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Prologue

It is the middle of the Sth century AD, ard the gods are dying, In parallel to the unrest rotting the
foundations of the Boman Empire, pantheors of Deities acroes the globe see their temples profaned and
their followers lament. Belisf ebhs from the wadd...

The once-mighty geds, now desperately scheming to collect remaining scraps of faith, seek away to
erelure the coming Dark Age - an inevitable future pressing through time wich the weight of 3 sngulacior
— and every god must meet these final tests or perish forever to legend.

Some gods seize power chrough naked aggression, commanding mierciless armies from a muleitode of
natiors to cormert new believers by force. Others prefer diplomacy; the subtle knife from the shadows,
Laying traps for the unerary and headstrong. Gods of hearth and held erect well-defended sancoaries,
lashing cut violently at thos: who dare breach the sanctity of their deferses. And figures shrouded in
mysticism call forth moreters and legerds from the rivers of myth and time, supplemnented by divine
manifestations that tear the fabric of reality asunder.

Empires crumble, and the gods fall wich them,
The unthinkable is now the mere cost of sarviml; the shughter has began,
It is... the Thealighs af tbe (Fouls

Introduction

Welcome to Thelighit o) ihe Goals You and your friends each assume the role of a Deity from myth and
legend, battling to the death far the right to endure as the strongese god. ¥ou will use human armies,
mystical beasts, and herces of renowm from both past and Future in pooe quest to retain immortality.

Thie Deities span multiple pantheors, from numemos civiliztiors, and each favors a particular Facdon:
Aggression, Megotiation, Mysticism, or Sanctuary. Each Deity also possesses a special, onease power chat
radically alters the narrative in their favor, 50 never count an opponent out until their divinity is spent and
they draw theirlast card.

ow Fou must press forward into che gathering terilight. to root yourself wicth magiseerial grandenr and
take your stand. may it prove ot to be yoor lasc!

Goal of the Game

Players lcee and drop out of the game when they no onger have cards in their Life Stack; you winiFall
your opponents have ostard pou have not.
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Components

24 - Cards
4 - Dreiry Cards
200 - A cion Cands
20 - Mind-cards
1 - Coaencersheet
10 - Blessimg Markers (B singles & 2 eriples)
21 - Damage Markers { 15 singles b & eriples)
% - Freeze Mackers
& - Recall Madkcers
2. Player Mats
This Bulebosk
Glessary Book

Component Limirs
The various markers are considered wnlimited. IF

you run out of markers during play, use nahsticure
markers as needed.

dlini-cards are unlimiced as well. For instance, you
can summon more Leper Mini-cards if the supply
af Leper kfini-cards has run our. Use nabscituce
markers as needed,

e

Dhamiage markers are used to track bow mnch
Diamage Creatures have taken. Theycome in tao
values; singles and criples (oipler are cmridered ar
eguesvalems w2 3 disvmage mearkers),

Blessing markers are used to track bow many
Blessings a Creatures has, They come in two
valnes; singles and eriples. A Creature is limired to
havirg cnly chree Blessings at any tme, | Trples are
considered 3 Besing markers. )

v

Freeze markers are used for varions Effects and
prevent cards from Refreshing as mormal during
the Refresh Phase.

@>

Reecall markers are used as reminders for varicns
Effects that a card may have active an it or foom it
Thiese are general markers that are for you to decide
heow to use and are pot related oo speciiic Effecs

Mayer Mats show che areas of pliyand how to arrange your cards when playing, From left to right, wp
b0 bortboum: Diiscard Stack. Life Swack, Fortification Compass, Combat Field (for Crenmres ¢ Sroriges ],
A.!p-u:tE'I:cL:.. Besource Area.
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Factions and Deities

First, you must chooss a Faction ared a Deitywithin that Faction. Each Deity proffers its own strengths ard weakniesses in its approach o dominance,
represented by its Faction, which is mamed and color-coded o help you track each cards allegiance. In the starter box, the four Factions ard cheir Deities ane ;
P ™ Aggresion (Red Aggression employs all out martial combat, steel tearing against Besh. and the sheer inberity of kill-ar-be ddlled.
I:_.-"r 1"1 Aggression Evars Creatures wich higher Fight values, Incrignes inflicting direce Damage o Life Stacks, and 5chemes thar grow miore powrerhal
v should you suffer Damage earlier in the Tium. Representing Aggresicm in che starter box is Mars, the Boman god of wac

i & Megotiatien (Blae ) Megotiabi on uses diplomacy sadbtlery, and political back-alley treachery. Megotiation's great ploy i byving trapsand
= a then Mariifestirg them at the appropriate time to dewastate an opponent. While its Creatures tend to be individoally weaker than other factions?
the added Effects they bring to the bartleheld, combined wich multiple ways oo danifest Aspects in asingle Torn, can mare than offser this.
Pepresenting Megotiation in the starter box is Hera, queen of the Greekgods
2 Mysticism (| Green): Mysticism beckons ancient cults, dead by magics. and morthalogical morsters. I favars Efects chat chlirerate cards so that
they have no bope of revival. Mysticsm thrives when inficting Damage to Discard Stacks, whether to remaove an oppenents card from the gamear
to Trigger an Fifect from itsown cardswhen they are destroyed. Thus, Msticism can put together deceptively hard-hiting combeswith its fasz, yet
fragile Creatures. Bepresenting bysticism in the starter box is the Reader of the Portents, a Dnaidic goddes of saifice and knowledge.

g "=F Bancewary (Brown]: Sanctuary prides itself on its stalwart defenise, restorative power, and slow-but-deadly Creatures. Sanctuary cards are

o %o o slower o purinto play, but offer some of the highest Life values and often Trigger powerful Effeces when they Block, inflicting tough comibat
decisions upon pour opponents. Sarciuary also accesses the most powerhal Bestore Effects in the game, which are necessary to survive an
cpponent’s eacky orshughe while accumidating sufficient resources to overwhelm them in return, Fepresenting Sanctuary in the starter box is
Enlil. Mesopotumian god of weather and storms,

Deiry Cards

Dieity cards represent: the god that you are playing as. They alsa determine your Cooviction color(s) and che
requirements for building a custom deck.

Dreity Powers: Each Dieity's Power is a unique, special abilicy tailored to that particular Disicy When wsed,
these tend to Favor che Faction that Diicy represenits, Deity Powers typically have toro parts:

+  Apgenenal, less powerful feature that does net requine Corviction (ree Fesparaoni P belary om Pg 6% and
v Asecond, stronger, one-use-per-game Dizity Power requiring Conviction.

Dieity Powers can alsobe listed @ Active or Passive. Passive powers provide their bonus while the Dieigy
remains face wp {ard praequinine e mer). Active Powers all resobee [wbfer ro pravequisine ) when you
chocee to nse pour Deicy Power, in the order listed on the card, ard then the Deity cand is Spent.

Spent: During setup, plice the card representing your Dieity Face up toindicate its Dieity Power is available

n:h::hd- ..I.:er:::ﬁua.u for vz, Oinee vsed, .H.i.p that Dieity card ower to indicate ks Dieity Power was spent :cl:-:rd.i.n.g to the
0 e il ad i Tn e A S
ﬁ:m' i s, conditions listed om its card.
:.ll'dlu-u.lhm.u_p—nhmd
Flip s cand s B iy A Tiile . Faction Bequirement

Iodas Efen.

B Camiction (] Colars) D. Special Ability

e £ix
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Action Cards

W

?

