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THE SPIRALS
OF DANU
Quest for Gaia
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[bookmark: _Toc401045498]Introduction
Welcome to the Time at the end of Time, where the hours are deep in violet and the fate of the All There Ever Will Be is in your hands.

The final days of Sumerland are upon the once mighty clans of the Quhare as they battle each other for The Gaia Lore – the fabled knowledge that will not only rid the land of the Demon Goddess, but also elevate whoever wields it to ruler of the cosmos. 

Gather your Devoted Legions and prepare for death, madness and the Spirals of Danu.
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The Spirals of Danu – The Quest For Gaia is a board and card game for 4 players. The objective of the game is to:
1)	Locate the Lore of Gaia
2)	Learn the Lore of Gaia
3)	Destroy the other players

The emphasis is on battling other players, resource gathering, and strategy.
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	1 x Board	
44 x Map Tiles 
4 x Clan Citadel Icons
2 dice
4 x Development & sKILL Guide
20 x Resource Field
1 x Eye of Danu Piece
99 x Bloodlet Card
99 x Faith Card
99 x Inferno Card
99 x Judgement Card
50 x Mountain Card
50 x Knot Card
48 x Development Card
	80 x sKILL Card 
15 x Library of The Lost Gaia Card
15 x Dark in The Light Gaia Card
15 x Oracle of Murkwood Gaia Card 
5 x The Raven Men Devoted Legion Pieces
5 x The Choir of Namlu Devoted Legion Pieces
5 x The Farravashi Devoted Legion Pieces
5 x The Sky Lords Devoted Legion Pieces


[bookmark: _Toc401045501]Setup
Unfold the board. Shuffle the 44 map tiles and deal them onto the board, face down. The available tile cards are as follows:
	1 x Bloodlet Field
4 x Citadel
3 x Dark in the Light
1 x Faith Field
1 x Inferno Field
1 x Judgement Field
	4 x Knot
3 x Library of The Lost
4 x Mountain
3 x Oracle of Murkwood 
19 x Tate’s Path


One player should be the Vault Keeper. It is the Vault Keeper’s responsibility to deliver and collect cards from the other players and themselves.
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The Eye of Danu
	If 2 or more players wish to be the Vault Keeper, they should each roll the dice. The highest number wins.

The Vault Keeper places The Eye of Danu on any Knot Map Tile.

Each player should choose a clan. The available clans are;



1.	The Raven Men
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The Raven Men
	Servants of the Demon Goddess Danu, The Raven Men are ruthless killing machines well versed in the ways of war and subterfuge. They seek the Gaia Lore to destroy The Choir of Namlu and subjugate the Tribes of Sin so that their mistress may feed on their cries to The Great Above.



The Raven Men are exempt from needing the Bloodlet card when building and gaining sKILL cards.

The Raven Men gain a +1 to all dice throws when encountering The Sky Lord clan.

2.	The Choir of Namlu
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The Choir of Namlu
	Survivors of The Great Ending and the creators of the Demon Goddess Danu, The Choir of Namlu seeks to purge the Great Void of their child’s malignant influence by destroying their offspring and everything She has created; which includes all the realms of the Quhare and those creatures that dwell within it.



The Choir of Namlu are exempt from needing the Judgement card when building and gaining sKILL cards

The Choir of Namlu gain a +1 to all dice throws when encountering The Raven Men clan.

3.	The Farravashi
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The Farravashi
	One of the Tribes of Sin, The Farravashi understand the cycles of birth, death and re-life like none other. Sworn to the protection of Gaia, The Farravashi seek to purge the land all those who would steal the power and corrupt it.




The Farravashi are exempt from needing the Faith card when building and gaining sKILL cards

The Farravashi gain a +1 to all dice throws when encountering The Choir of Namlu clan.

4.	The Sky Lords 
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The Sky Lords
	Masters of the highest science, The Sky Lords greatest technological achievement unwittingly allowed the Demon Goddess Danu to crack the shell of the Quhare and manifest in our universe. Determined to put the wrong things right, The Sky Lords will stop at nothing to expel The Great Corrupter and master the physical cosmos.



The Sky Lords are exempt from needing the Inferno card when building and gaining sKILL cards

The Sky Lords gain a +1 to all dice throws when encountering The Farravashi clan.

If 2 or more players wish to be the same clan, they should each roll the dice. The highest number wins.

