


Across the multiverse, every world is shaped by the ®

stories it tells. Some are ancient myths, some are grand
Fegends and many of them these days come straight Py
. from the pages of comic books. o ‘

And as it turns out, the rnultwerse is really bad at

p 1

%o calid Pl > I\
sarmg';cl: o cool ideas. ’ # \ nrir*{

With so many wurlr.ls creating their own heroes, *Kl

monsters and gods, things started to get crowded J"'f“_ ~ =\

Too many champlnns too many egos, too many chosen
ones. So the multiverse did what it alwa)rs does when_ &
tl-ungs get messy. It created an arena anr.f said:

A “AII rlght. Settle this.”
I |

Each world sends its greatest Tltan They fight for glury,
pride, bragging rights and officially for balance.

When the dust settles, only one remains.

The Final Titan..

WHAT IS THIS GAME ABOUT?

In this draft battler, players recruit a team
of |c-.-g|m"|dar:\.r Titans from across time, myth,
and fantasy, each with unique abilities.
Your Titans are then sent into the arena,
where they'll face off in intense dice duels.

Pick your fights wisely, support your Titans

with upgrade cards, and outwit your foes.

The last one standing becomes the Final

Titan and wins the game!
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Here are exarnples of two Titans:
a standard Titan and an
advanced Titan.
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— GOLDENABLES

The Golden Rules of Final Titan are fundamental to the
rest of the game rules. Remember them well!

When a card directly contradicts the rules, the card

takes precedence.

Example: The rules say that the Titan who wins a fight stays
in the arena. However, ffu Titan say’s “After | win a fight,
| return to my f}ench", then it does not foHaw the gerremlr rule.

When a card says that someth‘tng happens., and another
one says that it cannot happen, the “cannot” effect
takes precedence.

Exqmple: If a card says that a Titan gains 1 Cursed token, and

another one says that it cannot gain any Cursed token,
the second card wins.

WI'IEH resc|ving a card's EH:ECL, aiways rese|ve as H"IUCI‘\ as

you can, and ignore any part that is impossible to perform.

Exumple: J'f an eﬁe:t says that all opponents discard 1
random card from their hund, but one thhem has none, that
Pl'cr}-'er I5 |'gnored and the others must still do it.

VANISH INTO THE NIGHT
| CANCEL & anp (&)

AFTER | WIN A FIGHT, | RETURN TO
MY BENCH
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Each p|ayur recruits a team of Titans who will haht aEalnst
other players’ Titans in 1vs 1 duels.

If all Titans of a player are defeated, that player is eliminated
from the game. All cards remaining in their hand go to the

discard Pi|e.

The last p|a':.-rer remaining in the game becomes the Final Titan

and wins the game!

SHORT OVERVIEW OF THE GAME

GAME SETUP

+Deal 4 upgrade cards each.
« Put the top upgrade card face down into the arena.

DRAFTING TITANS

+ Draft 3 Titans each.

+ Resolve their “Start of Game” abilities.

«The first player is the one whose Titan has the
highest Speed value #.

GAME PHASES

PHASE 1: SKIP OR FIGHT

«SKIP: Put 1 upgrade card face down into the arena.
OR

*FIGHT: Send 1 Titan into the arena and take all face

dDWTI ngFEIdE cd Fd 5.

-P|ayer5 praceed in clockwise order until 2 Titans are in
the arena, then go to Phase 2: Upgrude.

PHASE 2: UPGRADE
«The Titan with the higher Speed # goes first. If tied,
the Challenger starts.

«Play upgrade cards face down.

+Reveal all played cards simultaneously.

+Resolve “When Revealed” effects.

«Resolve “Start of Fight” abilities of Titans and upgrade cards.

PHASE 3: COMBAT

»Alternate taking turns.

+On your turn, you norma”y take 0r1|y 1 Action « [ro”ing
the die), unless indicated otherwise.

-|mportant: if you roll a Charge ™ while the gray side is up,
you take another Action & .

*When the foe is defeated (no life or k0 ), you win
the fight.

-Victor}' reward: you draw 1 upgrade card.

«Perform the clean—up steps.

+Go back to Phase 1: Skip or Fight. The next player is
the one to the left of the previous Challenger.

GAME END

+Phases 1to 3 are repeated until |:>|'||~_.,r one p|ayer remains.




— GAME SETUP

Shuffle the Titan cards and the upgrade
1 cards separately and put them as two
i face-down decks to the side of the

table. Leave some space next to each

deck for a discard pile.

Set up the token and dice supp|}r:

95§ separate and place all tokens out by
type (or leave them in the box insert)
— |

within reach of all p|ayers, alcng with
the 2 dice.

Deal each player 4 upgrade cards into
22J their hand. Then take the top card of
) the upgrade deck and p|ace it face

down in the arena.

T b £ o i o

STANDARD CARDS AND ADVANCED CARDS

For your first games, it is recommended to play only with the
standard Titans and standard upgrade cards. These are beginner—
friendly and do not use Blessed, Cursed, or Minion tokens.
Once you know the game, you can add the advanced Titans

and advanced upgrade cards (marked with the @ icon as shown
in the Titan Card Anatomy section).




FOR YOUR FIRST GAME:

Deal 3 random Titans to each piayer instead of drafti ng Titans.

To start the draft, lay out 3 Titans face up in the center of the
table. The youngest p|ayer takes the first turn. Then players pro-
ceed to the left around the table.

On your turn, choose 1 Titan, take it, and put it face up in front
of you. Then replace it with a new Titan from the top of the deck.
This way, there are a|way5 3 different Titans to choose from.

This continues until each p|ayer has 3 Titans face up in front of
them. This area is called their bench.

Mow resolve all “Start of Game”
abilities of all Titans, if any.

Mow go to Phase 1: Skip or Figﬁt.



DETERMINING THE FIRST PLAYER

The first player is the one whose Titan has the highest Speed
ualue[‘}. If there is a tie, the tied players compare the Speed
value of their Titan with the next—highest Speed value, and
so on. If all compared values remain tied, choose a random
first player among the tied players.

