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In Fable's End, there are two seperate triggers that end the
game immediately:

20
e
AT

-OR -

"‘-b\d ¥
A playver adds a seventh A player has 20 or more
shield to their phalanx. skulls in their losses

You win if you have the fewest skulls in your losses among all
players when the game ends.



Unit cards are the soldiers of
vour fairvtale army. They are
wsed to attack vour opponent’s
hand, storv and enemy units.

© CRES)

This crest denctes the allignment of this
anil. Thix uns belongs 40 the Wolf
Kingdom

é LA

How many open shields are revusred to
breng this unit into pday  Thes pumber
alsy factoes into witacking an opgonent’s
hand {see breakthrough)

O SUBTY

@ [

The amonnt of damage a it dealx o
chageec dunng an iavasion

@

This number i vsed when units battle

oo anether

© SKULL VAL

When a card 1 mn your Sooses, 1! aSds ns
sxul value tosour tolal shulls. The

game ends when a plaver has 20 skulls

O Xl

Active unils only

@ RSk

All units can attack or Dock from your
Bt uaieg 1o set of stats. Rushing
wnits plav sidewass from vour hand
dirvelh anto b Trontloe

@ ADVANTA

There are three different advantage
wals -‘h:'\ er. scrol and stone
Determisang advantage works e 1ocs
paper, sowssors, with the winner gaming

advantage in a batth



Shield cards are the resource of yonr
army. They enablde units o enter glay
help opem chaplers, aod can I
Adisearddnl fram vounr hand 1o block

nvasions

Shields can be discardad 1o hloch

3
rvesions Cadoey altacks )

Each shield on your phalanx provides

oo cres! That o used to open chagnen

When 2 cand bx e 8o vomr losowes 11

wdds 118 shull vadae so your tetal skulls

Chagiter cards are the hooks from which
vollr Lairviake army onginates. Chapeers
can Ix t)g’rnc:d II]I‘ pocd) Lo activate
spcial effects and abeities

When o chapler labhes S damagpe. i 0

b haar {oemt 20 1he lomads el )

1)
This ssmbol indicates which crests are

recpoined] 1o ogeen this chageer
¢

s chagaer cam be opened when there

wre § woll Crests an your pRalany

©

When 2 cand i wrod 8o yomr losowrs, 1)

addds its skull vadae so your totald skulls

4 )

This svuetbadd indbeatox wihiat Kl of eflect

this chagder carmies out when opened



e - (4 AREAS OF PLAY D

Frontline - this s the area that onits march into. Units on the froetline can be
attacked (challenged] In other mails

Phalame - this is vooe rom of shickds. Each shick! o vour phalans creates s sgace on
the tromtline and a space on the reargaard.

The game ends immedirteh when any plaver adds a seventd shacid to their phalinx’

Rear Gaard - When a unit is posted, it is placed in the rearguard behind a shield.
Only ooe wnil oan e posted ger shichl

Story - This is your pile of 4 chapser cards. Only the top or “carment” chapter 1= this

pide 15 active. Before vou begin a game. armange vour chapters an the order of vour
choosing. Bach chapter beging (ke game closaed (oo domn)

Deck - this is your draw pole

Sideline - vour sidebne 15 vour discard pede. Retired nnits and cards discarded from
soute hand are placed hore face up (Soe Retirement Stepl You are allowad o look
through your sidebime a2 any time, bot you are oot allowed to rearrange it

Losses - When units are defeated. shields are beoken. or chagders are bost, they are
oot 10 the losses gle. Cards sent bere rest boriroatalhe so that Ueir shodl vakor is
easily read

Cards invoor kesses can be rearmanged at am point dueing & game.

When a plaver has 20 shalls bo s/ her hsses. the gime ends

IO
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Each plaver unfolds their
gamemat (Duel Side), shuffles
thesr deck, and chiooses an order
for their chapters.

Shuftle vour deck and place it on
vour mat on the Fable's End
logo.

Without revealing vour dials,
each plaver secretly bids an
amount of damage on their dial.

After choices are made, both
plavers reveal their dials.

The player with the higher
number goes first.

Each player begins the game
with the damage they bid on
their dials.

[n the event of a tie, both
players repeat this process until
there is a clear winner.

Once player order is
determined, both plavers draw 4
cards.

The first player procecds
through their turn sequence.



