THE ADVENTURE
STARTS HERE



s world was a garden full of life,
from the flying Vadora to the
deep-dwelling Dwarves - but that

orl as been lost, and only

one city remains, the oldest city in

the world - and the last refuge for
all of us. Now...we fight back.

THE GAME

In The City of Kings, each player takes the role of a great
leader and must co-operate with the other leaders to defeat
the armies of Vesh.

Players will explore the realms, searching for resources to
trade for equipment whilst preparing for battle. They will
help survivors and customise their characters, creating
their own unique roles.

As you progress through the game, the enemies you face
will get more powerful. You will need to adapt your play
style to these more dangerous creatures and develop new
strategies to defeat them.

At the start of the game, you will choose which of the seven
available stories you would like to play. While you may

*  choose any story, we recommend that you play them in

- order. Each story is split into chapters, and each chapter
has its own objectives.

TO WIN

To win the game, you must complete the objectives of each
chapter in your chosen story.

When you complete the last objective of the final chapter,
you win the game.

TO LOSE

There are 2 ways to lose The City of Kings.
® The city runs out of Hope.

® The heroes run out of Morale.

WHERE TO FIND US

www.thecityofkings.com
www.facebook.com/tcokgame
www.twitter.com/tcokgame
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' COMPONENTS

WHAT’S IN THE BCX

6 CHARACTER SHEETS 4 SETS OF PLAYER PIECES
WITH MATCHING TOKENS IN 4 DIFFERENT COLOURS

o9

9 Stat Cubes 12 Skill Tokens 5 Action Tokens Worker 1 and Worker 2
per set + 1 spare per set per set Tokens per set
1 RULEBOOK AND 1 QUICK
CREATURES

REFERENCE BOOKLET

CHALDAKKE
LAKCES

15 Creature War Banners 8 Boss Tokens with 9o Creature Stat bars 150 Creature Ability Tokens
with matching Creature ~ matching Templates. and 21 Boss Stat bars and 3 Ability Bags.
Templates.

DICE CARDS

5 Gather 5 Chance 5 Scavenge 28 Position 100 Quest 56 Equipment 28 Skill 50 Story 12 Scenario
RESOURCE TOKENS
25 Ore 25 Wood 25 Fish 22 Fire 22 Frost 22 Poison 1 Shredders 1 Hounds 1 Vilelings 1 Witch Doctor
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25 Linen 20 Item Parts 2 NPC 36 Attention 8 Curse 10 Ward Stone 21 Attack 21 Heal — 21 Shield 4 Transform

OTHER BITS

-

1 Old Barn 32 Stands 24 Health 1 Time Tracker 59 Map Tiles 6 Temporary 3 Headers: 1 Hope Tracker, 1 Corner Piece
e : Cubes and 1 spinner. Structures: 1 Temple  1XP Tracker and
Ph 2 Camps 1 Quest Hub 1 Morale Tracker
2 Traps 1 Trade District
2 Barricades



IF YOU GET STUCK, LET US KNOW AND WE WILL DO OUR BEST TO HELP YOU

The rules for learning The City of Kings are split between two booklets, the Rulebook and the Quick Reference Booklet.
You only need to read the Rulebook before you start playing your first game.

QUICK REFERENCE

Each time you play The City of Kings you will encounter
new Quests, Tokens, Map Tiles and Creature abilities, each
providing you with different experiences.

Don’t worry, you don'’t need to learn how these work right
now. That’s what the Quick Reference Booklet is for!
Whenever you encounter a new Quest, Token, Map Tile or
Creature ability, simply grab the booklet and look it up.

That way, your adventures will be full of surprises, even on
the 20" play!

STORIES

The City of Kings comes with 7 Stories to play, each story
offers unique challenges and can be played in a single
session.

Stories are made up of chapters and also include optional
Heroic and Legendary challenges. Once you have
completed the objectives of the final chapter-of your
chosen story, you can end the game victorious or continue
playing and try the optional challenges.

Be careful, the Heroic and Legendary challenges are
designed to test even the most experienced players. You
have been warned!

WATCH A VIDEO

If you prefer watching videos to reading
rulebooks, then you can find a series of how
to play videos on our website:

www.thecityofkings.com/how-to-play/

You will also find some useful hints and tips
and a series of making the game videos.

WWW.THECITYOFKINGS.COM/HOW-TO-PLAY/

NEED HELP?

The City of Kings Rulebook and Quick Reference Booklet
contain everything you need to play the game. However, we
know that sometimes a little bit of help is still necessary.

Because of this, we have created an online Frequently
Asked Questions page on our website where you can ask us
questions.

We won'’t always be able to answer every question
immediately, but we will do our best to help you as quickly
as possible.

You can also contact us on Facebook and Twitter!

ASK A QUESTION
www.thecityofkings.com/help/

FIND US ON FACEBOOK
www.facebook.com/tcokgame

FIND US ON TWITTER
www.twitter.com/tcokgame




FIRST TIME SETUP

The first time you play, you will need to attach “

the stands to the Character Tokens and
Creature War Banners. You will also need to
attach the spinner to the Time Tracker.

uCHOOSE A STORY

We recommend playing through the stories in order,
starting with Story 1.

Each story has a set up card showing you
which map tiles to use and how to place |e--
them.

For this example, we are using
Story 1, which uses map tiles 1, 2, and 3.

~ Locate the map tiles using the numbers
on the bottom left corner of each tile, and lay them out
as shown on the story set up card.

Any tiles placed faced down should be shuffled first.

Then, place the Story cards next to the board.

' PREPARE THE BOARD

Place the Old Barn, the Time Tracker, and The City of
Kings corner piece around the board as shown.

Set the Time, XP, Hope, and Morale trackers to the values | ; :
shown on the story set up card. 45 % 53 ; o/ 10w aay

SUPPLY AREAS
Place all the dice, resources, and tokens near the = L
side of the board. ; e P )
DICE

Gather, Chance, and Scavenge

RESOURCES
Linen, Item Parts, Ore, Wood, and Fish

. TOKENS
: : " Attack, Heal, Shield, Transform,
'+ Fire, Frost, Poison, NPC, Ward Stone,
- Attention, Curse, Shredders, Hounds,
. Vilelings, Witch Doctor
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Shuffle the Position, Equipment, Quest, and Skill cards,
and place them where they are easy to reach.

Place the Trade District header next to the Equipment
cards, the Quest Hub header next to the Quest cards, and
the Temple header next to the skill cards.

Draw 4 Skill cards, and place them face up together under
the Temple header.

' CREATURE SUPPLY

Place the War Banners, Creature Templates, Health Cubes,
Creature Stat bars, and Creature Boss bars where they are
easily accessible.

