
Splendor 

Rulebook Review 

 

Splendor is one of those games that I never get tired of playing, no matter 

how predictably and thoroughly I get beat. It’s also a game that I hope to 

never have to consult the rulebook for except to remind myself how many 

tokens are used depending on the number of players in the game. That’s on the 

first page of the rules, and if that’s as far as I have to go, I’m happy. 

But the second and third pages? 

Well, I just hope this review is the last time I visit them. 

The individual rules aren’t themselves poorly written. The issue with 

Splendor’s rulebook is the layout. So, to discuss it, I’ve reproduced page 2 

below.  



Notice that right off the bat, we’ve got a problem: the columns are reversed. 

Rulebooks tend to be best organized in a chronological fashion, walking the 

player through the game. First the setup (nicely done on the previous page), 

then the overall objectives (in the header of this page, not copied here), 

then how a round proceeds, player options on their turn, and eventually 

moving into the end game mechanics and how someone can win or lose. Since 

players will naturally start with the left column, these need to swap 

position.

  



In the first section of the Game Rules, things start out fine, describing 

taking tokens. That’s great, because before having the coins to buy their 

first development cards, that’s all players can do. But, for some reason 

reserving development cards and taking a gold token comes before the ordinary 

purchasing a development card option. This ordering is repeated below in the 

“Reserve a development card” and “Buying a development card” sections. (And 

never mind the lack of parallel grammar; most players won’t notice and it 

doesn’t affect anything other than linguistic worrywarts.) 

If you’re familiar with Splendor, you’ll also notice something missing from 

this page, a little something known as The Core Mechanic of the Game. It 

doesn’t arrive until the next page: 

 

The bonuses! That’s what drives the entire game, but it’s not mentioned until 

near the very end. This discussion should have come well before discussing 

prestige points and the nobles (which are the end game/winning mechanic). 

The main thing you’re doing in Splendor is collecting coins to buy cards, and 

buying cards to get permanent discounts on future card purchases, enabling 

you to more easily buy the expensive cards worth prestige points. 

I said I enjoy this game no matter how predictably I lose, and the rulebook 

layout might be related to that. Putting the prestige points and nobles front 

and center left reflects how stronger players develop their strategy and plot 

a path towards victory (the part I’m weakish at). Same goes for giving 

reserving cards and gold coins more emphasis than ordinary card buying. 

The rulebook seems to be written from the point of view of the type of player 

I habitually lose to. But, this isn’t a strategy guide for experienced 

players; it needs to see the game from the perspective of someone entirely 

new to its rules and mechanics. 


