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“I shall shield the C
rown from

 this breath 
to m

y last.” - K
ing’s G

uard O
ath

E
LIT

E

K
ing’s G

uard
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1 1 2K
ill 

 all com
m

oners 
 of other factions 

in this w
ave.

“In power, authority.”  
- H

ouse Bentheon W
ords

E
LIT

E

B
entheon K

nights
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3 3 2K
ill 

 all elites 
 of other factions in 

this w
ave.

“I keep a favor from
 each noblem
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defeat. I will carry a favor of yours too.”

N
O

B
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A
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idow
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aker
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“I am
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rown. N
o sword 

will reach it but through m
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2 0 1

A
nyone can join the rebellion. N

o 
questions asked.

C
O

M
M

O
N

E
R

O
utlaw

2

3 3 2K
ill 

 all nobles 
 of other factions 

in this w
ave.

 “Sorry, little one. K
ing’s orders.”

N
O

B
LE

D
atura, A

ddled A
ssassin
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“I will see A
clysm

ia in ruins before I see a 
traitor sit the throne.”

You m
ay play another E

m
pire 

 
character from

 your hand.

N
O

B
LE

K
ing K

yros
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ey will not be swayed by threats or blind 
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Th
ey are sm

allfolk and foreigners but their 
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parable.
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Q
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Th
ey fight in the Phabosian style of 

warfare: swift, reckless, and ruthless.

E
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w
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3

2 2 4

“Patience, Picureas. A
 loss now m

eans a 
victory later.”

If the R
ebel 

 faction loses this battle, 

Langm
an stays in the battle under your 

control for the next battle.

N
O

B
L

E

Langm
an, C

row
n’s Th

orn

3

3 3 2

“W
inning a heart takes passion. W

inning 
a war takes planning.”

E
ach R

ebel 
 character in the next w

ave 

gets +1 pow
er 

.

N
O

B
L

E

P
icureas, Son of R

oses

1

3 3 3

 “You say ‘saboteur’ like it’s a bad thing.”

C
haracters of other factions this w

ave 

do not use their 
2

 or 
3

 special 

abilities.

N
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B
L

E

Sythera the W
hisperer

3

5 5 0

“Th
e K

ing has lost the people’s hearts. 
M

ine as well.”

E
ach R

ebel 
 com

m
oner 

 in this or 

any previous w
ave gets +1 pow

er 
.

N
O

B
L

E

Q
ueen E

letheria
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In dark tim
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any turn to worldly 
powers. W
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 of a higher truth.

C
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 all com
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“Th
e G

oddess guides us.”  
- H

ouse G
odesea W

ords

E
L

IT
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G
odesea K

nights

1

1 2 2 4

“I have lived for the Faith and I will die 
for it too.”

W
hen Sim

one dies 
, collect 5  

influence 
.

N
O

B
L

E

Sim
one the Suff

erer

2

3 3 1

“M
y strength com

es from
 the G

oddess, not 
from

 a coin purse.”

If you have one or less gold 
, Th

avm
a 

gets +
3 pow

er 
.

N
O

B
L

E

Th
avm

a the R
evelator

3

5 5 0

“A
clysm

ia suffers for royal sins. R
uling in 

H
er nam

e shall be m
y penance.”

C
onvert 

 all com
m

oners 
 of other 

factions in this w
ave to the C

hurch 
 

faction. Th
ey get +

1 pow
er 

.

N
O

B
L

E

P
rincess B

eatice

3

3 3 0

“M
y brother’s faith is weak. I shall sit a 

better Bentheon upon the throne.”

C
onvert 

 all elites 
 of other factions 

in this w
ave to the C

hurch 
 faction.

N
O

B
L

E

P
rotis, A

bsolver of Sins
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“Th
e G

oddess guides us.”  
- H

ouse G
odesea W

ords

E
L

IT
E

G
odesea K

nights











 SE
T

U
P

1. Shuffl
e character cards from

 three factions into one deck.
2. G

ive each player 3 gold 
.

IN
T

R
IG

U
E

 P
H

A
SE

1. Place the Faction Tokens on the top of the Pow
er T

rack.
2. Shuffl

e the character deck.
3. D

eal each player a pool of 6 cards face dow
n.

