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INTRODUCTION

ar and chaos have descendad wpon tha realms of Men. In Westaros, tha dearh of Robert Baratheon has created

A pOWar vacuum with rval Houses competing for controd of The Iron Throne. Meanwhile, in Exoos, DAQnorys
Targaryen is building an army to comtast the rals of the Ghizcar slavers, befors returming to reclaim The Iron Throne.
Thara ara 3 diffarent ways to play RISEY: Gama of Thronaes™:

1. SKIRMISH
Basic varsion designed ac an introduction to I Gams of Thrones™F gama play. Omcs you are combortabia,
mova on to Domimion.

2. DOMINION
Aﬂm:nd.vu‘:imufﬂ!l’.‘t': Game of Thrones™ incloding Chjectives, Charactar, and Magcter cards, offering more
3. WORLD AT WAR

Flay with both maps and wp to somn players using either tha Siarmich or Domimion rales.

OVERVIEW OF COMPONENTS

Contents:
2 Game Boards, 215 Arooy Peacas, 7 Saatc of Powar, 7 Player Boarde, 187 Cards, £2 Spacial Unit toloams, 75 Gold Dragon
Coing, 30 Flayer Board Scoore Trackars, 3 Dice, and 1 Fuls Booic

GAME BOARDS & ARMY PIECES

RISE™: Gama of Thrones™ includas two games board maps and seven Houss armies.

WESTEROS [2-5 playar gama)
Tmsmﬂptt&ﬁﬂﬁdﬁn?4Emﬁm=grmlpminmﬁmmginns.ijtﬁsmupﬁmm Baratheon, Lanmistar,

Each playar will control the armiss of ons nobls Houss. Each Housa &= reprasentsd by
twn differant pisces, Tepressnting sither 1 or 8 armies. Use tha S-army pieces to save
spaca by reprasantng thres of your armiss.

BARATHEDM LAMMISTER

§ Y

1 Army I Armisz
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OVERVIEW OF COMPONENTS (CONTINUED)

ESS05 (2 player game)
This map is divedad mio 34 tarmtories grouped into cix regeons. Play this map with Ghiscan and Tangaryern armias.

Yo b

TARCARYEM

DiIcE

Cics are used when attackcng and defending territones to resolve battlas.

G-SIDED DICE B-SIDED DICE
(throe Atteck and two Dafenca) oo Attack and two Defonsal

[Drosnindon. mode oniy]
% Atk ! Defense

CARDS

Thers are five different decks of cards, as mdicated by their backs. Decls should be separated by type bafors playing.

TEREEITORY CARDS END GAME CARD

|Teo Decks; Wostaros & Eszoc) Tha End Game card is randomiy
Each deck has a card for sach terribory placed into the bottom half of the
on that map. Tarritory Cards ATe used Tuzribory Card deck to end tha
for imitial zat-up in Sormech and will P in Skdrmich moda.

be collected to gain woira reinforcement

armies [or specal unss m Dormmon) bo
bolster your forcas.

CHARACTER CARDS MAESTER CARDS

Thase feators four prominant Thase are purchased and usaed to Thess cTeats goals and strategies
mambars of your Housa. By grant tactical advantages fo your for earming Wictory Points.
paying an associated cost, your I {Daminion mode orly)

charactors will granot spacsal

abilities for your House.

[Dramirion mode only)

&

CAME=[HRDNES
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OVERVIEW OF COMPONENTS (CONTINUED)

COINS

Gold Dragon eoins can be collected and spent In
Domumion mode to acivate Character powers, bay and
usa Macctar Cards, and plot new Objectives. Thars ara
two denrinations (100 and 500 of cofns. Any coins
not spant dunng & torn may be saved and used In a
future turn (Remrmforce p. 13, Baying and Using

Cards p. 13-13)

{Darmmion mods oyl

PLAYER. BOARDS

SPECIAL UNIT TOKENS
There are three types of special unit pieces for
use in Dominion mods, which can ba ganed by
redeaming Tarritary or Masster Cards. Thesa plecas
will ba deployed with your armies to give you tactcal
advantages in battha.

