


Wonderl.and Game Components

has Lost all.
frivolity and
Madness...

Where once there was joking and frivolity, now
there is just anger. The Tea Party is entirely
sane, the Red Queen speaks in whispers, the
Jabberwock has escaped the poem, and Alice
returns to find Wonderland a pale shadow of
its former self. Each Leader takes up arms to
restore the Wonderland they loved. Some fight
for eternal Tea Parties, some for the sake of
fighting, others wish to remove all the heads,
and one wishes for nothing more than a return
to the perfectly illogical Wonderland that was.
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Place the game board in the
center of the play area.

Shuffle the Region Scoring Tiles
and place 1 onto each Region.

Choose 1 set of Ally cards (A, B, C, or D, see
p. 9 for a listing of all the cards) and place all
cards from that set next to the game board.
Place the Forge Ally card next to the chosen
set of Ally cards. Place the Ally chips on their
respective cards. Return the remaining Ally
cards to the game box. (For your first game,
we recommend using Ally set A).

Shuffle the Wonderlandian cards and place
the deck face-down next to the game board.
Place the top 3 cards of the deck face-up
beside the face-down deck.

Depending on its type (figure or chips), place
the matching Wonderlandian standee or

2 chips next to the face-up cards. Place the
remaining Wonderlandian standees and
chips to the side of the play area.

Place the Madness chips, Shard tokens, and
Shard die in the center of the Tea Party.

Shuffle each of the 3 Tea Party decks. From
the Round | deck, deal cards face-up to all of
the Tea Party spaces based on player count:
11in a 2 or 3-player game, 12 in 4-player
game, 13 in a 5-player game.

Place the Round | deck on the tea service
tray next to the Head of Table, and place the
Round Il and Round IIl decks aside.

Shuffle the Quest cards and place
them to the side of the game board.

Place the Starting Battle token in the Red
Keep. Roll the Shard die and move (the
Starting Battle token) as many spaces
clockwise as Shard symbols on the die roll in
a clockwise direction.



PlLayer oet-up

@ A } Each player chooses a Faction and gathers:

Q) @ @ © ©

()

1 Faction board

15 Supporters

5 Castle tokens

1 Faction Leader standee
4 Faction Starting chips
(1,1,1,2 value)

6 Faction Artifact chips
(3 value)

1 draw bag

1'+50' Scoring token

4 Wager cards
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1 Starting Madness chip
(Blue with 2 'remove
unit' symbols)

2 Madness chips
(Purple with 1 'remove
unit' symbol)

1 Forge chip

5 Faction discs

1 Faction cube

1 Shield token

2 Ally Ability reference
cards

If you are playing as the
Jabberwock take a number
of Poison chips equal to
the number of players +2.
Place these next to your
Faction board and return
any remaining Poison chips

to the game box."
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Place your Supporters, Castles,
and Faction discs next to your
Faction board.

Place 4 of your Supporters onto
the marked spaces of the 3rd
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Place your shield token 'Active’
side up at the top left corner of
your board.

Place 1 Faction Supporter at the
start of the score track.

Forge track of your Faction board. ) place 1 Faction cube at the start

Place 4 of your Faction Artifact
chips onto the matching symbols
at the right side of your Faction
board.

Place 4 of your Faction discs onto
the 4 matching upgrade spaces
on the left side of your Faction
board, then place the remaining
disc on the '1' spot of your Leader
Strength track (Sword icon).

Place your 4 Faction starting
chips, 2 Faction Artifact chips,

1 Forge chip, 1 starting Madness
chip and 2 regular Madness chips
into your bag.

For example, the Red Queen
places these starting Chips into
her bag.
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of the Battle track as your Battle
Strength tracker.

Draw 2 Quest cards, choose 1 to
keep and place it face-down next
to your Faction board. Shuffle the
other back into the Quest deck.

Return any Wager cards of
Factions not in play to the game
box.

Find the Ally Ability reference

for the chip set you are using
(A,B,C,D) place that side up next
to your Faction Board. Return the
unused Ally Ability reference card
to the game box.

Place your Leader standee onto
the Tea Party board at the Head
of the Table.

The player who has most recently
had tea is the first player.
Distribute starting Shards based
on the chart below.

Ready, 96t , Gol

Finally, each player gains a number of Shards based on player
order and number of players. and places them next to their

Faction board.

PLAYER 1 PLAYER 2 PLAYER 3 PLAYER 4 PLAYER 5
5-PLAYERS @R #€ | 8@ @
4PLAYERS |BO%| #€ | @ |
3-PLAYERs | O% | @€ @
2-PLAYERS | @@ ®




Gamepl.ay Overview

In Wonderland’s War each player takes on the role
of a famous Wonderlandian leading a Faction to war
to right the wrongs that have befallen Wonderland.
The game is played over 3 Rounds (I, Il, and Il1).
During each Round there is a Tea Party phase and

a War phase.

During the Tea Party phase the characters rush
aRound the Tea Party making preparations for
Battle. You will place Supporters into the Regions
of Wonderland to gain a foothold, gather the
support of other Wonderlandians, recruit Allies
in the form of Ally chips to your cause, and find
magical Forges which you can use to unlock your
Faction’s unique abilities.

Tea Party

The Mad Hatter’s Tea Party is a frantic place, filled
with Allies and exciting possibilities.

On your turn you may move clockwise around the
table to any plate and gain the resources of the

card in that space. But be careful to not move too
quickly: because each time you pass the Head of the
Table you will gain dangerous Shard tokens, which
can lead you down the path of Madness.

In the Tea Party you have 2 main Objectives, place
units into the Regions where you would like to
Battle, and gather Ally chips and Wonderlandians to
help you in your cause.

In the War Phase the characters go to Battle
wherever they have placed their units and use the
Allies they have gathered during the Tea Party.
During Battle, you will draw Ally chips from your
Battle bag and add their Strength to the fight. The
player with the highest Strength will win the fight,
earning Victory awards and building a Castle in that
Region. But beware, the Madness of the broken
Looking Glass is spread throughout the land and the
longer you Battle, the more chance your Supporters
will regain their Madness (in the form of wacky
frivolity) and abandon this overly serious war.

SETTING THE TABLE

Players earn the support of Wonderland
by building Castles, completing Quests

and amassing Victory Points (VP). At the
end of the 3rd Round the player with
the most points (Castles, Quests and VP)
wins the game and is named the new
ruler of Wonderland!

