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Thcre are no Peoplc wiser than the elves of Ke]edanis,
who have for centuries lived in b]ossoming forest-cities
on Atalinc islancl, also called Kacndgr, scParath
from the main continent of Signum, and there are
no warriors fiercer than the wolfen, whose tribes
are scattered across the entire continent.
T he advance of the Akkari armies have forced
the elves to seek a”ies, and the nature-
worshiping barbarians turned out to be the best choice.
The sgmbol of their union became the unicorn -
a creature sacred to the wolfen, which died out
centuries ago on continental Signum,
but which has been Preservec! on Ataline, thanks to the

care of the elves who live in harmong with nature.

T he untamed, wild strength and Ficry hearts of the wolfen, /

and the coo]~temperecl clegant grace of the elves) honedto /
Perfection for centuries, compliment and balance each other. (
T heir combined strength will give a serious rebuff to the
corruPtion sPreac{ y the insane sPider~lil<e e]ves,
who had turned against nature itself ages ago,
seeking to control and distort it.




INTRODUCTION

«Legends of Signum»
¥ is a miniatures wargame an
. -
B a collectible card game.
ol Squads of creatures gight
; under the leaclership of her_oes: .
5 \/\/hile constructing their. _
Citg, Players recruit characters,"
;_ take aclvantage of sPeHs and
r‘i' ) relics, and use cunning tactics. ?F
]n «Legends of Signum»J i
Players Forge their own A
Path to victory bg creating
e unique Battle Decks and
5.-? ; collections of miniatures.

= AP T hanks to a team

7 of excellent artists and
scuiPtors) every miniature
in the game has an original

loo‘( and its own character‘



GAME BASICS

is a two-player game.
Bcgore the game
starts, P!agers
osition their heroes

on the Pattlefield.

Thc main goal is
to eliminate the
opponent’s hero or
reach the victorious

level of FrosPcritg‘

O’cher creatures can
be summoned after
the construction of

the resPective build-

ings in your Citg.

Gcnera”y, a game
lasts between Q)

and 90 minutes.




BASIC GAME COMPONENTS
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and their cards

SPC”, relic and tactic cards
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GAME ZONES

uzﬁd

) (GAME ZONES

BATTLE GRAVEYARD

£ DECK
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In «Legends of Signum>,
there are five main game zones:
the Battlefield, the City, the
Graveyard, the Battle Deck and
the Hand.

Each player should prepare
enough space for their Battle
Deck, hero card and played char-
acters, building and terrain cards,
as well as some space for keeping
the tokens.

The Battlefield is the game zone
that is common for both players.
Under the leadership of heroes,
here are fighting troops of sum-
moned characters. Standard rules
set this field to 60 by 60 cm (24
by 24 inches). You can measure
it with a ruler or use the original
«Legends of Signum> game field.
Players choose their side of the
Battlefield and are placed opposite
each other. All summoned crea-
tures will enter the Battlefield with
their bases adjacent to that side.
Sides cannot be swapped during
the game.

The City is a zone where play-
ers deploy their building as well
as terrain cards. Usually, a player
places this zone in front of him,
beyond the Battlefield zone. This is
a public zone, so the opponent can
clearly see played cards.

The Graveyard is the zone for
played spell cards, characters that
have fallen on the Battlefield, de-
stroyed relics and activated tactics.
This is a public zone and players
can look at the cards they have in
the Graveyard at any time. Cards
are always placed on the Graveyard
in the same order that they were
discarded there. A card is always
discarded to its owner’s Graveyard
and loses all gained effects and
abilities.

The Battle Deck is the game
zone where the support and char-
acter cards of the players are locat-
ed. This is a secret zone, so cards
must be placed face-down, and
they cannot be viewed or shuffled.
However, the deck must be shuf-

@ [EGENDS OF SIGNUM

GAME ZONES

fled if any card returns to it.
The cards cannot have any abili- =
ties or effects in the Battle Deck.
If a card is returned to the deck,
it always returns to its owner’s
deck, losing all gained effects and
abilities.

The Hand consists of cards
drawn from the Battle Deck that *=&
are available for the players to de-
ploy during their turn. Players can
view the cards in their Hand at any 4
point, but their opponents cannot. .

L\_.‘_ = _. : /2

Keep in mind that when a card
mentions one of the game
zones, }DH default it means

your game zone. Flagers can
interact with their oPPonent’s
game zones only when it is
c{irectlg stated in the card text.




CARD TYPES

= - In «Legends of Signum>, the
= type of each card is designated by

an icon in the lower left corner.
.+~ There are eight card types: - hero,

e minion, character, relic, spell, tac-
< - . - = :

‘3 tic, building and terrain.

E_ A Character, spell, relic and tactic
i cards compose the Battle Deck.

~ With the help of these cards you
fight on the Battlefield.

1,{“

@? Tof 2h— S .

A ¥

P
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Building and terrain cards are
used to construct buildings in the
City zone or for placing terrains
on the Battlefield.

Most of the game cards contain
the following information: pri-
mary parameters, card ability and
additional information.

Card abilities are written in the
text field beneath the illustration
and name.

Additional information consists
of symbols on the card that define
its affiliation to a certain faction,
type (hero, character, relic, spell,
and minion) and edition series.

It also includes the character’s
race and flavor text.

&’ -HEALTH

PRIMARY PARAMETERS
- STRENGTH

& - MOVEMENT |

COST SYMBOLS




£ o CARD TYPES

w display the respective icon. Full

CRE ATU KF ~ description of all standard abilities

| | is given in the Glossary section

CARDS | of the rulebook. If a creature has

e —————— unique or rare ability, the card will
Creature cards contain the contain its complete description.

following information: primary During the game, creatures

parameters, card ability and flavor. can both gain and lose effects and
Primary  parameters  are abilities.

strength, health and movement

distance. Flavor text printed in italics and

The Strength | value indicates does not influence the gameplay.
how many dice the creature can Itcan contain the creature’s chosen
use in melee combat. quote, motto or war cry.

Health € indicates the number
of wounds the creature can take
before it will be eliminated. There are three types

Movement /> indicates the of creature cards:
maximum distance that the Hero, Minion, Character
creature can use on the Battlefield
within the bounds of one turn.

If the creature has one of the
standard abilities, its card will
contain the name of the ability or



*

CARD TYPES

HAERO CARD

Heroes are crucial creatures
on the Battlefield. If your hero
dies, the game is over and your
opponent wins. Heroes are always
* placed on the Battlefield first. Each
player can only have one hero
during one game.

Choice of a hero defines the fac-
tion of your squad, the Battle Deck
forming principle and your style of
play. A hero card is marked with a
special symbol.

Each hero has unique support
cards for the Battle Deck, the name
of that hero is indicated in the abil-
ities of the card. They can only be
brought into play if your squad is

led by that specific hero.
Card type
¢h 2. Fortitude. Ability
Sniper. Pathfinder.
hen an opponent’s creature b
ithout stealth token enters Prlmary
o Lonucr with the Arldan, Parameters
once per tum.
E U
”I.i’ oRies \vhu b .rrm(‘d FlaVOI‘ text
Relic
Faction

In most cases, the hero acts ac-
cording to the same rules as other
creatures on the Battlefield.

Takc note: in the abilitg de-
SCFIPtIOH on game cards thc |

terms «hero» W W, «character» “

and «minions 0 are cl ﬁcercnt

f_or cxamp]c ifa sPcll sa
<<Deai I damage to ang%

on the Batt]cﬁeld »
this spc” will not affect a hero.
On the other hand the effects
that are on!g mtcnded to work
on heroes will not work on
regular characters. umvcrsal
abilities that could work on
every creature tgpc lﬂcroes

cl’raracters ancl minions are

united }35 the term «creatures.




| @ MINION CARD

Minions are one of the creature
types. Minions can be summoned
only by abilities of other cards,
such as Ritual or Parasite.

You can summon any number of
the same minions, but the total
number of your creatures on the
Battlefield cannot exceed eight,
including the Hero.

Every minion is a stand-alone
creature, having its own bonuses,
penalties, and tokens.

Minion cards are indicated by a
special symbol at the bottom left
of the card 8.

The minion cards cannot be in
the player’s deck analogously to
the Hero cards. Each player can
only have one minion
card during one game.

e minion card is
placed along with the
Hero card on the game
table at the start of the
game and cannot be
placed in any other
game zone. This type

Name

the minion card still should be
next to the Hero card.

In most cases, the minions act
according to the same rules as
other creatures on the Battlefield,
and also have their own icon in the
ability text 8.

: Primary
o.f. card designates the parameters
abilities of the minions
you are going to use in ,
the game. Ability I When Evil chestnut is eliminated,

a chosen opponent's creature

If the minion is
eliminated during
the game, its

template or
miniature is

Card type |

receives Poison.

CARD TYPES

e

removed from the Battlefield, but}_ '

g



CARDS

e Character cards are used to
- ; summon character miniatures to

~ the Battlefield.

Card cost

Lindaris the
Knightof Early Spring

CHARACTER

Each character is unique and has
its own inimitable appearance and
special abilities.

When the character is
eliminated, its card goes to
the Graveyard. In some card
effects, it’s called «the char-
acter’s death>.

Character cards are a part
of the Battle Deck Cards.

Name

s
e
T i
e e
" -
. ) '_‘ -
LS :
AL Primary
f}' : parameters
Initiative. Veteran. -
If it didn't receive any wounds during Ablllty
its activation, after attack,
il it can immediately declare another attack,
once per turn.
Faction
Card type

Each card of this type has a cor- ki m——— s
responding miniature in the game. | R AT T F DECK !

' CARDS

The Battle Deck consists of
character, spell, relic and tactic
cards. Players select cards ac-
cording to their strategy.

All of them have an indicator
of rarity:

&l¢) - Common;
@ - Rare;

@ - Legendary;
@ - Mythical.

Spell, relic and tactic cards are
called Support Cards.




Some support cards and charac-

ters gain additional abilities if you
have unique buildings constructed
in your city zone.
The card gains additional abilities
that are indicated after the name
of a unique building only if the
specific building is constructed in
your city zone.

Some of the cards are class
cards, which means they get bo-
nuses from unique class buildings.
Such buildings are called, for ex-
ample, Houses for Elves, Swarms
for Akkari, etc.

All characters if they have House
or Swarm affiliation get a special
bonus indicated on the card of the
respective unique building if that
building is already constructed in
the city zone.

Each faction has a few different
class buildings, though one city
zone cannot have more than one
class building constructed.

These cards are required to cast
spells during the game.

CARD TYPES
Spells can have a wide variety of
effects: deal damage, increase or
decrease creature parameters or
affect game zones. The spell effect
takes place immediately after the
card has been played.

The spell card is discarded to
the Graveyard immediately after

Card cost being played.

: Name

Famine

of the Daishan Forest
- Place your ® into contact Ability

with a chosen opponent’s créafure
with Poison,

Faction
. Card type




CARD TYPES

Relics can either possess their
RICTIC CARDS  abilities or provide additional abil-
ities to the Hero.

Relics are divided into six types,
indicated by a symbol in the upper
part of the card:

The relic cards are dedicated
to heroes only as mere mortals
cannot withstand the power of the
-~~~ mighty ancient artifacts.

& Card cost WYy Melee weapon
- =
' " Ranged weapon
@ Armour/Cloak
) Shield/Banner
Helmet
2. Yo W gaing 42 4 Cir
fndcgilr:icl{;‘g;:;ote? AbllltY
o Silver Elves Clan:
. addition, ¢h of your # ignores .
Faction Treasure

Card type

@ [EGENDS OF SIGNUM
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One hero can have access to
relics of different types. A played
relic card is placed near the hero
card and considered to be active or
«equipped>». A hero can carry as
many relics of one type as indicat-
ed by the number of symbols of
that relic type on its card. Some
heroes have access to two or more
relics of the same type.

