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WELCOME TO BITERNIA
Populated by strange creatures, powerful magics, and exceptional heroes, Biternia is a land forged in 

the crucible of battle. What follows is a brief history of its remarkable story.

THE AGE OF ARKADES
Long ago, before the borders of modern Biternia were drawn, the whole of the realm was 

ruled by a tyrant of unimaginable power. His name was Overlord Arkades, and his chief 
concern was hording all the wealth of Biternia for himself. Backed by the daunting power 

of his endless Quartare Army, this ruthless ruler went unopposed for decades.

Unopposed, that is, except by an coalition of Heroes known as the Token Resistance. Working 
together, these brave warriors led a doomed rebellion to break Arkades’s hold once and for all. 

Despite their noble intentions, the Token Resistance was utterly crushed whenever it met Arkades’s 
forces on the battlefield. All seemed lost...until the discovery of the Book of Che’at.

The origin of this ancient and mystical tome remains unknown. Some maintain that the Makers themselves created 
it. These Che’at Codes, as they came to be known, claimed that they could summon forth an artifact of unimaginable 

power — a weapon that would twist and mold the very essence of Biternia itself. An object known as the Con Sol.

Heedless of the dangers posed by the existence of such a weapon, the leaders of the Token Resistance performed 
the torrential ritual that transformed the Book of Che’at into the mighty Con Sol. Thus equipped and emboldened, 

the Token Resistance marshalled its forces to engage Overlord Arkades once more — this time, directly.

At the grim climax of this terrible struggle, the Token Resistance unleashed the full power of the 
Con Sol to banish Overlord Arkades to another dimension — and to seal the passage behind him. 

Leaderless, the Quartare Army was swiftly shattered. Arkades’s accumulated wealth and holdings 
were returned to the people of Biternia, new kingdoms sprung up, and the people rejoiced.

Only one question remained: What should be done with the Con Sol now?

THE CON SOL WARS
Every kingdom believed themselves the best choice to defend the artifact — disagreements that quickly 

grew deadly. Greed bred distrust, and distrust bred malice. The world plunged again into chaos, and 
the terrible conflicts that resulted from these disagreements nearly tore the world asunder.

During what was to become the final battle of the Con Sol Wars, an errant blow blew 
the weapon into a multitude of shards, which became known as Bits. These scattered 

far and wide throughout Biternia, and their true number is unknown.

With the Con Sol destroyed, Biternia’s warring kingdoms turned their attention toward seeking out 
these wayward Bits. Only four were discovered within the borders of Biternia, one by each of its major 

nations. A status quo of sorts was thus established, and treaties were quickly inked such that any attempt 
by one nation to acquire another Bit would be met with the combined power of the other three.

The Con Sol Wars were over.

PAX BITERNIA
Centuries of peace and prosperity followed the end of the Con Sol Wars, but history is always the first casualty of 

time. As the danger of the Con Sol’s seductive power faded from collective memory, the distant heirs of these ancient 
kingdoms began to dream of bringing the Bits together once more—and of reforging the Con Sol for themselves.

A call to arms now echoes across the land, with teams of Heroes being assembled to lay siege to the rival kingdoms 
and collect their Bits for themselves. To make matters worse, whispered rumors from the borders swirl with reports 

of other sounds—a distant rumbling from the unexplored Margins, and the ceaseless pounding of heavy drums.

The Battle for Biternia has begun!

COMPONENTS
1 GAME BOARD

4 HERO MATS

19 HERO 
STANDEES

1 Red, 1 Blue

19 HERO CARDS 24 BASIC POWER CARDS

76 HERO POWER CARDS 19 HERO REFERENCE CARDS

3 Red, 3 Blue

2 BIT HP TRACKERS 6 TOWER HP TRACKERS

1 TO THE PAIN ARENA

7 LARGE TOKENS

3 Runika Artifacts 
(Battle Fist, Auto Deflector, 
Shield Amulet)

2 Catapults

69 SMALL TOKENS

25 Gold 15 Shield 8 Stone 7 Attack 5 Chill

4 Death 
Mark

4 Confuse 1 Favored 
Enemy

1 Bear Trap 1 Ice Wall

2 BIT 
STANDEES

6 TOWER 
STANDEES

INITIATIVE TOKEN

1Red, 1 Blue 3 Red, 3 Blue
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3 Gold 
tokensE

HERO CARDS
Each Hero has a corresponding Hero card that describes their 
abilities, including:

1.	 Name: The name of the Hero and their class.

2.	 Base Hit Points: This number, displayed inside the heart 
icon, is added to the Hero’s level to determine how much 
damage a Hero can take before being defeated. Heroes can 
never have more health than the sum of their Base Hit Points 
and their level.

