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'a‘cﬂ
4@egends of Signum 2: Warseers is a hex-based wargame with miniature%}

Squacls of creatures Fight under the ]cadersl’]ip of Heroes.
F]aﬂcrs recruit characters, take aclvantage of speus and relics,
and use cunning tactics. ]n «Legen&s of Signum», Plagers Forge
their own Pat!’] to victorg through collections of miniatures.
Thar\ks to a team of excellent artists and scuIPtors, every miniature
& in the game has a unique look and its own character. J

INTRODUCTION

The rules of «Legends of Signum> have been thoroughly reworked, and now
players will be immersed in even more rapid and bloody battles.

On the hex Battlefield, players will still be personified by the illustrious heroes ._\
from the Signum universe. Summoning characters to the Battlefield is now 728
entirely up to the player. The mechanism for preparing the Battle Deck has been
greatly simplified, and it is essentially fighting with a fully assembled deck.

Warseer will be a great find for new players who are not yet familiar with
the Signum universe, as well as for those veterans who have already built an ,
impressive collection of miniatures and now get a chance to look at them

in a new way in the sequel of our saga.
ARSEER



GAME BASICS
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DUEL SCENARIO

This mode wuses one of the
provided scenario maps.
Enrich the experience by employing
various Heroes, introducing new
characters to the warband, and
incorporating unique terrains from
the provided set onto the Battlefield.

ALL-VS-ALL

In the «All-vs-All» mode for 3-4
players, each participant competes
individually. Every player selects
a Hero and possesses their own
set of game components. On the
Battlefield, alliances are non-
existent, with each player solely
responsible for their own strategies
and actions. Engage in thrilling
battles where every decision counts,
as players vie to outsmart and
outmaneuver their opponents to
emerge victorious.



"JOURNAMENT )\[ODE

Evolve a regular player-versus-
player duel into a gripping face-off
with the Tournament mode.

We advise exploring this mode after
few games to allow impressions to
solidify.

The Tournament mode consists
of several interconnected player-
versus-player matches.

Like a standard duel, players possess
a Battle Deck and a Feats deck.
However, besides Victory Points,
there are now Dragon Coins, a
distinctive in-game currency.

These coins empower players to
construct their warband and obtain
upgrades before each match with
their opponent.

After each game players can
gather Victory Points and add them
to their previous achievements.

ALLIANCE (CLASH

In the Alliance Clash mode,
players partake in intense two-
versus-two battles.

Each player selects a Hero with
unique  attributes, and two
participants form an alliance on
the Battlefield. = Although this
match may take longer, it provides
an immersive skirmish, with the
Battlefield space for characters
being halved.

SOLO MODE

For Heroes eager to venture alone

through the vast expanses of Signum,
we’ve crafted a solo campaign mode.
This mode comprises multiple
Scenarios through which players
progress step by step, forming their
warband of bold adventurers.
Between Scenarios, players can
acquire upgrades and enlist new
characters.
The difficulty of each scenario
escalates with each completed task,
culminating in a confrontation with
one of the bosses.

The Scenario sequence for each
campaign is generated randomly,
offering a fresh experience every
time. Additionally, players can
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choose which Hero embarks on |
the adventure and which characters
accompany them.

|
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Details about these game modes

book, once Players are acquaintc

GAME MODES

will be revealed in a separate ,,E

with the basic mechanics and
engage in Practice rounds.

solely on combat, bypassing
economic management and
tactical objectives.

assembles a warband, and
engages in fast-paced battles.
The game ends when only
one Hero remains or the
turn counter reaches zero.
With unique character
limits and simplified
resource management,
this mode emphasizes
strategic deployment

and direct confrontation.

SKIRMISH M[ODE

In Skirmish mode, players focus

Each player selects a Hero,
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GAME COMPONENTS

ADDITIONAL COMPONENTS

Toumament
cenario cards

Foe ]mprovements

deck for 5010 Mode

]mProvement deck
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GAME ZONES
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In «Legends of Signum 2>, there
are the following main game zones:
the Battlefield, Player’s Tablet, the
Hand and the War Camp.

THE BATTLEFIELD is the game
zone that is common for both players.

Under the leadership of Heroes,
players have fighting troops
of characters.

Summoning creatures

Battlefield in specific
deployment zones.
If such zones are

scenario, they enter the
first line of hexes

on the player's side

of the Battlefield.
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PLAYER’S TABLET is the game

zone where a player places their
cards during the game.
The tablet is divided into several
areas and has trackers for scoring:
Hero’s Power tracker and Victory
Points tracker.

HERO’S
POWER TRACKER

HERO AREA

1 —
ANNA DARK
rur Hore or Emrime

VICTORY POINTS
TRACKER

=]
-
=
=
=

The Battle Deck is the area
where the Support cards of the
players are located.

This is a secret zone, so cards must
be placed face-down, and they
cannot be viewed or shuffled.

HisTORY
(ANCESTRAL HALL)

THE BATTLE DECK

However, the Deck must be shuf-
fled if any card returns to it, unless
otherwise stated.
If the card returns to the Deck, it's
always the owner's Deck, unless
otherwise stated.

HaAaLL orF FAME
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History (Ancestral Hall)

serves as the area for played Spell
card, characters eliminated on the
Battlefield, destroyed Relics and
Buildings, and activated Tactics.

It's a public zone, so it allows
players to view cards in the History
whenever needed. Whenever a card
is discarded, it goes to its owner’s
History, losing all acquired effects
and abilities. Cards in the History
affect the player’s Income Value.
The Income Value in every given
moment is equal to the total of the
Income rate & of cards present in
the History.

Hall of Fame is where a player
places Feats cards they have
managed to play throughout the
game.

Hero Area is located to the left of
the tablet, where a player places the
Hero card and Relics that the Hero
equips during the battle.

City is an Area where a player
places characters summoned
during the game. Constructed
Building cards are also placed here.

Keep in mind that if a card
mentions one of the game
zones, by default it means the
card owner’s game zone.
Players can interact with
their opponents' game
zones only if it is directly
stated in the card text.

GAME ZONES

Victory Points tracker displays
the player’s current number of
Victory Points.

HAND consists of cards drawn
from the Battle Deck and Feat
cards. Only these cards can be
played during player's turn.
Players can view the cards in their
Hand at any point, but their
opponents cannot. #

Each player should prepare
enough space for their tablet and
cards, as well as some space for
keeping the tokens.

oy .4-'-\-'_’/.- _\ 2 3

WAR CAMP

is a game zone where
the players can
place character's
miniatures and cards
that haven't been
summoned to
the Battlefield

yet.



The type of each card is
determined by an icon in the left
corner.

CARD TYPES

In «Legends of Signum 2>
there are two main decks of cards
that a player interacts with - the
Battle Deck and the Feats deck.

In addition, there are Hero,
Character, and Minions cards that
are not included in either deck
and are used by players to gain
information about creature stats.

Terrain cards are also not a part

There are eight main card types:

HEero

@ CHARACTER
0 MINION

COS

of the deck, but are used to gain @ RELIC
information about a specific type
|5 " ofterrain. @ SPELL
TACTIC
canthes ——="> BuiLpiNnG
Ag;l.e-“ L \
Lol TERRAIN
UNIQUE
TERRAIN

- . - F [EGENDS
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 HErO AND CHARACTERS

Heroes are main creatures on the Battlefield and must be placed first.
A player can possess only one Hero per game, and the chosen Hero
determines the warband’s faction and Battle Deck.

The maximum number of player’s creatures on Battlefield, including the
Hero, cannot surpass 7. However, this number may vary in different modes.

Each Hero card and Creature card are connected to a miniature in the
game. Character cards are recruited to summon character miniatures onto
the Battlefield.

Y u /(“ e~ i "}\

There are three tgPCS of Creature cards: !
[Hero, Cl’xaractcr and Minion. S 1

CARD TYPES

Take note: in the ability description on game
cards, the terms «Hero» %J «characters a,
y and «minions é are different.
For cxample, ifa spc” says «Deal 2 Aamagc
: to any “ on the Ba’ctlcﬁe]cl,» this sPe” will not affect
o 3 Hero. On the other hanc{, effects that are suPPosed
to work onlg on fﬂeroes, won’t work on characters.
(Iniversal abilities could work on every
creature tgpe ~ Heroes, characters, and

( minions go by the common term «creatures. )
\4 »./
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CARD TYPE
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f“l Each character is unique

K. and has its own inimitable
Hlﬂ" . appearance and special abilities.
% = . At the beginning of the game

:,,(:c(g]}gyers choose which characters

%,

Agile.
Warlord: 77 70 ‘
Fortitude.

-

al believe in a future where
we are united, owr city is free,
ard cur guilds prosper.

I'will moke this fuiure a reality f=

they will add to the War Camp
according to their Heroes®
leadership. When a character is
eliminated, their card is sent to
the History and the miniature is

EGENDS
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CosTt TO NAME INCOME
PLAY \ / /
LEADERSHIP %) ATTACK & oy I
lﬂ@\, NIMBLE | BOX
?ﬁ PRIMARY

Certair H we ) ) |
e R é@ FLAVOR —5*— b g
TEXT ‘ e Jell 23 #
\CARD TYPE
FAcTION

removed from the Battlefield.
The creature card indicates
its name, faction, primary
parameters, special abilities and
other additional information.



ATTACK BOX - contains the
Attack type, the number and rank
of dice a creature rolls during an
attack. Additionally, it outlines the
effect triggered on a Critical hit &

RANGE ~ - Denotes the
maximum range at which the
creature can attack.

Heartas € - indicates the
number of wounds the creature can
take before being eliminated.

For example,
if it says «creature has
1 Health point left>, this

means that only 1 more
wound can be taken before
creature is eliminated.

MoveMeENT ¥ - indicates
the maximum distance that
the creature can move on the
Battlefield within the bounds of
one activtion.

> |

f— H: the creature has one
of the standard abilitics)
its card will contain the name
of the abi!itg or chsPla9
the respcctive jcon.
A Full description of all
standard abilities is given
in the Glossarg section
of the rulebook.
[f a creature has a unique or
rare abi]itg, the card will contain

s according to its leadership.

“ its completc dcscription. J

LEADERSHIP is a parameter
specified only on the Hero card
and shows how many characters
of what rank can be included in
the warband. A player may have
fewer characters than their Hero's
leadership. However, a maximum
of diverse characters will allow
for a better response to changing
situations on the Battlefield.

RANK - almost all characters
have a rank.

EGENDS
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The rank is used to determine
how many characters can be placed
in War Camp for a specific Hero
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Characters without a ranked |
star do not count against War
Camp's limit. Their ranks
are considered the lowest.
The opponent does not gain
a Victory Point from Feat deck
if they eliminate such
a character.

i} Bronze Rank
* Silver Rank
* Gold Rank

FLAVOR TEXT - ¥
printed in italics, does ‘4
not influence the gameplay. g
CoST TO PLAY AND INCOME - the
rules for paying for playing cards
are/detailed on page 27. N\, @



Minions, a distinct creature type,
can onlybe summoned through the
abilities of other cards. Players can
summon any quantity of minions
of the same kind. However, the
limit of creatures on the Battlefield
must still be respected. Each
minion stands as an independent
creature, with its unique bonuses,
penalties, and tokens.