Each Round has its own Tea Party deck. Follow these steps to set up the Tea Party for a new Round

(skip steps 1 & 2 if this is the first Round of the game):

1. Discard any Tea Party cards on the board from
the previous Round.

2. Shuffle the deck for the current Round and deal
1 card face up to each empty card space on the
Tea Party board starting to the right of the Head
of the Table and proceeding clockwise. Some
spaces have a player count number on them--
only deal to these spaces in games with players
equal to or higher than that number.

3. Each player places their Leader figure at the
Head of the Tea Table.

4. In the second and third Rounds, the player with

the lowest point total goes first. If 2 players are
tied, the player with the least total units in all
Regions goes first. Players take turns in
clockwise order.

(Players keep the Tea Party cards they select
in front of them throughout the game to help
remember which chips they have in their bag,
and to count for Quest scoring at the end of
the game.)




Tea Party Turn
CHOOSE A CARD

On your turn, if you have less than 4 cards from the
current Tea Party, move your Leader clockwise any
number of spaces to an unoccupied plate with a
card (A), take the card at the space (B), and take its
rewards and place any Supporters gained (C).

VISIT THE HERD OF THE TABLE

If you reach the Head of the Table, you must stop
temporarily to roll the Shard die (D), take that
amount of Shards, and then refill all the Tea Party
cards on unoccupied spaces (with no card or
Leader) (E). You then continue your turn by moving
to any open plate. You cannot pass the Head of the
Table more than once per turn.

VENTURE INTO WONDERLAND

At the start of your turn if you have 4 cards from

the current Tea Party, place your Leader into any of
the 5 Regions on the outside of the game board (F).
When the last Leader is placed, the Tea Party ends.

Leaders will be placed in same player order that
Tea Party cards are selected in.

END OF TER PARTY

The Tea Party ends once all
players have taken 4 Tea Party
cards and placed their Leader into
a Region.

Due to exposure to the Mad Hatter’s Tea, all
players gain 1 Madness chip from the Supply,
placing it into their bag.

Each player with the most Shards gains 1 additional
Madness chip to their bag, then discards half of
their Shards (rounded up).




Tea Party Card Fffects

Each Tea Party card has various benefits (and sometimes penalties) as shown on the card. You gain all of the benefits, in any order you choose.

Units

Place the number of units shown
in the top-left corner, into a
single Region. This will usually

be Supporters, but you may also
place Wonderlandians if you have
previously recruited them.

You have a limited number of supporters and may
unlock more on your Forge track. Any time before
you would place a unit, you may return one of your
supporters or Wonderlandians from a Region to

your supply.

Ally Chip

Gain the indicated chip and place it into your bag.
There is a weak (1 pip) and strong (2 pip) version of
each Ally chip (except Forge chips which are weak).
Make sure to take the Ally chip of the matching

Strength.
L

Any Ally

Choose any of the Ally chips
and gain 1 at the indicated level: 1
1 pip indicates a weak Ally chip
with lower Strength, 2 pips
indicates a strong Ally chip.

Shard Die

(This icon appears in the top right
corner of some cards.) Roll the
Shard die and gain that number of
Shard tokens, placing them next to
your Faction board.
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Wonderlandians

Choose one of the face-up
Wonderlandian cards and place
it near your Faction mat. You
keep this Wonderlandian for the
rest of the game. There are 2 types
of Wonderlandians:

FIGURES

Wonderlandian figure cards are identified with a
thumbnail of the figure's standee in the bottom-
right corner.

When you gain a Wonderlandian figure you
immediately place it into any Region.

CHIPS

Wonderlandian chip cards are identified with a
thumbnail of the item's chip in the bottom-center.
When this card is acquired, place the 2 item chips
into your bag.

After gaining a Wonderlandian card, draw a new
Wonderlandian and add it to the market.

N

Faction Abilities

These allow you to unlock 1 of your
Faction abilities. Remove the disc from
the Faction ability you want to unlock.
Faction abilities may be unlocked in
any order. Each Faction has 4 abilities
(2 that improve your Faction

Artifact chips and 2 static abilities).

Discard Shards

Discard the number of Shards shown.

Castle

Place a Castle into a Region where you
do not already have one. Castles give
you 2 Strength at the start of Battle if
you have units in that Region. Castles
score victory points at the end of the
game.

Leader Strength

Increase your Leader Strength by 1. If
your Leader Strength is maxed out (6),
you will instead get to discard 1 Shard.

Discard Madness

This reward allows you to search your
bag for 1 regular Madness chip and
discard it permanently. You may not
discard your Double Madness chip.

Quests

This reward allows you to
draw 1 Quest card.

This reward allows
you to draw 2 Quest
cards, then discard
any 1 Quest from
your hand.




Split Cards

Some Tea Party cards have a line
through the middle separating
the icons. When you gain one of
these cards you choose to gain
the rewards from either the top
or bottom. You always gain the
Supporters shown and must

roll the Shard die if the icon is

in the top-right corner.

Corrupted Cards

Limited Components

Tea Party cards with a grey
background and a Shard die icon
attached to a reward offer you
two options:

The Ally chips are a limited supply. If you select
a card that would gain you an Ally chip that is
no longer in the supply you may gain any chip of
equivalent level (weak or strong).

® Roll the Shard die and gain
the Shards rolled and the
reward in addition to the
other rewards on the card.

Ignore the Shard reward and only
take the other rewards..

Ally Card 9ets

There are 4 full sets of Ally cards in the game. While mixing and matching
is possible, the sets have been balanced for easy selection and to play well
together.

For new players, we recommend playing through them in alphabetical order.
For experienced players, randomly choose a set to play with and have at it!

When played, return 1
Exhausted chip to your
Bag OR double this chip's
Strength.
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Double the Strength of

the next chip you place
on your Active track.

Gain 1 VP at the end of
the Battle.

Gain 2 VP when you
Forge this chip.
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Cannot be affected by
your other chip abilities.
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When this chip is
Exhausted, return it to the
Supply and gain the other
value Creature chip to your
Exhausted pool.
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You may move
Supporters equal to this
chip’s Strength from an
adjacent Region to this
Battle OR double this
chip's Strength.

On your next draw, draw
extra chips equal to this
chip's Strength. Choose
1 to play and return the
rest to your bag.

If you don't have a Castle
in this Region, you may

triple this chip's Strength.

If you have one or more
Active Flamingos, all Ally
chips you play in this
Battle have +1 Strength.