GAME PHASES

The game is played in 3 different phases:

Phase 1: SKIP OR FIGHT
Yhase 2: UPGRADE
Phase 3: COMBAT
‘then go back to Phase 1: SKIP OR FIGHT

Phase 1: SKIP OR FIGHT

On your turn, you must choose to SKIP or FIGHT. As long as
players choose to SKIP, turns continue to the left around the
table until a player chooses to FIGHT. If you don't have any
upgrade cards in your hand or if only 2 players remain in the
game, you must a|way5 choose to FIGHT.

SKIP FIGHT

You must choose 1 upgrade You must choose 1 Titan
card from your hand and put fram your bench and send
it face down in the arena. ﬂR

The next player on your left
must now choose one of the frem the arena and put
two options as well. them into your hand.

it into the arena. Then take
all face-dawn upgrade cards



After you choose to FIGHT:

« |f your Titan is alone in the arena, they become the Champion.
Then all other players determine the Challenger. To do so, the
next player on your left continues and must choose to SKIP
or FIGHT, and so on around the table. As you are already the

Champion, you do not participate in this new round.

If you enter the arena and there is already a Champion, you

become the Cha”enger. When two Titans are in the arena,

go to Phase 2: Upgrudf.

ARENA Setup:

When a Titan enters the arena, take life tokens equal to their max
life value and put them next to them. Put also a Charge token
there, with the gray side up. Add a double-sided Champion/ i
Challenger token with the corresponding side up.

EXAMPLE: Anna, Bob, Carole and Daniel are seated at the table,
in the order their names are listed. Carole has sent a Titan from
her bench into the arena, who becomes the C.ﬁt.'mp."on. MNow, to
determine the Challenger, all players except Carole take turns.

» Daniel is the next player on her left. He chooses to SKIP. To do
so, he puts | upgrade card from his hand face down in the arena.
Then Anna chooses to SKIP and pays the same price: 1 upgrade
card.

The next player is Bob and he chooses to FIGHT. He sends o
Titan from his bench into the arena, who becomes the
Challenger. Then he takes the 2 face-down upgrade cards
from there and puts them into his hand.
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“Phase 2: UPGRADE

In this phase and the next, on|}f the 2 p|ayers particfpating in the
current vl fight will be playing.

First, both |:r|ayers have an opportunity to p|ay upgrade cards.
Each upgrade card provides an additional ability to the Titan,
but only for the duration of this fight. All the upgrade cards
played will go to the discard PHE when the ﬁght ends.

Starting Player: The player whose Titan has the higher Speed
value becomes the starting p|ayer. If the Speed values are tied,
the Challenger becomes the starting player.

Perform the Foﬂnwing steps in this order:

The starting p|ayer may p|ay any number of upgrade cards
face down next to their Titan. Then the other player may
=

do the same.

Br Players simultaneously reveal their played upgrade cards,
if any.

| J The starting player resolves “When Revealed” effects
| ’ on played upgrade cards, in the order of their choice.

|
f J Then the other player does the same.

The starting p|ayer resolves

all “Start of Fight” abilities
ﬁ (on Titan and upgrade cards)
in the arder of their choice.

Then the other player does
the same.

MNow go to Phase 3: Combat.

TR T TR
P




“Phase 3: COMBAT

MNow it is time for the 1vs 1 ﬁght] Both players take 1 die and
alternate taking turns. Your Titan must attack the other Titan

(called “the foe”) by rolling 1 die. The fight ends when one of
the two Titans is defeated.

The starting p|ayer takes the first turn of the ﬁgh‘t.

STARTING YOUR TURN

At the start c:ch—ur turn, you must first resolve all effects of
your Titan that say “at the start uf my turn”. These include your
Poison and Fire tokens. If there are multiFﬂE such effects, you
may choose in which order you resolve them.

TAKING AN ACTION

On your turn, you normally take only one Action &. However,
your Titan might also gain Action tokens or trigger specific
effects that grant you additional Actions ®. These apply even

on the turn they are gained, If you still have any unspent Actions
@ when your turn would end, you must instead take another
Action Q This continues until you have used all of your available

Actions @.

To take an Action, simply roll 1 die and resolve first the
corresponding Primar}r effect and then the seccndary effect
[ifany} indicated on the attack chart oFyour Titan.

Primar)r effect: In most cases, it will deal a specific amount of
damage to the foe. Remove life tokens from them accordingiy,
and return them to the common 5upp|y.

The amount of damage can be increased in
two ways:

. by gaining Power tokens
(see the section about Power tokens)
. by passive abilities that say, for
example, “| deal +2 damage”.

Secundar}r effect: After the
primary effect is resolved, you
must resolve the SEcoﬂdary
effect, if any.

-

Secondary Effect

Primary Effect

12

_ i e, Lo



ROLLING A MISS
If you roll the blank side of the die, it is a Miss, and
nothing happens as your attack has missed the foe.

ROLLING A CHARGE

If you roll a Charge (8, something exciting huppens. Instead of

r.rttacfu'ng_.. you focus your enerqy towards o greater blow.

When the ﬁght starts, the Charge
token of your Titan has its gray side up.

If you roll a Charge@wh”e the
gray side is up, ﬂip your Charge
token over to its colored side,
then take another Action

If you roll a Charge@wh”e the
colored side is up, it immediately
triggers a super powerful effect called
an Ultimate. Then flip your Charge
token back to its gray side again.

You do not take another action.

THIEGERIHE THE ULTIMATE

4 v ',”,' All Titans have an Ultimate. When this big effect
: . " s tnggered you must |mmed|at21y resolve all
effects of the Ultlmate one after the other in the order in which
they are written.

). This is the Ultimate Form icon. When you resolve this
/, icon, your Titan gains its Ultimate Form token. Take this

token from the common supply and put it on top of the
card in the dedicated space. This unlocks a greater ongoing ability,

which is active as |ong as this Titan remains in the game.

