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Character tokens, cards and sliders (each card has 1 white, 1
black, and 1 green slider).

= Jng

i o e e "
R e e v o e e

. he<rmlog f o ot g
Move B ls

. m“"h_“m M‘ h‘ e
- v e prd s 1 S e
S rhalark g i by bl ey s o g - v

: Kick @l
ﬁ; 16k bl s 3 e 0 yous o ey e this

Chamber of Cflampions Sigil Events card
. and Quick Reference cards.

s, Whusbes ¢f Thampions Highl Cvesds

%@%‘M“ﬂd"i A Bl b O e TN



- Game Owe

4 Note: '
Marrowmourn Halls is played the same way no matter
the number of players.

Marrowmourn Halls is a 1 to 4 player cooperative dungeon crawler. You play as one of four unique characters that has mysteriously woken up inside the cursed

dungeons of Marrowmourn Halls! You must escape, or you shall be imprisoned for eternity!

The game is split up between 4 Floors, the goal of Floors 1-3 is to reach th
will fight the Boss. Should you defeat the Boss, you will break the curse of Marrowmourn Halls and escape!

ity
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requently used tevm

Adjacent - Any space that is touching the chosen space (See Figure 1).

Open Space - Any space that doesn’t have a Token in it.
el

Token - Any circular piece, This includes Character Tokens and Sigil Tokens (See Figure 2).
Characters - Any Character Token. This definition includes all Players, Restless, Summons, and Bosses.
Players - The main Characters (See Figure 3).

Enemies - Any Character that you consider an enemy (other Players can be considered enemies in the Chamber
of Champions mode).

Restless - The Black-Bordered enemies. Sometimes Green-Bordered Characters can be considered Restless,
you will be notified by an Event card if this is the case (See Figure 2).

Summons - The Green-Bordered Characters that you Summon through Abilities, Items, or Events (See Figure
2).

Sigils - Red-Bordered Tokens (See Figure 2).

ﬁgﬁm - Any Cursed Space with a star in it (See Figure 5). A Sigil Space is considered activated if there is a
Sigil token in it. It is considered unactivated if it is empty.

Cursed Space - Any space outline that has a red/orangish color to it (See Figure 5).
Bosses - The larger Character Tokens that only spawn on Floor 4 (See Figure 4).

Spawn - Drawing a Restless from the Restless bag and placing it in the spawn area that is equal to their spawn
value (See Figure 36 for more information, page 9).

g DA » —a ey oy

Figure 1, vaces highlighted in green are Figure 2, Restless, Summons and Sigil Tokens.

considered ad] Player Character.

xit and use the “Exit Floor” ability (more on that later). However, on Floor 4 y

Figure 3, The Player Characters. 2




Figure 6, The Floor 1 mat is set up alingside the other mats (they
stay folded until needed) and the Quick Reference card.

1. Marrowmourn Halls consists of two sections; Dungeon floors and the Ancient Text sections.
You will begin the game on Floor 1 during the Dungeon floor section, go ahead and set everything

up (See Figure 6).

2. When placing the Event Deck, be sure to place it with the cards facing up in ascending order
(Gard 1 at the top, followed by card 2, card 3, all the way to card 13 being at the very bottom) (See
Figure 10). Unused cards can stay in the box.

3. Be sure there are 44 Black-Bordered Restless Tokens in the Black bag, 8 Red-Bordered Sigil
Tokens in the Red bag and all of the Green-Bordered Characters are in the Green bag (See Figure

7)-

4. Players then must choose their Character. All of the Characters have the same abilities, so just
pick the one you think looks the coolest! Be sure to place the Bonus Abilities card beside your

Character card on the “Marrowmourn Halls” side (See Figure 8). Also, make sure you set your

! Figure 7, Toss the Tokens into the correctly colored bag.
sliders to 0 EXP, 0 Soulfire, and 5 Seconds. e 3

II I H : \§ Saaaame et oo ot}

51gil Token BJS

5. Place your matching Character token in one of the green Player Spawn spaces (See Figure 11).

6. Each player then chooses 2 weapons and they must take all three levels of each chosen weapon
(they will all have the same background color). Players start with their weapons at level 1 (they
can be upgraded later) (See Figure 9). Weapons that are not chosen can be returned to the box.