After adding Strength
from this chip, you may
move your Strength
tracker to the closest
Forge symbol.

When played, choose an
opponent with higher
Battle Strength than you
to gain a Shard.

At the end of Battle,
place Active Roses into
your bag instead of
Exhausting them.

At the end of Battle

if you have 2 or more
Active Roses, you may
complete an extra Quest
Feat without meeting it s
conditions.

When you Forge a Rose,
place a Supporter into a
Region.

This chip's Strength

is reduced to 1 if you
already have an Active
Red Rook.

When you complete

a Quest, you must
permanently discard 1
Active chip.

If you win this battle, gain
1 Shard. If this is a strong
chip gain 1 additional
Shard.

At the end of Battle, if

you have the most Active
Creatures, place one
supporter into any Region.

If this chip is Wealk, it gains
2 Strength for each other
Active Creature you have
when played. If it is Strong,
it loses 2 Strength for each
instead.

If you have more Shards
than this chip’s Strength,
lose 1 Shard. If you have
less gain 1 Shard.




Leader Effects

Each Leader has a unique power that can only be used during the Tea Party phase.

Jabberwock

At the start each of your turns,
if there are no Poison chips in
play (1), place 1 Poison chip

onto any card (2). If an opponent
takes that card they gain the
Poison. If you take that card,
return the Poison to your supply.

POISON CHIPS

Poison chips may be blocked with a Shield. If a Poison chip is blocked it
has no effect and is returned to your bag. Poison chips do not go to the
Madness track.

When drawn, lose 1 unit and return the Poison chip to the Jabberwock.

If the Jabberwock takes the Tea Party card that they have placed a Poison
chip on, it is returned to their supply. The Jabberwock has a limited
number of Poison chips (number of players +2). If all of the Poison chips
are in other player’s bags, the Jabberwock may not give any out.

Mad Hatter

Once per Tea Party phase the Mad
Hatter may refill all unoccupied
card slots (1) around the table with
new cards from the Tea Party deck.
(2) He then may gain any card
without moving.




Red Queen

On each of her turns the Red
Queen may place Supporters
from a single card (1) into
multiple Regions (2).

Alice

Alice always moves counter-
clockwise (1) around the
table instead of clockwise
when acquiring Tea Party
cards (2).

. | Cheshire Cat

During the Tea Party, when

you roll a 2 or 3 on the Shard

die, you may give 1 Shard to
I any player.

In a 2-player game some Leaders have different abilities. Make sure to use the 2-Player side of the Faction boards when playing with 2 players.
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War Phase

In the War phase you will Battle in each Region where
you have units (Supporters, Wonderlandians, or your
Leader) by drawing chips from your Battle bag. To win
a Battle and build a Castle, you must have the highest
Strength, but you may wish to stop earlier to complete
a Quest or work towards Forging your Faction.

The differing Objectives in War require you to carefully
analyze your opponent’s position and balance your
desires for control with the potential for destruction at
the hands of Madness.

B Battles

Starting in the Region with the “Starting Battle” token
and proceeding clockwise, resolve Battle in each
Region. In the Battle, you'll draw chips to advance your
Strength tracker (cylinder) on the Battle track.

All players with at least 1 unit (Supporters,
Wonderlandians, and Leaders) in the Region
participate in the Battle. (Castles while granting a
Strength bonus of 2 at the start of Battle, do not count
as a unit. If a player only has a Castle in a Region they
will not Battle there.)

B Wagers

If you do not have any units in a Battle you may place

a Wager on who you think will win that Battle. Wagers
are placed simultaneously by all players not involved

in the Battle after starting Strength is determined. To
place a Wager choose the card showing the Faction
you think will win and place it face-down in front of
you. If you are correct gain any 1 weak Ally chip to your
bag. If you Wagered incorrectly, gain 1 Shard. In the
result of a tie, no chips or Shards are gained.

NO PEEKING!

You may not look at the contents of your bag
during the War Phase.

DETERMINE PLAYERS' STARTING STRENGTH

Players gain Strength at the start of Battle for each Leader, Wonderlandian figure and
Castle they have in the Region. Each player adds up the Leader Strength shown on
their Faction board, Strength of any Wonderlandian figures that are present, and 2
Strength for a Castle and moves their Strength tracker to that number. Supporters do

not grant a Strength bonus in battle.

ORAL AGAIN?

Players simultaneously draw or

if any player wishes to halt they
reach into their bag but bring out
an empty hand.

IS THERE A VICTOR?

The Battle is over if:
® All players have busted or
halted, OR

® a player has reached 25 on the
Battle Track, OR
® The only active player
is in the lead.
If not, repeat steps 2b-7

ADVANCE IN STRENGTH

Advance each player's Strength
tracker by their drawn chip’s
Strength on the Battle track.

PLACE

Place the drawn chip onto the
leftmost open space in the Active
chip track.

FIRST DRAL

Players must simultaneously draw
and reveal a chip from their bag.

G0 MAD, LOSE
SUPPORTERS!

Play any Madness chips drawn
onto the leftmost open space on
the Madness track, and lose the
indicated number of units. Proceed
to STEP 7. (Poison chips force

you to lose a unit, but are then
returned to the Jabberwock.)

4: | PiAY YoUR CHP

Resolve any "When Played" chip
effects from abilities of chips,
Wonderlandians, and Faction
powers.

- Agtive Chips —————————
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B Timing

Most chip abilities can be resolved simultaneously.
But for cases where the order matters, resolve
them in this way:

9 Madness chips and busting are ALWAYS
resolved first.

9 Each player resolves any abilities which affect
themselves or their chips in the order of
their choosing.

9 Each player resolves any abilities which affect
other players. If there are multiple of these
abilities, resolve them in turn order from the
player who went first in the last Tea Party.

B Halting

After the first draw you may halt and leave the
Battle by not drawing a chip from your bag. Once
you halt you may not draw again. You may want
to halt to complete a Quest, because you are on
a Forge symbol, or to preserve your remaining
Supporters for the next Round.

When all but one player has halted or busted, if the
remaining player is the highest on the Battle track,
they must halt.

B Madness Chips and Busting

When you draw a Madness chip, you do not
advance on the Battle track. Instead, you lose 1 unit
(Supporters, Leaders, or Wonderlandians) for each
"lose 1 unit" icon (ﬁ) shown. Return the lost
units to your reserve, and play the Madness chip
onto the leftmost empty space of the Madness
track (at the top right of your player board.)

