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 Ages ago, a prophet walked into our realm. 
Before the Prophet’s arrival, the human race was but 
a meek and inferior suckling in a fantastical world 
brimming with powerful beings. However, the 
Prophet ignited our spirits and led us to victory. No 
longer would we be creatures that hid amongst the 
shadows. With hope on our side, we grew in 
numbers and created a kingdom in the Prophet’s 
vision. ‘Twas a holy place that still stands to this 
very day. It protected us, as if it was a divine shield. 
The Prophet called it our “Aegis.”
 To secure our safety, the human race exiled the 
other races to the abandoned realm through a 
portal within Aegis; thereafter, we inherited a world 
to ourselves. Nonetheless, the Prophet eventually lost 
faith and left us, but only with lessons, lessons that 
we have forgotten long ago. 
 Humankind was supposed to learn peace, 
acceptance, and forgiveness. Yet what we achieved 
instead was a need to vie for power and domination. 
As the passage of time unfolded, we became nothing 
more than figureheads and pawns in a ruthless 
game. We bloodied the lands that were given to us. 
We turned the beauty of life into vice. We shattered 
our Aegis with endless war. We questioned if it could 
ever be Aegis again. Still we question, is it 
“Ever Aegis?”   
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 1x Archaeologist Card 
 1x Armory Card
 1x Ballista Card
 1x Blacksmith Card
 1x Caravan Card
 1x Catacombs Card
 1x Catapult Card
 1x Cellar Card
 1x Chapel Card
 1x Charity Card
 1x Council Card
 1x Courthouse Card

 1x Dungeon Card
 1x Encampment Card
 1x Executioner Card
 1x Harbor Card
 1x Hideout Card
 1x Orchard Card
 1x Pyramid Card
 1x Shrine Card
 1x Tailor Card
 1x Tavern Card
 1x Theater Card

23 Estate Cards

 5x Temple Cards
 5x Mason Cards
 5x Barracks Cards
 5x Treasury Cards
 5x Laboratory Cards
 5x Library Cards

30 Building Cards

COMPONENTS



 1x Penguin E�gy
 1x Rune of Acid
 1x Rune of Earth
 1x Rune of Fire
 1x Rune of Ice
 1x Rune of Life 
 1x Rune of Lightning
 1x Rune of Void
 10x Sanctions
 1x Scales
 1x Scarab
 1x Shield
 1x Sword
 1x Target
 1x Torch
 1x Treaty
 1x Wall

 
 3x Ankhs 
 1x Axe
 7x Bats
 5x Bears
 1x Bird
 1x Bomb
 6x Bones
 4x Brigs
 1x Caltrops
 1x Canopic Jar
 1x Choker
 20x Coins
 1x Crown
 1x Dagger
 1x Glove
 1x Hammer
 1x Horn
 1x Idol

83 Punch-Out Items

1x Blank Cards
1x Blue D8 Die – Mob Actor
1x Ink Quill
2x Wall Standers

5 Miscellaneous

5
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 1x Lady Irina
 1x Lord Montecruz
 1x Maiden Valorette
 1x Pharaoh Ankheptut
 1x Queen Liara II
 1x Regina Eurybia
 1x Saint Zhu Jiantus
 1x Sangomus Abayomi
 1x Senator Leander
 1x Shaman Juji Jumba
 1x Shogun Aizou Miyamoto
 1x Sultan Haseeb
 1x Warden Goreld
 1x Warlord Poom
 1x Wizard Gregmel

 1x Archdruid Catriona
 1x Avatar Madee
 1x Captain Johnny Flint
 1x Champion Anaxilea
 1x Chief Prays With Bears
 1x Councilman Theos
 1x Domine Khatun
 1x Duke Baatlord
 1x Emperor Guan Fei
 1x General Wartaz
 1x Grand Penguin
 1x Hooded Fox
 1x King Victor XII
 1x Koning Jafari
 1x Konungr Ogrim
 
 

30 Leader Mats

30x Clear Soldiers
20x Blue Soldiers
10x Orange Soldiers

60 Soldiers

6



 The goal of the game is to expand your empire so that you may claim the 
throne within the holy kingdom of Ever Aegis. There are 3 different ways to win in 
a classic game of Ever Aegis. You win if you meet 1 of the following conditions:

You have 5 unrevealed cards during the Conquest Phase on your turn.

You are the only player remaining and all other players are eliminated.

You have achieved an alternate win condition with a specific leader.

 

 7

OBJECTIVE
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These are the steps to prepare a classic game of Ever Aegis. 

Step 1: Shuffle all of the estate cards 
together to form the “Estate Deck.”

Step 2: Create 5 different stacks of 
cards with 1 of each type of building card: 
Temple, Mason, Barracks, Treasury, 
Laboratory, and Library. These decks are 
called “Years.”

Step 3: Without peeking at any cards, 
shuffle 2 estate cards from the estate 
deck into each of the 5 years. 

Step 4: Shuffle 2 years together to form 
“the deck.” Put the remaining years and 
the estate deck aside. (Note: It is important 
to tell new players the quantity in each 
year.)  

Step 5: Each player selects a leader 
mat by placing it in front of themself. This 
selection is based on your setup 
preference. Pick one of the following:  

SETUP

Limited Selection: Shuffle all of the leader mats together. Each player 
draws 3 leader mats without revealing them. Each player selects a 
leader mat by placing 1 of them facedown in front of themself and 
discarding the other leader mats. All players reveal the facedown 
leader when the game begins. (You may alter this so players draw more 
or less than 3 cards.) This is the recommended selection.
Drafting Selection: Shuffle all leader mats together. A player draws a 
number of leader mats equal to the number of players plus 2. That 
player selects 1 and reveals it. That player gives the remaining mats 
to any other player. This is done until each player has a leader mat.
Freeform Selection: All players select a leader mat of their choice.  
Simpleton Selection: All players gain a leader mat and use the 
backside. This is recommended for beginners.  
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HOW TO PLAY
BEGIN

DRAW

END

DEMISE

CONQUEST

ACTION

Use 1 of your actions.

Players with 4 revealed 
cards are eliminated.

You win if you have 5 
unrevealed cards.

Execute your beginning 
of turn effects.

Execute your end of 
turn effects.

Gain a card from the 
deck.

In Ever Aegis, players alternate between their turns. 
When it is a player’s turn, that player is referred to as 
the “current player.” A player’s turn is broken into 6 
phases, which must be followed in chronological 
order. These phases are: Begin, Draw, Action, End, 
Demise, and Conquest. 

After a player finishes all 6 phases, it is the next 
player’s turn. The next player is usually to the current 
player’s immediate left (unless the turn order was 
changed from clockwise to counterclockwise). At any 
point during a player’s turn, if there are no other 
players remaining because all other players are 
eliminated, that player wins the game. 

Essentially, a player’s turn consists of drawing a card and using 1 of their actions. The 
other phases only come into play when the time arises. Therefore, the displayed 
phases that are in red are executed every turn, whereas the phases in dark 
grey are executed when certain conditions are met. 

Step 6: Each player collects 3 soldiers and gains 
possession of them. 

Step 7: Read aloud the Laboratory and Library 
actions of each leader, along with each of their 
abilities. (Leader’s abilities will be displayed to all 
other players in the blue bar on the top of the 
leader mat.)

Step 8: Choose a player to go 
first. Players may use any method 
they like to select the first player.

Step 9: Begin the game. 



PHASES OF A TURN

DRAW PHASE

BEGIN PHASE The current player must execute any effects that 
happen at the beginning of their turn. That player 

chooses the order in which these effects happen.

A player named Sally with 1 soldier begins her turn with a BEAR, the HORN, and the PENGUIN 
EFFIGY in her possession. Sally chooses to have the BEAR affect her first. Now she has 0 soldiers. 
Afterward, she selects the PENGUIN EFFIGY, but will not have to give sacrifices away because she 
has no soldiers. Finally, Sally gains 2 soldiers for possessing the HORN. 

The current player must draw the top card from the 
deck and place it facedown in front of themself as 

an unrevealed card. The current player has possession of that card and may peek at 
any cards in their possession at any time without revealing them. If the deck has no 
cards during this phase, use the “Empty Deck Rule” and have the current player make 
any year into the deck. If there are no more years left, make the top 8 cards from the 
estate deck into the deck instead. The deck, even when empty, is still treated as the 
deck for all other rules of the 
game.

It’s the Draw Phase on Jeff’s turn. 
There are no cards in the deck. 
Therefore, Jeff makes a year of his 
choice into the new deck. 
Afterward, Jeff places the top card 
of the deck in front of himself to 
display it is in his possession. That 
card is unrevealed, so it remains 
facedown. Jeff peeks at it to see 
that it is a Harbor card.

Discard a
soldier in your

possession.

Give the Grand 
Penguin 2 soldiers

as sacrifices. 

Gain 2 soldiers
to add to your

possession.

1 2 3

10



END PHASE

ACTION PHASE The current player may use 1 of the 8 actions 
located on their leader mat, regardless of what 

cards that player possesses (see “bluffing” on page 16). Those actions are: Recruit, 
War, Temple, Mason, Barracks, Treasury, Laboratory, and Library. When a player uses 
an action they must state the name of the action they are using (Recruit, War, Temple, 
Mason, Barracks, Treasury, Laboratory, or Library). This statement is a “claim.” After 

the claim, that player must also read the 
text of that action and coherently explain 
to all other players how they are going to 
execute that action. Execute these actions 
1 sentence at a time. The player that makes 
this declaration is the “declarer.” If no 
players intervene, enact the text exactly 
how it is written within the text box of that 
action. Ensure the current player executes 
the text in the order in which it reads.

