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MISTBORN

— THE DECKBUILDING GAME —

Welcome to Brandon Sanderson’s Mistborn®!
Set in the scarred world of Scadrial, Mistborn:
The Deckbuilding Game™ pits super-powered
Mistborn against one another as they battle in
Luthadel, a city of ash and mists dominated by
the mysterious Lord Ruler and his fearsome
Steel Inquisitors.

You'll play the role of a Mistborn, ingesting and
Burning metals to access a deadly arsenal of
superpowers. You'll Burn Steel to propel bullet-
like coins at opponents; Pewter to gain super-
human strength; and Tin to access enhanced
senses, among many other powers. Mistborn: The
Deckbuilding Game™ lets you pursue a unique
strategy each time you play. Will you focus on Steel
and Iron to become a direct damage powerhouse?
Will you specialize in Bronze and Copper to hide
from opponents and seek out new powers in the
market of cards? Or will you generalize, constantly
surprising your opponent with a host of new
powers? Whatever strategy you take, you'll have
multiple options available for victory. Win by
completing a series of unique Missions or take the
direct route and eliminate all your opponents.

And once you've honed your powers fighting
against each other, it's time to unite and fight
cooperatively against the Lord Ruler and his
minions. Mistborn: The Deckbuilding Game™
comes with a unique Lord Ruler deck for
cooperative or solo play!
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— SETUP —

Individual Player Setup 0 Give each player:
Q A randomly selected character card.

9 A Training track and a tracking cube
L 7 ) (@ - in their color (Placing the tracking
Y AN ; ) cube on the first step of the Training
> track).

O A set of 8 metals (Placing them
on the marked spaces above the
Training track).

PEWTLR N HEOMIL LOFPLE

The 4 starting cards marked for
their character, along with 6
“Funding” cards, shuffled together
to form a starting deck.

PLAYER
DISCARD D Anhealth dial set to 36 Health.

If playing with fewer than 4 players,
remove the remaining player
components, including the extra starting
cards and funding cards, from the game.

Shuffle the Market deck and place it in
the center of the table. Reveal the top 6
3 T cards and lay them out in a row. This is
A gl : . onTh ek by SN the “Market."
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Place all the Boxings and Atium metal
tokens near the Market, within reach of
all players.

Shuffle and reveal 3 random Mission
cards. Put the rest away. Take three
tracking cubes in the color of each player
and place one on each of the three
Mission cards, on the image on the right
side of each card.

Choose a player to be the first player.
Give the second player (counting
clockwise from the first player) an
additional 2 health, the third player
(if playing) an additional 4 health,
and the fourth player (if playing) an
additional 4 health and one Boxing.

ASSEMBLING
THE HEALTH DIALS

Align the health dials from the
back following the letters and
attach grommets. If playing with more than 2 players,

give the Target to the last player (again

The player health dials only counting clockwise from the first player).

have numbers going from 0 to
4 on dial A while the Lord ruler
dial has 0 to 6 on dial A.

Each player should draw 5 cards from
their personal decks as their starting
hand.




— GAME OVERVIEW & MAJOR CONCEPTS ——

DECKBUILDING '

Mistborn: The Deckbuilding Game™ is a “deckbuilder,” which means you start with a weaker deck and over the
course of the game build a stronger deck by buying and eliminating cards. Here are some core deckbuilder rules:

0 Each player has a hand of 5 cards @,
a facedown deck @), a faceup discard pile ©),
and cards in play @).

e A player can look through their own hand
and discard pile at any time, but may not look
through their deck.

9 Cards can be played on a player’s turn,
in any order of that player's choosing.
They'll be placed visibly into the play area
where they'll stay until the end of the turn.

0 Whenever a player would gain a card, unless
stated otherwise, it goes into their face-up
discard pile immediately.

9 At the end of a player’s turn, all cards in play
(except for Allies) are moved to the discard
pile, as well as any unplayed cards in the
player’s hand.

0 To finish their turn, a player draws 5 new cards
from their deck.

0 If at any point a player needs to draw cards
and there are no cards in the deck — whether
during their turn or when drawing a new hand
— the player shuffles their discard pile to form ¢ ; )
a new deck. ' / e

Q If a card is eliminated, it is taken away and put
into an “eliminated” pile shared by all players.
Anyone may look through the eliminated pile.