13

If the Ultimate Form token was :-.||re.3d:«).r on your
Titan when triggering the Ultimate, nothing
happens to the token, but you still resolve all
other effects that are part of the Ultimate.

ULTIMATE

3

i S
ers have rolled a

Fl'r L'lt[n‘lntr* and

ULTIMATE
0 &

W M aND £ HavE
.0 acriow « .
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CDEFEATING THE FOE AND WINNING THE FIGHT

Players continue alternating turns, with each Titan taking one or more
Actions @ per turn, until one player wins the fight. To win the 1vs 1
fight, you must defeat the other Titan (called “the foe™).

The foe can be defeated in two different ways:

if they lose all their life tokens

or

VICTORY REWARD:

when you win the Frght, you draw 1 upgrade card from the deck.

- CLEAN-UP

Then perform the following c!ean—up steps:

What happens to the foe when they are defeated?

» They go to the discard pile.

« Therr life tokens, status tokens, and Ultimate Form tokens go back
to the common supply.

» Their face-up upgrade cards go to the discard pile.

What ha ppens to your Titan when you win?

You stay in the arena and become (or remain) the Champion.

DETERMINING THE NEXT PLAYER

The next player is the one 5itting to the left of the Challenger
from the previous Fught.

Exception: If that player also fought in the previous fight,
the next player is the one to their left.

Now go back to Phase 1: Skip or Fight. The player who is the Champion

does not participate in that next phase.

GAME END

Phases 1to 3 are repeated until only one pia'}xer remains.

You keep:

« Your current life
tokens. You do not
heal back to max life,

+ Your status tokens
(except Fire tokens).

» Your Ultimate Form
token.

« Your Fire tokens.

« All your pli’i';,-‘Ed
upgrade cards.

+ Your current Ch-arge,
if any. F|i|:| it back to
its gray side,







IGONS, EFFECTS, AND STATUS TOKENS

2y

STATUS TOKENS ICONS AND EFFECTS

Status tokens grant additional abilities to a Titan. There are many other icons and effects you will

. They are taken from the common supply and encounter on cards. They are described in detail here.
p]aced next to the Titan.

« There is no limit to how many the:.r can have,

Status tokens stay as |ong as the Titan is in the game ARMOR VALUE W

and norma”}f carry over between ﬁghts. If a Titan has an armor icon in their top left corner,

they have the indicated armor value. If they do not
have an armor icon, their armor value is 0. See the
section “Titan Card .ﬂ'i‘\natc-rn}-"’ for examples.

A Titan's armor value reduces the darnage they take
by the indicated amount. This 3 pplies every time they

take d.-'_image.

Exception: your armor does not reduce damage from

Poison or Fire tokens you have.

HOW T0 GAIN STATUS TOKENS

Status tokens are put into p|ay by upgrade and Titan card
effects. These effects are ma ndatcry and come in 3 diffe-
rent forms:

+ Some make your Titan in the arena gain status tokens.

Ex:rmple: “I gﬁ‘l:ﬂ 2 DDE‘IS‘E‘ tﬂkEﬂS.”

» Some make the other Titan in the arena (called “the : L \ Hf}'f ’
foe™) gain status tokens. - r
Example: “The foe gains 4 Poison tokens.”

L

+ Some let you choose any Titan, in the arena or on any n E H n

bench, and make them gain status tokens. & £ f‘; g

Example: “A Titan gains 1 Power token.”

P g )

Example: Water Dancer has an armor value of 1.
] C ¢ i » e =, o
The foe, Fung, triggers his Ultimate; (4% pé i.# F ,
The Eﬁu?cts are resolved in this order, one u:llf_tc-.r the other.
Instead of takin 3, ond 4 damage, Water Dancer
| i ! F

L S 8 o |
takes only 0, 1, 2, and 3.

16




Your armor does not protect you from the Fallawir.‘g
effects: KOS, . and r"‘ icons (see later sections

about these icons).

The armor value can be increased in two ways:

» by paining Armor tokens

» by passive abilities that say, for example, “| have
+2 armor”.

> ARMOR TOKEN
Each Armor token your Titan has increases their
armor value by 1.

Example: Your Titan, Archangel, has an initial armor
value of 0. However, she gained | Armor token from
another Titan, Hepharion. So, her armor value is now 1.

POISON ICON

When you resolve this icon, the foe must gain
1 Poison token from the common supply.

This icon does neot deal any damage by itself.
Therefore, it is unaffected by the foe's armor value,
Dodge tokens and Minion tokens.

AR R A
UL P EHP D
AR
Exumpfe: Your Titan 1s Arachnidra and you roll 4,

Therefore, you take 1 Poison token from the common
supply and place it next to the foe.

L POISON

POISON TOKEN

While your Titan has 1 or maore Poison teokens, they
have the following ability:

“At the start of each of my turns, | take 1 damage
for each Poison token | have.”

» You take this damage anly ence before you take
your first action.

+ Poison token damage stacks. 50. iFyou have
3 Poison tokens, you take 3 damage at once
(not 3 times 1 damage one after another).

. |mportant: The damage is unaffected by your
armor value and your Dodge or Minion tokens.

Exﬂmpf&: The foe, Arachnidra, makes your Titan gain
4 Poison tokens. So, at the start nfyuur turn, you
ul'wuys take 4 damage.




FIRE ICON .

When you resolve this icon, the foe must gain | Fire
token from the common supply.

This icon does not deal any damage by itself.
Therefore, it i1s unaffected by the foe's armor value,
Dudge tokens and Minion tokens.

Example: Your Titan is Pyro and you roll #, Therefore,
you take 2 Fire tokens from the common supply and
place them next to the foe.

/ 2 40
£ /

é’ e FIRE TOKEN

While your Titan has 1 or more Fire tokens, they have
the following ability:

“At the start of each of my turns, | take 1 damage
for each Fire token | have. Then | gain 1 additional
Fire token. At the end of each fight, | lose all my
Fire tokens.”

