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P Flip Over This Card Q 
to Start Setting Up A-01A-01

Discard Pile Discard Pile Discard Pile

Visions
Drawn

Relic
Deck

World
Deck

Discord Arcane Order Hearth NomadBeast

1

4

2

5

7

3

6

8

Unroll the MAP and place it on the table.

Take the eight SITE CARDS under this card. 
Put them on the map slots in the order shown below. 

The PLAINS [1], MOUNTAIN [2], and ROCKY COAST [3] 
are placed faceup. The rest are placed facedown.
Sites are locations around the map you will travel to and campaign for.

A-02A-02

2
Plains+

3

3
Mountain

–

2

4
Rocky Coast

2

5
Lush Coast

3

6
Buried Giant

2

7
Wastes

1

^

8
Salt Flats

2

/
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9
Great Slum

3

10
Plains+

3

Mountain
–

2

Rocky Coast

2

P Flip Over Q A-03A-03

Put the PURPLE PAWN on the Plains, RED and BLUE PAWNS on 
the Mountain, and YELLOW PAWN on the Rocky Coast.
Your pawn, the character you’re playing, will travel from site to site, where you can 
muster warbands, trade for favor and secrets, and campaign against your enemies.

Find the 24 PURPLE WARBANDS. Put two on the Plains, one 
on the Mountain, and one on the Rocky Coast.
Warbands are your loyal followers that you’ll use to campaign against your enemies 
and rule sites.

Discard Pile Discard Pile Discard Pile

Visions
Drawn

Relic
Deck

World
Deck

Discord Arcane Order Hearth NomadBeast

Discard Pile Discard Pile Discard Pile

Visions
Drawn

Relic
Deck

World
Deck

Discord Arcane Order Hearth NomadBeast

Put the ROUND MARKER and VISIONS DRAWN MARKER on the 
fi rst (starred) spaces of the Round and Visions Drawn tracks.

Put 3 FAVOR TOKENS ^  in each of the six favor banks near 
the bottom edge of the map.

P Read Next Card Q A-04A-04

11
P Flip Over Q A-05A-05

Collect these pieces near the map:
• 18 FAVOR TOKENS, which represent your infl uence with this land’s 

various denizens.

• 20 SECRET TOKENS, which represent your knowledge of ancient 
truths or well-cloaked lies.

• 10 ATTACK DICE, 6 DEFENSE DICE, and the 1 END DIE, which 
determine the fate of uncertain actions.

×18 ×20

×10 ×6 ×1

Collect these pieces near the map:
• The OATHKEEPER OF SUPREMACY GOAL REFERENCE, 

which shows two main ways that players can win in this game.

• The BANNER OF THE PEOPLE’S FAVOR on its front site 
showing the intact banner. Put one FAVOR TOKEN on it.

• The BANNER OF THE DARKEST SECRET.
Put one SECRET TOKEN on it.

RULES THE 
MOST SITES

OATHKEEPER OF 

SUPREMACY

HOLDS MORE 
RELICS AND BANNERS

SUCCESSOR TO THE

CHANCELLOR

When playing to site, you may 
fi rst discard a denizen card at 

any site in your region, and you may 
play to any site in your region. 
 

WAKE: You must put  here or move  
here to the favor bank with the least . 
Then, if this banner has 6+ , fl ip it.

Put more  here than old . 
Put old  in the favor banks, 

one by one, starting with any suit.

=
here

Banner of the 
People’s Favor 
When seized, fl ip and ̂  here

^  min 1

Spend 2 Supply if you’re 
drawing from the world 
deck (not the printed cost).

Players can only recover this 
from you if there is a card at 

your site whose suit does not match 
any of your advisers. (You can recover 
it from yourself or the shared bank freely.) 
The new holder must place more  
than old  here, then takes one  
from the old  here, and the old 
holder takes the rest. 

=
here

Banner of the 
Darkest Secret
When seized, ^  here      

  
min 1

 

P Read Next Card Q A-06A-06

12 SU
P

P
LY

WAKE to check the People’s Favor if you have it.

ACT by spending Supply to take these actions.

Search
2–4 SUPPLY

DRAW 3 cards from deck or your discard. PLAY 1 
to your site (TAKE ) or advisers. DISCARD rest.

Muster
1 SUPPLY

On an empty card at your site...
PLACE . GAIN 2 warbands.

