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INTRODUCTION
For centuries the kingdomwas at war, but once again the
realm of men prevailed against the evil hordes of darkness.

Victory came at a high cost. The capital is devastated, the king
is dead and his only heir has been heavily wounded.

As knights of honor, you are sworn to protect the heir and make
sure the noble bloodline continues.

You have escaped from battle and hidden in a remote village,
but you fear that your presence will not remain unnoticed.

Scattered troops of monsters are still roaming the land in
search of the heir’s whereabouts.

This morning you sent out ravens carrying your request for
reinforcements, but it will take at least three more days and

nights until you can expect them to arrive.

In the meantime, your only chance is to defend the village, its
citizens and the heir at all costs.

You are the last barrier between hope and chaos.

Can you withstand the hordes of darkness, protect the helpless
and defend the throne?
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ASSEMBLY

OX CART
FARMHOUSE

3 BARRICADES

WELL

Slide the two
roof pieces into
one another at an
90° angle.

Then slide the
front and back wall
pieces into the
side wall pieces so
that all gaps
connect and place
the roof on top.

Slide the two roof pieces into one another at an
90° angle.

Then slide the front
and back pieces into
the side pieces so
that all gaps
connect. Slide in the
bucket piece on top
and place the roof
on it.

Slide the front and the back
piece of the cart into the gaps of
the cart bo�om.

A�ach each barricade to one of the plas�c stands.

Slide the forest and market board into the suppor�ng side pieces. Then place them on top of
the bo�om piece so that the forest and market boards each fit into the slot at the back of the

bo�om piece.

Then slide the previously assembled piece into
the gaps of the side pieces of the cart.

6 PALISADES
A�ach each palisade to one of the
plas�c stands.

FOREST MARKET
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In Knight Tales players take on the role of a
brave knight that has sworn to protect the heir
and villagers from the evil hordes of darkness
roaming the lands. To be victorious, the players
need to protect the village for three more nights
un�l reinforcements arrive and take the
wounded heir back to the capital safely. While
all players have a common goal and need to
work together, only one of you will achieve the
honor of becoming the hero that is remembered
in future songs and tales.

The game is separated into three rounds of
alterna�ng day and night phases. During the day
phases, players may spend gold to equip
themselves with new items and hire new
companions from the market. When night
approaches, the ba�lefield is filled with roaming
groups of monster minions and champions, led
by a unique boss.

Players will need to figure out the most effec�ve
strategy in order to successfully fight off all
enemies; pu�ng their skills and equipment to
best use. Any monster that is not defeated by
the end of the night phase will cause irreversible
damage to the village that could eventually result
in the death of the heir you have sworn to protect.

The game ends a�er the third night phase has
been resolved, but may end prematurely if the
palisades and the village suffer enough damage to
be destroyed. In this case all players collec�vely
lose the game. If the players can successfully fend
off the horde, they are victorious!

However, only one player will be remembered
as the Knight of Legend in future tales.

This will be the player with the most valor
points gathered in various ways throughout the
game; defea�ng monsters, collec�ng cards,
fulfilling quests and gaining renown.

Place the GAME BOARD (A) in the center of the
table. Place the three BARRICADES (B), the
PALISADES (C), the FARMHOUSE (D), the
OX CART (E) and theWELL (F) on their respec�ve
spots as indicated.

Place the COMBAT DICE (G), EFFECT TOKENS (H)
and GOLD TOKENS (I) in easy reach of all players.

Shuffle theMARKET CARDS (J), place them next
to the game board face-down and deal nine
random market cards face-up on theMARKET
SPOTS (K) on the market.

Shuffle theMINION CARDS (L) and place them
face-down as a deck next to the game board.
Do the same for the CHAMPION CARDS (M) and
BOSS CARDS (N).

Take the three sets of QUEST CARDS (O),
iden�fied by I, II and III. Shuffle each deck
separately and place them face-down behind the
minion and champion cards as shown.

Place the three RENOWN CARDS (P), iden�fied by
I, II and III, face-down below the market cards.

Now it is �me to setup the remaining 3D elements.
Take the FOREST (Q) and place it at the end of the
ba�lefield. Place theMARKET (R) directly
opposite, behind the last rank of market cards.

Finally, place the three TROPHY CARDS (S) face-
up on the market board.

The backs of the minion and champion cards
are iden�cal as this is important for gameplay.
The minion cards can be dis�nguished from
the champion cards by their respec�ve faces
(p. 13 - "Enemy Anatomy").

OVERVIEW SETUP
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Now each player receives their accolade by
randomly drawing one of the available
LONGSWORD CARDS (T). On the back of their
longsword card, players will find the knight
associated with that card.

Players take the KNIGHT BOARD (U)
corresponding to their knight and place it face-
up in front of them, while placing the longsword
card next to it.

All players gather their specific KNIGHT
MINIATURE (V) and CREST TOKENS (W) as
iden�fied by the crest on their knight board.
Each player should a�ach the appropriate colored
plas�c ring to their knight miniature for reference.

All players collect their star�ng gold tokens from
the common reserve (I); 10 GOLD (2 player game),
8 GOLD (3 player game) or 6 GOLD (4 player game)
as appropriate.

Each player places one green HEALTH TOKEN (X)
on the star�ng health level of their knight.
Place a red FATIGUE TOKEN (Y) on either the
1-player spot, the 2-player spot, the 3-player
spot or the 4-player spot corresponding to the
number of players par�cipa�ng in the game.
Lastly, place a blueWRATH TOKEN (Z) on the
star�ng wrath level (p. 7 - “Refresh”).
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Each quest describes a unique condi�on. These
condi�ons can be fulfilled by players during any
of the subsequent night phases.

Once a player fulfills the condi�on of any
revealed quest card, they place one of their crest
tokens on it.

The first player to fulfill the condi�on places one
of their crest tokens on the first spot (A).

Subsequent players to fulfill the condi�on place
one of their crest tokens on the next available
spot (B and C).

A�er three players have placed their crest tokens
on a quest no further players may fulfill it.

THE MARKET

Refresh the market by flipping all market cards face-up (skipped in the first day phase as all market
cards are already placed face-up during the setup). There are seven types of market cards:

The players may now take turns purchasing market cards from those that are currently available.

MARKET CARD BACK WEAPONS

Each player may only fulfill each quest once.
Keep in mind that you may complete a quest
in any subsequent night phase as it remains
ac�ve un�l the end of the game.

A quest requires the players to defeat a
monster in the 2nd or 3rd rank. Michael
manages to defeat an orc minion in the
2nd rank and, as he is the first one to do so,
he places his crest token on the 1st player
spot of this quest. Should anyone else
defeat a monster in the 2nd or 3rd rank
during this or any upcoming night phase,
they will place their crest token on the next
available spot.

ARMOR CHARACTERS

ANIMALS TRINKETS RELICS TROPHIES
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DAY PHASE - FULL EXAMPLE

THOMAS (C)MICHAEL (B) SUSY (A)

Susy, Michael and Thomas are playing a 3-player
game and are currently in the day phase of the
second round. At the beginning of the day phase, all
players remove their crest tokens from their used
cards and set their health, fa�gue and wrath token to
their star�ng values.

Susy is the star�ng player as her knight miniature is
on the 2nd village spot (A). Michael is second (B) and
Thomas (C) is last.

Susy sets her wrath token to +1, Michael to +2 and
Thomas to +3.

Susy starts the day phase by revealing the top quest
card and leaves it face-up on its deck (D). As you can
see, the quest card from the first day phase is s�ll
present (E).