3.	 Hero Trait: Each Hero has a unique ability, which is 
described here. Unless otherwise noted, these traits are 
always considered to be in effect. 

4.	 Class Icon: Unique image that is matched to the Hero’s 
power cards.

STANDARD SETUP 
Supports 2 players. For 3-4 player games, turn to page 13.

1.	 Lay the board on the table between the players.

2.	 Place 3 gold tokens in each of the board spaces marked with a gold icon.

3.	 Place an HP tracker on each of the Tower ruins and Bit base locations, and place the matching Tower and Bit standees on top of them.

4.	 (Optional) Place a Catapult tile in the Jungle space to each player’s Left.  (See Variant Rule: Catapult below)

5.	 Give each player 2 Hero Mats.

OBJECTIVE
Each player controls a team of Heroes fighting to destroy their opponent’s 

Elemental Bit while defending their own. Each turn, you will secretly assign orders 
to your Heroes, letting them attack and defend using unique hero powers.

 The first player to destroy the opponent’s Elemental Bit is the winner!

ACTION CARDS
Action cards are played face-down on Heroes during the Orders 
Phase and revealed during the Action Phase. They come in two 
types: power cards and basic cards. All action cards include: 

1.	 Name: The name of the action card.

2.	 Defense Value: Displayed within the shield icon. While this 
card is face-up, reduce all damage this Hero would otherwise 
suffer by this amount (to a minimum of 0).

3.	 Text Box: The action card’s effects are described here.

4.	 Skill Button: This icon serves no in-game purpose, and is 
used during setup only. We recommend that new players 
learn Hero powers in Skill Button order (A, B, C, Z).

5.	 Class Icon: Unique image indicating which Heroes may use 
the card. Heroes may only use an action card if their class 
icon matches the icon on the action card. NOTE: Basic cards 
have no class icon, and may be used by anyone. 

6.	 Flavor Text: Learn more about the lore of Biternia! These 
lines do not affect gameplay.
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standee 
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Blue Tower 
standee 
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Red Bit 
standee 
and HP 
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VARIANT RULE: THE CATAPULT
There are four spaces on the board with the jungle icon. During standard gameplay, these spaces are left empty. However, 
if  all players agree, you may set the game up with a catapult tile in each jungle space (shown above with an X).

Under this variant, jungle spaces are now the locations of mercenaries operating powerful catapults, which allow players 
to take the following action while present there:

Catapult: When you “hire” here, you may spend 1 gold to make a Ranged  Attack 4 against an enemy Tower.
Refer to the “Hire” universal action (page 10) for more information.
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THE GAME ROUND
Each round of Battle for Biternia takes place in four phases:

1.	 Orders: Players simultaneously assign an action card to each 
of their Heroes from their hand, face-down.

2.	 Movement: Players alternate moving Heroes around the 
map.

3.	 Action: Players alternate revealing the action cards assigned 
to Heroes and resolving their effects.

4.	 Cleanup: Players gain gold, level up Heroes, discard and 
draw new action cards, and pass the initiative marker. Then, 
move on to the next round!

PHASE 1: ORDERS
During this phase, players will simultaneously select the actions that their Heroes will perform during the turn. Each player places one card 
from their hand face-down below each of their Hero cards. Each Hero in play must be assigned exactly one face-down action card. Do not 
assign cards to defeated Heroes.

In most cases, the Hero will already have a face-up card near them from their previous turn. If so, place their new card (face-down) 
overlapping the old one so that the defense icon on the face-up card remains visible to all players. The face-up card’s defense value and any 
of its ongoing effects remain active until the new face-down card is revealed (during the Action Phase). 

THE BITERNIAN CODE
If the game text on a card ever contradicts 

the rules printed in the rulebook, the 
text on the card takes precedence.

SHUFFLE-FREE ZONE
No player will ever shuffle their deck once the game has 

begun. Exhausted decks are refreshed by flipping the 
related discard pile back over (without shuffling it first).

This is very important, as ability cooldowns and 
respawn timers are balanced around this mechanic.

LEARN YOUR STARTING POWERS
1.	 Each player secretly chooses 1 power card from each of their drafted Heroes and adds it to their hand, creating a preliminary hand 

size of 4 cards. We recommend that beginners choose the power card marked with the A skill button. (NOTE: You cannot choose the 
“Ultimate” power card, indicated by a golden border and a Z skill button, until your Hero is level 4.)

2.	 Give each player an action deck of 12 basic cards – Parry (x4), Strike (x4), Dash (x2), and Defend (x2)

3.	 Shuffle each action deck, then each player draws 4 cards from their deck, for a total of 8 cards in hand. 

DEPLOY YOUR HEROES
The player with initiative chooses one of their Heroes and places its standee in any space containing one of their Towers. The second player 
does the same. Players alternate in this way until all of the Heroes have been deployed.

