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f>C0n)urers and a§51stants {




1’;@ flead_ the t:coops agamst r1val armies from ne1ghbor S A
. You know that if you- could pr@ve yourself e
orthy of leading these troops a lot of fame and w‘éalth e e
would follow. By .assembllng the most powerful army of ' 
mﬁhologlcal creatures eqmpped with rare artifacts, you koo
Wlll beat the other. con;urers in- town ST R T |

| v y o 4 8 q ’
4

To achleve the most- VlCtOIy' pomts (VPs) at the end of
round 12 o 3




Durmg .the game you collect creatures and
artifacts from five different mythologies: '

R . s

\




: and one a351stant ﬁgure in a corner (house) of
the game board

Each player has one con;urer ﬁgure Wthh 1s AR A
that players main ﬁgure : g ' 2

S he battle zones boards are used to ﬁght duels

S and to fight minions in order to receive new
: el ereatures fof the players army. N :
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These cards dlsplay the creatures 'W.hlch each ST
playex( will be able to add to his or her arm
tha:ough@ut ‘the game There are ﬁve d1fferentv
-mythologies, which each consists - Sk B
of e;ght creatures :

Each player starts W1th three :
randomly plcked level 1 cw::c,ature

You can buy items at the
blacksmlth and they will 1mprove
your Creatures skills in combat

P y Vyuids v 2 Y .8

You can buy artifacts at the artificer, and they
will improve your creatures’ skills in: combat
and provxde VPs at the end of the game. = -
There are three different artifacts available
Withln each of the five mythologles
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fhoad

_'.food tokens

The food tokens

: @ srgnal thatwa ,certam player
has control over the marked mrne

TR

1

The resdurce tokeris are of dlfferent Values and

".’1 colors Each"cd or represents a .,rese)urce brown

bronze, blu

The player W1th th1s button starts
e button can be acqurred by

Each player has four dlfferent assistant markersi
whith are Nsed to indicate which assistant ‘that
player starts the game wrth They can ‘also be
placed under the assistant. on the game board to
-avoid confuswn if the player has more than one
asslstant




You wril collect mrnus pomts Lf you cannot
feed yoUr cre; ures, or. 1f you lose a duel The

A creature struck by a frost attack erl be;:lv;.'"‘
“marked with a frost marker They are

hght blue

f* )

15 poxson markers

A creature struck by a pOiSOn
a1 marked with.a pmson marke'
aC1d green TR AR

2, Wi

attack W111 be.
T hey are A

R When your creatures receive damage in ;
RO combat you place a damage ‘matrker on the
 creature to mark how much damage it

, has recerV’ed The markers are dark red

and come in four drfferent Values

" This tall, golden ﬁgure marks Wthh turﬁ you
are m L R ! :
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Each player will receive ‘
‘a small board with / i
1mportant mformatron i - "
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‘:.Number of players

4 players’
Ehl 1 d3 ttf ‘ A
' Place all the items in one plle ind all the artrfacts in: 3 players:

another pile. Place all creatures in five different piles,

one for each mythology At game setup, randOmly choose one Of the five

! ; . mythologles ‘The correspondmg mythologrcal battleground’
Place the turn ﬁgure at turn § s the game S en s aeien) 48 locked and cannot be used in this game. Artifacts
board. . ; A s Ll creatures from the chosen mythology also cannot be'. i
: ' i/ ) e \gamed durmg this game. You now have a game W1th only et e

Dl your conjurer and:'~'0ne as'sistant in y(-)u'r house: A four mythologies. No additional changes are necessary and
& : G, you can follow the standard rules.

.

- Choose which assistant to start’ Wltl’l (a merchant, a ; I
warrior, a recruiter, or a Worker) : ' 2p ayers,:‘,

‘o

At game setup,’ randomly choose two of the ﬁve A 7

mythologies. The corresponding mytholog1cal battléground
actions are locked and cannot be used in this game.

Artifacts and creatures from the chosen mythologres also: G

\The player with the Werrdest name starts the game b 4.4 % h N
LIf you cannot agree upon the weirdest name, the CAN0OkYRG game uring: this game You DN IAVE M R AR
with only three mythologles

player with the pointiest elbows start. The starting ' Sl s i . S0
player receives the Inifiative Button S g i

: Each player recewes three random level 1 creature
cards : R A i

S Gt g AU One of the two blacksmlths is unavallable for the entlre o A
TN DIERAS ‘ G o SR A v, i game e
e GO T Lo s 0 M One Ok the two artificers is unavailable for the entire game. AT

One: of the two sacrificial pits is unavailable for the entire

" e ; game:
A vl e BRI O R UThe fsHing pond s unavailable for the entire game. i
: ‘ PR S o i sapphire mine and the sapphire storage are unavailable

for the entire game. If you would trade to sapphires, you
gain ‘diamonds- mstead All items that cost sapphires cost
5 dramonds mstead S

ST

Example: If you Would buy Shield of Achilles, you pay 12

bronze and 4 diamonds instead of 12 bronze and 4 sapphires.

-t



""Comurers and assrstants

'Con;urers ate your main ﬁgur'e and they can' be allocated
to all unlocked actlons Assistants are figures similar to
. . your conjurer except they have:limitations and can only
i K . perform certain actions (as described below). A player may
; Y IR mammally have one conjurer and three assrstants Thete
are four kinds of assistants; the worker, the merchant, the
* warrior, and the rectuiter. The fishing pond - action and the
wild ‘animals action are the only two actions that can be
performed by both the conjurer as well as all the assistants.
. The action duelmg conjurer’ can’ only be performed by tﬁe £
g _,conlurer The remaining ‘actions can all'be performed by Sl
‘the ‘conjurers but are drvrded between the four drfferent o R g
assistants. On the board _game, the actions which each '
, ',a551stant can perform are marked with a certain colot: The ;
. color and actions of each assrstant are as follows: '

,-‘gam\e round consists of three phases An allocatro,n phase
J‘resolvmg phase and an end phase il

The startrng player: -allocates - one figure (elther the '
_ conjurer ot an assistant) on a possible actron i
(the various actrons are descnbed below)

.

il

A

Subsequently each player takes turns in.a clockwrse :
~order, in allocating one’ ﬁgure and this continues till i
: \* «all players have no flgures left. Do not’ resolve the
actrons untrl all players have placed all therr ﬁgures

If one Of more players have moret ﬁgures than the

Others, they simply allocate their figures after The Worker Can perform the blue actions, which are a}l A

related to mining: The lumber mill action, stone mine *
. the others have none left Stlll 1n clockwxse order one
; ‘ ; action, bronze smelter action, iron mine action, sapph1re

"‘atatrm i A v , % R
o o TS R e o R e mine actxon and the dramond mine action. )

Reolviog phase

The merchant Can perform the. followrng actions, wh1ch
are marked with the color yellow: T he wood storage i
action, the stone storage action, the iron storage action, . . &
the bronze storage action, the diamond storage action, the
sapphire storage action, the blacksmith, and the artificer.