There are different Stat bars and Boss bars for 2, 3, and
4-player games. Make sure to use the correct ones for your
current player count, and put them in order, with 1 being
on top and the highest number at the bottom.

'CHOOSE A CHARACTER

Each player chooses a character and places the respective
Character Sheet in front of them.

Place the corresponding Character Stand on The City of
Kings tile.

"SET UP YOUR CHARACTER
SHEET

Each player chooses a colour and then sets up their
Character Sheet as follows:

! Place the Worker 1 token on The City of Kings tile

and the Worker 2 token on the Character Sheet in
the Worker 2 section.

Place 4 Action tokens in the Action area, and place the
5th Action token on the Worker 2 token.

g Place the 12 Skill tokens near your Character Sheet.
u Set the g Stat cubes to the following:

O: G @
/ 1 ﬁ 2 (lower) %. 1 hie
%= $o é ' .

Finally, place 1 red health cube on the health track to
represent your current health. X :




'CREATURE ABILITIES

CREATURE ABILITIES MAKE EACH CREATURE UNlQl.jE

Creatures represent the armies of Vesh and will do their best to stop you, attacking any heroes that get too close. They
appear during Stories and Quests and can be encountered when exploring the realms.

During your adventure, you will encounter creatures which
you will need to set up and activate during player turns.

Each creatures abilities are generated at the point of
encounter, continuously creating new and more terrifying
creatures for you to defeat.

CREATURE ABILITIES

There are over 50 Creature abilities in The City of Kings,
all of which are explained in the Quick Reference Booklet.
Each time you play, you will be introduced to new
combinations, giving rise to truly unique Creatures.

Abilities come in 3 difficulties:

EASY -~ GREEN CIRCLE

MEDIUM - YELLOW TRIANGLE

. HARD - RED SQUARE

A typical creature will /’ attack and heal, but creature
abilities can make them into more fearsome opponents.
Creatures can gain power to cast fireballs, summon
minions, move, and much more.

Remember - Creatures do not move unless
they are generated with a movement ability.

THE 5 TYPES OF ABILITIES

There are 5 types of creature abilities, each represented by
a different icon on the top of the ability tokens.

¥. sSeTUP: Activated when the token is drawn and
@ only happens once.

f ATTACK: Activated when the creature performs a
basic attack.

* SPECIAL: Activated after the creature performs a
basic attack.

' DEFEND: Activated when the creature is attacked.

DEATH: Activated when the creature dies.

BONUS STATS

In addition to the 5 types of abilities, some ability tokens
will increase a creatures stats.

&

x/ +3

Example: This ability token will increase the creature’s )/ by 3.

EXAMPLES OF ABILITIES

Throughout this rulebook, there are references to bonus
tokens, impairments, and minions, all of which come from
creature abilities.

It is useful to understand the basics of these abilities, but
don’t worry! They are explained in much more detail in the
Quick Reference Booklet.

ENRAGE

Every time this creature activates, it will gain 1 @& attack
bonus token, increasing its overall strength.

There are many types of bonus tokens which
you will be introduced to over time.

FIRE BALL ALL

Every time this creature activates, it will place 1 o strong
fire token on all Map tiles in range which have at least 1
Hero on them.

There are similar abilities which place

(%% poison and @frost tokens on the board.

These tokens are explained in detail in the Quick Reference
Booklet, but to summarise, and (® cause Heroes to
lose health whilst @ reduces a hero’s ability to move.

HOUNDS

This creature summons ° Hounds, which are minions
that move around the board trying to stop you.

Hounds are a type of minion controlled by the creatures
you encounter. There are many types of minions, each
with their own powers.



CREATURESETUP

CREATURES ARE GENERATED BASED ON A SIMPLE SET OF RULES

To set up a creature, you need to chobeatiE et Rure a GENERATE ABILITIES

Template and a matching War Banner from the creature
supply. All of the templates are mechanically the same, so
pick the one you think best represents the enemy you are
facing.

Every creature will be given a set of random abilities from
the ability bags. There is no limit to how many abilities

a creature can have, and a creature can have abilities of
different types.
You will also need the next creature Stat bar from the pile :

you set up at the start of the game (either 2, 3, or 4-player a STAT BAR

Stat bars) and a Health Cube.
The abilities icon on the Stat bar will show

the creature’s default abilities.

In this example, 1 @ and 2

CHALDAKKA
LANCES

g BONUS ABILITIES

If the creature was triggered by a quest, then read the quest
description to see which extra abilities need to be added.

If the creature was triggered by a map tile, then check the

top left corner of the map tile to see if any bonus abilities

Ifyou run out of Stat bars, take the most shouldbeaddat]
recently discarded Stat bar instead. b

Example: The Gibbet Cross
tile adds 2 [l abilities.

ﬂ WAR BANNER

Place the War Banner on the map tile that
triggered the creature. The War Banner
represents the creature’s location on the
board.

_—

a CREATURE TEMPLATE

Place the Creature Template and Creature Stat bar next to o A Gt
the player who triggered the creature. :

If the player already has a Creat}lre Template in frqnt G ABILITY DRAW

of them, then put this creature in front of the previous g

creature. The newest creature will always activate first. Draw the total number of abilities from the corresponding
ability bags, and place the ability tokens on the Creature

The Creature Template and Stat bar represent the Template.

creature’s abilities and strength, similar to how the

Character Sheet represents your hero. If you draw duplicate abilities, place one of them on top of

the other. They will only activate once.

Example: If the creature has 1 Q. i

and2 [l draw 1 token from the green bag,
2 from the yellow bag, and 2 from the red bag.

Remember, shake the bags to get
new ability combinations each time.

HEARST Y R
‘ Newest } Oldest

€) serHEALTH
Check the ” health stat on the Creature Stat bar, and
place the health cube on the Creature Template to match.




" ROUND SUMMARY

YOUR CHARACTER SHEET SHOWS A ROUND SUMMARY FOR REFERENCE.

The City of Kings is played in rounds. At the start of each round, you will first attempt to resolve your current story.
. Second, move the Time Tracker. Third, each player will take their turn in order, clockwise, always starting with the same
- player. On a player’s turn, they will check for impairments, activate any creatures they control, and then perform up to 4
~actions.

Once all of the players have completed their actions, the round ends, and the next round begins. Play continues until you
either complete your chosen story, or lose by running out of hope or morale.

