[ WATCH THE VIDEO!

To learn how to play: darringtonpress.com/quarterpast

THE MIDNIGHT (UEEN IS DEAD.

Four new challengers enter the fray for the grand contest known as the Rule
by Midnight: a 24-hour trial of combat and guile in which the Princesses
of Twelvefold are summoned to Court to battle one another. At the stroke
of midnight, the most powerful Princess left standing will be crowned the
new ruler of Twelvefold.

WHO WILL BE QUEEN BY MIDNIGHT?
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This rulebook is a resource to setting up and getting started with Queen by
Midnight: Quarter Past. It is also a helpful guide to look up information about
certain cards and rules as you play. If at any point you find a term that you
don’t know, check the GLOSSARY on page 11.

o{ Start by organizing the components using the card anatomy references and components
guide on page 1 and 2.
{ Then follow the step by step set up instructions on page 3.

o After the game is set up, read through the On Your Turn section on page 6 to learn what
actions you can take on your turn. Then review the End of Round and End of Game
sections to get a sense of how the game will progress.

This should give you everything you need to start playing the game.

Other sections that are helpful to review are the Playing Cards section (page 7),
which will go over each card type and how they are played. There is also the
Inner Circle (page 9), which covers an important mechanic for games with
player counts of more than 3.
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2 SIX-SIDED DICE )
i 27 AFTERNOON T 27 TWILIGHT 7 26 MIDNIGHT
. BAZAAR CARDS ) _ BAIZAAR CARDS ) _ BAZAAR CARDS )

1 GROW/SHRINK TOKEN
(Azil with-a-Z)

l

TFIRST PLAYER TOKEN ) 60 PRINCESS VAULT CARDS
; 8 WAR CHEST CARDS 4 ULTIMATE WAR
(15 for each Princess) @ for each Princess) CHEST CARDS
(1 for each Princess)

24 10YALTY TOKENS )

4 INNER CIRCLE/ULTIMATE CARDS 10 PRINCESS TRAP CARDS 40 STARTER CARDS
(1 for each Princess) (Kahurere Skyfisher) ) (10 for each Princess) )

30 LEVEL TOKENS |

4 CLOUT & HEALTH TRACKERS

6 CLOUT MARKERS | 6 HEALTH MARKERS ) 24 DECLARATION CARDS )

4 PRINCESS REPERTOIRE BOARDS

(1 for each Princess)

~ (10CK BOARD
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SETUP

\
REFRESHING YOUR

VAULT DECK

You may only refresh

the Bazaar and your Vault
once on your turn.




IAAR

SS’ VAULTS

LASSES

(brute force and
martial prowess)

(arcane energies
and mystical secrets)

(underhanded trickery
and masterful plotting)

(Can be used by any
Princess regardless
of class)
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Beginning with the first player and continuing clockwise, Queen By Midnight takes place over
several rounds. After all players have taken their turn, a new round begins. Signify the new
round by moving the Clock hand to the next highest number chronologically. If at any point
only 1 player remains, the game ends immediately. Otherwise, when the Clock Hand reaches

Midnight, the game ends.

ON YOUR TURN

On your turn, you may perform any of the following actions in any order. You may perform

actions multiple times unless stated otherwise.

PLAY YOUR CARDS: Play any
number of cards from your hand,
paying the Clout for each card played.

{ Playing cards is a specific action that
means paying the  ("To Play") cost of
the card and placing it into the Archive or
Armory depending on the card type.

{ Place Reaction cards: Place any number
of Reaction cards face down into the
Armory below your Repertoire board.

{ Your Armory can have any number of
Reaction cards within it. Reactions are
usually activated on other Princess' turns
but some cards can be activated on your turn.

{ To activate a Reaction card, it must have
its condition met. Reveal the card and
pay its "To Play" cost, resolve the card,
and place it into your Archive.

PURCHASE CARDS: Purchase any number
of cards from your Vault or from the Bazaar using
Clout to pay the  ("To Buy") cost. Purchased
cards are placed face up in your Archive.

