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be end of the world. That already bappened. This is what's left. Us, Gravebold, and The Nameless — creatures |
_ '.!r g to snatch what little we have left from our grasp. The breath in our lungs. The weak light in our eyes. For generatio
 have taken refuge in an ancient and haunted place, one whode first purpose wads forgotten for a thousand ages, until our
W onct again filled its empty halls and hovels with our shadows. Here in the darknedss, we seek a way back to the [t_qbt ’

bads taken the breach mages an aeon to hone their dark craft, but they are ready, they are lethal. The breaches, the very
l' duits through which The Nameless travel, have become our weapon. The breach mages wield this power with undeniable

i 4

4

hi n. to survive, to take back The World That Was, to protect our home.
Rl ‘

i Nerva, Graveholo

OBJECT OF THE GAME

Aeon’s End is a cooperative deck building game where your deck is never shuffled. Your goal is to defeat the nemesis before your home,
Gravehold, is overrun or the players are exhausted.

Each round the players and the nemesis will take turns in a random order. Durlng a player s turn, they will be able to cast spells, acqu1re
additional gems, relics and spells from the supply, manlpulate their spell castlng breaches and use their un1que abilities. All four of the different
nemeses included in the game are un1que in the actions taken durmg their turns, and will requ1re a different strategy to defeat.

CONTENTS

The following section introduces the game components and the game terms used with those components. Please take some time to become
familiar with this section before reading the rules.

30 life tokens with value 1 21 charge tokens: 10 power tokens: 15 Fury/husk tokens:

10 life tokens with value 5: used to fuel players’ abilities. used on certain nemesis cards
used to track the life of the to track the number of turns
players and minions.

used when playing against
Rageborne or Carapace Queen.
until a power resolves.

4 player number tokens:
placed on player mats and used in conjunction
with the turn order cards to determine play order.




Gain an additional 1 ® that can
only be used to gain a spell.
“Some wie theve to beat and light their hovels
againat the dark of the cave. Otbers know that
within theoe gems lics a fire that can tamed.”
Ghan, gem scavenger

87 gem cards

While prepped, deal 1 damage
at the end of the casting phase.
Cast: Deal 3 damage.

By turn!” Nym, breach apprentice

86 spell cards

&7 nLastivcsTare

oo )
You may cast a prepped spell
that you prepped this turn.
If you do, that spell deals
2 additional damage.

While appearing to b crudely fabioned, these taffs
contain within them the very cwence of the vid.

30 relic cards

Player cards — gems, spells, and relics: used by the players to enhance their decks.

PLAYER TU!

CAST[N? PHASE A
You may Cast any of your prepped spells
in opened breaches. You must Cast any
of your prepped spells in closed breaches.
Place cast spells on the top of your discard
pile as they are cast.

MAIN PHASE

You may resolve the following actions in
any order and as many times as you want:

« Play a gem or relic card

+ Gain a card

« Gain a charge

« Focus a breach

« Open abreach

« Prep aspell to a breach

« Resolve a “While prepped” effect

« Resolve a “TO DISCARD” effect

DRAW PHASE
Place all the gems and relics that you have
played this turn on the top of your discard
ile in any order you choose. Draw
m the top of your deck until you ha

4 player aid cards:
used for quick reference
of the phases of a turn.

9 turn order cards: used to determine

the order of play during the game.

PLAYER
NUMBER

AETHEREAL WARD
Activate during the nemesis draw phase:
After a nemesis attack or power card is drawn but
before it is resolved, you may discard it. It has no effect.

(The nemesis does not draw a replacement card.)

8 player mats: used for tracking the
important information of each player.

EASH INCREASED DIFFICULTY
Rageborne gains one Fury token. | RULES: After Rageborne Strikes,
he loses one Fury token
instead of three.

ADDITIONAL RULES
‘When Rageborne Strikes, resolve the following in order:
©Draw a card from the strike deck and resolve it.
o Shuffle that card back into the strike deck.
©Rageborne loses three Fury tokens.

At the end of the nemesis turn, if Rageborne has four or more Fury
okens, he Strikes once.

4 nemesis mats: used to display the
specific rules for each nemesis.