G\ ’:‘ . Rellc . "v:_ @;r%
. 09000 |
< D

,.S_‘;F’“ \_sr/ Tyonx 7

You cannot remove an active
relic from your hero during the
game. However, the active relic
can be replaced by a new one of
the same type. In this case, the old
relic is immediately discarded to
the Graveyard.



e example:
A hero a]rcadg possesses
a (loak of SPirit Medium relic
of the Shield/Banner type.
T}we owning P]ager wants to
Play the Tl’lomviﬂe Slﬁield carcl,
in this case, the hero receives
all the new abi]ities, and the
Cloak of Spirit Medium relic
is discarded to the Graveyard.

The ability of this card type
indicates whether the relic can be
used multiple times or has a cer-
tain durability.

Some relics have Multiple Uses *y.
This ability means the relic bonus-
es can be used as many times as
specified there. When you use a
relic with Multiple Uses during the
game you should mark it on the
relic card once you used it. As soon
as the number of marks equals the

-4 T p
-:.’ ...;r :.?'rl|

‘“,T'

CARD TYPES

=

number of initial Multiple Uses of
the relic, this relic is discarded and
all of its bonuses are no longer ap- '
plied. The Multiple Uses relic bo- .

nuses are triggered whenever there : 4z
is a suitable condition for it.

For example:
Elven Blade has Mu]tiple
(Jses 2 providing ExPer’c
of Attack 2 and |nitiative.
As indicated in Glossarg,
both of these abilities work
when a creature assigns its
dice to attack. Tl’lat means |

one point of Mu]’ciplc (Jses is ,.

spent onlg if the hero, being n s

melee combat, assigns its dice §

to attack no matter if it attacks §
oris under attack. ]Fthc hero
assigns dice onlg to defense,
these abilities remain unused

50 Multiple (Jsesisn't spent.

@ [EGENDS OF SIGNUM



CARD TYPES

- Relics of other types have Dura-
??‘%?}a bility X{). When a card with Dura-
¥ Y bility is played, collect the number

. -3: = of Armour tokens indicated in the
Vg durability stat and place them on
i vt the card. Once heroes have such

relics equipped, any damage they

take from non-magical attacks will
=" first be delivered to the relics by

consuming the Armour tokens.

P The player will decide for him-
e 5 self from which relic Armour to-
: kens will be taken - one for each

: ~ point of damage dealt. Damage
2 n dealt by a single attack cannot be
. 2 ch spread over different relics. First-
—eite ly, the player must remove all du-
g rability points from one relic and
L then, if there are still points of

damage left, start taking Armour
tokens from the next one. When

3 « the relic with Durability has no
' more Armour tokens left, it is de-
K stroyed. If a hero has at least one

relic with Durability, the play-
.~ er cannot redirect damage that

e )=
o
= i -

3! ¢ e ahaas o o
’ 1
&a ,'1.“..'.,-5- - R R e A

should be dealt to the relic to the
hero itself and apply Wound to-
kens. Armour tokens protect the
hero from any physical attacks,
but not magical damage or effects.

Destroyed relics are discarded
to the Graveyard and the hero los-
es effects of these relics.

e

. o

For example

Mask of Fury of the Cursed
is a f‘le]met/Mask type relic
with Durabili’cy 22, When this
card is Playec‘, 2 Armour
tokens are Placecl on it. Mask
of f:urg of the (Cursed will
remain in the game until the
hero with this relic takes
2 Poiﬂ’cs of Phgsical clamage.

.._."-_)_ —Sats " ~ ,{?‘{‘T ;T._iﬂ

b -
- - - . =
~ . p - = Vi
. ~3 et = "
- — =& T e e T B



TACTIC
CARDS

These cards allow players to use
tactical maneuvers that take effect
during the game event indicated
on the card.

Card cost

Name

Force of Pain

When your ® receives wounds -
it can be activated twice during

Ability

its next turm.
o Devastator's Nest:
addition, this ® gains Fortitude
until the end of next turn.

Faction

Card type

Tactic cards are the only type of
card that can be activated during
your opponent’s turn.

A played tactic card is placed
face-down and should not be
shown to the opponent. Unlike
spells, tactics do not take effect
immediately, but after a certain
condition &Indicated on the card)
is met.

Activation of a tactic card is up
to the decision of the player who
played it — they can declare it as
soon as the specific event occurs
for the first time or wait for a better
moment.

Tactics with the same name
couldn’t be activated by the same
trigger.

After activation, the tactic card
is discarded to the Graveyard.

A tactic can be activated only
during the opponent’s turn un-
less otherwise stated.

@ [EGENDS OF SIGNUM

CARD TYPE

-2 p 75

T:or example:

The tactic card
Deac”y Ambush has the
Fo”owing abi]itg: «\/\/hen an
oPPonent’s creature receives
% clamage - it receives X ad-

ditional wounds.» \/\/Een the
Player P]ags this card, it remains

in the game until a creature of |
your opponent receives clamage ;
cluring the oPPoncnt’s turn.
On this occasion, the P]ager '
decides to either activate the
tactic card for the creature
to receive wounds in addition
to the main clamage or keeP it

for another similar occasion.

1O}



CARD TYPES

Eet it T Building cards are used to play In addition, each faction has its -
“h ;#}r B(/HLD]NG CARDS i cards from the Battle Deck: sum- own unique b1,1i1dings.
ey N y mon characters, use tactics, spells
S SR Building and terrain cards are ©F play relics. e
t included in the Battle Deck ) :
et - ‘ggt jllrllsi 1lliki tlig Ba:tle a:lecek, pelgyj . There-are 9 basic types of build- Fairy Garden for the Alli-
_ = ers will choose which cards will be 10gs in «Legends of Signum>: ance of the (Jnicorn faction

- usedbefore the game commences. = or Queen’s | emple for the
sals o . rd cost Barracks Library Akkari SPider [ lves.
Tavern ‘@ Arena Some cards cause buildings in the
City to be destroyed. While any
- of the nine basic buildings can be
School ;
of Magic

P constructed again, each unique
g Shooting - .
@ Range City Hall

ﬂﬁﬂl Temple building can be constructed only
, . 4N Unique
% Smithy building

Card type -

once per game.
building .

Bh: Your ® gains +1 ch

| until the end of your turn.

Faction

GNUM!

@ [EGENDS OFS;
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TTCRRAINCARDS |

These cards are required to
place special terrain templates on
the Battlefield. These templates
have different forms and sizes.

Card cost

"~  Difficult Terrain.

Defense against Shooting

® in contact with a Golden
Grove gains +1 ¢h and
Master of Shooting 5. ..Qﬁ

Terrain, placed on the Battle-
field, can make movement more
difficult or makes it completely
impassable, stop ranged attacks or
implement other special abilities.

There are several basic terrain
types, including Forest and
Rocks. The player can play
an unlimited number of basic
terrains during the game.

In addition, «Legends of
Signum> has unique terrain
types each of which can be
played only once per game
by the players. Most of them
are faction-specific terrains
that have special rules.

CARD TYPES
e =

For example

Mountain Sprimg or Circle
of [ quals terrain cards can

onlg be found in the Alliance
of the (nicorn faction cards.

: (_?r_olden Grove

N 'fln




GAME SETUP

ﬂ%GAME SETUP

Y e ——————

-

Before the game starts, both
participants select a faction.
Opponents can select the same

* faction and even the same heroes.

The players compose their Bat-

ber of character cards in the deck,
and no more than half Dogs of War
support cards of the total number
of support cards in the deck.

f:or example
20 cards Bat’cle Deck has
6 Charactcrs, &) of which could be
from Dogs of War. The rest 14
cards of this deck are suPPor‘c
carc{s, and only F of them could

be Dogs of \/\/ar suPPor’c cards.

A deck cannot contain more

tle Decks, each one can contain than one character card of the
between 20 and 40 cards. same name.

Even if characters have the same
3 You can only use Battle Deck, name but different monikers, they
s building and terrain cards that are still cannot be in the same deck at

P affiliated with your faction. Also, the same time.
e your Battle Deck may include The deck can include only a
By cards of the Dogs of War faction maximum of two spell, relic, and

and universal support cards.

The Battle Deck can include any
number of faction character cards
as well as faction support cards,
meanwhile, the deck may include
no more than half Dogs Of War
character cards of the total num-

4 2. Master of Shootng
Hikaru has dealt damage witl
of the attacked creature becomes §

the end of your opponent’s turn. ;
N Ifan <« Arenas is constructed in your city zone, I8
Hikaru gains +1 b

T

until

]

" Kitstme

tactic cards of the same name.

The number of cards in the Bat-
tle Decks of both players does not
have to be equal but must follow
the general rules of creating a deck.
Battle Decks are placed face-down
so that the top card is not visible to
either player.




After the Battle Decks have been After both players place their an equal number of cards from the
created, the main game zones are heroes on the Battlefield, there is top of their Battle Deck, the Battle
marked, and a place for miniatures no way to avoid conflict and the Deck needs to be shuffled only af-
and tokens is chosen - set the City Dbattle is about to begin! ter replacing. This can only be per-

Players start with three formed one time before the game
points of Prosperity each starts. Alternatively, players may
and draw four cards from discard any number of cards from
the top of their Battle Decks their hand and get 1 Prosperity for

zone to place your terrain
and building cards. Players
choose which cards of build- 4
ings and terrains (according
to the faction of their hero)
they will use during the game.
Turns priority is determined
by rolling dice. The player who
rolled a higher number of
Shields (%> decides who goes
first. The turn order re-
mains unchanged until the
end of the game. The first
player sets their hero minia-
ture on the Battlefield with 4
the edge of its base ad- {=
jacent their field’s side. 4
Thereafter, the second
player also sets their
hero miniature
adjacent to their 4
side of the field. 4

to form their starting hand. each discarded card.
= Each player can return up ~ After this, the preparation
A to four cards from their phase is completed and
A Hand to the Battle Deck the first player starts
and replace them with their turn.

\

GAME SETUP




TURN PHASES AND GAME MECHANICS ' S

r

The game consists of a series
* of turns that the participants take
one after another. A turn consists
of three mandatory phases:
o Beginning Phase;
o Construction Phase;
e Creature Activation Phase.
The player who is going
through their turn is called the
- active player.

" BEGINNING PHASE. |

This is the first phase of the ac-
, tive player’s turn. The active player
g untaps all the tapped cards, if they
have any. All creatures have an
opportunity to be activated again.
The player removes all temporary

TURN PHASES AND
</ (GAME MECHANICS

effect tokens and markers from
their creatures if the effects expire
before the start of the turn.

The active player takes one card
from the Battle Deck into their
Hand and receives one point of
Prosperity. Players cannot have
more than 10 Battle Deck cards in
their Hand. If there are already 10
cardsin their Hand, one of the cards,
randomly chosen by the opponent,
is discarded to the Graveyard. -

If a player’s Battle Deck runs’
out, every time they need to take a
card from the deck, their opponen
receives Prosperity points. The =
first time that happens, their op-
ponent receives 1 point, and then
the amount of Prosperity points
doubles with every card drawn.

@ [EGENDS OF SIGNUM



PSS

| lmCONSTRUCTION PHASE

At the start of this phase, the
' player may construct buildings
or gain Prosperity points instead.
If the player decides not to con-
. struct a building, they receive two
. additional points of Prosperity.
In many cases, constructing a
building requires accumulating
enough Prosperity points.
"The active player chooses which
wildings and in which order they
are planning to construct. Players
cannot construct more than one
building per phase.
. To construct a building, the re-
spective building card is required.
The construction is considered fin-
ished if the building cost has been
paid and the card has been placed
in the active player’s City zone.
The order of placing building cards
in the City does not matter, nei-
& ther does the order in which they
are constructed.