As the group purchased 3 market cards in the first
day phase, there are 3 face-down market cards which
Susy refreshes by flipping them face-up (F).

As the star�ng player, Susy gets the first choice of
market card. She purchases the warhammer (G) by
spending 5 gold.

She takes the warhammer card and places a new market card face-down in the vacant spot. Next it is Michael’s turn to purchase a card, followed by
Thomas before returning to Susy.

In his second turn, Thomas declines to purchase any further cards even though he could afford one. He therefore passes and places his knight
miniature on the 1st spot of the ba�lefield (H); he may no longer take part in the day phase.

The next player to pass is Susy, as she does not have enough gold le� to purchase any further market cards. She places her knight miniature on the 2nd
spot of the ba�lefield board. Michael is the only player s�ll in the market and may con�nue purchasing items un�l he also passes.

Michael purchases the spiked shield trophy by
discarding two defeated orc minions, reshuffling
them into the minion deck. He does not place a new
trophy face-down in the vacant spot as trophies are
never refreshed. He then passes and places his knight
miniature on the 3rd spot of the ba�lefield board.

As soon as Michael places his knight miniature, the
day phase of the second round ends. The night phase
of the second round now begins.
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At the beginning of the night phase all knight
miniatures will occupy one of the four
ba�lefield spots.

These determine the turn order for the night
phase and indicate which player goes 1st (A),
2nd (B), 3rd (C) and 4th (D).

To begin the night phase, it is necessary to take
a look at the RENOWN CARD for the current
night phase. There is one renown card for each
night phase and they are indicated by I (A), II (B)
and III (C) for the first, second and third night.

The renown card indicates how to assemble the
MONSTER DECK for the current night phase –
see the following chapter “Monster Deck”.

Once you have assembled the monster deck,
flip the renown card over (D). This will now
indicate the RENOWN LEVEL knights earn at the
end of the night (p. 20).

NIGHT PHASE
MONSTER DECK

To assemble the monster deck, draw a total of
9 cards from the minion (A) and champion (B)
decks and shuffle them.

The number of minions and champions you
draw to assemble the monster deck depends on
the difficulty level you wish to play.

Once you have decided on a difficulty level, you
should s�ck with it for the rest of the game. The
renown card for the current night phase will let
you know the number of champions (C) and
minions (D) that go into the monster deck for
this night phase.

THE BATTLEFIELD

A�er shuffling the monster deck, randomly
distribute each card face-down on one of the
BATTLEFIELD SPOTS (A). These cards make up
the RANKS and LANES of the ba�lefield.

REVEALING MONSTERS

More and more of the face-down monster cards
will be revealed as the night phase progresses.
Revealing a card means that it is turned face-up
and players may then interact with it, e.g. by
a�acking it. The basic rule for revealing monster
cards is: each �me there is an unrevealed
monster in the first rank, immediately reveal it.

This means that at the beginning of each night
phase all the monster cards in the first rank are
revealed (B, C, D). This completes the ba�lefield
set up as long as no revealed monster has the
ability that it “moves to back” (E).

Each monster with this ability is placed at the
back of their lane (F) and all other monster
cards in this lane move one spot towards the
front (G, H). Whenever this happens, there may
be a new face-down monster in the first rank
which will now need to be revealed as well (I).

If further monsters in a lane are revealed that
also have the move to back ability, move them
to the back rank and con�nue to shi� the other
monsters one spot towards the front.

Each �me a monster card is revealed, place one
gold on each of its HEALTH POINTS (J). These
indicate the current health of a monster and are
used to reward the players with gold when
damaging a monster (p. 19).

Each �me there is an unrevealed monster in
the first rank, immediately reveal it. Check
for the “moves to back” ability and do so if
required. A monster will never move behind
the boss board (see next paragraph) and will
only move behind the last monster in its lane.

For the first night this will be:

For the second and third night, the number of
minion and champion cards will differ as there
will be more champions and fewer minions
approaching.

Difficulty Champions Minions
Heroic 1 8
Epic 2 7
Legendary 3 6
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It is important to remember that minions,
champions and bosses are jointly referred to
as monsters. Some effects will state if they
only refer to certain monster types by
specifically naming or excluding them.

BOSSES

Next it is �me to reveal one of the bosses.
Simply flip the top boss card face-up (K) and
place a gold token on each health point of the
boss card (L). Shuffle the tac�c deck of the boss
you are facing and place it face-up next to the
boss card (M).

Place the corresponding BOSS BOARD (N)
ver�cally against the forest board (O) .

Also, place the DOOM TOKEN in the first spot of
the DOOM TRACK (P).

More details on how the boss mechanic works
can be found on page 23.

The night phase setup is now complete and you
can begin defending the village.

1st RANK

LANE

In this example, a Doom Bat has been revealed in the first rank (B).
It is moved to the back of its lane (F), shi�ing the other two monster
cards forward one rank (G and H). The new unrevealed monster in
the first rank of this lane is then revealed to be a Berserker (I).

2nd RANK

3rd RANK

LANE LANE
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During the night phase, players act to fight off the monsters approaching the village.

MINIONS, CHAMPIONS & BOSSES

There are six types of minion/champion cards, plus one type of boss card:

ENEMY ANATOMY
MONSTER CARDS

Each minion and champion is depicted by a
monster card showing the following
characteris�cs and values:

Fac�on Icon (A)
Determines the fac�on a monster belongs to:

Orcs

Undead

Beasts

Monster Type (B)
Determines the type of a monster:

Minion

Champion

Name (C)
The name of the monster you are facing.

Valor Points (D)
This indicates the amount of valor points a
monster is worth once defeated.

Rank (E) and Lane (F) Effect
Monsters with a rank or lane effect have a
designated icon that serves to remind the
players that this monster’s effect involves all
monsters in a rank or lane as appropriate.

Combat Dice (G)
Each monster has a combina�on of black and/or
red squares that refer to the number and type
of combat dice that the monster rolls.

MONSTER
CARD BACK

ORC
MINION

UNDEAD
MINION

BEAST
MINION

ORC
CHAMPION

UNDEAD
CHAMPION

BEAST
CHAMPION

BOSS

Even though each boss has a dedicated fac�on (eg. orcs, undead or beasts) all bosses count as
one and the same type; Boss.
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Damage (H)
The number of swords behind the skull icon
indicates how much damage a monster will do if
not defeated by the end of the night phase.

Effect (I)
This text describes the effect of the monster and
indicates if it is a rank or lane effect. These
effects always take precedence over the core
rules of this rulebook.

Health Points (J)
A monster has 1 health point for each blood
drop symbol shown.

BOSS CARDS

Each boss is depicted by a boss card associated
with a specific boss board (p. 19) and a set of
tac�c cards (p. 19). The boss card shows the
following characteris�cs and values:

Monster-Type (K)
Defines this monster as a boss:

Boss

Name (L)
The name of the boss you are facing.

Valor Points (M)
This indicates the amount of valor points a boss
is worth once defeated.

Health Points (N)
A boss has 1 health point for each blood drop
symbol shown.
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Beginning with the star�ng player each player
will take turns a�acking a revealed monster of
their choice in rank 1-3. Players may never
a�ack unrevealed monsters or a�ack the boss
while it is s�ll on the forest board.

Once a player has completed an a�ack, the turn
moves to the next player in the current player
turn order. This is repeated as long as players
may s�ll take a�ack ac�ons (p. 20 - "End of a
Player's Night").