{ Whenever a card is purchased from the Vault
or the Bazaar, it is immediately replaced
with a card from its respective deck.

{ When cards are purchased from
anywhere, they are placed in your
Archive by default. Certain cards
can go to other areas depending on
their effects.

{ Princesses can only purchase or play
cards that match one of their 2 classes.

EXAMPLE
O
N Elise has 5 cards in her hand. She plays 3 cards

during the course of her turn.

She isn't excited about the 2 cards remaining in her hand,
s0 she decides to Archive them and draw a full new hand of 5.

Play proceeds to the next Princess.

On Elise's next turn, the hand limit has been increased to 6.
She draws her additional card at the start of her turn when
the hand limit increases.

She plays 4 cards. She decides to keep the
2 remaining in her hand. She draws 4 new cards
up to the hand limit of 6.

Play proceeds to the next Princess.

REFRESH VAULT: Spend 2 Clout to send
all face up cards in your Vault to the bottom
of your Vault deck and then refill with 3 more.
This action can only be taken once per turn.

REFRESH BAZAAR: Spend 2 Clout to send
all face up cards in the Bazaar to the bottom

of the Bazaar deck and then refill with 3 more.
This action can only be taken once per turn.

ARCHIVE YOUR HAND & END YOUR

TURN: When your turn ends, you may choose to
place any cards from your hand into your Archive,
ignoring any Play or Discard effects. Then draw new
cards up to the current hand limit.

{ You can choose to end your turn and
hold cards in your hand, but you will only
ever draw up to your hand limit—any
held cards count toward that limit.

{ When you are finished performing actions,
or cannot perform any more, draw cards
from your deck until you reach your
hand limit. At the beginning of the game,
the player hand limit is 5 cards.

WHEN YOUR DECK RUNS OUT

When your deck runs out—or there are not

enough cards remaining to refresh your
hand—shuffle your Archive and place it
face down to create a new deck.

'a




PLAYING CARDS

UTILITY

Utility cards have effects which
include granting Clout, healing HP
and generating advantages against other
Princesses. When playing a Utility card, pay its
"To Play" cost, resolve the card text and place
the card in your Archive.

{ When played, Utility cards go into the
Archive by default, but sometimes they will
be Banished depending on the card ability.

ATTACK CARDS

Attack cards are how you deal

damage and defeat your opponents!
For additional details on Attack cards see page 11.
To play an Attack card, follow the steps below:

1. Select an Attack card from your hand to play.

2. Pay all costs required to play the card.

* If a card or effect is negated, the
"To Play" cost isn't refunded.

3. Select 1 or more targets for the card effect.

4. Each targeted player may activate
a Reaction card in response.

* If multiple targeted opponents wish to use Reaction

cards, each player must declare and fully resolve
their Reaction one at a time in turn order.

5. Apply the effects of the played card to all
targets who did not negate the effect.

6. Place the Attack card in your Archive.

DEALING DAMAGE

Some cards and effects will instruct you to deal either
Major or Minor damage based on the Class of the
Attack. When dealing damage or resolving an effect
that calls for Schemer, Brawler or Caster, check the

corresponding Class on your Repertoire board and deal
your Level in damage, either Major (the larger number)

or Minor (the smaller) as instructed by the card.

Elise LeKraken would deal:

Ma_l;)r Sch

Major C

Don’t forget to account for changes in your Level as
you play. Gaining (or losing) a Level increases (or
decreases) both your Major and Minor damage in
that Class by 1.

Increases and decreases in your Levels are often
temporary and can be tracked with the provided
Level Tokens.
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REACTION CARDS

Reaction cards are a unique card type
that must be played face down in your
Princess' Armory during your turn. Reaction cards
remain face down in a Princess' Armory until they
are activated or dismissed by another effect. They
are your only line of defense against an opposing
player’s Attacks, so use them wisely! To activate a
Reaction card, perform the following steps:

1. Select a Reaction card in your Armory.

* The Reaction card must be able to target
the player or effect which is targeting
you or one of your Summons.