[Demrmon made onby

Each House has a player board to help you ksep track of your Charactars and treasury of Gold
Cragons as wall as Wictory Points, Territorias, Cactles and Ports yoo control.  Eeep traci of thase with
army pieces, and usa tha #10/+20 tokens as neesded to track totals. ([Dominion mods oniy)

GAME MODE: SKIRMISH

PLAY THIS FIRSTI!

skirmish mode is designed as an introductory version of RISK*: Game of Thrones™ game play.
It is easiar o learn. plays more quicikly, and is recommended for getting comfortable with the basic rales amd
machamics of RISEY. Once you have parfected your strategies, feel free to move oo to more advanced gama play

with Diommindomn. [p. 10§

OBJECT OF THE GAME

The player with fhe most points when a special End Game card is revealed from tha
Turritory Deck wins tha game. Fiayers arw awarded points for controlling tezritorias,
Castles, and Forts. You do mot have to control afl the termtorias to win.

4|Eﬁﬁ




SKRIMISH SET-UP

ACTION 2 PLAYER GAME 3-5 PLAYER GAME

1. Eszos Map
2. Essos Territory Deck

3. Army Pieces

Gather game
components for 1

Skirmish mods.
GHISCAR

Set aside all other components.
Unused cards and pieces are not neaded in Skirmish mode.

Roll a die to see who goes first, starting with high roller for tuwrn order.

In turn order, players choose a Hounse and collect their ast of army pisces.
Shufis and deal 12 Essos Territory Shuffia and deal an
= 1 Cards to sach player Westeros Territory Cards cqually.
b The remaining 10 territories will start | In & S-player gamsa, the 3rd, 4th, and
out controlled by neatral armias. Sth players get an acra card.
Lok at your Terrmtory Cards and place | Loak at your Terrrtory Cands and place
w0 single-army piaces on wach of w0 Single-army pieces on wach of
thoss territories on tha map. those territorics on tha map.
Flacs two singla-army piscas for a
nwatral third faction fuse an umased
sat of pieces from the Wasteros Housas)
on fhe 10 remaining tarmitorias.
After initial set-up, collect and shaffs the Tarntary Cards.
Than, incert the End Gama card randomly into tha botiom half of
the dack. Fiacs the deck near the gams board.

=

Start with high roller, and play proceeds clockwiss.

GAME PrLaY OVERVIEW / ON YOUR TURN

On. your turn, you wil take the follewmg four actions:
1. REINFORCE by deploying additional armiss to bolster your Houca [p. €]
2. INVADE opposing and jor neuiral territoriss ([p. 7-8)-

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

(GAME=THEDHES S




SKRIMISH REINFORCE
At the start of your turn, you will deploy additional armies from your reserves to reinforce your territories.
The mumber of reinforcement armies you can deploy is detarmined by tha following staps:

/ BONUSES.
If you comtrol avery tRITIory N A Teglon, You sarn
tha region borus indicated on the map as additional
ATTIRE.

|COUNT UF THE TERRITORIES AND CASTLES
i AETOT CONTROL AND DIVIDE THAT NUMEER BY

S,HDmm.

Faor sxampile, the Lanmicters control 10 territories and
8 cacfles. Divide 12 (territorias phas castiac) by 2 to gat
4 armies to deploy.

Note: You ALTAYE gam at leact 8 armies sach turn, so
if thic mumber is less than 3, round up te 2 armies.

For axample. tha Lannisters conirod all 5 territories
that comprise the Wasterlands region, sarning 2 bomus

ke L

TR A
e | o | b | Ty R =D

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

Each Tarmifory Card has an icon an the bottom. Charing
this gama, you will collect Terrtory Cards, and can turn
in & zat of thres for bomus armiss. Refar to tha chart
here [and on the board) for mdemption vahie.

