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When build deck Cards th burned or discarded UNTAPPED If you bleed her M f thCE
en bui ing your deck, your ards that are burned or discarde ) you leed another Methuselah for one or more Pool, you
library (the green-backed deck) must are placed face up in their owner’s ash Du:ng'lthe game, Somz Qf YOU; gain control of the Edge. If you control the Edge, you may BLOOD POOL
contain at least 40 Cards. It may haVC hcap, or discard pl]C Aﬂy p]ayer may ;aor j wi 1 b)ecof:lle taPPe h(tuff}lle burn it to gain one vote during a referendum_ If you control YOU begin the game With 30 POO].
up to 10 additional cards per player, examine your ash heap at any time. ' eirees ’ m' lcat;ngft at they the Edge during your untap phase, you may gain one pool. You spend your pool to control vampires
including  yourself. In an official You may use a discard phase action ave been q actlvateb or q sorr.le Put the Edge here when you control it. and play certain cards. If you run out
constructed tournament, your library to burn a card from your hand and Eﬁiﬁi;eem;r:ir:t ;use again of pool, you are ousted. When your prey
must be between 60 and 90 cards. draw a new card from your library. At th i pr ' LO CATIONS AND is ousted, you gain a victory point and
At the start of the game, shuffle your t the beginning ol your turn, 6 1. If the last in th
library and draw thge top 7 cards);nto during your untap phase, you OTHER CARDS Pog(;me );Z:L Z:in :V?Csto[:;r;zrilnltn )
your hand. Whenever you play a card, always get to untap all of your Certain cards require you to put them into play (locations The Win;ler of the game is the player
immediately draw to replace it. cards. Only untapped minions and some other masters, some actions and political action with the most victory points
may block,dtake actions or play cards). You may place such cards above or off to the side
reaction cards. of this mat.
\_ AN L J
s N N7 N7 N7 N7 N
CRYPT READY REGION ACTIONS BLOCKING OMBAT VOTING TURN
When building your deck, your crypt The ready region contains [ready ® Blged. Directed at prey by|default. Difected actions can be blockgd gorlrlllsat fishdsivtilc]l:d sitmos- ropnds. Wher unblocked, the terms (if anx) SEQUENCE
(the gold-backed deck) must contain minions and other cards (locations, ° I;”m' +1 stea}‘:(h 4] i only by the affected Methuselgh. h;;e‘:,:: Esiab lisierarfpe.(lo - afet set fand the plfxyetrs (Fhen e (tihc;r Tums proceed clockwise around
. C . tealth. . . . votes,| Ior or against (in any order).
at least 12 cards. The vampires in your for example) that you control. [These CE)C;?S balx(;o q I}ercl bloo :ls i?you Fof undirected actions, the prey sl b maneuvering. Each found Oncd cast, the vote caKnot be the playing area. Each player’s turn
crypt must all be from the same group cards are the main resources with control a ready Anarch) gets the first chance to block, then begins af close range. changed. Players may abstain from is composed of the following five
or from two consecutive groups. which a Methuselah accompfishes e Eq uip (equipment car)d or1 transfer thd predator. To block, select hn Stﬂ]!(e: (Both minions fdec%are their voting or get votes as follows: 1 vote phases, in order:
b Is. befween two minions). +] stealth ! d and readv minion. Th strikes (acting minion first). for edch political action card played
At the start of the game, shuffle < 8oa * Etploy (retainer card). +] stealth o appe’ ‘an S s A Strikes r¢solve in the following drder: (? : ibpo l}l,cl ) l)0] ) f 2 yeh 1. UNTAP PHASE
rr L y bldcker’s intercept must equal pr 8 imit|1 by each player), I vote or eac
your crypt and take the top 4 cards | | Your ready minions can take aftions * Recruit (ally card). +1 steglth ' P must. q 1) strikk: combat ends ready britosenios Bishap) Zeislor Untap all of your tapped cards. You
and place them face down in your W LEoy gen el op e * Cl'llareferendlim (Witllf a political T? (;d ;{hc; actmgbmmxoni Ste?}ﬂh. 2) all fitst strikes each feady prince, archbisilop, baron, may gain one pool if you control the
uncontrolled region. reinforce your position, and th¢y can . EC ion card). + ?;teailt OC.C » com iit‘ | 3) all other strikes kholg or magaji, 3 votes for each Edge. Choose to yield or pay for
attempt to block the actions offother TE iog?t(%giﬁgi{: d1)nftoc;r i:trai[lssie blqck fails, other minions can make Dodge pfotects the dodger no njatter ready [justicar or cardinal, 3 votes for contested cards. If multiple effects
Methuselahs’ minions. R Othir action (action catd or as thd attempt. what the|opposing strike is. the ptisci block and 4 votes for each occur during the untap phase, you
allowed by card in play) Once a Methuselah declines fo Prcssg Plrfess to continue or| end r";ad)’ Ifmer Ctirclle rltr,lcm.ber.ﬂTOE dcan may do them in any order.
