STARTING LOCATIONS

FOUNDRY

~ Your . cards can support
disasters of any element.

WINDMILL

~ Your @ cards can support
disasters of any element.

FURNACE

Place a ‘ token on
this location.

OBSERVATORY

- Placean @ token on
this location.

. Add +1 when you infiltrate.

MoNoLITH

You can control any
number of Monoliths

MoNoLITH

You can control any
number of Monoliths

FIRE TEMPLE

. disasters you conjure
gain +1 strength.

@ disasters you conjure
gain +1 strength.




STARTING LOCATIONS

FARMLAND

~ Your @ cards can support
disasters of any element.

WATERMILL

~ Your . cards can support
disasters of any element.

QUARRY

- Placean @ token on
this location.

AQUEDUCT

. Place a . token on
this location.

. Add +1 when you infiltrate.

MoNoLITH

You can control any
number of Monoliths

MoNoLITH

You can control any
number of Monoliths

EARTH TEMPLE

& @ disasters you conjure
gain +1 strength.

& . disasters you conjure
gain +1 strength.




MoNoLITH

You can control any
number of Monoliths

MEGALITH

Add +2 when you infiltrate.

You can control any
number of Monoliths

MEGALITH

Add +2 when you infiltrate.

You can control any
number of Monoliths

GREAT WALL

A Great Wall can be infiltrated
even if it has other players’
followers on it.

- Other locations you control
cannot be infiltrated.

You can control any
number of Monoliths

Add +1 when you infiltrate.

GREAT WALL

A Great Wall can be infiltrated
even if it has other players’
followers on it.

~ Other locations you control
cannot be infiltrated.




WATER TEMPLE

PANTHEON

" . disasters you conjure
gain +1 strength.

All disasters you conjure
gain +1 strength.

EARTH TEMPLE

PANTHEON

& @ disasters you conjure
gain +1 strength.

All disasters you conjure
gain +1 strength.

AIR TEMPLE

k @ disasters you conjure
gain +1 strength.

i E disasters you conjure

gain +1 strength.

FIRE TEMPLE

& . disasters you conjure
gain +1 strength.

i E disasters you conjure

gain +1 strength.




AQUEDUCT

Place a ‘ token on
this location.

WATCHTOWER

You can re-roll 1 of
your defence dice.

=

QUARRY

Place an @ token on
this location.

WATCHTOWER

9

You can re-roll 1 of
your defence dice.

=

OBSERVATORY

e

Place an @ token on
this location.

=

MARKET

=

Place a token of any element
on this location.

=z

FURNACE

a

. Place a ’ token on
this location.

MARKET

e

“Place a token of any element
on this location.

=




ACADEMY

Draw a card.

gvﬁwmacﬁ

Gain +1 4§V .

ACADEMY

Draw a card.

gv.ﬁwm»mca

Gain +1 §V .

ACADEMY

3

Draw a card.

=

Gain +1 §V .

ACADEMY

g




~ You can infiltrate an extra
location at the end of phase IV.

WORKSHOP

~ Your E cards can support
disasters of any element.

STABLES

~ You can infiltrate an extra
location at the end of phase IV.

WORKSHOP

~ Your E cards can support
disasters of any element.

TowN HALL

“You can take an extra action
at the end of phase III.

COLONNADE

You can conjure an extra disaster
at the end of phase V.

TowN HALL

“You can take an extra action
at the end of phase III.

&

COLONNADE

You can conjure an extra disaster
at the end of phase V.




—
TORRENT OF FLAME |

o

“Draw a card. Then take
up to 2 extra actions.

WILDFIRE

S S—————

_ Replace a location you 1

control with any location
_ in development.

INFERNO

_SEEE———

)

" Prevent an @disaster.
Its conjurer draws a card.

MOLTEN RAIN

Draw a card. Then choose |
another player. That
player discards a card.

=
FIRESTORM _

—— —

Infiltrate a location
another player controls. i
e ——

FIREBALL

~ Draw a card. You may
then conjure a disaster.

Ry

MAGMA BURST

Ry

Draw 2 cards.

FLASH FIRE

Ry

Place a . token on up to
2 locations you control.




FLAME STRIKL -

¥

" Place a Runestone on a
location you control.