W W 4

For example, 1 you trede in 5 cards weéth @ Kmght ioon,
you gt & BONLS Grimes.

Additionally, when you turn in a set of cards, if you '_4-:mm

comtral the territories showm on any of the camds in the
sef redeamed, you get an extra 3 bonus armies to deploy
to those berritorses onky.

Note- You can never have more than S Territory Cards n
hand! M you have 5 cards at tha start of your torn, youa
muct redeam & set

6|m5

Aftar totating wp reinforcament armiss to deploy for your
turn, you will piace ALL of tham into territories you
control. You can choose to daploy all armias into ons
territory or spread them out across mualipls tarritorias.




SKRIMISH [NVASIONS AND BATTLES

%

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

You may invads termitories controliesd by opponents that are adjacant to termtories you control
You may declara rrultipls iTvasions during your tarn, buat each invasion can only coms from

oo of your territoriac At & time. You may invads territories with a Port from any other
territory with the same color Fort (p. 9). Declaring an invasion is always optional, 5o you can choosa
if and whan to attack sach turn.

F

HOW TO INVADE AN OPPOSING TERRITORY:

To declars am 1 i } @ terzikory you combral
Emwh:bmm&uﬂmwm:{m:l&b
conguaar. The two T d wt b commaotad
to mech othar by chored bordar, ssa-lins connactson, or Fort
[Tasorar with o Port, . B]. The ottaccng tarritory muast
hoore: ot lsart 2 ormiss m it "Euu:nnwl.-lmln basrsoTy

unccoumed, =0 1 army T ki 1m thae l=ng

tarrtooy fo tiosd fuard’, etwsing conirol of it. All ciker
arzmiss moy be ased @ the s,

Ench imvnmon commwty of o seriss of battles
l"" o isx: Eromn. powr aftacicng

umtwﬁ.hﬂr_n For sach batils,
1, 3, or ¥ crmes mmay atinck, and you will rall a
dzm for sch atteckEng osmy in tha baisls.

Tha dafensng plover thae choozas ko
=any ormise to cosomit in defanoe. The
debardar may chomza o kottle miher 1 os
3 mrmmsax, wren o thers ars more 1 the

dabamding territory.

ntbuzloar relle 1, 2 ar 3 dice end
tha defander rellz I or 2 dice

Flayars mull & dis for sock o=y &
]

FPeir wp the sitack axnd defancs dice in. cndar
Fre=n. kighact to loowst. Than, cooapers the pairs
af atfack ond defenios dice.

« If the stiack dis @ hifher than the defecas
din, remove ons defsnding army from the
bettls omd return rt fo ths rezarvee

«If the defesas dis iz sganl or hifhsr than
the niteck dis, remove ooe attackisf ermy
from the batils amd swiern ot i dhe razsrrac

Cometi by § vesomd hijhest dis oo ssch
=ida =f tha bakila, #ﬂhhﬂmﬂ_l
oxmmy. IF thare iz oo dis to prir wp with ond scompars,
maaning yeu rellsd s dics than your cppament,

= Atmciarg D

= Dafarding Déca

SCENARIO:
zame=z 3 przmisr o the Bre= h:bﬂ-,'-h-h'hll.m.h::
.ﬂ'_rhni ormsas io dafesd tha tarsifory.

