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the lost souls of ravingspive

e ) .
Your Hero has become trapped within tk d Tower of Ravingspire. Did they seek out the
Tower in the hope‘s of uncove rithi A_Fﬁ:" they entered on
their own volition out of curiosity, o W d eared on the horizon near their
village. Or perhaps were they a ; igl  simply awoke within the
ancient keep, as old o

I
L

All 'ofthat_l.s:ess ortant no er hung ot P s of
Heroes. pnly‘b y making thei ngh the maze-li o nd facing the Dark
LOI’d OfihéhTO .fﬂf[l vour He I

To co?qi!:é ‘ Tower a’im@y ef 311;11,( _ a}.llenge

contained within one of the sealed Sp quire and banish cards
from the Encounter Ring to sculp ‘ s Battle Deck to defeat
sanity-blasting adversaries, alig ne Chaotic dangers, and
battle the wande ring and dead| ‘oe’s key may the door
to Spire Keep be unlocked and :




.

the hevo's attvibute

specific attribute requirement it fulfills is i
represented by a symbol in the uppe chavm
of the card. :

The Hero also has a fourth attribute, Sani . designat ‘ a2 scale from 0 to 10 on

the left side of the Hero’s Battlemat. All Heroes start 2 0), but various effects

and events may lower their Sani throughout the game

- The Power Value nt ese cards
show that both Rogue rik :‘«a?
"~ Battered Buckler cards are wortl
“two Skill when utilized by the Hera

sumty and mas Ines

If a Hero’s Sanrty ever reaches the q_mm con (zero Sanity), they are drrven temporarrly Mad, and

worse yet, the Tower claims a small p: n of their soul:‘_'Ihe Player then discards all cards from
their Hand and Battlemat, and place - Hero Token on ’the Dungeon Portal (Start) space. They
may then return return the -%ﬁ‘v : to 10 on their Battlemat, draw a new Hand of cards, and

end their turn.

W ;3: t The red Mad ness Track on the Foe Mat starts at a valu "o'f 2 + the number of Heroes.
N When a Hero goes Mad, lower the red Mad ack on the Foe Mat by 1. If the

| red Madness Track ever reaches the Skull icon zero), then the Tower has collected
enough soul energy to trap the Heroes for all time and all Players lose the game!




deck—buildlng in_vavingspive

Ravingspire is at its heart a deck- b ilding game. On each Hero’s Battlemat lies thelfBattle Deck
and discard pile. The Player must use ijj»ﬂul{# Deck to interact with and obtain cards from the

Encounter Ring.

o

Each turn, Players draw a full Hand of car heir o R I tise those cards

-
against the requirements on the Battle Mat ards in the Encounter Ring. In this way, Players
may collect new cards to use in their Battle Deck b,

Each time a Playe drav ast card fror ijl,{@h e Deck, the Player will reshuffle their
discard pile and restore 1 eir | -'i : Decks anew to continue drawing cards as needed. The Player’s
Hand will becomq'glore powerful s newly-collected cards cycle through from the discard pile.
Eventually, their Battle De'clés ill be strong 1gh the deadly oe* that stalk the halls

of the Tower. e

‘ . 4 i
- -
-

Exumple. ycling the Battle Deck

During the Recove phase of his turn, Steve has disc nuig@m and und now needs to druw a
new Hand of six urd from his Battle Deck in | iration -_Lﬂi!j,u eve | us only four cards left in
his Battle Deck. He draws those fou s and then reshuffles | Iucmg the deck back on
his Battlemat in the Battle Deck slot. He no 1IHLE_EI5"'1IT' two cards from h|s renewed Battle Deck
to complete his Hand of six card:

. ! h d
k- *-..f_'



the hevo's battleme 1

ol i 3
If a Player’s hand contains cards with highlighted e ent symb he bottom edge that

match a symbol of one of the card spac heir Battle he Player may Slot that card into the
appropriate equipment space on their Battlemas T

-

e ——r
When slotted in this way, these unsp:

iring the Recover

phase and may be spent on subsequent tt ‘played from th and. Cards may be
swapped between the Player’s Hand ar emat at an g a turn, so long as no Chaos

Card event is directly impacting the P Hand or Battl

Each Hero has ce mm!" f equipm h - ater turns. These are

delineat&i b ne ¢ D] '-,Qm‘_jmfv.ixﬂ._ X > 2 =

You may Iot_up to Tive unspe uipm rds on your Be nC Ive | or later turns. ,
Once used, they are placed int: scard pile just as if they had bee ed from your hand.

r .fl' Iy

]
& 4

o |




the starter deck

=

Each Hero starts their adventure in Ravmgs pire with a < of 1- snb These represent
their starting capabilities, and are listed at the top of the Hero card. The layer utilizes these
Starter cards to collect stronger cards from the Encounter Ring during t| eir adventure, represent-
ing the Hero’s growing expenenc c and increasing their effectiveness as they cycle through the
Battle Deck. i

L

The Battle Matrix on the Hero
card denotes the total value
of the Hero’s Starting deck,
giving you an easy way to
ey ~ compare starting powers
€ 1o doube e during Character selection.

respectively. However,i ey uI pqUipme
cards and as sucmy he slotted into th
appropriate eqmpment slot on  a Herc
Battlemat for use in later turn:

v , or two charm are all
otted into the Playe s Battlemat and so

ring the Recc verpha‘a
a

Adventure Tip: o e ¢ C

As you expand your Battle Deck with Encounter cards representing k eﬁer eqmpment and abilities during
the game, you’ll likely wunt to rid yourself of the wea cer cards ')- this b banishing your weaker Starting
cards into the Well of Souls durm e Encounter i re phases. In this way, as you cycle through your
Battle Deck, you won't be suddle ~kﬂi h re-drav 3 er cards which dilute the effechveness of

your hand!

™~

.
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battle matvix |

g l_.