No player may deploy more than two Heroes to the same space during this phase. After deployment is complete, there is no limit to the 
number of Heroes that can occupy any given space.

PREPARE FOR BATTLE
Place all other counters and tokens near the board where they are easy to reach. You are ready to play!

PREPARE THE HERO MATS
1.	 Place drafted Hero cards and their Power cards onto the indicated slots on each Hero mat.

2.	 Place cubes on the level track for each Hero, set at level 1.

3.	 Place cubes on the maximum hit points track for each Hero, set at the Hero’s base hit points (the number inside the heart on their card) 
plus their current level (which is 1).

DRAFT YOUR HEROES
Note: When Heroes are drafted, give the opposing player the corresponding reference card.

1.	 Randomly select who will go first, and give that player the initiative marker.

2.	 The player with initiative chooses 1 Hero.

3.	 The other player chooses 2 Heroes.

4.	 The player with initiative chooses 2 Heroes.

5.	 The other player chooses 2 Heroes.

6.	 The player with initiative chooses 1 Hero.

TEAM 1

ROUND 1

1 Hero

ROUND 2

TEAM 2

2 Heroes

ROUND 3

1 Hero

2 Heroes 2 Heroes
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ATTACK KEYWORDS
Channeled

These attacks take longer than usual to execute. The old action card 
(if any) is immediately discarded, and the channeled action card’s 
defense value applies immediately, as usual, but the other effects of the 
channeled action card do not occur until the end of the Action Phase.
After all Heroes and Structures have activated (see Base Defense, page 11), 
the player with the initiative marker chooses one of their Heroes with 
a channeled action card (if any) and applies its effects. The other player 
does the same. Alternate in this way until all channeled effects have 
been resolved
Pro Tip: If the channeled action card is discarded before resolving 
for any reason (usually because the Hero was stunned or defeated), its 
remaining effects will not resolve. This is intentional counterplay, so 
protect your Heroes while they’re channeling!

Interrupt
These actions can ignore the normal flow of the game.  While a card 
with Interrupt is assigned (face-down) to a Hero, its controller may 
reveal it during an enemy Hero’s action.  Immediately resolve its effects, 
and then finish resolving the action that was interrupted.  If the targets 
of the interrupted action are no longer legal, it does not resolve.

Ranged
These attacks may target any enemy 
Hero or Structure in the same or an 
adjacent space. Spaces are adjacent if 
they are connected by a path and are not 
obstructed by an enemy Tower.

Towers & Ranged Attacks
Ranged Attacks may only attack the space 
behind an enemy tower once that tower 
has been destroyed.  Thus, the enemy 
Bit is not adjacent to its Towers for the 
purposes of ranged attacks until the 
Tower has been destroyed.

Area
These attacks affect all enemies (including 
enemy Structures, if applicable) in the same 
space as the attacking Hero. They are 
not considered to target any particular 
Hero, nor do they affect friendly Heroes or 
Structures.

PHASE 2: MOVEMENT
The player with the initiative marker will choose one of their Heroes and either move or pass, after which the other player will do the same. 
Alternate in this way until all Heroes have either moved or passed. No Hero can move more than once during each Movement Phase.

To pass with a Hero, declare that that Hero will not move this round. Passing with a particular Hero forfeits that Hero’s ability to move 
during the current Movement Phase.

PRO TIP!
Defeated Heroes cannot move, and 

must therefore pass. Players are 
encouraged to use these “free” passes 

as early in the Movement Phase as 
possible for maximum benefit.

Each Hero must move or pass exactly one time during this phase. To 
move a Hero, simply move their standee to a space adjacent to their 
current location. Spaces are adjacent if they are connected by a path 
AND no enemy Towers are obstructing them .

TOWERS & MOVEMENT
Even though each Elemental Bit is adjacent to its friendly Towers, 
Heroes cannot move past an enemy Tower to the Elemental Bit until 
the Tower on that path has been destroyed.

PHASE 3: ACTION
The player with the initiative marker chooses and activates one of their Heroes, after which the second player does the same. Players 
alternate activations until no Hero has a face-down card. In the event that only one player has any face-down cards remaining on their 
Heroes, that player activates each of them, one at a time, in the order of their choosing until no Heroes have any face-down cards.

When a Hero activates, they perform either the action(s) indicated on the card that was assigned to them during the Orders Phase or one of 
the universal actions (“farm”, “rest”, or in variant play, “hire”).

ACTIVATING A HERO
To activate a Hero, first discard any face-up cards already on the 
Hero (usually the card you assigned them last round) and place them 
face-up in your discard pile. Then, flip the face-down action card 
assigned to the Hero face-up and choose one of two things to do :

•	 Use the card for its printed abilities (resolved in the order they 
are printed) 

•	 Discard the card to have the Hero perform a universal action 
(“farm”, “rest”, or “hire”)

DEFENSE
Subtract the defense value on the target’s current (face-up) action card from the strength of the attack. (If the target has no face-up action card, 
the defense value is zero). The target takes damage equal to the result. Although Structures have no cards, their defense value is always 1 .