Tha Betork ployees relle 3 dice joes for sech

ing sy reling B, 4 ond L.
Lonsscenr mellz 2 dizs b= Safand

Somd 4. T 3 i ralle for

mnzk zids, the Stercs § beaiz the Lommizisrs

5, eo ths Lonriciers remors 1 ormy. Than,

cormpon=g escond Eghest rells, both sides rolled o 3.

ras=ove 1 ermy:. Tha third Siosk disic not aced,

(GAME=THEDHES | T




SKRIMISH [NVASIONS AND EﬂTTI.ES {CONTINUED)

ﬂmm:nnnum:mmmm
baing invaded, the attacker may contine tha
current fmesion from tha samo tarritory by
oommitting more armias to that batflae, but
can always choosa to and an invasion aftar

tha first batile and deciare anofher invasion COMOUTERIMG & TERRITORY:

alsewhera. Tha Seark plapar snimuss s altack with
3 mmorw mresina, e dsinacs ihe lass

Whan tha last defending army is defanted Ay oy i K Loy
iﬂmm,ﬂﬂhﬂmhﬂim liarraatal to Kngh Landiog. The
m,m mmmajn'mg attacicn g ThHaskn da=idi= 2= mova 1 omairs ArToes
Armies committed to the fnal battle nto the :_E"I_ ?h:gﬂt‘::m
dafending territory. You may also mova in

additional armias from tha attacking territory.

Evan though you can only attack with &

armios at a time, Pou may move mara than

that into the dafinding territory. Femember

that you must aleays laave 1 army behund in

the tarritory that attacked. as no territory may

wvar ba left unoccupdad.

Remember, you can declars as many invasions as you ke on your torn, provided you have the armiss available Also,
you can Sight ac many battles as you Lke during each invasion, or can stop afier just one batile. The choica is op o
you: play it safe, or sk it all in the nams of domination!

If you manags t0 remove all of another player's armies from the map, that player is alimrinated from the game. ¥ou
collect fhat player's Tarritory Cards, and if that puts you over 5 cards, you may immoediately turn in & st and deploy
bonos armiss, sven thoogh it is not pour Banforoemant phase. I you manage to siminate ALL opposing armies from
the map, you immediately win the gama!

TWhan playing on the Exsos map, soma of the territonies are controlled by neutral forces. Your opponent rofls the
daferce dice when you attack neutral armies, ahways raolling the maximum mambar of defence dice possikle. Tha
nautral forces hold the territories they ara placed in, and will naver attack, but will always dafend when attacioed by
withar playen

TERRITORIES WITH A PORT

Forts aTe important stratagsc ;J-:IESHH:E

on the coastlines. Any termtory with

& Port is considared conmectad o all

other territoriss with a Fort on the sams

.y, i coastling (they will all have the sama color
SCEMARLD:; . L3 Fort icon). As such, thess teITitores can
Eﬂm;ﬂrﬁ.r-amhm - r T attack one anothar as if they had & chared
.-:':..ll:l. m - -

Bacouss ka comizols Drgometona, s g m“'m“ﬂl mWF'D'I.I tﬂ.ﬂ.th]:t
e B Pt el o . i . termtories you maght othaross not ba abls
exma coarihine or Sunrpear, o - : o rmveda.

whick ales ker o Forr, ke com

ennd hiz ormiac from Dragentons b
daclars an invosion on Suncpaor.
Port= of Westeros Ports of Es=ns




SKRIMISH MANEUVER

m.mymmumﬂumnymmﬂmnm:mmqmmmmmmmlum stratagic position.

Famembar, you muoct leave at leact 1 army in the firct tarritory. Territores are conmected if pou control all tha
tarritories 0 batween tha tro. You cannot maneaver through snamy or neotral territorias. Mansuvering ic not
considered an attaci, just a way to reinforcs a stratagic or vulnerable position.

Az tha and of ki tarm, the Btark ploper
wmntr fo more ors arooss mea
Hang's Loanding. Ha con taks 3

mrzmex from Fovarmen, amd

mansurer tham throagh

Hexrsnkal ard mie K

Lomdizg xince ha cont oll thazs
tarniorias and thay are coosscead,

Dpraw A TERRITORY CARD

If you successinlly conquered at least one opposing territory, you may draw the top eard from the Terntory
Card deck. You can only draw one card, regandlass of how many territories you conguered. Sets of cards can ba

WINNING

TWhan thd End Gama card ic drawn from thae Territory Card deck, cease play

immadiately! Now, players tally up poimts 10 see who is viciorious. Each player geis on
paint for each territory he controls, plus ona point for each Castls and sach Port Tha

Playar with the most points wins:

if & player can conguer all the temritories on the map, that player Eind Cama Card
wins immedintely?