'\ When all ﬁgures are allocated‘ the startmg player
resolves all his or her a551stants and lastly resolves hls
con;u»rer :

i

“When the startrng player has Emrshed the next
player,.in clockwise order resolves all his’ or her
-ﬁgures and SO forth * ;-.‘;_

"-,_-' A W>tnor Can ﬁght at the 5 mythologrcal battlegrounds g
VIR Ol Each battleground is marked with the color red. A

The tecnnter. Can perform the green actions, namely the
. tavern action, the sacrificial pit action, the market place
; actlon and the guild house action.

A

‘ffj :Move ~the turn flgure one turnfahead'.

et
At the end of turn 3, 6, and 9 the game ‘enters a S dh i
« new phase and ' new actions atre’ unlocked and after S iR Ui Lod R L
‘the énd phase of turn 12, the game = " ARG SRR
~ends. At the end phase of each of these turns players i nE e OO R ) T S il LIS e
 must feed their creatures. - S AR Lot W : ; LA VR s : r : T

Y

At the end of turn 12, after creatures ‘have been fed : ' S
the game ends, the pomts are| counted and the ‘ 1 O ¢ (

Wlnner Js found. o




~ ‘Actions are marked with the Roman numeral 1 I and III,

. which ,indicates in which phase they are unlocked and can

i b played Actions marked with the letter I are available .

~ from phase I and turn 1. Actions marked with other! letters\
are not accessible from the start.” As soon -as you enter a
new phase, the actions with the correspondmg letter are

- unlocked, and each player can now allocate units to both

I dctions are unlocked, and you can now allocate unrts to all
actlons for the rest of the game! : ‘

Possible actiofs .

Lumber mill/Stone mine/Iron. mmc/Bronze smelter/Sapphxre
mme/Dmmond mine:

.‘ y

When resolvmg thrs actlon place onie of your control
..markers on the mine. You will now control this mine
,untll \another ‘player takes control of it, and you can collect
- resources from it at the end of every turn. You collect
resources of the correspondlng kind at the beglnmng of
,a%h end phase oo i

X

_at the same mine, you lose controliof the mine and must
-emove your control marker and replace it with a- control
rnarker of the other player. The mine is now under the !
'control of h1m or her : i

ik When enterrng a new phase, the output of a mine is
“ do bled. - ‘(NB. This change takes effect only after the

Example: If you control a stone mine at the end of turn

3, collect 1 wood. After every player has received resources
from the mines and has fed their creatures, the game enters
turn 4 and phase II. At the end phase of turn 4, the owner
of that mine collects 2 wood.

1f you control a mine and another player resolves an actiofi

hg SOurces earned in the previous round have been collected. ):_‘1

x

i_ actlons marked with I and II. When you entet, phase III, -all

/,

Output in i Phase I ' Phase -II Phase 111 Phase IV

! ’ Vo R ) j
Lumber mill Wood i 1 2 ’ 4 8
Stone mine:  Stone i 1 Fibo ; ey 8

‘Iron mine Teicn P 1 A PR
Bronze smelter : ' Bronze G ¢ ' ik NN 4
. Sapphire mine ;! Sapphire &g sy 1 i

Diamond mine Diarnond A 4 : 1 Q)

| ; Wood storage/Stone storage/Dmmond storage/Sapphne
storage/Iron Storage/Bronze storage:

When resolvmg one of these actions, you receive an amount of ~
resources instantly. You will not gain control of the storage, and you
will not receive resources at the end phase. The start output of these
storages is 2, and the output is doubled each time the game enters a
new phase.’

‘Output in i Phase’l Phase lI Phase III Phase IV
Y \X/ood stogage | Wood 2 4 S 16
Stone: storage | Stone _ e 4 8 16
Iron st'orage ; lron y 2 4 S
'. Bronzve storage i  Bronze’ : Sl e 2 ‘4 -8
Sapphire storage i Sapphire 3 2 4
Diarnond” Storage. 'Diamond. ‘ Xtk -4 D v 4




The W1ld animals action and the ﬁshrng pond actron are

. two actions that provide you with food that must be used .
to feed your creatures at the end of each phase. Both. ac-
tions provide the player with 5 food when resolved. in

in phase V.

"These are the ﬁve mythologrcal battlegrounds on Wl‘llCl‘l
you ‘can gain new creatures. When you resolve oné of these
actions, you choose what creature from the correspondmg
mythology .you ate fighting to win. In order to win. this
. creature, you must first defeat. the chosen creature ‘along
“with the correspondmg ininion. When you have chosen the’
- ereature, a battle takes place. The battle is fought between .
'.“you and the minion along with the' chosen creature. The
minion and the chosen creature are played by the. player to -
. your left :

a of your army and may be summoned by your conlurer
| ght for, you in battle.

se actrcgns allow you to buy items, or artrfacts (descrrbed
You can, buy any amount of rtems or artrfacts when

¢ vV,
(SRR

j phase I; 8 when resolved in phase II 11 1n phase III and 14

‘Marketplace - he ..-".

At the. marketplace you can trade resources to other rediy
sources. The rates go as follows: © ~ . ©

: Pay/gain '-Isumber/lstone ‘ | 'Iron/bronz‘e’ Sapphire/diamond
: Lu.'mtl?eri/'stone: : I?.ay‘ 3, gain' 2 ‘ Pay 5 gain‘ 1A% Pay:6, gain 1 ’ -,
Ir,ori/bronz/e . Pay 2, gain 3'l ) Pay,;3; gain‘ 2;. Pay 3, gai‘n'.',l: 1 . A
: 'SaPPhife_;/diéand “vP.ay 1 gain S Pay 2, gain 3% Pay 3, gain“é‘ :

Example: Buy 1 iron or 1 bronze for 3 lumber or 3 stone.

You cannot pay with mlxed resources, and you cannot buy m1xed
resources, even if they have the same trade rate. You can perform as :
many separate trades as you like, as long as you have the resources. §os AR

PRy e ; S e

In phase | you cannot trade to galn irom, bronze, dlamonds and sap- !

¥ phrres\ P ! i : i
In» phase II you cannot trade to gain diamonds and sapphires. *
Tavern . .

* When a player resolves the tavern action, he or she collects the

- Initiative Button from the player who currently controls it. Until the
tavern action is resolved again, that player will remain in control of
the Initiative Button. When controlling the Initiative Button, a player
_cannot allocate any ﬁgure to the Tavern.

v

x yES .




