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18x Level 1 Cards 18x Level 2 Cards

18x Level 3 Cards
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One night, | dreamt a dream
For possible futures so bleak and reality - so torn at the seam.
| woke drenched in a cold sweat
In fear that this might be what we shall bequeath.
Every alternative hereafter was harsher than the last,
| had one thought only - this monstrosity must be stopped, and fast!
Vicious tentacles entwine the whole world in their grasp,
Hypnotists fight to entrap your mind in an iron clasp,
While reflectors of darkness and rulers heartless
Strive to steal the life out of you and the last of your breaths, leaving you in eternal darkness.
What could | do, as fewer and fewer shall dare to fight?
[rue heroes are missing what could possibly bring back their might?
After a 40-day fast and prayer
One thing has become clear -
Unless you assume a heroic identity and travel back to the past
To develop your virtues and bring nobleness back at last,
There is no one who could help the future out of the path of doom &
And the whole world alongside you will be long lost, and soon.
To the land of ancient Thrace, you must travel
And help the terrifying mystery unravel -
Which Prophecy, in the end, shall be fulfilled,
And more importantly, how can the world be rebuilt?
The key to your strength is your talents -
Strive to develop them, and you shall gain balance.

Thus step in the shoes of true victors - all of you!
Remember, your past is your friend and a valuable teacher, too,
But your destiny in the future rests,

So if you wish to succeed in your quests,

You must apply all newfound wisdom
And pave the path to a new kingdom!
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ThreeTale is a cooperative adventure game for 1 or 3 players. You take the role of fairytale
Heroes, each with their unique abilities. The game consists of 4 phases - Prophecy, Past,
Present, and Future in order to be victorious.

At the beginning of the game, the players draw 3 Prophecies that hint at possible Future
Scenarios, each with a different win condition. Their Heroes return to the Past where they
develop their statistics and talents. When the Past is over, the Future Scenario is revealed,
and the Heroes face it.

1. PROPHECY PHASE

Players draw a total of 3 Prophecy
CGards and each of them picks a Hero.
(The Prophecy Phase is explained on page 11)

2. PAST PHASE

You build the Map while developing
your Heroes.
(The Past Phase is explained on page 11-12)

3. PRESENT PHASE

You reveal the Future Scenario that
your Heroes will face.
(The Present Phase is explained on page 12)

4. FUTURE PHASE

Your Heroes have to meet a specific
condition in order to win the game.
(The Future Phase is explained on page 12)
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WINNING AND LOSING 1

| The players win upon completing the objective described in the Future Scenario. When the win |
¢ condition is met, the game ends, and all the players are victorious. !
ﬁ The players lose if one of them dies or they don’t meet the specific requirements of the Future |
E Scenario in time. ¢
"

i SOLO PLAY |

-,

The player controls all three Heroes. They play the turn of every
Hero following a chosen order. All other rules apply.
DUO PLAY

ThreeTale was designed to provide the best experience as a solo
and a three-player game. However, duo play is also possible.

One player controls one Hero, the other player — two Heroes or
both players control the second Hero. All other rules apply.
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SETUP

Before starting the game, make sure you have these components on the table:

—— l
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1. Hero Boards; 9. Quest tokens; i
2. Hero miniatures; 10. Treasure tokens;
3. Map Tiles; 11. Battle tokens; !
4. Quest Cards; 12. Damage tokens; .l'
5. Treasure Cards; 13. Sacred Stones;
(arranged in decks according to their level); 14. Cubes (white, black, red and blue);

t 6. Battle Cards; 15 ikt
(arranged in decks according to their level); 3 ’
1. Artifact Cards; 16. Prophecy Cards

. . ; : (If it's your first play, we recommend that you use
(et R L s gt L el only the Tutorial card. If not, use all 7 remaining

8. Bonus Cards (Hero and Enemy) Prophecy cards (without the Tutorial card))
(arranged in two decks);

Things you will need later:
«  The 3 Future Boxes corresponding to the drawn Future Scenarios and their miniatures

(the boxes should remain closed until the conclusion of the Present Phase).