The Resource Fields card deck should be shuffled. Each player receives 3 Resource Fields cards dealt from the top of the deck. These should be turned face up for all to see. The available Resource Fields are:
	Faith
Bloodlet
	Judgement 
Inferno



All players receive one of each resource from the fields they hold before the game begins.

Players must have their resource field cards turned up for other players to see.
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Clan Icon
	Players should roll the dice. The player with the highest number places their Clan Icon within a citadel of their choosing first. The player to their left places second and thereafter in a clockwise direction.




Each player starts the game with 3 Devoted Legion Pieces, which will be moved throughout the game. At the start of the game, these Devoted Legion Pieces should be placed in their respective Clan Citadel’s.

The player who places their Clan Icon last gets to roll the dice first to move their pieces. After that, play moves in a clockwise direction.
[bookmark: _Toc401045502]Starting The Game
At the start of each round a player, before rolling the dice, receives their resources cards based on the fields they hold. Resources are gained through available Resource Fields that a player holds and through a Devoted Legion Piece occupying a Resource Map Tile. 

The default production for both Resource Fields and Resource map tile is 1 resource. This can be upgraded.

After receiving resource cards, the player receives Mountain cards, followed by Gaia, followed by Knot. Instructions on the cards should be followed at each step before progressing to the next set of cards.

Once a player has collected all their cards and followed the instructions, they should roll the dice.
[bookmark: _Toc401045503]Rolling The Dice
The player may move their Devoted Legion Pieces the number of spaces indicated by the dice. The player may choose to split their moves between their pieces or allocate to a single piece. A player must use all of their allocated movements.

The player may move anywhere on the board, from adjoining tile to adjoining tile, with the exception of another players Citadel. A player may never enter another Citadel. However, they can attack it and this is described later on.

If a player rolls a double-one, or a double-six, they are entitled to move their pieces AND roll again. A player may not take additional resources, or draw any other cards, before they roll again. This can be done multiple times if a player rolls several double-one’s, or double-six’s

If a player rolls any combination of dice that equals a 7, the player moves their pieces AND turns a Knot Card over, following the instructions given.

If a player rolls any combination of dice that equals a 6 or an 8, the player moves their pieces first AND then activates The Eye of Danu piece.
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The starting position of The Eye of Danu is on any Knot map tile. It is placed by the Vault Keeper before the players choose their clans and Clan Icons are placed in the citadel.

If a player rolls any combination of dice that equals a 6 or an eight 8, the player moves their Devoted Legion Pieces first AND then activates The Eye of Danu piece.

The Eye of Danu must be moved 2 places by the player. If The Eye of Danu is placed on a Map Tile with another player’s Devoted Legion Piece all of the following occurs:
1) All Devoted Legion Pieces on that Map Tile are returned to the Citadel.
2) The player whose Devoted Legion Pieces are returned to the citadel loses 5 resource cards AND 3 Gaia Cards AND 2 Mountain Cards AND 1 sKILL Card  AND All upgraded developments are reduced to their basic development state.

All of the losses are per Devoted Legion Piece. If more than one Piece is returned to the Citadel, the losses should be multiplied by that number.

The Eye of Danu may never enter a Citadel, but is free to enter any other map tile.

The Eye of Danu is immune to the effects of Shield of Freeman and Magic Mirror

The Eye of Danu cannot be attacked.

The Eye of Danu is immune from the effects of Nagamasa’s Step. However, if a player’s Devoted Legion Piece is moved onto a Map Tile where The Eye of Danu is because Nagamasa’s Step has been played, that piece is subject to all the consequences listed above.
[bookmark: _Toc401045505]Occupying a Resource Tile
If a player moves their piece onto a Resource Field Map Tile they receive the corresponding resource immediately and then a resource at the beginning of each subsequent go until either
a)	The Devoted Legion Piece is moved or
b)	The player’s Devoted Legion Piece is defeated in battle.
[bookmark: _Toc401045506]Occupying a Mountain Tile
Mountains provide a home for the mystical Yamabushi who dispense magic and lore. Occupation of these tiles leads to acquiring Mountain Cards which can be played at various points in the game. The following cards are obtainable:
	5 x Bructeri Axe 
1 x Ishin Blade 
5 x Magic Mirror. 
	24 x Rock card
5 x Shield of Freeman. 
10 x Wendling Knife



