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SETTING UP THE GAME . “ ;,
s Destr your enemy. Be fheon am witvﬂrat least one 1. Divideall playersinto two or more even t‘exms
4 cha‘actehjcﬂl in play, , ﬁl.damagé has been dealt and (1vs1,2vs2vs2,3vs3,etc) e
E i Tties restived. o 2. Players each choose a character from the availablé J
1 " COMPONENTS i twelve (factions/colors do not have to pl:fy asa tez&n ) g
h‘ v 15 Character Cards - = 3. Usethe guide below to make sure each player ha ,\
. ALL their respective character, reference and L

weapon cards. Or use our online character guide at
http://www.riseoftheexiled.com/guide/
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4. “*Each player chooses a startlng locatlm the field

of battle next to their teammates We wble,
gh any flat surface will do

osing sides should be two to three feet apart

nnot place your character more than two feet
away from your nearest ally

7. Read all character abilities out loud before the start

of the game
st ] .

~2 -3 feet

~1 -2 feet

An example set up for a three-versus-three game.

Each character has at least one ability to enhance their
usefulness on the field of battle. These abilities can be
found on each character’s accompanying reference cards.

Rule clarifications can also be found at the end of this
rule book.

-~
Note: Factions/colors do NOT have to play on the same team.

Note: When playing on a table, your character card must stay at
least two inches from the edge of the table.

Note: Character abilities supersede the standard rule set.

”
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g - before their hand crosses the vertical plane created by the

.

Un.like other games that re y‘?ﬁ?:be rolls 6r random
chance, Rise of the Exile’s combat is all about throwing
cards. The game takes place in two phases, the Attack
Phase and the Movement Phase.

The Attack Phase

On the attack phase, each player will simultaneously
throw their character’s weapon card at the opposing team,
an ally or another strategic objective. When making an
attack throw, each player must keep their arm at least one Using your hand to block incoming throws from the
foot above the playing area and must release their throw enemy is also not allowed.

An illegal thro with the hand crossing the plane of attack.

edge of their own card (the plane of attack).

At times, your opponent may be to the front, side or rear
of your character card. As your enemy moves, so does the
plane of attack, which is always the edge of your card that
is nearest to your target.

(you. the player) "

The white line is the plane of attack if Evelynn is the target.
The orange line is the plane of attack if Gande is the target.

- You are not restricted to throwing from the side of the
> table/playing area where you started the game—you may i
A'legal throw, with the hand not crossing the plane of attack. move around it to make your throw more natural. -
Eiae= ) e . 9
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Weapons and characters range in size, but i
theweapon art on the card overlaps with a
zoﬁ'é, damage is dealt. All parts of the'wea
ge, including weapon handles.

If thec

et 1] o
; T

cards before making your own attack. Have one player
call out ‘One, two, three... Attack!”(or something similar)
to signify when the throw should be made. Consult your
reference card to know which weapon should be thrown if
there is more than one.

3 plas'tic of the card does not count for damage.
lides underneath a character card, it also does
not count for damage. The total damage dealt will vary
based on the location where the weapon card overlaps, as
well as any other ability in play.

HEAD
BODY

ARM/LEG

Each character's starting

DAMAGE CHART

" .

.
health is seven, and hit point
lost according to the damage chart shown above (unles*t;_ 8
otherwise stated on a character’s reference card). Playext —r

3 Damage.

2 Damage -
1 Damage »* l;

-

-
o

<
.
-

3

must keep track of their health total at all times.

¢
Y-
Headshot! Gande takes three damage, as noted by movin,
the slider on his reference card.
™ '

11
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ifia weapon hits mult : gv-goneg onan = .
enemy, it does not deal dan age multiple times. Only the
highest damage-yielding region is counted for a thrown
weapon. For example, if a weapon overlaps both an arm

and a head, only the regular headshot damage is dealt.

““z.,.

In this example, the disk weapon card overlaps with the chest
and the arm, but only body shot damage is applied. The
mace hits the leg for an additional one damage.