4.  E
ach player looks at her pool, takes one card from

 it to add to her hand, and 
passes the rem

aining cards to her left neighbor.
5. R

epeat step 4 until all pools are gone.

C
O

N
FL

IC
T

 P
H

A
SE

1.  Players sim
ultaneously and secretly choose characters to add to the battle.

2. Players reveal their characters.
3. Players collect 

 or pay 
 gold.

4. R
esolve special abilities.

5. U
pdate the Pow

er T
rack.

6. R
epeat steps 1–

5 three m
ore tim

es, for a total of four w
aves.

 
D

E
A

D
 

 C
H

A
R

A
C

T
E

R
S

 
 

• C
ontribute no pow

er 
.

 
 

• O
nly grant half (rounded dow

n) influence 
.

 
 

• G
rant consolation gold 

 as norm
al.

 
H

U
SH

 M
O

N
E

Y
 

  
•  A

 character costs 1 additional gold 
 if you played a character from

 
the sam

e faction in the im
m

ediately previous w
ave.

R
E

SO
LU

T
IO

N
 P

H
A

SE
1. U

pdate the Pow
er T

rack.
2. D

eterm
ine w

hich faction w
ins the battle.

3.  C
ollect influence 

 for characters you played from
 the w

inning faction.
4.  C

ollect consolation gold 
 for characters you played from

 losing factions.
5. If any player has 15 or m

ore influence 
, the gam

e ends.
6.  K

eep one card in your hand for the next battle and discard the rest.
7.  A

dd all played and discarded cards to the deck.
8. R

eturn to the Intrigue Phase.

Q
U

IC
K

 R
E

FE
R

E
N

C
E



C
H

U
R

C
H

 C
H

A
R

A
C

T
E

R
S

Shepherd of the Lost. Shepherd of the Lost converts 
 all com

m
oners  

in her w
ave.

Protis, A
bsolver of Sins. Protis converts 

 all elites 
 in his w

ave.

Princess B
eatice. Princess B

eatice converts 
 and grants +

1 pow
er 

 to 
com

m
oners  in her w

ave.

 
•  Princess B

eatice does not grant +
1 pow

er 
 to com

m
oners  w

ho 
w

ere already part of the C
hurch 

 faction.
 

•  If a com
m

oner  is converted to the C
hurch 

 faction by another 
source at the sam

e tim
e Princess B

eatice converts it, it still gets +
1 

pow
er 

.
Sim

one the Sufferer. If Sim
one the Sufferer dies, she grants special 

influence 
.

 
•  Sim

one the Sufferer still grants special influence 
 even if she dies 

in a w
ave after she is played.

 
•  If Sim

one the Sufferer dying brings a player to 15 or m
ore 

influence 
, the gam

e doesn’t end until the R
esolution P

hase  
as norm

al.
Th

avm
a the R

evelator. Th
avm

a gets extra pow
er 

 if the player w
ho 

played him
 has 0 or 1 gold 

 after paying his cost 
.

15

B
A

C
K

G
R

O
U

N
D

Th
e A

clysm
ian Em

pire is crum
bling. K

ing K
yros B

entheon clings 
to pow

er by any m
eans necessary. Q

ueen E
letheria, abandoning her 

husband, leads a rebellion of disgruntled soldiers and conquered peoples 
to overthrow

 him
. Princess B

eatice has disavow
ed both of her parents to 

join the C
hurch.

You and the other players, as m
em

bers of a secret society, hold sw
ay 

over A
clysm

ia, but your job is not to set things right. You just w
ant to be 

on the w
inning side w

hen the fighting ends. By w
eaving M

achiavellian 
alliances and determ

ining the outcom
e of crucial battles, you’ll accrue 

influence for w
hen the w

ar finally resolves. In the end, the king, the 
queen, or the princess m

ay w
ear the crow

n, but you w
ill rule from

 the 
shadow

 throne.

G
A

M
E

 O
V

E
R

V
IE

W
 &

 O
B

JE
C

T
IV

E
You and the other players w

ill m
anipulate characters belonging to different 

factions, determ
ining the outcom

es of battles until the w
ar ends. W

hoever 
collects the m

ost influence 
 w

ins.