& BLASTING STAFF

RELIC

You may cast a prepped spell
that you prepped this turn.
1f you do, that spell deals
2 additional damage.

While appearing to b crudely fasbioned, these taffs
contaii within them the very ewence of the vod.

\,

27 randomizer cards:
used to determine which
player cards are available.

r OPENED BREACH
1T

CLOSED
BREACH

16 breaches: used by the players
to cast their spells.

Unleash twice.

The player with the most
prepped spells discards their
most expensive prepped spell.

PERSISTENT: Unleash.
“The words and gesturca needed left bim,

“Bestto kil theve firot.” " and the breach grew dim.*

Reeve, breach mage elte Nerva, aurvivor

75 nemesis cards: used by the nemesis

against the players and Gravehold.




PLAYER MATS

@ Breach Mage Name

(2) Breach Setup: The initial configuration of your breaches. Not all
players have the same amount of available breaches.

(3) Starting Hand: The five cards which you will have in your hand
at the start of the game.

@ Starting Deck: The five cards, and the order in which they are
placed in your starting deck. Place the leftmost cards at the top of
your starting deck.

(6) Player Number: Place your player number token here. Player
number is used in conjunction with the turn order deck to
determine turn order.

@ Life: Place your life tokens here.

@ Ability: Each breach mage has a unique ability. The player mat
explains when that ability can be activated and what it does.
Abilities can only be activated when you have a charge token
on all of the spaces shown below the ability. Once an ability is
activated, all of the charge tokens are removed.

Deck: Place your deck facedown here.
@ Discard: Place your discard pile faceup here.

(10 Breach Mage Story: Has no effect on play. Provides further lore
into the world of Aeon’s End.

BREACHES

Breaches are double-sided cards used to prep and cast spells. A single
spell may be prepped by placing a spell card from hand to an opened
breach during a player’s turn. On a subsequent turn, a player’s prepped
spells may be cast by discarding the spell card.

@ Open/Closed: One side of the card is used to indicate that the

breach is open, the other indicates a closed breach.

" (2) Breach Number: Used primarily during setup to indicate where
each breach placed next to the player mat.

@ Open Cost: The cost, in aether (@), to open the breach. When
a breach is opened, flip it to the opened side. Once a breach is
opened, it remains opened for the rest of the game.

(4) Focus Cost: The cost, in aether (), to focus the breach. When a
breach is focused, rotate the breach card 90° clockwise. The only
time that spells can be prepped to a closed breach is during the
player’s turn in which that breach was focused.

You may open or focus breaches in any order. For example, you may focus
Breach III before Breach 11, or open Breach IV before opening breach II or I1I.

@ Opened Effect: Some breaches have effects that occur whenever
a spell is cast from that breach while it is opened.

Ly

" COMPONENT ANATOMY

STARTING DECK

1x Moonstone Shard 2x Crystal 2x Spark | 3x Crystal 2x Spark

PLAYER
NUMBER |

)

BLACK MIRROR

Activate during your main phase:

Cast any player’s prepped spell without discarding it.
I Then, cast that prepped spell again.

(Discard it as normal.)

30: Focyg @

< CLOSED
BREACH

(5
@
|
Q
12 |
I~
@

Once Opened: |
+1 Damage

B

%
. (561 DAMAGE ON CAST

‘\uado 9 ¢

Opened Breach (front) Closed Breach (back)

Adjacency
Some spells may refer to adjacent breaches. Breaches are always
jacent to the one or two directly next to them physically.
le, I'is adjacent to II. II is adjacent to I and III.




PLAYER CARDS

Player cards are the various cards the players can use to build their
decks in order to defeat the nemesis. Each player starts with a unique
hand and deck of cards. Players will acquire more cards for their deck
by spending aether (®) to gain them from the supply piles.

(1) Card Name

(2) Type: There are three types of player cards: gems, relics, and
spells.

* Gems are played to give you aether (9), the main currency of
the game. Aether can be spent to gain more cards, gain charges
for breach mage abilities, and focus breaches. (Breaches are the
conduits through which spells are cast.)

e Spells are the main way of dealing damage to the nemesis and
his minions. Spells must be prepped to a breach (that is, the
spell card must be placed on a breach card next to your player
mat) before you can cast them.