A building can be used in the
same turn it is constructed. Build-
ings that are not currently in use are
untapped, those that were used in
the current turn are tapped. Cards
of tapped buildings are flipped to
the side, they cannot be used again
in the same turn.

Buildings, constructed in your
City, can be used for:

« playing Battle Deck cards from
your Hand or terrain cards;

« using abilities indicated on the

building card.

&s: Your ® gains
+1 sk, until the end
of your turn. &

Untapped building

@ [EGENDS OF SIGNUM
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The maximum amount of bulld'

ings constructed in your City is -

twelve (12). Any player cannot re-
move constructed buildings from
the City zone at will.

The City cannot contain two
buildings with the same name.
For example, you cannot have two
City Halls or two Taverns. Also,
the player cannot have two Houses
or two Swarms in their City Zone,
even if they have different names -
such as the Devastator Swarm and
Spinner Swarm.

@ oy 4@
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“[ CREATURL
During this phase the active

player may:
e play any number of character,

_ = spell, relic or tactic cards from

their Hand;

e activate creatures on the
Battlefield;

e play up to one terrain card.

Players can carry out these ac-
tions in any order. Players cannot
play building cards in this phase.
Before the player plays cards from
their hand, uses an ability, or ac-
tivates a creature, the player must
declare this action.

Each card in the Battle Deck
has its cost indicated in the top
left corner. The active player can
play the card from their Hand if

-‘-_4‘ the City zone already has all nec-

— -
.........

ACTIVATIONFHASE I

essary buildings constructed and
untapped (i.e. they have not been
used to play other cards or effects

in that turn). You must also pay

the cost of the card by tapping all
the necessary buildings in the City,
and removing Prosperity points
when required.

Sometimes, any building b

can be indicated on the card’s cost.
This means that playing this card
requires a player to tap any build-
ing in the City.

["or example
You want to lag the C aillion the
Captain of Steel biac{es charac-
ter card. | he character summon-
ing rcquircmcnts state: «Arena,
Any.» Bmcorc summoning
Caillion on the Pattlefield, you
must tap the Arena in your Cit9
and any bui]ding oFyour choice.

@\ [EGENDS OF SIGNUM
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When you play a character card, -.
you summon a corresponding
character to the battlefield. The
played character card is placed
next to the hero card, and the
character’s miniature is placed on
the Battlefield. If you summon
it in this way, the edge of its base
should touch your side of the field.
It cannot be positioned closer than
S distance (8 cm) to any of the op-
ponent’s creatures.
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If that is impossible, then the char-
acter can be placed on the field
regardless, but will receive a Back-
stab from every hostile model posi-
tioned at S distance or less.

Creatures cannot be summoned
in contact with an opponent’s
creature. A creature that has just
been summoned to the Battlefield
is considered activated and cannot
perform any actions that turn.

If the opponent enters melee
combat with it or declares a ranged
attack, that creature can
defend itself
according
to the
general
rules.
If the crea-
ture has any
passive abili-
ties that affect
other creatures
and do not
require activa-

tion, these abilities will be active
immediately after the creature is
summoned to the Battlefield.

]:or exami
clnaracter as an

«Aura ) 3ourﬂgam
1= strengtlw» abi]itg) this means
that all griencﬂg characters
in 5 radius receive +1 streng’ch.
This abilitg will affect other char-
acters as soon as the character
is summoned to the Pattlefield.

The player is considered the
owner of all the cards he begins to
play with. The cards cannot change
their owner during the game. When
the player summons a character to
the Battlefield by playing its card
or in any other way, the player
immediately gets control of that
creature. All creatures under your
control are called «your» crea-

@ [EGENDS OF SIGNUM

tures, and all creatures under the" f
control of another player are called -

«your opponent’s creatures» or
«an opponent’s creature>». Some
effects can deprive the player of
control of their creature transmit-
ting it to another player, but when
that creature leaves the Battlefield,
its card anyway goes to the game
zone of its initial owner.

The creature card and its min-
iature on the Battlefield remain
in play until the creature is elimi-
nated until the amount of Wound
tokens becomes equal to its health
stat. After that, the character card
is discarded to the Graveyard and
the miniature is removed from the
Battlefield.

The player can no longer sum-
mon creatures to the Battlefield
if there are already eight or more
creatures under the control of that
player.

&7
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The next creature can begin its
activation only after the previous
one has completed all actions.
During the creature’s activation,
it’s impossible to- declare acti-
vated abilities of other cards and
play cards from Hand. However,
the creature’s activation can be

* interrupted by triggered abilities,

including the activation of tactics,

TURN PHASES AND GAME MECHANICS

if there was such a situation on
the Battlefield that caused them
to trigger. It is also impossible to
activate the same creature twice in
one turn.

After all creatures of the active
player on the Battlefield have fin-
ished their activations, the turn
can be declared over. All abilities
and effects active until the end of
the turn or abilities that are only
activated at the end of the turn
are declared in the order chosen
by the player controlling the cards
with those abilities or effects. Then
the other player’s turn begins.

| PLAYING
SUPPORT CARDS

|
If a player plays a spell card (for
example Flames of Fury or Second
Rebirth), it takes effect immedi-

ately and the card is sent to the
Graveyard.

@ [EGENDS OF SIGNUM

Relic cards can only be given to
the player’s hero. Relics played in
the current turn can be used by the
hero immediately. A relic remains
in play until it is destroyed or re-
placed by another one of the same
type and then it is discarded to the
Graveyard.

A played tactic card is placed
face-down near the hero card. It is
not revealed to the opponent, but
a player must declare that they are
playing a tactic card and tap all the
necessary buildings.

Tactic cards remain concealed
until the activation conditions are
| met. As soon as that happens, the
| player flips the card and demon-
strates it to the opponent, the tac-
tic effects are applied and the card
is discarded to the Graveyard.




I PLAYING
' TERRAIN CARDS i

The active player can only play
up to one terrain card per turn and
it may require certain buildings to
be constructed in the City. A play-
er can play terrain cards that are
affiliated with their faction, as well
as no faction terrain cards.

Opl_)o-hé'ntfs_side'_.
of the Battlefield

When playing terrain, the play-
er must place the respective card in
the City zone and place a template
corresponding to the terrain type
on the Battlefield. The template
should be placed into any avail-
able space no closer than 3 mm to
miniatures (height of the standard
Legends of Signum base), at no
less than S (8 cm) distance to your
side of the battlefield and other ter-
rains, and no less than M (10 cm)

TURN PHASES AND GAME MECHANICS

*';
e
distance to your opponent’s side

of the battlefield. If the Battlefield ~ e

has no areas that fit these criteria,
the terrain card cannot be played.

Basic terrain cards such as For-
est or Rocks are available to any
faction. Players can play them as
many times as they wish during
the game, but only once per turn.

Faction-specific unique terrain
types have their own names (such
as Circle of Equals, Spider Web
Mushrooms and so ong and can
only be played once per game. If
the unique terrain has been played
on the Battlefield by the player,
that player cannot play it again
this game. Some cards allow the
destruction of terrains on the
Battlefield.

Terrain abilities are active for as
long as the terrain remains on the
Battlefield. All the terrain abilities
are listed in Glossary.




RUINS

o Pl
- ' If a character is in contact with a
‘- 3 terrain element of the Ruins type, a

B ' character can search it for a chance
et to receive hidden treasures. Results
of the search are determined by
_ rolling a die and affect the character
* that performed the search unless
stated otherwise. After the search
is completed, the character’s turn
ends immediately. Heroes cannot
search ruins. Regardless of the re-
sult, one set of ruins can only be
searched once per game.
. Characters can use a secret
", entrance and move any distance
« 23 between ruins that have been
T searched. To use a secret entrance,
the owning player must roll a die
while the character is in contact
g with the searched ruins. If the re-
o sultisa )Z(, then no secret entrance
was found - the character remains
in place and ends its activation.
If an 9 or (® were rolled, then you
are in luck and your character has

found a secret entrance - the char-
acter can be moved into contact
with another template of searched
ruins on the Battlefield, a character
also cannot be moved in contact
with the opponent’s creatures.
The character’s turn also ends after
that. A character with the ability
«Can re-roll a die while searching
Ruins> can also re-roll a die while
searching for a secret entrance.
Stealth characters may search
ruins and use secret entrances
without losing their Stealth token.

Characters cannot search
ruins or use a secret

entrance if they are in contact
with an enemy creature.




When you start to operate a
creature on the battlefield, it’s
called its activation. This creature
is considered activated. There is
only one activated creature at the
same moment in the game.

Every creature in «Legends of
Signum> can perform one of the
following action combinations
during its activation:

e move within the movement
distance indicated on its card;

e use the Run rule;

e move up to or less than its
movement distance and enter me-
lee combat;

« enter melee combat if the
creature is already in contact with
an opponent’s creature;

CREATURE ACTIVATION

e perform Shooting or any oth-
er ranged attack, if the creature has
the ranged attack abilities;

« use any other activation abili-
ty indicated on its card.

Players must activate all of _
their creatures on the Battle-
field during their respective
turns. The player might
choose not to perform
any actions for the crea-
ture, but this creature
is anyway consid-
ered activated.

@ [EGENDS OF S;'IrUM
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e T MOVEMENT
, ;35 -_: 2 Movement distance is indicated

ga on the creature card and is marked
= by a one-letter abbreviation against
B a blue background. For ease of use,

all movement distances in the game

& .~ are divided into 4 primary ones:
£ir 2% « short S (8 cm);
& e medium M (10 cm);
3 e long L (15 cm);

« extra-long XL (25 cm).

Players can move their
creature miniatures across
the Battlefield up to or less |
than the distance indicated
on the respective cards. Each
miniature has its own base
with a set diameter of 32
_ mm, S0 mm, 60 mm or 80
b mm depending on the size of
the miniature. No miniature
can gain the advantage in
movement due to the size of §
" its base. :

If at any point in its movement

i your creature touches the base of

an opponent’s creature, it stops im-
mediately, even if it has not com-
pleted its movement. Your creature
is considered to have entered in
contact with the opponent’s crea-
ture. If a creature ends its move-
ment in contact with two or more
of the opponent’s creature, the ac-
tive player chooses which creature
to enter melee combat with.

If a creature has finished its

movement during its turn, it cannot
use activated abilities whatsoever.

If a creature starts or ends its
movement while in difficult ter-
rain or passes through its template
during its activation, its movement
distance is reduced to S.

Creatures cannot pass through
each other, or impassable terrain,
or end their movement there. They
must bypass such obstacles, the
distance of their movement must
be taken into account.

e

Take note that some cards
could use «place» instead of
«moves. ( Inlike movement, the
Placemcnt doesn’t take into
account any obstacles on its
way, so a creature can be P]aced
cxactlg how the card states.
Movementis a spccial type of

P!acemcnt soif any abi]ity imp]ies
<<Placement», that means it works

Wlth a norma! movement as WC”

e ey A -




o

Before a creature moves, its
owning player can declare that it
will use Run in the current turn. In
this case, its movement distance is
increased to the next value, so that
S increases to M, M to L, and L to
XL. Any creature that has a move-
ment distance of XL cannot use
Run, nor can any creatures that are
in contact with one or more ene-
my creatures. After a creature uses
Run, its activation is over immedi-
ately after the movement is com-
plete. No abilities can be used after
running, including melee combat
attack.

If your creature enters contact
with an opponent’s creature as
a result of running, it must stop
immediately and receive Backstab
from the enemy that is now in con-
tact with it.