Action cands are the various Actions, Creatures, and Powers that you play o Combat your opponent. Like the Dieity Card, all Action Cards are sssociated wich
aspecific Facticn, which is indicated by the border caler and symbal found at the bottam of each illustration. Oin the back of svery Action mrd isan Aspect of
Power (rez g 9L There are four Action cand types: Creahare, Foctification, Incrigue, and Scheme. Mini-cards are a type of Creature cand.
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Fortification Intrigae
Fordficatonm [ncrigues Schemes
Mzer decks amplay many Craamrs Ferrificarion cards provide avariy Inrrignes are poaverful, o thetr Power Schemes dlow for plic- woond Efexsand
cands o srkes artheirapponen; chis i of Effesxs alrering yoor Creanrss, comes with a malncenanc: cost! Hoving Comezr Becanse of Schemes, yon cannot
becanse Crearures remaln onche Combar - Summoning cose, or even youor Lifk oo many Incrgnes In play will drin your  asome char che bardefisld yon szeis the
Field berwesn cumswncll 3lain o Snack. When consrocred chey arehmived  Femorce Arsaco arendeo "old business”  one char will edst when Combar ocoaes,
ccherwise remowad. o one of the four cardinal direxions as (e, e e fimermgies | and Jasve Jass
Crosture [demtt thown an che card. Eamificacians buil ornone for “newbodnes" i g, Semmaning
R e e in che mme dir=cckan s another al peady e carels s e Chrmabs Fradd) Fxhaneesd.
an Aspect {i.r., Lemer, (fresser, ar Bl 3
: budr Ferrificarion sack an cop of the Incrigues provide noetfecn.
derermined by ede dpbve dgece o Poaer I
foson i er Sarmmaning cese) nd Trpeas prrevioidy bodle Fomificacion candi(s).
List=d on irs card. These makes o subjecr o Theuseaf thes e cards = lim irad. Yoo
cemaln Effscs fram other cads, which may  can only use the henefics on the ropmost
affec thar Aspect or Typeof Crmamre. Ferrificarion crd in each of che fonr Acton Card Kev
_ carchinal direcrians, West, North, Sauh, : y
Mini-cards: finl-cards are Lesser L Tad 3
o 1 ks o anl B, East. The opmea: Bamificicion caind may - Eaywocds
and the Sacri fics cost 1o Desroy a Mink galn henefics From the Eomificacion cands L Summoning Cort %, Epects] Tt
card L5 always [IL When chey Leave play, 5 i Card Typa 10, Flavor Text
they are always Desrroped. 4 Fectian 11, Harsy Tixt
5 Tite 1L Pre-BaltDeck Gam
6 Fighe (3] 13 Loadon
7. Life(g) M. Upkesp Cart
L5 A
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ikl
Setup

Tietligts af ehe Gads is not a solitice game, soyou will need o And an
opponent to play against,

L. [Fyouars using player mats, place ane in front of each player

2. Place the games markers of to one side where they are readily accessible.

3. Place your Dieity card, face up, in a wisile Jocati on near you.

4. Each player chocees their S0card deck. These mn be ooe of the balanced,
prebuile decks ar a cusbom ded: of pour cwn devising (eee Diest Bud'ding )
Shufflz your deck to randomize the cards,

Your opponent may cut your deck, if they so choose.
. Place your deck face domm on pour mat as your Lifs Stack.

. Each plhyer draws seven Action cards off the top of their Libe Stack to
form their starting Hand. Each player miay take ane Mulligan ac this
time, if desired; i.e., ceharn their entice Hand back into their deck,
reshuofBe che cards, :]]n:-'n'dui.r-:\p_p-nngnt to cut thern, and then dreer
seven cards off the top again.

9. The player explaining the nales goes firse, If no rules explanation

is required, it is courteous to allow the youngest player to go frst.
Crtherwise, choose mndomly

m oM om

How to Construct the Pre-Built Decks

Ewery card in this base set has agem symibol inits leweer right-hard
corniern Separace the cards by these gem spmbols to create the four base
decks aailable in the starter sex. Chocss one of these decks to play when

intreduring the game or playing the game for the Brst time yourself
“Thz Dieities wee suggest using wich sach of these pee-builtdecks are as follows:

- O

W, A

a Hea @ Reader of Partents
=

b4

THE GOLDEN RULE
Instructions on the cards supersede these rules.
Whenever there is a conflict, follow the
instrucrions on the card!

Important Vocabulary

Players should become Familiar wich the following terms before reading the
rest of the rales. Refer oo the Glossary to leok up other terms as needed.

Active Effsce [..’LE]: Ve af @ card for ite Effect text: iz, Schemes, wee of Edeces
aof cards in play, generaticg Power, and usirg Deity Powers. Flacing an Aspect of
Power card or Summoeningan Action card is ot considered an Active Edect.

Aspect Cardr A face doen Action card,

Aspect of Power: The back side of an Action card. Used as the cormency to
pay bar the Active Ffects on cards o for Summonicg cards from your Harsd.

Comvictisn: A bonus Effect availsble ifyour Controlled, ron Aspect candsare
the same color as your Dieiey: This is cepresenited by the chain link spmbal (@0
Diestroy To place acard into thar card’s cemer’s Destroved Stack (remoped
froom sk pavee ).
DHscard: To move a card into the Discard Stack. Cards phced into the
Diiscard Seack are always face up.

Manifes: The act of uming an Aspect card, in the Resource Area. face up o
nse its Heresy Effect. which is expliined in the text ar the bottom of the card.
(See: Mianiferaing m rhe Orker Bules secaon for more informanisn ),

Crwner: An Action card's O wming player is the one wha started the game with
that card.

Pay: To use Power generated to Summon a card o use a card’s Edect
Rieffresha To turn an Action card from its Exhavsted state to its Fresh state.

Swmmon: The game term uszd when a phyer plays a card from theic Hand.

Full definiticms of all keywronds (ie., capitalized words like Diestroy,

Crwverrun, ete ) can be found in the Glossary,

"
=
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Turn Overview

When it is your Tum, conduct all of the following Phasesin sequenice. [ Thess
Pluases ave oreered im more desnd on dhe follounmg pages. | Each title notes
whether Active Effects are allowed [AE Allowed] or prohibited [Mo AE).
1. Refresh Phase [Ma AE]:
A, PRefresh all Aspects of Power, Creatures, and Fortificatiors Grst, then;
B. Pay for Upkesp on your Inmrigoes, Refreshing fc Exhausting as
required, then:
C. Bemwve Fresze markers.

2. Dhvuer Phase [AE Allewed |- Dirar eweo cands® froam che top of pour Life
Stack into your Hand.
W yvi e e forre pliyer im arevouplaper o, youl s ewaly ome cand o
yewr jrrr Tiares and o em nwo sards per Them affersard.

5. Trade Phase [Mo AE]r Trade cards with ather plovers to place into your
Aspect Stack, if desired.

4. Seize Phase [ Mo AF]x Seize cards from players you did noe Trade with
to place intoyour Aspect Stack, if desired.

5. Resource Phase [AE Allowed|r Place one card jor meare. ifmodified by ciord
Effear) Face down (e, rhowing fer Reman-nwmerad side) from your
Aspect Stack into play in your Resource Area,

6. Summoning Phase [AE Allowed]: Exhaust poux Controlled Aspectof

Power cards to play Creatures, Fortifications, Intrigues, and Schemes
anto the Combat Field.

7. Combat Phase [ AE Allowed]:

# Dechre all your Attackers, specifying those versus an opporent's
Life Stack and/for those versusan opponent’s Driscard Seack.

¢ Debenders are declared and assigned, cne per Atacker, mazimum.

¢ Beplace Defenders able to be replaced.

«  Resoler Damage inflicted to Creatnnes (Feplr poas Life )

»  Biesolve Damage to Defenderk Discard Stack (= & of oumrems
Amacking Creaguret Life, rovsded ugl.

» Besalve Damage to Defendert Life Sack (= awrewr dmacking

Aprive Bffectsallowed duricg this Phase after sach step.

8. End Phase [AE Allowed |: Rasabre Effects cocurring during the End Phase
{(Recovering Arpecir g Power im the Rerswrce Avea, Thausiyg Prercisss
cardr, amd reeslping Decay for umused Power ),

Adfter you have completed all of your Phases far your Turn, it is your
opporent’ Tarn. Altermate conducting Turrs uatil every player but cne hasJost.

b

How to I-"lﬂ}'

Refresh Phase

Skip this Phase oo your frst Tarn, as poa will have
nething in play to maintin or Refresh!