. G¥il S e i fefiern i B combat.|lt a press to continue is not als0 gain a votc by burning the Edge.
\_ PAS ) \t’I};l;ea :(t)isc:noifsasrijsgls(;?ui.s paiq only lf) kblc 5 e ek i il ) GlayCd, (ombpat will end. ) \TiCd votes fail. ) i MAST.ER PHASE - )
ou receive one master phase action
ically used to play a
e N 7 7 e ( \ per turn, typically play
UNCONTROLLED Duri\ng .your influence pl@ At th beginning‘ of thg game,\ (\Qhen an uncontrolled vampire ha) TORP OR (C ONTROLLED) mj'ster carci. [tJnused master phase
you feceive a number of trangfers playerg do not reccive the ugual four a number of blood counters equal to ] ) , actions are lost.
REGION ) . . ) ) ) A vampire enters the torpor region when he takes damage that he can’t heal
(usually four) that you can use iz} the transfeps. Instead, the firsp player hig capacity (the number in the circle — either by taking more damage than he has blood or Ey taking aggravated 3. MINION PHASE
The uncontrolled region holds folloying ways: receives only one transfer, th¢ second in the right corner) at the end of the damage in any amount. When aggravated damage is successfully inflicted on a Your ready, untapped minions may
the vampires you will attempt to * Mpve a blood from your pool player pets two and so on, infreasing influence phase, he is placed in the vampire that already has unhealed damage, he must burn a blood to prevent his tap to take actions.
control. There are 4 vampires |from to|an uncontrolled vampirg for the number of transfers recived by ready region (face-up and untapped). destruction. If he doesn’t have enough bloclcl, he is burn’c’:d. 4. INFLUENCE PHASE
your crypt here initially, and yol can | tfansfer. one uptil a player reaches t’he full Thie blood counters are kept on the X_:gg;esc ;?d;?%)}?c:ycﬁ: itele;aclis(se)fe[o)t}::r \}:ir;i:;rpcz; )r’esbcll?glihzze(sssﬂlr?; Up to four transfers may be spent to
get more vampires from your fcrypt e Mbve a blood from | an | | four Al players then recive the | | p y vampire, to be used by the | | 2 blood) or diablerize them (killing them). move pool to or from your controlled
by spending influence. unfontrolled vampire to pour usual fpur transfers. vampire to heal damage, pay the cost * Leave torpor: *1 stealth. Cost: 2 blood. If blocked, the blocking vampire can diablerize. vampires.
You can look at the vampires in| your popl for 2 transfers. of kertain cards, etc. ® Rescue: +1 stealth if you control the target, a directed action if not Cost: 5. DiSCARD PHASE
. | e Pab 1 nool to move the hext 2 blood (paid from either vampire). . . .
uncontrolled region at any timg. / . P f * Diablerie: +1 stealth if you control the target, a directed action at  stealth if not. Mow s Ofle e i z'lchon
vampire from your crypt| to e = o R per turn, typically used to discard
lled : f Diablerie burns the victim, and the diablerist gets all the victim’s blood and
yopr uncontrolled region | for X R ) ) ) . R a card from your hand or play an
4 thansfers equipment. If the victim had a higher capacity, the diablerist may get a Discipline
) card. A blood hunt referendum to burn the diablerist may be called. event card from your hand. Unused
L L) WA LU y Vampires in the torpor region are still controlled. \discard phase actions are lost.
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