10




GAMEPLAY \}|
PROPHECY

Draw 3 Prophecy Cards, keep in mind that only one of them will come true and set the stage for

the Future Scenario. There are hints of what’s to come, hidden in the story, so make sure to read

it thoroughly. The statistics at the bottom of the Prophecy Cards correlate with the statistics

on the Hero Boards, every Hero is different therefore some are better suited than others for

specific Prophecies. The Prophecy Quest at the bottom left of the card awards each player at
the start of the Present Phase, if they fulfil its condition before the Past Phase ends.

i
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PAST PHASE

First turn for each player (turn order is chosen by the players):
1. Tile Drawing - Draw 1 Tile and place it on the table with the objects facing up.

2. Hero Placement - Place your Hero in an empty space of the Tile you just placed. ~
You'll start your movement from there (Fig. ).

3. Object Placement - Place all corresponding objects (tokens and cubes) on the Tile to indicate !
they are ready to be claimed (Fig. 7).

4. Movement - Move on the Map. 1 Speed (&) lets you traverse 1 Space (Fig.2).

5. Action - Perform 1 default Action ( €& ). An Action is any interaction with an object on the Map.
(For more information, see Map, Tiles and Tokens, p. 20.)

R & ;. N PFY RN
Fig.1 On this Tile, the player has to place Battle 1 and Fig. 2 The Youngest son starts with 2 ( and 1 f- :

Treasure 3 tokens and a white cube on their places.

They can choose to move 1 or 2 spaces and perform 1 f-
along the way.




(other) turn: W N
. 1. Tile Drawing - Draw 1 Tile and place it on the table, rotating it as you choose. Snap the new

Tile to one of the already placed ones. (see Map, Tiles and Tokens, p. 20);

2. Object Placement - Place all corresponding components (tokens and cubes) on the Tile to
indicate they are ready to be claimed;

3. Movement - Minding your Speed (& ), move on the Map;
4. Action(s) - Perform your Actions (& ) (vou have 1 default Action).
When there are no more Tiles to be placed, the Map is completed, and the Past Phase is over.

PRESENT PHASE
1. Remove all remaining tokens and cubes from the Map.

": 2. Shuffle the 3 Prophecy Cards and draw one at random. The drawn Prophecy card is the
I Scenario for the Future Phase.
4

3. Reward every player that has met the condition of the Prophecy Quest.
4. Read the chosen Future Scenario from the Future Book.
9. Set up the Future according to the instructions.

6. Choose your difficulty level.

« All players must choose the same difficulty level.

« Each player collects one of the awards listed in the table below, accordingly to the difficulty level
selected.

Difficulty level Awards ] h

Smooth (easy) | 12 ‘
Daring (medium) 1 ,} T
— 2. A

" Brutal (hard Go into the Future Phase without boosting any stats or
eIt (har )_é getting additional Artifacts. ]

= A R !!

-

1. Choose your turn order.

FUTURE PHASE
Play your turns according to the Future Scenario you've drawn.
(For more information, see Future Book.)
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/ BASIC CONCEPTS

This section details the various components, symbols and Actions in the game. Consult it every
time you’re unsure how to proceed or what a certain keyword or symbol means.

BASIC SYMBOLS AND ICONS

This game uses lcons and Symbols for shortening the terminology used to indicate in-game
components: Nittas

Love Hope | Faith |Endeavour ;EnduranceI Mercy

Virtue Effect

Dice in Battle | Dice Flipping | Bonus Cards Action
% Bl <

Adding Virtue { Giving Virtue

O L Te
Stones and Creature Stats

Virtues (all) Shevitsa Speed Defence Strength

O 35 L | 9| -
| 2 . & ¥

Artifact Icons

Head Hands Feet One Time | Activation "7;
Artlfact Artifact A Artifact A Artifact A Damage Use Needed Pe"ﬂa“f”ii

Other Icons

Dice Bonus Cards Nothing Positive Dice _ Spirit Sacred Stone
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DICE

This game uses custom dice featuring 3 symbol (positive) sides with a symbol and 3 blank
(negative) sides. Whenever you're asked to use the dice (mainly during Battles, Treasures or
Artifacts), roll the appropriate number of dice and count the positive sides — this is your

result.
HERO BOARDS

Each player has their own Hero hoard that keeps track of their Hero’s Virtues ( ‘ ),

Speed (& ), Shevitsa (¢2), Spirit (<¢~), Quests ( 4 ) and all used Bonus Cards ( [f)

and Artifacts [é# )

Every Hero has their own starting set of Virtues, the amount of which is highlighted above

the respective Virtue icons. They also have unique talents, shown in the middle of the Hero
board. Every Hero starts with full Spirit - 3 points.