W)
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A player is limited to one
Minion card per game.
The minion
card is placed next
to the Hero card
and remains there
# until the end of
| the game.

This card
B specifies the

. abilities of the
" minions to be
used in the game.

“STONEGARG

e

- MINIONS

If a minion is eliminated during
the game, its token or miniature is
taken off the Battlefield, but the
Minion card must remain beside
the Hero card. Generally, minions
follow the same rules as other crea-
tures on the Battlefield and possess
their icon in the ability text &

|nstead of activating their
minion, a Plager may remove
it from the Pattlefield.
This does not count as
an elimination, and the
correspondir\g effects
are not activated.
T his is useful if a Player wants
to summon a character but has
reached the creatures' limit

EGENDS
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However, a Minion card
does not occupy the Hero’s
Leadership slot. This limit

only considers ranked
characters in the War Camp.




The Battle Deck consists of
Spells, Relics, Buildings, and
Tactic cards.

The composition of the Battle
Deck is entirely determined by
the chosen faction and Hero
of a player. The rules for deck
building are specified on page 30.

@ SPELL (CARDS

These cards are required to
cast spells during the game.
Spells can have a wide variety
of effects: to deal damage, to
increase or decrease creature
parameters, or to affect game
zones. The spell effect takes
place immediately after the card
has been played.

The Spell card is discarded to
the History immediately after
being played.

CARD TYPE -

SPELL

Some Spell cards have
an Enchantment keyword.
This means that the card remains
in play until the enchanting
objectleaves the game or another
effect destroys this card.

COST TO PLAY NaME

r-Some cards and effects
may only affect certain
creatures. If an effect has
an impact «Allied Creatures>,
it affects all of your creatures
and your partner's creatures
in Alliance Clash Mode.
If the effect influence only
«your creatures> - the
target of the effect can't
be your partner's or
opponent's creatures.
Cards without such
restrictions can affect any
creature on the Battlefield.

SPELL
EFEECTS

The opponent :
a Building of their
choice in their City.

FacTioN

(2

ARSEER

CARD TYPES
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RELIC CARDS

The Relic cards are designed
for Heroes onlybecause ordinary
mortals cannot withstand the
power of the mighty ancient
artifacts. Relics can either have
their own abilities or provide
additional abilities to the Hero.

A Relic card, after being
played, is placed near the Hero
card and considered to be active
or «equipped>.

“A Hero can carry up to three
relics at a time and cannot
equip two identical relics.

A player cannot remove an
active relic from their Hero
during the game. However, the
active relic can be replaced by
a newrone. In this case, the old
rehc is immediately discarded.

COST TO PLAY NaME

INcOME

DESCRIPTION
OF THE
h: Your i, gains Elight and ABILITIES
+1 4" until the end of t
)\ .
%ARD TYPE - RELIC FACTION

The ability of this card type
indicates whether the relic can
be used multiple times or has a
certain durability.
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Some relics have Multiple
Uses X

This ability means the relic
bonuses can be used as many
times as specified.

When a card with Multiple
Uses is played, take the number
of markers indicated in the
Multiple Uses stat and place
them on the card.

When a player uses a relic with
Multiple Uses during the game
they should remove one of the
markers from the Relic card.

As soon as the number of
markers equals zero all effects
can be applied for the final time,
and then the Relic is destroyed.

For more information about
Multiple Uses, see Ability.
(See page 45.)

Relics of other types have
Armour

When a card with Armour
is played, take the number
of Armour tokens indicated
in the Armour stat and place
them on the card. Once Heroes
have such relics equipped, any
damage they take from non-
magical attacks will be taken to
the relics first by consuming
the Armour tokens.

The players decide for
themselves from which relic
they will take Armour tokens -
one for each point of damage
dealt. Damage dealt by a single
attack cannot be spread over
different relics.

First, a player must remove
all Armour tokens from one

EGENDS
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relic and then, if there are still
points of damage left, they start
taking Armour tokens from the
next one. When the relic with
Armour has no more Armour
tokens left, it is destroyed.

If a Hero has at least one relic
with Armour, a player cannot
redirect damage aimed to the
relic to the Hero itself and apply
Wound tokens or lose personal
Armour tokens.

Armour tokens protect the
Hero from any physical attacks,
but not magical damage or
effects.

Once all effects have been
applied for the final time,
destroyed relics are discarded
and the Hero loses effects of
these relics.
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When the tactics condition is
F[ACTIC CARDS met, a player can immediately BUILDING CARDS

play the Tactic card from their

CARD TYPES

These cards allow players to Hand. When a Building card is
use tactical maneuvers that take Tactics with the same name played, it remains in the City
effect during the game event cannot be activated by the same Zone until it is destroyed by
indicated on the card. trigger. After it has been played, some effect.

i i A player may use the abilities
COST TO PLAY NTE INcoRs the Tactic card is put play y

into the History. indicated on Building cards
e A Tactic card can be during their turn.
; played during the Most abilities require additional
opponent’s turn and Q__l_&' to be spent.

even during creature = A creature can get a bonus
activation. from only one activated building
per turn. N E

DESCRIPTION

AT/ - .
B, -
. “/4CARD TYPE - TACTIC

FacTtioN _
EGENDS
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@; means that after an abilitg on the Bui]ding
cardis appliec}) a Pla cr taps the Buil&ing card and
can no !onier use it this turn. Building cards untap

at the eginning of that Player’s next turn.

CoOST TO PLAY NaAME INCOME

. \ \ CITY HALL ;

i)
-

DESCRIPTION

%ARD TYPE - BUILDING FAcTIiON

LI (@ koo

“‘M\ T ARSEER
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TERRAIN (CARDS

Terrain cards contain infor-
mation about Terrain abilities.
They are used as memos.

CARD TYPES




The Feats deck is a shareable for
all players.

These cards are used to gain and
count Victory Points. If a player
draws the last card from the Feats
deck, the game is finished at the
end of the current turn and Victory
Points are counted to determine
the winner.

CARD TYPES

Once per turn, a player may
discard a Feat card from their
Hand to activate one of the effects
indicated on it. That card goes into
a discard shared for all players.

For examp]e:
2N - gain 2 N
i e- summon a e into

contact with your %;

I Some elite units have double

i

rank and occupy several slots
in the War Camp. If you defeat
such character, you add to

your Hall of Fame the number
of Feat cards, equal to the
number of stars in its rank.

——

If, during their turn,

Different game modes will i - draw a card from

rec]uirc a different [Teat your Pattle Deck.

a player meets
the condition
written on one

deck. T or example, the basic
Duel Scenario requires
a 30-card deck. T o do this,
add all cards marked A0+
and below to the deck

At the start of their turn, a player
must draw a card from the Feats
deck and add it to their Hand.

All Feats cards can only be
placed in the Hall of Fame area
during that player’s turn.

Each time a player destroys an
enemy character during their turn,
they must take one card from the
Feats deck and place it face down
into the Hall of Fame area, earning
1 Victory Point.
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of the Feats
cards in Hand,
they may place
it face up and
gain as many
Victory Points
as indicated
on the card.

PLAY THig ¢ -
¥ H

You inflicgeg

6w 2
to an Ounds

OPponent's W
this turp,

WHEN DIsC
ARDED
GAIN EITHE R




There are two types
of Feat cards:

Military Feats

V4 Military Feats are only
layed after the character
P\ P
is destroyed.
A player can only play one
Military Feat card after each
character is eliminated and only

on their turn.
Achievements

Achievements can be

played at any time during

a player’s turn. A player
cannot play more than one
Achievement card with the same
name in the same turn.

Once a player has placed a Feat
card in the Hall of Fame area,
they add the corresponding
number of VP to their Victory
Point tracker.

In most modes, when a player’s
tracker reaches 10 or 12 Victory
Points, they win the game
immediately.

NUMBER OF VICTORY
POINTS WHEN ADDED
FROM A FEATS DECK

CARD TYPE

/ /(——  CARD TIiTLE
PLAYING A CARD
INTO THE HALL

PLAY THIS CARD, T/ OF FAME AREA

Your i
has 1 € left. EFEFECTS WHEN in the Forest.

| T /AT o W DISCARDED ! A
WHEN DISCART WHEN IMSCARDED

GAIN EITHER: GAIN EITHER:

1 2/ 1 — -~
¢ /2] NUMBER OF VICTORY

W AROINTSSWHENSPEAYED N7 A s
\ FROM THE HAND /

DECK S1ZE
EGENDS
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In any Player 4 -9,@- - =
vs Player mode, ( 1 X\B
First player cannot place Some cards check a number of wounds dealt \

Feat cards in the Hall of Fame during the turn. We recommend separate]y

CARD TYPES

<

. during their first turn. o P]acini the wounds dealt durir\g the current turn,
and a ding them to t}‘ne total check at turn's end.

o

A player can place Feat cards
=\ in the Hall of Fame only during
8 their turn. Characters eliminated

by Poison, Disease, Tty [ o [ ) ave, o e
or Counterblow do not earn t v & o W ang Y DUELIST
Victory Points. The number A | 77 § “ et o 0

of characters eliminated by Prresst S04 . e X |
a player equals the number  Ho gy \Daryc L e PLAY THIS CARD, IF: |
Of Feat cards P laced f ace down ¢ i E"f‘"’g;%g%&’? e You inflicted 3 wounds
in the Hall ofFame, regardless to an opponent's i
of their source. Even if : o\ this turn.
a player got some of those cards
through other game effects

- or if the opponent's destroyed

.\ creatures are back in play. _
— |[EGENDS
or SiGnuMm 1

ARSEER
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HERO’S POWER AND INCOME

INCOME

L
L%

The main game resource is

HERO'S POWER AND

Hero's power QJ__# Some cards may reduce
To play a Battle card or summon the Income Value.

a character, a player must pay

the cost of a card in N

At the beginning of each turn,
a player receives a quantity of
N\ equal to their Income Value
ws but not higher than 10.

Income Value can be raised
up to 15 but players can have
only up to 10 N

|| Once per their turn, a player
may discard a card from their
Hand to the History without
paying its cost and without
playing its effects.
In this way, a player can
force an increase
in their Income value.

EGENDS
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INCOME

It is always equal to the sum of When any card enters or leaves The greater Income, the more
the Income value of all cards in the History, the Income value <\ a player gains at the start of
the History. changes immediately. their next turn.

HERO'Ss POWER INCOME VALUE

The starting values
of r'jcro’s Fowcrlcor the

HERO'S POWER AND

first and second P]agcr‘

When the ]ncome
token reaches this value,
add 1 \/ictor9 Foint.
Wl’men the income token
droPs below this value,

lose i \/ictor9 Foint.

