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In Goetia: Nine Kings of Solomon players are competing over resources that are needed to
communicate with 9 goetic Demon Kings, each of whom has specific characteristics and powers.

By contacting and worshiping these Demons, players are awarded Attention, Demonic Powers,
Treasures, and Relics. Eventually, players will be able to form Pacts with the Demons that will
give the player an edge over the others. All of these are also worth Worship Points (WP).

The winner of the game is the player who has the

most Worship Points at the end of the game.
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Score Pad

14x Cards (67x44 mm) 1x Starting player token 50x Score sheets 27x Double sided cards (80x80 mm)
With hex-spaces on the front
and Demons on the back.

Board front example Board back examp]e

cry Boards) D
(Scry (Dark Boards) Card front example  Card back example

o

Cartomancy )
o 42 Do 18x World’s Edge i covers

Followers
Apx Vggz‘;;z;;;az’glz fleces 27x cards (80x80 mm)
i With hex-spaces on the back.

[ ﬁ @ : O . Card front example  Card back example
12x Carboard boards (4 of each class) - - I
Methods of contacting Demons (Scrying) on the front Resources

and Dark Boards on the back. 100x 8mm woodontom.
20x of each color.

p— 5l ](mgBalam

12x Doule-sided cards (80x80 mm)
With a follower on the front
and a hex-space on the back.

4x Reference cards (14—8x105mm) - 10x Summary of all cards (148x105 mm) 5 30x small metal coins (value 1)
3x Quick Setup cards (148x105mm) With a summary of each Demon and all Pact Cards. 15x large metal coins (value 5)
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The very first step is to organize and sort : Qulch selups
the cards by various types and sizes.

Depending on the number of players, you will remove a
certain amount of cards from the game and use a specific
set of cards when building The World.

Take all World Cards (they have a Demon on the back)
and, with the Demon face up, sort them into three piles
of decks where each pile consists of 4, 3, or 2 hex-spaces.

»

s

N

X Prepare Pact Cards

£

= Draw the below-specified number of Pact

] Cards. Put the rest of the Pact Cards back
into the game box. They will not be used.

In subsequent games, you may consult the quick setup
card to swiftly set up the game.

Figure 1a Figure 1b. FIHW elc Number of players | Pact Cards
| A deck of World Cards A deck of World Cards A deck of World Cards
1 consisting of nine cards consisting of nine cards consisting of nine cards 4 players 12 cards
1 where each card has where each card has where each card has
l . 4 hex-spaces. 3 hex-spaces. 2 hex-spaces. 3 players | 9 cards
2 players | 6 cards

; Prepare New {{lorldCards |

Take all New World Cards and, |
with the hex-spaces face-up, sort |
them into four decks based on the

Class symhols on cards

Demons and Scry Boards are marked with pentagrams.

number of hex-spaces each card Figure 2. The number of pentagrams indicates the strength of the
has.

New World Cards. cards. Stronger cards appear later in the game. Cards and

Boards with different class symbols will be referred to
during the setup.

S Ll SO0

Class 1 Class 2 Class 3
i |-
¢ |5
B X Figure 3. New World Cards have zero, one, two, or three hex-spaces. g S e ) ! g ngk,:
ak Sort and prepare the DemonCards # —— @
b - ) ) R WY
A Depending on how many players you have, you will For each of the 9 Demon decks, create
. be placing some of the cards back in the game box. e R e b or of cardsds
a there are players:
n Number

wh | of players | New World Cards to be removed Number of players | Cards in each Demon Deck

am L .

: ' 4 players | Remove cards with 1 hex-space 4 playersaad cads

'I ﬁ' 3 players | Remove cards with 1 & 3 hex-spaces 3 playersiiSige s

: I * 2 players | Remove cards with 2 & 3 hex-spaces 2players T
A Return the rest of the Demon Cards to the game box.

| J\l After removing cards, shuffle the remaining New

| £ World Cards and build a deck of 9 New World Cards.
- Place them with the hex-spaces face down.

These 9 _cards are now the Deck of New World Cards. Figure 4. Sort all Demons into separate decks and then, from each deck,
~ Place _thlS deck on the table near The World Cards. remove cards until you have as many cards in each deck as players.




Set up Scry Boards [Make sure you have enough space

(1}

@ Set up Pact Cards

@ Set up World Cards @ Set up Demon Cards b Goetia: Nine Kings of Solomon requires
o «’ ! approximately 100 cm (39”) of lateral
‘ 5 space, as the game area will expand
@ Set up World’s Edge Cards @ Set up resources DI NIN ry. Pleaseiensiite

there is enough room for two more Scry

@ Set up New World Cards Boards to the right of the setup.

Figure 5. This is an example of a setup for 4 players.

Setup Scry Boards

Create three stacks of Scry
Boards (Figure 6).

Add Attention to the top Scry Boards
At the top of the board is a circular space dedicated
to keeping Attention. Place the indicated amount of
Each stack should have a Attention on the Scry Board (Figure 8).
class 3 board on the bot-
tom, a class 2 board in the
middle, and a class 1 board

at the top (Figure 7).

Place each stack on the
right side of the table.

Put the remaining 3 Scry
Boards in the game box.

Figure 6. Example of the Figure 7. Example of one of the Figure 8. Add Attention
LS finished setup of the three three stacks of Scry Boards. to each of the three
'IK stacks of Scry Boards. visible Scry Boards.
———r— T
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~ The World will consist of 9 cards arranged in a 3x3

grid. This grid of World Cards will be on the left side
of the three stacks of Scry Boards.