Name Spirit Effect of Virtues
The name of your Can be used leon showing the effect of
mighty Hero during Battles every Virtue.
Bonus Cards Head Artifacts
A slot to put your A slot to put
Bonus Cards for your your Head Artifacts
current turn
Hands Artifacts
A slot to put
Quest Cards your Hands Artifacts §
A slot to put your Quest b
Cards that you need to ‘
finish during the Past ! -
Phase Feet Artifacts
A slot to put
your Feet Artifacts
I
Virtue Icons Speed Shevitsa
lcons showing what every Virtue — Used to move Used to show the experience
(Love, Hope, Faith, Endeavour, on the Map of the Hero and their activated

Endurance, Mercy) is. Talents (one for every level)

Hero Board Statistics Name
They correlate with the The naie of your
statisties on the Prophecy mighty Hero
Cards and help you choose
the right Hero squad ,
according fo the Future %%zcskssfzfg/r (%‘
Scenarios of the drawn s

Prophecy Cards




VIRTUES

Virtues are statistics on the Hero hoard. When a Hero collects a White Stone or suffers damage,
choose which Virtue to increase or decrease, respectively (for more details on taking damage, see the
Battle section, p.25).

Icon Name Effect
P N Love This is the Virtue you use during Battle. During one round of attack,
you roll a number of dice equal to your Love’s value (0-13).

If your Love’s value is 4, you roll \ : Bonus Cards can add more Love
4 dice during one round of attack. > to your attack during your turn.

4'This Virtue lets you changé the value of a rolled dice from negative )
to positive or vice versa. The number of dice you can change is based on
how much Hope you have:

0-2:08;36=18 ; 1-10=-28 ; 11-13-3% .
Hope can be used for every object that has dice rolling in it (e..

Treasures and Battles). Hope can be used once per individual object
during one turn.

\ VS . J |

It turns negative dice to It turns positive dice to negative .
positive to benefit you. to weaken your enemy.

WP ep e as

LA 2 AN O | s L - '_-1s !

._5'1_ mvm_ﬂ ; 1

This Virtue lets you draw and use Bonus Cards (from the player’s
deck) during your turn. Depending on how much Faith you have, you

can draw: !
| § 0-2-0;36=11 ; 7-10-2[; 11-13-3[.

The Bonus Cards can grant you additional Speed, Actions, dice J

turning, additional dice during Battle or nothing. Draw your Bonus

Cards at the beginning of your turn. The bonuses of this card can only
be used during the current turn (they are not permanent).

1-10 = 2 cards 11-13 = 3 cards




This Virtue lets you perform additional Action(s) during your turn.
An Action is considered any interaction with any object on the Map or

Endeavour | or using an Altar. Using a Portal does not require an Action. Based
on how much Endeavour you have, you get:

0-2:-04: ;36:=1€ ;7-10-2€ ; 11-13- 36

It allows you to perfarm 1 more Action & during your Bonus Cards can add more f durin ing your turn,

turn, in addition to the 1 Action &% you have by default.
ey 1L 6 3@

from fmm
default Endeavour  Bonus Card

'This Virtue lets you increase any Virtue of your choice at the end of
your turn. This ability is used simultaneously with Merey (see below).
You cannot increase your Mercy and then use the augmented Mercy

in the same turn. Depending on how much Endurance you have, you
Endurance | cap increase:

0-2=-0@ ;36=1@ ;7-10=2@ ; 11-13=3§ .
If you have 2 or more Virtues to increase, you can choose different
L A A Virtues.

e.g. You have 3 Endurance ﬁ (3-6=1 Vlrtue) It allows you to add T more Love O or any other Virtue).

Vel W

This Virtue lets you increase a chosen Virtue of another player at
the end of your turn. Depending on how much Merey you have, you can
Mercy increase:
0-2:00:36-1@ ;7-10-2@ ; 11-13-3 @ .
If you have 2 or more Virtues to increase, you can choose dlfferent
e Virtues and different players to add them to.

e.g. You have 3 Mercy @ (3-6 = 1 Virtue). It allows you to add 1 more Love ‘ (or any other Virtue) to another player.
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~ All Virtues can be used both in the Past and Future Phases. \
3 You can use the effect of your Virtue the moment you reach the threshold. If you lose a Virtue,
you immediately lose the effect it gives you.
e.g.: You gain 1 Endeavour mid-turn, reaching a higher threshold. You can use one more Action during
the same turn.
e.g.: You lose 1 Faith mid-turn, going below a threshold. You immediately lose the ability your Bonus
Cards give (if you haven't used it yet).