CAME=[HRDNES
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GAME MODE: DOMINION

Cmnoa you fedl comfortanie with Siormich mods, FOU CADL MOvE 0N i0 more in-depth strategies and optons by
incorparating the Domition males. By incloding Character and Macctar Cands, ac woll a5 Spacial Undts and Ohjectives,
¥ou can creats & richar, despar, and more strategic PISKY Gamae of Thrones™ exparience.

You can always chooss to Inchuds some of the Dominion rulas, and et ofhers aside. For aoample, you coubd add
in Gold, Characters, and Special Units, but mot Objectives or Magster Cards, and play with the Skdrmish wictory
conditions. Reviaw all the ralss prasentsd for Dominion mode, and feal free to customire what to nclude to your ldng.

OBJECT OF THE GAME

Imstead of simply trying to control the most termitories, castles, and ports yon are mow trying to achisre
specific Objectives to earn Victory Points, fortharmyg your efforts to consolidate power and astablish domunion over
the rrval Houses. Objectives are worth from 1 to 4 Victory Points, based an the difficulty to achiers tham. The first
player to sarn 10 Victory Foints while also controlling his Seat of Power wins the game.

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

. Ezzoz Map 1. Westeros Map
. Ezzps Termtory Declke 2. Westerng Territory Decle
3. Army Pieces 3. Army Pieces

’ﬂ*g T h %

STany BARATHEON  LAMMISTERL

GHISCARI !1 ﬁ
|-I|:I'I'..l:I'FE_'.

MARTELL
17 PLAFERY

3 Flayer

%

A

r F

Henrk, Barnthaon, L

Caollact the set of army pieces matching your chogen Housa.

Egr - - qri
Fiayer boards help keep frack of termitonies, casiies, parts,
wectory points fuse army pisces fo trackl, freesury, Grd character oands.




DOMINION SET-UP (CONTINUED)
ACTION 2 PLAYFE GAME  3-5 PLAYER GAME

Tobect the set of 4 Character Cards matching your chosen House,
and plare them on your player oard face up.

Eu.l:h]ﬂ..ﬂ:j‘lr:lsduﬂ:ﬂn‘ﬂ cards, and chootes to Kuep twmo.,
Discand the third, and shufls it back into thae deck.
Then plars deck near game board.

Flacs naar gams board.

3 Flayers

28

Floce the S=gt of Fower
Feece and @ S-army piecs
{p.3} im yourr Hiouse's Saof
of Powper territory. This
i5 in addition fo stariing Ghiscari Astapor
oS

1. Craw 10 territory cards, and place 1. Taking turns in tum order (ses 832,
D netral Shgle-army pieces deploy one army at & tma on
sach of thoss tarritorias. (Redramw unclaimod tarritories untl Al
for Ssat of Powar tarritories. | tesritoriss are claimed.*
SEploy O AXmy at A tma on un L B
Claimad tarritorias 1unsl a1 e
mmﬂmﬂ' . s, untl a1 3 EB e
talos turns renforcng claimaed
ATINES, Unfil all starting armmies
have been placed.

*This is tnshend of deaing ouf Termfory Cards for indtial omy ploosment
Srirmish mode.

Collect your Tumm Order = : Jrd Flayer [Lannister)
2nd Player |(Ghiscari) s

Sem £2 for House fturn 4th & Sth Player [Tyrell & Martell)

arder. SO0 Gold and 1 Territory Cand

Flay procesds clockowisa.