0] DACKSTAR

Mainly backstab is declared in
these cases:

e when a creature leaves contact
with its opponent;

e when a creature enters contact
with an opponent using the Run
rule;

e when any ability implies de-
claring it.

Backstab is dealt only to crea-
tures if they are in contact with the
source in any case, except for cas-
es of summoning creatures to the
battlefield closer than S distance to
their opponent’s ones.

In each case, each opponent’s
creature that was in or enters con-
tact with it should roll 1 die to per-
form a Backstab.

Backstab is not an attack, but it is
considered successful with the val-
ue of % or 6.

@ [EGENDS OF SIGNUM
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If the opponent’s creature has' f
wounds, it can only cause dam-
age with a Shield rolled on
the die. Creatures with the ability
Fortitude are the only exception.
A creature cannot defend itself
against a Backstab, so every suc-
cessful roll automatically becomes
a hit. A character with a Stealth to-
ken can declare a Backstab, but in
this case, it loses the Stealth token.
Each successful Backstab die deals
1 damage. .3

In most cases, the Backstab rule :
will be applied when your creature 20
is withdrawing from contact. But o
even if it moves while still being in
contact with an opponent’s crea-
ture (for example to get behind it
and continue the battle), the Back-
stab rule will still apply.

Even creatures with a strength
of 0 not capable of fighting in me-
lee combat under normal circum-
stances deal Backstab to creatures.

33
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CREATURE ACTIVATION

If your creature enters con-
tact with an opponent’s creature
during its movement or starts its
activation already in contact, it can
declare melee combat. A creature

* can only declare melee combat

once per activation unless its card
states otherwise.

The active player’s creature is
the attacker, and the second play-
er’s creature is the defender. If the
active player’s creature is in contact
with several opposing creatures, the
active player can only choose one of
them to fight in melee combat that
turn. A creature cannot fight several
enemies at once. However several
creatures can attack the same target
during one turn as long as they are
already in contact with it.

If a creature is attacked by sever-
al opponents, after the first attack it

- must assign all of its strength dice

to defense. One attack is enough to
tire a creature out and make it fight
only to defend itself from the next
opponent.

A creature can remain in contact
with an opposing creature without
declaring melee combat. It can
simply remain in place, making it
difficult for the enemy to move or
shoot.

In melee combat, the creature’s
strength parameter shows how
many dice it has available for me-
lee. These dice can be assigned to
attack and defense. Each attack die
deals 1 point of damage if it hits.
A defense die allows your creature

to block 1 hit.

The defender must be the first
to assign the strength dice to at-
tack and/or defense and declare it.
Then the attacker declares which
dice are assigned to attack and/

@ [EGENDS OF SIGNUM

or defense. Players can choose to
assign all dice to attack or defense
if they wish. If a creature has a
strength value of 0, it cannot attack
or defend itself in melee combat.

*__—‘--"“‘ —

For examp!e
A creature has a streﬂgth
value of . which means that it
has 3 dice available for melee
combat. | he P!ager can assign
all 3 dice to attack, or2to
attack and 1 to dc{:ensc, etics

The active player always has
. an advantage when assign-
- ing their dice as he already
knows their opponent’s
choice. For example, if the
defender is using all avail-
able dice for defense, then
there is no point to waste
the attacker’s dice on de-

fense as well and it can use
all dice for attack instead.




o plt

B

@ ATTACK.

After both players have as-
signed their strength dice to at-
tack or defense, they roll all of the
attack dice at the same time. If the
creature has no Wound tokens, a
roll of its dice is considered suc-
cessful on Axe % or Shield 5.

If the creature has Wound tokens,
its rolls are considered successful
only on Shield 3. The only excep-
tion is creatures with Fortitude
ability, on that occasion their rolls
are successful on Axe % or Shield
whether they have Wound to-
kens or not. The rolls with such
results are called successful attack
dice or successful attack roll.

When determining successful
rolls, if the unwounded creature
rolls Bullseye }X{ (Bullseye }¥ or
Axe % for wounded ones) that
means the roll is unsuccessful and
deals no damage.

[ e

After both players finished roll-
ing the attack dice, it’s time to roll
for defense. In order to defend it-
self, the creature should roll Shield
in melee combat. This value
remains unchanged even if the
defending creature is wounded.
The roll with such a result is called
successful defense dice or success-
ful defense roll. Every successful
defense die decreases the amount
of successful attack dice by one.

If all of the opponent’s attacks
are a failure, and the defending
creature still has defense dice set
aside, no defense rolls are nec-
essary, but the dice are still used
and cannot be put into the attack.
When hiding behind your shield,
you lose the opportunity to deliv-
er a mortal wound to your oppo-
nent. Such is the price of excessive
caution.

& [EGENDS OF SIGNUM

= :
The successful attack dice, i ™ 8%

which weren’t blocked by success-
ful defense dice, are called success-
ful hits. Each hit deals 1 damage to
the attacked creature.

Magical Strike

Magical Strike is a special melee
attack. Its dice rolls are considered *
successful the same way as stan-
dard melee combat on Axe % or
Shield or only Shield for
wounded creatures with no Forti- 3
tude. Magical Strike is impossible
to block, so no defense dice are
rolled and all successful dice are R
automatic hits in this. Magical o
Strike is a magical attack, which
means it deals wounds right away.
Even if the target has Armour to-
kens, Magical Strike ignores it.

The melee combat attack, as
well as Magical Strike attack that
dealt either damage or wounds is
called «successful attack>.
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@ WOUNDS

Damage is the number of
wounds a creature receives after
an attack or by the effect of card
abilities. The damage taken by a

* creature is indicated by special

tokens on its card. If it has any Ar-
mour tokens, they will be removed
first upon taking any damage (one
Armour token for one point of
damage). When there are no more
Armour tokens left, the creature
will receive Wound tokens.

.L‘u =5

Damage Example:
]Fgou Plag a SPC” card with
the «3 clamagc» effect on
a character with 3 e and
2 ‘7, this character first loses
two Armour tokens and then

receives one \Wound token.
e R —

Wound Example:
]Fyou P]‘33 a sPcll card with

the %) wounds» effect against
a character with 3 @ and
2 ‘7, fieets 3 Wounds tokens
and imme&iatclg dies.

If the amount of Wound tokens
becomes equal to the health stat,
the creature is eliminated. Its min-
iature is taken from the Battlefield
and the card is discarded to the
Graveyard, and the creature loses
all Wound tokens and acquired ef-
fects and abilities. Because attack
dice are rolled at the same time,
both combatants can die in melee.
Those were truly courageous war-
riors and neither would retreat...

A creature can also take damage

as a result of using creature abili- 3

ties, spell cards or tactics.

Although the rules state
- that attacking rolls of both
- players (and then defensive
~ rolls) must take place at
the same time, this is not
important for the game
mechanics. If you only have

a few dice or you just find it
more convenient to roll in
turns, you can roll them in
turns and in any order you

want. But it is done only after
both players assigned their
defense and attack dice.




Mclcc combat cxample:
The active P!ager moves the miniature, lmcec’cec{
\/\/olxcen Kcapcr, into contact with an oPPoncnt’s
miniature, (_aillion the Captain of Steel Blades.
]mcectec{ Wo]]cen Reaper has the ﬁollowing Parameters:
‘l‘ % and @ 2 Cai”ion has "l" 2 and e 2. |nfected
Wolfen Keaper R Z| = : :
declares an attack on s
(C aillion. T he second
P!ager must first assign
the dice for defense
and attack. As C ail-

lion’s ‘l‘ stat equals 2

— e

&

DEFENSE
tlwe second P]ager can :
use 2 dice. Aiming to
save the character,
the second P]ager

decides to assign all
of the available dice
to defense. ]mcectecl
Wolfen Rcapcr, for
its part, puts all of its
b

trength to attack.

nfected!Wolfen Reaper

CREATURE ACTIVATIO

-

A” dice for both attack and defense are rolled simul-
tancous!g. T he active P]agcr rolled )3(, % and 6,
while the second P]agcr rolled % and 6.

Thus, the attacker rolled 2 successful clice) the
defenderrolled 1 successful dice. Ohne successful
defense
accor&inglg

__ ; absorbs one
] B 0! S successiul hit,
' - B o |nfected
Wolfen Reap~
er deals one
successful hit
while C aillion
receives

| damage thus
receiving

i wound.
Cai”ion is

still alive,
albeit with
onlg i Healtlﬂ

rcmaining.
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. be longer than the attack range.

] RANGED AT TACK:
, a = To perform a ranged attack,
b Sotae the creature must have one of the
s following abilities: Shooting X,
LAame Throwing X or Magical Shot X (X
indicates the number of dice used
2 . for the ranged attack). The creature
must not move before a ranged at-
_; = tack unless it has special abilities,
- such as Quick Shooter.
= i Ranged attacks cannot be per-
' formed after using Run.

, The maximum possible range of
A these attacks in «Legends of Sig-
a num> equals XL (25 cm) between

=% the closest points of the target’s
gy and the shooter’s bases.

7 Before performing a ranged

attack, the player must be able to
' draw a Line of Sight (LoS) be-

e tween the shooter and the target.
LoS is a straight line that goes
e from the base of your miniature
to the base of the target and is not
- blocked by anything. LoS cannot

e . :

It doesn’t matter if you see only a
small part of the miniature base
or its half; if you can draw LoS to
any point on that base, you can
perform a ranged attack. If there is
no LoS available, the attack cannot
be performed even if the target is
within range.

LoS can be blocked by:

« your creatures (except for the
creatures with a Stealth token);

e opponent’s creatures (except
for the creatures with a Stealth
token);

e terrain template with the
effect «Blocks Line of Sight.»

Keep in mind that creatures
in «Legends of Signum> have
a 360 degrees field of view,

so front, rear, or any other
side of the miniatures have
no impact on the
gameplay itself.

@ [EGENDS OF SIGNUM, .~ ; Sa—



LoS to creatures with Flight is
drawn in the same way as to any-
thing else. Flying creatures do not
remain in the air constantly, but
take off only when moving, so
when they are not in motion other
creatures and terrain blocks them
according to the general rules.

Ranged attacks cannot be de-
clared if the shooter is in contact
with an opponent’s creature.

The active player can choose
an opponent’s creature as a target,
even if it’s in contact with any oth-
er one of its own creatures.

After activating your creature
you must do the following to per-
form a ranged attack:

o measure the distance to the
target;

e draw LoS;

e roll X dice, where X is the cur-
rent value of the shooter’s ranged
attack with all modifiers taken into
account.

In terms of Shooting and Magi-
cal Shot, dice rolls are considered

@ [EGENDS OF SIGNUM

The creature can also defend
itself in case it is attacked by
Shooting or Throwing. The target
of the ranged attack rolls the same
number of dice as the number of
successful attack dice of the at-
tacker. Defense against the ranged
attack is considered successful on
Shield (2.

The roll with such result is called
successful defense die.

Depending on the type ofattack,
successful attack dice that aren’t
blocked by successful defense dice
are considered a successful shot,
successful throwing’, or successful
magic shot, dealing 1 damage.