Depending on the number of players, there will be a

specific number of cards used from each of The World

Decks. When drawing cards, make sure that each

card is a unique Demon (discard any duplicates).

Number
of players
4 players | 3 cards | 4cards | 2 cards
3 players | 2cards | 3 cards | 4 cards
2 players | 1 card 2 cards | 6 cards

Arrangethe rld Cards i

You should now have 9 unique Demon Cards. Place

the Demons in the 3x3 grid depending on their class.

Temon

If the card has 3 class symbols:
The Demon is placed
in the left column.

If the card has 2 class symbols:

. The Demon is placed

in the center column.

If the card has 1 class symbol:
The Demon is placed
in the right column.

Figure 9. The World Cards will be arranged in a 3x3 grid:
class 1 cards in the column closest to the Scry Boards,
class 2 cards in the middle column, and class 3 cards
in the column furthest from the Scry Boards.

- 4__————:—‘:
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No duplicates allowed!

No duplicate Demons are allowed to exist on the grid.

If you would draw a Demon already present in the grid,
simply discard that card and draw another card from the
deck.

K!ngUmc

Flip the Demons Iy

Now when the grid is full of unique Demons, ]
flip all World Cards so that the Demon is face-down
and the hex-spaces with the resources are visible.

Figure 10. In this 2-player example, we have arranged all
nine Demons in the 3x3 grid. No duplicates exist.

Figure 11. All Demons have been flipped.
This is now The World.




Find the three World’s Edge Cards that
have purple backgrounds on them. Place
these cards to the left of The World
Cards (furthest from the Scry Boards).
Place the card with the follower face up.

Now randomly draw six of the nine
World’s Edge Cards and place them around the rest
of The World Cards with the meeple face up.

Figure 12. 9 World’s Edge Cards
surround The World.

Add followers tThe {orld’s Id

Each player now places one follower on each of the
9 World’s Edge Cards. The placed follower should be
placed so that the . symbol is covered (Figure 13).

Figure 13. In a 4-player game,
all of the @ symbols will
be covered with followers.

Figure 14. In a 2-player game,
two of the @i symbols will
be covered with plastic tokens.

If you are playing with fewer than 4 players - some
. symbols will be visible after you have placed your
followers on the cards. Cover each of these

n . symbols with a black disc (Figure 14).
B i
: R T g
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Shuffle the deck of New World
Cards (this deck consists of 9 [
cards). Place them at the top 1
left corner of The World

face down.

Place the Pact Cards face up adjacent
to the Purple World’s Edge Cards so that
they line up with the Scry Boards (Figure
15). Make sure each row of Pact Cards has
the same amount of cards.

Figure 15. In this 4-player example there are 12 Pact Cards,
4 in each row adjacent to the purple World'’s Edge Cards.

Place all of the 9 Demon Decks near the board.
You will need these cards as the Demons are conjured
throughout the game.

Place all Cubes and Attention within easy
reach of all players. This is the general supply.

over from the setup. Put these into the general
supply. These followers are considered to have
been sacrificed and can be resurrected.

!: Finally, each player should have one follower left

You are now
ready to play!




How to play -

~ Goetia: Nine Kings of Solomon is played in clockwise , . 1 5 3
turn order. The player who last worshiped a Demon is The Goal of the game is to acquire ¥ .:&9«»
A as much Demonic Attention and & > %
>

Goal of the game

.~ the starting player (or randomly select a player). The Worship Points as possible
starting player takes the starting player token. - g :

Round structure

Start of a round
Players take turns in placing a follower on any available hex-space.

Players can place their followers in various areas. The central area

consisting of the 9 World Cards is referred to as The World and is

always free. A free hex-space is indicated by the clean edges on the

hex-space (Figure 16a). Other areas have hex-spaces with burning Figure 16a. Clean Edges ~ Figure 16b. Burning Edges
edges on them, indicating that they have a cost (Figure 16b). Most of  This space s free (no cost).  This space costs something.
these areas will activate at the end of the round, rewarding the

players with Cards and Attention.

- R '1e Round followers 8 getting resources
= Players have reached the end of the round when they
have no more followers to place. Players take turns in placing one of the1r followers
from their Player Area onto any available hex-space.
r At the end of the round players are rewarded: Each hex-space may normally only contain 1 follower.
’- Attention for having followers on Scry Boards.
| o Demon Cards for followers on Demons. When a follower is placed, that player is instantly
N\ rewarded with whatever is depicted inside of the
2 X Followers are then returned to the players (note that hex-space.
[\ some followers might get stuck). The starting player
token is passed clockwise to the next player, and a new j
t round begins @ @ k

Players keep doing this until at least one of the two

end game conditions is triggered.
Get 1 pink cube Get 2 cubes of the same  Get one follower from

Before the first round from the supply. - color from the supply.  this World's Edge.

Starting with the player who has the starting play- Figurg’18. Hex-sppces iR ras
er token: Players take turns in taking one of their

followers from The World'’s Edge and putting that After a player has placed one follower, the player on

follower in their Player Area (this is the area in front the left proceeds to place one of their followers.

of you where you will keep all of your resources,

followers, and cards). Should a player run out of followers, that player
skips their turn and waits until all other players have

Players continue to do this until all players have placed their followers.

. three followers each (Figure 17).