Trade
1 SUPPLY

On an empty card at your site...
PLACE . GAIN  +  per matching adviser.
 –or–
PLACE . GAIN  per matching adviser.

Recover
1 SUPPLY

CHOOSE 1 relic at your site, the People’s Favor, 
or the Darkest Secret. PAY its cost and TAKE it.

Campaign
2 SUPPLY

CHOOSE an enemy at your site. TAKE their sites, 
banners, and relics. BANISH their pawn and favor.

Travel
1–4 SUPPLY

MOVE your pawn from your site to any site.  
FLIP the site over if it is facedown.

Minor Actions
0 SUPPLY

PLAY or DISCARD facedown adviser. USE Action 
card. PEEK at relics at your site. MOVE warbands 
among your board, your site if you rule it, and 
Citizen pawns at your site if they allow it.

REST
Return all  on cards to the favor banks of matching suits.
Return all  on cards to your board. Flip up your facedown .
Refresh your Supply based on warbands remaining in your bank.
Refresh more Supply equal to Supply you did not spend this turn.

Banish
Move Pawn 
Burn Half Chancellor

You win if you or a Citizen are the Oathkeeper at end of game or no 
one else wins. A Citizen wins instead if they become your Successor.

You start with the Grand Scepter and might start with a banner. 
Starting as the Oathkeeper of the People, you get the People’s Favor at one . 
Starting as the Oathkeeper of Devotion, you get the Darkest Secret at one .

18+ 17   11to 10      4to 3      0to
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3

Brutal Decadent Careless Greedy
If you’re the attacker, the 
defeated player (even you) 
must kill all the warbands 
in their force.

Spend no Supply if you’re 
traveling to a site in the 
Cradle from a site in the 
Provinces or Hinterland.
If you’re traveling to a site 
in the Hinterland, increase 
the Travel cost by 1 Supply.

You gain one more  
(even when trading for ).
You must gain one less  
when trading for .

Draw two more cards. 
(Stop after a Vision as normal.)
You cannot search if you 
would spend more than 
2 Supply.

Imperial Reliquary Citizenship off ers must promise exactly one relic from the Imperial Reliquary.
These cannot be taken with Campaign or Recover and do not add to victory goals.

P Flip Over Q A-07A-07

Choose one player to play as the Chancellor. They sit on 
the short edge of the map near the Cradle title. They take 
the CHANCELLOR BOARD and IMPERIAL RELIQUARY BOARD.

SU
P

P
LY

WAKE to check the People’s Favor if you have it.

ACT by spending Supply to take these actions.

Search
2–4 SUPPLY

DRAW 3 cards from deck or your discard. PLAY 1 
to your site (TAKE ) or advisers. DISCARD rest.

Muster
1 SUPPLY

On an empty card at your site...
PLACE . GAIN 2 warbands.

Trade
1 SUPPLY

On an empty card at your site...
PLACE . GAIN  +  per matching adviser.
 –or–
PLACE . GAIN  per matching adviser.

Recover
1 SUPPLY

CHOOSE 1 relic at your site, the People’s Favor, 
or the Darkest Secret. PAY its cost and TAKE it.

Campaign
2 SUPPLY

CHOOSE an enemy at your site. TAKE their sites, 
banners, and relics. BANISH their pawn and favor.

Travel
1–4 SUPPLY

MOVE your pawn from your site to any site.  
FLIP the site over if it is facedown.

Minor Actions
0 SUPPLY

PLAY or DISCARD facedown adviser. USE Action 
card. PEEK at relics at your site. MOVE warbands 
among your board, your site if you rule it, and 
Citizen pawns at your site if they allow it.

REST
Return all  on cards to the favor banks of matching suits.
Return all  on cards to your board. Flip up your facedown .
Refresh your Supply based on warbands remaining in your bank.
Refresh more Supply equal to Supply you did not spend this turn.

Banish
Move Pawn 
Burn Half Chancellor

You win if you or a Citizen are the Oathkeeper at end of game or no 
one else wins. A Citizen wins instead if they become your Successor.

You start with the Grand Scepter and might start with a banner. 
Starting as the Oathkeeper of the People, you get the People’s Favor at one . 
Starting as the Oathkeeper of Devotion, you get the Darkest Secret at one .

