GAME STUDIO

RULEBOOK

A CO—-OPERATIVE TOWER DEFENSE GAME
8y HeELANA HoPE, SEN—-FOONG LimM, AND JESSEY WRIGHT



VARIOUS SHAPES

IT WAS THE END OF THE AGE OF TOWERS. WITH THE LAST OF THE KINGDOM'S ENEMIES DEFEATED, THE
STALWART DEFENDERS OF THE REALM PUT AWAY THEIR WEAPONS OF WAR AND TURNED TOWARDS MORE
PEACEFUL ENDEAVORS. UNSEEN BY EVEN THE MIGHTIEST OF WIZARDS, THE NIGH—OMNIPOTENT TIME MAGE
SPIED UPON THE KINGDOM FROM BEHIND A CLOAK OF POWERFUL MAGIC. AS THE LAST OF THE TOWERS THAT
HAD SO ABLY DEFENDED THE LAND WERE DISMANTLED, THE TIME MAGE SUMMONED ALL OF THEIR ARCANE
MIGHT AND RIPPED A HOLE IN THE VERY FABRIC OF SPACE AND TIME!

IT BEGAN AS A SMALL SHIMMER THAT GREW INTO A GAPING TEAR FROM WHICH FOES FROM ACROSS THE
AGES BEGAN TO EMERGE. CREATURES OF LEGEND AND LORE SPRANG FORTH FROM THE MYSTICAL RIFT TO
DO BATTLE, AS EVEN MORE RIFTS TORE OPEN ACROSS THE REALM.

BEHIND THEIR SWORDS AND SHIELDS, THE CLEVER ENGINEERS AND MAGES OF THE KINGDOM HURRIED TO

DEVELOP TOWERS THAT COULD STAND AGAINST THIS NEW THREAT, UNTIL THIS MESSAGE ARRIVED: “WE HAVE
HARNESSED THE UNSTABLE SPACETIME MAGICS OURSELVES!" USING THIS NEW POWER, THE KINGDOM CALLED
HEROES FROM ACROSS THE AGES TO THEIR DEFENSE AND FOCUSED THE DIMENSIONAL ENERGY INTO THEIR OWN
BUILDING MATERIALS, ALLOWING THEIR TOWERS TO BE AS MOBILE AS THEIR FOES!
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BOOKLET

| INTRODUCTION |

 SHEETS OF KINGDO,
'MAP STICKERS

INGooM RusH - A RIFT IN TIME, IS A CO—OPERATIVE GAME IN WHICH YOU WILL PLAY THROUGH A

CAMPAIGN OF PROGRESSIVELY HARDER SCENARIOS THAT FOLLOW THE TIME MAGE'S ATTEMPT TO WIPE
OUT ALL RESISTANCE AND CLAIM THE KINGDOM AS THEIR OWN. EACH SCENARIO HAS A UNIGUE SETUP WITH
DIFFERENT ENEMIES TO DEFEAT AND DIFFERENT OBJECTIVES TO BE COMPLETED.

AS THE HEROES YOU WILL WIN BY COMPLETING THE MISSION OUTLINED IN EACH SCENARIO. ALL INFORMATION
ABOUT EACH SCENARIO IS DESCRIBED IN THE *“SCENARIO BOOKLET”.

THIS RULEBOOK WILL GUIDE YOU THROUGH LEARNING THE BASICS OF THE GAME WHICH YOU WILL NEED TO
PLAY THE FIRST SCENARIO. AS THE CAMPAIGN EVOLVES, NEW RULES WILL BE INTRODUCED WHICH WILL BE
EXPLAINED IN THE SCENARIO BOOKLET. THERE IS AN INDEX IN THE APPENDIX ON PAGE 21 IN CASE You
NEED TO FIND THESE RULES.

EACH SCENARIO IS PLAYED AND WON OR LOST IN A DIFFERENT WAY, BUT THE GENERAL GAMEPLAY IS
EXPLAINED BELOW.




GAME SETUP INSTRUCTIONS ARE LOCATED AT
THE BEGINNING OF SCENARIO BOOKLET.

TO SET UP THE GAME, CHOOSE A SCENARIO AND
FOLLOW THE SETUP STEPS FOR IT IN THE SCENARIO
BOOKLET. IN EACH SCENARIO YOU WILL FORM A
GENERAL SUPPLY OF TOWERS AND DAMAGE TILES.

GAMEPLAY OVERVIEW |

IN KiNnGoOM RUSH, HORDES OF ENEMIES ARE
EMERGING FROM STRANGE PORTALS AND SEEK TO
DESTROY THE KINGDOM. ENEMIES WILL APPEAR AT
THE EDGES OF THE MAP AND MOVE ALONG THE PATH
TOWARDS THE KINGDOM. WITH YOUR HERO AND
TOWERS YOU AND YOUR TEAMMATES MUST DEFEND
THE KINGDOM BY DESTROYING THE ENEMIES BEFORE
THEY REACH IT AND CLOSING EACH OF THE PORTALS
AS THEY APPEAR. EACH SCENARIO HAS A DIFFERENT
END GAME OR WIN CONDITION, EACH IS PLAYED
OVER A NUMBER OF ROUNDS UNTIL THE SCENARIO
ENDS AS DESCRIBED IN THE SCENARIO BOOKLET. IN
EACH ROUND, YOU WILL PLAY THROUGH SIX PHASES
IN THE FOLLOWING ORDER.

B SPAWN NEW HORDES

YOU WILL ALWAYS BE BATTLING AGAINST ENEMY
HORDES WHICH WILL SPAWN AT THE START OF EACH
ROUND. NeEw HORDES ARE ADDED TO TRAYS AND
PLACED ON THE FPATH.

PLAY TOWER AND HERO CARDS

YOU WILL BATTLE AGAINST THE HORDES USING
YOUR TOWERS AND HEROES. MOST OF YOUR
ACTIONS WILL TAKE PLACE IN THIS PHASE, IN WHICH
YOU CAN ALL PLAY SIMULTANEOUSLY. YoUu wiLL
PLAY NEw TOWERS FROM YOUR HAND, OR PASS
THEM TO EACH OTHER TO UPGRADE THEM. TOWERS
WILL DEAL DAMAGE IN THE FORM OF DAMAGE
TILES OR SOLDIERS, BASED ON THEIR ABILITIES
AND PLACEMENT AROUND THE PatH. EaCH HERO
IS ACTIVATED BY PLAYING A HERO CARD AND
HAS A UNIGUE SET OF ABILITIES ALLOWING THEM

TO DEFEAT THE HORDES. MOST SCENARIOS WILL
FEATURE SPECIAL PORTAL TILES, WHICH MAY FORM
YOUR ROUTE TO VICTORY. HOWEVER SOME MAY
CONTAIN POWERFUL BOSSES YOU MUST DEFEAT.

DESTROY HORDE TRAYS

ONCE YOU HAVE ALL TAKEN YOUR ACTIONS ANY
HORDE TRAYS THAT HAVE HAD ALL THEIR ENEMIES
COVERED WILL BE DESTROYED BUT ANY HEROES
ON THOSE TRAYS WILL ALSO TAKE DAMAGE. WHEN
HORDE TRAYS ARE DESTROYED YOU WILL EARN
CRYSTALS, WHICH CAN BE SPENT TO BUY NEW
TOWERS LATER IN THE ROUND.

ADVANCE HORDE TRAYS

ALL REMAINING HORDE TRAYS WILL MOVE
TOWARDS THE PatH ExiT. TRAYS WITH HEROES OR
SOLDIERS ON WILL NOT MOVE BUT WILL DAMAGE
EVERYTHING ON THEM. SHOULD A TRAY EVER REACH
THE EXIT, THE KINGDOM ITSELF WILL BE ATTACKED.
IF THE KINGDOM IS DESTROYED YOU WILL LOSE!

1A PICK UP TOWER AND HERO CARDS

RETURN ALL OF YOUR CARDS TO YOUR HAND
READY FOR THE NEXT ROUND.

A SPEND CRYSTALS

SPEND YOUR CRYSTALS TO BUY NEwW TOWERS.
CRYSTALS ARE A SHARED RESOURCE, SO You
MUST DECIDE TOGETHER WHICH TOWERS TO BUY
AND WHO SHOULD TAKE THE NEWLY PURCHASED
CARDS INTO THEIR HAND FOR THE NEXT ROUND.

VICTORY CONDITION

You wILL WIN AT THE END OF THE ROUND IN
WHICH YOU HAVE ACHIEVED THE VICTORY CONDITION
AS DESCRIBED IN THE SCENARIO BOOKLET.

LOSS CONDITIONS

PLAYERS LOSE THE GAME IMMEDIATELY IF ALL
OF THE HEART TOKENS NEAR THE EXIT TILE HAVE
BEEN REMOVED.

PLAYERS LOSE THE GAME IMMEDIATELY IF ANY
PORTAL CARD OR BOSS MINIATURE ENTERS THE




PHASE 2. PLAY TOWER
AND HERO CARDS

PHASE 1. SPAWN NEW HORDES
Ir, AT THE START OF THS

STARTING WITH THE SPAWN STACK WHICH HAS BEEN / | PHASE, YOUR HERO /5 NOT IN
FLIP THE TOP HORDE CARD OF EACH SPAWN STACK Our LAST Rounpo, you may
FACE UP. REGENERATE THEM. TO DO SO, SET YOUR
_ HERO'S HEALTH TO MAXIMUM AND STAND UP
THE MINIATURE. PLACE YOUR HERO’S CARD ON
ONOTE YOUR PLAYER BOARD. YOU may NOT MOYE
SKIP PHASE 1 IN THE FIRST ROUND OF THE GAME NOR PERFORM ANY ACTIONS WITH YOUR HERO
= THIS ROUND! DO NOT REFRESH EXHAUSTED

HERO ABILITIESY

Pur EACH HORDE CARD INTO AN EMPTY HORDE
TRAY AND PLACE IT ONTO THE PATH SPACE
DIRECTLY IN FRONT OF THE SPAWN STACK IT WAS YoUu MAY ALL TAKE AS MANY ACTIONS IN THIS
DRAWN FROM. PHASE AS YOU WISH PROVIDING YOU HAYE THE
CARDS TO DO SO. YOU MAY ACT SIMULTANEOUSLY
OR TAKE ACTIONS IN ANY ORDER. You MUST
COMPLETE ALL THE STEPS OF AN ACTION BEFORE
TAKING ANOTHER.

EACH HORDE CARD HAS A PURPLE LINE ALONG
ONE EDGE. ORIENT THE HORDE TRAY SO THAT THIS
LINE IS PARALLEL WITH THE NEAREST EXIT.