? {Uhite and black cubes
n aa Black cubes represent Darkness, which is a _

wild resource. They can be used as any color.
Figure 17. Each player takes turns in taking three of their followers y y
. from any World’s Edge Card without paying any cost.
[

White cubes are referred to as Any Resource and

If a World’s Edge Card would become depleted of represent any colored cube (not black). When \
ollowers, flip that World’s Edge Card. Players now getting two or more white cubes, the player
art the game with only these three followers each. always takes cubes of the same color.
] have any resources, Attention, or cards.
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Getting backi followers

Followers are returned to the players at the end of a round (when players have no more followers in their
Player Area). However, some followers might get stuck if placed on linked hex-spaces.

Followers on incomplete links. Followers completed links.
If players have placed their If all of the associated linked
Figure 19, Two hex-spaces that are followers on linl?ed hex-spaces spaces are occupied with .
linked together. They are associated where the associated spaces followers, all those followers will
with each other. remain unoccupied, those be returned to the players.
followers won’t be returned at (Figure 22).
Followers on a single hex-space. the end of the round (Figure 21).

Followers on single hex-spaces are
returned to the players at the end

of a round (Figure 20). @ @
8
Figure 20. The yellow follower is on a single Figure 21. These two followers are standing Figure 22. Because all of these followers are :
space and will be returned to the yellow player on three linked spaces and are stuck. They standing on completed spaces, they will be
at the end of the current round. won't be returned this round. returned to their players at the end of the round.
3
Trall followersget stuckiin The {{lorld Ea
In the unlikely event that a player would place all of The supply is limited. In the event a player is to gain a A 3
their followers on linked spaces in The World so that resource and the supply of that resource has run out =
they may never be returned. That player must at the (or there is an insufficient amount left), the player e
beginning of the next round return all of their cubes takes the remaining required amount, one cube at a o
to the supply and return all of their followers to their time, from the player who holds the most of the [ :‘.
Player Area. That player will start their next round particular resource. |\
with no cubes and all of their X
recruited followers. For example, a hex-space gives a player three pink lg
cubes, but only one pink cube remains in the supply. 5.
That player will first take the remaining cube from | %
the supply, and then one cube from whichever other |3 El
player has the most pink cubes. The resource-gaining :lz ‘

player is still owed a pink cube, so that player checks
yet again to see which other player has the most pink
cubes and takes one from that player.

T

3 Ll SCH

Figure 23. Don’t get all of your followers stuck out in The World.

Breakingties

—_— ——
— — e

] ] iy In the event of a tie, the player with the fewest
Flipped cards with followers! recruited followers prevails. If still tied, the player

with the fewest WP prevails. If still tied, resolve by
Occasionally, followers will be standing on a World reverting to turn order (clockwise from the starting
Card, Demon, or Scry Board, that becomes flipped; player).

those followers are returned to each of the players’
Player Area.

Q “A0a Ot

When stealing resources, the player who loses the tie
will lose said resource.

If the flip occurs during a round, this will result in the

players getting back those followers and returning ; 4
them totheir Player Area. These followers will be Note that there are different tie-breakers at the end of

available on the player’s next turn. the game for determining the winner of the game (see
page 19).



Definition of areas

Tne world Getting resources

The World is the main area where aiir[;l_a:l;ers can . . .

get cubes. World Cards have a teal, brown, pink, or

yellow border and background (Figure 24). . . . D D D - -

1] (N |

IEE | |
EEN

4.

Figure 25. The purple player places a follower on a hex-

Figure 24. The World Cards are either teal, pink, yellow, space depicting "get two brown cubes.” There is no cost
brown, or white. Most World Cards have hex-spaces where to this placement (indicated by the clean edges), and the
players can send their followers to acquire resources. player gains two brown cubes.

i ——

Scry Boards - Contact Demons (get Altention, resources, and Darkiness)

The Scry Boards are where you send your followers to ...
contact Demons and get Attention.

The follower may be placed on any available hex- ..
space on the Scry Board, and when placed the player '
claims whatever is depicted inside that hex-space.

When placing a follower on a Scry Board, you must
pay a cost. This cost is always one colored cube. The
color of the cube is determined by The World Card
directly adjacent to the Scry Board (Figure 26).

The Attention stored on Scry Boards is awarded to the
player(s) whose followers are standing on Scry Boards
at the end of the round.

Figure 26. When the red player places a follower on the Scry Board, he pays one teal cube to the supply
(since the adjacent card to the left has a teal border) and also collects two pink cubes
(since he placed his follower on a hex-space that rewarded him with two pink cubes).

Single hex-spaceson ScryBoards Planahead...

Some Scry Boards have single hex-spaces. When Beneath the Scry Board title, players can see what
lacing followers on those spaces, those followers will not  the costs will be on the following Dark Board
2 ge mg any Attention. They will, however, be returned (the Dark Board is the backside of the Scry Board).
1 ne end f reun
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The {{lorld’s Edge - Get followers, resources, and Pact Cards

The World’s Edge is represented by the
cards surrounding The World. This is
where players can recruit more followers. D D D

Cost of recruiting followers T T
To recruit another follower, you must place ;follower ona
hex-space in The World’s Edge where you have one of your . . D . . . - - -
unrecruited followers. D D D

6 The cost of recruiting is always one Attention plus

all visible resources in that associated column or .. ..
row. You also get a discount for each ‘ symbol visible on

that World’s Edge Card. Discounts become visible as

players recruit more followers (Figure 27).

The cost is determined by the hex-spaces in that row or column. Hex-spaces that are occupied by followers are not
considered to be visible and are therefore disregarded. This could result in cheap recruitments that cost only a
single Attention.

»

Figure 27. The Purple player recruits another follower. This player does so by placing a follower on one of the hex-spaces in The World’s Edge depict-
ing a follower. As the follower is placed, the player counts all visible resources in The World in that row and pays that amount plus 1 Attention to the
supply. Since two other players have already recruited followers in previous rounds, there are two Wi symbols visible, giving the purple player a 2-cubes
discount.

—

unGRG Rou g oty oS

In this example, the purple player chooses not to pay for a yellow and a teal cube. This results in that player paying 1 Attention, 1 pink cube, 2 yellow
cubes and 1 teal cube. The player immediately takes the recruited follower from The World’s Edge Card and can then use it on their next turn.

Csl

Gettingthe follower {Uhena {{lorld’s Edge Card has no more followers i’ |
The player immediately takes their newly acquired - Whenever a player takes the last follower from a - -Z’
follower into their Player Area and can place that World’s Edge Card, that card will become flipped at U
follower on their next turn. the end of the round (when players take back their -
followers). 3
Incidentally, the cost of recruiting followers will, '.! ‘
starting from the next round, be cheaper for your Flipped cards will reveal a new hex-space (Figure 28), % )
opponents. which players can use by paying the cost (as if paying ‘
the cost to recruit a follower). o)
Geftingdiscounts for recruiting late ! |
If other players have recruited followers from a i &
World’s Edge in previous rounds, the cost for the
remaining unrecruited followers in that row or
column will be lower. This is represented by a

crossed-out cube: .
Figure 28. We are at the end of the round. This World’s Edge Card has had

For each . symbol visible on The World’s Edge Card its final follower removed. The purple player flips the card, revealing a
- 5 1 y ¢ new hex-space where players from now on can send their followers
e player recruiting from this particular World’s Edge s

N D player's C L=
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worshlp Demons-Get Demonic Powers, Relics, and Treasures

A conjured Demon is available after a Scry Board has
been depleted of its Attention.

By worshiping Demons, players can acquire cards:
Demonic Powers, Treasures, and Relics (Figure 29).

Crown of Thorns
‘They put it upon his head and a reed in his.
right hand: and they bowed the knee and
‘mocked him, saying “Hail, King of the Jews!".

Eye of Belial

KingZagan KingBalam KingBelial

Figure 29. Three types of cards can be acquired from
worshiping Demons. Red cards are Demonic Powers, yellow
cards are Treasures, and Black cards are Relics.

P Costlo gel cards

|

| To place a follower on a hex-space that is on a
Demon, that player must pay all visible resources on
the Dark Board (Figure 31).

8 Getling cards
& - — =
Demon Cards will be dealt to the followers at the end

of the round. Players closest to the top of the linked
spaces on that Demon will receive cards first.

Order of distrihtion of cards

— —

If a player has placed followers on multiple Demons,

by the top left corner of the Demon Card.

Demon Cards with higher numbers are drawn
before cards with lower numbers (Figure 30).

Jeleth

igure 30. Players who have followers worshiping multiple Demons
ways start to draw Demon Cards from the deck with the highest
number.

The order of which the cards are dealt is determined

& I ; available.
5 g ey A -"——1-
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Multiple worshipers ona Demon

The player closest to the top of the Demon draws as
many cards as there are followers worshiping that
Demon.

That player then proceeds to look at those drawn cards
and keeps one of them. The player standing next in line
on the Demon then gets to pick cards from those drawn.

Players continue to do this until each worshiping
follower has been awarded a card. There is a risk that a
player will be without cards.

o
—

=
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Figure 31. A Demon is covering a Dark Board. The yellow player already
has a follower worshiping King Zagan. As the purple player places a fol-
lower to worship King Zagan, the player pays two teal cubes to the supply
and places the follower in any available hex-space on the Demon.

At the end of the round, since the purple player is closest to the top of the
card, that player is worshiping first and draws two King Zagan cards
(as many cards as there are worshipers on this Demon).

The purple player looks at the two cards, keeps one of them, and then
hands the remaining card to the yellow player.

Since there are still cards on the Demon, and the linked spaces are not fully
occupied, the purple follower will remain to worship King Zagan.
(The yellow follower is standing on a single hex-space and is returned.)
The Purple player will most likely get another card at the end of next
round.

(Uhenall cards are dealt

If all cards are depleted from a Demon, at the end
of the round the Demon is discarded, and the Dark
Board and its hex-spaces underneath will become



Dark Boards

A Dark Board becomes available once a conjured Demon
has been discarded. (A Demon is discarded at the end of
a round if all cards from said Demon have been dealt.)

There are special hex-spaces that can only be found on
Dark Boards. In order to place a follower on these
special hex-spaces, you have to pay all visible
resources on that Dark Board (Figure 32).

By performing a , you have conjured a Demon!
In exchange for some resources, the Demon will grant you
its powers and artifacts.

Pay the cost and sacrifice another of your followers
from you Player Area to get any I available Pact.

@

00

Figure 32. This Dark Board has a special hex-space. To place
a follower here, the player must pay the visible cubes and

sacrifice one of their followers. The sacrificed follower is
placed into the general supply.
m er must pay all visible resources plus one
follower to the general supply. This follower is

considered to have been sacrificed.

To place a follower on a Dark Board that has
a cost depicting a broken follower, the play-

Thus, in order to place a follower on such a Dark
Board, the player needs two followers: one that is
sacrificed, and another which stands on the hex-space.
The sacrificed follower is always taken from the
unplayed followers in the player’s Player Area.

—

When a follower is placed on this space, -
that player may take back one of their
sacrificed followers and immediately place that
| new follower in their Player Area. The player also
J‘: receives 3 Attention.

