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INTRODUCTION

ar and chass have descendad wpon tha realms of Men. In Westaros, tha dearh of Robart Baratheon has creatard

A POTar VACUuIn with rival Houses competing for controd of The Iron Throne. Meanwhile. in Exoos, DAQnorys
Targaryan iz ulding an army to contast the rols of the Ghizcan siavers, befors returting to reclaim The Iron Thrana:
Thara ara 3 different ways to play BISEY: Gama of Thronaeo™:

1. SKIRMISH
Baszic varsion designed ac an introdlcton to mﬁ:&mﬂmmwm.m?numcm.
mova on 1o Cominion.

2. DOMINION
nmmmﬁmufmzm@: Game of Thrones™ incloding Chjectives, Charactar, and Magster cards, offering more
in-dapth sirategic actton.

3. WORLD AT WAR

Flay with both maps and wp to sonen players using aither the Siermich or Dominion moles.

OVERVIEW OF COMPONENTS

Contents:
2 Game Hoards, 215 Arooy Feacas, 7 Saatc of Powar, 7 Player Boards, 187 Cards, €2 Spocial Ut tokems, 75 Gold Dragon
iCoing, 20 Flayer Board Scoore Trackars, 9 Dhice, and 1 Fube Fooic.

GAME BOARDS & ARMY PIECES

rIsE™ Gama of Thrones™ includas two game board maps and seven Housa armies.

WESTEROS [2-5 playar gama)

This map i divided nto 45 tarritorias groupsd ints nina regions. Flay this map with Stark, Bamatheon, Lanmistor,

Tyrall, and Bartall armies.
Each playar will control the armies of ons noble Houss. Each Housa i reprasentsd iy
twn differant pisces, reprasenting either 1 or 8 armies. Use the S-army piedes to save
tpaca by repracentng three of your armiss.

ﬁah‘éﬂ-‘b(ﬁ

STARK BEaRATHEDN LAMMISTERL

j '?.‘

L Army 3 lm-l: Bt of Fowar
”‘ r jhrireey masdo oadjl




OVERVIEW OF COMPONENTS (CONTINUED)

ESS0S (2 player gama)
This map is divaled min 34 tarmtories grouped intd cix regeone. Play this map with Ghiscarn and Targaryer armas.

Yo b

Cics are used when attackcng and defending terrtores 1o resolve battlas.

G-SIDED TICE EB-SIDED DICE
[tnree Attack and two Dafenca) {twro Attack and tro Defonzal

{Croemirdon. masE ondy)
% Atk ! Defense

CARDS

Thers are five diffurent decks of cards, ac mdicated by ther backs. Decls should be saparated by type before playing.

TERFITORY CARDS

[Too Decks; Wastaros & Eszoc)

Each deci has a card for sach terribory
on that map. Tarritory Cards aTe used
for imitial sot-up in Sormeh and will
be collected to gain aora rainforcement
armias [or specal unds r Do) e

bolster your forcas.

END GAME CARD

Tha End Game card 15 randomby
placed into the bottom: helf of the
Territory Cand deck to and tha

CHARACTER CARDS

Thase feators four prominant
membars of your Housza. B
Paying an Associated Cost, your
charactors will grant cpacsal
abilithas for your House
[Domiriov mode anly)

La=ER{ P14

MAESTER CARDS
Thrase are purchazed and used to
gramt tactical advantsges o your

Housa dunng depboymant
and baitlss.

{Comimdom mede onlyf

FILAE O
T EXT

CBJECTIVE CARDS

Thess cTeats goals and. strategies
for earming Wictory Points.
(Dowtinion mode ol

(GAME[HRDNES
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OVERVIEW OF COMPONENTS (CONTINUED)

COINS

Gald Dragon ccins can be collacted and spent In
Domimion mode td achvate Chamactar pomers. bay and
usa Magctar Cards, and plot new Objectives. Thars are
two denmmimations (100 and 500} of coins. ATy onins
not spant during & torn may be saved and uzed Ina
futurs turn (Remnforca p. 12, Boying and Using

Cards p. 13-13)

{Darminion meds oyl

PLAYER BOARDS

SPECIAL UNIT TOKENS

use in Dominion mode. which carn ba gamed by
redeammmyg Tarritary or Masster Cards. Thesa plecas
will ba deployed with your armies to give you tactcal
mdvantages o battia.

