
WINDEFEAT

PLAYER CREATURES CARRY 
TREASURES TO HIS TREASURY

AT THE START OF THE 
GAME, EVERY PLAYER HAS

1. HOW IT WORKS

COLLECT 12 TREASURES AND 
KEEP THEM until THE 

START OF YOUR NEXT  TURN

ZERO TREASURES OWNED 
AT THE END OF ONE'S TURN

0 12

6

TREASURES



GROUP

GROUP ABILITIES

NUMBER OF CREATURES IN THE 
GROUP NEEDED TO ACTIVATE 

GROUP ABILITIES

CREATURE POWERS

2. CREATURE

NAME

MIGHT

PERSONAL ABILITIES

START POSITION

ORDERS
MODIFIERS

PLAYER CHOICE



HAVE POWER "CATCH" WHICH 
ALLOWs THEM TO INTERACT 

WITH THE FLYERS

3. CREATURE GROUPS

FELINES

Group abilities provide advantages when several creatures of the 
same group are under the player' control on the field

BLOODTHIRSTY ATTACHMENTS

MOST OF THEM HAVE A "FLY" . 
ANd IMMUNE TO CREATURES 

WITHOUT "FLY" OR "CATCH"

BIRDS

PROVIDE EXTRA
ACTION POINTS COLLECT AND CARRY 

MULTIPLE TREASURES; 
CANNOT ATTACK

PACIFISTS

CAN BE ATTACHED TO 
OTHER CREATURES AND 

MODIFY THEM



4. CREATURE POWERS

Creatures that don't have the “Fly“ or 
“CATCH” powers cannot interact with these 
creatures

FLY

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

CATCH

TAUNT

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

THE CREATURE CAN INTERACT WITH OTHER 
CREATURES FROM ANY FIELD POSITION TO 
ANY FIELD POSITION

INTERCEPT

STEAL

The Creature can Steal one Treasure per 
turn from the other player's Treasury or 
Creature

HEAVY DUTY

PEACE ADEPT

AWKWARD

INVISIBILITY

KEEN EYE

The number of Treasures these Creatures 
can carry equals their current Might value

The Creature cannot attack other Creatures 
and only interacts with them when attacked

THE CREATURE CAN ONLY ATTACK AND 
CANNOT INTERACT WITH TREASURE

THE CREATURE CANNOT BE ATTACKED BY 
ANOTHER CREATURE

THE CREATURE ALLOWS ITS OWNER TO SEE 
and interact with Creatures that have 
Invisibility



5. ORDERS

ГРАВЕЦЬ СПЛАЧУЄ ВАРТІСТЬ, СКИДУЄ КАРТУ І 
ВИКОНУЄ ТЕ, ЩО СКАЗАНО В УМОВІ!

CREATURE

ORDER

ACTION POINT1ACTION POINT

Player chooses whether to play the Creature or the Order on the 
card, then either places it on the field or discards it

CHOICE

DISCARD

1



6.1 MODIFIERS

CREATURE

MODIFIER

ACTION POINT
ACTION POINT

CHOICE

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

ATTACHED CARDS STOP BEING CREATURES!

1 1



6.2 MODIFIERS

YOU CAN REATTACH EACH CARD ONCE PER TURN  !

REATTACHING OF A CARD DOES              SPEND ACTION POINT! NOT

MODIFIER



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



ONCE A CREATURE ENTERS 
THIS FIELD, IT CAN

STARTING FIELD BUSHES CENTER

8. FIELD

Creatures in the starting field and in the bushes cannot 
act (attack or COLLECT treasures) unless they have 

special abilities or powers that allow them to do so

CREATURES ARE 
INVISIBLE HERE

ATTACK

TAKE TREASURE

THE SLOWEST CREATURES 
START HERE 



9. PLAYING CREATURES

A CREATURE CANNOT MOVE IN THE SAME TURN IT WAS PLAYED !

A CREATURE IS PLAYED ON THE 
FIELD ACCORDING TO ITS 

STARTING POSITION

CREATURES CAN ACT THE SAME TURN THEY WERE PLAYED !