Magical Shot follows the same
rules as Shooting, but the target
cannot defend itself. Therefore, no
defense rolls are needed. Magical
Shot is a magical attack, which
means it deals wounds right away.
Even if the target has Armour to-
kens, Magical Shot ignores it.

successful on Bullseye JX{. Forw
Throwing on Axe % or Shield £8.
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An example of rangccl attack:
Thc active Playcr controls Ea]‘cacl the SCntinel Arche with a 51’10‘[
4 ability. Bmcorc activation it gets +1 N by Barracks, 50 NOW Caltael
the Sentine] Archc has ¢h 3. Tl’xc second P]ager has Gal%/\r—Rit the
Crusher, with streng‘clﬂ 2 and health 4. T!’]cre are no other miniatures or

terrain elements between Ca!tae] the Sentinc] Archc and GaHAPRit
the Crusl’wcr, soal ine of sigl'lt can be drawn. Tl’lé distance between
themis less than 25 cm (XL) Tl’)e active Playcr declares a shot at
Gal’w~Ar~Rit the Crushcr and rolls 3 dice. Tl’xc results are Bu”scyc )3(,
Axc %, Bu”scyc ):( Tl’xereporc, Caltac] the Scntinc] Arc!ﬁc has two
successful rangcc{ attack dice. fﬂowevcr clcspitc the fact Ga!’r~Ar~Rit the
Crushcr has on!9 | Strength owing to the effect of Kain of Arrows, the
second Plager canroll 2 dice to attcmpt to evade the shots. Tl’lé Plager
rolls o Axe % and Shield . This means Gah~Ar~Rit the Crusher
rolled 1 successful defense die One successful defense absorbs one
successful hit, therefore Caltae] the Sentinc] Archc’s deals 1 successful
hit. Success{:ul Caltac] the Sentinc] Archc hit deals 1 damagc, thus
dealing i wound as Gah~Ar~Rit the Crusher has no Armour tokens.

Some terrain abilities can affect ranged attacks, such as «Defense
against ranged attacks» or «Blocks Line of Sight>.

The ranged attack that dealt either damage or wounds is called
a «successful attack>.

e @ [EGENDS OF SIGNUM

All types of attacks in
«Legends of Signum> are divided
into magical and non-magical.

“Non-
magical
Melee ‘
combat |

Shootig

oo |
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| SPECIAL ABILITIES

Cards contain information
about abilities they possess. If an
ability on a card contradicts the
general game rules, the card text
prevails.

If a creature only possesses one
of the basic abilities, the card will
only indicate the name of that abil-
ity. If the ability is unique, the card
will have its full description.

If an ability requires you to
choose the target of its effects
(for example, Infected Mushroom
ability stating «When Infected
Mushroom is eliminated, a chosen
opponent’s creature receives Poi-
son.» ), then the choice is made
by the player who controls that
creature.

Some abilities require an entire
activation of the creature. Such
abilities are called activated abili-

ty; they are thoroughly explained
in Glossary. Unique activating
abilities are described on its card
and marked with Which
means that the creature spends its
entire activation. If it has moved
or is in contact with an opposing
creature, it cannot use the special
ability that requires activation.

For examp]e
Tl’mc rﬂea]cr ability allows to
heal other creatures, it requires
activation. Any creature with
that abi!itg must use it in its own

turn and not move after ’chat, )

act accorcling to genera! rules
without using the Hea]er ability.

Furthermore, abilities that re-
quire activation can be also found
on the relic cards. In this case,
it means that the specific relic is
activated but not the Hero who’s
carrying it. If the relic requires the

@ [EGENDS OF SIGNUM
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CREATURE ACTIVATION

Hero’s activation, it is specified by’
two icons: Bh W. '

Either way, unlike characters
the relic with such ability can be
activated right away by playing it
from Hand.

If the ability description does
not state that it requires activation,
then the ability is active at all times. *

T~

f:or example
The Dhcwcicult Target abi]itg
forces your opponent to reroll
all successful ranged attack oy,
rolls that target the creature 4 X
with that abi]ity. [t is active at all :eﬁ

times and does not require any

further activation conditions.
e i M —

B

Other abilities can require a
special condition to be met for
them to take effect. Such a condi-
tion can be met as «dealing dam-
age>, «eliminating an opponent’s
character>, etc.

4plt



CREATURE ACTIVATION

s f:or example

é. ; ; The Fredator Provides

= your creature with +1 Streng’ch
: , on]g if it attacks an alreac{g

wouncled character.

L 3
Abilities with the same name

“ are not cumulative, therefore the
game uses a replacement principle:
in which the highest parameter re-

= places the lower one. Take note that

if the ability value has a «+> in its
name, the number its ability
provides can be added to the
same ability of the target,
if applicable. Qs an
exception; a charac-
ter may not have
it initially, but
after becoming

B a target of the
T «<+2U)> abil-

ity, it will

gain two
Armour
tokens.

A ———

For examp]e
A Plagcr summons Ruphus,
the Young Squire, to the
batt]cﬁcld, and uses its [ irst
Word, giving rﬂérrick 2 ‘7
A]thougl‘x fﬂerrick didnt
have the abi]it9 initia”y, it will

receive two Armour tokens.

Card abilities are given in the
text field under the illustration and
name. During the game, creatures
can both gain new abilities or lose
the ones they had.

For examP]e
A creature has Mas’tcr

of Attack i abilitg that allows
| it to reroll one failed roll in melee.
A spc”, cast on this model,
gives it Master of Attack 2.
Aﬁtcr the sPe“ is cast, the
owning Plager can now reroll

2 Faifcd melee attack dice.

@ [EGENDS OF SIGNUM

Sometimes abilities have a neg-
ative effect that does not allow a
character to use general rules.

[For cxample
«Slow» does not allow

any character with this

abilitg to use Run.

S

Abilities such as First Word Of
and Last Word () only take effect
once per game. First Word ol is

— activated when the player plays

the card from their Hand. Last
Word () activates when the card
is discarded to the Graveyard.

By default, if a creature or a
card receives any bonus or gains a
new ability, it lasts until the end of
the game unless otherwise stated.



SIEALTH

Stealth - activated ability, allows
receiving a Stealth token. For this, the
creature with Stealth ability should
activate not being in contact with the
opponent’s creatures and not being a
target for ranged attacks at the previous
turn of the opponent. The creature can-
not have more than one Stealth token.

When a creature with stealth
is summoned to the Battlefield, it
gains a Stealth token.

The creature with a Stealth token
is considered hidden and cannot be
targeted by attacks or abilities of
the opponent’s creatures, but still
can be targeted by support cards.

The creature loses its Stealth to-
ken if:

o declares attack;

» uses «Backstab>;

» uses activated ability;

o was detected by the opponent’s
creature.

To detect the hidden creature of
the opponent, the activated creature
should enter into contact with that
creature and roll a die for detection.
The creature is considered detected
losing a Stealth token on % or 4.
If the detection is successful, the
opponent’s creature can attack the
detected creature right away. If the
detection is failed, the creature
that performed it terminates its
activation.

The creature with the Stealth
token:

o doesn’t block LoS (Line of
Sight) for ranged attacks;

e cannot be a target for
«Backstab>;

e can declare «Backstab>, in this
case, it loses its Stealth token;

e can use «Run>;

the Stealth token, even if in contact
with an opponent’s creature;

e can attempt to detect an
opponent’s hidden characters
without losing the Stealth token.

e can search ruins without losing = =

A
—

If the opponent’s creature is-in'y.'
contact with the creature with a
Stealth token, the opponent’s crea-
ture can declare ranged attacks and
can be activated for other abilities,
but cannot use Run. It doesn’t
receive «Backstab» if it breaks
contact.

ey

k
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A game is not over when one
of the players runs out of cards in
the Battle Deck, but every time

. that player has to draw a card,

their opponent receives Prosperity
points. The opponent receives one
point for the first time, then two
points, then four, eight and so on.
The number of Prosperity points
will be doubled every time until it
reaches the amount necessary for
victory.

et e

| VICTORY CONDITIONS

|

Victory in «Legends of Sig-
num> can be attained in one of
two ways.

The first way is by eliminating
the opponent’s hero. The player
whose hero survives becomes the
winner.

If the elimination of the hero
activates any tactic cards or other
effects that can influence the game
result, all of these effects will be tak-
en into account before the game is
finished. For example, such effects
might eliminate the opposing hero
as well.

The second way to win the

game is through Prosperity. The

player wins if has constructed all
basic buildings and accumulated
33 Prosperity points.

The first way of victory has a
priority above all.

@ [EGENDS OF SIGNUM

There may be time limitations
based on a mutual agreement or
tournament rules. If at the end of
the time limit both heroes remain
on the Battlefield, then the player
whose hero has fewer Wound to-
kens wins.

If both heroes have the
same number of wounds or if &
they’ve eliminated each other gl
simultaneously, then players = °
compare Prosperity points and
the cost of buildings constructed
in their Cities. If these numbers

bloodthirsty player wins; whoe
managed to eliminate ghe
opposing charactersi dur:
game.



1. If the ability indicated on
the card contradicts basic game
rules, the card text has priority.
2. When performing the at-
tack, if any effect, or a creature’s
strength value becomes less
than O after all modifiers were
applied, it is considered to be
equal to 0. If any action pro-
duces an effect with the value
of 0, it is considered that no one
gained any effect. Abilities or at-
tacks cannot be declared if their
value equals O after applying all
modifiers.

3. If the creature is affected by
two effects, the description of
which contradicts each other, in
this case the effect that cancels
something or negative effect
. always takes priority.

[EGENDS OF SIGNUM

4. Unless an effect text states tar-
get restrictions - all the available
targets for the effect are implied.

S. If the creature card mentions

the creature’s name - that means the
exact creature specified on the card.
6. If there are two triggered abili-
ties which trigger each other several
times, this chain is interrupted once
one of the abilities is going to be
triggered by the same ability again.
7. When the subject is «not in
contact with something>, that
means the subject is not closer
than 3 mm to it (this is the width
of the standard base in Legends of
Signum). Therefore, if you have to
move the miniature «not into con-
tact with the subject>, you cannot
move the miniature closer than
3 mm to it.

DRAGON RULES




ADDITIONAL GAME VARIANTS

Y)

We recommend players use

these only after they have fully

. mastered the basic rules of «Leg-
~ ends of Signum».

4
—t ]

AT

e | EXPERIENCED
ARCHITECT

In this game variant, before the
game starts, both players create
their Construction Decks that
consist of building cards in any
desired order, but no more than 12
cards. This Deck becomes a secret
zone like the Battle Deck.

You cannot change the order of
cards in the Construction Deck
. during the game.

|

‘_ "“M

During the construction phase,
you must draw a card from the
Construction Deck. No more
cards can be drawn until this
building is construct '
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IGAME.FOR THREE PLAYERS |

The Battle of Three, as the
name suggests, allows three
players to take part in the
game at the same time. The
game ends when only one hero
remains on the Battlefield or
when one of the players con-
structs all basic buildings in
the city zone and accumulates
33 Prosperity points.

Roll a die to determine
which player goes first. The
first player chooses one of
the corners and measures a
distance equal to an XL ruler
from that corner and along
the side of the field clockwise
to claim that side. The player
to the-left chooses their cor-
ner and so on. Turn order
proceeds clockwise.

Example of Plagers’ Placemcnt
in variant The Battle of Three

ADDITIONAL GAME VA

RIANTS
e

:

All card abilities that are
active until the end of the oppo-
nent’s turn, or take effect at the
end of the opponent’s turn will .
be active until the end of the
third player’s turn or at the end
of the third player’s turn. Which
means, both opponents must
complete their turns.

If an ability allows a player
to affect the creatures or cards
of their opponent, the player
chooses which of the opponents 5
will be affected.



ADDITIONAL GAME VARIANTS

“ IGAME FOR FOUR PLAYERS

This variant allows four players
to take part in the game in a «free
for all>» scenario.

The game continues until only
one hero remains on the Battle-
field and all three others have
fallen, or when one of the players
constructs all basic buildings in
the city zone and accumulates 33
Prosperity points.

As before, the first player is de-
cided by rolling a die. The player
at the winner’s left takes the next
turn and so on clockwise.