Stdeline units on frontline
Discard any number of cards

Draw unul you have 4 cards

If vou have tewer shields, draw 1 card.

Add one shield to vour phalanx

Replace proxies with true shields.

POST OPEN
ATTACK SPLCIAL
Recover 1 damage (lose chapter (opt.)

Draw a card Bury a unit (opr.)



At the Beginning of vour turn, move all nnits on vour frontline to
vour sideline.  Units that retire in this way lose all abilities, counters
and effects.

Onee you have moved all cards from
vour frontline to your sideline, vou
may choose 1o discand any number of
cards from vour hand. (This number
can be all or zero!)

In this example. the
active player eluoses Lo
discard a Three Headed
Dragon from their
hand,

Sometimes, you 1will
want e discard cards
your can 't play this furn.




Draw cards from vour deck until vou have 4 cards in hand.

I you luve fewer shields than vour opponent, draw an
additional card. (This monber includes proxy shields) This
step happens regardless of the nmumber of cards in hand



During the sheeld step. vou may add
one shield from your hand to your
phalanx. You are not required to add
a shoeld every turn. However, adding
shields allows you to post higher
ranking units,

I3 the event that you do not have a
shickd in hand, vou may play any card
face down as a proxy shield. Proxy
shickds function exactly the same way
as true shields

You may exchange any proxy with
a true shicld fand only a true
shield ) in your hand




[enmg the acthon step, youn may choose
any of the followitg actions in any
order, any namber of times

O

Actiomns sesolve one a1 2 time in Pabde's
End. A new action can nol be
pesformed umtil the current action
resolyes

Multiphe actions can occur in any
order daring your action step.

POST A UNIT

A want can be brought into play from
vours hand by plazing it in 15 rear guard
space Thix ix ralled posting 3 nnit

A posted umit can attack, block, and nse
e Abelties perieaed i ins text o

In onder 1o poot 2 urt, youl st hane
open shaelds equal 1o or greater tham
that wnil's rank

An open shield has both it's feoatline
and rearguard space empty.

'

Eack sthiohf om
yvayr phadany
CIeafes & syane
above amdl 4
soaer Dedon

18 40
aenn

Ax b an thessr
LT -p.h‘i'\ are
empty, the

ehicld & open

Ifoneof them
B ol e

abicld & doved

- .

s rank 2 ani! can v
pasted heviiise this
phalan s has twoapen
shiclds. The two
shields an the right are
closed bevanse 2 una
oceupies their frontline
of reatgistnd space

When postisg 2 ned, vou may choose
which shield 10 post it befow. Onee that
wnil is pested to a shickd, that shicld clowrs

Chdy e a0d? ool gumied 3o
shay
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- O IV ACTION STEP \‘\'
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MAKE AN ATTACK

A posted unit in the sear goand can make a0
attack o marchiag (maving forward) onto
the fromline

Onee the anil marches, chocee ane of three
differess targets to attack: an eoemy unt oo
the frontbne fclullenge ) vour apgoswnt’s
hand (heeshthrough ) or yoor opponent’s
Aoty {imeion )

As mn action, a il man 28 tack another unit
on the frontline. This tvpe of mttack & called
a challenge.

Lnits cam only chalenge units oa the
fronthee. Units In 12 rearguard can not be
\'hl’-‘fﬂgﬂ‘

When a unit challenges another nnig, battle
ooctirs Detween those s

Bartthe B tamunat iinits Sodb dns the saxpucins
b
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A) Adveniage Ubeck
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When aunit breaks thromgh, it attacks
through an oppooent’s phalanx and into
their Band

Im order Lo beeak through. the oppaosing
player must have open shiekds equal 1o o
greater than the rank of the breaking vinit




IS — ‘ ( R ' \".
=4 IV ACTION STE Pas

Oppoment’'s Hand }

,\‘ *l

Opponent's PFhalanx ’

P——

Phin rark 2 uan w
beoabiag thiveighi 4
Ml

10w Mlons S Navah

oo bevause O
oppreg ey b (. .
2 vgwn ranks

Once aumit has broken thoogh, the
attarking plaver choases und reveals »
card from the defendang plaver’s hand

If the chosen card 1« another nnit, then a
hattle occurs (ol barle seguemee)
with the boser getting seot 1o its owner's
ks I the defending cand wiss the
battie, 21 is returned 1o 1l owner's hand
{ev 1)