The Battle Matrix outlines the tota
their hand to acquire a card from the ]

- r _l - -
=l
In this example, a Hero could spend |g «J_E]lr
and 3 Charm worth of curds ora: ofu !'Elmﬁj

of any combmuhon of Flght kill w

acquire ‘l'hIS card from the Encounter Ring. OAV

B R
Mi-u!..t _;.,\J

The Brute Force value in the center of the Battle M  provides a ternate means to

I

acquire the’card'nnte d of a certain numbe; ; pecific type (P’ight, Skill, Charm),
the Hero may spend any combination of card g as the to tal of the Fight, Skill, and
Charm is at least that of the Brute e value. Whichever means is used to acquire a card,
it will always b(:Pla ed nto e | __Jg_, r’s discard pile (a ong w ith'the cards spent to acquire
it during th£ Recove m 1nless otherwise instructed by the card (Silcll as with

Adversary cards )-

4 . : ' &

well oftsou

The Well of Souls is on the F and may be used d uring the Exp oéphase of a

player’s turn.

A player may : pen e power cost ste on
Well of Souls (1 Sk1 , 1 ¢ harm or its
Brute Force valu 5) o actlvate the Well of Sou
When activated, the player r may takm fro }
their hand or discard pile (including g the cards jus
used to activate the W 1) and banish it from he
game. They may do thi multlple times dur _4;1}_;-*
turn as long as they can pay ‘the cost each time -
card is banished in this way _ ghy = G A

! o r



DunngtheEncounterphas , the Player ma end cards from their Hand to obtain new cards

: Mosij
from their level’s Encounter Ris “ done by spending cards from the layer’s Hand (and/or
Battlemat slots) whose ¢ il ower Value equals eds the values on the Battle Matrix of
a card they would llke Th sllectec lo: th the cards tl 1at were spent to
3 - -
obtain the new card, a_r aside until f the Player’s turn (they are not yet

ard is lost. A Player may
ay during the Encounter
vill then all be placed into the

placed into the discard plle Any over-sper
collect as many cards as they desire fros
Phase. Once the Recc qu .:'34_[-.
Player’s d1scardp11 on with any unsp

Example: Collecimg a Card from t ;iiﬂ,ﬂ}]}m Ring = Fe
Steve is on the Outer Dungeon level during his Encounter phase. He decides to collect the Expert Feint card

from the Dungeon. H('e::un see that th 1-1‘1"&1&1..-3.‘1 { i Ma 4 Charm oy Brute Force. He
spends two Runelord s Blast cards fro Battle Deck to pay the cost Ch &p_d-'zolleds the Expert
Feint card from the Encounte r Ring. He places the three cards aside until the b eginning of his Recover
phase, at whlch pomt all three cards will by olaced into his discard pil 5

»

AN



exploring the towe

El i - y pug
In order to reach new levels of the Towe - the B | '
align secret passageways and try to decip e " Cl
scrawled into the walls of the dungeo . During
Explore phase, the Hero m: may spenc
from their Hand to roll a die and rotate
that many spaces (clockwise o ounte
During the Explore phase card
dard Power Value only, and a any' pecis
on the cards are 1gnored The Playe goal is to align
Stairway with the open Porta?s‘p'ac e on the level above
Once the Stalrway and open Portal are aligned, the Heroe
may move up or down between the levels as they wis}

The player may also choose to Brute For by spenc ng B nbination of
10 of any power suits (Fight , Skill the evel UP TO that many
spaces. Therefore whe'ﬂlsm :

- rute For ate the they do not need to rotate the level
the full amount shown u-i BT -

votfatihg \oe cvels

During her Explore phase, Aurora spends Charr

to rotate the Dungeon level (outer ring). Rolling
. . . ’ )

the die, she aligns the Staircase to the Portal

entrance to the Temple level (middle ring)
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adversaries and loot

Some cards the Heroes encounter will have a Skull instead of a Power Value. These cards are
labeled Adversary. If any Adversaries remain on the Encounter ring at the beginning of a Player’s
Recover Phase, then their Hero will lose 1 Sanity from their Battlemat for each Adversary card
present.

Fon

,I_|_

Adversary cards when defeated are not collected into the Player’s discard pile as equipment and
other Encounter cards would be. Instead, upon defeating the Adversary card’s Battle Matrix cost,
the Special Action text on the Adversary card is immediately resolved by the Player before they
continue their turn. This will often require a die roll to determine what happens, and in the best
cases will result in the Player drawing one or more Loot cards from the Foe Mat, and placing those
Loot Cards into their discard pile during their Recover phase. It will also determine whether the
Adpversary card is Banished (removed from the game), or reshuffled into the the Encounter deck.
When reshuffled, Adversary cards are always reshuffled into the top third of the Encounter Deck
(they will soon return and haunt the Heroes again) during the Recover phase, before any new
Encounter cards are drawn. : . ‘Tlu B4 RS o

vy,
Example: Resolving an Adversary Card .,i!;l' Sl
Steve decides to spend a Rogue’s Strike (2 Skill) and two Tool cards (1 Skill each) to disarm the Trapped
Chest in the Dungeon. He collects the card from the Encounter Ring and immediately resolves the effect on
the card. In this case he rolls the die and gets a 6, which according to the Trapped Chest card means he
gains 1 Loot card! Steve draws a card from the Loot deck on the Foe Mat and gets a Runic Axe. He places
the Runic Axe aside with his spent Rogue’s Strike and Tool cards to be placed into his discard pile during
his Recover phase. He will then place the Trapped Chest card next to the Encounter Deck, to be reshuffled
back into the top third of the Encounter Deck before any new cards are drawn from it.

trappe - : runic _
ehest s > axe =

- — — R ) ) e

4

_ﬁ: .-:r:_r'cr J

Adversary Loot

Loot cards represent the mystic treasures hidden within the Tower of Ravingspire that are
guarded by the denizens that stalk the halls. They are designated by a Treasure Chest image
in place of a Battle Matrix, and are kept in their own deck on the Foe Mat. Their Power
Value is in bright yellow and has no Fight, Skill, or Charm designation. This is because they
are considered Vorpal Power, or Wild, and may be used as either Fight, Skill, or Charm as
the Player chooses when they are played.