* Relics have a variety of useful instantaneous effects.
Cost: The amount of aether (®) you must spend to gain this card.

Effect: The effect you resolve when you play the card. Gems
and relics have effects that are resolved immediately. Spe]ls need
to be prepped to a breach before they can be Cast. If any card
contradicts this rulebook, follow the card’s effect.

Flavor Text: Has no effect on play. Provides further lore into the
world of Aeon’s End.

RANDOMIZER CARDS

(6) For each player card there is one additional copy that has a grey
border. The grey—bordered cards are used during setup to
randomly pick which gems, spells, and relics will be in the supply.
These cards are not played with during the game.

See Setup on page 10 for more information.

Gain 2 ©.

6 Gain an additional 1 ® that can

OIlly be used to gain a spell.

“Some wse these to heat and light their hovels

against the dark of the cave. Others know that

within these gemy lies a fire that can tamed.”
Ghan, gem scavenger

Player Card

Gain 2 ©.

Gain an additional 1 @ that can
only be used to gain a spell.

“Some use these to heat and light their hovels

againat the dark of the cave. Others know that

within these gemo lies a fire that can tamed.”
Ghan, gem scavenger

Randomizer Card
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NEMESIS MAT

Nemesis Name

Life: Starting life of the nemesis. The nemesis'’s life is tracked on its
life dial. If the life of the nemesis reaches zero, the players win.

Unleash Effect: The effect that occurs when the Unleash
keyword resolves. Each nemesis has a unique Unleash ability.

Additional Rules: Any additional rules that pertain only to this
nemesis.

Increased Difficulty: An optional rule which can be used to
adjust difficulty.

See page 19 for further difficulty modifications.

Difficulty Level: How difficult this nemesis is compared to the

other nemeses. The difficulty level ranges from 1 (easiest) to 10
(most challenging).

Nemesis Story: Has no effect on play. Provides further lore into
the world of Aeon’s End.

Setup: Additional information required during setup for this

nemesis.

INCREASED DIFFICULTY

Any player gains a corruption RULES: When a corruption is
and places it on top of their deck. destroyed, place it into any player’s
That player shuffles their discard discard pile instead of returning it

pile into their deck. to the corruption deck.

R
ADDITIONAL RULES
© When a corruption is destroyed, place it on the bottom of the corruption deck.
e If a player would gain a corruption and the corruption deck is empty,
Gravehold suffers 2 damage instead. |
© At the start of each player’s turn, before that player’s casting phase, that player |
resolves all corruptions in their hand, in any order.
© At the end of each player’s main phase, that player resolves all corruptions
they drew during their turn.
6 Corruptions may not be played at any other time.
© When a player gains a corruption, that player may not look at the corruption

The elders say there is a god for every aspect of existence, every crealure, every

Jorce. If this ts true, then the Crooked Mask i domain w that of corruption, for
the weapon he wields & brought by temptation.

How do we slay a god, especially one with such a dark influence over the weaker
survivors among ws? When we have endured on vo little for s0 long, how do we
hold back when what we need moat seemd to be offered so freely?

Many in Gravehold murmur that behind its grim visage lies a cruel and
desolate grin. There ts a notse it makes, a sort of laugh one can hear just under
the bells and the screams.

8 Shuffle all of the corruption cards together and place them facedown to
< form the corruption deck.




:-‘; 4) POWER 2: Unleash. Any player

suffers 4 damage.

PERSISTENT: Gravehold suffers
@ damage equal to this minion’s
current life. Then, this minion
suffers 1 damage.

The fumes they belch are s0 caustic
that they rarely live long.

Minion Card

NEMESIS CARDS

Nemesis cards are the attacks, minions, and powers the nemesis uses
against the players and Gravehold. The nemesis deck is constructed
at the beginning of each game from a mixture of basic nemesis cards
that can be used in any nemesis deck, and a number of unique cards
that are only used with that particular nemesis. You may encounter
the same nemesis many times, but it will never attack you in exactly
the same way twice.

@ Card Name

@ Type: There are three types of nemesis cards: attacks, minions,

and powers.
e Attacks are resolved immediately and are then discarded.

