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Quick Reference Guide for Multi-player
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GAINING VICTORY
POINTS (VPs):

1 VP. If the Challenger
passes on the Encounter and
you face the challenge.

Cost in VPs. If a Dungeon
card is cleared at the end of
an encounter you are facing,
gain its Cost in VPs.

Cost in + 1 VPs. If you send
a Dungeon card you are
facing to the Grave you gain
its face value +1.

3 VPs. If you complete a
Quest.

2 VPs. When an opponent
Regenerates either deck.

-1 VP. For each Wound your
Adventurers have taken.
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l MULTI-PLAYER FORMAT l

o Cc* 2 ( For detailed information on individual card
- ¢ o (C anatomy or product details please reference the Introduction
. . ( & PDF. We also have an online tutorial available to show the

90 =7( ( basics of playing a Solitaire game.
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Pregame Prep: Win Conditions:
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Quest (unless specifically stated by the rules).

Lose Conditions:
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Decks can be rigged to include Quests that can be
accomplished when you are the Challenger. In Multi-player
format you may get the chance to control what you will face.
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STEP 1: Set-Up
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We have nicknamed this format the “"Seven Point Eagle” in
homage of the Keldornan flag; at the 5pt mark it’s called a
"Blind Eagle” gnd at 6pts it’s a "One Eyed Eagle”.

Immediate Actions:
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“COME INTO PLAY"” abilities do not occur
until the Challenger begins the Encounter.
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RULES TO REMEMBER:

1. Once an Adventurer is
activated for the "“attack” (

or “defend” it may not be a

used for another action = $
until it has been reset. D) $

2. Any Crawler cards put G (0]

into play will remain in play " &

until the end of the & )
controlling player’s
encounter (or until «
otherwise specified) as they
occupy  their Cost in
Resources.

Recurring Villain may not affect
the Challengers Encounter, but
once the Challenger has been
determined its Controller can
Restock their top 3pt Character
for later use.

3. Reach, Thrown and
Ranged are bonuses added
to a Character's Power
score which must be striped
from them by matching or
beating their range type.

STEP 3: Respond

Any Victory Points you attain should be tallied immediately.
If you are the Final Challenger for an encounter, but were
not the “Challenger” add your VP immediately for taking up
the encounter. For each card you send to the Grave tally
those Victory Points immediately. Keep a running score.
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These cards, as well as any other Crawler cards put into
play, will remain in play until the end of their Controller’s
encounter (or until otherwise specified) as they occupy their
cost in Resources. Discarded cards do not occupy Resources
and can go directly to the Grave.
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It is understood that this format renders some cards
"wonky” as they are better used for other formats. For
instance, Foresight allows you to look at the top card of any
Dungeon deck and put it on the bottom, with so many
potential targets and no “"Bust” it makes this card a strange
card to include in your Crawler deck (even though it still
functions). Some cards are rendered useless in this format,
for instance "Rapid Developments” (seen as this volume’s
artwork) does not work as Flip, Pull or Bust do not occur.
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STEP 4: Adventurers Attack
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Each Adventurer that is Activated adds +1 Power to the
attack. This attack by default is "Melee Harm”. Once an
Adventurer activates it may not be activated again until it
has been Reset in Step 9 (or by another card).
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It’s hard to think of expending equipment in battle, sure a
spell goes off and it’s done, but a suit of armour?! It’s
probably easier to think of the expending of equipment cards
more in terms of: "On the adventure this is when my bow or
armour really made the difference”.

*Dealing with 9 fo) (
Immunity Q

Any immunity will reduce $
the amount of damage

being dealt by a specified
damage type to "0” when
the character is the target
of the Wound. A character o (¢
that has a “"Resist” type EO & F
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STEP 5: Adventurers

Defend
H -K
(e] 3power struggles" - (
9 (o]
) H(C $
o & 1 o f“g‘;

Area2"(ﬁre | mac/). o

Each Adventurer that is Activated at this time adds +1
Stamina to the defend. This defense by default is against
"Harm”. Once an Adventurer activates it may not be
activated again until it has been Reset in Step 9 (or by
another card).

(this ruling excludes any
Wounds as a result of “contact” type damage)
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Response, attack, and defend are the only times a player
can put Crawler cards in to Play, unless otherwise noted.

LIFE vs STAMINA:

Characters that have been Wounded do not reduce their
Stamina score. Stamina is their defensive score, while their
Life score determines whether or not they stay in play after
taking Wounds. A boost to a Character’s Stamina does not
boost their Life score.

Special Attack Types:
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If some Adventurers have been
eliminated and there are not enough
targets, count out the targets
normally, then return to the beginning
of the Marching Order and continue
counting until the right target |is
acquired.
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Area attacks never target Characters or Adventurers more
than once, so even if there is only one Adventurer
remaining, it can only be targeted once by an Area 2 attack.

When Adventurers use Area attacks they can choose each of
their targets (as long as they are not repeated), their targets
do not have to be adjacent.



MULTI-PLAYER GAME PLAY

Lj

STEP 6: End Encounter STEP 10: Permanents
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A locked adventurer can mean the loss of a permanent.
% Quest has been completed the
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When considering Quest cards, keep in mind that unlike o " c P &
other DC formats, you will be targeting your own -
Dungeon Grave. The more of your Dungeon cards that are 2
sent to your Grave, the more likely you will gain your VPs. Replenish ) .

You may design your Dungeon decks to benefit from this
knowledge. When a Grave Regenerates, no more cards are $ S
in the Grave and any Quests that were accumulated are now @ © A i

reset to zero (unless they’ve already been completed).
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$ & C J o You may want to discard a few extra cards that aren’t
( B helping you during the encounters to try and draw
something you desperately need, but keep in mind that each
card discarded brings you closer to losing the game.
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Creatures with 0 Stamina leave play at the end of an
encounter as they are inconsequentially defeated in battle or
they are summoned and their summoning time expires.

Other Players can Spend cards while it is not their turn as
the Final Challenger.

STEP 8: Remove Counters (Tokens)
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No. Unless a card has an attribute that specifically
states you can.

STEP 9: Reset Cards & Locks

You can not use Delay Inevitable on a Character

H * 2 that has been dealt a Wound and is on their way to
C 1 the Grave - since removal to the Grave is an

$ " 8 $ Immediate affect.
& Moving Search is a retroactive affect, which does
) not interrupt the Immediate “"Come in to Play”

action of a Trap Locking an Adventurer, but instead
occurs afterwards.

Rampage specifically states that it works before the
Character goes to the Grave.