At the end of each Hero’s turn they must recover their stren regroup from their
encounters in the Tower. However, if an"y*AdversarreHemam wanderrng ; the halls of the level the
Heroes occupy when the Recover phas e comes, thenm annot truly rest, and the Hero loses 1
point of Sanity for each Adversary still standing! '
The Hero must then dlscard any remaining ca eir hand that cannot be slotted into their
Battlemat. Only equipment or Dungeon ¢ ctween turns, representing the
and open spaces are present in the Hero’s

If the Hero had a very successful tu%olle!!ng cards L

level Encounter Ring, then the Player must draw car from the Encounter Deck to refill those
open spaces. Any Chaos Cards drawn are immediate resolved and re replaced. Note that this can
lead to some Adversaries c crawlrng out of the shadows (though any new Adversaries on the
Encounter Ring won’t drain Sanr this turn), or even a deadly Foe s ea.kmg up on the Hero.
Beware clearing too much of a leve ina single turn if you are stand ing near the stairwell where
Foes may appear! F >3 ‘i

o ___;. el ) ! = i
Once all the Encounter " spaces on the level are filled W Encounter cards, the Player then draws
back up to a full hand of six carc mﬁr their | Battle Deck. These : re the cards they will use in their

following turn. =

A

foes haunt the ha

~ ' . ' . 7 ! - §

= . Jmege

Finally, if any Foes still sta k the Hero’s evel, th at ] Foe Eoken will be moved toward the current
Hero. The Foe token moves space if there are 4 or«?ﬁg;e or 1d3 sp spaces s if there are 3 or

fewer players.

To determlne 1d3, roll the Lusty d6 and consult the - /

r

L nr
Roll Foe Moves
1-2  1space
3-4 2 spaces
5-6 3 spaces

[ |

After the Foe moves then the Player’s t OV y proceeds clockwise to the next Player.

'- 11
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chonos cult?ti

If a Chaos Card is ever drawn from the Encounter deck, designated by a large J’e_ntagfam in place
of a Battle Matrix, then the E?; immediately resolved and ba d before play continues.
o £ o

=i
ill alway Summon or Move a Foe on
vel when the Chaos Card is
oned to the Staircase space

.J_K.;. v ill-ove at the end of

luding the turn in which it
the board after a Showdown with a Hero.
the level when a Chaos Card appears,
L
pace toward the current Player.

1
s =
wl ¥

The Chaos Card’s Special Actio
applied. Most Chaos cards are detrimental

Player : d any effects
nt Player. However Chaos is by

i - | n Aot N

its very nature mutable and occasionally it w \ al : in the rarest cases even

something helpful may occur. s
i : .

Example: Resolving a Chaos Card %
Chris is pluyihg:'D?_rlusi the Blade anc mad jjl-—-‘lmjm_ﬂ(mwnjgﬂ‘ drflws the Chaos
Card Mind Warp from the Encounter Deck dui he Draw phase of his turn. As there are no Foe Tokens

currently on his level, he places a Foe Token or Stairway space of the Temple Level. He and all other
players must then lose 1 Sanity due to the Speci ffect text on the Mind a'll'ﬁ_c'urd. Chris then Banishes

the Chaos Card and continues with his Encounter Phase. Had his Darius Hero token been on the Stairway
space when the Fog_iroke  appeare he sume space, then Chris would Huve io:lmniediutelyuce the Foe
ina Showdowninsteud_ F encountering the level - R



showdown

If you start you rn with a Fo

must engage in a Showdown in li
.

Foe on your turn, you

r

IS Drawt Foe card from th
-y s e
the Encounter deck

23 RéSO e any sp ; T

|
3. Bat -.-‘a%.,:.v; vith card
from your Battlema

|:'| 4. If‘ 1} wil 1le
and two loot card:

i-‘- 5. fyo cannot der

,"LL!II- diate  d
Sanity

The Tower Key is the

open the Tower Doo

finul:chql enge at the

Spire!

'G-Whet‘er you wo.

Foe token ‘rom th

Foe card on the bo

7. After the Sh ay tak
bonus move (as long lid not g
Mad)ralf en contin th yo
Explore phase

r

‘ I_. -
Tip: The Hero cannot collect ca 1counter Rin - they have ¢ Showdown

- = - ) i o
with the,Foe?Howeve iny Ac evel wil ge their Sanit dur'ing the
Recover phase that turn. B 0e or clearing out its minions!

T ]

-



addition to providing a Power Value that ma be spen'“to acqul;?:ew cards. Specnal actions will
usually take effect along with the Powe the card is spetmnless otherwwe stated (e.g.

“discard” or “bamsh”) If a Player pla s a card fo "f ' alweff ect, it is onsndered spent that turn,

to acquire any new Encountér‘cii’rils)
Example 1: Usmgu Siundurd Specm Action :
Steve has drawn the Expert Feint - card from his Buﬂle Deck t ut he ha ucqmred from the Encounter Ring
in an earlier turn. During the Encoum‘e?.hus : eclde ictivate its “draw a card” power before he
announces which card he wishes to g.cqmﬁ? rom the e Encounter RlWHe I;y-s’s(?ert Feint and immediate-
ly draws a new curd from his own E Buﬂle Deck and places it into his Hand. e draws a Blade Starter card
with a Power Value of l Fight. He decl es to spend the 2 Skill from 1 the Exp erLFemt and the 1 Fight from
the Blade card to acquire the Acolyte yte’s (!u,'ﬁﬁ. (Cost 1 Fight and Skill) fron he Encoum‘er Ring. The extra
1 Skill left over from the Expert Feint card is los :