* Reactions to Attack cards happen after the "To Play"
cost is paid, but before any of the effects of the card
resolve. Some Reaction cards must be activated
in response to other effects like damage. Activate
these Reaction cards after the other effects resolve.

2. You can activate Reaction cards within
your Armory by paying all costs associated
with the card.

* This includes any optional costs
to enhance an effect.

3. Reveal and apply the effects of the
Reaction card.

4. Dismiss the Reaction card to your Archive.

/4

DON'T FORGET TO ACCOUNT
FOR CHANGES IN YOUR
LEVEL AS YOU PLAY.
Gaining (or losing) a Level increases (or
decreases) both your Major and Minor
damage in that Class by 1.

Increases and decreases in your L
often temporary and can be tracked with
the provided Level Tokens.

MINOR DAMAGE

DAMAGE CIASS
MAJOR DAMAGE



SUMMONS

A Summonts is a helper that players can
call forth when playing certain cards in
their Armory.

When Summons are played, they are placed in your
Armory and gain a number of Loyalty Tokens equal
to the amount stated on the card. Princesses can use
Reaction cards to protect their Summons.

DAMAGE:
{ When selecting targets for an Attack card, a player
may select an opponent’s Summon.

¢ Any damage dealt, or Clout stolen, results
in the Summon losing Loyalty.

< When a Summon reaches 0 Loyalty, its
card is dismissed from the Armory.

{ When Attack cards target Summons, you may
activate Reaction cards within your Armory by
paying all costs associated with the card.

ULTIMATE CARDS

Ultimate cards are split into 2 parts:

{ The Ultimate Art card, which starts the
game in the War Chest, can be bought like
any other War Chest card after round 8.

X The Ultimate/Inner Circle tarot card
describes the effect of the Ultimate Art
card when played. These cards have
powerful effects that you should take

some time with your table to review.

EXPANSION

TRAP CARDS

s are found in Kahurere
ult deck. They are

hoice. They
by any Princess and
e efit when they

EXPANSION ===

NEUTRAL CARDS

eutral cards that can be bought/

shed immediately.




END OF THE ROUND

After all players have completed one turn, advance
the Clock hand. Certain events are triggered when
the Clock hand reaches particular hours.

WHEN THE CLOCK STRIKES 5:

1. Remove all available
Afternoon Bazaar cards,
the Afternoon Bazaar
deck, and the discard
from the Bazaar.

2. Place the Twilight Bazaar
deck in its space next to
the Clock Board and reveal
the top 3 cards.

3. All players increase
their hand limit to 6
cards. Players draw the
additional card at the
start of their turn.

WHEN THE CLOCK STRIKES 6:
(4+ PLAYERS ONLY)

1. Not every Princess will
make it to the end, so now
is the time to determine
your allegiance if you
don’t survive.

2. In a game with 4 or more
players, all players have
time to discuss who
they will (or will not)
pledge their allegiance
to if they are eliminated.
Promises are not binding,
and players should
not reveal their final
decision to others.

* NOTE: This should be
a freeform discussion.
Consider setting a
timer if needed.

3. Once all players
have decided their
allegiance, or when
the timer expires, each
player secretly places a
Declaration card on their
player board with the
corresponding color of
the Princess they wish to
declare for.

WHEN THE CLOCK STRIKES 8:

1. Remove all available
Twilight Bazaar cards,
the Twilight Bazaar
deck, and the discard
from the Bazaar.

2. Place the Midnight Bazaar
deck in its space next to
the Clock Board and
reveal the top 3 cards.

3. Cards stashed in a
player’s War Chest are
now available for purchase.
Like other cards, they can
be purchased with Clout.
All 3 cards are available;
they are not part of a
player’s Vault.

4. All players increase
their hand limit to 7
cards. Players draw the
additional card at the
start of their turn.

WHEN THE
CLOCK STRIKES 11:
(4+ PLAYERS ONLY)

At the start of each

player's turn, that player can
flip over their Declaration
card and their Ultimate/
Inner Circle card to become
the advisor for their declared
Princess instead of taking
their turn. (See page 9

for more details) card at

the start of their turn.

