

















The Protector card should be read aloud and understood by all players.

Protectors, unlike Wandering Monsters, become activated for different
reasons. The activations will require the Protector to react. Players
must be cautious with these Protector Activation abilities. Protectors
will react to Player Movement and will immediately approach player
Squads.

A Protector can still be Flanked, even if it moved due to being Activat-
ed. After a Protector has moved, a player may still move all his Squads
before the Protector Attacks.

If a Protector is victorious in Combat, it returns to its unholy Spawn
Pit.

A Protector is not considered a Wandering Monster and will not
follow Event Cards which affect Wandering Monsters. The Protec-
tor is Solely concerned with Protecting it’s Shrine or Temple.

A Protector CAN be Subdued. A Subdued Protector becomes a player’s
Creature as normal, but its Protector Ability no longer applies. Some
Protectors have a Subdue ability that applies when Subdued. When
Subdued, Protector card is placed on a player’s Control Card and its
marker is removed from the game.

A Protector cannot be Hired. A Subdued Protector cannot be Aban-
doned or Sacrificed.
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Hattle On!!! Varviant for Death

If players don’t want to experience the reality of player elimination we
recommend the Battle On!!! variant.

If a Necromancer is killed the player can continue to play with his re-
maining Squads.

All Squads function as normal without the aid of the Necromancer. A
Player’s turn is limited to the Following Phases.

1. Combat Against Adjacent Enemies

(no longer can the player draw a card and keep or chose resources)

2. Squad Actions

A. Cast Spells, B. Excavation/Collapse, C. Combat (including Range
and Flank), Hire, Subdue.

3. Event Outcomes

If player can crush an Enemy’s Chthonic Crystal with a Squad contain-
ing a Spellcaster, the player may bring his Necromancer back in play,
by replacing his Spellcaster’s Squad with an N Squad, at the destroyed
Crystal and continue to journey toward victory. The Chthonic Crystal
in it’s home lair is ignited again. If all Squads are killed, player must
simply except that his flame has perished.

If playing with variant, be sure to protect not only your Necromancer
but a Spellcaster and Excavator as well. If your Wizard is killed crea-
tures can only be subdued or hired to grow forces.
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Pbases of a Turn

1. Combat against any Adjacent Enemies or Wandering Monsters
Only if needed

2. Conjuration of Forbidden Knowledge (Mandatory)

Draw top card of on Conjuration Deck:
Keep or Discard for ONE of the resource amounts
OR draw top card of one of the discard piles. MUST KEEP.

3. Squad Actions
A. Invoke. Creating creatures, items and spells. (Only Necro-

mancer may do)

B. Secondary Conjuration. Draw and keep a Conjuration
Card. (Only Necromancer may do)

C. Cast Spells. (Only Creatures with Spellcasting ability may do)
D. Excavation or Collapse. (Only Excavators may do)

E. Combat.

F. Flanking Combat.

G. Ranged Combat.

H. Hire.

I. Subdue.

Advanced Actions:

J. Sacrifice Minions

K. Flank Excavation

4. Event Outcomes (must be done if Events were drawn)

Blood Eye Advances:

Every Creature created by Invoke, and one space after every Cycle.

Aill Points
9 Enemy Large 8

6 Enemy Medium 2 Wandering Medium
3 Enemy Small 1 Wandering Small
1.5 Enemy Trinket .5 Wandering Trinket

Squad Size Limit

Wandering Large

»

Trinket Creature
can fit in any Squad

1 Medium
& 1 Small

1 Large 3 Smalls

Combat Attributes
Strength (st), Special (sp), Dodge (dd),
Bloodthirst (bt), Armor (ar), Weapon (wp)

Conjuration Decks:
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