FIRE WHIRL

—

¥

- Gain 16’} You may
take an extra action.

ﬁ@ ﬁ-IUNDERSTOBM___:

¥

“Draw a card. Then take
up to 2 extra actions.
. .

ﬂ@ TornADO

_ Replace a location you
control with any location
in development.

“Prevent an @ disaster.
Its conjurer draws a card.
& | .

s
0
1

(@ftwsme

Draw a card. Then choose
another player. That
- player discards a card.

®

7

"

=

006 —

" TEMPEST p

=1

-\

Infiltrate a location
another player controls.

(©) | Downsursr

~ Draw a card. You may
then conjure a disaster.
& | .




ﬂ@t | SoNIC BLAST p
,,,r]
0

-

Draw 2 cards. ;

(@ @DSTORM 4

o

N Place an @ token on up
to 2 locations you control.

N " Place a Runestone on a
location you control.

(@ | WHIRLWIND p
)

o

- Gain 1{\(} You may
take an extra action.

“Draw a card. Then take
up to 2 extra actions.

—

_ Replace a location you
control with any location
in development.

n

Q COLLAPSE

" Preventa . disaster.
Its conjurer draws a card.

N

Q LANDSLIDE

Draw a card. Then choose
another player. That
player discards a card.




FISSURE DEBRis FLow

@ SEISMIC SHOK

Q\ ROCKFALL

¥

~ Draw a card. You may
then conjure a disaster.
e .

&

Place an @ token on up
to 2 locations you control.

Infiltrate a location

D 2 5
another player controls. Lglcares

-
GROUNDSWELL 2

" "

CRUSHING DELUGE |

CoL0SSAL CASCADE

-

“Draw a card. Then take
up to 2 extra actions.
. -

_ Replace a location you
control with any location
in development.

" Place a Runestone on a
location you control.
e 4

Gain 1(\7) You may
take an extra action.




—
CRASHING WAVE |

)

~ Preventa . disaster.
Its conjurer draws a card. |

=™
Ice SToRM

ISR

Draw a card. Then choose |
another player. That
player discards a card.

E

WATERSPOUT

7
Infiltrate a location
another player controls.

HAILSTORM

e

~ Draw a card. You may
then conjure a disaster.

v

CLOUDBURST

Ry

Draw 2 cards. |

FrasH FLOOD

Place a ‘ token on up to
2 locations you control. |

STORM SURGE

V4

" Place a Runestone on a
location you control.

STEAM JET |

B

take an extra action.

Gain 1{\(} You may

V4




—
(/%) CATACLYSMIC BLAST I
Yt Lo

Conjure this disaster.

=
LIGHTNING STORM I

Construct a location
in development.

ENERGY BURST

2

Discard a card to

prevent any disaster.

¥

e
BALL LIGHTNING I
L sdal

Draw 3 cards. Then
discard a card.

(L7), ENERGY PULSE j

B

Save a location you
control from being lost
by infiltration.

LicHTNING BoLT I




REFERENCE CARDS

I In turn, players may take an
ACTION. L e

PR

When constructed, mark this

? ELEMENT OF YOUR CHOICE:
with an element of your choice.

LIGHTNING BOLT: This disaster
cannot be prevented. Not even
~ with ability of Energy Burst.

! - Apply this ability when constructed.

III: In turn, players may take an
ACTION. L W

When constructed, mark this

? ELEMENT OF YOUR CHOICE:
with an element of your choice.

LIGHTNING BOLT: This disaster
cannot be prevented. Not even
- with abllrty of Energy Burst

! - Apply this ability when constructed.

PASS the Start Player card (left).

When constructed, mark this

? ELEMENT OF YOUR CHOICE:
with an element of your choice.

cannot be prevented. Not even

| l @ LIGHTNING BOLT This disaster |
w1th ab111ty of Energy Burst

! - Apply this ability when constructed.

PASS the Start Player card (left).

When constructed, mark this

? ELEMENT OF YOUR CHOICE:
with an element of your choice.

cannot be prevented. Not even

[’@“ LIGHTNING BOLT This disaster
w1th ab111ty of Energy Burst

! - Apply this ability when constructed.
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