Peter is using Hooded Fox during his Action 
Phase. As the declarer, he says, “With the Library, 
I’ll take the BIRD from Sally and give it to Jeff.” 
Afterward, he says, “I’ll remove a soldier on Fred’s 
BOMB.” Peter must give all other players ample 
time to react to both explanations individually. 
Peter must allow other players the opportunity to 
do the following: guard against the Library, call 
his bluff, or use reactive items, cards, or effects.” 
(See “guarding” on page 17)

The current player must execute any effects that 
would happen at the end of their turn, much like the 

Begin Phase. That player chooses the order in which these effects happen during this 
phase as well.

It’s the end of Sally’s turn, and she has the DAGGER and the Ballista card revealed in her possession. 
She first chooses to use the Ballista card to make Jeff and Peter each discard a soldier. Afterward, 
she chooses the DAGGER and reveals 1 of her unrevealed cards. 

Discard up
to 2 soldiers

in play.

Reveal 1 of
your unrevealed

cards. 

21
11
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SALLY

PROFITS FROM DISCARDED ITEMS
VIGILANTE

Whenever an opponent’s ITEM is discarded, you 
may gain 3 soldiers along with the GLOVE or the 
discarded ITEM. Afterwards, you may add or 
remove an unused soldier from the BOMB.

RECRUIT

WAR

MASON

BARRACKS

TREASURY

LABORATORY

LIBRARY

Gain 5 soldiers. 

TEMPLE

Gain 2 soldiers.

If you have at least 1 soldier, select an 
opponent to have war with.

Give any revealed card in play to any player and  
SANCTION their action that matches the card.

You may discard up to 2 ITEMS in 
play or give the WALL to any player.

In turn order, each of your opponents must 
discard 1 of their unrevealed cards.

Add or remove an unused soldier from the BOMB. 
Give any player the BOMB or the DAGGER. 

Give any player the CALTROPS, or the 
BIRD, or discard an ITEM in play.

1ST1ST
ORIGIN

As an orphaned child from the 
streets of Truecall, having no name 
or home, every day was a fight to 
get to the next. Atrocities defined 
him. Most men would turn to 
malice, but not him, he saw the 
good in people. Through it all, he 
always chose to fight for the weak 
and helpless at the expense of 
himself. Stealing for the poor, 
exposing crime lords, and 
counteracting governmental 
corruption all led him to be the 
most notorious vigilante in 
Litveil. He has recruited many 
people into a life of heroism 
in his group, the “Liberators 
Legion,” who have all 
vowed to defend the 
helpless. Always hunted 
by the law and always 
in the shadows, the 
people finally gave him 
a name, “the Hooded 
Fox, Bane of Injustice.”  

HOODED FOX



DEMISE PHASE If any players have the required amount of revealed 
cards to become eliminated during this phase 

(usually 4 revealed cards), each of those players become eliminated. When a player is 
eliminated, that player can no longer take any turns, that player must discard all of 
their items and soldiers, and that player’s ability is deactivated. Furthermore, an 
eliminated player always skips their turn. However, they maintain possession of their 
cards and reveal all of them. 

It’s Jeff’s turn during his Demise Phase. Jeff, Keith, and Sally have 4 revealed cards. Therefore, they 
are all eliminated. However, Jeff’s elimination causes him to reveal the Blacksmith card. Jeff takes 
the SHIELD from Peter and gives it to Sally. Sally must discard the SHIELD because she’s eliminated. 
Afterward, Sally reveals 3 estate cards when eliminated: Catapult, Tailor, and Chapel. The Catapult is 
useless, because her turns are skipped while she is eliminated.  The Tailor is used to unreveal 1 of 
Keith’s 4 revealed cards. However, Keith is still eliminated by having 4 cards revealed on the Demise 
Phase and must reveal the card anyway. Finally, the Chapel remains in play and affects the 2 
remaining players, Peter and Fred.  

If the current player has the required amount 
of unrevealed cards to win the game (usually 5 

or more unrevealed cards), that player wins the game. 

It is Peter’s turn during his Conquest Phase. He has 5 unrevealed cards and therefore wins the game. 

CONQUEST PHASE

=  

ELIMINATION

=  

ELIMINATION4 Revealed Cards

5 Unrevealed Cards

=          

VICTORY

=          

VICTORY
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It is important to note that all 
leaders have the same 6 actions on 
the top of their list of actions. 
However, the bottom 2 actions are 

unique to each leader. Altogether though, there 
are 3 different types of actions: non-bluff actions, 
bluff actions, and unique bluff actions.

ACTIONS

NON-BLUFF ACTIONS

BLUFF ACTIONS

13

All players have these 2 non-bluff actions, 
Recruit and War. These actions do not require 

any unrevealed cards in order to execute them. 
RECRUIT:  Gain 2 soldiers from the reserve.  
This action isn’t very fruitful, but it’s a good way to bide time and remain inconspicuous. 
After all, the player that seems to be doing the best is usually everyone’s target. 
WAR: If you have at least 1 soldier, select another player. You have war with 
the selected player as the attacker. (See “war” on page 14)  
This action is not only used to eliminate players, but to prevent a player from winning or 
becoming too powerful. It can also be used to remove the WALL. However, it leaves both 
players in the war more defenseless. 

All leaders can execute the same 4 bluff actions: Temple, 
Mason, Barracks, and Treasury. However, the matching, 

unrevealed building card is needed to execute a bluff action, unless a player 
bluffs about having the matching, unrevealed card.  (see “bluffing” on page 16)

TEMPLE:  Select any player. Give any revealed card possessed by any player to 
the selected player. Afterward, add a SANCTION item to the selected player’s 
action that matches the card the selected player received. 
This action is for recovering any players, especially yourself. Meanwhile, it also damages 
other players. Moreover, it can be used to stop a player from using a detrimental action.     
MASON:  You may choose amongst two options. You may either gain the 
WALL or remove 1 or 2 items from any player’s possession. 
This action is versatile and cannot be guarded against. The WALL can help 
protect against cruel actions or the onslaught of war. Also, the ability to 
discard not 1, but 2 items can ease your mind and help form alliances. 
However, this action cannot be guarded. It's important to note the following 
player can bother you by taking the WALL right after you gained it. 
    

PIERCE
An action with a pierce icon on the 
righthand side cannot be guarded 
against. (See Guarding on page 17)



UNIQUE BLUFF ACTIONS

BARRACKS:  In turn order (the order in which players take their turns, 
starting with the current player), each opponent must select an unrevealed 
card that they each possess. Discard the selected cards. 
This action is quite powerful. It can slow the progress of all other players without expending 
your precious soldiers. However, it has many weaknesses as well. It can be guarded against 
by a WALL or another player that claims to also have a Barracks. This action can also upset 
other players that you might not want to break an alliance with. 

TREASURY:  You gain 5 soldiers from the reserve.
That is really all there is to it. If you claim to have the Treasury, you can build a massive army 
to protect yourself or fight others.  

Different leaders have different unique 
bluff actions. These actions are the 

Laboratory and Library action. Like regular bluff actions, the matching, 
unrevealed building cards are needed to execute these actions, unless you 
bluff about having the matching, unrevealed cards.  

LABORATORY: You execute the action as dictated on your leader mat. 
In a Simpleton game, you can use the Laboratory to gain information about what cards 
players have or will have. Furthermore, it is an excellent way to have your opponents not 
know what cards you have. 

LIBRARY:  Again, you execute the action as dictated on your leader mat.  
In a Simpleton game, you can give players 2 SANCTIONS or the TREATY. This can be used to 
halt a player from using an action that they are overusing or force an alliance.

PHASES OF A WAR

DESIGNATE

BATTLE

CASUALTIES

RESOLUTION

Determine who is 
attacker and defender.

Both players lose half 
their soldiers.

The winner is whoever 
has the most soldiers.

The loser must reveal 
2 of their cards.

A war is when 2 players fight each other to determine 
who must reveal 2 cards. In order for a player to 
declare war against another player, they must have at 
least 1 soldier. If the attacker has 0 soldiers, the war 
is thwarted (see “thwarting” on page 17). When a war 
begins, follow the Phases of War in chronological 

order as displayed on the right. After 
a war is over, the current player 
resumes their turn. 

14



DESIGNATE PHASE This phase is purely to indicate who is the 
attacker and who is the defender within a 

war. The attacker is the player who selects a player to go to war with. The defender is 
the player who has been selected and is forced into a war. 

Fred selects to go to war against Sally. 
Therefore, Fred is the attacker and Sally is 
the defender.

BATTLE PHASE This phase is to determine which player has more 
soldiers. The player with the most soldiers wins, 
and the player with the least soldiers loses. If both 
players have the same number of soldiers, the 
defender wins the war. During this phase, if the 
attacker has 0 soldiers, the war is thwarted. 

Fred has 3 soldiers and Sally has 11 
soldiers. Therefore, Sally wins the war. 

RESOLUTION PHASE During this phase, the loser of the war 
must fully reveal 2 of their unrevealed 
cards. 

