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Players will meet in head-to-head strategic combat, where just knowing what
champion you’ll bring to the battle this round isn’t enough. How far can you
plan ahead, and how will you react to the ever-shifting tides of war?

Strife takes place over three rounds in which players compete to earn the most
victory points. Clever use of their champions’ abilities, combined with an abil-
ity to read their opponent, will see one of them to victory.

1tis also important to note that Strife is a perfect information game,
where all cards in play and in the player’s hands are always known.
A player may ask their opponent to clarify which champions remain
in their hand at any time, or to adjust their Legacy pile to better |
display the champions contained therein.
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BEGINNER’S MODE

For your first game of Strife, we stronglyi‘ecommend simply playing without
using ANY of your champions’ battle abilities. This allows players to get famil-
iar with the flow of the game before introducing the final layer of complexity
that the extra ability set brings. "-\

All of the other normal game rules still appl);, except that players will skip the--
Battle Phase of each Game Turn as they progress through the rounds._J
" 4 y - 'j.
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Each player takes a set of orange champion cards [0-9]. “:-;, ¢

Shuffle the location deck [green] and place it face down at one end of the play area.

* One at a time, reveal the top three locations and place them in the center
ofthe playarea. .

 The location farthest from the location deck is considered the current
location, and is where the champions will clash each turn.

The Fatestone [dro dice] should be set aside, and will be assigned during the
first turn of the game, as follows:

. During the first turn of the game, players will assign a champion, face-
down, to both the current location and their Legacy pile.

+ Players will simultaneously reveal their legacy champions. The player
with the highest printed power level begins the game with the Fatestone.

If there is a tie between legacy champions, reveal battle cbamrpiom as normal,
then assign the Fatestone to the player with the lowest printed power.
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Ifthere is still a tie, each player rolls the Fatestone. The highest roll
claims the Fatestone.

* Once the Fatestone has been assigned set its value to 1, and play contin-

ues as normal. R _
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WINNING THE GAME & |

The player that earns the most Victory Points over the course of three rounds,

. including any bonus points granted by the Fatestone or any other end-game

abilities, wins the game!
+ Inthe event of a tie, the player holding the Fatestone loses.
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A GAME ROUND

A game of Strife consists of three rounds: \
{

__Each round will see the players choosing from the 9 champions in their hand (1

champion will always start in your Legacy pile each round). mnn
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« For the first turn of the first round, players will assign a?ay champion in
their hand face-down to their Legacy pile.

« Atthe end of each round, the last unplayed champion ;eniaining in each
player’s hand automatically becomes the Legacy champion for the next
round, and is assigned to that spot face-up.

Ifa player ever has more than one champion left when a round ends, simply
choose the next round’s Legacy champion from the remaining cards in their
hand.

At the beginning of each round, shuffle the location discard deck and distribute
locations face-up, as described above, until there are a total of 3 face-up loca-
tions in play.

The round ends when both players are down to exactly one champion left to
play, or if there are no locations left in play.

i,

o,

S _L N



PLAYER I HAND : . ;
‘ iheres: + Discard the location of the current combat face-up and advance the

CHE';TP:;‘::I v LIS Pire remaining locations forward (away from the location deck). Fill in
m ~p = any empty locations from the top of the location deck, face-up, one
atatime :
CurreENT 1 AR _ ‘ - fa 4 LocaTtion \
LocartIoNs K L " - =i Dzck Note that any ability that advances the face-up locations will result in these
F = . empty locations being filled in immediately. ™
e [] o — _ AR
CHE;E;i ] ,"‘fl ﬂ LEcacy ¢ Move the champions that just fought onto the top of each player’s
. e PrLe respective Legacy pile, after any other champions that may have
PLAYER 2 HAND been in the play area are moved over. ; B
THE GAME TURN * - Make sure to stagger your legacy pile slightly so that all champion
Each turn of Strife consists of the following phases, in order: names and power levels are visible at all times.
1 SeLkct CaamrIONs: Each player chooses a champion from their * Beginanew turn! :
hand and places him face down at the current location. Once both vi SEt AsIDE: If your hand becomes empty at any pointin aturn orround.  ;
players have selected their champions, reveal them simultaneously. for any reason, all set aside cards immediately return to your hand. "

+ Immediately check for any abilities that trigger upon revealing s

characters! The Monk’s legacy ability will always activate before FATESTONE (B REAKING T I E S)

either player’s battle ability, so choose your champlon wisely when ) ; ;
The Fatestone is used to break any tie that may occur during gameplay.

you see him on top of a Legacy pile. _ :

L BirT PN Q@ - The champion with the highest printed power Any time there 1s a tie, for any reason, the player currently holding the Fates-

activates their battle ability fitst. Ofice resolved, theloyer powered™ = tone loses. However, that player does have the option of passing the Fatestone,

champion activates its ability aswell.  thereby claiming the victory for that ticbreaker. Each time the Fatestone is

’ = passed, you must increase its value by 1. oA /,\ =
 Ifanother champion enters play for any reason, its battle abil- v ol
ity may be activated immediately. If that power level number has 7 R A assedf)nce PeLiiEg
already been passed, it resolves immediately. At the end of the game, the Fatestone is worth Victory Points equal to its final
T oAty Prase % : Using the topmost champion on each player’s value for whichever player is in possession of it at that time.
legacy pile, the legacy champion with the highest printed power acti- § . "‘;
vates its legacy ability first. Once resolved, the lower powered Iegacy . / GAMEPLAY VARIATIONS ke |
champion activates their ability as well. 3 13 '
- 5 : - X Want a quicker game of Strife? Just play one round to enjoy Strife asa deep and. .-/
+ Ifanother champion becomes the topmost card in the Legacy pile, ’ L - Fa i

strategic filler game. If you want something in-between that and the complete

its legacy ability may be activated immediately. If that power level game, play two rounds instead. Want an Spic level el Try " ﬁve nd

number has already been passed, it resolves immediately.

brain-burner! Ne— T

Note that some battle and legacy abilities require activation, while others ™

are optional. If an ability is optional, it will contain the word ‘may’ in its

description.  #~
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S Compare the final power totals. The highest total power wins.

,',. The winner gains any effects and /or Victory Points from the cur-
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