Th
e gam

e takes place over the course of several battles. E
ach battle starts 

w
ith an intrigue phase, w

here players gain control of characters. E
ach 

battle is fought in the conflict phase over four w
aves. E

ach w
ave, players 

add characters to the battle. Finally, in the resolution phase, players 
associated w

ith the w
inning faction gain influence 

.

Th
e gam

e ends w
hen a player collects 15 or m

ore influence 
, usually 

after three to five battles.

C
R

E
D

IT
S

G
am

e D
esign: Teale Fristoe 

G
raphic D

esign: Slim
 M

ittens 
A

rt: Jesse Parrotti 
Story: B

enjam
in H

uffm
an
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             CHURCH 
B

efore she freed Picureas and abandoned her husband, E
letheria 

arranged for B
eatice to board w

ith Sister Sim
one, B

eatice’s religious 
teacher. Leaving B

eatice at K
yros’ m

ercy just seem
ed too dangerous.

K
yros’ reaction to E

letheria w
as furious. H

e dem
anded that the C

hurch 
return B

eatice, but Sim
one, fearful for B

eatice’s safety, refused. Th
e king 

did not take the refusal lightly. H
e condem

ned the C
hurch as traitors, 

effectively declaring w
ar on them

.

B
eatice w

as scared, confused, and felt abandoned. She didn’t know
 w

ho 
to turn to. But Brother Protis w

as there to com
fort her.

Protis, K
yros’ younger brother, never had a chance for the throne, but 

quickly w
orked his w

ay through the C
hurch. H

ow
ever, he never lost sight 

of the crow
n and rem

ained bitter. W
hile m

ost m
em

bers of the C
hurch 

reluctantly accepted the w
ar as necessary, Protis em

braced it. Th
is w

as his 
chance to claim

 w
hat he felt w

as rightfully his.

Protis convinced B
eatice to denounce both of her parents as sinners and 

declare her allegiance to the C
hurch. N

ow, the C
hurch finds itself the 

reluctant third side of a bloody struggle to control the kingdom
.

C
H

U
R

C
H

 SPEC
IA

L A
BILIT

Y : C
O

N
V

ER
SIO

N
M

any characters in the C
hurch 

 faction convert 
 characters from

 
other factions to the C

hurch side.

 
•  W

hen a character is converted 
, put a 

 token on that character. 
Th

e character is now
 part of the C

hurch 
 faction and is no longer 

a m
em

ber of its original faction.
 

• D
ead 

 characters cannot be converted 
.

 
•  A

 converted 
 character contributes its pow

er 
 to the faction it is 

converted to, not to its original faction.
 

•  A
 converted 

 character grants influence 
 if the faction it 

converted to w
ins the battle and grants consolation gold 

 if the 
faction it converted to loses the battle.

 
•  W

hen your character is converted 
, you m

ust pay hush m
oney in 

the follow
ing w

ave based on its original faction, not based on its new
 

faction (See H
ush M

oney, page 7).

14

C
O

M
P

O
N

E
N

T
S &

 SE
T

U
P

1.  Shuffl
e all 54 C

haracter cards (18 cards from
 each of 3 factions)  

into one deck.
2. Place the 3 Faction tokens on the top of the Pow

er T
rack.

3. Place the rem
aining tokens w

ithin easy reach of all players.
4. G

ive each player 3 gold 
.

x21x15

x42x1 5

x13
x10

x13

3



R
E

B
E

L C
H

A
R

A
C

T
E

R
S

P
habos Scouts. Phabos Scouts give +

1 pow
er 

 to each other R
ebel 

 
character in their w

ave.

Picureas, Son of R
oses. Picureas gives +

1 pow
er 

 to each R
ebel 

 
character in the w

ave after he is played.

 
•  If Picureas is played on the final w

ave of a battle, his ability does 
nothing.

Q
ueen E

letheria. Q
ueen E

letheria gives +
1 pow

er 
 to each R

ebel 
 

com
m

oner  in her w
ave and all preceding w

aves.
 

•  Q
ueen E

letheria does not em
bolden characters played in 

subsequent w
aves.

