














Modifying influence >
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3. END OF THE ROUND >
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END OF THE GAME

Now you are ready to start playing!
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ADJUSTING THE DIFFIGULTY

O-1 :Hired Blades in training

2 : Experienced Engineers

3-4 : Mighty Mages
5+ :The Djinn is impressed!

SCHAUPLATZE -



COMBINING DECKS >

SCHLUSSELWORTER

Influence:

You activate the CLOCKMAKER'S (11)
ability: Add +3 influence to your
card in the previous encounter as
well as to the next card you play.

You place ) onto your SURGEON (3)
in the previous encounter. Then
you place ) on the table on the
space for your next card.



Copy and activate:

Played carg

Previous encounter:;

Past encounters:

Following encounter:



Opposing card

Direction

Previous Current Next
encounter encounter encounter

DECK | CLARIFICATIONS




DECK Il CLARIFICATIONS



This didn’t anwer your question? You can find FAQs and

special cases here:www.hans-im-glueck.de/en/cardia

LOCATIONS



OVERVIEW OF GAME END

The game ends & you win if:
- your opponent cannot play a card (phase 1)
- an ability says you win (phase 2)

- you have 5 or more signets (phase 3)