H 1he ehosen cand is ashield, it “Dreaks™
and s emmedintely sem Lo its owner's
kvous (ex. 2)

Aa imvader targets the current (top) chapler
of an opponents tory . An mvader dealy
damage 101 s10ry oqual to i's ernbers. Whes
» chapeer takes 5 damage, 1 is lost and
e 1o its ownet’s losses,

A nnnit has ore of tan types of emlers:

ol emibers 8 stop denting vy
when u chepter bas Inr doragr . repesdions
o b ey vt vy e

oo embery wild cum oner 20y osa Mg
e cw b The mok chugrien e 2 dlony

Invasions are the omly type of attack that
can be blocked.

BLOCRING AN INVASION
A ployer defendag azaiod an

e aenn can block Shat o i
ot of Theee wss

Mascard & shield fram hand

March a usit from the reas-
geard onto the frontlioe.

Rush 2 uvnit from hand

Discarding a shield - The defenfag slaces
max hacard fseod to their svdelioe ) a shield
from their tand. This geevents 21 damage
rhat wordd be dealr by the invading unim amd
the sy asion sesolves

Masching a2 nnt - The defendiog player may
march & unit frum their reanguasd (o the
fronthne This peevents all damage and the
wvading unit sad the marched unit battle.

Rushang a unit - The defendoog plaper may
rush a weit from thelr hand. This prevents
all dassage and the mvading unit sed the
rushed st hattle.




Ruching urits dedeated in battle are bost

When a rushing unil successfully carries
oal (survives) an attack or block, i1 is
immediately sidelined when that action

RUS“ t\ (_' NIT resolves

A unit can make an attack directly from Y N
yourr hased. This i called rushing » usa. A A _,)
mashed unic s plaved sideways and uses S

the zank, embers and power peinted in il
opper nght hand corner.

OPEN YOUR CHAPTER

As A0 ACTION, YO Mmay open the top (cor
rent) chapter of voar story,

In ordder 1o open a chagdes, vou muedt first
et 1he alleglance threshold peinted In
the top right comer. Allegiance is how
oy Crests of a parteular Kisgdom sou
have in play. Both shickds and unrts count
tanands allegianoe

When vou rish 2 unig, ool its ninhing
stats and advantage scal are valid. Abihthes
n the text bov of a rushing unit are nolb-
find Additiosally, card effects that target
units do NOT affect rushing umils unless
1he text specifically targets "rashing

>
unit
e ow
il AP
favteri o et
T i Ty
v & wol o
"y
X 2wl ety At
R‘Q 2wt wax)

Open g chaper by Sepping, # Qace np (tex)
and Hlustranon side op) and placing 1 on
sop of the stoey pike. AlL other chagrier
cands should be stacked underneath

@ _

When pow myuch @ pmit, play it sidiegays from
wour hand directiy on to the frontfine of one
of goser open whrichfx
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ACTION STEP
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Onee a chaptor s opened . il peodiuces ane
of three different Jinds of effects:

@

Asn instant effect 1akes place rrmndiarh
after a chapter is opened. Dace an instant
effect resolves, 1 can not be reactbmed
unti) the chapter s closed and then
re-opened. Thay effeet meast resolve efoer
a new acthon can be taken

)

An activated effect reqaines that a spe-
cifie cont 2o paidd befure its effoct can take
phace. For example. an open chapter maght
sy, “Discard a Cand: The usit of vour
choice gets 1000 power until vour reoow
ery.” the cent in thix example s discanliog
acard. When you want 1o nse the -1000
porwer pbality, voo medd discard a card
order to activate n.

Activated effevts can be activated multy
ple limes a5 long as the cost is pasd. tn the
abave examgde, you could activate 2 1000
power offect each time you
Atscard a card. Each setivatbon coants as
a seperate special action

)

A comtinoes effect activates immodiatels
after & chapeer is opened ad enntinues i
lang as that chapter remasas cpen,
Continous «ffevts are uscally pussive
abilities and bonises

For exampie, a chapter might read. “Your
units o0 (8 fronthae can s e
challenged ”

Im this case, vour units coold not be
challenpad until the chapter is ¢loset ar
bost,

|
When a claptor s ol 10 ‘
closra, (b offoct W anmodlred
slid, rogariBess of thad oiiat

o et |

Inother woweds, offocts S0 md carry

vt 2% a chupler s bt

of Chomed

SPECIAL ACTION

Special actions will 3!l have a star ssmbol
wn front of them folloned by an activation
ooy,

To perform the alkne specal action,
unbiuny {1Nip face up) © buned {face Sown)
wunil in your lwses {See Recaneny Step)

Once you do, a8 three = 1000 counters to
the uea I yoo do not have a bured unie,
vou can oot perform thas special action

Sgnntal st o md e
Labaws ton Vhee ot e of e thuey,
mroscdived adun.

