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The Dizhi Laws:
1. A DIZHI is a human Host containing one of the twenty-four 

ancient animal spirits, called TOTEMS. There are two known 
groups of Totems: the twelve Zodiac Totems and the twelve 
Forgotten Totems. These Totems are ageless and, like 
energy, can neither be created nor destroyed. There may be 
others, but they have not been encountered or recorded in the 
annals of history yet.

2. Each Totem has unique powers and abilities which their 
human Host can access by transforming or partially 
transforming into a hybrid were-state resembling that Totem’s 
animal.

3. Each Totem can bond with two separate Hosts, referred to as 
BINOMIALS or Host Partners. The Totem can only possess 
one of these two Hosts at a time, however, and will most often 
choose the one with the greatest immediate need.

4. A Totem can be forcefully separated from one of its Hosts by 
another Dizhi, usually at the cost of the Host’s life. In most 
cases, the freed Totem will be re-absorbed or “stolen” by the 
Dizhi who defeated it. In some cases, a Totem can instead be 
imprisoned within an object or vessel without a Host.

5. A Dizhi can possess more than one Totem at once. This 
can allow for a unique combination of powers and visual 
transformation combinations. Containing more than one 
Totem tends to drive the Host into an addiction-like hunger to 
absorb more Totems.

6. To date, the most Totems safely contained by a single Dizhi 
is five. If a Host cannot contain their combined power, a 
catastrophic SINGULARITY EVENT can occur.
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KLAW: WERE-WARS is a game of conquest and combat, set 
amidst a secret, ancient struggle between supernormal animal 
spirits and their human Dizhi hosts since pre-recorded time. 

The goal of the game is simple:

Become the kingpin of a Dizhi empire, 
eliminating all other contenders.

You can accomplish this by A) acquiring all or a pre-
determined number of Animal Spirit TOTEMS, or B) eliminating 
all of your opponents’ HOSTS from the playing field.

Victory will require cunning, strategy, and luck.

You will draw cards from a random encounter deck, making 
the most of the HOSTS, ITEMS, TOTEMS, and ACTIONS collected. 
When combined, these cards can fortify a mighty were-warrior 
with powers and abilities that can lead to the top of the ladder. 

But there is no such thing as perfect combinations -- push for 
too much power and you can fall victim to your own hubris, 
losing a match or even triggering a devastating SINGULARITY 
EVENT with devastating consequences to the entire playing field.

Only a careful balance of tactics and power applied in the 
right measure will ensure victory. Even the mightiest beast can 
be defeated by a crafty warrior half their size.

Get ready -- the WERE-WARS have begun!
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GAME RULES:
TYPES OF CARDS

There are four basic card types in the game: HOSTS, TOTEMS, 
ITEMS, and INSTANT ACTIONS.

HOSTS: 
Dizhi are humans Hosts with the innate ability to summon 
the powers of select Totem spirits. Each Host has four key 
attributes:  Attack Strength, Defense Strength, Life Capacity, 
and Special Talents.

ATTRIBUTES:

•ATTACK: This is a value between 1 
and 3, representing the Host’s 
initial Attack Strength. It indicates 
how many dice will be used when 
attacking an opponent. This 
number can (and often will) be 
modified by a Totem, Item, or 
Action/Obstacle.

•DEFENSE: This is a value between 
1 and 3, representing the Host’s 
initial Defense score. It indicates 
how many dice will be used when 
defending from an attack. This 
number can (and often will) be modified by a Totem, Item, 
or Action/Obstacle.

•LIFE: This is the base number of Life points a Host has before 
any modification from Totems or Items. These determine 
how much damage they can take before they are removed 
from the game. All Hosts start with a minimum of 6 Life 
Points, up to 12 maximum.

