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Ard Rí is a strategic compet-
itive card game designed 

for 2 to 5 players. The object of  
the game is to collect the most 
wealth in order to force the other 
players to acknowledge you as 
the Ard Rí (i.e. the High King). 
Average game-play time is 30 to 
60 minutes.

In the game, players take the 
role of  ancient Gaelic warlords 

in early Scotland and Ireland. 
Game-play starts in the Spring 

and proceeds through the seasons 
of  the year, with each season 
providing players with the oppor-
tunity to expand their wealth and 
military might, and work towards 
the goal of  becoming High King. 
 
More information on the culture 
and language of  the original 
sources may be found at: 
    www.culturlan.com

	 Warriors	padded	silent	and	barefoot,	naked	swords	reflect-
ing	the	Hallowe’en	moon	as	they	crossed	Aherdee,	the	river’s	ford	
where Fear Diaidh fell in battle with his foster-brother Cú Chulainn, 
the	matchless	son	of 	Lugh.	Ahead	in	the	darkness,	the	cattle	of 	their	
lord’s	opponent	huddled	on	the	pasture,	enjoying	its	lawn	of 	rich	
grass.	Sounds	of 	laughter	and	song	wafted	down	from	the	lawn	
surrounding	the	royal	round-house	as	warriors	celebrated	by	drinking	
their	due	share	of 	their	lord’s	mead.	Stealing	their	cattle	should	be	
easy … 
	 …	But	as	the	warriors	turned	the	head	of 	the	first	great	
beast,	it	let	loose	a	mighty	groaning	bellow.	The	singing	stopped,	a	
door	opened,	and	a	single	massive	figure	suddenly	stood	silhouetted	at	
the	entrance	of 	their	master’s	round-house.	
	 This	would	be	anything	but	easy.

1. Overview
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 2. Components & Setup

The game components for 
Ard Rí are our Celtic Myth 

playing-card decks, infused with 
the history and mythology of  the 
Gael. Decks can be purchased 
online via Amazon or at 

www.culturlan.com 

For 2-player games, one deck 
should suffice. For games with 

3-4 players, we recommend two 
decks. For 5-player games, all 
three decks should be used.

Each deck is comprised of  four 
types of  cards: 

• Court cards 
(Jacks, Queens, & Kings), 

• number cards (2 to 10), 
• Aces, and 
• Jokers.

The Court cards represent 
Noble Warriors used both to 

defend a player’s herds and raid 
cattle from other players. The 
cards illustrate figures from early 
Gaelic mythology and are ranked: 
Kings will defeat Queens and 
Jacks in battle, and Queens will 
defeat Jacks. When cards of  equal 
rank are paired in battle, both are 
killed and placed in the discard 
pile.

In the advanced version of  the 
game, every Noble Warrior also 

has a special ability inspired by 
his or her role in Celtic myth and 
capable of  influencing game-play.

See page 18 for details. 

http://www.culturlan.com 
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The Number cards and 
Aces are the cattle-cards, 

which represent wealth. Cattle 
cards are also used to feed war-
riors. Each pip on a number card 
represents one cattle-point, such 
that a 9 represents 9 cattle-points 
and a 4 represents 4 cattle-points. 
Aces represent a single Bull, 
which is worth 15 cattle-points. 
The different suits represent dif-
ferent types of  cattle.

Jokers represent fey creatures 
which have the ability to 

negate the effect of  special abil-
ities; Jokers are only used in the 
advanced version of  the game.

Players sit around a table with 
the draw-deck and discard 

pile in the middle. This area is the 
wilderness, and Noble Warriors 
sent into the wilderness will be 
placed beside the draw-deck but 
not in the discard pile. 

Each player keeps their hand 
secret from other players until 

they play cards from their hand 
onto the table in front of  them. 
This area where cards are played 
is called a demesne and is divided 
into a Cattle-Field on the right 
(where numbered cards will be 
played) and a Roundhouse on 

the left (where court cards will be 
played).  

Between each of  these areas (the 
Wilderness and each player’s 

demesne) are the Marches where 
combat and hunting will take place. 
Cards will be moved in and out of  
the Marches as they take actions 
during the course of  the game.

Players are dealt 9 cards. If  there 
are no warriors (or only war-

riors) in a player’s hand then that 
player may discard his or her whole 
hand before drawing 9 new cards. 

Setup: How the Table is Laid Out
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