L
angm

an, C
row

n’s Th
orn. W

hen the R
ebels 

 lose a battle, Langm
an 

stays to fight another day.  If Langm
an’s ability triggers and the R

ebel 
 

faction loses the battle, do not shuffl
e him

 back into the deck. Leave him
 

out for the next battle as if you played him
 in a w

ave before any others.

 
•  R

em
ove any 

 or other tokens from
 Langm

an before the next 
battle.

 
•  Langm

an does not stay in the battle if he is killed 
, even after his 

ability triggers.
 

•  If the R
ebel 

 faction loses a second battle, shuffl
e Langm

an back 
into the deck.

Sythera the W
hisperer. Sythera prevents characters from

 other factions 
in the sam

e w
ave from

 using their 
2

 and 
3

 abilities. T
reat those 

characters as having no abilities.

13

E
X

A
M

P
L

E
 C

H
A

R
A

C
T

E
R

 C
A

R
D

1.  R
ank. Som

e special rules refer to rank. R
ank can also indicate 

how
 to use a character.

 
  Com

m
oners grant gold 

. Th
ey are the backbone of your 

econom
y.

 
  Elites are pow

erful 
 and often determ

ine the outcom
e of 

battles.
 

  N
obles cost a lot of gold 

, but offer a lot of influence 
.

2.  N
am

e. Th
e character’s 

nam
e.

3.  Pow
er. Th

e character 
contributes this m

uch 
pow

er 
 for its faction. 

Th
e faction w

ith the 
m

ost pow
er 

 w
ins the 

battle.
4.  Influence. Th

e am
ount 

of influence 
 the 

character grants if its 
faction w

ins a battle.
5.  C

ost or incom
e. You 

m
ust pay this m

uch 
gold 

 to play the 
character if it has a cost 
(

) or you collect this 
m

uch gold 
 w

hen you 
play the character if it 
has an incom

e (
).

6.  C
onsolation gold. 

C
ollect this m

uch gold 
 if the character’s faction loses the battle. N

ot all characters 
grant consolation gold.

7.  Special ability. Special abilities occur after paying for your 
character. See C

onflict Phase Step 4 (page 6) and the Faction 
D

etails section (pages 10–15) for m
ore inform

ation. N
ot all 

characters have a special ability.
8.  Faction. Th

e character’s faction. Th
is is also indicated by card 

color. Th
e factions are the Em

pire 
, the R

ebels 
, and the 

C
hurch 

.

1

4

2

5 3

6

7

8

4



            
 REBELS 

K
ing K

yros’ father, R
hynus, had one crow

ning achievem
ent w

hile he 
ruled A

clysm
ia. Som

e tw
enty years ago, he conquered R

ota, a sm
all 

kingdom
 to the south. For decades, the R

otan people had evaded 
B

entheon dom
inance, but R

hynus finally subdued them
.

Th
ough his rule lasted several m

ore years, R
hynus w

as never able to live up 
to that accom

plishm
ent. Th

at’s m
ostly because R

ota’s young ruler, Langm
an 

Paneros, never accepted defeat. H
e follow

ed in the footsteps of m
any of 

A
clysm

ia’s conquered people and took up arm
s against the crow

n. W
hile he 

never successfully overthrew
 R

hynus, he alw
ays m

anaged to evade capture. 
Som

e say his persistence led to R
hynus’ early death.

Langm
an, w

ho becam
e know

n as the C
row

n’s Th
orn, continued to vex 

K
yros w

hen he took the throne. H
ow

ever, K
yros w

as able to turn his 
attention elsew

here, and eventually captured Picureas, the son Langm
an 

hid w
hen R

ota fell, now
 a brash young m

an. K
yros finally believed he had 

broken the curse of the C
row

n’s Th
orn. H

e locked up Picureas and, in 
his characteristic w

ay, let him
 slow

ly deteriorate in the castle’s dungeon. 
Surely Langm

an w
ould not persist if it m

eant his son’s painful death...

But K
yros did not anticipate Picureas’ effects on his w

ife E
letheria. She 

had alw
ays been sym

pathetic to the subjugated foreigners and their never 
ending rebellions. It didn’t take long for E

letheria to fall in love w
ith 

Picureas, w
hose princely charm

s w
ere irresistible even locked aw

ay in a 
dungeon. It w

as then only a m
atter of tim

e before she w
as able to free 

him
, and the tw

o fled together.