§ It 18190331b1e common even, to take dama m more
[ thah one source during a single turn. In the e
: . the mace and disk combine to deal th (5

a thrown weapon that overlaps with two
ers will deal damage to both players. If you
fight too close to your allies, you open yourself up to
collateral damage. -

- enemy

. W
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After all damage has ‘been resolved, any Chargters thzg, e .
have zero remaining hit points are defeated: and removed e
from the game (unless otherwise stated). Remove‘%ﬁ ok W *

cards from the table and return them to the game'box. . &

Note- Allied attack throws do not count fondamage (this S8

includes your own attack throws). fo
|
Character Card >

FRONT . BACK

Each character card has two sides—One without outlines
and one with outlines. You can play using either.

When playing with the outlines, the weapon art must
cross the outline (not just touch it) to count for damagex

13



,.’ & After 1 damage hasb -r- d ‘,.4.
,.'f rexﬁimﬁﬂhlt pomts ¥ eén removed, the movement
& *phase begins. Each player may y slide his character up to

- one card length in any direction.

Moving closer to your enemy makes the following attack
throw easier, as you may now release your card at a
distance that is closer to the enemy. Characters are not
required to move.

If you are the last remaining member of your team, you
. mustmove closer to the enemy, or not at all.

.

L Accidental throws during the movement phase do not
count and are ignored. That player must throw again
during the attack phase.

Klim-Klam can move in any directiongp., down, left,
right or diagonally.

o

e
[

any pi!yers with zero

o ; - .

~
-

Similar to the attack | phase, all movement

simultaneously. Consider selectlng one plaﬁggall'o ut

‘One, two, three... Move!” to unify all player move

After all players have finished their movement, anothe ~
attack phase begins, taking into account aﬁye?bilities that_
were utilized during the movement phase.-

WINNING THE GAME
Play continues in this manner, an attack phase followe'd
by a movement phase, until only one team is left standing. |
That team wins. In the case of a tie, there are no winners.

> o
ABILITY ICONS B 4 ®
The back of each reference card has icons that indicates

when each ability may be used. t e
‘0‘ Movement: This ability may be '/'
) activated during the movement phase.
\/ Attack: This ability may be ‘
N activated during the attack phase. ’ - J -
A Anytime: This ability may be - -J-
.:. activated at any point in the game. 4*‘ g ]..

Passive: This ability is always activated when
specified game conditions are met.

Reactive: This ability may be activated when r > ,-h‘
Y
specified game conditions are met. -
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Characlter Guide

Stop! Before starting play, consult the
guide on page 5- 6 and make sure every
player has EVERY card for their selected |
character. Or use our online guide at
http://www.riseoftheexiled.com/guide/
Stop! Play a game first, only consulting
the character guide if you have questions |
during standard play. {

In this example, The Murder’s weapon hits Hedina’s leg, while also
overlapping with a foot-spike. The Murder will deal one damage and
take one damage in return. Nahtha misses her throw, but her scythe
overlaps with a shoulder-spike. Nahtha takes one damage while
dealing none.

Note: Hedina’s passive can be triggered by Klim-Klam’s splash
damage (assuming Klim-Klam cannot change the direction of his
splash to avoid Hedina’s spikes). -

17
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Hedina’s armor. Even in this

however, only one damage is dealt
back to the attacker. ‘

-

Klim-Klam Clarifications ~

Klim-Klam missed his flask throw, but his splash damage reaches
two opposing characters, dealing one damage to each. Notice how
Klim-Klam can dictate the direction of the splash to avoid The
Intrusion of Roaches’” armor.

Klim-Klam’s splash damage is
not additive, meaning a valid hit
w11]‘rly deal regular damage to

T, even after hitting a
et for regular damage,

The Intrusion is hit twice, but both attacks are blocked by his armor.
After this, he has a two “blocks” remaining. His armor can block
damage for three rounds before it is discarded.

19
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Badon’s V.veé'ﬁon ig #®
um(ili' in that each

part of the whip deals

damage individually. In
the above example, The

E Intrusion would block

| one damage and take

two damage.