IF THE SPACE IS OCCUPIED, PLACE THE HORDE
IN THE FIRST EMPTY SPACE BETWEEN THE SPAWN YOU CAN DO ANY OF THE FOLLOWING ACTIONS.
STACK AND THE EXIT. THIS MAY RESULT IN A :
HORDE REACHING THE EXIT WHEN IT SPAWNS IF
YOU HAVEN'T LEFT ENOUGH SPACE FOR IT!

@ PLar TOoweER CARDS
HEROCES ON PATH SPACES DO NOT PREVENT THE ® FPrss Tower caros
SPAWNING OF A HORDE. IF A HERO OCCUPIES A Q PLay YOUR HERO CARD
SPACE THAT THE HORDE TRAY WOULD BE PLACED

ON, THE HERO IS MOVED 1 SPACE INTO AN

ADJACENT EMPTY SPACE OR A BUILDING SITE. IF

THERE IS NO SUCH SPACE, RETURN THE HERO TO

ITS PLAYER'S BOARD. THEN, PLACE THE HORDE IN

THE SPACE THE HERO waAS IN.

TOWER CARD ANATOMY
o TOWER NAME
e TOWER LEVEL
.OIDAMAGETYPEWWCPHYSICAL@,MAG:CQ.QQTRLE@J

o NUMBER AND SHAPE OF DAMAGE TILES
'G' RANGE ARROWS
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PLAY TOWER CARDS

To PLAY A TOWER CARD, TAKE IT FROM YOUR HAND AND PLACE IT ONTO A BUILDING SITE THAT MATCHES
YOUR PLAYER COLOR.

TOWERS CANNOT BE PLACED ON A BUILDING SITE OCCUPIED B8Y A HERO, ANOTHER TOWER (WITH THE
EXCEPTION OF SOLDIER TOWERS), NOR ON ANOTHER PLAYER'S BUILDING SITE.

EACH TOWER HAS ONE OR MORE ATTACKS INDICATED 8Y THE DAMAGE TILES SHOWN ON THE CARD.
IMMEDIATELY AFTER YOU BUILD A TOWER, YOU MAY EXECUTE ITS ATTACKS ONCE. EACH TOWER SHOWS THE
ATTACK'S RANGE ARROWS AND THE SHAPE OF THE DAMAGE TILE IT FIRES. THE ORIENTATION OF YOUR TOWER
CARD DETERMINES THE DIRECTION IT FIRES AND THE ORIENTATION OF THE DAMAGE TILES.

g RANGE ARROWS'. THE ARROWS INDICATE HOW FAR AWAY AND IN WHICH DIRECTIONCS) THE TOWER

WILL SHOOT. MORE ARROWS MEAN THE ATTACK IS MORE FLEXIBLE AND CAN POSSIBLY TARGET MORE
PatH spaces.

RANGE ARROW ICONS MEANING
f * DIRECT: THIS ATTACK CAN TARGET THE PATH SPACE DIRECTLY
ADJACENT TO THE TOWER IN THE DIRECTION OF THE ARROW.

ANGLED: THIS ATTACK CAN TARGET THE PATH SPACE DIAGONALLY
ADJACENT TO THIS TOWER IN THE DIRECTION OF THE ARROW.

INDIRECT: EACH ADDITIONAL ARROW ON A CARD EXTENDS THE
ATTACK'S RANGE BY ONE SPACE FARTHER AWAY IN A STRAIGHT LINE
FROM THE TOWER.

PERFECT: THIS ATTACK CAN TARGET ANY PATH SPACE ON THE MAP.

BOTH THE ADEPT AND SHARPSHOOTER TOWERS MAY
ATTACK SPOTS /i OR [B.




e ATTACK AND DEFENSE TYPES. Ariack g ATTACKING WITH DAMAGE TILES: WHEN AN
TYPES ARE IDENTIFIED BY ICONS AND ARROW ATTACK EXECUTES, THE TOWER'S SPECIFIC DAMAGE
COLORS, INDICATING WHICH ENEMIES THE ATTACK TILE IS PLACED ON THE TARGETED HORDE TRAY.
CAN COVER. DEFENSE TYPES OF ENEMIES ARE You MUST PLACE THE DAMAGE TILE ONTO THE
ALSO IDENTIFIED BY ICONS WHICH INDICATE WHICH HORDE TRAY IN THE ORIENTATION DEPICTED ON
ATTACKS AN ENEMY CANNOT BE COVERED BY. 7 THE TOWER CARD USING THE GRID SQUARES. You

} CANNOT ROTATE OR FLIP A DAMAGE TILE UNLESS
ATTACK 4 THE ATTACK HAS A FREE MANIPULATION ICON.

iCON ATTACK TYPE

PHYSICAL ATTACK: RanGe
ARROWS ARE RED.

MAGICAL ATTACK: RaNGE
ARROWS ARE BLUE.

TRUE DAMAGE: May COvER pppe MANIPULATION: You CAN ROTATE AND FLIP

ENEMIES WITH BOTH PHYSICAL DAMAGE TILES FIRED FROM AN ATTACK WITH THIS ICON AS
AND MAGICAL DEFENSE TYPES. -~ You WISH.

RANGE ARROWS ARE PURPLE. -

DEFENSE i DAMAGE TILES CANNOT OVERLAP OTHER DAMAGE
DEFENSE TYPE TILES, SOLDIERS, OR HEROES AND MUST BE

ICON
PLACED WITHIN THE BORDERS OF A SINGLE HORDE

PHYSICAL RESISTANCE: [RAY:
CANNOT BE COVERED BY PHYSICAL ENEMIES ON A HORDE TRAY MAY HAVE A

ATTACKS FROM TOWERS, SOLDIERS, DEFENSE TYPE, SHOWN BY AN ICON. IF ANY
OR HERO ABILITIES. ENEMIES’ DEFENSE TYPE MEANS IT CANNOT BE
COVERED BY A PARTICULAR TYPE OF DAMAGE TILE

MAGICAL RESISTANCE: :IESN E‘:IHEAA:)IYPE OF TILE MAY NOT BE PLACED ON

CANNOT BE COVERED BY MAGICAL
ATTACKS FROM TOWERS, SOLDIERS,

OR HERO ABILITIES. O NOTE- 70 ocestroy a Horoe TRaY, You must
COVER ALL OF THE ENEMIES DEPICTED ON IT.
DEADLY
CAN ONLY BE COVERED BY
DAMAGE TILES, NOT BY SOLDIERS
OR HERCES.

IF AN ATTACK HAS MULTIPLE RANGE ARROWS
AND MULTIPLE DAMAGE TILES, EACH DAMAGE TILE
MAY BE PLACED ON THE SAME OR DIFFERENT
HORDES AS LONG AS ALL TARGET HORDES ARE
WITHIN RANGE.

THE EXCEPTION IS ANY TOWER WHICH SHOWS
DAMAGE TILES WITH A “+” LINKING THEM, THESE
MUST BE PLACED ON THE SAME SINGLE HORDE
WITHIN ATTACK RANGE.




THE DAMAGE TILE POOL IS NOT CONSIDERED TO
BE LIMITED. IN A RARE CASE THAT YOU RUN OuT
OF DAMAGE TILES OF THE EXACT TYPE NEEDED,
YOU ARE ALLOWED TO USE ANOTHER TYPE OF
TILE WITH THE SAME SHAPE, OR TO RECREATE THE
NEEDED SHAPE OUT OF SMALLER TILES.

SOLDIER TOWERS

SOME TOWERS, SUCH AS THE LEVEL 1 MILITIA
TOWER, WILL GENERATE SOLDIER MEEPLES RATHER
THAN USE DAMAGE TILES. WHEN YOU PLACE A
SOLDIER TYPE TOWER, TAKE AS MANY SOLDIER
MEEPLES AS SHOWN ON THE CARD FROM THE
GENERAL SUPPLY, AND PLACE THEM ON HORDE
TRAYS IN RANGE.

SOLDIERS CAN BE PLACED ANYWHERE ON THE
HORDE TRAY, COVERING A SINGLE SQUARE EACH,
AS LONG AS IT'S PERMITTED BY THE ATTACK TYPE.
THEY CANNOT BE ON THE SAME SQUARE AS AN
EXISTING DAMAGE TILE, OTHER SOLDIER, OR HERO.

SOLDIERS CANNOT BE PLACED IN EMPTY
SQUARES ON A HORDE TRAY. IF THERE ARE NO
LEGAL PLACEMENTS FOR A SOLDIER ON A HORODE,
THEN THOSE MEEPLES ARE NOT PLACED CUNUSED
SOLDIERS ARE LOST).

SOLDIERS HAVE A HEALTH OF 1, SO WHEN
DAMAGED THEY ARE RETURNED TO THE GENERAL
SUPPLY .

BESIDES ATTACKING ENEMIES, SOLDIERS PREVENT
THE HORDE TRAY THEY ARE ON FROM ADVANCING
AND CAN BE CRITICAL TO SLOWING THE RUSH!

THE SOLDIER POOL IS LIMITED. IF ALL THE
SOLDIERS ARE ALREADY ON HORDE TRAYS, You
CANNOT PLACE MORE. YoU ARE ALLOWED TO
MOVE SOLDIERS THAT ARE ALREADY ON A HORDE
TRAY TO A HORDE WITHIN RANGE OF THE SOLDIER
TOWER YOU HAVE JUST PLACED.

SOLDIER TOWERS ALSO ALLOW YOU TO PLACE
AN EXTRA TOWER ON A BUILDING SITE. NORMALLY,
YOU MAY ONLY PLACE 1 TOWER ON EACH BUILDING
SITE YOU OWN. HOWEVER, A SOLDIER TOWER CAN
BE PLACED ON TOP OF ANOTHER SINGLE TOWER
OR A SINGLE TOWER MAY BE PLACED ON TOP OF
IT. THIS ALLOWS YOU TO HAVE UP TO 2 TOWERS
ON A BUILDING SITE AS LONG AS AT LEAST
ONE OF THEM IS A SOLDIER TOWER. ONLY THE
BUILDING SITE'S OWNER CAN DO THIS.

HeLANA BUILDS AN ARCHER TOWER
TO DEAL WITH A HORDE TRAY. RANGE
ARROWS ALLOW HER TO ATTACK A HORDE
TRAY DIRECTLY ADJACENT TO THE TOWER
AND PLACE THE SPECIFIED DAMAGE TILE
ON THAT HORDE TRAY. SINCE THERE IS
NO FREE MANIPULATION ICON ON THE ‘<
ARCHER TOWER, SHE CANNOT ROTATE

THE DAMAGE TILE TO COVER TWO OF

THE WULFS. SHE CAN THOUGH COVER

1 WuF ano 1 GOBLIN,
OR 2 GOBLINS, KEEPING
THE VERTICAL ORIENTATION
OF THE DAMAGE TILE.

Davip HAS ALREADY BUILT
A MiLITia TOWER, BUT AS
IT IS A SOLDIER TOWER
HE CAN PLAY A NEW
MAaRkSMAN TOWER ON
TOP OF IT AND ATTACK
WITH THE NEw TOWER AS
usuAL.
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PORTAL CAR

IN MOST SCENARIOS, TO WIN
THE GAME, YOU MUST DESTROY
ALL PoRTAL CARDS UNLESS IT
IS OTHERWISE STATED IN THE
SCENARIO BOOKLET. PORTALS
ARE POWERFUL SOURCES OF
MAGIC AND TIME ENERGY SO
ATTACKING THEM CAN CAUSE
TOWERS TO BE LOST IN TIME.
THE NUMBER OF PORTAL CARDS

IS DIFFERENT IN EACH SCENARIO.