Duaring your Pefresh Phase, take the following
steps in onder for each card in play:

1. Befresh your mon-Frozen Exhanseed
Aspects of Power, Creature, and
Fertification cards.

2. Pay the Upkeep on all your Intrigues (s Exhausced
ix mav epioenad |, Fefresh the Intrigues you
paid in full. Exbaust the Intrigues pou paid partially or not at all. Frozen
Initrigues do mot Buefresh, 2wen if their npkeep is paid in full. Thess
payments must be made before the Aspects of Power are awailable for nse
for anything else.

3. Bemwowe all Freeze markers from all your Frozen cards.

Any Active Effects other than Aspects of Power generating Power are
prohibived during the Befresh Phase,

Frash

Card States
ﬁcﬁmm:d:ﬁntt.n:tﬂls;ﬂ:qne:iﬂu:Fnd:ﬂrEﬂmmd.
# Fresh cards are immediately usable for play, beit for combat or their
Active Ffects,
»  Fxhausted cards are in play but are unusable for combat or their
Active Efects,

Action cands can also be Frozen. An Action card is corsidered Fromen it it
has ene or more Freeze markers on it 1

A Note Abourt Intrigue Cards

Cince summoned, your Intrigues remain in plhipand will requirs theic
Upkeep cost to be paid each Baefresh Phase. If vou control more chan
ane Intrigue, pay their Upkeep inany coder vou chocse. You must pay
as much of an Intrigue Card's Upbesp as possible even if this resulesin a
partial paymient.

p~
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W, A

Hill's Aot Stack Jabe's Ampect Stuck

Jane waris to Trade a Lesser Aspectof Power () card o Bill, for ane of
his Lesser Aspects of Power () cards,

Eill makes a counteraffer to Tradeone Lesser (1) and one Greater (i), foc
cne Lesser (i) and one Greater (1] Aspect cards,

]m]-:nhath-:r'[—hnd, decides that is a Trade she can live with, and
slects two cards from her Hand of the appropriate types and passes
thiern, face down, ta Bill, who doex the same.

Both players immediately put their new ly acquired Aspect cards in their
respective Aspect Stacks

D raw Phase

DCharing pour Diraw Phase, draw two Action cards from the top of your Life
Stackand place them into your Hand.

Exceptlon: The starting plover canly drawes ane card during their frst Tiarn,
They will drawr pwo cards Foc theic folkwring Tums,

Hand Sizer There is no maximum Hand siz.

Axtive Effects are permitred dnring your Diraw Phase, boch before and
after your draw.

Trade Phase

Diaring the Trade Phase, you acquire Aspects of Power from your opponent to
add to your Aspect Stack.

1. You may atcemipt a Free Trade orskip straight to a Forced Trade (Seep 2):

A, You and your opponent proposs and negotiate to Trade Aspect of
Power cards from the cards in each of your respective Hands. These
Trades need mok be an a srict ome-for-one basis in quanticyor orpe.

B. Ifan agresmentis mads and accepred, the Trade is considered
successful and cards are passed face down into each player’s
respective Aspect Stack. IF no agreement is made, then the Free
Trade is considered unsucressful; move oo to step 2.

2. Yo may make a Forced Trade if the following is moe:
» Free Trade (Step 1) was skipped or ursuccesshal and;
¢ The top card of your Life Srack matches the top card of your
cpponent’s Life Stack.
Then, take the top card of each Life Stack ard put it face dowm into the
opposing player’s Aspect Stack. The Trade is corsidzred successhal.

You may only Tradeonce per Trads Phase,

Mo Pecking fr In Tretlphe o idve s, pou set traps foo pour opponent by Trading
cards into their Aspect Stack and then springing the traps (Mamienng de
cards | at the right moment. Theeefone, players must noe peek at the ocher side of
their acquired Aspect of Power cards!

“Mo” Means Moa If a player says “no trades” thar shuts dowen all Free Tiade
odfers for that phase. You must sither Force Trade oo Seize from them that
Turn if you want a resource. a player does not wish to negotiate, provide
assistanice, acoept assistance, etc, you cannot keep pestering them about it ta
stall for time or for other nefarious purposes.

Acrive Effecs are probibived during the Trade Phase.

fEL
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Seize Phase

Churing the Seize Phase, you may Seize Aspect of Power cards ifyou did noe
succemstully Trade during the previous Trade Phase. There is no limit to the

number of times you can Seize from your opponent. In arder to Seize, follow

these steps |[for swrmramenr gy, include Seige voler under mwlaplaeer variaws

L Choose an Aspectof Poserpourwish to Seire. Setasidea romber of cods from your
Hand equal to the Aspect of Power cand being soughit plas tero, I you doonot
hervee evicgh cards b set o the gide then youcanroe Seise chat Aspect. Euarmple: A

reawr Agper ot Power | B} avorld repa ive povi o ser e four cards

Power beow),

. Wthe Aspect of Power is found, place it inko pour Aspect Stack Face dowen,:

. Search for the Aspect of Power to be seized (e Searcring fr an dipea of

then Diestroy ome of the secaside cands {revar chovize), amd Diiscard che rest. IF

the Aspect of Power is notfourd, return all sec-aside cands to your Hard.
Auctive Effectsare prohibiced duringthe Sebre Phase.

Searching for an Aspect of Power

W hen Seizing, the Aspect of Power to be Seized must be raken from che

frsc awmilable option oo this List:

A, Youreppenent’s Hand. Randomly mke a soughe Aspect from
youropponent'’s Hand chen proceed to Step A IF this Aspect is not
available in your opponent’s Hand, conticue to B,

. ¥our eppenent’s Life Seack, Starting with the top card inyour
opponent’s Lif Stack and working your way down, search for che
sought-afber Aspect, cne card at a time. The Arst card that matches
the sought-after Aspect stops the search and is the card yoo will
take. Return the cards chat were searched chrough back 1o the top
aof your opponent’ Life Stack in their original ordec then proceed
to Stzp & IF this Aspect is not available in the cpponents Life
Stack, contirme o C.

C. Yeur Life Stack. Place two of the cards you set aside back into

your Hand | pewr cbsice |, then search your owm Libe Stack for the

Aupect following the mme procedure as above. Proceed o Seep 3.

You may never look at the face of any of the cards chat are being searched

through or mken. The faces of cards taken from Life Sackscanmot be
examined by either plaver.

=

e

Aspects of Power

| Aspects of Power are the main rescarce in Theiliphe of ohe Gadls,

represeniting the reserves of a Dieitys Power. Howrewer, bo use an Aspect
card’s Power, you st acquire it from another immoctal ! Thisis an
opportunity for some cooperation before the competition begins in
earnest. Thus, to raise yoor acmies and wield your spells, you most acquine
Aupect cards by Tmde or by Seizing themn, Be aware chat your acquired
Aupect cards can, ab some poink, be turned againstyoul

i the back of each Action card is its Aspect of Power cand side deroting
itswalae (Larer= 10 Greaer =0T amd Exalred = 50T (W )); this
walluz iredicabes how much Power that card provides during play faridher as
s Aspece cavd, o for ize rela give sovengole an obe soh e side of tha i card],
Three Types of Power: Each Fresh Aspect card provides Power of a
certain specific ope (& I8 or i), and these cypescannot be substibated
by using Aspect cards of a different trpe.

= X" Marks A Lot When using Aspects for their “X” cost Effect (ufae X
= all the Power yoiw povamp fmro iz), a Lesser Aspect of Power (7 provides 1,
a Greater Aspectof Power (I provides 2, and an Exalted Aspect of Power
() prosides &,

Betainad Power: You can Exhanst Fresh Aspects in your Besource Area
at any rime. Keeping Fresh Aspect cardsin your Besource Area allows

you to pay For Schemies or card Effects chat have an Aspect cosceven
when it is not your torm,

Priority: When you Exhaust an Aspect of Power to pay for any cost,
that Aspect card canmot be retroactively Manifested to prevent you from
usinggit Af all imes. Pricoity starts with the player whose Turn it is.
Pawer Prigriry Example: Bdl Exfaminm nvs Grearsr Aipece {1 o pay for a
Scheme, I respomre, fame Maniess one of rhase Arpecr,

The Arpect does Manifess, awd 16 Effectr ocowr before Bill's Schewes ir revalved
(i walimg pasribly Exdravrring rhe Aspece) appivng Lasr fn, Firse Owr,
Howerer, Fill sall recrives dee Feaer from s Arpecs o poy for Bis Scheme

g
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W, A

Seize Example
Jane seeks a Lesser Aspect (1) from Bill during the Trade Phase, but Bl

refuses to Trade. Janek Seine Phas: is next and she decides to Seizea
Lesser Aspect {1 from Bdll!