The player continues to draw a Mountain Card at the beginning of each subsequent go until either
a)	The Devoted Legion Piece is moved or
b)	The player’s Devoted Legion Piece is defeated in battle.
[bookmark: _Toc401045507]Occupying Library of The Lost, or Dark In The Light, or Oracle of Murkwood
Occupation of these tiles leads to learning Gaia Lore through the acquisition of Gaia Cards. Each location yields different cards
	15 x Library of The Lost Gaia Card

	1 x Accipiter’s Blessing
3 x Danu’s Mind
1 x Greine’s Strategy
	2 x Kwon’s Scroll
3 x Niederlicht’s Purge
4 x Rock
1 x Wrath of Riah



	15 x Dark in The Light Gaia Card

	1 x Accipiter’s Blessing
1 x Altera’s Trap
2 x Aurica’s Touch
	3 x Danu Heart
3 x Niederlicht’s Purge
4 x Rock
1 x Wrath of Riah



	15 x Oracle of Murkwood Gaia Card

	1 x Accipiter’s Blessing 
3 x Danu’s Soul
2 x Hyde’s Stride
	3 x Niederlicht’s Purge
1 x Scandinavian  101
4 x Rock
1 x Wrath of Riah



The player continues to draw a Gaia Card at the beginning of each subsequent go until either
a) The Devoted Legion Piece is moved or
b) The player’s Devoted Legion Piece is defeated in battle
[bookmark: _Toc401045508]Occupying a Knot Tile
A Knot is a contortion in the fabric of the land. If a card is drawn, it must be played immediately unless it specifically says it may be held. The available cards are:
	4 x A Gathering of Twine
1 x Altera’s Trap
1 x Aurica’s Touch
1 x Caretrade’s Fall
4 x Celus’ Pride
4 x Corvus’ Smite
4 x Danielle’s Plan
4 x Denoon’s Run
4 x Greine’s Strategy
	1 x Hyde’s Stride
4 x Jonestown Lost
4 x King’s Ransom
3 x Kwon’s Scroll
1 x Nagamasa’s Step
4 x Otsuno’s Touch
1 x Scandinavian 101
4 x Sonkan’s Folly
1 x The Lost Eleven



Unless otherwise stated, once the instruction on the card has been followed the card should be returned to the bottom of the deck.

The player continues to draw a Knot Card at the beginning of each subsequent go until either
a)	The Devoted Legion Piece is moved or
b)	The player’s Devoted Legion Piece is defeated in battle.
[bookmark: _Toc401045509]Occupying Tate’s Path
Tate’s Path are journey tiles and no card or action is associated with the act of moving on to them. The player may remain at Tate’s Path until either
a)	The Devoted Legion Piece is moved or
b)	The player’s Devoted Legion Piece is defeated in battle.
[bookmark: _Toc401045510]Occupying a tile with another player on it or invading a Clan Citadel
If a player occupiers a tile with another player on it, or invades a Clan Citadel, a battle takes place.

If a player attacks a Map Tile and wins, the defender’s Devoted Legion Piece is returned to the Clan Citadel and the attacking player takes 2 random resource cards from the defender. If the attacker loses, their Devoted Legion Piece is returned to their Clan Citadel and loses 1 resource to the defender.

If the player attacks a Citadel and wins, the attacking player may take any 3 of the following
1. 8 resource cards
2. 4 Gaia Cards  
3. 4 Knot Cards
4. The player can instantly downgrade any 1 of the defeated players existing buildings by 1 level.

If the attacker loses, their Devoted Legion Piece is returned to their Clan Citadel, and they lose 4 resources to the defender.

Multiple Devoted Legion Pieces of the same clan can occupy the same Map Tile with a stacking effect on the cards drawn. Eg, if 2 Devoted Legion Pieces occupy one Faith Map Tile, 2 Faith resources are gained before buffs and upgrades are applied.

The battle system is described later on.
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Resources are collected in order to develop or upgrade existing developments. The list of available basic developments is as follows.

Yugyo Garrison
Allows the player to play an additional Devoted Legion Piece. If the development is destroyed, the player must remove a Devoted Legion Piece from the board.
Cost: 	2 x Faith 	1 x Judgement 	1 x Inferno
Prerequisite for:  Kurama Temple
Only one can be built per Citadel. 4 are available in the game

Chalco’s Allotment
Allows the player to open additional Resource Field picked at random. If the development is destroyed, the player must remove a Resource Field of the attackers choosing.
Cost: 	2 x Inferno 	1 x Judgement 	1 x Bloodlet
Prerequisite for: Purites Field of Plenty
Only one can be built per Citadel. 4 are available in the game.