THERE IS A TOWER LEVEL NUMBER WRITTEN IN
THE CENTRAL SQUARE OF EACH PORTAL CaARD.
THIS SQUARE CANNOT BE COVERED WITH ANY
DAMAGE TILE OR SOLDIERS. THE CENTRAL SQUARE
OF A PORTmAL CARD MUST ALWAYS BE VISIBLE
AS IT SHOWS A RESTRICTION OF WHICH LEVEL
OF TOWERS CAN ATTACK THE PORTAL CARD. A
TOWER MUST BE THE SAME LEVEL OR HIGHER AS
THE NUMBER WRITTEN ON THE PORTAL CENTRAL
SQUARE TO BE ABLE TO ATTACK THAT PORTAL.

IF you artack A PortaL CARD wWITH A TOWER,
PLACE THE DAMAGE TILE AS DESCRIBED ABOVE
AND THEN IMMEDIATELY FLIP THE TOWER CARD FACE
DOWN. AT THE END OF PHASE S ALL FACE—DOWN
TOWERS WILL BE RETURNED TO THE SUPPLY.

EVEN IF ONLY ONE OF THE ATTACKS FROM A
TOWER THAT PRODUCES MULTIPLE ATTACKS IS
PLACED ON A PORtAL CARD, THAT TOWER IS
FLIPPED FACE DOWN AFTER PLACING ALL OF THE
DAMAGE TILES FOR THAT ATTACK.

A TOWER DOES NOT HAVE TO TARGET A PORTAL
CARD IF IT HAS OTHER POSSIBLE TARGETS. IF A
PORTAL CARD IS THE ONLY VALID TARGET, You
MUST USE ALL OF THE ATTACK ON THAT PORTAL
CARD, YOU CANNOT CHOOSE TO NOT ATTACK.

EXCEPTION: IF ALL ENEMIES ON A PORTAL CARD
ARE ALREADY COVERED, THE DAMAGE TILE DOES
NOT HAVE TO BE PLACED ON EMPTY SQUARES ON
THE PORTAL, AND THEREFORE THE TOWER IS NOT
FLIPPED FACE DOWN.

HEROCES CAN MOVE THROUGH PORTAL CARDS BUT
CAN NEVER END THEIR MOVEMENT ON A PORTAL
CARD AND THEY CANNOT ATTACK PORTAL CARDS.
NO DAMAGE TILE GENERATED BY HERO CAN BE
PLACED ON THE PORTAL.

Por1aL CARDS MOVE LIKE ANY OTHER HORDE
TRAY, BUT IF ONE EVER REACHES THE EXIT You
WILL LOSE IMMEDIATELY!

PASS TOWER CAR

IF you HavE ANY TOWER CARDS THAT YOU DID
NOT WISH TO BUILD THIS ROUND, YOU CAN PASS
THEM TO ANY OTHER PLAYER.

WHEN YOU PASS THE TOWER CARD, YOU MUST
FIRST UPGRADE IT ONE LEVEL. TO DO THIS, TAKE A
TOWER CARD OF THE SAME TYPE FROM GENERAL
SUPPLY THAT IS 1 LEVEL HIGHER AND PLACE THAT
TOWER FACE DOWN IN THE INCOMING TOWERS SLOT
OF THE HERO BOARD OF THE PLAYER YOU ARE
GIVING IT TO. THEN PLACE THE TOWER CARD FROM
YOUR HAND BACK IN THE GENERAL SUPPLY IN THE
APPROPRIATE PLACE.

)
"'—— 0 NOTE- THIS IS THE ONLY WAY TO UPGRADE

4

—

YOUR TOWERS, SO PASS EARLY AND PASS OFTEN!

»

THE TOWER SUPPLY IS LIMITED. IF THE TOWER
CARD NEEDED TO UPGRADE A TOWER IS NOT
CURRENTLY IN THE SUPPLY, YOU CANNOT UPGRADE
THE TOWER. INSTEAD, YOU MUST PLACE THE
TOWER YOU ARE PASSING FACE DOWN IN THE
INCOMING TOWERS SLOT OF THE HERO BOARD OF
THE PLAYER YOU ARE GIVING IT TO.

THE MAXiMUM TOWER LEVEL DEPENDS ON THE
SCENARIO YOU ARE PLAYING.
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You PLAY YOUR HERO CARD ONTO YOUR HERO
BOARD TO ACTIVATE YOUR HERO.

REMEMBER: IF YOUR HERO REGENERATED AT THE
START OF THIS ROUND YOU CANNOT ACTIVATE IT AS
YOUR CARD IS ALREADY ON YOUR HERO BOARD.

WHEN YOUR HERO BECOMES ACTIVE YoU mMaY
MOVE THE HERO MINIATURE AND PERFORM AN
ACTION. YOU MAY DO THESE IN ANY ORDER.

) MOVE YOUR HERO MINIATURE

@ HEROES CAN MOVE ONE SPACE FOR EACH MOVE
POINT SHOWN ON THEIR HERO B0OARD. A HERO
THAT STOPS MOVING TO PERFORM AN ACTION (SEE
BELOW) CANNOT BE MOVED AGAIN THIS ROUND.

@ HEROES CAN MOVE BOTH ORTHOGONALLY AND
DIAGONALLY. HEROES CAN MOVE ON THE ParH,

fiﬂbu ! '.':_'!7_ e
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ONGOING ABILITIES ARE ACTIVE UNTIL
THE END OF THE ROUND.

UP ON YOUR

) "wo siors For Hero
SPECIAL ABILITIES

) Stor For Hero caro
) Hero Name

) Hero Heaur PoiNTs
HERO MoVE POINTS

) SLor For incoming
TOWERS

KEEP THEM FACE
PORTRATT TO REMIND YOU.

) Turn sEQUENCE

STARTING TOWERS

SOLO: ARCHER, ARTILLERY, FOOTMEN, MAGE
2 PLAYERS: ARCHER, BOMBARD, MILITIA

Oy

: BOMBARD, MILITIA

: MILITIA

b !'w'?w'?"u:.,\" af L’i-h' .

) SPeciaL Tcons ano Hero
SKILLS

) Hero sTARTING TOWER
SETS

THROUGH BUILDING SITES, THROUGH SPACES OCCUPIED
8Y HORDES, AND THROUGH EMPTY SPACES. THEY
CANNOT MOVE OFF THE MAP AND CANNOT END THEIR
MOVEMENT ON A TOWER CARD.

@ HEROES CAN MOVE THROUGH A PORTAL BUT CAN
NEVER END THEIR MOVEMENT ON A PORTAL CARD.

@ Ir A HERO MINIATURE IS ON YOUR PLAYER
BOARD, THE FIRST POINT OF MOVEMENT MUST BE
SPENT TO PLACE THE HERO ON THE PATH NEXT TO
AN EXIT.

@ YOUR HERO'S ATTACKS OR ABILITIES MAY FEATURE
RANGE ARROWS, SO THE DIRECTION YOUR MINIATURE
FACES IS IMPORTANT, AS THIS DETERMINES WHICH
SPACES SUCH ABILITIES MAY TARGET. SELECT THE
DIRECTION YOUR HERO MINIATURE FACES AFTER
MOVING.
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A HERO THAT ENDS THEIR MOVEMENT ON
A HORDE TRAY WILL ENGAGE IT. PLACE YOUR
MINIATURE ON THE HORDE TRAY SUCH THAT IT
COVERS A 2X2 GRID AREA WITH ITS BASE. IF
THERE IS NO SPACE FOR THE HERO TO BE LEGALLY
PLACED ON THAT HORDE TRAY, THEY CANNOT END
THEIR MOVEMENT ON THAT TRAY.

WHEN ENGAGING, YOU ARE USING THE HERO TO
DIRECTLY ATTACK ENEMIES. HERO MINIATURES ARE
CONSIDERED TO BE TRUE DAMAGE IN ATTACK TYPE
SO THEY CAN BE PLACED ON TOP OF BOTH MAGIC
AND PHYSICAL RESISTANT ENEMIES (BUT NOT ON
DEADLY ENEMIES) TO ATTACK THEM.

© PerFORM ONE AcTION

EvERY HERO HAS A BASIC ATTACK AND A
NUMBER OF SPECIAL ABILITIES. HEROES CANNOT
ATTACK PORTAL TILES. AS AN ACTION YOUR HERO
MAY EITHER PERFORM A BASIC ATTACK, USE A
SPECIAL ABILITY, OR RECOVER.

BASIC ATTACK:

YOUR HERO WILL HAVE ONE OF THE TWO TYPES
OF BASIC ATTACK WHICH WILL PLACE DAMAGE TILES
IN A SIMILAR waY TO TOwWERS. EACH HERO HaS
THEIR OWN SET OF TILES.

MELEE ATTACKS (WITHOUT RANGE ARROWS
SHOWN) CAN ONLY BE PLACED ON THE HORDE
TRAY THAT YOUR HERO IS ENGAGED ON. THEY
CANNOT OVERLAP OTHER DAMAGE TILES, SOLDIERS,
OR HEROES AND MUST BE PLACED WITHIN THE
BORDERS OF A SINGLE HORDE TRAY.

@ RaANGED ATTACKS (WITH RANGE ARROWS)
WORK EXACTLY LIKE TOWER ATTACKS AND FOLLOW
THE PLACEMENT RULES DESCRIBED ABOVE. A HERO
CANNOT USE RANGED ATTACKS TO TARGET A
HORDE TRAY THEY ARE ENGAGED ON.

SPECIAL ABILITY:

ALL HEROES HAVE UNIGUE SPECIAL ABILITIES WITH
POWERFUL EFFECTS, AND EACH IS REPRESENTED 8Y
A TILE WHICH HAS A SHORT DESCRIPTION ON IT.
IN CASE OF ANY QUESTIONS, CHECK THE FULL
DESCRIPTION OF HERO ABILITIES ON PAGE 22.

You MaY ONLY USE A SPECIAL ABILITY IF IT IS
FACE UP. ONCE YOU HAVE USED A SPECIAL ABILITY,
FLIP IT FACE DOWN. USED SPECIAL ABILITIES ARE
FLIPPED FACE UP WHEN YOU USE YOUR ACTION TO
RECOVER.