STRATEGY NOTE:

A player’s deck is always growing and changing, and winning usually means making the best deck.

What determines the best deck, though, can be affected by what strategy the player is going for. They could
make a “lean” 5 card deck that they can play in whole every turn, or they could make a very diverse deck
that keeps their opponents guessing. A powerful deck could focus on one metal in order to activate powerful
cards, or include a variety of metals that fill every niche they need. It could be combat based, or focus on

Mission points, or balance the two, or focus on Atium. There are many ways to win, and your strategy should
depend on your character and what's available in the market.




STARTING DECK

Each player starts with 4 Training cards and 6 funding cards in their
deck. The 4 Training cards will be different for different players, but
each player will have one card from each metal pairing, and the same
4 effects will be present in each deck. The funding cards are used to
buy new cards from the market

METALS

The fuel that powers a Mistborn's allomancy is the metal they swallow
and Burn, and that is represented in the Mistborn: The Deckbuilding
Game™ by the 8 different metal tokens each player has. The metals
can be used in a variety of ways.

BURNING

To activate most Action card abilities in the game, a metal must

be “Burned.” At the start of the game, you'll only be able to Burn

1 metal token per turn, but moving up along the Training track, Each character has 4 starting “Training”
as well as playing certain cards and completing specific Missions, cards, marked with their name in the
will allow you to Burn more. bottom left corner of the card (A).

You can see how many metal tokens you can Burn by counting the v
amount of the following icons you have gained on your Training track:

To Burn a metal token, remove it from its space on the Training track
and place it on the card that you want to power with it. At the end of
the turn, put it back on the Training track. You can only power cards by
using the metal they call for (explained on pg. 10).

You can also use Action cards as metals to power other
cards. To do so, play a card sideways so the metal vial on
the right is showing underneath another card that calls
for one of those 2 matching metals. Using cards in this
way does not count as one of your limited metal
tokens you can Burn each turn, which is helpful for
allowing you to play more cards. There is no

limit on the number of cards that can

be used as metals each turn.

STRATEGY TIP: In this example, IRON TRAINING is

being Burned to provide @ Steel, since it
can be used as either @ Iron or @ Steel.
The @ Steel metal token is also being
Burned to unlock SOAR’s powerful

second ability as well.

A metal token or card can be Burned for no direct effect; just
place them in an empty space in play. This can be helpful for
things like Savant abilities (pg.10) and Ally effects (pg.11).




METALS CONTINUED '

FLARING ;

You can only Burn as many metals as you have @ icons. If you want to
Flare @ metal by turning it over to its darker use more metal tokens above this limit, you must Flare them. To Flare a
bordered side. Flared metals may not be metal, take an unflared metal token that hasn't been used this turn and
used again until they are refreshed. flip it over, placing it on the card you want to power, or empty space if

you're Flaring it for no direct effect. The metal acts like a regular metal
you are Burning but, at the end of the turn when you return it to your
Training track, you keep it flipped over. You may not use that metal
token again — for Burning or Flaring — until you refresh that token.
Flaring counts as Burning a metal for all effects that check if a metal is
being Burnt. You can Flare as many metals you wish each turn.

REFRESHING

To refresh a Flared metal you may discard a card from your hand.

If you do, you must turn over one metal token matching one of the
metals shown on the bottom right of the card in the vial. Refreshing
a metal does not count as Burning that metal for the purpose of
activating allies, character abilities, or Savant abilities.

There are also certain cards and Mission abilities that will allow
you to refresh any Flared metal, represented by this symbol: (Z&.

You may refresh a metal you Flared this turn. When you refresh a
metal, you may use it that turn if you haven't already used it, whether

In this example, this TIN TRAINING is being through regular Burning or by Flaring it again, but you can only use
discarded to refresh the Flared Pewter, each metal once per turn. You cannot Flare a metal, refresh it, and
since they're both part of the same metal then use it again.
pairing (A).

