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End Game

As soon as the deck runs out of cards, finish the rest of the current player’s
turn. Then, keep playing until the player that played second gets one more
turn. If playing with more than 2 players, make sure the player that got their
first turn of the game last gets the last turn of the game.

Count the number of points in your score pile. The point value of each card
corresponds to the number on the card. The player with the highest score
wins. In the result of a tie, the player with the greater amount of cards in their
score pile is the winner.
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® You can play a card onto the field, even if the effect(s) won’t work. If it
is possible to resolve the effect(s), you must do so. If only part of the
card’s effect(s) will work, resolve all possible parts.

e There is no limit to the number of cards that can be on the field at a time.
If you run out of space on the table for a single row, start a second row
with the knowledge that it is actually just continuing the first.

eIn games with more than 2 players, when you play a 6 card, choose one
opponent to use the effects on.

eIf you play an 8 and there is only 1 card left in the deck, you may choose
to put it into your hand or have it join the field on either end.

®If you play a 10 and there is only 1 other card on the field, that card goes
to the bench, and the 10 remains on the field. (If there are no other cards
on the field when you play the 10, nothing happens.

“
SOCRES |
’%ﬁé& Miscellaneous Ogre Notes

e Infinite loop: It is possible for players to create an infinite loop with the
card effects. For example, if there is one card on the field and it is a 4,
and each player has a 4 card in their hand, they can continually play one 4
to the field and pick up the other one each turn. If the same type of card
is played and the layout of the board remains functionally the same for
more than 3 turns in a row, end the game in an automatic tie, without
counting points.

e If you have earned a bonus play but there are no cards in your hand, deal
out the top 4 cards from the deck (or as many as possible if fewer than 4)
onto the field and proceed straight to your draw phase.

e When the deck runs out of cards, do NOT reshuffle the bench pile to
replenish the deck. It will remain empty for the rest of the game.

o If you start your turn with no cards in your hand, draw 4 cards before your
play phase (or as many as possible if there are fewer than 4 in the deck).
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e After scoring cards in a formation from the field, move the remaining
cards on the field inward to fill in the gaps. If a new formation of cards
can be scored as a result of this, you score those cards as well and repeat
the process.

e When you deal out cards from the deck onto the field at the start of the
game, or as a result of clearing the field during the game, and a
score-able formation is already in place, no one scores that formation.
However, if you move the position of one of the cards in the formation,
if you add onto the formation, if you bench a card from the formation,
or if you play a 9 and shuffle the field, and it’s still score-able, then you
score the formation.

e It is not optional to score formations that you’ve created on the field. If
the formation includes more cards than the minimum required for that
type of formation, you must score all the cards in the formation.

e If the field contains 2 or more separate formations at once, those
formations are scored simultaneously. Then, the remaining cards on the
field will fill in the gaps on the field.

e If one card can be part of two different formations, then the player must
choose which way to score that card. In the field shown below, the player
would choose to score the two 1s, OR the sequence of 1-2-3.

Look for More From Paw-Warrior Games...

Ambyria: Shroud of the Shadow
Demon

Join the quest to defeat the Shadow
Demon in this clever non-collectible
card game in which players battle for
possession of the mystical ember
stones, the only thing that has the
power to defeat the diabolical Shadow
Demon. The player who collects the
most ember stones gains the power to
free Ambyria from his evil shroud and
wins the game. With the simple game
mechanics it will have you saying,
“rematch!” before your opponent can
finish counting their ember stones.

SHROUD OF THE

Brace for Impact! The next project from Paw-Warrior Games
is approaching at light speed! In this new tactical card game,

Stellar Siege, each player is vying for control of a star system.
Players fight over eight planets and where deploy your aliens is
determined by the number of cards in your hand. The player
who is able to conquer the most planets by the end wins the
game and rulership over the star system.
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Ambyria: Starlight & Vengeance
Checkout the exciting stand-alone expansion to
Shroud of the Shadow Demon. In Starlight &
Vengeance the Shadow Demon returns as his own
playable deck. With exciting new cards and
decisions to be made, the quest for the ember
stones continues.
Praise for Ambyria:
“I highly recommend it.”
-Gamers On Games
“I have never seen another game
quite like it.”
-Unfiltered Gamer
“We really liked the scoring
mechanism in the game.”
-Indie Game Report
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“Click” the link below to learn more:

WWW.paw-warriorgames.com/