7Z. Players must then choose the final boss (See Figure 12). You will encounter this boss on Floor 4
(the Final Floor). If you can make it that far of course! After a boss is chosen, place the chosen
boss’ card at the bottom of the event deck (Below Event Card 13). Make sure the play area is ready
(See “Final Setup”, page 4) and then you are ready to begin your escape!

Fig.ure 12, The King Boss card, an example of a Figure 11, Place your character token in oncof 1 !
Boss Card. the 4 Player Spawn Spaces. A

;

TEKI

* Figure 8, Player Character card face up with card clips in

| the correct spaces. Players start with 0 EXP, 0 Soulfire, and
5 Seconds. The Bonus Abilities card is on the
“Marrowmourn Halls” side.

NG r néuou ;
. J RLYCT Sp 2V 0
Floor 1

Ominous Laughter (even number

Event cards are cards that give c 4 AT - T o
you instructions. You progress Figure 10, A face up Event card. Flavor text is circled in red, the card™
through the dungeon whenever number is circled in yellow, and the instruction text is circled in green.

you complete the instructions on . {
these cards. You must move onto g 3 n i --
the next Event card when you
Complete the instruction listed “You AWAKEN IN A DANK AND DECREPIT CELL. IT 15 0PENED, You DON’T REMEMBER

3 HOW YOU GOT HERE, BUT YOU FEEL AN INTENSE URGE IN THE PIT OF YOUR STOMACH

on the bottom of the card (See g 10 GET ouT HASTILY.”
Figure 10).

Figure 9, Player card with Bonus Abilities and Weapons.
Make sure the weapon cards have level 10n top and level 3
 at the bottom! ¢

You may find it immersive to
read the flavor text in your most ONTINUE TO THE NEXT CARD AFTER YOU HAVE YOUR
sinister voice on each event card & CHARACTER TOKENS ON THE PLAYER Spawn on Froor 1.

when they are revealed!




c Rtstlcss Bag ‘ : P i
(F:llcd with Restless 4 C(Fi hd \\'uh Sigil §
‘Tokens). g | Tokens). ¢

Event Card Deck
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Note:
This setup is set up for 1 player.

Figure 13, Tokens go into the bag based off of their
colored border.

Me4

There are 3 different bags that you will interact with. The Black Restless bag, the Red Sigils bag, and the
Green Summons bag. Anytime you remove a Token from play, you will return the Token to one of these
bags. Black bordered Tokens will be returned to the Black bag, Red bordered Tokens will be returned to
the Red bag, and Green bordered Tokens will be returned to the Green bag (See Figure 13). Anytime you §
. interact with the Black or Red bags, you must shake them afterwards to shuffle up the Tokens inside! For '
the Evil forces shift around the dungeons! :

The only Tokens that do not go into these bags are the Boss Tokens and the Character Tokens. Thcse ;
Tokcns can stay in the game box until needed (See Figure 14). ;

Flgure 14, Chammr Tokens and Bos~
Tokens do not go into any




The i.iﬂ Floor

These blue pages will go over how the Dungeon Floors section of the game is played.

Flgure 15, All ofthc Dungeon Floors 1, 2, 3, and 4 (left to right). You will bc startmg on Floor 1.

=
=5 3
1“=_-5 o

During the Dungeon floor section, the goal is to activate the Exit Sigils (more on that later in the “Sigils” section) and then use the “Exit Floor” ability at the

b, Fxic (See Figure 16). The Sigils required to escape the Floor are at the Exit (See Figure 17). “ i "

b The Dungeon floor section is divided in two phases; the Player phase, and the Restless phase. You will go back and forth between these two phases unul all Players
are wounded (see “Destroying a Character”, page 8) or a Player uses the “Exit Floor” ability (See Figure 16). The Player phase always starts first,

@h B [a B t h a . ' Figure 16, A Characters Bonus Ability card.
% The Exit Floor ability is circled in green.

During the player phase, each player takes their turn. Players may take their turns in any order but they cannot split
ap their turn, they must take their entire turn.

At the beginning of the Player Phase, Players flip their cards face up and set their time to 5 seconds (3s). On a
Player’s turn they may use any abilities that they have enough time for. An ability is any text on a card that has an "B % Drav 2 Sigil Token and place it over an
hourglass symbol followed by a number (See Figure 16). i " adjacent empty Sigil Space (you must be

« adjacent to one to use this ability).