18+ 17   11to 10      4to 3      0to
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OATHKEEPER
WAKE: Flip this if you’re an Exile.
Prevent rolls to end the game if you’re an Exile. +

×3

×17

P Read Next Card Q A-08A-08

Chancellor, do the following:
• Take 20 PURPLE WARBANDS. Put three on your board. 

• Put 2 FAVOR TOKENS and 1 SECRET TOKEN on your board. 

• Put your SUPPLY MARKER on your leftmost Supply track space.

• Put the OATHKEEPER TITLE over your Chancellor name.

13 9+ 3      0to8      4to

WAKE 
Check the People’s Favor if you have it, then check if you win as the 
Usurper or Visionary, then fl ip your Oathkeeper to Usurper.

ACT by spending Supply to take these actions.

Search
2–4 SUPPLY

DRAW 3 cards from deck or your discard. PLAY 1 
to your site (TAKE ) or advisers. DISCARD rest.

Muster
1 SUPPLY

On an empty card at your site...
PLACE . GAIN 2 warbands.

Trade
1 SUPPLY

On an empty card at your site...
PLACE . GAIN  +  per matching adviser.
 –or–
PLACE . GAIN  per matching adviser.

Recover
1 SUPPLY

CHOOSE 1 relic at your site, the People’s Favor, 
or the Darkest Secret. PAY its cost and TAKE it.

Campaign
2 SUPPLY

CHOOSE an enemy at your site. TAKE their sites, 
banners, and relics. BANISH their pawn and favor.

Travel
1–4 SUPPLY

MOVE your pawn from your site to any site.  
FLIP the site over if it is facedown.

Minor Actions
0 SUPPLY

PLAY or DISCARD facedown adviser. USE Action 
card. PEEK at relics at your site. MOVE warbands 
between your board and your site if you rule.

REST
Return all  on cards to the favor banks of matching suits.
Return all  on cards to your board. Flip up your facedown .
Refresh your Supply based on warbands remaining in your bank.
Refresh more Supply equal to Supply you did not spend this turn.

Revealed Vision
You can win by having a Vision revealed and 
completed at the start of your turn or the end of 
the eighth round.

Exile
You can win by being the Usurper at the start of 
your turn or at the end of the eighth round.

SU
P

P
LY

Banish
Move Pawn 
Burn Half 

A
D

V
IS

E
R

S

3

9+ 3      0to8      4to

WAKE 
Check the People’s Favor if you have it, then check if you win as the 
Usurper or Visionary, then fl ip your Oathkeeper to Usurper.

ACT by spending Supply to take these actions.

Search
2–4 SUPPLY

DRAW 3 cards from deck or your discard. PLAY 1 
to your site (TAKE ) or advisers. DISCARD rest.

Muster
1 SUPPLY

On an empty card at your site...
PLACE . GAIN 2 warbands.

Trade
1 SUPPLY

On an empty card at your site...
PLACE . GAIN  +  per matching adviser.
 –or–
PLACE . GAIN  per matching adviser.

Recover
1 SUPPLY

CHOOSE 1 relic at your site, the People’s Favor, 
or the Darkest Secret. PAY its cost and TAKE it.

Campaign
2 SUPPLY

CHOOSE an enemy at your site. TAKE their sites, 
banners, and relics. BANISH their pawn and favor.

Travel
1–4 SUPPLY

MOVE your pawn from your site to any site.  
FLIP the site over if it is facedown.

Minor Actions
0 SUPPLY

PLAY or DISCARD facedown adviser. USE Action 
card. PEEK at relics at your site. MOVE warbands 
between your board and your site if you rule.

REST
Return all  on cards to the favor banks of matching suits.
Return all  on cards to your board. Flip up your facedown .
Refresh your Supply based on warbands remaining in your bank.
Refresh more Supply equal to Supply you did not spend this turn.

Revealed Vision
You can win by having a Vision revealed and 
completed at the start of your turn or the end of 
the eighth round.

Exile
You can win by being the Usurper at the start of 
your turn or at the end of the eighth round.

SU
P

P
LY

Banish
Move Pawn 
Burn Half 
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9+ 3      0to8      4to

WAKE 
Check the People’s Favor if you have it, then check if you win as the 
Usurper or Visionary, then fl ip your Oathkeeper to Usurper.

ACT by spending Supply to take these actions.

Search
2–4 SUPPLY

DRAW 3 cards from deck or your discard. PLAY 1 
to your site (TAKE ) or advisers. DISCARD rest.

