LBS Rules Summary

Turn Sequence

1. Dawn Phase

Straighten all cards

2. Day Phase (do any or all)

a. Perform day or open actions

b. Bring heroes or holdings into play

c. Attach followers or items

d. Move cards among heroes

e. Once per turn, create attack phase

Attack Phase

a. Declare attack

b. Attacker, then defender assigns ground units

c. Attacker, then defender assigns flying units

d. Beginning with defender, each player may:

i. Perform a battle or open action

ii. Bow a unit to engage

iii. Bow a unit to return it home

Repeat until both players pass

3. Night Phase (do any or all)

a. Perform night or open actions

b. Pay 3 water to return a dead Khadi hero to play

c. One per turn, create raid phase

Raid Phase

1. Declare raid

2. Raider assigns units and raiding fate values

3. Defender assigns units and defending fate values

4. Compare fate values.  Higher value wins.  One water token from raided city section on each successful raiding hero

4. End Phase

Draw four cards, then discard to max hand size, pass Caliph’s Blessing

Deck Prep/Building

At least 55 cards in deck, plus stronghold and city sections

Up to 3 copies of any card, including uniques

Card Types (values top-bottom, left-right)

Stronghold: City points, copper production, influence, fate value

City Section: Base strength, water capacity (start/max), city point cost

Hero: Strength, ka, water cost, copper cost, influence, fate value

Action: water cost, copper cost, fate value

Holding: water cost, copper cost, fate value

Follower: Strength, ka, water cost, copper cost, influence, fate value

Item: Strength bonus, ka bonus, water cost, copper cost, influence, fate value

Spell: water cost, copper cost, fate value (Jinn also have strength and ka, no influence)

Story: Fate value

Bowing Cards

Bowed cards cannot be used to attack, defend, raid, or use any action

Cards attached to a bowed hero may not attack or defend, but may bow to use other special abilities

Victory Conditions

Be the last player to have city sections with water (opponent ends turn without water tokens)

Or collect 5 story points (as soon as you reach 5, you win)

Setup

Stronghold, city sections (up to stronghold city points) with start water tokens, draw deck

Draw 4 cards plus 1 for each city section you control

Cut decks, highest fate value goes first (has Caliph’s blessing- is Blessed player)

Buried pile (for destroyed/removed from play cards) and saved pile (for played/discarded cards); only saved is reshuffled if it runs out

Paying Costs

1 card pays for 1 copper cost, can use multiple cards to pay for one card, excess lost

Water costs paid only from water on city sections

Bringing Cards Into Play

Heroes aligned to another faction cost +2 copper

Treat jinn as entering heroes

Holdings enter play bowed, except fortifications (attach to city sections, not bowed)

Only 1 copy of a unique card may be in play at a time

Attaching Cards

Hero must be unbowed to attach item or follower

To move, must bow all heroes involved in the exchange (can’t transfer to bowed hero)

Cards with “+ X” as strength/ka add value directly to hero

Turn Sequence

1. Dawn Phase

Beginning with Blessed player, straighten all cards.

2. Day Phase (do any or all)

Beginning with Blessed player, each player may take one of the following actions or pass.  Day ends when all players pass consecutively.
a. Perform a day or open action

b. Bring a hero or holding into play

c. Attach a follower or item

d. Move a card among heroes

e. Once per turn, create an attack phase

Attack Phase

May send units to attack more than one opponent.

a. Declare attack: declare intent to send unit against city section(s); both sides may call for allies

b. Ground units: attacker (and allies) assigns ground units to city sections declared earlier, defender (and allies) then assigns units to defend.  May defend sections not under attack.

c. Flying units: Attacker (and allies), then defender (and allies) assigns flying units

d. Resolve battles in order determined by attacker.  Beginning with defender, each player may (if he/she has a unit at the battle):

· Perform a battle or open action

· Bow a unit to engage

· Bow a unit to return it home

· Pass

Repeat until both players pass or city section destroyed, then move to next battle.  After all battles end, attack phase is over

	Engaging: 

Attacker bows attacking unit and announces total strength.  (Followers may engage with unit to add strength or remain unbowed.)