A�acking a monster is one of the main features
of Knight Tales and encompasses several steps
explained in the following chronological order:

1. MONSTER EFFECTS

Some monster effects have an impact on the
a�ack ac�on of a player.

It is important to check the effects of a monster
before the actual a�ack ac�on of a player begins.
This includes rank and lane effects from other
monsters (i.e. players should check if there are
any monsters with a lane/rank effect in the same
lane/rank as the monster they are a�acking).

2. ACTION EFFECTS

A�er choosing a monster and checking for
relevant effects, players must decide if they
want to use any of their cards showing an
ACTION ICON (D), referred to as ACTION CARDS
or make use of their KNIGHT ABILITY (E), if it
shows an ac�on icon.

When an ac�on card or knight ability is used,
the player places one of their CREST TOKENS (F)
on top of the ac�on icon to mark it as exhausted
for this night. If the ac�on icon of a card or knight
ability is covered by a crest token, it is exhausted
and cannot be used again this night phase.

Then they apply its effect(s) – this may be an
immediate effect or an effect that lasts for the
dura�on of their current a�ack ac�on. There is
no limit on the number of ac�on cards players
may use during a single a�ack and they may use
them in any combina�on, including their knight
ability if appropriate.

As men�oned previously (p. 7 - "Day Phase"),
crest tokens get removed from player cards
and boards at the beginning of each day phase.

This essen�ally refreshes all exhausted cards
and knight abili�es making them available for
the next night phase.

FIGHTING MONSTERS

All effects stack, so make sure you apply all
valid effects to the monster you a�ack.

Effects from ac�on cards and knight abili�es
always take priority over the core rules and
effects of monster cards. Players may use
mul�ple ac�on cards of the same type, e.g.
mul�ple weapons, armor, etc.

Thomas is a�acking the Goblin (A). The
Goblin's effect states that knights wounded
by the Goblin lose 1 gold. In addi�on, there
is a Centaur (B) in the same rank as the
Goblin. The Centaur's rank effect provides
+1 shield token. Furthermore, a Shaman (C)
in the same lane as the Goblin provides +1
black die token. Thus in this example, the
Goblin gains +1 shield token and +1 black
die, and Thomas will lose 1 gold if his knight
takes a wound in this a�ack.

Thomas would like to use his spear ac�on
card (G) to reduce the dice of the Goblin by 1.
He decides to remove the Goblin’s red
combat dice before he con�nues with the
a�ack ac�on. This reduces the Goblin to 2
black monster dice plus one addi�onal black
monster die from the Shaman’s lane effect.
Thomas places one of his crest tokens on the
ac�on icon of the spear (F) and cannot use
the spear again un�l the crest token is
removed at the start of the next day phase.

THOMAS
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When moving the fa�gue token, it may only
move to empty spaces and may never move
on top or beyond the health or wrath token.

Effects from reac�on cards and knight
abili�es always take priority over the core
rules and effects of monster cards.

There is always an upper limit of 4 dice for
each of the different dice types. This means
it is never possible to roll a fi�h die for any
dice type (knight dice, black and red
monster dice). E.g. if an effect would add a
fi�h black die to a monster combat roll the
effect is ignored, and no fi�h die is rolled.

As the Goblin is in the first rank, Thomas
only needs to spend 1 fa�gue. He moves his
fa�gue token one step towards his health
token.

Thomas rolls the dice for his a�ack against
the Goblin. He has 3 knight dice and is facing
3 black monster dice (the red dice having
been removed by the spear and addi�onal
black monster die from the Shaman’s effect):

3. FATIGUE

Each �me a player a�acks a monster, they must
spend fa�gue to do so. To spend fa�gue, players
move their fa�gue token one step closer to their
health token for each fa�gue spent:

• When a�acking a monster in the first rank, a
player must spend 1 fa�gue. Move the red
fa�gue token one spot towards their green
health token (A).

• When a�acking a monster in the second
rank, a player moves their fa�gue token two
spots (B).

• When a�acking a monster in the third rank,
a player moves their fa�gue token three
spots (C).

If a player cannot spend the necessary fa�gue,
they may not a�ack the chosen monster and
must choose a monster they can a�ack instead.

If there are no monsters that they can a�ack,
they immediately end their night phase (p. 20).

Whenever the fa�gue token of a player moves to
the last empty space, right in front of the health
token (C), the player may s�ll perform their
ac�on normally but this is considered their last
possible ac�on for the night and described as
“the last heroic deed” (p. 20).

4. COMBAT ROLL

A player always takes three KNIGHT DICE and
the appropriate red and blackMONSTER DICE
shown on the monster card they are a�acking.

These dice are rolled simultaneously by the
a�acking player.

5. REACTIONS & WRATH

A�er the dice are rolled and before resolving
them, players may use their REACTION CARDS
and knight abili�es with a REACTION ICON (A)
orWRATH to modify the combat roll or
otherwise affect the result depending on the
reac�on card effect.

Any card or knight ability showing a reac�on
icon is considered to be a reac�on and may be
used as long as its reac�on icon is not covered
by a crest token.

Reac�ons are used just like ac�ons and the
player using it places one of their crest tokens
(B) on the reac�on icon to mark it as exhausted.

The effects apply either immediately or when
resolving the a�ack (depending on the effect).

There is no limit on the number of reac�on
cards players may use during a single a�ack and
they may use them in any combina�on,
including their knight ability if appropriate.

KNIGHT DICE

MONSTER DICE
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Players may also choose to spend wrath to affect
the outcome of a combat roll:

• Spend 1 wrath to re-roll 1 of your knight
dice once.

• Spend 2 wrath to roll 1 addi�onal knight die
(up to the maximum of 4).

In order to spend wrath, a player moves their
blue wrath token (A) one step closer to their
green health token (B).

This means a player may only use wrath when
there is at least one empty space between their
wrath and health tokens. Essen�ally each empty
space between their wrath and health token
allows the use of one wrath.

A player may use wrath and reac�on cards at
any �me and in any order they wish during this
step of the a�ack ac�on. They may also
con�nue to spend available wrath to re-roll the
same die more than once.

When moving the wrath token, it may only
move to empty spaces and may never move
on top or beyond the health token. When
losing health points, the empty spaces
between the wrath and health token of a
player increases. Thus a player may use
more wrath in a later turn as they lose health.

Thomas currently has 3 wrath as there are three
empty spaces between his wrath (A) and health
tokens (B).

As soon as the wrath token reaches the spot behind
the health token (C), his wrath would be reduced to 0;
Thomas could not spend any further wrath.

Con�nuing from the previous example, where
Thomas a�acked the Goblin, Thomas would not
defeat the Goblin as the dice stand (explained in the
next sec�on regarding resolving a�acks).

So he decides to roll an addi�onal, fourth, knight die.

Thomas spends 2 wrath by moving the wrath token 2 steps towards his health token,
leaving him with 1 wrath remaining. He then rolls a fourth knight die which results in
another faith (see right page):

With his last available wrath, he decides to re-roll one of the faith results and scores
another sword (see right page):

As this is s�ll not enough to defeat the Goblin,
Thomas decides to use his longsword reac�on
card to turn his shield result into a sword token.

He places one of his crest tokens on the
longsword to mark it as exhausted for this night.

The final combat roll result would then be:

When wrath is used to roll 1 addi�onal knight die, please remember that the maximum number of
any dice type is 4. Players may never roll more than 4 knight dice.
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6. RESOLVE ATTACK

A�er the a�ack results have been finalized, it is
�me to resolve all current dice results, tokens
and relevant card effects.