® Minions: Minions enter play with life tokens and stay in play
until defeated. They have persistent effects which are resolved
during the nemesis’s main phase. If the life of a minion reaches
zero, it is immediately discarded.

® Powers: All power cards have “POWER X:” on them. When
a power card enters play, place X power tokens on it. Unless
discarded, power cards stay in play for X nemesis turns before
resolving. During the nemesis main phase, remove one power
token from every power card in play. When a power card has
no tokens left, resolve its effect and then discard it.

Nym looked up in awe as Malastar pointed
to the roiling air at the dome of the cave.
“Those, boy, are stars.”

Power Card

Unleash.

If there are two nemesis turn
order cards in the turn order
discard pile, Unleash two
additional times.

“I reckon its head would look good on a post.”
Reeve, breach mage elite

Attack Card

(3) Life: Minion cards have life which can be depleted by dealing

it damage. If the life of a minion reaches zero, it is immediately
placed in the nemesis discard pile.

(4) Effect: The effect to resolve for this nemesis card.

@ TO DISCARD effect: Some power cards have a “TO
DISCARD:” effect. During any player’s main phase, that player
may fully resolve the effect listed to discard that power card. If a
power card is discarded this way, its effect will not be resolved.

Flavor Text: Has no effect on play. Provides further lore into the

(6) world of Aeon’s End.

Nemesis: The nemesis to which the card belongs. Cards that say
(7) “Basic” may be used with any nemesis.

Tier: There are three tiers of nemesis cards. Tier 1 cards are less
dangerous than Tier 2 cards, which are less dangerous than Tier
3 cards. Some unique nemesis cards are marked as Tier 0. These
cards are covered in the additional rules section of the nemesis to

which they belong.




PLAYER SETUP

® Each player ChOOS@S a player mat and a player number token.

@ Each player builds their starting hand and deck as shown on
their player mat. The cards should be in the order shown with
the leftmost card(s) being the top card(s) of their deck and the
rightmost card(s) being the bottom card(s) of their deck.

i _ (3) Each player receives one of each type of breach shown on their
.\ mat (I-IV as listed). Players arrange their breaches as indicated
on their player mat.

‘g (4) Each player starts the game with 10 life. Set the Gravehold life dial
J to 30. The players and Gravehold can never have more than their
starting life.

To differentiate the starter cards from the cards used in the market, the
cards used to form your initial hand and deck are denoted with a & in
the lower left corner.

E Starter Cards
&

SETUP

PLAYER SETUP EXAMPLE

Abby and Bob are playing a game of Aeon’s End. (1) Abby is the first player and has chosen to play
with Kadir. She sets the Kadir player mat in front of her on the table. She places the Player 1 token on
the corresponding section of her mat.

(2) She checks her player mat to see that Kadir starts the game with one Emerald Shard, three
Crystals, and one Spark in her hand. She also notices that Kadir starts with three Crystals and two
Sparks in her starting deck. Abby locates those cards and places her starting hand in front of het, and
her starting deck to the left of her play mat, with the Sparks on the bottom of her deck because those
are listed second on the player mat.

(3) Abby grabs one of each type of breach, which are labeled I-IV. She places them above her mat and
orients them so that they match what is shown at the top of her mat. The I breach is open. The II and

.88 TURN ORDER DECK

(6) The turn order deck is always composed of four player turn order
&
i

cards and two nemesis turn order cards. The player turn order
cards correspond to the player number tokens.

* For two players, place two turn order cards for each player in

v 2 the deck.
@ * For three players, place one turn order card for each player
plus the wild turn order card in the deck. When the wild turn
ﬁ“ order card is drawn, the players decide which one of them will
W take that turn. The wild turn order card is a player turn order

card.

e For four players, place one turn order card in the deck for
each player.

' ® Regardless of the player count, add two nemesis turn order
= cards to the deck and shuffle it.

When the turn order deck is empty and a new turn order card must
. be drawn or revealed, shuffle all of the turn order cards together and
n‘a- place them facedown to make the turn order deck again.

IV breaches have the yellow section to the left. The III breach has the yellow section on the bottom.

