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BATTLE sor . SOULS,

Welcome to Battle For Souls, a card and dice game pitting the forces of HELL against
the forces of HEAVEN in a fight for the eternal souls of humankind! In the game,
players aim to win by scoring the most Victory Points. This is done by playing hands
of cards to gain Holy or Unholy Points (HP or UP) on the Soul cards in play.
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Components

7 Archangel cards

7 Devil cards

28 Soul cards

10 Reap cards

45 Temptation cards
45 Virtue cards

20 Victory Point cards

14 Sin cards

14 Intercession cards

10 Holy Relic cards

10 Unholy Relic cards Jten, ?1/ ) //i Conaypies ’

3 Custom Dice /%,, AN L gl L acrnaNy

20 Marker cubes .,(5);(.,\\ b il g'/w,_ﬁ)‘,.,_,,,v ,

4 Reference cards v fr“f, [l Oa ) i lstia ba
1 Rulebook {//4 oS s i flto— P e

Set Up

Each player should decide whether he/she will play the side of HEAVEN or

the side of HELL. The player(s) on the side of HEAVEN will randomly select

an Archangel, while the player(s) on the side of HELL will randomly select

a Devil. These cards will stay in effect the whole game, as will any other
Archangel or Devil cards revealed during the game. In a four player game, two
players will play as a team on the side of HEAVERN, and two players will play

as a team on the side of HELL. Three player games are not recommended.

Each side should then create a deck of 50 cards containing all 45 Virtue
(HEAVEN) or Temptation (HELL) cards and 5 Reap cards (do NOT include
Victory Point cards). This deck should be shuffled and placed face down
LV e
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on the table in front of the player(s). Each player should draw a starting
hand of 5 cards from the top of his/her deck. Players’ hands are kept secret
throughout the game. In two player games, each player will have his/her own V.4
deck. In four player games, decks will be shared by each set of partners. :

Create the following areas on the table by placing the cards

listed, being sure to shuffle each stack before placement:

PLAYER’S AREA (HELL)

1. Place the Devil cards face down in
a stack. Turn one card face up.
2. Place the Victory Point Temptation
cards face up in a stack.
3. Place the Sin cards face down in a stack.
4. Place the Unholy Relic cards
face down in a stack.

EARTH

1. Place the Soul cards face
down in a stack.

2. Turn three Soul cards face up in a row.

3. Place a single die set to “1” in the
middle box on the Soul card’s scoring
track (found on the left side of the card).

PLAYER’S AREA (HEAVEN)

1. Place the Archarchangel
cards face down in a stack.
Turn one card face up.

2. Place the Victory Point Virtue
cards face up in a stack.

3. Place the Intercession cards
face down in a stack.

4. Place the Holy Relic cards
face down in a stack.

PURGATORY

This is where players place reaped souls that
have not earned the minimum amount of Holy
or Unholy points to be claimed by HEAVEN
or HELL. This area should be off to the side,
but accessible to both sides.

THE VOID

This is an area where cards should go
when they are permanently taken
out of the game for any reason.

HEAVEN

All cards used or
gained by the side of
light that are removed
from play and have

a victory point value
are placed here.

SN
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HELL {
All cards used or :
gained by the side !
of darkness that are 1]
removed from play and g i
have a victory point

value are placed here.

PLAY AREA
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Victory Points
A card has a Victory Point value if it contains a number in a gold shield

in the top right corner of the card. At the end of the game, these cards
will be worth the following:

Soul cards are worth 3 or 4 Victory Points each.

Archangel and Devil cards are worth 3 Victory Points each.
Holy/Unholy Relic cards are worth 2 Victory Points each.

Victory Point cards are worth 1 Victory Point each.

Some Sin and Intercession cards are worth 1 Victory Point each.

Special and/or promotional cards may have different VP values, so always
refer to the number shown on the card in the Victory Point shield.

Costs

The currencies used in Battle For Souls are Holy Points (HP) and Unholy Points
(UP). Holy and Unholy Points are tracked on Soul cards in play using a die placed
on the markers on the left hand side of each Soul card. The top square marker
tracks Holy Points (HP). If the die is on the middle square marker, it indicates

the soul is neutral, while the bottom square marker tracks Unholy Points (UP).
You may only add HP to souls that are neutral or already have HP on them, and
you may only add UP to souls that are neutral or already have UP on them.