•SPECIAL TALENTS: These are special rules or unique game-
affecting abilities that can affect an individual Host’s 
Attribute scores or Actions during the course of the game. 
These affects can apply at different points in the Gameplay 
Sequence depending on the nature of the Talent.
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TOTEMS: 
Totems are ancient, powerful, primordial animal spirits. Like 
Hosts, each Totem has four key attributes:  Attack Strength, 
Defense Strength, Life Bonus, and Special Powers.
Because each Totem can be shared by two Hosts, there are two 
of each Totem card in the deck.

ATTRIBUTES:

•ATTACK +/-: This value modifies the Host’s base Attack 
attribute. These range between -3 and +3. (Yes, some Totems 
can negatively affect a Host’s innate Attribute.) This affects 
how many dice will be used when attacking an opponent, up 
to a maximum of 6 dice.

•DEFENSE +/-: This value modifies 
the Host’s base Defense attribute. 
These range between -3 and +3. 
This affects how many dice will be 
used when attacking an opponent, 
up to a maximum of 6 dice.

•LIFE +/-: This value is added (or 
subtracted) from the Host’s base 
number of Life points, ranging 
from -6 points to +6 points. As 
additional Totems are added to a 
Host, so are their bonus Life Points, 
raising a Host’s possible Life Point 
score up to a maximum of 24 
points.

•SPECIAL POWER: These are special rules or unique game-
affecting abilities that can affect the course of the game. 
These affects can apply at different points in the Gameplay 
Sequence depending on the nature of the Power.
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ITEMS: 
Items are tools or other buffs that can help a Dizhi in 
various situations. They can either negate harmful status 
effects, replenish health, or modify the value of dice rolls 
during combat or Singularity Checks.

•ATTACK or DEFENSE MODIFIER: This 
attribute modifies the value of dice 
rolls during combat. The + value 
is added to the number of dice 
indicated in the attribute.

EXAMPLE: A Host has a total Attack 
Strength of 3, meaning they would 
roll three d6 when attacking. If that 
Host has a Grenade Item assigned to 
them, they can add 3 to two of those 
dice rolls during combat, so that if they 
were to roll a natural 1, 3, and 5, the 
item would raise the lower two values 
to 4 and 6 accordingly.

•LIFE MODIFIER: Any value indicated here is added to the 
Host’s current number of Life points. An Item cannot 
modify a Host’s Life Meter above the maximum of 24 
points.

INSTANT ACTIONS: 
Instant Actions are offensive actions 
that can immediately hinder or 
harm an opponent’s Host.

These can range from combat-less 
attack damage to game-changing 
alterations to the cards currently 
displayed on the playing field.

The description of their effect and 
any associated value is displayed 
on the card.
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THE BATTLE FAN (Card Holder): 
The BATTLE FAN is a specially designed card-holder to 
make Fortifying and tracking a Dizhi simple and clearly 
organized.

The HOST Card is placed in the center, with two slots 
on either side available to hold the maximum of two 
assignable ITEM Cards.

Above and behind the Host Card is a rack in which multiple 
TOTEM Cards can be displayed. 

At the bottom, just below the Host, a Life Point Card can be 
slid up and down to track the amount of Life the Host has 
remaining.

HOST

ITEMS

TOTEM RACK

LIFE POINT COUNTER
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CONDITIONAL STATE MARKERS: 
Some Instant Actions, Items, or Totem Powers can apply one 
of several Conditional States to a Host. These are status 
conditions that can have ongoing effect on the Host until 
they are resolved or removed. They are usually indicated by 
a marker tokens placed on the card in question. The types of 
States include: 

PROTECTED: This State protects the Host from 
all forms of Attack while it is in effect. That 
Host can still initiate an Attack, however, 
but they are vulnerable to damage during 
combat itself.

SLEEP/DORMANT: The affected Host cannot 
act while affected by this State. If a Totem 
is marked as Dormant but the Host is still 
awake, the Host may still act/Attack, but 
they cannot use any of that Totem’s dice or 
Powers. 