TURN ORDER DECK EXAMPLE

(5) Abby and Bob are playing a two player game, so they will create a turn order deck that consists of two
Player 1 cards, two Player 2 cards, and two Nemesis cards.

2x Player 1 card 2x Player 2 card




@Breaches L II, I11, 1V (aligned as shown on the mat)

OPENED BREACH 7 ®: Open

£wioec

70: Open

1x Emerald Shard  3x Crystal  1x Spark

Top of deck
Player Starting Deck (not shuffled)

Bottom of deck

Tier 3 nemesis cards

Specific + Basic (shuffled)

Tier 2 nemesis cards

Specific + Basic (shuffled)

Tier 1 nemesis cards

Specific + Basic (shuffled)

3xCrystal 2xSpark |

OTHERWORLDLY GATE
Activate during any player’s main phase:
That player may return up to three spells in their
discard pile to their hand. That player may prep up to
two spells to cach of their opened breaches this turn.

INCREASED DIFFICULTY

EASH
Rageborne gains one Fury token. | RULES: After Rageborne Strikes,
he loses one Fury token

instead of three.

ADDITIONAL RULES
When Rageborne Strikes, resolve the following in orders
©Draw a card from the strike deck and resolve it.
©Shuffle that card back into the strike deck.
©Rageborne loses three Fury tokens.
At the end of the nemesis turn, if Rageborne has four or more Fury
okens, he Strikes once.

Nemesis deck (not shuffled)
Tier 1 on top
Tier 2 in middle
Tier 3 on bottom




NEMESIS SETUP

@ Choose a nemesis to play against, and set its nemesis mat near the
players. Carefully read all of the additional rules for the chosen
nemesis.

@ Set the nemesis life dial equal to the number shown on the nemesis
mat. The nemesis can never have more than its starting life.

Each nemesis has a set of cards with their name written at the bottom
left. In addition to any specific nemesis cards, some basic cards are
included in each nemesis deck.

_—_

e The nemesis deck:

The nemesis deck is comprised of between 20 and 31 cards as
determined by player count. The nemesis deck has three tiers
which increase in difficulty as the game progresses and will
consist of both nemesis specific and basic nemesis cards. Tiers are
indicated by a 1, 2 or 3 in the bottom right of the nemesis cards.
Each nemesis has nine nemesis specific cards with the name of the

nemesis written at the bottom left.
To build the nemesis deck:

* Locate the nine nemesis specific cards used for this game, and
separate them into three piles of three cards according to the

H card’s tier.
X ® Use the chart below to add basic nemesis cards to each pile
based on the number of players in the game.
2
. BA » . D . D D O
= ARDS ADDED
K Tier 1 1 3 5 8
| \ Tier 2 3 5
§ Tier 3 7 7
-_.&;-‘ e Shuffle each pile of cards separately.
- e Place the tier 3 cards on bottom facedown, the tier 2 cards
i facedown on top of the tier 3 cards, and the tier 1 cards
§ facedown on top of the tier 2 cards. Combined, these tiers form
a the nemesis deck.
® ® Do not shuffle the nemesis deck once it has been created.

" . . : )
¥ (9) After creating the nemesis deck, follow all Setup instructions
= written on the back of the nemesis mat.

Tier 0
epending on which nemesis you're playing against,
e may be other cards used besides the nemesis
These cards are marked as tier 0. Refer to the
is mat for specific setup instructions.

NEMESIS SETUP EXAMPLE: REFER TO PAGE 8 DIAGRAM

(6) Abby and Bob have chosen to play against Rageborne. Bob finds the Rageborne mat and sets it on
the table. He reads all of the additional rules regarding Rageborne.

(7) He checks the mat to see that Rageborne starts the game with 70 life. He grabs the nemesis life
dial and sets it to 70.

(8) Bob finds the fifteen nemesis cards with Rageborne written at the bottom. He consults the chart
to see what basic cards he will need for a two-player game. He finds three random tier 1 basic nemesis
cards, five random tier 2 basic nemesis cards, and seven random tier 3 basic nemesis cards.