Whenever you play an ability, slide down your timer equal to that ability’s time cost (See Figure 19) then do what 3 Scrap Bandage B35

the ability text says to do. If you don’t have enough time, then you may not use that ability. You may only use /. You may recover an adjacent wounded
abilities on your turn. ; i: player

. Exit Floor @5s

At the end of your turn, you must flip your Character Card over. You may end your turn whenever. If you end your Voo it s the Wt Sl schvaned
turn without spending all of your time, you will get a defensive boost. This boost is added to your base defense until ¢ and on an Exit Space to use this ability
the next Player Phase (See Figure 18). "% ALl Players gain 1 EXP for each

unactivated Sigil Space then flip the mat i

i s over to the next Ancient Text chapter.
After you end your turn, the next Player then takes their turn and this continues until all Players have taken their §

turns. Once all Players have taken their turns, the Player phase ends, and the Restless phase begms (Restlcss pha:.e

on page 9). _ ‘ -

Figure 19, Slide the slider down the Time
Tracker whenever you use an ability.

" Figure 17, The green spaces are the Exit. The

Figure 18, Unused time grants a Defensive bonus. This bonus is it A i
8 ’ BEERLS > yellow, red, and green sigils must be activated in

> ; .. 1
: r’s base Defense w :be g > 1Y g o :

added to your Chnr:zctc.rls base DLFLR:;&AL ntil the bggmz‘lmb of the order to use the “Bixit Floor ability on this Floor.

next Player Phase. In this example, Edith has a Defensive bonus |

of 3, thisis added to her base Defense making her total Defense 5.

F——y . - "
Loy ; , pria

d. ! 1“‘ 0 .
'+5 Defense ' f"
+4 Defense '
i +3 Defense
s +2 Defense B
= +1 Defense )

Time t =" No Defensive Bonus
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FMovement

Most Characters can move. When moving, Characters may move to any
h adjacent open space. They can move diagonally and orthogonally.

. Players and Summons cannot move into Cursed Spaces (See Figure 20).
. However, Restless may move through and end their turn on Cursed Spaces.

» ¢

Draw a Sigil Token and place it over any Sigil
Space (Sigil Event is activated).

Sigil Cvents

Spawn a Restless. All players gain 3 Soulfire.

oot 1
r

Spawn 2 Restless if there are no Restless on the
o~ Floor. Otherwise, destroy up to 2 Restless (do not
AT collect EXP).

i Summon The Red Wulf ar spawn 4. This Summon
Destroy any Restless (do not collect EXP). is considered a Restless when spawned this way.

. Spawna Restless.

A Player resets their time to 5 seconds (unflip
-m‘ Spawn a Restless. Move all Restless with a Defense player cardif flipped).

 of 6asifit were their turn (movement only).
#

Tard

Spawn a Restless. Move all Restless with a Defense of
2 as if it were their turn (movement only).

CONTINUE TO THE NEXT CARD WHEN YOU EXIT FLOOR 1.

e,

FMarvowmourn Salls
7 BonusAblhues bt

Achvate Slgll NZ;

# Draw a Sigil Token and place it over an
! zdjzcem: empty Sigil Space (you must be
adjacent to one to use this ability).

% Scrap Bandage B35
':- You may recover an adjacent wounded

i player.

» Exit Floor @53 o
* You must have the Exit Sigils activated :;F
3; and on an Exit Space to use this ability. é
T Al Players gain 1 EXP for each "":
" unactivated Sigil Space then flip the mat ? o
* over to the next Ancient Text chapter "

oAt
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' Figure 25 The Character card. The Soulfire slider is circled in green, the “Command
Summons” ability is circled in yellow, the “Burn™ ability is circled in red, and the EXP
slider is circled in white.

Soulfire is a resource gained through various abilities such as the “Burn”
ability (See Figure 25).

. Whenever you gain Soulfire, you simply slide the Soulfire slider to the
right. You may have a maximum of 10 Soulfire (See Figure 25).

You may spend Soulfire after making an attack to deal extra damage. Your J§°- 2 ; £ 514 Mere o sy i penspce (igonly o Ocogosly Yo oy s
! i 3 - move into red spaces. I chis abilcy is used 5 times on your corn, you may use his
i attack deals extra damage to the target equal to the amount of Soulfire that % / abilicy s fr e,
you spend. ] ; )
ahilicy s wied § thves 0m yosr carn, you mey uee thi abliey omce for-
Keep in mind that your Soulfire can only be spent to deal extra damage on 48"  — o M | | T
2 o~ Gain # Soulfire (Soulfire can be spen to add damage to 3 atack you make). If
attacks you make. Not other Players attacks, and not your Summons 2 I e e e
attacks. ; : -

Some weapons have abilities where you use Soulfire as well. Weapons such
as the “Stick Wand” or “Strange Staff. i o

T

Summons

Summons are Characters with a green border that you summon through using an ability or other means.