Whenever ]ncome
value becomes equal
to this value - draw a

IR T " H@F 5001
3 : card. ]t doesn't matter

ST el7]E] ihe ocome ol vas
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There are six dice in the game:

- Yellow .

- Blue ‘
. o dmox |

Dealing damage.

- Purple ‘ % Additionally, all creature have
Crit

a Critical effect, that triggers with at least

The following values can be found on the faces of the dice:

WRES OF DICE

- Green ‘ one W result in an attack roll.
- Black % / Hit Dealing damage. ] ﬁ
A

O L/ 2000 Z?} Push Activates Push effect.

Missed.

& /4> 0@ S
u'é\ 7 7 7 I I Blank

S @ @ When a creature attacks or applies some ability, it rolls a pool
—— - of dice indicated in the attack box or next to the ability.
/5000
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GAME SETUP

BASIC TWO-PLAYERS SETUP

Before the game both

players select a faction.

Opponents can select the same

faction and even the same Heroes.

e Players make their Battle
Decks. Each faction has its own
personal roster of 20 common
Battle Deck cards. They are
listed on a special factional card.

starts,

avern
Melting 4 vy
Magic ney
Strike Back
Dispeg
Briber}-
i Mask of g;
; of Forpyy
x1 11"4-"! Cairass e
Ring of pry
'“fe""fi!den
Tah'srnan

ection

xI
x1
x

GAME SiETUl; .

Additionally, 10 more faction cards
are added, according to the list on
the Hero card. Shuffle these cards
to form a 30-card Battle Deck.

Draal pistols
Bounty for the Head
Breath of the Void

Fo
‘Watch Owut, Sir!
Summoned Guardian

o Place the Battlefield so that there
is enough space around it for the
other components.

o Place terrain hexes on the
Battlefield according to the
scenario (see page 76) or
randomly.

o Place the players’ tablets in
a convenient place.

o Set the initial Income Value to 0.

EGENDS
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o Determine the first player in any
convenient way.

o Starting with the first player, place
1 Unique Terrain to one of the
designated areas.

For the first few games,
we recommend not using
Unique terrains.

« The first player gains 2 ¢

« The second player gains 3 ¢’

o Battle Decks are placed face-down
so that the top card is not visible
to either player.



o Select the characters of the
players faction or Dogs of War,
according to the leadership of the
Hero and place them in the War
Camp zone.

o Select Feats cards suitable for
the game mode and form a Feats
deck. Shuffle the Feats deck
and place it face down in a place
where both players can access it.
(See page 24.)

o The first player sets their Hero
miniature on the Battlefield in

¥
-
[_‘
o5
W
a5
=
<
Qo

the deployment zone. Then the ﬁ:?q

second player does the same. 8| 4N
« Each player draw seven cards Abe

from the top of their Battle Deck. J°

Then return three cards from

their Hand to the Battle Deck and
shuffle. Starting Hand should
total four cards.

Afterthis,

the Prepara’cion

is comP]Ctecl and
the first Player
starts their turn.

-
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i URN PHASES AND
GAME MECHANICS

- Beginning Phase;
- Activation Phase;
- End of turn phase.

. This is the first phase of the
‘active player’s turn. The active
player untaps all the tapped cards,
~_if they have any.

- All creatures can be activated
again.

‘A player removes all temporary
effects and their markers and

tokqns from the creatures if the
effects expire before the start of

tHé{turn.
&

The game consists of series of turns that the participants take one after another.
A turn consists of three mandatory phases:

A player who is going through their turn is called the active player.

pess . A BEGINNING PHASE )

D GAME MECHANICS

Examp]es

Example HE
At the }Jeginning of the turn,

the blue marker (€&B)is at 5.

Exampie 2:
[f the &B is 12 at the

be inning of the turn,

Thgz e)”gw rtn.;arker the Wl would be
) 1S a . o dat 1o,
You adjust Wé to 5. cappedat 10

EGENDS
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At the beginning of the
turn, the Hero's Power value
becomes equal to the Income
Value. It doesn't matter how
much Hero's Power the Player
has left at that moment.

If it is the first turn of the
player the value of the Hero's

This is the main phase of the
turn, during which the player takes
their actions.

During this phase the active
player may:

- Activate creatures on the
Battlefield;

- Apply the activated abilities of
creatures, buildings, and relics;

- Summon no more than
1 character from the War Camp
to the Battlefield;

Hero's Power cannot exceed 10.
If the Income Value is 10 or

higher - Hero's Power becomes 10.

- ACTIVATION PHASE 4 |

The player refreshes an amount “
of ¢

The player draws one card from
the Battle Deck and one card from
the Feats deck.

A game is not over if one of
the players runs out of cards in
the Battle Deck. From here, the
player just does not draw cards

from the Deck.

TURN PHASES AND
GAME MECHANICS

- Play any number of Spells,
Relics or Buildings cards from the
Hand;

- Discard no more than
1 Support card from the Hand to
the History without playing it;

- Play any number of Feat
cards from the Hand if meet the
conditions listed at the card itself;

- Discard no more than 1 Feat
card from the Hand to activate its
discarding effect.

EGENDS
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Players can carry out these \;:]
actions in any order, according -
to the rules.

Each Character card and
card in the Battle Deck
has its cost indicated
in the top left corner. .4
A player must
pay the cost
of the card at

—



(CHARACTER SUMMONING

When a player plays a Character
card, they summon this character
to the Battlefield.

The played Character card is
placed next to the tablet,
and the character’s

¥ En

.« miniature is placed
. on the Battlefield in

S i deployment zones.
57V Usually it is the first

0 , line of hexes on your
" x_r'-] /' side of the Battlefield.
WIN

i URN PHASES AND
GAME MECHANICS

Summoned creature
is considered

"\ activated

J: and cannot

By perform any

¥ actions during

' this turn.

If the character has any abilities
that do not require activation,
these abilities become active
immediately after the character is
summoned to the Battlefield.

The creature remains in play
until it is eliminated. After that
the miniature is removed from the
Battlefield. If it’s a character, its
card goes to History.

The P]ager can no longer
summon creatures to the
Pattlefield if tlﬂey alrcadg
controls 7 creature
(inc]ucling [Jero and minions)

If a player loses control of their
character and it is transferred to
another player by some effect, the
Character card still returns to its
original owner’s game zone when it
leaves the Battlefield.

EGENDS
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PLAYING SUPPORT CARDS

If a player plays a Spell card,

it takes effect immediately

and the card goes to the
History.

Relic cards can only be
applied to the player’s Hero.
Relics played in the current
turn can be used by the Hero
immediately. A relic remains in play
until it is destroyed or replaced by
another one and then it is discarded

to the History:.
at any moment even during
the opponent’s turn, if the
activation conditions are met. The
effects are applied and the card is
discarded to the History. Tactics
with the same name can't be
activated by the same trigger.

Tactic cards can be played

The Building card is placed
in the City zone and can be
used immediately.



4

‘ ND OF JURN PHASE

After all creatures of the active player on the end of the turn or abilities that are only activated

Battlefield have finished their activations, the at the end of the turn are declared in the order

turn can be declared over. chosen by the active player.
All abilities and effects that are active until the After that, the other player’s turn begins.

= _.'G.T_ “
EGENDS. -
~ LSIGN'JJ il

TURN PHASES AND
GAME MECHANICS




Every creature in «Legends
of Signum> can perform one of
the following options during its
activation:

CREATURE ACTIVATION

- Move up to the distance
indicated on its card,
if needed and then can
declare an attack or wuse
a special ability.

.. — Use the Run rule;
= Use an Activated abilitiy
with B\ indicated on its card.

Players must activate all of

¥ their creatures on the Battlefield
during their turns.

Ar A player might choose not to

% | perform any actions for the

| ; . creature, but this creature must be
y.considered as activated anyway.

b %, =
N %

There can be only one active (<W

creature at any moment in the
game.

The creature can begin
its activation only after the
previous one has completed all
its actions. During the creature's
activation, it's not allowed to
declare Activated abilities BN of
other cards or play cards from
the Hand.

However, the creature's activation
can be interrupted by triggered
abilities, including the playing of
Tactic cards, if there is a situation
on the Battlefield that causes
them to trigger.

It is also impossible to activate the |

(unless the cards or the creature's
abilities say otherwise).

EGENDS
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same creature twice in one turn g

\—-

— 9 o
hen a creature is activated, a}

Plager can mark it with a tap of a
card. This means that the creature
can no longer be activated that
turn. OF course, this does not
applg to minions, since all of
them be]ong to a single card.
Al tappc& cards will be
untaPPec{ at the beginning
of their Plageﬁs next turn.

-




If a creature enters a hex with
Difficult Terrain (Forest, Hill,
etc.) while moving or run-
ning, it must end its activation
immediately.

Movement distance is indicat- ,
ed on the creature cards and is T ake note that some Cards might
marked by $* use the word «replaces instead

of «moves. ( Jnlike movement,

Players can move their crea-
ture miniatures across the Bat-
tlefield up to that distance.

Creatures cannot pass through
each other, or through impass-
able terrain, or end their move-

the Placement doesn’t consider
any obstacles in its way, so a
creature can be Placed exact]g
how the card states. However,
the creature still cannot be Placecl
on a hex occupicé bg another

CREATURE ACTIVATION

ment there. : ,
creature or lmPaSSBblC terrain.
= THE «RUN> RULE

Before a creature moves, After a creature uses Run,

a player can declare that it will its activation immediately

use Run in the current turn. ends.

In this case, its Movement No abilities, including attack,

distance is increased by 1. can be used after running.

EGENDS
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There are three types of attacks: Al ine of Sight may be drawn from any Point in the

“ attacker’s hex to any Point in the attacked hex.
* Melee attack /3 ]t should not cross hexes occupied bg other creatures

¥ ll\lda;llégiga?:ttizlgkzj; or | errains blocking the | ine of Sight.

All of them follow the same
rules. But some abilities or effects
can affect only certain types of
attacks. Also, Armour tokens
cannot prevent the damage of
Magical attacks.

L
9
—
<
>
—
)
<
o
Y,
)
—
<
Ead)
o
O

“#The attacking creature chooses
- an opponent within range of its
_ attack ~ and in its Line of

~ Sight (LoS).
I-@.._ o

T here cannot be more than ¢
dice in an attack roll. ITC the attack
ool of a creature contains
more than 6 dice, a Plager
decides which of them to roll.

EGENDS
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¢ Theattackingcreaturerollsalldice
in its attack block, with potential
adjustments due to certain effects
(At this stage, abilities such as
Warlord, Ambush, Difficult
target etc. are activated.)

¢ In this phase, dice can be
rerolled or their values can be
modified. Each player, starting
with the attacker, may declare
the activation of any number
of effects that modify the
values of the dice, or pass.
If both players pass one
after another, they move
on to the next attack step.
(At this stage, abilities such as
Master of Attack are activated.)

& Check for a Ciritical effect.

Apply abilities from the critical
hit section. Regardless of the
number of & rolled, the effect
applies only once during the
attack.

