DEFEAT

1. HOW IT WORKS

AT THE START OF THE
GAME, EVERY PLAYER HAS
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2. CREATURE
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: YOUR €) CANNOT BE TARGETED BY THE
OPPONENT. ONLY GROUP EFFECTS
CAN BE APPLIED TO THEM.

(3 :REMOVE ANY CARD FROM THE FIE
AND-DISCARD IT. «

SPEND AN ACTIQN AND DISCARD;, THIS CAR!

SAME GROUP ARE UNDER THE PLAYER' CONTROL ON THE FIELD
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4. CREATURE POWERS

FLY HEAVY DUTY

CREATURES THAT DON'T HAVE THE “FLY" OR THE NUMBER OF TREASURES THESE CREATURES

“"CATCH” POWERS CANNOT INTERACT WITH THESE

CREATURES CAN CARRY EQUALS THEIR CURRENT MIGHT VALVE

CATCH PEACE ADEPT

CREATURES THAT HAVE THIS POWER CAN
INTERACT WITH CREATURES THAT HAVE THE
"FLY" POWER

THE CREATURE CANNOT ATTACK OTHER CREATVRES
AND ONLY INTERACTS WITH THEM WHEN ATTACKED

TAUNT AWKWARD

BLOCKS THE INTERACTION OF THE OPPONENT
CREATURES WITH THE CREATURES OF THE OWNER.
CREATURE HAS TO BE IN THE CENTER AND NOT
EXHAUSTED

INTERCEPT KEEN EYE

THE CREATURE CAN INTERACT WITH OTHER THE CREATURE ALLOWS ITS OWNER TO SEE
CREATURES FROM ANY FIELD POSITION TO AND INTERACT WITH CREATVRES THAT HAVE
ANY FIELD POSITION INVISIBILITY

THE CREATURE CAN ONLY ATTACK AND
CANNOT INTERACT WITH TREASURE

INVISIBILITY
THE CREATURE CAN STEAL ONE TREASURE PER THE CREATURE CANNOT BE ATTACKED BY

TURN FROM THE OTHER PLAYER'S TREASURY OR
CREATURE ANOTHER CREATURE




5. ORDERS
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ACTION POINT 1 ' ACTION POINT

DISCARD

& CHEETAH e
tz :ON THE START OF EVERY TURN,
=" TAKE ONE ADDITIONAL CARD.

PLAYER CHOOSES WHETHER TO PLAY THE CREATURE OR THE ORDER ON THE
CARD, THEN EITHER PLACES IT ON THE FIELD OR DISCARDS IT




6.1 MODIFIERS

| CHOICE ACTION POINT 14
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D e \ * MODIFIERS ATTACHED TO THEM LOSE
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IF THE OPPONENT PUTS A TREASURE FIELD BACK. 2
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ON THIS CARD. AT THE START MODIFIER \ s ANV TS,
OF YOUR TURN, COLLECT IT. e |
ON A CREATURE. PLACE ONE TREASURE g5y
ON THIS CARD. AT THE START
OF YOUR TURN, COLLECT IT.

PLAYER CHOOSES WHETHER TO PLAY THE CARD OR TO ATTACH IT TO ANOTHER CARD

.' ATTACHED CARDS STOP BEING CREATURES




6.2 MODIFIERS

+3): ADDITIONAL ACTION POINT EA‘H{%
TURN. = v =2

<) .TAKE A CREATURE FROM DISCARD TO ..
*YOUR HAND. SHUFFLE DISCARD TO A DECK.

. - /»
SPEND AN ACTION AND DISCARD, THIS CARD: ”

TURN.
O: CREATURES OF THE OPPONENTS AND

MODIFIERS ATTACHED TO THEM LOSE
ALL THE TREASURES THEY CARRY. ALL
OPPONENT CREATURES MOVE ONE
FIELD BACK. -«

ST
o AR TS,
IF THE OPPONENT PVUTS A TREASVRE
ON A CREATURE, PLACE ONE TREASURE g5
MODIFIER ON THIS CARD. AT THE START

. SELECT THE GRO 4
BELONGS TO: €

OF YOUR TURN, COLLECT IT.