Example 2: Usmg a Dlscur peclu Action -
Mary decides to discard the ory ard from “'iHun o double the value of her euiher Boots card this
turn. Because the Special Achon ext of ‘;IEArmory car reqUIred er to ¢ |scurd the card for the action to



i
-
I -

F

obtmmng a tower key and

facing the Spive

—a -

The only way for a Her scape
face one of the of the Towe
Tower Key in ordef_ b access the loc
carry Tower Keys within Ravingspir
before they;may face the Final 1

token and plac 1 their He

only ever take one Tower Key regard]

be taken from hem

Upon entering the K
aloud. This wi

Player mus the defea
forever. If they ,!_-
Madness acR

attempt to ente ij K

.
the Spire Keep and
lero must obtain a
nly the deadly Foes
of the wandering Foes
’layer may take a Key
he Keep. A Hero may
nd the Key may never

caled Spire Cards and re| a! it

‘ =
op of the Tower. The current

he Madness of the Tower
moved from the gﬁ If the
henl the remaining .

1:, il vl
(Rl g eroes may

q

15



16

choose your hero

L T - - = : JF
In Ravingspire, there are nine startin ero es, three different Heroe ',ty;- each Character Type.
gsp g ‘ . yp
These nine Heroes are not created equal. They are all i d1v1duaI ‘and each has a different set of
powers and equipment options they can u 1 z€ w1th1 . the Tower of Ravmgsplr Some of their

play styles are more straightforward and easier to grasp than others, while others require more
subtlety to achieve success k

These heroes hav asy—to-utlllze powers.
They allow the layer to draw extra cards
or swap card power types during play.
Playing with these straightforward
Heroes may be roughly categorized as
Normal” or D ungeon ;node, and are
N ded for starting or solo players.

'he Crimson Reave Reaver)
Quinn A pBIunc (Rogue) ‘-FLJ“
urora the All- Knowmg (Runelord)

- -
- -

1 second set o ERIEE Herocs arc a bit

d 1fﬁ$lt‘t*o get a grasp on, but their
abiliti -1w*| troduce some more flexibility
and fun to thega.me Escaping the Tower
vith ? of these Heroes is generally more
difficult, and may be cons1dered "Hard"

or Temple mode.

‘Florence aymaker (Reaver) ’ e

Dunus the Blade (Rogue) f‘
arcus the Runelord (Runelord)

i
arg

\Y’llln‘hﬂ‘_@; Heroes, the player must focus
heir play e‘on these Heroes'

cula trength if they hope to
:c%e These Hero%nay start the game
without any slottable item cards, or their
powers may be difficult to use against
most adversaries without finesse. These
are the "Expert" or Spire level Heroes.
Esca ﬁ'ﬁ%g the Tower with them awards the

greatest b aggingrights! . Lj

rsome Cinderhs eart (Reuver) g

nyla Nimk enook (Rogue)
1 the Righteous (Runelord)
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anatomy of a tur

1. move
Roll the die and move your Hero token that many space:

¢ If you move onto a new level of the tow g,-ﬂﬁ‘;q 0t yet
have a revealed Encounter Ring, drz ard fron
Tower Deck and 5 cards from the En D
place them on that level’s Encounter Ring. Resoly
and replace any Chaos events draw)

2. deaw

Draw a card from he En Dunte r Deck a.ra?ﬂ.
asuel f o
on the tower board next to th Encounter Ring

3. encounte 3
Collect cards from the Encounter Rin,
cost listed on"thd ‘thj Viatri

o Ifat leastmd i L&,_L'ri%,. m th
place the newly drawn into the vac:
e Overwhelmed: IF ‘llﬁéﬂ* N0 ;i.-l,
the Encounter Ring, replace the card with
Brute For'caal e with the newl =
then loses 1d6 Sanity
o If this brmg's‘tthe play
effects of Madness

4. explove ¥
Playermayno 1S€ i . te the level they occup;

Player may use A,t’ e 1 mov 1dditional 1 space in any dire tlon*-

:'-'
5. vecove 23

® Place all collec ed »;l_ﬁ_bff_[g Qw@_@( E-L"

o If there are any rem Ad es on your Encounter leve] P‘T;ﬁ: Sanity for each :
Adversary card resent _ : -
e Slot any unused Eqm pment cards from your hand Zuf our Battlemat. Then discard

your remaining hand

= 4

e If any open spaces 1 remain a Encounter Ring, fill those spaces with new cards from
the Encounter Deck, bnnglng th Encounte; Ring total back to 5 (resolve and replace

any Chaos events drawn e ,’ F 1

6. foe i = T
Move each Foe Game P1 ce 1d3 sp: oward you (fi blayers) or 1 space toward you
(for 4-6 players). :

%

i r



awalkens )

statting the game (the tower

- =|_ s |‘>,
For the first 5 turns of the game all Chaos and Adversary ard drawn are set aside and ignored
until the beginning of Turn 6. Furthermor the Heroes cannot b*bverwhelmed until Turn 6.
i |

The Dungeon ring populates or the fi : s, Foes and Adversaries do
with cards one at a time for ‘ 1 card may be placed in
the first five turns, until full AR the Encounter ﬁ@n hout needmg to
at the beginning of Turn 6. A * make room for lf he
Upon Turn 6 the Tower o R C -
awakens. Thereafter, players
must encounter any Chuos und
Adversary cards drawn and
make room in the ring for any
newly drawn Encounter ¥
cards or lose 1d6 Sanity, a : _
normal. 1 Any Chaos or
" o | Adversary cards
A= ——
i 4ol drawn are set aside

= until%rn 6. v
turn 1 #$ - e
The first player (determined however the player 7.@1&@ a card from he Encounter Deck (set
aside any Chaos cards *’@‘L@J ards until turn 6) and places it in position 1. If they can
collect this card, they add  discard pile. If the player can’t acquire this card, they
move on to EXPLORE & RE O(O)l R. During the Recover phase, &;)nly replace the card in the
first space with a new Encounter card if they collected it. Spaces 2-5 remain unfilled on the Dun-
geon level. s 2

turns 2- ’)'

The next player draws 208 om the Encounter D Deck and places it in position 2 ~Turn 2 (3 -Turn
3, 4 -Turn 4, or S-Tur on the End ounter ng I hey acquir v of these cards, they add them
to their discard plle!and in the Recover - phase will draw c ds’.lIr om the Encounter Deck to replace

them in positions 1-2 (3, 4, or 5). If the player'cantﬂeeldes not to acquire these cards, they
move on to EXPLORE & RECOVER phases, ﬁmshm the aillgt 4 -

- I
'l

turn 6 and beyond .