GAME PLaYy OVERVIEW / ON YOUR TURN

On your turn, you will taks the followng actions in this onder:

- REINFORCE with additional armies, Gold, and Spacial Units to bolster your Housa [p. 6 & 13).
PURCHASE Maacter and Crojective Cards [p. 13).

- REFRESH charactar Cards [p. 13).

- INWADE opposing and | or neatral territories [p. 7 & 13].

MANEUVER your armias (p. 5).

. COMPLETE AN OBJECTIVE and check for victory (Chjectives p. 14].

. DRAW a Tarritory Card, if aligible [p. 12).

-

(GAME=THEDHES 181




DoMINION REINFORCE

Feinforcemant for Dominion worlkes ks it does 0 Sidrméch [pog], with the addition of also collecting Gold Dragon

coins o spamnd:

l ICOUNT UF THE NUMEER OF TERRITORIES
mmmmmm
ma.‘rn-‘nmnrﬂ ROUNDING D-OWH.
COLLECT THAT MANYT ARNMIES AND THAT
AMOUNT [N HUNDREDS OF GOLD.
For sxampla, if you contral 10 tarmitorses and 2
castles [totating 13), you get 4 armiec and 300 Gold.
|S=a chart p. &)

13= 144+

2 | DETERMINE IF YOU HAVE ANY REGION
BONUSES.
ﬂ']mc:mtmlmtn.rritnq'innmgi.m]mm
armias and that mamber in hundreds of Goid.
Faor example, if you contral all 5 tarritorias that

ooEprica tha Wasterlands Tegion, you get 3 bomuas
armins and 200 Goid,

B -1l -00

!. 3 | COLLECT GOLD FOR PORTS TYOU CONTROL

?nualsnmﬂt:tﬁuﬂﬁmﬂl.ﬂmbﬁr-ulhﬁyuu
control {in hundmeds). For example, if you contral 2
Farts, you get 300 Gald.,

3@ -000

BUYING AND USING CARDS

4 \'TRADE IN SETS OF THREE TERRITORY
CARDS FOR BONUS ARMIES, AND COLLECT

mm FOR CARDS OF TERRITORIES YOI

CONTROL.

As in Sicrmmich moda, you can torn moa set of throe cards

for bonus armies. (p. 7)

Note: ¥ou do not get Gold for redeeming Temitory Cards.

[ q |TRADE IN A CAND FOR A SPFECIAL TINIT

ﬁmqmsnm'mn cingls Territory Card to caBect a
Special nit piscs matching the icon on the card (Kmght,

Siage Engina, or Fortfication), to deploy with armies. Yo
can redeem both a set (for armies) and a cingle card [for

& Special Toit) on the same

turn, bat tho Singles card

cannot be part of tha sat. F
# =

‘!hu:HJ-HDT-E,Et'IJDI:I.IIE o

armiss When redeering

n.'u.gl.q.l:arﬂﬁu.ru.!?pnnﬂum

[Special Units, p. 13} Special Dingt Ioom

E} DEFLOY ARMIES

.Al.‘l:-nr collecting reinforcament armiss (fFom resarves] and
Gold for your turn, you will deploy ALL renforcermant
ATImiGS inbo terTitorias you control. You can choose to
daploy all armiss into one territory or spresd tham out
poToES maltiplo territories.

I you coBlacted a Special TFnit, you can deploy it inbo angr
tarritory you control, indepandant of whera you depioy
armmies. Gold i added to your troasury, to be spent on
camis and abilities. ¥iou may save Gold in your treasury,
and do not hava to spand it all aach turn.

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

MAESTER CARDS

Maester Cards will give you ope-time special abilities, and can be
purchazed for 200 Gold each. Zimply turn in the coins and draor the top card
from tha Masster Card declc, adding it to your hand. You may buy as many as
you hike each turn. Ksep your cands hiddon, ac they will allow you 10 SUrprica
your opponents with spacial abilities granting you tactical advantages.