WHEN THE CLOCK STRIKES 12:
The game is over.

r
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END OF THE GAME

If at any point only one Princess remains,
the game ends immediately and that
Princess is the new Queen.

Otherwise, when the Clock hand reaches Midnight, the game
ends. All remaining players tally their Victory Points (VP).

Whoever has the most Victory Points is crowned Queen.

If 2 Princesses are tied for most Victory Points, then
the Princess with the most Clout wins.

If the Princesses are still tied, then they are crowned
Dual Queens and both win.

If the Queen has an Advisor, they also win.

N
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ACTIVATE

Activating is how you use
Reactions that have been placed
into your Armory to respond to
cards. Reaction cards can only
be activated in your Armory,
NOT from your hand. Pay the
"To Play" cost to Activate.

ARCHIVE

This is the discard pile where
Attack cards and Utility cards
are placed after they have

been played. It is also where
Reaction cards are placed after
activating them, and where
Dismissed Boons, Banes, and
Summons go. Whenever a card
is purchased it is placed in

the Archive unless otherwise
specified. When your deck runs
out, reshuffle your Archive

and use it as your new deck.

ARMORY

Each Princess has an Armory
beneath their Repertoire Board
that can contain Boons, Banes,
Summons, and face down
Reaction cards. There is no
limit to the number of cards
that can be in the Armory.

ATTACK CARDS

These are cards played from
your hand that deal damage
and harmful effects to other
players. The following details
about Attack cards may answer
some common questions:

e Ifa card or effect is negated, the
"To Play” cost isn't refunded.

¢ If multiple targeted opponents
wish to use Reaction cards,
each player must declare and
fully resolve their Reaction
one at a time in turn order
(see page 7 for the steps of
playing a Reaction card).

* Some Attack cards will ask
players to deal damage
equivalent to the card's
Class (e.g. a Schemer card
deals Schemer damage).

e Ifan Attack card is played and
nothing was negated, apply
the full effect of the card and
receive all relevant bonuses.

* Some Reaction cards specifically
negate one type of damage
(e.g. damage to your HP).
In this case, any additional
1 Attack effects still occur.

* Other Reaction cards negate
an Attack card entirely (they
will specify this). In this case,
all effects—both harmful and
beneficial—are negated for
the player who activated the
Reaction. All other targets
who did not activate their own
Reaction cards will experience
the effects as normal.

* Any card effects, such as rolling
dice or choosing between
options, happens only after
opponents have had a chance
to negate the card. Once the
active player begins to resolve
their card, opponents can
no longer use Reactions.

BANISH

This is the action of removing a
card from the game by placing it
in the Banish pile.

Banished cards do not get
reshuffled and are kept together
in a central Banish pile.

Banish is an effect that only
appears on specific cards and
cannot be done without the
card effect. Some cards have an
additional benefit
when Banished.

Elise LeKraken has
a personal Banish
pile called the
Grotto. Whenever an
effect of a card she
activates would banish a card,
it goes into the Grotto instead
of the central Banish pile.

All Banish piles are face up and
can be viewed by any player at
any time.

BAZAAR

These are cards that any Princess
can buy as long as they have
access to the card's Class. The
active Bazaar deck depends on
the current round of gameplay,
as indicated by the Clock Board.
When a card is purchased from
the Bazaar, it is immediately
replaced by a new Bazaar card
from the current deck. The
Bazaar can be refreshed once
per turn by paying 2 Clout.

BOON CARDS

These are permanent items
and enchantments that can
help you and hinder your foes.
Players can have any number
of Boon cards in their Armory.

CLOUT

This is your primary currency as
a Princess. It is primarily spent
to buy cards and to play cards
from your hand. Some effects
can steal Clout from you. You
cannot have Clout stolen from
you that you do not have. For
example: if an opponent would
steal 3 Clout from you and you
only have 1 Clout, you would only
lose 1 Clout and your opponent
would only gain 1 Clout.