The knight and monster dice have different
results that each have a specific effect:

KNIGHT DICE

Sword – Deal 1 damage to the a�acked
monster.

Double Sword – Deal 2 damage to the
a�acked monster.

Shield – Prevent 1 damage from the
a�acked monster.

Faith – Discard 1 monster die of your
choice without applying its effect.

MONSTER DICE

Blank – No effect.

Sword – Deal 1 damage to the a�acking
player.

Sword – Deal 1 damage to the a�acking
player.

Double Sword – Deal 2 damage to the
a�acking player.

Shield – Prevent 1 damage from the
a�acking player.

Shield – Prevent 1 damage from the
a�acking player.

Doom – Raise the doom track of the
boss by 1.

Doom – Raise the doom track of the
boss by 1.

The player who performed the a�ack ac�on may
resolve the dice in any order they wish.

Each die may only be resolved once. When
resolving a die, set it aside to indicate that the
die has been resolved.

In general, players will want to resolve faith
results first to remove dice they do not wish to
resolve. Then shield results to determine how
many swords are blocked, before resolving
remaining swords. This will leave the doom
results to resolve last.

Based on Thomas’ rolls from the previous examples and keeping in mind the rank effect of
the Centaur (provides +1 shield token to the Goblin), this is the combat roll to resolve:

+
Thomas deals 3 damage from his 3 sword results. The Goblin has 1 shield result which would
prevent 1 damage. In addi�on, the rank effect of the Centaur prevents a second damage:

Thus Thomas only deals 1 damage to the
Goblin, which is not enough to defeat him.

However, Thomas has rolled a faith result and uses it to discard the black Goblin die with the
shield result. This way he is able to deal 2 damage to the Goblin and defeat it.

But by using his longsword previously to turn his shield result into a third sword, Thomas is
unable to prevent the damage done by the Goblin and suffers 1 wound in return.
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7. DAMAGE &DEFEAT

Each �me a player causes damage to a monster,
remove one gold from the monster’s health
points for each damage dealt and place it in the
a�acking player’s gold pool.

If a player causes enough damage to remove all
the gold from a monster, the monster is
defeated and the player defea�ng it gains its
monster card.

Players should place their defeated monster
cards in a face-down deck, so other players find
it harder to track which monster types a player
has already defeated. A player may always check
their own defeated monster deck at any �me.

If a player does not remove the last gold from a
monster during an a�ack ac�on, the monster is
not defeated but only damaged.

In these cases, the a�acking player places one
of their crest tokens on each health point from
which they removed gold.

Start removing gold from le� to right. This is
important if a monster is not defeated in
one a�ack.

A player defea�ng a damaged monster
counts all their damage when checking the
total crest tokens. Even if a monster has only
1 health point remaining and a player deals
3 damage to it, this counts as 3 crest tokens
and is included in their total.

When a player defeats a damaged monster they
do not automa�cally gain the monster card.

In these cases, the a�acking player counts crest
tokens based on those they already have on the
monster plus those they would place because of
damage dealt to the monster:

• If the player defea�ng the monster has more
crest tokens than any other player on this
monster, they receive the monster card.

• If any player has more crest tokens than the
a�acking player, that player receives the
monster card instead.

• In case of a �e, where two or more players
have the most crest tokens on a monster, the
�ed player who dealt damage first receives
the monster card. This will be the player who
has the le�most crest token on the monster.

A�er a player has claimed a monster card any
crest tokens on this card are returned to their
player’s pool.

8. PLAYERWOUNDS

Each �me a player suffers damage that they
cannot prevent they suffer a wound and need to
reduce their health.

For each wound suffered, a player moves their
health token (A) one step closer to their fa�gue
token (B).

Suffering wounds has three effects:

• The amount of fa�gue that can be spent on
a�ack ac�ons reduces with each lost health
point.

• Suffering wounds might influence the
amount of renown (p. 20) gained at the end
of the night phase.

• The amount of wrath that can be spent on
a�ack ac�ons increases with each lost
health point.

Whenever the health token of a player moves to
the last empty space, right in front of the fa�gue
token (C), the player is immediately defeated
and their night phase ends (see p. 21).

Let’s assume Thomas dealt 1 damage to the
Goblin (A), took 1 gold (B) and placed one of his
crest tokens on it (C).

Susy is the next player and also decides to a�ack
the Goblin. She manages to deal 2 damage to
the Goblin, so she takes the last remaining gold
and the Goblin is defeated. Since Susy did 2
damage to the Goblin, these count as 2 crest
tokens. That is more than there are crest tokens
from Thomas on it, so she gets the monster
card. If she had only dealt 1 damage, it would
s�ll have been enough to defeat the goblin, but
Thomas would have received the monster card
as Susy’s crest tokens would not have exceeded
Thomas’ crest tokens.

As with the other tokens, the health token
may never move on top or beyond the
fa�gue token.
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THE LAST HEROIC DEED

In a situa�on where a player spent their last
fa�gue to perform an ac�on, this ac�on is
referred to as their last heroic deed.

It is called this because, as the health token may
never cross the fa�gue token, this player cannot
suffer any damage during this ac�on.

A�er a player has resolved their last heroic deed
ac�on, they immediately end their night phase.

9. REORGANIZING

Once an a�ack ac�on has been completely
resolved it is �me to reorganize the monsters.

If a monster has been defeated, all monster
cards in the lane behind that monster move one
rank towards the first rank. Any monster that
moves to the first rank is automa�cally revealed.
If this monster “moves to back”, move it to the
last possible posi�on in its lane and move all cards
in front of it one rank to the front once more.

END OF A PLAYER’S NIGHT

As men�oned previously, as soon as a player
finishes an a�ack ac�on a�er which they have no
empty spaces between their fa�gue and health
token, they immediately end their night phase.
In addi�on, if a player begins their turn and there
are no eligible monsters le� to a�ack, they also
end their night phase immediately.

When a player’s night phase ends, they place
their knight miniature on the next empty spot of
the village, star�ng from the bo�om (4, 3, 2, 1).

This means that the first player to place their
knight miniature on the village will always place
it in the 4th spot, followed by 3rd, 2nd and 1st.

Placing their knight miniatures on the village
means this player may no longer take part in the
night phase and cannot perform any further
ac�ons.

They are removed from the current night phase
turn order and must wait for the end of the
current night phase.

The remaining players con�nue to take a�ack
ac�ons in turn order un�l they are defeated or
there are no remaining monsters to a�ack.

GATHERING RENOWN

When a player ends their night phase they
should immediately check their current health
level. The posi�on of their health token, indicates
whether they are within the green (A), yellow (B)
or red (C) area of their health track.

This indicates the renown they earned during the
night. Players should place one of their crest
tokens on the corresponding colored zone of the
renown card (A). This will grant them addi�onal
valor points at the end of the game (p. 22).

There is no limit to the number of crest
tokens in each renown zone.

As we saw in the previous example, Thomas
suffered one wound from the Goblin as he
could not prevent the damage from the
Goblin’s sword result. Thomas moves his
health token one step closer to his fa�gue
token (A) which reduces the remaining
amount of fa�gue to 1 (B) but also increases
his available wrath to 1 (C).

Michael has one more fa�gue le� and uses
it to perform his last heroic deed. He a�acks
a Centaur in the first rank and resolves the
a�ack ac�on normally. The Centaur would
cause 2 damage but Michael ignores them
as his health token cannot move on top or
beyond his fa�gue token. A�er this ac�on,
Michael’s night phase ends immediately.
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Once all players have placed their knight
miniatures on the village, it is the end of the
night phase and there are two final steps to
resolve before the next day phase may start.