]
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When a follower is placed

on this space, that player may
take the top card of any Demon Deck (from a

currently conjured Demon) of class 2/3 or below.

The card is taken immediately and placed in the
player’s tableau. Players worshiping a Demon could
thus end up without getting a card at the end of the
round.

Get any Pact Card

When a follower is placed on t};s space,
that player may take any one of the available
Pact Cards (not from the game box).

=

Get foDarhness

—

When a follower is placed on tl;s space,
that player takes 4 black cubes (Darkness) from
the supply.

"= 5% Trade cubes for Attention

—_— —

o 104 When a follower is placed on this space,

that player may exchange up to 10 yellow
cubes for an equal number of Attention. The cubes
that are exchanged are returned to the general

supply.
Black cubes may be traded as any color.

Demonic Powers and Relics may be used in order to
trade cubes that are otherwise of the wrong color.

Demonic Powers with discounts cannot be used

-
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Gelting any one-PactCard from the Dark Boards

Players can acquire one Pact Card by paying all visible resources on a Dark Board that has a
hex-space with the “Choose any Pact Card” symbol. The player may choose any one of the
available Pact Cards from the left side of The World.

a

§ I LT W

F R

3 Figure 33. The purple player placed a follower on a Dark Board and pays all visible cubes on that Dark Board plus another follower.
Since the follower was placed on a hex-space with a “Chose any Pact Card” symbol, the purple player gets to choose any one of the remaining Pact Cards.

Getting Pact Cards from The {{lorld’s Edge

-

] . If a player was to place a follower at The World’s Edge on a hex-space with a single “Choose a
Pact Card” symbol, that player would pay four black cubes as well as all visible resources in
that row. The player would then pick one Pact Card from one of those that were adjacent to
The World’s Edge Card where the follower was placed.

. - e 0@ D DD

Figure 34. The purple player placed a follower on one of The World’s Edge and pays all visible cubes in that row as well as four black cubes

as indicated on The World'’s Edge Card). The purple player would thus pay four black, one yellow, and two teal cubes. Since the hex-space is a

- “Chose a Pact Card” symbol, the purple player gets to choose one of the remaining three Pact Cards that are available in that specific row
i} F (in this example, the middle row).

T
2 il

GRS

- m)

o



i Mo -4/‘4* -d_’i—-'-l

Player Area - Store your followers resources, and cards

The Player Area is where each player keeps all of their . . .

resources, followers, and acquired cards.

The Player Area is kept visible to all players.

Each player is only allowed to use their own cards and
effects.

Tableau of cards

Cards are placed in a tableau consisting of four columns.
There is no limit on how many cards a player can have. DD DD
However, each player may only have four

active cards at any one time.

Once a player has four cards in their tableau, any further
cards they receive must overwrite one of their current
active cards (see pages 20-21).

Master of Powers

Holy Chalice
The vessel Jesus used when sharing &
s, saying
= ”’"”Z",’,‘f.?m::‘”‘; O aiood

Tesource: Xing Ui

es
KingBacl - KingZagan — King Uiné King Uiné

Figure 35. This player has four active cards. One of the cards is a Pact Card, which,
if kept at the top of a stack, will be worth WP at the end of the game.
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R Z(VDZ Get cards from Demons

,Z@Z, { Get Attention from Scry Boards

ZGV)Z Conjure Demons

—— ——

V This is how you get Demonic Powers, Relics, and
Treasures. At the end of a round, for each follower
you have worshiping a Demon you will receive one
card from that particular Demon.

1. Draw as many cards as followers worshiping this
Demon. (The deck might become depleted, meaning
not everyone will get rewarded.)

2. The player with the follower in the topmost hex-
space gets to select one of those drawn cards first.

3. The player with the follower in the second
hex-space gets to select the next card.

Players continue selecting cards in turn until all of
the drawn cards have been taken. There is a risk that
the Demon Deck will get depleted before all players
have received cards.

If the Demon Deck becomes depleted, the followers
on this Demon are returned to the players, and the
Demon is removed from the game, revealing the Dark
Board and its underlying hex-spaces.

19
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Figure e King Zagan cards contains four cards.
At the end ofthe round, the purple player will receive two cards and
the yellow player will receive one card.

The purple player draws three cards from the King Zagan Demon
Deck. He carefully chooses one of the cards and then passes the re-
maining two cards to the yellow player, who then proceeds to choose
1e of the cards. The yellow player finally gives the remaining card

he purple player. The deck will have one more card, which will be
abs for any player, since all the hex-spaces are single, and

- When all players are unable to place any more followers, they do the following in order:

@\K Draw New World Card(s)
XJ@K Get back followers

ﬁ Check end game condition

/i

g@; Pass the starting player token

VQA Gel Aftention from ScryBoards

At the end of a round, if you have followers on a Scry
Board, you get one Attention per follower.

The order in which the Attention is awarded to the
players is determined by their position on the Scry
Board. The follower closest to the top of the card gets
to take an Attention first. Then the next follower in
line gets the next Attention, and so forth.

If the Attention is depleted from the Scry Board, a
Demon is immediately conjured by the player closest
to the top. (Page 17 - Conjure Demons.)

Figure 37. The purple and yellow playérs will be
getting 1 Attention each.

Had there been three Attention on this Scry Board, the purple
player would have received another Attention.

The Attention is distributed amongst the followers on this card.

The purple player has a follower closest to the top, so that player
gets an Attention. The yellow player then proceeds to take an |
Attention. All the Attention is now depleted, so the purple player E
will not be getting any more Attention. 7

S A g 1 : ’ Since there is no more Attention on this Scry Board,
Dem W pe returned
: ek ko

a Demon ill be conjured imn ediately!