It’s important to note
Intrusion that do not

deal damage normally.
In this example,

The Intrusion would
take two damage.

.
It doesn’t matter where you are hit by The Murder, her crows will
blind you. In this example, the Murder hits Badon in the foot. As a
result, Badon must make his next attack throw with his eyes closed.
Iy 1‘20 ~ N

F,“"‘i?- g

that attacks against the

overlap with his armor

The Order ’of
i 1000 Joor

Characters who can forego their own movement to improve their
weapon throw, like Mandice or Evelynn, cannot activate that ability
on turns where Gande has used his ability to move them.

Allies who are hit by Gande’s weapon must consent to being pulled.

21
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Ifg}ide hits Gleem, he can.
to pull himself to
Gleem, but he cannot pull
_“  Gleem. The same is true for |
- anenemy vine. If Gande hits
an allied vine, however, he
may activate his ability like
normal.

-

-

Nameless Clarifications

Players controlling
Nameless must make
their attack throws with
one weapon in each
hand. The smaller
weapon is his shuriken,
the larger is his star
knife.

B P e

Evelynn Clarifications

F If Evelynn moved prior to
landing this shot, she would
ree damage like any
haracter. If she used
e Aim”ability and
she would

_ deal'anadditional point of
% damage, for a total of four.

%‘%22 e
B T— ke

The Zombie Horde Clarifications

If the zombie is eliminated on
a turn where they participate
in the death of another char-
acter, that character returns
as a zombie—the Horde isn’t
defeated just yet.

The Intrusion of Roaches and
Gleem are exceptions to this.
That pesky Roach persists for
one round after death, and Gleem is immune to zombification..

In order to turn the Intrusion into a zombie, you would need to
damage him after his “Persist” ability has activated.

When a character comes back to life as a zombie, they have onlr
three hit points and take one damage on body and limb shots.

23
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o . &

" Nahtha Clarifications

e
|

Moderator Variant (when odd player count) - HM
moderator act as referee for your game. They can call = )
when to throw or moveyaswell as settling any disputes.

-

A A ¥
Friendly Fire - Attack throws that land on your allies (or t{,

|
! yourself) apply normal damage. Gande is an exception in that
; his attacks don’t hurt allies (but may still hurt himself).
‘ -
: [ Factions - Each team can only use players from the same
_ IfNahtha goes ethereal to escape damage, she also dodges all effects faction (Venery vs Coalition for example).
that would have been applied, like blindness from The Murder or
@’* being pulled by Gande. @
(2 Blocking - Throw your weapon on yourself to act as a .
| . .
F Badon Clarifications shield. Each source of damage is reduced by one for that !
turn. Hedina’s Defensive Stance ability works as normal

in this variant. H

Free-for-all - Every hero for themselves. Last warrior
standing wins. l

Reinforcements - Add a character to each side of the
battle (to accommodate late arrivals).

eapon is unique in that only the whip ends deal damage.
In the example above, even though a large part of the weapon hits
Gleem, no damage would be dealt.

%‘%24 e
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&; Itergs are one-time use abilities ty ic ':Sd fto!i a treasure chest.
. Start the game with any number of chests, chosen at random, spread
outﬁenly in between the opposing tganfs The chest image should be
E facing up. During the game, youcan use your attack to “open” a chest.

v‘!‘l
-

To do so, you throw your weapon card at the chest.

- If you are the only one to hit the chest: you may flip the card and gain

. the item immediately. If any number of opponents also hit the chest,

t 1o one gains the item and the card remains face-down. If multiple
teammates hit the chest—and no enemies—you may choose who

‘ receives the item. You must decide who is gaining the item before the

[ card is revealed, as the item may be a trap.

Potion and Scroll items may be activated immediately, or during a
++ later movement phase. Potions and Scrolls may be given to a teammate
~ during the movement phase. Unused items are stolen upon death by
the enemy who dealt the final blow. If multiple enemies participated in
that attack, they must decide who gains the unused item.

Finally, traps are unique in that when you reveal one, you must
immediately do what is written on the card. The effect is always bad.