Figure 26 A Summon that has a star. It is Summoned
on the Star side.

Summons are controlled by the “Command Summons” ability (See Figure 24). When summoning, if there
is a star on one side it is summoned on that side (See Figure 26). That Summon can be flipped to the other
side later by an effect or ability.

When you activate your Summons, you may move them a number of spaces equal to their movement value (M). Like Players, Su mmons may not move
into Cursed Spaces. After that, you may have them deal damage equal to their attack value (A) to all adjacent Restless and Boss (if you can target it). If
your Summon destroys a Character, it is as if you destroyed the Character (you collect EXP, get credit for a Player kill in Chamber of Champions,

etc). i

You may return your Summons to the green bag at any time. This is also known as “Desummoning”.

Vg,

4 Summons only stay on the Floor that they were summoned to. Whenever you exit a Floor, all of your Summons are returned to the green bag and
must be resummoned on the new Floor.

E. ) ”--ﬂ%w-w'

EXP is the slider located at the bottom of the Character Card (See Figure 25). EXP is gained through destroying Restless. You can also gain EXP
through the “Exit Floor” ability if you leave empty Sigils when leaving a Floor.

| The EXP value of a Restless is located on the back of their Token (See Figure 27).

. You may have a maximum of 10 EXP. once you reach this maximum, you may not gain any more until it is spent at the Ancient Text interpreting

Scripture (See “The Ancient Text”, page 10). o
S ol s B Eoa

Figure 27 The Front and Back of a Restless Token.




Figure 28, An Example of Linc of sight. In the top image,
Edith does not have line of sight of that Restless. However,
she does in the bottom image.

Escaping won’t be easy as you will be constantly haunted by the Restless souls that linger in the
© dungeon. You must destroy them in order to survive!

To destroy a Character, you must deal enough damage equal to their Defense value (D) or greater
(See Figure 29).

At the end of each phase (Player and Restless), all Non-Wounded Characters heal back to their
defense value. Damage does not persist between phases so you must destroy before the phase ends or
else you are wasting your time!

There are 2 different types of attacks: Melee attacks and Ranged attacks (See Figure 30). You may
have your attacks deal additional damage by spending Sea/fire (See “Soulfire”, page 7).

Melee attacks - A Melee attack may only deal damage to a Character that is in an adjacent space.

Ranged attacks - A Ranged attack may deal damage to any Character within line of sight. Line of

sight is drawn by sliding your Character piece in a straight line towards the target. As long as your

Character piece doesn’t touch any Walls or Tokens on the .~.tr:ught path to touchmg the target, then

you have line of sight (See Figure 28)
e o

Figure 29, A Playcrand a Rc;tlu:..

Their Defense value is circled in green.

Figure 30, Leftis a Melee attack that deals 2 Damage.
. Right is a Ranged attack that deals 1 Damage.

I

ﬂﬁlm'_
N\

Qestrouing a Thatactes |

Whenever a character is destroyed, one of the following happens (depending on the character type).

Restless - Whenever a Player destroys a Restless, they add EXP equal to that Restless’ EXP value (See Figure 31) and then return that Restless to the blzc]. bag
EXP is used to interperet scripture from the Ancient Text (See “The Ancient Text”, page 10). If a Restless is destroyed by anything other than a Player or
Summon, then they are simply returned to the black bag.

Players - Whenever a Player is destroyed, their Token is flipped over to the wounded side (See Figure 32). The Player stays on this side until another Player uses
the “Scrap Bandage™ ability on them (See Figure 33). While the Player is on the wounded side, they still have a turn. However, the only abilities they may use are
the Wounded abilities listed on the back of the Character card (See Figure 32). You lose the game whenever all Players are wounded. When a Player is recovered,
they flip their Character Card and Token back over and resume play as normal with 5 seconds to spend. ‘ ‘ l

Figure 33, The “Scrap Bandage”
ability circled in green.