ATIUM

The game's most powerful metal, @ Atium, is not available at the start
of the game. You can gain Atium from the Training track and certain
SURVIVE ) Thisplayeris Missions. You can use those tokens to power Atium cards, or as a

using Atium to "wild" token in place of any other metal. If Atium is used to power a
agf:yathe top non-Atium card, such as a Pewter card, it is considered both an @
ol 1 g Atium and a @ Pewter for Ally and character ability purposes.
SURVIVE. That

O Atium will At the end of a turn after using an Atium, return it to the Atium supply.

also count as a
@ pewter for
the purposes of An Atium token cannot be Flared; you must have enough metal token

activating the Burns remaining in order to use it.
SOLDIER's power (C).

Each Atium token is single use only.

Atium cards can be used to power any card or
refresh any metal token, if turned sideways or
discarded, respectively. Atium tokens are not a
limited resource. If they run out, use a
placeholder to represent more Atium tokens.




Metals and their Effects

Tin cards focus on D Mission Points and @ Coins, often
providing different effects depending on your placement
on the different Mission Tracks.

[BEF3: Sense stops other players from advancing on the
Mission Track, and affects the whole turn.

For example, if a player has 2 Mission Point and a Sense
3 is played on them, and then they gain 2 more Mission
Points the same turn, they would only advance once,
resolving the effects of the Sense 3.

BRONZE

Bronze cards give you D Mission
Points and allow you to use
abilities in the market.

B339 Seek allows you to use

the top effect of any Action card —
not Ally — in the market up to the
listed cost.

Zinc cards primarily provide @ Coins, along with a way to
use Allies without Burning metals.

[ : Riot allows you to activate any Ally's top affect, if
it hasn't been used yet, without having to burn any metals.
You may not activate that effect again this turn, even by
Burning a metal.

Iron cards are x Combat focused, and allow you to
prepare for future turns.

[ETED: Pull allows you to move cards from your discard
pile to the top of your deck. Remember that when cards
are bought, they go immediately to the Discard Pile, and
cards can be discarded from your hand at any time,
allowing them to be affected by Pull, but cards in play are
only discarded at the end of your turn.

to refresh any Flared metal when discarded.

Atium cards provide powerful D Mission Points and & Combat Points, but need the
valuable @ Atium to play. Atium Action cards can also be used to power any other card, or

PEWTER

Pewter cards provide 3 Combat and £ Healing.
[ DEFENDER

Both Pewter allies are ’m‘mm' @

Defenders, which means : PERER Ry
that damage cannot ' g
target you nor your non-
Defender allies while the
Defenders are out.

COPPER

Copper cards provide a variety of effects, with several
1 Healing focused cards, along with cards that can
block damage.

(@ISEDY : Cloud either prevents damage to a player or their
allies, depending on the card. If it reduces incoming damage
to a player, the player takes less damage. If they have the
target and this reduces the damage to 0, they cannot pass
along the target. If Cloud protects allies, those allies are safe
from dying, but they can be attacked again immediately if
the opponent has enough combat.

Brass cards provide D Mission Points and @ Coins, as
well as the ability to eliminate cards.

NoX0103i3): Soothe allows you to eliminate any of your cards
from your hand, discard pile, or in play. If you eliminate a
card in play, you still receive its effects this turn.

T =
ASSASSINATE

Steel cards provide x Combat,
Coins, and ways to affect the

Market, and even ways to gain

cards from the Eliminated Pile.

[E08E0 : Push allows you to @
eliminate any card from the xsh
market. Replace eliminated cards @If'.'." S
immediately.




CARDS

There are 2 kinds of cards in the Market deck: Actions and Allies.
Action cards are always vertical, and Ally cards are always horizontal.

ANATOMY OF AN ACTION CARD:
Action cards have the following features:

[ 0 The Name of the card.
™ 77 g S
' : a The cost of the card when acquiring it from the Market.
The metal needed to activate the primary ability.
This can be a metal token Burned, or a card used as a metal.

0 The effect gained when the metal is activated. Card abilities
activate as soon as you Burn the metal to activate them.
Note that this ability activates only once, no matter
how many times @ Iron is Burned on your turn.

9 Some cards have additional abilities that can be unlocked when
additional metals are Burned, in this case a second Iron. Remember
that you only have one of each metal token, so you'll need to use @
Atium or cards as metals to unlock these powerful abilities. The top
ability must be activated first —you can’t skip to the second.