Shonin’s Trade Route
Increases the yield of all resources by 1
Cost:	1 x Faith	2 x Judgement	1 x Bloodlet
Prerequisite for: Taka’s Teachings
Only one can be built per Citadel. 4 are available in the game.

Henry’s Training
Increases all battle rolls by 1. This can be stacked with Earce and Khronusium Deflector when applied to Citadel battles.
Cost:	1 x Faith	1 x Inferno	2 x Bloodlet
Prerequisite for: Prelate Academy
Only one can be built per Citadel. 4 are available in the game.

Earce
When a Citadel is attacked, this development increases the defenders battle roll by 1. This can be stacked with Henry’s Training and Prelate Academy
Cost:	2 x Faith	1 x Judgement	1 x Bloodlet
Prerequisite for: Khronusium Deflector
Only one can be built per Citadel. 4 are available in the game.

Word of Power
When attacking a Citadel, this development increases the attacker battle roll by 1. This can be stacked with Henry’s Training and Prelate Academy
Cost:	1 x Faith	2 x Inferno	2 Judgement
Prerequisite for: Hope Against The Tyrants
Only one can be built per Citadel. 4 are available in the game.

Heorte Rift
Increases the movement of all Devoted Legion Pieces by +1
Cost:	1 x Faith	1 x Inferno	2 x Judgement
Prerequisite for: Teutoburg Shift
Only one can be built per Citadel. 4 are available in the game.




School of Spoilers
Enables the learning of sKILLS. If the School of Spoilers is destroyed, the player does not lose any sKILL cards they hold, but cannot learn any more until they rebuild.
Cost:	1 x Inferno	1 x Judgement	2 x Bloodlet
Prerequisite for: Memnon’s Scrolls
Only one can be built per Citadel. 4 are available in the game.

A development can be built at any time during a players go after the initial cards have been drawn.
[bookmark: _Toc401045512]Upgrading A Development
Once a development has been built, a player can upgrade it to increase the bonus received. The existing development is destroyed to make way for its successor.
Kurama Temple
Allows the player to play an additional 2 Devoted Legion Pieces.  If the development is destroyed, the player must remove a Devoted Legion Piece from the board.
Cost:	4 x Faith	3 x Judgement
		3 x Inferno	2 x Bloodlet
Requires: Yugyo Garrison
Only one can be built per Citadel. 2 are available in the game.

Purites Field of Plenty
Allows the player to open 2 additional Resource Field picked at random. If the development is destroyed, the player must remove a Resource Field of the attackers choosing.
Cost:	2 x Faith	4 x Inferno
		3 x Judgement	3 x Bloodlet
Requires: Chalco’s Allotment
Only one can be built per Citadel. 2 are available in the game.

Taka’s Teachings
Increases the yield of all resources by 2
Cost:	3 x Faith	2 x Inferno	
		4 x Judgement	3 x Bloodlet
Requires: Shonin’s Trade Route.
Only one can be built per Citadel. 2 are available in the game.

Prelate Academy
Increases all battle rolls by 2. This can be stacked with Earce and Khronusium Deflector when applied to Citadel battles.
Cost:	3 x Faith	3 x Inferno	
		2 x Judgement	4 x Bloodlet
Requires: Henry’s Training.
Only one can be built per Citadel. 2 are available in the game.

Khronusium Deflector
When a Citadel is attacked, this development increases the defenders battle roll by 2. This can be stacked with Henry’s Training and Prelate Academy
Cost:	4 x Faith	2 x Inferno
		3 x Judgement	3 x Bloodlet
Requires: Earce
Only one can be built per Citadel. 2 are available in the game.

Hope Against The Tyrants
When attacking a Citadel, this development increases the attacker battle roll by 2. This can be stacked with Henry’s Training and Prelate Academy
Cost:	3 x Faith	4 x Inferno
		2 x Judgement	3 x Bloodlet
Requires: Word of Power
Only one can be built per Citadel. 2 are available in the game.

Teutoburg Shift
Increases all Devoted Legion Piece movement by +2
Cost:	3 x Faith	3 x Inferno
		4 x Judgement	2 x Bloodlet
Requires: Heorte Rift
Only one can be built per Citadel. 2 are available in the game.