She sets aside three cards from ber Hand, s=lects a random Lesser Aspect
(i} From among those she sees in Bills Hand ard phcesic, face down, in
her Aspect Stack. She then Destroys cne of the three set-aside cards and
discards the rest.

Mo IF the Aspect she was seeking was mot found in Bills Hand ocin
his Life Stack, then Jare would return too of the set-aside cards to her
Hared (Deraroying e remaining card) for having to Seize the Aspect
from her owm Life Stack.

Forced Trade Example

Dharing Jare'’s turn, she decides she meeds a Greater Aspect She asks
Bill if he wanits to trade on aone w one basis, bt Bill =05 "o trades”
shutting dowen all Free Trade offers for that oarn. Jane, however, notices
that the top card of her Life Stack is a Greater Aspect, and the top card
aof Bill's Life Smck is a Greater Aspect, 50 she nses the Forced Trade
mechanic to put Eills Greater Aspect into her Aspect Stack, and then
places her Greater Aspect ineo Ball's Aspect Stack.

Meither player will kenow what the Heresy effect is, but Jane now bas the
Greater Aspect she nesded. Mote that Jane could o then Seize from Bill
as 2 Forced Trade issill considered to be trading with the other player.

be

o

Summoning Phase

It is during your Summoning Phase that Action cardsare plaved from vour

Hard, Summonied, using Power gained from your Aspect of Power cands in
your Besource Area.

In order to Summon a card you must pay its Summoning cost bocated in the
upper right-hand corner. This isdone by Exhausting the appropriate type and
quantity of Aspect of Power cands in pour Resource Area. Payment can also

made from Aspect of Power cards that generated Power earlier in the turm

that had not yer been used. Once payment is made, the Action card is put inta
play and resohred according toits card eype fTee miphel You can Summon any
number of times during your Summoning Phase.

Reduced Costst When acard Effect allows you bo Summon cards aca discount

o muast Exhaust at Jeast cne (ol Aspect card of a orpe it requires (i, shere

ir ma Yree " Summsming |
Acitive Effects are permibtced during the Summening Phase.

Ongoing Effects
Cards providing orgoing Effects only do so while that card is in the
Caombat Field.

Resource Phase

Charing the Besouarce Phase you must move an Aspect of Power card ofyour
chaoice from your Aspect Stack inko your Besource Area Fresh I you do not
have any cards in your Aspect Stack, move on to the Summoning Phase,

Tiokeep things clear, coganize Aspects of Power in mour Resource Area by type.

Axtive Effecesare permiltted during the Resource Phase.

Summoning Example

Placing che Sronshenge card from your Hand onmo the Combar Held ragquires
Exhanzing exactly cwn Lesser Aspecrs (1) sbown in'a aimle an o Fremgesofared
i), oo Greansr Aepeces (I, down én o square sw o simeropiored nifdan L and.
thiree Exaleed Aspeco (10 e in o sriangds ow o pedi-nedored niftan |

L10%
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Creatures
Newly Summoned Crearnre cands amive Fresh anco che Combar Field, bor cnnoc
immediardy Amack char Tum. They can be Exhamsred after their Snmmoning to use a
special card Efe.

(0D Ay caradt oa Sarmmem irie an Evalved Creanire, s shaiph i coses fowr o
anil pee Exalned Fower o Sommean i e play.

Creapure Limit: The quanciry and Aspecs of vour Creanre cards n che Combar
Area cannot excesd che quandcy and rype of Aspect ands In your Eesounce Area.
Mind-cards count coward chelr cencralling plavers Creacnre Limic. ®oce chac some
Creamres” princed abiliry i nor conned against the Creamee Limict

Shauld yoor Crearnee Limic be excesded By psesser mesns), yon mos imme dlacehe

Drscand excess Crearnre cands of vour dhailos from the Combar Fiedd undl s Hmic 1s
again mex; discarding Cr=amres in thisway will Teigger their Deachbound Effecs.

Clrassire Lo Evample: Yo bave f@ar (1) and swer (T} Aperes of Fosser carads i

| powir Bemrare Area. Thos, povw can bave o oo oo of ooy Lesser (1) and dowee (resser
{ET) Crmewsre cant’s i ol Cambur Fadd ar ehe same wimwe, [ vow weme e Seowmmon 4 ik
Lz (17 Crearomee, yow voaddl Py s Ineard one o paaor Lever (1) Creassres is ploy
o v poastide b ome o ivie Srmmemed, i o w0 chaasr ]

Intrigues
Newly Summoned Incrigue cards acrive Fresh onco che Combar Fidd

Combar Phase
Ini Theilighs o vhe Gods, Combat represents Dieities clashing in our moctal

realm. Afrer summioning pour forees each Turn, pour amies, heroes, arcane

spells. and constructs meet your opponent s forces and mete out your divine
retribotion upon them. Smite makes right!

Your may make an attack during your Combat Phase. IF you dio, you are
considered the attacking player, and the oppoment you are attacking is the
defendirg plaver. Only Fresh Creatures already in the Combat Field may b=
nzed. Hyou choose o attack during your Combat Phase, fully resclve zach
step below before proceeding to the next:

1. Declars All Avtockers
Assign which of your Fresh Creatures are attacking and what each is
artackirg. They can atack your opponents Discard Stack or Life Stack.,
You1 canrot attack with Creatures who were Summone d during the last
Summioning Phase. Exhaustall assigried attacking Crearures

2. Declare All Defenders
Your opponent decideswhich of their Fresh Creatures will hlock your
artackirg Creatures. Each attacking Creatore can be assigned a single

b

Fortifications
Yoo nie place Snmmonsd Forficadons on dhek

indicared Compas Diremion lecarion. [x 1s yoor
dhokoz ifthar Forcificarion card lscs more dan one.

Fomificarion caed on mop af another Fardficacion
ward. The ropmes: Fomificacion Ls actve and

B Inacve e, i procade s Bemeien

When thk happens. the arginal {mear auscrioe !
Fomificaion @nd remalns in play for purposss of:

Card Effeces thiar refereo Ic
Caornrlcrion rzqolrzmenms

Card EffecrsmclniaygrSarmiang ser Oller
Hidey) can cargex an inacrive Bordficarion.

Schemes

Remlve 5 chemes immizdlaceh when Summensd onea the Combar Held: akerward,

a Summoned Schemegoes inco ks Conmollieg plaver’s Discard Srack. Schemesars
ko differens from the orber Acion cands becanss dhey an be Summoned any time an
A Effece 15 alloawed oordde ofche Summoning Phase.

J

=
=1

blocking Creature. Any attacking Creanure with an assigned bleckeris
considered blocked. Amigned blocking Creatures are nor Exhausted.

. Replace Diefenders

I arry Creatures who were assigned to block were Destroped or Slain,
thiey can be replaced by unassigned Creatores in the mime manneras
Step 2 above, Mini-cards cannot be replaced if Destroyed or Slain (ke
arcacker drey were assigwed ro will wer be Blocked ],

Besolve Creatnre Dumage

Each actacker and their respective blocker receive damage, simultansously
equal to the Aght value of the opposing Creature. Place an equivalent
number of Damage markers on each Creaturs respectively to show this,

. Resolve All Discard Stads Damags

For each attacker that wes not blocked and assigned w attack the Discard
Stack, deal damage to the Diiscard Stack. Damage is equal to halfof the

attacking Creatures current Libe value (rewmded wp). For each damage dealt,
Diestror a card from the Discard stack faradvng plapert dhaice . Each attacking
Creature is resaboed separately, in the artacking player’s choice of order.