N
ow, w

ith the Q
ueen at their lead, the m

any conquered peoples of 
A

clysm
ia have joined forces, and the R

ebellion finally stands a chance.

R
E

B
E

L SP
E

C
IA

L A
B

IL
IT

Y
: E

M
B

O
L

D
E

N
M

any characters in the R
ebel 

 faction grant extra pow
er 

 to other 
R

ebel forces.

 
• Place a 

 token on a character for each +
1 pow

er 
 it receives.

 
• If a character is killed 

, rem
ove all 

 tokens from
 it.
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ST
E

P
S O

F A
 R

O
U

N
D

E
ach round of Shadow Th

rone represents a battle w
ith three phases: 

Intrigue Phase, Conflict Phase, R
esolution Phase.

B
efore a battle is fought, players gain control of characters in the Intrigue 

Phase. Players then determ
ine w

hich characters fight in the C
onflict 

Phase. Finally, the battle resolves and the w
inners take rew

ards in the 
R

esolution Phase.

IN
T

R
IG

U
E

 P
H

A
SE

In the Intrigue Phase, players gain control over characters from
 the 

different factions by drafting cards, w
hich represents players form

ing 
alliances w

ith those characters. O
r blackm

ailing them
. O

r kidnapping 
them

. O
r som

ething even m
ore nefarious. Follow

 these steps:

 
1.  R

eset the Pow
er T

rack. Put all three Faction tokens on the top of 
the Pow

er T
rack on the w

ords Power Track.
 

2. Shuffl
e the C

haracter deck.
 

3. D
eal pools. D

eal each player a pool of 6 cards face dow
n.

 
4.  D

raft from
 pool. E

ach player looks at her pool, chooses one card 
from

 it to add to her hand, and passes the rem
aining cards to her 

left neighbor. 
 

     A
 player’s hand should be kept hidden from

 other players, but the 
player can exam

ine her ow
n hand at any tim

e.
 

5. C
ontinue drafting. R

epeat step 4 until all pools are gone.

5



E
M

P
IR

E
 C

H
A

R
A

C
T

E
R

S
B

entheon K
nights. B

entheon K
nights kill 

 all com
m

oners  in their 
w

ave. Th
ey do not kill Em

pire 
 characters.

A
nna Lys, W

idow
 M

aker. A
nna Lys kills 

 all elites 
 in her w

ave. She 
does not kill Em

pire 
 characters.

D
atura, A

ddled A
ssassin. D

atura kills 
 all nobles 

 in his w
ave. H

e 
does not kill Em

pire 
 characters.

K
ing K

yros. K
ing K

yros lets you play an extra Em
pire 

 card.

 
• C

ollect its incom
e 

 or pay its cost 
 as norm

al.
 

• You do not have to pay hush m
oney for the extra card.

 
•  If you have no Em

pire 
 characters in your hand, cannot afford 

one, or don’t w
ant to play one, don’t play another card. You don’t 

have to tell your opponents w
hy.

 
•  Th

e extra card is considered part of the sam
e w

ave as K
ing K

yros. 
A

bilities that occurred before K
ing K

yros’ ability do not affect the 
extra card. H

ow
ever, abilities that occur at the sam

e tim
e as K

ing 
K

yros’ ability do affect the extra card.
 

•  If the extra card has a special ability, it w
ill occur at the sam

e tim
e as 

3
 abilities, even if it is a 

1
 or 

2
 ability.
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In the C
onflict Phase, players decide w

hich characters fight in the battle.

E
ach C

onflict Phase has four w
aves. For each w

ave:

 
1.  C

hoose characters. E
ach player chooses a character card from

 her 
hand and places it face dow

n in front of her. A
ll players do this 

sim
ultaneously.

 
 

•  E
ach player should place characters in later w

aves to the right of 
the characters she played in earlier w

aves.
 

2. R
eveal characters. Players reveal their chosen character cards.

 
3.  C

ollect or pay gold 
. E

ach player either collects gold 
 if her 

chosen character has an incom
e 

 or pays gold 
 if her chosen 

character has a cost 
.