Guild House LA S

i When resolving this action, you are allowed to hire a new

- assistant. The first assistant you hire (your second assistant)

2 costs 4.wood and 4 stone: The second you hire (your third
assistant) costs 4 iron and 4 bronze. You may ‘not control : d :

- mote than three assistants. ‘ ‘

' Sacrificial Pit

At the sacrificial pit, you can sacrifice your creatures in
* exchange for resources or food. the rates go as follows:

,"ﬁ,(‘:teatu.te\tesou.tce Stone and wood Iron and bronze: Diamond and { gyod”
\ ; e sapphire raAS
: 8 " Level 1 2 of éach £ e 29 P4
i Level 2 4 of eagh‘ R AR o.f ‘eéch i ‘ 8
o Level 3 8 of each i B GFYench i+ 2 of each 14
\ A 2 2 ‘ }
: g Level 41 . .16,f each 8 of each 4 of each 20
W ¥ Level 5. 4% ofeach " 16 of eachi“¢ '8 of each 30
g e ¢ i) f . o

* When resolving this action, you choose any number of
our creatures'to sacrifice. You then instantly collect the
_corresponding amount of resources. | Jor' s

Example: If you sacrifice a level 2 creature, you can collect
either: four wood and four stone, two iron and two bronze,
or eight pieces of food.

’_F.'E)‘r"elach following ‘sacrifice ‘after the first within the same
,aéﬁibn, the output is halved (rounded down).

Example: If you sacrifice a second creature which is level 3,

you can choose either four stone and four wood, two iron

and two bronze, one diamond and one sapphire or seven

food. If you sacrifice a third creature and that creature is £
level 4, the output presented in the table above is divided b '
4, and therefore your options are to collect either four w ;
and four stone, two iron and two bronze, one diamond and :
one sapphire, or 5 food.

~ When anplayer sacrifices ‘'more creatures in one action, he or

she can never sacrifice a' creature of a lower level than a ,

.creature. already shcri_ﬁced dqﬁng that particularly action.

When you resolve the sacrificial pit action again at a later
stage, you will get full output of the first creature, half:
output of the second creature ‘and so on.

Dueling conjurer -

Yoﬁ' ‘can also v'choose to duel one of your opponenfs. You |
challenge-an epponent to battle by placing your conjurer
on the house of that player. The battle is fought when this
action is: resolved. ' : L

If the defender has four or moré creatufes, he or she 'm;iy

. choose one creature. That creature will not' take part. in the

random draw for battle (see also the battle section below
for further details): ' it

VA

If the challenger wins the battle, he or she ‘chooses three
resource categories (including food) and steals half (rounded
up) of each of those resources from the defending player.
The defending player also receives six minus point tokens.

If the defending player wins the battle, the challenger
receiv'es‘ten' minus point tokens. : j

A

; ﬁNOteI If you are playing a four-player-game, situations

can occur in which more than one battle is to be fought
in a resolving phase. In these situations, fight two battles
simultaneously no matter whether the battle is a duel

~-or a mythology action. If the pefson to the left of the

layer attacking the minions is engaged in a different :
ttle, the first player to his or her left that is inactive and

~ not participating in battle will play the minions instead.

Resolve all other actions before you resolve any battles. At

the end of the resolving phase, resolve all the battles two

at a time.




,,Pe'eding e

- At the end of turn 3, 6, 9 and 12; your conjurer must feed
. the creatures and assistants (apart from the first: a551stant)

~ Creatures are fed according to their level, Therefore, first |

- count the combined number of levels on all your creatures
as it is illustrated in the example below

Example: If you have two level 4 creatures, two level 3
creatures, and three level 2 creatures, your combined level
number is: 2*4+2*3+3*2 = 20.

The combined level number equals the ‘amount of food
you have to pay. In the examiple above you would have to
pay 20 food to feed your creatures. A :

Apart from: your creatures, addltlonal assistants’ beyond the
- first one also require feedmg Your starting assistant does
not require feeding.‘Your second assistant requ1res 4 food
ih the feeding phase. Your. th1rd assistant requires 8 food in

‘w-the feedlng phase

Example If you have one level 5 creature, three level 3 ctea-
tures, four level 2 creatures, and both a second and a third
assistant, your combined level number is: 5*1+3*3+4*2+4+8 =

34, which would be the number of food pieces you would

have to pay to avoid any minus points tokens.

$ you have shortage of food supplles for each piece of
ood you cannot pay, you gain one: -2 point token. If you

: 12 food p1eces your gam 4 (16-12) ) pomt tokens.

; '*‘-have a combined level number of. 16. but can only can pay i

Advanced optronal rule
" (4 player game only) ’

yi!

Toumaments
; After turn 6 and turn 12, a tournament is held in town,
and the conjurers duel to win a prize. The ‘tournaments are
held after the feeding phase and before phase III starts (in
turn 6) and’ before the pomts are counted (in turn 12)

The tournament consists of two sem1ﬁnals a final, and a7
third" place match. The two semifinals are played at the

4 same time, and the final and the third place match are .
played at the same’ time.

_Randomly draw who plays who in the two semifinals. The:
winners of the two semifinals’ will meet each other in the
final, and the losers of the two semifinals will meet each,
othér in the third place match. All the duels are resolved.
according to the rules for normal duels except for the, fact
that no prices and losses will ‘be conveyed after each match.
Instead, an award will be rewarded to each player once the

tournament 'is “finished.

The awards are as follows:

Midway ‘tournament Final tournament
\ %
SN A free level 3 creature i A free level 5 creature
. PIICE - of own choice and 4 of own choice
iron or 4 bronze
A free level 3 creature i A free level 4 creature
22d price of own choice of own choice
kil A free level 2 creature i A free level 3 creature
34 price -
S of own choice and 4 of own choice
wood or 4 stone
: /g A free level 2 creature | A free level 2 creature
{ 4™ price ‘of own choxce of ewn choice

The: winner will choose his-or her creature first, the looser
of .the final: will choose second, the winner of the bronze
match will cHoose third, and the looser of the bronze

(. match will choose fourth



Al : i

Minor (HP‘/BD)

G bR

Sr‘nal;l_:_i (HP/BD)

 Notmal (HP/BD)

When you resolve one of the ﬁve mythologlcal Actions to
et a new creature, you first have to win a battle agarnst
mythologrcal creature and a minion from the same
“mythology. A conjurer must fight ‘the creature he or she
‘wishes to control as well 4s a minion represented by the
-minion card without exact values: The strength of the
minion is dependent on the level of the creature, which '

he player 15 trying to collect. Minions, therefore have the

me amount of health points (HP) and the ‘same number

of battle dice (BD) regardless of which mythologrcal :
“battleground the battle is fought on. However, the minion’s
\ abilities vary depending on the mythology of the creature
the player wants to collect. The minions- come .in four
drfferent strengths If you fi
meet a minor minion. If you fight for a level ‘3. creature
you meet a small minjion. A level 4 creature: requires you
to beat a normal minion’ and a level 5 creature fights

. dlongside a huge minion. The: followmg table shows the
«-“strength of the mrmons' . '

Is for 2 level 2 creature, you

Huge (HP/BD) |

3
Ny

14/4

N

ARG A

kg =

,: ‘Bibl}cal Norse! i, Gree‘l?‘ Egypnan\ Japafiese
i f i AT AR R
riDefensive 1: Flying . i First stfike ! Frost attack : Offensive 1

4 AR, § o WS ’l"i'_ s . s . v .,._‘. 4

- iDefensive 21 Flying . First str1ke 5 P()'i_,sonous ”foenswe Rk
 iDefensive 3 Multi attack Flymg Poisonous O‘ffen"sive.'j
. i Defensive 4 iMulti attack Flyin‘g. 'Burnlng-z Offensnre 4
RS offensive 2 first strike i . RN

N

4

. T

i player duels another player

.« The first player to . lose all of hlS or her creatures loses the

_case of a mythologrcal actron or a duel action.