1

Speocial sctim coa e nopeuiad
o ipde e, e bowgg o thew
wrvaene comis are puad

0




During the recovers step, perform the fol . L
’ v-F When you Bury a unit in vour losses,

choose a face up unit and flip it face
down. Daoang this wall reduce the
chosen unit's skull value to 1.

krving seqquesce

Adwest woue dial so that vou have s

s damoage

WMN 2 l“‘l‘,"l
It will al=o allow vou to use the
unbury special action on other
unnls
Units are always added to vour
This step is optional losses face np (unbured) nnless a
specific effect instructs vou to do
1f your chapier 1s open, vou may close otherwise
.
‘O |
b S )
- w o Chapters and shiclds
" can not be buried.

Place wour closed chapter on top of

YOUT story ple.

This stcp ba vptional

U UNE 0 St bovsscs aind Igey

flp o Lace Jomn)




Advanced actions are special
actions available to any plaver

during their action step.

Advanced actions are limited to

VDVANCED A

spectfic game states but are
otherwise available throughom

the game,

1t is recommended that newer

players avoid advanced actions

during their first game.

As a special action, you may
garrange the order of vour

chapters.

You mav only sort if vour active

chapter is closed.

When yvou sort, take 1 damage.

Shield floating is a specaal action

that can be used 10 temporanily

add an open shield to vour

phalanx,

As a special action, you may move
a shaedd from your hand onto the i
field sideways. Announce that you |

are floating this shicld.

A fNloating shicld adds » temporary
open shield to your phalanx.

! -

NS S »
. \

Floating shiclds remain on the
fickd until the next unit is posted
Once a Noatng shield 12 used 1o
Post a unit, it is immediately
sidelined.

These vwo shields are

floatayg oo the Aot
They poovide two
Ifaguarary ey
shields

Thes rank § unit con be
promdend Bt aise This g

shischds

thee Ooating shiclds are
shdalined

I the event that a shiekd
is floated apd not wsed, it
15 returned Woal's owner's
hand at the end of the
actyon step.

(R R TR shichle
sl 1here are twn fhateg

Unce this unit ix posted,



ADVANCED RULES

TRIGGERS TOGGLE TRIGGERS

Post —» Recovery Step B2

Frontline B

Battle Winner ~» \\ 10 this uni
wins a1 hattle. the effects of this

Lrageer will activatle. Nol

trageer will still activate in the

event of a b,
Atack = 17lns tripeer activates

when tas wimnt makes at

Dt before bhattls

Battle (B) —



Many units in Fable's End have
keyword abilitics that condense an
abality into ate or two words,

If this unit
survives its first attack, it
unmediately makes an additional
attack. You may choose a new
target for this second attack.

Overkil  When this unit
defeats another unit in battle, the
defeated plaver buries the top
card of their deck.

Tracking ‘This unit can attack
the top card of any player’s side-
Tine, as Jong as that cand 18 2 nnit.

SO cands wall anstreuet

.:!li Colnter s

FORNC OFr more af

A couster atd

ol LSRN 'll,'l;Hl‘.'.l'l

ters add
[ .'1‘;[‘4-‘t:'»-.!;'||;- wor false

RDow?E as s grnser)

1000 counters subtruct 1000
power from a unit's poasted (stand-
ingl power. When a unit has
zero power, it is sidelined (not
lost!),

When two counters cancet
each other's effects [+ 1000
and <1000), beth are
remoned

0
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ADVANCED RULES

D

Occasionally, more than one
player may hit 20 skulls
simultaneously, When this hap-
pens, immediately review these
steps:

» Compare skulls. If they are dif-
ferent amounts, the player with
the lowest value wins,

» [f there is no clear winner (e, all
skull vadues are identical), the
playver with the largest total skulls
among, all cards in their active
areas s the winner. (et areas
are the rearguard, frontline,
phalany, and story.)

