
 

mailto:peteymon76@hotmail.com


Table of Contents 
 

 

file:///E:/Documents/Axis%20Mundi/Axis%20Mundi%206.41.docx%23_Toc44011120


ii 
 

 

 
Warehouse Crate Boards (3) 

 

Character Mats [8 (inc. Demon & Angel)]

Permanent Power Cards (60) 
Multi-Level Game Boards (4) 

                        1-Time Power Cards (113) 

Character Miniatures (5) 

Pier Hex Tiles (5) 

Demon Miniature (1)Angel Miniature (1) 6-Sided Die (1) 



i 
 

 

 

 

Axis Mundi Level 
Deck Cards (4) 

First Player Marker (1) 
Treasure Tokens (8) 

Rule Book (1) Pushes Cheat Sheet b/w 
Glossary (1) 

Player Aid b/w 
Wound Matrix (1)

Pen & Paper (1)Accessible Hex Tiles (2) 
Hit Point Markers (9) Energy Tokens  

[14 (inc. 2 extra)] 

Wound Tokens  
[14 (inc. 2 extra)]

Scrounge Tokens (3) Card Markers (6)

Invisibility Markers (3)

Demand Card Tile (1)

Harvested Markers (54) Infection Markers (56)

3-Sided Die (1)

Free Will 1-Time Power Cards (6)
3-Sided Dice (2) 6-Sided Dice (2) 

Poison Mats (3)

Drop Cubes [80 (includes 8 extra)]

Dose Cubes [104 (includes 8 extra)]



1 
 

 

Notice to New Players 
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Backstory Summary 
Warning: Contains Spoilers 
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Perspective view showing the Levels of hexagonal layout

Top View of hexagonal layout
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The Name and Variable Player Powers found on the Character Mat

 

The Hit Point Tracker found on the Character Mat

 

The Character Mat
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The recommended Treasure Token setup

A Treasure Token
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A Warehouse Crate Containing  
Power Cards
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https://youtu.be/2C65yR4jsfU


15 
 

al Actions 
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A Melee Attack Pushes the Attacked Opponent one Hex away from the Attacker.

The Attacked is Pushed to the lower Level, into the adjacent Hex further away from the 
location of the Melee Attack, if the usual Hex they should be Pushed to is occupied or an 

Inaccessible Hex (represented by the red X).



17 
 

 

 

 

If the Attacked is on a Corner Hex and the Attacker is on the same Level, the Attacked is 
Pushed straight back onto the lower Level.

The Attacked is Pushed 1 Hex further away from the location of the Melee Attack if the usual 
Hex they should be Pushed to is occupied or an Inaccessible Hex (represented by the red X).

When the Attacked is above the Attacker, the Push moves the Attacked sideways, away from 
the Attacker.
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When the Attacker Attacks an Opponent on a higher Level, and the Hex that the Attacked 
should be Pushed into is occupied or an Inaccessible Hex (represented by the red X), the 

Attacked is Pushed to the Hex adjacent to the Attacker.

If the Attacked is located on a Corner Hex, an angled Melee Attack from below Pushes the 
Attacked down a Level, to the Hex next to the Corner Hex on the Attacker’s Level. 

The Attacked is Pushed 1 Hex further away from the location of the Melee Attack if the Hex 
that they should be moved to is occupied or is an Inaccessible Hex (represented by the red X).
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A die roll determines the Push for a Character Attacked on a  
Corner Hex by an Attacker that is directly below.

If one of the possible Hexes is Inaccessible or is already occupied  
by a Character, the Attacked is Pushed onto the other Hex.

The hexes (in blue) that can be shot when using a Short Bow. The hexes, in blue, that can be shot when using a Long Bow.
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Card Can't Be 
Recycled
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Component Details 
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#4  Danzig – Berlin,  

Oct 1908 

2nd Time’s the Charm 

Crates 

Desperate Measures 

Double Double 

Elusive 

Ethereal Drain 

Follow the Monkey 

Free Refills 

God-Mode 

Godspeed 
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Hafdasa C-4 

Harvester 

Hickory Shield 

Holistic Herbs 

“Hurry.  Change.  We 

haven’t much time”. 

Inspiration 

Last Resort 

Makeshift Wooden 

Shield 

Mobilizing Forces 

Morsel of Vermin 

Now You See Me… 

Options 

Peek-A-Boo 

Perfect Counter 



29 
 

Salve 

Seek and Destroy 

“So, S., who are you, 

then?” 

Suture Kit 

The Archer’s Tales 

The Phrygian Tumble 

of Notes 

Vermin 

You Have Only this 

Empty Vessel of Yourself 
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Alpinist 

Cornered Animal 

Dexterity 

Hail Anemoi 

 

Honed Blade 

Long Bow 

 

Perfect Execution 

Shields Up 

Short Bow 

Unstoppable 
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The Poison Mat
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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 

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 
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and may be Pushed, per rules 

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

 

 

 

 

The Number of Wounds Taken When Entering a Hex 
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Entered 
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