At the beginning of Turn 6, the next ayer takes all o ﬂk;'l- aos or Adversary cards that were set
aside in Turns 1-5 and shuffles them in ~ op the Encounter Deck. From now on any
Chaos or Adversary cards drawn will be in pla and 1£ afp ayer cannot co lect a card from the
Encounter Ring each turn then the Overwhe med rule takes effect! Furthermore, from now on after
a player’s Recover phase no Encounter Ring space will be left empty on the player’s occupied level.
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Bludeﬁuver s Sla§

A Hero’s beglnnlng Battle deck consists solely of the Start :--iij-im] ire listec on 1he|r Hero card.
Once each Player’s Hero Jecﬁus been built, the remaining ter Cards Ire se usld nd W|I| not bhe
used during the game.

3

T ou will choose one of nine

H eres to help escape the
dreaded Tower of Ravingspire.
The Hero curd outlmes the
Hero’ sturtmg Battle Deck, the
Hero speclul abilities, and the
qment Slots that are
present on the Hero’s Battlemat.
cavd to doublc the ' ote that each Hero has specific
bdodis strengths and weaknesses that
" can impact their difficulty and
gameplay style. a

ll';lm mn.ﬂ lmmé’

ﬁ:{?-n -Heros who have gone Mad
jithin the Tower and now hunt any who
&
dare e _e%urd outlines the
Foe’s Class (R ogue, or Runelord),
3 pecml ululn‘!tjor the Foe, the Foe’s
Ba ﬂe Matrix, an Jhe Loot reward for

Jefeating a Foe ulv_vu.ys consisting of a
Tower key and at least two Loot cards).
Note that most Foes cannot be defeated
by Brute Force, so equip your Battlemat
_ e s | isely, as you won’t know what Foe you’ll
d . - ’ . ] 4
face until the Showdown occurs!




anatomy of cavds

Equipment Cards ‘ Equipment cards are the mos! common HEGrds on the

Weapons Objects Armor Relics f Ring, and can consist of Weapons, Armor,

! Powe Val Aﬁﬁmﬁmﬁ They are coll&@)y playing cards

: — Card -|-“| rom your Battle Deck equal to their Buﬂle Matrix Value.
Once the card is collected into a F uyer ’s Battle Deck the

card’s Battle Matrix value is |gn%|;ed and instead the
°wef§‘.’k" ve and Card Action are utilized when the card

'rom the Player’s hand. =

el

-
co  on the bottom of an
Equipment card | shows where the Item may be equipped
the H Battlemat. J
— Equip Slot

haos Cards
Chaos Curds urk within the Encounter Deck and hav
instant effect ~and ulwuy will summon a Foe toke
pluyerslevel or move a eX|s mg : I-uajqﬂ space
towards the curg player | he Foe Advances) :
If a player draws a Chaos card during the Draw phase, oy
they must resolvaur Actions and then banish the m
card, before continuing with the Encounter phe

Chaos cards druv*vg to fill open Encounter Ring slots during

the Recover phase (o?v’vhe moving into a new |

immediately resolved and banished as abov:

replaced until all Encounte  Ring slot
Chaos cards are drawn.

Loot Curds

.

L

Loot cards are kept in eparate deck on the Foe mat,

and are generally obtained a us 1s a reward after defeat-

‘Adversaries or Foe They are designated on their
i rorm'ﬂeusure C est icon instead of a Battle
1 utr ; 7
Loot cards have a Vorpal value instéud of a specific
Power Value, which may be used as any power type
W,J*ﬂ hurm) when they are spent by the
- Loot cards may nlso occusnonully be equipped in
more tha  on, ype of | qmpment Slot on the Hero’s
: s shown by 1 felr Eqmp Slots on the
! ofom of the card
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unutomy of cavds

Aﬂ'uck C("'ds o 1 Attack Cards are available on the Freounter Ring., and
e Ak represer peclul combat techniques a Hero will

iﬂ ndventure. mlected by playing
cards from Emﬂ Battle Deck eq ﬁ'ﬁ their Battle
Matrix Value. Once 1 the card is col ected into a Player’s

'  the card’s Battle M_(I‘I‘I‘IX value is ignored,
ind msteu | the Power oluﬁd Card Action are

ed when the card is p uyed from the Player’s hand.

tack Cards have no eqmp slots, and so may
ed into a Player Buh‘lemui

'i'
Tower _Cu rd

Tower Cards are speclulty cards and kept in a separate deck
on the Foe Mat. They are designated by a Tower icon on th:
front and back fuce,?l-l;ve collected into the Playe
Battle Deck. s
A Tower card is pluce Ll,!_l'ﬂ'ﬂﬁniuu of the Encounter
Ring segment as each level is evealed, and they affect the
level and any Heroes present in different ways. Note that

they only affect the Ieve on which they are plac £~
/|

Hero moves off the level the y are no longer impacted by the

-
previous level’s Tower card.