The first player chooses one
of the corners and measures a
distance equal to an XL ruler from
that corner and along the side of
the field clockwise to claim that
side. Then the player to the left
- chooses their corner and so on.

Turn order proceeds clockwise.

Example of Plagers‘
in variant Free

@ [EGENDS OF SIGNUM
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All card abilities that are active
until the end of the opponent’s
turn, or take effect at the end of
the opponent’s turn, will be active
until the end of the last player’s
turn or at the end of the last play-
er’s turn. Which means, all three
opponents must complete their
turns.

If an ability allows a player to
affect the creatures or cards of
their opponent, then the player
chooses which of the opponents
will be affected, with all condi-
tions and rules of the ability taken
into account.




ISHOULDER TO SHOULDER |

This mode allows you to fight
side by side with an ally as four
players take part in a «two vs
two> game.

Players agree on the composi-
tion of their teams beforehand as
it cannot be changed in the process
of the game. In order to claim
victory, one team must eliminate
both heroes of the opposing team.
If one of the heroes falls, the ally
can still continue the game and
wrest victory from the jaws of
defeat. The team wins when all the
players from that team have con-
structed all basic buildings in both
of their city zones and both players
have accumulated 33 Prosperity
points. If one of the teammates is
eliminated, this player no longer
participates in the game, in this
case, it’s enough for the remaining
teammate to construct the build-
ings only in their own city zone and
accumulate 33 Prosperity points.

-,.‘ :
=

The first player chooses one of the corners of
the battlefield and measures a distance equal to
XL towards the corner of their ally. The player
who has the first turn chooses their side of the
field first in a way that their opponents are set op-
posite and the ally’s corner is to the left or right.

n-u
cfiplayes

Turn order proceeds clockwise.
Both players of the first team must
take their turns, and then the
players of the opposing team take
their turns.

Allied creatures cannot be at- “—

tacked in the same way your own
ones cannot be attacked, and any
cards or abilities affecting «oppo-
nent’s creatures>» do not affect the
creatures and cards of your ally.

All card abilities that are active
until the end of the opponent’s
turn, or take effect at the end of
the opponent’s turn will be active
until the end of the last player’s
turn or at the end of the last play-
er’s turn. Thus, both opponents
must complete their turns.

If an ability allows the player
to affect creatures or cards of their
opponent, then the player choos-
es which of the opponents will be
affected.




RULES OF THE QUEST MODE

%gf‘m  This is the mode in which the Hero of Signum is up against the Overlord. The Hero’s objective is to earn as
** = many Honour Points as possible, overcoming difficult challenges on its way.
Although Overlord can be controlled by the second player, it is possible to play this mode alone.

The player takes on the role of the Hero. Playing by the standard rules of Legends of Signum, the Hero
should complete special quests to earn Honour and Prosperity Points for development. But be careful, the
higher level of Honour the Hero has, the angrier the Overlord becomes.

THE COUNTER OF OVERLORD'S RAGE. AND THE HERO'S HONOUR

As the game progresses, the Hero will be earning more Honour Points. However, with the increase of
Honour Points, the Overlord increases its Rage Points that strengthen the Overlord’s cards. The Rage Points
=, cannot be accumulated, and its number resets each turn.
" A PVP side

Honour

Overlord’s ji3
Rage
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RULES OF THE QUEST MODE

%} S -~ TERRAINS Side

i .ﬁ%i’?”;\

e In the quest mode, the only way the

¥ S 1 lace terrai the battlefield

~ ~ playercanplaceterrainsonthebattlefie gt

o is to use effects of Quest Cards. abilities
et Each time the Quest says to place the

terrain on the Battlefield, the Hero player

% _ should take the corresponding terrain

-~ template from the box (if there are any gyecjal _
63T, 7% left) and place it on the Battlefield. abilities (™

< The terrains should be placed no closer
than L distance to the Hero’s side of the

2 Battlefield and no closer than M distance _
ey to other terrains, and not into contact L
A ~ with creatures.

Y

Blocks Line of Sight, |

‘Eorest

Place a Forest templ,
b\ ate
on B.'ntleﬁelld at no less tfun L distan,
Your side of the Battlefie]y and 5
han M distance from ot
% Dot into contack with creatures,

her terrain

In the Player vs Player mode, all the
terrains are placed by the Hero player.

The terrains with the same names
gain the same abilities described on
the cards of the active Quests.
All the abilities of the

roll

on

special terrain cards. Once
4 the quest is complete, flip

et is co. i
w%:em - LGEL

there is 44 on this
quest card,

Your c(&(we 2 con
f il
B can use s activation to perp ol oSt

on ko perfarm an action:

19 ‘,mi‘"! ~ on % Glve) put

riry) on this quest
8 Siitypus st =

on this quest card,

J“"\

i85 §
{”5 You gain

W from this
Quest ¢

S S e - - - - T

3 X Al L
LTS gt N - 3

BEAST CARDS

(Over]orcl’s creatu res}

The creature cards, that can
be summoned by the Quests and )\
the cards of the Overlord, have 2
sides — one for the solo mode and
another for PvP mode.

On the PvP (Player versus
Player) side, they have abilities
" in terms of the classic Legends of
Signum rules.

Pamﬁ“d‘:‘f"n pe placed ‘

: i e s
waad of moving creature
| Instead O C act with & X est.
into \-\l with the close

in contac

PP ABEES

i

-~




On the PvE (Player versus
Environment)
abilities and behaviour pattern of
the creatures in PvE.

PPonent's
With the t.[‘of-reamre

QUEST CARDS

The Quest Cards contain
special missions the Hero should
complete to earn Honour Points.
The Hero could carry out up to 2
Quests at the same time. While the
Hero has 2 Quests, they cannot

draw another one from the Deck

in the corresponding phase.

Playing Stage: a9,
Early Deck (3 pieces) - %}}(\%—
are placed on top of the Late Deck

(12 pieces) \éy :

Action when playing
It describes which terrains and
tokens are placed on the Battlefield
, once the Quest is drawn from the deck.

RULES OF THE QUEST MODE

Playing Stage

Test of Poisons

) at no less than L distance from your side
=" of the Battlefield and no less than M distance
from other terrain templates, not into contact
with creatures. Place 4 Evil Eyes into contact
with any Rocks template on the Bartlefield.

: ra st is completed P 3

there are no Evil Eyes

Conditions
to complete

And also, hcgou are going to Placc
an Overlord’s creaturc%aut the
box ran out of its corresPonding

tokens, you can remove the missin
quantity of the tokens beﬁore]—]ani

]Fgou are going to lace a terrain
on the Batt]cﬁc! but the box
ran out of its corresPoncling
temPlates, this action is ignorecl‘

@ [EGENDS OF SIGNUM
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RULES OF THE QUEST MODE

ﬁ} & Placement Rules

e When playing the Quest in PvP,
..4}-‘_'_? the Hero player places terrains
- S and creatures he controls under

= the Quest text, while the Overlord

e . player places the other creatures.

A (ontrol:

Some Q}JCSt cards allow
the Hero to P]ace a friendl
creature on the Batt]c?iclcﬁ

n this case, the card states

«(3ain control of..».

[f such a creature is P]aced on
the Battlelcicld, it is not taken
s o into account in the limit of the
creatures on the Pattlefield
(Thc Hero and 7 creatures}.
]n this case, the creature is not
; - considerecl <<30ur creature/

; -"_~-__,'. character» for effects of cards.

Abilities:

Abilities  section  describes
abilities of the terrains that are used
in the Quests, as well as additional
rules that are active as long as the
quest is incomplete. These rules
may relate to the terrain, certain
creatures, or some effects.

Completion:

This section describes necessary
conditions that must be respected
in the Quests Phase in order to
complete the Quest.

Reward

Shows you the reward you can
get by completing the Quest
(it could become a penalty for the
Hero at the end of the game if the
Quest was failed)

OVERLORD'S CARDSFVF

There is a 22 cards deck that is
used by the Overlord.

Deck Type Name

More wolves

B1: Summon a Wolf
into contact with a Forest.

e —————

A chosen creature gains
+2 Y (Strength).

PUPANIKtied

Main Ability.
Uses the Overlord’s Rage.
Usually has the «<Multiple Rage» ability.

Extra Ability eSS
(usually is played for free as a bonus

to the main ability).



RULES OF THE QUEST MODE
OVERLORD'S CARDS PVE s

There is a 10 cards deck from
which the player draws a card if he
is unable to draw a Quest card.

B X: text
For every X RP (Rage points)
you spend, execute the text once.

Tl’ve Over]or& can use its action
4 times. 4 bandits will appear
in contact with the Hera

Summon a Skeleton Warrior
into contact with the opposite
side of the Battlefield.
$H2: Summon a Skeleton Warrior
into contact with any terrain
which is in contact with any
of your other creatures. g

T Ll PVE Abilities

All cards of the Overlord are considered cards that cost 2 g . Main Ability.
Their type is specified in the lower corner.
You can activate corresponding tactics to cancel
effects of those cards or to gain benefits.

If it has the «Multiple Rage»ability,
it spends all available Rage of the Overlord

35




e

RULES OF THE QUEST MODE

Objective of the Hero is to earn
as many Honour Points as possible.
On the other side, objective of

. the Overlord is either to defeat the

Hero or not let him accumulate
the required number of Honour
Points.

" GAME
- FREFARATIONS PVF

|

1. Prepare the standard Legends
of Signum battlefield and all
required game components. The
Hero player always makes the first
move and begins the game by the
standard LoS rules.

2. In this mode there are special
terrain cards. Replace the original

- Legends of Signum cards by them.

3. The Hero player uses the
starter 20 cards deck for the
standard Legends of Signum.

4. The Overlord player begins
with the Overlord’s 22 cards deck
for the PvP mode, Overlord’s
creature tokens and its cards.

Overlord’s Number of

Creatures Limit (take the tokens):

o the total number of bandits
and wolfs shall not exceed 6;
o the total number of skeletons
and evil eyes shall not exceed 6.
We recommend using this limit.
However, you can freely increase
or decrease that limit on your own.
S. Quest Cards and Rage Scale
are placed in any convenient place
next to the Battlefield.
Set the points tracker @ to 0 on
the Rage Scale.

@ [EGENDS OF SIGNUM

6. Shuffle 12 Late and 3 Early
Quests apart from each other.

Put 3 Early Quests at the top of
the deck.

7. At the start of the game, the
Hero player draws 4 cards from
the deck. Before the game starts,
the Hero player can put up to four
cards from his hand at the bottom
of the deck to replace them with
the same amount of cards from the
top of the deck and then shuffle
the deck. Only one redraw of the
selected cards is allowed.

8. At the start of the game, the
Overlord player draws 4 cards
from the deck. Before the game
starts, the Overlord player can put
up to four cards from his hand at
the bottom of the deck to replace
them with the same amount of
cards from the top of the deck and
then shuffle the deck.

Only one redraw of the selected
cards is allowed.



“TORNORDERINFVF

Quests Phase

Hero’s Turn
Hero’s Turn is analogous to the
standard Legends of Signum rules.

e Draw a card from the deck.

e Receive 1 Prosperity point.

o Construct a building or receive
2 additional Prosperity points.

o The Hero activates creatures
and plays cards in any order.