OTHER STATS

Speed allows you to move through the Map. The value of your Speed indicates how many
Steps you can go up, down, left, and right from your current location (Fig.7). You cannot move
diagonally or pass through Trees (Fig.2). Using a Portal takes 1 Step. You can continue moving
until you exhaust all your Steps even if you have performed all allowed Actions for your turn or
you can stop moving without using them all up.

You cannot end your turn on a space occupied by another player or perform any Actions while
you're on an already occupied space (Fig.3), but you can pass through the player to reach your
destination (Fig.4). You don’t have to interact with the object located on the space you find
yourself at the end of your turn (e.g. if there is a Battle token on the same space, you don’t have to
engage in a Batt/e} You can use the additional Speed the moment you get it.

Fig.1 Fig.2

h Spirit represents your health Every player has 3 Splrlt You can use it to negate an

““" enemy attack, blocking the damage you would suffer from one round of attack. You can
also escape the Battle at any time by spending 1 Spirit.

If your Hero’s Spirit reaches 0, the Hero dies, and the game is over.



¢9 Shevitsa helps you develop your Talents as you gain experience. The Shevitsa ;
Qb. Talents are unique for every Hero. \
69 There are 3 levels and 6 Talents in total. The player must choose between 2 Talents

whenever they collect enough Shevitsa to unlock a new level.
Each level requires a set amount of experience:
« The first level requires 2 Shevitsa to unlock. Mark it using a Shevitza cube.( (Fig.7).
« The second level requires 4 additional Shevitsa to unlock. Mark it using a Shevitza cube. (Fig2). ¢
« The third level requires 6 additional Shevitsa to unlock. Mark it using a Shevitza cube.(fig.3). i
’

 Mter gvary Battle won,
A m]b ?
/= | [valid during all Phases]

The moment you unlock your Talent you can use its ability. Some abilities give you one-time bonuses
to add, others give you special powers. You can mix and match your Talents as you wish but you
cannot unlock 2 Talents from the same level. Every unused Shevitsa can be stored in the midline
column of your Talent tree on the Hero hoard, or by placing your Red cubes near your Hero hoard.

What is Shevitsa?
Shevitsa is a specific type of embroidery, a core element to traditional Bulgarian clothing. Every shevitsa requires

countless hours of labour to craft and years of practice to master. The intricate patterns bear hidden meaning, making
the garment a cryptic form of writing, not unlike runes or hieroglyphs. Different shevitsa symbols signify wishes for
fertility, health and prosperity, offering protection to the one wearing them and their household.
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@ The Sacred Stone is the most valuable item in the game. It helps you in a unique way

in every Future Scenario. You can give 1 Sacred Stone to any other player given that:

B

*  You are adjacent to them on the Map (standing on any of the 8 surrounding spaces) -
* You use 1 Action ({6 ).
| ';.’ .- R ¥ T P ] T R R~ T R - Co o
v ARTIFACT CARDS
b
sws0. ~—@F 1y AME
Shows the level Ny ﬁ The name of
of the Artifact d - - - the Artifact
stor ., Wy wmdiil
The place where E;y Wreah 2 you The effect of
the Artifact goes infict4 /) the Artifact
USAGE » = STORY _
This shows if the Artifact Cut down not trees A short text telling you |
fs active, passive, or it husdackthoughts: more abaut the Artifact y

n6eds activation



\ 4 Artifacts are additiopal items you can equip to 1 of these 3 slots -
/' your Hero’s head ( @), hands (g#®) or feet ( ﬁ).

* You can have an unlimited number of Artifacts, but you can only use 1 of each type (head,
hands, and feet) during your turn.

« |If you have more than 1 Artifact of the same type (head, hands or feet), you can choose which
one to equip when you need to use it. This can be done anytime during your turn. You don’t have
to choose which one to use from the beginning of your turn.

Artifacts differ by strength. There are:
« Level 1 Artifacts ( 22);
« Level 2 Artifacts ( 2 );
« Level 3 Artifacts ( 27).

Artifacts differ by usage. They can be:

« Passive QO - can be used each turn;
Note: All Passive Artifacts can be used once in every round of attack in Battle.