+ You take this damage only once before you take
your first action.

+ Fire token damage stacks. So, if you have
3 Fire tokens, you take 3 damage at once
(not 3 times 1 damage one after another).

. |mpartant: The damage is unaffected by your
armor value and your Dodge or Minion tokens

+ After you take the damage, you gain 1 additional
Fire token. Se, on your next turn you will take -
more darmage.

» Unlike other status tokens, these do not carry
over between ﬁghti. They go back to the common 2
supply at the end of the fight. B

Exumpfe: The fae, Pyru, muakes your Titan gain 2 Fire
tokens. So, at the start of your next turn, you take 2
damage. Then you gain | additional Fire token, which
means you will take more dumuge on your next turn,
and se on.

~ A S
HEAL

When a Titan heals, they gain life tokens equal te
the indicated amount. A Titan cannot exceed their

max life value indicated in the top left corner,

/ -y
T 16’ 4
' ‘1 ‘ v
= CELESTIAL BEING

A START OF FIGHT:
e ir HEALB %,

o

T

Examp!'e: Your Titan is Leviathan and has currentl'y
13 fﬁ'fe. At Start of Fight. you are supposed to heal 8.

However, your Titan's max I'.ffe value is 16. Tﬁerefure,

you DFIII}-’ heal 3.

‘W‘ '-l -
;:' ¥
e



SPECIAL MOVE 3

When you resolve this icon, you trigger the Special
Move ability that is indicated in the top part of your

Titan with the same icon.

LY

i A A A
el v LW
=l eSS PRODIGAL SON

S
- ‘"’ ST 171 HAVE MORE SPEED THAN THE FOE,
S | DEAL S DAMAGE WITH PRAIN .

Example: Your Titan is Azurian and you roll b against
Hepharion. This triggers his Special Move that says
“If | have more speed than the foe, | deal 5 damage
with Drain.” Azurian has more speed than Hepharien,
so he immediately deals 5 damage to him with Drain.

Ko/

When you resclve this icon, the foe is defeated
immediately.

This icon does not deal any damage by itself.

Therefore, it is unaffected by the foe's armor value,

Dadge tokens and Minion tokens.

¥
v .

5
B A

Example: Your Titan is Elite and you roll @ against
Crimson anght who is rherefore fmrned'ru.tc.fy c"efe'uted,
regard."ess thf's armor value cf].

TEAM POWER 8

Narma”y, a Titan's abilities are anly active when
they are in the arena. However, some Titans have

a Team Power. This is an ability that is always active,
regard|e55 of whether they are in the arena or on
their bench.

It affects their entire team including themself.

When you participate in a fight and have a Titan
with a Team Power (in the arena or on your bench),
take 1 Team Power token from the common SUPPI}’
and place it next to the arena as a reminder that it is
always active.

Y TEAM'S TITAN DEALS

.[Dﬂﬁﬁﬁi\élt&fﬁﬂﬁ E ? @ g

Example: Your Titan in the arena is Steelforce.
You alse have Fire Dancer on your bench, who has
a Team Power. This ubfﬁty is ﬂ'l'wuys active and will
enhance Steelforce during the fight.
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POWER TOKEN

Each Power token your Titan has grants them the
Fal]owiﬂg abiﬁty:
“Whenever | deal damage, | deal 1 more damage.”

& POWER

« Power token damage stacks. So, if you have 2 Power
tokens, the damage you deal is increased I:Jy 2and
the total damage is dealt at once.

Power tokens increase all kinds of damage, including
from specia] abilities that deal damage directly, like
that of Guns“nger described below.

Exurnple: Your Titan, Gunsﬁnger, gm'ned' 2 Power tokens
fmm another Titan, Demon Dave. At the Start of nght,
Gunslinger's ability triggers. It says “l deal 3 damage.”
His 2 Power tokens increase the total damage to 5,
dealt in one blow.

+ An effect that does not deal any damage in the
first place is unaffected by Power tokens.

» If an Ultimate includes multiple effects, they are
resolved one after the other and each one is
affected by Power tokens separately.

iEriMare
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Example: Your Titan, Fire Dancer, gained | Power token
frﬂrn another Titan. Later, she triggers her Ultimate:

‘-if 5‘! ? . Her 1 Power token increases the damage she
deals by 1. So, her *% deals 5 damage instead of 4. Then
her i I unuﬁect&d by the Power token because it does
not deal un}r::fﬂmuge in the first place. The same is true for

her second 9 .

|m|:|ortant: All the same rules above a.pplw:,,r alsa to pas-
sive abilities that say for example “| deal +2 damagen,

e

.,

When your Titan deals damage with Drain, they
“drain” the life out of the foe. So, they deal damage
to the foe and heal themself at the same time, by
the same amount.

Special cases for Drain:
If damage is increased for any reason, Drain is
also increased.
If damage is reduced for any reason, Drain is
also reduced.
When you drain life, you cannot exceed your
max life.
You cannot drain more life out of the foe than
they actually have.

Example: You are suppased to deal 2 damage with
Drain. However, the foe has only 1 life left. Therefore,
you drain only 1 life and the foe is defeated,

If your die roll is “canceled” by the foe, you do
not drain any life (see the section about Cancel).
If the foe uses a Dodge or Minion token, you do
not drain any life.
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CANCEL

Some Titans have the abi"ty to cancel a specific die
roll of the foe. This ability is active as long as the
Titan is in the arena. When a die roll is canceled, it
is ignored entirely. So, all its effects are canceled.
This includes all additional icons or effects related to
it. Nothing happens from this die roll and it cannot
trigger any other effects.

UNBREAKABLE

ll ﬂ ﬂ 3
\canceL £ P

Example: Your Iitan, Neo-Leonidas, has an ability that
says “l cancel @4." As long as he is in the arena, he will
cancel all die rolls of the foe that are @'p. The foe is
Queen of Hearts and she rolls . So, she is supposed
to deal 3 damage and then take another Action 6
However, all effects of this die roll are canceled.
Therefore, she does not deal any damage and does not
toke another Action.