HERO ABILITIES:

THERE ARE TWO TYPES OF HERO ABILITIES:
INSTANT AND ONGOI 3

@ INSTANT ABILITIES USUALLY DEAL DAMAGE TO
ENEMIES.

@ ONGOING ABILITIES ARE ACTIVE UNTIL THE END
OF THE ROUND AND MAY TAKE EFFECT DURING ANY
ONE OF THE PHASES AS EXPLAINED ON THE TILE.

@ PROTECTION ABILITIES @ ARE ONE TYPE OF
ONGOING ABILITY THAT MAKES TARGET HEROES
IMMUNE TO DAMAGE OF ALL TYPES CINCLUDING
HORDE MOVEMENT, HORDE DESTRUCTION, DEAD-
EYE, AND BOSS EFFECTS) UNTIL THE END OF
THE ROUND. PROTECTION DOES NOT APPLY TO
SOLDIERS. READ THE ABILITY TILE CAREFULLY TO
KNOW WHICH HEROES IT PROVIDES PROTECTION TO.




RECOVER:. WHEN YOU TAKE THIS ACTION, MOVE
THE HEART TOKEN ON YOUR HERO BOARD BACK
TO YOUR MAXIMUM HEALTH AND FLIP ALL OF YOUR
SPECIAL ABILITY TILES FACE UP.

O NOTE

DAMAGING HEROES. HEROES MAY BE DAMAGED
IN A NUMBER OF WAYS, INCLUDING BY BEING ON
A DEFEATED TRAY IN PHASE 3. WHEN YOUR HERO
TAKES DAMAGE, MOVE YOUR HEART TOKEN TO THE
LEFT ONCE FOR EACH DAMAGE TAKEN. IF YOUR
Hero's HealTH ever Reaches @). THE HEro IS
KNOCKED OUT AND MUST REGENERATE AT THE
START OF THE NEXT ROUND. IMMEDIATELY REMOVE
YOUR HERO'S MINIATURE FROM PLAY AND PLACE IT

ON YOUR HERO BOARD ON ITS SIDE.

IN THE PICTURE 1, ALLERIA STARTS ON FPATH SPACE ﬂ SHE WANTS TO JOIN IGNUS ON HORDE TRAY Q
SHE MOVES TWO SPACES. FIRST DIAGONALLY TO THE BUILDING SITE WITH AN ADEPT TOWER AND THEN

ORTHOGONALLY TO ENGAGE WITH HORDE TRAY B

IN PICTURE 2 WE CAN SEE THAT ALLERIA HAS JUST DEFEATED 2 ENEMIES BY COVERING THEM WITH HER
HERO MINIATURE ON TRAY (2. ALLERIA THEN CHOOSES TO PERFORM HER BASIC ATTACK, PLACING A DAMAGE
TILE ONTO THE ADJACENT HORDE TRAY @ . DEFEATING THE REMAINING TWO ENEMIES THERE. BOTH HORDE
TRAYS [8 aND @’ ARE DESTROYED BUT IGNIS AND ALLERIA WILL SUFFER 1 DAMAGE EACH AS THEY ARE
ON A DESTROYED HORDE TRAY.
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PHASE 3. DESTROY HORDE TRAYS

THIS PHASE IS EXECUTED IN THE FOLLOWING ORDER:

- @) pestroy FuLLy COVERED HORDE TRAYS

AND GAIN CRYSTALS:

IF ALL ENEMIES ON A HORDE TRAY HAVE
BEEN COVERED BY DAMAGE TILES, SOLDIERS, OR
HERCES, REMOVE THAT HORDE TRAY FROM PLAY.

RETURN ALL DAMAGE TILES AND SOLDIERS TO
THEIR RESPECTIVE SUPPLIES.

TAKE THE CARD FROM THE TRAY AND FLIP IT
OVER; FOR EACH CRYSTAL ICON ON THE BACK OF
THE CARD PLACE ONE CRYSTAL TOKEN NEAR THE
EXIT, IN YOUR SUPPLY. REMOVE THE HORDE CARD
FROM PLAY.

© pamace ueroES:

IF YOUR HERO MINIATURE WAS STANDING ON A
HORDE TRAY WHEN IT WAS DESTROYED, THE HERO
SUFFERS 1 DAMAGE. THE HERO MINIATURE STAYS
ON THE PATH SPACE FROM WHICH THE HORDE TRAY
wWAS REMOVED.

' © cueck porraLs:

IF you DESTROY A PORTAL CARD, CHECK THE
SCENARIO BOOKLET, THIS INDICATES HOW MANY
PORTALS ARE INCLUDED IN THE HORDE STACKS.
IF YOU HAVE DESTROYED THE LAST PORTAL, THEN
THIS WILL BE THE LAST ROUND OF THE GAME.
COMPLETE ALL THE REMAINING PHASES OF THIS
ROUND. AT THE END OF THE ROUND, IF THE
KINGDOM IS NOT DESTROYED, YOU WIN!

PHASE 4. MOVE HORDE TRAYS

HORDE TRAYS WILL ATTEMPT TO MOVE TOWARDS
THE EXIT IF THEY ARE ABLE. BEFORE MOVING A
HORDE TRAY CHECK FOR ANY VISIBLE ABILITY ICONS
CSEE BELOW).

@O NOTE- PorraL ano Boss TiLEs aALso Move
LIKE HORDE TRAYS IN THIS PHASE AND IF THEY
EVER REACH THE EXIT YOU WILL LOSE IMMEDIATELY?

.

] g BEFORE MOVING A HORDE TRAY, CHECK FOR

VISIBLE ABILITY ICONS SUCH AS:

HeaL \J,. Seeo , or Deao-eve (0).

ENEMY EFFECT

A HORDE TRAY WITH ANY NUMBER
OF HEAL ICONS WwiILL FORCE You
TO REMOVE ALL DAMAGE TILES
FROM THAT HORDE BEFORE IT
MOVES. DO THIS BEFORE CHECKING
ANY OTHER ICONS.

A HORDE TRAY WITH ANY NUMBER
OF SPEED ICONS WILL ATTEMPT
TO MOVE TWICE ALONG THE PATH
THIS TURN.

AFTER MOVING, A HORDE TRAY WITH
ANY NUMBER OF DEAD—EYE ICONS
WILL DEAL 1 DAMAGE TO EACH HERO
ON AN ADJACENT SPACE TO ITS
NEW POSITION ON THE FATH.




Q-IFAHORDETRAYHASREACHEDTHEE)GT.COUNT
THE ENEMIES THAT HAVE NOT BEEN COVERED BY
DAMAGE TILES ON THAT TRAY; FOR EACH ENEMY
THAT IS VISIBLE REMOVE ONE HEART TOKEN FROM
THE KINGDOM’S SUPPLY NEAR THE EXIT TILE. IF
ALL HEARTS ARE EVER REMOVED, THE KINGDOM
IS OVERRUN AND YOU LOSE!

@® A HORDE TRAY WITH SOLDIERS OR HEROES ' ]
ON IT DOES NOT MOVE. EACH SOLDIER OR HERO i \.9
TAKES 1 DAMAGE. ,

Q STARTING WITH THE HORDE TRAY NEAREST THE
EXIT, FOLLOWED BY THE NEXT NEAREST, MOVING
TOWARDS THE SPAWN POINTS, SLIDE EACH HORDE
TO THE NEXT SPACE ON THE PATH MAINTAINNG ITS
ORIGINAL ORIENTATION I.E. THE PURPLE LINE WILL
ALWAYS REMAIN PARALLEL TO THE EXIT.

THE KINGOOM’'S  HEART  TOKENS
REFRESENT ITS DEFENDERS. IF ALL
! OF THEM ARE EVER DEFEATED, THE KINGDOM
@O NOTE-when SoLoiers ArRe pamacep ReTurn [ WILL BE OVERRUN AND YOU Wil LOSE'
THEM TO THE GENERAL SUPPLY. SOMETIMES IT IS ALRIGHT TO LET A HORDE

i OR TWO RUN INTO THE KINGDOM. JUST
DON'T LET IT GET OVERRUNY

.

@ Ir THE HORDE TRAY HAS SPEED IT ATTEMPTS TO
MOVE TWICE. SOLDIERS WILL BLOCK ONLY THE FIRST . A
MOVEMENT. HEROES BLOCK BOTH MOVEMENTS BUT Q DISCARD ANY ESCAPED HORDE CARDS, IF THE
SUFFER 2 DAMAGE. IF THE FIRST DAMAGE DEFEATS : KINGDOM HAS SURVIVED, FLIP THOSE HORDE
THE HERO, THEY ARE IMMEDIATELY REMOVED AND : CARDS AND EARN THE CRYSTALS AS DESCRIBED
DO NOT BLOCK THE SECOND MOVEMENT. ) ABOVE.

@ Ir A HORDE TRAY MOVES ONTO A PATH SPACE

THAT A HERO IS CURRENTLY ON, PLACE THE HERO

ON ANY ADJACENT EMPTY BUILDING SITE OR A

PatH SPACE wITHOUT A HORDE TRAY. IF THERE J

ARE NO EMPTY SPOTS THE HERO RETURNS TO ITS THIS DIAGRAM SHOWS THE ORDER THAT EACH SPACE WOULD BE

PLAYER’S BOARD. ACTIVATED IN IF THERE WAS A HORDE IN EVERY SPACE ON THE MAP:

@ SOMETIMES, A HORDE TRAY CANNOT MOVE TO
ITS INTENDED PATH SPACE BECAUSE THE SPACE IS
OCCUPIED BY ANOTHER HORDE TRAY. IN THIS CASE,
THE HORDE THAT IS MOVING BYPASSES THAT PATH
SPACE AND MOVES ONTO THE NEXT AVAILABLE PATH
SPACE TOWARDS THE EXIT. SEVERAL OTHER HORDE
TRAYS CAN BE BYPASSED IN THIS MANNER. THIS
CAN RESULT IN HORDE TRAYS ESCAPING!

@ SOME SCENARIOS WILL FEATURE FORKED PATHS.
WHEN SELECTING WHICH HORDES TO MOVE NEXT;
MOVE ALL HORDES FROM THE SECTION OF THE
PATH WITH THE LOWEST NUMBER SPAWN TOKEN
FIRST THEN PROCEED IN ORDER UNTIL ALL HORDES
HAYE ATTEMPTED TO MOVE.




PICTURE 1 SHOWS THE SITUATION AT
THE BEGINNING OF PHASE 3. THERE ARE
THREE HORDE TRAYS ON THE FPATH. ALL
ENEMIES ON TRAY [} ARE COMPLETELY
COVERED. THE TRAY IS DESTROYED AND
REMOVED FROM THE PaTH. MALIK AND
THE 2 SOLDIERS TAKE 1 DAMAGE EACH,
THE SOLDIERS ARE RETURNED TO THE
SUPPLY AND MALIK REMAINS IN PLACE
FOR NOW.