. Activeé- you need to have positive dice to use them;
Note: Using positive dice to activate an Artifact during Battle means you cannot count those dice as
damage. All Artifacts that need activation can be used once in every round of attack in Battle, and they
need to be activated every time they are being used. (For more information on how to activate Artifacts
during your round of attack, see section “Battle Cards”, p.25).

« One-timers l - can be used only once, after which they are put in the discard pile.

i
i

Veur pnemy shigs
Blam

(1 wwrs veth A Syl Stoee Al 11 you lgma & Hana's
p ey - e o ien
i Bt v 1) ! it )

Level 1 Artifact ( Jp) Level 2 Artifact ( 2y) Level 3 Artifact ( )
head ( 6), Active (/a\) hand (), One-time ( | ) feet (), Passive (QO)
Set up

Set aside 3 decks, depending on the strength level of the Artifacts (1,2 and 3).

Winning an Artifact

Draw 3 cards at random from the corresponding deck.

Choose 1 to keep.

Put the other 2 in the discard pile of the corresponding deck.

Every used-up or transformed Artifact is discarded.

Once all Artifacts are discarded (or are in use), shuffle the discard pile and reset the deck.
Start a new discard pile for the used Artifacts.

R WN

You can give 1 Artifact to any other player given that:
« You are adjacent to them on the Map (standing on any of the 8 surrounding spaces)
* You use 1 Action ().

19




MAP, TILES AND TOKENS

Tiles are used to create the Map during the Past Phase. The Tiles come in squares divided
into 4 Spaces (2x2). When you add another Tile to the Map, snap the Tile’s edge to the already
placed Tiles (see the image below). You can choose how to rotate the Tile when you're placing it,
but you can’t change its orientation at a later time. When you place a Tile on the Map, you also
place all corresponding objects — Red, Black, and White Stones, the Offerings, and the tokens
for Battles, Treasures, and Quests, on it. The Trees on the Tiles are impassable. Altars and
Portals are permanent — they can be used multiple times both in the Past and Future Phases.

. CORRECT PLAGEMENT INCORRECT PLAGEMENT
Before you place the Tile, you can Always snap the new Tile's entire edge
choase how to rotate it to the already generated Tiles

A

MAP TILE PLACEMENT TAKEN OBJECTS A

An example of Tile placement on the 6th turn These objects have been claimed in a previous turn

2

L S

P i

AVAILABLE OBJECTS

These objects haven't
been claimed yet

PERMANENT OBJECTS

These objects can be used multjple times

NEW TILE
This is the next Tile you need to place. Choose how to rotate it and place
all illustrated tokens on their slots. In this case, you need to place a
White Stone (Virtue), a Red Stone (Shevitsa), and a Level 3 Treasure




The only permanent objects on the Map are the Altar, the Portal, and the Trees.

You can't pass through the tree-covered area. Trees do not
impact the exchange of objects between adjacent players.

more valuable.

When you enter a Portal, you can immediately move to any
other Portal on the Map.

A place where you can Sacrifice objects to receive something

All other objects placed on the Map as cubes and tokens are temporary. You can only use them
once. Whenever you step on an object on the Map, you can use an Action to claim it — take the
token from the Tile and do the corresponding action.

Virtue

Take it from the Map and gain 1 of a chosen Virtue.

P g

Shevitsa

&

Take it from the Map and gain 1 Shevitsa.

Speed

Take it from the Map and gain 1 Speed.

Treasure

Taking this token allows you to draw a Treasure Card from

the deck of the corresponding level.
(See “Treasure Cards” section, p.22 )

Battle

Taking this token allows you to draw a Battle Card from the

deck of the corresponding level.
(See “Battle Cards” section, p.25 )

Quest

Taking this token allows you to draw a Quest Gard from the

deck of Quests.
(See “Quest Cards” section, p.24 )

Offering

Taking this token and giving it to another player
(on a space adjacent to you) allows you to gain an Artifact

21
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OFFERING

When a Tile with an Altar is placed on the Map, place an Offering token on the Altar (Fig. 1).
Any Hero can claim it, using 1 Action (Fig. 2). Giving the Offering to another Hero as an Action
blesses it, turning it into an Artifact (Fig.3):

« The first Offering that is given turns into a Level 1 Artifact ( <)

- The second Offering that is given turns into a Level 2 Artifact ( 2 )

« The third Offering that is given turns into a Level 3 Artifact ( ;)

The players decide which Hero keeps the Artifact. When the Future Phase begins, remove all

Offering tokens from the Map. However, Heroes keep all Offerings they've already claimed,
and they may still bless them.

