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Components
60 Helium tokens (red gems)

60 Influence tokens  
(10 tokens in 6 different colors)

 

6 Fleet tokens (1 ship in 6 different colors)

 

1 first-player token (crescent moon)

1 Sovereign token

112 character cards

6 house tiles

1 game board

1 scorepad

1 custom Rising die

6 reference cards

Red RiSiNg
designed by Jamey Stegmaier and Alexander Schmidt

art by Jacqui Davis, Miles Bensky, and Justin Wong

based on the novels by Pierce Brown

Enter the futuristic universe of Red Rising, based on the book series by Pierce Brown featuring a dystopian 
society divided into 14 castes. You represent a house attempting to rise to power as you piece together an 
assortment of followers. Will you break the chains of the Society or embrace the dominance of the Golds? 

Overview and Goal
You begin each game with a hand of random characters from the Red Rising universe. You will manipulate this hand of cards throughout the game 
by deploying characters, activating abilities, and adding new characters to your hand. Whenever you acquire a new character, you will gain a special 

bonus based on the location from which you gained it.

When certain thresholds are reached, the game ends. Calculate your final score from the combination of character cards in your hand plus points for 
Helium, Sovereignty, the Fleet Track, and Influence.

Violetartist

4D PAiNtER9

Move a card from this location to the top 
of another location where there are no 
cards with the same color as it.

31 if each of your cards is a  
different color.
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AEgiS 
CrAfTSmaN
orangeengineer

15

You may gain a Gold from this location.  
If you do, end your turn.

You may treat this card as having the 
same name as any specific character.

10 10 if with no  
Obsidians.

if with  
a Gold.
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ALia  
SNOwSPArrOW

OBSIDIANassassin

16

Banish the top non-Gold card from any 
other location. If it’s not Gray or
Obsidian, gain 1 Helium.

if only with Golds, Grays,  
and/or Obsidians.24
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ArLUS
Redlaborer

10

Each neighboring player reveals a random
card from their hand. If it is Gold, banish
that card. If it is Red, banish Arlus.

25 if with no Golds.
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aNtOniA 
goldelite

15

Choose an opponent. They banish  
1 of their cards. Then, banish Antonia.

15 -10if with The Jackal 
or 2 other Golds.

if with Victra  
or Sevro.
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ViRgA 
bluepilot

10

Advance twice on the Fleet Track, then  
all other players advance once on the  
Fleet Track.

30
if your Fleet Track 
position is 9 
or 10.

15 if your Fleet Track 
position is 6-8.
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TRigg 
graysecurity

15

You may treat this card as if it is any one
other color (in addition to Gray).

Move a Gray or Yellow from any location to
under this card. You may gain that card; if
you do, end your turn.

5 for each Gray & Yellow on all  locations.
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pinkcompanion

16

You may move the bottom card of this
location on top of this card. If it’s a Gold or
Red, gain it, then end your turn.

14 if with a Gold or Red (but not both).

THeodoRA 

or
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SURGeoN 
yellowdoctor

0

You may banish a non-Gold from your hand
and gain a banished Gold.

Gain any 1 banished Gold.

5 for each Gold.
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COPPERbureaucrat

TiMoNy 10

3 for each of your Influence tokens  
on the Institute.

For each Gold at the Institute, place  
1 influence token there.
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StocK broKeR 
silverfinancier

10

You may lose 1 Influence from the Institute.
If you do, gain 2 Helium.

for each Helium (max 25 points).5
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Take the fi rst and the last turns. 
Also, whenever you gain the 
Sovereign token (even if you 

already have it), reveal and place 
(not deploy) the top card of the deck 

on any location.

Begin the game with +1 card. Whenever 
you gain the Sovereign token (even if 
you already have it), banish any 1 card 
from a location of your choice. At end 

of game (before scoring), banish 1 card 
from your hand.

Whenever you gain the 
Sovereign token (even if you 

already have it), place 1 Infl uence on 
the Institute.

Whenever you gain the 
Sovereign token (even if you 

already have it), advance once 
on the Fleet Track.

Whenever you gain the 
Sovereign token (even if you already 

have it), gain 1 Helium.

Whenever you gain the Sovereign 
token (even if you already have 

it), roll the Rising die and gain the 
corresponding bonus. If the result 
of the roll is the Sovereign token, 
select any other bonus on the die.

 Turn Overview
On your turn, either LEAD or SCOUT.

LEAD: Deploy a card from hand face up on a 
location, triggering its deploy ability (if any). Then 
do one of the following:
•  Gain the top card from another location, then 

gain that location’s bonus.
•   Gain the top card of the deck, then roll the Rising 

die and gain the resulting bonus.

SCOUT: Reveal the top card of the deck and place 
(not deploy) it on any location. Gain that location’s bonus.

Iconology
END-GAME VALUE

Advance once on the Fleet track. VP on track

Gain 1 Helium. 3 VP each

Gain (or keep) the Sovereign token. 10 VP

Place 1 Influence on the Institute. 4/2/1 VP each

At end of game
Banish the top card of a location.
Reveal the top card of the deck and place  
(not deploy) it on any location.

Block an opponent's attempt.
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CARDS
(VP+abilities)

(3 VP each)

(10 VP)

(4/2/1 VP each)

(-10 VP per 
 card over  
7 cards)

TOTAL

>7
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Setup
1 Place the board on the table. Shuffle the deck 

of character cards and place it face down on 
the board. Place the Rising die next to the deck.

2 On each location (Jupiter, Mars, Luna, and The 
Institute), place 2 character cards from the deck 

face up. These cards overlap so only the core value, 
name, and color of the covered cards are exposed. (Note: 
Players may look at cards on locations at any time.)