: W , VICTORY POINT
CARD TIiTLE :

VALUE
HOLY POINTS
Place the die here to track
HOLY POINTS HEAVENLY
VIRTUE
NEUTRAL
INDICATOR
Place the die here
for a NEUTRAL SOUL RMORTAL
UNHOLY WEAKNESS
POINTS i , e
Place the die here i D! an:?w’f'f;ig
to track UNHOLY POINTS " ’ ARTWORRK
CARD SET INFORMATION

INDiCATOR
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Note : Only one die should be used on any one Soul card as
a soul must either be holy, neutral or unholy.

To use holy currency a soul must have 1 or more Holy Point(s) (HP).
To use unholy currency a soul must have 1 or more Unholy Point(s) (UP).

HP and UP can be used to buy Sin/Intercession and Holy/Unholy Relic cards.
Intercession cards cost 2 HP and Sin cards cost 2 UP (or free with card combo).

Holy Relic cards cost 3 HP and Unholy Relic cards cost 3 UP (or free with card combo).

Turn Order

In Battle For Souls, all steps of the turn order are optional except
for step 3 and step 8, and the turn order must be followed.
See the BACKTRACRING section of this rulebook for rules on missed steps.

1. Use one revealed Archangel or Devil card that you have in play.
2. Purchase a card by subtracting Holy or Unholy Points from one soul in play.
3. Play a set of Virtue/ Temptation cards (Sin/Intercession cards may be included but
can only contribute their card color). See HAND REWARDS.
OR :
Discard any number of cards from your hand. E Ll
OR :
Draw one new card to your hand. (Hand limit of 8 cards) i
. Use one Intercession or Sin card ability. i1
. Use one Holy or Unholy Relic ability. g
. Play a Reap card.
. Draw until you have five cards in your hand for the next turn. |
. End your turn.

[N e O RN

Seethe GAMEPLAY, section of this rulebook for details on each of the turn order steps.

Backtracking

If you miss a step in the turn order, you are not allowed to backtrack
without the formal permission of your opponent(s).

If you wish to backtrack to a missed step, you must do the following:
Make your opponent(s) aware that you have missed a step

and that you wish to backtrack to complete the step.
Make a case for why you should be allowed to backtrack.




When your plea is complete, your opponents shall approve or deny your request
with a thumbs up or a thumbs down. In a four player game, you must receive
thumbs up from both of your opponents to backtrack, or your request is denied.
The approval or denial by your opponent(s) is final. Your only recourse is how
you decide to treat your opponent(s) when a backtrack request comes your way.

If permission is granted, you must undo all steps you have taken back
to the missed step one at a time, and your opponent(s) must approve
each step along the way. If at any point during the backtracking
there is any debate, permission can be revoked. In this case, redo any
steps backtracked and continue with the turn order as normal.

Gameplay

Decide the starting player by having each player roll a die,
with the highest roller going first. Play passes clockwise.

On your turn, follow the TURN ORDER detailed below:

1. USE ONE ARCHANGEL OR DEViL CARD
Each Archangel and Devil card has a colored border corresponding
with one of the 7 colors in the game. This color represents a Heavenly
| Virtue or a Mortal Weakness. If there is a soul in play that has a Heavenly
¥ Virtue which matches that of an Archangel card you have in play AND
the soul does not have any Unholy Points, you may add one Holy Point to
that soul. Conversely, if there is a soul in play that has a Mortal Weakness
which matches that of a Devil card you have in play AND the soul does
not have any Holy Points, you may add one Unholy Point to that soul.

o e

Although you can acquire multiple Archangel or Devil cards during a
game, you are only allowed to use one of them during step 1 of the turn
order. You may only use this ability on one soul in play each turn.

e

2. PURCHASE A CARD BY SUBTRACTING HOLY, OR UNHOLY,

POINTS FROM A SOUL iNN PLAY, TO PAY, iTS COST.

Once you or your team has Holy or Unholy Points on a soul in play,

< ';1, you may spend these points to gain a Sin/Intercession card or a Holy/

47¢  Unbholy Relic card. For each HP or UP spent, you must subtract a point on

o  that soul card. The side of HEAVEN can only spend Holy Points and the
side of HELL can only spend Unholy Points until the soul is neutral.




You may only purchase one card on your turn, and may only spend points from
a single soul in play. Combining points from different souls is not allowed.