Fred is the loser of the war. Therefore, Fred 
must reveal 2 of his unrevealed cards. If Fred 
only has 1 unrevealed card, he will instead 
only reveal 1 of his unrevealed cards.

CASUALTIES PHASE Finally, after the war is over and the loser 
reveals their cards, both players lose half 
of their soldiers. If a player has an odd 
number of soldiers, they must round up.

Fred loses 2 soldiers and has 1 soldier 
remaining. Sally loses 6 soldiers and has 5 
soldiers remaining.
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CALLING BLUFFS

When a player uses an action or guards against an action, that player makes a claim 
and is considered to be the “declarer.” When a declarer makes a claim or a declaration, 
any other player may choose to call their bluff, guard against that action, use an item, 
or do nothing. This can be done at any time by any remaining players. When a player 
announces that they think a player is bluffing, they are referred to as the “caller.” The 
declarer must reveal 1 of their unrevealed cards to prove to the caller whether or not 
they have the card that matches their claim. 

If the caller is incorrect and the declarer 
reveals a card that matches their claim, 
the revealed card is immediately 
unrevealed. The declarer was not bluffing 
and their reveal is not considered to be a 
“full reveal” (See page 32). Afterward, the 
caller must fully reveal one of their 
unrevealed cards. If the caller has no 
unrevealed cards, the caller gains the 
BRIG instead. Finally, the declarer 
proceeds with either executing their 
action or guarding against an action. 

Jeff uses a Barracks action. Peter says, “I guard 
against your Barracks with my Barracks.” Jeff 
says, “You don't have a Barracks. Prove it!” Peter 
then reveals his Barracks. The Barracks action 
has no effect on Peter because Peter guarded 
against it. Afterward, Peter must unreveal his 
Barracks. Jeff must fully reveal 1 of his 
unrevealed cards.  

If the caller is correct and the declarer 
reveals a card that does not match their 
claim, that card remains revealed and is 
now fully revealed. The declarer was 
bluffing. If the declarer used an action, the 
action is thwarted, which means the 
action is not executed and the declarer 
ends their Action Phase. If the declarer 
attempted to guard against an action, the 
action affects them and is not guarded 
against.

Fred claims to have a Treasury. Sally thinks Fred 
is lying. So she says, “You’re a liar! I call your 
bluff!” Fred reveals a Laboratory. Therefore, he 
cannot gain 5 soldiers, because his action is 
thwarted.

Liar!

Nope!
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GUARDING AGAINST ACTIONS
When a player guards against an action, that player must make a claim on how they 
are guarding against that action (usually with the WALL or a matching card). When an 
action is guarded against, that action does not affect the players that guard against it. 
However, that action still affects the players that are not guarding against it. The 
player executing the action cannot guard against their own action. Furthermore, if the 
guarding player claims that they have a card that matches the action they are the 
“declarer,” and any player can attempt to call that player’s bluff as the “caller.” If the 
caller is correct, the guard is thwarted. 
 
Keith uses the Barracks action. Sally guards against the Barracks action because she possesses the 
WALL item. Peter doesn’t have a Barracks card. However, Peter claims to have a Barracks card and 
therefore he can guard against that action, unless a player calls his bluff. 

PRIORITY

However, if 2 or more players call the 
same bluff, priority is given to the player 
that would be first in turn order, starting 
from the current player.

Peter uses an action. Both Sally and Fred call 
his bluff. Sally takes her turn before 
Fred. Therefore, Sally would call 
the bluff, not Fred.   

When multiple effects would happen 
simultaneously, the current player 
chooses the order in which those effects 
take place. (Note: The text of an action is 
still done in sequential order) 

Peter is using Archdruid Catriona and Jeff 
reveals a Blacksmith estate card, which triggers 
the card’s effect. The estate card also triggers 
Archdruid Catriona’s ability. It’s Sally’s turn, she 
chooses which of those 2 effects happen first. 

Current Player Current Player 1st 2nd
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PIERCE
An action with a pierce icon on the 
righthand side cannot be guarded 
against.

THWARTING
When an action is thwarted, it is not 
executed and the current player’s 
Action Phase is over.



TYPES OF CARDS

BUILDING CARD

Building cards correspond to the following bluffing actions: Temple, 
Mason, Barracks, Treasury, Laboratory, Library. Building cards allow 
a player to use these actions or guard against them without bluffing.

TRIGGER ESTATE CARD

Execute the text on a trigger estate card immediately after the card 
is revealed. The effects of a trigger estate card only happen once 
when the card is revealed. 

CONDITION ESTATE CARD

These cards remain in constant effect while they are revealed and 
possessed by a player. Execute the text on the estate card whenever 
the conditions on the text of the card are met.

Peter has an unrevealed Barracks card. If a player accuses him of not having the Barracks, he will be 
safe. If another player uses the Barracks, he can guard against it and will be safe from Barracks calls. 

Sally reveals a Pyramid card and must give a player the ANKH, the CANOPIC JAR, or the SCARAB. 
Afterward, the Pyramid card has no effect on the game until it is revealed again after leaving play. 

Fred reveals a Chapel card. Now, players cannot go to war with each other. This effect remains in 
play until the card is discarded or unrevealed. 

Underneath the title of a card is the type of card. 
Each type of card has different properties.

CARD MANAGEMENT
There are several keywords to be aware of when managing cards:

When a player is supposed to gain 
a card, they draw a card from the 

deck. If there are no more cards in the deck, follow 
the “Empty Deck Rule.” When the deck is out of 
cards, players must place a year deck in its location. 
If all of the year decks are depleted, place the top 8 
cards from the estate deck into the deck.
 

GAINING
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Many elements of the game pertain 
to cards. When a card is revealed, it 

is flipped faceup and shown to all other players. When a 
card is unrevealed, it is flipped over to its facedown side. 
Players can only reveal unrevealed cards and can only 
unreveal revealed cards. When a card would be “flipped 
over,” it is revealed if it was unrevealed or it is 
unrevealed if it was revealed.

Whenever something is 
discarded, it is removed from a 

player’s possession and returned to the reserve. For 
anonymity, whenever a player discards a card, it is 
shuffled back into the deck without being revealed. If 
something were to be banished, it is discarded and 
removed from the game.   

When you sift through cards, you may 
peek at each of the selected cards 
within the selected deck until you no 
longer want to.

When you peek at a card, you look 
at a card without revealing it to any 

players. Players may peek at cards in their possession 
at any moment in time. Players cannot peek at other 
players’ cards. Players cannot show other players their 
unrevealed cards. That is considered cheating (unless 
something allows them to somehow do it).

When something is banished, 
it is discarded and cannot be 
used for the remainder of the 

game. Do not place banished things into the 
reserve; place them into a different zone. A 
banished deck is a deck that has all of the unused 
cards. Banished cards cannot be used, are not 
placed into the reserve, and are removed from the 
current game (until returned to the game).

REVEALING

DISCARDING

SIFTING

PEEKING

BANISHING
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HISTORY
The background 

story to the leader.

ABILITY QUICK REFERENCE
A brief description of a leader’s 

ability for opponents to view.

NAME
It’s the name of 

the leader.

ABILITY
An effect that is 

constantly active while 
the leader is still 

remaining in a game.
ACTIONS

The actions that can 
be used during a 

player’s Action Phase.

USABILITY
How difficult the
leader is to use.

1=Easiest      5=Hardest

BANNED VARIANTS
If any icons are present, 

this leader is not 
recommended for the 

corresponding variants.

EDITION
The expansion or version that 

this leader belongs to.

ORIGIN
It’s where the leader 

spent most of their life.

ABOUT LEADER MATS
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CONDITION ITEMS

These items remain in constant effect while they are possessed by a 
player. Execute its effects whenever the moment occurs for its 
effects to be executed.  

CONSUMABLE ITEMS
If a player possesses 1 of these items, that player may use it any time during their 
turn, no one else’s (but not while executing an action or while a war is occurring). 
When this item is used, the effects written on the back are used once, and then it is 
discarded. However, consumable items cannot be used on the turn a player receives 
them. A player may only use a consumable item after any player’s turn ends. 

REACTIVE CONSUMABLE ITEMS
These items are also considered to be consumable items. How they differ 
from regular consumable items is that they may be used during specified 
times during any player’s turn (the item specifies when it can be used). 
Moreover, they can be used immediately when they are received.  

Peter has a SHIELD. Whenever Peter would lose any of his soldiers, he may choose not to lose any 
soldiers instead. This effect is constant until Peter loses possession of the SHIELD.

Sally gained the AXE and Peter gained the HAMMER on Sally’s turn. Sally cannot use her AXE until 
her next turn, but Peter can use his HAMMER on his upcoming turn. On Sally’s next turn, she uses 
the AXE to reveal 1 of Jeff’s cards. After she uses the AXE, she must discard it. 

Fred gained the CALTROPS on his turn. He doesn’t have to wait until his turn ends to use it. However, 
Fred must wait to use it on a player’s Draw Phase. He waits until Jeff’s Draw Phase and uses it to 
prevent Jeff from gaining a card. After Fred uses the CALTROPS, he must discard it.

TOKENS
Tokens are not considered to be items. 
You can identify a token by noticing it 
does NOT have an item type icon on it.
(Coins are an exception to this rule.)

OVERFLOW
When a player is supposed to gain 
possession of an item or token, and there 
is no more of that item or token left in the 
reserve, that player must take it from 
another player.