——



At the end of a round, if there is no more Attention V. Take The World Card that was adjacent to the Scry

on a Scry Board, a Demon is conjured (Figure 38, 39). Board (5a) and flip it. Return any followers that were
on this card. The World Card (5a) has now become

L. Check which player has a follower (1) closest to the a Demon (5b). Place the Demon (5b) on the Dark

top of the Scry Board (1, 3a). That player proceeds Board (3b).

with the following:

The player must place the Demon (5b) to cover

II. Return all followers (2) to corresponding players either the top or bottom row of resources on the
from the Scry Board (3a). Dark Board (3b).

III. Move the Scry Board (3a) to the right, revealing a VL. Each player who was worshiping this Demon may
new Scry Board that lies beneath (4). now look at the stack of Demon Cards (6).

IV. Flip the Scry Board (3a),
revealing the Dark Board (3b).

VII. Place the Demon Cards (6) on
the Demon (5b) so that the artwork
matches.

VIIL. Move the remaining World
Cards (7) to the right.

Figure 38. Status of a row on the board at the end of a round, before a Demon has been conjured.
A Demon will be conjured since there is no more Attention on this Scry Board.
Note that the purple follower on the yellow World Card is about to be returned to
the player, since that yellow World Card will be flipped in order to become a Demon Card.

—
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Figure 39. Status of a row on the board after a Demon has been conjured, the Scry Board has been flipped and is now a Dark Board, which is placed to
the right. The two purple followers that were occupying the Scry Board are returned to the purple player. The purple follower from the yellow World
card is returned to the player as The World Card is flipped to become the Demon King Zagan. The Demon is put on top of the Dark Board (covering the
underlying hex-spaces). The Demon Cards may now be inspected by the purple player (since he/she was contacting the Demon), and then the Demon
Cards are placed onto the Demon. Finally, all World Cards in that row are moved to the right so that a new card is adjacent to the new Scry Board.

L 8ol Cal
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If one or more Demons were conjured
this round, there will be hole(s) in The
World.

_0-*0

Remember, the hole(s) will always
be in the left-most part of The World
(since the cards moved to the right
when the Demon was conjured).

Draw New World Card(s) and place it
face up in The World to fill any gaps

(Figure 40). Figure 40. Make sure all The World Cards have moved to the right so that
each Scry Board has an adjacent colored World Card. Then draw New World
Cards to fill any remammg gaps in The World
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e end of around, players followers w111 be
Standlng on different hex-spaces. Some of these

2 hex-spaces are linked, while others are not.

(See Figures 20, 21, and 22 on page 9.)

Getting back followers from linked hex-spaces
Followers that are on single hex-spaces, or have all
of the associated, linked hex-spaces occupied, will be
returned to the players. This means a follower that
is worshiping or contacting a Demon may have to be
returned to a player even if the player would prefer
to continue worshiping or contacting for another
round.

See page 9 for more details on how linked spaces

work. .& .@

Figure 41. If this is the end of a round, the red follower will
be stuck since the associated linked space is unoccupied. The
purple follower will be returned since it is standing on a single
hex-space.

Getting back followers because of flipped or
discarded cards and boards

If, for any reason, a card that has followers on it
would be removed or flipped, the followers standing
on that card will be returned to that player’s hand.

Examples of when cards/boards will be flipped
When all Attention has been depleted from a Scry
Board, all followers on the Scry Board will be re-
turned. The followers on the card to the left of the
Scry Board will also be returned to the players (since
that Scry Board will be flipped into a Dark Board,
which will house the Demon).

When all cards from a Demon have been depleted,
that Demon is removed from the game, and any
followers standing on the Demon will be returned to
the players.

At the end of a round, if a World’s Edge Card has no
more followers, that World’s Edge Card is flipped.

Getting back followers during a round
If a card that has followers on it would become
flipped in between turns, those followers are re-
turned to the players’ hands to be used during the
ime round (even if the players had previously
sed due to not heving any more followers).

- i F .~

i | " VOA Chechi end game condition

Check the number of available Pact Cards on the
board. If there are fewer or an equal number of Pact
Cards than there are the number of players, the game
ends (Figure 43).

If any player has 4 active Pact Cards in their tableau,
the game ends (Figure 44).

Once an end game conditions has been met, proceed
to final scoring.

VQA Pass the starting player tokien

If neither end game conditions has been met,
pass the starting player token once in a clockwise
direction and begin a new round.

Figure 42. The Starting Player token is
passed clockwise to the next player.




The game will end at the end of the current round when any of the following two conditions have been met:

If there are fewer or an equal number of Pact Cards available than there are players (Figure 43).

If any player has 4 active Pact Cards in their tableau (Figure 44).

Figure 43. In a three-player game, the game will end at the end of
the round since there are only 3 Pact Cards available.

Count the sum of the Attention (coins).

Count the sum of the WP numbers on all cards.
Count the sum of the visible Pact Cards.

Count all your cubes. Every 4% cube is worth 1 WP.

The player who has the most points is the
winner of Goetia: Nine Kings of Solomon!

[Master of Tnvestment

King Zagan

o0 .
King Purson YogBalen

a gy ueal

(L)
King Uiné

r of Exploitation

aster of Diplomacy Master of Relics.

Figure 44. The game will end at the end of the round
since a player has 4 Pact Cards active in their tableau.

What if there is a tie?