Trars [B ano (G ARE NOT DESTROYED
SO THEY ATTEMPT TO MOVE CPHASE 4).

IN PICTURE 2 HORDE TRAY [ Has
ALREADY MOVED ONE PATH SPACE. MALIK

NEEDED TO MOVE AND THE PLAYER
CONTROLLING HIM CHOOSE THE ADJACENT
PATH SPOT TO MOVE TO.

AS THERE IS AN UNCOVERED SPEED ICON
ON HORDE TRAY (8 AND THERE ARE
NO SOLDIERS OR HEROES ON THE TRAY;
IT MOVES FOR A SECOND TIME. THIS
MEANS IT REACHES THE EXIT AND DEALS
S DAMAGE TO THE KINGDOM, ONE FOR

EACH UNCOVERED ENEMY. FORTUNATELY
THE KINGDOM STILL HAS 2 HEARTS LEFT
SO THE PLAYERS DON'T LOSE YET!

PICTURE 3 SHOwS THAT HORDE TRAY
(C HAS NOT MOVED AS MAGNUS AND
3 SOLDIERS WERE ON THAT TRAY. ALL
WERE COVERED SO THE ABILITY WAS
NOT USED. MAGNUS AND ALL SOLDIERS
SUFFER 1 DAMAGE BECAUSE THEY STOPPED
THE TRAY FROM MOVING. ALL SOLDIERS
ARE RETURNED TO THE SUPPLY. MAGNUS’
HEALTH IS REDUCED TO ZERO, SO HE
IS KNOCKED out. HiS MINIATURE IS
PLACED ON HIS HERO BOARD ON ITS
SIDE. MAGNUS MUST REGENERATE AT
THE BEGINNING OF THE NEXT ROUND.




PHASE 5. PICK UP TOWER
AND HERO CARDS

@ Pick up ALL TOWER CARDS YOU BUILT ONTO
YOUR BUILDING SITES.

SOLO MODE

THE CAMPAIGN CAN BE PLAYED SOLO. PREPARE
THE SCENARIO FOLLOWING SETUP INSTRUCTIONS IN
THE SCENARIO BOOKLET. PICK YOUR DIFFICULTY
SETTING AND PREFPARE STARTING RESOURCES
ACCORDINGLY .

® Pick uP ALL UPGRADED TOWERS FROM YOUR
INCOMING TOWERS SLOT THAT WERE PASSED TO
YOU BY OTHER PLAYERS.

_ THERE ARE THREE RULE CHANGES IN SOLO MODE:
@ Pick up YOUR HERO CARD.

' @ TOWER PLACEMENT RESTRICTIONS

THERE ARE ALWAYS THREE DIFFERENT COLORS
OF BUILDING SITE AVAILABLE TO CHOOSE FROM;
AT THE START OF EACH TURN, YOU MUST CHOOSE

THERE IS NO HAND LIMIT.

@O NOTE-F avy Towers on BuiLoin siTES
ARE FACE DOWN RETURN THEM TO THE SUPPLY, AS
THEY HAVE BEEN DESTROYED THIS TURN.

.

PHASE 6. SPEND CRYSTALS

YOU WILL COOPERATIVELY DECIDE WHAT TOWER
CARDS TO PURCHASE AND WHICH PLAYERS WILL
RECEIVE THEM. CRYSTAL TOKENS YOU HAVE EARNED
BELONG TO YOU ALL — THERE IS NO SINGLE OWNER
OF ANY EARNED CRYSTAL.

@ THE TEAM MaYy SPEND 2 CRYSTALS TO TAKE A
LEVEL 1 TOWER CARD FROM THE GENERAL SUPPLY.
CHOOSE A PLAYER TO PUT IT INTO THEIR HAND.

@ THe TEAM MaY SPEND 3 CRYSTALS TO TAKE A
LEVEL 2 TOWER CARD FROM THE GENERAL SUPPLY.
CHOOSE A PLAYER TO PUT IT INTO THEIR HAND.

YOU may SPEND AS MANY CRYSTALS AS YOU HAVE
TO PURCHASE AS MANY TOWERS AS YOU CAN
AFFORD AND THESE MAY BE GIVEN TO ANY PLAYERS.

THE CRYSTAL POOL IS LIMITED. IF THERE ARE NO
MORE CRYSTALS IN THE SUPPLY YOU CAN NOT
EARN MORE CRYSTALS UNTIL YOU SPEND SOME
OF THEM.

WINNING AT THE END OF THE ROUND

You wiLL WIN AT THE END OF THE ROUND IN WHICH
YOU HAVE ACHIEVED THE VICTORY CONDITION AS
DESCRIBED IN THE SCENARIO BOOKLET. ALTHOUGH
THERE ARE MANY WAYS TO LOSE THE SCENARIO
THERE IS ONLY ONE WAY TO WIN AND YOU WILL
ONLY WIN AT THE END OF A COMPLETED ROUND.

ONE COLOR TO ELIMINATE FROM YOUR AVAILABLE
BUILDING SITES. ALL BUILDING SITES OF THAT
COLOR ARE UNAVAILABLE FOR BUILDING TOWERS ON
THIS TURN. THEY FUNCTION NORMALLY, OTHERWISE.

@ You may ALwaYS BUILD ON “UNIVERSAL™ BUILDING
SITES CAVAILABLE IN SOME SCENARIOS).

@ You CAN NOT CHOOSE THE SAME COLOR TO
ELIMINATE MULTIPLE TURNS IN A ROW.

HERO’S BENCH

IN SOLO MODE, YOU PLAY AS ONE OF THE
HEROES WHO IS REFERRED TO AS YOUR “MaIN
HErRO”. BESIDE YOUR MAIN HERO, PREPARE A
BENCH OF UP TO THREE OTHER HEROES. EACH
OF THE BENCH HEROES MAY ENTER PLAY FOR A
SINGLE ROUND, IT IS THEN REMOVED FROM THE
GAME. DURING THIS ROUND YOU MAY ACTIVATE THE
BENCH HERO IN ADDITION TO YOUR MAIN HERO,
PLACING THEIR MINIATURE ANYWHERE YOU WANT
ON THE BOARD AND PERFORM THE HERO'S BASIC
ATTACK. AT THE END OF THE ROUND REMOVE THE
BENCH HERO FROM THE GAME. YoU WILL NOT
BE ABLE TO CALL THIS HERO AGAIN FOR THE
REMAINDER OF THIS GAME. ANY DAMAGE TILES
PRODUCED BY A BENCH HERO REMAIN IN PLAY
UNTIL THE HORDE THEY ATTACKED IS DESTROYED.

UPGRADING TOWERS

WHEN UPGRADING A TOWER IN SOLO PLAY,
PLACE IT BACK INTO THE TOWER SUPPLY AND
TAKE THE ONE LEVEL HIGHER TOWER OF THE
SAME TYPE. THEN PLACE IT FACE DOWN IN YOUR
INCOMING TOWERS SLOT.

O NOTE- zv soLo mope HErOEs wiTH MELEE ABILITIES
ARE MUCH STRONGER THAN THOSE WITH RANGED ONES. WE
| STRONGLY SUGGEST PICKING ONE OF THESE HEROES (MALIK,
8\  IGNUS, OR LILITH) AS YOUR MAIN HERO.
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THIS APPENDIX MAY CONTAIN SPOILERS FROM
THE CAMPAIGN AND SHOULD ONLY BE USED AS A
REFERENCE.

GLOSSARY OF TERMS

ADJACENT - ADJACENT IS USED WHEN REFERRING
TO ANY COMPONENT THAT IS ORTHOGONALLY OR
DIAGONALLY NEXT TO ANYTHING ELSE.

ARCHERY TOWER — THESE TOWERS HAVE BETTER RANGE
AND MORE PRECISE ATTACKS THAN OTHER TOWERS.
THEY INCLUDE THE ARCHER (CLv1), MARKSMEN
CLv2), SHARPSHOOTER (Lv3), RANGER Hipeout
CLv4), aND MUSKETEER GARRISON CLv4).

MTTACK - THE ACT OF PLACING DAMAGE TILES
ON ENEMIES AS A RESULT OF TOWER PLACEMENT,
SPELLS, OR HERO ACTIONS.

BIG - BIG ENEMIES TAKE UP A 2X2 SQOUARE.
SHOULD A HORDE WITH A BIG ENEMY ON IT REACH
THE KINGDOM, AND IF AT LEAST 1 SQUARE OF THE
BIG ENEMY IS NOT COVERED BY A DAMAGE TILE, THE
KINGDOM LOSES 4 HEARTS.

BOSS — A SPECIAL ENEMY THAT WILL APPEAR IN
CERTAIN SCENARIOS. ALL BOSS RULES ARE EXPLAINED
IN THE RELEVANT SCENARIO.

BUILDING SITE — A SPACE AROUND THE PATH IN WHICH
A TOWER mAY BE BUILT. THESE mMAY BE COLORED TO
MATCH A PARTICULAR PLAYER OR WHITE.

CANNON TOWER - THESE TOWERS PLACE MULTIPLE
DAMAGE TILES WHEN THEY ATTACK. THEY INCLUDE
THE BomBARD (CLv1), ARTILLERY Clv2), HOwWITZER
CLv3), Bic BERTHA SO00MM (Lv4), aND TESLA
Tower CLv4).

CRYSTAL - A SHARED RESOURCE GAINED WHEN
HORDES ARE DESTROYED, THEY ARE STORED NEXT
TO THE EXIT IN YOUR SUPPLY. CRYSTALS CAN BE
SPENT TO BUY NEw TOWERS FOR ANY PLAYER. THE
GAME IS LIMITED TO 12 CRYSTALS, SHOULD You
EVER HAVE ALL 12 CRYSTALS IN YOUR SUPPLY , YOU
CANNOT GAIN ANY MORE, UNTIL YOU HAVE SPENT
SOME IN PHASE 6.

DAMAGE TILES — A SELECTION OF SIZES AND SHAPES
OF TILE WHICH REPRESENT DAMAGE DEALT 8Y

|
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TOWERS, SPELLS, AND HEROES. THEY ARE PLACED
ON HORDE TRAYS TO COVER ENEMIES. EACH TOWER
TYPE HAS A SET OF DAMAGE TILES WITH A SPECIAL
GRAPHIC MATCHING THAT TOWER. THAT SET INCLUDES
ALL THE SHAPES THOSE TYPES OF TOWERS CAN
CREATE. EACH HERO ALSO HAS A SET OF DAMAGE
TILES WITH A SPECIAL GRAPHIC ON THEM THAT MATCH
THE SIZE AND SHAPES NEEDED FOR THEIR ABILITIES.