Some action cards may contain multiple attacks. In this case, resolve each attack individually in the order that they are printed, applying 
defense and all attack modifiers separately to each attack. Unless otherwise stated, each attack may target the same or a different Hero or 
Structure, so long as all targets are legal.

ATTACKING
An attack on a card will be phrased “  /  Attack X.” X represents the strength of the attack.

To resolve an attack, first choose a target. Unless the card says otherwise, an Attack may target any enemy Hero or Structure in the same 
space as the attacking Hero.

The   icon indicates physical attacks, and the  icon indicates magic attacks. Some cards may reference these types, but they have no 
special impact alone. 

DAMAGE
When a Hero or Structure takes damage, adjust their HP tracker equal 
to the amount of damage taken. When the Hero or Structure has 0 hit 
points, it is defeated. 

A Hero’s maximum hit points are equal to the base hit points shown on 
its Hero card plus the Hero’s level, as shown by the level marker on their 
Hero board.

A Structure’s hit points are tracked using the HP trackers on the board.

HIT EFFECTS
Some action cards have one or more attacks followed by the word 
“Hit:” and some effects. These effects only apply if the preceding attack 
inflicted at least 1 point of damage to an enemy.

If no damage was inflicted (usually because the target’s defense was too 
high or the attack only removed shield tokens), the attack is not considered 
to have “Hit,” and the “Hit” effects are not applied.

If an attack affects multiple enemies (Area attacks for example), only 
those targets who are dealt at least one point of damage are affected 
by the “Hit” effects.
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+ Attack Chill Confuse Death Mark

Favored 
Enemy

Shield Stone Bear Trap

Ice Wall Battle Fist Auto 
Deflector

Shield 
Amulet

BASE DEFENSES
Towers protect and isolate their Elemental Bit. Heroes cannot 
move (or be moved by other effects) from a space containing an enemy 
Tower into the space containing the Bit unless the Tower has been 
destroyed. Heroes also cannot target or damage the enemy Bit (or 
anything in its space) until at least one Tower has been destroyed.

After all Heroes have activated (but before resolving channeled effects), 
Towers and Bits will attack. Tower and Bit attacks are resolved in 
exactly the same manner as those on action cards. All Towers and 
Bits attack enemy Heroes with an Area  Attack 4 . The player 
with the initiative marker selects one of their Towers or their Bit and 
resolves its attack. Players alternate activating Towers or Bits until 
all that are able to attack have done so. 

DESTROYING A TOWER
When a Tower is destroyed, remove its standee from the board. The 
player who destroyed the Tower collects 3 gold. When a player’s 
Tower is destroyed, their Elemental Bit suffers 3 damage. Damage 
dealt to the Elemental Bit in this way ignores the Elemental Bit’s 
defense value. Destroyed Towers cannot respawn. Once a Tower 
is destroyed, it can no longer defend or obstruct its path. Enemy 
Heroes may move or ranged attack from its space to reach the Bit.

DESTROYING AN ELEMENTAL BIT
The Elemental Bit cannot be affected by attacks until at least one 
of the Towers defending it is destroyed, though it always suffers 
3 damage from the defeat of friendly Heroes and the destruction 
of friendly Towers. Damage dealt to the Elemental Bit in this way 
ignores the Elemental Bit’s defense value.

Once at least one friendly Tower has been destroyed, the Elemental 
Bit can be targeted and damaged by attacks through that lane.  
However, players may not move or attack through other towers that 
remain intact.

PRO TIP!
If you destroy your opponent’s 

Elemental Bit, you win the game!

The Elemental Bit still takes damage 
whenever a friendly Hero is defeated 

or a friendly Tower is destroyed, even if 
it is otherwise protected against 

direct attacks.

UNIVERSAL ACTIONS
Sometimes you may not want to use the order you assigned to a Hero. In these cases, you may reveal the action card as if you were going to 
use it, then discard it (along with any other face-up cards on that Hero, as usual) without resolving its effects. Announce which universal action 
you are performing in its place, and resolve it. 

Remember, although anyone can take these actions, doing so leaves them vulnerable — without any face-up cards. Their defense value will 
be 0  until their next activation.

TARGETING
Most cards require the player to choose one or more targets for their 
effects. This simply means that the player announces who or what 
will be affected.

By default, attacks can only target enemies in the same space as 
the attacker. Some effects restrict the player to a particular type of 
target (For example, “Target Hero…” which would exclude Structures).