TREASURE CARDS

When you take a Treasure token, remove it from the Map and draw a Treasure Card from the
deck of the corresponding level.

SYMBOL NAME TREASURE LEVEL 2
This symbol shows that This is the name At level 2. if you roll O, L
this is a Treasure Card and its level of the Treasure Card you get nothing 3

language?

5 : : : The pages were inscribefl in an
These fere no ordinary The wind sprinkled the sparkling 7 : s il
gemstoneps. Looking through articles all over the blackened t‘::;‘:llf:; ::1;‘:12:11&\::: e N
them, ond shall find the true sky, unveiling a map to a world so stanengng e dqare Al entn s
nature of that what lies beyond. wondrous. o0y

REQUIREMENT STORY TREASURE LEVEL 3
FPusitive dice rolls needed to A short text telling you At level 3, if you roll O, '
achieve corresponding award more about the card you lose something

22
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Every time you open a Treasure, roll 3 dice. Depending on the result, you get the corresponding
reward.
The Treasure Cards are discarded after use.

Opening a Treasure is not without risk! There are three levels of Treasures. The higher the level,
the bigger the potential reward, but also the greater the chance of not winning anything, or worse,
losing something.

The possible outcomes are listed in the table below:

Posmve dice\Reward Level 1 ievel 2 | 4’_ Level 3 g
A meagre rewar(‘jw ; & Néthing You lose 'S;tathing
1-2 + Asmall reward +A medium reward Nothing
; A mecg!in: rt;'v;;rd LA sub;tantial reward v A huge reward

When your Hope & is 3 (or higher), you can flip a dice and use it to reach the Treasure threshold
for a greater reward.



QUEST CARDS '~
When you take a Quest token, remove it from the Map and draw a Quest Card from the deck.
If you manage to fulfil the requirement(s) during the Past Phase, you win the reward.

SYMBOL Nine Mountain v .' NAME
This is the name |
Ihis symbol shows of the Quest Card
this is a Quest Card i
']1
3
1f you collect 5 Treasures, take 1 2.0
i REQUIREMENT
STORY e mapunsiseroatlosgad What you have to achieve
A /787/07%; Zeﬁftz;//lléﬂé J;Z’u o e Sl etk omd and what the reward s

You can give 1 Quest to any other player given that:
« You are adjacent to them on the Map (standing on any of the 8 surrounding spaces)
* You use 1 Action ().

Note: Quests can only be completed during the Past Phase. After completion or when the Past Phase
ends, the Quest Card is discarded. You can track your Quest’s progress using the involved objects. o

BONUS CARDS ‘

Drawing a Bonus Card lets you use its effect during the turn. Some cards offer 2 effects, you can

choose which one to use (you can’t use both). Once the turn is over, discard the cards. There are

two types of cards — Hero Bonus Cards and Enemy Bonus Cards, kept in two separate decks.
Hero’s Bonus Cards: Y

1. Additional dice in Battle per turn

2. Additional dice flip once per ® 19

individual object during 1turn | =% = : O
3. Additional Speed for the turn ~ ! g, ‘
4. Additional Actions per turn D= = S

5. Nothing
Enemy’s Bonus Cards:

1. Additional Speed )
2. Additional Strength

3. Additional Defence L (‘ e 1 ' O
4. Nothing @ ' @ @ @

Once all Bonus Cards are discarded (or are in use), shuffle the discard pile and start drawing from
it, resetting the deck.




BATTLE CARDS N

| _.:"' ‘%x;
When you take a Battle token, remove it from the Map and draw a Battle Card of the
corresponding level. You will fight an enemy to win a prize.

STATS REWARD ~ SYMBOL NAME »?
The Speed, Defence and What the Hero wins after This symbol shows that This is the name |
Strength of the enemy defeating the enemy this is a Battle Card and its level  of the Battle Card j

/ V4 The Sneaky Squicky

]

1
s&
49

S5

"
3 f

’

»

g 4 e Vampire chanted:
When were you going to notice the “Liar, nward'pmm’ SR )
runaway, crossing your path every A qiiet voice deep inside Fear overcame yoli. Suddenly a
morning at dawn, robbing you of vou whispered: mountain emerged on the road
strenght and wisdom? “Veracious, Nving, humble, defender” ahead.