In case of a tie, the player with the most Darkness
(black cubes) is the winner. If a tie still exists, the
player with the most colored cubes is the winner. If
players are still tied, the player with the most
Attention will be the winner. If there still is a tie,
the player with the most cards is the winner. In the
unlikely event that a tie still exists, the tied players
share the victory.

Y

r Figure 45. This player managed to get two purple Pact Cards, which ended up being worth 12 WP;

6 WP were from having three cubes on | 1casures, the other 6 WP were from having three Demonic Powers.
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Cards

- Cards are primarily acquired by worshiping Demons.
The most powerful cards can be acquired by Class 3

~ Demons (Bael, Beleth, and Paimon). Cards are always
- keptin your Player Area.

Relics, Treasures, and Demonic Powers are always
worth WP at the end of the game (even if they have
been covered by other cards).

You may also get Pact Cards from the Dark Boards

or The World’s Edge. However, these cards are only
worth WP at the end of the game, and only if they are
visible (on top of a stack) at the end of the game.

Player Area

0 The Player Area can hold up to four stacks of cards
at one time. As soon as a player acquires a card, it

is immediately put into their Player Area. If a player
has four visible cards in play and gets a fifth card,
that player must cover one of their old cards. Only
the cards on top of the stacks can be used during the
game (Figure 46). All played cards can, however, be
worth WP at the end of the game.

Language of the Anls

Figure 46. This player has acquired 6 cards so far. Some have been
overwritten by other cards. The topmost cards are active.

There are four types of cards
Demonic Powers (red), Relics (black),
Pacts (purple), and Treasures (yellow).

Power of Ferocity

Demonic Powers

Demonic Powers are passive effects
that are always active. A player can
never ignore the effect. The effect of
the Demonic Power is only active if it
is fully visible in the player’s tableau.

Relics
Relic Cards may have a cost associated
with them. The effect requires a fol-
lower to be used in order to become

active. Relics must be fully visible in
the player’s tableau to be used.

¥ -
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Anatomyofacard

A card contains some or all of the following features:

a) Title
b) Flavor text
c) Type of card

commanded the Demons
aled into vessels of brass.

d) Hex-space
e) Effect

f) Cost (Pay this in order to
place a follower on this card)

iy " : R e
“"Additional cost: All visible

" resources and Darkness Class & origin of the card

in the World (not World’s Edge) g) 2

h) Worship Points

A% - ooco-
i ¢ King Bael u

Using cards before Round start
Treasure Cards and cards that specifically say “Start
of round” can only be used at the start of each round.

Using Relic Cards on your turn

If a player wants to activate a Relic during
around, they may do so during their turn
by spending their action by placing a fol-
lower on the hex-space of the Relic Card.

Some Relic Cards have a glowing red edge.
This is an indication for the other players
that once this Relic Card is activated,
everyone else will also get a benefit.

ArhoftheC enant

5 Treasures

Treasure Cards have resources on
them. At the start of each round, play-
ers may take one resource from each
of these cards. If a Treasure Card is
ever overwritten, all resources on that
card are returned to the supply.

cts

Pact Cards can be acquired on Dark
Boards or at The World’s Edge. They
grant extra WP at the end of the

game based on how the game has been
played. For a Pact Card to yield WP,

it must be at the top of the player’s
tableau in their Player Area at the end
of the game. 1
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l-low card ef fects work

Querwriting existing cards
When a player already has 4 cards visible and

receives their 5% card, they have to place the new
card on top of an existing active card. The covered
card will still be worth WP at the end of the game,
but the effect will be overwritten by the new card.

Overwriting Treasure Cards

If a Treasure card is overwritten, any resources on
that card will be returned to the supply. The card will
be worth WP at the end of the game.

Overwriting Pact Cards

If a Pact Card is overwritten, that card will no longer
be active, and the player will not get the WP from
that Pact Card at the end of the game.

Overwriting Demonic Power Cards

If a Demonic Power is overwritten, that power can no
longer be used. The card, however, will still be worth
WP at the end of the game.

Overwriting Relic Cards

If Relic Cards are overwritten, they can no longer be
used. They will, however, still be worth WP at the end
of the game.

Followers standing on an overwritten Relic
Card (Figure 47a, 47b) become sacrificed and
are put into the general supply.

Language of the Anis

DowsingRods

Figure 47a.

The white player has

a Relic Card that has
a follower on it.

Figure 47b. The white player got an
additional card to put into the tableau. He
chooses to overwrite the Relic Card that
has a follower on it. This follower is now

considered to have been sacrificed.

Clarification of hat an eventis

— —

Events need to be defined to clarify how the effects of B

the cards work. Any card’s effect can be used mul-
tiple times during a turn and round, but only once
per event. Effectively this also means that no infinite
loops of effects can occur.

A card will only be activated once for each time any
event occurs.

Here are the following events that can occur:

Get a card for Worshiping Demons.

Get one or more Attention for Contacting Demons.
Pay a cost because you placed a follower.

Place a follower on a hex-space.

Get resources because of an opponent’s action.

Get resources because of your action.

Exampleofa card effectinaction

—_— —

Each card received from worshiping Demons is
considered to be separate events. A card’s effects can
only be applied once for each Demon the player gets
cards from.

For example, the yellow player has two followers
worshiping King Belial and one follower worshiping
King Zagan.

At the end of the round, when it’s time to get cards
for worshiping Demons, the yellow player will be
getting two cards from King Belial. And because of
the Demonic Power Parseltongue this player will also
be getting two colored cubes. The player will then
get one card from King Zagan and one colored cube
(Figure 48).

