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Throughout the game, you will be 
acquiring empire cards and adding 
them to your hand. These can be played 
from your hand to affect the game in a 
variety of different ways. Each empire’s 
cards will have their own symbol 
displayed at the top of the card.

Playing Cards
To play a card, decide which card 
you’ll be playing and choose one of the 
abilities listed on it. Then, pay its cost 
—you’ll do this by discarding cards of 
the empire and quantities shown in the 
cost listed beside the chosen ability. The 
card being played counts as one of the 
cards being discarded to pay the cost. 
For this reason, the first ability on each 
card can be played without discarding 
any additional cards.

You can play a card immediately before, 
during, or immediately after using 
one of your own agents, and the agent 
doesn’t have to match the empire of 
the card(s) being played.  Any time a 
card is played or discarded, it should 
be shuffled back into the empire deck it 
belongs to.

5-Card Limit
You may add as many cards to your 
hand as you like, but during the 
Cleanup Phase (see page 13), you must 
discard down to no more than 5 cards 
in your hand.

EMPIRE CARDS

�4�V�C�K�V�H�B�U�F�����"���F�S���Z�P�V�S���B�U�U�B�D�L�
���G�P�S���F�B�D�I��
�F�O�F�N�Z���C�B�O�O�F�S���L�J�M�M�F�E�
���B�E�E�������C�B�O�O�F�S���P�G��
�U�I�F���B�D�U�J�W�F���F�N�Q�J�S�F���U�P���B�O�Z���S�F�H�J�P�O���U�I�F��
�B�D�U�J�W�F���F�N�Q�J�S�F���D�P�O�U�S�P�M�T��

�"���F�S���Z�P�V�S���B�U�U�B�D�L�
���L�J�M�M���B�M�M���C�B�O�O�F�S�T��
�J�O�W�P�M�W�F�E���J�O���U�I�B�U���B�U�U�B�D�L��

�"���F�S���Z�P�V�S���B�U�U�B�D�L�
���Z�P�V���N�B�Z���N�B�L�F��
�B�O���B�E�E�J�U�J�P�O�B�M���B�U�U�B�D�L���X�J�U�I���B�O�Z��
�T�V�S�W�J�W�J�O�H���C�B�O�O�F�S�T��

�4�V�C�K�V�H�B�U�F�����"���F�S���Z�P�V�S���B�U�U�B�D�L�
���G�P�S���F�B�D�I��
�F�O�F�N�Z���C�B�O�O�F�S���L�J�M�M�F�E�
���B�E�E�������C�B�O�O�F�S���P�G��
�U�I�F���B�D�U�J�W�F���F�N�Q�J�S�F���U�P���B�O�Z���S�F�H�J�P�O���U�I�F��
�B�D�U�J�W�F���F�N�Q�J�S�F���D�P�O�U�S�P�M�T��

�"���F�S���Z�P�V�S���B�U�U�B�D�L�
���L�J�M�M���B�M�M���C�B�O�O�F�S�T��
�J�O�W�P�M�W�F�E���J�O���U�I�B�U���B�U�U�B�D�L��

�"���F�S���Z�P�V�S���B�U�U�B�D�L�
���Z�P�V���N�B�Z���N�B�L�F��
�B�O���B�E�E�J�U�J�P�O�B�M���B�U�U�B�D�L���X�J�U�I���B�O�Z��
�T�V�S�W�J�W�J�O�H���C�B�O�O�F�S�T��

Empire
Symbol

Cost Abilities

Example: To play the above ability from an 
empire card, you’ll need to discard 2 empire 
cards: this card with its Bear/blue empire 
ability, and a Lion/yellow empire card. This 
is not in addition to any other cards, just two 
cards total will leave your hand.

Note: Card abilities often allow you to break a 
rule of the game. Therefore if there is a conflict 
between a general rule and a card ability, 
follow the instruction on the card.
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FINAL SCORING
The game ends after the Reveal Loyalty 
Phase of the 4th round. At this point all 
loyalty tokens are scored (described on 
page 8) and the player who scores the 
most points is the winner. If two players 
are tied for equal points then the player 
that swapped loyalty the least during 
the game wins. If both players are still 
tied, the player with the most empire 
cards in hand wins. 

Player Scores
Loyalty tokens will score you points 
based on the loyalty level they are 
bet on and the number of cities the 
corresponding empire controls.

Note: Details on scoring loyalty tokens 
can be found in the “Loyalty Tokens and 
Scoring” section on page 8.

The player with the highest score wins 
and their secret society rules the world 
from the shadows.

ADVANCED RULES
Assigning Agents to Regions
When assigning agents during the 
Deploy Agents Phase, instead of 
assigning an agent to a council position 
you may choose to assign it to any 
region on the map, even if occupied. 

A player’s agent in a region counts as 
a city for that player in final scoring. 
Players can have a maximum of two 
agents deployed to the map. Regions 
can contain more than one agent, but 
not from the same player.

Agents played to a region can be 
retrieved at the start of the Deploy 
Agents phase, just like any other agent. 
Agents cannot be added or removed 
from the map in any other way.

Example: The Pale Raven has deployed an 
agent to this brown region. At the end of the 
game, whatever empire controls this region 
scores this player points based on their loyalty 
to it. For instance, if the Bear empire controls 
this region at game’s end and The Pale Raven 
has a Devout loyalty to the Bear empire, then 
The Pale Raven player will score 4 points for 
this agent.

Add: To take a banner from the supply 
and add it to a region on the map.

Army: All allied banners in one region.

Banner: A single empire unit, represented 
by a colored cube.

Home region: A region on the map that, 
when empty of banners, is controlled by 
its like-colored home empire.

Kill: Remove a banner from the map and 
return it to its home banner reserve pile.

COMMON TERMS




