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Round Summary 
 

Each Player takes their turn counter-clockwise around the 

table, starting with the First Player. 

At the beginning of each Round after the first Round, 

perform the Rotation Mechanism: turn each level of the 

board counter-clockwise, starting at Level 1, then Level 2, etc. 
 

Turn Summary 
 

Housekeeping Phase 
All Players: Add 1 Energy Token if Energy Section not full. 

Scrounger: Add 1 Scrounge Token if Scrounge Section not full. 

Action Phase – Gain 3 APs. Spend them on the following 

Actions, which each cost 1 AP unless otherwise noted… 

• Scavenge: If on Warehouse, take 1 Card from 

corresponding Crate Board (limit 1/turn). 

• Command Familiar: to travel 1-2 Hexes to retrieve 

Treasure/Card Marker; or, to immobilize an opponent (a 

Command costs 3 Energy Tokens) 

• Pick up: Treasure Token or Card Marker at your location 

• Play: a 1-Time Power Card from your Hand  

• Draw 1 Card: from the Permanent or 1-Time Power Deck 

• Draw 5 Cards: each from either deck, costs 3 APs 

• Harvest: If on Accessible, Cave, or Shelter.  Uses D3 die 

roll: 1: 1-TimePower 2: Permanent Power 3: Heal 1 HP 

• Activate, Deactivate, or Swap: a Permanent Power 

Card  

• Place/Disarm Time Bomb: If on Warehouse. Placing 

requires Time Bomb & costs 2 APs 

• Heal: If you begin turn on a Power Hex – 1/turn only 

Attack Actions 

• Melee Attack: an Opponent in adjacent Hex on same 

level or above. Attacker loses 1 HP, Attacked loses 2 HP 

and may be Pushed, per rules 

• Shoot an Arrow: 1 HP + 2 Wounds - requires an 

Activated Bow 

• Throw Grenade: into adjacent hex, does 3 HP damage – 

requires Grenade Treasure Token 

Move Actions 

• Walk: 1 adjacent Hex on the same level or lower 

• Run: 2 adjacent Hexes, either to the same level (+1 

Wound per Hex) or to a lower level (2 Wounds per Hex) 

• Climb: Up 1 Level - costs 3 APs 

• Spelunk: If on Cave, emerge from the Cave on the 

opposite side - acquire 3 Wounds and end turn 

• Walk into the Axis Mundi Hex: Costs 2 APs.  Roll D6: 1-

3= Entered Heaven & become Angel, 4-6= Entered Hell & 

become Demon.  Follow instructions on Angel/Demon 

Mat.  Ends Turn.  Next turn’s first Action must be to 

Climb 
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The Number of Wounds Taken When Entering a Hex 
Terrain Type 

Entered 
Entered Using Walk, 

Climb, or Push 

Entered Using 
Spelunk (Includes 

Spelunking Wounds) 

Entered Using Run 
From Same Level 

Entered Using Run 
From Above 

Warehouse, 
Path, Shelter 0 / 0 w/Dexterity 

N/A 
1 / 0 w/Dexterity 2 / 1 w/Dexterity 

Accessible 1 / 0 w/Dexterity N/A 2 / 1 w/Dexterity 2 / 1 w/Dexterity 

Power 0 / 0 w/Dexterity N/A 0 / 0 w/Dexterity 0 / 0 w/Dexterity 

Pier 0 / 0 w/Dexterity N/A 0 / 0 w/Dexterity N/A 

Cave 1 / 0 w/Dexterity 3/ 2 w/Dexterity 2 / 1 w/Dexterity 2 / 1 w/Dexterity 

Axis Mundi 0 / 0 w/Dexterity N/A N/A N/A 

Inaccessible N/A N/A N/A N/A 
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