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Introduction: 

 
Very early in the Middle Ages, the power of Dark Magic was discovered. The few Enchanters of that time 
feared that it could fall into the hands of evil doers.  To protect mankind,  they decided to limit its power 
by concealing the Dark Magic into two separate entities, that they called the Artifacts. Only one of them 
was released. The other one was hidden and then forgotten as the Enchanters all passed away… 
 
For centuries, Dark Magic has flourished and gave rise to several branches, the most important of them 
being witchcraft, sorcery, glamour, and necromancy.   Sorcerers, wizards, witches and warlocks used the 
power of Dark Magic their way, ignoring the fact that all the curses, spells and casts they used were only 
a fraction of the Original Power. 
 
The Secret was inadvertently revealed when a sorcerer discovered the ancient manuscript from the Order 
of Enchanters of the 5th century, hidden into the back cover of his spell book.  The location of the other 
Artifact that nobody thought it even existed was found… which triggered an unprecedented quest in the 
history of sorcery. According to the ancient manuscript, whosoever will touch together the two Artifacts 
wield the full power of Dark Magic. 
 
One Enchanter, only known as “Pale Shade”, has managed to trick and kill their way to obtain this new 
stone – the second half to ultimate power. Another, only known as “Dark Moon”, the leader of the mighty 
Dark Order was bringing the known ancient stone to the same location in order combine the powers of the 
two artifacts. Their paths cross, both sides immediately manifest their personal guard in a graceful dance 
of gestures and unspeakable incantations, followed by the strongest glamour at their disposal to hide their 
summonnings and themselves - the fate of Dark Magic is about to be decided! 
 

 

Winning the Game: 
 
Your opponent’s leader holds the other ancient artifact. But they will not give up the power 
willingly. Find and defeat them, by attack or effect, and win the game! 
 
  

For more information, contact: 
 
Joshua Sprung 
e. jasprung84@gmail.com 
p. 810-620-0092 
www.lorechasegames.com 



 

Game Components: 
 

 1x This Rulebook. 
 1x Game Board. 
 1x Dragon miniature. 
 2x Swamp terrain pieces. 
 4x Wall terrain pieces. 
 2x Forest terrain pieces. 
 4x Cursed Artifact cubes. 
 28x Power cards. 
 8x Cursed Artifact cards. 
 4x Card holder tableaus. 
 4x Player screens. 
 4x Cursed Artifact mats. 
 4x White 5-dot pieces. 
 3x White 4-dot pieces. 
 2x White 3-dot pieces. 
 1x White 2-dot piece. 
 1x White Leader no-dot Pale Shade piece. 
 4x Black 5-dot pieces. 
 3x Black 4-dot pieces. 
 2x Black 3-dot pieces. 
 1x Black 2-dot piece. 
 1x Black Leader no-dot Dark Moon piece. 

 

  

Each player has 5 types of characters, each with a different 
number of dots. Each character also has an icon sticker. This 
has no effect on the game itself, but some players may find 

them useful to help remember their entities secrets. 

 3x Red 5-dot pieces. 
 2x Red 4-dot pieces. 
 1x Red 3-dot pieces. 
 1x Red 2-dot piece. 
 1x Red Leader no-dot Crimson Rose piece. 
 3x Blue 5-dot pieces. 
 2x Blue 4-dot pieces. 
 1x Blue 3-dot pieces. 
 1x Blue 2-dot piece. 
 1x Blue Leader no-dot Sapphire Tears piece. 



 

Key Concepts: 
 

Entity.  
Each player’s team is comprised of entities. These entities can be a single character, with nothing 
beneath them - all the way up to a dense stack of Cursed Relics and multiple characters. In either 
case, the game refers to this stack of one or more things as an “entity”. During play, only the top-
most character is considered “in-play” – everything hidden by that character is not active. When 
an entity moves, the top character and everything beneath it (if anything) all move as a 
single entity. 
 

Power Cards.  
At the beginning of the game, each player will carefully select cards for each character type in 
their army. The assigned card applies to all characters that are that type, visible (not hidden 
beneath a character) and in play. Note that the 5-dot characters have no abilities, because they 
do not have a power card slot. 
 

When Revealed.  
Many effects begin with “When revealed,”. There are two ways that this effect can trigger:  

 When a character above it is defeated, thus revealing the new character/cursed artifact 
beneath it.  

 When a player reveals an entity from either the Split action or a card effect, thus 
revealing the new character/cursed artifact beneath it. When revealed immediately apply 
the effect, regardless of whose turn it is. 

When a new character/cursed artifact is revealed that does not have a “When revealed,” 
gametext, it is still read aloud for other players to be aware of its effects and they are now 
active as long as that character/cursed artifact remains visible and in play. Sometimes there 
will be an ability that is always active or an ability that triggers when they are defeated. If a 
character is somehow returned to play from the graveyard, they are not considered 
“revealed” (since they are going from a visible zone to another visible area), but will otherwise 
gain all abilities of their power cards. 
 

Support.  
When your allied entities are in the same space as each other, they will be able to grant bonuses 
to actions performed by friendly entities in that same space. Including: 

 Move Support – When moving an entity, you can move +1 space for each ally that was in 
the starting space. For example, if 3 entities are in the same space one of them could 
move up to 3 spaces in a single move action (1 basic +2 support). 

 Attack Support – When attacking an entity, you can increase your base power +1 for each 
ally that was in the same space. For example, if 3 entities are in the same space and a 
power 3 entity is making an attack, it performs a 5 attack on an enemy entity (3 basic +2 
support). 

 
  



 

Setting up the Game for 2 players: 
 

1. Place the game board in the center of the table, between the two opposing players, so that 
there are four spaces in front of each player (not five). 

2. Each player erects their player 
screen in front of the first row of 
spaces. This is only used during 
setup to hide strategic decisions 
for the duration of setup. 

3. Each player selects a White or 
Black to play and receives a 
matching card holder tableau, all 
of their matching characters, and 
two matching cursed artifact mats 
and cubes. 

4. Each player randomly receives 4x 
“3 power”, 6x “2 power”, 4x “1 
power” cards. Each player selects 
1x “3 power”, 2x “2 power”, and 
1x “1 power” card and assigns 
them to their respective slots on 
their card holder tableau. For 
example, the “3 power” card must 
be assigned to the “3 power” card 
holder slot. Unselected cards are 
returned to the box, unseen by the 
opponent. 

5. Each player randomly receives 4x 
“Cursed Relic” cards. Each player 
selects two of these, and hides 
them with their Cursed Relic 
mats. Unselected cards are returned to the box, unseen by the opponent. 

6. The person who has most recently felt enchanted, or the White player, will go first 
during the game. That player places one swamp terrain on any one of the 12 non-first-
row spaces between each player’s screens. 

7. The second player places two walls on any lines between two spaces that are not shared 
adjacent to the first-row spaces. 

8. Each player secretly stacks their characters and cursed relics into a total of 4 entities in 
the first row, with a maximum of two entities in a single space. Players may not install 
more than one Cursed Relic per entity and all pieces must be hidden by the four 5-dot 
pieces. 

9. Both players simultaneously remove their screens, you’re ready to begin! 
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Player Turns: 
 
Players take turns until one is victorious. On each players turn, they may perform any of the 
following actions in any order they desire. After taking 3 actions, or passing, play passes to the 
opponent. 
 
 MOVE. 

o Select any ONE of your entities and 
move to an adjacent space.  

o You may only move orthogonally (not 
diagonally). 

o You may not enter a swamp. 
o You may not move through a wall. 
o Move Support - Move +1 space for 

each ally that was in the starting space. 
o Examples – In this example, the entity on the 

left can only move 1 space. One of the entities 
on the right can move up to 3 spaces because it 
has +1 support from each same-space ally. 

 

 SPLIT. 
o Select ONE of your entities and take the top character off the entity 

stack to create a new entity in the same space. 
o This will immediately trigger the “When Revealed” effect of the now 

visible character or cursed artifact that was hiding beneath the top 
character. 

o Strategy Tip - Don’t forget that you can perform these actions in any order. A major 
part of the game strategy is to split before taking a move or attack action to gain the 
support bonus of the newly created allied entity! 

 

 ATTACK. (limited to once per turn) 
o Select any ONE of your entities and attack an 

enemy entity! 
o You may only attack an enemy entity in the same 

space as the attacking entity. 
o Compare your power with the enemy entity, seen 

on top of your entity. If your power is greater 
than theirs, you successfully defeat the top 
character of the enemy entity – send it to their 
graveyard. This will trigger the “When Revealed” 
effect of the now visible character or cursed 
artifact. 

o Attack Support - Power +1 for each ally that was 
in the same space. 

o Example – In this example, the entity on the makes a 5 
Power attack. The entity has 3 Power, and it gets a +1 bonus 
from each same-space ally.  



 

Multiplayer: 
 
Gameplay is the same as with 2 players, with the following exceptions: 

 When a player’s turn is complete, play passes to the left to the next player. 
 When you defeat an opponent’s leader, they are forced to join your side. For the 

remainder of the game, you are allies. Attack and Move Support is based on allies, 
including your new allied entities. 

 Goal of the game is to find and defeat all of your opponent’s leaders, by attack or effect. 
If you are the only player with a leader still in play (or on the same team as a player with 
a leader still in play) you win! 

 If a player becomes alone (1v2 or 1v3), at the start of the next turn they will begin to take 
turns between each of their opponents. For example, if the Black/Red team defeats the 
White player’s leader, they become a new Black/Red/White team against the Blue player. 
After the Black/Red player’s turn, Blue will take the next turn and for the rest of the game 
the Blue player will take a turn after Black/Red/White players turns, while maintaining 
the same “left-wise” turn order. 

 
Setting up the Game for 3-4 players: 

 
Setup is the same as with 2 players, with the following exceptions: 

 You’ll need to use the 5x5 space board. 
 Each player gets fewer characters: 3x 5-dot, 2x 4-dot, 1x 3-dot, 1x 2-dot, 1x Leader 

piece. Each player only gets one cursed relic cube. 
 Each player randomly receives 2x “3 power”, 3x “2 power”, 2x “1 power” cards to select 

from. 
 Each player randomly receives 2x “Cursed Relic” cards to select 1 from. 
 Each player secretly stacks their characters and cursed relics into a total of 3 entities in 

the spaces indicated below.  
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