REATTACHING OF A CARD DOES nNoT SPEND ACTION POINT

' YOU CAN REATTACH EACH CARD ONCE PER TURN




7. PERSONAL ABILITIES

TRIGGERS AUTOMATICALLY WHEN THE CREATURE ENTERS
THE FIELD

INTENTIONALLY EXHAUST THE CREATURE AT YOUR TURN TO
TRIGGER THE ABILITY. EXHAUSTION FROM ATTACK,
COLLECTING, OR OTHER ACTIONS DOES NOT TRIGGER THE
ABILITY.

ACTIVATES WHEN THE CREATURE IS LEAVING THE
FIELD

PASSIVE. WORKS CONSTANTLY WHILE THE CREATURE IS ON
THE FIELD




8. FIELD

S

ONCE A CREATURE ENTERS
THE SLOWEST CREATURES CREATURES ARE
START HERE INVISIBLE HERE THIS FIELD, IT CAN

&  TAKE TREASURE

CREATURES IN THE STARTING FIELD AND IN THE BUSHES CANNOT
ACT (ATTACK OR COLLECT TREASURES) UNLESS THEY HAVE 2
SPECIAL ABILITIES OR POWERS THAT ALLOW THEM TO DO SO




9. PLAYING CREATURES

THIS CREATURE CANNOT BE

<A
V/ ‘ PLAYED ON THAT FIELD

A CREATURE IS PLAYED ON THE
FIELD ACCORDING TO ITS
STARTING POSITION

L): YOUR CANNOT BE AFFECTED BYED.

oe} AND CAN CARRY TREASURE
THEY RECEIVE &) . :

STEAL THE NUMBER OF TREASURES EQUAL
G TO THIS CREATURE'S MIGHT FROM <
ANOTHER PLAYER.

SPEND AN ACTION AND DISCARD THIS CARD

OPPONENT. ONLY GROUP EFFECTS
’\ CAN BE APPLIED TO ‘IEM. .

}
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! CREATURES CAN ACT THE SAME TURN THEY WERE PLAYED




10. ACTIONS AND ACTION POINTS

AVAILABLE ACTIONS
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DOESN'T SPEND ACTION POINT

CREATURE MOVEMENT

TAKING TREASURE

ORDERS

MODIFICATION




11. CREATURES ON THE FIELD. READINESS FOR THE ACTION
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TAKING TREASURE

:YOUR €) CANNOT BE TARGETED BY THE
ATTACHED OPPONENT. ouwncaoup mgc'rs "
CAN BE APPLIED TO THEM.

©: TAKE AS MANY CARDS AS THERE ARE £}
* ON THE FIELD.

SPEND AN ACTION AND DISCARD THIS CARD: ¥

7 ‘a¥v SIHL a¥VISIA ANV NOLLDV NV dN3dS
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EXHAUSTED

THIS TURN, THE EXHAUSTED
CREATURE CANNOT ACT ANYMORE

EVERY START OF THE TURN, CREATURES OF THE PLAYER WHO
IS STARTING THE TURN BECOME READY, UNLESS SOME
RULES ARE OR ANOTHER CREATVRE'S PROPERTIES THAT APPLY
ARE FORBIDDING IT




12. MOVING THE CREATURES

CREATURE CAN BE MOVED BETWEEN THE
FIELDS ONLY ONCE PER TURN (IF THERE
ARE NO RULE MODIFIERS)




13.1 GETTING THE TREASURE

PLAYER TREASURY
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ON A CREATURE, PLACE ONE TREASURE W
ON THIS CARD. AT THE START
OF YOUR TURN, COLLECT IT.




13.2 CREATURE INTERACTION WITH TREASURE

©):ALL YOUR ) GAIN @ AND &)

REMOVE ANY NUMBER OF YOUR CREATURES
o : FROM THE FIELD. FOR EACH ONE, REMOVE

ONE OTHER CREATURE FROM THE FIELD.
DISCARD THEM.

