


Card name: The name of the ard.

Jaction: The faction (s Card tppe: Betermines if
the archetvpe of units vour tard is a unit, a tastle,
the card belongs to. a mpstic, or equipment.

Rarity: Cards
come in four
rarify levels,
common,
uncommon, rare
and unique.Bou
may onlp include
one copy of a

unique card and
3 ropies of a rare ‘i
ard in pour RS

qrimoire.

Stats: This is where
each cards stats are [isted.

IS arcompanied by a guote
the story in which it appears.




Castle Equipment Unit

Mpstic cards: Aystic (ards are expended and sent to the sepulchre .a.‘
after their effects resolve. OQ:‘

Equipment cards: Eouipment is destroped and sent to the sepulthre [ta
the equipped thampion (s slain. ‘i

Qttack: Attack is used to determine how much
damage will be dealt to a unit. The formula for
determining damage is the unit's attack minus
opposing unit's defence equals damage.

| Befence: The creature defence determines hoto many
points of attack the card can take before having to
reduce health.

ealth: Health determines how much damage a i !
can take before it is removed from the board.

Magic cost: The amount of magic that must b
sacrificed to invoke the card, or to send it from.
field to the sepulchre. On castle cards this io
Tepresents magic generation. :




At the beginning of the game set their castle bown in their rastle
one. Castles bo not need to be invoked. Then shuffle and place vour
imoires in the grimoire sone. With pour board set flip a toin to
betermine who will be attacker. Player’s begin the game with magic
qual o their castle’s magic cost.

bo goes first:

In Castle the attacker always goes first. The role of attacker
iwitches to the other plaper after each round of combat. Each turn of
Castles has three rounds: invoking, combat and replenishment.

ers invoking phase where the player who is currently the
ker invokes (plaps) their cards to the field. Bhen a plaver
nbokes a card they must reduce their magic by the unit's magic
3f a unit’s magic cost is greater than the plaver’s EIUI([IRIIIB
wic, the player cannot invoke the card.

At this time cards mayp be sent from the board to the

ulchre by paying their mana cost. An invoking plaper may.
mobe their fielded units to an empty ajacent sone for no

- Onee the attacker has finished invoking the defender inboking



Y

Combat

AIf combat occurs simultaneously. Combat resolution follol
five steps. :

1. Plapers will determine their champion’s target. A player mu
target their opponent’s champion. If a player’s opponent has no
~ thamption they may target their opponents other units or castle.
7 2. Plapers will calculate their damage by subtracting the defence o,
of thampion’s target from their champion’s attack. &

3. @he target will then lose health equal to their opponent’s

bamage.
4. 3f a plaper’s dbamage is greater than the health of their

excess damage for the purposes of damage calculation.
5. Al combat steps of combat are repeated until neither player has
any extess dbamage. ¥es

Replenishment
Onee combat is complete both plapers gain magic until their tota
magic s equal to their tastle’s magic cost. Them plapers draw (ards
- until they have a full hand (five cards.) ;

@ player wins the game once he has reduced the health of
- opponent’s castle to sero. 2




@he Head of your army’s wedge. The unit placed here will battle
‘npnnnems champion and attempt to break through their castle’s
efences. @ unit in the champion sone map move into an empty unit

e during pour invoking phase.

3 nes: These units are pour (hampions supports and assists
with their abilities. They do not attack pour opponents units our
hampions.

uipment/#ystic Zones: This is wear pou attach equipment
JLards 1o pour thampion and play mpstic ards.

3 o

The Grimoire: 5
@his is pou from which you draw cards into pour hand. 2

Che Sepulchre:
@his is were pou put pour slain units, expended mystics
bestroped equipment.

Poidweb: :
his sone is where you place anp cards sent their by another o
effect. It is essentially a sone for cards removed from play. B

 howeber, for nothing is ever truly gone. :

e Realm:

Chese are ards that have an effect both boards. Es of
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