; 'player with the highest . amount-of hitpoints left on all’ hlS il
. remaining creatures combmed (1nclud1ng absorptlon) wins

| Battle setup

=~

. the random draw to select the three ﬁghtlng creatures. The

remove: exactly one creature and then perform the draw..

A battle can arise from two s1tuat10ns When a player VlSltS )
one. of the five mythological battlegrounds or When a '

»

battle, and the other player wins the battle: If the two - .
players lose ‘their last creature: at the same time (that is in .
case' of atie),«the defending player wins the battle, both 1n 7 i

0 \.v):

If no- BD has been: rolled for three consecutive rounds the

thie batrlel (AR S T g

The creature which the attackrng player is° tryrng to- defeat
along with the corresponding minion is played by th

player to the left of the attacking player. If the player
resolvrng the: actlon has more than three creatures in his or . .
her army, he or she must make a random draw among all |
his or ‘her creatures in order to 1dent1fy the three creatures
that will be available for summonrng during this battle. -
The playet does not have to reveal the result of the draw
to ‘the other players The three randomly selected creatures
will ‘take part in the. battle, whereas the rest will remain
inactive until the next battle. If a player has three or less
creatures, all of his or her creatures will take patt in “the

" battle. Now all the creatures that are to take, part in the
battle has been found, and the battle is ready to start.

" When 'a player'du'els another player, if they have 4 or

more’ creatures in their army both players must perform = ¢

defendmg player however, is allowed to selectrvely remove
a creature from the draw and thereby ensure that that
given creature does not participate in the battle. Therefore,

jf the defendlng player has exactly four creatures, he or she

can simply refmove. one and is therefore exempt from the
draw. If he or she has more than 4 creatures, he or she can.




\

he battle is ready to start. :
L-Battle" G

When flghtrng minions, the defendrng player that controls N
the minions starts the battle. When dueling another player,

“ the challenger (the player resolving the action) starts the

“ battle.

"'Each player starts with the creatures avarlable for :
“summoning during the battle on his or her hand. T hey can
‘be. summoned into the three slots of the battle zone boards
in front of each player., . =+ '

The attacking playet can place creatures in.the: three slots
onthe attacking side. The defendlng player can place them-
on the defending. side.

The starting player (player 1) summons one of hrs ofr

her creatures into any of the three slots. Then player 2
;““‘summons one of his or her creatures into.any of the three
slots. \Player 1 then ‘takes tutn again and now has three:
optrons 1) to summon:a new creature into any of the two.
maining slots, 2) to move his or her already summoned ’

, 3) to make a creature attack an opponent creature that is
already placed in the slot rrght across from 1t

/

A slot

v

Move action: Move an already summoned’ creature to
any free adjacent. slot in the same row.

9 Attack action: Have a creature attack an’ Opponent

% creature-that is already placed in, the slot"in front of

is dlrectly across from an opponent creature, the two creatures ﬁght

summoned into a slot in front ofan opponents ﬂymg creature ~in
hls case a fight will not occur. 4 R A T

-

Creatures only engage in combat 1f one, of the three actions
has placed them in. front of each other If two creatures are

Summon action: Summon 2 creature mto any free s h.

% ) ot § o R AR

ch other. The only excéption is if a non- ﬂymg creature moves 6 or '

It is not allowed ‘to attack ap empty slot

S

reature to a free slot bordering the one it is already in, or

L0
s

; the turn 1s lost and the other player takes the turn.

in front. of each other and a third creature takes action in
another slot, the two creatures will not frght this turn y

It .is not allowed, to use the move. action more than two
times in a row with the same creature !

Each player has one action‘per turn.

If able a player must make an action each turn.

7

iy player canniot perform one of the three actions legally




»

Name

. Element.

W

Héalth points (HP)’ Battle dice (BD)

Each creature has a number -of HPs, whrch deﬁnes how
_much damage represented by damage markers. (DMs), a
‘creature can receive before it dies. When the number of
‘DMsis equal to or higher than the; ‘number of HPs, the

creature ‘starts with full health in the next. battle. ]
ke number of HPs can be found it the bottom of the .,
creature card and is the number to 'the left. ;

3 'E {h creature has a BD number which defines how :
ch damage ‘it is capable of delivering to the opponent
creature If a creature has the BD number 5, the player 150588
allowed to roll' five BD when deallng damage caused by
that ‘creature. The opponent creature will receive theé! DMs
'-equal to. the result of the five BD" rolled. Whenever: two
- creatures meet each other in a fght, the controllets of the
two creatures both roll a number of dlCC equal to the BD
:number written on the creature. :

- allowed to strike before the creature card is removed from_"' 3

eature dies. After each battle, DMs ‘are eliminated, and the

. : 1 ; ;
Creatures deal damage at the same time: (unless one has the
first strike ability. and the other does not). Therefore, even .
if a creature dies from the awarded damage it will still-be

the battleground

The numbet of BD can be found at. the bottom of the ,‘
credture card and is number to the-right.

optidnal e

You can choose to decide in advance not to make use

of ‘the BD system if you wish to shorten the game and

. eliminate the element of chance. In that case, a creature
always deals the amount of damage equal to the BD :
number which in effect corresponds to the average number
of damage when rolling BD. The same rule can be: applied
to all kinds of dealt damage whether it is a normal attack,
during devour, burnrng or any other kind of damage
which normally requires you to roll BD. Instead, the
creature always deals the amount of damage equal to the
avarlable BD :

Example. If a creature wrth three BD attacks, do not roll any
dice, instead simply deal three DMs to the opponent creature. e
Example: A creature with burning 2 would normally roll two  [ESSEEE

dice for the burning damage. Instead deal two DMs to all the
inflicted opponent creatures.



