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Heroes Of The Sanctum™

" About This Booklet

This booklet does not teach players how to play Heroes of the Sanctum.
This supplementary booklet aims to provide clarity on specific cards,
tokens, and gome concepts. Whenever the need arises, players may use
this booklet to easily look up more information about specific gome
rules. Players should begin the gome with the ‘How To Play’ booklet!
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Initial Concepts
Heroes

The ployer controls o party of 4 unigue heroes. These heroes are
represented by Hero cards. An example Hero card is shown below:

L

= 6

im0 15

' Defence Value (9)

If instructed to Advance o hero, that hero card is flipped to reveal the
‘Advanced’ version. If any gome effect instructs you to trigger o hero's
UNIQUE ACTION, resolve the Unique Action effects on that hero's card.

Sanctum Banners & Battle Lines

Heroes are always in formations of two and surround o Sonctum Banner.
Heroes also hove their own Battle Lines focing outwards. If heroes do
not odequately protect their Sanctum Banners, they will be defented.

‘ Hero Card On Battle Line 1 ‘ Sanctum Hero Card On Bottle Line 2

Heroes of the Sanctum - Rules Reference - Page 4



Battlefield

The Battlefield represents the immediate orea surrounding the heroes.
When starting o new Quest in Heroes of the Sancturm, the heroes are
ploced two ot o time in horizontal rows, along with o Sanctum Banner in
the middle. Players maoy freely decide the starting position of their
heroes. Heroes are usually in proximity of special objects and ploces that
can be interocted with. These are represented by Proximity cards.

Proximities And The Neurest Hero

Only the Nearest Hero can use or be offected by Proximity cards. The
green arrows in the diogram above show the Nearest Hero to each
Proximity. If only one horizontal row of heroes remain, the Nearest
Hero is the hero either above or below o Proximity card.

Some Proximities can be used and others apply effects ot certain times.
The Current Region determines what proximities surround the heroes.
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Regions

Heroes must journey through various regions to complete quests. These
locations ore represented by double-sided Region cards. Region cards
setup the proximities, threats, ond effects of the current area. The Region
the heroes ore currently located in is referred to os the Current Region.

ARRIVED Keyword & Effects

Region cords stort on the side thot contains
the ARRIVED keyword. Players use the
Proximity §etup Iconsto place
Proximities on the Battlefield (simply find
the cards with the matching card number).
The Region cord above instructs ployers o \\lhen []”iViﬂ[] ot o new fE[]il]ﬂ, the

find the Proximity cord with 0“3 and ploce
itinthe boom rightof the Boiefield.— ARRIVED keyword effects are resolved.

Proximity Card Number

Certain events in the gume may instruct players to UPDATE the Region.
When this happens, the Region caord should be flipped to the other side.
Players should then find the UPDATED keyword and resolve any effects.

Heroes may travel to o new Region when they hove scouted enough to
match or exceed the Current Region's Scout Value. The Regions that
heroes trovel through is determined by the Current Quest.
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Quests & Epic Threats

To play Heroes of the Sanctum, players must first choose o Quest. Every
Quest cord contains setup instructions, special gome rules ond quest
events. Some also hove battle volues. When the Quest begins, it is flipped
to the Quest Side ond ploced ot the very top of the Battlefield. When
Attacking heroes, this card is referred to os the Epic Threat.
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The Setup Side of the Quest card shows
the Quest Narrative, the estimated Game
Durationand 5etup Rules.

Region Stack

Players should follow the Region Stack
Setupinstructions to correctly prepare

the order of Region cards for the Quest. i
The item on top of the list must be the first ARRIVED Keyward
visible Region card in the stack. Some 7

3 A In the example from the Quest card shown
guests may only use a single Region card. b, syt B R

c o & SPECIIic Stack of Kegions Wi B
All Regions in the stock must be flipped S0 ‘urkwood” cord atthe top and fisped sa the

ARRIVED keyword is visible.

the ARRIVED keywaord is focing upwards.
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Loot

Loot is found while defeating threats and other gume events. When o
hero guins Loot, o card is drawn from the Loot deck and ottoched to their
Hero card. If Loot hos the USE keywaord, it can only be octivated by o
hero's USE Action. If the REACTION keywaord is used, it can only be
octivated ofter the described event hos hoppened. Lostly, if the PASSIVE
keyword is present, its effects ore persistent while ottached to the hero.

