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Main rules

1. Win condition

Whenever a player has zero life, they lose the game. The last 
player left is the winner. 

2. Setup

1. Each player starts with a draw pile of ten Treasure 
cards. 

2. Each player starts with five cards in hand and 20 life. 
Those five cards are drawn from their draw pile.

3. Shuffle a large pile of face-down random cards called 
“the market deck.” 

4. Put the top six cards from the market deck face up on 
the center of the table. These six cards are “the market.”

5. Randomly determine who takes the first turn. 
6. Players then take turns, going clockwise. 

3. Card Layout

The information about each card is provided in certain areas:

4. Turn Order

During your turn, each phase determines what you may or must 
do:

1. Beginning phase 
(a) If any cards were removed from the market, add 

that many cards back to the market from the top of 
the market deck. Whoever is passing their turn 
should do this. 

(b) All inactive (sideways) assets the active player 
(currently taking a turn) controls become active 
(right side up). 

(c) Remove all damage from characters. 
2. Start phase – Some assets do something during the 

start phase.
3. Draw phase – You may draw a card. In a two player 

game, skip the first draw phase of the game.
4. Main phase – Play cards, and buy cards from the 

market.
5. Battle phase – Characters you controlled when you 

started your turn can attack. 
(a) Declare attackers – Choose which characters 

attack, and which opponent(s) they attack. 
Attackers become inactive (sideways). 

(b) Declare blockers – Opponents who are attacked 
may declare blocking characters with their active 
characters. 

(c) Combat – Blocked characters battle the characters 
blocking them, each dealing damage equal to their 
power to characters they battle, damage divided to 
blockers as you choose. Unblocked attacking 
characters deal damage equal to their strength to 
the opponent they attack.

6. Post-battle phase – Play cards and buy cards from the 
market.

7. End phase – Some assets do something at the end of 
your turn.

5. Playing cards

You can play any card during your main phase or post-battle 
phase. When you play a card, reveal it and put it into a limbo. 
You control that card. If it has any targets, you must choose them
as you play it. 

Before the card that you played resolves, each player can play a 
swift card or activate an ability in response, going clockwise, 
and starting with yourself. Each card and activated ability 
resolves in reverse order, with the last one played resolving first. 
If the card isn’t negated, it resolves. The card is resolved after 
everyone agrees not to respond to it.

When an event resolves, you make any needed decisions for it 
and the card’s ability is used. The text on the card tells you what 
happens.

Assets are non-event cards. An asset card that resolves is put into
play on the table in front of you and you control it. You make 
any decisions for it and the abilities are turned on.
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6. Active Cards & Activation Abilities

Assets come into play
active, unless stated
otherwise. Active cards are
right-side up. Some cards
have activation abilities
(the tilted A symbol). You
can usually activate
abilities of an active asset.
After you activate them, it becomes inactive (and you turn it 
sideways).

One exception is you can’t use activated abilities or attack with 
characters if you didn’t already have control of them when you 
started your last turn.

7. Buying Cards

Almost all cards have a cost, and the cost
is located on the upper right hand side of
the cards. You may only buy cards in the
market, and you need to pay the needed
gold to buy them. You must get the gold,
and you lose the gold to pay the cost. 

Treasure cards are usually needed to get
gold. You put Treasure cards into play.
Activate and destroy them when you are
ready to get gold to buy cards. Destroyed
cards are put on top of your discard pile.

If you ever get more gold than you need,
you must spend it all right away to buy
cards from the market, one after the other.
Any additional gold is lost right away
that isn’t used.

When you end your turn and another player starts their turn, 
refill the market back up to six cards.

8. Card Types

1. Swift – You can play swift cards at any time. (A 
secondary card type.)

2. Epic – You may only play one epic card during a turn. 
If you would play a second epic card during a turn, 
banish it instead. (A secondary card type.)

3. Event – A non-asset card. Put it on top of your discard 
pile after it resolves.

4. Asset – A non-event card. After the card resolves, put 
into play, face up, and it’s controlled by the player who 
played it.

5. Character – An asset that can attack or block. 
6. Realm – An asset that is generally used to get energy.
7. Relic – An asset that is an object.
8. Spell – A magical asset that is generally put onto 

another asset. If a spell attaches to another asset when 
it’s played or comes into play, then it is destroyed if the 
asset it’s attacked to leaves play.

Each character has two numbers on the right hand side of the 
card title:

• Strength  – This is the first number. It’s how much 
damage the character deals in battle.

• Vitality  – This is the second number. It’s how much 
damage is needed to be lethal to the character—enough 
to destroy the character. (Put destroyed assets into the 
owner’s discard pile.)

9. Card Color

Each card is colorless, or it has one
of five colors, each with a different
suit symbol—red (sun), purple (eye),
blue (moon), green (ankh), and
yellow (star). The color represents a
general theme:

1. Red – The holy & faith. 
Divine & protection.

2. Purple – The supernatural
& intellect. Magic &
science.

3. Blue – The unholy & death.
Water & darkness.

4. Green – The natural & 
wilderness. Experience & 
growth.

5. Yellow – Passion & fire. 
Strength & instinct.

10. Table Layout

The draw pile, discard pile, in play zone, market deck, and 
market can be visualized using this representation. Each player 
has their own table space.

Assets can be put into play on the table (which is the in play 
zone). Assets have an effect on the game for as long as they are 
in the in play zone. 
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