&, Resolve All Life Seack Damage

p~

For each attacker that was not blocked and assigned to attack the Life

b
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Stack, deal damage to the Life Stack. Diamage is equal oo the attacking
Creature’s current Life vahue. For each damage dealt, Discard a card from
the top of the Life Stack. Each attacking Creatuore is resabred separateby,
in the attacking player’ choice of order.

Creatures declared as an attacker or blocker cancot be Exhansted to use theic
card Effects until after C ombar Diamage to Creatures is resobred (e, amrd
affer Srep 4 ir compleed).

After Seep 6 is resobved the Combat Phase is overand play proceeds to the
End Fhaze.

Combac Exa.ml.;le 1
[Seep 1]

Itis Jane’s Turn and she is Areacking Bill during her Cambat Phase She
declares her Eresh Youthfol Troll faick i 3 Fighs salue and 3 Life sl or
*3 % /2 W) in the Combat Field as her onlr Attacker this Tum. She
chooses o mrget Bill's Life Stack, while Exhansting her Artacking cand.
[Step 2]

Bill has twa Fresh Creatures in the Combat Field — a Bordecland Scout

i1 % /1 ® ) and a Comrupe Tribure (2 % /2 ® ) — but he may use only ore
of them to Block. He selects his Borderland Seout (7 & /2 i'__"b:lpl.'l:l'ﬂ:t
his Life Stack. reasoning that either of his potential Blocking Creatures will
colyinflict one Damage to the Youthful Troll and will then be Slain in the
process of doing 5o, Therefors, Bill opts to preserve his Cormupe Tribune

i1 % /2 ® | for now.

[Step 3]

This step is skipped becauss no Deferders were Destroyed, requiring ro
Diefenders to be rzplaced.

[Stepd]

The Attacking Youthfial Trall (3% /3 ® j slays the Blocking Borderland
Scout (ohe Trollr 3 Fighs werws she Somir 5 1 Lk ) aned remairs in play afier
sufering one Damage marker (i ficred By re Sovur I Fphe). The Youthfol
Trall previousdy urscathed, row has 2 Life lef fie, i i mow 3% 280,
[Seep 5]

Skipped because the Discard Stack was not tangeted.

[Step &]

Mo Damage is inflicted upon Bill's Life Stack, as the Youchhal Troll was
Blocked, ard, although victoricns, did not possess Overnan,

Damage

Each Damags marker an a Creature reduces its Life value by one. IFac
any time a Creature Life valuwe is ever reduced to zero or less, it is Slain
{pdaced iwro rhe Comparollert Dircard srack |, Damage carries over from
Tiarn to Turn, ard remaire an the Creature ekl it i Slain.

Acrive Effeces are permiteed during che Combat Phase.

Combat Fxample 2
[Secp1]

Bill Arracks Janewith his Fresh Mischiewous Mumph (0828 ) wchich has
the ability: “Exhanst: Target Attackingor Blocking () oo (| Creature
arother player canirols; it deaks and receives no Combar Damage this
Turn.” How ever, sinice it is Attacking. this Creature is Exbausted ; even if

it were Refreshed, it could not use ics Fxhaust ability until after Step 4 is
completed (wbich i mer maw: i i smly Sep 1)),

[Seep 2]

Jane canrot Block with her Youthful Troll asitis still Exbausted from
Attacking during her previous Turn. Farturately for Jare, she has a Fresh
Creature on the Combar Field, a Terracotta Wartior (1 W01 W amd Armor
1}with chis abdlity: * Exhause 1 Lesser Aspect () to place an Exhausted
Brcwn Temacotta Warrior (181 % and drmor 1) Mini-card (i, & copy
& Tomacorza Warvie, inclding shis wbiliny).” However, Tane decides to
Block with this Creature and therefore canmot use its Exhavst Power uneil
after Step 4 is completed (udidk ir mermow;: i s omly Sep 21)

Steps ) through 6 would resobee in the sume process as Combat Fample L

A Later Round

Ciaring a later Round, Bill Artacks Jane again. Bill still has his Cornape
Tribunie (4 %2 @), while Jare retains her (Exbaussed] Youthful Troll
fmow 305 2 W wids ! Damage marker); however, her Temacotta Warnior
was recenith Shin by Bill's Scheme, 5o Jane's situation is hleak.

Since Jane's Exhausved Youthful Troll cannet Block Ball dirscts his Cormupt
Tribunie o Atmck Jame's Life Stack. With nio Blockers, the Cormape Tribone's
2 Life walue wourds Jame s Libe Sack, so she must flip two cards from there,
face up, into ber Discard Seack.

¥
Y

i

s
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Damaging Opponent’s Stacks Example

[Step 1]
Jare again Artacks Bill; this ime weith her thres Fresh Creanares: &
Praetarian Guard {4 % /2 % and drwer 2} and two Stoic Legionnaires
2% /1 W swd Firiarive ). She anrounices that the Praetorian Guard and
one Stoic Legionraires are Awacking Bills Life Smck, while the cther
Stoic Legionnaires are targe ting Bills Discard Stack. | Lave has moriced
s Ball bara prsverfild Restors Scheme card fm bis Dyircard Srach and dee
w2 plivck ir owr g e pame ).

[Step 2]

Hill has orily cne Fresh Crearure on the Combat Field to Block with,a
Stormehaser Oracle (4% 24 '® and frmor 1), Agonizing that he can
Block only cne Attacking Creature, he commis his Stormchaser Oracle
to Block Jane's Praetorian Guard, Fearing that, if not Blocked, its 4 Life
value wonld infice 4 Damage ta his Life Sack, which might put him oo
far behind.

[Step 3]

This skep is skipped because no Diefenders were destroped, requiring na
Diefenders to be replaced.

[Seepd]
The Attacking Praetorian Guard inflicks 3 Damage to the Stormichaser
Oiracle {1 Darmage wos wegared by dre Srormchasers Avmor 1) The

Praetorian Guard suffers 2 Damage in retucn {20 amage mepared by
e Gward s Armmer 2,

[Seep 5]

With Creature Combar Damage (e, Srp D) now Pesobred, Jane’s Arst
Attacking Sroic Legionnaines {rurvemr Life nalwe @'l halvad, ronesded wp
aeliick ds sl § ) gers through, so Jane inflicts 1 Damage to Bill's Discacd
Stack and happily Destroys his powerful Bestore Schemie card.

[Steps]

Mext, the other Stoic Le gionmaires (rurvenr Life salwe 50 | hits Bill's Like
Stack far 1 Damage. Bill fips the top card from his Like S@ck cver inko
his Diiscard Seack. Jane sees that it is ancther powerful Restare Scheme;
unperturbed, she vows o try to make thissame Artack combination
again oo her next Tarn,

s

? 7

End Phase

The End Phase is a housekeeping phase. All players will recover Aspect of
Power cards that were Banifested; you will then thaw your Prescient cands;
ard Anally, all players will naffer Decar.

Dharing every End Phase, all players recover the Aspects in theic Resoarce
Area that were Manifested carlier in the Turn. Each plhyer does the following
to ergure Manifested Aspects in cheir Resource Area are rancdomized (s

prevena kmswn Arpec from bedsg Minifreed over and over again )
1. Hip the Leser Aspects back over to show their Aspect valoe,
maintaining their state | Fresh o Exhausted )

2. Take note af the rumiber of Exbausted Lesser Aspects.
3. Shuffle the Lesser Aspects together (both Exhansted and Fresh).

4. Place Lesser Aspects back onto the player mat with a number of Lesser
Aspects Exhansted equal to the rumber noted in Step 2.