€) ReEsoLVE sTORY

FIRST ROUND SECOND ROUND AND ONWARDS

At the beginning of the first round, the starting player Check your current objective. If you have met all the
should read aloud Chapter 1 of your chosen story to make criteria for that chapter, draw the next chapter card and
everyone aware of the initial objective. read it aloud. If you have not yet completed all of the

criteria, then your adventure continues!
Each player should draw 1 ability token from the red ability bag. Whoever y

gets the lowest number is the starting player. You should place the Time If there are no more chapters, you win the game.
Tracker in front of the first player as a reminder.

¥ MoVE TIME TRACKER

As you adventure across the realms, time will pass, fires
will burn out, frost will melt, and poison will disperse. If
you haven't victoriously returned to the city by the time the
clock strikes midnight, the city will fear for the worst and
lose hope.

a If it is midnight", update the Hope Tracker
and all Map tiles with o Attention tokens:

® Move the Hope Tracker
- down 1 space.
Move the Time Tracker to the next phase of

the day. ® Remove 1 o from every

Map tile that has at least
Look at the icon for the new time of day 1 o on it.

(either @ fire, (8 poison, or @ frost) and
update all tokens of that type on the board:

Remember - If you run out of
hope, you lose the game.

® Strong tokens get turned over to the weak
side.

® Weak tokens get removed from the board.

There won't be any present at the start of the game.

&) PLAYER TURNS

Each player will take their turn in order to resolve their A more in-depth description is given in the next section.
impairments, activate any creatures they control, and then
take actions.

Once all players have completed their turns,
the round is complete, and you start the next round.
Continue to do this until you either win or lose.




YOUR CHARACTER SHEET SHOWS A PLAYER TURN SUMMARY FOR REFERENCE.

Player turns consist of resolving impairments, activating creatures, and performing actions. Each player will perform all 3
steps before play passes to the next person, clockwise.

¥} RESOLVE IMPAIRMENTS

Impairments are created by creatures with abilities trying The effects of fire and poison are described on
to disrupt your p]ans by placing o fire and (&) poison page 14 and page 15 of the Quick Reference Booklet.
tokens on Map tiles.

If you start your turn on a Map tile with ) on it or your 9 ;m)
Character Sheet has ) on it, you must resolve these
effects before continuing with your turn.

€ ACTIVATE CREATURES

All creatures next to your Character Sheet now activate in
order, starting with the newest and ending with the oldest.

Note: You may not have any creatures next to your
Character Sheet at the start of the game.

Creature activation is explained in detail on page 13.

g HERO AND WORKER ACTIONS

Are you ready to go on an adventure? To perform an action, you place an Action token on the
associated Action slot on your Character Sheet. Some
actions can only be performed once per round, and others
can be performed twice. This will be indicated by the

At the start of your hero and worker Action phase, you
must remove all previously spent Action tokens from your

Character Sheet. number of circles in the Action area of your Character
You may then spend up to 4 Action tokens in any way you Sheet.
choose. Tokens are spent one at a time, and you perform .
each action as you go. Action tokens may be used on hero B .
actions, worker actions, or a combination of both! EARTHSHAKER WORKER1  WORKER 2
® Your hero can Move, Explore, Attack / Heal, perform Moye J Move /q ) ' j
: . —inse ; Sl
Specials, or Interact. o o :
Explore q C) Explore ! ) f) q /—>
® Your workers can Move, Explore, or Work. 1 : - 3 : A

" Attack/ i
You can unlock a sth Action token by Heal /_/lq Work e ) )

upgrading your workers (see page 18).
T e
| '"ii Ik, W

Interact
.



4 " PRIORITY TARGET

: CREA.TURES ATTACK THEIR PRIORITY TARGET, YOU CAN CONTROL WHO THIS IS.

Dufing a player’s turn, before their hero and worker actions, all creatures next to their Character Sheet will activate in
_order starting with the newest.

Activating a creature means resolving any impairments it

has and then activating its heal, attacks, and abilities. The hero with the highest max
health, who is in range, will be targeted
by creatures. This allows the other heroes

While you can’t stop a creature from activating, you can
Y P &Y to safely attack the creature.

prepare for its attacks by positioning your heroes and ]
controlling how much damage each hero takes. : Make sure you heal the hero getting
hurt! You can fight a creature endlessly

as long as 1 hero has enough health and
another hero heals them.

PRIORITY TARGET

The basic attack of creatures, as well as many creature
abilities, will only damage the priority target.

y The priority target is decided as follows:

RANGE

A hero in (@ range of the creature.

If more than 1 hero is in @5, check rule 2. S Range is always equal to the -

’ range stat. If you have a range of
The hero in (@) with the highest max @ health. 3, you can reach across 3 tiles in
If 2 heroes in share the highest max @, check rule 3. N addition to the tile you are on.

Remember - Max health, not current health. YOU CAN
a The hero in @5 with the highest max ” who is next in

turn order, starting with the current player who is
activating the creature.

4 only Attack/Heal in straight lines.

./ Attack/Heal over unexplored Map tiles.

If there is no priority target, then g,
the attack/ability does not happen. . YOU CAN'’T

If the priority target dies during creature b :
activation, then a new priority target is selected. : Attack/Heal diagonally.

Remember - Heroes on The City of Kings Attack/Heal around corners.
tile can not be targeted by attacks. r



CREATURE ACTIVATION

HOW TO ACTIVATE A CREATURE

To activate a creature, follow these 5 steps in order:

u RESOLVE IMPAIRMENTS

Creatures suffer damage from ) fire and
(®) poison tokens in the same way

heroes do. If the creature is on a Map

tile with a @) or has at least 1 () on

its Creature Template, then resolve this
damage as per page 14 and page 15

of the Quick Reference Booklet before
continuing.

€ HeaL

The creature performs the Heal action
restoring its @ health if it has the == heal ’
stat on'its Stat bar or if it has @1 bonus

tokens on its Creature Template.

Add the value of the == and @ together. If the total value
is greater than zero, the creature heals itself. Increase the
creature’s health by the amount healed.

A creature’s health can never go above

its max as shown on the Stat bar.

g BASIC ATTACK

The creature performs the Basic Attack
action damaging its priority target if it has
the / attack stat on its Stat bar or if it has
#1 bonus tokens on its Creature Template.

u Add the value of the f and #i together. If the total
value is greater than zero, then the creature attacks the
priority target. The targeted hero decreases their current
@ by the total attack value.

If the creature has any attack ability tokens on its
Creature Template, then they should be activated now.
Activate them in numerical order, following the numbers
on the top of the ability tokens.

Example: The creature has Whirlwind (9) and
Knockback (12). Attack abilities are activated
in numerical order, so Whirlwind (9) is
resolved and then Knockback (12) is resolved.