Defender must absorb damage.  May destroy any combination of unit cards (absorb to their strength), water tokens (absorb 1 per token), or the city section card (absorbs all damage)

Units with strength higher than engaging unit’s are not required to be destroyed, even if unable to absorb all damage

May absorb damage with at least 1 hero and discard(s) (fate value[s] of card added to damage absorbed)


3. Night Phase (do any or all)

Beginning with Blessed player, each player may take one of the following actions or pass.  Day ends when all players pass consecutively.
a. Perform a night or open action

b. Pay 3 water to return a Khadi hero to play from buried pile

c. One per turn, create a raid phase

Raid Phase

1. Declare raid: announce intent to raid (don’t have to name specific city section)

2. Raider assigns one unbowed unit to city section(s) he/she wants to raid.  Place card face down on unit- fate value is its raiding fate value.

3. Defender may assign one unbowed unit to defend section(s) being raided.  Place card as above- fate value is unit’s defending fate value.

4. Compare fate values.  Higher value wins.  If city section undefended, raiding unit must exceed city section’s base strength.  Successful raiding units take one water token from the city section.  Unsuccessful raiding units take nothing.  Fate cards discarded, raiding units return home bowed, defending units return home unbowed.

4. End Phase

Eliminate any players without water tokens from game (beginning with Blessed, clockwise)

Draw four cards, then discard to max hand size (4 + 1 per city section)

Redistribute water tokens- must remove from units, may move among sections (water tokens that can’t be stored are lost)

Pass Caliph’s Blessing clockwise

Actions

Must completely resolve action before another can be played (except reactions)

Precedence given to Blessed player, or defender in battle

Actions with omen trait destroy previously played omens; battle omens destroyed at end of battle

Battle actions must come from a card (or token) in/move a card to/target a card or player in the current battle

Open actions during day, night, or (legal) battle

Reactions interrupt actions and may keep them from resolving

Tokens and Permanents

Tokens change cards for the life of the card (destroyed cards lose all tokens); stats that drop below 0 are 0 instead.

Permanent changes follow cards even if they’re destroyed to end of game

Challenges and Duels

When challenge played, select unbowed challenger and any hero controlled by other player; if other player accepts, begin duel (nothing happens if refused)

Both announce ka (including any + X bonuses)

Challenged hero plays thrust card (from hand) or passes

If thrust played, opponent must play parry from hand or top of deck (if thrust not played, opponent may thrust)

Difference in 2 cards’ fate values subtracted from parrying player’s ka.

Bury parry card, discard thrust card.  Now challenger may thrust, and so on.

When hero reduced to 0 ka, loses duel.

If both pass, compare kas; higher ka wins

If tie, both “lose.”

Unless otherwise stated, loser destroyed, winner unaffected, ka returns to normal after duel

Special Card Traits

Flying- Can be assigned during flying phase (all followers in unit and hero must have flying)

Archery- When card engages, controller may choose which of opponent’s cards absorbs damage (only 1 card, extra lost); + or – number modifies strength for this purpose.  Can’t target hero with followers.  Multiple archery cards may combine to target a card

Berserk- When card engages, opposing army can’t absorb damage with cards from hand

Sahir- Can cast spells, have innate abilities

Duelist- May increase parry value by 1 after thrust and parry revealed

Carry- Can carry X additional water tokens from successful raid

Raid- Modifies fate value of raid fate card by X

Khadi- Can be returned to play from buried pile during night phase for 3 water

Undead- non-human, heroes cannot raid

Tactician- Once per battle, may play card from hand and add fate value to strength until end of turn

Experienced- Overlays inexperienced version of hero without cost, attaches any tokens, cards