If an effect on an action card requires a target but no eligible targets 
are present, its effects do not happen. Continue resolving the rest of 
the effects on the card. This usually occurs when no enemy Heroes 
are present in the activating Hero’s space.

For example, assume the Fighter is alone in a space and reveals the 
“Parry” action card. Since there is no enemy in the space to target 
with the attack listed on the card, that part of the card’s effect is 
ignored. The card’s listed defense value, however, remains relevant 
for as long as the card is face-up in front of the Fighter.

Note: Remember, she could also choose to discard the card in order perform a 
universal action (Farm, Rest, or Hire) instead.

DEFEATED HEROES
When your Hero is defeated, the following occurs:

1.	 Remove its standee from the board.

2.	 Place its Hero card in your discard pile.

3.	 Discard any action cards assigned to the defeated Hero (in any order).

4.	 Your opponent collects gold equal to the defeated Hero’s current level.

5.	 Your Elemental Bit suffers 3 damage. (This damage ignores its defense value.)

6.	 Discard all tokens on the defeated Hero and all tokens associated with them.

Defeated Heroes are not gone for good! Refer to Respawning in the Cleanup Phase section (page 12) for information on how they can return 
to the battlefield.

FARM
Discard all action cards on this Hero. Gain 1 gold. 
If the farming Hero is in a space with bonus gold, 
also take 1 gold from that space.

REST
Discard all actions cards on this Hero. Heal 3, Self.

HIRE (VARIANT RULE)
Discard all action cards on this Hero. If you are 
in a space with a jungle icon, you may take the 
special action associate with that space this game 
(if applicable).

See “Variant: The Catapult” (page 5)  for more 
information.

UNIVERSAL ACTIONS

TOKENS
Some traits or card effects will place tokens on enemy Heroes, on 
the board, or in some other place. While the effects of a few tokens 
are defined in the rulebook, most have their effects defined on the 
card that places them.

Tokens are discarded – removed from play – when the Hero 
associated with them or affected by them is defeated. Whenever a 
Hero is defeated, discard all tokens (e.g., Ice Wall, Bear Trap, and Death 
Mark) from that Hero. If a token behaves differently (e.g., the Hunter’s 
Favored Enemy token), such exceptions are defined on the card that 
causes the token to be placed. 

MISMATCHED CARDS
In the event that a Hero is assigned a power card belonging to 
another Hero, they must use a universal action when they activate. 
They cannot benefit from any aspect of the mismatched card, 
including its defense value.
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3-4 PLAYER RULES
Battle for Biternia is usually a two-player game, but you can also play with three or four players, divided into two teams of two (or with a team 
of two and a team of one for three players). The gameplay is nearly the same, except for a few adjustments. Those changes are covered below. If a 
rule is not mentioned here, then it is the same as in the two-player game.

In a three-player game, the two-player team follows these instructions for setup, while the one-player team follows the instructions for 
Standard Setup on page 5.

PHASE 4: CLEANUP
Once the Action Phase is concluded (all Hero and Base Defense actions have been resolved), players move into the Cleanup Phase. 

RESPAWNING
The Hero cards of defeated Heroes are placed in the discard pile. They will cycle through the action deck like any action card. When you 
would draw a Hero card, instead place it on your Hero mat and set its health marker at full health. Then, return that Hero’s standee to the 
board, placing it in any space containing one of your Towers (not destroyed) or your Elemental Bit. The Hero will be ready for battle on the 
next round!

LEVELING UP
The cost to Level Up a Hero is equal to that Hero’s current Level, plus one.

For example, increasing a Hero from level 2 to level 3 costs 3 Gold.

Pay the required gold, then increase the number on the level track 
by one (therefore also increasing that Hero’s hit points by one). Finally, 
secretly choose one of the Hero’s power cards and place it in your 
hand (remember, you can’t choose the Ultimate until level 4). That Hero 
has learned a new skill!

You may level up the same Hero multiple times on the same 
turn, provided you have enough gold. You must pay for each level 
individually.

For example, you could pay 2 gold to raise a Hero from level 1 to level 
2, and then pay another 3 gold to raise them from level 2 to level 3.

DON’T TOUCH THAT DECK
 You should never, ever shuffle your deck 

after the game has begun!

1.	 Each team gains 2 gold. 

2.	 Each player may pay gold to Level Up any number of Heroes. 

3.	 Each player may discard ANY number of action cards from their 
hand. (Defeated Heroes respawn faster if you discard more cards.)

4.	 Each player draws action cards until they reach their maximum 
hand size of 8 cards. If you need to draw cards but your action 
deck is empty, simply turn the discard pile over to form a new 
action deck. Do not shuffle it.

5.	 The player with initiative passes the initiative marker to their 
opponent. 

After this is done, you are ready to move on to the next round.

PRO TIP!
When a Hero reaches level 4 

(the maximum level) they are able to 
learn their Ultimate power.