& Roll additional dice and add/

remove corresponding values,
such as those from Critical
effects, terrains or card abilities.
Note that the value of this addi-
tional dice cannot be changed.
(At this stage, abilities such as
Shield, Brave etc. are activated.)

¢ Each # and each & in the

roll inflicts 1 damage to the
opponent. If at least 1 fist 25

symbol is present, trigger the =2

Push effect.

¢ Every effect that can reduce or

decrease the damage directly
should be applied at this stage.
(At this stage, abilities such as
Fortitude, Hammerblow etc.
are activated.)

¢ Apply damage.

(At this stage, abilities such as
Vampirism, Protector etc. are
activated.)

EGENDS
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¢ The attack ends, and all
subsequent effects are applied |

1

r

(Such as Swap, Stun, Nimble

TURE ACTIVATION




CREATURE ACTIVATION

PusH

If an attacker's roll results
in one or more 2% symbols,
the attacker is considered to
have pushed the defender away
during combat. No matter
how many 2¥» are rolled, the
defender always moves one hex.

2

The attacker must choose
where the defender's creature
moves. If the creature cannot
be moved, e.g. its being
surrounded, the creature takes
one additional damage. If the
attacker moves the creature into
Difficult terrain (Forest, Hill,
etc.), the creature takes one
damage as well in addition to
moving.

"A

v y
Evcry damage from the Fush
effect adds to the attack
dircctlg. | herefore, if it's a
Magica! Attack, this additional
damage cannot be blocked
with the Armour token.

WOUNDS

Damage is the number of

Wounds that creature receives
after an attack or by the effect
of card abilities. The Wounds
received by a creature must be
indicated by special markers on
its card.
If it has any Armour tokens,
they should be removed first
upon taking any damage (one
Armour token for one point of
damage). If there are no more
Armour tokens left, the creature
receives Wound tokens.

If the amount of Wounds is

equal to the health stat, the
creature is eliminated.
Its miniature is removed from
the Battlefield and if it is a
character - its card is discarded
to the History.



- ~ ATTACK EXAMPLES :

Kaitlgnn declares an attack against GiLTa]as.
. WT}lne jtrebn th ojc;’cs attacgsaz ]i P ;
ayodor’s \(Varlord ability adds to within radius or 1.
9 Kaitlgnn declares a?\/\agic gcack b with ‘ ete
]ts result is " )

]ts critical effect adds iZ":«'). Total result ﬁ / ‘é’—l}
Thc enemy creature takes 2 damage and is forced to move
to any adijacent hex of the attacker's choosing. [f it is moved

into the [orest, it takes an additional i magic damagc.

GiLTalas has the Coumtcrblow ‘ abi]itg, however

it cannot declare it since Kaitlgrm’s attack is magical 4

CREATURE ACTIVATION

—‘Q&A“‘-—

- e
il e A

Dagodor Order Mcntor declares melee attack 7,1 against GiLTalas, ‘_ !’f
Thc strengtlﬂ of its attack is ‘ ‘ T
|ts result is %‘é"}

The f:orest may remove i / from the result of a roll. But there

is no # on the roll. GiLTalas takes 1 &amage and is forced

to move to any adijacent hex of the attacker's choosing.

Dagoc{or’s Criticarjexcxccct is Advance. |t can advance iicx -
to occupy the space the Gil—Ta]as OCCLéPiCd at the time of the attack. .

However, if it does 50, GiLTalas can declare a Counterblow ‘,
since Dagodor will be in range of its attack.

EGENDS
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The abilities of the cards
are indicated in the text box.

Sometimes abilities have
a negative effect.
If an ability on a card
contradicts the general game
rules, the card text prevails.

7
o
<
>
[_4
O
<
[
o2
=
[_‘
<
1
a2
O

Standard abilities that are
- frequently encountered are
& vindicated by a keyword in bold.
A ~ Forexample, Master of attack 2.

N/ B Such abilities are described in
| the Glossary.
A |\ "~ Some abilities are unique.
= In this case, they are fully
described on the card itself.
44\

e b
A T
e
- ‘-'_-_\.

A

(

»a‘aﬂ

AF]Ciliations
Sometimes there are kegwords
on the cards that have no
dcscription in the glossarg, but
allow the cards to synergizc.
Such kegwor&s are marked in
italics. AF]Cilia’cion can also be

}.)9 race or standard abilitg‘

TTCS

ESTROVEROF REEEDTLY
',(.‘.‘:(J) .
aodt

1\6‘\ L
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There are different types of
abilities:

Passive abilities, which work
always. For example, Slow
always forbids a creature to run.

Triggered abilities which
should be triggered by a specific
event.
Such a condition can be met as
«dealing damage >, «eliminating
an opponent's character>, etc.
For example, the First word Of
triggers when a card is played
before all of its other effects.

Special ability - can replace a
creature's attack.
For example, Healer € allows
healing allies. And Long Shot
gives a chance to deal damage,
although it is not an attack.

In this case, the critical effect is
not activated and a player can't
get the bonuses that would
normally be added to attacks.

Crit Effect- These abilitiesare
always described in the Critical
Hit box and always should be
activated if the creature's attack
has at least one & They only
can be triggered once per attack.

Activated  abilities  that
a player activates at will.
For example, Contract or some
unique abilities.

Some abilities allow creatures
to reroll dice or change
its value. No dice can%)e
rerolled or modified more
than once by one Player.
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CREATURE ACTIVATION
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PAYING FOR ABILITIES

Activation of some effects requires
a condition or surcharge.

These are separated by a colon
«:>». If a player cannot fulfill the
condition on the left of it they
cannot get the effect on the right.

For example:
Pay 1 \M¢: Your selected character
is healed by 1.

; ﬁ/\bilities with the same rxamej

are not cumulative, therefore
the game uses a reP]acement
Principle: the highest Parameter
rep]aces the lower one.
Take note that if the ability value
has a «+» inits name, the number
that its abilitﬂ Provides can be
added to the same Parameter

of the taréc’c, if the target

\ creature has such abilitg.
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[f an abiiitg requires to
choose the target of its
egects, the choice is made
by the Plager who controls
3’!6 card with this abilitg.

RANDOM DAMAGE

Some abilities which are not an
attack can deal a random amount
of damage.

For example:

The creature takes ‘ ‘

In this case, a player rolls the
specified number of dice and deals
damage equal to the number of
&+

If the roll includes any Z’:—}, after
taking damage, an owner of the
affected creature may move the
affected creature by 1. However,
this is not required.



ACTIVATED ABILITIES

Some abilities are marked with
a @; icon.

This ability can only be used
between creature activations.

If players apply such ability
they must tap this card (turn it
clockwise to mark it).

This ability cannot be activated
again until the beginning of their
next turn.

A tapped character cannot be
activated. An activated character
is considered tapped and can't use
that ability.

All of the player's cards are
untapped at the beginning of their
turn.

Furthermore, abilities that
require @ can also be found on
the Relic cards. In this case, it
means that the specific Relic must
be tapped, but not the Hero who’s
carrying it.

If the Relic requires the Hero’s tap,
it is specified by two icons: Gy \W

Either way, unlike characters,
the Relic and Buildings with such
ability can be activated in the same
turn in which they were played.

MULTIPLE USE

Some cards have a ¥ When a

player puts such a card into play,
they should put on it a number
of tokens that corresponds to
its *g Each time a player applies
an effect described under the *x
icon, remove one token.
When the last token is removed,
the card is discarded to the
History right after the last time
the effect was applied.

An effect under Multiple use

is applied no more than once per
creature activation.
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For example) if a card allows
you to add 1 die to a creature's
attack three times, a Piager
cannot add three dice
to a single attack.

And if a card allows a Plager
to reduce ciamage by i twice,
the P]ager can't reduce
the c{amage of one attack

on a creature }33 2.

Y

If an effect under Multiple
Use can be declared outside of
a creature's activation and is not
restricted by @\ it can be declared
any number of times in a row.

For examp]e, b 4
Heal a creature bg e
A”ows you to heal 4 creatures
inarow. Oreven a singlc
creature 4 times in a row.

CREATURE ACTIVATION

|
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) BASIC TERRAIN

\
UNIQUE TERRAIN

Terrain can affect the attack and
defense parameters of creatures, as
well as their speed, or have other
abilities.

There are Basic and Unique
terrain types. Basic terrains are set
according to scenario conditions.
They form the core of Battlefield.

Unique terrains are placed on
 zones marked with special symbols
~ _in the scenario. Each player
places one Unique terrain at their
- discretion. Unique terrains are

i
C
[_‘
<
>
=
O
<
[S1a]
0~
o)
=
<
ag
e,
O

~ . use unique terrains or to use more
g#'|  ‘terrains than the basic rules allow.
“"Ferrain cards are placed in an
available space next to the Battlefield
and remain there until the end of the
game. Any player can see these cards
tofcheck the abilities of the terrains.

TERRAINS

(%
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BASIC TERRAIN

D L o
BAsIC ABILITIF,,S OF TERRAINS }X

> Difficult Terrain

FOREST

Difficult terrain. Blocks the Line of Sight.
™ A creature in the Forest ignores 1 # in its attack
g  rolls and damaging abilities from other creatures.

If a creature enters the terrain
with this ability by move

or running, its activation HiLo
ends immediately. Difficult terrain. Blocks the Line of Sight.
If a creature is forced to shift into such The creature on the Hill ignores 1 28 in its attack
terrain by a Push effect, it takes rolls and damaging abilities from other creatures.

1 damage of the same type as the attack.

CREATURE ACTIVATION

Impassable RIVER

Creatures without Flight cannot Impassable.

cross this type of terrain when

moving. Creatures cannot be placed
on Impassable terrain templates. T
ORD
Blocks Line of Sight Allows to cross the River.

If a terrain has the Blocks line When a creature on the Ford is attacked,

of sight ability, it means that line the attacker adds # to its attack
of sight (LoS) cannot pass through it.
Aura BRIDGE

All creatures in a hex with the source Allows to cross the River.
of the Aura and in X hex from it have
| Textas long as they are in an Aura.
g If any creatures affected by the Aura
7

has a unique effect, it is specified
N in its Text. )
= —

Fords and Bridges are not unique terrains. However, if there is a
river on the Battlefield, players may agree to place the Bridge or the
Ford as an alternative to Unique terrain anywhere on the river.
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CREATURE ACTIVATION

Ancient Ruins, Spire, Catacombs
and Altar are the unique terrains.
For beginner players, we recom-
mend using these four terraines.

A creature in a hex
with a terrain or in
an adjacent hex is considered
to be in contact with
that terrain.

UNIQUE TERRAIN

ANCIENT RUINS

Difficult terrain.

At the end of the activation roll ‘ :

# - draw a card from your Battle Deck.

@ - draw a card from the Feats deck.

22y - place this creature on your Deployment zone.

CATACOMBS

Difficult terrain.

At the end of the activation roll @ :

4 ﬁ‘ - Place this creature on any terrain.