So, for example, if you are on the side of HEAVEN and want to buy a

Holy Relic card, there must be a soul in play that has at least three Holy

Points to spend. Use the dice to track the points on each soul in play.

In addition to having numbers to track HP and UP on Soul cards, the dice included
also have arrows that point to the next highest number. These arrows are
included only to make finding numbers on the dice easier. Three sides of each

die (4, 5 & 6) also have a skull and crossbones icon. The skull and crossbones icon
indicates that a soul has sufficient HP or UP to be claimed by Heaven or Hell. <
Seethe COSTTS section of this rulebook for more information on tracking HP and UP. i {

64

k L
Note: Any Sin, Intercession, Holy Relic or Unholy Relic card purchased or . N j
earned should be placed on the table face up so it is viewable by all players. // 2 T

3. PLAY OR MANAGE YOUR HAND. 2
During this step, players will play or manage cards from the Temptation
deck (for the side of HELL) or the Virtue deck (for the side of HEAVEN).
You must choose one of three actions during step 3, and only one:

1. Play cards for some benefit.
2. Discard any number of cards in your hand.
3. Draw one new card.

There is an 8 card hand limit. If you already hold 8 cards, you cannot
choose to draw a card during this step; you must play cards or discard.

On the next page are the rewards you gain on the different types of hands played:
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5 and ‘Rewards

One Pair: Allows the player to take a Victory Point card. The Victory
Point card earned must be placed in the player’s discard pile.

Two Pair: Take a free Sin/Intercession card, immediately
draw back up to a full hand (5 cards), and repeat step #3
immediately. (You may only play two pair ONCE per turn).

Set of 3 different colors: Allows the player to add 1 HP/
UP to a single soul with a Heavenly Virtue/Mortal
Weakness that matches any one of the cards played.

Set of 4 different colors: Allows the player to add 2 HP/
UP to a single soul with a Heavenly Virtue/Mortal
Weakness that matches any one of the cards played.

Set of 5 different colors: Allows the player to add 3 HP/
UP to a single soul with a Heavenly Virtue/Mortal
Weakness that matches any one of the cards played.

3 of akind: Allows the player to add 3 HP/UP to a single soul
with a Heavenly Virtue/Mortal Weakness that matches
the cards OR remove 1 HP/UP from any soul in play.
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Full house (3 of a kind and 1 pair): Allows the player to gain a free
Holy/Unbholy Relic. In addition, the player may add 3 HP/UP to a
single soul with a Heavenly Virtue/Mortal Weakness that matches
one of the cards played OR remove 1 HP/UP from any soul in play.

4 of a kind: Allows the player to gain a free Holy/Unholy
Relic. In addition, the player may add 4 HP/UP to a single
soul with a Heavenly Virtue/Mortal Weakness that matches
the cards OR remove 2 HP/UP from any soul in play.

5 of a kind: Allows the player to gain a free Holy/Unholy
Relic card. In addition, the player may add 5 HP/UP to a single
soul with a Heavenly Virtue/Mortal Weakness that matches
the cards OR remove 3 HP/UP from any soul in play.




Note: You can still play a full house or better in order to receive
the free Relic even if you cannot add or subtract points.

A multicolored Virtue or Temptation card is a “Wild” card.
These cards can be played as any color you wish.

If you have earned or purchased a Sin/Intercession card with a Victory Point
shield in the top right corner, you may use it as if it were a card in your hand of
the same color as the card’s border. Any Sin/Intercession card used in this way
does not count toward your 8 card hand limit. Please note, that Sin/Intercession
cards with Victory Points must be used on the current turn. When your turn
ends they should be placed in HEAVEN or HELL for end of game scoring.

You may purchase AND earn a Sin/Intercession card on the same turn. However,
you may only use ONE Sin/Intercession card with a VP shield during step 3,
and you may only use ONE Sin/Intercession card of either type during step 4.

Note: Lf you choose to play cards, you may only play the cards required to receive the
reward. So, for example, if you play a pair in order to receive a VP card reward, you
may only play the 2 cards making up the pair. The rest of the cards remain in your hand
forthe next turn. If you do not want to play or can’t play certain cards, but want to get
rid of them (i.e.: Reap or VP cards) you must choose to discard them. Further, you may
only claim one reward on a single play. (i.e. You cannot play a Full House and claim both
aPair and Three of a Kind reward. You would only receive the Full House reward.)