8

Ink QuillD8 DieSoldiers
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ITEMS are given a bold, blue font in all caps on leader mats.

On the back of an item is an icon for the type of item it is. 
Each type of item has different properties.

TYPES OF ITEMS

BIRD
Thwart any action 

used by any player. 



ANKH

The ANKHS are used for 
reviving dead players or to 
prevent them from dying. 

AXE

Use this to reveal any card 
without being guarded. It 
doesn’t work on Ogrim. 

BAT

Baatlord uses BATS to force 
players to discard cards. 
They’re useless if he’s dead.

1                               X7

BEAR

Makes players lose a soldier 
each turn. These are mostly 
used by Prays With Bears.

1                               X5

BIRD

This is used to prevent a 
player from using an action 
during their turn. 

BOMB

This item slowly counts 
down to 0. Afterward, it 
eliminates its possessor.

BONE

Abayomi’s BONES slow 
players. When a player has 3 
BONES, they are eliminated.

1                               X6

BRIG1                               X4
BRIGS cause a player to skip 
their turn and disable them 
in many ways.

1                               X3

CALTROPS

This item is used to prevent 
a player from gaining a card 
during their Draw Phase.

ςυνε, Γοδδεσσ οφ Ωαρ ανδ Λοϖε

IDOL

The IDOL allows a player to 
sanction an action whenever 
there is a war.

CROWN

This item can be expended 
to prevent any bluff from 
being called.

DAGGER

This item slowly eliminates a 
player by having them reveal 
a card each turn. 

GLOVE

This item is used to steal an 
item from another player or 
redistribute an item in play.

HAMMER

Discard any 2 cards in play. 
Slow other players from 
victory or heal yourself. 

HORN

This item is for building an 
army. This item has a player 
gain 2 soldiers each turn. 

COIN

A trading item that bolsters 
Haseeb or halts actions 
while Montecruz is present.

CHOKER
You do not have

an ability while you 
possess this.

CANOPIC JAR

This item is used to make a 
player invincible against 
many sources.

CHOKER

This item has 2 sides to it. 
Anaxilea uses it to steal or 
deactivate a player’s ability. 

CHOKER
Champion Anaxilea
has your ability and

her ability.

BAT

Baatlord uses BATS to force 
players to discard cards. 
They’re useless if he’s dead.

1                               X7 1                               X20BAT

Baatlord uses BATS to force 
players to discard cards. 
They’re useless if he’s dead.

1                               X7



Ψου ανδ τηε πλαψερ τηατ γαϖε 
ψου τηισ ιτεµ: Χαννοτ αφφεχτ 
εαχη οτηερ ωιτη ανψ αβιλιτιεσ, 
αχτιονσ, ορ χονσυµαβλε ιτεµσ. 
Χαννοτ χαλλ εαχη οτηερ’σ 
βλυφφσ. Χαννοτ γο το ωαρ ωιτη 
εαχη οτηερ. Μαψ γιϖε εαχη 

οτηερ σολδιερσ ατ ανψ τιµε − Α 
πλαψερ ωιτηιν α ωαρ χαννοτ 

γιϖε αωαψ τηειρ σολδιερσ. 

TORCH

The player with this item 
cannot be in a war with any 
other players.

SCALES

Makes a player unable to 
call bluffs and makes others 
unable to call their bluffs. 

SCARAB

Forces a player to give away 
an unrevealed card, allowing  
Haseeb to give away COINS.

SHIELD

This item completely 
prevents a player from 
losing soldiers.

SWORD

This item forces a player to 
go to war at the end of each 
of their turns.

TARGET

When players go to war, 
they must have war with the 
player that has the TARGET.

TREATY

2 players are unable to 
affect each other and may 
give each other soldiers. 

WALL

Guards you against some 
actions and acts as 5 soldiers 
when defending in a war. 

PENGUIN EFFIGY

With this item, stay out of 
war with the Grand Penguin, 
while giving away sacrifices.

SANCTIO
N

Disc
ard

 an unrevealed ca
rd

. If
 you did, d

isc
ard

 th
is 

Sanctio
n. T

his actio
n cannot b

e sanctio
ned. SANCTION

This item overlaps and 
replaces other actions with 
a harmful action.  

1                            X14

RUNE OF ACID

Discards all of a player’s 
items. You may give that 
player the CALTROPS.

RUNE OF EARTH

A player with 2 unrevealed 
cards gains a card. If not, 
that player gains the WALL.

RUNE OF FIRE

Have a player gain the 
TORCH or have them discard 
2 of their unrevealed cards.

RUNE OF ICE

A player with SANCTIONS  
gains a BRIG. Otherwise, that 
player gains 2 SANCTIONS.

RUNE OF LIFE

Doubles a player’s soldiers. 
If the player has 13 soldiers, 
a card is unrevealed instead.

RUNE OF LIGHTNING

Halves a player’s soldiers.
If the player doesn’t have 12 
soldiers, a card is revealed.

RUNE OF VOID

A player is selected to take 
their turn next. The turn 
order may be changed.
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UNDOING
When an action is executed, but a caller delayed to call the 
bluff in a timely manner, the caller can claim an “undo.” 
However, an undo may only be called when a declarer was 
not coherent with their declaration or did not get 
permission to proceed from all other players.

When an undo is called, the action is reverted to the point 
in time before the action happened, allowing the caller to 
call a bluff. Undo can only be called if no cards were 
revealed, gained, sifted, or abnormally peeked at. An undo 
does not happen if the declarer’s bluff is called and they 
have the correct card or too many actions/effects have 
been in motion long before the undo. 

RUBBLE ROUSER is another optional rule. This 
rule changes the game so that there is a discard pile 
called “the rubble” that reveals all discarded cards. 
Any player may look through the rubble for 
information. Furthermore, a year is not added into 
the deck until all cards in the rubble are gone. 
Instead, the rubble is shuffled and added to the 
deck. This rule makes it much harder to bluff. 

OPTIONAL RULES

VENGEANCE is an optional rule of the 
game. This rule allows eliminated players 
to still call bluffs. However, if an 
eliminated player is wrong, they gain a 
BRIG item for the remainder of the game 
(so that they may no longer call bluffs). 
Vengeance does not allow players to 
exchange cards, items, or soldiers with 
the eliminated players. This rule must be 
agreed upon at the start of the game.

I WILL
GET YOU!

WAIT!
WAIT! HOLD ON!

HOLD ON! I DIDN’T
GET A CHANCE!
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MOB PLAYERS

A mob is a player that is controlled by a 
D8 die (      ) rather than a person. They 
exist so that if there aren’t 3 people in the 
game, a mob can take a player’s position. 
To identify which leader mats are mobs, 
“MOB” will be written on the bottom 
right-hand side of a mob leader mat. 

Like any other player, a player must draw a card for a mob on a mob’s Draw Phase and 
put it into the mob’s possession. However, a mob’s actions are different because they 
do not require building cards nor can they be guarded against by a building card. To 
use a mob’s action, a player must roll the       and use the action that corresponds to the 
number rolled. 

It is the Fatal Flock’s Action Phase. A player rolls 
the        and gets a 3. The Fatal Flock uses their 
number 3 action. All other players must give this 
mob 2 of their soldiers.

When the       icon is in an action’s text, it means a “possible random player.” To select a 
possible random player, a player must roll the      . Afterward, starting with the current 
player, going in turn order, count each player and select the player at the end of the 
count. During this count, skip the mob that is using the action or ability with the       
icon and players that cannot be selected (i.e. a player with the TREATY cannot be 
selected and a player with the TARGET is the only player that can be selected).   

For example, the Council goes to war with a 
“possible random player” in a game with Sally, Fred, 
Jeff, and Peter. The        roll was an 8. The turn order 
is: The Council, Sally, Fred, Jeff, and Peter. Earlier, 
the Council used the number 2 action and gave 
Peter the TREATY. Therefore, the Council and Peter 
are ignored in this count. The count goes in turn 
order: Skip the Council, 1 = Sally, 2 = Fred, 3 = Jeff, 
skip Peter, skip the Council, 4 = Sally, 5 = Fred, 6 = 
Jeff, skip Peter, skip the Council, 7 = Sally, 8 = Fred. 
Therefore, the Council goes to war 
with Fred. 

3

Sally
Fred

Je�
Peter

The Council

1 2 3

4 5 6

7 8

Skip

Skip

SkipSkip

Skip

8 25



When a mob needs to make a decision that isn’t an action, a       roll must be used as 
well. Here are the potential decisions that are made with the      :

 
Player Selection: If this mob needs to 
select a player, roll the       to select a player. 

A mob has the SWORD and needs to go to war 
with a “possible random player” during the end 
of the turn.

Agreement: If this mob is given a 
yes or no choice, it declines the offer 
unless a 1 or 2 is rolled on the      . 

Warlord Poom uses a Library action. In 
turn order, players may choose to reveal 1 
of their cards. A mob only chooses to 
reveal a card if a 1 or 2 was rolled.

Ultimatum: If this mob is offered 2 
choices, roll the      . This mob chooses 
choice 1 if you roll an odd and choice 2 if 
you roll an even. 

Warden Goreld uses the Laboratory action. In 
turn order, players may give Goreld the AXE or 
GLOVE. The mob first makes an agreement by 
rolling a 2 and must choose 1 of the following 
options: give Goreld the AXE or give Goreld 
the GLOVE. A player must roll the       . If an odd 
number is rolled, choose choice 1 and give 
Goreld the AXE. If an even number is rolled, 
choose choice 2 and give Goreld the GLOVE.