5. Bepeat Steps 1 throuagh 4 wich the Greater Aspecs, followed by che
Exaleed Aspeces.

Ader the Aspects are recowered, you remove all of the Freeze markers from

your Prescience cards,

Firally, each plover suffers from Decay. Each pliyer Destroys cards from their
Libe Stack for urnsed Powrer: Thiree cards bor each urnsed Fxalt=d Aspect; two
cards for each unused Greater Aspect; and ane card for sach Lesser Aspect.

Acrive Eiffects are permitred during che End Phase.

P
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Other Rules

Manifesting & Heresy

Manifesting is the Effect that Bips an Aspect card face up to use thar card's
Heresy Effect. Thess Heresy Effects are the traps thar you setin your
apponent’s Besource Area and Manifesting is how they are sprung,

Whenan Efect demards thar you Manifest, pou mmes Marifest an Aspect cand
that miatches the type that the Effect shows, Cards that can he Manifested are

the Aspect cards in your Resource Area or the Aspect cands in pour opponents
Bescaxe Area. An Aspect can be in either stte, Exhansted o Fresh, and maintain
theeir state when Mlanifesed. An Aspect card can cnly be Manifested once per Turn.

Manibested cards can still be Exhausted for Power {ronare shems, o5 wowall.
Your can use Schemes and other card Effects to affecta Heresy Effect i,
FrEvEnRg v redireciing damage, ac, ), but you cannot Sacrifice to preventa
Heresy Effect from happening,
Many Mardbested Intrigue cards allow the Manifesting player to put them it
play; they have two choices with thrze possible scerarios:
¢ I the Manifesting plaver does pot put thae Inerigue card inte play, it has
no Effect and stays in the Besoarce Area where it is bocated.
» If the Manifesting plaver does pot that Intrigue card into plag, ard icis
from their cem Besource Area:
A, Muowe that Intrigue card to the Manifesting player’s Combat Field ;
it is now in play under their Conrol.
B. The Manifesting player must Recharge.
. Thie Manifested Intrigue is now active, and will provide any
angoirg effecis.
D Consider its Upkesp costs paid for this Tam.

» IFthe Manifesting plaver does put that Intrigne card into plag, and icis
from ancther player’s Besource Area:

A, Muowe that Intrigue card to the Manifesting plaver’s Combat Field ;
it is now in play under their Control.

B. The other player must Recharge.

C. The Manifested Intrigue is now active, and will provide any
angoirg effects.

[t The Upleep cost for that Intrigue begins on the Manifesting
plaver's mext Turn.

=

Recharging
« A Manifested Intrigue card is moved from a Besowrce Area eoche
Combat Field ar,

s Aploer oses an Aspect cand from their Besounce Area due toa Heresy Efect.
When this occurs, that player is now down one Aspect card, and 5o has the
appartunity o replace it with a matching Aspect card before the Manifesced
cards Effect & applied Immediately exenate these steps to Becharge:

1. Muove one marching Aspect of Power card from their Aspect Sack into
thieir Besource Area. Exhausied: then

2. Favailable, the player must also move the topmest matching Aspect of
Porwer card from their Life Sack into their Aspect Stack (resssring dhair
Power rigwarion ro whar dhey had bafore),

If no matchirg Aspect card is in that plover’s Aspect Stack, they must instead
place the topmwost maiching Aspect of Power directly from their Life Sack
anto their Resource Area. Fxhausted.

IF there arz no matching Aspects in their Aspect Stack or Life Stack, Recharging
is rok possible and thar player gets nothing,

Creature Limits do reot apply while Recharging your Marifested Aspect.
Creatore Limits apply afrer the Recharging is complete.

Sacrificing
Iri addition to Summoning, another way touse Aspects of Power is Sacrificing,

You may Sacrifice atany time o Destroy a card. Sacrificing Destroys a Scheme,
Creature, Intrigue, or Fartibication:

» Being Summoned ot the Combat Feld,
¢ Alreadyin the Combat Field, oo
s Ina Discard Srack.

Procedure: To Samifice, vou must have a saffcient quanticy and type of
Aspect cards in your Resource Anea (Fresh o Eclawres) to pay the entire,
emact Summeoning cost of the card pou wish to Destroy by Sacrifice.

Icnmiediately return your Sacrificed Aspects o their cemers Destroyed Scack.
Then the card mrgeted by your Sacrifice is Destroyed and goes to its Deming
player's Destroped Stack.

|;..-|-"
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Certabotys The targeted card of a Sacrifice is always Destroyed (even i Efeas
e mwiphr save i seowdal merm alfy Baze prigvisy)and cards targeted by Sacrifice
canmok respord by using any Active Effects.

Cards that have used an Active Effect have that Active FHect coumtered.

Manifesly, Mos You canmor Sacrifice to Counter your just-3danifested
Aspects, Their Heresy Effects mmst be completely resohve d before you can use a
Manifested Aspect ina Sacrifice.

First Opelen, nor Last Ressrt When acard enters phyand yoo wish o
Counter it pou must decide o perfonm a Sacrifice against it before using ccher
card Effects; otherwise, you lose that opportunicy to Destroy it via Sactifice.

Aspeces of Sacrifice: Your Aspects Destroped via Sacrifice do Trigger bonus
cand Effects thar require a cards Destruction (&g, Ohlinmason).

M One Mowams: Cards Destrowed via Sacrifice (Fadh plapes’] do not Trigger
Bequiem Ffects

Clever it You can Sacrifice to Destroy one of pour oem cards in play or in your

Diiscard Stack. That soureds crazy, but cocasions might arise where that coukd
be clever.

Timing
If ane card has wmleiple Effects listed on it, Trigger them in the specific arder
ihat theyare listed on chat card. Players may respond betareen each listed Effect.

Weririen Ch'ﬂrr.r.E.mm_pﬁ-.'.-:! carad reads: ‘Desray: I; diremaee: 5.° Their, whem
doar card is Resolved, you wowld Trigger dhe Desoroy § Effect frss and, afier
complering s, the Oblirerass 5§ secvrs; doe Devoray Effecs Triggers rhe Oblireae
Effecr berawse ivwas Resdved frr,

Ifa card bhad “Odlizerare: 5, Deroray: 17 dhar cord wonld mor Thgger its sum
Dblireras Effect becanss she Derrroy Effea accurs after dhe OHirerase Effect,
Nowe: Prevdows card Ejfeces covld Trigger ies Oblivenarion,

When muldtiple cards” Effects occor, Resohee chem in a LIFO (T @y, Far
i) sequence. LIFO means the last card played is Resoheed st then
backward up the sequence ending with resolving the first card played. This
alkowrs other players a chance to react {evide the excpaon of Mienifromg
Echrmisisd Arpeci; rhase Aspeces sald provide Power rhar Tiam ).

Ths, if a card Effect allows you to Slay your cem Creahare for sume benefit, an
appanent could Connter pour Creature by usinga card Effect of their cwm o
Shy your Creature Arst (fe prevens geu from dosmg 50 ana paining dar bengfic]
When resclving a card Effece. d Creature can only be Slain or Destroyed cnce.

s

W

T

Sacrifice to Counrter Example

TJane has a oo () cwo (AT Creature on the fizld that is really annoving
Bill and he meeds to get rid of it. Unfochinately for Bill. he has o such
optons amilable in his Hand, 50 he chocses to Sacrifice.

Bill Destroys two Lesser (¥} and two Greater (1] Aspects from his
Buesource Area (mme ofwdich were Exbaucred, bus rhar does nor marer
whew Saogficing | sending those Sacrificed Aspect cards o Janes
Dheserayed Stack [ohe ir dhar sumer a7 be had obraimed rhem from ke
rhreugph Trads and Seiging ). This seriously reduces Bill's ability to generate
Power, but Bill thinks this is worth Destroying Janes Creahare,

Mater I Jane's Creanare Slain by Sacrifce had o Requiem Trgger, i
would not scthare.