You may not remove your Leader until all other
units have been removed.

Wonderlandians that are lost are returned to your
reserve. They can be placed again during a Tea
Party as one of your unit placements. You do not
lose Strength from Wonderlandians that are lost,
but abilities from those Wonderlandians no longer
affect the Battle.

If a player advances to 25 (or above) on the Battle
Track they immediately win the battle, all players
must halt and the battle ends.

If two or more players reach 25 on the same draw
they tie for victory.

- - Ee—a

SHIELDING MADNESS

When you draw a Madness chip you may Block
its effect by using an Active (face-up)
Shield token. If a Madness chip is
blocked by a Shield return it to the
bag and flip the Shield to it's face-
down side.

BUSTING

If you have no units left, you bust, and are out of
the Battle. Your Strength is reduced to 0, all of your
Active chips immediately become Exhausted, and
you may not draw again.

Exhausted chips are moved from your Active chips
area to the bottom of your Faction board. When
you bust, all special abilities of your Active chips
are lost, such as Forge chips. Finally, flip your Shield
token to the Active side.

REFRESHING YOUR BAG

When you place a Madness chip in the last space
on your Madness track (4th space), refresh all
Madness and Exhausted chips by placing them into
your bag immediately. If you bust and that chip fills
your Madness chip area, first move all Active chips
to your Exhausted Area, then refresh all Exhausted
chips and all Madness chips to your bag.

Players will want to be cautious to keep

from Refreshing their bag when they have

a majority of their chips in the Active chip
area as only the chips in their Exhausted area
will be refreshed which can leave you with a
higher ratio of Madness chips.

B Chip Effects

Each chip that is not a Madness chip adds

to your Battle Strength. Some chips (Allies,
Wonderlandians, and Artifacts) have abilities that
can affect the Battle, or will take place when the
Battle ends. Effects are detailed on the chip’s card
or Faction boards, and clarifications can be found in
the FAQ section on p. 22.

Abilities that change a chip's Strength wear off
once the chip is placed. On later draws, the chip
will have the Strength printed on that chip.
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CHIPS THAT AFFECT OPPONENTS

Chips which refer to opponents only affect the
players who have units in the current Battle Region.
This includes players who have halted, but not
players who have busted.

CHIP DRAIW EXAMPLE

DRAW 1: FACTION CHIP

Faction chips do not have any
special abilities. When this chip is
played Alice increases her Battle
Strength by 2.

DRAW 2: FLAMINGO
© i 1
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Dioubde the Strength of the next chip y.
place on your Active track

Flamingo chips (set A) double the Strength of
the next Active chip that you play. This chip
has a Strength of 1, so Alice advances her
Battle Strength by 1. Its ability will double the
Strength of the next chip that Alice draws.

DRAW 3: CARD SOLDIER

€ CARDSOLDIERS
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When drawn, Returm oee Echamsted
t your Bag OR this chip is +1 Strength.

Card Soldiers (set A) give the player a choice
to refresh a chip or increase the Card Soldiers
Strength. Alice chooses to increase the
Strength from 1 to 2. The 2 Strength is then
doubled to 4 as it is the next Active chip after
the Flamingo.




battle Outcome

As long as you did not bust, you may gain various
rewards from the Battle. You gain all of the rewards
that you qualify for.

STEPS OF BATTLE OUTCOME

Region Victory Awards and Castle
Complete Quests

Faction and Wonderlandian Abilities
Forge

Wagers

. Cleanup

B Region V|ctory Awards
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The player with the highest Strength gains the
current Round’s Victory award for the Region, as
shown on the scoring tile. Each scoring tile has 3
scores shown on it. The leftmost score is awarded
for the first Round, the middle for the second, and
the rightmost for the third.

The player with the highest Strength places a Castle
in the Region. Each player may have a maximum of
one Castle per Region. If the winning player already
has a Castle in that Region they will only gain the
Victory award.

The player with the second highest score gains half
the Victory award from the scoring tile for that
Round.

TIES AND UNCONTESTED REGIONS

If 2 or more players are tied for 1st place, they each
choose to gain either the Victory award or place a
Castle. There is no 2nd place award in this case.

If 2 or more players are tied for 2nd place they split
the Victory award evenly, rounding up.

In an uncontested Region, the player may choose
to gain the Victory award or a Castle. No Wagers
are placed on uncontested Battles.

In case of a tie for 1st place, any Wagers made in
that Battle have no effect.

No Winner:
If all players Bust in a Region there is no winner.
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. Quests (See Example on P22)

Each Quest card consists of 2 parts: Feats and
Objectives. The Feat portion of a Quest sets a
goal for you to achieve in Battle in a specific
Region. Objectives give you a goal that you strive
to complete throughout the game, mostly in the
Tea Party phase. You can complete either or both
portions of a Quest. At the end of the game, each
portion of a Quest will

grant 3 VP if complete, "‘3&;{?‘ g
and if you complete. HE-Ht'W; mmﬂ%
both portions you will .
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gain an additional 3 VP.
FEATS

Each Quest gives you
a Feat to complete

in Battle in a specific
Region (i.e. Stop when
your final Active chip sl Rambiati it |

has a value of “1”
in Tulgey Wood). If

you meet this requirement at the end of a Battle,
announce that you have completed the Feat
portion of the Quest, and place it into your play
area face up.

Einf o batthe it ShiraBh
3 8er S 10 ke
Headow of Liviag Flowens
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NOTE: You may only complete the Feat
portion of one Quest during each Battle.

OBJECTIVES

The Objective portion of Quests give you guidance
as to what to collect during the Tea Party and

how to develop your Faction. Each Objective sets
a threshold of something you need to collect or
accomplish (for instance, 7 or more Creature and
Red Rook chips).

The Objectives are checked at the end of the
game. Objectives that count chips will count them
everywhere: in your bag, Active, Exhausted, or
Forge spaces.

Quests will award points at the end of the game.
Quests will award 3 VP if either the Feat or
Obijective is met and 9 VP if both the Feat and the
Obijective are met.
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Faction and
Wonderlandian Abilities

All players in the Battle who did not bust may
activate their Faction and Wonderlandian
abilities that trigger at the end of Battle

. Forging (See Example on p. 20)

You can Forge your chips into
powerful Artifacts. You may Forge
1 time if there is a Forge icon on
your current space on the Battle
track. You may also Forge once
for each Forge chip in your Active
chip area.