POISONED: The Host takes 1 point of damage 
every turn until the Poison is removed with 
an Antidote Item or curing Action. 

BURNING: The affected Host suffers 2 
points of damage for three turns or until 
the Burning condition is removed with an 
Extinguisher Item or curing Action. 

 

SHACKLED/BOUND: This prevents a Dizhi from 
attacking another Dizhi, and applies a 
restriction to the number of Attack Dice that 
Host rolls during combat when attacked.
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GAMEPLAY SEQUENCE
For best results, you may wish to pre-determine the size of 
the game deck based on how many Players will be playing. 
The full core deck is good for 4 Players but may result 
in a longer game if only 2 Players are working their way 
through the entire deck. 

A good rule of thumb would be:

•6 Host Cards per number of Players
•6 Totem Cards per number of Players
•30 Action and Item cards (combined) per 
number of Players

It is, of course, up to the Players to decide if they want 
to play a streamlined session or an extended campaign 
through the full deck.

While there are optional game modes and variations 
(described at the end of this manual), the following rules 
will describe “Champion Mode” as the core experience

In this mode, each Player has only one Host on the 
playing field at a time. This provides a more streamlined 
and strategic gameplay session. When a Player’s Host is 
defeated, they can continue playing if they have another 
Host Card in their hidden hand to deploy.
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GAME SETUP:
1) First, HOST cards are separated out and shuffled into a 

preliminary mini-deck of their own.

All remaining cards are combined and shuffled into a 
central ENCOUNTER DECK.

2) Players draw 3 Hosts at random from the preliminary mini-
deck. Once all players have drawn 3 Hosts, the rest are 
shuffled into the Encounter Deck.

3) Players then draw 5 more cards from the Encounter Deck 
for a total of 8 cards in their starting hand. This can 
include Totems, Items, Instant Actions, or additional Hosts. 
These are kept hidden from other players.

At no point during the game can a player have more than 8 
cards in their hand.

STARTING ROUND:
Each player reveals one of their initial Host Cards in an 
agreed-upon turn sequence (eg. Clockwise starting with the 
highest dice-roll, etc).

After each player has revealed their initial Host, they can each 
then Fortify their Host (in the same agreed-upon sequence) by 
bonding it to a TOTEM card in their hand or outfitting them with 
an ITEM. 

Players do not need to fortify their Host if they don’t have any 
applicable TOTEM or ITEM cards, or if they choose to hold those 
cards for later use. An unfortified Host is only protected from 
attack for one turn, however, so be careful!

Once all players have Revealed and Fortified their first Host 
champions, regular gameplay begins.
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GAME TURNS:
One by one (in the agreed-upon turn sequence), each player 
can play one card from their hand to either FORTIFY their Host, 
initiate an INSTANT ACTION, ATTACK another player, or PASS (do 
nothing).

FORTIFYING:
The Player can take the opportunity to reveal another Host 
card (if their previous Host was defeated, or if playing a 
variation that permits multiple Hosts). When a new Host is 
deployed, they are protected for one full turn, allowing 
them to be Fortified before becoming vulnerable to Attack. 
This means that no other player can Attack that Host until 
at least one full round has passed. This can be noted with a 
“PROTECTED” Marker.

The Player can instead use this turn to apply an additional 
support card -- a TOTEM or ITEM -- to a revealed Host. 

Adding an ITEM:
Item support cards can have different effects during 
gameplay or combat. A Host can only carry two Items at 
a time. 

If a Player so chooses, they may replace an Item on a fully 
loaded Host, discarding the replaced item to a Discard Pile.

Adding TOTEMS:
Adding a Totem to a Host increases the 
Host’s Attack, Defense, and Life Points 
attributes. Any Life Point adjustment 
happens immediately upon assigning 
the Totem, even if the Host is partially 

wounded.

Adding a Totem to a Host 
will allow that host to add the 
number of Attack or Defense 
die to all combat rolls.