DAMAGE TYPES - DAMAGE CaAN BE PHysical,
MaGiCAL, OR TRUE CWHICH COUNTS AS NEITHER)D.
EACH DAMAGE TYPE MAY ONLY BE PLACED ON
ENEMIES WHO DO NOT HAVE THAT DEFENSE TYPE.

DEADLY ENEMIES — THESE ENEMIES CAN ONLY BE
COVERED By DAMAGE TILES, NOT B8Y HEROES OR
SOLDIERS.

DEAD-EYE - AFTER MOVING A HORDE TRAY WITH
ANY NUMBER OF VISIBLE DEAD—EYE ICONS, DEAL 1
DAMAGE TO EACH HERO ON A SPACE ADJACENT TO
ITS NEW POSITION ON THE PATH.

ENEMY - THE NAME USED FOR EACH ENEMY IMAGE
ON A HORDE CARD OR TRAY. EACH ENEMY MaY
BE DIFFERENT AND MUST BE TREATED SEPARATELY.
ENEMIES FORM PART OF HORDES.

ENGAGING — WHEN A HERO ENDS THEIR TURN ON A
HORDE TRAY THEIR FIGURE BASE MAY COVER HORDES.
THIS IS CONSIDERED ‘ENGAGING’ WITH THAT HORDE.

EXIT - THE END OF THE PATH WHICH REPRESENTS
THE NEAREST SPACE TO THE KINGDOM, THIS IS THE
TARGET OF THE HORDES.

FLYING — THE FLYING ICON IS A 1x2 LINE. IT IS IN
A RED BOX AND SO CANNOT BE COVERED. IT DOES
NOT NEED TO BE COVERED TO DESTROY THE HORDE.
NOTE: WHEN A FLYING HORDE SPAWNS MAKE SURE
IT /S PUT INTO A ALASTIC HORDE TR4y. IF ALL OF
THE HORDE TRAYS ARE IN USE, TAKE A HORDE ouT
OF A HORDE TRAY SO YOU CAN PUT THE FLYING
HORDE INTO IT.

WHEN A FLYING HORDE ACTIVATES, BEFORE CHECKING
ANY OF ITS HORDE ICONS, REMOVE ALL SOLDIERS
FROM IT AND ALL HEROES ON IT MUST MOVE INTO
AN ADJACENT UNOCCUPIED SPACE. THEN, THE HORDE
ACTIVATES AS NORMAL.

WHEN A FLYING HORDE MOVES, IF THERE IS ANOTHER
HORDE IN THE SPACE IT WOULD MOVE INTO, INSTEAD
OF JUMPING OVER THAT HORDE IT MOVES ON TOP
OF IT. THIS MAY MEAN THAT FLYING HORDES END
THEIR MOVEMENT ON TOP OF ANOTHER HORDE. WHEN
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THIS HAPPENS, PLAYERS WILL NOT BE ABLE TO
ATTACK THE HORDE BENEATH THE FLYING HORDE.

WHEN A STACK OF HORDES ACTIVATES, THE HORDE
ON TOP OF THE STACK ACTIVATES FIRST, THEN THE
ONE BELOW THAT AND SO ON UNTIL YOU REACH THE
BOTTOM OF THE STACK.

FORKED PATH — SOME PATHS ARE FORKED. WVHEN
HORDES ADVANCE, ADVANCE THOSE ON THE FORK
THAT HAS THE LOWEST NUMBERED SPAWN TOKEN
ASSOCIATED WITH IT FIRST. THEN, PROCEED TO
ADVANCE HORDES ON THE OTHER FORK(S) IN ORDER
FROM CLOSEST TO THE KINGDOM TO FARTHEST.

GHOST — THE GHOST ICON TAKES UP A 1x3 LINE
OF SQUARES. THIS AREA CANNOT BE COVERED BY
HEROES, SOLDIERS, OR DAMAGE TILES, AND DOES
NOT NEED TO BE COVERED TO DESTROY THE HORDE
CARD.

SCENARIOS THAT HAVE GHOSTS IN THEM WILL
REGUIRE YOU TO SHUFFLE THE & GHOST CARDS
CWHICH HAVE THE GHOST ICON AND 2 CRYSTALS ON
THE HORDE CARD BACK) TO CREATE A GHOST DECK.
THIS SHOULD BE KEPT TO THE SIDE OF THE PLAY
AREA.

WHEN A HORDE WITH THE GHOST ICON IS DESTROYED,
ALL HEROES ON IT, IN ADDITION TO SUFFERING A

DAMAGE, MUST MOVE INTO AN ADJACENT EMPTY
SPACE CIF THERE ISN'T ONE THEY ARE RETURNED TO
THEIR OWNER'S HERO BOARD). THEN, DRAW THE TOP
CARD OF THE GHOST DECK AND SPAWN IT INTO THE
SPACE THAT THE DESTROYED GHOST HORDE was IN.
Note THAT HORDES WITH THE GHOST ICON ON THEM
DO NOT HAVE ANY CRYSTALS ON THE CARD BACK
AND SO THE TEAM DOES NOT GAIN CRYSTALS FOR
DEFEATING THEM. HORDES FROM THE GHOST DECK,
HOWEVER, HavE 2 CRYSTALS ON THE BACK AND SO
THE TEAM EARNS 2 CRYSTALS WHEN SUCH A CARD
IS DESTROYED.

HEAL - A HORDE TRAY WITH ANY NUMBER OF
VISIBLE HEAL ICONS, WILL FORCE YOU TO REMOVE
ALL DAMAGE TILES FROM THAT HORDE BEFORE IT
MOVES. DO THIS BEFORE CHECKING ANY OTHER ICONS.

HEARTS — THESE TOKENS REPRESENT THE HEALTH OF
HEROES AND THE KINGDOM.

HEROES — THESE ARE THE CENTRAL CHARACTERS OF
THE GAME PLAYED BY THE PLAYERS. EACH HAS A
MINIATURE AND A HERO BOARD AND CARD TO USE
ITS ABILITIES. ALL HEROES HAVE A BASIC ATTACK
AND A SELECTION OF 4 DIFFERENT SPECIAL ABILITIES.

THEY CAN COVER ENEMIES WITH THEIR BASE AND
PREVENT HORDE TRAYS FROM MOVING, BUT CANNOT
AFFECT PORTALS OR BOSSES.

HERO SPECIAL ABILITIES — A SELECTION OF SPECIAL
POWERS THAT EACH HERO POSSESSES. THEY ARE
EXPLAINED IN DETAIL IN THIS APPENDIX ON PAGE 22.

HEROES BENCH — A RESERVE OF HERO CHARACTERS
WHICH CAN BE USED ONCE EACH DURING A SOLO
GAME IN ADDITION TO THE PLAYER’S MAIN CHARACTER.
SEE THE SOLO RULES ON PAGE 17.

HORDE - A HORDE IS MADE UP OF VARIOUS
ENEMIES ON A SINGLE CARD. HORDES ARE TREATED
AS A SINGLE OBJECT BUT EACH ENEMY IS STILL
DIFFERENT. HORDE CARDS ARE PLACED INTO TRAYS
WHENEVER POSSIBLE AND REFERRED TO AS HORDE
TRAYS THROUGHOUT THE RULES.

HORDE TRAY — THE TRAY WHICH IS USED TO STORE
HORDE CARDS WHEN THEY ARE ON THE FATH.

INSTANT — AN ABILITY WHICH HAS A ONE-TIME EFFECT
THAT IS RESOLVED AS SOON AS IT IS PLAYED.

KINGDOM - THE GENERAL TERM FOR THE AREA THE
HEROES ARE TRYING TO PROTECT. IT WILL NOT HAVE
A PLACE ON THE PATH, BUT IS INSTEAD BEYOND THE
END POINT OF THE PATH. IT WILL HAVE A SUPPLY OF
HEARTS AND MAY HAVE OTHER ABILITIES OR RULES
ASSOCIATED WITH IT DEPENDING ON THE SCENARIO.

MAGE TOWER — THESE TOWERS HAVE BIGGER DAMAGE
TILES THAN OTHER TOWERS AND DEAL MAGICAL
DAmAGE. THEY INCLUDE THE MaGE CLv1), ADEPT
CLr2), Wizarp (Lv3), ARCANE WizaRp (Lv4),
AND SORCERER WizARD CLv4).

MAGICAL DAMAGE — A DAMAGE TYPE USED BY SOME
ATTACKS. ATTACKS THAT DEAL MaGICAL DamAGE
MAY NOT BE PLACED ON MAGIC RESISTANT ENEMIES.

MELEE - AN ATTACK ACTION OF AN ABILITY THAT
TARGETS THE SPACE THAT THE HERO USING IT IS
STANDING IN.

ONGOING — AN ABILITY WHICH REMAINS ACTIVE ONCE
PLAYED UNTIL THE END OF THE CURRENT ROUND.
ONGOING ABILITIES THAT LAST LONGER THAN THE
CURRENT ROUND SPECIFY ON THE ABILITY OR SPELL
WHEN THE EFFECT STOPS BEING ACTIVE.

PATH — THE PART OF THE MAP THAT TRAYS TRAVEL
ALONG, WHICH CONNECTS THE SPAWN POINTS TO
THE PatH ExiT/KINGDOM, MADE UP OF A NUMBER
OF SPACES.




PATHBREAKER — THE PATHBREAKER ICONOGRAPHY IS
A IXS LINE ACROSS THE BOTTOM EDGE OF THE
HORDE CARD. IT SHOWS THREE DIFFERENT ICONS
ON IT. THESE ARE ORDERED FROM LEFT TO RIGHT,
AND CORRESPOND WITH THE PATHBREAKER CARDS
USED IN SOME SCENARIO SETUPS TO BLOCK SPAWN
POINTS AND PATH SPACES.

WHEN A PATHBREAKER HORDE SPAWNS, CHECK THE
ROW OF ICONS IN THE RED BAR. IF THE PATHBREAKER
CARD CORRESPONDING TO THE LEFTMOST ICON IS
STILL IN PLAY, RETURN THAT CARD TO THE GAME
BOX AND PLACE THE PATHBREAKER HORDE IN THE
PATH SPACE THE CARD was IN. IF THE LEFTMOST
ICON HAS BEEN REMOVED, CHECK THE MIDDLE ONE,
AND FINALLY THE RIGHT MOST ONE. IF ALL THREE
HAVE ALREADY BEEN REMOVED THE FATHBREAKER
SPAWNS NORMALLY CLE. TO THE SPACE DIRECTLY IN
FRONT OF THE SPAWN STACK IT WAS DRAWN FROM).

WHEN ATTACKING A PATHBREAKER HORDE THE RED
BAR CANNOT BE COVERED BY SOLDIERS, HEROES,
OR DAMAGE TILES AND DOES NOT NEED TO BE
COVERED TO DESTROY THE HORDE.

