
12 Prophecies

1 Favour marker

36 Cards in four suits:
Grails, Coins, Staffs and Swords

4 Horsemen of The Apocalypse

The first player to fulfill three Prophecies wins the game.
However, if all Four Horsemen are revealed, The Apocalypse is 
unleashed upon the world and both players lose the game!





Whenever a player has placed a card in all
four card slots on his side of a Prophecy, the
opponent has his next turn to choose to
respond, by playing at that Prophecy. 
The player with the highest total card 
value on his side fulfills the Prophecy:
 1: Discard all cards at the 1: Discard all cards at the
  Prophecy.
 2: Winning player takes
  the Prophecy card.
 3: Resolve the effects of
  the Prophecy, if able.
 4: Losing player takes
  the Favour marker.  the Favour marker.

If less than three Prophecies 
are in play, draw a Prophecy
and place it face-up 
between the players.

The Favoured player starts the next round.
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