1 creatures have one or more battle abdrtres The specrﬁc
,attle abilities can be found on the creature card below

e offensive x, defensive x ﬂymg frost attack, burnmg X, &
sonous, multi attack, devour, hfe steal Weapon smith,

resurrectlon and ranged

Offenswe X - On any given creature the X a8l i
substituted for an exact value, Whrch Varles accordrng %
‘to the level and toughness of the creature. A ‘creature
. with offensive x adds the amount of - damage equal

- to the value of. X, to the ‘total sum of damage i

; achieved by rolling the BD. If a creatdre with

. offensive 2 rolls four BD, and ‘the sum of the dice -/
_equals 5 damage, the creature ‘deals a total of } seven'
damage markers (5:+2) to the’ opponent creature. The’

~ offensive x ablhty is only activated if the creature

is summoned in front of an opponent creature, if it
:'? attacks an opponént creature, or if it moves in front
\of an opponent creature and’ thereby attacks another
‘creature. In othet, words, the ability remains inactive . @
1f the. creature 18 deah“ng damage durmg % defense " ’” a7

Ay

£+

‘Defensxve X On any given creature the G
“substituted for an exact value which"varies accordmg

‘creature with defensrve X gams x less damage when”

he p1cture of the creature. The different battle abilities. < Y . damag e stemming from all offensive abilities pass,

‘been determined, the value of x is simply subtracted.

instead it ‘will only get four DMs (6-2): A creature

/ 'of this battle. A creature can only have one frost

S v A A 0 Y Py

to the level and toughness of the creature. A

the opponent damages your creature. When all the

from the total amount of damage If a creature
with defensive 2 were to gain six DMs in a ﬁght

.can never receive less than zero DMs (it cannot
gam HP). The defensive x ability is only actlvated 2
‘ when the creature is being attacked, when another =
~creature moves in front of it, or when a creature is ;7'"4'
~summoned in front of it and a fight occurs. In other'

- words; the ability remains inactive if the creature
receives damage during its own attack on another
creature. The defensive x ability also works against i
multi attacks from adjacent fights, but it will not \ IENED R
reduce damage gained from burnlng devourlng ot Y
. poison markers. : - , e B TR

Flymg A flying creature can never be attacked

by creatures Wrthout ﬂymg Whenever a non- ﬂyrng

creature is summoned in front of an opponent’s

ﬂylng ccreature or is moved in front of an opponent’s.

flying creature, a ﬁght will not occur. When a flying

creature is summoned or moves into a slot in front R

of an opponent’s non-lying creature, a fight will .~ . =
occur. Flying creatures can attack every creature RS

"in the game. Whenever 2 flying creature attacks. TR N

creature without flying, both the flying and the non-

ﬂyrng creature will deal damage to each other equal

to thé amount of damage revealed by the BD solled.

A

' Frost Attack - A creature receives a frost marker

when it is dealt damage by a creature with the frost

- attack’ ability. Whenever a creature receives a frost

- marker, \it remains on the creature for the remainder =~ & =

marker attached to it. A creature with a frost marker
cannot use the move ‘action and has the damage it
deals to'its opponents reduced by one for cach three
DMs (rounded down) : :




Example: If a creature with a frost marker should have dealt ' . Multi Attack - A ‘creature with multi attack deals-
six damage, instead it deals only four. If it should have dealt ' normal damage to the creature it is fighting but
three, instead it deals two. If it should have dealt five, in- ! also deals damage ‘to any opponent creature in any
stead it deals four. If the damage dealt by the frost attack is : adjacent slot.. When a creature with multi attack deals
absotbed by an item or an am%act the creature still gets a ' X damage to an opponent creature, it also deals one
frost marker. ¥ v DM for each three DMs (rounded down) dealt to its =
; : actual opponent to all the opponent creatures that
are placed .in an adjacent slot. e/ B
Example: If a creature with multi attack deals six, I
damage to a creature in the middle slot; the creature
" ..in the: first slot as well'as the creature in the third
e slot, (if ;any) would each receive two DMs,

Burning X - On any given creature, the X is
substituted: for an exact value. A creature with
burnmg x ‘deals damage twice. First, the two

‘ creatures fight normally. After all damage has been
dealt, the creature with burning x deals additional
damage, even though it may have died during the:
normal fight. A creature with bummg x rolls x BD
after the normal fight and deals that amount of
damage to the opponent creature. In' addition, it also
rolls. x BD to any opponent creature that is placed '
in a slot adjacent to the creature ﬁghtmg the normal
fight and deals’ that amount of damage A separate
roll is made for each cteature hit by bummg The
burmng ablhty remains inactive if the creature with

* . burning takes damage from the multi attack ability
by being placed in a slot adjacent to a creature

ﬁghtmg a multi attack: opponent

g £ Devout A creature ‘with devour has no normal

-'-‘attack When attacked, it has no speC1al abilities

in defense, and it. deals defensive damage equal -

to the value rolled by the number of BD written

on the creature card as in a normal fight. When a

creature ‘with devour is. summoned in front of : an |

opponent creature or moves into a slot in front o

- of an opponent creature, a ﬁght ‘will ‘not occur as

usually. Instead nothing happens. When a creature

with devour, already stands in front -of an opponerit
: ; , creature at the beginning of the turn, instead of a
RSB ; normal attack, it can devour the opponent creature. /

' 2 :When it devours an opponent creature, move your

‘creature card on top of the devoured creature in
the opponent’s row. The devourmg creature stays on
p of the opponent creature card until the creature.
dead, or it breaks free. The free slot that appears
“where the devouring creature stood is locked. No
creature can move or be summoned into this slot.
While a ‘creature is being devoured, it receives
damage equal to the value rolled by the number of
BD written on the devouring creature. This damage
-is dealt at the beginning of the player controlhng
the devoured creature’s every turn, before he or she
takes action, until the creature dies or breaks free.

)

- PoiSonous - When a créature With poiéonous deals
damage to an opponent creature, that creature

" receives ‘a poison marker for the remainder of this ¢ o
-~ battle, A creature can have unlimited p01son ‘markers . il }
~onit, and receives one every t1me it receives damage
from a creature with poisonous. Each ‘poison marker
deals one damage to the poxsoned cteature at the -

start of that player's every turn (before the player '~ |
éhooses his or her action). If a creature has two ‘. %
- poison markers attached to ity;it receives two DMs ¥ gl
. at the start of its controller’s turn A poison marker -

9 does not ‘deal damage at the start of the opponent’s.
~turn. If the regular damage dealt - by ‘the poisonous _ AL ]
areature’s attack is absorbed: by items, artifacts, or the \ ; AN A S

, defensive x ability, the creature will not get.a poison . .. i S O - y
" marker. Only if the damage  is actually rece1ved a R ‘ Mo : : v ’
p01son marker will be placed. =~ ¥ AL [ : ' : o



\

* The only action wh1ch the devoured creature can
make is to break, free. When a creature breaks. free, .
it receives the amount of damage equal to the roll:
of twice as many BD as written on the devour card.
Breaking free counts as an action, the player’s turn is
over, and the devouring creature is moved back to: K
its controller’s side of the ‘battlefield into the locked
free slot it was in before the devour attack. It is
not allowed to make another devour action in the
first turn after it .has returned to the controller’s side