DAMAGE AND
NON-ATTACK CARDS

Some Non-Attack cards have
the ability to deal damage that
can count as an Attack card.
When resolving those effects,
treat the damage component as
its own card. If the Attack card
portion is negated, it does not
negate the rest of the original
card's effects. If a Non-Attack
card effect causes damage
that targets multiple players,
then the effect is treated as a
separate Attack card played
on each of those players.

DECK

When your deck runs out, or
an effect requires more cards
than are currently in your
deck, reshuffle your Archive
and place it face down to use
as your new deck.

DECLARATION

When a Princess drops to

0 Health, they reveal the
Declaration they made when
the Clock struck 6. Unless
their declared Princess
already has an Advisor,

they become that Princess'
Advisor. (See Inner Circle on
page 9 for more details).



DISCARD

An effect which allows you

to put cards from your hand
directly into your Archive
without resolving their effects.

This is different from Banishing,
dismissing, or playing a card.
Some cards have an additional
effect which is only triggered
when Discarded.

DISMISS

The act of removing a card
from your Armory and placing
it to its owner's Archive.

EVENT CARDS

These are cards only found in the
Bazaar and can be distinguished
by their unique swirl design
behind the text on the card. They
only have a “To Buy” cost because
once they are purchased, they
immediately resolve their effect
and then are Banished unless the
card states otherwise. If, through
a card effect, an Event card

ends up in your hand, you must
resolve or banish it immediately.
If Elise LeKraken buys an Event
card, it will be Banished to the
Grotto (her personal Banish pile).

HAND LIMIT

This is the number of cards you
draw up to at the end of the
round. During your turn, you
can go over your hand limit,
but at the end of your turn,
you cannot have more cards
than your hand limit. You must
choose any excess cards and
place them in your armory.

HEALTH

A measure of how much damage
your Princess can take. Your
Princess starts the game with

30 Health Points (HP)— this

is reduced whenever you take
damage from an Attack. If

your Health drops to 0, you are
eliminated and out of the game.
You cannot heal Health above 30.

INNER CIRCLE CARD

Each Princess has 1 Inner Circle
card. This card lists 2 special
abilities that you can only play
on behalf of another Princess as
their Advisor (see Inner Circle
on page 9 for more details).

LOYALTY

This is the equivalent of HP for
a Summons. A Summons enters
your Armory with full Loyalty.
If it is targeted and receives
damage, it loses Loyalty equal
to that damage. If a summon is
targeted by a card that reduces
or steals Clout , treat the
loyalty tokens like Clout and
reduce the number of tokens
like removing Clout. When a
Summons loses all of its Loyalty,
it is dismissed to the Archive.

MARKET

The Market is the term used
to describe the 3 face up
cards in the Bazaar. When a
card is purchased from the
Market, it is immediately
replaced with the top card of
the current Bazaar deck.

NEUTRAL CARDS

These cards can be identified

by the silver crown in place of
the traditional Caster, Schemer,
or Brawler icon. They can be
purchased and played by any
Princess regardless of their class.

PIAY

The act of paying a card's "To
Play" cost and resolving its Play
effect. This can only be done
during your turn. Some cards
have effects that are triggered
only by other actions (e.g. when
Banished or Discarded).

REACTION CARDS

These cards are how you defend
yourself from the machinations
of other players. They are
placed face down in your
Armory and activated when the
conditions on the card are met.

REFRESHING

Refreshing is taking the current
3 cards available at the Bazaar
or your Vault and putting them
at the bottom of their respective
deck, then revealing 3 new cards
to replace them. The Bazaar can
be refreshed once per turn by
paying 2 Clout. Similarly, your
Vault can be refreshed once

per turn by paying 2 Clout.

REPERTOIRE

This is an umbrella term for
your play area. It contains your
Vault, deck, Armory, Archive,
War Chest, Health/Clout Tracker,
and Tokens.