[Domamon meode criujf

Each Hounse has a player board to help you ksep track of your Characters and treasary of Gold
Cragons as wall as Wictory Points, Territonias, Cactles and Ports you control. Eeep track of thazo with
ATrmY preces, and wea tha 10,420 tokens as nesded to track totals. [Dominion mods oy

GAME MODE: SKIRMISH

PLAY THIS FIRST!
Skirmish mode is designed as an introductory version of RISK*: Game of Thrones™ game play.
It is easiar to hearn, plays more Quicidy, and ic recommendad for getting comfortable with the basic nalas amd
machamics of FISEY. Once you havs parfected your strategies, feal free to movs om0 moTe advanced gama play
with Dioamindon. (p.. 104

OBJECT OF THE GAME

The player with fhe most points when & spacial End Game card is revealed from tha
Turritory Deck wins tha game. Fiayers are swarded points for controlling tezritorias,
Cactles, and Forts. You do ot have to control afl the termtorsas to .




SKRIMISH SET-UP
ACTION

2 PLAYER GAME 3-5 PLAYER GAME

1. Eszos Map
2. Essos Territory Deck

3. Army Pieces

-8 M |

GHISCARI  Tamcamyew EUTRAL

Set azide all other components.
Tnused cards and pieces are not neaded in Skirmish mode.

Roll a die fo see who goes first, starting with high roller for turn order.

In turn order, players choose a House and collect their set of army pieces.

Shuffc and deal 12 Essos Territory Shuffia and deal an
- 3 Cards to sach player. Westeros Territory Cards cgually.
b The remaining 10 territories will start | In & S-player gams, the Srd, 4ih, and
Sth playears get A0 oA card

put controlfied by meatrad armiss.

Loak at your Tarrtory Cardc and place | Loak af your Terrrtory Cands and place
D single-army piacss on wach of D Eingle-Army pieces on wach of
those tarritories on tha map. thosa toITitoTies ofn tha map.
Flacs two single-army piscat for a
neatral third faction [wee an urused
sat of pieces from the Wasteros Housac|
on tha 10 remaining territorias
After inehal sat-up, collect and skafSe the Tarntary Cards.
Then, insert the End Gamae card randomly into the bottom hatf of
the dack Fiace tha deck near tha gams board.

=

Start with high roller, and play proceeds clockwise.

GAME PLAY OVERVIEW / ON YOUR TURN
Co. your turn, you wil talke the foliowmg four actons:
1. REINFORCE by deploying additional armisc to bolcter your Houca [po 8L
2. INWADE opposing and or neuiral wrritorss (p. 7-8)-

3. MANEUVER your armies fp. 3).
4. DEAW » Territory Card, if aligible (p. 3.

(GAMETHEDHES 5




SKRIMISH REINFORCE
At the ctart of your turn, you Wil daploy additional armdias from your reserves to renforce youor tarritories.
Thie mumber of reinforcement armmies you can deploy is determined by tha following staps:

";ﬂnnﬂmmmm CASTLHES
~~ YO CONTROL AND DIVIDE THAT NUMEEER BY
3, ROUNDING DOWHN.

Faor sxample, the Lanmisters control 10 Derritories and
8 casties. Divida 12 {territorias phas cactiac) by 2 to gat
& armmies o deploy.

Note: You ALTWAYS gam at leact 2 armies each tarn, so
if thic number is less than 3, round up bo-2 armies,

DETERMINE IF YOU HAVE ANY REGION
~ BONUSES.

If you. comtrol every terTitory In & Ieglon, you earn
tha ragion bomus indicated on the map as additional
ATTIIEE.

For axample, tha Lanmisters conirol &H 5 territories
that comprize the Waslerlands reglon, sarning = bonus

ARSI BEINFORCEMENT
REFERER CE CHAET

3 |TRADE IN SETS OF THEEE TERRITORY CARDS
/ FOR BONUS ARMIES.