STORY BONUS CARDS TALENT

A short text telling you The number of cards the enemy The asymmetric Talent
more about the card draws from their deck the enemy uses

Battles are divided into 3 levels, increasing in difficulty.

Each enemy uses the same three stats — Speed (& ), Defence ('@ ), and Strength (eg).

Level 2 Battles feature enemies who draw Bonus CGards beforehand (see below), and Level 3 |
Battles feature enemies who draw Bonus CGards and have unique Talents.

Attacking

« Whoever has the greater Speed attacks first. If you have the same Speed as the enemy, the
enemy attacks first (Fig.1).

« You attack by rolling a number of dice equal to your Love (Fig.2).

« The enemy attacks by rolling a number of dice equal to their Strength (Fig.3).

Damage

* You inflict damage equal to your positive dice (Fig.2, Fig.4).

« You may also use Artifacts and Talents to inflict additional damage (Fig.2, Fig.4).

« When you inflict damage, reduce the enemy's Defence (Fig.Z, Fig.4).

« The enemy also inflicts damage equal to their positive dice (Fig.3).

« When the enemy inflicts damage, you either spread the damage among your Virtues, diminishing
them by the number of damage points (e.g. 3 damage to you means you can choose to reduce |
your Endeavour by 2 and your Hope by 1), or block all the damage by removing 1 of your Spirit. i
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* You can use the Damage tokens to track the inflicted damage on the enemies.
All Past Phase Battles are multi-round Battles - you and the enemy keep taking turns until one

A side is defeated. i}
_In the Past Phase, you can also escape the Battle at any time by sacrificing 1 Spirit. /A
A N o



If the enemy’s Defence is entirely exhausted (you have dealt more damage than its Defence), you %
have successfully defeated the enemy, and you claim the prize detailed on its card (Fig.4). \
If you have no Spirit or Virtues left, you die. If you die, the game ends for everyone.

The Battle Cards are discarded after use.

Reminder: If you have already used the effect of a Virtue during your turn, you can still choose to
diminish it when taking damage in Battle (&g if you have 3 Hope and you have alréady changed the
1o/l of a dice, you can Sl diminish your Hope without this aifecting your previous actions).

Fig.1 Start of 2 Battle
Your & is 5, your enemy's & is 4,
therefore you are the first to attack.

Fig.2 Hero's round of attack

You have 7‘, therefore you roll 7 diee when you attack your enemy. You manage to roll 5 positive
dice, and your enemy suffers 5.//. However, you also possess an Artifact, which can help you in Battle.

1301313 131313
12 12 12 g 12 12 12
nlnn nouln

s fiis. sy T =
a0 [t
, o Sy O
0 i 00
L a /i3

Your Artifact requires 1 positive dice for activation and in order to use it, you sacrifice 1 of these
54 to your enemy. The Artifact allows you to deal 2 4. You cause 6 4 in total to your enemy-

4 from your dice roll and 2 from the Artifact. Your enemy's' was 7 and now is 1.

It's your enemy's turn to attack.

The veng
f o M Seopg jng, i
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Fig.3 Enemy's round of attack
Your enemy has 3 «@p, therefore they roll 3 dice when they attack you. They manage to roll

2 positive dice. However, you have 3 0 which allows you to turn 1 of their positive dice into
negative. You suffer 1/ and choose to decrease your / from 4 to 3. It's your turn to attack.

Fi .4 Hero' un ofatack 2
You have 7 O therefore you roll 7 dice.

You manage to roll 3 pesitive dlce and your enemy suffers 3/// You caused your enemy 9 /// in
total during your twa rounds, and they are defeated. You can now collect your prize of 1 2 and 2 ’ @
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DAMAGE TOKENS

Tokens that can help you keep
track of the enemy's Defence

Rolls a ﬁ to see if it doubles the attack

“I shall crush your heart whenever
you look back to that land of
memories that are now sealed for
good.”
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USING PORTALS AND ALTARS

Portal - an object found both in the Past
and Future Phases that can be used an
unlimited amount of times. When your
Hero enters it, you can immediately place
them on another Portal of your choice
anywhere on the Map.

Altar - An object found both in the Past
and Future Phases that can be used an
unlimited amount of times. Altars allow
you to spend an Action and perform a
Sacrifice — discard Artifacts, Shevitsa or
Virtues to transform them into something
more valuable to you at the moment. You
need to spend an Action to use the Altar.
During that Action, you can Sacrifice as
many objects as you wish.