Memnon’s Scrolls
Learn sKILLS for 50% of resource cost. 
Cost:	2 x Faith	3 x Inferno
		3 x Judgement	4 x Bloodlet
Requires: School of Spoilers
Only one can be built per Citadel. 2 are available in the game.

You cannot upgrade your development if no upgrades are available. Eg, you cannot upgrade your Heorte Rift to a Teutoburg Shift if 2 other players already have them. The way to acquire the Teutoburg Shift is to attack one of the players, win, destroy their Teutoburg Shift and then upgrade your own Heorte Rift.

A development can be upgraded at any time during a players go.
[bookmark: _Toc401045513]sKILL Card
If a player has developed a School of Spoilers, they can use resources to buy sKILL Cards. Unlike equivalent cards in other decks, these cards can be held and used at another time, or played immediately.

The available sKILL Cards are:

Magic Mirror
Cost:	8 x Faith	6 x Inferno
		6 x Judgement	4 x Bloodlet

Kwon’s Scroll
Cost:	4 x Faith	8 x Inferno
		6 x Judgement	6 x Bloodlet

Shield of Freeman
Cost: 	6 x Faith	4 x Inferno
		8 x Judgement	6 x Bloodlet

King’s Ransom
Cost:	6 x Faith	6 x Inferno
		4 x Judgement	8 x Bloodlet

Greine’s Strategy
Cost:	10 x Faith	8 x Inferno
		8 x Judgement	6 x Bloodlet

A Gathering of Twine
Cost:	6 x Faith	10 x Inferno
		8 x Judgement	8 x Bloodlet

Denoon’s Run
Cost:	8 x Faith	6 x Inferno
		10 x Judgement	8 x Bloodlet

Wrath of Riah
Cost:	8 x Faith	8 x Inferno
		6 x Judgement	10 x Bloodlet
[bookmark: _Toc401045514]Wrath of Riah
If a Wrath of Riah Card is played, and a player does not have a Magic Mirror Card to play, a development is destroyed.

If the development is in an upgraded form, it reverts back to its previous level.

If the development is not in an upgraded form, it is removed from the Citadel.

The Wrath of Riah is susceptible to the Magic Mirror.

[bookmark: _Toc401045515]The Magic Mirror
When subject to the effects of a Knot, Mountain, Skill or Gaia Card by another player, a player can play the Magic Mirror card and bounce back the effect onto the wielder. Not all cards effects can be reflected. The following table applies

	Effect Applied

	Effect after Magic Mirror is Applied

	A Gathering of Twine
	The player who plays the Magic Mirror card forces the player who played the A Gathering of Twine Card to move 3 of their Devoted Legion Pieces back to the Clan Citadel


	Altera’s Trap
	The player who plays the Magic Mirror card forces the player who played the Altera’s Trap Card to apply Altera’s Trap effects to their Devoted Legion Pieces


	Celus’ Pride
	The player who plays the Magic Mirror selects one player to miss their next go.


	Corvus’ Smite

	The player who plays the Magic Mirror card takes one 1 Gaia Card from the player on their right.


	Danielle’s Plan
	The player who plays the Magic Mirror card takes 1 Gaia Card from a player of their choice.


	Denoon’s Run
	The player who plays the Magic Mirror card takes one 1 Gaia Card from the player who played the Denoon’s Run Card.


	Greine’s Strategy
	The player who plays the Magic Mirror card forces the player who played the Greine’s Strategy Card to miss their next go.


	Jonestown Lost
	The player who plays the Magic Mirror selects one player to move 3 of their Devoted Legion Pieces back to the Clan Citadel.


	King’s Ransom
	The player who plays the Magic Mirror card takes 2 resource cards from the player who played the King’s Ransom Card


	Scandinavian  101
	The player who plays the Magic Mirror card forces the player who played the Scandinavian  101 Card to apply the card to their resources


	Sonkan’s Folly
	The player who plays the Magic Mirror card selects one player to lose all their resources.


	Wrath of Riah
	The player who plays the Magic Mirror card chooses one development of the player who played the Wrath of Riah Card to be destroyed or downgraded.



If the Knot, Gaia, or Mountain Card is not listed in the above table, applying a Magic Mirror Card will have no effect. 

A Magic Mirror Card can be held by a player until it is needed. However, it can only be used once and must be returned to the bottom of the deck once it is used.