Curse and Poison Bolt are special abilities and
not attack abilities, so they do not activate yet.

!ﬂ‘l
PoisonN
BoLT

> |

WHIRLWIND KNOCKBACK
4 2

a ATTACK ALL

The creature performs the Attack All action &
damaging all heroes in range @ if it has an
\l/ attack all stat on its Stat bar.

If it does, all heroes in (@ of the creature
reduce their current @ by the value shown.

Attack All hits all heroes in (Sf,, including
the priority target, even if they already
suffered damage from a basic attack.

g SPECIAL ABILITIES

Finally, the creature performs the Special Ability action,
which activates all special ability tokens on its Creature
Template.

Activate them in numerical order, following the numbers
on the top of the ability tokens.

Special abilities can be identified by the i on the top of
the ability tokens.

Example: The creature has Curse (12) and
Poison Bolt (33). Special abilities are activated in
numerical order, so Curse (12) is resolved
and then Poison Bolt (33) is resolved.

Whirlwind and Knockback were activated during
the creature’s basic attack, so do not activate again.

PoisonN

WHIRLWIND
4 BoLT

KNOCKBACK
2

Remember - All creature abilities are
explained in the Quick Reference Booklet.

Remember - Each ability will only happen once.
If a creature has 2 tokens with the same ability,
then only activate the ability one time.

KNOCKBACK
5

\"leR‘Ii\i'u'IND FPoisonN
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HERO ACTIGNS

PERFORMED DURING PLAYER TURRN

The Move action allows you to move your
hero from one tile to another. You can Move

as many tiles as you like up to your ’?
move stat.

YOuU CAN

f turn corners.

j move from an explored tile to an explored tile.

j move from an explored tile to an unexplored tile.
j move from an unexplored tile to an explored tile.
j move through creatures, minions, and other heroes.

j stand on the same tile as another hero, worker,
creature, or minion.

f travel through tiles with impairments such as 0 fire
and (#) poison, noting those you encounter.

YOU CAN’T

% move diagonally.

move from an unexplored tile to another unexplored
tile.

% stop and perform actions in the middle of a move.

A hero with a ﬁ move of 2 can
move either 1 or 2 tiles.

SPECIAL

While this action does nothing at
the start of the game, heroes will Smash

become more powerful and unlock pertomhbagcat
new Skills from their Skill tree (see

page 20).

e

SPECIAL

e —— —— —
.

Somé of these Skills are activated
by using the Special action space (noted in the Skill
escriptions as shown).

EXPLORE

The Explore action allows you to turn over an unexplored
tile. Your hero must be standing on the tile you wish to
explore before you can initiate the explore action.

When you discover a Map tile for the first time,
you should read the Map tile section of the
Quick Reference Booklet (starting on page 10)
for a description of what the tile does.

P N\ pr N Sy
i L f R

=\

INTERACT

Interact is used for a variety of different tasks throughout
the game.

ACTIVATING MAP TILES

Some map tiles offer special actions that need to be
activated, such as the shop where you can buy equipment.

These special actions are explained in the map tile
explanation section of the Quick Reference Booklet.

TRADING EQUIPMENT

You can trade equipment with other heroes whilst located
at The City of Kings by performing an Interact action.

FREEING OTHERS FROM PITS

If a hero or worker falls into a pit, then they will need to be
freed. This can be done by standing on a tile adjacent to the
trapped character and using an Interact action.

Once freed, the hero / worker is placed on the same tile as
the hero who freed them.

As long as you meet the requirements for
the Interact action, you can always do it,
ignoring any creatures, minions, impairments,
or effects on your current location.



ATTACK/HEAL

When performing the Attack/Heal action, you may Attack a creature or Heal a hero. You may Attack/Heal over
unexplored tiles.

ATTACK HEAL
u Choose a creature in @5 range | Choose a hero in @5 range
y (You can choose yourself)
a Calculate damage

(£ +bonuses + $ @ a Calculate heal

: ) (1) (™™ + bonuses + ¢ »)
a Activate the creature’s defend abilities %ﬂ #

; | Restore target’s @ health
u Reduce the creature’s @ health a ”

CALCULATING DAMAGE CALCULATING HEAL

BASE ATTACK: Start with your / attack stat as shown on BASE HEAL: Start with your % heal stat as shown on your
your Character Sheet. Character Sheet.

BoNuUsEs: Add any bonuses you receive from activated BonNusEs: Add any bonuses you receive from activated
skills or from being located on a Buff tile (see page 10 in skills or from being located on a Buff tile (see page 10 in
the Quick Reference Booklet). the Quick Reference Booklet).

you have. Take the highest roll and add it to your you have. Take the highest roll and add it to your
total. total.

SHIELD: Check the creature’s Stat bar to see if it '

Luck: Roll1 @ chance die for each §f§ luck stat * Luck: Roll1 @@ chance die for each $ luck stat %

hasa v shield. If it does, subtract the ' value RESTORE HEALTH

from your total. Your target’s current @ increases by the amount

calculated, up to the target’s max @) (you cannot

DEFEND ABILITIES: If the creature has any defend abilities,
overheal).

then activate them in numerical order.

Be careful, some defend abilities can hurt you! =

DEAL DAMAGE

If you are still alive, decrease the @ health of the creature
by the total damage.

REFLECT: If the creature has §ﬁ reflect, the ﬁ

attacking hero must reduce their current Q by 1
for each point of }ﬁ reflect.

Reflect always hits, even if the creature dies, and is not affected by the
creatures @ If a hero can hit the creature, then reflect will hit.

ALWAYS ROUND UP
When a hero or creature performs an

Attack/Heal, they might calculate a number
which contains a decimal.

In all cases the number should be rounded
up to the closest whole number.

Example 1: Attack 3.2 becomes Attack 4.



ol T

. WORKER ACTIONS .

PERFORMED DURING PLAYER TURN

Workers are playable characters whom you manage
. alongside your hero to perform tasks.

- Workers cannot attack, they cannot be attacked, and do

not have health. They are not affected by fire, poison, frost,
or other such effects, but they do fall in pits.

MOVE

Worker Move follows the same rules as hero
Move (see page 14) with the following
exceptions:

® Workers can perform the Move action
twice per round as shown on the Action section of your
Character Sheet.

® Workers cannot travel through creatures.

If at any time a worker is located on the same tile as a
creature, the worker is considered trapped. Trapped

~ workers can not perform actions or Move. They are

considered to be out of play until the creature is either
killed or moves to another tile.

Remember - Workers have their own move stat
located in the worker area of the Character Sheet.

EXPLORE

Worker Explore follows the same rules as hero Explore (see
page 14).