Overlord’s Turn

e Draws 1 card.

o Activates Overlord's creatures
by the general Legends of Signum
rules.

o It is required to play at least
1 card per turn at any moment.
Overlord can play any number of
cards from hand, spending all Rage
Points available this turn.

o Active Quests check for com-
pletion. If the necessary require-
ments to accomplish the Quest
are met at this moment, the Hero
is awarded the Reward, and the
Quest Card goes to the Hero.

o Active Quests check for failure.
If the necessary requirements to
fail the Quest are met at this mo-
ment, the Quest is discarded, and
the Hero receives a penalty equiv-
alent to the Reward for that Quest
at the end of the game.

o If there are less than 2 active
Quests on the Battlefield, a new
Quest is added from the deck.
Implementation of the conditions
from the section marked by the ex-
clamation point of the new Quest.

o The game ends if the Hero ran
out of cards in the deck.

o The game ends if the Overlord
ran out of cards in the deck.

@ [EGENDS OF SIGNUM

Point Scoring

e Honour Points for the accom-
plished Quests and defeated ban-
dits are awarded during the game.

e +1 point for every S Prosperity
points remaining at the end of the
game.

o -1 point for every 2 wounds the
Hero has at the end of the game.

o —X for failed Quests at the end
of the game.

The game ends when: R

« the Hero dies;

e All the Quests were accom-
plished;

o The Hero is unable to draw
a card at the start of its turn;

e The Overlord ran out of cards
in the deck at the end of its turn.
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RULES OF THE QUEST MODE

et

3

e GAME

r

 FREPARATIONSPVE. |

We recommend using this limit.
However, you can freely increase or
decrease that number on your own.

1. Prepare the standard Legends
of Signum battlefield and all
required game components.

= You play the game by the standard
LoS rules except for a few additions.

2. In this mode there are special
terrain cards. Replace the original
cards by them.

3. You use the starter 20 cards
deck for the standard Legends of
Signum.

T\(h.’, W,

S. The Overlord’s PvE cards
are placed in any convenient place
next to the Battlefield.

6. Shuffle 12 Late and 3 Early
Quests apart from each other. Put 3
Early Quests at the top of the deck.

7. Quest Cards and Rage Scale
are placed in any convenient place
next to the Battlefield.

Set the points tracker @) to 0 on
the Rage Scale.

4. Prepare the Overlord’s
creature cards (using the PvE side
of the card).

AW

A €pex
‘ \
=t

Overlord’s Number of Crea-
tures Limit (take the tokens):
o the total number of bandits and
wolfs shall not exceed 8;
« the total number of skeletons and
- dragon whelps shall not exceed 8.

"TORNORDER IN TVE

The Player’s Turn Phase
(is analogous to the standard
Legends of Signum rules):

e draw a card from the deck;

e receive 1 Prosperity point;

o construct a building or receive
2 additional Prosperity points;

@ [EGENDS OF SIGNUM

e the Hero activates creatures
and plays cards in any order.

Overlord’s Turn Phase

o The same common Overlord's
creatures move in any order.

e Unique creatures move in any
order.

ln this mode, the Player activates

Overlord’s creatures on his own,
Fo”owing the text on their cards and
also the gencra] recommendations.
dice for Over~
lord’s creatures, the Plager uses the
deck of dice (see relevant sections).

lnstead of rollin




Qilests Phases

o Active Quests check for
completion. If the necessary
requirements to accomplish the
Quest are met at this moment, you
are awarded the Reward, and the
Quest Card goes to your pile of
accomplished quests.

o If there are two active Quests,
draw and immediately play the
Overlord’s card. This card uses all
of the available Rage Points of the
Overlord if possible.

o Active Quests check for failure.
Failed Quests are discarded, and
you receive a penalty equivalent to
the Reward for that Quest at the
end of the game.

e Draw 1 Quest if there are less than
2 active Quests on the Battlefield.

o The game ends if the Hero ran
out of cards in the deck.

o The game ends if the Overlord
ran out of cards in the deck.

When you

advance

to the next
section of the
Rage Sca!e,
you should

immcdiatelﬁ
draw and
Plag tI‘IC
Over]orcl’s

card.

The game ends when:

« the Hero dies;

o all the Quests were accomp-
lished;

e the Hero is unable to draw a
card at the start of its turn;

o the Overlord’s deck ran out of
cards at the end of turn.

RULES OF THE QUEST MODE

THE RULES OF OVERLORD.
CREATURES’ ACTIVATION -
IN PVE:

o the Overlord’s creatures move by
the special rules, described on their
cards on the PvE side of the card;

o avoid Backstab: (while being .

in contact with your creatures, it
attacks the weakest ignoring all
other patterns in its turn);

e never use Run;

o if an Overlord’s creature has
a goal, it is moving to the target
by the shortest way, bypassing all
obstacles and avoiding its enemies
unless otherwise stated;

o the Overlord’s creatures always
successfully deal Backstab;

o they are considered the
opponent’s characters when using
spells and effects.




RULES OF THE QUEST MODE
#DICE CARDS

. «Shield .

Instead of rolling dice for the
Overlord’s creatures in PvE, we
recommend using the following
cards with corresponding values:
«Bullseye 3>, «Axe P», and
Every time the
Overlord’s creature should roll X
dice, draw a dice card and count X
dice, starting with the top one. If a
specific effect makes the opponent
reroll any number of dice in one roll,
take two of the cards and choose

any of them. L

Examples:
Kegeneration %
implies to take a

dice card and heal a
creature bﬁ the num-
ber of bu”seges ):(
among the three toP

va]ues on the card

Melee Combat

1. Attacking the Overlord’s
creature, you assign the strength
dice in  melee
combat  perform
rolling a dice event.

2. Draw the top
card of the Dice
deck.

3. Count the
number of dice
on the card equal
to the number of
the creature’s strength.

4. Every Bullseye }«{ is one miss.
Axe % - successful hit on your
creature. Shield - successful
block of one of your successful dice.

A” NFC are considered to have
[Tortitude and Stamina abilities.

l]C NFC is requirec{ to assign all
of its streng‘c!n dice to defense, it still

deals damagc to your creature. In
this case, on]g Shield D is counted

as a success.

@z [EGENDS OF SIGNUM

Example
VETERAN: When your creature

with Veteran enters melee combat
with the Overlor&’s creature in
FVE, you draw two cards from
the Dice deck and choose a

PFCFCYTCd outcome 1COF yOU.

Shooting
When you successfully hit the
Overlord’s creature in PvE, you
draw a card from the Dice deck and
count the number
of dice equal
to the number
of successful hits.
The number
of Shields #%
means the number

of successful
blocks.




Can Qverord summon its
creatures into contact with the
Hcro’s ones?

— No, unless the card states
otherwise.

The Forest blocks | ine of
Siglﬂt in this mode but doesn’t
Providc Defense against
Shooting’?

- Yes.

If] Pla with a sPecia”g created
deck an destrog a unique terrain
necessargmcorcompletinga uest,
does it mean the quest is Faciiled?

- Yes.

How far the Evil [T yes can
move away from the Roc s7

— The closest to the Evil Eyes
point of the Rocks should not be
more than S to the Evil Eyes’ base.

What if Overlorc!’s creature

cannot be P!accd on the sPot a
uest card requires?
- In this case, it’s placed in
contact with the Overlord's side
of the battlefield.

Can l cancel the effect of
Ovcrlord’s card in FVE_ or FVF
and shuffle it back to the deck
using a tactic card if | Play with a
special deck?

-Yes, but only during Overlord’s
Turn Phases or Quest Phases.
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-X from attacks, passive ability,
modifier - the creature receives
X damage less from the current attack.

Agile, passive ability - the creature
cannot be a target for Backstab when
leaves contact by movement or place-
ment with one or more opponent’s
creatures not moving or placing into
contact with the opponent’s creatures.

Armour X, triggered ability - When
the creature is summoned to the Bat-
tlefield, it receives X Armour tokens.

Armour token: Whenever a creature
with Armour tokens receives damage
from a non-magical attack or Backstab,
that creature loses 1 Armour token per
1 damage instead of receiving wounds.
If one attack deals more damage than
Armour tokens the creature has, this
damage removes all Armour tokens
and the rest damage deals wounds.
If any card or ability gives +X armour
to the creature, it means that creature
receives X Armour tokens.

Aura X: [text], passive ability - all
creatures, unless indicated otherwise,
at a distance within X receive an
ability or effect described in [text].
The source of Aura doesn’t receive the
abilities that the Aura provides.

Battle Mage, passive ability - the
creature can declare a Magical Shot
even if it already moved during its
activation.

Beast, passive ability - the crea-
ture cannot be targeted by Control or
any abilities of buildings.

Berserk X, passive ability — while
the creature is wounded (has Wound
tokens on its card) it receives +X
Strength.

Blocks Line of Sight, terrain
ability - players cannot draw a Line
of Sight through this terrain template.

Buckshot, triggered ability -
if Shooting has dealt at least 1 damage
and if the target is within M distance,
the target creature is moved back-
wards from the shooter at S distance
along the line drawn from the centre
of the attacker’s base to the centre of
the target’s one. If it leaves a contact,
it does not receive a Backstab.
If a target of this shot cannot be
moved for the full distance, it receives
an additional 1 point of damage.

Cautious X, passive ability - the crea-
ture with this ability must assign at least
X dice into defense in melee combat,
but no more than the creature’s strength.

@@@gmm

Charge: [text], triggered ability —
the creature gains [text] till the end
of the current turn, if it moved before
attacking in melee, once per turn.

Concentration X, activated abili-
ty — when the creature is summoned
to the Battlefield, it receives X Con-
centration tokens. The creature with
Concentration has: «g: gain 1 Con-
centration token>. The creature can-
not have more than X Concentration
tokens. You can spend the Concentra-
tion tokens anytime during your turn.

Contract: [};ext] , triggered abili-
ty — at the start of the activation of
any creature with Contract, the active
player can pay 1 Prosperity point
and a creature will receive all effects
indicated in [text] until the end of the
active player’s turn.

Control X, activated ability, impact -
the character can take control of an op-
ponent’s character or minion. Choose
a target for Control within XL to the
character taking into account the Line
of Sight; roll X dice - if there is the same
number of Bullseye ):( rolled as the cur-
rent target’s health, you gain control of
the target until the end of turn. You can
activate this character or minion this turn.




Defender, passive ability - if an
opponent’s creature declares attack in
melee combat while in contact with
the creature, it must select the crea-
ture as the target. If there are several
creatures with this ability in contact
with the attacker, it can choose which
one to strike.

Defense against shooting, terrain
ability - if a creature is currently
standing in contact with the terrain
template with this ability and becomes
the target of ranged attack, or if that
template is on the Line of Sight, the
owning player can reroll any failed
rolls to defend against Shooting or
Throwing one time per each successful
ranged attack. In the case of Magical
Shot, the creature receives a single de-
fense die, as if it were a target of Shot,
following standard ranged attack rules.

Difficult target, passive abili-
ty — when performing a ranged attack
against a target with this ability, the
attacker must reroll all successful hits.

Difficult (Difficult terrain), terrain
ability - if a creature without Flight
touches the template of this terrain
during movement, its movement dis-

tance decreases to S. Creatures that
already have a movement distance S
are not slowed down by difficult ter-
rain. Running through such terrain is
not possible. If a creature has already
moved beyond S distance before
touching the terrain template, it must
immediately stop upon contact.

If a creature starts its turn in Difficult
terrain, its movement distance is S
until the end of its activation.

Disease, triggered ability, indi-
cated by Disease token - the creature
receives 1 wound if it declares attack;
at the start of its activation, it can skip
its activation to lose Disease.

Drill, triggered ability — when the
character is summoned to the Battle-
field, you can summon a minion of
your faction into contact with each of
your creatures with Drill.

Durability X, relic ability - when
a relic with durability is played,
it receives X Armour tokens. Any
non-magical attack at the hero deals
damage first to relics with this effect.
When the relic no longer has Armour
tokens, it is destroyed and the hero
loses all its effects.