EXAMPLE: The Buffalo has a 3d 
Attack modifier. When applied to 
a Host with a natural Attack of 1d, 
that Player would instead roll four 
d6 (1+3) when attacking.
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INSTANT ACTIONS:
Instead of Fortifying, a Player may choose to play an 
INSTANT ACTION Card on their turn. Instant Action Cards can 
weaken an opponent’s Dizhi by causing an event that the 
other Player will have to overcome or suffer immediately. 

These can range from unavoidable damage, losing an 
Item, or applying a CONDITIONAL STATE that can hinder a Host 
until it is overcome.

CONDITIONAL STATES: 
Any Conditional State effects such as Burning or Poison 
damage are applied at the beginning of each Player’s 
turn, before any actions can be decided. 

When a Host has multiple Totems, the Attack and Defense 
modifier values stack up, increasing the number of dice 
rolled to a maximum of 6 dice on either side of any 
combat roll. If a Host has multiple Totems with modifiers 
that would add up to more than 6, the Player would only 
roll six dice (five normal dice plus a Wild Dice). Additional 
Totem modifiers beyond that have no further effect. 

During Fortification, a player may instead choose to 
remove any revealed Totems assigned to a revealed Host. 
This will place the removed Totem back in that Player’s 
hand and eliminate any attribute modification including 
Life Points from that Host. This removal counts as the 
Player’s Turn, and gameplay moves to the next Player.

A Host cannot carry both Binomial Totem Cards; only one 
Totem instance can be applied to a single Host. 

Adding an additional Totem to a Host triggers an 
immediate SINGULARITY CHECK with the new number of 
Totems taken into account. (See “SINGULARITY EVENT” for 
more details.)
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HOST SUPPORT ACTIONS:
Some Host Talents can allow them to be 
used like an Action card with immediate 
effects on Dizhis in the playing field. 
Some Talents can be used to assist a 
Player’s Dizhi by healing or neutralizing 
a conditional state, for example. Other 
Talents can be used like an Instant 
Action against an opponent by binding 
or sabotaging an enemy Dizhi.

When a Host is used in a Support 
capacity, they are placed face up on the 
table and their Talent effects are applied immediately. A Host 
played as Support is protected for one full turn to allow them 
a chance to be fortified before becoming vulnerable to attack. 

In the basic rule system, Support Hosts can be fortified with 
ITEMS, but cannot be fortified with TOTEMS to become Dizhis 
themselves). This is not the case if playing a variation rule set 
that allows a Player to have multiple Dizhis in action as part 
of a Were-Squad. It really depends on how complex you wish 
your playing field to get.

This way, damage points are applied to the Host’s Life Point 
balance before any new action can take place. 

Some Actions can be negated by special Host Talents, 
defensive Items, or Totem Powers. In certain cases, they can 
be countered entirely, reflecting the negative effect back on 
the attacking Player!

Attacked players can negate or counter an Instant Action 
Card’s negative effect with an Item in that Host’s hands or 
with an Item card still hidden in their hand. 

To counter an Instant Action with a hidden card, the 
defending Player must immediately reveal it to counter 
the Action, then discard it from their hand in the process.

A hidden Totem Card’s power can also negate or counter an 
Instant Action, but it requires that the hidden Totem card 
be revealed and immediately added to the Host it is 
protecting. 

This will not only immediately negate or reduce the results 
of the Instant Action but must also be followed with an 
immediate SINGULARITY CHECK by the Host acquiring the new 
Totem. (See “SINGULARITY EVENT“ rules section.) 
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ATTACKING: 
Instead of Fortifying, the Player can instead choose to ATTACK 
any of their opponent’s Dizhi with their own. A Player 
cannot attack a Host if they share a Binomial Totem, 
however. With this in mind, a weaker Host can protect 
themselves from a stronger Opponent by sharing the same 
Totem Binomial. 

When an Attack is initiated, Combat Rules and Results 
follow as outlined below.