Each Tarrmifory Card has an icon on the bottom. Caring
the gama, wou will collect Territory Cards, and can turn
im @ sat of thres for bonus armiss. Fefer to tha chart
here [and on the board) for medemption vahie.

For exampls, i you trede in 3 cards with @ Kmght ioon,
youl gt < BonLs @S,

Additionally, when you turn i a set of carde, if you
contral the territoniss shown on any of the cards in the
set redesmed, you get an extra 2 bonus armiess to depboy
to fhose tarritories onky.

Note: You can never hava more than S Terrstory Cards i

hand! M you have 5 cords at the start of your tarn, yoa
must redeam & st

13 n szl

1 ods e

|k a
= | D =g

| 4 | DEPLOY ARMIES

.ﬁﬂ:n'l:-:tah.u.gup muinforcament armmiec to depdoy for your
turn, yoo wHll piace ALL of tham into tarritorias yoi
control. You can chaose to deploy all armias into ong
tarritory or spread them out across multipls territoriag.




SKRIMISH [NVASIONS AND BATTLES

Thiz is the main part of your tarn. where you decide who and where to attack, in order
to gain contral of more territories and consolidate power to win the pame.

You may Invade territories controlied by opponents that are adjacont to termtonies o control
You may declara rrultiple invasions during your torn, it each invacion can onty come from
ome of owr terTitories At A time. You may invade territories with & Port from any other
territory with the same cobor Fort [po 9). Declaring an invasion is always optional, 5o yod can choosa
if and whan to attack each turn

L s 7

HOW TO INVADE AN OPPOSING TERRITORY:

To deciors an 3 i i o tarzifary youe combral
Ec--h:htaaﬂnﬂ:nndn:appnm‘mrrm:-kb
songuar The two ¥ 4 ot bw conmsobad
ta mach othar by chorwd bordar, sso-line commaction, or Fart
[Fas=sorias witk a Port, p. 5] Tha oftacicng territery muast
barrs. ok lenrt 3 nmllmi'ﬁuunmwllm‘-uhnihrr
mnnl:l.qnlﬂ.l:-u'l.mr T Emd i the leng 3 3
staay fo d 3 iming cordrol of it. All cther = Asrackry Dice
armiss moy e osed & theasorasion. '

Each invnrion commivty of o seriss of battles

l""" o iax Eromn, powr aftaciong =~
tn mthﬁlbﬂﬂh?ﬂrlﬂ:ﬁm. E

1. 2, or ¥ crmeses mmay sbinck, and you wdll roll o

din for mewch oSteciony osmy in the battle.

Tha dafersmg pleorer than choozas koo
sany ormise to cosomi indsfenoe. The
debandar may chomze to bottle sdher 1 or

2 armmsec, wven if thare are moss in. b

debamding tarribery.

= Dafarding Dica
Ployarx mll o dis for soch sy
in tha boifls. Thiz ==sonc the
arbxciopr rellz 1, 2 or 3 dhes amd
tha defaxzdar rollz 1 or 2 dice

Prér uwp tha pitack and defsnss dice im order =
Fresn. kighart to loust. Tham, cooopers ths pairs SCEMARIO:
af aitack ond dafsnrs dioe m”h—rm‘dmim
« If the atinck dis x hifher thoxn the defecos m?hmﬂﬂmm
dim, remove oms defending army from the s N ammaes o i % ] 5 -
bxtibs omd swhurn i fo th Teazarver *’hﬂﬂ orsne o dafacd tha farrsory,
= If the defesas dis iz sgunl or hifjhsr than :
the nttack dis, ramsows ona artackisg ormy el ke
from the batils ood wiorn ot fc the recsrvac 1 e rﬂlﬂ-i;l.t' " i
(dadsnder whne tae). 5._|.1.r';a-.-utl.:h
ﬂ*ﬁlﬂhﬁ:il“ﬁ-
E.hﬁ-lmbn:l - Than,
E— 1 by i Jhﬂl-l‘ﬁ"m-d’- mq-.:q_._:qihlh-tr:ﬂ:,'huﬂnn:h:::ﬂ-inl.
ﬂ-rllhun.-il-hn F‘T-&ﬂ"-l'_- IMEMM‘E‘“““"‘-
wmrﬂmimhmw
:_ﬁ-%h-mh[ﬁhhmm;*.