3 Draw 5 character cards from the deck to form 
your starting hand. Your hand of cards is kept 

private throughout the game. Next, gain a random 
house tile. Gain the reference card, Fleet token, and 
Influence tokens of the matching color. Then set up the 
rest of the board as indicated here: 

4 Place your house’s Fleet token on the 0 space 
on the Fleet Track.

5 Place all Helium tokens in the designated spot 
below the deck to create the supply.

6 Place the Sovereign token nearby. This 
represents the leader of the Society.

 7 Start with your house’s 10 Influence tokens in 
your personal supply (you’ll try to place them on   

  the Institute during the game).

  •  For 2-player games, place 3 Influence tokens of an 
unused house into The Institute. This represents 
a neutral house, making end-game scoring more 
competitive.

8 If a player has House Apollo (yellow), give them 
the first-player token; otherwise, randomly 

select a player and give them the first-player token. 
They can proceed to take their first turn. The first-
player token will remain in that player’s possession 
throughout the game. 

12

3

4

5

6

7

8
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DESIGNER’S NOTE (FROM JAMEY): Red Rising is one of my favorite book series ever. Years ago I reached out to 
the author, Pierce Brown, to express my interest in the tabletop rights. They weren’t available at the time, but 
that began a multi-year process of trying again, failing to design the game, accepting design submissions, and 
ultimately having a eureka moment while playing Fantasy Realms with Alex at my game night. A lot of design 
work with Alex, playtesting with the help of Stonemaier Ambassadors, and communications with Pierce and 
his team followed. This is my dream IP, and I’m incredibly excited to share this game with you.
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Gameplay
On your turn, you must either use the Lead or the Scout action, resolving any effects or bonuses as  
described below.

Lead:  
Select a card from your hand and DEPLOY it face up on 
any location, covering all but the name, color, and core 
value of the topmost card at that location. If possible, 
trigger the deploy ability  ( ) of the card played, unless 
it gives you the option not to (e.g., “You may gain…”). 

Then, to complete a Lead action, either:

 a.  Gain the top card of a location that you did not 
deploy to this turn, then gain that location’s bonus.

 b.  Gain the top card of the deck, then roll the Rising 
die and gain the resulting bonus.

Scout: 
Reveal the top card of the deck and place (not deploy) 
it on any location, covering all but the name, color, and 
core value of the topmost card at that location. Gain 
that location’s bonus. Players typically only choose to 
Scout if they are completely satisfied with their hand.

Notes
•  Unless otherwise specified, the bonuses gained from 

Leading and Scouting are only triggered when taking 
those actions. Do not gain a location’s bonus if you 
gain a card through other means (e.g., if a character 
card says, “Gain the top card from Luna”).

•  The deploy abilities of some cards instruct you to 
“end your turn.” This indicates that you may not 
proceed to gain the top card of a location or the deck 
and the corresponding bonus.

•  The deploy abilities of some cards may move the card 
you’ve deployed to a different location. You are still 
considered to have deployed to the original location.

•  Some deploy abilities mention “another location,” 
referring to any other location than the one on which 
the card was deployed.

•  The deploy ability of some cards may instruct you to 
deploy another card. As usual, deploy that card face 
up on any location and trigger its deploy ability (if 
any). This concludes the deployment. You may still 
perform the final step of the LEAD action only once.

•  If it’s not possible for you to use the deploy ability of a 
card, you may still deploy it and ignore the ability.

•  If a card instructs you to move or place a card, it does 
not count as a deploy action.

•  0 is an even number (for cards that consider odd/
even point values).

•  Deploy actions that result in a trade of resources 
may only be taken once per turn (e.g., Sponsor, Stock 
Broker).

Edge Cases
These situations are highly unlikely, but just in case you 
stumble upon them, here’s what to do: 

 Deck runs out: If there are no cards in the 
deck, the deck simply ceases to be an option for 
players to draw from or interact with.

Zero cards in hand: If you have no cards in 
your hand, you can still either Lead or Scout on your 
turn. If you Lead, skip the deploy portion of the Lead 
action (as you have no card in hand to deploy).

The 4 locations in the game are Jupiter, Mars, 
Luna, and The Institute. The deck is not a 
location.

You may always look through the cards on each 
location, but they must remain in the same order. 

DEPLOY ON A LOCATION PLACE ON LOCATION
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4D PAiNtER9

Move a card from this location to the top 
of another location where there are no 
cards with the same color as it.

31 if each of your cards is a  
different color.
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CoLoNEl  
VaLEntiN
graysecurity

10

You may treat this card as if it is any one
other color (in addition to Gray).

Move a Gold from any location to directly 
under this card. You may gain that card;  
if you do, end your turn.

5 for each Gold on all locations.
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COPPERbureaucrat

PoLiticiAN 15

15 if you have the most Influence on the 
Institute (or tied for the most).

You may reveal 2 Golds from your hand. If 
you do, place 2 Influence on the Institute.
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TactuS 
goldelite

20

You may steal 1 card from an opponent
(they choose the card). If you do, banish
Tactus and end your turn.

20 if with Octavia, Darrow, or a Pink.
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� �if you have the
Sovereign token.

if with a Gold.
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�� if with Sevro.
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�� if the core value of each of your  
cards is an even number.
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You may treat this card as having the 
same name as any specific character.

�� if with both another Orange and a Gold.
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�� if with only cards having core values  
of 10 points or less.
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Play continues clockwise until all players have had the same number of turns (and Apollo had their bonus turn)
after the game end is triggered (see Game End and Scoring on page 6).
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