Zy - Place this creature on your Deployment zone

SPIRE

Impassable.

Blocks the Line of Sight.

Creatures within 1 hex at the end of the activation roll ‘ :
e 8. gain a Stun token.

# - receive 1 wound.

ALTAR ; e
Creatures within 1 hex at the end of the activation roll &8 af' :
# -healed by 1.

A creature in the same hex as Altar always rolls ‘

EGENDS
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SPHERICAL PORTAL
This hex is considered adjacent to all other
Spherical Portals on the Battlefield.

ANCIENT TELEPORT

At the end of the activation, roll ‘ ;

4 @ - Replace this creature on another Ancient
Teleport.

ForwARrRD CAMP
When the player summons the creature, they can place

it on this hex, if possible.
Players can use any camps or each their own.

Forward Camp hexes come in four colors. Thus, each player can

have their own camp to which only they can summon their creatures.

However, players may use Forward Camp as a Deployment Zone
available to each player. In this case, camps can be placed according
to the basic rules for placing Unique terrains.

RSEER

R
¥

Spherical Portal and Ancient |
Teleport are paired terrains.
Some scenarios have already them
preset. In the Core box, these
hexes are double-sided. ;
Therefore, players can use only
Portals or only Teleporters.
However, if multiple sets are
used, players can place more
teleportation locations at their
discretion.

CREATURE ACTIVATION




VICTORY CONDITIONS
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- when the last card is taken
from the Feats deck;

When a player draws the last
card from the Feats deck, the
game is finished at the end of the
current turn. A player does not
receive additional Victory Points
if they were unable to draw a card
from the Feats deck.

- when one of the Heroes is
destroyed;

In this case, the game ends and
the scoring begins immediately.
It doesn't matter what effect
destroys the Hero. The opponent
of ‘the player whose Hero was
defeated gains 6 Victory Points
anyway.
Noione can play extra cards, such

ﬁupport cards or Feat cards.

b

A

- one of the players scores 10 or
12 Victory Points.

For a quick duel, we suggest
playing up to 10 points. For more
experienced players, it's better to
set winning condition at 12 points.

However, players can agree to
play for a certain amount of time
or finish when someone scores a
certain number of points. Players
get a number of points that are
indicated on Feat cards and extra
points for advancing the Income
tracker.

EGENDS
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No matter which way the game
ends. A player with the most

Victory Points wins the game.

If both have the same Victory
Points, a player with more played
Feat cards wins. If that's also tied,
compare Feat cards from destroyed
characters (face down). If all are
equal, the game ends in a draw.



VICTORY POINTS

Victory Points
(VP) are used to de-
termine the winner
in the game, players
track their earned
Victory Points on the Victory
Point (VP) trackers. Players
earn VP as follows:

e 1 VP for each star in the rank
of an opponent's destroyed
character.

e The number of VP indicated
on played Feat cards from the
Hand.

e 6 VP for eliminating an
opponent's Hero.

o Additionally,
the player can
get Victory
Points when
their Income
tracker
reaches certain
milestones {1

e In some game
modes, victory
points can
additionally be
earned for different
objectives.
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EXTRA MODES
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- ALLIANCE CLASH

In Alliance Clash,
players can fight in
two-versus-two battles.
Every participant
picks a Hero, holding
their own game
components.

On the Battlefield,
two players stand as
allies, with their own
Battle Decks each and
Income Value.

Also, players can't
summon characters
from the ally's War
Camp.



The rulebook includes some
scenarios specifically designed
for the Alliance Clash gameplay,
marked by special zones for
character deployment on the
Battlefield. While this match
might demand a bit more time,
it guarantees a deeplyimmersive 4 i
skirmish, as the available space ° , I
for characters is halved. [ R OHPAREnEhS ci'lgaaures

Allies share a deployment gy L
zone if there are only two zones
on the map.

Players take turns, alternating
between participants from
different teams.

=081

but they are still not
«your creatures> for all
effects on your cards.

45-card [Teats deck is used
in this mode.
Flagers can

reduce the deck

size if t}neg want

First players start with 2 \é’;
others begin with 3 \¢- each.

None of the players can have
more than S5 creatures on the
Battlefield.
game time. When the Hero is eliminated,
its miniature should be
removed from the Battlefield,

EGENDS
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to reduce the

along with player's characters.

Enchantment cards on the '
opponent and allied characters
remain until the end of the game.
The opposite team receives
4 Victory Points for every
eliminated opponent’s Hero.

EXTRA MODES

Creatures cannot attack
allied creatures.




THE GAME ENDS:

- When the last card is taken
from the Feats deck;
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If a player draws the last card
from the Feats deck, the game is
finished at the end of the current
turn. A player does not receive
additional Victory Points if they
A were unable to draw a card from
E ' the Feats deck.

w " - When both Heroes of
" 'V:{ any team are eliminated, the
i j - game ends, and the scoring
g -

begins. In this mode, the team
| earns an additional 4 VP for
\ \ each destroyed enemy’s Hero.

|
A

It doesn't matter what effect
... destroysthe Hero. The opposing
q’ldﬂ__ % Team gets VP anyway.
|

- When one of the teams gets
24 Victory Points.

The game also ends when
the Victory Points of two allies
combined reach a specified
amount. We recommend 20, or
24 Victory Points.

No matter how the game ends.
The Team with the most number
of Victory Points wins. If the
number of Victory Points of two
teams equal, the Team with the
most Feat cards played wins.
Then compare the number of feat
cards for destroyed characters
(face down).

If the number of Victory Points,
VP cards played and cards received
for destroyed characters are equal,
the game is considered a draw.

EGENDS
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F]agcrs can agree to lag
for a certain amount of time
or finish when ang of them scores
a certain number of Points.
Also) P]agers can agree
to end the game anci%egin
the scoring begins after
one of the Heroes is eliminated.




In the «Free-for-
All>» mode, designed
for 3-4 players, all
participants compete
individually, without
alliances. Each player
selects a Hero and
manages their own
game components.
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45—card Feats deck
is used in this mode.
F]agcrs can reduce the

deck size if theg want

to re&ucc
the game
time.

Q
EGENDS
(_\ ol“SIGNUM |

ARSEER




B=-0-0-0

Each player has their own
deployment zone.
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The first and the second
players start with 2 \\M¢’; others
begin with 3 N\ each.

If there are 3 players in the
game, each player cannot have
more than 6 creatures on the
~ | - Battlefield.

}_i‘,.,_,-;f If there are 4 players in the

1 game, - no more than S creatures
1 on the Battlefield for each.
~ When any of the Heroes are
" eliminated, its miniature should

be removed from the Battlefield,
Ay~ along, with players characters.
lety | Enchantment cards and other

I Z%effects remain on the creatures.

%,

b A

The player whose Hero is
eliminated loses 4 Victory
Points. But the player cannot
have less than 0 Victory Points.

THE GAME ENDS:

- When the last card is taken
from the Feats deck;

If a player draws the last card
from the Feats deck, the game is
finished at the end of the current
turn. A player does not receive
additional Victory Points if they
were unable to draw a card from
the Feats deck.

- The game ends when there
is only one Hero left on the
Battlefield.

- One of the players scores
10 or 12 Victory Points.

EGENDS
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For a quick duel, we suggest
playing up to 10 points. For more
experienced players, it's better to
consider winning with 12 points.

5
a certain amount oF time or

finish when someone scores

a certain number of Points.
Also, Players can agree to end
the game and bi,%i” the scoring

S
begins after any [Terois eliminated.

Hagers can agree to Plag for

No matter how the game ends,
a player with the most number of
Victory Points wins.
If the number of victory points
is equal, the player with the most
Feat cards played wins.
Then compare the number of Feat
cards for destroyed characters
(face down).

If the number of Victory Points,
VP cards played and cards received
for destroyed characters are equal,
the game is considered a draw.



T ournament Mode involves a series of matches between two Plagers.
I ach match has its own additional rules. We strongly recommend trging this mode after Plaging
afew games in other mods and becoming familiar with the basic rules of Signum 2: Warseer.

Keep in mind that Tournament
is not a one-day event because of
its series of matches. It involves
multiple crucial decision and
multiple encounters with your
opponent. After each meeting,
Players can save their progress by
recording the results.

Scenario deck

——ﬂ"'V&——
After each match, players write up
earned Victory Points and receive
special currency - Dragon Coins.
With Dragon Coins, players can
purchase various improvements

and new characters for their
warband.
ADDITIONAL COMPONENTS

3
anclmari(s

OKENS
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]mProvement deck
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The winner is a player with the
highest score of Victory Points
throughout the entire Tournament.

In this section, we detail only
the rules that differ from the
basic Warseer rules.
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PREPARATION FOR A JOURNAMENT

1. Before the Tournament

EXTRA MODES

begins, each player chooses o (BB, sooroancc @ |
a Hero and receives | T o s ;
i. L “}‘ Defender. Portlinde |

a corresponding Battle Deck.
Players can't change Heroes
at a tournament. However,
characters will be added

to their warband at their
discretion during the
Tournament.

Each player receives

a Tournament sheet for taking
notes and an Achievements
sheet.

EGENDS
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3. The Improvement deck needs

to be separated into two parts.
One player receives all the
cards marked with the letter A,
and the other Player receives
all the cards marked with the
letter B. Cards without letters
do not participate in this
mode.

Each Player also receives
a reference card with the
characters costs.

L -\(r\;'s T'“W ‘;un’

L ™
Wy Camy

Hecoyppy o ®
i1 v S,
IO Wy Camyp,
f Ref‘-""ere
/0 youy War Cam
amp,
R(\m.“ g

0 your W, (-."ellm‘u]‘

You cap .,
Feac “;' eCover |
efare each
War Cam, D,

——

REONTE
ENCHANTED
SILVER STAFF ¢ ARMOUR

SUPPLY TRAIN @

Your M galos anadditim] Your You gain

& Lo thei ) 2 A
Magical Ateack & i v
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You may play this card at
any point during your tarn,
except creature activation.

This eard may be played
bafore the match beging,

When you summon
a character, you may alse add
this card to that character,

o)

Prepare the Scenario deck.
Players may add all 10
Scenario cards to the deck.
Or choose specific cards
In this case, P :
the number o

of cards must

6. Before starting the Tourna-
ment, players must decide
which type of the Tourna-
ment they’re playing. There
are two options:

&= . The Champion Tournament
includes five matches

not be less (Players skip matches
than the number 2 and 6).
number of e The Royal Tournament
matches in includes seven matches.
the current

Tournament. In this mode, you start with

no characters. A” of them
can be Bought with Dragon

(oins in the resource PHase.

EGENDS
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"JOURNAMENT PHASES:

Each match of the Tournament is divided into the following phases:

I. RESOURCE PHASE

-Players receive a number of Dragon Coins according to the match's position

in the Tournament table.

-A player with fewer Victory Points receives 3 Coins for each point of difference.
-Any player can also convert 1 Victory Point into 3 Coins.