(SAME e [HEDHNES




SKRIMISH [NVASIONS AND BATTLES (CONTINUED)

ﬂﬂndﬁﬁ;lﬂnr-:unht:mmmmtmy
baimng imvmded, the attacisr meay continmes: tha
clarrent fmvecion from tha sama tarritory by
oommitting mors armiess to that batthe, but
can always chooss to end an invasion aftar

thse fitet battla and deciars another invasion COMCUERING & TERRITORY:

alsemwy 5 'I'E-ﬂl.rl.:;ll.\'lr i Hus alimck il
. ¥ mmoow mrenia, Ao delaacs the leas

Whan tha last defunding army is defunted i “"""""i".:;‘,“:"gm"“
in an myvasion, tha WrTtoTy bas Dean mh:;mnug:nq.r:;_
Eu!:q:l:llﬂﬂ Hmt‘h.n.r:mam':ug E‘l'tﬂl:'hﬂg ] g mave 3 o -
armies committed to the fnal batile into the B
defending territory. You may also move in

maditional armas from tha attacking territory.

Evan though you can only atiack with &

Armigs at a Gmo, Foa Ay Move maora than

that into the definding territory. Pemember

that you must always laave 1 army behind in

the tarritory that attacked, as no territory may

&var bae laft vmoccupdod.

Remember, you can declare as many invasions as you ke on your tarn, providsd you have the armiss available. Also,
you can fight ac many battles as you ke during each invasion, or can stop afier just one batie. The choica is op o
youw: play it safe, or msic it all in the nams of domination!

If pou manags ©0 remove all of another players armies from the map, that plagyer is alivrinated from the game. ¥You
collect that player's Terrrtory Carde, and if that puts you ovar 5 cards, yod may immediately tarn in & st and deploy
bonws Armiss, even thoungh it is not pour Banforoemant phace. B you manage to siminate ALL oppoging armiss from
the map, you immediately win tha gamal

Whan playing on the Exsos map. soma of the territoriss are controlled by newtral forces. Your opponent rofis the
daferce dice whean you attack neutral armies, ahways rolling the maxitoum mikbar of dafence dice possilble. Tha
naatral forces old the territoriss they ara piaced in, and Wil never attack, but will Always defknd when attacioed oy
withar player.

TERRITORIES WITH A PORT

Foris are important strategic positons
on tha coastlines: Any termtory with
o Fort is considared connected to all
othier territorss with a Fort on the sama
i TSR ' coastling {they =il all have the sama color
SCEMARID: ] i Fort icon). As such, Thess SITitoriss can
R ki, S T ﬁ,}w ; attack one anothar as if they had & thared

tha Mortell forces in Buncpact
Facoucs ka cantrels Drogonstons, 4 border, and will allow you to attack
whick hes o Fort ard £ on the - . : bermfories you maght otharmse not b able
soooa comeiline or Sunrpear, I o s,
wiuck alre hox o Fort, ke con = ;
emnd iz ormine fros Drafasiscons i
daclors an izvozion or Soncpens.
(ol
w,
Port= of Westeros s




SKRIMISH MANEUVER

m?mhmmmemmeqmmmmmmmmnm siratagic position.

Famembar, you moct laava at leacst I army in the frct tarritory. Terriiores ane connecied if poo control all tha
tarritories i batween tha tro: Yoo cannot maneaver throagh sanamy or neutral territories. Mansuvering i not
considered an attacic, just a way to rainforce a siratagic or vulnerable position.