s e -

v Dungeon Cards are available on the Encounter Ring, and
represent mwn the eo as cleared out as a
lemporary encampment o esimg area. They are
ollec ed by playing card your Battle Deck equal
to their Battle Matrix uI Once the card is collected
7 : a Player’s Battle DecMs Battle Matrix
. R alue is ignored, | nd msteud the Power Value and Card

LT e . Action are utilizec when the fard is played from the
ﬂ hand. S el
W- Hero’s Battlemat, Dungeon cards

: 0| iﬂif ower Value once each turn

Dungeon Cur ls

Value, a nd muy be re-slotted into
H,ﬂIiLLLpl'Y Recover phuse
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Adventurer Cards

ofcs )

.
)

Adversary Cards appear on the Encounter Ring

and are designated by a skull icon. They a

collected by pluy‘ing cards from your Battle Dec

equal to their Battle thf’r « Value. Once defeate

immediately follov'\?ins ructions on card. Ofte

this will require a die roll or the collectior of

Loot card. Adversu}vcar wre never placed into ¢

Player’s discurd"pileﬁh e Deck

If an Adversary is to : WHS' s always

resuffled into the top third (approximate) of the

Encounter Deck

Every Adversary remaining on the current Encoun.

ter Ring at the beginnin@"oi”a‘?luﬁﬁi Recqe

Phase decreases the Hero’s Sanity bﬁ

Adventurer Cards are available on i’he Encounter
Ring, and represent hirelings or illagers lost
within the Tower whc muy‘_b eiied by the Hero.
They are collected by playing cards from your Battle
Deck equal to their Battle Matrix Value. Once the
! -@ﬂ [] Iye Battle Deck the
Battle Matrix value is ignored, and instead

P alue and Card Action are utilized when
the card is played from the P'Iay—er’s hand.
Adventurer cards q‘m ots (II‘E:N“(I, so they may
he slotted anywhere in the Hérb” Battlemat,
hen

NUOKIN

very versatile cards.
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w
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cavd types

ADVENTURER - Adventurers also trapped in Ravingspire can become your allies. Adventurer
cards may give many different bonuses, but what makes them truly valuable is that they may be
slotted in any item slot on the Battlemat (Weapon, Armor, Object, Relic, or Dungeon), making
them very versatile cards.

ADVERSARIES — Adversary cards have a Skull icon in the upper right corner and represent the
wandering monsters within Ravingspire. They can drain the Sanity of the Heroes if they are not
confronted. Heroes lose Sanity for each Adversary not defeated on their turn. When Adversary
cards are defeated they are not acquired. Instead, the Hero immediately resolves the card. The text
will also list whether the Adversary card is Banished or reshuffled into the top half of the

Encounter Deck.

ARMOR - Armor cards represent protective, wearable equipment, and may grant protective effects
in battle. Armor are designated by a shield on the bottom of the card.

ATTACK - Attack cards represent advanced combat abilities of a Hero. They may not be slotted
on the Battlemat. R

CHAOS - Chaos cards have two effects. The first effect is “The Foe Advances!” The second effect
of the Chaos cards are often detrimental to the players, but Chaos may also assist Heroes from
time to time. Once a Chaos card’s actions are fulfilled, the card is immediately Banished. Chaos
cards are designated by a flaming pentagram. =
DUNGEON - Dungeon cards represent a particular dungeon room in the tower that the character
has cleared of enemies and has made into a temporary encampment or home base. Dungeon cards
may add persistent bonuses. Dungeon cards are not discarded from the Battlemat after being
used. Instead they are flipped over to show they have been used, and then turned face up at the
beginning of the player’s next turn. Dungeon cards may still be discarded to utilize any special
ability of the card, or replaced with a different Dungeon card by the player. Dungeon cards are
designated by a portcullis on the bottom of the card.

EQUIPMENT - Equipment card types include Weapon, Armor, Object, Relic, and Dungeon
cards. The type of equipment card is listed at the top of the card, and designated by a specific
symbol highlighted at the bottom of the card. Some cards may count as more than one Equipment
Type, as listed on the card.

LOOT - Loot cards represent treasures that were lost in the Tower of Ravingspire. Loot cards all
give Vorpal bonuses rather than individual Fight, Skill, or Charm bonuses. When they are
acquired, they are placed directly into the player’s discard pile as with Encounter cards. Loot cards
may be slotted on the Battlemat the same as Encounter cards.



cavd types

OBJECT - Object cards represent all manner of equipment and tools an adventurer may find in a
dungeon. They are designated by a torch on the bottom of the card.

RELIC - Relic cards represent unique magic items. They are designated by a star on the bottom of
the card.

SPIRE - Upon entering the Tower Keep, the player takes a random sealed Spire card, opens it, and
reads it aloud. They then must encounter the Final Dungeon as outlined on the card. If they
defeat the Spire card, the hero is able to escape the Tower of Ravingspire and win the game!

In a single-player game, if the player is unable to defeat the Spire card, then they immediately go
Mad, lower the Madness track by 1, and return to the entrance of the Tower as normal when
suffering from Madness. If the Madness track is not yet reached zero, then the player has the
opportunity to face the Spire card again if they can reach the top before going completely insane.
However any stats rolled for a Spire encounter must be re-rolled when battling the Spire card
again.

In a multi-player game, if a player is unable to defeat the Spire card, then that hero is imprisoned
by the mind-crushing power of Ravingspire and is effectively removed from the game. If they
choose, they may leave a single card from their hand or Battlemat face up on the Spire card for the
next hero to utilize in their Spire Card battle. Any stats rolled for a Spire encounter must be
re-rolled when battling the Spire card again. The first player to defeat the Spire card wins the
game. They may free other players trapped in the Tower or claim victory for only themselves.

AP
Spire cards have an area where a successful player may sign and date the Spire card to record their
victory or loss in the annals of history, if the game owner consents.

STARTING CARDS - Each player starts with a basic Battle Deck with Starting Cards appropriate
for their Hero’s character class. The Starting Cards are listed on each Hero’s character card.