Multiple Magic Mirror Cards can be played in a single round. Eg; Player A plays a Wrath of Riah Card and selects Player B, who in turn plays a Magic Mirror Card. If Player A has a Magic Mirror Card it can be played, forcing Player B to accept the Wrath of Riah Card. If Player B has a second Magic Mirror Card if can be played, forcing Player A to accept the Wrath of Riah Card. If Player A has a second Wrath of Riah Card it can be played.
The round can continue to like this until all Magic Mirror Cards are exhausted and a player is forced to accept the effects of the played card.

A player is never forced to play a Magic Mirror Card, and may only do so when they choose.
[bookmark: _Toc401045516]Battles
Battles take place when either
a) A player moves his Devoted Legion Piece onto another Map Tile where another players Devoted Legion Piece already is or
b) A player moves his Devoted Legion Piece into an another players Citadel or
c) A player’s Devoted Legion Piece is moved when Nagamasa’s Step is played and two opposing players occupy the same Map Tile. This known as a Proxy Battle.

Battles are decided by a roll of the dice. The attacker rolls first. Before they do so they must cite any advantages or disadvantages given by developments, upgrades and cards. The attacker may then elect to use any combination of Knot, Gaia, Mountain and sKILL cards. A player is not obliged to play a card if they hold it, but rather may do so in line with their own strategy. Used cards are returned to the bottom of the deck.

The sum total of all buffs gained from developments and cards should be agreed and noted before the attacker rolls the dice.

The attacker rolls the dice and the value is added to that of the buffs.

The defender repeats the same process of citing developments and card buffs before they roll the dice.

The highest score wins the battle.

Once the victor is decided, the loser can then elect to play any Shield of Freeman Cards they hold.

The loser’s Devoted Legion Piece is returned to their Clan Citadel.

If the player attacks a Map Tile and wins, the defender’s Devoted Legion Piece is returned to the Clan Citadel and the attacking player takes 2 resource cards from the defender. If the attacker loses, their Devoted Legion Piece is returned to their Clan Citadel and loses 1 resource to the defender.

If the attacker seizes a Resource Tile, they instantly get 1 of that resource, which may be multiplied depending on their development and card buffs.

If the playing is attacking a Citadel and wins, the attacking player may take any 3 of the following
1. 8 resource cards
2. 6 Gaia Cards  
3. 4 Knot Cards
4. The player can instantly downgrade any 1 of the defeated players existing developments by 1 level.

There is no limit to the number of battles that can take place in a single go.
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Epic Battles take place when either
a) more than one Devoted Legion Piece attacks another players Devoted Legion Piece or Citadel or
b) a Map Tile or Citadel is defended by at least one Devoted Legion Piece.

In this instance, battles take place over a series of rounds. If a Devoted Legion Piece survives it can be used in subsequent rounds. If not, it is returned to the Clan Citadel.

The following example illustrates how an Epic Battle is fought.

Player A sends two Devoted Legion Pieces into a Map Tile occupied by two Devoted Legion Pieces belonging to Player B.

Player A cites development and card buffs, plays no additional cards and rolls the dice.

Player B cites development and card buffs and chooses to play a card and rolls the dice.

Player B wins the round and one of Player A’s piece is returned to their Citadel.

Round two, and subsequent rounds, progress in the same way until there are either no attacking or defending Devoted Legion Pieces left.

There is no limit to the number of Epic Battles that can take place in a single go.
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Proxy Battles are fought when Nagamasa’s Step is played, and a player sends at least two different players pieces on to the same map tile .

The battle is fought in the same way as either a Battle or an Epic Battle.

For the purposes of considering order of play and the allocation of rewards from battle, the last Devoted Legion Piece to be moved onto the Map Tile is considered the attacker.

Proxy Citadel Battles can take place in the same way.
[bookmark: _Toc401045519]Attacking a Citadel
A Citadel does not need to have a Devoted Legion Piece occupying it to defend itself. If it does, then an Epic Battle commences. If not, a regular Battle commences unless it is being attacked by more than one opposing Devoted Legion Piece.

Proxy Citadel Battles can be fought when Nagamasa’s Step is played.
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Before a player passes the dice to the next player, they may trade cards with any other player.

Any card from any deck can be traded, with the exception of Resource Fields. Resources can be traded, but the Fields cannot.

There is no limit to the amount of trades that can be undertaken, nor is there any limit to the amount of cards that can be traded in a single transaction.

