How to Play
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You embody one of the Rulers of the 8 Forces of Leros. Your mission: to bring down
opponent’s realm before they destroy yours.

YOUR DECKS

Pool-Deck: Contains resources and supporting characters.

Your Rune channels energies to you — sources of power, allies who amplify your astral energy.
The Rune draws them forth from the Pool.

Spell Deck: Contains characters, artifacts, spells, trainings, and rituals.

The Spell Deck is your arsenal: warriors, magic, artifacts, and ancient rituals used to defend
your realm.

THE BATTLEFIELD

The Battlefield is divided into zones:
e Ruler Zone: The Sovereign and Rune are placed here. Over the course of the game, all
non-character cards will also gather here.
e Support Zone: Your resources and support characters are placed here.
e Battle Zone: This is where characters are placed to attack or block.
e Graveyard: Defeated or spent cards are sent here.

Your battlefield is your domain: The Sovereign stands firm in their zone, the Rune pulses with
power. Resources fuel your spells, while followers march into battle.

SETUP

1.Place your Ruler and Rune.

2.Shuffle the Pool Deck and the Spell Deck.

3.Draw 6 starting cards from your Spell Deck.

4.You may put aside any number of these cards to the deck, then draw the same
number from the Spell Deck. Shuffle the cards that were put aside back into
the Spell Deck afterward. Draw a 7th card.

.Record your Life Points.

6.Randomly determine who takes the first turn and initiative.
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Your Sovereign awakens. The Rune pulses with energy.
The Resource Pool opens — and the battle for Leros begins.
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Whoever acts first seizes the flow of battle.

FIRST MAIN PHASE

The active player may use any cards from their hand.
The opponent remains passive, except for abilities.
A Sovereign enacts their plans — spells are cast, allies step into the light.

SECOND MAIN PHASE

Then the other player may use any cards from their hand.
The first player remains passive,except for abilities.
The opponent responds — unleashing their power to restore balance.

COMBAT PHASE

Combat is resolved according to Initiative order in each battlefield.
Declare attackers, assigh blockers. No hand cards may be used during this phase.
Armies clash. Strikes, parries, sacrifices — here, fate is decided.

END OF ROUND

Only Spells and Trainings may still be played. Then, a new round begins.
The battle subsides. Only final rituals and drills shape the next conflict.




WHEN CAN I PLAY C S?

From Hand: Every Card can only be played during your Main Phase.

End of Round: Only cards with the types Spell or Training may be played.

In the heart of battle, you summon your warriors — but some rituals and teachings wait until
the dust settles.

LEVEL RULES

Characters and Locations have a Level value. You may only play characters whose level is
equal to or lower than your highest-level Resource.

Resources ascend step by step:

A new Resource may only be placed on top of a Resource one level below — the old Resource
is then sent to the Graveyard.Level 1 Resources may be placed in an empty Resource slot.
As in Leros itself, power grows only from a foundation — each level rises from the one before.

Combat
ATTACKING & TARGETING

Characters in the Battle Zone may attack in initiative order. Attacks are always directed at
the opposing Sovereign, but the opponent may assign blockers to intercept.
The storm breaks — yet loyal defenders stand between the blade and their Ruler.

DAMAGE & HP

Attackers and blockers deal damage simultaneously equal to their Power.
Characters lose HP equal to the damage taken.

If their HP drops to O, they die and are sent to the Graveyard.

Blood stains the ground of Leros — only those who endure shall survive the fight.
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