Summons - Whenever a Summon is destroyed, it is returned to the green bag until it can be summoned again.

O i R i ey
; Flgure 32, The wounded abilitics on the back of the Character
% card as well as the Character token on the Wounded side.

Figure 31, The EXP bar is circled in green. The EXP value is
on the back of a Restless token. When gaining EXP, slide the
slider to theri

dll dErowmourn Falls

Suulfiee: § o] “ Drawa Sigil Token and place it over an
adjacen empry Sigil Space (you must be

« adjacent 1o one 1o use this ability).

this side. Your summons arc destroyed. You may only
use onc of the following abiitics once per turn
3 (cannot use weapons or bonus sbilities):
e Crawl
N\ & Mo iy it e (Disocaly i
. Orthogonally). You may not move into red spaces.

Scrap Bandage [§3s
¢ You may recover an adjacent wounded

Lasi

W W R

Morve & restless wichin line of sight 1 space. You may ™ * ¢ * Exit Floor [J5s

ot use this on the boss. You must have the Exit Sigils a
and on an Exit Space to use this abi
% Al Players gain 1 EXP for each

& Sonlfice (Soulfir can b spenc 1054 demage 1018 sk you ke I
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{The Restle ?ha

During the Restless phase, the following sequence commences:

Step 1- Move all Restless in the room a number of spaces equal to their movement value towards the Player
or Players that they are closest to. ;

Step 2- All Restless make a Melee attack on all adjacent Non-Restless Characters. ‘

: The Restless Phase Sequence is
.....LC.D..E.. Spawn Restless equal to the number of Playcrs plus the number of Sirens currendy on the Floor. {8 &8 also Tisted ontthe back of e
' Quick Reference card as a
& quick reminder. i

 Sequence Breahdown

Step 1 (in depth)- Restless can only move onto adjacent open spaces. Unlike Players and M
Summons, they may also move through open Cursed Spaces. They will always take the quickest most
efficient path towards the Player or Players. They will also try to be adjacent to as many Players as

Figure 34, An example Restless. The Movement
value is circled in green, the Spawn value is circled

i possible (See Figure 38). They may move a number of spaces equal to their movement value (M) (See
Figure 34).

in yellow, and the Attack value is circled in Red.
If there are two Players that are equal distance away from the Restless, they will move towards the
Character who is older (See Figure 35).

. Step 2 (in depth)- All Restless deal damage to all adjacent Players and Summons equal to their
attack value (A) (See Figure 34) (See “Combat” for more information, page 8).

Step 3 (in depth)- Pull out a number of Restless from the Restless bag equal to the number of
Players plus the number of Sirens (See Figure 36) that are already on the floor. You will then place

' Figure 35, A Character’s age is listed on their

. : = 3 i Character card beneath their name.
them in one of 4 spaces in the spawn zone that corresponds to their spawn value (§) (See Figure 37). $

There are only 4 spaces at each spawn. If there is no more space at a spawn zone, then that Restless
cannot spawn (you choose which spawn and which do not).

The Portal Instability Tokens count towards Restless spawning (See Figure 39).

- Figure 36, This is a Siren Restless. It causes

more Restless to spawn during the Restless

phase only.
- M:0

After the Restless sequence has finished, the Restless phase ends and the Player phase begins again.
This continues indefinitely until all Players are wounded or a Player uses the “Exit Floor™ ability.

Figure 37, This Restless must spawn at spawn zone 4 (as indicated by the spawn value
on its token). You choose one of the three free open spaces to spawn this Restless in.
2] S
*+1 Restless spawn during the
Restless phase

Figure 38, Even though this Restless is already adjacent to a
Player, it can become adjacent to two Players so it will keep

moving in order to do that.

» Figure 39, This is a Portal Instability
Token.

This counts as a
spawn. Return
this to bag after
spawning is
complete.
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Figure 40, All of the Ancient Text Chapters. They are located on the other side of the Floor mats.
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The Ancient Text g
The Aucient Text

s

During the ancient text floor section, you use your EXP to interpret powerful scripture. When you first open the book, two things happen:

1 - All wounded Players are recovered.

. I 1e

2 - Everyone’s Soulfire is set to 0.

Afterwards, you may interpret as much scripture and as many times as you have EXP for (unless otherwise stated). You may also interpret seripture
for other players. Whenever you spend EXP to interpret scripture, the text below it immediately activates.