@@@Smm
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Executioner: [text], triggered
ability - if the creature enters the
Battlefield or the previous Victim is
eliminated, the creature can choose
a character to be its victim: When at-
tacking its victim, the character gains
[text] until the end of the attack.

Exhaustion X: [text], triggered
ability - at the start of the creature’s ac-
tivation, it can receive 1 wound to gain
[text].

Expertof Attack X, triggered abili-
ty - if a creature assigns all available
dice to attack in melee combat, it
receives additional X attack dice.

Expert of Defense X, triggered
ability - if a creature assigns all avail-
able dice to defense in melee combat,
it receives additional X defense dice.

First word: [text], triggered abili-
ty - when the card is played, [text] must
be immediately applied.

Flight (Flying), passive ability - the
creature can ignore obstacles when
moving across the Battlefield, includ-
ing other creatures and terrains.
Miniatures with this ability still can’t
end their movement in Impassable
areas.
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Forged, passive ability - Forged
cannot be healed and cannot gain
Poison or Disease. Creatures with
Vampirism cannot be healed if they
deal wounds to Forged.

Fortitude, passive ability - creatures
with this ability always hit their target
in melee when rolling Axe %% or Shield
whether they are wounded or not.

Hammerblow, passive ability -
when attacking in melee combat, every
successful hit deals 2 points of damage.

Healer X, activated ability, im-
pact - when activating, choose
a target, roll X dice and remove as many
Wound tokens as there are successful
rolls. In contact with the target, Axe %%
and Shield @ are considered success-
ful rolls. If a target is away at a distance
within XL, only rolled Bullseye )X
results are considered successful.

Healing (Heal) X, activated or
triggered ability, impact - remove
X Wound tokens from a target of
healing. If there are fewer wounds
than the ability can heal, they all are
removed and a creature is considered
fully healed. Healing cannot be de-
clared if the target of Healing doesn’t

have wounds or if there is any factor
that restricts Healing.

Howl X: [text], activated ability —
all creatures within X receive an ability
or effect described in [text] unless oth-
erwise stated. Effects of [Howl] last
until the end of turn, if [text] doesn’t
imply a different option. The source of
Howl cannot receive these benefits.

Impassable, terrain ability - crea-
tures without Flight cannot cross
this type of terrain when moving.
The creatures cannot be placed on
Impassable terrain templates.

Initiative, passive ability - players
assign their Strength dice following
common rules. The creature with
Initiative strikes first. Its target can
defend as normal, but it attacks second
and will not attack if it is killed by this
creature with Initiative. If both com-
batants have Initiative, melee combat
occurs according to common rules.

Jump, passive ability — when mov-
ing, the creatures can ignore other
creatures on the Battlefield. The Jump
can take place only in a straight line at
any distance no more than the crea-
ture’s Movement. The creature can’t
finish its movement on other creatures.

@@@gmm

Last word, triggered ability — must
be applied once the already played
character or support card goes to the
Graveyard.

Lunge, passive ability — the crea-
ture can declare melee combat within
S distance away from its target if it’s
possible to draw LoS between the
attacker and the target. If during this
attack the target is not in contact with
the attacker, the target should assign
all of its Strength dice to defense only.

Magical Shot X, activated abili-
ty - a magical ranged attack within
XL distance, that allows you to roll
X dice. The dice of Magical Shot are
considered successful if Bullseye ):(
is rolled. The target of Magical Shot
cannot defend itself, so each successful
die instantly becomes a successful hit
dealing 1 wound each.

Magical Strike X, magical melee at-
tack — magic melee attack. The creature
can declare it to a creature in contact,
after the creature’s movement or not
moving during its activation. When
performing Magical Strike, you roll X
dice. Dice are considered successful if
Axe % or Shield (8 are rolled.




If the attacker already has wounds and
doesn’t have Fortitude ability, only
Shield is considered successful.
Each successful Magical Strike die
deals 1 wound. The target of Magical
Strike cannot defend itself.

Master of Attack X, passive abili-
ty — the creature can reroll up to X
different dice that it assigned to
attack in melee combat.

Master of Defense X, passive
ability - the creature can reroll up
to X different dice that it assigned to
defense in melee combat.

Master of Healing X, passive
ability - the creature can reroll up
to X different dice that it used for
healing.

Master of Magic X, passive abili-
ty- the creature can reroll up to X differ-
ent dice that it used for a Magical Shot.

Master of Ritual X, passive abil-
ity— the creature can reroll up to X
unsuccessful dice that it used for
Ritual.

Master of Shooting X, passive
ability — the creature can reroll up
to X different dice that it used for a
Shooting or Throwing.

Monster, passive ability — cannot
be healed; cannot be returned to hand;
cannot be brought under control; can-
not search ruins; cannot be affected by
any effects of support cards.

Multiple uses X, relic ability - Ev-
ery time you use Multiple Uses ability,
mark it. Once the number of marks
equals the number of initial Multiple
Uses of the relic, this relic is discarded
and all of its bonuses are no longer
applied.

Parasite X, triggered ability -
whenever the creature eliminates a
character, roll X dice: If at least 1 Bull-
seye 3 is rolled, summon a minion
of your faction into contact with the
eliminated character before removing
it from the Battlefield.

Pathfinder, passive ability - the
creature ignores Difficult terrain ability.

Persecution X, triggered
ability - when the creature eliminates
an opponent’s creature, the creature
can declare another attack in melee
combat, X times per your turn. The
creature can move within S into con-
tact with another opponent’s creature
before each of these additional attacks.

@@@Smm
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Poison, triggered ability, indicat-
ed by Poison token - at the start of
the creature’s activation, roll a dice:

N-r J
on Bullseye /X the creature receives
1 wound. The creature with Poison
has: «@h: lose Poison>.

Predator, triggered ability - if the
creature enters melee combat with a
wounded opponent’s creature, the
creature gains +1 ¥ until the end of
its turn.

Quick shooter, passive ability - a
creature can declare Shooting or
Throwing even if it moved in its turn
if Run was not used.

Quick, passive ability — the crea-
ture can declare melee combat after

using Run.
Rain of Arrows, triggered ability —
whenever the creature declares

Shooting, the target character gains -1
Strength until the end of the opponent’s
turn. The effect cannot be accumulated.
Reckless X, passive ability — in me-
lee combat, this creature must assign at
least X dice to the attack, but no more
than its Strength value. If the creature
is in melee combat again during the
opponent’s turn, after the first attack it
must assign all its dice to defense.
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Recruitment, activated ability -
when a building is constructed in your
city zone, you can summon a minion
of your faction into contact with each
of your creatures with Recruitment.

Regeneration X, triggered abili-
ty - at the start of its activation roll X
dice. This creature 1s healed by 1 for
each rolled Bullseye ,.\

Requiem, triggered ability - when
the character dies, before the miniature
is removed from the Battlefield, roll a
die individually for each other creature
within S from it: On Axe /p or Shield
9 that creature receives 1 wound.

Resurgent, passive ability -
Resurgent cannot be healed and
cannot gain Poison or Disease.
Creatures with Vampirism cannot
be healed if they deal wounds to
Resurgent.

Ritual X, activated ability - roll
X dice, if at least one Bullseye 3 s
rolled, summon one minion of your
faction into contact with the creature.

Rush, triggered ability - the crea-
ture can be activated right away after
being summoned to the Battlefield,
only in your turn.

Shield against [text], passive
ability — the creature cannot be
targeted by [text].

Shot (Shooting) X, activated
ability - non-magical ranged attack
within XL distance and with a Line
of Sight that allows you to roll X
dice. Dice of Shooting are considered
successful if Bullseye J:{is rolled. The
target of Shooting can defend itself by
rolling the same number of dice as the
number of successful dice the shooter
rolled. Each successful hit deals 1
damage.

Slow, passive ability — a creature
with this ability cannot use Run.

Sniper, triggered ability - a crea-
ture with this ability can reroll any
of its Shooting dice when shooting
at the distance of L and more. At
the same time, each successful shot
when Shooting at this distance deals
2 points of damage.

Stamina, passive ability - the
creature can assign its melee combat
dice into attack no matter how many
melee combats it was engaged in.

@@mgmm

Stealth, activated ability - allows
receiving a Stealth token. For this,
the creature with Stealth ability
should activate not being in contact
with the opponent’s creatures and
not being a target for ranged attacks
at the previous turn of the opponent.

Stealth token: When a creature
with Stealth is summoned to the
Battlefield, it gains a Stealth token.
The creature with a Stealth token is
considered hidden and cannot be
targeted by attacks or abilities of the
opponent’s creatures, but still can be
targeted by support cards.

The creature cannot have more than
one Stealth token.

Steam Engine: [text], triggered
ability - is triggered when the creature
declares an ability or effect indicated in
[text], once per turn. The player must
roll a die for Steam Engine and carry
out [text] before doing the ability
or effect itself. If the creature gains a
bonus from Steam Engine, that bonus
lasts until the end of turn.




Sting: [text], passive ability -
when the creature declares an attack
on a creature without Poison, the
attacked creature gains Poison. When
the creature declares an attack on a
creature with Poison, the creature
with Sting gains [text] until the end
of the attack.

Throwing X, activated ability -
non-magical ranged attack that can be
declared on a target within L distance
and within Line of Sigh, allows you to
roll X dice. Dice of Throwing are consid-
ered successful if or Shield 8 or Axe %
are rolled. The target of Throwing can
defend itself by rolling the same number
of dice as the number of successful dice
the thrower rolled. Each successful hit
deals 1 damage.

Vampirism, triggered ability - when
the creature deals wounds in melee
combat, it can be healed by 1.

Veteran, passive ability - when
attacking a creature with Veteran in
melee combat, the attacker must reroll
all successful dice results.

Vulnerability, passive ability -
when receiving damage, the creature
receives 1 extra damage.
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TURN STRUCTURE

Beginning Phase (page 24)
« The active player untaps all the tapped cards,

if they have any. All creatures have an
opportunity to be activated again.

The player removes all temporary effect tokens
from their creatures if the effects expire before
the start of the turn.

« The active player draws one card from the
Battle Deck into their Hand and receives one
point of Prosperity. Players cannot have more
than 10 Battle Deck cards in their Hand.

If there are already 10 cards in their Hand,
one of the cards, randomly chosen by the
opponent, is discarded to the Graveyard.

Construction Phase (page 25)

e In order to construct a building,

you are required to pay its cost in Prosperity.
o The maximum number of buildings in the
city zone is 12. You cannot construct more
than one building per turn. The city zone
cannot have two buildings with the same
name and more than one class building.

o If the player decides not to construct

a building this turn, they receive two
additional points of Prosperity.

Creature Activation Phase (page 26)
During this phase the active player may:

« Play any number of character, spell, relic
or tactic cards from their Hand;

o Activate creatures on the Battlefield;

e Play up to one terrain card.

The player can no longer summon creatures to
the Battlefield if there are already eight or more
creatures under the control of that player.

Every creature in «Legends of Signum> can

perform one of the following action combina-
tions during its activation:

o Move within the movement distance

indicated on its card;

e Use the Run rule;

« Move up to or less than its movement distance

and enter melee combat;

« Enter melee combat if the creature is already

in contact with an opponent’s creature;

e Perform Shooting or any other ranged

attack if the creature has the ranged attack

abilities;

o Use any other activation ability indicated

on its card.

The player might choose not to perform any
actions for the creature, but this creature is
anyway considered activated.

After all creatures of the active player on the

Battlefield have finished their activations,
the turn can be declared over.

All abilities and effects are active until the
end of the turn. Abilities, activated at the end
of the turn, are declared in the order chosen
by the player controlling the cards with those
abilities or effects. Then the other player’s
turn begins.
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