TRAP CARDS

These are a card type
unique to Skyfisher.
They represent tricky acts of
espionage against other Princesses.
Instead of entering your Archive
when purchased, place them into
the Archive of another Princess of
your choice. Skyfisher receives a
bonus when another Princess plays
her trap card. Other Princesses are
not required to play Skyfisher's
trap cards, but simply disposing

of them will waste the limited
number of cards drawn each turn.

ULTIMATE CARDS

Incredibly powerful cards: a
Princess' piéce de résistance.
When purchased from the War
Chest, the larger Ultimate card is
placed next to your Repertoire
while the smaller, full-art

card is placed in your Archive.
When played, the smaller card
activates the effect listed on that
Princess' large Ultimate card.

UNBLOCKABLE

Unblockable damage typically
appears on a Princess’'
Ultimate card in the core
Queen by Midnight game.

The damage and subsequent
effects of an unblockable card
cannot be reduced, blocked,
or negated in any way.

VAULT

These are 3 face up cards on
your Repertoire board that are
available for purchase. When a
card is purchased from the Vault,
it is immediately replaced with
the top card of your Vault deck.
The Vault can be refreshed once
per turn by paying 2 Clout.

WAR CHEST CARDS

These are powerful cards only
available for purchase later

in the game. They include 1
Ultimate card and 2 Boon
cards unique to each Princess.
Just like any Vault or Bazaar
card, they are placed in your
Archive when purchased.
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Eons ago, in the world of Aidacra, an unknown
event devastated a civilization of mortals. Only
twelve kingdoms survived. The Princesses of these
kingdoms united and searched for a new home.
What they found was a fantastical and ferocious
battleground called Lym’bus. Fiends from the
Sublimina, aberrations from the Superlimina, and
the indigenous fey fought one another endlessly,
but the Twelve Princesses saw promise here. They
allied with the fey and, with their combined powers,
they drove back the fiends and aberrations.

As a reward for coming to their aid, the fey permitted the
Twelve Princesses to divide Lym’bus into their own fiefdoms
and there was peace for a time. As the mortals quickly fell
to scheming and warring against one another, the fey grew
to regret their decision and many were driven to contempt
and eventually violence. A new era of bedlam and carnage
was born. Time and again the Twelve Princesses sued for
peace with one another, but the capricious fey meddled in
their politics and drove the fiefdoms to chaos. After some
time, an uneasy peace was struck with the fey. To safeguard
this new alliance and protect their people, the Princesses
reorganized Lym’bus into the kingdom of Twelvefold with
the fey’s supervision. They agreed that the Princesses would
retain their sovereignty, answering only to one person: the
Midnight Queen. From her throne in the Midnight Court,
the Queen would serve as a check against the powers of

the Princesses and act as an intermediary between the
mortals and the native fey. Bound by the new Oath of the
Midnight Motley it became the Midnight Queen's eternal
duty to maintain peace between the fey and the kingdoms of
Twelvefold. The fey were pleased by this gesture, demanding
only one additional rule to ensure the Midnight Queen was
mighty enough to uphold this charge: the Rule By Midnight.
This would be a 24-hour trial of combat and guile between
the Twelve Princesses. At the stroke of Midnight, the most
powerful Princess left standing would be crowned Queen
by the Midnight Court, ensuring that only the most worthy
mortals would earn a seat amongst the fey. Thus the first
Rule By Midnight was called, ending in the coronation of
Delphine from Prism Vale — the first Midnight Queen.

If there ever came a time where the Queen had no direct
heirs, or if the Midnight Court deemed her heirs unfit to
rule, the Rule By Midnight would be invoked. Over the
last thousand years, the Rule by Midnight has only been
invoked a handful of times.

For the last 150 years, the Morrigans of Steppenloft have
reigned within the Midnight Court. All was well until, due
to mysterious circumstances, Queen Ostere Morrigan died
with no viable heirs. The Midnight Court did not deem any
of her extended family worthy, so she heeded the counsel of
a close friend and invoked the Rule by Midnight in her last
will and testament.
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REQUENTIASKER QUESToNs (FA0)

WHERE DO CARDS GO WHEN
THEY ARE PURCHASED?