ATTENTION

When you gather or scavenge,
you have a chance to roll an €»
attention icon, indicating you
have gotten the attention of a
creature.

If you do,add 1 ¥ Attention token to the Map
tile your worker is on for each € rolled.

If at any point you place a 4th #® ona Map tile,
remove all ¥ from that Map tile and set up a
creature there instead.

WORK

The Work Action allows workers to build, gather, or
scavenge.

GATHER

If your worker is on a resource tile, you may
use the Work action to gather. Resource
tiles have the .7} gather icon in the top left
corner.

7 o'e
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To gather, roll 1 @ gather die for each /7,
gather stat you have.

When gathering, you take the number
of resource tokens from the supply equal
to the total number of Wl rolled, and !
place them on your current worker’s storage area on your
Character Sheet.

For each a you roll, place 1 o Attention token on the
resource tile.

Each resource tile allows you to gather a different type of
resource.

MINE:

FOREST: @? wood
> fish

® o
@ linen

LAKE: FIELD:

THE OLD BARN

The Old Barn holds all the resources you bring
back to The City of Kings, which are considered
your available resources. These resources are shared
between all players and can be used by anyone.

,--,'f#’ﬂ“': OLD BARN
'] |

At any point in your adventure, if you require
resources for a Quest to buy Equipment, to build
a structure, or for any other task that requires

them from) the Old Barn.

You can not spend resources that are
currently in your workers” storage areas.



SCAVENGE

If your worker is on a creature tile, you may
use the Work action to scavenge. Creature
tiles have the 5 scavenge icon in the top
left corner.

To scavenge, roll 1 fd scavenge die for each
) scavenge stat you have.

The sides of the scavenge dice show =
fish, n ore, n wood,gg item part, or

Q
attention. When scavenging, you take

1 resource token from the supply for each resource rolled
and place them on your current worker’s storage area on
your Character Sheet.

For each a you roll, place 1 o Attention token on the

creature tile.
You obtain % item parts by scavenging.

These behave in the same way as any other resource.

ITEM PARTS

During your adventure, you will find Item Parts
which can be traded at The City of Kings to
unlock new Equipment at the Trade District.

A worker can perform a Work action while in The City
of Kings to remove 3 % from the Old Barn and add 1
Equipment card to the Trade District, placing the card
under the Trade District header.

This can be done multiple times for just 1 Work action.

Example: You can trade 9 ”for; Equipment
cards at the cost of a single Work action.

BuILD

Some tiles are labelled as buildings and can be upgraded
for bonuses.

Each building location starts at phase 1 and can be
upgraded twice.

If your worker is on a building tile and the Old Barn has
the required resources to upgrade that tile to the next
phase (indicated by the top row of icons), then you may
perform a work action and spend the required resources to
collect the reward (indicated by the bottom row of icons).
You should then locate the upgraded version of that map
tile from the box, and place it on top of the current version
of the tile.

EXAMPLE

PHASE 1

Pay 3 wood, get 2 linen, and place the phase 2 tile on this
Map tile.

L EEXEX

1 WORKER STAT

PHASE 2

Pay 5 wood. All players increase a worker stat by 1. Place
the phase 3 tile on this Map tile.

Gen's FaRm

PHASE 3

Pay 3 of any 1 resource and get any 1 resource. This tile is
permanent and can be used as many times as you wish as
long as you have the resources required.

A
v

All workers can build and there is no Build stat.




"~ WORKERS AND STPRAGE

RESOURCES ARE SHARED BETWEEN PLAYERS

You start with 1 worker and can unlock a second by
increasing any of your worker stats to 4.

This is shown on your Character Sheet as a reminder.

When you unlock the second worker, move the worker
token to The City of Kings tile and use the Worker 2 action
section on your Character Sheet to perform actions with it.

THE FIFTH ACTION TOKEN

If you unlock your second worker, you also unlock the s5th
action token. For the rest of the game you can perform 5
actions per turn instead of 4.

TRAPPED WORKERS

Workers get trapped by creatures and minions. If a worker
is on the same Map tile as a creature or minion, it can no
longer perform any actions until that creature/minion is
killed or moves to another tile.

WORKER STORAGE

Each worker has its own storage area on your Character
Sheet, which can hold a maximum of 6 resources.

SESHARRA e
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At any time, you may remove any number of resources
from your workers’ storage areas and remove them from
the game, placing them back in the supply pile.

When your worker is on The City of Kings tile, move all
resources from its storage area to the Old Barn.

You can not spend resources that are
currently in your workers’ storage areas.

UNLOADING RESOURCES

Each worker is limited to holding a maximum of 6
resources at any given time. Whenever your worker enters
The City of Kings tile, move all of their resources into the
Old Barn.

You can discard any resources from your workers’ storage
areas at any time.

TEMPORARY STRUCTURES

Workers can use a Work action whilst on The City of Kings
tile to purchase a Temporary Structure. Each structure is
limited to 2, so only 2 can be in play at any given time.

CAMPS BARRICADES

TRAPS

Traps cost 8 @ ore, Camps cost 8 >® fish, and Barricades
cost 8 ¢ wood.

When a worker purchases a Temporary Structure, it
immediately goes into its storage area on your Character
Sheet. Temporary Structures take up all 6 storage spaces,
so no resources can be held by a worker that is carrying a
Temporary Structure.

Workers can use a Work action to remove a Temporary
Structure from its storage area and place it on the tile it is
currently on.

Similarly, a worker can use a Work action to pick up a
Temporary Structure from the tile it is currently on and
place it in its storage area.

Once a Temporary Structure is on a tile, it can be activated
by any player at any time as it does not cost an action. Once
activated, remove the token from the board.

FOR THE BELOW, X ALWAYS EQUALS YOUR CURRENT
LEVEL (NOT TOTAL XP) AS SHOWN ON THE XP TRACKER.
TRAPSs: Instantly reduce the health of 1 creature on the
same tile as the Trap by X and then remove the token.

caMPs: Instantly restore X health to 1 hero on the same
tile as the Camp and then remove the token.

BARRICADES: 1 hero on the same tile as the Barricade can
reduce damage taken from any one source (i.e. creature
attack or ability) by X and then remove the token.




LEVELLING UP AND STATS |

PLAYERS LEVEL UP AT THE SAME TIME

In The City of Kings, you share rewards by adding experience points to a single team tracker and level up together. No

hero will be left behind!

As you adventure across the realms, you will gain
experience points (XP) for completing Quests and killing
creatures.

When you gain XP, add them to the team XP tracker by

moving the XP token the appropriate number of spaces.
When you land on (or pass) a new level, all players gain
rewards.