The Ancient Text section ends when all players are rcady to move on to the next floor. If there are any leftover EXP in players inventories then the
EXP simply stays in their inventories. ; : :

oAt

Floor 4 is the final Floor. This Floor is special bccause the goal is to destroy the Boss rather than to Exit the Floor. When you arrive on this
Floor, spawn the Boss immediately in the center of the Boss Spawn (unless otherwise stated) (See Figure 42).

The Boss moves and attacks during the Restless phase as if it were a Restless though it cannot be damaged like one (Unless otherwise stated).

Each Boss functions differently and has different ways in which they are defeated. This information is listed on their card (See Figure 41). Since
the there is no Sigil events card for Floor 4, whenever you activate a Sigil, you count up the number of Sigils that have been activated (including
the one you just activated) and then resolve one of the Bosses abilities. The ability resolved is determined by the number of Sigils being an odd or
even number.

Once the boss is destroyed, you safely escape Marrowmourn Halls!

Note:
Anytime you interact with the Black or Red bags, you must
Figure 41, A Boss card. It’s abilitics are circled in green and the relevant Sigil requirement is shake them afterwards to shuffle up the Tokens inside! For

circled in red. Note that each Boss will have different abilities and Sigil requirements. the Evil forces shift around the dungeons!

SNt oL - * “nf c rafp

THE KING OF MARROWMO“RN HALLS J Figure 42, Spawn the Boss in the center of the Spawn. The Boss

does not have a Spawn value because of this.
Giant

Characters do not block line of sight \»hgn targeting
the King.

The Chosen One
ou are not tbf one At the beginning of Floor 4, give this card to a

ﬁom tbf ?rapbf(y [2*  player. Af.:cr rh.c 3 sigils have been acfiva:cd, only

the one with this card may damage this boss.

Charge! (odd number of activated sigils)

Move the King 10 spaces towards the closest player
or players. All non player characters in his path are
destroyed.

Ominous Laughter (even number of
activated sigils)

% All players lose all Soulfire.
)\




Che Thamber of
Champions

Many will enter, one will leave.
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F Chamber of Champions WY

Chamber of Champions is a separate game mode from Marrowmourn Halls. In this mode, players are competing to be the first to have 10 EXP!

~ g - o P Ly
. If you haven’t, go play it! It’s a fun game! The Chamber of Champions™§
mode is similar to Marrowmourn Halls with 3 main exceptions, there are no Restless, Players are attacking each other, and weapons are randomly
shifting! To win, you must be the first to have 10 EXP. . . e -~ —— aoe gy

How do I gain EXP? By destroying other Players of course!

i . - . .
Whenever you destroy a Player, you gain 2 EXP and you spawn them in an open Playerspawn space (See “Destroying another Player” , page 13).
¥ 3 yer, you g Y P P YCISE P yiug ) pag
k You can also gain EXP from certain Sigil Even

i

1 Figure 43, A Character’s age is listed on their
1. Players pick Characters. Be sure Player bonus abilities are on the “Chamber of Champions” side. |

Character card beneath their name.
il

2. Shuffle all 30 weapon cards together.

Q3

3. Make sure the Chamber of Champions Sigil Events card is out.

S - 2 - £ i

4. Players will then draw 2 weapon cards from the weapon deck and keep them hidden in their hand.
. 5. Players place their Character Tokens in open Playerspawn spaces in order from youngest to oldest (See Figure 43). Make sure all players have their
sliders set to 0 EXP, 0 Soulfire, and 5 Seconds. Return any unused components to the game box.

e N W

6. The game may now begin! Players take their turns just like in Marrowmourn Halls by spending time on abilities. Though instead of choosing turn ;
order freely, turn order goes from youngest to oldest character.

hamber of Champion
nts card only (the Event @S This is setup fora 4 §
J?LL k is nuF used in this mode). ) 4 Playcr game. For les !
7 i A ' Players, simply return §
9 the unchosen ‘
Character cards and
! Tokens back to the : {
box. L\
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Weapon cards can either be in your hand hidden from other players or on the table ready to play. You 3 Bo_ngs Abiliti gt fﬂj |
have 2 abilities that deal with weapon cards: Imagine Weapon and Manifest Weapon (See Figure 44). PR AR DAk k\"“‘{

% Drawa sigil token and place it over an J k
'; adjacent empty Sigil Space (you must W{ i

be adjacent to one to use this ability). 1

You may only have 2 weapon cards in your hand at one time (See Figure 45).