Add it to your hand in the same 
manner as any other power card. 

INITIAL SETUP
Set up the board in the same way as the two-player game. Instead of the normal 12-card basic action deck, each player receives a 6-card deck 
containing 2x Strike, 2x Parry, 1x Dash, and 1x Defend card.

Each player will control two heroes, using only one Hero mat each instead of both for their team.

Each player chooses a starting power for both of their Heroes and sets it aside, just like the two-player game. Then, they draw two cards from 
their Action Deck to form their starting hand, which has four cards total. Initial setup is otherwise completed in exactly the same way as the 
two-player game.

Initiative is transferred between teams, not individual players, and all gold is shared between players on the same team.

THE GAME ROUND
1.	 All players place their orders simultaneously.

2.	 Players may show their teammates any cards in their hand or face-down cards assigned to their Heroes at any time.

3.	 Teammates decide collectively which Hero to move or activate; they need not alternate.

4.	 Each team may activate any of their Heroes when it is their turn.

5.	 When a Hero is defeated, place their Hero card into their controller’s discard pile.

CLEANUP
Each team (not player) receives two gold at the beginning during cleanup.

Teammates level up their Heroes simultaneously.

Each player may discard any number of cards from their hand and draw from their action deck until they have four cards.
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BALDWIN,THE BARD
He travels from town to town sharing his gift of music 
and legend. It is said that his songs resonate with the Bits 
themselves.

Type
Disruptor Support

Key Points
Crowd control, 
attack buffs, 
tempo

Summary
Baldwin doesn’t do much damage, but he enhances your 
other Heroes and throws wrenches into your opponents’ 
plans.

BOREAS, THE HUNTER
Having bested every beast and terror known, Boreas seeks out 
the greatest prey of all: other Heroes.

Type
Precision Brawler

Key Points
Board control, 
ranged attacks, 
entanglement

Summary
Boreas specializes in defeating one specific Hero. He excels 
when fighting his “Favored Enemy” but is below average 
against others. 

CALIGAR, THE CLERIC
The Bits will share their power with those who are willing 
to surrender their control to be a conduit. Understanding the 
strengths and weaknesses of each makes her a formidable ally.

Type
Healer Support

Key Points
Healing, buffing 
allies

Summary
Caligar specializes in healing and boosting her allies. 
She has no offensive powers, so pair her with a Striker or 
Brawler to protect them. 

APPENDIX
INTERRUPTS
Most of the time, for each Hero’s activation, its controller simply 
reveals its action card and resolves its effects. However, interrupts 
can make this process more complicated. 

Interrupts can be used immediately after the opponent chooses the 
target for each ability on a card as it is being resolved. If the ability 
has no target, the interrupt can be played immediately after the 
ability is announced. 

In some cases, a player will wish to activate an interrupt in response 
to another player’s Interrupt. In these instances, the last Action Card 
revealed will be first one resolved.  Resolve the remaining Action 
Cards in this manner until the original Action Card is resolved. 

YOUR FIRST GAME
We suggest the Heroes and starting powers shown to the right for 
your first game so that you can get the hang of things.

If you wish to play with other Heroes instead, we recommend 
starting with their (A) abilities, as well.

HERO PROFILES

Archer 
Snap Shot

TEAM 1

TEAM 2

Fighter
Charge

Cleric 
Cure

Duelist 
Lunge

Wizard 
Pulse

Barbarian 
Smash

Paladin 
Guardian

Hunter 
Bolas

COMMONLY OVERLOOKED RULES
•	 Never shuffle the deck or discard pile.

•	 When you activate a Hero, discard any face-up cards on the 
hero (normally from the previous turn). 

•	 Heroes cannot move to or attack the enemy Bit from a space 
containing an enemy tower. Once the tower is destroyed, 
you may attack the bit with ranged attacks or move from the 
empty space to the Bit.

•	 If an action cards has multiple effects, they are resolved in 
the order in which they appear.

•	 Hit effects only go off if the attack reduced the target’s hit 
points. (This means hit effects can be deflected by sufficiently high 
defense values or by having enough shield tokens to prevent loss of 
hit points).

•	 Defeated Heroes still participate in the Movement Phase. 
They may only “pass,” but doing so buys their player extra 
time to react to the evolving board position for the round.

•	 You may discard as many cards as you want during the 
Cleanup Phase, even cards you just gained from Leveling 
Up your Heroes. This allows defeated heroes and expended 
hero powers to respawn faster.

AGATHA TRUNCH, THE MINOTAUR
With a heart as black as her coat, Agatha longs for battle. She 
revels in bloodlust, trampling her enemies beneath her charging 
hooves and goring them on her horns. The mere sound of her 
oncoming hoofbeats is enough to send enemies fleeing in terror, 
but they can rarely run fast enough.