Magcter Cards danote when they may ba used, as wall ac how much Gold it
oosis to use tham. Cards may be used on the same turn they ares purchased,
uniess otharwice moted. Aftar using a card, discand it to & stack basidae tha deck.

12 | B




DOMINION BUYING AND USING CARDS (CONTINUED)

OBJECTIVE CARDS

indicated mumber [1-4] of Wictory Foints. The frst plagyer to earn 10 Victory Points
as you achieve Objectives. Keep Objectves hidden, S0 oppoTmwnts won't know wisat
you are trying to achiera. At the end of your turn, chaeck to sae if you achicved any
Ohjectives. 1§ you have, reweal and diccard the card, and advance your Victory Point
total (p.14). You may only achieve one Objectiye par turn.

To diversify strategies. you may spend 200 Gold and draw two cards from the
Ohjective Card deck. If you do, chooss one to keep, adding it to your hiddern

CHARACTER CARDS

Each House has a s=t of four Character Cards with unique special abhilites. Thesa
ahilithas can be actvated once per round by paying the associated cost in Gaold.
Soma abilittas grant attack or defense bonuzes, whila others work outszda of battle.

To activate an ability, turn in the indicated amount of Gold, resolve the
ability, and flip that character ower. This denotes that tha ability hac basn used
for tha round. After deploying minforcaments and buying cards, Sip al face-down
charactars face up agein, ready to be wsed in the corrent round.

[NVASIONS AND BATTLES

Inwvasions in Dominion work exactly like they do inm Skirmish [p. B]. Tome Character and Macster Cards, ac wall
as Special Units, alliow you to modify dis rolls, re-rofl battia dica, and even roll 3-sided dice.  Fay closa attention to
thace abilities and whan they can ba used. Thay can maka all the differancs beiwean dafeat and victory. if a card ar
ahility contradicts the bassc males, followr tha rutas for the card or abibity.

SPECIAL UNITS

There are three types of Special Units, which can be deployed by redeaming & Territory Card (pu6). Spacial undts

grant combeat bomuses for the armiss they accompany whan angeged in battle, but do not count as ermies on thed

own. You never loca Spacial Undts whils attacking. but if used in an attack whers you conguer & tesribory, thay must
move o to the conguared territory with the attacitng armieas. Special Units are removed from the board along with

dafending armias when the territory thay are in is conguerad.

Enight — Each Enight in a territory allows you to add 1 to your highast dia roll whean armiac in that
territory are engaged in batile. This means you can effectively “roil” higher than tha highast value on & dia
|5 ar E|. If you have teo Knights in a tarritory, you add 2 to your ghest dis roll.

Siege Engine — Each Siage Enging in a territory allows you to replacs & §-sided dia with an 3-sided dic
when the armies o the tarmitory are engaged in battla. I you have two Siage Engines in a terrrory, yoa
may roll fwo B-zided dice [assoming you have teo armes in tha battls).

Fortifioation — A Fartification in & territory allows you fo replacs ALL E-sided dice with S-sided dice, but
OHNLY when armiss in that territory am defending. In addition, a Fortification CANNOT be moved. It muast
Temain in the territory it is placed, and can only be used defunsnaly.
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DoMINION MANEUVER

Just az in Skirmish, onece you are done attscking, yon may maks ons manenver, to reinfores a key strategio
position (p. 10). Scme abdities may grant you a0 exira mansuver of the ability to maneuver through an opponent’s
termtorias.

OBJECTIVES

Aftar your phesa, chack your Ohjective Cards (p. 15) to sea of you have completed any. Ohjectives ane
worth between 1 and 4 Victory Points, based on difficulty. You may only complets one Ohjectve sach turn
regardiess of whather you have achisvad the requircmants for multipls objactves, 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 points, discand tha card. Then, draw two new cards from
the Objectivae Card deck. Chooss ons bo koop and dizcard tha other, to continoe your campaign and march to victory.

ohjective: Control 5 Casfi=s

The Lannisters achisve ther olective and egrn I Victory
Point by controlling & Casties af the end of the fum

Draw A TERRITORY CARD
If you successiully conguered at least one opposing territory, you may draw a card from the Territory declk.
¥ou cam only draw ons card, mgardisss of how many tarritorias Poo conQueTred.

