






If a unit is attacking a hero, which is the primary goal, it deals 
damage to that hero equal to the combined melee and ranged attack 
values of the attacking unit.

6. Exhaust the Defender

If the defending unit survives the attack, it is exhausted 1 time.

7. Clean Up

Remove all attack tokens from the cards that pertain to this round of 
combat. Damage/health tokens are not removed during this step.

GUARDIAN
�ere are a few keywords in the game that determine whether a unit 
can be attacked or not, or if a unit can directly attack an enemy hero, 
etc.

Each unit in an active state is a guardian. �is means that attacks on 
an opponent’s card, including exhausted units and the hero, may be 
declared only after there are no guardians on the battle�eld for the 
opponent’s card.

If a player does not attack with their unit, it stays active and is 
considered a guardian. �e opponent must attack this unit �rst, 
before they can attack anything else (i.e. non-guardian cards: 
exhausted units and the hero). In other words, not attacking with 
units is the best way for a player to defend their hero and the rest of 
their army.



Cards are considered guardians only if they are able to declare an 
attack on an attacking unit, and the attacking unit can declare an 
attack on them. 

For example, if an invisible unit wants to declare an attack and the 
opponent has a unit in an active state, the invisible unit can ignore it 
and attack the opponent’s hero directly (as long as there is no unit with 
the Detection ability). �is is because the opponent’s unit (a potential 
guardian) can’t attack invisible units, so it does not count as 
a guardian for this attacker.

Execute an activated ability
Every permanent card in an active state can execute one of its 
Activated abilities. To trigger this ability, a player has to exhaust the 
card X times, where X is the number inside the Activated ability icon. 
To help players with rotation, cards always have one of the rotation 
symbols in the color of the Activated ability icon. So, after activation, 
the same colored rotation symbol should face toward the player.

Activated abilities can have additional costs which are stated after the 
word “Pay”, right next to the Activated ability icon. Players have to 
pay all mentioned resources in order to be able to activate the ability 
and execute its e�ect.



�ere is no limit to the number of Activated abilities that can be used. 
Other card’s e�ects can allow a player to use the Activated ability of 
a card more than once during a single turn (e.g., a player can declare 
an attack with a unit twice in one turn, or use a hero’s economic 
ability more times per turn, etc.).



Executing game text
Each ability, Passive or Activated, is read from the beginning to the 
end and executed continuously as the text is read. Once the e�ect 
can’t be executed, the execution of the remaining text is canceled.

If multiple card’s Game texts are triggered at the same time, the 
player who is the active player that turn chooses the order in which 
they are executed.

If a card’s Game text is triggered, the player must �nd a valid target 
for that e�ect, if one exists.

For example, a player plays a unit with the Battle�eld ability that will 
trigger the e�ect that adds 1 melee attack to another unit for the next 
combat. However, in reaction to this, the opponent adds cards to the 
Stack that kill all of the player's units. So, after the Stack is executed 
and it is time to execute the Battle�eld e�ect, the player has no units 
of his own to target. Even though the player does not want to, he has to 
target an opponent's unit with the Battle�eld e�ect and add +1 melee 
attack to the enemy unit, provided the enemy has a unit to apply this 
e�ect to.



Passive abilities
Permanent cards can have a Passive ability. Passive abilities are 
denoted by text written in the card's Game text area and are easily 
distinguishable from other abilities because they do not start with the 
Activated ability icon or any keyword.

A Passive ability is a persistent e�ect which a�ects cards or players 
only when the card is on the battle�eld. Passive abilities can be 
triggered even if the card is in an exhausted state.



Declare end of turn
If the player decides to end their main phase, they declare end of turn 
and the opponent can react to this situation and play any number of 
fast e�ects.

For example, players usually wait to use the Activated abilities of their 
cards until it is necessary to use them. However, if such a situation did 
not occur, they can use them at the end so they are not wasted.

End of turn phase
Similar to the beginning of the turn, cards on the battle�eld can have 
e�ects that trigger at the end of a turn. �e active player must 
proceed with all of these e�ects, in any order.

End of game
�e check to see if the game has ended is executed once all card e�ects 
in the current "Stack" have been executed. �e game ends when one 
player loses all of the cards from their player deck and all of the cards 
from their hand. �is player is considered to have lost the game. �e 
game can be tied when both players have lost all cards in their player 
deck and hand at the end of this check.



Keywords
Keywords are used as shorthand for common game e�ects that 
appear on cards. Keywords are denoted textually, usually at the 
beginning of a card’s Game text. Keywords are explained below.

Battlefield
After the card is placed from outside the battle�eld, onto the 
battle�eld, the e�ect of this ability is executed.

death
After the card leaves the battle�eld and is placed into the graveyard 
(not removed from the game, or returned to hand, etc.), the e�ect of 
this ability is executed.

Recycle
After the card is recycled, the e�ect of this ability is executed.

defender
Defenders do not exhaust during defending. When a unit attacks 
a defender, the defender does not exhaust 1 time after combat ends, 
as do other cards.