Az ths snd of B furm, d:-a-ﬂrﬂnr-'
TOoED ST DOoTE SDOCE SrImAD s
Farg'e Locding. He con tale -3

mrzmes from Fivarnen, omd

mensurer thas Eh.r:-:luh

Hoxrenknl ard wmote K6

Lordizgy smncs ha cont oli thazs
tarsidorias and they orw coosctsd. |

Dpraw A TERRITORY CARD

If you successinlly conquered at least one opposing territory, you may draw the top card from the Territory
Card deck. You can only draw ong card, regardiass of how many territories Fou conguered. Sets of cands can ba
redeamed for bonus armiss (Do E).

WINNING

TWhan tho End Gama card ic drawn from the Territory Card decl, coace play
immadiately’ How, players tally up points to see who is victornous. Each piayer gets oma
paint for each territory he controls, plus ono point for each Castls and sach Port Tha
Flayar with the meost points wins:

If a player can conguer all the temitories on the map, that player
wins immediately?

(GAME[HRDNES




GAME MODE: DOMINION

Cmnce you fedl comfortabie with Skitmish mode, Fou can move on to mone in-depth strategias and opdons by :
incorparating the Domindon rakes. By including Character and Aacstar Cards, ac well ac Special Units and Ohjactves,
Jou can create A rchar, despar, and more strategc RISE®. Gama of Thrones™ sxperieocs.

You can always chooss o Inchds gome of the Domnnion rutas, and ot others asida. For axample, you Coubd add
in Gold, Characters, and Specal Units, but not Objectives or Magstar Cards, and play with the Skdrmmish wictory
conditions. Roviaw all the ralss prasentsd for Dominton moda, and feal free to customiza what to mcluds to your ldng.

OBJECT OF THE GAME

Instead of sinsply trying to control the most territories, castles, and ports yon are ow trying to achisrs
specific Objectives to earn Victory Points, forthanmyg your efforts to consolidate powaer and astablish domunion over
the reval Houses. Objectives are worth from I to 4 Victory Points, besed an the diffeculty to achiers tham. The first
player to sarn 10 Vietory Foints while also controlling his Seat of Power wins the game.

DOMINION SET-UP
ACTION 2 PLAYER GAME  3-5 PLAYER GAME

1. Ezzosz Map 1. Westeros Map
2. Exsos Termtory Decke 2. Westerog Territory Deck

3. Army Pieces

k4 "

GHISCATR]

v Bforle, Borothaon, Lannsastar, Tyrsll
3 Flayer

Ghizcar

FVTOx

Beark, Baratheor, Losmicesr, Tyredl, Martell

Collact the set of armry pieces matching your chooen Holsa.

Finyer boards hely keep frack of territories, costies, parts,
wectory potnis fuse army pieces fo trock), freasury, ond charecter oards.




DOMINION SET-UP (CONTINUED)

ACTION

2 PLAYER GAME

3-5 PLAYER GAME

Ciobect thie st of 4 Characier Cords matching yoor chosan House,
and place them on your piayer board face up

E&mmmmm cards, and chootas to Kuep twon.
Then place deck near garme honrd.

Flaca naar gams board.

3 Flayers

28

(.3} i your Himuwse's Seof
af Poeper territory. This

i in Adoiion fo starting
SErTEs

Staric

Lammicter

Ghiscari Astapor

Tyredl

kinriad

1. Drawr 10 territory cards, and place
o nectral Sngle-army pieces
sach of thoss tarritonias. (Fedraw
for Seat of Powar tarsitorias.|

2. Talkorg harps in born ordar (eesZ),
Saploy orse army at a Hrme on un.
. Tiner all ferritories are Claimed,
have baen piaced.

1. Taking turns in tum order (ses 832,

deploy one army &t A tma on
ferritories are ChEitnad *

. Then all tarritones ars claimsed,
taka turns reinforcing claimed
RPN nll 2
armmies, untl all startng ATmmies
have begn placed.

*This iz inshead of deaing ouf Terrfory Cands fbr intial oy plaosment &

SIS

R minde,

Collect your Tum Order
Start Booms.,

Sze 2 for House fuirm
order.

Jrd Flayer |Lanmister)

2ud Player {Ghiscari]

200 Giold

4th & Sth Player (Tyrell & Martell)

SO0 Godd and 1 Territory Cand

Flay procesds clockwisa.