0 Some cards have more than one metal token here, like this
card, which requires 2 additional @ Iron Burned to unlock
+IRON @) the ability. Placing only a 2nd one won't unlock any effect.

The secondary ability unlocked by additional metals Burned.

Draw a card.

The metal pairing this card is from. This card can be used
to power cards that require one of these two metals (in this
case Steel and Iron), or be discarded to refresh a Flared

+2 IRON metal token from this pairing.

Some cards have Savant abilities that only trigger when

the card is used as a metal, instead of as an Action. This

card gains 2 combat when it's used as a metal, but not if it's
discarded to refresh a card or if it's used for its main abilities.

' Draw 3 cards

© o6 00

Some cards have an effect that can be played off-turn (always
Py OIT Tarm 15 teute meomife indicated with a vertically oriented ability name bar). To use one
 to you or another player by 3. of these effects, discard the card at the relevant time. No metal

/ needs to be Burned, but the card is instantly discarded and can't
be used for any other purpose.

CLoun 3

-

STRATEGY TIP:

Cards with the [SOOTHE! ability and certain Missions allow you to eliminate cards from play. This can be a
powerful ability as it allows you to remove less powerful cards from your deck, increasing the likelihood of
drawing a more powerful card. When eliminating cards, you may choose a card from your hand, your discard pile,
or even from cards you've played and already activated this turn. Cards eliminated this way should be placed in

a separate pile near the market that will include cards eliminated from the market using the |RUSH| power,
or the Level Il power on all character cards.




p FUNDING
CARDS CONTINUED ; Funding cards only exist in your starting

deck. Funding cards give 1 i coin that

ALLY CARDS can be used to buy cards and Boxings
Ally cards work differently from Action cards. They're horizontal, and from the market, and don't have metal
when they're played they go above your character card, where they'll costs, or associated metals.

stay until they are defeated by another player, after which they'll be
moved to their player's discard pile. Thus, you can get their benefit
every turn they remain alive. They can't be used as a metal or to refresh
cards, and aren’t powered directly by metals as Action cards are.

FUNDING

ANATOMY OF AN ALLY CARD:
Ally cards have the following features: 0 6

PICKPOCKET
E

IF YOU ARE BURNI?

+IRON 5.
C

ard Fram your
discard | (o the
top of your deck.

FUNDING

1S may nol
health or your

0 The name of the Ally.
a The cost of the Ally while in the Market.
9 The Defense of the Ally.

. . . . . Boxing tokens may be bought during your
G The metal associated with the Ally (if any). If you are Bumm'g th1§ turn for 2 iy You may then discard the
metal anywhere, whether through a token or a card, you gain this Boxing to gain | 'sg/ later on.

effect. You only gain this ability once, no matter how many times
you Burn the specified metal. For example, for this PICKPOCKET,
if you were Burning a]_l_\@ Iron to power the CRASH from earlier,

you would also get 1igg coin. STRATEGY TIP:

6 Some allies have an effect if an additional metal is Burned. Don't forget you can always Burn
For the PICKPOCKET, this second effect would only occur as metals or use cards as metals
well if you are Burning at least 2 (&) Iron. without directly powering a card.

Thi Allies.
G Some Ally cards have ongoing effects that don't require a metal to 5@ (B IS ED [PonTer AllHES

be Burned. Those effects are always active.




CHARACTERS & TRAINING TRACK

Each player has a character card and a Training track that will improve throughout the game.

TRAINING TRACK

Every player, at the beginning of each of their turns, moves their tracker cube one space up the Training track.
This will u‘nlock new abilities as they play. They may also move up whenever a card or Mission effect has this
symbol:

If you unlock an ability during your turn by moving up the Training Track, you unlock that ability instantly.
There are four types of rewards unlocked by the Training track:

)
0 Burn an extra metal (). Each time you reach one of these points, you're permanently able to Burn an
additional metal token each turn. By the time you reach the end of the track, you'll be able to Burn 4 metal
tokens each turn.