Parseltongue

KingBelial

%
.

of your choice
Ll
King Purson

Figure 48. Each event will trigger any cards once per event.
Getting two cards from Belial is considered to be two events.
Getting one card from Zagan is considered to be another eve
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Empty hex-space
Nothing happens.

Get a follower

from The World’s Edge

Cost: All visible cubes in The World
row or column and one Attention.

Get one Demon Card of class 2 or lower
Get any one Demon Card from the
available Demon Decks in play that is of
class 2 or lower. Cost: All resources shown
on that Dark Board.

Get one Demon Card of class 3 or lower
Get any one Demon Card from the
available Demon Decks in play that is of
class 3 or lower. Cost: All resources shown
on that Dark Board.

Get a Pact Card

from the Pact Cards adjacent to this
World'’s Edge. Cost: 4 black cubes plus
all visible resources in that
row/column.

Exchange Cubes into Attention

When placing a follower here, exchange
up to 10 yellow cubes for an equal number
of Attention. Cost: All resources shown
on that Dark Board.

Get a Pact Card and 3 Attention

When placing a follower here, get 3
Attention and any one available Pact Card.
If all Pact Cards are gone, the player only
gets the Attention. Cost: Pay all resources
shown on that Dark Board.

Discount Symbol
Pay one less cube (colored or black).

2 Colored Cubes
These cubes must be of the same color.

Attention
A coin worth 1 WP at the end of the game.

Class Symbol

dicates which class a card belongs to
a T e e

Action
Place a follower on a hex-space.

Resources
Colored cubes (not Darkness or Attention).

Cube
A cube that is pink, teal, yellow, brown, or black.

., Colored Cube
) A pink, teal, yellow, or brown cube
(not black).

Darkness
A black cube (not colored).

Any Resource
Any colored cube (not black).

Contacting a Demon
What followers standing on Scry Boards are doing.

Conjuring Demons
When all Attention has been depleted from
a Scry Board, a Demon is conjured.

Worshiping Demons

What followers standing on Demons are doing.
Players get Demon Cards for each of these followers
at the end of the round.

Scry Board
The large board where you primarily get Attention.
For example: Séance, Spirit Walk, and Exorcism.

Dark Board
The back of a Scry Board (has a dark background).

Demon Deck
A deck of cards from a Demon.

Supply
All cubes or Attention that are not in play.
(Cubes and Attention on Treasures are not in the

supply.)

Sacrifice
When a follower is removed to the supply, either by
overwriting a used Relic Card or as part of a cost.

Remove follower from Game/Sacrifice
This symbol indicates that a follower is to be
sacrificed. The sacrificed follower is put in
the general supply.

=
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Questlous and Answers

Must I place a follower? Can’t I pass?
You must always place a follower if you can.

I still have followers in hand, but I am unable to
place them anywhere.

If you cannot place a follower during your turn, your
turn is skipped. Keep trying to play your follower on
your next turn or continue to skip your turn until all
players have placed their followers.

If you are the last player with followers in hand and
you still are unable to place a follower, the follower
remains unplayed in your hand, and everyone
proceeds to the end of the round.

Can I choose not to get a resource?
No. If you place a follower on a get resource space,
you must take that corresponding resource.

Is there a limit to how many resources I can have
in my Player Area?

No. You can have as many resources as you wish.
However, the supply is limited by the number of
components in the game.

What if the supply has run out of a resource?

If the supply has run out of a certain resource, you
take (steal) the owned resource from the player who
has the most of that resource. If you are the player
who has the most of that resource, you “steal from
yourself” (i.e., get no additional resources).

If players are tied for the most of a particular
resource, the tie is resolved according to the
tie-breaking rules described on page 9.

Some cards will let me put cubes or Attention on
to hex-spaces on my turn. What do I do with them
at the end of the round?

Return them to the general supply.

Where are unrecruited followers allowed to be?
Followers may only be placed on World’s Edge Cards
if they are covering a #d symbol. You cannot move
followers to a flipped World’s Edge Card. This also
means that a World’s Edge Card can only contain as
many followers as there are players.

What are the small cubes underneath the Scry
Board titles?

These are showing the costs on the Dark Board (the
other side of the Scry Board).

How do I get Attention?
The main way to get Attention is to use the Scry
Boards. The cost for placing a follower on a Scry
Board is one colored cube. The color of this cube is
determined by the color of The World Card adjacent
to the Scry Board.

How are Demons conjured?

Scry Boards have 3-5 Attention on them. As players
are sending their followers to contact Demons, the
Attention is removed from the Scry Board. When a
Scry Board has run out of Attention, a Demon is
conjured.

How do I get cards?

By having followers Worshiping Demons.
Demons must first have been conjured before
players can send followers to worship them.

On your turn, players can pay the cubes shown on
the Dark Board and then place a follower on the hex
space on the Demon Card. At the end of the round,
cards will be dealt to those players who have
followers worshiping Demons.

Is there a limit on how many cards I can have?
You can have as many cards as you like. However,
only 4 cards can be kept fully visible at any time
during the game. If you acquire more than 4 cards,
you will be forced to overwrite your existing cards.

Can I rearrange my tableau of cards?
No. (Unless you have a card that says that you may.)

On some Scry Boards or Relic Cards you can geta
follower. From where do I take this follower?

You may choose from whichever World’s Edge Card
you want to acquire this follower. The newly
acquired follower can be used in the player’s next
turn.

Where to find the latest version of this Rulebook?
Any errata, as well as an updated rulebook, can be
found at: http://goetia.demonicgames.com
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