It is possible to level up two or more times with a single XP
gain. All players get all the rewards for each level gained if
this happens.

If'you ever reach the end of the XP tracker,
then ignore any further XP gains.

| ,4.

STAT INCREASE ﬁ

SKILL TOKEN

Increase any 1 of your hero

| |
i \
| orworker stats by 1. {
! |

Take 1 Skill token from
your personal supply and
place it on your Skill tree.

STAT + SKILL

You get both a stat
increase and Skill token.

f |
}
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STATS

Each character sheet contains 9 stats. Each stat offers
different benefits and will change the way you play the
game.

HEALTH

@ Health is represented by 2 values: max and current.

MAX HEALTH: The total health your hero can have at any
time.

CURRENT HEALTH: How much health your hero has at this
point in time. When you take damage, you reduce your
current @). When you are healed, your current @ goes

up.

When you upgrade your O stat, you
increase both your current and max

Remember - Your current health can
never go above your max health.

PRIMARY STATS

/ ATTACK: How much damage you do with an Attack
action (see page 15).

== HeAL: How much @ you restore with a Heal action
(see page 15).

SECONDARY STATS

Unlike the other stats, secondary stats require multiple
upgrades to increase the value.

For example, at the start of the game you have 1 @ range.
by 1, you will still have 1 @

) and so on.

When you upgrade your

The next time you upgrade you will have 2

@ RANGE: How far you can reach with an Attack action
or Heal action (see page 12).

)E MovE: How far your hero can move in a Move action
(see page 14).

§§ Luck: How many {& you roll when you perfor.m an
Attack action or Heal action, offering a random increase to
the action (see page 15).

WORKER STATS

@ MovE: How far your worker can move in a Move action
(see page 16).

»

/. GATHER: How many [d you roll when you perform a
work action at a resource location (see page 16).

i
5 ScAVENGE: How many fd you roll when ybu ;
perform a work action on a creature tile (see page 17‘
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CREATE YOUR OWN ROLE

I'was once a healer, but now I am the bringer of death.

~ Each hero can learn to use a unique set of Skills during the game by advancing
~ through their unique Skill tree.

During your adventure, as you level up, you will be awarded Skill tokens.
These are placed on your Skill tree in a continuous path, starting from the
bottom row of Tier 1. New Skill tokens must always be placed adjacent to
existing tokens on the Skill tree, i.e., in spaces linked by a solid line.

Marsmeps

SKILL RESET 3
Dirarw 1 skilll card
and place it here.
ou may respend
your skill tokens,

As you place Skill tokens in slots, you gain +1 in whatever stat the slot
contains. As soon as you place your Skill tokens in a slot, update your
character stats.

When placing a skill token in this slot, you should increase your
@ range stat by 1 space.

There are some slots which contain 2 stats.
In these cases you will get both bonuses.

TIERS AND UNLOCKING SKILLS

Each Skill tree is made up of 3 tiers, and each tier contains 4 skills. You can
only choose 1 of the 4 Skills from each tier.

To learn a Skill, you must place a Skill token on it. The token must also be
connected to the bottom of the skill tree via a solid line.

SKILL CARDS

When you reach the top of a tier, you can take any face §
up Skill card from the Temple and place it in the next
tier. This will allow you to continue up the Skill tree
and work towards the most powerful Skills.

When you take a Skill card from the Temple, you
- should immediately replace it with a new card from
the deck.

~ There are some Skill cards which contain bonus skills,
_..and you may learn these skills by placing a Skill token
] on'i'the[n. Bonus skills can be learned in addition to the
et ;sftandlard skill you learn from each tier.

SKiLL TREE

SKILL
Draw 1:
and plac
& You may
your ski




RESET
skill card
e it here, ¥
 respend
I tokens. §

SKILL RESET

Each player can reset their hero’s Skills
once per game by placing a Skill token &
on the Skill reset slot.

Once activated, remove all Skill tokens
and Skill cards from your Skill tree,
remembering to reduce your character -
stats. '

Next, replace any Skill cards you
removed with Skill cards from the
Temple, and take 1 extra Skill card from
the Temple and place it over tier 1.

Now place the removed Skill tokens
back on your Skill tree in any way you
want.

‘another turn, this time paylng the ﬁrst actlon cost
‘to remove the X : g

USING SKILLS
There are 2 types of Skills:

PASSIVE SKILLS

These offer a bonus that remains for the rest of the
game.

ACTION SKILLS

These require an action to activate.

On the Character Sheet, Action Skills will show the
required action under the Skill description, while
Passive Skills will not show an action.

Example: Defend is passive and Curse requires a Special action.

ANYTIME SKILLS

Anytime Skills will always start with the word
“Anytime” and work differently from other Skills.
They can be used at any time, even during other
players’ turns!

To use an Anytime Skill, you must still spend an
Action token on the necessary action. To use an
Anytime action on someone else’s turn, you must have saved 1 Action token
on your turn (before their turn) and make sure the required Action space is
left free on your Character Sheet.

When you perform the Anytime action, you place your available Action token
on your Character Sheet as normal.

TRANSFORM

Transform Skills require an action and a Transform
action to activate. Their description will state an
Action you will no longer be able to perform once
Transformed.

Example: Vengeful Prayer requires a
Special action to use. Once activated, 4
it stops you from using the Move action.

When using a Transform Skill, takea X
Transform token from the supply and place it on
your Character Sheet over the Action described.
You can no longer use this Action.

Example: When using Vengeful Prayer, you would put the
Transform token over the Move action and place an Action
token on the Special action.

Attack/
' Heal '

REMOVING THE TRANSFORM TOKEN

To remove the X , you must reuse the Skill on
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EQUIPMENT

ADDING EQUIFMENT TO YOUR CHARACTER

*

Each Character Sheet contains 4 slots for equipment. 2 slots may be used from the start of your adventure (legs and body),
and 2 slots must be unlocked (head and arms) by either upgrading your health, attack, or heal stat.

|

{

E CosT |

| afsh | EQUIPPING EQUIPMENT

b When you purchase Equipment, you must immediately
place it in the corresponding slot on your Character Sheet
and update your character stats as indicated.

If there is already a piece of Equipment in the slot, then it
must be discarded and removed
from the game.

Grisel’s Mane

.3:“' :

GRriseL's MANE

STAT INCREASE ,o‘-’

i NAME
!
!
1

STAT INCREASE j
|

Bony

+1 attack
+1 move
+1 scavenge

Increase your
maximum health by 1.

EQUIPMENT SLOT |

Body

|
]
|
|
|
|

BUYING EQUIPMENT

Your hero can buy equipment displayed at the Trade
District by visiting a shop or the City of Kings, and
spending the required resources from the Old Barn.