GAME PLAY OVERVIEW / ON YOUR TURN
On your turn, you will taks the folowmg actions in fhes order:
1. REINFORCE witn additional armiss, Gold, and Special Units o bolster your Hoasa (p. 6 & 13§,
2. PURCHASE msaaster and Objectve Cards [po 135
3. REFRESH charactar Cards [p. 18]
4. INVADE opposing and | or neatral territories (g7 & 12].
o. MANEUVER your armiac {p. 5}
6. COMPLETE AN OBJECTIVE and checik for wictory [Shjsctives p. 14).
T. DRAW a Tarritory Card, if etigible fp. 12).

A ME e [HRDNES

11




DOMINION REINFORCE
Rainfarcamant

for DomEmion works lkos it does M Skhrmich {pog], with the addition of also collecting Gold Dragon

cni:l:l.:n:-rp-n:l:u:

rmmmummm
mu.'rrnmnra ROUNDING D:{OWH.

COLLECT THAT MANT ANNIES AND THAT
AMOUNT [N HUNDREDS OF GOLD.

For sxarnpla, if you comtrol 10 tarmitorses and 2
cagtles [totating 13), you get 4 armoes and 300 Gold.
{Ssa chart p. &)

13= 44ddi+

[ 2 | DETERMINE IF YOU HAVE ANY REGION
BONUSES.
I you controd ewery teaTitory in A Tegion, Fou GATH
it region bormas indicated on the map as additional
armios and that oumber m hundreds of Goid.
Faor exampla, if yoma comtral all 5 tarritorias that

oomEprica tha Wasterlands Tegion, you ges 3 bomus
armias and 200 Goid.

E=n-i-00

| 3 COLLECT GOLD FOR PFORTS TOU CONTROL

Yoz atzo collect Goid for tha numbar of Ports you
controd fin hundreds). For exammple, if you control 2
Parts, you get S00 Gold.,

3@-000

BUYING AND USING CARDS

4 | TRADE IN SETS OF THREE TERRITORY

CARDS FOR BONUTS ARMIES, AND COLLECT
nnmlsm FOR CARDS OF TERRITORIES YOI
CONTROL.

As in Slormmizh moda, youi Can torn m 8 st of throe cards
for bonus armies. {p. 7
Nate: ¥ini do risf get Goid fir redeeming Termmory Cards.

#
| q |TRADE IN A CARD FOR A SPECIAL TTNIT

¥ou may also buTn in A singls Territory Card to callact &
Spacial ot piscs matching the fcom on the card (Koight,

Siage Enginae, or Fortfication), to daploy with armies. You
can redeem both A st (for armias) and a single card [for

2 Epecial Fmt) on the same

turn, bat the sngle card

cannint ba part of tha Sat.

fou do NOT get bonus

armiss Whan redeeming

Einghs :arﬂﬁ:ra.!-pnnalunrt

[Zpecial Units, p. 13} Spesial Ut foon

{ E}x DEFPLOY ARMIES

Aftar collecting reinforcament armes (from ressrves) amad
Groddt for your turn, you will deploy ALL rainforcarmant
ATTHIGS invbo territorias you control Yo can choose to
deploy.al armigs into ons teritory or spresd tham out

I you coBacted A Special TFnit, youw can deploy it into any
tarritory you control, indepandent of whera you depioy
armmias. Gold i added to your troasury, to be spent on
camds and abikities. Yoo may save Gold in your teasury,
and do not hava to spand it all sach turn.

Aftar doploying armics and collacting Godd, you may buy Macctar Cands and Objective Cards.

MAESTER CARDS

Maester Cards will give you ome-time special abalities, and can be
purchazed for 200 Gald eack. ﬂmﬂyﬂnhmmmmmmcm
from tha Masstar Card declc, adding it to your hand. o may by a5 many as
you Hiks aach hirn. Keep your cards hidden, as they will aliow you to surprice
your opponents with cpacial abilities granting you tactical advantages.