‘-_-‘ 'ﬁf:;l\
e |
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BLESSED/ CURSED TOKENS

If your Titan has 1 Blessed or Cur-
. sed token, you roll 2 dice instead
‘B CURSED  of 1 whenever you take an Action.
S I it is a Blessed token, you choose
which die to resclve. [f it is a Cursed token, the foe
chooses instead. The other die is ignored entirely.

« IFyou roll doubles (for example: & and £)),
you resolve only 1 die and lose this token.

» Your Titan can only have one of these two tokens.
If they have one and would gain the other, they
lose the one they have instead. If they would gain
a second one of the same type, they just keep the
aone they have.

Example: Your Titan, Twilith, has 1 Blessed token. You
roll 2 dice: ? and a Miss. You choose to resolve ? ]
and the Miss is ignored entirely. On your next turn, you

roll # and . So, you resolve only 1 # and lose the
Blessed token,




T -- 1 D00GE
ACTION ICON DODGE TOKEN
‘When you resolve this icon, you take another Each Dodge token your Titan has grants them the
Avtion, This mearis that yau roll the die again and Following abilty:
' resuheiﬁsﬁffect : “If | would take damage, | must lose this token
: instead to take no damage.”

« This is mandatory. You cannot choose to save it for
later. You must lose it if you would take damage.

« It does not protect you from effects that are not
damage, for example the KOY icon or effects that
make you gain status tokens.

» Exception: you cannot lose it to prevent damage
from Poison or Fire tokens you have.

UITIMATE
& £ 3

Each Action token your Titan has grants them the o\ 1
following ability: -

“On each of my turns, | take 1 additional Action @.” Y ” E, % ‘% ?

Example: The foe, Fang, triggers his Ultimate: #7 £
{‘iﬁ‘ 3 . First, his & would deal 1 damage to you.
Your Titan, Buzzkill, has 1 Dodge token left. So, you
must lose it to prevent the damage. Then the remaining
effects resolve: & ".i% . You have no Dodge tokens
left, so you take all the damage from these.

Example: Your Titan, Hydro, has 2 Action tokens.
So,instead of taking only 1 Action@on your turn, you

_ '-EI'WBFS-.:E{I’E&';?;MBM- _ o “ .'inxau gain more Action

tokens,they apply during the turn they e gained os el

4
s el Y,

Y



2 MmO MINIGN TOKEN

Each Minion token your Titan has grants them the
following ability:

“If | would be defeated from damage, | must lose
this token instead to take no damage.”

+ This is mandatory, like for Dodge tokens.

ot protects you nn|y if a singte instance afdamage
dealt at once would be enough to defeat you.
It does not protect you from effects that are not
dan‘lage, for Exampie thef;fﬂ! icon or effects that
make you gain status tokens.

+ Exception: you cannot lose it to prevent damage
from Poison or Fire tokens you have.

Example: The foe would deal 3 damage to you. Your
Titan, Valeria, has 2 life left and 2 Minion tokens. Since
this domage would be lethal, you must lose 1 Minion to
prevent the damage. You still have 1 Minion token left.




_SPEGIAL GASES 2 GLARIEIGATIONS)=—

 SPECIAL CASES

What if a Titan returns to the bench during the Flgl'ut?

« A few Titans have this abi|ity (Glitch for examp|e].

« In that case, she is put back on her bench and
heals back to max life (her life tokens go back to
the common supp|y}.

She loses her face-up upgrade cards and her cur-
rent Charge, if any. She keeps her other tokens
(except Fire tokens).

The other Titan remains alone in the arena and

wins the ﬁght. gaining the victory reward as usual.

| RETURN TO MY BENCH AN GAIN
I POWER TOKEN 80,

In some cases, multiple effects or icons will be re-
solved. They are resolved one after the other, in the
order in which they are written.

Example: Your Titan is The Old King. At Start of Fight,

you resolve the two eﬁ:ects, one ufter the other, in the
indicated order. First the foe gains your Cursed token.

ThF.‘ﬂ _}-‘DU dlE‘lI! 5 dumage.

START OF FIGHT:
IF | HAVE | CURSEP TOKEN &,
THE FOE GAINS MY CURSEP TUKEN
AND | DEAL S DAMAGE.

What about any remaining effects waiting to be
resolved when a Titan is defeated?
When the foe is defeated, the ﬁght ends immediately.

You do not resolve any remaining effects.

.-"'J N
Exnmp.l'e You have The Three Musketeers and triqqer
the Ul trmcrie You resclve the 3 eﬁ_ects one aftfr the
otf‘ru:'r . then @ then 9 J'f your f defeats the

foe ::rl'rm:rd}-fJ then you do not resolve and

What if a Titan swaps with another Titan during
the Flg!'it?
- Afew Titans have this ability (Skinwalker for example).
« |n that case, he is put back on his bench and heals
back to max life (his |ife tokens go back to the
commeon supply).
He loses his current Charge, if any. He keeps his
other tokens (except Fire tokens).
The new Titan entering the arena continues the
same fight with the same face-up upgrade cards.
It is not the start of a new ﬂght. Start of F]ght
abilities are not triggered.

ULTIMATE
| SWAP WITH A TITAN ON MY BENCH
AND TRIGGER THEIR ULTIMATE. IF | A

THE ONLY TITAN ON MY TEAM, THE
FOEIS K@Y INSTEAD




What if both Titans are defeated at the same time?
This is rare. If that happens, they both lose the Fight and

no one gains the victory reward.

What if the deck of upgrade cards runs out?
If that happens, shuffle the discard pile to form

d new EIECI‘(.

CLARIFICATIONS

If any amount of damage would be affected by mu|trp|c~
effects at the same time, resolve them in this order:

1] Effects that increase damage (for example Power
tokens or passive abilities)

2) Cancel

3] Armor value

4] Effects that replace damage '[fc:r examp|e from
Steelforce)

5] Dadge or Minion token

FOUR FOR ALL

-1 GAIN 1 ARMOR TOKEN "W
¥ : | GAIN 1 POPGE TOKEN 7.