ELIMINATION

If you manage to removae all of anothar player's armies from the map, that player is aliminated from the game. You
oollect that player's Territory Cards, and if that puts you aver 5 cards, you must immadiataly torn o a set and deploy
‘bonuas Armics, aven thouwgh it i not your deployment phasa. Yoo also collect all Gaold in that player's trassury.

I you manage to chirmmate ALL opposing armas from thae map, you immmediately win the games, regardless of Objectivas
and Victory Points!

WINNING

At the end of your turn, if you have accnmmlated 10 or more ¥ictory Points AND have control of your Seat of
FPower, you Wwin! KD An &Fe on opponsnt’s Victory Point tallies. You may be abla to prevent victory by capturing am
opposing Saat of Power.

£
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WORLD AT WAR (6 OR 7 PLAYER GAME)

Yo can use both Westeros and Essos maps together for massive World at War Sldrmish or Doominion gama piay with

5ix oF savan players! Follow the rles and victory condiftons proviously described for Sicrmizh or Domimion. Usa tha
following sat-up and turn ordar chart for a & or 7 player Dominion gamsa.

WORLD AT WAR SET-UP

ACTION

6-7 PLAYER GAME

1. Wsteros & Excos BMaps
[Wasteros om baft, Essos on right. |
2. Wasteros & Essos Territroy
Card Decks
ShuFia buth Tarritary Card dacks together
to form: o single duck fo deal ouf for
collacting Tarrstory Carals.

Flayers moll a die. Starting
with the high roller, choose
to play 2= one of the lsted
HOouses.

Note: Houses ore hsfed i fBom

areier, with play proczeding
clocinense.

T Flayer

FHY
*ve

FHON
W O%

Caollect your Twrn Order
Start Booms.

Hex 83 for House turn crdar.
Seap 11 for Jed, 4tk & Fek plager
bormunmr

6th Player {Tyrell)

500 Goid and 1 Terzitory Cand

amd 1 Macctar Card

Starting Armies

6 Flayers

T Flayers

26

22

Claiming your Seat of Power

Flace S=at of Power péiece and o S-grmy Fiecs i1 your Houss s
Seat of Powser terrifory [p. 11)

Deploy Armies

1. In turn crder |ses £2), deploy one army at 4 time oo unclaimed
TRITihOries ATG ©

terTrtomes il all

2. Whan all tarrtories are daimed, reinforce claimad tarritorias Witk your

TemAITIng Armias, 0ne At & timae, ol Al starting armies have been placed.

[NVASIONS ACROSS THE NARROW SEA

ﬂJPurEmmumtemmmdwmnmymmPam on the western coasting of Escos, and wios varsa,

Creatimg

SCEMARIO:

Tha Boseithson ployer wanis to atock
tha Targaryen forcur tn Myr. Becooss
nm :untr:l..r.l:'uuu:rul:-,'ﬁ::h
bar a Port of the roma color

tha Port e kihyr, b con cemdl

bdr ar=xisc :r":n.]:l ra bom Ba
daclore or icvorcion oo ths Tongosysn
ormuar My

' @Tﬁfﬂﬂs s ozt

WINNING

Al other rales for eithar Siormrish or Domumion game play apply. Por Slarmesh victory, count up pommis for Terntonas,

betwean the tee continents. You may alcs MAneuver Rsing thoss Port connections.

Castias, and Ports whan the End Game Carnd is reveaied from the Territory Card deck [mseried in fthe bottom hald]
For Waorld at War, tha firct plaprer to earn 10 Victory Points wins.

CAME=[HRDNES
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