-Players can spend these Coins on purchasing Improvement cards,

acquire or restore characters.

Purchased Improvement cards, like characters, are located in the War Camp.

EXTRA MODES

II. SETUP PHASE
Players prepare the Battlefield and the Feats deck according to the Match Conditions in the
Tournament table. They also choose a Scenario card according to Match Conditions rules.

III. PREPARATION PHASE
Players use purchased Spells and Buildings
Improvement cards located in their War Camp.

N PN IV. BATTLE PHASE
(8- R, | Players play the main game on the Battlefield using the Scenario rules.

V.RESULTS PHASE
Players get their rewards for Achievements, receive the earned Victory Points,
\\‘iand note the result of the Scenario on their Tournament sheets.

EGENDS
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"JOURNAMENT TABLE

Feats Dragon

Match Conditions

deck Coins

Select a random map for 2 players and a random Scenario card.
Recommended: Scenario 1: Mercy of Gods

Objective: 8 Victory Points (VP)

A player with the most Victory Points (VP) chooses the map.

EXTRA MODES

A player with the fewest V‘ictory Points (VP) chooses:

The Scenario card
Who will be the first Player

3. The deployment zone

Objective: 10 Victory Points (VP) g
i

=

© |©

el

A player with the most Victory Points (VP) chooses the map.
*

A player with the fewest Victory Points (VP) chooses:
The Scenario card
Who will be the first Player

3. The deployment zone . :
Objective: 10 Victory Points (VP) m 9%

A player with the most Victory Points (VP) chooses the map.

A .J\‘-\; .-

Vs

A player with the fewest Victory Points (VP) chooses:
The Scenario card
Who will be the first Player

3. The deployment zone

Objective: 12 Victory Points (VP)

EGENDS
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EXTRA MODES

Feats Dragon
deck Coins

Match Conditions

A player with the most Victory Points (VP) chooses the map.

A player with the fewest {fictory Points (VP) chooses:

1. The Scenario card

2. Who will be the first Player

3. The deployment zone

Objective: 12 Victory Points (VP)
A player with the most Victory Points (VP) chooses the map.
A player with the fewest Victory Points (VP) chooses:

1. The Scenario card

2. Who will be the first Player

3. The deployment zone

Objective: 12 Victory Points (VP)

A player with the fewest Victory Points (VP) chooses the map.
*

Scenarios are not used.
.

In this scenario, you do not receive Victory Points from the Income tracker.

Only Feats cards in your Hall of Fame count.
Objective: 12 Victory Points (VP)

EGENDS
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The Scenario deck contains 10
cards. Every time when one of
the scenarios is played, its card
should be removed from the
deck. Any scenario can be played
on any of the maps available in
the rulebook on page 76.

SCENARIO [)ECK

NAME

SCENARNO 4: ( DEADLY INVENTION
\ Y

RULES

SCENARIO RULES:

ORJECTIVE
1fa Player suceessfully moves all three Landmark
tokens into the opy oyment Lone, the
Y, win the game imme ximum Victe
A Point

EGENDS
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Tokens are placed one at a time, starting with the first Player
and alternating turns,

I'okens €an be placed on free
hexes or terrain hexes except
Impassable termin.

SET UP RULES
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SCENARIO CARD
INFORMATION

The Scenario card contains
the following information:
e One side of the card lists
the rules for initial setup.
e The other side provides
information needed during
the game.

The order and rules for setup
are detailed on the Scenario
card. They are also duplicated
as infographics in the Set Up

- Example:

,
- M - Player's deployment
N~ zone.

- Indicates that Landmark

( ‘Tokens cannot be placed
. -on adjacent hexes in this
%, Scenario.

Scenario cards aren’t just for

* - Indicates that each player tournaments; they can also

can not place more than ' add varietg to your standard
1 Landmark Token on a single player-versus-player game.

line of hexes.

- Indicates the zones
available for players'
setup.

@ i.v8 - Landmark Tokens
©7 N7 for both players.

Rules - Additional rules that
apply in the current scenario.

Objective - Contains the
conditions for an early victory, 3
if any, in scenario. N

Some Scenario cards involve gaining
\/ictor9 Foints from the [Feat deck.
|n this case, draw a card and add it to your
Ha” of ]:amc as hcgou clestrogecl the character.
\/\/e recommend stacking these cards scparate]3
you must keep track of the number of opponcnt
characters dcstrogcd to get some achievements.

ARSEER



FEAT [JECK

The content of the Feat deck
for every game can differ.
All cards with a mark from the
Match Conditions and below
it should be added to the Feat
deck.

B THE BATTLE
5 1ES
FoR THE SUPPL

For example, in match 2,
a deck of 24 cards is required.
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_ﬂnere]core, lagers add
to the decE
numbered @ and below.

a” cards

'l @ Select a random map for 2 play

sy

A

-

&

&
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JOURNAMENT JABLE

NAME OF THE NAME OF NAME oF SCENARIO SCENARIO DRAG(_)N COINS !
CHARACTER | A PLAYER A HERO NAME VICTORY POINTS | are received before the first match.
Th fth . . In tournament mode, these coins are listed
R 1 Victory Points in the tournament table.

scenario being
played in this match

earned in this
match

EXTRA MODES

In solo mode, they are listed on the
starting card

COINS LEFT
Coins remaining after previous
purchases before the Scenario

TLAYEIL: Hero: ScEMa 10 DrAaGON come

CHARACTER & Upvinale CaRD: | ) Starter card C
I 3 3 START-UP
Betore th

sjured:
o e i o

Recovered:
'”[“'-” =]e] o 1 —SCENARIO REWARD
SIS aTe T 1 lyp. v | ‘ Additional coins according to the
[ fala B —— Scenario
Injured: . Cains left
"E'L':‘_';"""' e COINS ACQUIRED FOR VP DIFFERENCE
SIS[=]s =]e] __|vP: S Additional coins for the difference
Injured: _ - : 5 .
nobooo e in Victory Points between players
R TR
T Caina: COINS SPENT ;
o 0000 VE: For VE Differémios: Dragon Coins spent after the Scenario
i P
Injured:
I1|'1|—l:itll 'II 1 S— | (- Coing:
Recovered: -~ T
i o o i | Tor VT Differeace IMPROVEMENT CARDS
_ Injuced: P I’I'he name of the I&urchased
r[1‘\|e'|“ro1‘|L'|'F‘1'. | Cains: mprovement car
_Injored: P : _ . . CARD COST
Resoverad; ‘ P The cost of the purchased card
A[TII-:IMIT 10 ey i
Wacavered; 21 VB Dt rence:
Recoverels VE For VP Difference b)

Mark on th:@ Mark on the character restored with NOTES

injured during the Scenario a card or according to rules Notes on spending Dragon Coins

RSEER



Within each  Tournament,
players have Achievements Sheets.
When players meet a condition
listed on the sheet, they check
off one of the checkboxes next
to that condition. In the Results
Phase, players receive the reward
indicated for that condition.
Additionally, if the conditionis met
the number of times corresponding
to the number of checkboxes next
to it, a player receives the reward
listed below the checkboxes. After
this, a player no longer receives
any rewards for completing that
condition.

ANTED
@ = &

+ Tactician «
Condition: You have played at least
4 Feat cards per match.
Reward: Gain a Tactics Improvement card
or a Magic Improvement card
from available for firee,

1ay be played
match begins,

ACHIEVEMENTS SHEET

a

ACHIEVEMENTS

( oo

+ VP

+ Magter Builder +
‘ ) 1 Railding
wrn e match,
: rd

BUILDING ACHIEVEMENTS!

1)

Gain a Magic Amow
Improvasnant card fos free.
Gain 2 Halberd
Infirevement card fos fred

2O

Gain 2 Baon:
Improvement
4 24]

G any Spell
Tsprovement card for free

slujeld
d o free.

Condition: You played the Arena card

Conditkon: You
the Shooting Rangs

Condition: You played the Smithy cand

Condition: You played the Library card.

Gain a Brarze Boets
Emprovesent card fos fres,

Condition: You played the Tavern card

1)

IvP

Conditbon: Vou played the Ciey Hall card
Resward: Check one of the checkbaxes
of 2y ather building achievement.

o Laowd «

Condition: You have completed
all hailding achlovamorits, i

ey

=

Gain & Mint Improverment

= Master of Coin «
Conditian: [f your Income valus
Is 13 2t the end of the match.

card for free
OO i
avP o st
+ Char
Ve your Hero
F + Protector «
o0 Conditlon: You have nat lost any @
Atthe end of the match
" ;
LVE yoa have no injured characters
> + Messenger of Peace -

You hove not destroyed any opponen B
dar

Tactci
Yo

Condition:

« Livincible »

$14 Coitbon Your B has i wounds
- F 1
AVP a &
Tmprevement card for free

a | actic or Magic ]mp

For example, in the achievement « | acticians, the p!aﬂer receivesj
rovement card if they have laged atleast
4 [Feat cards from the [and.]f the Piager has no TP i
cards in their ]mprovement deck at that moment, they will not receive
this rewards. This app]ies to any rewards from the ]mProvemént deck.
[f the F!ayer achieves this a second time, they receive
another ]m rovement card. At the third time the
ad&itiona”y gains 4 \/ictory Foints. After this, the Player

will no longer receive rewards for this condition.

actic or Magic

2

|[EGENDS

w
S8
A
O
=
=
e
<
L)

or SIGNUM I

ARSEER




W)
S
=
O
=
<
a2
F
<
0

“only.

Every player gets their own
Improvement deck.
To do so, they need to sort cards
into three piles: A, B and cards
without tournament marks.
One player has all A cards, another
one has all B.

Cards without
tournament
marks are

available in
solo mode

€ indicates how many copies

of that card are available to a
player in Tournament mode.
indicates how many additional
. copies of this card are available
»1in Solo mode.

JMPROVEMENT (CARDS

Before every match during
the Resource Phase, a player
can purchase any number of
Improvement cards from their
deck and add them to the
Character cards in their War Camp.
Purchased cards are recorded in
the Tournament Table.

IMPROVEMENT CARDS
TYPES

Improvement cards are divided
into 4 types:

- st Buildings
) Spell

- ¥ Relics

- @ Tactics

EGENDS
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BUILDINGS

Search your Battle Deck
for a City Hall card and
place it in your City,

You may activate an effect
on this card once each time
before the match begins.

Y

Buildings are  permanent
improvements. Once purchased,
they available until the end of
the Tournament. During the
Preparation Phase, a player
can apply an effect from each
purchased Building card, but only
once per phase.



SPELL

*

Spell cards are single-use cards
that can be played before the game
begins during the Preparation
Phase. A Spell card provides a
one-time effect, after which it is
returned to the Improvement deck
and can be purchased again in the
next Resource Phase.

ENCHANTED
ARSMOUR &

Your iy
gains +2 )]

This card may be played
before the match begins.

o)

* O

RELICS

You can only play
this card on a fj’ﬂ
It gains +1 ¥ when enters
the Battlefield.