.
; . Scroll Of Restoration - § Title & Identifiers
Inthis example, the Loot

(- ot
card contains the USE
keyward. The hero holding
this Loot card can only
activate it by spending
Action Points on o USE
action. Hero actions are
exploined inthe ‘HowTo (s ame e il
Play’ booklet.

I8 This scrolisnfused with powerl healing
energies.

When o hero goins Loot, it is ottoched under o hero cord and lowered to
reveal its text. An example of o hero with ottached oot is shown below.

Each hero canonly hold o [’{7“ "3
maximum of 2 loot cords. If they ' =
gain more, they must choose
which 2 to keep and place the
restin the Loot discard pile.

If o hero goins Loot but there is no oA, ey

g ez s
more cards left in the deck, o new
[]E[)k i5 Shufﬂed []ﬂd EfB[][Ed fr[]m In the example obove, the Assassin hero has two Loot

4 ¥ cards attached under its hero card. This hero s at
the Loot discard pl le. maximum capacity and cannot hold odditional Loot
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Threats
Enemies ond other moving dongers that con couse domage to heroes are
usually represented with threat cards.

Diighe Threat Phase, i e
@) goins+1X1oeach  onthiscar.

ACTION - Enrage: If there s less than
B 30 onthiscord,tisthrentrecees 16.

DEFEAT:The Current ero gins 1 Loot.

Threats hove ottack and health values but con also hove unique effects.
Passive Effects should always be read before targeting o threot with
ony Action. Threaot cords ore olways located and spawned in o hero's
Battle Line. Note that Quest cards never reside in Battle Lines.
Regardless of whether Threats = -
are spawning, moving or Al 2 Buitla Line

attacking, they are always
Iocated in a hero's Battle Line.

Card States

Threats and other cords con be in the following states:

Active cords ore face-up and
indicate they can be used normally.

Expended cords ore used to indicate
that it should temporarily not be used.
They are rotated horizontally.
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Receiving Damage

Domage Tokens have o value of either 1or 3 and must
be used to track the exact amount of damage (&)
that hos been opplied to o torget.

When o threat receives domage, Dumage Tokens are
ploced directly on its card. The same applies to Quest
cords. A threat is defeated when its domoge g
matches or exceeds its Maximum Health. When Athvent receives domage

directly on its threat cord.

defeated, any DEFEAT keyword effectsonthecard — 7ie some appiies o he

unigue ‘Epic Threats' found

are immediately resolved. Threats are then discarded. e

Hero Damage & The Sanctum Banner

Using powerful arcane energies, Sanctum Banners connect odjocent
heroes to make them stronger. However, this means that horizontally
odjocent heroes not only share health but dsmoge and even death.

Hero damage is absorbed by the horizontally adjacent Sanctum Banner. Its Moximum Health is ( 8+6=) 14.

When heroes receive domage, it is absorbed and ploced on the odjocent
Sanctum Banner card. A banner's Maximum Health is the combined
Health Value of both odjocent heroes. If domage equals or exceeds that
volue ot the end of o gome round, it is defeated. The Bonner, odjocent
Heroes and any ottached Loot cords ore discorded. The Battle Lines
collapse: existing threats move vertically to other Battle Lines ond
proximities ore squeezed tighter. Players foil when no heroes remain.
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When A Sanctum Banner Is Defeated

If o Sonctum Bonner is defeated, its surrounding Battle Lines collapse.
This happens after checking Juest Objectivesand resolving Juest Events:

Health Value

This particulor Sanctum Banner is connecting o hero with o Health
Value of 7 and onother hero with o Health Value of B. Therefore, the
Sonctum Bunner's Maximum Health s currently 13 (7 + B).

During the Quest Phase, the same Sanctum Banner is checked and
found to hove token 13 Damage (equal to its Maximum Health). The
Sonctum Banner has now been defeated. The banner, its odjocent
heroes and any ottoched Lnnt ore discarded. Buttle Lines collopse.

Existing threats move vertu:ullytn any nemhhnunng Battle Lines.
Proximity cards are then packed tighter around the remaining heroes.
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Damage Token Rules

Domage tokens cannot be odded in excess of o cord's Moximum
Health. Any odditional dsmage is ignored. Domage Tokens may also be
exchanged for the equivalant omount ot any time (e.g. three Domage
Tokens with o value of 1 can be swapped for one token with o value of 3).