Assumption and Complete Corruption: If at any time, the side of HEAVEN earns
Holy Points on a soul equal to or greater than 7, the soul is sainted and is taken
straight to HEAVEN without the need for a Reap card. Additionally, the side of
HEAVEN may then flip over another Archangel card (earning 3 VP). The new
Archangel can now be used to influence future souls during step 1. The same is
true for HELL, but reversed; If HELL earns 7 or more Unholy Points on a soul,
the soul goes straight to HELL and a new Devil card is earned. Anytime a soul is

earned in this way, replace the soul by flipping a new Soul card face up in its place.




CARD TYPE
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Intercession cards with
a colored border must
be used on the same
turn they are drawn.

They may be used as a Virtue
card of the same color during
step #3 of the turn order.

BONUS CHOICE
Subtract up to 2 UP
from a soul with a
mortal weakness of
Greed or Envy if it

has 1 or more UP.

One of the bonus choice
abilities may be used during
the use Intercession step.

BONUS CHOICE
ARTWORK

Saint Eraneis (Dot S
Add 2 HP to a soul with Peally Franci de Zurbarin, 155
a heavenly virtue of ._/ INFORRMATION

Charity or Kindness if it
does not have any UP.

4. USE ONE INTERCESSION OR SiN CARD ABILITY
A player can gain a Sin/Intercession card by paying 2 HP/UP in step 2
of the turn order, or can earn one in step 3 by playing two pair.

If you have purchased or won a Sin/Intercession card, you
can use its special ability during step 4. These cards have text
or bonus choices that explain the special ability.

If the Sin/Intercession card has a Victory Point shield, you must play the ability
on the same turn in which you gained the card. If you cannot use it during step
3 or 4, you receive no benefit except for counting the Victory Points at the end
of the game. If you have purchased or earned a Sin/Intercession card without

a Victory Point shield, it stays on the table face up in front of you to use at any
point in the game during step 4. If you have a Sin/Intercession card that can be
used multiple times, place a marker cube on the card after each use to keep track
of how many times the card has been used. Once a Sin/Intercession card that
does not have a Victory Point shield is exhausted, it should be placed in the Void.
Once a Sin/Intercession card that does have a Victory Point shield is exhausted,
it should be placed in HEAVEN or HELL to be counted at the end of the game.
Sin/Intercession cards that have a Victory Point shield have two bonus choices,
one of which can be used during step 4. For the side of HEAVEN, the first choice




is to add two Holy Points to a soul in play. However, you can only use this
ability on a soul that does not have any Unholy Points, and the soul chosen
must have one of the Heavenly Virtues listed. (in the St. Francis of Assisi card
example this would be Charity or Kindness). Your second option is to subtract
two Unholy Points from a soul in play. However, you can only use this on a
soul that has Unholy Points, and the soul chosen must have one of the Mortal
Weaknesses listed. (In the St. Francis example this would be Greed or Envy). You can
never subtract Holy or Unholy Points past neutral on any soul. The side of HELL
works the same way, but you would be adding Unholy Points or subtracting
Holy Points. If a card lets you add or subtract more HP or UP than you need

or are available, you may still use the ability, but any extra points are “lost.”

You may only use one Sin/Intercession card ability per turn during step 4.

Note: Any Sin/Intercession card identified as an INSTANT does not have to be played
during step 4, but instead can be played at any time. Once a player declares he/ she is
using an INSTANT card, that card MUST be resolved before any other action can take
place, including the playing of another INSTANT card. If players want to play an
INSTANT card at the same time, the player who declares they are using it first goes first.
Inthe rare instance that players proclaim he/ she is using an INSTANT at the same

exact time, the player whose turn it is (current player) goes first. L f the current

player is not involved, the player closest to the left of the current player goes first.

/— NO ViCTORY
CARD TYPE —— : OINT VALUE
K ﬁimERCESSm“f L

CARD TiTLE —— Guardian Angel

NO COLORED ——==%
BORDER :

Sin and Intercession cards
without a VP shield or
colored border can be
kept to play at anytime
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5. USE ONE HOLY, OR UNHOLY, RELIiC ABILITY

Holy and Unholy Relic cards can be purchased by paying 3 HP/UP in step 2

of the turn order, or you can also earn one in step 3 if you play a full house

or better. If you have purchased or earned a Relic card, you can use its special
ability during this step. Each Relic card includes text that explains its special
ability. If the text on a Relic card states that it can be used more than once, place
a marker cube on the card each time its ability is used. Once exhausted, the Relic
card should be placed in HEAVEN or HELL so its Victory Points can be counted
at the end of the game. If a Relic card is destroyed, it should be placed in the
Void where its Victory Points will not be counted at the end of the game.