Players are under no obligation to disclose the nature of the trade to other players, and should they wish to do so they can make offers in writing so that other players do not hear.
[bookmark: _Toc401045521]Winning And Losing The Game
In order to win the game, a player must;
1. Obtain all three unique Danu Gaia Cards from the Gaia Map Tiles.
2. Once obtained, the player has learned the Gaia Lore, and gains a +7 to all dice rolls when they are attacking.
Gaia Lore gives no bonus to defending.
A player is not obliged to reveal to other players when they have obtained the Gaia Lore until they attack an opposing Citadel and disclose the +7 attack roll.
3. A player who has the Gaia Lore and attacks another Citadel, can permanently remove the defender from game if they win the battle.

When a player loses a defence of their Citadel to a player who is empowered by Gaia Lore, all of their Devoted Legion Pieces are removed from the board, their Citadel Map Tile is turned over, and any cards not seized are returned to the bottom of the respective decks.

The game continues until one player remains.

If a player is in possession of the Gaia Lore and loses a piece, they must regain it in order to continue destroying opposing Citadels.
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The following is an illustration of how a player’s turn may progress.
1. The player rolls the dice and moves their Devoted Legion Pieces. 
2. Depending on how the Devoted Legion Pieces are moved, battles commence. 
3. The player collects all resource cards due to them.
4. Next the player collects all Mountain, Knot, and Gaia cards due. Instructions are followed.
5. Once battles are concluded, cards are captured and the player has the option to build and/or trade. 
6. Once all the Devoted Legion Pieces are moved, battles concluded, trades made and developments completed, the player gives the dice to the player on their left.

Step 2 can be repeated as appropriate. For example, if a player rolls a 10, they can move 3 spaces and engage in a battle. Once the result of that battle is known, they still have 7 spaces to move, and can move the same piece again choosing to take as many opportunities to build, battle or trade as the dice allow.
[bookmark: _Toc401045523]Rule Variations
1. A two-player version of the game can be played by each player choosing two clans to act co-operatively against the opponents two clans. One Danu’s Mind, Heart, and Soul should be removed from their respective Gaia decks before the game begins.
2. Map tiles are traditionally dealt at random. If all players are in agreement, the map tiles can be strategically placed in order to facilitate a specific scenario
[bookmark: _Toc401045524]The Spirals of Danu
The Quest for Gaia is based on the mythology of The Spirals of Danu series of books by Martin Adil-Smith. You should definitely check them out – they’re really good.

You can find him on Facebook and Twitter.
[bookmark: _Toc401045525]Credits
The following people made this game possible.

Game Concept:	Martin Adil-Smith & George Tate
Ar2rk:			Jane Artist
Play Testers:		Sally Tester
			Dave Naysayer
			Carl Rulemonger
			Kerri Picky
			Mike Likeseverything
[bookmark: _Toc401045526]Legal
Quest For Gaia is ©2014 Martin Adil-Smith. All rights reserved. 
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Appendix A – Available Cards
	Name
	Description
	Decks

	A Gathering of Twine
	Select any 3 enemy Devoted Legion Pieces to be returned to their respective Citadels. The pieces do not have to belong to the same player.
	Knot
sKILL

	Accipiter’s Blessing
	The player can instantly upgrade any of their existing developments without consuming any resources. This card can be held and played at any time.
	Library of The Lost
Dark in The Light
Oracle of Murkwood

	Altera’s Trap 
	A player gives this card to another player. The movement of their Devoted Legion Pieces is decreased by 1 for as long as they hold this card. This is added on to the dice roll and does not affect either the roll again or draw A Knot Card. This card is deactivated and returned to the deck when the player who holds it rolls either a double-one or a double-six.
	Knot
Dark in The Light

	Aurica’s Touch
	A player who holds this card may increase production of all resources by 1 for as long as they hold this card. Multiple versions of this card can be played and the effects stack. The player holds this card in their Clan Citadel until they lose it in an attack.
Gaia, Knot and Mountain map tiles are NOT resources. Only Faith, Bloodlet, Judgment, and Inferno are resources.
	Knot
Dark in The Light

	Bructeri Axe
	The player keeps this card until they choose to play it. When played it gives a +5 to a battle roll.
	Mountain

	Caretrade’s Fall
	All players lose all resource cards.
Gaia, Knot and Mountain map tiles are NOT resources. Only Faith, Bloodlet, Judgment, and Inferno are resources.
	Knot

	Celus’ Pride
	The player who drew the card misses their next go. They will not collect any resources, Gaia Cards, Mountain Cards, Knot,or move any pieces.
	Knot

	Corvus’ Smite
	The player to your left takes 1 Gaia Card from you. If the player has more than one Gaia Card, you may not see the cards but must pick at random.
	Knot

	Danielle’s Plan
	Lose 1 Gaia Card
	Knot

	Danu’s Heart
	Used for completing Gaia Lore
	Dark in The Light

	Danu’s Mind
	Used for completing Gaia Lore.

