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Components

4 1st Encounters . . “

36 Status 10 Daze 14 Neow’s Blessing
(20 including
43 Encounters 89 Summons 27 Elites 51 Events unlocks)
Act1/2/3: 12/12/10 35/31/20 3/3/3 12/14/11
(Ascension Act 1/2/3):  (3/3/3) (0/2/1) (6/6/6) (6/5/2)
Ascension cards start locked. Don't (1in unlock deck)
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use them until instructed to do so.

381 Player Cards | 112 Small Cards

(including unlocks)

4 Prismatic  1Solo 20Boss 58 Relics 29 Potions
Shard Relic Relics

888

85 Ironclad (red) {7%
87 Silent (green) —-/J
85 Defect (blue) 113 Tokens
85 Watcher (purple) . -
17 Curses 1 Ascension . 31 l?;wge.rds
22 Colorless Reference Small Dividers
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2 Main Boards < * | o
- ’ e HP Bonrd 11 Boss Cards
oart . .
Merchant Board/Player Aid (26 including unlocks)
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i Die 1Boot
Meeple
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- 50 Plastic
4 Minis Cubes

4 Player Boards
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Your Deck Card Types

Attack - Attacks deal damage to enemies.
» Skill - Skills block damage and have other useful abilities.

* Power - Powers give you abilities that last the entire
combat. Powers stay on the table in front of the player.

Energy Cost Name Banner

* Curse - Curses are bad cards that can get added to your
deck. Curses can't be Transformed. When you gain a Curse,
add the top Curse card to your deck.

* Status & Daze - Powerful enemies can weaken your deck
by adding Status ©/' "/, and Daze (>, cards to it. Remove

o these from your deck at the end of each combat.
ar

Type Energy (O () - Energy is used to play cards. You
can have a maximum of 6 Energy at once. Each character
has their own Energy icon, although they all mean the same
thing. You can gain Energy from sources with icons that
don’t match your character. You'll usually see “{")” used to

mean Energy on items and in the rules.

Text

X Cost Cards - You can spend any amount of Energy when
playing an X cost card, including 0. It has an effect based on
how much Energy you spend. The text will tell you the effect
for spending X Energy.

N\

Banner & Rarity - Cards have different rarities, which you can tell by the color of the banner
behind their name. Gray banners are common, blue banners are uncommon, and yellow banners are
rare. There are 2 copies of all commons. Starter deck cards have gray banners and gray borders.
Each character’s starter deck has 4 or 5 starter Strikes and starter Defends.

Starter Common Uncommon Rare

Items

Items are small cards that you'll collect on your adventure. There are
Relics 3, Boss Relics +_%, and Potions .» . There’s also the Loaded Die
Name solo relic (see below). Keep items in front of you.

Loaded Die - When
playing solo, start with
the Loaded Die.

Ona !}, it can trigger
its own |- 2| 2] ability,
or a die relic ability on
another relic.

Gold Cost - This is the cost
to purchase the item from
the Merchant &% . Not all
items have a gold cost.

Text
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Targeting for Players

Effects with the {&! icon or that say
Players can target “any row" target all enemies in a single
any enemy. row. They also always affect the Boss.
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Targeting for Enemies
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Enemy /& actions target all players.

Enemies target the player in their row.

Modes

Some Bosses have different “Modes”, like The
Guardian. The enemy can only use actions and
abilities from the mode it is currently in. The
Guardian starts in Attack Mode. ——1~-—
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When The Guardian enters Defensive Mode, : '—J B AN s ‘
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move the cube to the first action of the new mode. — ;‘:_1'-‘“;;‘;7;“;:;,:;,",,‘2‘4:&': —
















Unlecks & 4

Whenever you finish a game, each player cﬁ!eckspl !>ox per Boss def; us 1 extra box each. You must
check boxes for your character until they a%l cHecked, after whith ay check Colorless or Act IV
boxes. When you check all of the boxes next to "}ov&(, add the locked cardsWith a matching number & & 8
to the appropriate decks. ' i
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Ironclad Silent ‘ Defecg Watcher
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Colorless Cards Act IV

Jooe ).

When unlocked, take out the colorless rewards deck during When unlocked, after you beat Act I1I, you may
setup and shuffle it. Don't shuffle it between Acts. The continue to Act IV if you collect all 3'keys. #
party reveals 3 colorless cards at the merchant. Their cost See page 22 for rules on Act IV and the keys.

is based on rarity. Add the @ Events and Neow's Blessing

Ascension

After you defeat an Act II Boss (Act III if you're playing solo), unlock Ascension ' 1. To unlock higher
Ascensions ', you must be playing with the modifiers of all previous Ascension levels and defeat an Act
IT Boss (Act III if you’re playing solo). You don't have to play on the highest Ascension you've achieved,
although you may need to revert changes to some decks to play on a lower Ascension.