Note: Any Holy or Unholy Relic card identified as an INSTANT does not have to
be played during step 5, but instead can be played at any time. Further, playing
anINSTANT card does NOT count toward the1Relic per turn limit. INSTANT
cards are freeto play and you can play as many as you have available.

6. PLAY A REAP CARD
During this step, you may play a Reap card if one or
more of the following conditions is true:

a. At least one soul in play has at least four HP/UP.
b. ALL souls in play are HOLY (no souls are neutral or unholy).
c. ALL souls in play are UNHOLY (no souls are neutral or holy).

If none of these conditions are true, a Reap card cannot be played.
When a Reap card is played, all souls in play must be resolved in the following manner:

a. If the soul has 4 or more Holy Points, the soul goes to HEAVEN and
will be scored for the side of HEAVEN at the end of the game.

b. If the soul has 4 or more Unholy Points, the soul goes to HELL and
will be scored for the side of HELL at the end of the game.

c. If the soul does not have at least 4 Holy or 4 Unholy Points, it goes to purgatory
where it will score no points for either side at the end of the game.

Make sure the Purgatory discard pile is accessible to all players, as
some special cards allow souls to be saved from Purgatory.
After a Reap card is played and the souls in play are resolved, deal three new

- Soul cards face up and place a die, with the number “1” face up, on the middle

i
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box on the Soul card’s scoring track. If there are not three souls remaining in
the Soul deck, just turn the remaining soul(s) face up and continue play.

7. DRAW e
If you have fewer than five cards in your hand, draw back up until you have f
five. You cannot draw past 5 cards during this phase unless you use a Sin/
Intercession or Relic that specifically allows you to do so. If there are not enough
cards remaining in your deck, shuffle your discard pile, create a new draw

pile, and continue drawing from this new pile until you have five cards.

Note: Virtue/Temptation, VP cards and Reap cards all count
toward the number of cards in your hand.

8. ENND YOUR TURN
When finished, you should announce that you have completed your turn.
Play then passes clockwise.

THE END GARIE AND SCORING L
The game ends immediately after the last soul(s) in play have been ;
reaped and resolved. The player/team that has earned the most Victory

Points wins. Be sure to score all the Victory Point cards you have earned,

including cards in HEAVEN/HELL, in your Virtue/ Temptation deck, in

your Virtue/ Temptation discard pile, and any Archangel/Devil, Sin/

Intercession and/or Relic cards you have in play when the game ends. |
In Battle For Souls, there is no tiebreaker. A tie is a tie.

If you must have a winner, play another game using only 3 souls.

Team Play

In the four player version of Battle For Souls, two players play as a team on g
the side of HEAVEN, and two players play as a team on the side of HELL. !
The game works the same as a standard two player game with
partners drawing from the same decks, all of which should be set up
the same way, but with the following exceptions to the rules:

1. You may discard a maximum of 4 cards if you
choose to discard during step 3.

2. If you choose to discard during step 3, fan your discards face up
on the table in front of you. Your partner can then choose to use
up to two of your discards on his or her next turn (this includes

XV
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Reap cards). Move any and all remaining discarded cards to the
discard pile when your partner finishes his/her next turn.

"1\ Note: Victory Point cards only count once at the end of the game, so there is noway for your
: partner to “use” them after you discard them.

el 3. When you gain a Sin/Intercession card with a colored border, it remains

! in play until the end of your partner’s next turn, unless you use its special
ability in step 4. The color of the card can be used as an additional Virtue/
Temptation card by both you and your partner during step 3 of the turn
order. However, once its special ability is used in step 4 of the turn order,
the card must be discarded, and it cannot be used further. If not used by
either teammate in the current round, the card must be discarded as normal.

