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Team Variant for 4 Players 
You play in two teams against each other. Form two teams of two players each and sit 
opposite each other. Players on the same team should sit next to one another.

The rules of the base game remain unchanged except for the following adjustments: 

Setup
Both teams performs the following steps:

Take Deck I and Deck II with the same backside so that your team has 32 cards. 

Shuffle your cards. Then return 10 random cards back into the box without looking at 
them. The remaining 22 cards form your shared deck. 
Place it face down between you so that both team members can easily reach it.   

Each team member draws  5 cards from the shared deck into their hand.

Important: Each team member has their own hand, which must be kept secret.  
Team members may not show their hands to one another or communicate about it.

We recommend playing your first game without a location.

Objective
The team that first collects 6 signets on their cards wins the game.

Round overview
In each round, you play 2 encounters. You reveal and resolve them one after the other.  
After that the round ends and each player draws a card. 

Both teams perform the following steps simultaneously:

Place cards: 
You and your team member each choose 1 card from your hand in secret.  
You may not communicate while choosing. 

Then, secretly show your chosen cards to each 
other and decide in which order you will play 
them. After that, place both cards face down. 

Important: You may only show your selected 
chosen card to your team member after both of  
you have chosen a card.

There are now 2 face-down encounters. 
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You secretly agree 
on an order and 
place both cards 
face down.
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Reveal cards:

You now reveal your first face-down card. The second card remains face down.

Compare the influence of the 
revealed cards as usual and resolve 
the encounter (place a signet and 
activate abilities). 
Special cases are explained below.

Only then reveal your second card 
and resolve that encounter as usual.

End of the round:

Each player draws 1 card from their 
team’s shared deck into their hand.

If there is only one card remaining in the deck, the team decides who draws the last card.

Then check whether a team has 6 or more signets on their cards and thus wins the game.  
In case of a tie, continue playing as usual.

Special cases for abilities  
•	If a team activates an ability that refers to “your opponent”, that team chooses which 

player on the opposing team is affected. 

•	If a player must discard cards from their deck, this refers to the shared deck.

•	If a player must draw a card, they draw from the shared deck.

•	“The next card you play” always refers to the card that your team plays first in the next 
round (not the card that may already be lying face down).  
See also base rules p. 13 (Foggy Swamp). 

•	The “following encounter” always refers to the next encounter in the direction of play.  
It may therefore also refer to an encounter that is still face down. See base rules p. 10. 

Special cases for end of the game 
•	Your team wins the game if at least one player on the opposing team cannot play a card.

•	You only check the number of signets at the end of the round, after both encounters  
have been played and resolved.
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You reveal the first encounter. 
The opposing team wins with 
the Palace Guard. 
Your team activates the 
Saboteur’s ability. The opposing 
team must discard 2 cards 
from their shared deck.

Fortune teller: The player chosen must place and reveal the first card in the next round. 
The second card remains face down. Only then you choose your cards.

Swamp Guardian: Your team must decide who returns one of your cards without 
communicating about your cards in hand. 

Blackmailer: The player chosen must place the first card in the next round, even if they 
do not wish to or are unable to play a card from the chosen faction.

Elemental: Your team must decide who discards a card without communicating about 
your cards in hand. The same player then draws 1 card.