You can Sacrifice the following on the Altar:

3x Virtues to convert into 1x Shevitsa

—@®

-

T 1x Shevitsa to convert into 1x Virtue

®—

1x Level 1 Artifact to convert into 2x Shevitsa

2x Level 1 Artifacts to convert into 1x Level 2 Artifact

w I W .

2x Level 3 Artifacts to convert into 1x Sacred Stone
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PROPHECY CARDS N

Each Prophecy Card contains:
« Hints about the possible Future Scenario in the shape of a story.
« Statistics, corresponding with the statistics on the Hero Boards, that are meant to help you
choose the best Heroes for the possible Future Scenario. f
* A Prophecy Quest that is meant to hint at what will be essential for the possible Future *
Scenario. Each player that has fulfilled the requirement of the Prophecy Quest of the Future f
Scenario that is drawn during the Present Phase gets 1 Sacred Stone.
NAME l
s

] X 1Y 4 e 2
o . ' __\\ | | ¥ _._ i ‘I, &

SIGN

This is the sign of the future. This is the name of the

it It has a number for easy Prophecy Card
|~ tracking ——
| In a parallel land of a Tree, old and mighty
You will be attacked every day!
Pieces of soil will turn upside down
To put you right in harm's way.
The Tr:im an&i its alllias aim to destmyynl.; STORY
Arachni i ill Jlall - =
S0ich paseey st i Eharxins Sac i This is the story of the
Aim to rule over the whole world's wide ground. /L—Ul‘[/fﬁ SL‘eﬂaflU #73[ m/é#]l‘
Defeat them, and you shall obtain seeds that grant you b /Zc /f //
The powerF ;:ebh:i::li;ur'n;;altacks of the Tree. ECOMme a reaity. It aiows
o T8 NO: 1 80 precious.
Go find thcmrfFor battlc,%.he'y wanpilte\:m, ready to be. you tﬂ tc']/(ﬁ Hglﬁﬂﬁ‘ﬁ’ 3t
St otand i the vicd fen il Ehe o the possible future and
PROPHEGY QUEST ) ;tnaggifts p:22$;:3:falfoblm, = ﬁfUV/l/ES Sllbﬂﬁ’ /7/'”[5 Uf
/l‘ ﬁ/ﬂfS at W/Iﬁl‘ W///bﬁ The world will be saved, the Tree - good again,
Light ever darkness shall reign! what may come o pass

essential for the possible N
Future Seenario. Fach -

player that has fulfilled [ Prophecy Quest 0¥ TTTTIT R STATISTICS

the requirement of the ita player has 10 & P— Talonts This shows which skills

Prophecy Quest of the when the Past Phase L] [ ] ]]] your team needs to h
Future Scenario that is L Mobility Consistency develop in order to be '
drawn during the Present A\, ='© A5 NINENEE NEEEEED better prepared during
Phase gets 1 Sacred Stone : ' R this Final Quest

Example:

When you've drawn the Prophecy Cards, look at the statistics at the bottom - Fights, Supporting,
Mobility, Gathering, Talents, Consistency. Then look at the statistics on the Hero boards as they
correlate.

b You can see that these 3 Heroes: The Youngest Son, the Silver Deer, and Sun and Moon, will be
. suitable for the Parallel Land Future Scenario.

The SiIverDee |
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SCORING

At the end of the game, you can choose if you want to count your points. All points are counted
together for all players, as your final score is a result of your team effort.

Scoring rules:
For each remaining ‘ ,score 1 point.

For each remaining ( , score 2 points.

For each remaining £&3 , score 2 points.

For each remaining 20 of Level 1/2/3, score 3/6/12 points respectively.
For each remaining @ , score 30 points.

For each remaining ~:§:~ , score 15 points.

For each completed Future Quest, score the points specified for that quest.

Hero 2 | Hero 3
12 p. 13 p.
10p. | 18p.
24 p. 18 p.
30p. | 24p.
0p. 30 p.

30 p.

T e




TUTORIAL

If this is your first time playing ThreeTale, or you have a new participant, we recommend starting
with “The Beginning”, where you have only 1 Prophecy and one Future Quest that are known
from the start.

SETUP

Only the Tiles marked with a golden dot in one of the corners are needed. There are 9 in total.
Everything else is the same as in standard play.

We recommend choosing:
The Youngest Son, The Queen of Living Water and The Silver Deer for “The Beginning”.
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