Efagctar Cards danota when they may ba used, 2= wall ac how moch Gold it
Cosis to use tham. Cards may bs used on the same turn they are parchassd,
uniess otharwice moted. Aftar using a card, diccard it to & stack basida tha deck.

12 | G




DOMINION BUYING AND USING CARDS [CONTINUED)

OBJECTIVE CARDS

imdicated oumber [1-4] of Wictory Points. The Brst plsyer to earn 10 Wictory Points
as you achievs Dhjectives. Keep Objectives hidden, 50 0ppOTRIts Won't know wiat
Fou are trying to achiers. At the and of your turn, chack to sae if pou achisvad any
Ohjectves. 1§ you have, reveal and dizcard the card, and advance your Victory Point
total {p. 14). You may cnly achievs oD Objeciiye per turn.

To diversify strategiss. youo may spend 200 Gold and draw two cards from the
Ohjectve Card deck. If you do, chossa oo to keep, sdding it to poor hdder:

CHARACTER CAEDS

Each Homse has a s=t of four Character Cards with unique special abilites. Thaoe
ahikitias cAn be actvated oncs per round by paying the assocated cost in Gaold.
Soma abilittas grant attack o defense bonuzes, whils others work ocutszda of battle.

To activate an ability, turm in the indicated amouwnt of Gold, resolve the
ability, and flip that character ower. This denotes that tha ability hac basn usad
fior tha round. Afrer deploying minforcaments and buying cards, Sip al face-dowmn
charactars face up agein, ready to be wsed in the carment round.

[INVASIONS AND BATTLES

Inwvasions in Dominion work exactly like they do im Skirmish [p. B]. Tome Character and Macster Cards, ac wall
#c Special Units, allow you to modify dis rolls, re-rofl battla dica, and even roll 3-sided dice.  Fay close attention to
thase abilities and whan they can ba used. Thay can maka all tha difforance beiwean dofeat and victory. if a card or
mlity comtradicts the baszsc malus, followr the rades for the card or akbukity.

SPECIAL UNITS

Thers are three types of Special Units, which can ba deployed by redeaming & Terrnbory Card (p.6). Spacial umts
grant combat bormases for the armies they accompany whan angeged in battle, but do not count A% armies on thea
oW, You never lose Spoecial Undts while attackong, but if used in an attack where 7o COmLJWer & terribory, thay must
mowe in to the conguaered territory with the attackting armies. Spacial 1Pnits are removed. from the board along with
dafending armias when the territory thay are in iz conguersd.

Enight — Each Enight in a tarritory alows you to add 1 to your highast die roll when armias in that
tarritory are engaged in batile. This means you can effectively “roil” higher than tha highast vaiee on s dia
|6 ar Bl If you have two Knights in a tarritory, you add 2 to your ghast dis moll.

Siege Engine — Each Siage Enging i & territory allows you to raplacs & &-zided dia with an 3-sided dic
when the armies o the tarmitory are engaged in battie. I you have two Sisge Engines in a territory, you
may roll two B-mided dice [Assoming you have teo armies in tha battle).

Fortifioation - 4 Portification in & territory allows pou to repiacs ALL &-mided dice with E-cided dice, bt
OHNLY when armiss in that terrttory arm defending. In additon, a Fortification CANNOT be moved. It must
Temain in the terrrtory it is placed, and can only be used defunsively.
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DOMINION MANEUVER

Just az in Skirmich onee you are done attscking, yon may makes ons manenver, to reinfores a ey stategio
position (p. 10). Scme abdities may grant oo an exira maneuves or the ability to'mandaver throagh &n opponesnt's
teTTtories.

OBJECTIVES

Aftar your manaurar phaza, chaeck your Ohjactve Cards [po 15) o ses of you heve completed any. Ohjectives are
worth between 1 and 4 Victory Points, based on difficulty. You may only complets one Shjective sach tuzn
regardiest of whather you have achisved the reguiramants for multiple objactives, so Choose Wisaly.