TO FORGE:
® Choose any 1 Active chip (including a Forge chip)

® Place it onto the leftmost empty space of any of
the Forge tracks on your player board.

Q®

Gain the reward from the space you covered.

® If you have completed a Forge track,
immediately gain the Artifact chip from the end
of that track and add it to your bag.

Note: You must have an available Active chip
to Forge. Forging is optional--you may choose
not to use a Forge icon.

Most of the rewards on the Forge tracks are the
same as the icons on the Tea Party cards. However,
a few have special meaning:

SUPPORTERS

Increase your maximum number of Supporters.
Add the Supporters in that space to your Supply.

CASTLE

This increases the endgame VP award for each
of your Castles. Castles start with a value of 3 VP
and can be advanced to 6 VP.

VICTORY POINTS

The star awards 4 Victory Points
when Forged.

Some rewards are between 2 Forge tracks. You
must fill the spaces above and below those rewards
to unlock them.




M Resolve Wagers FinaL SCO["ing

Players who Wagered correctly gain any weak Ally
chip. Players who Wagered incorrectly gain a Shard.

B Battle Cleanup

After claiming rewards, move all of your chips from
your Active chip area to your Exhausted chip area.
Return your Strength tracker to the beginning of
the Battle track.

Once the 3rd Round War Phase is complete the
game is over and players must now calculate their
final scores. Each player calculates their final score
as follows:

START WITH THE
BASE VP TRACK SCORE

Battle then begins in the next Region in clockwise
order. Battles continue until all Regions have
Battled.

Madness chips stay on your Madness track. HDD 3-6 VP FUR EHCH CHSTLE
(Castle scoring ranges from 3-6 VP per Castle
based on the bottom row of your Forge track.)

B End of the War Phase

The War Phase ends after a Battle has been
resolved in each Region. If it is the 3rd Round, go to
final scoring. If not:

RDD VP FROM EACH QUEST CARD
Feat Met =3 VP
Objective Met = 3 VP
Bonus for Both = 3 VP

(For each Quest card, score 3 VP if either the
top or bottom section is complete and 9 VP if
both sections are complete.)

® Roll the Shard die and move the “Starting
Battle” token clockwise as many Regions as
Shard symbols on the die roll.

® Return all chips from your Exhausted chip area
and your Madness chip track to your bag.

® All Supporters and Wonderlandians that were
not lost in Battle stay in the Regions.

® Place your Leader at the Head of the Table on
the Tea Party board.

® Shuffle the 3 face-up Wonderlandian cards into
the deck and deal 3 new Wonderlandian cards
face-up.

LASTLY, SUBTRACT 1 VP FOR
EACH SHARD TOREN

® Prepare the next Tea Party (p. 5).

A WONDERFUL WWINNER!

The player with the highest total points

is the winner and the new ruler of
Wonderland. They get to describe in glorious
detail how they will rebuild Wonderland in
their vision.

A — =

T N N



DATTLE EXAMPLE 1

WITZEND
1. STARTING STRENGTH

THE QUEEN is in the Battle Region and
has a Leader Strength of 2, so places her
Battle Strength token on the 2 space of
the Battle track.

THE MAD HATTER is NOT in the Battle
Region and only has Supporters, so he starts
with zero Battle Strength.

THE JABBERWOCK is not present in the
Battle Region so they cannot add their
Leader Strength. They have a Castle and the
Walrus in the Pool of Tears, each of which
give them 2 Strength for a combined 4
Strength at the start of the Battle.

ALICE has no units in this

Battle, so she has the option to 4
choose 1 Wager card.

CURRENT
ROUND

c. BATTLE

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

DRAW 1

The Queen draws a Red Rook (3) chip, the Mad Hatter
draws a Forge chip, and the Jabberwock draws a
Madness chip. They advance their Strength to 5, 1, and 4
respectively.

DRAW 2

The Queen decides to stop drawing, the Mad Hatter draws
a Faction 1 chip, and the Jabberwock draws their Artifact
chip advancing them to 5, 2, and 7 on the Battle track
respectively.

DRAW 3

The Queen stopped drawing last Round, the Mad Hatter
also decides to halt, and the Jabberwock Draws a weak
Flamingo chip advancing them to 5, 2, and 8 on the Battle
track respectively.

Since the Jabberwock is the only Faction that has not
halted, the battle ends immediately.

THE JABBERWOCK WINS

3. COMPLETE QUESTS

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

® The Mad Hatter completes the 'Feat’

portion of the Quest "A Castle By Any ﬁ"" ﬁg |

Other Name" because he stopped when %
%
his final Active chip had a base Strength hms“ffﬁ{’?ﬂ??mfﬁﬂ#“f

of 1 in a Battle in Witzend.

® The Hatter places the Quest face up in End the batije Witha
front of them. At the end of the game ctive chip that s ¢ base ,‘.'1':"'"
they will check to see if they have oF 1 in Witzagy Sirength

completed the “Objective” portion of

the Quest and determine how many E"”'“""’Eﬂﬂfftﬂrg 03
VP they gain for the Quest. S i
® /&7

7T or g

Sty e ol
FEAT + OBIECTIVE [ BONYs +IVP)

16

SN e TS T T




O DRHIAI_I ® N O

2 Advances 3 spaces 5
on the Battle track.

O Advances 1 space 1
on the Battle track.

4 Loses 1 unit. 4
.- Chooses a Supporter. -

L. FORGE 'EM IF
YOU GOT 'EMI

THE RED QUEEN

The Red Queen ended on a Forge
symbol but chooses not to Forge her

Red Rook.

MAD HATTER

The Mad Hatter has 1 Forge chip in
their Active chips and also ended on a
Forge symbol so has the option to take
2 Forge actions.

Decides to halt
and stop
drawing chips.

5

Advances 1 space 2
on the Battle track.

DRA 3

5

Decides to halt
and stop
drawing chips.

Advances 3 spaces 7
on the Battle track.

The Hatter decides to Forge both their
Active chips (Forge chip, and the '1'
Strength Faction chip).

They place the first one onto the
“Leader Strength” row and advance
their Leader Strength tracker by 1.

2"’ PLACE

Places 2nd in Battle: +3 VP

3"’ PLACE

Advances 1 space 8
on the Battle track.

Then they place the second one onto
the first space of the Supporter row,
moving that Supporter to their supply
and drawing 1 Quest card.