	Library of The Lost

	Danu’s Soul
	Used for completing Gaia Lore.
	Oracle of Murkwood

	Denoon’s Run
	Take 1 Gaia Card from any player. If the player has more than one Gaia Card, you may not see the cards but must pick at random.
	Knot
sKILL

	Greine’s Strategy
	Select 1 player to miss their go. They will not collect any resources, Knot, Gaia, Mountain Cards, or move any pieces.

	Knot
Library of The Lost
sKILL

	Hyde’s Stride
	A player who hold this card may increase the movement of their Devoted Legion Pieces by 1 for as long as they hold this card. This is added on to the dice roll and does not affect either the roll again or draw A Knot Card. The card does stack with other equivalent cards and developments that give the same bonus.
	Knot
Oracle of Murkwood

	Ishin Blade
	The player keeps this card until they choose to play it. When played it gives a +12 to a battle roll. 
	Mountain

	Jonestown Lost
	The player who drew the card has 3 of their Devoted Legion Pieces returned to their Clan Citadel.
	Knot

	King’s Ransom
	Take 2 resource cards from each player. The player may not see the cards they are taking, but should select at random.
Gaia, Knot and Mountain map tiles are NOT resources. Only Faith, Bloodlet, Judgment, and Inferno are resources.
	Knot
sKILL

	Kwon’s Scroll
	The player keeps this card until they choose to play it. When played it gives a +3 to a battle roll. Multiple cards can be played per battle, and it can be stacked with the equivalent cards and development bonus.
	Knot
Library of The Lost
sKILL

	Magic Mirror
	When subject to a Knot, sKILL or Gaia Card by another player, a player can play the Magic Mirror card and bounce back the effect onto the wielder. See the Magic Mirror section for full details.
NOT ALL CARDS ARE EFFECTED.
	Mountain
sKILL

	Nagamasa’s Step
	Move all Devoted Legion Pieces (including yours) 1 place.
	Knot

	Niederlicht’s Purge

	This card can be held until needed. When played, this card will dismiss the effects of any one of Altera’s Trap, Celus’ Pride, Greine’s Strategy, Scandinavia 101.
	Oracle of Murkwood
Dark In The Light
Library of The Lost

	Otsuno’s Touch
	Draw 1 Gaia Card from any deck of your choice
	Knot

	Rock
	This gives the player nothing. Immediately return to the deck. 
	Mountain

	Scandinavian  101
	A player gives this card to another player. The yield of all Resource Fields and Resource Map Tiles is decreased by 1 for as long as they hold this card. This card is deactivated and returned to the deck when the player who holds it rolls either a double-one or a double-six.
Gaia, Knot and Mountain map tiles are NOT resources. Only Faith, Bloodlet, Judgment, and Inferno are resources.
	Knot
Oracle of Murkwood

	Shield of Freeman
	When defeated in battle, or subject to a Knot, Mountain or Gaia Card, a player make play a Shield of Freeman card and protects from 50% of losses.
	Mountain
sKILL

	Sonkan’s Folly
	The player who drew the card loses all the resource cards they are holding.
Gaia, Knot and Mountain map tiles are NOT resources. Only Faith, Bloodlet, Judgment, and Inferno are resources.
	Knot

	The Lost Eleven
	All Devoted Legion Pieces of all players are moved back to their respective Citadel.
	Knot

	Wendling Knife
	The player keeps this card until they choose to play it. When played it gives a +1 to a battle roll. Multiple cards can be played per battle, and it can be stacked with the equivalent cards and development bonus.
	Mountain

	Wrath of Riah
	The player can instantly downgrade any other players existing developments. This card can be held and played at any time
	Library of The Lost
Dark in The Light
Oracle of Murkwood
sKILL
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