When you summon

a character, you may also add
this card to that character.

LA

Relic cards are permanent improvements.
Once purchased, they available until the
end of the Tournament.

When a player summons a character from
their War Camp, they can also equip
character with 1 Relic card.

The character gains all the benefits listed
on the Relic card. When the character is
destroyed, the Relic returns to the War
Camp and cannot be equipped again in
that game. In the next match, they can be
equipped to any character again.

EGENDS
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TACTICS

Tactic cards are single-use cards
that can be played at any moment
during the game from War Camp.
A Tactic card provides a one-time
effect, after which it is returned
to the deck and can be purchased
again during the next Resource

Phase.

*

You gain

53

You may play this card at
any point during your turn,
except creature activation.
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(CHARACTER ACQUISITION
)

Before each match,
choose up to 4 items:

Add 4 rankless B
| to your War Camp.
| Addag - ®
to your War Camp,
| Add 1’*“
to your War Camp.
Add atir
to your War Camp.

You can acquire 1 ® ofeach

Rank before each match and
add it to your War Camp.

e

In the Tournament mode a Hero

_cannot freely recruit characters

into their War Camp by its
leadership. Players must purchase
every character individually,

\ paying its price in Dragon Coins.

Among improvement cards,
players can find a guide with prices
of characters available for purchase.
Before every match no more than
1 ‘character of every rank can be

ecruited to the warband.

L

A character, a player has
purchased, stays in the War Camp
until the end of a Tournament. It
can be exiled from War Camp only
if you want it to. But it won't bring
any advantages except for the
vacated leadership slot. A number
of characters in the War Camp and
their rank should comply with the
leadership stat of the Hero.

(CHARACTER |NJURY

AYER: HEero:

CHARACTER 'E
Injured:
ooOoooOoOo
Recovered:
Oocoooon

UrGRa

Injured:
o o o

If a player's character is
eliminated during a match, a player
must mark this character as injured
in their Tournament sheet.

EGENDS
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If an injured character enters the
Battlefield in the next match, they
immediately receive enough Wounds
to leave them with only 1 Health
point. Regardless of whether the
characters entered the Battlefield
or not, they will fully recover by the
next match if they were not destroyed
again on the Battlefield.

Players can also purchase a special
Improvement card, which can be
used to avoid this penalty.

A character is considered
injured only if, at the
end of the match, their
card is NOT in your War
Camp or your City.




——

|
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You can restore injured
characters during the
Resource Phase by paying
the corresponding cost
listed on the reference
card. Additionally, during

the Preparation Phase,
you can use restoring
Spell cards that were
previously purchased
or earned through

\ specific achievements. ||

You .

Can 4

of eacl, Ra FeCaver
maf,

T be

ch i Your oy (:am s
~ p.
x

THE WINNER OF THE
JOURNAMENT

*

The winner
of a Tournament
is a player who
accumulates the most
Victory Points (VP)
after all matches.

If both players have
an equal number
of VP, the winner

is a player with the

most matches won.

A\
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EXTRA MODES

on de]ceating t

“ SKIRMISH MODE

In Skirmish mode, P|a9@rs can immerse themselves directly in the heat of battle }35 setting aside
the economic management and the strategic comFﬁetion of feats and objectives.
This mode strips the game down to its core combat mechanics, a”owing Pla ers to focus exclusively
Eeir opponent. Without the need to balance resources or fulfill tactical goa]s, every
decision revolves around outmaneuvering and overPowering the enemy on the Ba’ct!e{:ielc{.
]t’s a lcast~PaceCJ, no-holds-barred experience where only the strongest will emerge victorious.

Not all characters 4%1
and Heroes are equally
suited for this mode.
For instance, abilities that
allow you to draw cards
or play them at a reduced
cost will not be as effective.
Players should choose
their warband wisely,

considering the specific
|| challenges of this mode.

e

1L

2.

o8

4.

58

*

(FAME SETUP

Each player selects a Hero following
the standard rules. From their Battle
Deck, players choose 3 Building
cards and 3 Relic cards. These can be
either faction-specific or universal
cards. The remaining Battle Deck is
not used in this mode.

Players also add a Minion card
according to their faction.

Each player assembles their warband
according to their Hero's Leadership,
as per the standard rules.

Prepare the Battlefield as usual,
based on the number of players
involved.

Each player places their Hero on
the Battlefield in the designated
deployment zone.
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. Similarly,

Afterward, they may deployas many
characters as their deployment
zone allows.

. Each player places their 3 Building

cards in their City.

each player equips
their Hero with 3 Relic cards.
Armour tokens and Multiple use
markers are added according to the
specifics of each Relic.

. Set the Hero's Power tracker to S for

each player.

. The Victory Points tracker used as

a timer; set it to 6. We recommend
ending the game at the conclusion
of the sixth round. However, players
are free to decide how long they
wish to continue playing.



10. Players can use an additional marker to keep track of  11. Players determine the first player by rolling a die.
their current number of unactivated creatures on the
Battlefield.

EXTRA MODES

o Py Y -
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However, a player may not
grant more than one building
advantage to the same character
during a single activation turn.

ACTIVATION
The game consists of rounds,
during which the players take turns
activating their creatures. After all
activations, the end of the turn is
declared for all players.

END OF ROUND

1.When the round ends, remove
all Markers from the Battlefield.
All effects that are supposed to
last until the end of a player's
turn also expire at this point for
all players. p
2.Starting with the first player,
each player may deploy any

°®)
Sa)
a
O
=
<
~
F
><
S8

]n games with 3-4 Plagers,
ou can use an additional
tracker to kee count o?gour
unactivated creatures.
T his can be especia”g ECIPFUI
if Pla ers Frequentlg use the rule
that allows them to skip their turn

1. On their activation turn, a player
activates one of their creatures
following the standard rules.

A player must place a marker , , number of characters from
o e to activate a creature. Thls way, % b -
on the creature, indicating | ., , i their War Camp into their
A 3 h e b it’s easier to manage and ensure that A 1 e
that 1t as  alreaqay een all plagers i R g ey many eployment zone, as long as

activated during this round.
After that, the turn to activate a
creature passes to the next player.

. ,g‘,f::r-"
x ﬁ ~ 2.When it is a player's turn to

activate a creature, they may

unactivated creatures theg have left.

4. The

round ends when no
creatures on the Battlefield are
left without activation markers.

it does not exceed the current
character limit on the Battlefield.
These characters can be activated
immediately during this round,
and their First Word ¢/ ability

Aj | by choose to skip their turn if they ) _ can be triggered at this moment.
’\ . have fewer unactivated creatures A player ‘f"ho activated their 3 The Hero's Power tracker for all
o on the Battlefield than any other ~creature last in the current round players is reset to S.

becomes the last player in the next
round. The first player in the next
round will be a player to their left,
assuming players are activating

‘player.
3.Players can still use buildings
and relics even if they chose
to skip creature activation. _ :
o = creatures in a clockwise order.

N J EGENDS
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4. Move the turn tracker by 1.

S.A new round  begins.
The new first player activates
a creature first.




THE GAME ENDS WHEN:

.Only one Hero remains on the
Battlefield.
.The turn counter reaches O.
In this case, the player who has
destroyed the most opponents'
character wins. Characters are
considered destroyed if they
are in the History at the end of
— the game. If both players have
—destroyed the same number
~of characters, the winner
is determined by who has
destroyed the most * If that
count is also tied, the number of
characters is compared next,

by i} characters.

ADDITIONAL RULES

Character Limit: In this mode,
a character limit is used instead of
a creature limit. Since summoning
minions is more difficult in
this mode, there is no limit on
the number of minions on the
Battlefield.

e 2 players: 6 characters
o 3 players: S characters
o 4 players: 4 characters

Activation: Creatures that enter
the Battlefield during the round
with any effect cannot be activated
unless they have the Rush ability.
Players must immediately put
markers on them to mark it.

Destroyed Characters:
Destroyed characters and cards
are sent to the History but do not
affect the Income Value, which is
always set at S.

EGENDS
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Building Effects: A player may
not grant more than one building |
advantage to the same character
during a single activation turn.
However, when it’s the player’s
turn to activate a new character,
they may trigger a building to
apply its effect to a character that
has already been activated even if
it already gained a benefit from the

EXTRA MODES

building this round.
Optional Rule: Summoning I.
Minions HH
If players are have a limited :}\
number of miniatures, they may |

agree to use this optional rule.
During their turn, a player may
pay 2 N to summon a minion
adjacent to their Hero
This minion & cannotbe activated
on the same turn it is summoned
unless it has the Rush ability.

In this case, use the Creature
Limit rule instead of Character
Limit rule for this mode.

N
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SCENARIO MAP 7: FIELD OF BONES
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GLOSSARY

GLOSSARY

Agile - The creature can move through
hexes occupied by allied creatures.

Ambush: add @ - If the creature does
not move before the attack, it gains @ to
the attack.

Armour X X - When you play this card,
place X Armour tokens ¥ on it.

Armour token ‘7 Whenever a creature
with Armour tokens receives damage
from a non-magical attack or other effect,
that creature loses 1 Armour token per
1 damage instead of getting wounds. If
an attack deals more damage than the
number of Armour tokens the creature
has, this damage removes all Armour
tokens, and the rest deals wounds.

A creature can have an unlimited
number of Armour tokens.

_If an effect indicates that a creature

gets . wounds but not
Armour cannot prevent them.
If any card or ability gives the
crgature +X ‘7, that creature receives
X . additional = Armour tokens.

When the relic with Armour no longer

damage,

:\_has Armour tokens, it is destroyed and

) E'rz??;"f"-'the Hero loses all its effects.

Assassin - When a creature attacks a
® of a higher rank, its Crit effect always
works.

Aura X: Text - All creatures in a hex
with the source of the Aura and in X hex
from it has Text as long as they are in an
Aura. If any creatures affected by the Aura
has a unique effect, it is specified in Text.
If the source of the Aura is a creature, it
does not receive the Aura effect.

Berserk - As long as this creature is
wounded (has Wound tokens on its
card), its Crit effect always works.

Brave - Ignore 1 2% of the opponent's attack
or damage rolls.

Brute - Cannot be affected by Building
effects and Warlord ability.Cannot
receive relics in Tournament mode and
Solo mode.

Charge: Text - The creature gains Text
while attacking if it was moving before
the attack. The ability doesn't work if
the creature started moving next to the
creature it's attacking.

Clinch - An opponent's creature cannot
move in a way that breaks contact with
the creature.

This restriction does not apply to forced
movements caused by effects such as
Spell cards or 2 effects.

Contract X: Text - On activating
this creature, the active player can
pay X N to make this creature gain
all effects specified in the Text until
the end of the active player's turn.
Some effects can be permanent. It's
specified in the Text.

Counterblow @ - When the creature
with this ability is under the /,r attack,
it can declare its own %4 attack on the
attacker with strength @ afterward, if
it's still alive and within the distance
of attack. All Critical effects could
be activated followmg usual rules.
If the creature has no S attack of its own,
the attack 7~ is 1.

