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Demi-God Sheet

“Tam , Demi-god of

[Power Source]
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Power 4 "|d Level]
[Power Narme]
[Melee or Range]
Health: __ Speed: __ * Range: _ 4

[Current]

[Vax, Wave star]

© 2020 of Radiated Skull Publications, LLC. Permission is granted to photocopy this document for personal use.
For more information about this game (and similar products) visit: radiatedskull.com.

1))



Example of play
“Tam __Poultry Gheist , Demi-god of ___The Chicken .

[Name] [Power Source]

pay for their sacrifices.

[Power
Power 1: _Vengenance of the Fallen 1d| 4 Level]

|Power Narme]|

Chicken
Range EN ghosts pise f
enemies ;. rom the
[Melee or Range] With rou
e ornE a flury, Y of wmé]\Fu/ V‘Z[ and attack
ngenance!
[Power
Power . 1AL evel
|Power Narme]|
[Melee or Range|
. 10 . Range:
Health: e Speed: __ > ge 4
[Max, Wave start|
Shuffle deck of cards... .
Wave 1 ', ©
1 - Draw 1 card
A 4
veY o
9

2 - Demi-god moves & attacks.
[Note 1: Demi-god cannot attack because nothing is in range.]
[Note 2: Demi-god moves 2 spaces because Speed is 2.]




Example of play

3 - Kings’ armies move & attack.
[Note 1: Kings’ armies will always move to attack; however, DG is not in melee range.]
[Note 2: Hearts have Speed: 2, so they move 2 spaces.]

4 - Repeat steps 2 & 3 until DG or KA are defeated.

DG - Chooses not to move; attacks with Power 1 (1d4).

/N

KA - Moves & attacks.

[Note 1: DG rolled 1d4 and got 3. Each Heart has 1 Health,
so DG distributed 3 damage to enemies within range.]

DG - Moves & attacks with Power 1 (1d4). A

[Note: 1 Heart made it within Melee range and attacked
the DG. All units only cause 1 point of damage, so DG
health is now 9.]

[Note 2: The second unit could not attack due to not
getting within range, so he only moved.]

[Note 1: DG rolled 1d4 and got 2. DG distributed 2 damage to
enemies within range.]

[Note 2: Power 1 is a Ranged attack, which cannot attack at
Melee range. DG had to move to hit both enemy units.]



Example of play

5 - The Kings’ armies have been defeated; Wave 1 is complete.
DG started Wave 1 with 10 health, so Health is restored to 10.
DG completed Wave, so DG can take 1 ascension step.

DG chooses the step of Speed. Speed is now increased to 3.

Wave 2
1 - Draw 2 cards (7 ) (Q )

KA - Moves & attacks.

[Note 1: The Q has 3 health; dealing 2 points of
damage brings her to 1 health.]

[Note: All of the Kings’ armies have moved and
dealt damage to the DG (1 point each).]



Example of play

Alternate scenario (just completed Wave 1...):

DG chooses the step Power Level. Power Level is now increased to 1d6.

Wave 2
1 - Draw 2 cards

KA - Moves & attacks.

[Note: All of the Kings’ armies have moved and
dealt damage to the DG (1 point each), based
on their Range.]
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[Note: DG has dealt damage to units in Range.

DG has also moved to be out of Melee Range
(for Q), and too close for a ranged attack.]
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Multiplayer Options

2 Player Options

1 player controls the Kings’ Armies. OR 2 players are each a different Demi-god
1 player is the Demi-god.

More than 2 players...

Use any combination of player comtrolling Kings’ armies and multiple Demi-gods.

Note 1: The number of steps does not change with the number of Demi-gods.
After Wave 1, there will only be 1 step. The Demi-gods can come to an
agreement, or they can battle for the step.

Note 2: If the Demi-gods choose to battle, they must start on opposing sides
of the board. The one with the most Speed goes first--if they have equal speed,
then roll a die and the persom with the highest roll goes first.

Note 3: Demi-gods will not get a chance to heal until after they complete the
next wave. Any damage dealt during a Demi-god battle is carried over into
the next Wave.

Note 4: Only 1 Demi-god can fully ascend. All other Demi-gods must be
conquered to end the game

© 2020 of Radiated Skull Publications, LLC. Permission is granted to photocopy this document for personal use.
For more information about this game (and similar products) visit: radiatedskull.com.