Purchasing equipment requires an Interact action, but
you may purchase as much equipment as you want for 1
Interact action.

UNLOCKING HEAD AND ARMS
SLOTS

You can unlock the head and arms slots by increasing your
health, attack, orheal stats. Only one stat needs to reach
the unlock value.

ARMS SLOT

@ 10 or more
f 7 Oor more
% 7 Or more

These are highlighted on your Character
Sheet with the ﬁ and x

HEAD sLOT

v 8 or more
. ]

icons.

1
| - LEGS SLOT

This equipment must

be placed in the legs THE BooTts oF
| SlOt. GREENBEARD
|

UNEQUIPPING EQUIPMENT

You can unequip equipment at any time by discarding it
from the game or trading it with another hero.

Remove unequipped equipment from your Character
Sheet and reduce your character stats, removing any stat
increases gained from the equipment.

In the event that unequipping equipment reduces ”
Health, / Attack, or % Heal below the threshold

required to unlock the head or arms, this slot is no longer
unlocked. You must also unequip any equipment in that
particular slot.

TRADING

If 2 heroes are on The City of Kings tile at the
same time, then they can initiate a trade by 1
of them using an Interact action.

The heroes can give or receive as much
equipment as they want (with permission), as
long as they both have unlocked the necessary
slots on their Character Sheets.



CRITICAL DAMAGE

THERE IS NO PLAYER ELIMINATION

If at any point a hero’s ” current Ihealth falls below 1, then C RE ATU RE D E ATH

that hero suffers critical damage and is rushed back to The
City of Kings.

: Immediately move their hero token to The City of
Kings tile.

Restore the hero’s ” current health to the maximum
value.

 Remove all impairments and transform tokens from
their Character Sheet.

“ Reduce the morale tracker by 1.

If a hero suffers critical damage during
their turn, they may continue to use any
unspent Action tokens after completing
the above 4 steps.

There is no player elimination.

Remember - If you run out of
morale, you lose the game.

THE CITY OF KINGS

When a creature dies, check its Creature Template for
death abilities, resolve rewards, and then return it to the
supply area.

While a player is performing actions for a creature, it is
possible for the creature to die. If this happens, the effect
of the current ability should be completed but no further
actions should be activated.

' When a creature dies, check if it has any death
abilities. If it does, activate them in order.

2

x}]

' Check the XP reward on the creature Stat bar,
and increase the team XP tracker by the value

shown. 1

| Return the creature’s Health Cubes, War Banner,
and template to the supply area.

| Return the creature’s abilities to the
~ corresponding ability bags.

a Put the creature Stat bar in a discard pile.

If the creature was the target of a quest,
you should resolve the quest now.

If the creature was the target of a story, you
should resolve this during the “resolve story” phase.

TILE

ALSO KNOWN AS THE CORNER PIECE

The City of Kings tile is the starting area and will always be revealed. It is part of the corner piece, which is used to track

Hope, Morale, and XP.

HEROES

When a hero ends a Move action on the City of Kings tile,
they immediately restore all lost health and remove any
impairments from their Character Sheet.

Heroes cannot attack, heal, or perform special attacks or
special heals while in The City of Kings.

Heroes cannot be attacked whilst in The City of Kings.

Fire, poison, frost, and minion tokens cannot be placed on
The City of Kings tile.

The City of Kings tile is both a shop and a stable; you can
buy Equipment here and travel to other stables.

Heroes can trade with each other while in The City of
Kings (See page 22).

WORKERS

When a worker ends a Move action on The City of Kings
tile, they instantly move all resources from their storage
area to the Old Barn.

Workers can perform a work action to trade resources from
the Old Barn for Temporary Structures and Equipment
cards.

CREATURES

Creatures cannot move onto The City of Kings. i
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QUEST CARDS

During your adventure, your hero may discover Quest map
tiles, which will cause a Quest to start.

To start a Quest, draw 1 Quest card from the Quest deck
and read it out loud. Some quests will have two options,
and you will need to choose one of the options.

Each type of Quest is described in the Quick Reference
Booklet.

GROUP/INDIVIDUAL QUESTS

GROUP QUESTS are placed together on the table in an area
referred to as the Quest Hub and can be completed at any
time, by any player.

INDIVIDUAL QUESTS are placed beside the Character Sheet
of the player who triggered the Quest and can only be
completed by that player.

HOW QUEST REWARDS WORK

Quest rewards are shown at the bottom of the Quest card.

EQUIPMENT: E Equipment rewards should be drawn from
the Equipment deck and placed in the Trade District for
purchase.

RESOURCES: >® Fish, @ ore, @ linen, and ¢ wood
rewards are immediately placed in the Old Barn.

CARDS "

POSITION, QUEST, SKILL, AND EQUIPMENT CARDS

QUEST: j The Quest reward can be a new Quest. The
player who completed the original Quest should draw 1
Quest card from the Quest deck after all other rewards
have been collected.

XP: (1) XP rewards are added to the team’s XP tracker.

SKILL CARDS

At the start of the game, draw 4 Skill cards and place them
face up together on the table. This area is known as the
Temple, and it stores all available Skill cards.

Each time a card is taken from the Temple, it should
immediately be replaced with a new card from the Skill
deck.

Skill cards are used on the skill tree,
which is explained on page 20.



POSITION CARDS

During your adventure, some creatures will move, others
will summon minions, and a few will panic you into
running away. Position cards are used to determine the
movement and summoning locations for these abilities.

The central X represents the target’s current location,
and the final position is represented by the numbers. The
character moving must follow the line to that point.

The movement is resolved in order 1 - 4 until one of the 4
points is valid.

For example, first try to move to point 1. If point 1 is off the
board, then try to move to point 2 instead.

If point 2 is off the board, then try to move to point 3
instead.

If point 3 is off the board, then move to point 4.

One of the 4 locations will always be a valid location.

EXAMPLE

Characters follow the line to
their destination and are still
affected by fire and poison.

The creature first tries to move to
position 1, but it can’t as this would
take it off the board.

It then tries position 2. Since this is
on the board (an unexplored tile), the
creature moves to this location.

EQUIPMENT CARDS

Whenever you take a new Equipment card from the pile,
you must place it in the Trade District.

The Trade District is an area of the table reserved for all
Equipment cards that are available to buy.

More information about Equipment
can be found on page 22.

You will always have to
pay for the equipment.
Equipment is never free.




SET UP CARDS

~+ When you play The City of Kings, you may choose either
a story or a scenario. Each story comes with a set up card,
and each scenario has its set up information on the back.