Muster
1 SUPPLY

On an empty card at your site...
PLACE . GAIN 2 warbands.

Trade
1 SUPPLY

On an empty card at your site...
PLACE . GAIN  +  per matching adviser.
 –or–
PLACE . GAIN  per matching adviser.

Recover
1 SUPPLY

CHOOSE 1 relic at your site, the People’s Favor, 
or the Darkest Secret. PAY its cost and TAKE it.

Campaign
2 SUPPLY

CHOOSE an enemy at your site. TAKE their sites, 
banners, and relics. BANISH their pawn and favor.

Travel
1–4 SUPPLY

MOVE your pawn from your site to any site.  
FLIP the site over if it is facedown.

Minor Actions
0 SUPPLY

PLAY or DISCARD facedown adviser. USE Action 
card. PEEK at relics at your site. MOVE warbands 
between your board and your site if you rule.

REST
Return all  on cards to the favor banks of matching suits.
Return all  on cards to your board. Flip up your facedown .
Refresh your Supply based on warbands remaining in your bank.
Refresh more Supply equal to Supply you did not spend this turn.

Revealed Vision
You can win by having a Vision revealed and 
completed at the start of your turn or the end of 
the eighth round.

Exile
You can win by being the Usurper at the start of 
your turn or at the end of the eighth round.

SU
P

P
LY

Banish
Move Pawn 
Burn Half 
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Seat the three other players and give them the RED, BLUE, 
and YELLOW EXILE BOARDS. They sit in clockwise order 
around the map from the Chancellor—Red, Blue, Yellow.

P Flip Over Q A-09A-09

9+ 3      0to8      4to

WAKE 
Check the People’s Favor if you have it, then check if you win as the 
Usurper or Visionary, then fl ip your Oathkeeper to Usurper.

ACT by spending Supply to take these actions.

Search
2–4 SUPPLY

DRAW 3 cards from deck or your discard. PLAY 1 
to your site (TAKE ) or advisers. DISCARD rest.

Muster
1 SUPPLY

On an empty card at your site...
PLACE . GAIN 2 warbands.

Trade
1 SUPPLY

On an empty card at your site...
PLACE . GAIN  +  per matching adviser.
 –or–
PLACE . GAIN  per matching adviser.

Recover
1 SUPPLY

CHOOSE 1 relic at your site, the People’s Favor, 
or the Darkest Secret. PAY its cost and TAKE it.

Campaign
2 SUPPLY

CHOOSE an enemy at your site. TAKE their sites, 
banners, and relics. BANISH their pawn and favor.

Travel
1–4 SUPPLY

MOVE your pawn from your site to any site.  
FLIP the site over if it is facedown.

Minor Actions
0 SUPPLY

PLAY or DISCARD facedown adviser. USE Action 
card. PEEK at relics at your site. MOVE warbands 
between your board and your site if you rule.

REST
Return all  on cards to the favor banks of matching suits.
Return all  on cards to your board. Flip up your facedown .
Refresh your Supply based on warbands remaining in your bank.
Refresh more Supply equal to Supply you did not spend this turn.

Revealed Vision
You can win by having a Vision revealed and 
completed at the start of your turn or the end of 
the eighth round.

Exile
You can win by being the Usurper at the start of 
your turn or at the end of the eighth round.

SU
P

P
LY

Banish
Move Pawn 
Burn Half 
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×3

×11

Each Exile, do the following:
• Take your 14 WARBANDS. Put three on your board. 

• Put 1 FAVOR TOKEN and 1 SECRET TOKEN on your board.
(You only take one favor, not two like the Chancellor does!)

• Put your SUPPLY MARKER on your leftmost Supply track space.

P Open Packet B Q A-10A-10

Return the remaining site cards in this packet to the box.

14
Mine ▶

1

15
Fertile Valley

^

3

16
Barren Coast

1

▶

PACKET A (2 OF 4) 
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17
River+

2

18
Steppe ▶

2

^

19
Marshes

2

20
Narrow Pass

1

▶

21
Charming Valley

3

22
Deep Woods

2

^

23
Standing Stones

2

▶
^

24
Ancient City ▶

2

^

PACKET A (3 OF 4) 
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25
Drowned City

0

26
The Tribunal ▶

2

27
Shrouded Wood

2

28
The Hidden Place

2
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P Flip Over Q

This Card

PACKET 
B

B-01B-01

Put the next card in this 
packet—LONGBOWS—faceup 
next to the Plains.