CLEANUP

Remove all gold from any remaining monsters
and return it to the reserve.

Also, remove all crest tokens monsters and
return them to the respec�ve player's pool.

MONSTER DAMAGE

If the players did not manage to defeat all the
monsters during the night phase, any remaining
ones cause irreversible damage to the village.

First, reveal all remaining unrevealed monsters.
Then each monster applies it's damage to the
lane it's in. Bosses deal 1 damage to every lane.

A�er applying damage, shuffle minions and
champions back into their respec�ve decks.

Bosses are always removed completely from the
game and may not appear again in another
night phase.

There is one barricade and two palisades per
lane. These represent their three health points.

For each damage caused by a monster at the
end of the night phase, remove one of the
barricades or palisades:

• Minions cause 1 damage to their lane.

• Champions cause 2 damage to their lane.

• Bosses cause 1 damage to all 3 lanes.

END OF NIGHT

If a lane would suffer damage and there are no
barricades or palisades le� in this lane, the
damage is dealt to the village itself.

The village has three health points represented
by the farmhouse, the ox cart and the well.

For each damage the village suffers, remove one
of the remaining objects.

If the players ever remove the last health point
of the village, the game ends immediately (p. 22).

Once monster damage has been resolved as
required, unless this was the third night phase,
the day phase for the next round starts. This
cycle con�nues un�l the end of the third night
phase – unless the game ends prematurely with
the destruc�on of the village.

Susy, Michael and Thomas did not manage to
defeat a Doom Bat (A), a Troll (B) and the Warchief
(C).

In addi�on, they need to reveal the last unrevealed
monster, which is a Zombie (D).

They will remove the barricade from the Doom
Bat’s lane as it causes 1 damage (E).

The Troll causes 2 damage to its lane as the Troll is
a champion.

Behind the Troll is the Zombie who also causes
1 damage to this lane.

Thus the middle lane suffers a total of 3 damage
and the players remove the barricade and both
palisades (F).

The Warchief causes 1 damage to all lanes, so the
players remove a palisade from the le� lane (G)
and the barricade from the right lane (H).

As there are no more barricades or palisades le� in
the middle lane, the Warchief's damage is dealt to
the village itself.

The players must remove either the farmhouse, the
ox cart or the well. They remove the well (I).

A�erwards they reshuffle the Doom Bat and the
Zombie back into the minion deck and the Troll into
the champion deck.

The Warchief card and board are removed from
play as each boss will only appear once per game.
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END OF GAME

Once the third night phase has ended, or the
village was destroyed, the game ends immediately.
If the village was destroyed, all players lose
collec�vely. Otherwise proceed to final scoring.

A KNIGHT’S TALE

Assuming the village was not destroyed at the
end of the game, all players determine their total
valor points. Valor points are gathered in mul�ple
ways. Players can keep track of their score using
the included dry-erase pens on the VALOR CHART
found on the reverse of their knight board. Score
using the steps as follows:

(A) Market Cards and Trophies
Each player totals the valor points on their
market cards and trophies.

(B) Market Card Sets
Each player receives valor points for collec�ng
different market card types (see table below).

(C) Monster Cards
Each player totals the valor points on their
defeated monster cards.

(D) Monster Card Sets
Each player receives valor points for collec�ng
different monster card types (see table below).

MARKET / MONSTER CARD SET BONUS

Market/Monster Card Types Valor Points
1 different type 0
2 different types 1
3 different types 3
4 different types 6
5 different types 10
6 different types 15
7 different types 21

(E) Quests
Check the bonus valor points for the quests that
each player fulfilled. Each player with a crest
token on a quest receives the indicated valor
points.

(F) Renown
As with quests, players check the bonus valor
points granted for gathered renown. Each player
receives the valor points indicated by their crest
tokens on the renown cards.

(G) Gold
Lastly, each player gains 1 addi�onal valor point
for each 3 gold they have in their pool at the end
of the game (rounded down).

When all players have calculated their total, the
player with the most valor points is the winner
of the game and will become the knight of legends
whose tale will be told for aeons to come.

(A) Susy has a total of 4 valor points from her market cards.

(B) At the end of the game Susy has gathered a total of 5 different market card types (weapon,
armor, companion, animal, trophy). Though she has several weapon cards, they s�ll only count as
one type of market card. Her 5 different types score her 10 valor points.

(C) Susy has a total of 23 valor points from her defeated monster cards.

(D) At the end of the game Susy has gathered a total of 3 different monster card types (orc minion,
undead minion, beast champion). Though she has several orc minion and undead minion cards,
they s�ll only count as one of each monster type. Her 3 different types score her 3 valor points.

(E) Michael was the first to defeat a monster in the second rank (first quest); he receives 5 valor
points. Susy was second to meet this condi�on; she receives 3 valor points.

(F) Susy ended her first night phase with her health token in the yellow area. She ended her
second and third night phases in the red area. Checking her crest tokens on the renown cards
shows this earned her 3 points in total.

(G) Susy has 11 gold in her pool. She receives 3 addi�onal valor points.

(H) Susy scores a total of 49 valor points.Always include trophy and boss card types.
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Unless otherwise stated, bosses are treated as
any other monster when it comes to card effects.

Bosses are a special monster type that have
some different mechanics compared to minions
or champions.

Firstly, bosses only use their boss card to keep
track of their health points (A). When a boss is
revealed, place one gold token on each health
point on the boss card (B) as normal.

However, the boss card does not include any
a�ack dice or effects. Instead, these details are
found on the boss board (C).

Bosses use a deck of five tac�c cards unique to
each boss. Once a boss card is revealed, take
the corresponding deck of tac�c cards, shuffle it
and place it face-up next to the boss card (D).

DOOM

A�er placing the current boss board on the
forest board at the end of the ba�lefield, place
the DOOM TOKEN (E) on the first spot of the
DOOM TRACK (F). The doom token marks the
current combat values for the boss.

Below the doom token you can see how many
red monster dice (G), black monster dice (H)
and armor (I) the boss currently has.

During the game, the doom level is increased
whenever a doom result is resolved. Each �me a
player resolves a doom result, move the doom
token one step to the right (J).

Increasing the doom level may result in different
combat values for the boss. Usually raising the
doom level will make a boss stronger and more
dangerous in combat.

BOSSES
TACTICS

Some levels of the doom track are marked with a
doom symbol (K). When the doom token lands
on one of these spots, immediately apply the
effects of the current face-up tac�c card (D).

Each tac�c card has a BASIC EFFECT (L) and
an EXCEPTION (M).

If possible, apply the basic effect of a tac�c
card. If this would have no effect, instead apply
the excep�on. If neither of them can be applied,
nothing else happens.

A�er a tac�c card has been resolved, place it
underneath the tac�c deck so the next one is
visible. Con�nue raising the doom tracker if
there are any further doom results to resolve.

If the doom token lands on another doom
symbol on the doom track, repeat the steps for
triggering a tac�c.

Players decide the order in which they
resolve their dice results. It is o�en best to
resolve the doom results last so the monster
being a�acked does not benefit from a
triggered tac�c card.
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BOSS MOVEMENT

At the beginning of a night phase, the boss
board is placed on the forest board behind the
ba�lefield. This means that the boss is not yet
part of the ba�le and cannot be a�acked.

As soon as the third rank of the ba�lefield is
empty of monster cards, the boss moves onto
the ba�lefield. Place the boss onto the third
rank. The boss may now be the target of a�acks.