& F Story4 Set Up e

TRACKERS
Hope Time Morale
; ﬁ hx 2 Midnight 3
A, * A 2 Late Morning 3
A. & ﬁ K 2 Midnight 3
a STATS

XP: 8 Creature Stat Bar: 6
Stats: 4 Equipment: 3

Skills: 4

g BOARD SET UP

a, Crowfeather Market
b. Howling Heath
¢. Moon Lake

Tiles:1,3,7

i | o
ol
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u STARTING LOCATIONS

Heroes:
Workers:

The City of Kings
The City of Kings J

Set up cards are split into 4 sections:

u TRACKERS

Set the Hope, Morale, and Time Trackers to the
appropriate values for your player count.

g STATS

XP: Set the XP Tracker to shown value.

STATs: Each player should upgrade their character by the
number of stats shown.

For story 4, each player should increase
.any combination of stats on their
character sheet by a total of 4.

SkiLLs: Each player should take the number of skill discs
shown and place them on their character’s skill tree.
CREATURE STAT BAR: Discard all Creature Stat bars up to
the value shown.

For story 4, you should start on Creature Stat
bar 6, so you should discard Stat bars 1 - 5.

- EQUIPMENT: Place this number of Equipment cards in the
Trade District.

STORIES AND SCENARIOS

How LONG DO YOU WANT TO PLAY?

a BOARD SET UP

Take the map tiles listed on the card (above the diagram)
from the box and place them, as shown, on the table.

w}: ASTROGRAPHER'S TOWER \

1 Creaturd

Map tiles are identified using the numbers
in the bottom left corner. For story 4 you
need all tiles with a 1, 3, or 7.

CREATURES: Some set up cards will list Creature Stat bars.
In these instances, set up the creature by the first player,
and place the War Banner on the indicated map tile.

['e. Creature Stat Bar 3
d. Gibbet Cross
e. Creature Stat Bar 2

__|0{0/0/0

Creatures placed during the set up phase
of a story or a chapter do not activate
on the round they are set up.

a STARTING LOCATIONS

Heroes and Workers do not always start at The City of
Kings and do not always start on the same tile as each
other. Place the characters on the tiles indicated on the set
up card.

CHAPTER SET UP

In addition to the set up card, some chapter cards within
a story have extra set up information. These are clearly
described and should be carried out as soon as they are
encountered.

If a chapter set up tells you to set up a creature, that
creature does not activate this round.

OBJECTIVES

Every chapter and scenario card has an objective clearly
shown at the bottom of the card. To win the game, the
objective must be complete during the ‘Resolve Story’
phase of a round.

EscoRT oBJECTIVE: The Escort objective is a unique
objective found in scenarios and requires you to escort a
character to a specific location.

There will be a “ NPC token on the board, and as seon
as a hero moves onto the same map tile as the “ they
should take the token and place it on their character sheet.
From that point, if the hero takes any damage, the @ dies
and you fail the scenario. If the hero escorting the

arrives at the objectives destination, then you succeed.

: Defeat all visible creatures.




BOSSES

There are a total of 8 bosses
and special characters in
the game, and the Story
and Scenario cards will tell
you when to use them.
These characters work in
exactly the same way as any
other creature in the game,
but they also have a unique
ability on their templates.

ABILITES

Example: Bogrot Hoodrahson has the ability Berserk.
This is a Special ability and has an order value of 93.
During Bogrot’s activation, Berserk would activate

in the Special ability phase using the order value of 93.

THE SCORCHED

The Scorched is a special character that cannot be attacked
or killed. When you are told to place The Scorched on the
map, do not give it a Stat bar or any extra abilities.

During the creature activation phase, The Scorched will
use its special ability F

GAME DIFFICULTY

The City of Kings was designed to be challenging and will
take time to master.

If you wish to play the game on an easier difficulty, then
replace step 7D of the set up on page 7 with the
following:

EASY

@ 1 (lower)

VERY EASY

@ 5 @ 1 (lower)
/ 2 ’?’ 2 (lower)
‘T

A
..
L]

SOLO PLAY

YOoUu CAN ALWAYS ADVENTURE ALORNE

The City of Kings is a fully cooperative game with no
hidden information and supports solo play through a
single player controlling multiple heroes.

To play solo, you will need to pick either 2, 3, or 4 player
mode and setup the game following the normal rules.

You will then need to select the appropriate number of
heroes to play.

It is recommended that you try 2 player mode first, and
then progress on to the 3 and 4 player modes if you want to
increase the options available to you.

Game Design

Frank West

Assistant Producer

Sara Jorge

World Building
Frank West

Sara Jorge

CREDITS

THOSE WHO MADE IT POSSIBLE

Artwork

Miguel Michell Da Silva

Art Direction

Frank West

Graphic Design
Frank West

With contributions from
Alec Jackson and Peter Webb

Writing
Frank West
Ian O’Reilly

With contributions from
Sara Jorge, Joelle Mellon
and Meg Stivison

Editing

Ian O'Reilly, Jeff McCaull, '3 -
Michael Bane, Amy Smylie,

and Carrie Ott




SUMMARY

FOR REFERENCE WHILE YOU PLAY

- ROUND SUMMARY
- See page 10 for details

ﬁ Resolve story

a Move Time Tracker

. a Player turns

PLAYER TURN

See page 11 for details

n Resolve impairments o / (&
a‘ Activate creatures
a Hero and worker actions

CREATURES

See page 8 for details

. EASY

CREATURE SET UP

See page 9 for details

a War Banner

a Creature Template and Stat bar

aSet@

a Generate abilities

w
MEDIUM . HARD @ SETUP

HERO ATTACK/HEAL

ATTACK

See page 15 for details

j u Choose target in @5 ;
i u Calculate damage: / + bonuses + # - '

a Creature defend abilities.

B3 n Deal damage.

5 ﬁesélve }ﬂ 1

PRIORITY TARGET

See page 12 for details
u A hero in @ of the creature.
. If there is more than one hero in @, check rule 2.
a The hero in @5 of the creature with the highest max @
If 2 heroes in @ share the highest max ”, check rule 3.

a The hero in @] of the creature with the highest max
@ who is next in turn order, starting with the player
activating the creature.

f ATTACK * SPECIAL ' DEFEND @ DEATH

CREATURE ACTIVATION

See page 13 for details

ﬁ o / (®%) Resolve impairments

a %ﬁ Heal

a )/ Basic attack and attack abilities
q \l/ Attack all

a W Special abilities

HEAL

See page 15 for details

ﬁ Choose target in (@ .
a Calculate heal: == + bonuses + #§.

a Restore @