4. Any Sin/Intercession cards without a colored border in play, and/or any
Holy or Unholy Relics in play can be used by either team member regardless
of who earned them. Uses should be tracked with cube markers as normal.

i '™\l Note: Table talk is not permitted during team play! Y ou may not indicate to your partner
what cards you need to make a good hand or make any suggestions to your partner
about what decision he or she should make.

Solo Play

Battle For Souls also allows for solitaire play. In this version of the game you
can choose to play either the side of HEAVEN or the side of HELL. You should

| B4
; b set up the side you choose just as you do in a standard game, as well as setting
J f} up the Soul cards as normal. Leave the cards for the side you did not select
: i g in the box. You are working to maximize the amount of Victory Points you
I8 can score before you run through the Virtue/ Temptation deck one time.
\ i ::k In the solo version of the game you play the same way as the
. ! standard version with the following exceptions:
¥ ;
s 1. During step 3 you may not choose to draw a card.
! i.':'\ You must either play cards or discard cards.
J ! i 2. After you draw the last card from your Virtue/ Temptation

deck, you can play one last turn (even if you could not draw
to a full five card hand). The game then ends.

If you earn 35 Victory Points or more, you win.
If you earn fewer than 35 Victory Points, you lose.
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Customizing Game Lerzgth

Each Soul card has an identifier of “d”, “B”, “C” or “D” on the bottom
left hand side of the card. Use one of these complete sets for a short 15 to
20 minute game, use two sets for a 30 to 45 minute game, use three sets
fora 60 to 90 minute game, and use all four sets for a 90 to 120 minute
game. Each Soul card set consists of 7 cards, and we highly recommend
either including or excluding all 7 in each set to ensure game balance.
When all players are familiar with the rules of the game and the hand
rewards, you will find that play time is shortened considerably.

Credits

GARE DESIGN AND DEVELOPRENT: Robert Burke
RULES EDITING: Todd & Corrie Walden
GRAPHIC DESIGN: Christian Reuter & Luis Francisco
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EPIC SOULS: Serge “RavenTroll” Gagnon, Ray Regular, Joshua
Pyle-Carter, Mitch Taylor, Curtis Montgomery, T.A. Gordon,
Elizabeth Jane, Chad Kristian, Isaiah Lawrence, Elijah Reid, Ken
Thronberry, Jacqueline Thronberry, Malcolm, Sophie, Kristie
Rash, Stephan “The honest lawyer” Reitz, Nicole “The lovely
wife” Maass-Reitz, Bjorn “Medirak” Miethke, Florian “Godson”
Sulski, Stefan “How is the weather?” Gerich, Code Decode, Badass
Bob Jenkins, Zolk Buddha, Doctor Doon, Mister Georgevich.

HURIBLE SOULS: Mark “ChewyGristle” Kale, Nugget Stanoch, Merrill

Carkin, Karel Deschildre, Camiel Hufkiens, Mike Haupert, Carrie Finch,
Aidan James Degg, Likyam Yuam, Jonathan Roy, Solon Rabello, Kevin

Kenz, Lars Cabrera, Benjamin F Barrett, Bryan Behl, Marissa Scanlon,
Anthony “Jorune” Sage, T. Craig McGlone, Rob Winslow, R0cky, John
Buenavides, Jim Otto, R. Dawson Smith, David Ells, RIK, Nick De
Guise, Jose A. Gutiérrez Villar, Wayne Froese, Samuel G. King, Bevan
Hilty, Robert Weaver, Kevin A. & Tina O. Shaw, Dougal McDonnell.

PRIDEFUL SOULS: Stacey Morgan, Christopher James Stanoch,
Stijn Peeters, Peter Scheipl, Craig Corlis, Heather Reed, Robert
Condon, Silas Reinagel, Hunter Lance, Michael P. Mah, Ben Hayes,
Chris Cramer, Giannios Babis, Randall Fischer, Tan Cid Edgar,
William C Ellison, Solon Rabello, Anthony Rigg, Larry Davidson,
Jacob Bush, Wizbang The Mighty, Tyler McLaughlin, Chris
Fachnel, ChaosEmod, Joe Babbitt, In Memory of Bubba, Calmagus,

e

Mactep, Ting-Hsuan Lin, Lockezero XIA, Kevin Wu, Efj

Erica Stanoch, Mary-Ann W, Paul Sun, Elisa & Jovie,

Lawrence E. Wimsatt, Lady Di, Gwyn Rohrer, Jon Scott Edwards.