Sairifice as Fire Option Example: Bill is Summening a tro (Tone (1]
Schemie inflicting 4 Damage o Jane® Life Sk

Janz has a Scheme in her Hand that could stop ic, but she is concerned
that Bill might have a similar Scheme in his Hand ard Couniter her
Scheme Countering his Scheme freread shar ifir i wor ivmediaely dear;

i ik immparrans ro umdosrand Lane's ohimking |

5o Jane must decids whether to use her Scheme (whick mighs be
Cavmred ), oo to certainly Destroy Bill's Scheme by Sacrificing: whichever
ane she chooses [Sobeme or Saorifice), she cannot choese the other during
that particular Active Effect.

Sacrifice is not a Last Resore Example: Jane Summonsa Scheme
inflicting 4 Damage to Bill's Life Stack.
Bill Counters it with a §cheme of his cwen, which ccsts ane (1) two (XL

Janz really meeds her Scheme to succeed, s she decides to Sacribice and
Counter his Courber, Jane Destroys one Lesser (7 and two Greater (17
Aspects from her Resource Area (ol ofwbhiok were Exluinned fn chis rase )
and Desoroys Bills Scheme.

Jane's Scheme should oooar unhindered cow, unless Bill- has anciber
Scheme in his Hand to try and Counter ance aggin,

Marter Eill cannet Sacrihoe to Destroy Jane's Scheme ar this painr, as
he already tried to Connrer ftvia card Effects. '

P
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Til:n.mg Examples

Timing Example 1: Bill Destroys a Creature so thar he can Manifest a
Lesser Aspect; in resporse, Jane uses a Scheme causing 2 Damage to Bill's
Creature, thus reducing its Life to 0 and Slayirg it. Using the Timing
Rule, Bill's Creature is Slain by Jane {not Destroyed by Bill ), so Bill does
nt gek to Manifest a Lesser Aspect.

Timing Exrnple 2: Jare usesa Scheme to inflict 2 Damage to Billk Creanare,
reducingirs Life to 0 and thus Slaying it In response, however, Bill interrupts
Jare to Destroy chat Creaare Grst to danifest a Lesser Aspect. Using the
Timing Rule, Bill's Creature is Diestoroped and Pill Manifestsa Lesser Aspect:
Jane did not Slay that Creature. Her Scheme comes to naughe, bue it was
played and thersfore goes to Jane's Discard Stack.

Timing Example 3: Jane Triggers acard Effect from her Fresh Creature,

Exhansting it toinfict 2 Damage to a Creature that Bill contmls, bringing

its Life to 0 and Slayingit. Thinking quickly, Bill respords with a card
Effect From the targe ted Creabare that irflicts 2 Diarmage to Jare's Creature,
reducingits Life ta 0 and Slaving it. Using the Timing Rule, Janes Creatare
is slain fArst and Bills Creature suffers no Damage; chis is because Jane's
Creature did not live long erough to wse its abilicy in the Grst place.

Couantering: Whatever oppor tunity alloes you to Courter (e dhare are myprad
asaays wh i cam Bappen |, the Counter activity alwars occurs before Besolring the
activity heirg Courered.

Pace Youwrsel £ You mus pace your play so that pour opporets have a dance
to peact should they wish to Couriter,

Cormier Evamaple: You Sumomon o Diomage Scherme sorgering your sppowenr'’s Lk
Seack, [ your apparrenr hasa Coumeer Scheme im Hand, ohey muss dacide ro wse i om

i Soveme bejre secvng ore rerwls dhar your Scheme wouldapply (e, e candr
wwoasled b Bipped over from sakimg ohe Diamvage o any sdher Effeas dhar mighs s,

Loss of Blessing

IFa creature lowes a :El.euiug and, as aresolt, its Libevaloe dml:ul:ch zero or Jess,
it is Shin immediarely.

Epic Cards
An Epic card is ary cand wich the Epic keyaand
amangits list of keywords, The card will also

feature a galden horderarcund the imagery

Deck Building
Oince you become familiar with the mecharics of Trelighs afithe Fodls you
can start building your own decksirstead of using the pre-constructed decks
The condicions for alegal dedk are:

« Itrrmst be exacthy 50 cards (scdwding dhe Dy card ).

# Iltcannot have more than three copiesof any card.

« Itcannot have moce than one copy of any Epic card.

# It rust mest the Deity card’s specific Faction Requiremnent (@ susmber of

ol frovm a speciic Facriow or Fecrians i rlbar deck |
«  Itmomst also bave exactly one Dieiky card

The Dizicy you choose for your dede influe noes its constraction, s each Deity
card has a Faction Requirsment specified an it

When meating your own deck. pou might be wondering how to keep track
af your cards v=. your opponent’s. We recammend sleesving your cands in clear
plastic sleeves, and dotting or otherwise marking the fronit of the sleeve (e
e buack ) with o colored marker that you can identify as uniqoe to oursel
Thiswill allow yon to sasily recover your cards ance the game is overn

Faction Requirement Example

tfars, the God of War, has a Faction Beguirement of Aggression (i @), This
mizans thar Mars' deck mmst hawe at least ten cards From the Aggression
Faction to be a Jegal deck. You may exceed ten Aggression cards in a bars

deck, but any amount fewer would render thar deck illegal fard pew would
_.Er_.E'r.r.l:b.-mr i frimal im widariom of rhe Facrion Raguirement).

Gameplay Variants

Multiplayer
Tivsliyhs af e Foals is halanced for one.versus-ane play, but you can certainky

venture into mulkiplayer games if you so desire. These can be every-player-for
themsehves or team games featuring an equal mumbser of players on each feam.

When plaving multiplayer, player turns proceed ina clockerise manner aroured
the table.

Crravw Phase Changes:
In rulriplayer play, the startive plaver drawes mro Actian cards on their first Turn,
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Trade Phase Changes:

You may only succestully Trade ooce with each oppotenit (i iy ander you
denire) per Trde Phase. Each Trade can cnbr ke between che correne player ard
cne other opponent (i, me dree sy mader are allewed ).

I mrultiplayer plax, table talk is allowed, but o people currently engaged in
Trade negotiatiors must be allowed o proceed without undue incecference.

Selze Phase Changes:

The Seizing player miay Seize from any and all players they did mot aoccesshally
Trade with this Turn.

The Seizing plaver has additioral discounits to the mumber of cards they need o
discard in arder to Seize. Reduce the number of cards needed to Discard o follovas:
-1 card for every 2 cards in the opponent’s Aspect Seack.

-X cards i the opponent Seized from you during their last oarn. X equals
the rurmber of cards they Seized from yon. This discounit canceot be
taken in consecutive tums (ie, ifyour appema gor oeir dircouns during
lasdlr frev o S, paw camor)

Mo matber bowr great the discount, the Seizing player must abwsys Destror one cand.

Combat Phase Changes:

Ay plapers Creature can Block any other player’s Attacking Creature. You

may refuse to provide or accept such assisanice if you wish,

Crther Rules Changes:

Pricrity in resclving timing conflicts begins with the player whose Tum it is

and comntirmes choclorise: Le. around the @hle to the left.

Card Dratting Variant
For those who enjoy “drafting” their cards to build an optimal deck before
commiencing play, follow these setup Steps:

A, Create a Drak Pool Dieity deck of three Dieity cards per player (ie,
v players wewld hiee 2 Deai Pool Deiry deck o 12 Deiry cards ),
Shuffle this deck and deal one card ar a time to each player until all
are deale. (Thus, sach player will e diree Dieiny cards )

B. Plovers examiire their three Deity cords, select ane to keep, and pass the
remiring tao Dieity cards to their beft (rsobsisr | Oine of those Disity
cands just received is kept by the player, and the other card is similady
passed to the left. That ket Dieity card is simply kept by thee receiving
plaper. At this poinit, sach player will bave three Dieity cardsin their hand.

. Thencreate a Diraft Pool Action (memal) deck of 60 cards per
player (i, four plipers would bave o Diraft Posl_deviow deck o 240

g

.

v

Mulriplayer Seize Example 1

Bill is desperate for more Pow er and decides to Seize a Lesser Aspect of
Porwer (1) card From Jane. He places three cards from his Hand to che side.