To score the points, reveal an Objective you bave achisved, and advance the Victory Point tracker on your
player board. After complating an ohjactiva and scoring tha paints, discand tha card. Then, draoe two new cards Srom
the Oijective Card deck. Choosa one bo Koop and dizcard tha ofher, to continod your campaign and march o victory.

hjective: Control 5 Casfi=s

The Lanmisters achicve ther oiyjectve and sarn I Victorny
Poinf by controlling & Sastles af the end of the fum

Draw A TERRITORY CARD
If you successiully conquered at least one opposing terribory, you may draw a card from the Termritory declk.
¥ou cam only draow ans card, regardisss of how many territories o0 CoOnqUETSd

ELIMINATION

If you manage 1o remove all of anothar player's armies from tha map, thet plegmer is alirminated from the game. Yo
collect that player's Terrtory Cards, and if that puts you over 5 cards, you must immadiataly torn @A set and deploy
bonus armiss. even though it is not your deployment phase. Yoo also coliect all Gold in that players trassury.

o you manage to dirmmate ALL opposing armpaec from the map, you immedistely wmn the game, regardlecs of Chjectives
and Victory Points?

WINNING

At the snd of your turn, 3f you bave aconmmlated 10 or more Victory Points AND have comtrol of your Seat of
FPower, you Win! Kiep an eya on opponsnts Victory Point tallies. You may be abla to prevent victory by capturing an
opDosing Tant of Power.

o




WORLD AT WAR (6 OR 7 PLAYER GAME)

o can use both Westercs and Exzos maps together for massive World at 'War Sldrmish or Domirion game piay wRth

Six oF saven players! Follow thd rales and victory condifions previously described for Sirmich or Dommion. Usa tha
fotlowing sat-up and torn ordar chatt for a & or 7 player Dominion gams.

WORLD AT WAR SET-UP

ACTION

b-7 PLAY ER. (._u*LME

1. Wwasteros & Excos Biaps
[Westeros om baft, Essos on right:)

2. Wastaros & Essos Territroy
Coard Decks

Shuffia both Tarrstory Cord decks toguther
b_ﬁlﬂn smgin deck o deal oif for
collacting Tarrsfory Cords.

Flayers roll a die. Starting
with the high roller, choose
to play as one of the sted
Hommes.

Note: Houses are Bsfed m fom

clocfoense.

T Flayer

FHV
Twve

FHVN
A L

Collect your Turn Order
Start Booms.

Sew 83 for House turn order.
ez p 11 for Jed, 4tk i Tek plager
bormunms.

6th Player {Tyrell)

500 Gold and 1 TerTitory Cand

amnd 1 AMasctar Card

Starting Armies

6 Players

T Flayers

26

22

Claiming your Seat of Power

Fioce S=at of Power piece and a 3-ormy Fiecs in your Boise™s
Seat of Porwer territory o, 111

Deploy Armmies

1. In turn order {ses #2), deploy one army &t A Hme oo wnclaimed

mmﬂmﬂm:m

2. Whan all tarritories are daimed, renforce claimed tarritories with your

TEmMAITINg Armias, 0Ma At A time, umtil &l starting armies have been placed.

[NVASIONS ACROSS THE NARROW SEA

AN Forts on tha sastern coastling of Westaros may atimcl all Ports on the western coastine of Essos, and vice versa,
Creating COnALCons berrean the two continents. Yon may alcd MANGUver REing thase Port connactions.

SCEMARIO:

Tha Borcthaon plever wands 20 -u.bh:lr_'ln.
tha T-ﬂ.l.'H_!'"m frrzar fn Mvr. Basoarw
by combrede ]:h'u&u'::l'ul:q. rkizh

hoe n Port of the remas cotor

i Port o My, ks com camdl

kic ar=xinc £r":= "'lnlg::-bnl ta
daciore oo IEvpmiom on the Tu:l'r.rp-n
oxxmae helding Mher

s WS Fenoss.
WINNING

ATl other Talas for ithar Siormrich or Domumion game play apgly. Por Scrmish vichory, count up poimis for Terntarias,

Castias, and Forts whan the End Game Card iz eveaked from the Territory Cand deck [mserted in the bottom haif]
. For Waorkd st War, tha firct player to earn 10 Victory Points wWins.

A ME e [HRDNES
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