Health Potion: Restof% 2 of y issing hit
points. Cannot be used to go%ting
hit point total.

Clarification: Like other items, the Health Potion
can only be used during the movement phase,
except immediately after you have gained it. It

cannot be given to a dying ally, as you may only
give items during movement phases.

%’ - TheItems .

4. Restore2ofyourmissing hit points.
+7 Cannot beused togoover your
starting hit pointotal.

\V/

Vampyr Potion: Your next xl}
Yampijr Potion attack heals you for the amouhtof amage‘:

. you deal.

)
'7 Clarification: T his cannot heal you a
2 starting health total. anary attacks includ
e s damage dealt during an attatk‘thlow with yol
s | characters main weapon. While Klim-Klam’s
splash damage and Nameless’ shuriken are -’\
included, Badon’s weapon heals for all damag .

N, . o SN

dealt.

Massscé'}',j,‘\’fusion | Scroll of Mass Confusion: All enemies must !
make their next attack throw with their off-
hand.

-
Clarification: A right-handed player would throw

with their left hand, for example. Nameless is
immune to this effect.

ey

Allenemies must make theie next 1
e

.

r
Scroll of Ricochet: After your next successful

attack, you may make a one-time throw from J . 4
the position of the struck enemy using the -l—-
same weapon card. You must choose a ne’vr.

target. . - ! 4

Clarification: W hatever weapon triggers this

effect must be used for the second throw (i.e.

e ) s Nameless’ shuriken). Does not trigger from
;. - splash damage.
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A { Sagllof ‘ﬂ ‘Protection: Choose an allied -
¥ . IDivine Protection player. Their character(s) may not drop below
H one hit point for as long as you remain in the

& | gameg -
£
Clarification: T his effect will keep each zombie

< Chmeanalid e Theic alive, until you are defeated. Excess damage that Mountain YA\ Tunnel Terrain

characterts) may not drop below one.
hit point oraslongas you remain in

o would defeat a character is wasted. - g 3
. Terrain Variant -
Start the game with any number of terrain spaced evenly on the fie
play. Moving your character on top of the terrain card (not undernea

| call out a single character that you are aimin; 3 s i ”
Hiex Trap forhefors eacgh e T hiow Ai"l s thagt gives you additional effects as long as you remain on that card. The
i 5 effects are listed below.

‘ would be dealt to a character you did not name ]

TURRVR

Swamp Terrain

Hex Trap: For the rest of the game, you must -

is negated. Forest: Take 1 less damage, to a minimum of one, from each source
Mountain: Deal one more damage on each attack throw H
Clarification: Klim-Klam’s splash damage may H . |
{ i A Swamp: Immune to weapon damage. At the start of each movement -
<f- Fortboratorte i god muscnl only hurt a single player, though this may still !
Sailabmtiets Y n-. y phase, before you move, take 2 damage. @
bectanchancryondidnes damage multiple zombies, if the zombies were . . y !
e e et (o callont a wlaver. your Tunnel (2 cards): After moving on top of a tunnel card, immediately
——— 2y 4 8 R LD travel to an area adjacent to the second tunnel on the battlefield.
throw is counted as a miss.
Tome of the Exiled: Your next attack deals an Capture the Gemstone - f

additional two damage. This effect is wasted

Tome of the Exiled ! T . P¥ace two gemstones on both sides of the playing area. C?loc.Jse starting
‘ . N hit points for the gemstones. Characters are no longer eliminated, but ‘
| A%so, ou m:'ay act1vatg_free SRippingat . must wait two attack phases before respawning after death. This does )
‘ RiseoftheExiled.com with p led not refresh twice-per-game abilities. ;
2 4
< Yoot ket | Clarification: This effect can only be applied G‘emstones cantQEECHTIOVed, but GandSmariniy 8 ; .
e 7 himself to one. Gemstones take one damage on
Aoz ey oty to one source of damage and does not trigger ok Solash d i
from Klim-Klam’s splash damage. T he bonus is SHeesSHL LS, PEL source. P iggidam pgapp ey
e S 3 » f Badon and Evelyn can only deal one damage per
applied only to one end of Badon’s whip. I
attack. The game ends when one team destroys the |
- ) . 2 h 2
- other’s gemstone. This may result in a tie. l
- » g
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p at’s this? You see a scythe yi1 the round At calls to you, a
_+ ghostly gl emanating from| .Bla e. You bend down and pick it
 up, but the moment your fingers wrap around the strangely warm

hilt, you hear a bloodcurdling shriek. Nahtha, the Ghost Bride is

awake, and she's after you!