 
 

• See opposite page for special rules related to gold.
 

4.  R
esolve special abilities. A

ctivate all special abilities for characters 
in this w

ave.
 

 
•  Special abilities activate in ascending order. A

ll 
1

 abilities 
trigger, then all 

2
, then all 

3
.

 
 

•  Sam
e-num

bered abilities occur sim
ultaneously. Page 8 features a 

detailed exam
ple about resolving sim

ultaneous special abilities.
 

 
•  Th

e Faction D
etails section (pages 10–15) has details on specific 

special abilities.
 

5.  U
pdate Pow

er T
rack. For each faction, total the pow

er 
 from

 all 
characters in the battle of that faction and put the faction’s token 
on that num

ber on the Pow
er T

rack.
 

 
• D

ead 
 characters don’t contribute pow

er 
.

 
 

 N
ote: Th

e Power Track is used to help players keep track of which 
faction is ahead. U

ltim
ately, the final count in the Resolution Phase 

determ
ines which faction actually wins the battle.

Follow
 C

onflict Phase steps 1–
5 above 4 tim

es, once for each w
ave.
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 EMPIRE 

For m
any generations, the B

entheons have ruled A
clysm

ia. Th
ey have 

long considered leading the kingdom
 both their right and duty, and have 

done so w
ith authority.

W
aging a series of expansionist w

ars to help m
aintain their rule, they 

have kept the people of the kingdom
 rich and content, developed a 

sophisticated m
ilitary, and dem

onstrated their effectiveness as leaders. 
But they have also m

ade m
any enem

ies am
ong their diverse subjects.

K
ing K

yros B
entheon has w

itnessed a tipping point. Sm
all rebellions 

have form
ed and quickly been crushed repeatedly, but the m

ost recent 
rebellion has seen traditionally antagonistic groups join forces. A

nd m
ost 

significantly, his w
ife, Q

ueen E
letheria, has joined them

.

K
yros has not taken the challenge sitting dow

n. H
e considers the crow

n 
his birthright and his duty, and w

ill not give it up w
ithout a fight. H

e has 
only becom

e m
ore ruthless and now

 m
aintains control over the kingdom

 
w

ith superior w
eaponry and outright brutality.

E
M

P
IR

E
 SP

E
C

IA
L A

B
IL

IT
Y

: K
IL

L
IN

G
M

any characters in the Em
pire 

 faction can kill 
 m

em
bers of other 

factions.

 
• W

hen a character is killed, put a 
 token on it.

 
• A

 dead character doesn’t contribute pow
er 

 to its faction.
 

•  If a character is killed before its ability w
ould trigger, its ability does 

not trigger. 
 

 
 For exam

ple: If a 
2

 ability kills a character, then that character’s 
3

 
ability doesn’t trigger.

 
 

 N
ote: Because all abilities of the sam

e num
ber trigger sim

ultaneously, 
if a 

2
 ability kills a character, then that character’s 

2
 ability does 

trigger.
 

• A
 dead character only grants half its influence 

, rounded down.
 

• A
 dead character grants consolation gold 

 as norm
al.

 
•  W

hen your character dies, you still have to pay hush m
oney in the 

follow
ing w

ave (See H
ush M

oney, page 7).
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: G
O

L
D

 SP
E

C
IA

L
 R

U
L

E
S

H
ush M

oney. Players don’t w
ant to be closely associated w

ith 
any one faction. A

fter the first w
ave of a battle, if a player plays a 

character of the faction she played in the im
m

ediately previous 
w

ave, it costs 1 m
ore gold 

.

For exam
ple: D

utiful Peasant 
usually costs 0 gold 

, but it 
costs 1 gold 

 if you played 
an Em

pire 
 character in the 

previous wave.

For exam
ple: O

utlaw usually 
provides 2 gold 

, but if you 
played a Rebel 

 character in 
the previous wave, collect only 1 
gold 

. D
o not pay 1 gold, then 

collect 2.

•  W
hen your character is 

converted 
 (see the C

hurch 
D

etails section, page 14), you 
m

ust pay hush m
oney for its 

original faction, not its new
 

faction.

•  H
ush m

oney is not cum
ulative. 