OPENING FATHS:

ONCE A PATH BLOCKING CARD HAS BEEN REMOVED,
HORDES WILL SPAWN FROM THE SPAWN POINT IT WAS
BLOCKING. THAT SPAWN STACK DOES NOT SPAWN A
HORDE ON THE TURN THAT THE PATH WAS OPENED.

PERFECT - THIS ATTACK CAN TARGET ANY PATH
SPACE ON THE MAP.

PHYSICAL DAMAGE — A DAMAGE TYPE USED 8Y SOME
ATTACKS. ATTACKS THAT DEAL PHYSICAL DAMAGE
MAY NOT BE PLACED ON PHYSICAL RESISTANT
ENEMIES.

PORTAL — A SpPeciAL CARD THAT WILL OFTEN FORM
PART OF THE SCENARIO GOAL. PORTAL CARDS CANNOT
BE TARGETED BY HEROES AND IF THEY REACH THE
PATH EXIT THE PLAYERS WILL LOSE IMMEDIATELY.

PROTECTION — AN EFFECT OF ABILITIES OR ACTIONS
THAT PREVENTS HEROES FROM TAKING DAMAGE.

RANGE ARROWS - THE ICONS ON A TOWER OR HERO
ABILITY WHICH INDICATES WHICH SPACES CAN BE
TARGETED BY THAT ABILITY.

RANGED — AN ATTACK ACTION OF AN ABILITY THAT
TARGETS A HORDE THAT CAN BE REACHED FOLLOWING
THE RANGE ARROWS ASSOCIATED WITH THE ATTACK.

&
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RECOVER - AN AvAILABLE ACTION FOR HEROES
WHICH RESETS THEIR HEARTS AND REFRESHES THEIR
SPECIAL ABILITY TILES. THIS IS DONE INSTEAD OF
TAKING ANY OTHER ACTION.

REGENERATE — A HERO THAT HAS BEEN REMOVED
FROM PLAY SPENDS THEIR NEXT TURN RETURNING TO
ACTION. WHEN A HERO REGENERATES THEY RECOVER
ALL OF THEIR HEARTS BUT THEY DO NOT REFRESH
THEIR SPECIAL ABILITY TILES.

SPAWN TOKEN — THESE ARE USED TO SHOW WHERE
NEw HORDE CARDS ENTER THE MAP, AND TO
DETERMINE WHICH ORDER HORDE CARDS wWILL BE
ACTIVATED IN IF THE PATH HAS ONE OR MORE FORKS
(SEe FORKED FaTH ABOVE)D.

SPEED - A HORDE TRAY WITH ANY NUMBER OF
VISIBLE SPEED ICONS WILL ATTEMPT TO MOVE TWICE
ALONG THE PATH THIS TURN.

SOLDIER TOWERS — THESE TOWERS PLACE SOLDIERS
ON HORDES RATHER THAN DAMAGE TILES. A SOLDIER
TOWER MAY BE PLACED ON TOP OF ANOTHER TOWER
OR HAVE ANOTHER TOWER BUILT ON TOP OF IT.
THE ABSOLUTE MAXIMUM NUMBER OF TOWERS ON
A BUILDING SITE IS 2. THESE INCLUDE THE MILITIA
CLv1), FootmMeN (CLv2), KniGHTs (CLv3), HoLy
ORDER (Lv4), AND BARBARIAN HaLL CLv4).

SOLDIERS — MEEPLES THAT ARE GENERATED FROM
A SOLDIER TOWER. THEY ARE PLACED LIKE DAMAGE
TILES TO COVER ENEMIES AND ALSO STOP TRAYS FROM
MOVING. THEY HAVE 1 HEART, SO WILL BE REMOVED
WHENEVER THEY SUSTAIN DAMAGE. SOLDIERS MUST
BE PLACED ON TOP OF ENEMIES, AND CANNOT BE
PLACED ON TOP OF DEADLY ENEMIES. IF THERE IS
NO VALID PLACEMENT FOR A SOLDIER GENERATED BY
A TOWER OR OTHER EFFECT, IT IS NOT GENERATED
CTHE REST OF THE EFFECT IS STILL PERFORMED).

TOWER — A CARD THAT PLAYERS WILL USE TO ATTACK
HORDES BY PLAYING THEM ON THEIR BUILDING SITES.
TOWERS COME IN A NUMBER OF TYPES AND LEVELS.
IF YOU DON'T PLAY A TOWER YOU MAY PASS IT TO
ANCTHER PLAYER, FIRST UPGRADING IT TO THE NEXT
LEVEL IF POSSIBLE.

TRUE DAMAGE - CAN BE PLACED ON ENEMIES THAT
HAVE PHYSICAL OR MAGICAL DEFENSES.

TOUCHING — TOUCHING IS USED WHEN REFERRING TO
ANY COMPONENT THAT IS ORTHOGONALLY NEXT TO
ANYTHING ELSE.
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STARTING IN SCENARIO 4, YOU WILL GET TO CHOOSE SPELLS AT THE START OF EACH GAME. SPELLS ARE
SMALL TILES THAT GIVE THE TEAM ACCESS TO POWERFUL ONCE-PER-GAME ABILITIES. ON THE BACK THERE
IS A PICTURE, THE SPELL'S NAME, AND ONE OR TWO SPELL POWER ICONS. THESE ICONS ARE REFERRED
TO IN THE SET UP. IN SOME SCENARIOS YOU MAY ONLY CHOOSE FROM SPELLS WITH 1 POWER ICON, WHILE
OTHERS ALLOW YOU TO CHOOSE FROM ALL THE SPELLS YOU HAVE.

DURING PHASE 2 YOU MAY USE ANY SPELLS THAT YOU HAVE. TO USE A SPELL; PERFORM THE EFFECT
OF THE SPELL, THEN RETURN IT TO THE GAME BOX. SPELLS THAT ATTACK HORDES CANNOT BE USED TO
ATTACK PORTALS OR BOSSES. THE SPELLS ARE DESCRIBED BELOW:

RAIN OF FIRE: THIS IS A 1 POWER SPELL. PLACE A 1x2 AND A 1x1 DamMAGE
TILE ANYWHERE ON A SINGLE HORDE TRAY. THIS ATTACK HAS THE MAGIC DAMAGE
TYPE.

REINFORCEMENTS: THIS IS A 1 POWER SPELL. PLACE TWO SOLDIERS. You MaAY
PLACE THESE ON THE SAME HORDE TRAYS, OR ON DIFFERENT ONES. THEY HAVE
THE TRUE DAMAGE TYPE.

THUNDERBOLT. THIS IS A 1 POWER SPELL. PUTr A 1x2 DAMAGE TILE ON
A SINGLE HORDE. THEN, PUT A 1x1 DAMAGE TILE ON EACH HORDE THAT IS
ADJACENT TO IT. THIS ATTACK HAS THE MAGIC DAMAGE TYPE.

LIGHTNING BOLT. THIS IS A 1| POWER SPELL. Put 4 1x1 DAMAGE TILES
ADJACENT TO ONE ANOTHER ON A SINGLE HORDE TRAY. THIS ATTACK HAS THE
PHYSICAL DAMAGE TYPE.

GEM OF TIMEWARP: THIS IS A 2 POWER SPELL. PLACE A 1x2 DAMAGE TILE ON
A PORTAL HORDE OR A B0SS LIFE CARD. THEN, CHOOSE A HERO TO SUFFER 1
DAMAGE. THIS ATTACK HAS THE TRUE DAMAGE TYPE.

HAND OF MIDAS:. THIS IS A 2 POWER SPELL. Pass A TOWER TO ANOTHER
PLAYER AND UPGRADE IT TWO LEVELS WHEN YOU DO SO. FOR EXAMPLE, IF YOU
PASSED A LEVEL 1 ARCHERY TOWER WITH HAND OF MIDAS, YOU WOULD UPGRADE
IT TO A LEVEL 3 SHARPSHOOTER CINSTEAD OF UPGRADING IT TO A LEVEL 2
MARKSMAN). THE PASSED TOWER IS PLACED IN THE INCOMING TOWER SLOT OF
ANOTHER PLAYER'S BOARD AS NORMAL.

e e e
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[ o NOTE- THERE ARE NO DAMAGE TILES IN THE GAME THAT MATCH THE GRAPHICS ON THE
SPELLS. INSTEAD, USE ANY DAMAGE TILE IN THE SUPPLY THAT MATCHES THE SIZE AND SHAPE
OF THE TILES THAT THE SPELL DEPICTS ON IT.




STARTING IN SCENARIO
S THERE IS A WHITE
BUILDING SITE AS PART
OF THE SET UP. THE
WHITE BUILDING SITE IS
OWNED BY ALL PLAYERS.
ANY PLAYER MAY PLACE
A TOWER ON THE WHITE
BUILDING SITE.

ALLERIA SWIFTWIN

TOWERS PLAYED TO THE WHITE BUILDING SITE DO
NOT HAVE TO BE PICKED UP 8Y THE PLAYER WHO
PLAYED THEM. WHEN TOWERS ARE PICKED uP, YoUu
WILL DECIDE WHICH PLAYER PICKS UP THE TOWERS
ON THE WHITE BUILDING SITE. IF THERE ARE 2
TOWERS ON THE WHITE BUILD SITE THEY CAN BE
TAKEN BY DIFFERENT PLAYERS.

ALLERIA HAS A WILDCAT MINIATURE WHICH WORKS AS AN ADDITIONAL HERO CALL RULES OF A NORMAL HERO
APPLY). THE WILDCAT CAN BE ACTIVATED EACH ROUND: IT CAN MOVE UP TO 2 SPACES AND ENGAGE A HORDE.
IF THE WILDCAT IS ON A TRAY THAT IS DESTROYED, THE WILDCAT DOES NOT SUFFER DAMAGE AND REMAINS IN
THAT LOCATION. IF IT TAKES DAMAGE IN ANY OTHER WAY IT IS KNOCKED OUT AND MUST BE RETURNED TO THE
PLAYER'S BOARD. IT DOES NOT REGENERATE. INSTEAD, IT IS PLACED IN ALLERIA’S SPACE THE NEXT TIME SHE
USES HER BASIC ATTACK. AT THE END OF ALLERIA’'S FIRST MOVEMENT IN A GAME, THE WILDCAT IS PLACED IN

HER SPACE AND MAY, ITSELF, BE MOVED.

B8ASIC ATTACK — WHEN ALERIA

USES HER BASIC ABILITY, IN

ADDITION TO PERFORMING

THE INDICATED ATTACK, SHE
MAY SPAWN HER WILDCAT MINIATURE BY PLACING
IT IN HER SPACE. IT CANNOT BE ACTIVATED ON A
TURN IN WHICH IT IS RETURNED TO PLAY BY USING
THIS EFFECT. CEXCEPT IN SOLO MODE WHEN ALLERIA
ENTERS PLAY AS A BENCH HERO)D.