Plains+

3

4

±^

Longbows

Put the following three 
cards into the Cradle 
discard pile facedown.

Discard Pile Discard Pile Discard Pile

Visions
Drawn

Relic
Deck

World
Deck

Discord Arcane Order Hearth NomadBeast

B-02B-02

2
4

±^

Longbows

3
13

ACTION: Negotiate a binding 
exchange of ^ , ^ , and 
relics with any player.

Tinker’s Fair

4
1

1

Wrestlers

+^[ if you sacrifi ce one 
warband in your force.

5
23

ACTION: Each player burns all ^  
from their board and cards except 

their last ^ . (Keep only your ^  here.)

Ancient Binding

6 STOP!

P Flip Over Q
B-03B-03

Put the next card in this 
packet—TAMING CHARM— 
faceup by the Mountain.

Mountain
–

2

37

Taming Charm

ACTION: Discard a ^  or ^  
card at your site to gain ̂ ^  

from the matching favor bank.

Put the following three 
cards into the Provinces 
discard pile facedown.

Discard Pile Discard Pile Discard Pile

Visions
Drawn

Relic
Deck

World
Deck

Discord Arcane Order Hearth NomadBeast

B-04B-04

7
37

Taming Charm

ACTION: Discard a ^  or ^  
card at your site to gain ̂ ^  

from the matching favor bank.

8
33

ACTION: Take ]  from 
any one favor bank.

Spirit Snare

PACKET B (1 OF 8) 
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9
39

Wolves

ACTION: Kill one warband 
(even yours) on any one board.

10
47

Wayside Inn

ACTION: Gain 2 Supply.

11 STOP!

P Flip Over Q
B-05B-05 B-06B-06

Put the next card in this 
packet—ELDERS—faceup 
next to the Rocky Coast.

26

ACTION: Gain ] .

Elders

Rocky Coast

2

Put the following fi ve 
cards into the Hinterland 
discard pile facedown.

Discard Pile Discard Pile Discard Pile

Visions
Drawn

Relic
Deck

World
Deck

Discord Arcane Order Hearth NomadBeast

12
26

ACTION: Gain ] .

Elders

13
2

Battle Honors

If you’re victorious, gain 
] ]  from the ̂  bank.

14
5

+2[ if this site is targeted.

Keep

15
17

Sleight of Hand

ACTION: Take ^  from a player 
whose pawn is at your site. 

You cannot take their last ^ .

16
18

WHEN PLAYED, if the ruler’s 
pawn is not at this site, kill any 
warbands at this site, then gain 

a warband and place it here.

Key to the City

PACKET B (2 OF 8) 
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17
24

Horse Archers

±3^[ At end, discard 
Horse Archers.

18 STOP!

P Flip Over Q
B-07B-07

SU
P

P
LY

WAKE to check the People’s Favor if you have it.

ACT by spending Supply to take these actions.

Search
2–4 SUPPLY

DRAW 3 cards from deck or your discard. PLAY 1 
to your site (TAKE ) or advisers. DISCARD rest.

Muster
1 SUPPLY

On an empty card at your site...
PLACE . GAIN 2 warbands.

Trade
1 SUPPLY

On an empty card at your site...
PLACE . GAIN  +  per matching adviser.
 –or–
PLACE . GAIN  per matching adviser.

Recover
1 SUPPLY

CHOOSE 1 relic at your site, the People’s Favor, 
or the Darkest Secret. PAY its cost and TAKE it.

Campaign
2 SUPPLY

CHOOSE an enemy at your site. TAKE their sites, 
banners, and relics. BANISH their pawn and favor.

Travel
1–4 SUPPLY

MOVE your pawn from your site to any site.  
FLIP the site over if it is facedown.

Minor Actions
0 SUPPLY

PLAY or DISCARD facedown adviser. USE Action 
card. PEEK at relics at your site. MOVE warbands 
among your board, your site if you rule it, and 
Citizen pawns at your site if they allow it.

REST
Return all  on cards to the favor banks of matching suits.
Return all  on cards to your board. Flip up your facedown .
Refresh your Supply based on warbands remaining in your bank.
Refresh more Supply equal to Supply you did not spend this turn.