Cards go directly to the Archive when
purchased from the Vault or Bazaar
unless stated otherwise on the card.

WHERE DO BANISHED CARDS 60?

When a card is Banished it goes into a
central Banish pile and is no longer shuffled
back into your deck. If Elise LeKraken
banishes a card with a card she played or
through an effect she controls, it will go

into her personal banish pile instead.

CAN I BANISH A CARD AT ANYTIME?

No, in order to Banish a card you need an
effect that allows you to Banish a card. Most
princesses starts with a strategize card that
allows them to banish cards. Elise starts
with Out with the Old which offers a similar
effect. There are also cards found in the
Bazaar and Vaults that have these effects.

WHEN | RAISE OR LOWER A LEVEL, DOES IT RAISE

JUST MAJOR OR BOTH MAJOR AND MINOR?

Whenever a Princess’s Level is raised
or lowered, both the minor and major
Level are changed by that amount.

WHEN INCREASING AZIL WITH-A-T'S GROW/
SHRINK LEVEL, DOES IT INCREASE BOTH
CASTER AND SCHEMER OR JUST ONE SIDE?

DOES THE CARD BANISHED WITH “DEMAND
TRIBUTE” GO INTO ELISE'S GROTTO?

Yes

WHAT HAPPENS IF I HAVE NO CARDS IN MY
ARCHIVE AT THE START OF MY TURN AND |
HAVE “DEMAND TRIBUTE" IN MY ARMORY?

Because you cannot banish a card, you
will take Major SCHEMER damage.

IF ELISE BUYS AN EVENT CARD, DOES
IT GO INTO THE GROTTO?

Yes

IF 1 HAVE “GOING DARK™ IN MY ARMORY,
CAN I PLAY CARDS OUTSIDE OF MY TURN?

No, you may only play cards from
“Going Dark” during your turn.

DOES “TRIP WIRE” LET YOU CHOOSE THE TRAP
FROM YOUR VAULT WHEN IT IS ACTIVATED?

Yes, when “Trip Wire” is activated Kahurere
Skyfisher selects a trap card from her Vault
and places it at the top of the deck of the
Princess who attacked her. She doesn’t need
to pay the “To Buy” cost, and she can choose
any trap in her Vault. If she has no trap in
her Vault, “Trip Wire” cannot be activated.

HOW DOES “INCITING INCIDENT” WORK?

“Inciting Incident” is an event card that, when
bought, banishes itself and gives the Princess
who bought it the ability to buy up to 1 of the 2
non-Ultimate cards in their War Chest. The card
still needs to be paid for, and the Princess must
decide immediately if they want to buy the War
Chest card or not. This allows players to access
their War Chest cards before the clock strikes 8.

When Azil with-a-Z gains a Level, she can
choose to add it to her caster class like
normal or to her Grow/Shrink class. If she
adds it to her Grow/Shrink class, then it
will add +1 to the currently active side.

HOW DO YOU RESOLVE “BREAK THE 4TH WALL?”

First, look at your Declaration card and the
Declaration cards of 2 other Princesses.
Then, between those 3 Declaration cards,
you can redistribute them among yourself
and the other 2 players as you see fit. Then,
each Princess may look at their new card.

WHO IS “TARGETING™ WITH THE ATTACK

CARD IF THE DAMAGE IS REDIRECTED?

The player who initially played the Attack card
is still doing the targeting. Their choice has just
been forced to change. For example, effects like
dismissing the Promise of Peace will occur if
you force allied players to attack each other.

IF AZIL PLAYS “UNCERTAIN-TEA PARTY”
AND ROLLS THE OPTION TO SWAP EACH
PRINCESS™ CLOUT AND HEALTH DOES IT
ELIMINATE PLAYERS WITH NO CLOUT?

Yes
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