Thomas has just defeated an orc monster from the first rank and claims the monster card (A).

As the last step of resolving his combat dice he has to apply 2 doom results. Thomas moves the
doom token one space for the first doom result (B). This triggers the boss tac�c which is
immediately applied and then placed underneath the tac�c deck revealing the next tac�c.
Next, Thomas moves the doom token once more for the second doom result (C).

As he has finished resolving dice, and there is a vacant spot in the first rank where the defeated
monster was removed from, he needs to reorganize the monsters. The two remaining monsters
in this lane move one rank to the front (D). This leaves the third rank empty of monsters.
The boss then enters the ba�lefield, moving to the third rank and triggering its effect (E).

As there are no orc monsters matching his effect, nothing happens. Finally Thomas reveals the
new monster in the first rank (F). Although this monster is an orc and would have triggered the
boss effect, nothing happens as it is revealed a�er ac�va�ng the boss.

As soon as the second rank is empty of monster
cards, the boss moves to the second rank. The
same is true for the first rank.

Each �me a boss moves into a new rank, he is
ac�vated. This means that the boss ability (N) is
triggered and its effects applied immediately.

Usually, this results in dealing damage to each
lane with at least one monster of a specific
fac�on in it.

Players should try to minimize the impact of the
boss ability by carefully planning which monsters
to defeat and when to allow the boss to move to
the next rank.

ATTACKING BOSSES

Players may a�ack a boss by spending the
necessary fa�gue for the rank the boss inhabits
just like any other monster. However, a boss can
only be a�acked if it is on the ba�lefield.

This means that a boss may not be a�acked
whilst it is s�ll on the forest board and thus
outside of the ba�lefield.

The earliest a boss can be a�acked is when it has
moved into the third rank.

When a�acking a boss, knights perform an
a�ack ac�on as if a�acking any other monster in
this rank.

The a�ack dice used by a boss is determined by the
current posi�on of the doom token. Use red and
blackmonster dice corresponding to the red and
black values of the current doom level respec�vely.

ARMOR

Armor is a combat value used exclusively by
bosses. Treat each armor as 1 shield token when
resolving combat against a boss.

Even though the boss is not part of the
ba�le whilst on the forest board, his doom
track is s�ll raised by doom results!

Armor provides shields in each combat. As
this is not a dice result, armor cannot be
cancelled by faith results.

Unrevealed cards in the first rank are revealed
a�er boss movement has taken place.
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Just as with the monster damage at the end of
the night, general effects causing lane damage
apply damage to a specific lane.

Each �me players have to apply lane damage,
they apply it to the lane in which it occurs.

As noted previously, players remove either one
barricade or one palisade from a lane for each
point of damage dealt to it.

If there are no barricades of palisades le� when
dealing lane damage, deal damage to the village
for each damage that needs to be applied.

Remember that the village has three health
points represented by the farmhouse, the ox
cart and the well.

For each damage the village suffers, no ma�er
in which lane it occured, remove one of its
remaining health points.

LANE DAMAGE TOKENS

There are various effects that will add tokens to
monsters and knights:

HINTS

At this point we would like to highlight some
important rules and make sure everything is
clear before you write your tales.

RESULTS & TOKENS

Certain effects men�on that they affect or
provide results or tokens.

It is important to bear in mind that an effect that
references a result can only affect dice results
and has no effect on tokens.

SPECIAL RULES PRIORITY

The standard rules in this rulebook will o�en
contradict the effects of monsters, market cards
or knight abili�es.

Each �me there’s a contradic�on, with the core
rules, the special effect takes priority over the
rules in the rulebook.

When there is a contradic�on between a
monster effect and a market card or knight
ability, the monster effect is overruled by the
effect of market cards or knight abili�es.

Sword tokens provide addi�onal
swords that can be resolved
during the 'Resolve A�ack' step.

Shield tokens provide addi�onal
shields that can be resolved during
the 'Resolve A�ack' step.

A monster with a black die token
rolls one addi�onal black monster
die in combat for each such token.

A monster with a red die token
rolls one addi�onal red monster
die in combat for each such token.

A health token adds 1 addi�onal
health point to the monster
benefi�ng from it.

Note that you do not put gold
tokens on health tokens. Health
tokens must be removed to defeat
a monster, but do not reward a
player with gold. Players s�ll place
crest tokens for each damage dealt.

When a monster has both health
tokens and gold tokens on original
health points, remove the gold
tokens from original health points
before removing the health tokens.

As soon as a monster has no
health tokens le�, it is defeated.

Each of the three bosses have an effect that
is triggered when they ac�vate. Their effects
cause lane damage to each lane with a
minion or champion of a specific monster
fac�on in it.

The Warchief causes 1 lane damage to each
lane with at least one orc minion (A) or
champion (B) in it. In this case the le� and
right lane would suffer one damage.

The longsword of each player lets you turn
your shield or sword results into shield or
sword tokens.

As the effect specifies results, it only affects
dice results.

If you have another effect that grants you
addi�onal shield or sword tokens, those
could not be turned into another token by
using the longsword.
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RESOLVING COMBAT

Keep in mind that players decide the order in
which combat dice are resolved!

O�en�mes it is beneficial to resolve damage
first and see if a monster is defeated before
resolving doom results and nega�ve effects
caused by this, such as triggering a boss tac�c.

BOSS MOVEMENT

It can be crucial to keep an eye on fortuitous
�ming when it comes to moving the boss.

Before you defeat a monster that would trigger
boss movement and ac�vate its effect, you
should check for monsters benefi�ng from or
empowering the boss effect that you may want
to defeat before the boss moves.

FATIGUE & HEALTH

Manage your fa�gue and health wisely.

Occasionally there might be a tac�cal advantage
in a�acking a monster in a higher rank to move
your fa�gue token into a certain health area, as
this prevents your health token from dropping
into a lower area.

This will help score more valor points on a
renown card. On the other hand, this may result
in fewer ac�ons that could gain you more valor
points from defeated monsters.

EXCESS DAMAGE

Some�mes effects refer to 'damage in excess.'
This is all damage dealt above what was
required to defeat a monster.

So, if a monster has 2 health points and a player
does 3 damage to it, there would be 1 damage
in excess.

TARTOS’ ABILITY
Tartos has the ability to deal any damage in excess to adjacent monsters in the same rank or lane as
the monster he a�acked.

This can be a bit tricky to understand, so here’s an example:

The Tartos player deals 3 damage to a Goblin with only 1 health point remaining. He has dealt 2
damage more than needed to defeat the Goblin. This is his damage in excess and he may deal it to
another adjacent monster in the same rank or lane. This could be the Ghoul or Doom Bat.

The player could deal the 2 damage in excess to the Ghoul, taking two gold but not defea�ng it
and not gaining its card. The player could also distribute the damage to the Doom Bat in which
case it would be enough to defeat it and gain its card. But then there would be a �e in crest
tokens on the Goblin and the player who wounded the Goblin first would get the card.

Alterna�vely, the Tartos player could decide to deal 1 damage in excess to the Ghoul or Doom Bat
and wound one of them. This would mean Tartos s�ll dealt 2 damage to the Goblin, breaking the
�e and gaining the Goblin card.
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When playing Knight Tales on your own, there
are a few minor changes to the rules and setup.

GOAL OF THE GAME

As you are the only player, valor points do not
ma�er. Your only goal is to successfully defend
the heir and the village un�l the end of the third
night. If you manage to fend off the monsters
and fulfill your duty, you are victorious!