THIS CREATURE CANNOT BE 
PLAYED ON THAT FIELD



10. ACTIONS AND ACTION POINTS

A CARD IS ON THE TABLEA CARD IS IN THE HAND

AT THE START OF THEIR EVERY TURN, PLAYERS RECEIVE          ACTION POINTS2

PLAYING A CREATURE

ORDERS

MODIFICATION

REATTACHING

CREATURE MOVEMENT

TAKING TREASURE

ATTACKING

!
DOESN'T SPEND ACTION POINTSPENDS ACTION POINT

1

AVAILABLE ACTIONS

PLAYER CAN ACT ONLY IN 
THEIR TURN

!



ATTACHED

ATTACKING

DOES NOT BECOME 
EXHAUSTED WHEN

11. CREATURES ON THE FIELD. READINESS FOR THE ACTION

BECOMES EXHAUSTED WHEN

EVERY START OF THE TURN, CREATURES OF THE PLAYER WHO 
IS STARTING THE TURN BECOME READY, UNLESS SOME 
RULES ARE or another Creature's properties that apply 
are forbidding it

TAKING TREASURE

PLAYED

MOVED

EXHAUSTED

READY
THIS TURN, THE EXHAUSTED 
CREATURE CANNOT ACT ANYMORE

!



12. MOVING THE CREATURES

MOVING CREATURES IS NOT OBLIGATORY!
CREATURES CAN MOVE FORWARD AND BACKWARD!

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

CREATURES WHICH WERE PLAYED THIS TURN CANNOT MOVE

PLAYED THIS TURN

PLAYED EARLIER



13.1 GETTING THE TREASURE

CREATURES GET THE 
TREASURE AND 
BECOME EXHAUSTED

1

CURRENT PLAYER TURN NEXT TURN STARTOPPONENT TURN

PLAYER CREATURES BECOME 
READY AND PASS TREASURES 
TO THE OWNER2

TREASURE, ON MODIFIER 
CARDS IS ALSO GIVEN TO THE 
PLAYER

PLAYER CAN RECEIVE 
TREASURES DURING 
OPPONENT'S TURN IF A 
CARD ALLOWS IT

1

!

3

1

PLAYER TREASURY

1



13.2 CREATURE INTERACTION WITH TREASURE

1

SOME CREATURES CAN 
TAKE TREASURE 

NUMBER EQUAL TO 
THEIR MIGHT

CREATURES CAN TAKE 
ONE TREASURE AT A 

TIME

SOME CREATURES CAN 
STEAL FROM PLFAYERS 
AND OTHER CREATURES

AT THE BEGINNING OF THE NEXT TURN, CREATURES GIVE ALL THE TREASURE TO THE OWNER !



14. CREATURE VS. CREATURE INTERACTION

During attack, the might of opposite 
creatures is compared!

DISCARD

VS.

1

2

3
THE WEAKER CREATURE 

GOES TO DISCARD
CREATURE WITH MORE 

MIGHT WINS

IT DOESN’T TAKE DAMAGE. 
EACH FIGHT IS FULL MIGHT 

IS COMPARED



CREATURE MIGHT IN THIS 
CASE IS COMBINED.

15. CREATURE VS. CREATURE INTERACTION

PLAYER CAN ATTACK A CREATURE WITH MORE THAN ONE CREATURE AT A TIME!

DISCARD

1 2

7 VS
The owner of the Creature 
with higher Might selects 

one of the opponent's 
weaker Creatures to be 

discarded.



FRIST PLAYER

16. GAME START

1
SELECT THE FIRST PLAYER BY ANY METHOD YOU 
LIKE

Shuffle the deck. Each player takes 
cards in turn2

Draft: take turns picking one card to keep 
for the start of the game, pass other cards 
to the opponent. REPEAT

3



17. DRAFT. RULES

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

1
RECEIVES THE HAND OF PLAYER 
ON THE RIGHT (5)2

PLAYER ON 
THE RIGHT

PLAYER ON 
THE LEFT

YOU

REPEAT UNTIL THE LAST CARD!



18. TURN

PLAYER WILL

IF NO CARDS IN HAND –
TAKES           CARDS

2

OR

PLAYER RECEIVES EARNED TREASURES

TURN ENDTURN START END TURNTURN

PLAY CARDS

ALL CREATURES MADE ACTIONS

CREATURES BECOME “READY”

MOVE CREATURES

ATTACK

TAKE TREASURESTAKE            CARD1

NO ACTION POINTS LEFT

IF MORE THAN 6 CARDS 
IN HAND - DISCARD UP 
TO

6

GET            ACTION POINTS2

ACTION POINTS ARE 
NOT TRANSITIONING 
TO THE NEXT TURN
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