Banish
Move Pawn 
Burn Half Chancellor

You win if you or a Citizen are the Oathkeeper at end of game or no 
one else wins. A Citizen wins instead if they become your Successor.

You start with the Grand Scepter and might start with a banner. 
Starting as the Oathkeeper of the People, you get the People’s Favor at one . 
Starting as the Oathkeeper of Devotion, you get the Darkest Secret at one .

18+ 17   11to 10      4to 3      0to
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Give the following four 
cards to the players:
• Chancellor: Forest Paths 
• Red: Animal Playmates
• Blue: Naysayers
• Yellow: A Small Favor

Put it to the right of the 
board facedown. This is 
called an ADVISER.

B-08B-08

19
43

Forest Paths

Spend no Supply and ignore the 
powers of sites if you’re traveling 

to a site with a ^  card.

20
40

Spend no Supply if you’re 
mustering on a ̂  card.

Animal Playmates

21
21

REST: If any Exile is the 
Oathkeeper or Usurper, take 

^  from the Chancellor.

Naysayers

22
15

WHEN PLAYED, 
gain four warbands.

A Small Favor

23 STOP!

P Flip Over Q
B-09B-09

Discard Pile Discard Pile Discard Pile

Visions
Drawn

Relic
Deck

World
Deck

Discord Arcane Order Hearth NomadBeast

P Open Q
Packet C B-10B-10

Put the remaining cards on 
the World Deck space on 
the map facedown.

24
7

WHEN PLAYED, gain one 
warband per site you rule, and 

put one warband from your 
board on each site you rule.

Garrison

PACKET B (3 OF 8) 
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25
28

Faithful Friend

WHEN PLAYED,
gain 4 Supply.

26
31

Fire Talkers

±3^[ if you hold the 
Darkest Secret.

27
11

You may draw from a 
discard pile in a diff erent 
region instead of yours.

Errand Boy

28
42

The Old Oak

If trading with The Old Oak 
for ^ , gain one more ^  if 
you have any ^  advisers.

29
38

Inquisitor

ACTION: Peek at an adviser of a player 
whose pawn is at your site. If it is the 
Conspiracy, you play it or discard it. 
If it is not, give them the ̂  here.

30
9

ACTION: Gain ] ] ] ^]  from 
any favor bank or banks.

Alchemist

31
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32
44

WHEN PLAYED, if you’re an 
Exile, you may become a 

Citizen—take no relic, end 
your Act Phase, and refresh 

Supply to full (leftmost).

Long-Lost Heir

PACKET B (4 OF 8) 
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33
46

Roving Terror

ACTION: Discard a denizen 
card at any other site and 

move this card there.

34
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35
29

Tents

Spend no Supply if you’re 
traveling to a site in your region.

36
3

Bear Traps

−[ Kill one warband on 
the attacker’s board.

37
41

True Names

Your enemy cannot use battle 
plans that match any of your 

advisers against you.

38
25

Warning Signals

Move any warbands to and from 
your board and any sites you rule 
(except the last warband from a site). 
At end, discard Warning Signals.

39
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22

If you’re victorious and targeted 
the defender’s pawn, they also 

burn all of the ^  on their 
board except their last.

Book Burning
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41
30

WHEN PLAYED, you may 
swap Great Herd with 
a ^  card at any site.

Great Herd

42
50

Welcoming Party

If you play a denizen card that 
was not a facedown adviser, 
gain ^  from the ^  bank.

43
45

Rangers

+2[ if the defense 
pool has 4+ ] .

Ignore all skulls ^% you roll.

44
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45
8

Scouts

Gain 1 Supply.

46
27

WHEN PLAYED, any players 
in turn order may put their 

pawn on this site. Then, 
players with pawns here may 
negotiate binding exchanges 

of ̂ , ̂ , relics, and advisers.

The Gathering
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48
6

Pressgangs

You can muster on cards that 
already have ]  or ]  on them.
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49
16

After you’re victorious, you may 
travel and then may campaign, 
spending no Supply for either.

Second Wind

50
35

WHEN PLAYED, discard 
all ^  and ^  cards at 
sites in your region.

Dazzle

51
49

Memory of Home

ACTION: Move all ]  from any 
one favor bank to the ̂  bank.

52
20

Disgraced Captain

+4[ if targeting a site 
that has an ̂  card.

53
52

Storyteller

ACTION: Place ^  from 
the shared bank on the 

Darkest Secret.