If you play three R
ebel 

 
characters in a row, the third 
costs 1 extra gold 

, not 2.

Poor P
layers. If a player 

cannot afford her chosen card’s 
gold 

 cost (or it is illegal to 
play for som

e other reason), 
she reveals it, turns it face 
dow

n, and collects 1 gold 
.  

Th
e character is not considered part of the battle. Th

e player 
doesn’t have to pay hush m

oney in the next w
ave.

N
ote: Th

is is not a choice. If you can afford your chosen character, you 
m

ust pay for it and play it; if you can’t afford the character, you collect 
1 gold 

 and turn it face down.
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E
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IN

G
 SP

E
C

IA
L

 A
B
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IT

IE
S

Exam
ple: In one w

ave, an O
utlaw

 (R
ebel 

 com
m

oner ), Shepherd 
of the Lost (C

hurch 
 elite 

 w
ith a 

3
 special ability that converts 

com
m

oners ), and Q
ueen Eletheria (R

ebel 
 noble 

 w
ith a 

3
 special 

ability that boosts the pow
er 

 of R
ebel 

 com
m

oners ) are all played. 
H

ow
 are the tw

o special rules resolved?

•  First, play extra cards for the special ability. N
ote: O

nly one card, K
ing 

K
yros, has a special ability that requires an extra card, so in this case no 

extra cards need to be played.

•  N
ext, determ

ine w
hich characters are affected by each special ability. In 

this case, Shepherd of the Lost affects O
utlaw

 and Q
ueen E

letheria also 
affects O

utlaw.
•  Finally, the special abilities take effect. If the ability affects characters, 

it affects the characters determ
ined in the previous step. In this case, 

Shepherd of the Lost converts O
utlaw

 w
hile Q

ueen E
letheria boosts 

O
utlaw

 at the sam
e tim

e.

•  In the end O
utlaw

 has +
1 pow

er 
 and is now

 part of the C
hurch 

 
faction.
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In the R

esolution Phase, the outcom
e of the battle is determ

ined and the 
victors gain spoils. Follow

 these steps:

1.  Total pow
er. For each faction, total the pow

er 
 from

 all characters 
from

 all w
aves. Rem

em
ber: D

ead characters don’t contribute pow
er.

2.  D
eterm

ine the w
inning faction. Th

e faction w
ith the highest total 

pow
er 

 w
ins the battle!

 
•  If there is a tie, all factions w

ith the highest pow
er 

 w
in.

3.  C
ollect influence. E

ach player collects influence 
 for the characters 

she played from
 the w

inning faction.
 

•  D
ead 

 characters only provide half their influence 
, rounded 

dow
n.

4.  C
ollect consolation gold. E

ach player collects consolation gold 
 for 

the characters she played from
 factions that did not w

in.
  

 For exam
ple: If a player played a D

utiful Peasant during the battle, but 
the Em

pire 
 faction did not win, that player collects 3 gold 

.
5.  E

nd the gam
e? If at least one player has 15 or m

ore influence 
, the 

gam
e ends! See the “Ending the G

am
e” section below.

6.  K
eep one card for the next battle. E

ach player keeps one card she did 
not play from

 her hand for the next battle and discards the rest.
 

•  Th
e saved card starts the player’s hand in the next Intrigue Phase. 

D
o not draft saved cards.

 
•  A

fter the first battle, each player w
ill save 1 card from

 the last battle 
and draft 6 m

ore, so each player w
ill have 7 cards at the beginning 

of the C
onflict Phase.

7.  Form
 deck. D

iscarded cards and cards played in the battle are shuffl
ed 

back into the deck. It’s tim
e to fight another battle!

E
N

D
IN

G
 T

H
E

 G
A

M
E

Th
e gam

e ends in the R
esolution Phase w

hen at least one player has 15 or 
m

ore influence 
. A

t that point, w
hoever has the m

ost influence 
 w

ins!

In the case of a tie, w
hoever has the m

ost gold 
 am

ongst those w
ith the 

m
ost influence 

 w
ins!

If there is still a tie, the kingdom
 is in ruins and no one w

ins.

G
A

M
E

 V
A

R
IA

N
T

For a m
ore epic gam

e, try playing to 20 or even 25 influence 
!
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