Healing Domage

Ifinstructed to HEAL domaoge from o threat or Quest
card, the equivelant Domage Tokens are removed
directly from that card and ploced back in the supply.

Sanctum Banners absorb both hero domoge and
healing effects. If o hero is instructed to HEAL

ACTION- Dork Revival s et hos

Eooi domage, the tokens are removed from the Sanctum

DEFEATheCurent erogoins Loat.

Banner that is horizontally odjocent to that hero.

mesteardsendehvens —— Unless otherwise stated, HEAL actions subtroct 1
heal domage by removing

meequieintioneor - 110M the value of domage. All HEAL actions cannot
Uomage okens fromthe— py e the gctual volue of domage on o card.

card.

Quest Tracker

Ployers use the Quest Tracker card to
keep trock of the current gome round
und the progress made in scouting the
Current Region. The Quest Tracker
uses the Time Token to increment the
Time Trackund o Scout Token to
increment the Scout Track.

Heraoes of the Sanctum - Rules Reference - Page 17



Defending / Stunned Tokens

These double-sided yellow tokens ore ploced on Hero
cords to trock if heroes are STUNNED or DEFENDING.

STUNNED heroes cannot perform any actions until
another hero ASSISTS them (or they recover from
another game effect). When DEFENDING, heroes guin
a temporary +1 bonus to their Defence Value ().

Only one of these tokens con be ploced on o hero card
ot o time. STUNNED takes precedence. A hero cannot
start or continue DEFENDING if they are STUNNED. S

Quest Tokens C};
Double-sided Quest Tokens ore used in some Quests. ( ﬁ
Their rules are defined on the Quest cards that use them.

[Defending lcon

‘ Strutugflzm Deck &
e Hero Tokens

@ @' Ployers use Stratagem cards each turn
M toreceive Action Points, Available
Actions ond the current Narrative.

p——— Fluy_ers use_Hem Tnkensltn sper]d
: Action Points aond ossign Actions to

heroes.

This is explained in the Hero Phase
section of the ‘How To Play’ booklet.
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Rule Clarifications

Players may refer to this if the need arises

The Golden Rules

» Ifthe text of o cord directly controdicts the rules in the gome's
booklets, the card overrides the rules. Rules ond effects are prioritized in
the following order: Quest rules and effects, Region effects, Proximity
effects, Threat effects and then all remaining effects.

» All effects must be resolved as completely os possible.

» Ifany card uses the word “connot”, that effect is absolute and can
never be superseded by other effects.

» Ifany effect uses the word “may”, thot effect is optional.

» Ifthere is more thon 1valid way to resolve an effect, the player
chooses which of the volid ways to resolve it.

» |f on effect hos any requirements or costs, it cannot be resolved
unless all requirements and / or costs are met.

» If more tokens are needed, ployers may use suitable substitutes.

Discarding & Rebuilding Decks

» When Threats ond Loot are discarded, they are placed in their own
discard piles. If the Threat /Loot deck is depleted, its discaord pile is
shuffled to form o new one. Discarded Stratogem cards are ploced ot the
bottom of the Strotogem deck. Discarded Proximity cards are returned to
the Proximity deck. Discorded Heroes, Regions and Quests are ploced
backinthe gome box. All discorded tokens are ploced back in the supply.
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QUICK REFERENCE
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ATTACK HEAL OEFEND acout ANY RED

1ACTION POINT
(@) (@ (=) (@ (@
o, s o e X
USE TAUNT ASSIST MOVE ANY BLUE
GAME PHASES
The gome is played in order over the fallowing 4 gome phases:
l) HERD PHASE 2) THREAT PHASE
- Revenl and resolve the Current Stratagem. - Attack the heroes and apply demage.
- Spend Action Points to ossign and resolve - Perform Threat Actions.
Available Actions.
4) QUEST PHASE
3) REGION PHASE - Resolve Quest Objective and Fvents.
- LIPDATE the Region. - Check if heroes have been defeated,
- Resolve REGION keyword on Proximities. - Increment Time Track (if unmoved).

- Decide to leave the Region (if ble). - Activate threats,