54
32

Magician’s Code

If recovering the Darkest Secret, 
gain ^ ^  and add them to 
any other ^  you’re paying 

to recover it (even none).

55
53

ACTION: Discard a faceup adviser 
from a player who holds the Darkest 

Secret but not the People’s Favor.

Armed Mob

56
12

Mercenaries

±3̂[
If you’re defeated 
while using this power, 
discard Mercenaries.
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57
54

Tavern Songs

ACTION: Peek at the 
top three cards of your 
region’s discard pile.

58
19

ACTION: Peek at any 
one discard pile.

Scryer

59
36

Acting Troupe

Act as if Acting Troupe is 
a ̂  or ̂  card instead.

60
48

Extra Provisions

+[

61
51

Traveling Doctor

If you’re defeated, kill no 
warbands in your force and discard 

Traveling Doctor. Ignore powers 
that kill all of your force.

62
14

Rain Boots

Ignore all your enemy’s 
rolls of single shields ^$. 

At end, discard Rain Boots.

63
The attacker kills one 

warband now.
10

If you’re an Exile and defeat another 
Exile, you may become a Citizen—
take no relic, end your Act Phase, 

and refresh Supply to full (leftmost).

Martial Culture

64
34

ACTION: Gain ] , then 
end your Act Phase.

Wizard School
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P Flip Over Q
This Card C-01C-01

 The Grand  Scepter

You cannot use this if you took it this turn.
ACTION: Peek in the Imperial Reliquary.
 ACTION: Off er Citizenship to any Exile, 

or exile a Citizen except yourself.  

SU
P

P
LY

WAKE to check the People’s Favor if you have it.

ACT by spending Supply to take these actions.

Search
2–4 SUPPLY

DRAW 3 cards from deck or your discard. PLAY 1 
to your site (TAKE ) or advisers. DISCARD rest.

Muster
1 SUPPLY

On an empty card at your site...
PLACE . GAIN 2 warbands.

Trade
1 SUPPLY

On an empty card at your site...
PLACE . GAIN  +  per matching adviser.
 –or–
PLACE . GAIN  per matching adviser.

Recover
1 SUPPLY

CHOOSE 1 relic at your site, the People’s Favor, 
or the Darkest Secret. PAY its cost and TAKE it.

Campaign
2 SUPPLY

CHOOSE an enemy at your site. TAKE their sites, 
banners, and relics. BANISH their pawn and favor.

Travel
1–4 SUPPLY

MOVE your pawn from your site to any site.  
FLIP the site over if it is facedown.

Minor Actions
0 SUPPLY

PLAY or DISCARD facedown adviser. USE Action 
card. PEEK at relics at your site. MOVE warbands 
among your board, your site if you rule it, and 
Citizen pawns at your site if they allow it.

REST
Return all  on cards to the favor banks of matching suits.
Return all  on cards to your board. Flip up your facedown .
Refresh your Supply based on warbands remaining in your bank.
Refresh more Supply equal to Supply you did not spend this turn.

Banish
Move Pawn 
Burn Half Chancellor

You win if you or a Citizen are the Oathkeeper at end of game or no 
one else wins. A Citizen wins instead if they become your Successor.

You start with the Grand Scepter and might start with a banner. 
Starting as the Oathkeeper of the People, you get the People’s Favor at one . 
Starting as the Oathkeeper of Devotion, you get the Darkest Secret at one .

18+ 17   11to 10      4to 3      0to

A
D

V
IS

E
R

S

3

The Chancellor takes the 
GRAND SCEPTER RELIC CARD 
and puts it near their board.

C-02C-02

2
 The Grand  Scepter

You cannot use this if you took it this turn.
ACTION: Peek in the Imperial Reliquary.
 ACTION: Off er Citizenship to any Exile, 

or exile a Citizen except yourself.  

Exile a Citizen Except Yourself
Give them 5 , +1  if they have 
Oathkeeper title or People’s Favor, and 
–1  if you do. +2 /–2  if both.

Off er Citizenship to an Exile 
You must promise to give the potential 
Citizen exactly one relic from the 
Imperial Reliquary. You may let them 
peek at any relics in it. You may also 
promise to exchange any number of , 

, and other relics, even this. If they 
accept, they end their Act Phase if it is 
their turn and refresh Supply to full.

3
P Flip Over Q

C-03C-03

STOP!