You may only have 2 weapon cards on the table at one time (See Figure 45).
* Imagine Weapon E0s
. ET— Draw until you have 2 weapon cards
When a weapon is on the table, you may use the abilities listed on that weapon card on your turn. ; ) P
in your hand.

At the beginning of each of your turns, your weapons that are on the table are discarded and all players - Manifest Weapon B0s

are healed (Damage does not persist between turns). Play a weapon card from your hand.
i [: You may only play 2 weapon cardson

= your turn and they are discarded at the 3

X beginning of your next turn.

‘There is no weapon card discard pile. Instead, whenever you discard a weapon card you place it face down
at the bottom of the weapon card deck.

Figure 45, This Player has 2 cards in their hand and 2 cards on the table to use. This is
0 the maximum amount of weapon cards that a Player can have ac one time. The Player’s
W weapon cards that arc on the table will be discarded at the beginning of this Players turn,

estroying another & layer &

Destroying other Players is the main way to gain EXP. L ._...‘:
M Figllre 46, This is an open Pl;lycrspa\\'n
Damage does not persist between Player turns. You must destroy your target before your turn ends or else you are space.
|

wasting your time: e o ““1 | ‘_/,,, i
'M ‘u—mﬂm Y g ;“,’

Whenever another character is destroyed, They do not become wounded. Instead, all of their Summons are

destroyed, the attacker gains 2 EXP, then the actacker must place the destroyed Characters Token in any open

Playerspawn space (See Figure 46). Afterwards, resume play as normal. g

-




Summons function the same way in Chamber of Champions as they do in Marrowmourn Halls. However, there is a chance two Players could be
summoning the same type of Summon. If this is the case, then the Players must rotate the Summons in different directions to signify which one is
theirs (See Figure 48). ’ > ; i

. Ifa Player goes to Summon a Summon and there are no remaining Summons of that type in \the green bag (Lhey are all on the Floor) then thac Playcr
cannot Summon. The Summons on the Floor must be destroyed or desummoned ﬁrst.

Summons may not move into Cursed Spaces or Playerspawn spaces (See Figure 47). Figure 47, Summons may not move into cither one of

these types of spaces.

You may desummon your summons at any time.

Figure 48, In this example, Edith has just summoned 1 Summon and has rotated it in the same direction she is facing (North). Alton has 2 Summons on the Floor and they are
rotated the same way he is rotated (West).

R




Q: Can I move and attack Diagonally? ‘
: You may move and attack both Diagonally and Orthugcmallv. [

4 (‘:m I nmLc my Summom J.t[dtk first, then move?

: Can I move through other Players or my Summons?
: No. You may maneuver around though (See Figure 50).

: Do my Summons or other Players block line of sight?
: Yes. Any token or wall blocks line of sight.

: Can [ use Soulfire for my Summons attacks?
A: No. Soulfire is only for attacks that you make.

: Is there a “Zone of Control”, “Engagement Rules” or “Flanking Rules” in []]ls fmmn)

A: No. You may move into any adjacent open space that is not red. i i

: When my character is destroyed or wounded, is EXP and Soulfire effected?

: No. EXP and Soulfire stays the same unless otherwise stated.

s Anc red or green spaces LOllhldt.rt.Ll umn spaces?

: When spawning Restless, if T spawn a Siren, do I need to spawn extra Rt:.[lt’h this uha:.d

: A Siren duc: not spawn extra Restless during the phase that it is summoned.
' I % Hi 8l

.

Figure 49, The Player may move diagonally despite the two tokens “Blocking” T80 Figure 50, You may not move through other Characters. However, you may move

her. This is because she is moving into an adjacent open space. diagonally around them.




8 You may target characters within line of sight that
are 2 spaces away.

Water Blast @25
“3 You may then move the damaged character 1 space.

Undertow @23

You may move another character within line of sight to
any other open space within line of sight. You may not
use this ability on the boss.

SRS R

Portal Spell [J) I3

You may place your character in any open space within
X spaces of their current location. X is the amount of
your Soulfire you wish to pay.

Soulfire Spell o8
Gain 9 Soulfire.

Alter Reality 55

You may place any characters (friend or foe) in any
open spaces. Each character moved this way costs 2
Soulﬁre. You may not use this abllny on l:he boss.