« ¥

1. Place Nahtha roughly 4-6 card len'gths from the.edge of a table.

2. Throw the clear plastic scythe card at Nahtha. You must release
your throw from behind the table’s edge.

3. If any part of the scythe weapon overlaps with Nahtha’s head, you
deal 3 damage. Body shots deal 2 damage and arm shots deal 1.

T i S e £

.

4. After each attack, move Nahtha one card length toward you.

5. You have until she reaches you to do 7 damage and banish the
~ angry ghost... Otherwise, she'll claim your soul (you lose).

SINGLE PLAYER - TARGET PRACTICE

Place the “target” four card lengths from Nameless’ character card.
Using Nameless’ shuriken (small weapon) only, try and score as
many points as possible in six rounds.

Each round you may do ONE of two things, throw or move. Move
one card length forward to make subsequent thro sier, or throw
youwapon to score points according to the nu listed on the

target. Only the highest scoring zone hit counts fowards your total.
ur pomts aftter six rounds and compete for re.

I - Recruit -
Apprentice - N
“ , 10-Points Adept g
. 15-Points Sensei
20-Points Grand Master Assassin g
30-Points Even death trembles at your name... 3
B2 "
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THANK YOU'.":

Without the special contributions of the following
this game never would have happened. Thank you

support. g
— Y -
« Allie & Shaun Beckerman 2 K. Andexso
Brady Cook Kali & Isaac S *; h
Brittney Lillie Karen Seamon
Bryson Higley Kurt Thorderso

Colleen Norris
Don Lovelace
Derek Shaw

M. Dayid Butts
Matthew “MadDawgGrimes” Heninger
Nate Covington & Marina Taylor

Evan Jeremy Nicholas Taylor
Jennifer Snarr Scott & Tanita Sessions
Jon Shaw Taylor Everett §

|
Joan Anderson Trax Decker '
Kyle Hansen, for sharing his ideas, and Josh Smith for making '

Badon all he could be.

Zombified Super Supporters r 2
Lars & Carley Thorderson

Shay Higley

And a special thanks to our wives, Erika, Britta and Kristin. - ] *

And a final thank you to all our other back'ers,
From the Rise of the Exiled team
Jarom Higley, James Taylor and Brian Shaw

For questions, visit our contact form at RiseoftheExiled.com/cont:
©2018 J&E Innovations, LLC. All Rights Reserved.
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Quick Play Guide

Set Up (Pg5)

Split into even teams. Choose characters, find reference and
weapon cards

Read aloud each character’s abilities

Teams are ~2 - 3 feet apart. Allies are ~1 - 2 feet apart
Players start with 7 hit points

Attack (Pg 8)

Use abilities when appropriate

Each player throws their weapon simultaneously from
behind their character, one foot above the playing area

If a weapon overlaps with an enemy, damage is dealt based
on the highest zone hit

Headshots deal 3, body shots deal 2 and appendages deal 1
damage (see reference card for hit zones)

Return characters with 0 hit points to the game box

Movement (Pg 14)

Use abilities when appropriate

Each player may move one card length in any direction
Movement is simultaneous

When only two players remain, they may only move
toward each other

Repeat attack and movement phases until only one team is left

Movement: This ability may be
activated during the movement phase.

: |
y Attack: This ability may be
N activated during the attack phase.

A Anytime: This ability may be
-:. activated at any point in the game. |

Passive: This ability is always activated when
specified game conditions are met.

Reactive: This ability may be activated when
specified game conditions are met.