Consumption: This mob always uses 
its consumables during their turn after any 
player’s turn ends when they would 
normally be able to. If the item is a reactive 
consumable, then they use it the moment 
the occasion occurs.

A mob has the CALTROPS. The next player to 
have a Draw Phase has the CALTROPS used on 
them. 

4 6 82

3 5 71

Choice A

Choice B

3 4 5

6 7 8

1 2 = YES

= NO

Use Items

ASAP
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Object Selection: When a player’s 
cards, items, or choices need to be selected 
by a mob, put them into a line. Use the        
and count them to select 1 at random.

A mob loses a war and must reveal 2 of their 
cards. The mob has 6 cards: A revealed 
Temple, a revealed Barracks, an unrevealed 
Treasury, an unrevealed Laboratory, an 
unrevealed Library, and an unrevealed Mason. 
The Temple and Barracks are revealed, so 
ignore them. The .      roll was a 6. Skip the 
Temple, skip the Barracks, 1 = Treasury, 2 = 
Laboratory, 3 = Library, 4 = Mason, skip the 
Temple, skip the Barracks, 5 = Treasury, 6 = 
Laboratory. The Laboratory is revealed. Now 
roll the        again to reveal the other card.

Narrowing: When there are more than 
8 cards, items, or choices for a mob to 
select from, first do a player selection, then 
do an object selection.

A mob uses the AXE, but there are 17 cards in 
play. The        is rolled and Jeff is selected. Jeff 
has 3 unrevealed cards. The        is rolled and 1 
of his unrevealed cards is revealed.

 
Abundance: When narrowing cannot 
be used and there are more than 8 cards  
or items in a count, do additional        rolls 
until the highest possible        roll exceeds 
the count. 

In the Overlord game variant (on page 29), a 
mob must choose to reveal a card from 
Overlord Jeff’s 27 possible cards. Therefore, a 
player must roll the        a total of 4 times 
because 32 is the highest possible        roll and 
32 is a greater number than 27 [4x8 = 32]. If a 
player rolled the       3 times, it would not 
exceed 27 [3x8 = 24].  

5 7 85
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VARIANTS

Classic: Have 5 unrevealed cards during your Conquest Phase, or be the 
last player remaining. 

Simpleton: This variant is highly recommended for new players and for 
players that don’t like complicated board games. Use the back of the leader 
mats. Do not add estate cards to the deck at the beginning of the game, 
because estate cards cannot be used throughout a Simpleton game.

Alliances: Just like Classic, with a few differences. The players to your 
immediate left and right are your allies. If you or your allies win, you also 
win, unless you are eliminated. In essence, there are usually 3 winners during 
an Alliances game. However, this variant requires 5 or more players. 
Remember, your allies are enemies with each other.  

Allies: Your allies are not considered to be opponents or 
opposing players. Keep this in mind whenever you execute an 
action. For example, if you use a Barracks action, you must not 
have your allies discard cards, because they are not your 
opponents. 

Quick Game: All players begin with 3 
unrevealed cards and 10 soldiers. Before the 
game begins, in turn order, each player must 
reveal 1 of their cards.  

Long Game: Have 7 unrevealed cards 
to win during your Conquest Phase instead 
of 5 to win. You need 6 revealed cards to 
become eliminated during the Demise 
Phase. 
   
Survival: Players do not win by having 
unrevealed cards. All players begin the game  
-by each drawing cards until they have 
6 cards. Players skip their Draw 
Phase each turn. When a player has 
only revealed cards or no cards, they 

are eliminated. Players are not 
eliminated when they have 4 
revealed cards, unless they only 
have revealed cards. 
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Solo: A Solo game is a game you play by yourself with mob players. In a 
Solo game, you cannot bluff and may only use actions of the cards you 
actually have. 

Dictator: A leader mat is put into the reserve. All players share the 
ability of that leader mat. Players may play with this variant along with 
other variants, but it is recommended that this variant is played with the 
Simpleton variant, but includes estate cards.

Plague: All players begin with 20 soldiers. During a player’s Begin Phase, 
that player must also discard 2 of their soldiers. When a player has 0 
soldiers during the Demise Phase, they are eliminated.

Overlord: One player is deemed the “Overlord” at the beginning of the 
game. The Overlord is against every other player and takes multiple 
turns in a row. The number of turns the Overlord has is equal to the 
number of remaining opponents the Overlord has. When there are no more 
cards in the deck or in any years, end the game. The team with the highest 
total of unrevealed cards wins the game. (The Overlord always goes last. 
The Overlord cannot become eliminated. Players do not win by possessing 
a certain number of revealed cards during the Conquest Phase. Alternate 
win conditions still apply.)
 
Blasphemy: It is just like a Classic game. However, at the beginning of 
the game, reveal the top cards of the deck until you reveal a building card. 
Place the other cards on the bottom of the deck. The revealed building card  
is the Blasphemy card and is placed next to the deck. Whenever a player   
-uses the action of the Blasphemy card, they gain a Blasphemy token, 
-unless that action was called and proven false. The Blasphemy tokens can 
be any items that will not be used in the game (such as COINS, BONES, or 
household objects). When a player wins a war, they may take 1 of the 
loser’s Blasphemy tokens. If the current player has 3 Blasphemy tokens 
during the Conquest Phase, the current player wins the game. 

Artificers: It is just like a Classic game. However, before the game 
begins, in turn order, a player must give an opponent any item, except any 
items there are more than 1 of (such as COINS, BRIGS, OR BONES). This is 
done until each player has 3 items. A player cannot give a player with 3 
items any more items during this setup process. During the game, when an 
item is forced to be discarded by another player, it is instead given to the 
player that forced the item to be discarded from play. When 
a player has no items during the Demise Phase, that player is 
eliminated. When a player has X different types of items, 
they win the game (i.e. if a player has 3 COINS, only count 1 of 
them). X is equal to the number of occurring players plus 3.



Ability: Abilities are located on the bottom center of a leader mat. Each leader has an ability with a specific name. A leader’s ability 
remains in constant effect while the player with that leader is not eliminated. When an ability is triggered, enact the text that is within 
the ability box. Usually, abilities cannot be blocked or thwarted, but they can be deactivated. (p. 20)

Ability Quick Reference: A brief description of a leader’s ability, located on the top of a leader mat for other players to view. 
(p. 20) 

Abundance: When there are more than 8 things for a mob to select, even with “narrowing,” do additional die rolls until the highest 
possible die roll exceeds the count. (p. 27)  

Action: During a player’s “Action Phase,” a player may use 1 of the 8 actions on their leader mat. Those actions are: Recruit, War, 
Temple, Mason, Barracks, Treasury, Laboratory, and Library. When an action is used, enact the text exactly how it is written within the 
text box of that action. Give opponents ample time to react in between each sentence of the action. (p. 13)

Agreement: An agreement is when a player agrees to do something instead of choosing not to do a thing. When a mob is given a yes 
or no choice, it declines the offer unless a 1 or 2 is rolled by the D8. (p. 26)

All: If an effect would affect “all” players, that includes every remaining player including yourself. If an effect would affect “all” cards, 
items, or soldiers, that includes all of those cards, items, or soldiers.

Alliances: A game variant where the players to your immediate left and right are your allies. You share victory with your allies. (p. 28)

Ally: An ally is a player that is on your team. An ally is not considered to be an “opponent.” If an ally wins the game, so do you. (p. 28)

Alternate Win Condition: An alternate win condition is when a leader has an ability or action that allows them to win in a way 
that is not available to other leaders. (p. 7)

Anonymity: When cards are discarded, they are not revealed and they are shuffled into the deck. (p. 19) 

Any: “Any” relates to anyone or anything. If “any” player is the subject of an action or effect, that includes you and all other remaining 
players. If “any” item is the subject of an action or effect, that includes all items.

Arti�cers: A game variant that starts each player with 3 items. The 3 items are selected through a drafting process. When a player has 
0 items, that player is eliminated during the Demise Phase. When a player has a certain number of items, they win the game. (p. 29)

Attacker: The attacker is the player that selects and forces another player to go to war against them. (p. 15)

Banish: When something is “banished,” it is discarded and cannot be used for the remainder of the game. Do not place banished things 
into the reserve; Place them into a different zone. (p. 19)

Banished Deck: A deck that has all of the unused cards. Banished cards cannot be used, are not placed into the reserve, and are 
removed from the current game (until returned to the game). (p. 19)

Banned Variants: Each leader mat has icons just to the left of their actions. These icons are banned variants. Leaders with banned 
variants may be used with the corresponding variant, but it is highly recommended that they are not used. This is because these banned 
variants have been proven to have loopholes that allow a player to win too easily or overcomplicate the gameplay. (p. 20)

Barracks: A Barracks is a building card that corresponds to an action. That action makes it so that each of the user’s opponents discard 
1 of their unrevealed cards. The opponents choose their own cards to discard. (p. 14)

Battle: The “Battle Phase” is used to determine the winner of a war by counting the soldiers and seeing which player has the most 
soldiers. The player with the most soldiers wins the war. If both players have the same number of soldiers, the defender wins the war. (p. 
15)

Beginning of Turn: The beginning of a turn, or the “Begin Phase,” is when the current player enacts all effects that would happen at 
the beginning of their turn. The current player may enact those effects in the order of their choosing.  (p. 10)

Blasphemy: A game variant that uses 1 building card called the Blasphemy card. The Blasphemy card is used to gain Blasphemy 
tokens to win the game in an alternative way. (p. 29)

Blasphemy Card: When a player claims to have and successfully uses the action belonging to the Blasphemy card, that player gains 
a Blasphemy token. (p. 29) 

Blasphemy Token: An item or token that is converted into a Blasphemy token for the Blasphemy game variant. A player may steal 
1 of these tokens from a player that they defeat in a war. When a player has 3 Blasphemy tokens, that player wins the game during the 
Conquest Phase on their turn. (p. 29)

Blue Soldier: A soldier token that represents 5 soldiers. (p.15)

Blu�: When a player bluffs, they use an action of a card that they do not have or guard against an action with a card 
they do not have. (p. 16)

Blu� Action: All players have 6 bluff actions: Temple, Mason, Barracks, Treasury, Laboratory, and Library. An 
unrevealed card is required to execute bluff actions safely. However, a player can lie about having the required 
unrevealed card. (p. 13)

GLOSSARY
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Blu�ng Brig: If a player would normally reveal a card after incorrectly calling a bluff, but has no cards to reveal, that player instead 
gains a BRIG. If a player is incorrect and has no cards, that player gains a BRIG. (p. 16)        

Building Card: A building card is a card that is one of the following: Temple, Mason, Barracks, Treasury, Laboratory, and Library. 
These cards are used to execute bluffing actions without actually bluffing. Moreover, they are used to truthfully guard against actions 
that correspond to it. (p. 18)

Caller: A caller is a player that claims that another player is bluffing. The caller requests that the declarer reveals a card in order to 
prove that they are or are not bluffing (these cards are not considered to be fully revealed). A caller can call a bluff at anytime a player 
declares a bluff action or guards against an action. However, this call must be done before a player claims an undo. (p. 16)

Calling a Blu�: When a bluff is called, the declarer must reveal a card to prove he or she isn’t bluffing. If the declarer has revealed an 
unrevealed card that they claimed to have had, they must unreveal that card, and the caller must reveal 1 of their unrevealed cards. If 
the declarer reveals a card that is not the card they claimed to have had, it remains revealed as a fully revealed card. If the caller has no 
unrevealed cards, the caller must gain a BRIG instead. (p. 16)

Casualties: During the “Casualties Phase” in a war, both players lose half of their soldiers rounded-up (players lose more soldiers 
rather than less). (p. 15)

Claim: A claim is when the declarer claims to have possession of a specific, unrevealed card by executing a specific bluff action or 
guarding against a specific action. (p. 11)

Classic: A Classic game is a game where a player may win in 1 of 3 ways: Have 5 unrevealed cards, or be the last remaining player, or 
use a leader’s alternate win condition. (p. 7)

Clear Soldier: A soldier token that represents 1 soldier. (p. 15)

Clockwise: This is the default turn order. Players take turns so that the player on the current player’s left takes their turn next in a 
repeating cycle. (p. 9)

Component: A game piece that belongs to Ever Aegis. (p. 4)

Condition Estate Card: These cards remain in constant effect while they are revealed and possessed by a player. (p. 18)

Condition Item: While a player possesses this item, this item is always in constant effect. (p. 21)

Conquest: During the “Conquest Phase,” when the current player has the required amount of unrevealed cards to win the game 
(usually 5 cards), that player wins the game. This phase happens after all phases, even the End Phase and Demise Phase. (p. 12)

Consumable Item: During a player’s turn, a player may discard a consumable item they possess to use its effects once. 
Consumable items cannot be used on the turn a player receives one. Their effects can only be used after any player’s turn ends. (p. 21)  

Consumption: This is when an item is used and discarded as a result. Mobs always use consumables as soon as possible. (p. 26)

Correct: If the caller calls a bluff, and the declarer reveals a card that does not correspond to their claim, the caller is correct. If the 
CROWN item is used, the caller is neither correct nor incorrect. (p. 16)

Counterclockwise: This is not the default turn order. Players take turns so that the player on the current player’s right takes their 
turn next in a repeating cycle. (p. 9)

Current Player: The current player is the player that is presently taking their turn. (p. 9)

D8: This is a blue die that controls the actions and decisions of a mob player. When the D8 icon appears in a text on a leader card, it 
means “possible random player.” (p. 25)

Deactivate: When a player’s ability is “deactivated,” that means that a player’s ability no longer takes effect until it is reactivated.

Deck: There are multiple decks in the game, “the deck,” years, the estate deck, a personal deck, and the banished deck. (p. 8)

Declaration: When a player declares an action, that player must claim which of their 8 actions that they are doing: Recruit, War, 
Temple, Mason, Barracks, Treasury, Laboratory, or Library. Afterward, they must coherently explain how each sentence in the action is 
going to be executed, giving other players ample time to react to each new sentence. (p. 11)   

Declarer: A declarer is a player that claims to have a card to execute an action; however, that player is forced to reveal a card as 
dictated by the caller. The declarer must state the type of building card they are using and must state how its effects will be executed, 
leaving an opportunity in which players may call them to reveal a potential bluff. (p. 16)

Defender: The defender is the player that has been selected by another player (the attacker) and is forced into a war. The defender 
also wins in a war if both players involved in the war have the same amount of soldiers. (p. 15)

Demise: During the “Demise Phase,” when any player has the required amount of revealed cards to become eliminated (usually 4 
cards), all those players become eliminated. (p. 12)

Designate: The “Designate Phase” is the phase that indicates who is the attacker and who is the defender within a 
war. The player that selects a player is the attacker. The player selected by the attacker is the defender. (p. 15)

Dictator: The dictator is a leader mat that has an ability for all players to share. The dictator is used in the Dictator 
game variant. (p. 29)

Discard: Whenever something is discarded, it is removed from a player’s possession and returned to the reserve. 
Whenever a player would “discard” a card, it is shuffled back into the deck. (p. 19)  31



Discovery: This is an optional rule that may be used in a game. Whenever a card is revealed, but then is somehow unrevealed, place a 
discovery token on top of that unrevealed card. These tokens simply indicate which cards were revealed. The tree tokens represent 
estate cards. (Expansion)

Discovery Token: A token that tells all players what a specific unrevealed card is. (Expansion)

Drafting Selection: This is 1 of the possible ways to select leaders before the game. Many leaders are drawn and passed around, 
ignoring turn order. When a player selects a leader, it is revealed and the remaining leaders mats are passed to other players. (p. 8) 

Draw: To draw a card is to draw from a deck. During the “Draw Phase,” a player must gain a card from the top of the deck and gain 
possession of it while keeping that card unrevealed (unless stated otherwise). (p. 10)

Edition: An icon on the top right-hand side of a leader mat that indicates the expansion or version that a leader belongs to. (p. 20)

Election: When there is an election, players will be asked to select players to gain a “vote.” A vote is a temporary count during an 
election. The host of the election chooses the order in which players must vote. At the end of an election, if there is a player with more 
votes than other players, that player wins the election. The winner, the losers, and the host are all affected differently by the result of 
the voting process. If more than 1 player has the most votes, the current player decides the winner amongst those players. (Expansion)  

Eliminated: When a player is eliminated, they are removed from the game and must discard all of their items and soldiers. However, 
they maintain possession of their cards and reveal all of them. (p. 12)

Empty Deck Rule: When the deck is out of cards and the current player draws a card, the current player must select any year to 
become the new deck. If all of the year decks are depleted, form a new deck with the top 8 cards from the estate deck. (p. 10)

End of Turn: The end of a turn, or the “End Phase,” is when the current player enacts all effects that would happen at the end of their 
turn, but before the Demise Phase and the Conquest Phase. The current player may enact those effects in the order of their choosing.  
(p. 11)

Estate Card: An estate card is a card that only has an effect when a player reveals it. There are 2 types of estate cards: Trigger Estate 
Cards and Condition Estate Cards. (p. 18)

Estate Deck: A deck in the reserve that consists of all the unused estate cards. (p. 8)

Flip Over: When a card would be flipped over, it is revealed if it was unrevealed or it is unrevealed if it was revealed.

Freeform Selection: This is 1 of the possible ways to select leaders before the game. Players choose whatever leader they want 
before the game starts. (p. 8)

Fully Revealed: A fully revealed card is just like any other revealed card. However, a revealed card that is the result of the declarer 
revealing the correct card is not a full reveal. Moreover, any time a card is shown temporarily and then unrevealed immediately is not a 
full reveal. (p. 16)

Gain: To “gain” something means to get possession of it (usually from the reserve or a player). Whenever a player would “gain” a card, 
the player draws a card from the deck. (p. 18)

Give: When a player gives cards or soldiers, they must give what they possess. When a player “gives” items to a player, they give them 
the items they possess. However, if a player “gives” items that he or she does not have, the receiver of the items gains them from the 
reserve. Sometimes, in order for a player to give something to a player, that player must “take” it from the player that possesses it. 

Guard: When an action is guarded against, it doesn’t affect the player that guarded against it. However, it still affects any other players 
that have not guarded against it. Building cards are used to guard against actions that belong to the same building card. Furthermore, 
the WALL may guard against any actions without pierce. Players may not guard against their own actions. (p. 17)

History: This is the background story to the leader. (p. 20)

Host: A host is a player that started an election. Ignoring the turn order, the host chooses each player individually once to cast 1 vote to 
any player. (Expansion) 

If You Don’t/Didn’t: When a text has “if you don’t,” “if you didn’t,” “if not,” or something similar, that means if you did not execute the 
“You may” statement in the prior sentence or phrase, execute the “if” statement in the current sentence. 

Ignore: To “ignore” an effect is to essentially bypass all rules and text that would dictate otherwise. 

In Play: When something is “in play,” its effects are currently active or that thing is possessed by a player. If something is not “in play,” 
put it in the reserve. Banished things are not considered to be “in play.” 

In The Order of Your Choice: This phrase simply means that a player individually selects players to enact an effect until each 
affected player is selected. That player chooses the sequence in which players are affected. The host of an election selects people “in the 
order of their choice.” 

In Turn Order: When a text says “In turn order” that means players alternate executing an effect. The player that is 
currently taking their turn executes the effect first, then the remaining players take turns circulating around the table in 
the order in which they would normally take their turns (as if it was actually their turn). Keep in mind, that it is still the 
current player’s turn.  (p. 14)

Incorrect: If the caller calls a bluff, and the declarer reveals a card that corresponds to their claim, the caller is 
incorrect. If the crown item is used, the caller is neither correct nor incorrect. (p. 16)32



Ink Quill: When a player gains the TREATY item, the player that gave it away gains the INK QUILL token to indicate to others that 
they gave the TREATY to a player. (p. 21)

Item: An item is one of the many objects that are within Ever Aegis. When the text on a leader mat is in all caps with a blue font, that 
text is an item. There are 3 types of items: Conditions, Consumables, and Reactive Consumables. (p. 21)

Laboratory: A Laboratory is a building card that corresponds to an action. That action is unique to each leader. However, in a 
Simpleton game, a player draws 2 cards from the deck and then places 2 of their unrevealed cards on top of the deck. (p. 14)

Leader/Leader Mat: A “leader,” or “leader mat,” is essentially the sheet that a leader is displayed on. Each player gains a leader mat  
before the beginning of each game, during the setup. (p. 20)

Least: When a player has the least of something, that player has less of that thing than any other player. Using priority rules, when 
more than 1 player has the least of something, the current player chooses 1 player to be considered to have the least of that thing.

Library: A Library is a building card that corresponds to an action. That action is unique to each leader. However, in a Simpleton game, 
a player may put 2 SANCTIONS on any 2 actions on 1 or 2 players’ leader mats. It may instead be used to give a player the TREATY.(p. 14)

Limited Selection: This is 1 of the possible ways to select leaders before the game. Players choose between 3 random leaders and 
get 1 of them. These leaders are revealed simultaneously. (p. 8)

Long Game: A game variant that requires 7 unrevealed cards to win and 6 revealed cards to become eliminated. (p. 28)

Loser: A loser is a player that lost a small competition such as a war or an election. (p. 15)

Mason: A Mason is a building card that corresponds to an action. That action allows a player to discard any 1 or 2 items in play. That 
player may opt to give any player the WALL instead. (p. 13)

May: “May” means there is a choice as to whether or not to execute a text or action. 

Mob: A mob is a player that isn’t used by a person. A mob’s actions and decisions are controlled by a D8 die roll. A mob does not have 
bluffing actions or building related actions. Their upkeep and die rolls are done by any player that first takes the initiative to manage 
them. (p. 25) 

Most: When a player has the most of something, that player has more of that thing than any other player. Using priority rules, when 
more than 1 player has the most of something, the current player chooses 1 player to be considered to have the most of that thing.(p. 17) 

Must: “Must” means there is no choice. The text or action “must” and will be executed, unless the text or action is thwarted.

Name: The title of a leader, card, item, or token. When a player must “name” something, they must say the title of a specific leader, 
card, item, or token. (p. 20)

Narrowing: When there are more than 8 things for a mob to select from, first do a player selection, then do an object selection. (p. 27)

No Players Remaining: The game is a draw and no players win.

Non-Blu� Action: All players have the same non-bluff actions, recruit and war. These actions do not require any cards to execute 
them. (p. 13)

Object Selection: When a mob needs to select something, put a group of whatever those things are into a line. Use the D8 die and 
count them to select 1 at random. (p. 27)

Objective: An objective is how you win the game. In a classic game of Ever Aegis, to win, you may have 5 unrevealed cards, or be the 
last remaining player, or use your leader’s alternate win condition. (p. 7)

Occurring Player: An occurring player is a player that is in the game, regardless of whether or not they are eliminated.

O�ering: An offering is when a player makes a separate group of their own soldiers for a certain effect to be enacted.   

Only Player Remaining: The last player remaining always wins the game, regardless of what the game variant is. (p. 7)

Opponent: An opponent is a player that you are not. An opponent is also a player that is not an ally (in the Alliance variant). 

Or: When a player can do something “or” do something else, that player is given a choice to choose between those options.

Orange Soldier: A soldier token that represents 20 soldiers. (p.15) 

Origin: A location in which a leader has spent a majority of their life. (p. 20)

Otherwise: When a text has “otherwise,” that means if a player is unable to execute the “if” statement in the prior sentence or phrase, 
execute the “otherwise” statement in the current sentence or phrase.       

Over�ow: When a player gains possession of an item or token, and there is no more of that item or token left in the reserve, that 
player must take it from another player. (p. 21)

Overlord: In the Overlord game variant, the team with the most unrevealed cards wins. The number of sequential turns the Overlord 
takes is equal to the number of remaining opponents the Overlord has. The Overlord cannot be eliminated. Players cannot win with 
unrevealed cards during their Conquest Phase when the Overlord is an occurring player. (p. 29)

Peeking: When you peek at a card, you look at a card without revealing it to any players. Players may peek at cards in 
their possession at any moment in time. (p. 19) 

Personal Deck: A deck used exclusively by a player who possesses it. Personal decks may be sifted through at any 
time by their possessors (unless stated otherwise).  possesses it. Personal decks may be sifted at any time by its 
possessor (Unless stated otherwise). 33



Phase: A phase is a subset of a player’s turn or of a war that is enacted chronologically. The phases are enacted in the following order 
during a player’s turn: Begin, Draw, Action, End, Demise, and Conquest. The phases are enacted in the following order during a war: 
Designate, Battle, Resolution, and Casualties. (p. 10)

Pierce: If an action has the pierce icon on the right-hand side within the text box of the action, the WALL or any claims of a building 
card cannot guard against that action. (p. 17)

Plague: A game variant where players start with 20 soldiers, lose 2 soldiers each turn, and are eliminated when they have 0 soldiers. (p. 29)

Player: A player is any person playing Ever Aegis or any mob character. 

Player Selection: If a mob needs to select a player, use the D8 to determine who is selected. The mob skips itself and players that 
they cannot select. (p. 26)

Possession: When something is in a player’s possession, that player has it and it remains in front of them until removed from their 
possession. When a player gains an item they already possess, they do not repossess the item (no item gain effects are triggered). 
Players may peek at cards or decks in their possession at any time. 

Possessor: A possessor is a player that possesses a specific item, card, deck, soldier, or token. 

Possible Random Player: If a mob needs to select a player, use the D8 to determine who is selected. The mob skips itself and 
players that are impossible to select. (p. 25)

Priority: When multiple effects happen simultaneously, the current player chooses the order in which those effects take place. (Note: 
the text of an action is still done in sequential order). If a bluff is called simultaneously, priority is given to the player that would be first in 
turn order. (p. 17)

Quick Game: A game variant started with 10 soldiers and 3 cards. 1 of the 3 cards is revealed before the start of the game. (p. 28)

Reactivate: When a player’s ability is “reactivated,” that means that a player’s ability can take effect once again after it has been 
deactivated.  

Reactive Consumable Item: An item that is a consumable item that may be used during any player’s turn, even when it was just 
received. Their effects may be used during any player’s turn when the moment arises. (p. 21)

Recruit: When a player uses a recruit action, that player gains 2 soldiers from the reserve. (p. 13)

Remaining Player: A remaining player is a player that is in the game and is currently not eliminated.

Reserve: The reserve is where all the unused items, soldiers, cards, decks, and tokens are stored. This is usually either the center of 
the playing area or the box to Ever Aegis. 

Resolution: During the “Resolution Phase” in a war, the loser of a war must reveal 2 of their unrevealed cards. (p. 15)

Reveal: Whenever a card is revealed, it is flipped faceup and shown to all other players. Players can only reveal unrevealed cards. 
Revealed building cards cannot be claimed when executing a bluff action. (p. 19)

Revived: When an eliminated player is “revived,” they reenter the game and are no longer eliminated. If a revived player has 4 or more 
revealed cards, that player must discard their revealed cards until they have 3 revealed cards. 

Rounded-down: If a player has an odd number of something and must lose half of something, “rounded-down,” they must first gain 
1 of that thing (temporarily just for math) so that they would have an even number. Afterward, they lose half of that thing. Essentially, 
that player loses less. 

Rounded-up: If a player has an odd number of something and must lose half of something, “rounded-up,” they must first lose 1 of 
that thing (temporarily just for math) so that they would have an even number. Afterward, they lose half of that thing. Essentially, that 
player loses more. Players lose soldiers rounded-up during a war. (p. 15)

Rubble: An optional discard pile players may sift through. Years are not added into the deck until all cards in the rubble are gone. 
Instead, the rubble is shuffled and added to the deck.  

Rubble Rouser: This is an optional rule that adds a discard pile called “the rubble” that reveals all discarded cards. 

Sacri�ces: A sacrifice is a soldier that is placed on its side onto your leader mat to resemble a corpse. Those soldiers are not included 
among your other soldiers when determining the winner in the Battle Phase of a war.

Sanction: When an action is “sanctioned,” a SANCTION item is placed on top of that action. That sanctioned action is replaced by the 
text on the red side of the SANCTION item. When a player possesses a SANCTION not on an action, that player must place it onto an 
action of their choice. (p. 23)  

Saved: When a player is “saved” from becoming eliminated, that player does not become eliminated. If a saved player has 4 or more 
revealed cards, that player must discard their revealed cards until they have 3 revealed cards.

Sift: When you sift a deck, you peek at each card within that whole deck until you no longer want to. When you sift a number of cards 
on the top of a deck, only look through the top cards of that deck. (p. 19)  

Simpleton: A game variant where players use the back of the leader mats. It is recommended for new players. (p. 28) 

Simpleton Selection: This is 1 of the possible ways to select leaders before the game. Players use the back of the 
leader mats to play a Simpleton game or a Simpleton Dictator game. (p. 8)34



Soldier: Soldiers are most commonly used for attacking or defending within a war. After a war, a player usually loses half of their 
soldiers rounded-up (so that a player would lose more soldiers). Soldiers are not considered to be items, but are considered to be tokens.  
Clear soldiers are 1 soldier, blue soldiers are 5 soldiers, and orange soldiers are 10 soldiers. (p. 15)

Solo: A game 1 player plays with only mobs. In a Solo game, the only player that isn’t a mob cannot bluff. (p. 29)

Survival: A game variant where you start with 6 cards. In this type of game, you don’t gain cards and are eliminated when you have no 
unrevealed cards. (p. 28)

Take: When you “take” something from a player, that player loses possession of it and you gain possession of it. Players sometimes can 
guard against having their possessions taken.  

Temple: A Temple is a building card that corresponds to an action, which allows a player to give any revealed card to any player. The 
player that receives the revealed card also gains a SANCTION to place on the action that matches the revealed card. (p. 13)

The Deck: “The deck” is where players gain cards by drawing from it. “The deck” is created at the beginning of the game by combining 
2 years together. Whenever a player gains or sifts cards in “the deck” when it has no cards, the current player selects a year to become 
“the deck.” (p. 8)

Thwart: When an action is thwarted, the entirety of that action is undone and is not executed. The player that had their action 
thwarted does not receive another action during their current turn. Whenever anything else is thwarted, it is simply not used and 
undone. (p. 17)  

Token: A token is a game piece that is not considered to be an “item.” Soldiers, dice, and the ink quill are all not considered to be items. 
Players can identify that a chit is not an item, because it does not have an item type. (p. 21)   

Treasury: A Treasury is a building card that corresponds to an action, which allows a player to gain 5 soldiers from the reserve. (p. 14)

Tree Token: A discovery token that represents an estate card. (Expansion) 

Trigger Estate Cards: These cards have a one-time effect. When revealed, these cards go into effect and then their effect is 
finished. (p. 18) 

Turn: A turn is essentially when priority is given to an individual player and it is that player’s time to enact each of the phases of a turn 
in chronological order. (p. 10)

Ultimatum: An ultimatum is when a player is offered 2 choices and must choose 1. When a mob is offered an ultimatum, they select a 
choice based on whether or not an odd or even was rolled by the D8. (p. 26)

Undo: When an “undo” is called, the action is reverted to the point in time before the action happened, allowing the caller to call a bluff. 
“Undo” can only be called if no cards were revealed, gained, sifted, or peeked at. An “undo” does not happen if the declarer can prove that 
they are not bluffing to the caller, or too many actions/effects have been in motion long before the “undo.” An “undo” is essentially only 
used when players aren’t following the rules of declaration. (p. 24) 

Undoable Action: This is when an action is executed, but a caller delayed to call the bluff in a timely manner. The caller can claim an 
“undo,” but only when a declarer was not coherent with their declaration (by following the rules of a declaration) or did not get 
permission to proceed from all other players. (p. 24) 

Unique Blu� Action: Different leaders have different Laboratory and Library actions. An unrevealed card is required to execute 
bluff actions; however, a player can lie about having the required, unrevealed card. (p. 14)

Unreveal: When a card is unrevealed, it is flipped over to its facedown side. Players can only unreveal revealed cards. Players can only 
bluff with unrevealed cards. (p. 19)   

Usability: Each leader has 1 to 5 stars on the top right-hand side of their leader mat. These stars indicate how difficult that leader is to 
learn how to use. 1 star leaders are the easiest to use and 5 star leaders are the hardest to use. (p. 20)

Variant: A variant is a type of game that is different from the classic game of Ever Aegis. Variants can be mixed and matched to suit the 
players. (p. 28) 

Vengeance: “Vengeance” is an optional rule of the game. This rule allows eliminated players to still call bluffs. If they are wrong, they 
gain a BRIG item for the remainder of the game (so that they may no longer call bluffs). Vengeance does not allow players to exchange 
cards, decks, items, soldiers, or tokens. (p. 24)

Wall: The WALL is an item usually gained after a Mason action is used. It is helpful as it can guard against any action without pierce, and 
acts as 5 soldiers when you are the defender in a war. (p. 23)

War: When a player goes to war with another player, the player selecting a player is the attacker and the player being selected is the 
defender. The player with the least soldiers loses the war. The loser of the war must reveal 2 of their unrevealed cards. Afterward, each 
player involved in the war loses half of their soldiers rounded-up (so that they would lose more soldiers than less). (p. 15)

Whichever Is Possible: When a text says, “whichever is possible,” that means that 1 option prior to this statement can only be 
executed if the result matches the option’s text exactly. If all options are impossible, choose any option instead. 

Winner: Aside from being the “winner” of the game, a “winner” is sometimes a player that won a small victory such as 
a war or an election. (p. 15)

Years/Year Decks: These are decks in the reserve that become the deck when the deck no longer has any cards 
when it is drawn from or sifted through. (p. 8) 35
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 As I went blind in my eye, I saw my best friend impaled 
by my worst enemy. I watched as a shroud of darkness engulfed 
my world. My people, the frumpalumps, are still there, living in 
endless torture. They said I was “one who was pure of tump,” 
that I was “savior of the land.” If they only knew how hollow 
my tump is now, they would have reconsidered. Yet I hold onto 
hope because it is all I have left. I must find the Prophet to save 
my world from the clutches of Zorbathon! I will travel back to 
the time when the seal to Aegis was broken and the Prophet 
returned! Perhaps if I was there and I saved the human’s realm 
before Zorbathon tainted it, the Prophet will finally see that there 
is value in the creatures that live “Beyond The Seal!”    





DESIGNATE

BATTLE

CASUALTIES

RESOLUTION

Determine who is 
attacker and defender.

Both players lose half 
their soldiers.

The winner is whoever 
has the most soldiers.

The loser must reveal 
2 of their cards.

BUILDING: Cards used for 
bluffing actions and guarding.
TRIGGER: Estate cards with a 
one-time effect when revealed.
CONDITION: Cards or items that 
are always in effect when in play.
CONSUMABLE: Discard on your 
turn to use the item’s effects.
REACTIVE CONSUMABLE: Discard 
this item at any time to use it.
PIERCE: This action cannot be 
guarded by a claim or the WALL.

TRIGGER: Estate cards with a 
one-time effect when revealed.
CONDITION: Cards or items that 
are always in effect when in play.
CONSUMABLE: Discard on your 
turn to use the item’s effects.
REACTIVE CONSUMABLE: Discard 
this item at any time to use it.
PIERCE: This action cannot be 
guarded by a claim or the WALL.

BUILDING: Cards used for 
bluffing actions and guarding.

BEGIN

DRAW

END

DEMISE

CONQUEST

ACTION

Use 1 of your actions.

Players with 4 revealed 
cards are eliminated.

You win if you have 5 
unrevealed cards.

Execute your beginning 
of turn effects.

Execute your end of 
turn effects.

Gain a card from the 
deck.

PHASES OF A WARPHASES OF A TURNHOW TO PLAY

- Have 5 unrevealed cards.
- Eliminate all other players
  (By having them reveal 4 cards).

- Draw a card from the deck.
- Use 1 of 8 actions.

- Both players lose half their soldiers.
- The loser reveals 2 cards.

TO WIN THE GAME

A PLAYER’S TURN

A WAR HAPPENS
RECRUIT

WAR

MASON

BARRACKS

Discard 2 items or 
give the WALL . 

TREASURY

Gain 5 soldiers. 

TEMPLE

Gain 2 soldiers.

Have war with 
another player.

Transfer any revealed 
card. Sanction its action.

Each opponent discards 
a card of their choice. 

BASIC ACTIONS

BLUFFING: Players may call bluffs on 
actions or guards. Whenever a bluff is 
called, the declarer reveals a card. 
If it’s correct, the caller reveals a card 
and the declarer keeps the revealed 
card and unreveals it. If it’s wrong, the 
declarer’s card remains revealed.
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