A creature cannot declare a Counterblow
in response to a Counterblow.

Defender - If an opponents creature
declares /y attack while in contact with a
creature with this ability, it must choose
this creature as the target of the attack,
even if there are other creatures within
its Attack Range. If there are several
creatures with this ability in contact,
it can choose which one to attack.

RSEER



Difficult (Difficult terrain) - If a
creature enters the terrain with this
ability by performing a move or running,
its activation ends immediately.
If a creature is forced to shift into
such terrain by a Push effect, it takes 1
damage of the same type as the attack.

Difficult target - When performing an
attack against a target with this ability, all

and &J attack dice become

Disease token 4& - The creature
receives 1 Wound at the start of its
activation. Then it can skip its activation
to lose Disease token. Otherwise every
creature within 1 roll €}, if f or Zvrolled,
distribute Disease token at that creature.
The creature can have only 1 Disease
token.

First Word Qf: Text - When the
card is played, Text should be applied
immediately.

Flank:Text - When the creature
declares J4 attack against a target that
is in contact with allied creature, the
attacker gains Text until the end of attack.

Flight - The creature can ignore
obstacles, including other creatures
and terrains, while moving across the
Battlefield. Nevertheless, the creatures
with this ability cannot end their
movement on Impassable areas or on the

hexes with other creatures. Unlike other
creatures, while a creature with Flight is
moving, it is not affected by Aura, Clinch,
Difficult Terrain or similar effects. It also
does not count as being in contact with any
other creatures until its movement ends.
This applies to all hexes it moves through,
except the starting and final hexes.

Forged - Forged creatures cannot be healed
and cannot receive Poison or Disease tokens.
They also ignore all Z& in the opponent's
attack. Creatures with Vampirism cannot be
healed if they attack Forged creatures.

Fortitude - Creature takes 1 damage
less from attacks. The total amount of
damage cannot be reduced to 0, even when
combined with other damage-reducing
effects.

Healer @* - Special ability. Instead of
attacking, choose a creature within Z~ %
and roll printed attack dice only.

Heal the targeted creature by 1 for each
£ ord:

Hook X - Instead of movement, creature
can move an opponent's creature within X
or less into the contact with itself, if it has
LoS to it. The creature must move along
the shortest available path.

Huge - When this creature is attacked
with I\ /4 attack, the attacker has
Master of Attack 2.

EGENDS
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Hunter: Text - When creature attacks
Text, its Critical effect always works.
Impassable - Creatures without Flight
cannot cross this type of terrain when
moving. Creatures cannot be placed on
Impassable terrain templates.
Last word { ) - Must be applied when
this card goes to the History from play.
Long shot X: @ - Special ability.
Instead of attacking, the creature can
declare I\ at range X with strength &
The critical effect does not activate.
Master of Attack X - When the creature
attacks, it can reroll up to X dice, but not
Monster - It cannot be healed, or returned
to the War Camp from any other zone, or
brought under the opponent's control. Also
cannot be activated by your opponent or
affected by any effects of Support cards,
including Buildings. It ignores 4%
Multiple Uses X XY - The ability can
be used as many times as specified there.
When a card with Multiple Uses is played,
collect the number of markers indicated
in the Multiple Uses stat and place them
on the card. Every time the player uses
an ability with Multiple' Uses, one of the
markers on the card should be removed.
Just as the number of markers equals zero,
all effects applied for the last time. Then
the card is discarded. ;

F
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Persecution X - When the creature
eliminates an opponent's creature with %
attack or moves it by Push effec‘t{ this first
creature can declare another [ attack,
once per turn.

The creature can move within X into
contact with an y opponent’s creature
before additional [ attack.

During this movement, the creature
cannot enter Difficult Terrain.

Poison token 6 - Roll at the
beginning of the creature's activation:
on a /, the creature takes 1 wound.
On a @, it loses a Poison token.
Creature can skip activation to lose
a poison token without rolling.
A creature can't have more than
1/ Poison token.

Predator - If the creature declares a
Melee Attack at a wounded opponent's
creature, its Crit effect always works.

Protector - This creature can take

~ damage instead of an allied adjacent

creature. Still can't take more damage
than its current health. The remaining
damage goes to the original creature.
Regeneration - At the start of
activation roll

..\Thls creature is healed by 1 on /.

On a W it is healed by 2.

Nesurgent - Resurgent cannot be healed

| Lo

and cannot receive Poison or Disease
tokens. Creatures with Vampirism cannot
be healed if they attack Resurgent. All
25 in the attack on Resurgents deal 1
damage in total, instead of Push effect
activation.

When the player eliminates the
opponent's & during their turn and this
character's card must go to History,
they can immediately summon their
Resurgent of the same rank or lower
from their War Camp or History on the
place of eliminated \%. They don't need
to pay its cost. The eliminated character's
card instead of going to History should
be placed under the Resurgent card
until Resurgent leaves the Battlefield.
The eliminated character shouldn't be
Resurgent, Forged, Undead, or Mech.
You cannot summon a Resurgent from
your History unless it belongs to your or
Dogs of War's faction.

Run X - On declaring a Run, a creature
can move through X additional hexes
instead of 1.

Rush - On your turn the creature can be
activated right after being summoned to
the Battlefield. However, it cannot attack
during this activation.

Shield - The creature ignores 1 & in
opponent's <IN and /y attacks.

EGENDS
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Slow - The creature can't declare Run.

Stun token - If a creature must be
activated, it loses a Stun Token instead.
A creature cannot have more than 1 Stun
Token.

Superior - When a creature attacks

below its rank, its Crit effect always

works.

Warlord * Allied * ® gain to
attack within 1 hex from the Warlord.
The effect of Warlords does not add up.

Crit EFFECT

dice to the roll. & on the extra dice
does not make the Critical ability trigger
an additional time. The value of this
additional dice cannot be changed.

add to attack 2 - Add an additional
Z2 to this roll.

Advance - If the attacking creature
destroys a creature or causes a Push
during it's attack, it may move no more
than 1 hex to take its place.

Frenzy - Once per activation an
attacking creature gains one additional
attack against the same target. The
additional attack can be done after all
consequences of the first attack have
been resolved, and if it is still possible.

add to attack g - Add the relevant

ARSEER



Hammerblow - Each one of @ deals 2
damage if they are in the roll.

Infection - After the damage phase the
attacked creature gains 1 Disease token.

Nimble - After the attack, this creature
can move by 1.

Parasite - Whenever the creature
eliminates &, summon & of your faction
on its place.

Pathfinder - this creature
Difficult terrain ability.
damage from the Push effect.

Poison - After the dealing damage step,
the attacked creature receives Poison token.

Surf - this creature ignores the River's
Impassable ability.

Slash - On dealing damage step, the
attacker deals 1 damage to additional
opponent's creature adjacent to it.

Stun - After the dealing damage step,
the attacked creature receives Stun token.

Swap - After the attack, an attacking
creature can change places on the
Battlefield with the attacked creature.

Vampirism - On dealing damage step,
each B~ heals the attacking creature by 1.

FAQ

Whatifthe text onthe card contradicts
the rules?

ignores
Including

The text on the card always prevails
over the rules.

For example: Normally, a creature can
attack only once per activation. However,
if the character's card states it can attack
twice, the card's text overrides the main rule.

What should I do if texts on two cards
conflict with each other?

The forbidding effect of a card always
overrides the permitting one.

For example: the card text says you
can heal a character for 1. However,
the character's card says it cannot be
healed. In this case, the forbidding effect
prevails.

Does the Crit effect activate when a
creature deals damage using a Special
ability or another effect?

No, the Crit effect only activates during
an attack, even if & deals damage. It
won't activate unless the description
specifies otherwise.

For example, Longshot is not an attack.
It deals damage, but it doesn't activate
the Crit effect. Push effect activates as
usual.

Does Counterblow count as an attack?
Yes, Counterblow counts as an attack.

This ability lets you declare a melee attack
with a specified strength, even if the
creature doesn't normally have a melee
attack. All Crit effects activate as usual.

Do the abilitiy of an equipped Relic
apply only to the Hero?

Relics can have various abilities.
Typically, the description will specify
who is affected by the Relic's effects. If e
there's no specific indication, the;Relic's
ability apply only to the Hero carry ngf it.”

If a creature can declare mul‘t;pl (s,.
attacks in one activation, can it replac ,‘
one of them with Special? o

No. If a creature can declare more tﬁaqj\
one attack, they must be all attracks or"

4'

one Spec1al - ig_-:;’\
s
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¥  Hero & - Critical effect and hit

® Character #-Hit 2% -Push

& Minion

)!7 Armour token (6 %\ L 4 D> I;a

U  Armour -

B { Multiple Use % & 7 > . .

of First Word .

() Last Word O g\ N N N )

N\ Hero’s Power

& Income L Q@ @

¢ Healer

@ Draw a card from L Z I I . ‘ !)
your Battle Deck

BASIC ATTRIBUTES TYPE OF ATTACK

) *— Gold Rank ~* - Range of Attack I % - Melee Attack
*— Silver Rank %" . Movement s - Range Attack
i}- Bronze Rank € - Health I 4 - Magical Attack

L$

« The Hero's Power value becomes equal
to the Income Value,

¢ unless it is the Player's first turn.

« If the Income Value is 10 or higher, the
Hero's Power value becomes 10.

II. ACTIVATION PHASE
During this phase the active Player may:

<‘—— TURN ORDER
I. TURN START PHASE

+ The Player draws one card
from the Battle Deck and one
card from the Feats deck.

+ The Player untaps all tapped
cards.

» Activate creatures on the Battlefield.
+ Use activated abilities
of creatures, buildings, and relics.

+ Play any number of Spell, Relic,
or Building cards from their Hand.
+ Discard no more than

1 Support card from Hand

to the History without playing it.

« Summon no more than
1 character from the War Camp
to the Battlefield.

« Play any number

of Feat cards from Hand

if they meet the conditions listed
on the card itself.

+ Discard no more than
1 Feat card from Hand to activate
its discarding effect.

A Player can play one
Military Feat card after each

Achievements can be played at = _
any time during a player’s turn.

. g character is destroyed and A player cannot play more than
Regeneration a g' tﬁe creature 1s Eea%eg EY L. only on their turn, in addition to one Achievement card with the
» - the creatureis heale 2. 1 VP gained from the Feats deck. same name in the same turn.
il Poison token & # - the creature takes 1 wound.
e (The crerinme looes & Do felkem. Players can carry out these actions in any order, according to the rules.
Difficult target 0 Attacker's & and ) become € III. END OF TURN PHASE
Only after all creatures of the All abilities and effects that
Warlord [] An allied creature gains active Player on the Battlefield are active until the end of the turn
& ‘ Y have finished their activations, ] are ended. After that, the other
Disease token -Q‘ /or é_} - an adjacent creature receives he turn can be declared over. Player's turn begins.
a Disease token.
SIGNUM

GAMES

Legends of Signum®