0 Unlock a character ability (0 0 ®). Reaching one of these points permanently unlocks one of your
character abilities.

9 Atium (@). Gain an @ Atium token. These are single use metals.

Continuous Atium (‘=@). Once you reach this point at the end of the track, each time you'd go up on the
Mission Track (including at the start of every turn), you gain an additional @ Atium token.

L“-m)'

PEWTER BRONZE

For Example:

The purple player begins their turn by moving up

one spot on their Training track @ They receive an
Atium token immediately . At this stage of

the game, they can Burn three metals at a time, and

have unlocked the ﬁrst@ and second powers @ on

their character card.

. [ONGE PERTURN
Q» II) When you buy a card you may resolve its
\\\ " top effect immediately, then eliminate i,

T ..




CHARACTER CARD
Your character card provides special abilities that you will unlock as you move up the Training track.

0 The name of the character.

© the avilities () @ ¢ Y oSl -t ) M
that are unlocked by moving - A = Y/
up the Training track. These e s 4 2 IF VOU ARE BURNING...
abilities don't do anything ' '
until they're unlocked, and
once they're unlocked, they
can be used every turn.

9 The signature metal: Each
character has a signature \ N
metal that gives them an ; U N IF YOU ARE BURNING...
effect. Like an Ally effect, ' A ¥
whenever you Burn this metal
(@ Pewter in Vin's case),
gain the effect. As elsewhere,
character abilities will only
activate once, no matter how
many times you Burn the
indicated metal.

THE WARRIOR

PEWTER ;-1)
I

ATIUM

®© 0 0 ©

0 The Second Ability: Every character has the same ability here. After unlocking this effect, once per turn
a player may immediately eliminate an Action card when they buy it from the market. When they do, they
complete that card’s top effect without Burning any metal.

9 Atium Effect: Every character has the same ability here. After unlocking this effect, whenever a character
Burns @ Atium for any reason (as an Atium or as a different metal), they gain this effect.

For Example:

Player health is tracked on a health dial.

Players start the game with between 36 and 40
health, and may never have more than 40 health.

x assigned from other players reduces your health,
while E';,L-! typically played on yourself, increases it.
Once a player’s health is reduced to zero, they are
out of the game.




G

MISSIONS

Each game is played with 3 out of 8 available Missions. One of the 3 ways to win the game is to reach the
top of every Mission track first. Players can move up the Mission track whenever an effect gives them Mission
points (D). If they gain multiple Mission points in one turn, they can spend all their points on one track, or
split them up between several.

o

A Mission card has several features:

PITS OF HATHSIN €@ 1he name of the Mission.

W e The starting area where the tracking cubes are placed at the
beginning of the game. This is not considered on the track.
If a player moves up 1 Mission point on a track from here,
they move to the lowest step on the track.

9 The track that the cubes travel up.
It takes 12 Mission points to reach the top.

| ’ o The Mid-Track Rewards: Each Mission card has different
rewards along the track, including different spacing. Some
have more, some have less. Whenever a player reaches this
point on the track, they gain that effect immediately. These
rewards will always be one time effects.

The Mid-Track First Player Rewards: Every Mission Track
reward has an extra reward or rewards only available to the
first person to reach those points on the track.

the track, place them in the first available open space from
left to right, to record the order finished in.

The Top First-Player Reward: The first player to reach the
top receives an extra reward. This reward is always One-

0 The placement spots. Whenever a player reaches the top of
Time, even if the top reward is Permanent.

The Top Reward: Whenever a player reaches the top of this
Mission track, they receive this reward. This can be either
One-Time (as shown here) or Permanent.

STRATEGY TIP:

Some cards measure if a player is the highest or lowest on a Mission track. Cubes that are on the image
portion of the card aren't considered on the Mission track, so if a cube is the only cube actually on the track,
it is automatically the highest cube - but not the lowest. Likewise, when 3 or more cubes are on the track,
ties at the top and bottom of the track count for being highest and lowest on the track, respectively. The first
player to finish a Mission track is permanently the highest on that track.

STRATEGY TIP:

You can move up a Mission track at any point on your turn, which may give you the resources you need to do
something else.




EAVESDROP

COMBAT ;

Another way to win the game is
to be the last character alive.
Each player has a health pool
of 36 (or more) points. If a
player’s health reaches 0,

they are removed from the
game. Their cards remain in
their deck and discard pile,
and their cubes remain on

the Mission tracks.