Dheyrdre Machado, Edward Kirwan, Jenny
Tilford, Deana Raymond, Joeri De Waey, Claire Docherty, Spooky
Chen, Yasha Meng, William Shannon, Joshua Tompkins, Vivi &
Nicolai Broen Thorning, Likyam Ogag, Ty Kendall, Michael A.
Kardos, Stephen ] Woodman, Anthony Crider, Jacob Cassens,
Matt Schwartz, Joe"Hell’ Demulder, Saint Nus, Harold FT, Seth
W Hoffman, Louise Andrews, Spoike and Scylla, Gary Gray,
Floodgate Games, Zenkeys, Todd Demerath, Ian Hamel.

RIND SOULS: Robert & Theresa Burke, Marion Klinger, Aidan Burke,
Evan Rattner, Shao-Hui Lo, Courtney Vargo, Smoox Chen, John
Bradshaw, Christopher Kuipers, Ross Jenkins, Christopher Sziklas,
Big Bear Luk, Kurt Markum, Michael J. Morley, Brett ] Shapiro, Casey
Nedry, Sarah Feldman, Paul Hetrick, Archangela Worsick, Aidan
Corbus, Kate Leelaporn, Amber Becvar, Betty L. Hoek, Larry D.
Gauthier, Chantal De Gaudio, Virginia Davio, Duncan Sanders, Susan
Johnson, Laura Bindas, Lucas Seah, Arnaldo Lefebre, Todd Hayes,
Brian Urso, Evan Cassens, The Louis Family, Ray Gans, Jayne Gans,
Michael Merzinger, Yann Wenz, Kathy Peters, Glenn Israel, Haven
Rabinovich, Pierre Therrien, Joshua Muscat, Scott P Bender, Andrew

J. Cowen, Frank Laycock, Bruno V. C. Freitas, Matt Gregory, Dario
Diniz, An Anonymous Benefactor of the FSSP, Guedes, Ron Reamey,
Bruno Pires, Charles Carey Doughty, Philippe Vallée-Lefebvre, Yago

Gonzilez & Ana Bautis, Charles Phillips of CHUCK-a-CON Game Sales.

ENVIOUS SOULS: Aaron Seymour, Rengyee
Lee, Justin Davis, Jimmy Shadko, sa0e.

Adam “Kicktraq” Clark, Ryan Mitchell,
Quinlin Burke, Ronaldo Manuel, The Lieblich Family, Jerry Reece,
James David Crane, Robert Condon, Josh Dunne, Elias Tiliakos,
Doug Herring, Joel Johnson, Ronald A. Davis, Casie M. Davis,
Josh Taube, Andrew Crispin, Brad D. Kane, Chris Barickman,
George A. Ramos, Jess B, Henrik Bergander, Charles-Louis de
Macre, Calvin C, Richard Boulet, Jared, Elias Kukkola Settervik.

R I SR svulaia

Kevin Schantz, C. Matt Pappathan, Shannon
Gathman, Joseph Graber, Jonathan L Jones, Riccardo Guelfi, Bailey,
Brian Clymer, Grand Karl, Jack Gulick, David Rubenach, Oliver
Firth, Vidar Lind Hansen Kristensen, Darrell Goodridge, Kyle
Fehr, Mark Price, Manuel Quick, Helmut Jagsch, David Keough.

DILIGENT SOULS: Scott “Aldie” Alden, Charles Klinger, Martyn

J Smith, Joe Burke, Robert de Groot, Mr & Mrs Adams, Stephen
“Flightsurg” Vargo, Rik Fontana, Van H. Fujishige, Peter-Anthony
Pappas, Thomas Ambrosio, Augustus and Sebastian, Jan-Hendrik
Strenzke, Brody L, Vloche, Dave Bouvier, Juliet Safier, Darrel Strom,
Elissa Hilton, Jacob Feldman, Edd Allard, Douglas A. Hoek, Leno
Tsai, Milan Becvar, Heino Treib, Rongi Rattaid ja Vanni, Craig
Dusek, Hannah E Barrett, Timothy Stidham, Aiden Herring, Min C.
Yoo, Celeste Herrera, George Carayannopoulos, John Bindas, Joseph
M. Louis, Lucas Saw, William Crispin, Louise Tang, Jason Silzer,
Michael A. Kardos, Peter Szameitat, Eugene Koh, Ed Kowalczewski,
Nigel Prestage, Martijn Weterings, Brett David Spain, Daniel Cassidy,
Adam Argent, Christophor Rick, David H. Combs I1I, “Rafael Saakyan,
King of the Dingoes, and His Fabulous Queen, Darcy Lewis”, Ray
Townsend, Kirk McNesby, Eric Horbinski, Ake Nolemo, [1 A7f.