SPEND AN ACTION AND DISCAR

CREATURES CAN TAKE
ONE TREASURE AT A
TIME

6 TuIS CARD: /]

ELEPHANT

E): YOUR € CANNOT BE TARGETED BY THE
OPPONENT. ONLY GROUP EFFECTS
CAN BE APPLIED TO THEM.

:REMOVE ANY CARD FROM THE FIE
< AND-DISCARD IT. y «

SPEND AN ACTION AND DISCARD, THIS CARD: ©

SOME CREATUVRES CAN
TAKE TREASVRE
NUMBER EQUAL TO
THEIR MIGHT

: YOUR (D CANNOT BE AFFECTED BY()
s A

SPEND AN AGfION AND DISCARD THIS CARD: ,

SOME CREATVRES CAN
STEAL FROM PLFAYERS
AND OTHER CREATURES




14. CREATURE VS. CREATURE INTERACTION

DVURING ATTACK, THE MIGHT OF OPPOSITE
CREATVRES IS COMPARED

DISCARD

: YOUR €) CANNOT BE TARGETED B
TURN. OPPONENT. ONLY GROUP EFFECTS

s 0 . CREATURES OF THE OPPONENTS AND o f::{‘o:: “""'-:‘: 1: T""V"); "
* MODIFIERS ATTACHED TO THEM LOSE - : TURN, N EXHA -
ALL THE TREASURES THEY CARRY. ALL *7 N i ELAYEIL TAKE TIWO CAgs s
OPPONENT CREATURES MOVE ONE "SPEND AN ACTION AND DISCARD THIS CARD:

" FIELD BACK. e ‘
AN FOR EACH TWO, J

 REMOVE A CARD FROM THE FIELD TO DISCARD.

CREATVRE WITH MORE THE WEAKER CREATURE
MIGHT WINS GOES TO DISCARD

IT DOESN'T TAKE DAMAGE.

EACH FIGHT IS FULL MIGHT
IS COMPARED




15. CREATURE VS. CREATURE INTERACTION
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t): ADDITIONAL ACTION POINT EAG

REATURES OF THE OPPONENTS AND
DIFIERS ATTACHED TO THEM LOSE -
HE TREASURES THEY CARRY. ALL
ENT CREATURES MOVE ONE
BACK.
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o . FIND A CARD TO YOUR HAND IN THE DECK. .
* SHUFFLE.

5 /P
AN\ .
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CREATURE MIGHT IN THIS
1 CASE IS COMBINED.

THE OWNER OF THE CREATURE
WITH HIGHER MIGHT SELECTS
ONE OF THE OPPONENT'S
WEAKER CREATURES TO BE
DISCARDED.




16. GAME START

FRIST PLAYER SELECT THE FIRST PLAYER BY ANY METHOD YOU

s

LIKE

SHVUFFLE THE DECK. EACH PLAYER TAKES
CARDS IN TURN

DRAFT: TAKE TURNS PICKING ONE CARD TO KEEP
FOR THE START OF THE GAME, PASS OTHER CARDS
TO THE OPPONENT. REPEAT




17. DRAFT. RULES

L
PLAYER ON PLAYER ON
THE LEFT e THE RIGHT

EACH PLAYER PICKS A CARD AND GIVES YOU
THE REST OF THE HAND (5) TO A PLAYER
ON THE LEFT OF HIM

RECEIVES THE HAND OF PLAYER
ON THE RIGHT (5)

§  REPEAT UNTIL THE LAST CARD
o




18. TURN

TURN START TURN END TURN

CREATURES BECOME “READY”

PLAY CARDS

NO ACTION POINTS LEFT

PLAYER RECEIVES EARNED TREASURES MOVE CREATURES

ALL CREATURES MADE ACTIONS

OR

GET 2 ACTION POINTS

PLAYER WILL

TAKE TREASURES

TAKE 1 CARD

ACTION POINTS ARE
NOT TRANSITIONING
TO THE NEXT TURN

IF NO CARDS IN HAND -
TAKES CARDS
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