TIN

& Move up [llll on
you are the low

Many effects give a player damage points,
represented by J&. A player can only use their

damage at the end of their turn, and may split it between Allies and
players.

Each Ally has a health total reflected in their Defense value and can be
killed by other players. Allies cannot take partial damage. To kill them,
they must take damage equal to or greater than their Defense value

in one attack. If an Ally is killed, it is moved to its owner's discard pile
immediately. Certain allies have the off-turn ability , which
prevents other players from targeting their characters. Those allies
must be killed before any damage can target the player or their non-
Defender allies. If the attacker doesn't have enough damage to kill the
Defender ally, they cannot use their damage.

STRATEGY TIP:

Certain Tin cards have a SENSE
ability that lets a player slow down
another player’'s progress. Since a
player can win the whole game by
reaching the top on all 3 tracks, those
cards can prove a helpful deterrent.
Another deterrent if someone is

beating you with Mission Points?
Attacking other players works slightly differently in 2 player games Kill them.

and 3-4 player games.

2 PLAYER GAME

In a 2-player game, at the end of your turn you may — but do
not have to — direct all your combat at your opponent and their
allies. If that brings your opponent to, or past, 0 health, they are
eliminated from the game and you win.

3-4 PLAYER GAME

In 3-4 player games, there is an added mechanic called the
“Target." The last player from the first player (counting clockwise)
starts with the Target. At the end of your turn, after attacking any
allies (you may target anyone's allies during this phase), you must
direct your damage points at whoever holds the Target. After

a player with the Target takes any amount of damage to their
health total from another player, they may pass the Target to
another player. Target passing only happens after all damage
has already been used for that turn.

STRATEGY TIP:

You do not actually have to attack
whoever holds the Target. You may
choose not to use your damage
points if you'd prefer, which can
prevent the Target from moving, if
you're worried it will find its way to
you next or you think the next player
can deal more damage.

STRATEGY TIP:

Dealing damage to all other players
is powerful, but don't forget, the
longer you hold the Target, the more
you'll be attacked. Only hold onto
the Target when you have a high
damage turn coming up!




COMBAT CONTINUED

Allies are not affected by the Target. You can kill any Allies on your
turn, regardless of who has the Target.

COPPERCLOUD @

»
1\
s If you have the Target on your turn, after attacking allies, your damage
points deal their full damage to every other player at the end of your
turn. If one of your opponents has a Ally, the damage you
would deal to that player is dealt to their Allies first. If a
Player would play a off-turn ability for defense, that would

only reduce the damage directed at them, and not at anybody else.

i If a player with the Target is eliminated, the attacking player can move
ou are the lowest on any the Target to any other player, and any remaining damage points are
sl dhck Craly aca dealt to that player. If a player elimination would lead to only 2 players
left, the Target is removed from the game.

REGAINING HEALTH
STRATEGY TIP:

Some cards with the [CLOUD) ability Some effects allow you to regain Health using this

have an offturn ability to protect symbol £8. When you do, set your dial higher by that
allies from being eliminated. If that amount. A character can never have more than 40 health.
card is used, the damage that would

be used against the Ally is wasted,

but that Ally can be attacked again ;

this turn if the attacker has enough MARKET .

damage points left.

[f-turn to reduce incoming
7% to you or another player by 3.

Market cards can be purchased and immediately added to your
discard pile. When buying cards, count all i on your played FUNDING
cards, activated Action effects, Savant abilities, Allies, character card,
Missions, and spent Boxings to determine how much you have to spend.

At any point during your turn, you may buy a card i in the Market, as
long as you can afford it. Deduct your remaining i by that amount.
After you buy a card, immediately replace it with the top card of the
Market deck. You may buy any number of cards.

Coins do not all need to be spent, but do not carry over to future turns.

BOXINGS *

Boxings are a resource available near
the Market They can be purchased for
2 u, and can, at any future point, be

For Example: sent back to their supply to gain

The player has 6 @ to spend from all the | @ Boxings never expire. Boxings

cards they played this turn. They choose to are an unlimited resource; if you run

buy two cards for a combined cost of 4 @ out, just us a placeholder token to FRONT BACK

and spend their last 2 @ on a Boxing. represent more Boxings.