In addition, if defenders are also guardians they have the highest 
priority. If a player wants to attack, they must attack any guarding 
defender �rst, even if the enemy has other guardians.



invisibility
Invisible units can’t be the target of any e�ect, either by the active 
player or by the opponent. �e opponent can’t declare an attack on 
an invisible unit because it is not visible to any units. Also, invisible 
units can’t be used as guardians for a player's units or hero; they are 
not valid targets (they are not visible) so they are ignored.

On the other hand, invisible units can ignore guardians and attack 
the opponent's hero directly (or any other valid unit). �is is possible 
because to be a guardian the unit must be able to attack the attacking 
unit and since invisible units are not visible this condition is not met.

detection
If a player controls (has a card on the battle�eld) a card with this 
ability, it enables all units they control to be able to see and target 
invisible units, including their own. Enemy invisible units can now 
be attacked and act as guardians.

For example, if the active player has a card with the detection ability 
on the battle�eld, it reveals all invisible units (the active player's 
invisible units and their opponent's invisible units) to all of the units 
of the active player. �e active player can now target their own 
invisible units as well as their opponent's invisible units. �e 
opponent's invisible units act as guardians and the active player can 
now use any unit they control to target an opponent's invisible unit(s). 
However, once the active player no longer has a card with the detection 
ability in play, invisible units are no longer able to be targeted.



Common words in game text
Each Passive or Activated ability of a card can use common words or 
phrases.

Exhaust a card
�is means that the target card of this e�ect will be rotated 90° 
clockwise. Note that the card can’t be exhausted more than 3 times, so 
any other exhaustion e�ect on a card that has already been exhausted 
3 times can be ignored.

For example, if you target a unit that is 1 time exhausted with an 
e�ect that would exhaust the target 3 times, the target unit is only 
exhausted 2 times and the third exhaustion is ignored.

Refresh a card
�is means that the target card of this e�ect will be rotated 90° 
counter-clockwise. If the card is already in an active state, this e�ect 
is ignored. 

For example, if you target a unit that is 1 time exhausted with an 
e�ect that would refresh the target 2 times, the target unit is only 
refreshed 1 time and the second refresh is ignored.



Card owner vs controller
�e card owner is the player who started the game with this card, but 
the controller is a player that is able to use the card’s abilities. 
Generally, the owner and the controller are the same player who 
played or recycled the card, but some card e�ects can change the 
controller.

Execute other card ability
Some abilities on cards copy abilities from other cards. In this case, 
the card that is copying the ability inherits the ability of the card it is 
copying, as if the copied card’s Game text was written on the copying 
card. However, if a card's name is referenced, it still refers to the card 
from which the ability is copied.

Card name usage
When a card's name is used inside its Game text, it always refers to 
itself, and not to another card with the same name.

Target CARD
�e target (unit, hero, technology, etc.) is always the card to which 
the e�ect is applied, and can even be the card itself, if not stated 
otherwise.



Construction modes
In addition to random decks, which are playable right out of the box, 
players can customize their decks for even more variety. Custom 
decks add a lot of new possibilities to the game and enrich the 
gaming experience.

Custom decks
Much of the depth and fun of RONE comes when players conceive 
and construct original decks using cards from this core set and those 
found in expansions. Follow these simple steps to create your custom 
decks:

Player deck: A custom player deck must contain 24 cards (unit or 
tactic). Any combination of cards can be used in this deck, but no 
more than two copies of any unit or tactic card can be included. 

Hero deck: �e hero deck contains 3 hero cards of a chosen hero. 
Combining di�erent hero levels from multiple heroes is not allowed. 

Technology deck: �e Technology deck contains 5 di�erent 
technology cards. No more than one copy of a technology card can be 
included in this deck.



Two on two variant
In addition to the classic 1v1 game, there is also the possibility to 
play 2v2. To play a game with four players, you need to divide the 
players into two teams.

�e following rules are changed for 2v2 play:

Shared Battle�eld

Players on the same team share all units on the battle�eld as though 
they are their own. Every unit on a team’s side of the battle�eld is 
refreshed 1 time during the refresh phase, even if it is a teammate’s 
unit.

�is rule completely changes how the game progresses. In general, 
a four player game is faster and more game control oriented because 
loss of game control can quickly lead to defeat.

Shared Player Decks and Graveyards

Both teammates share a single player deck that contains 36 cards. 
Players must draw and play cards from this shared deck. 

Both teammates also share a single graveyard and can use it for 
recycling.

Shared Technology Deck

Both teammates share a single technology deck, which can contain 
up to 8 randomly chosen technologies.



Teammates decide who will play and when to play technology cards, 
but the limit for each player is the same – each player can have 
a maximum of 3 technologies on the battle�eld at any given time; 
together they can have up to 6 technologies.

Order of Turns

Players alternate in their turns during the rounds in this order:

1. First player from the �rst team.
2. First player from the second team.
3. Second player from the �rst team.
4. Second player from the second team.

Starting Water Resources

Both players from the second team start with 2 water resources in 
their water pool and both players from the �rst team start with 0 
water resources in their water pool.

In other ways, the game is the same as the game for two players. �e 
game ends when one team loses all of their cards in their hands and 
their shared player deck.
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