. of the battlefield. A creature with an attached frost

marker cannot devour

Life Steal - A creature with life steal has the ability Al
: to remove DMs from itself when dealing damage
to an opponent creature. The life steal ability occurs
~ instantly after damage has been dealt, and the
tecovered HPs can therefore be subtracted from 'the
damage it would have otherwise teceived during
a given fight, A creature with: life steal can also
. remove DMs that have been dealt in a previous
'\ﬁght during’ the same battle. The life steal ability
is active both during a defensive and an offensive
: raction. If a creature with life steal deals x damage to
War 9 an opponent creature, you may remove up to 1/2 x
. (rounded down) from the DMs the creature already
: has attached to it, including the ones that are dealt
+“in this fight. Because the life steal ability is activated
_after the damage is dealt, a creature with life steal
_cannot avoid being killed ‘even though the life steal
v‘ablhty would have reduced the total amount of
received damage below the. amount.of HPs. Note
. that only damage dealt d1rect1y to the opponent
creature can be converted to HPs. Damage that is
absorbed by an opponent’s item, artifact, or defensive

R X ablhty does not activate the life steal ability,

Example: If you buy an item at the blacksmith and you
control a level two creature with Weapon Smith, you get a
discount of two.

§ A discount of x means that you can choose any x resources
not to pay. X can be divided among any number of resource

Example With a dlscount of four, you can choose not to pay
4 wood, or you can choose not to pay 1 sapphite, 1 diamond,
1 bronze, and 1 iron.

The discount only works on the first item you buy during an
action. The Weapon Smith ability has no function during fight
and battle.

: "Weapbn Smith- A p‘la}ter that holds a creature With

the:Wedpon Smith ablhty in his’or her army gets a
discount at the Artificer and’ the ‘Blacksmith. When

,buymg items or artifacts, the player gets a discount
correspondmg to the level of the creature W1th the

Weapon Smith ability.

Resurrection - When:a creature with the Resurrection
Ablhty dies in a fight, it is immediately resurrected
into the same slot it died in. When it dies, remove
all DMs, any devourmg creature,. any tokens received

in this battle, and any items and artifacts prewously

equipped to the creature (they will not be available
until the next battle). A creature with resurrection .
can only resurrect once in each battle.

e Ranged - The ranged ability has no effect during

defense or summoning. When a creature with ranged
attacks an opponent creature or moves. into a slot

‘g front of an opponent creature, a fight occurs, but’
-only the ranged creature will roll BD and thereby

inflict damage. If the defending creature also has the

ranged ability, it will defend as normally and roll the

allowed amount of BD. A ranged creature is allowed
to attack creatures with flying.




".‘Wlll affect each fight between two creatures and mfluence vy
the number of allowed BD. Each element is superlor to one:

F1re is. superlor to earth ;
‘Earth is superror to’ air’

Air is superror to water,

~ Water is superror 1o ﬁré

Wllrenever two creatures ﬁght each other, check their
elements, and if the fight is between any of the’ above
" combinations, the creatuge with the | superlor element erl

have an advantage

'tWOV creatures Wlth opposmg e:ements engage in a X

t the super1or creatufe gets an advantage and the other ‘
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)19 ependmg on the level of the'combatmg creatures.
adyat vage is actlve both in the offensrve and defen%uve
0on. - B I :\
_ creature of the superror element is level 1 or 2 1t s,
dd- one BD to every roll. It n;(ay ‘add two BD fo the '
:the creature is level 3 ot 4. Itv.-’f. may add three ‘BD-

-harlH 'the creature it is ﬁghtxng the advantage 1ncreases and
may add additional BD apart from the ones descrrbed
,_Both of these advantages 1ncluded ‘the matrrx for

Frghtmg agamst }

Each creature belongs to a certain element The elements . S

If you summon a creature onto. the battleﬁeld of the same
.mythology as one or two of the creatures already ﬁghtmg
for you on the battlefield, the moral of your troops wilk
rise, and a healing sensation Wlll sweep through your .
creatures.

Seerng 28 level 1 creatures are not mythology specrﬁc % );‘4‘ ol

R S . 57 4 {
Supetior creaturev ‘Level_ulj: ] ».':l“Levve‘l. 2 Level'vil\ Llev‘el 4 4 “_‘ Level ‘5.. ;
: .L_eVel 1y 'l.BD’ e '17'1431)‘ 2BD . ~ 3D i B '
‘ Level;Z:‘ 18D 1 BD 1BD 4 2BD 3 BD
VIR R BD .\ 2 BD 2 Bo kg ’BIS' R B.D““:'j
“aLevel 402 BD 2 BD 3] BD, ) _2BD " .zl Bb
Level i 3BD 3 BD 3 BD :

f ;Advan”ced =o'p'aom1

‘More creatures of the same mythology on the battleﬁeld

3 BD . BB

rule

/‘,

\

the healing cannot be' triggered by the creatures in your A
starting army. If, however, mythology specific creatures el
triggetnthe healing, then already summoned, wounded, level B
one. creatures Wlll also. beneﬁt from the effects. | e

Whe'n'..you'summon a creature onto the battlefield that

~shares mythology with exactly one creature already
. summoned to the battlefield by your conjurer, you may

Ut

remove up to two DMs on each of your wounded creatures

creatures

,\X/'hen you summon a creature onto the battlefield that /
shares mythology with exactly two creatures already oy

»regardless of Wh1ch mythology it belongs to.

"summoned to the battleﬁeld by you conjurer, you may = =,
temove up to. four DMs from ‘each of your damaged G

4

Z'You cannot heal a creature’ above its HP number but only

restore it to full health. You cannot save any heahng for

later use. '




Item and artlfact ab111t1es

-Absorptlon X Absorptlon protects your creature

‘ from damage When a conjurer summons a creature

SN i and equips it with an item or artrfact with
‘absorption, the creature cannot -receive any damage

until the item or artifact is destroyed Durmg

Items and artifacts are objects you can use in battle to , : combat, place the DMs symbolizing incoming

,1mprove your creatures’ abilities. Whenever you summon . . - - damage on the item or artifact card instead of on

4 ‘creature, you can choose to have it equipped with-up - . * 4. - the creature itself regardless of whether the damage *

/to two of your items or artifacts. You can only equip s received . from normal attack, ranged attack, or

~a creature during the summoning. You cannot equlp O NG multi attack. If an item has absorption 6, it will ‘

creature already on the battleﬁeld NI Gl st et i o 'break - whenvsix DMs have - been placed onit. Exeess’ 0 i v

' : : ; GRAL * - damage beyond the breaking point of the shield will

¢ here is a limited quantlty of each item. and artrfact e s .= be transferred to the creature carrying the item or

available at the blacksmith and the artificer. If the card = . . * o artifact. When the item breaks, it remains equlpped

which a player is interested in- buying is not in the 'stack : = - ) to the creature, and other abilities are still active. All

