A

SE

1-4 Players
Playtime: 45-80 minutes

Introduction:

This isn’t the end of the world. That already happened. This is what’s left. Us, Gravehold, and The Nameless
-- creatures seeking to snatch what little we have left from our grasp. The breath in our lungs. The weak light
in our eyes. For generations we have taken refuge in an ancient and haunted place, one whose first purpose
was forgotten for a thousand ages, until our exodus once again filled its empty halls and hovels with our
shadows. Here in the darkness, we seek a way back to the light.

It has taken the breach mages an aeon to hone their dark craft, but they are ready, they are lethal. The
breaches, the very conduits through which The Nameless travel, have become our weapon. The breach
mages wield this power with undeniable ambition: to survive, to take back The World That Was, to protect our
home.

Yaleesa Rhykk, Gravehold survivor

Object of the Game:

In Aeon’s End, you must build a deck of gems, relics, and spells in order to defeat the incoming
nemesis. You start with a ten card deck, which you must improve over the course of the game in
order to defeat the nemesis. Each turn you may acquire new gems and relics, learn new spells (by
purchasing them from the supply), cast spells, and increase your casting potential by opening
additional breaches. In each game you will fight a nemesis, all of whom have different abilities and
unique cards added to their deck. Your goal is to defeat the nemesis before your home,
Gravehold, is overrun or the players are exhausted. Be always on guard, for the nemesis may
have other ways to defeat the players...

Contents:

Cards:
303 Cards



-- 52 starter cards
-- 49 gem cards
-- 30 relic cards
-- 70 spell cards
-- 75 nemesis cards
-- 9 turn order cards
16 breaches
1 life tracker board for Gravehold and nemesis
6 character mats
4 nemesis mats
80 tokens:
30 life tokens with value 1
10 life tokens with value 5
21 charge tokens
4 player number tokens
2 Gravehold life tokens
2 nemesis life tokens
10 power tokens
15 rage/husk tokens

Component Anatomy

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

Tokens:
Tokens are included so that players may track various values in the game while playing.

Charge Token

Charge tokens are used to fuel players’ abilities.

Life Tokens




Life tokens are used to track the life of the players and minions.

Power Token

Powers take one or more turns to resolve. Power tokens are used to track the number of turns
until the power resolves.

Player Token

Player tokens are used to remind the players of turn order.

Gravehold Life Token

The Gravehold life token is used to track Gravehold’s life

Nemesis Life Token

The Nemesis life token is used to track Nemesis'’s life

Life Tracker:

Used to track the amount of life Gravehold and the nemesis have during the game.
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Player Cards:

Player cards are the various cards the players can use to build themselves up and tear the
nemesis down. Each player starts with a unique deck of cards and will acquire more cards to add

to their deck during the game by spending @ to gain them from the supply piles in the center of
the table.

Cost
Name
Card Type —
— Text
Flavor Text=—

Name
Type: There are three types of player cards: gems, relics, and spells.

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

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

e Relic cards have a wide range of effects that resolve as soon as you play them.

Cost: The amount of @you spend to gain this card.



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

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

Nemesis Cards:

Nemesis cards are the cards the nemesis uses against the players and Gravehold. The nemesis
deck is constructed at the beginning of each new game from a mixture of general 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 Type —
Life Name
Card Type
Text
Flavor Text Flavor Text
Nemesis Tier Nemesis |
Deck Deck

Name
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.
Type: There are three types of nemesis cards: attacks, minions, and powers.
e Attacks are resolved immediately and are then discarded.
e Minions stay in play until defeated and have persistent effects which are resolved during
the nemesis main phase.
e Powers stay in play for a variable number of turns until they are either resolved or the
players are able to discard them without resolving them. All power cards have “POWER
X:” on them. When a power card is drawn, place it in play with X power tokens on it.
During the nemesis minion & powers phase, remove one token from every power card in
play. When a power card has no tokens left, discard it and resolve the text following
‘“POWER X:.”
e Text: The effect to resolve for this nemesis card.



Life: Minion cards have life which can be depleted by dealing it damage. If the life of a minion
reaches zero, it is immediately discarded.

Nemesis: The nemesis the card belongs to. Cards that say “General” may be used with any
nemesis.

Character Mats:

Name Breaches
Player ] Life Area
Number ' |

STARTING HAND
1x Garnet Shard 3x Crystal 1x Spark
Deck =
DIVINE AUGURY .
Area Activate during any player’s main phase: g Discard
That Plnye[‘ draws 3 cards. E Ar ea
Ability Info Ability Charges
Name

Player Number: Place your player number token here. Player number is used for the turn order
deck.

Breach Setup: The initial configuration of your breaches. Not all characters will have all four
breaches.

Starting Hand: The five cards which you will have in your hand at the start of the game.
Starting Deck: The five cards which you will have in your deck at the start of the game. The
leftmost card should be the top card of your deck.

Deck Area: Place your deck here while playing (facedown).

Discard Area: Place your discard pile here while playing (faceup).

Ability: Each character has a unique ability. The character 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 charges are removed.
Life Area: Place your life tokens here.

Breaches:






