gardens; Militia; Remodel; Library; Market; Witch; Artisan.

**O113 — Beginners:** Watchtower; Clerk; Monument; Tiara; Worker's Village; Crystal Ball; Magnate; Rabble; Bank; Expand. Add Platinum and Colony.

**O114 — Friendly Interactive:** Bishop; Tiara; Worker's Village; City; Collection; War Chest; Vault; Hoard; Forge; Peddler. Add Platinum and Colony.

**K031 — Soft Cap:** Watchtower; Clerk; Investment; Monument; Tiara; Worker's Village; Vault; Grand Market; Hoard; Expand. Add Platinum and Colony.

**K032 — Before and After:** Bishop; Quarry; Tiara; Charlatan; City; Magnate; Mint; War Chest; Bank; Peddler. Add Platinum and Colony.

**K033 — Future Imperfect:** Anvil; Watchtower; Bishop; Clerk; Monument; Crystal Ball; Mint; Rabble; Hoard; Bank. Add Platinum and Colony.

**K034 — For Sale:** Anvil; Investment; Quarry; Worker's Village; Collection; Rabble; War Chest; Grand Market; Forge; King's Court. Add Platinum and Colony.

**K035 — Defective Goods:** Watchtower; Monument; Worker's Village; Charlatan; Crystal Ball; Magnate; Vault; Expand; King's Court; Peddler. Add Platinum and Colony.

**K036 — Interest Rates:** Bishop; Clerk; Investment; Tiara; City; Crystal Ball; Magnate; Vault; War Chest; Hoard. Add Platinum and Colony.

**K037 — Low Standards:** Clerk; Tiara; Collection; Crystal Ball; Mint; Rabble; Vault; War Chest; Grand Market; Peddler. Add Platinum and Colony.

**K038 — At Great Expense:** Anvil; Monument; Worker's Village; Magnate; Mint; Vault; Hoard; Bank; Forge; King's Court. Add Platinum and Colony.

**K039 — The Taste of Success:** Bishop; Investment; Quarry; City; Collection; Mint; Rabble; War Chest; Grand Market; Bank. Add Platinum and Colony.

**K040 — Don't Blink:** Anvil; Watchtower; Quarry; Charlatan; City; Collection; Expand; Forge; King's Court; Peddler. Add Platinum and Colony.

**O015 — Biggest Money:** Harbinger; Moneylender; Laboratory; Mine; Artisan; Tiara; Crystal Ball; Mint; Grand Market; Bank. Add Platinum and Colony.

**O016 — The King's Army:** Moat; Merchant; Village; Bureaucrat; Council Room; Collection; Rabble; Vault; Expand; King's Court. Add Platinum and Colony.

**K151 — I Didn't Want It Anyway:** Militia; Throne Room; Bandit; Laboratory; Sentry; Bishop; Worker's Village; Magnate; War Chest; Grand Market. Add Platinum and Colony.

**K152 — Runaway Inflation:** Chapel; Vassal; Workshop; Poacher; Festival; Watchtower; Monument; City; Collection; Expand. Add Platinum and Colony.

**K153 — Reduce, Reuse, Recycle:** Moat; Village; Moneylender; Mine; Witch; Anvil; Tiara; Charlatan; Hoard; Bank. Add Platinum and Colony.

**K154 — Con Artist:** Merchant; Gardens; Library; Market; Artisan; Quarry; Crystal Ball; Vault; King's Court; Peddler. Add Platinum and Colony.

**K155 — Rewind:** Merchant; Village; Workshop; Council Room; Festival; Clerk; Magnate; War Chest; Hoard; Forge. Add Platinum and Colony.

**K156 — Back to Basics:** Cellar; Harbinger; Militia; Remodel; Smithy; Tiara; Worker's Village; City; Mint; Rabble. Add Platinum and Colony.

**K157 — Market Squared:** Vassal; Moneylender; Poacher; Market; Sentry; Investment; Quarry; Charlatan; Grand Market; Expand. Add Platinum and Colony.

**K158 — Stop and Swap:** Cellar; Harbinger; Bureaucrat; Laboratory; Mine; Bishop; Investment; Worker's Village; Collection; Crystal Ball. Add Platinum and Colony.

**K159 — Security Flaw:** Cellar; Village; Bandit; Festival; Witch; Anvil; Watchtower; Monument; King's Court; Peddler. Add Platinum and Colony.

**K160 — Seeing Double:** Moat; Militia; Remodel; Throne Room; Sentry; Tiara; Rabble; Hoard; Bank; Peddler. Add Platinum and Colony.
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  "direction": "Warm ivory parchment front with original curled banners, dark wood and engraved metal edging; original castle-and-river reverse inspired by Dominion cover painting, aged cream border, scalloped turquoise field and dark blue lettering from card-back visual vocabulary. No manuscript-style reference.",
  "prompts": {
    "front": "Edit IMAGE 1, the blank Dominion-style FRONT template. IMAGE 2 is only a COLOR AND PAPER REFERENCE: the existing illuminated-manuscript BACK that must remain unchanged. Make the front and back feel like one coherent professionally published deck. Preserve the front's exact layout, proportions, curled top and bottom ivory ribbons, narrow wood side rails, corner fittings, open writing area, and crisp resolution. Change ONLY the front's color temperature and its paper material: replace the cool silver-grey writing panel with pale warm buff vellum, in the same cream/ochre family as the back's parchment, but appreciably lighter and cleaner for highly readable black text. Target a subtle warm parchment hue approximately #e9d9b8, not orange, dark brown or saturated yellow. Give it restrained natural parchment fiber and very faint mottling compatible with the back; avoid prominent stains or noise. Warm the ribbons toward light ivory #f2e5c8. Warm the outer near-black edge and wood rails very subtly toward the back's deep brown, and keep fittings as muted aged dark metal. Do not redraw or move any shapes. No added text, illustrations, icons, patterns, embellishments, gold filigree, extra frames, perspective, shadows or mockup background. Output ONLY the edited front template, full rectangle, portrait 1024 x 1536, all interior areas blank.",
    "back": "Generate ONE original back design for a Dominion KINGDOM-SELECTION card, looking like a natural companion component to Dominion. Reference image 1 is the Dominion Second Edition COVER: use its painterly romantic castle landscape, misty blue-green valley, cream parchment banners and dark blue classical lettering as the visual direction. Reference image 2 is the official CARD BACK: use its restrained parchment/aged stone border, muted turquoise field and blue lettering as the card-design reference. Reference image 3 is our warm parchment FRONT: the new back should share its pale cream/buff paper, dark brown outer edge and tactile printed finish. Do not reproduce any reference image exactly. Create a new composition. Portrait 1024 x 1536, full rectangle flat printable artwork, no mockup. A broad aged ivory parchment border surrounds a muted pale turquoise and blue-green field with gentle old-print texture. In the center, a carefully composed original painted miniature of a limestone castle on a rocky green hill beside a winding river, soft misty distance, red-roofed village, in the traditional Dominion cover's illustrated style. Use soft atmospheric painted forms, naturalistic but simplified at playing-card scale; NOT a medieval manuscript miniature, not flat cartoon people, not a photorealistic render, not glossy gold or modern epic-fantasy concept art. At the top, a gracefully shaped ivory parchment banner carries the exact word 'DOMINION' in large dark royal-blue classical decorative serif capitals, visually related to the reference typography but not an exact traced logo. A smaller matching ivory banner near bottom reads 'KINGDOMS'. Restrained scalloped inner framing reminiscent of the official backs, simple old brass/ink details in the corners, no ornate filigree or extra text. Keep all meaningful art and lettering at least 9% inset from edges. Pale warm paper and cool muted turquoise should balance just as they do on the official back; the parchment must visually match our front. Quiet dark warm-brown outermost 3% for print bleed. No human figures, no crowns, no crests, no shields, no deer, no manufacturer logo, no copyright line, no KCD or illuminated-manuscript styling, no metal shine, no photorealism, no border outside the canvas."
  }
}
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The OFL allows the licensed fonts to be used, studied, modified and
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must be distributed entirely under this license, and must not be
distributed under any other license. The requirement for fonts to
remain under this license does not apply to any document created
using the Font Software.

TERMINATION
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# Dominion Kingdoms — 36 curated setups

For Base Second Edition and Prosperity Second Edition. Twelve Base-only, twelve Prosperity-only and twelve mixed kingdoms. Selection date: 14 September 2026. Fan-made kingdom selectors, not an official Dominion product.

## Printing

Print this PDF on A3 landscape at **Actual size / 100%**, duplex with **SHORT-edge flip**. It has four pages: fronts 1, backs 2, fronts 3, backs 4. That makes two double-sided sheets, 18 cards per sheet. Trim size is 59 × 91 mm. Measure a card before cutting a whole sheet. Test pages 1–2 first: physical printer registration varies.

Cut from the front using the small light dotted crosses. Discard the 6 mm gutters. Both sides have 3 mm dark bleed. Reverse positions mirror the fronts across the sheet width for short-edge duplex. Keep the page order unchanged. Font and artwork assets plus editable code are in the PDF's ZIP attachment.

## What the evidence supports

This is a curated menu, not a community top-36 ranking. I found no comparative ranking covering 36 eligible Second Edition kingdoms. Nine selections are official recommended setups; 27 are Kieran Millar's extra sets. He says he hand-designed and tested every extra kingdom in two-player games against the app's Hard AI. That is useful author testing, not broad independent multiplayer validation. His FAQ describes limited testing, and his site does not rank the sets. Recipe source and FAQ: https://kieranmillar.github.io/extra-recommended-sets/

There is direct independent praise for **Deck Top** and **Sleight of Hand**: a player names them as favorites for their mechanical themes, choices and deck-drawing potential. This is an individual endorsement, not a consensus score. https://www.reddit.com/r/dominion/comments/15wtqmf/best_kingdoms_for_newbies/

The requested BGG thread dates to 2011, before either current Second Edition. Its full text was unavailable during this research, so no ratings have been extracted or assigned to these cards. Historical ratings cannot automatically be applied to revised recipes with the same name. https://boardgamegeek.com/thread/655349/review-of-dominions-recommended-sets-of-10

The 2011 Dominion Strategy kingdom-design finalists have unusually strong selection evidence, but all nine require expansions outside this deck's scope. None was included or silently modified. https://dominionstrategy.com/2012/02/10/winner-of-the-kingdom-design-challenge/

## How this menu was selected

From the 40 eligible official and extra recipes on the source site, retain 36 unchanged (apart from correcting “Worker's Vilage” to “Worker's Village” in Back to Basics). The following four Base-only setups were omitted as an editorial judgment for this user's preference for strategic depth and a broad replay menu. These are not published low ratings:

- **First Game:** prioritizes teaching; the rulebook already gives you this introduction.
- **Playing It Safe:** limited draw makes it less compelling here than the selected engine and deck-control setups.
- **Slow And Steady:** lacks trashing and offers a slower deck-development experience already represented elsewhere.
- **Beatdown:** combines Militia, Bandit and Witch without trashing; less suitable for this user's desired default menu than the retained attack setups.

All 24 Prosperity-only and mixed recipes in this catalogue remain. At a count of 36 this is a broad menu, not a severe shortlist. Inclusion does not promise equally strong strategies or universal enjoyment. The strategic observations below are editorial analysis of the listed cards, not playtest results.

## A smaller starting rotation

Start with **Deck Top**, **Sleight of Hand**, **Work It Out**, **Maintain Focus**, **Friendly Interactive**, **At Great Expense**, **The King's Army**, and **I Didn't Want It Anyway**. The first two have the independent endorsement above; the other six are editorial picks for deck building, alternative scoring, gain/trash decisions and engine construction.

Play a kingdom twice with a different starting player before changing it; return for another pair if a new approach emerges. That gives players time to learn the board while keeping the menu useful. This is a suggested routine, not a rule.

## Setup reminders

Each selector lists exactly ten Kingdom piles. Standard Treasure, Victory and Curse piles are additional. Every Prosperity-only and mixed recipe here uses **Platinum and Colony**, also additional to the ten Kingdom piles. Use the rulebooks for player-count pile sizes, starting decks, VP tokens and card-specific setup. Prosperity rules reference: https://www.64ouncegames.com/pages/dominion-prosperity2nd-edition-rules

The fronts use full BASE and PROSPERITY headings. Footer codes identify the original catalogue entry; O means official, K means Kieran Millar. Gaps in codes are intentional. Codes are identifiers, not ranks.

## Visual design and credits

The front uses warm ivory parchment, restrained dark wood and metal ornament, Cinzel titles and EB Garamond text. The reverse is original generated castle-and-river artwork informed by Dominion's cover and its cream, turquoise and blue card-back palette. Neither image is a scan of a commercial card. Font licences and the source site's MIT notice are included with the editable source.

## The 36 kingdoms

The following theme descriptions are editorial analysis, not source ratings.


### Base 2E

| Code | Kingdom | Provenance | Strategic focus |
|---|---|---|---|
| O002 | Size Distortion | Official | Trashing, gains and Gardens scoring. |
| O003 | Deck Top | Official + player endorsement | Top-deck control, draw and Artisan gains. |
| O004 | Sleight of Hand | Official + player endorsement | Throne Room, draw and deck cycling. |
| O005 | Improvements | Official | Remodel and Artisan against Witch pressure. |
| O006 | Silver & Gold | Official | Chapel thinning and Treasure development. |
| K001 | Simplicity | Author-playtested | Village/draw engines with Gardens as a scoring option. |
| K002 | Ups and Downs | Author-playtested | Chapel thinning, Artisan gains and Library support. |
| K003 | Put In The Effort | Author-playtested | Throne Room and draw; Witch and Sentry management. |
| K006 | Work It Out | Author-playtested | Chapel, Village and draw with gain/buy decisions. |
| K008 | Making Do | Author-playtested | Workshop gains, Remodel and action sequencing. |
| K009 | Progression System | Author-playtested | Deck thinning and incremental card upgrades. |
| K010 | Maintain Focus | Author-playtested | Chapel engines, Gardens gains and Witch pressure. |

### Prosperity 2E

| Code | Kingdom | Provenance | Strategic focus |
|---|---|---|---|
| O113 | Beginners | Official | Treasure sequencing, draw and Expand upgrades. |
| O114 | Friendly Interactive | Official | Bishop and Collection scoring; City and Forge timing. |
| K031 | Soft Cap | Author-playtested | Cost reduction, trashing and Grand Market access. |
| K032 | Before and After | Author-playtested | Bishop/Mint thinning, City growth and Peddler gains. |
| K033 | Future Imperfect | Author-playtested | Bishop scoring, Rabble pressure and Treasure play. |
| K034 | For Sale | Author-playtested | Quarry discounts, Collection scoring and Forge. |
| K035 | Defective Goods | Author-playtested | King’s Court engines with Expand and Charlatan. |
| K036 | Interest Rates | Author-playtested | Investment timing, Bishop and Treasure sequencing. |
| K037 | Low Standards | Author-playtested | Mint thinning, Collection and Peddler scoring. |
| K038 | At Great Expense | Author-playtested | King’s Court draw, Mint thinning and Forge conversion. |
| K039 | The Taste of Success | Author-playtested | Bishop/Collection scoring with City and discounts. |
| K040 | Don't Blink | Author-playtested | Gain control, Collection scoring and pile-end timing. |

### Base 2E + Prosperity 2E

| Code | Kingdom | Provenance | Strategic focus |
|---|---|---|---|
| O015 | Biggest Money | Official | Treasure sequencing, Mint and Bank economy. |
| O016 | The King's Army | Official | King’s Court draw, Collection scoring and Expand. |
| K151 | I Didn't Want It Anyway | Author-playtested | Bishop scoring, Sentry thinning and action engines. |
| K152 | Runaway Inflation | Author-playtested | Chapel, Workshop/Collection scoring and City. |
| K153 | Reduce, Reuse, Recycle | Author-playtested | Treasure upgrades and curse management. |
| K154 | Con Artist | Author-playtested | Quarry/Peddler economy and Gardens gains. |
| K155 | Rewind | Author-playtested | Draw and gains with Forge conversion. |
| K156 | Back to Basics | Author-playtested | Mint/Remodel thinning, City and Rabble. |
| K157 | Market Squared | Author-playtested | Sentry control, Investment and Grand Market economy. |
| K158 | Stop and Swap | Author-playtested | Bishop/Collection scoring and Crystal Ball control. |
| K159 | Security Flaw | Author-playtested | King’s Court, attacks and Watchtower gain control. |
| K160 | Seeing Double | Author-playtested | Throne Room and Tiara repetition with Sentry. |

### Exact recipes

**O002 — Size Distortion:** Chapel; Workshop; Bureaucrat; Gardens; Throne Room; Bandit; Festival; Sentry; Witch; Artisan.

**O003 — Deck Top:** Harbinger; Vassal; Village; Bureaucrat; Moneylender; Council Room; Festival; Laboratory; Sentry; Artisan.

**O004 — Sleight of Hand:** Cellar; Harbinger; Gardens; Militia; Poacher; Smithy; Throne Room; Council Room; Festival; Library.

**O005 — Improvements:** Cellar; Moat; Merchant; Moneylender; Poacher; Remodel; Market; Mine; Witch; Artisan.

**O006 — Silver & Gold:** Chapel; Harbinger; Merchant; Vassal; Bureaucrat; Moneylender; Throne Room; Bandit; Laboratory; Mine.

**K001 — Simplicity:** Harbinger; Merchant; Village; Gardens; Moneylender; Smithy; Council Room; Festival; Laboratory; Market.

**K002 — Ups and Downs:** Cellar; Chapel; Vassal; Bureaucrat; Poacher; Remodel; Bandit; Festival; Library; Artisan.

**K003 — Put In The Effort:** Moat; Merchant; Workshop; Poacher; Smithy; Throne Room; Laboratory; Sentry; Witch; Artisan.

**K006 — Work It Out:** Chapel; Vassal; Village; Workshop; Poacher; Smithy; Throne Room; Festival; Laboratory; Market.

**K008 — Making Do:** Cellar; Moat; Merchant; Village; Workshop; Militia; Remodel; Throne Room; Bandit; Festival.

**K009 — Progression System:** Cellar; Chapel; Harbinger; Village; Workshop; Bureaucrat; Remodel; Laboratory; Mine; Sentry.

**K010 — Maintain Focus:** Chapel; Village; Workshop; Gardens; Militia; Remodel; Library; Market; Witch; Artisan.

**O113 — Beginners:** Watchtower; Clerk; Monument; Tiara; Worker's Village; Crystal Ball; Magnate; Rabble; Bank; Expand. Add Platinum and Colony.

**O114 — Friendly Interactive:** Bishop; Tiara; Worker's Village; City; Collection; War Chest; Vault; Hoard; Forge; Peddler. Add Platinum and Colony.

**K031 — Soft Cap:** Watchtower; Clerk; Investment; Monument; Tiara; Worker's Village; Vault; Grand Market; Hoard; Expand. Add Platinum and Colony.

**K032 — Before and After:** Bishop; Quarry; Tiara; Charlatan; City; Magnate; Mint; War Chest; Bank; Peddler. Add Platinum and Colony.

**K033 — Future Imperfect:** Anvil; Watchtower; Bishop; Clerk; Monument; Crystal Ball; Mint; Rabble; Hoard; Bank. Add Platinum and Colony.

**K034 — For Sale:** Anvil; Investment; Quarry; Worker's Village; Collection; Rabble; War Chest; Grand Market; Forge; King's Court. Add Platinum and Colony.

**K035 — Defective Goods:** Watchtower; Monument; Worker's Village; Charlatan; Crystal Ball; Magnate; Vault; Expand; King's Court; Peddler. Add Platinum and Colony.

**K036 — Interest Rates:** Bishop; Clerk; Investment; Tiara; City; Crystal Ball; Magnate; Vault; War Chest; Hoard. Add Platinum and Colony.

**K037 — Low Standards:** Clerk; Tiara; Collection; Crystal Ball; Mint; Rabble; Vault; War Chest; Grand Market; Peddler. Add Platinum and Colony.

**K038 — At Great Expense:** Anvil; Monument; Worker's Village; Magnate; Mint; Vault; Hoard; Bank; Forge; King's Court. Add Platinum and Colony.

**K039 — The Taste of Success:** Bishop; Investment; Quarry; City; Collection; Mint; Rabble; War Chest; Grand Market; Bank. Add Platinum and Colony.

**K040 — Don't Blink:** Anvil; Watchtower; Quarry; Charlatan; City; Collection; Expand; Forge; King's Court; Peddler. Add Platinum and Colony.

**O015 — Biggest Money:** Harbinger; Moneylender; Laboratory; Mine; Artisan; Tiara; Crystal Ball; Mint; Grand Market; Bank. Add Platinum and Colony.

**O016 — The King's Army:** Moat; Merchant; Village; Bureaucrat; Council Room; Collection; Rabble; Vault; Expand; King's Court. Add Platinum and Colony.

**K151 — I Didn't Want It Anyway:** Militia; Throne Room; Bandit; Laboratory; Sentry; Bishop; Worker's Village; Magnate; War Chest; Grand Market. Add Platinum and Colony.

**K152 — Runaway Inflation:** Chapel; Vassal; Workshop; Poacher; Festival; Watchtower; Monument; City; Collection; Expand. Add Platinum and Colony.

**K153 — Reduce, Reuse, Recycle:** Moat; Village; Moneylender; Mine; Witch; Anvil; Tiara; Charlatan; Hoard; Bank. Add Platinum and Colony.

**K154 — Con Artist:** Merchant; Gardens; Library; Market; Artisan; Quarry; Crystal Ball; Vault; King's Court; Peddler. Add Platinum and Colony.

**K155 — Rewind:** Merchant; Village; Workshop; Council Room; Festival; Clerk; Magnate; War Chest; Hoard; Forge. Add Platinum and Colony.

**K156 — Back to Basics:** Cellar; Harbinger; Militia; Remodel; Smithy; Tiara; Worker's Village; City; Mint; Rabble. Add Platinum and Colony.

**K157 — Market Squared:** Vassal; Moneylender; Poacher; Market; Sentry; Investment; Quarry; Charlatan; Grand Market; Expand. Add Platinum and Colony.

**K158 — Stop and Swap:** Cellar; Harbinger; Bureaucrat; Laboratory; Mine; Bishop; Investment; Worker's Village; Collection; Crystal Ball. Add Platinum and Colony.

**K159 — Security Flaw:** Cellar; Village; Bandit; Festival; Witch; Anvil; Watchtower; Monument; King's Court; Peddler. Add Platinum and Colony.

**K160 — Seeing Double:** Moat; Militia; Remodel; Throne Room; Sentry; Tiara; Rabble; Hoard; Bank; Peddler. Add Platinum and Colony.