(s CALL OF THE WILO - THIS
2 =i SPECIAL ATTACK MAY TARGET
a4 ONLY THE HORDE TRAY THE
THs ATTICK TARGETS TIE Shice WILDCAT IS ON AND PLACES
4 1x1 DAMAGE TILES AS
SHOWN. IF THE WILDCAT IS NOT IN PLAY THIS
ABILITY HAS NO EFFECT.

LIKE THE WIND - AFTER
ALLERIA PERFORMS  THE
ATTACK ON THIS ABILITY SHE
MAY CHOOSE ANY HERO IN
PLAY CINCLUDING HERSELF).
THE CHOSEN HERO MAY THEN
MOVE 1 SPACE AND PERFORM THEIR BASIC ATTACK.
THIS MAY RESULT IN A HERO BEING ACTIVATED
TWICE DURING A SINGLE ROUND.

DO YOU BLEED? - AS PART
OF THIS ATTACK ALLERIA
PLACES 2 ADDITIONAL 1x1
DAMAGE TILES ON THE HORDE
THE WILDCAT IS ON. IF THE
WILDCAT IS NOT IN PLAY, OR IS NOT ON A HORDE
WHEN THIS ABILITY IS USED, THESE ADDITIONAL
DAMAGE TILES ARE NOT PLACED.

&
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LILITH

T

BasiC ATTACK - THIS ATTACK

HAS RANGED AND MELEE ATTACK

ARROWS, SO LILITH CAN EITHER

PLACE THE 1x1 DAMAGE TILE IN
HER SPACE OR ON A HORDE NEXT TO HER SPACE. AFTER
PERFORMING THE ATTACK, LILITH CHOOSES HERSELF OR
ANOTHER HERO THAT IS ADJACENT TO HER OR IN HER
SPACE. THE CHOSEN HERO HEALS 1 HEART AND FLIPS A
FACE-DOWN ABILITY FACE-UP.

INFERNAL WHEEL — WHEN LILITH
USES THIS ABILITY, SHE PLACES
A 1x2 DAMAGE TILE ON EACH
HORDE TRAY THAT IS ADJACENT

: . TO HER. THIS ATTACK HAS THE
TRUE DAMAGE TYPE AND SO IGNORES MAGICAL AND
PHYSICAL DEFENSES.

INFERNAL WHEEL |

REAPER'S HARVEST - WHEN

LILITH USES THIS ABILITY, SHE

PLACES TWO 1x2 DAMAGE TILES

AND TWO 1x1 DAMAGE TILES IN

HER SPACE. THESE MUST BE
PLACED SO THAT ONE SIDE OF EACH OF THEM TOUCHES
A DIFFERENT SIDE OF LILITH’'S BASE. THERE ARE 4
DAMAGE TILES AND 4 SIDES TO LILITH'S BASE. THIS
ATTACK HAS THE TRUE DAMAGE TYPE AND SO IGNORES
MAGICAL AND PHYSICAL DEFENSES.

HeaveNLy CHAOS -  WHEN

LILITH USES THIS ABILITY, SHE

CHOOSES A HORDE ADJACENT

TO HER AND PLACES A 1x1

DAMAGE TILE, A 1x2 DAMAGE
TILE, AND TWO SOLDIERS ONTO IT. THIS ATTACK HAS
THE TRUE DAMAGE TYPE AND SO IGNORES MAGICAL AND
PHYSICAL DEFENSES.

RESURRECTION — WHEN LILITH

USES THIS ABILITY, SHE PLACES

A 1x2 DAMAGE TILE IN HER

SPACE. THEN, UNTIL THE END OF

THE TURN, IF THE HORDE TRAY
LILITH IS ON IS DESTROYED DURING PHASE 3 (DESTROY
HORDES) SHE IMMEDIATELY HEALS 3 HEARTS AND GAINS
PROTECTION FOR THE REMAINDER OF THE TURN. THIS
ATTACK HAS THE TRUE DAMAGE TYPE AND SO IGNORES
MAGICAL AND PHYSICAL DEFENSES.

)

B8asiC ATTACK - WHEN MALIK

USES THIS ABILITY, FOR EACH

EMPTY SQUARE C(WITHOUT AN

ENEMY) COVERED BY HIS BASIC
ATTACK DAMAGE TILE HE MAY PLACE ONE ADDITIONAL
1x1 DAMAGE TILE ON AN ADJACENT HORDE.

IT's HamMMER TIME — WHEN
MALIK USES THIS ABILITY HE
CHOOSES ANY HerRo CwHICH
COULD BE HIMSELF). THE CHOSEN
HERO MaY FLIP ONE OF THEIR
FACE-DOWN SPECIAL ABILITY TILES FACE UP. THEN, MALIK
MAY TAKE ANOTHER ACTION IMMEDIATELY. THIS ACTION CAN
BE USED TO PERFORM A BASIC ATTACK, USE AN ABILITY
COTHER THAN IT'S HAMMER TIMED, OR RECOVER.

EARTHQUAKE - PLACE THE
EARTHOUAKE DAMAGE TILE ON
THE HORDE TRAY IN MALIK'S
SPACE. UNTIL THE END OF THE
ROUND, ALL HEROES CINCLUDING

IT'S HAMMER TiME

ANY ONE HERO
RECOVERS AN ABILITY.
TAKE ANOTHER ACTION.

B .
" MaLIK) HAVE PROTECTION WHILE THEY ARE IN THE SAME

SPACE AS MALIK.

HAMMER SMASH - WHEN MALIK
USES THIS ABILITY, FOR EACH
SQUARE WITH AN ENEMY IN
IT THAT IS COVERED BY THE
HAMMER SmasH DAMAGE TILE
HE MAY PLACE ONE ADDITIONAL 1x1 DAMAGE TILE ON
SINGLE, ADJACENT HORUDE.

HAMMER SAMASH ’

For EacH
Enestr coveren,

CaN'T TOUCH THS — WHEN
MALIK USES THIS ABILITY HE
HAS PROTECTION UNTIL THE END
OF THE ROUND. ADDITIONALLY HE
MaAY PERFORM HIS BASIC ATTACK.

CAN'T TOUCH THIS




: - THIS ATTACK
ALLOWS MAGNUS TO PLACE AN
ADDITIONAL 1x2 DAMAGE TILE
ON A TARGET HORDE TRAY IF
HE IS STANDING ON A BUILDING SITE, NOT A PaTH
SPACE. PLEASE NOTE THAT IT MEANS THIS BUILDING
SPACE CANNOT BE USED TO PLACE A TOWER IN THE
SAME ROUND UNLESS MAGNUS’S MINIATURE LEFT THE
SPACE AFTER PERFORMING THIS ATTACK.

Hocus Pocus - WHEN MAGNUS

USES THIS ABILITY HE MAY

MOVE ANY HeRO CINCLUDING

HIMSELF) TO ANY LEGAL SPACE
RV ON THE BOARD. THEN THIS HERO
PERFORMS A BASIC ABILITY ATTACK. ADDITIONALLY
MAGNUS PLACES 3 1x1 DAMAGE TILES ON THE TARGETED
HORDE TRAY.

Ir Maselrs &GN A BALONG WTE,
FuT @"_ ON THE TAESET MORDE,

MoveE anyY HERC TO ANy -
SPACE. THAT HERO PERFORMS
A Basic ATTACK. THEN,
pur | | (B on 4 noroe
THEY ATTACKED.

MIRAGE — WHEN MAGNUS USES
THIS ABILITY HE PLACES TwO
SOLDIERS AND TWO 2x1 PIECES
ON A SINGLE HORDE THAT IS
R ADJACENT TO HiM. THESE DAMAGE
TILES AND SOLDIERS MUST ALL BE PLACED ON THE SAME
HORDE CARD. THIS ATTACK DEALS MAGICAL DAMAGE.

KNOWLEDGE IS POWER -
MAGNUS USES THIS ABILITY
TO COPY THE EFFECT OF ANY
OTHER SPECIAL ABILITY THAT IS
D IN PLAY, EITHER HIS OWN OR
ANOTHER HERO'S. MAGNUS MAY CHOOSE AN ABILITY
THAT IS FACE DOWN TO COPY. MAGNUS PERFORMS
THE COPIED ABILITY AS IF IT WERE HIS OWN, TREATING
ALL INSTANCES OF CHARACTER NAMES AS IF THEY WERE
HIS (SO, FOR EXAMPLE, IF HE COPIES MALIK’'S “CAN’T
TOUCH THIS”, MAGNUS WOULD GAIN PROTECTION UNTIL
THE END OF THE ROUND EVEN THOUGH THE COPIED
ABILITY SAYS ‘MALIK’ IN ITS TEXT)D.

USE ANY OTHER HEROD
ABILITY THAT IS IN THE
GAME AS IF IT was
YOURS. YOU CAN USE AN
EXHAUSTED ABILITY.

Basic ArTacK - IF THE IGNUS

Basic ATTACK DAMAGE TILE

COVERS EXACTLY 2 ENEMIES

IGNUS MAY PLACE ONE
ADDITIONAL 1x1 DAMAGE TILE ON EACH ADJACENT HORDE
TRAY.

FLAMING FRENZY - WHEN IGNUS
USES THIS ABILITY AND THE
FLAMING FRENZY DAMAGE TILE
COVERS EXACTLY 3 ENEMIES;

IGNUS CHOOSES ANY ONE HERO
CINCLUDING HIMSELF). THE CHOSEN HERO IMMEDIATELY
HEALS 1 HEART.

EMMEEMEMIE’
G‘DOﬁE-‘Jl\EHER{)
TO HEAL .

FIRE ¢ BRIMSTONE - WHEN

IGNUS USES THIS ABILITY AND

il THE FIRE ¢ BRIMSTONE DAMAGE

Yoy o= TILE COVERS EXACTLY 3 ENEMIES

HE MAY PLACE TWO ADDITIONAL

1x1 DAMAGE TILES ON A SINGLE, ADJACENT HORDE TRAY.

SURGE OF FLAMES - WHEN

IGNUS USES THIS ABILITY HE

MAY MOVE UP TO 4 ADDITIONAL

SPACES AND PLACE A Ix1

DAaMAGE TILE ON EACH HORDE
HE MOVES ONTO DURING THIS MOVEMENT. IGNUS MAY
STILL USE HIS BASIC MOVEMENT BEFORE OR AFTER
USING THIS SPECIAL ABILITY. THEN, IGNUS OR A HERO
ADJACENT TO HIM HEALS 2 HEARTS.

LeET’'s BURN - wHEN IGNUS

USES THIS ABILITY HE MAY

PLACE TWO 3x1 DAMAGE TILES

ON TwWO DIFFERENT HORDE

TRAYS THAT ARE ADJACENT TO
THE SPACE HE IS ON. THE HORDE IGNUS IS ENGAGED
WITH MAY NOT BE TARGETED IN THIS WAY.
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