Type
Mobile Tank

Key Points
High HP, mobility, 
high attack

Summary
Agatha Trunch is a beastly combatant whose attacks get 
stronger when she moves. Keep her dashing around the 
battlefield, and she will devastate your enemies.
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CERALIN, THE FIGHTER
As a squire, Ceralin fled from battle, leaving her knight behind. 
Ever since, she has vowed to defend her allies, never retreating.

Type
Physical Tank

Key Points
High defense, 
crowd control, 
offensive engage

Summary
Ceralin is a defensive powerhouse. Pair her with a high-
damage Hero or send her off to knock down a tower. Either 
way, your opponent will be for ced to deal with her.

CYNTHIA, THE FIRE MAGE
The Elemental Bits utterly consume those foolish enough to 
court their untamed power. Fire Mages learn to live on the very 
edge of destruction, allowing the power of the Bits to intensify 
within them until it can be unleashed with devastating fury.

Type
Pure Damage

Key Points
Area damage, 
high magical 
attack, low HP

Summary
Cynthia is pure damage, with some of the highest damage 
potential in the game, but she has low hit points and her 
biggest strikes are telegraphed.

CYRUS, THE PALADIN
His sword glows with holy power. His righteousness and glory 
are all that stand as a bastion against the horrors of Pixelvania. 
Don’t believe it? Just ask him.

Type
Tanky Support

Key Points
Shield tokens, 
healing, crowd 
control

Summary
Cyrus makes good Heroes better. Pair him with a friend to 
keep them alive and disrupt your enemies.

DAZEEM, THE ICE MAGE
Within her soul lies a raging tempest — a piece of Bit of Water, 
barely constrained by sheer force of will. She saps the heat from 
any room, and from any heart. Her blessing is her curse.

Type
Magic Disruptor

Key Points
Board control, 
ranged attacks, 
magical damage

Summary
Dazeem reduces her enemies’ Attack whenever she hits 
them. Combining this with the effects of her disruptive 
powers can throw your opponents’ plans into chaos.

DOLGOLAE, THE YOMP
No one knows where it came from, or precisely what it is. All 
anyone can really be sure of is that it’s hungry.

Type
Anti-Tank Brawler

Key Points
High HP, average 
defense, strong 
attacks

Summary
No one is quite sure what Dolgolae is, but it can dole out 
serious damage, especially to enemies at full health.

FELIX, THE DUELIST
Only the dashing, the daring, and the deadly can thrive on the 
Commodore Isles. Felix’s impeccable style, daunting skill, and 
winning smile make him more than a match for anyone — so 
long as they face him alone.

Type
Solo Brawler

Key Points
Stronger attacks 
when alone

Summary
Felix is a below-average fighter in a group, but he shines 
when fighting alone. Put him in a lane to hold off an 
enemy or send him after a tower while your team keeps 
the enemy engaged.

KEN OBI, THE APPRENTICE
Ken Obi hails from Nin Tien, and has studied the ancient art of 
Nin Tien Do at the feet of the renowned Master Waxon. Though 
still a pupil, Ken Obi is determined to grow quickly — and pass 
on the lessons to others.

Type
Support Brawler

Key Points
Helps your team 
level up more 
quickly

Summary
While Ken Obi’s abilities provide an ample blend of 
offensive and defensive options, the Apprentice’s true 
strength lies in the ability to speed up your entire team’s 
progression, which saves you time and resources over the 
course of the game.

KERRICK, THE WIZARD
While some petition the Bits for aid, Kerrick uses precise 
algorithms and incantations to bend their power to his ends.

Type
Magic Striker

Key Points
Versatility, area 
attacks, ranged 
attacks

Summary
While Kerrick lacks in defense, he is extremely adaptable 
and deals tons of damage. If you like being able to change 
your plans on the fly, he’s the Hero for you. 
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KUNOICHI, THE ASSASSIN
There are no assassins in Nin Tien. Their order is a myth. But if 
there WERE assassins, she’d be the best one ever. The fact that 
you haven’t heard of her is testament to her skill.

Type
Precision Striker

Key Points
Stealth, two-stage 
powers

Summary
Suda places Death Mark tokens on enemies in her space, 
which amplify Attacks and power cards she uses against 
them. Her sub-par HP is offset by evasive abilities, and her 
boom-or-bust offensive power is unremarkable against 
targets she’s not prepared to fight.

LONGSHANKS, THE PIRATE
Longshanks has terrorized the merchant fleets of the 
Commodore Isles for years, always looking for more gold and a 
greater challenge.

Type
Sustaining Brawler

Key Points
Turns gold into 
extra damage, 
limited healing

Summary
Longshanks excels at barging into battle, putting your 
extra gold to work when a slight edge in combat is all that 
stands between victory and defeat.