——— WRAPPING UP —

TURN STRUCTURE

A Player's turn follows the structure of:

0 Move one space right on the Training track.

e In any order, any number of times:

Play cards from hand.

Use a card as a metal.

PVLOROO

© Accack Allies.

Move up on Mission Tracks.

Burn or Flare metals on cards.

Discard a card to refresh a Flared metal.

Activate Ally and character abilities.

Buy cards and Boxings from the Market.

0 Attack players (reducing player's health)

Q The Target may be moved after this step
if the Target holder took damage.

6 Discard any cards in play (besides Allies) and any

remaining cards in hand.

o Draw 5 new cards from their deck.

END OF GAME

The game can end in one
of three ways:

0 If a player reaches the top of
all three Mission tracks, they
instantly win.

Q If a player is the last remaining
player, with all others
eliminated, they win.

9 If a player plays 4 @ Atium
on the card CONFRONTATION,
they win.
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CONFRONTATION

ATIUM

effect of an
alir ird.

+3ATIUM

¢ You Win
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Card Icons

TRAIN (Advance to the right on your
Training track)

COMBAT (Deal damage to an
opponent or their Ally)

MISSION (Move up any Mission
track)

HEAL (Restore your character’s
health)

COIN (Gain coins to use for
purchasing cards and Boxings)

BURN AN EXTRA METAL

DRAW A CARD FROM
YOUR DECK

REFRESH A METAL (Flip over a
Flared metal)

ELIMINATE A CARD

DOMINANCE UP
(Advance the Lord Ruler's Dominance
card one row)

PLAYER COUNT INDICATOR

SLASH BETWEEN ICONS
(Choose one of the icons, not both
or all)



— SOLO & CO-OP ——

Mistborn can also be played as a team, working together to defeat the Lord Ruler,
or as a single Mistborn in solo mode, going at it alone against the Final Empire.

SETUP Y

Complete setup like normal, but leave the Target \ A DAY
Standee in the box. It is not used in Solo or Co-op.

Do not give starting bonuses to any players.

Place the Lord Ruler’s Dominance track card within
easy view of all players. Place the Lord Ruler card

on top of it, so only the title
bar of the Dominance
track is visible. On the
Lord Ruler’s unique |
health dial, set his health

to 48. Place his deck of 36
cards near his Dominance
card and health dial.

o P

DOMINANCE

No Effect.

Each player Flares a metal or takes “F<.

Lach player takes 4. x=2
For Example:

The Dominance value is now 2.

FAsel! )

L — .I
DOMINANCE X=1

V&7

4\ ) L\ \\

The Lord Ruler's Dominance track measures both his power and his
focus on the players. He begins the game with just 1 Dominance. As
the game goes on, he becomes more and more focused on destroying
the players. Edicts push his Dominance higher, to a maximum

of 6. Not every move on the Dominance track will increase his
Dominance. Some movements on that track just activate one time
attacks on the players.

The X on Edicts and Adversary cards represents a variable number
determined by the Dominance card. Whenever you see this symbol,
it references the highest number shown on the right side of the
Dominance track. Dominance is not cumulative. Ignore earlier
Dominance values and only use the highest one showing.



GAMEPLAY AND TURN ORDER "

In Co-op mode, all players work together. They do not attack each other or each other’s allies, and can even use
effects like to protect each other. Their goal is to destroy the Lord Ruler, but he has some tricks of his own.

Starting with a randomly determined first player, players will take turns where they play cards, purchase cards
from the market, and attack the Lord Ruler or his allies. Each player’s turn plays very similarly to how it does in
competitive play, but you are never allowed to attack your fellow players.

After each player’s turn (after they've drawn their new hand), they draw and play the top card of the Lord Ruler’s
deck, which will contain one of two kinds of cards:

ADVERSARIES

Adversaries are the Lord Ruler’s minions and underlings. If you draw an Adversary at the end of your turn,

place that card in front of you. Adversaries will stay on the table until they are dispatched with effects or damage.
Each adversary has several pieces of important information on it:

0 The Adversary's name.

9 The Effect: That Adversary will have either a
permanent negative effect or one that happens
at the end of every turn (before drawing cards) of
the player they are in front of.