SETUP

During the setup, skip the step of placing the
quest and renown cards. Obviously, you will not
need to count valor points so there is no need to
track comple�on of quests or gaining renown.

Instead place the three VILLAGER ACTION
CARDS (A) face-up in place of the quest cards
and the three VILLAGER REACTION CARDS (B)
face-up in place of the renown cards.

SOLO PLAY
Keep the three renown cards with their minion
and champion reference nearby as you will s�ll
use these to assemble the monster deck at the
start of the night phase.

In addi�on, you will only pick one knight to play
with and you will place the fa�gue token on the
“1 player” spot and take 12 star�ng gold tokens.

Also place your knight miniature on the last
village spot gran�ng you +3 wrath.

VILLAGER SUPPORT

You may call on the help of each villager during
your night phases. Each villager will support you
with a specific effect (C) and has two health
points (D) of their own.

Villager effects are defined as ac�ons and
reac�ons and are used in the same manner as
regular market cards; by placing one of your
crest tokens on them to exhaust them. You may
only use a villager effect if they have health
points remaining.

In addi�on to providing helpful effects, villagers
also aid you in combat as you may distribute any
damage you receive among the villagers.

Each �me you choose to assign damage to a
villager, simply place 1 gold token from your gold
pool onto a villager's health point.

If a villager has both health points covered you
may not assign further damage to them.
Addi�onally you may not make use of their effect.

At the start of the day phase, remove all gold from
the villagers and return it to the common gold
reserve.

If you would suffer 3 damage from an a�ack,
you could spend 3 gold and distribute them
as you see fit; 1 gold on 3 different villagers
or 2 gold on 1 villager and 1 gold on another.
You may also choose to spend less than 3
gold and take any remaining damage normally.
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CO-OP PLAY

Instead of aiming to be the single victorious hero
of future tales, you may decide to win as a
group. Just as in solo play there are a few minor
changes to the setup and rules of the game.

GOAL OF THE GAME

You are figh�ng as a group and therefore your
goal is to successfully defend the heir and the
village from the onslaught of monsters.

There will be no need to calculate valor points
and you will simply all win or lose depending on
the fate of the village.

SETUP

Just as in solo play, skip the step of placing the
quest and renown cards. You are all figh�ng as a
group and you will not need to count valor
points so there is no need to track comple�on of
quests or gaining renown.

Instead of the quest and renown cards, place
the three CO-OP ACTION CARDS (A) face-up in
place of the quest cards and the three CO-OP
REACTION CARDS (B) face-up in place of the
renown cards.

Keep the three renown cards with their minion
and champion reference nearby as you will s�ll
use these to assemble the monster deck at the
start of the night phase.

CO-OP SUPPORT

Each co-op card comes with its own effect (C).
A player may choose to use the effect of any
unexhausted co-op card at any �me during the
night phase, even when it is not their turn.

Use of a co-op card s�ll follows the rules for
applying ac�on cards or reac�on cards.

A�er using a co-op card, the player must place
one of their crest tokens on it to mark it as
exhausted.

Co-op cards may only be used once per night
phase and will refresh at the beginning of the
next day phase, just as with market cards.

A TOUGHMOB

As fully coopera�ve play eases the night phases
for the players, the monsters will also work as a
more coordinated horde.

Therefore, once it is �me to reveal themonsters
in the first rank, always reveal all the monsters on
the ba�lefield instead.

Start with the first rank of monsters and apply
all “move to back” effects, etc. normally. Then
con�nue with the second rank of monsters and
lastly the third rank un�l all monsters are revealed.

Revealing all monsters from the outset will
result in more synergies and a tougher puzzle for
the group of knights.

During Michael’s turn he wants to a�ack a
monster in the second rank but it would cost
him his last 2 points of fa�gue. Thomas
decides to use a co-op ac�on card (D) so
Michael can use his fa�gue instead. A�er the
a�ack, Susy uses a co-op reac�on card (E) so
she suffers the damage dealt to Michael.
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GLOSSARY
ACTION CARDS (p. 15)
May be ac�vated once per night phase before
performing an a�ack by placing a crest token on
it. Once ac�vated, the player benefits from its
specific effect.

ARMOR (p. 24)
Adds a number of shields to a boss' combat roll.

ATTACKING BOSSES (p. 24)
Only possible when the boss is in the 3rd , 2nd or
1st rank.

ATTACKING MONSTERS (p. 15)
A player chooses a revealedmonster and spends
an amount of fa�gue equal to themonster's rank.

BATTLEFIELD (p. 11)
The side of the game board on which the
monsters are laid out.

BOSS MOVEMENT (p. 24)
Each �me a boss moves to a new rank (3rd, 2nd,
1st) trigger its ability.

BOSSES (p. 12)
Bosses count as monsters. They start behind the
ba�lefield and may only be a�acked when
entering the 3rd rank or lower. When they move
to a rank, they trigger their ability.

CHAMPIONS (p. 13)
A type of monster. There are 3 different
champions per fac�on.

CLEANUP (p. 21)
Remove all gold and crest tokens from monsters
at the end of the night.

COMBAT ROLL (p. 16)
Take your blue knight dice (usually 3) and all
black and red monster dice (shown on the
monster card plus any from specific effects) and
roll them once. Note that you may never roll
more than 4 dice of the same color.

DAMAGE (p. 19)
A player gets 1 gold from the monster card for
each damage dealt. If a monster has no gold le�,
it is defeated. A knight suffers 1 wound for each
damage dealt to it. Move a knight's health token
one space towards its fa�gue token for each
wound. The health token may not move on top
or beyond the fa�gue token. If the health token
reaches the last spot in front of the fa�gue
token, this player’s night phase ends.

DAY PHASE REFRESH (p. 7)
Return all crest tokens from cards to their
player’s pools. Set wrath marker to the
respec�ve star�ng value for each player.

DEFEAT A MONSTER (p. 19)
When a player deals enough damage to remove
the last gold from a monster, he defeats it. This
player gains the monster card if he has more
crest tokens on it (including those that he would
get from damage in excess) than any other
player. If not, the player who has the most crest
tokens on it gains the monster card.

DOOM (p. 23)
Each �me doom raises because of a doom result
on a die a boss gets stronger. When hi�ng a
golden doom symbol on the doom track, trigger
the current boss tac�c.

END OF DAY (p. 9)
When a player finishes their day phase, they are
moved to the first available spot on the
ba�lefield (top to bo�om). When all players
have done that, the day phase ends.

END OF NIGHT (p. 20)
When a player’s health and fa�gue tokens
meet, this ends the night phase for this player.

FACTION SYMBOLS (p. 9)
Three fac�on symbols: orcs, beasts and undead.

FATIGUE (p. 16)
Spend 1, 2 or 3 fa�gue when a�acking a monster
in the 1st, 2nd or 3rd rank by moving the fa�gue
token closer to your health token but not on top
or beyond it. When this token reaches the last
spot in front of the health token, this knight
completes their last heroic deed before the
player’s night phase ends.

GAME DURATION (p. 7)
Played over three rounds, each with one day
and one night phase.

KNIGHT DICE (p. 18)
A player gets 3 blue knight dice per a�ack.
Effects or wrath could add a fourth one.

LANE DAMAGE (p. 21 & 25)
At the end of the night each undefeated
monster deals lane damage equal to the swords
on its skull symbol. Remove a barricade/
palisade in each lane for each damage done.
Also certain other effects like boss movement or
tac�cs can trigger lane damage. If all barricades/
palisades of a lane have been removed, deal the
damage to the village instead.
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LANES (p. 12)
There are three lanes, each one crossing through
all three ranks and going from the forest board
towards the barricades.