WINNER

Wins the Battle: +6 VP
Places a Castle in Witzend

Wins a Battle in
Walrus' Region: +3 VP

 WALRUS

f
I gou win & Battle with the W

'] 'a:'
940 3 ¥, and you may place qm:3

The Walrus
gives +3 VP for
winning a Battle
in its Region.




DATTLE EXAMPLE C:  wmo

ROUND

THE RED REEP
1. STARTING STRENGTH 2. BATTLE

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

DRAW 1

Alice draws a Faction 2 chip and Red Queen draws a Forge
chip, advancing their Strength to 5 and 3 respectively.

DRAW 2

Alice draws a Forge chip. The Red Queen draws a Madness
chip and decides to lose the Gryphon.

ALICE places her token at 3 on the Battle
track because she is in the Battle Region and

her current Leader Strength is 3.
Even though she loses the Gryphon from the Battle,

the Red Queen does not lose the Battle Strength that
the Gryphon added at the start of the Battle. She
places the Gryphon in her supply and may place them
during the next Tea Party.

The Red Queen’s Madness track is now full (4 Madness
chips). She returns all of her Exhausted chips and all of her
Madness chips to her bag. The Active chip remains on her
Active chip track.

THE RED QUEEN places her token at 2 on
the Battle Strength track. The Queen is not
personally present in the Battle Region so
she cannot add her Leader Strength, but she
controls the Gryphon, which is in the Region
and has a Strength of 2.

DRAW 3

Alice draws a Rose chip. The Red Queen draws a Madness
chip and loses her final Supporter, but she decides to use
her Shield. She flips it from Active to Broken and returns
the Madness chip to her bag.

DRAW 4

Alice stops and the Red Queen draws another Madness
chip and loses her last Supporter causing her to bust. Her
Battle Strength becomes “0” and she will score no points
in the Battle. Because she busted, she is unable to use her
Forge action from the Forge chip. She moves her Active
chips to Exhausted and then returns all Exhausted and
Madness chips to her bag and flips her Shield token to
unbroken.




DRAWT ¢ ORAWZ2 ¢ DORAW3 ¢ DRAWL END

S b
N@% " ; g; :52_‘? Decides to halt WINNER

= and stop Wins the

; hips. Battle: +2 VP
Advances Advances Advances IS Places a Castle in
4 2 spaces on the 6 1 spaces on the 7 2 spaces on the 9 9 The Red Keep
G Battle track. Battle track. Battle track.

Gains 1 VP for Rose

Advances Loses 1 unit. Uses shield to BUST!
¢ 1 space on the i Chooses the s return the chipto § -
2 Battle track. 3 Gryphon. 3 her bag. 3 X

Alice ends the Battle with a Forge chip in her Active

chips and decides to Forge her Rose chip (gaining

2 VP from the Rose - see card image on right). She : ) ] . In this example, Alice gains
places it on the final space of her Leader Strength ; i , e 2 rewards from having an
track and gains 1 Leader Strength. Because she h J . Active Rose chip: 1 VP at
finished that Forge track, she also gains a Faction s e the end of Battle, and 2 VP
Artifact chip. She takes the Artifact chip (hers is the L T | forging the Rose chip.
Sword of Hope) and places it into her bag.

HTAR G e, TR

Gain | VP at the end of the Battle.
Gain 2 VP when gou Forge this chip.




Examples
QUEST EXAMPLE (FEAT) QUEST EXAMPLE 2 (0BJECTIVE) FORGING EXAMPLE

The Red Queen ended the Battle in Tulgey Wood The Red Queen finishes the game with 5 different As we see in the Quest example on the left, the Red
with 2 Active chips types of Ally chips on her Forge tracks. Queen ends the Battle with a Forge chip in her Active

chips. She Forges it by placing it onto the final space of
her 2nd Forge track (Leader Strength)

£4: X A S e——

She completes the Objective Portion of the She increases her Leader Strength by 1 for filling
"Befriend them All" Quest card which triggers if the  that Forge space.
player has Forged 3 different Ally chips.

She completes the Feat Portion of the "Befriend As a result, she gains 9 VP total: 3 VP for the

them All" Quest card which triggers if the player completing the Feat portion, 3 VP for completing
stops with exactly 2 or 6 Active chips in Tulgey the Objective portion, and an additional bonus 3 VP
Woods. for completing both portions of the Quest card.

removing 1 Madness chip
from her bag for filling the
spaces above and below the
"Discard 1 Madness" icon.

Lastly, she has completed a
Forge track and gains the "War
Axe" Artifact chip to her bag.
FEAT » OBIECTIVE + waree

- ’E' "“. "l'-u'",’:-. +I ilP.

She places it face-up in front of her to signify that
the Feat is complete. At the end of the game she

will score 3 points for completing the Feat portion
of the Quest.



Two-Player Rules

SET-UP

©00000000000000000000000000000000000000000000000000000000 0

Reveal 1 Quest at Random. The Region shown on
that Quest will not be used this game. No units

or Castles may be placed into that Region and no
Battle will occur there. Remove all Quests from that
Region from the Quest deck. Remove the Region
scoring tile from that Region.

Flip the Player's Faction board to the 2-Player side
which features changes to the Forge tracks. Two
Factions, Alice and the Red Queen, each have an
alternate Faction Ability on the 2-Player side.

FORGING FRENZY

©000000000000000000000000000000000000 o

Each player starts with 1
additional Forge chip in their bag.

AMULET OF THE DUCHESS

In a two player game remove the Amulet of
the Duchess and March Hare Wonderlandian
cards.

TEA FOR TINO

©00000000000000000000000000000000000 o

In the Tea Party each player will
take 1 additional card (5 total)
before placing their Leader
into a Region.

LOCAL RESISTANCE

©000000000000000000000000000000000000000000000000000000000

Players must pass the Strength of the “Local
Resistance” to qualify for Region Victory Awards.
At the start of game take 1 of the Battle Strength
markers from a Faction that is not in the game to
use as the “Local Resistance” token.

At the start of each War Phase place the "Local
Resistance" token on the appropriate space on the
Battle track for that Round.

FIRST

SECOND THIRD

If only 1 player has units in a Region they will still
Battle. They must surpass the Local Resistance to
win in that Region. If you are the only player left in
the Battle and you have passed Local Resistance on
the Battle Track the battle immediately ends.

No Wagers are placed in a 2 player game.