SLOTHFUL SOULS: Shiona Cochrane, Sandy Moose, William
Birr Naves, Rivetnut, Michael Willhoff, Mike Mullins, Peter
“sumbloke” McAndrew, Marian Herenius, Christopher F.
Vanette, Flex Dasquerzine, Jose Archangel Lara Sanchez, Charles
R. Washington, Michael Van Biesbrouck, Matthew Rooks,
Andrew Worsick, Connie Chinn, Linda Chinn, Amelia Deering,
Chunk, Michael Seth Larsen, Hunter Bennett-Daggett, Matt
Smallwood, Thomas W. Walton, James Deignan, Alexander
von Lukowitz, Gunther Vermeulen, Alison Wheatley, David
Leppink, Geert Celerier, Jason RB Morton, Jeremy Stoltzfus.

CHARITABLE SOULS: The Doering Tribe, Clan Cameron of
Okotoks, Andy & Tracey Singletary, Rich Simpkins, Michael Uhl,
Erin Boschert, Dawn DeBacker, Jon Ray Seguinte, Rebecca Dusek,
Tony Stidham, Earl B. Hooks, Andew Ervin, Wayne Budgen,
Timothy Hing, Carroll R. Best II, Peyton Best, Alex Engel, John A
Morrow, Rosendo Hernandez, Chris Romans, Rodolphe Duhil.

GREEDY SOUL!
Love, Mark Collins, Wei Jen Seah, Adrosaxon, Steven Sartain,
Floris, Kae Mansfield, Captain Madrick “The Lucky”, James Scott.

ob Stanoch, Michael Goodrich Greene, Tracey L.

PATIENT SOULS: Brendan Huang, Brenda Burke, Melissa Stanoch,

J. Quincy Sperber, Pui Wei Tatt, Randy Dean, Yao Shuohan, Justin
Buhler, Brandon Minton, Nick Irvine, Stuart Holttum, Mark Stansfield,
Shawn Hayden, Craig Chapman, The Wiggins, Davi Figueiredo,
Michael Van Biesbrouck, Sam Castree, I1I, Corby Young, Tristan

Le Luherne, Dario Maddaluno, The Philosopher, Jedrzej Laczynski,
Craige Sloots, Charles Scheffer, John M. Gardner, J. Milton Jr, Richard
Herrera, David Murray, Joe Taube, Justin Hee, Anders Herbst Pedersen,
Anonymous ], Lance Peterson, Jorge Henrique Fugimoto, John Pachin,
Joshua A. Wagar, Bob Rice, Richard Valente, Mark Lukens, Rick
Blaha, Gregory Alexander Rycerz, Adam Taylor Royds, Jorge “Papi”
Acin, John Idlor, Jonas Salonen, Carlene Greene, John Greene, Miles
Matton, Paulo Miroslay Djordjevic, William Staab, Shadus Tain (a.k.a.
CM), Bruce Shackelford, Andrey Oveshnikov, Niki Lybzk, Byron
Finley, David L Powell, Rodrigo Narcizo, Jason Schonberg, kduke.

WRATHFUL SOULS: Mark Allan, Patrick Carkin, Paxson Bachus,
Nathan Davidge, Popolvar, Eduardo Guimaraes, Remy Z Shapiro,
Jackson Andersen, Brad Hilton, Efendi Kwok, Matthew T Jones,
George Corbus, John Bond, Kevin Wingart, Mikolaj Laczynski,
Tomaso Munari, Nathaniel Early, Ben Tilford, Brian Hamm, Chakayek,
Pedro “PK” Costa, Jeremy Tay, Jebb Carrier, Midian Krash Hickey,
Richard “Rude Dog” Reilly, Frank Papalia, Jackie Chaisson, Davonius
Tapani, J. Paredes, Christopher Tam, Steve Ramsey, Simon Ward,
Gustav Hultgren Svensson, Timothy Knoll, Rake Hell WAG, Jkk.

LXVIH:










