
Starting The Game
Both players draw a hand of 5 cards. Each player may then 
select any number of cards, set those aside, and draw that 
many from their Deck. The players then shuffle the cards 
they set aside into their Deck. This comprises their starting 
hand.

The plThe player going first skips their Ready and Draw Phases 
and proceeds to their Resource Phase where they add 1 
Shard to their resource pool; every subsequent turn 
onward will have players adding Shards equal to their cur-
rent turn up until 5, from then on they add 5 Shards every 
Resource Phase.

Ready Phase
Cards that were Exerted (turned sideways to denote activa-
tion or use) are readied and rotated back into their starting 
positions.

Draw Phase
Draw a card from the top of your Deck.

Resource Phase
Add Shards equal to what turn it is, up to a maximum of 5.

Main Phase
The player now moves to their Main Phase. During this 
phase they may play cards and any Swift Abilities. Swift 
Abilities are any ability that has a cost but does not have a 
notation as to when it can be played, i.e. [Command].

Heroes, Minions, and GHeroes, Minions, and Gear are played to your Core, Fortifica-
tions may be played to any Field or Core that has a slot open 
and is under your control. Wards are usually played at-
tached to Hero or Minion cards, there are no limits to the 
number of Wards that can be aached to another card.

Ability and Action cards may also be played. Ability cards 
may be aached to a Hero that meets the criteria to learn 
the ability (i.e. “Mage” abilities may be aached to a charac-
ter with the Mage class), this turns it into a Command abili-
ty that may be repeatedly played throughout the game.

Command Phase
Once the active player plays all of the Main Cards that they 
wish to they move on to the Command Phase.  During the 
Command Phase a player may issue up to 3 commands, 
taking subsequent control of up to 3 cards in play and may 
call for a Skirmish Phase at any point during the Command 
Phase. If no Skirmish was called before a player goes 
through all of their commands then it occurs at the end of 
the Command Phthe Command Phase.

Once a player takes command of a card they may execute a 
variety of actions but must perform all actions for that card 
before completing their command and moving on to the 
next one. Heroes and Minions may be commanded to move, 
use abilities with the [Command] trait,  and Heroes may 
also wield Gear cards that are nearby.

Couriers may move to other Fields, drop off and pick up 
gear.
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