TOWER - Tower cards represent strange lasting effects traveling through alternate dimensions can
have on a particular Tower level of Ravingspire. The Tower cards remain in play for the duration
of the game unless a specific card effect instructs otherwise.

WEAPON - Weapon cards represent equipment used to attack foes. They are designated by a
crossed sword and battle axe on the bottom of the card.

25



26

qlossary

BANISH - When a card is Banished it is placed face up next to the Encounter Deck. For all intents and purposes it is removed
from the game, however in rare cases creatures and cards may be summoned back from Banishment.

BATTLE DECK - During the game, the players will draw from this deck to summon the resources they need to defeat enemies
and explore the Tower. The Battle Deck is stored on the player’s Battlemat, and will grow in size each turn as they explore the
tower. If a player cannot draw a full Hand of cards at the end of their turn (because all their cards are in the Discard Pile) they
draw as many cards as as they can from their existing Battle Deck and then reshuffle their Discard Pile into a fresh Battle Deck,
and continue drawing up to a full Hand.

BATTLEMAT - Each Hero character has a unique Battlemat. The Battlemat is where the Battle Deck, Discard Pile, and specific
Equipment Slots are kept for a particular player class. The Battlemat is also where the character’s current Sanity is tracked.
BATTLE MATRIX - A card’s Battle Matrix is the triangular series of circles surrounded by the vines of Yggdrasil on the lower
half of an Encounter card, and list the Fight, Skill, Charm, and Brute Force cost required to obtain or defeat that card.

BOARD (TOWER BOARD) - The Tower Board consists of three rings on a multi-level base that designate the three levels of the
Tower. To move between levels, the stairway from the lower level must align with the open doorway portal of the higher level.
Upon the start of the game, each portal and its associated stairway between levels must all be separated by four spaces.

BRUTE FORCE - Rather than pay the cost of Fight, Skill, and Charm listed on an Encounter Card to collect it, a hero may
choose to win the day by Brute Force. When attacking in this way, the hero may pool the power value of multiple cards and pay
the Brute Force cost for an Encounter Card, which is listed in red in the center triangle of an encounter card’s Battle Matrix.
DISCARD PILE - The space next to a Character’s Battle Deck on the Battlemat where spent cards from the player’s Hand and
newly acquired cards are placed. It is designated by a curved arrow symbol on the Battlemat.

ENCOUNTER - When a character decides to collect an Encounter Card from their tower level, they must spend Battle Cards
from their Hand (and/or Battlemat) equivalent to the Fight, Skill, or Charm characteristics listed in the Battle Matrix in the
middle of the encountered card. '

ENCOUNTER CARD - An Encounter Card is a card on the Level’s Encounter Ring or in the Encounter Deck. There are nine
[9] different types: Weapon, Armor, Object, Relic, Dungeon, Adventurer, Attack, Adversary and Chaos.

ENCOUNTER RING - The three Encounter Ring segments are placed around the rotating tower board and represent the
Dungeon Level (outer ring), the Temple Level (middle ring), and Spire Level (inner ring) of the Tower map. Each Encounter
Ring segment has six [6] spaces on it for cards, a Tower Card space (designated by a Tower symbol), and five Encounter Card
spaces (designated by the vines from the tree of life). When a player Encounters a new Tower Level after moving, they draw a
new Tower card and five [5] Encounter cards and place them on that level’s appropriate Encounter Ring segment before
continuing with their turn. )

EQUIPMENT SLOT - A player may take a card from their hand that matches the type of Equipment card listed on the Battle-
mat and save it in the slot for use in later turns. Once that card is used from the slot to defeat an enemy or gather a resource,
that card is placed into the player’s discard pile, just as if they’d spent it from their hand.

EXPLORE - During a player’s Explore phase, their hero may rotate their current level by spending 2 Skill or Charm to find
hidden levers and decipher mysterious glyphs, in order roll the die and rotate their current level the rolled number of spaces to
align their level’s staircase with the next level’s doorway. They may do this once per type of power (once using 2 Skill and once
using 2 Charm). They may also choose to Brute Force the rotation of the level, by spending a combination of 10 of any power
suits (Fight, Skill, and Charm) to roll the die and rotate the level UP TO that many spaces. Therefore when using Brute Force to
rotate the level, they do not need to rotate the level the full amount shown on the die.

FOE - Foes represent formidable villains or ex-heroes who have gone mad in the Tower of Ravingspire. Foes hunting the Heroes
on each level is limited to one per level. If a Foe is present on the player’s tower level then at the end of the player’s turn the Foe
will move toward that player’s character. The Foe’s speed is based on the number of players present: 1-3 players = 1d3 spaces, 4+
players = 1 space. The Foes do not change levels. If a player moves into a Foe they must stop their movement that turn and face
the Foe in a Showdown. Similarly if a player starts their turn with a Foe token on their space they immediately must engage the
Foe in a Showdown.

FOE MAT - The Foe Mat contains all the powers and mysteries of the Tower of Ravingspire. This is where the players will draw
cards to Encounter, draw Foes to face, discover what version of the Tower level they are on with the Tower Cards, and find the
Loot left by vanquished opponents. This is also where the tower’s Madness Track lies.

GENERATE - When a slotted Relic card generates power for a Runelord, it is turned face down in the slot and is considered
locked in place for the remainder of the Encounter phase. It is then refreshed (turned face up) during the Recover phase.
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HAND - At the end of each turn a character will draw cards from their Battle Deck for use the following turn. Normally a
character’s Hand will consist of six [6] cards.

KEY (TOWER KEY) - The Tower Key is needed by a Hero to enter the Tower Keep at the top of the Spire and to escape the
Tower. A Hero must defeat at least one Foe to obtain one. Once a Tower Key is obtained, the player takes one of the Key tokens
and places it on their character card, to show they are ready to enter the Tower Keep.