MOTLEY, THE MONK
There are secrets to be gleaned from each of the four kingdoms, 
if one only knows how to listen. The monk seeks out these truths 
in order to find the ultimate enlightenment through mastering 
the art of Nin Tien Do.

Type
Disruption Brawler

Key Points
Interrupts, strong 
defense, attack 
disruption

Summary
Motley is the master of Interrupts, so your opponent never 
quite knows what to expect. He is very sturdy and can deal 
decent damage.

RUNIKA, THE ARTIFICER
Runika is a stranger to the land of Biternia, far from her home 
in the World of Indines.  She is a master artificer, using her 
powerful creations to augment her fighting ability.

Type
Versatile Striker

Key Points
Passive self-boost 
from artifact 
tokens

Summary
Runika is an incredibly powerful Hero thanks to the attack 
and defense bonuses she gains from her artifacts.  Many of 
her powers are further improved by specific artifacts being 
active.  However, these bonuses fade as she takes damage, 
so protect her well!

SEDUSA, THE GORGON
Making her lair in the deepest, darkest parts of Atar, where even 
the knights know fear, Sedusa preys on anyone unfortunate 
enough to cross her path. She twists the power of the Bit of 
Earth, petrifying her foes with a glance.

Type
Tricky Mage

Key Points
Alternative kill 
condition, crowd 
control

Summary
Sedusa has a powerful alternative kill ability that lets her 
defeat enemies without ever needing to damage them.

VLADIATOR, THE BARBARIAN
The pinnacle of Saga’s warrior caste, as renowned for his 
recklessness as his courage. Every blow makes him stronger...
until the last one.

Type
Physical Brawler

Key Points
High attack, low 
defense, high health

Summary
If you want a tough 
character who can hit hard, the Barbarian is your man. It’s 
all he does, but he does it so well

STERLING, THE ARCHER
Calculated and precise, Sterling was an outcast among the 
fiery people of Saga until he showed he was as dangerous from 
afar as they were up close.

Type
Ranged Striker

Key Points
Loads of ranged 
attacks

Summary
For Sterling, 
nearly any Attack can be ranged. He is most effective 
when he can camp out of harm’s way and snipe enemies, 
but he crumples under even modest damage.

Runika Zenanen, World of Indines, and all associated likenesses 
and logos are © 2018 Level 99 Games.



KEYWORD DEFINITIONS
STEALTH
Heroes with stealth cannot be targeted by enemy attacks or 
abilities. Abilities and attacks that do not require a target (i.e., area 
attacks) can still affect Heroes with stealth.
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CONFUSE
Place a confusion token on the affected Hero. During 
the next round’s Orders Phase, assign the top card of 
the action deck to each of your confused Heroes, rather 
than a card from your hand. You may look at the card 
after assigning it. Then, remove all confusion tokens 
from your Heroes. Confusion tokens do not affect Hero 
activation during the round in which they are applied 
and are not removed if the Hero who placed them is 
defeated.

HEAL X
Target a friendly Hero in your space and increase their HP tracker 
by the amount healed (X). If a Hero would heal past their maximum 
HP, the extra healing is lost.

IMMOBILIZE
When a Hero becomes immobilized, turn their standee on its side. 
The next time that Hero would move, for any reason, stand it back 
up instead of moving it.

PIERCE X
An attack with pierce ignores the first X points of defense on the 
target.

STUN
When a Hero is stunned, immediately discard all action cards from 
that Hero (both face-up and face-down). Structures can’t be stunned.

STRUCTURES
Towers and Bits are collectively referred to as Structures. Attacks 
that cannot target Structures, therefore, cannot target Towers or Bits.

SHIELD X
Target a friendly Hero in your space and give them X 
Shield tokens. When a Hero with one or more shield 
tokens would take damage (after defense value is applied), 
remove one shield token for each point of damage that 
would be dealt, reducing the incoming damage by 
the number of shield tokens removed. If any damage 
remains, it is applied normally. Shield tokens are not 
removed when the Hero who placed them is defeated.

+1 ATTACK TOKENS
Each +1 attack token on a Hero adds 1 to all of that 
Hero’s attacks. +1 attack tokens are removed at the end 
of a Hero’s next activation or when a Hero is stunned, 
regardless of whether an attack was actually made 
during that activation. +1 Attack Tokens are not removed 
when the Hero who placed them is defeated.

SELF/OTHER
When an ability is followed by “Self” or “Other,” the range of 
potential targets is limited. “Self” means the ability can only target 
the user, while “Other” means the ability cannot target the user.

Example: A power that reads “Heal 4, Self” heals the user for 
4 Hit Points. If the power read “Heal 4, Other” instead, the user 
could target another friendly Hero in their space to heal, but not 
themselves.