1. Harder Elites - Open the Ascension pack. Replace %" Elites in each Act with the ''1 %" Elites.
2. Lose 1 Max HP - Your maximum HP is 1 lower. Put a black cube in your highest HP slot.
3. Harder Events - Open the Ascension pack. Add the '3 cards to the appropriate decks.

5. Start Cursed - During setup, add Ascender’s Bane to your starter deck.

4. Potion Limit is 2 - You're limited to 2 potions (instead of 3). I‘

6. Heal 4 HP after Boss - You heal 4 HP instead of to full HP at the start of Acts II & later.

7. Harder Encounters - Replace ® Encounters with corresponding 7 cards. Add the ' 7 ® Summons.
8. Card Removes Cost 4 - Card Removes cost 4 gold at the Merchant &.

9. Start Damaged - Lose 1 HP at the start of the game (after losing 1 Max HP from ' 2). q
10. Harder Bosses - Only use the ' 10 Boss deck.

11. Harder Act IV - Use the ' 11 Corrupt Heart. Fight the ' 11 Elites in Act IV. l r}
12. Harder Elites - Replace %" Elites in Acts I through III with the 12 ‘@& Elites. J
13. Double Act 3 %oss - After defeating thefAct 111 Boss, fight a different rafidom %ct 11I§Boss
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Achieveme
(] Jaxxed - Hit the Strength limit (8). \: J ] Ruby - Beai#ACGHII with the Ironclad.

C] Catalyst - Hit the Poison limit (30). C] Emerald - Beat"Act III with the Silent.»
(] Ninja - Play 7 Shivs in one turn. (] Sapphire - Beat ;\ct IIT with the Defect.
() Powerful - Have 7 Powers in play at once. ] Ametfnyst - Beat Act III with the Watcher.
C] Barricaded - Hit the Block limit (20). C] M Lu::l.<y Day - Beat Act III with a Daily Climb.
(] You are Nothing - Defeat a Boss on turn 1. (] ﬁ;’

(] All for One - Beat Act III with 4 players. ] o Needs Relics? - Beat Act III with no relics or
() Perfect - Beat a Boss with all players at full HP. | BossielicsiysuicanSkipiitems).
C] Minimalist - Beat Act III with a 5 card deck or smaller.

C] The Transient - Kill The Transient before it kills itself.

C] Common Sense - Beat Act III with a deck containing no uncommons or rares.

inity - Create an infinite card combo.

(] Collector - Beat Act Iil with 12 relics and Boss relics combined per player.

Daily Climb

As an optional game mode, you can play a Daily Climb. Roll the die twice and gain one random game
modifier from each section below. All players are affected.

&) All Star - Start with 5 random colorless cards.
@ Shiny - Start with 5 random rarecards.

Custom Run

To play a custom run, instead of rolling for

game modifiers, pick whichever modifiers
M Transformed - All & become Transform a card. you want from this list.

g3 Heirloom - Start with a random Boss relic.

EH Vintage - & from encounters & become -

fF) Prismatic Shard - Start with the Prismatic Shard special relic (see page 19). Also, when you gain
4 , each revealed card must come from a different card rewards deck of your choice. This can
include colorless rewards. When you gain &, each revealed card must come from a different
character’s rare deck of your choice. (You still reveal 3 cards total).

B Terminal - Lose 1 HP at the end of combat.

@ Insanity - Anytime during the end of combat, you must Transform a random card in your deck.

& Uncertain Future - Don’t flip over map tokens during setup. Elip them when you land on that room®
HH Cursed - Start with 2 random Curses.

EH Deadly Events - Lose 2 HP after each Event.

f¥! Night Terrors - You ¢an't Rest.
il




‘ ; Players heal at the start of Act IV, just
& b AC t I like they do at the start of Acts II and IIL
Act IV must be unlocked (see page 20). To enter Act IV you must obtain all 3 keys by the end of Act III.
The Act IV map is on the back of the Act IV Boss card. To obtain a key...

+ Ruby Key - All players must simultaneously take no action at a ‘% room (can’t Rest or Smith).

= Sapphire Key - All players must simultaneously skip gaining a relic % at a %" or € room.
Players may reveal the % before deciding. Discard revealed ® if you gain the key.

Emerald Key - Players must defeat a Burning Elite © (see below). When you fight the Burning
Elite, before combat begins, each player shuffles & & into their deck. Eront

@ Burning Elite - Before map setup, replace an Encounter token © witha @

dark back ) with the Burning Elite © token. When you gain the Emerald ~ Back
Key <, replace the © token back with the €) token for future Acts.