Then he sorts the Rageborne nemesis cards into tiers. First he shuffles the three tier 3 Rageborne cards
into the seven tier 3 basic cards and places them facedown to start the deck. Next, he shuffles the three
tier 2 Rageborne nemesis cards in with the five tier 2 basic cards and places those on top of the tier 3
cards. Finally, he shuffles the three tier 1 Rageborne cards into the three tier 1 basic cards and places
those on top of the tier 2 cards. At this point, Bob will no longer shuffle the nemesis deck. He sets it
beside the nemesis mat.

The players collectively
discard the two most expensive
prepped spells.

Rageborne Tier 0 cards form the strike deck.

(9) Bob notices that there are six tier O Rageborne cards left over. With the nemesis deck now created,
Bob checks the Rageborne mat for further setup instructions. The mat says, “Shuffle all of the strike
cards together and place them facedown to form the strike deck. Rageborne gains 1 Fury token.”

Bob takes the six Rageborne cards he had left over after creating the nemesis deck; noting that the
card type states “Strike” instead of the regular Power or Attack. He shuffles them and places them
facedown next to the nemesis deck.

Bob also grabs all of the Fury tokens from the box and places one of them on the Rageborne mat to
denote that Rageborne has gained one Fury token.

~ RAGEBORNE )
ol

e ————

UNLEASH INCREASED DIFFICULTY
Rageborne gai g oken. | RULES: After Rageborne Strikes,
e loses one Fury token
instead of three.

ITIONAL RULES

Fury tokens used when
playing against Rageborne




SUPPLY

@ The supply piles are the player cards that can be gained during

the game. The supply is composed of nine supply piles. Each
pile contains several copies of the same card. The players can
determine these piles randomly, using the randomizer cards, or
choose the cards they wish to use.

Gain 2 @.

Gain an additional 1 ® that can
only be used to gain a spell.

Gain 3 @.

You may discard a card.
I you o, any ally draws a card.

Gain 2@,

GUIDELINES FOR MAKING THE SUPPLY

Choose 3 gems, 2 relics, and 4 spells. Place each card of the same
name in its own separate pile, in the middle of the table.

Gems are the primary e ol Destray this
- breach this turn, it costs 3 ® less. ) Deslr:y uclr to ;fm czrd_sl SR et b ot [V
source of gaining aether (@) OR B (= S e B TS STy

D d.
Destroy this. Deal 1 damage. A i opened, deal 1 additional damage.

Spending aether (@) is how £, i

Cast: Focus your closed breach

“The breaches are merely vhich

worlds whisper.” P

you gain new cards, focus
and open breaches, and gain
charges.

L4 There are seven gem cards

in each gem supply pile.

Cast: Deal 3 damage.

You may discard a card in hand. Cast: Deal 2 damage. Cmalg el phadei

additi e hand. Deal 3 damage for each card
. X . e L A Deal 1 additicnalldamage for, nage |
Relics have a wide variety e o e, L e I e

of effects and are resolved as i el st
soon as they are played. .

® There are five relic cards in

each relic supply pile. SUGGESTED STARTING SUPPLIES

B SOIUED OREL Below are some suggested starting supplies for learning the game.

Destroy this.
Destroy up to two cards

inyour hand o dscarpile. | Suggested Supply: “Deck Destruction” (shown above)
Draw a card.
el within worlds,

Gemy: Jade, Searing Ruby, Burning Opal
Relics: Flexing Dagger, Bottled Vortex

; Spells: Amplify Vision, Essence Theft, Planar Insight, Consuming Void
Spells are the primary source

of damage to the nemesis and Suggested Supply: “Free Charges!”

Gemo: Jade, V'riswood Amber, Diamond Cluster
Relics: Unstable Prism, Mage’s Talisman

its minions. They must be
prepped to a breach on one
turn in order to be cast on a

ater torn Spells: Spectral Echo, Ignite, Feral Lightning, Wildfire Whip

® There are five spell cards in
R DT e

S e el @t A, each spell Supply pile . i SETUP “S

If you do, any player gains 1 life. | (10) Abby and Bob choose to use the suggested starting supply, Deck Destruction, because they like
L the ability to make their decks more efficient through cards like Bottled Vortex and Consuming Void.































