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Spellboard; dice pool (all start on
the Exhausted side) and reference
cards.

C
onstruct or choose a deck

(Phoenixborn, 30 playable cards
w

ith no m
ore than 3 of any

individual card, plus any
sum

m
onable creature cards).

C
hoose your First Five playable

cards (no duplicates).
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d

Prep
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n
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h
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All players roll their Exhausted dice
(on the first round, all dice) and

place them
 in the Active pool. O

n
the first round, the player w

ith
m

ost 
 chooses w

ho w
ill take the

First Player token.

Each player: discard as m
any cards

as you like. D
raw

 cards until your
deck is em

pty or you have five
cards in hand.

Any player w
ith <5 cards takes (5-

cards in hand) dam
age. (If m

ore
than one, alternate taking one
dam

age each in play order.)

Alternate turns, starting w
ith the

player holding the First Player
token.
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In any order, you m

ust do one 
,

you m
ay do one 

, and you m
ay

do other things w
ith neither

sym
bol.

 can be “pay a 
 cost”, “attack”,

or “pass”.

 can be “pay a 
 cost”, “activate a

dice pow
er”, or “m

editate”.

O
ther card costs m

ay be 
 (place

an Exhaustion token on the card),
 (discard that m

any cards from
your hand), or die sym

bols, w
hich

are m
oved from

 Active to
Exhausted pools. H

igher die faces

m
ay be spent in place of low

er
ones. Tw

o connected boxes are an
alternative: pay A or B.

Pass: you take no m
ain action this

turn, but can still take a side
action. You m

ay take other m
ain

actions in future turns. W
hen all

players have Passed in succession,
the round ends.

D
ice pow

ers are show
n on the die

reference card, and alw
ays cost 

plus a die of the m
atching highest

(anim
al) face.

M
editate: as m

any tim
es as you

like, one at a tim
e, discard a card

from
 your hand, deck or
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el
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