Effects and abilities that target opponents have no
effect on Local Resistance. When you win a Battle
against Local Resistance gain the Region Victory
award and place a Castle into that Region

CASTLE CONSTRUCTION

As you have only 1 opponent you want your Castles
to be larger and grander. To build a Castle you

need to win 2 Battles in a Region. After winning
your first Battle, place your Castle sideways in

that Region. After winning a Battle, if you have a
sideways Castle, turn it so it is standing upright. A
Tea Party card or ability that lets you place a Castle
may place a sideways Castle in a Region, or turn a
sideways Castle upright. Sideways Castles still give a
2 Strength bonus at the start of Battle.

Only Castles that are upright will score at the
end of the game.
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Glossary

Unit
A Supporter, Wonderlandian, or Leader.

©00000000000000000000000000000000000000000 o

Supporters
These units allow you to battle in a Region, but do
not add to your Battle Strength.

©00000000000000000000000000000000000000000 o

Opponent

Any player with units (Supporters, Wonderlandians,
Leader) in the Region during Battle. This includes
players who have halted.

©00000000000000000000000000000000000000000 o

Exhaust
After a Battle, your Active chips are Exhausted and
moved to the bottom of your Faction board.

©00000000000000000000000000000000000000000 o

Adjacent

Regions that are next to each other are considered
adjacent. The Pool of Tears and Witzend are also
considered to be adjacent.

Gain
Tea Party cards, Wagers and Forging will allow you
to gain chips. When you gain a chip it is placed
directly into your bag, unless specified otherwise.
Chip Types
The chip types are:

9 Ally (each counts as its own type. Forge chips
are also considered Ally chips.)
Faction (includes Artifact chips)
Wonderlandian (each counts as its own type)
Madness

© @ o o

Poison

©00000000000000000000000000000000000000000 o

Head of the Table

This is the top of the Tea Party where all Leaders
start. Each time a Leader lands on the Head of the
Table they must stop temporarily to roll the Shard
die and refill all Tea Party spaces that do not have a
Leader or a card.

©00000000000000000000000000000000000000000 o

Double Unit Placement

If you gain a Tea Party card with two different Unit
placement icons, you may place each set of Units
into a different Region.

FAQ

Player Order

When needed, chip and Wonderlandian effects are
resolved clockwise from the first player from the
previous Tea Party.

©00000000000000000000000000000000000000000 o

Poison Chips

When drawn, lose 1 Supporter
and return the Poison chip to the
Jabberwock. Poison chips may be
blocked with a Shield. If a Poison
chip is blocked it has no effect and
is returned to your bag. Poison chips do not go to
the Madness track.

If the Jabberwock takes the Tea Party card that they
have placed a Poison chip on, it is returned to their

supply.

The Jabberwock has a limited number of
Poison chips based on the number of players
(4-7). If all of the Poison chips are in other
player’s bags, the Jabberwock may not give
any out.

©00000000000000000000000000000000000000000 o

Faction Abilities

Faction abilities unlocked through Forging do not
grant their effect in that Battle. (Alice’s “Love of
Learning” would not let her return an Ally chip
from the same Battle where she Forged to unlock
that ability.)

©00000000000000000000000000000000000000000 o

Tea Party Card Rewards

You may gain the rewards and penalties from a Tea
Party card in any order you choose. We suggest
placing your units first so the next player may start
their turn.

©00000000000000000000000000000000000000000 o

Empty Bag

In the rare occurrence that you would draw a

chip, but your bag is empty, immediately return all
Exhausted chips and all Madness chips to your bag.
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Wonderlandian Figures

If a Wonderlandian is lost to a Madness chip you
do not subtract their Strength. Wonderlandians
that are lost can be placed during the following Tea
Party instead of placing 1 Supporter.

©00000000000000000000000000000000000000000 o

No Supporters to Place

If you have no Supporters left in your supply and
have a Tea Party card or ability that would let you
place Supporters you may return a Supporter you
control from the board and place it into a different
Region. (You may also return Wonderlandians you
control in the same manner.)

©00000000000000000000000000000000000000000 o

Quest Objectives

You may use the same components to complete
multiple Objectives. For example if you had 5 Rose
chips you could use them to help you complete
both “Have 7+ Rose and Creatures chips.” and
"Have 7+ Rose and Red Rook chips.”

©00000000000000000000000000000000000000000 o

Shields

Shields are only flipped to the
unbroken side when a player
busts, or by using special
abilities (Alice, Humpty’s
Gloves).
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Ability CLarifications

INONDERLANDIANS

White Rabbit
Only count the Strength as written on the chips.

oooooooooooooooooooooooooooooooooooooooooooo

Knave of Hearts

Only count the Strength as written on the chips.
Count Madness chips as zero Strength for this
ability. If an opponent draws multiple chips,
compare to the chip they play.

oooooooooooooooooooooooooooooooooooooooooooo

March Hare
Players cannot go below zero Strength.

oooooooooooooooooooooooooooooooooooooooooooo

Amulet of the Duchess
If the chosen player has an empty
Madness track, this has no effect.

ooooooooooooooooooooooooooo

Crown of the Knave
This happens before any other effects
are applied.

oooooooooooooooooooooooooooooooooooooooooooo

Walrus’ Monocle &

Card Soldiers

No matter how many extra
chips you draw, you only play
1 chip.

oooooooooooooooooooooooooooooooooooooooooooo

Caterpillar's Hookah
If all Madness chips drawn are returned to the bag
with a Shield, you will discard a Shard.

oooooooooooooooooooooooooooooooooooooooooooo

Duchess
If you lose the Duchess you do not gain VP from any
units lost on the same draw.

oooooooooooooooooooooooooooooooooooooooooooo

Walrus

If you win in an uncontested Region you still get
the bonus 3 VP and can choose to place your Castle
anywhere. If you tie for the highest Strength the
Walrus does not give his bonus.