- of items or attifacts because other players have already” . . item abilities Work in both defense and offense. o

purchased the item, ‘it is“not" available for purchase (iR : S
e o j : - Note that p01son has no effect .on creatures equ1pped
,««.On each item and . artlfact card you will find a Anmber iR ee a i  with an item or artifact with absorption, just as e

of information. In the lower left hand corner, you will. MR poison has no effect on the item or artifact itself. - s
8 ﬁnd a mythology sign, . which 1nd1cates what mythology TS - Creatures, therefore, cannot receive a porson marker

sthe artlfact belongs to. In the big” space right beneath the - e until the item or artifact ‘is broken. Burmng OfY e R e

ture you will find the item or artifact’s abilities. At the - the other hand, damages the item or artifact’ just :
tom of the card in the space in the middle, you will A .as regular damage until the item or artifact breaks. = & .
ﬁnd the ‘cost’ of the item. In the lower right hand GOFNEE I8t T ) 'Frost ‘markers cannot ‘be shielded by items and oM
”umber indicating how many Vlctory points the artifact: = ~ artifacts with absorption, and the attacked creature , :
worth. Items do not belong ol i‘gemﬁc mythology and ! will still receive a frost marker even if all the actual R
not convey victory points, wherefore the spaces in the'w . . .damage is absorbed by the item or artifact. ¢
°r corners are always empty on ‘the itemi cards. Artlfacts‘_- xS ; il v ' :
ow'eveor are: connected to a mythology and have 2 Vrctory 228 : ~Power hit X - Power hit increases the creature’s
poi \t Value ‘ A strength of attack, causmg it to deal more damage

G R e . A creature equrpped with an item or artifact with
Wt Power hit 2 ‘receives.two extra BD to each combat
P .. roll for the remainder of the battle. Power hit does
: e : not affect the damage done by a devouring creature

et s daring: the devour action nor the damage dealt via

AR - the burnlng ab111ty All other kinds of damage andi bRt o
: e AR R attacks receive the bonus. The ability works in both |
$0 e R S R L defense and offense. | : : -

Sosd



Immobihty - Immobility makes the- creature.'
‘mobile because of the heavy piece of equipmf:nt that
it weats.~A creature equipped with an item with
immobility therefore cannot move away from the
_slot it has been summoned mto SR ,,' :

': /.'

# :%, First strike - First strike i$ an ability that allows the 5

- creature to strike before the opponent creature: 2 R
creature equipped with an item with First Strike both
rolls BD and deals DM before the player controlling

. the opponent creature, rolls his or her BD..If the
opponent creature dies from the First Strike attack, 1t
‘will not strike back: If it does not: die it wrll strike
back with the usual number of BD o

Rangcd Look under creature abilities

Imn'mmty X - On the item and attifact cards X
! always substituted for fire, ice or poison’ S1gnaling
: 1mmunity of the corresponding kind of attack. An -

- immune creature totally cancels the given ability of
the ‘opponient.
\

)
0N

If a creature With Immunity Fire is ﬁghting a
creature With burninng the. burning ability 18
'totally cancelled durin‘g that particular fight of the
battle and therefore will not WOrk on neither the
immune creature nor oh any "ther creature during
that ﬁght If a creature with _lmmunity Rire would
- receive burning damage froma fight in an ad)acent
slot instead cancel that damage but-do not cancel
the. damage dealt to the ﬁghting creature or any

, el%her\creature not immune td ﬁre s

" ‘c&ature with Immunity Porson cancels the e e

L}

A,, creatur'e Wlth Immunity Ice cancels the Frost;",

POlSOﬂOlIS ability 2. T i i

Flymg Look under creature abilities

Bmd The bind ability requires for the player Tl
make use of an action. The Bind action allows you ,
to bind any opponent greature for the remainder of
‘this battle. A bound creature is not able to move
or attack, and it loses all of its personal abilities for
‘the remainder of this battle. Bind does not affect
‘the abilities of items or artifacts. equipped to the
bound creature which therefore remain active. A
bound creature can be attacked as normally, and a '
ﬁght occurs if an opponent creature either moves iy
.or is summoned in front of the bound creature.

The bound: creature has no additional weaknesses /

© in defense except that it can make no use of its
personal creature abilities. The Bind action can only
be used once each battle St

[
.~

Resuttection 2 Look under creature abilities. S

il

Magician A creature equipped wit'h an artifac’t
. with Magician can temporarily adopt one out of ,
the following three abilities in every ﬁght in the 5 |
battle: Frost attack; burning 2 or poisonous. The

choice has to be made before every fight, the creature

partic1pates in, whether it is in offense or defense.
Thete is no limit to- the amount of times. a player
can choose a given ability

l)afe Steal Look under creature abihties

; 'Polsqnous' o ‘Look under creature abilities.

o«




_T he player W1th the most V1ctory pomts at the end of

- round 12 wins the game. You can collect: VPs from
creatures, artifacts, mythological combmatlons (involve'
both creatures and artifacts), and resources: Within the
categories of creatures and artifacts, there are three
different bonus point -aptions that each player can achieve
fulfilling specific requirements (described ‘below).” They
are called the Variety Bonus (avallable via ereatures and
“artifacts), the Consistency ‘Bonus (ava1lable vid creatures and
‘artifacts), and the Abundance Bonus (available wia creatures
only). The number of points: ‘that each bonus triggers
depends on the scope of the combination, the level of thé
creatures, and the number of players in the game. Each .
creature may contribute to the'achievement of several

" different bonuses, but: the same creature canhot’ trlgger
several variety bonuses or several consistency  bonuses. The
requirements of the different combinations and bonuses
“will be described in more detail below, and an overview

¢, of the number of points they trigger ‘is provided in a :
 miatrix at the end of this chapter and is also avallable on
! >cheat sheet d1str1buted to all players

: Example A level 4 creature is worth four VPs, and a level 2
creature is worth two VPs.

)

Vanety Bonus A player unlocks The Varlety Bonus
by having:a minimum of three creatures from
different mythologles but of the same level in his

or her army by the -end of the game. It is therefore
1r151gmf1cant in, the context of the Variety Bonus, if a
- player has three level 3 creatures from three different
_*mythologies and one additionial level 3 creature from

one of ‘the same mythologies. The requirements for

" the Varity Bonus will still have been met only once, s
‘A player may obtain the Varity Bonus by fulfilling -

the same requlrements for several levels in the same
game but only one time for each level. A player

" 4player game

may therefore have both of ‘the two level 3 creatures“

from three mythologles as well as three level 4
creatures from three different mytholog1es (that- 1s 9 A
creatures total), and thereby will unlock the Varxety

. Bonus twice: Once for the three level 4 creatures-and

! ', :?-2-'plaiyer gam"e_.