Because Jane has thrze cards in her Aspect Stack, Bill receives a discount
of ane card (3 dividad by 2 rovndlsd doum ). Bill gets to put one of the
cards he put aside back into his Hand, then {wink o moe cands nbar
remmaim 3ot ro £he side) he must Destroy one card and Discard ane card.

Multiplayer Seize Example 2

Bill wants to Seize a Greater Aspect (1) from Jane. He places foor cards
from his Hand to the side.

Sirce Jane Seized too cards from him duaring her last oum, Bill geesa
dizcount of tero cards (a1 sme cord disoswers o each card faone Seized from
himn dwrizg leer Lase surn ). OF the four cards that he put to the side he
retums twra af them to his Hard, Destrops one, and Discards one.

Mistes IF Jane had wased this discount durivg ber last Turn (Benauss Bl fad
Sriged frem ber dhe aurm peiar), then Bill would noe reciews the teo cand
dizcount. He would, however, still be eligible far the discourt if he Ssixed
from a differenk plaper whi Seized from him during their previous Turn.

cardr). Shufle themn together and deal our to each plaver one pile
aof 20 Diraft Action cards; do this three times so that each plaver has
a total of G0 Action cards.

Each plaver locks at their firse pile, selects cne card From it to keep,
and passes the stub (i.e, she remaining conds from char pde| o
their right {reumrerdocbwize) Bepeat this process nineteen more
times urtil mo cards remain in the stob (o pass.

E. Repeat Step D with the next pile, but this time passing cards o

vour Lef {ofackedie )

E. Then repeat once more with the last pile, again passing to the
right {oumrernlect s |,

Firally. each player chocses one of their Deity cards bo represent
them, then comseructs cheir 50-card deck; it may include mare
than three of any single Action card, and more than one of a
particolar Epic card. Your deck must meet your chosen Dieity
Corwiction requirements, if possible. If not, you lose access to
your Dieity poweer and never receive Conviction bonuses,

=

P

3|

'S
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| Sample Turn

W, A

Eill and Jame have wisely decided to play a gamie of Trelighs o e Gods

Each of them has their 50-card deck ready; each shutfles ard rakes their seven. card Hand {raoking & Mg, ifmecrsary ) and is ready to begin. Since both
players knowr the rules and Bill is youngest. Jane decides to let him go Arst.

Bill's Turn

[Refresh Phase]

Mothirg happers, as Bill has nothing in play yet!
There is no Upkeep to be paid morcands to Refresh.

[Cwaw Phase]

Bill drawes conly orie card (wwer i e de frse Tarm of

a rawo player game |
[ Trade Phase]

| Bill aifers Jane two Lesser Aspects of Power (1
bor tara Lesser Aspects (T in recurn,

|_'h.n:Cn:-u.r|.h=r: with an cffer of one Lesser Aspect

| (¥} and ane Greater Aspect (I} for one Lesser (1)
| and cne Greater (i ) because she has 2 mid-level
Creacure that she real by wants to get into play eacly.

Bill agrees. and the two exchange cards face dowen,
placicg their new acquisitiors in their repective
Aspect Stacks,

[Setoe Phase]

This Phase is skipped, as Bill cannot Seize from
Jare simce he already Traded with her this Tiarn.
[Blesonros Phase |
He decides to put his Lesser Aspect of Power ()
inito play 7.2, swro bis Resource dren) as he hasa
Creature i his Hand that costs Lk which will
put a little quick pressure an Jane.
[Summoning Phase|

| Hill Exhauses the Lesser A spect for Power (Tin
his Biesouarce Area o pay the Summaning cost of
that Creatore, which is Summored, Fresh, in Bills
Cambat Field.

[Combat Fhass]

Bill cannick dio anything, Although his Creature
i Fresh, it was just Swmmonied and thus canmot
Artack that Turn.

[End Phase]

Rill has no hooseke eping to atterd o and his
Turn erxls.

Jane's Tum

[ Befresh Phase)|

This Phase iz skipped as [ane has nothing in play
ta attend to,

[Dwaw Phase]
Tane drams toro cards far wsll Sl ow sebaguenr rams)
[ Trade Phase]

With two Aspect cardsin her Aspect Stack, a (1)
and a (£, Jare still seekes more A spects po start
working towards a big Creature that she would
lowe to Sumameon, 5o she coyly offers to Tradea
Lesser Aspect () and an Exalted Aspect ({07

oo Bill for a Lesser (Tl and Exaleed (00 Bill
responeds, “no Trades," and with that declaration,
Jaree's Trade Phase ercdsabruptly,

[Setoe Phase]

Dieciding that she really mantsanother Leser Aspect
{1, Jarie ses her Seize Phase to achieve thar goal.

5he sets aside three cards from her Hand in ecder
to Seize a randam Lesser Aspect from Bills Hand.
She then placesit into her Aspect Stack. From the
cards she szt aside, she chen Destrops one card and

b
[
=]
i

Diiscards the rest. The other two cards are set aside.
Jarme places themn face up in her Discard Stack.

Jane currenily has three cards in her Aspect Stack:
Two (&) ared coe (7). She could Seize from Bl
again, but as that would bring her Hand dosem to
:J.l'n-:::mc:l.rds,:ﬂ:::dtciﬂuh: ITEOWE O

[ Resawrce Phase]

Janie puts a Lesser Aspect (T into play from her
Aspect Smck onto her Resource Area.

[Summoning Phase]

Interestirgly, she does not then Exhamst it o
pliyarything during her Summianing Phase. As
Bill suspecis, she is holding orto a Scheme in her
Hand thar allows her to Manifesta Lesser Aspect
{1}, and she knows that the Lesser Aspect (7]

she Traded to Bill is a Scheme that Slays a Lesser
Crearure (Tike dhe ame fz cwrrewels has i play om
e Combuar Field),

When Bill tries to Attack with his Creature
miext Turn, he is going to find Jare's trap waiting
bar him.

[Combat Phas:]

Jane has mothing in her Combar Field and 5o na
Artacks to make during her Combar Phase,

[End Phase]

Finally, Jane's End Phase oecurs with nothing
requiting her attention, and so it is Bills Tarn
QICE ITorE
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g
Timing Table

If mltiple Effects take place at the start or end of a Phase, the player whose Tum it is has prioricy Action Windows represent when Active Effects can takee place
within each Phase. The player whese turn it is starts the Action Window, An Action Window endswhen all plavers decide to passon using an Active Efece. All
Active Fiectsare then resohved in Last In, First Ohot onder.

Action Window

-m B B ——
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~ Turn Sequence

1. Refresh Phase

A

lﬂm Phaz
3. Trade Phase
4, Seize Phase
*5. Resource Phase
& Summening Phase
7. Combat Phase
8. End Phase

Combat:

a. Declare Arrackers
{to Life Stack and/or Discard Stack)

b. Declare Defenders
(on & one-to-ane basis for each Attacker)

c. Beplace Defenders
(if able wntil unable to replace Deferders)

- d. Resolve Creature Damage
{inflicied to and suffered by Creatures
— Fight vs. Lifz)

& Resolve Discard Stack

(balf current Greatwre Life rounded up)

. £ Resolve Life Stack Damage

 (ewrrent Creature Life)

Symbols:

Convlcrion - This ssmibol means
that the ability it is asscciared with
requires Conviction.

Fight - This spmibod refers eo che Fight
value of Creatures. {ie, +1 Fight
wonld be shown as +]$}

Lifie - This spmibe] refers to the Life
@ value of Creanares. {iz., +1 Life would
be shown as + 1)

Faction Symbols - Each spmbol represenis
cne of the four factiors (colors ) in the base
game. { Le. a Brown Creanare would be shown
s a V= Creature))

[BTE] rocuodiacion (Bine)
. Aggression|Red)
e Mysticism (Green)
=) Sactuary (Brown)

Aspect Symbaols - Each symbol represents
cne of the three Aspects (Jevels) in the game.
{ixz. a Lesser Aspect Creatute woukd be
shown as 2 @ Creature)

. I Lesser Aspect (Bromee)
1 IL Greater Aspece [ Silver]

v 1L Exalted Aspect {Gald)
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