= [f the combined total skulls
amongst each plaver in their
active areas is still tied, Each
plaver adds the skull values of all
units in their hand to their value.
Each plaver then adds the total
value of skulls among all cards in
their deck their value, The highest
number is the winner,

When a unit is posted, it can be
posted belund any shield on vour
phalanx. regardliess of that shield's
alignment.

Additionally, posted units in the
rear guard can be armnged and

rearranged freely as this
arrangement is preferential and
ot strategic.

Decks in Fable's End are 100%
customizable. Future expansions
will introduce new units, chapters,
shiclds amd even new kingdoms to
add to your card pool,

Regardless of which cards vou use
to design yvour own deck, the same
restrictions apply. A plaver's deck
must always consist of:

« 30 UnNs (no tore i 5 copies
of any 1 unit}

« At least 1o shields

o schapters

A deck can consist of cards from

multiple kingdoms. This s known
as an albance deck. Alliance decks
follow normal deck building rules.

In oeder to pust or rush a unit
fraam an allance deck, it mest
match an alignment with
ancther card m one of your
active arcas. (This can be a
shield, wait, ar active chapter)

0
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lOSSARY

Advantage - A unit that gains advantage is
A unit whose ady antage weal beats the seal
of another unit decing battle.

The three seaks are: dagger. seroll. and
AMune.

Alignment - the kingdom 2 card belongs
10. Allgnment is decermined by the crest of
that card

Allegiance - allegiaace is the 1otal number
of units and shieids from one Kesgdom voun
have in plan. For example. 2 wolf onits
and 1 wolf shield gives vou a wall
allegiance of

Allegiance threshold - this is the
minimuam amouss of allegiance requinrad 1o
open a chapter. The alieglance threshold
for a chaptor ix printed an the wyper rghs
comer of that card.

Alllance Deck - a deck comprised of cards
from multspk bingloms.

Batthe - when two uniis fight cach other,
they battle. Battie follows a speciflc senes
of steps In battle, the nmit with highes
power s the winner. The Joser & defeated.
I= the case of 2 tie, both units are defeated,

Blocking - blocking an invasion is an
2ction you may take during an opponent’s
turn. 1t s also the coly action that can
interrupd anattack. Whes a unil inysdes
your story. vou may march a waat, rush a
wnit. or descand a shield to block that
attack. The card blocking an invassoa will
alwavi cancel desage 1hat woedd be deak
10 the Invaded story.

Breakthrough - (attacking a plaver's hand)
when o wnit beeaks through, # attacks
through an opponent’s phalans. Break
theoughs are only sucerssfil if 1he unit s
small enough to £t theough the open
shiclds of an enemy phalany. Once the
unit beeaks through, the attackiog player
chooses a card from the defender’s hand
and reveals it I the eevealod cand is 2

wnit. then the two hattle, I the reveatesd
canl is # shickl, the shoeld ts sent {o1is
oaner's lonses,

Challenge  (attacking 2 unit) when a vnt
At ks anather unil on 1he franthew it is
called a challeage

Defeated - a onit that i defeated 1 sent to

s awnir's hses

PFrontline - the space o fromg of » shield.
Marching and rushisg units are mosed Lo
the frontline. Also, umits that remain oo
the frontline are valnerable to challeages
by enemy units

Lost - when 3 cord is Joat, 1t js sent 0 s
anet’s losses,

Open Shicld  An opea shaeld v crestnd
when a shield's frontlene af rear guard
agaoes are cloas

Poat - Laction) when vom post 4 unil, vouo
phace i an the rear guard space beneath »
shickl. Inocder to posl asnil. voo mesy
have epough open ranks on your phalany
Once 4 13 postol, it can reovive marching
oeders

Invasion (altackiog = stony ) When 4 uwe
amades it deals damage equal to ity
embers Tnvashons can e hlocked by
discardmg a s2ield. marching a unit. or
eshing a wnit.

Rank - Lwnil’s tank s the amount of open
whields requared in order 10 play that unit

Rear Guard - the space behind a shidd
Al nits are poxted to the rear guard.
Linits im the rear guard are also shielded:
they can st sermally be challengnt

@