Example 1: Your Titan is The Enforcers and they already
gained | Armor token and | Dodge token. The foe is Medic
Mira. She rolls \##, so she would deal | damage to you.

This damage would be affected both by your Armor token
and your Dodge token. When resolving those in the correct
order, it turns out that Armor resolves first. This reduces the
dumuge frclm 1 down to 0. Tﬁerefore, you do not lose your
Dodge token.

Example 2: Your Titan, Steelforce, has an initial armor value
of{}. However, he gmﬁea’ 1 Armor token frc-m another Titan,
Hepharion. So, his armor value is now 1. He also has an
effect that replaces damage, which makes it so that he
always takes only 1 domage. The foe is Alekeeper. She rolls

, so she would deal 4 damage to you. The Armor token
resolves first and reduces it from 4 down to 3. Then your
rep]'ucement E‘ﬁCECI resolves, making you take crm';.f f damcrge

instead.

LIVING FORTRESS

IF | WOULR TAKE ANY AMOUNT OF
PAMAGE, | TAKE ONLY 1 INSTEAD

When you resolve an effect that says “for each”, count
the number OFcorrespDnding items, then resolve the
effect at once, as a sing|e instance.

Example: Your Titan is Drogonbane and the foe currently

has 2 Fire tokens. At the start of your turn, Dragonbane’s
ability triggers. It says “I heal 1 for each Fire token on the foe.”
rherefﬂrc' he heals 2 at ance. He does not heal 1, then heal

I again.

ESSENCE DRAIN

AT THE START OF MY TURN,
| HEAL 1" FOR EACH FIRE
TOKEN #5 ON THE FOE.




If multiple effects would trigger at the same time, the
p|ayer whose turn it is (also known as the active p|ayer}'
resolves all their effects first, in any order they choose.

Then the other p|ayer does the same for their effects.

Example: Your Titan is Queen of Hearts. She has an ability
that says “When [ roll @ Miss, J'gcl."n 1 Power token.” The foe
is Cheshire Cat. He has an ability that says “When the foe
rolls a Miss, | deal 3 cl'crmclge.” It is your turn and you roll a
Miss. You resolve your effect first, so you gain | Power token.
Then the foe resolves his effect and deals 3 damage to you.

When you roll a die, it is usua”y resolved immediate|y.
However, some effects mfght make you ignore your roll
entirely. In that case, it is not resolved and does not trig-

ger any other effects.

Example: Your Titan is Impulse with the upgrade card Shar-
pshooter, which says “When [ roll @ Miss, | ignore it entirely
and reroll.” The foe is Cheshire Cat. He has an ﬂbrht}f that
says “When the foe rolls a Miss, | deal 3 damage.” It is your
turn and you roll o Miss. You resolve your effect first, so the
Miss you have rolled is ignored entirely and you reroll. The
foe should resolve his effect afterwards but he cannot becau-
se your Miss was ignored entirely.

Mote: The same is true for the die you ignore entirely due

to Blessed/Cursed tokens.

If & new Titan is revealed during the game (for example
from Alekeeper's Ultimate or when playing in co-op
mode) and they have a “Start of Game” ability, that
ability is resolved immediately.

Somie Titans have an effect that triggers when a
speciﬂc event occurs. In this case, that trig.gered effect
is resolved immediately as an interruption and does not

wait for another effect to finish reso|ving.

THE O0LD KING GENESIS 1.0

START OF GAME: START OF FIGHT:
| GAIN | CURSER TOKEN &= | GAIN | BLESSER TOKEN i

START OF FIGHT: WHEN | LOSE MY BLESSES TOKEN S,
IF | HAVE | CURSER TOKEN &, | FULLY HEAL
THE FOE GAINS MY CURSER TOKEN

AND | DEAL S DAMAGE.

Example: The Old King gives his own Cursed token to
Genesis 1.0, which makes him lose his Blessed token instead.
This triggers an effect which resolves immediately: Genesis

1.0 ful'l'}f heals. After this interruption, The Old Kf'rlg'ts Eﬁ'-i’ff
finishes resolving, dealing 5 damage to Genesis 1.0.

Resolving Rules Questions in the Spirit of the Game

Urle:t.pected interactions are |il'-;ei':,r na game with so

many Titans where each of them has uniqup abilities. It's
all part of the fun! If you encounter a tr|a..|-‘;.- interaction
during the game, and you cannot find the answer in this
rU|Lan|'t we recommend that the person who owns the
game makes a quu,kjudﬁmerut call. This preserves the
flow of the game, which is the most important thing.

After the game, if you are still
Curious, you can look up the actual
ruling in our online FAQ.




__PTIONAL RUE:BEFTING:

P‘Jayers can agree to |:)|aw:..f the game with the 0pti0na| betting rule.
If they do, Betting 153 Phase added between Phase 1: Skip or Fight
and Phase 2: Upgrade.

Phase 1: SKIP OR FIGHT

2: UPGRADE
Phase 3: COMBAT
@en go back to Phase 1: SKIP OR FIGHT

F‘!ayers who have a Titan in the arena do not participate in the
Bettfng Phase. All other players may now plac‘.e bets on which
Titan will win the ‘Flght.

YOUR CHOIGE

Each non-fighting player has a choice. You can either:
.- or

or

not bet at all

If you do not have any upgrade cards in hand, then you cannot bet.

HOW TO PLACE BETS

To p|ace a bet, take the double-sided ChampionfCha“enger
token and place it under your hand with the side showing the
Titan you are bettiﬂg on. Then all players reveal their bet.

MNaw go to Phase 2: Upgmde.

HOW TO RESOLVE BETS (at the end of the fight]

At the end of the Flght (see Phase 3: Combat), check which Titan

has won the ﬁghtr

» If your bet was right, you draw 1 upgrade card from the deck.

» If your bet was wrong, you must discard 1 upgrade card
of your choice.



The 1 vs 1 mode will keep you on your toes as yt:ru're always ﬁght—
ing? Make the ‘Fo||owing adjustments to the previous rules. The

minor tweaks described below give you more tactical options.

CGAME SETUP

Deal each P|ayer 5 upgrade cards in hand (instead of 4).

DRAFTING TITANS

Recruit your team of Titans until each p|ay@r has a total of
4 Titans face up in front of them (instead of 3).

(Phase 1: SKIP OR FIGHT

On your turn, you must always choose to FIGHT and you
cannot choose to SKIP.

 Phase 2: UPGRADE
No cha nges.

Phase 3: COMBAT
Mo cha nges.

Optional Rule: BETTING

There are no bets in this mode.




—2YS2MOBE

You form a team with a tearnmate and play against 2 other players.
Your team will send Titans into the arena and face enemy Titans.
When all Titans of the opponent’s team are defeated, your team

wins the game. \

Make the FDHDwing ad_iustments to the previous rules:

GAME SETUP

Sit next to your partner and deal each |:r|ayer4 upgrade cards
in hand. You may not reveal or describe your cards to your

1

teammate, but you may otherwise communicate and discuss
strategy.

CDRAFTING TITANS

You may discuss pfcks with your teammate. Draft until each
player has 3 Titans and put them in front ofyou.

- Phase 1: SKIP OR FIGHT

] On your turn, you must always choose to FIGHT and you cannot
choose to SKIP. When your Titan is defeateci, your team must
i send another Titan. Decide as a team, which of your Titans you
’ send into the arena.
Phase 2: UPGRADE
You and your teammate both may play any number of your
upgrade cards from your respective hand to suppert your Titan.
They are played face down, then all are revealed at the same

time. They will go to the discard pile at the end of this fight,

a5 I'IUTITIEL

Phase 3: COMBAT

Any Team Powers from your teammate’s Titans are
applied to vour Titans as well.
PP b

Optional Rule: BETTING

There are no bets in this mode. - -
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L g e

You need to know the basic rules of the game befaore you learn
this mode.

In the solo or Cooperative mode, you p}a}r alone or tagether with
one or more teammates against an enemy team of several Titans.
If they are all defeated, one after the other, you win the game
tc—gether. But beware: they will benefit from Fermanent upgrade
cards which accumulate after each fight, turning the game into
an increasingly difficult challenge. If all Titans of all players are
defeated, you immediately lose the game together.

Make the Following adjustmems to the basic rules:

“GAME SETUP

Deal each player 4 upgrade cards in hand. You may not reveal or

describe your cards to your teammates, but you may otherwise

communicate and discuss strategy. Do not put the top card from
_k the upgrade deck face down in the arena.

To form the enemy team, take a number of random Titans as a
face-down deck as indicated in the table below for your pfayer
count and desired :‘Ji‘FFlc1.4||tw‘.fr level.

Player

count 1 2 3
Difhculty
Level
Easy 2 4 6
Standard 3 5 7
Hard 4 6 8
Very Hard 5 7 Q
Insane 6 8 10

For every Titan the enemy team has, also deal 1 upgrade card
at random into a separate face-down deck for them. This is
considered to be the “hand” of the enemy team.
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"DRAFTING TITANS

There are no changes to how the draft works. It ends
when each player has a total of 3 Titans on their bench in
front of them.

Phase 1: SKIP OR FIGHT

The first Champion of the game comes from the enemy
team: reveal their top Titan card and place it in the arena.
Then reveal their next Titan card and place it on the enemy
bench (if this has a Team Power, it is now considered
active). This will be the next foe to enter the arena later.

Reveal the top upgrade card from the “hand” of the
enemy team and put it next to the enemy Champicm to
upgrade them. This upgrade card will never go to the
discard pile. Instead, it will remain active until the end of
the game and will upgrade every foe you will fight.

If the current Champion in the arena is from the enemy

team, to determine who will be the C’na”enger, you do
not choose to SKIP or FIGHT. Instead, you simply
decide with your teammates which player sends which
Titan into the arena.

If the current Champion in the arena is from any player’s
team, the next foe from the enemy bench enters the
arena as the Challenger,

Then ance again reveal the next Titan card from the ene-
my team and piace it on the enemy bench.

Phase 2: UPGRADE
To help your Titan win the ‘Flght, all Playeﬂ may play any

number of their upgrade cards from their hand in any
order. They are played face down, then all are revealed at
the same time. They will go to the discard pile at the end
of this fight, as normal.

Phase 3: COMBAT

Any Team Powers from your teammate’s Titans are ap-
plied to your Titans as well. |fyc:u win the ﬁght, you draw
1 upgrade card as a reward, as usual. In addition, reveal
the top upgrade card from the “hand” of the enemy team
and add it to the other Face—up upgrade cards be|0nging
to all foes. It will also remain active until the end of the
game. These permanent upgrade cards accumulate after
each ﬁght, making each foe harder to defeat than the
one before!

If the enemy team has cmly one Titan left (for the
upcoming last fight of the game), reveal and add all :
remaining upgrade cards from the “hand” of the enemy 3
team instead of only one. J

Optional Rule: BETTING

There are no bets in this mode.

Clarifications for Solo & Co-op Mode !

+ |f the foe would have to make a dec:smn p|ayer5 opt
for the one that is the most in favor of the foe.
« Some Titan cards and upgrade cards have a special

e

icon@in their bottom right corner to indicate that
they cannot be used by the enemy team, When such
a card is revealed for the enemy team, discard it and
replace it with another random card from the main
supply.

» If the foe would “return” to their bench, they form a
queue with the other Titans of the enemy team and
they will enter the arena in queue order.
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G0-0P CHALLENGES
To help you beg[n your solo or co—c:pjcurney1 we created a set
of Cha”enges that you can take on alone or with a friend.
These Cha“enges let you Flght against Predeﬁned enemy teams
of Titans together with their upgrade cards. Use these
pre-defined Titans and upgrade cards a1ong with the
Solo/Co-op mode rules. This makes it easy to learn the flow

of the coop mode before you move on to playing solo or coop
games against a randomized enemy team.

Prepare the enemy decks fo“c:wing the order in which the
Titans and upgrade cards are listed below.

CFOR1PLAYER:

» 3 Titan cards: Crimson Knight, Impulse, Final Boss
+ 3 upgrade cards: Dracula’s Blood, Power Potion,
Berserker's Brew

FOR 2 PLAYERS:

« 5Titan cards: Crimson Kn]ght, Impulse, Chessmaster, =

Karate Guy, Final Boss ]
« 5 upgrade cards: Dracula’s Blood, Power Potion,

Hermes’s Boon, Shadow Step, Berserker’s Brew

FOR 3 PLAYERS:

« 7 Titan cards: Crimson Knight, Impulse, Chessmaster,
Karate Guy, Guns]inger, Sobek, Final Boss
« 7 upgrade cards: Dracula’s Blood, Power Potion,
Hermes's Boon, Shadow Step, Sharpshooter, Basilisk’s Faﬂgs, Find more Eﬂ'ﬂﬂ

Berserker’s Brew shﬂﬂﬂﬂgﬂs online
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Ignite your Godspark!

In this truly godlike expansion, you'll gain access to 15

unique guds and mythical Titans, a|ong with a powerful
new type of upgrade cards.

Expect divine b[essings—and some dangemus new curses, # :
4 2 B
FAVORED ONE

i i : \ LEGENDARY UPGRAPE
unleash unigque, devastatlng effects when paued correctf}r. - 58 = sy
START OF FIGHT

Unleash Legendary Upgrades!

Legendar‘_y upgrade cards are bound to their Titan and

But beware: anyone strong enough to wield them can

harness their power. Choose wisely... and rule like a god.

Make the Following adj ustments to the rules of the base game.

GAME SETUP

Put all |egendary upgrade cards as a separate deck to
the side of the table.

LEGENDARY UPGRADE CARS:

A Titan with the keyword “I.egendary UFgrﬂde“ a|ways uses

their correspanding 1egendary upgrade card,
When you resolve “Start of Game” abilities, search for the matching |egenc|ar}r
upgrade card. Then p|ay it on that Titan. It remains attached to them until the
Titan is defeated.

When they win a fight, it remains attached to them, unlike regular upgrade cards.

Learn more about
When they are defeated, their |egendary upgrade card goes to the hand of the this expansion

Pla)rer who won the Flght. It is then treated as a regu|ar upgrade card. It can be used
to SKIP, or played in a later ﬁght to upgra&e another Titan, but enly for the duration
of one ﬁght, as usual. Afterwards it is simply discarded like a regu|ar upgrade card,
regardless of who wins that fight.

If it is discarded for any reason, it goes back to the 1egendary upgrade deck.
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They are in control!
This expansion features 15 unique Titan cards and 10
upgrade cards inspired by our very own Mindbug universe.

You can't escape them, not even in another game!
Each card showcases a fresh interpretation of iconic
characters and abilities—perfect for longtime fans and
an exciting introduction for newcomers alike.

o

{09 WHEN sy e
f_?}‘ CONTROL 1 ST g 1 4

n:l_ -L, 4 Learnmnre_about
B n oo’ | thisempansion
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WHAT DO MY TITARS BO?

@This IS My max life value.

This is my speed value.

This is my armor value. It
reduces the damage | take by the
indicated amount.

Q=

This life token p|aced next to me
represents 1 life point.

| deal damage to the foe
&l (here 4 damage].
| deal damage with Drain. This

means | deal damage to the foe

e ) Q@

and simultaneously heal myself
the same amount as the
damage | dealt.

Q.:. The foe gains 1 Poison token.

e

@ The foe gain51 Fire token.

g"(;k | trigger my Special Move that is
indicated in the top part of my

Cﬂl'd.

9 | take another Action (I roll the

die again and resolve its effect).

The foe is defeated immediately
(unaffected by DodgefMinion).

| heal myself by the indicated
amount. | cannot exceed my

max life value.

1caNceL When the foe rolls this icon
6 against me, all its effects are

canceled.

This is my Charge token.
It has its gray side up at
the start of ﬁght. If | roll
a Charge@while its gray
. side is up, | flip it to its

I8 colored side and take

Y another Action @.

' If | roll a Charge @)
while the colored
side is up, | trigger my Ultimate for a
big effect, then | flip it back to its gray

side.

Vil MATE

| gain my Ultimate Form
token. This unlocks a
greater ongoing ability,
which is active as long as
| remain in the game.

M}f Team Power is a[ways
active, regardless of

whether | am in the arena
or on my bench. It affects
my entire team including

myself.

STATUS TOKENS
Whenever | deal
W27l damage, | deal
| more damage.

My armor value i1s

increased b}r 1.

On each of my
turns, | take 1 ad-
ditional Action@.

| roll 2 dice instead
of 1. If I'm blessed,
| choose which die
to resolve. If I'm
cursed, the foe
chooses instead.
If | roll doubles, | lose this token. | can
oniy have 1 Blessed or Cursed token.
If | would have both, | ]mmed]ate|y lose

both instead.
/ DO00GE mage, | must lose
this token instead

to take no damage {mandatory].

If | would be f‘
O LY defeated from
damage, | must

lose this token instead to take no s

damage (mandatory). J

If | would take da-

At the start of each
of my turns,

| take 1 damage for
each Poison token | have (unaffected

l‘:y ,ﬂlrmorfDodgEFMinim‘l).

At the start of
ne'/ F!R[ each of my turns,
| take 1 damage

for each Fire token | have (unaffected
by Armor/Dodge/Minion). Then | gain
1 additional Fire token. At the end of
each fight, | lose all my Fire tokens.

g T iy