C-04C-04

Mountain
–

2

37

Taming Charm

ACTION: Discard a ^  or ^  
card at your site to gain ̂ ^  

from the matching favor bank.

Put the next RELIC CARD 
(Ivory Eye) near the 
Mountain to the right of 
Taming Charm, facedown.

4
 Ivory Eye 

 ACTION: Peek at any facedown 
site, adviser, or relic at a site. 

5
P Flip Over Q

C-05C-05

STOP!

C-06C-06

Brutal Decadent Careless Greedy
If you’re the attacker, the 
defeated player (even you) 
must kill all the warbands 
in their force.

Spend no Supply if you’re 
traveling to a site in the 
Cradle from a site in the 
Provinces or Hinterland.
If you’re traveling to a site 
in the Hinterland, increase 
the Travel cost by 1 Supply.

You gain one more  
(even when trading for ).
You must gain one less  
when trading for .

Draw two more cards. 
(Stop after a Vision as normal.)
You cannot search if you 
would spend more than 
2 Supply.

Imperial Reliquary Citizenship off ers must promise exactly one relic from the Imperial Reliquary.
These cannot be taken with Campaign or Recover and do not add to victory goals.

Put the following four RELIC 
CARDS on the Chancellor’s 
Imperial Reliquary in any 
order facedown.

6
 Ring of Devotion 

 You cannot place warbands at sites. 
When mustering, you gain 

two more warbands.  

7
 Whistle 

 ACTION: Choose a pawn at another site. They 
must travel to your site if able, spending no 
Supply. If they do, give them the  here. 

8   

 Cracked Horn 

You may put all the cards you discard 
on the bottom of the world deck.

PACKET C (1 OF 2) 



Packet Order Front Back

9     
 If you’re victorious, move all unkilled warbands 

in your enemy’s force to Obsidian Cage. 

ACTION: Move any number of warbands from 
Obsidian Cage to any board of the same color.

 Obsidian Cage 

10
P Flip Over Q

C-07C-07

STOP!

Discard Pile Discard Pile Discard Pile

Visions
Drawn

Relic
Deck

World
Deck

Discord Arcane Order Hearth NomadBeast

Put the following 15 RELIC 
CARDS on the Relic Deck 
space on the map facedown.

P Done! Q
Return to the Playbook

11-25  Remaining
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1
D-01D-01

P Flip Over Q
This Card

ARCHIVE
OPEN ONLY AFTER 
YOUR FIRST GAME

Put the 8 ARCHIVE 
SEPARATORS into the small 
compartment in the box.

This part of the box is 
called the ARCHIVE.

Put the following 
6 EDIFICE CARDS into 
their Archive sections of 
matching suit.

D-02D-02

Nomad

Order

2
199

Each site ruled by Sprawling 
Rampart’s ruler adds one 
more ^  when targeted.

Sprawling Rampart

200

Bandit Rampart

−2[ if this site is targeted.

3
201

Players cannot target 
the People’s Favor.

Hall of Debate

202

Recovering the People’s Favor 
always fl ips it to the Mob side.

Hall of Mockery

4
203

In the Chronicle, do not 
discard sites with any ̂  cards.

Forest Temple

204

Enemies of Ruined 
Temple’s ruler cannot 
play ̂  cards faceup.

Ruined Temple

5
205

ACTION: Negotiate a binding 
exchange of ^ , ^ , and 
advisers with any player.

Festival District

206

Whenever the  is rolled to end 
the game, Squalid District’s ruler 

may increase or decrease this roll by 
one. Citizens cannot use this power.

Squalid District

6
207

You may swap any number of 
denizens you draw with random 

cards from the Dispossessed.

Great Spire

208

ACTION: Swap up to fi ve denizens 
from the top of your region’s discard 

pile (skipping Visions) with random 
cards from the Dispossessed.

Fallen Spire

7
209

ACTION: Draw a relic. 
Take it or put it on the 

bottom of the relic deck.

Ancient Forge

210

ACTION: Flip this card over.

Broken Forge

8 STOP!

P Flip Over Q
D-03D-03

Separate the following 144 
DENIZEN CARDS into six 
stacks of the six suits. Each 
stack will have 24 cards.

Shuff le each stack 
separately and put it in 
the Archive section of 
matching suit.

D-04D-04

9-152 Remaining, ideally sorted by suit. 
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