FACTION ABILITIES

Royal Temper
This happens when the chip is played, before any
players add Strength from chips.

oooooooooooooooooooooooooooooooooooooooooooo

Twice as Fast
If you pass another Leader and gain a Tea Party card
with 0 units you will place the additional supporter.

oooooooooooooooooooooooooooooooooooooooooooo

Claws that Catch & Fearsome Maw

If you have no Poison chips in your supply, you
ignore the ability. You may choose to not give a
Poison chip to a player if you want to ensure you
have one available for the next Tea Party.

oooooooooooooooooooooooooooooooooooooooooooo

Manxome Foe
Compare before any player adds Strength.

oooooooooooooooooooooooooooooooooooooooooooo

Borogroves
The Tea Party card must show a Creature chip icon
to gain the extra unit placement.

oooooooooooooooooooooooooooooooooooooooooooo

Befriend the Populace

Draw cards from the Wonderlandian deck until
you draw a figure card. Shuffle the unused
Wonderlandian cards back into the deck. This
Wonderlandian may be placed into any Region.

oooooooooooooooooooooooooooooooooooooooooooo

Everywhere At Once

Alice may be placed from any Region or from your
supply.

It's My Party

This replaces a normal turn.

oooooooooooooooooooooooooooooooooooooooooooo

Engineer of War

Compare before any player adds Strength.

When you draw a Double Madness chip you lose
Supporters one at a time. and check you position on
the Battle Track after each Supporter is lost.
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ALLY CHIP ABILITIES

CARD SOLDIERS

SET B: Adjacent Regions are the
previous and next ones in the order of
Battle.

SET C: You only choose 1 chip to play,
even if you have multiple of these effects.

SET D: In a two player game half Castles count as a
Castle for this chip.

CREATURES
SET B: In a tie, no player gets the reward.

FLAMINGO
SET A: This ability only happens once.

SET B: This does not apply to chips
drawn previous to having an Active
Flamingo.

SET C: This includes Forge symbols
behind you.

SET D: This includes players who have halted.

RED ROOK

SET A: This chip cannot be Forged by a
Forge chip. It can be Forged by ending
on a Forge symbol on the Battle Track,
or by a Tea Party card efffect.

SET D: Each Active Red Rook gives you a
Shard if you win , and one additional Shard if it is a
strong Red Rook chip.

ROSE

SET A: You only gain the 2VP bonus
from this chip if it is Forged during a
battle.

SET C: You ignore the Region and the
requirement for the Feat half of this Quest.
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lconography &
lieggwords

Add the Ally chip(s) shown to your bag.

\\'I Place a Castle into a Region where

you do not already have one.

“s ] Roll the Shard die and gain that
{1 number of Shard tokens, placing
IW:_"I them next to your Faction board.

o
""L!‘:.

wms oo Thisreward allows you to
_!! } i draw 2 Quest cards and discard
Y 1 from your hand.

L}

in the top-left corner, into a single

™ Place the number of units shown
‘ Region.

Increase your Leader Strength by 1.
If your Leader Strength is maxed out
(6), you will instead get to discard 1
Shard.

Unlock 1 of your Faction abilities.
Remove the disc from the Faction
ability you want to unlock.

Permanently discard 1 regular
Madness chip from your bag. You
may not discard your Starting
Madness chip.

Flip your shield token to the active
side. If your shield is already on its

active side, this reward has no effect.

Choose one of the face-up
Wonderlandian cards and place it
near your Faction mat.

This reward allows you to
draw 1 Quest card.

Gain any 1 ally chip at the indicated
level: "I" circle indicates a weak Ally
chip, "II" indicates a strong Ally chip.

Discard the number of
Shards shown.

'
|~ Youmay choose to roll the Shard die

I'.""l,w- ’“'“-. and gain these optional rewards.

B uNIT

A Supporter, Wonderlandian, or
Leader.

[ SUPPORTERS

These units allow you to battle in
a Region, but do not add to your
Battle Strength.

[ OPPONENT

Any player with units (Supporters,
Wonderlandians, Leader) in the
Region during Battle. This includes
players who have halted.

B EXHAUST

After a Battle, your Active chips
are Exhausted and moved to the
bottom of your Faction board.

[ ADJACENT

Regions that are next to each other
are considered adjacent. The Pool
of Tears and Witzend are also
considered to be adjacent.

B GAIN

Tea Party cards, Wagers and Forging
will allow you to gain chips. When
you gain a chip it is placed directly
into your bag, unless specified
otherwise.

I CHIP TYPES

The chip types are:

Ally

Faction
Wonderlandian
Madness
Poison

(CHCHONCRE)

[ HEAD OF THE TABLE

This is the top of the Tea Party
where all Leaders start. Each time
a Leader lands on the Head of the
Table they must stop temporarily
to roll the Shard die and refill all
Tea Party spaces that do not have a
Leader or a card.

Waging War

BATTLE HAPPENS ONCE IN EACH REGION, STARTING IN THE REGION
WHERE THE STARTING BATTLE TOKEN IS, THEN PROCEEDING CLOCKWISE.

DO YOU HAVE UNITS* IN THE REGION?
(*Supporters, Wonderlandians, Leader)

PAGE 12

:

N

A}

YES

CHOOSE the card of the faction

A}

WAGER
(optional) you think will win and place it
PAGE 12 face down in front of you.
)
N2 N4
WIN LOSE

Gain 1 weak ally chip

J e ]|

Gain 1 shard

DETERMINE Starting Battle Strength
¢ Leader Strength (if present),

* Wonderlandians.

» Castle (2 STR)

Supporters do not add Strength

-
E

DRAW
n )
| NZ
H y
1
1 WONDERLANDIAN/
: ALLY/FACTION CHIP MADP':Estc""P
DRAW OR HALT PAGE 12 & 13
All players \
simultaneously
choose to REDUCE
continue battling RESOLVE BLOCK PLACE on Strength to 0
or to halt. “when pIayed" with Shield ) Madness track
\I/ J/ ) All active chips
PLACE FLIP . X
HALT [ Chip in Act'lve ] Shield token [ LOSE units ] to ‘Exhausted
PAGE 13 \L /
ADVANCE RETURN Any remalnlng Is your Madness
YOU DO NOT on Battle Track | Madness to bag | units? track full?
DRAW AGAIN * ‘
IN THIS
BATTLE. [vEs][No ]— [ NO ][YES]

THE BATTLE IS OVER IF:

ALL PLAYERS HAVE
BUSTED OR HALTED, OR

A PLAYER HAS REACHED 25
ON THE BATTLE TRACK, OR

THE ONLY ACTIVE
PLAYER IS IN THE LEAD.

IF NOT, CONTINUE TO
DRAW OR HALT

Did this fill your
last Madness
space?

REFRESH all
Madness &
‘Exhausted’

REFRESH all
Madness &
‘Exhausted’

Do not gain End
of Battle effects

FLIP Shield to
Unbroken

e

D RESOLVE
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