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ANATOMY OF A TURN
at any time
1. Roleplay!
2. Use a Special Ability on your Character Card.
3. Use an Ability on a Loot, or Starting 

Equipment Card.
4. Convert Soul: exchange three Soul into one  

Power (max 5 power).

on your turn
Reveal the top card from the Challenge Deck.

if you are attempting a challenge card
To succeed you must tie or beat the numbers with the 
matching attributes present on the Challenge Card.
You may do the following to help resolve the challenge:
1. Use Power: add an additional Challenge dice  

to your roll for every Power used.
2. Pass a Solo Challenge: pass the Challenge to the 

next player clockwise. Should the challenge return 
to you, you must face the Challenge.

resolve a challenge (see backside) 
Roll the number of Challenge dice equal to one, 

 + the amount of Power used
 + the number of matching Attribute symbols  
on all your cards

if you reveal a moment card: 
Resolve the card as written.

Turn End 
A player’s turn ends when a Challenge or  
Moment Card is resolved. The Active Player Token  
is passed clockwise to the next player.
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1. Example Challenge 
 
 
 
 
 
 

2. Determine the number of dice to roll 
 
 
 
 
 
 
 
 
 
 
 

3. Example dice roll

Attributes required
for the challenge

Dice rolls to  
match or beat

Matching Attriubute Symbols on all cards  
(2 shields, 1 sword, +3 total)

HOW TO RESOLVE A CHALLENGE

4 4

11
113333

44

55

2

1 + 2 + 3 = 6 dice

bonds:

special abilities:

so
ul

 

max 5
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po
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er

use 3

attributes: +1 Shield, +1 Crown

    Sacrifice. When you Face Death, 
another player of your choice 
takes 3 Power .

     Grace. USE 3. Take 1 Heart   
or another player of your choice 
takes 1 Heart . 

• What is the main Tenet of your faith?

• Who tests that faith regularly?

KNIGHT MAGIC WEAPON
STARTING EQUIPMENT

Mark of a true hero.

What is its name?

 

While you have this card: +1 Sword 

CREST SHIELD
STARTING EQUIPMENT

A metal shield bearing a crest.

Whose crest is it?

 
While you have this card: +1 Shield 

At least 2 dice matched or 
beat the Challenge of  4 | 4  

resulting in a success!

Available Power
(Optional, +0 to +2)

1 die for 
the encounter  +

+

11

 

1. Example Challenge 
 
 
 
 
 
 

2. Determine the number of dice to roll 
 
 
 
 
 
 
 
 
 
 
 

3. Example dice roll

Attributes required
for the challenge

Dice rolls to  
match or beat

Matching Attriubute Symbols on all cards  
(2 shields, 1 sword, +3 total)

HOW TO RESOLVE A CHALLENGE

4 4

11
113333

44

55

2

1 + 2 + 3 = 6 dice

bonds:

special abilities:

so
ul

 

max 5

 ab
il

it
ie

s 
he

ar
t 

po
w

er

use 3

attributes: +1 Shield, +1 Crown

    Sacrifice. When you Face Death, 
another player of your choice 
takes 3 Power .

     Grace. USE 3. Take 1 Heart   
or another player of your choice 
takes 1 Heart . 

• What is the main Tenet of your faith?

• Who tests that faith regularly?

KNIGHT MAGIC WEAPON
STARTING EQUIPMENT

Mark of a true hero.

What is its name?

 

While you have this card: +1 Sword 

CREST SHIELD
STARTING EQUIPMENT

A metal shield bearing a crest.

Whose crest is it?

 
While you have this card: +1 Shield 

At least 2 dice matched or 
beat the Challenge of  4 | 4  

resulting in a success!

Available Power
(Optional, +0 to +2)

1 die for 
the encounter

 +

+

11

 

1. Example Challenge 
 
 
 
 
 
 

2. Determine the number of dice to roll 
 
 
 
 
 
 
 
 
 
 
 

3. Example dice roll

Attributes required
for the challenge

Dice rolls to  
match or beat

Matching Attriubute Symbols on all cards  
(2 shields, 1 sword, +3 total)

HOW TO RESOLVE A CHALLENGE

4 4

11
113333

44

55

2

1 + 2 + 3 = 6 dice

bonds:

special abilities:

so
ul

 

max 5

 ab
il

it
ie

s 
he

ar
t 

po
w

er

use 3

attributes: +1 Shield, +1 Crown

    Sacrifice. When you Face Death, 
another player of your choice 
takes 3 Power .

     Grace. USE 3. Take 1 Heart   
or another player of your choice 
takes 1 Heart . 

• What is the main Tenet of your faith?

• Who tests that faith regularly?

KNIGHT MAGIC WEAPON
STARTING EQUIPMENT

Mark of a true hero.

What is its name?

 

While you have this card: +1 Sword 

CREST SHIELD
STARTING EQUIPMENT

A metal shield bearing a crest.

Whose crest is it?

 
While you have this card: +1 Shield 

At least 2 dice matched or 
beat the Challenge of  4 | 4  

resulting in a success!

Available Power
(Optional, +0 to +2)

1 die for 
the encounter  +

+

11

 

1. Example Challenge 
 
 
 
 
 
 

2. Determine the number of dice to roll 
 
 
 
 
 
 
 
 
 
 
 

3. Example dice roll

Attributes required
for the challenge

Dice rolls to  
match or beat

Matching Attriubute Symbols on all cards  
(2 shields, 1 sword, +3 total)

HOW TO RESOLVE A CHALLENGE

4 4

11
113333

44

55

2

1 + 2 + 3 = 6 dice

bonds:

special abilities:

so
ul

 

max 5

 ab
il

it
ie

s 
he

ar
t 

po
w

er

use 3

attributes: +1 Shield, +1 Crown

    Sacrifice. When you Face Death, 
another player of your choice 
takes 3 Power .

     Grace. USE 3. Take 1 Heart   
or another player of your choice 
takes 1 Heart . 

• What is the main Tenet of your faith?

• Who tests that faith regularly?

KNIGHT MAGIC WEAPON
STARTING EQUIPMENT

Mark of a true hero.

What is its name?

 

While you have this card: +1 Sword 

CREST SHIELD
STARTING EQUIPMENT

A metal shield bearing a crest.

Whose crest is it?

 
While you have this card: +1 Shield 

At least 2 dice matched or 
beat the Challenge of  4 | 4  

resulting in a success!

Available Power
(Optional, +0 to +2)

1 die for 
the encounter