(9 The Shields: Each Adversary has from 1-3
shields. All of an Adversary'’s shields must be
destroyed before it is dispatched. To destroy a
shield, a player must deliver damage equal to
or greater than the amount listed on the shield.
Note that an “X” means that you must deliver
damage to shield equal to the Lord Ruler’s
current Dominance value. Whenever a shield
is destroyed, place a black cube on that shield.
Shields may be attacked separately, but must be
destroyed from left to right. If you have enough
damage to assign, you may destroy more than one of an adversary'’s shields in the same turn. Once the last
shield is destroyed, the ally is moved to the Lord Ruler’s discard pile. Adversaries can be attacked by any
player, even ones they're not in front of. Effects that allow a player to kill an Ally - like Assassinate - can
remove one shield on any Adversary.
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(A INQUISITOR

dot o
your training.

2 30

For Example:

The Vin player
completes their
turn and draws a
card from the Lord
Ruler’s Deck. Oh no!
It’s an Inquisitor.
They place the
Inquisitor in their
play space and -
starting next turn
- will suffer its effect 4# ﬁ
until it is slain.



GAMEPLAY AND TURN ORDER CONTINUED

EDICTS

Edicts represent the Lord Ruler’s will. Whenever a player draws an Edict, they complete the effects on the card in
order, and then discard it. Each Edict has 4 potential effects. If a player dies before completing all the effects, finish
the effects before moving on to the next player.

0 Dominance Up: Each Edict moves the Lord Ruler’s
Dominance up (4) 1-2 times. Sometimes you'll only move the
Dominance up if there's fewer than 4 players (8-282). To move
Dominance up, slide the Lord Ruler card one space down on Dominance 4.
his Dominance card, revealing and completing the revealed
effect immediately. Repeat as necessary. (At one point, you'll

Collectively,
need to flip the Dominance card. When that happens, flip the pla ot
card, then place the Lord Ruler’s card under the first effect on flare X metals.
the other side.)

9 Additional Effect: Some Edicts have an additional (usually
negative) effect. Complete them as the card describes.

G Lord Ruler Healing: For each Mission that is not completed
by the Players, the Lord Ruler heals 10 Life points (to a max
of 48). For a Mission to be completed, only one player needs
to have reached the top reward. It's very hard to kill the Lord
Ruler before most- if not all- of the Missions are completed!

Q Market Clearing: The Lord Ruler eliminates two cards in the
market, marked by the illustration on the bottom of his card.
Instantly replace these with cards from the top of the Market
deck.

If a player is eliminated due to damage from the Lord Ruler or an Adversary, that player is out of the game.
Keep playing, skipping that player’s turn and not drawing any Lord Ruler cards for them. The player count
is considered whatever the new number of players is, for any cards that reference that.

END OF GAME What do Sense abilities do in Solo/Co-op games?

The solo/co-op game ends in one of four ways: SENSE abilities have no effect on the Lord Ruler.

0 The Lord Ruler’s deck runs out of cards, in which case If I'm playing Solo, am I always the Highest and
the Players have run out of time and failed. Lowest on every Mission track? Do I get first

player rewards on the track? In solo mode, a player
is only the lowest on a track if they have started

on the track but have not reached the track’s first
reward. They're the highest on the track if they've

0 The players are all eliminated due to damage, in which
case the Lord Ruler has triumphed over the upstart
rebels and the players have failed.

The Lord Ruler reaches 0 health, in which case the received the highest reward on the track before the

Rebels triumph and the Final Empire is destroyed. final reward. Solo players get first player reward for
0 A player plays 4 @ Atium on CONFRONTATION, in vty ey I @i @ IR TEEs,

which case the players beat the Lord Ruler in a glorious What does Collective mean on the Lord Ruler’s

confrontation. Edict cards? Collective means shared between all
Note: The game does not end if a player reaches the top of the players. If three players must take 10 Collective
every Mission track. However, completing the Mission tracks damage, one player could take all of it, or they could

does have implications for the Lord Ruler’s healing due to split it up between themselves however they wish. If
Edicts. there is one player, they must take all the damage.