MADNESS - If a player ever reaches 0 Sanity for any reason (designated by the Skull icon on their Battlemat), then that
character suffers from Madness. First they must discard all their Slotted Cards and cards in their Hand, and move their player
piece back to the front entrance of the Tower of Ravingspire, on the Outer Dungeon ring. They then must decrease the Madness
Track on the Foe Mat by 1, and end their turn. They will start their next turn back up to 10 Sanity and a new hand of Cards.
Note that if the Foe Mat Madness Track ever reaches 0, the tower has collected enough soul energy to imprison the Heroes
forever, and the game is over for all players. -

MADNESS TRACK - On the Foe Mat is a red sanity track representing the Madness Track. It starts at 2 + the number of
players in the game (e.g. for two players, it would start at 4). Every time a player goes mad, the Madness counter is reduced by
1. If the Madness counter ever reaches 0 (the Skull icon), the Tower has collected enough soul energy to jump dimensions, and
all heroes inside the tower are forever lost in time and space. If this happens, all players lose the game.

RESHUFFLE - When instructed to Reshuffle a card, the player removes the top half of the encounter deck (approximate) and
reshuffles the card into it. They then place the reshuffled deck back on top of the main Encounter deck.

SANITY- Each character starts with a Sanity value of 10 on their Sanity Track, which is located on the Battlemat. Losing Foe
battles, Chaos cards, and various other card effects all can lower the character’s Sanity. Once the character reaches 0 Sanity
(represented by a skull icon), they may not complete their turn, and must immediately suffer from the effects of Madness.
SANITY TRACK - The Hero’s sanity level is shown in yellow on their Battlemat.

SHOWDOWN - A showdown is a duel between the Hero and one of the Foes who are hunting them within the Tower of
Ravingspire. At the beginning of a Showdown the player draws the top card of the Foe deck and places it in front of them. They
must then battle that Foe with the cards in their Hand and on their Battle Mat. If the player defeats the Foe then they receive
the treasure listed on the Foe card. If the player is unable to defeat the Foe, then their turn ends and they immediately lose 2d6
Sanity. If the Hero did not go mad (either because they lost but still have Sanity left or won the fight outright), they may
immediately roll the die and take a free move. As long as they didn’t go Mad, the player may then continue with the Explore
phase as normal to rotate the level if they choose (but may not Encounter or buy cards from the level that turn). Whether the
Hero wins or loses the combat the Foe token is removed from the board.

SLOTTED CARD - A card that is placed in one of the Equipment Slots on a Hero’s Battlemat.

THE FOE ADVANCES! - When “The Foe Advances!” takes effect (usually as a result of a Chaos card being drawn), then the
following occurs: If the level of the Tower the player who drew the Chaos card is on currently does not have a Foe, then a Foe
spawns on the staircase space (or Tower Door space on the inner Spire ring) of that level. If a Foe is already present on that level
when the Chaos card is drawn, then it moves 1 space toward the player who drew the Chaos card.

TOWER KEEP - The Tower Keep lies at the center of the Tower map and is only accessible from the locked Tower Door shown
in the center ring. A Character must have at least one Tower Key to enter the Tower Keep and face the Final Spire Card. If the
player desires to enter the Tower Keep they do not need to land on the Tower Door space exactly, but only need to move onto or
through it during their turn.

VORPAL - Vorpal values on cards are denoted by large yellow numerical values in the upper right corner of the card that have
no (Fight), - (Skill), or | _;(Charm) symbol. When a card with a Vorpal value is played, the player names what type of stat
that bonus will function as for that play. For example, a 3 Vorpal value card may count as a 3 Fight, 3 Skill, or 3 Charm value
card. It can only count as one type however, and the value cannot be split (e.g. 3 Vorpal could not be used as 2 Fight and 1
Charm). In the rare case where a card with a Vorpal value is used against the hero (i.e. used to benefit a Foe during a showdown
and add to their attribute values), the attacked player whose turn it is may still choose which attribute it represents. In essence,
Vorpal always favors the player.

WELL OF SOULS - The Well of Souls is on the Foe Mat and may be used during the Explore phase of a player’s turn to Banish
unwanted cards from their Hand or Discard Pile. A player may spend the Power cost listed on the Well of Souls space (1 Fight,
1 Skill, 1 Charm), or its Brute Force value (5 of any suit), to activate the Well. When activated, the player may then banish one
card from their hand or discard pile from the game. They may do this multiple times during their turn as long as they can pay
the cost each time a card is banished in this way.
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cavd set expansion

From the Goblin realms through the Old West to the Ste: Y -a' age,‘the cardpack

expansion sets give glimpses mtoth er WO _km- m w i 1 e Tower of Ravingspire can
p giveginlh g P

draw its v1ct1ms' ¥

Preview of the Goblin Queen Expansion Se

Curdpuck expunsmn sets add a new Hero, a new Foe, and a unique set of themec artifacts and adversaries

to the Encounte 'Gm_ ind Loot decks. Not only that, they also come with their own sealed Spire Card to
face as 1he fmulc allenge when playing with these sets

exp'nio  game setup

l.Ta.l::etlllene"o [ower, and ds from the Ex n! on set and shuffle them into their
respective game dec lﬁ pi d near the board to face at: the final battle.

2. Whenusmgan pansion E U%J__Q ith the blank battlemat or choose the base
game Hero's battlemat that matches the table equipment listed on the Expansion Hero's

character card.

- .5

3. Theremammg SIO ncounter cards from the card pack should then be shuffled into the

7o oo s tewe o R~ o
top third of the Encount - Deck (similar to Reshuffling Adversaries) before the start of the game.
- =

4. The Expansion ero may be represented by a Hero toke _vjm- inia ure.1
b

tutovial video . '

Please come visit us on vorpalchain rdgam  f i h 0-] W videos as well as more

information about Ravingspire ar pcoming ¢ pa ' ons i

4
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