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Turn Sequence: “Order of Play” 

1.   Royal Decree Phase:  Player may choose to play a Monarch Card using the 

card’s Royal Decree.  The Royal Decree invokes any one Revealed Battlefield 

Event that the player chooses; if the Monarch card is played in this manner it 

is placed in the Discard pile and removed from play for the remainder of the 

round. There is no limit to the number of Monarch Cards that can be played 

during the players Royal Decree Phase using the Monarch Royal Decree. Re-

gardless of whether or not a player plays a Monarch Card during the Royal 

Decree Phase, the player proceeds to the Battlefield Play Phase or Draw 

Phase of their turn. 

2.  Battlefield Play Phase:  The player has several options to choose from, if 

available. 

• The player is not required to play a playable card in their playing hand if 

he/she chooses not to. 

• The player may play an Emissary or Scales of Justice card from their 

hand on top of any card in the Battlefield. Automatically changes faction 

currently in play to the faction type of the Emissary card. Continue on to 

the Battlefield Result Phase: The outcome of the battle is a Stalemate. 

After the faction change effect is resolved the rank value Emissary card 

is zero (0) for the next players turn. 

• The player may play a Monarch card as a Faction card from their hand 

on top of the card in the Battlefield. If the Monarch card either matches 

the faction or rank of the card in the Battlefield, continue on to the 

Battlefield Result Phase. 

• The player may play a Minion card as a Faction card from their hand on 

top of the card in the Battlefield. If the Minion card either matches the 

faction or rank of the card in the Battlefield, continue on to the Battle-

field Result Phase. 

• The player may play a Minion card that matches the Rank of the Battle-

field Event Wildcard that invokes any one of the Revealed! Battlefield 

Event that the player chooses. Resolve the Battlefield Event, and contin-

ue on to the Battlefield Result Phase. 

 3.  Draw Phase:  If the player was unable to play a card or chose not to play a 

card onto the Battlefield during the Battlefield Play Phase, they must 

draw a card from the Draw Deck. 

• If the card drawn by the player can be played as specified in sequential 

order of the preceding Royal Decree Phase or Battlefield Play Phase, the 

player may opt to do so. 

• The player is not required to play the drawn card even if it is a playable 

card. 

4.  Pass Phase:  (end of players turn) If the player does not or cannot play a 

card onto the Battlefield, the player passes and play moves on to the 

next left (clockwise) player. 

 5.  Battlefield Result Phase:  (end of players turn) If the player has played a 

card on to the Battlefield, the Battlefield Result is determined by the card 

played on top of the existing card in the Battlefield.  

• Played card is lower rank = Play Direction Reversed to Counter Clock-

wise (Right). 

• Played card is higher rank = Play Direction Advances Clockwise (Left). 

• Played card is of equal rank (Stalemate) = player choses direction of play 

left or right. 

Battlefield Events & Descriptions: 

1. Ambush - force the next player in line to lose their turn. Play pro-

ceeds as normal in the direction determined by the outcome of 

the Battlefield Result. 

2. Balance of Power - all players Discard/Draw a number of cards to 

equal the number of cards you currently have in your hand. 

3. Changing of the Guard - Switch the current Battlefield Event Wild-

card (Minion Card) with a Minion Card of your choice from your 

hand. 

4. Conscripts - you and another player draw a number of cards to 

equal a full hand (Maximum: 7 Cards). If the Player has more than 

7 Cards in their hand, they do not draw or discard any cards.  

5. Desertion - choose a Minion Card from your hand.  All players 

 (including yourself) discard any Minion Cards that match the rank 

of the  Minion card that you choose.  

6. Discover Battle Plans - pick any player, player must play with 

 cards face- up/revealed until the end of their next turn.  

7. Fog of War - pick any player, player must turn cards face down, 

shuffle and play cards randomly until the end of their next turn. If 

the card can legally be played, play as normal. If not, draw a card 

from the Draw Deck. 

8. Guild Lord - pick any player, choose any number of cards you 

currently have available in your playing hand. Look at the player’s 

hand and swap an equal amount of cards out of their playing hand 

into yours. 

9. Second Chance - player may Discard any number of cards from 

their hand and replace them with an equal number of cards of 

their choice underneath the top card in the Battlefield. 

10. Spy - look at the top seven cards of the Draw Deck and put them 

back in any order. 

11. Thief - pick any player, take half the cards rounded up from their 

hand and add it to yours. In addition, If the player has a Gemstone 

you may choose to steal it from the player as well. Limited to 1 

Gemstone stolen per Thief Battlefield Event. 

12. Twist of Fate - all players swap hands in the direction determined 

by the outcome of the Battlefield Result. 

 

Card Values & Casualty Points:  

• Emissary Cards: 25 Casualty Points 

• Minion Cards (1-10): 1-10 Casualty Points (10 high; 1 low) 

• Monarch Cards: 25 Casualty Points 

• Scales of Justice Cards: 50 Casualty Points 

• Gemstones: Reduces Final Casualty Point Total by 25 Casualty Points for 

each Gemstone the player or team possesses during the End Game 

Tally. 
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