LAST HEROIC DEED (p. 20)
When spending the last fa�gue a player may
suffer unlimited damage as its health token may
not move beyond the fa�gue token.

MARKET (p. 8)
Describes the area of the game board that
contains the market cards.

MINIONS (p. 13)
A type of monster. There are 4 different minions
per fac�on.

MONSTER EFFECTS (p. 15)
Describe a certain effect of a monster that
overwrites the core rules. These effects can be
permanent (lane and rank effects) or trigger
when a monster is a�acked.

MONSTER DECK (p. 11)
When preparing the night phase, you will need to
draw a number of minions and champions from
their discrete decks to form a shuffled, face-
down monster deck.

MONSTER DICE (p. 18)
There are black and the stronger red monster
dice. Each monster card shows how many of each
of them a monster rolls in a combat. Never roll
more than 4 of one color.

PLAYER ORDER (p. 7)
Player with the least swords rolled is placed on
4th village spot, second least swords on 3rd village
spot, and so on.

PURCHASING CARDS (p. 9)
Spend gold equal to the card's indicated gold cost
to purchase it from the market.

QUESTS (p. 7)
Reveal one quest per day phase. Can be fulfilled
throughout the game. First player to fulfill a
quest places their crest token on the 1st spot and
so on. This earns a player extra VP at the end of
the game.

RANKS (p. 12)
There are three ranks with the first rank being
the one in front of the barricades and the third
rank the one in front of the forest board.

REACTION CARDS (p. 16)
May be ac�vated once per night phase a�er a
combat roll has been made and before the dice
are resolved. Some also specifically trigger a�er
the a�ack has been resolved. To use a reac�on
card, place a crest token on it.

RENOWN (p. 20)
At the end of each player's night phase, place a
crest token on the renown level matching the
current health token level (check colored bar) of
that player's knight. This earns a player extra VP
at the end of the game.

REORGANIZING (p. 20)
If there are vacant spots in any lane, move any
monsters in higher ranks forwards once un�l
there are no vacant spots in lower ranks. Always
reveal any monster cards in the first rank once
all movement is done.

RESOLVE ATTACK (p. 18)
Each sword deals one damage and each shield
prevents one damage. Faith results discard a
monster die of choice and doom results raise the
doom track by 1. A�er comparing damage on
each side, apply the damage caused to the
knight and monster figh�ng each other.

REVEAL MONSTERS (p. 11)
Always reveal any monsters in the first rank a�er
all monsters have moved (including the boss).
Monsters with "moves to back" move to the
back of the lane and other monsters in the same
lane move forward once to fill vacant spots.

STARTING PLAYER (p. 7)
Player with the most sword results rolled on one
black, one red and one blue die at the beginning
of the game.

TACTICS (p. 23)
Trigger when the doom token reaches a golden
doom symbol on the doom track. Apply its effect
or excep�on, then place at the bo�om of the
deck so a new face-up tac�c is visible.

TROPHIES (p. 9)
Instead of purchasing a market card, return a
combina�on of 2 of your defeated minions
and/or champions matching the fac�on symbols
on a trophy to acquire it.

VALOR POINTS (p. 22)
Gathered at the end of the game for monsters,
market cards, quests and renown. The player
with the most wins the game.

VILLAGE (p. 21)
The village consists of the farmhouse, the ox cart
and the well. Each �me a monster deals damage
to the village, one of these components is
removed. If the last component is removed, the
game ends and all players lose.

WOUNDS (p. 19)
See ”damage”.

WRATH (p. 16)
Wrath can be spent to either re-roll a blue knight
die once (costs 1 wrath) or add another blue
knight die to your combat roll (costs 2 wrath –
remember you may not have more than 4 dice
of one kind).

These can be done mul�ple �mes if appropriate.

Each �me wrath is spent, move the wrath token
one step towards the health token. The wrath
token may not move on top or beyond the
health token.



SUMMARY
DAY PHASE

1. PLAYER REFRESH
Each player removes all their crest tokens from
their cards and places them back into their pool.

Also, each player sets their fa�gue and health
token back to their star�ng level.

Set the wrath token of each player to the spot
referred to by the current player posi�on on the
village spots.

2. REVEAL QUEST
Reveal the top quest card from the current quest
deck (I - 1st day, II - 2nd day, III - 3rd day). Leave it
face-up un�l the end of the game.

3. REFRESH MARKET CARDS
Turn all face-down market cards face-up.

4. PURCHASE CARDS
In turn order, each player may purchase one
market card or a trophy by spending gold or
discarding 2 required minions and/or champion
cards as appropriate.

This con�nues un�l all players have passed.

5. END OF DAY
A�er a player passes on purchasing cards, their
knight is placed on the first available ba�lefield
spot (top to bo�om) and they no longer
par�cipate in the day phase.

A�er all players have passed on purchasing
cards, the day phase ends and the night phase
begins.

NIGHT PHASE

1. PREPARE BATTLEFIELD
Check the current number of minions and
champions on the renown card for this night (I -
1st night, II - 2nd night, III - 3rd night). Then take
the corresponding number of minions and
champions to create a face-down deck. Shuffle it
and distribute one card face-down on each
available ba�lefield spot. Then flip the current
renown card.

2. REVEAL MONSTERS
Turn all monsters in the 1st rank face-up. Move
any monsters showing “moves to back” to the
back of its lane moving the other monsters one
rank to the front. Then reveal any face-down
monsters in the 1st rank if there are any.

3. BOSS SETUP
Draw the top card from the boss deck and place
it face-up on the deck. This card will determine
the boss for the current night phase. Place 1 gold
on each of the boss' health points. Place the
corresponding boss board against the forest
board and set the doom token on the first level
of the doom track. Shuffle the tac�c deck for this
boss and turn it face-up next to its boss card.

4. ATTACKING MONSTERS
In turn order, each player must a�ack a revealed
monster by spending an amount of fa�gue equal
to its rank. This con�nues un�l a player has no
fa�gue le� to spend, or there are no eligible
monsters to a�ack, and their night phases ends.

Ac�on Cards
Before performing the a�ack, choose to make
use any of your ac�on cards by placing a crest
token on them.

Combat Rolls
Perform a combat roll with 3 knight dice and an
amount of black and red monster dice shown
on the monster card (plus those from effects).

Reac�on Cards
A�er rolling the dice but before resolving the
combat roll, make use of any of your reac�on
cards by placing a crest token on them.

Wrath
Spend 1 wrath to re-roll one of your knight dice
once (you may do so mul�ple �mes) or spend 2
wrath to immediately roll 1 addi�onal knight
dice (to a total of 4 maximum).

Resolve A�ack
In any order, resolve your dice by: Discarding
one monster die for each of your faith results.
Dealing 1 damage (take 1 gold) to the monster
for each of your swords not canceled by a shield
(place a crest token for each damage dealt).
Suffering 1 wound for each monster sword not
canceled by a shield. Raising the doom level by
1 for each doom result.

Then take the monster card if the monster has
no health (gold) le� and you are the player with
the most crest tokens on it. If not, the player
with the most crest tokens takes the card or the
�ed player who first dealt damage to it.

5. END OF NIGHT
A�er a player has no more health/fa�gue
remaining, their night ends and they place their
knight on the first available village spot. A�er all
players are out of the ba�lefield the night ends.

Deal 1 damage to a lane for each minion in it, 2
damage for each champion and 1 damage to all
lanes if the boss is s�ll undefeated.