.also ‘only once for the 2*three level 3 ccreatures. - The
point rates are as follows:. : >
; Le\rel 2 Level 3 Level 4 ‘Level 5.
* 3 creatures 4 VPs 7 VPs 10 VPs 15 VPs

IV

4 creatures.! 7 VPs 12 VPs 17 VPs, 24 VPs
5 creatures i . 10 VPs : 18 VPs 25 VPs 40 VPs
3-player game Level 2 Level 3 : Level 4 Level 5
'3 creatures 5 VPs' 8 VPs 12 VPs 20 VPs
SISO WO B 14 VPs 20 VPs 30 VPs
Level 2: Level 3 Level 4 Level' 5
6 VPs 10°'VPs 15 VPs. 25 VPs

.3 creatures
[

24




Consxstency Bonus A player\ unlocks the Consistency
‘Bonus by having a minimum of two cfeatures from
the same mythology but of different. levels in his
or. her army at the end of the game. Two level 2
‘creatures from the same mythology . will not ltrlgger
“a bonus. The value of the Con51stency Bonus is i

~ dependent on the number of creatures from the. same:’

collected (it is calculated by rarsrng the number of
' creatures to the second power)

i

‘each mythology within which he or: she has fulﬁlled
the requrrements of mrnrmum two creatures of
dlfferent levels e { vk

h N
i
i

j T he Consrstency Bonus is- the same Whether you play
{de 28 O 4 player ganies and the rate is as follows:

~
} 80
\

.3 'creatures ‘4 creatures -

mythology but of different levels that a player" ‘has r_,l

A player may: achreve the Consrstency Bonus once for :

i ke

. Ab&ndance Bonus Aty player unlocks. the Abundance o
Bonuﬁa by collectlng a minimum of six creatures from
the same mythology A playei_:- 1s allowe)d to obtarn 2
the abundance bonus within 2as; many mythologles '

Bo us’ is the same for a 2 -3' a

a osmble "The bonus pornt rate for the Abundancé it

o

'i.Calculatxon example on’ how to calculate your creature i
fj';_'pomts e RalE s, Une ; It i TS

At the end of round 12 in, thrs 4 player game you control

- 'FltSt add up a_ll the pornts you collect from the actual /
.levelof your_ creatures. 2122 ¢ 43 3*?4.— 30 P

‘ Second count all the pornts you receive from the Varrety
- Bonus.. Remember that you must have same-level creatures =
from ‘at least three different mythologles In this case, you !/
“would collect the- Variety Bonus twice; once for your level
3 creatures and once for your level 4 creatures (note that,
~one’of your brblrcal level 3 creatures does not contrrbtﬁte

'- three level

i Thn:d count all the points you receive from the

2

Bl creatures

)

i, creatures in lvl 1
2 creatures in lvl 2. (1 brb 1 )ap)

4 creatures in lvl 3.(2 bib, 1 jap, 1 nor)
{3 creatures in lvl 4 (1 b1b 1 egy 1 gre)

5 ol B

to the tr1gger1ng of the Varrety Bonus) Lookrng at the |
matrix in the Variety Bonus section above, you see that in
a 4-player game three level 3 creatures give 7 points, and
creatures g1Ve 10 points: 7 # 10 Ll pomts

Consistency. Bonus. In' this case, you have four biblical G
creatures but only from three dlfferent levels + two :
]apanese creatures from different’ levels: 32+22 = 9 +'4 =13 -
Foutthly count all the- pomts you receive from the
abundance Bonus. In this case, you do not have six
creatures in any one mythology, and therefore receives zero

‘Abundance Bonus points. 8 &

8 ‘To',tal poin‘lts‘ from creatures: 30 +17 +13 + 0 = 60




n'artrfact 1S always worth a number of VPs. regardless of
whrch bonus point combinations it otherwrse contributes
collect You find the VP value of a ‘given artifact in the
u-lower right hand corner of the artifact cards. Simply add &
up these numbers when you calculate yout final pomt score,
»al: ‘the end of the game. ;

’Vanety Bonus: A player unlocks the artrfact Variety
" Bonus by obtaining artifacts from at’ least three
different mythologies. The value of the boniis
increases with the number of d1fferent mytholog1es

represented in artrfacts*"-
5 artifacts

3 artrfacts 4 artifacts

s % followrng CAL@ST iAo e < RS

'
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Consmtency Bonus. A player unlocks the artrfact
\Consrstency Bonus by obtaining all three artifacts’
from one mythology The artifact Consistency Bonus
“awards the player W1th 20 bonus p01nts ;

'lh"-om‘ts from mythologlcal
.mbrnatrons L.

aye 'may also earn addrtronal VPs by combrnrng

reatures and artifacts within’ the saﬁne mythology. It

‘ ossrble to achieve mythologlcal combination points -

two gdlfferent mythologies 51multaneously if the ""

elow requirements are fulfilled. The requirements and !
re; pondmg Values are 1llustrated 1n' ‘the followmg

#le

Y
|

3.creat;ures e o ! 5 creatures.
15 VPs 20 VPs - ‘ .;‘.,‘2‘5,4VP5', E
"',2"5.";.VPS il VPsA: i --zilol-,v'i)s‘ SOVPs A
3S'vPs : 4 .vps ssvps‘ 65 VPs

'.Pornts from resources

'If at the end of round 12 you have some unused recourses,
they can be transformed into vrctory pornts at the:

: For every twelve WOod/stone (count them .as one resource)
you get 1 VP. : -

For every srx 1ron/bronze (count them as one resource) you
gethP ! VLR

i “For every three sapphrre/dramond (count thiern a5 onByils. - e e
resource) you get LAV A : NN '
Calculatrons are always rounded down: T herefore 16 preces
' of wood and 5 pieces of stone can only be transformed
into 1 VP and the last 9 resources are therefore. lost.

, The \X\ er of the game is the one player that has the SR
highest ‘total number of VPs at the end of round 12, If
two or more players are tied for the lead, the one with
the highest. score of ‘mythological combinations wins. {2
the players are still tied, the following list speC1ﬁes ‘the
hierarchy of the winning conditions. If the game is still

: tred,' the game has more than-one winnet. Congratulations!

Highest 'total number of points.
& I-hghest mythologrcal combmatron score. Sy

i ey ‘. ' -'Hrghest pomts in artifacts (mcludmg the arnfact A Sat
e s Vanety Bonus and the artifact Consxstency Bonus).

A ; '?,';Hrghest points_ in creatures (including the creature
SR ety Bonus Consrstency Bonus and Abundance
i : Bonus)

' Highest points in resources.

(
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mayor of your town seeks the most powerful con;urer

y'Orth of ieadmg these‘troopst a lot
ould follow. By assembhng the most‘ power

m thological creatures eqmpped with rare artifacts you

“;311' beat ‘the other" COnJurers in town.