COMBAT RULES: Rolling the Dice
A Host’s base Attack and Defense score indicate the 
number of d6 they will roll in combat.

EXAMPLE: A Host with Attack 2 will roll 2d6 
(two dice).

The Host’s base Attribute number can be 
modified (up or down) by a Totem to add 
or subtract dice from this roll.

EXAMPLE: The Tiger Totem can add 
2 more dice to a Host’s Attack. In 
the combination shown to the left, 
the Player would roll a total of 
4d6 Attack dice.

The maximum dice a Player 
can roll is 6d6 (six dice).

Roll values can also be modified 
by HOST TALENTS, ITEM ATTRIBUTES, or TOTEM POWERS.

EXAMPLE: A Talent, Item, or Attack might add +3 to the result 
of one or more rolls. Eg. Rolling a 2 with a +3 Item 
Attribute results in a final adjusted roll of 5.
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Combat Sequence
Both players involved in the combat – the Attacker and the 
Defender -- roll the appropriate number of dice based on 
their Hosts’ corresponding modified attribute.

The dice are then compared, from highest value to lowest, 
with each comparison determining a “Hit” or “Block”.

EXAMPLE: Player A has 4d6 Attack and Player B has 3d6 
Defense. The rolls result as follows:

RESULT: Player B takes 2 point of damage from the 
exchange while Player A also takes 1 point of damage.

If one player has more dice in play than the other, those 
rolls are uncontested and automatically successful.

EXAMPLE: Player A has 6d6 to Attack while Player B has 
only 3d6 to Defend. So at least 3 of Player A’s dice will 
automatically Hit regardless of their rolled value. 

Wild Dice 
If a Host has enough Totem fortification to roll the 
maximum of 6 (six) d6, one of those will be a “WILD DICE”. 
This single die (golden in color) can cause an EXCEPTIONAL 
SUCCESS or CATASTROPHIC FAILURE. The Player MUST roll the 
maximum/total number of dice based on the total of their 
natural trait + Totem modifier, unless their Host has a 
Special Talent or Item that allows them to choose how many 
dice they have to roll.

ROLLING 6 on the Wild Dice: “Exceptional 
Success”

A roll of 6 on the Wild Die causes all six dice 
to be counted as 6, regardless of their 
actual rolled values. 

Player A: 5
Player B: 4
Player A  

hits

Player A = 3
Player B = 3

TIE (no hit)

Player A = 2
Player B = 3

Player B  
hits back

Uncontested 

Player A  
hits
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ROLLING 1 on the Wild Die: “Catastrophic Failure”

A roll of 1 on the Wild Die causes all six dice 
to be counted as a 1, regardless of their 
actual rolled values. 

Some Hosts may have unique TALENTS that apply specifically 
to Wild Dice rolls causing additional consequences to a 
EXCEPTIONAL SUCCESS or CATASTROPHIC FAILURE. These can range 
from:

• Additional damage dealt
• A Conditional State applied
• Steal or Lose an Item
• Lose or Recover Life Points
• Even Lose a Totem!

RECORDING DAMAGE: 
Points of damage are counted against the Host’s current 
Life Points at the time of the combat. If using the Battle Fan, 
slide the Life Point counter card up or down to reflect the 
new Life Point total of the Dizhi.

Note that combat damage is 
permanent unless regenerated 
by an Item, Host Talent, or Totem 
Power after combat has ended. 
Only Items, Host Talents, and 
Totem Powers in play can be 
applied; cards in a Player’s hand may not be used until 
combat has ended and it is their turn to play.

FINISH THE FIGHT: 

After the initial attack is resolved, the tables turn and 
the defending Host now counter-attacks, rolling their 
ATTACK dice versus the initial attacker’s DEFENSE dice. The 
combatants alternate between Attacker and Defender until 
one Host – Attacker or Defender – is defeated (their Life 
Points are reduced to zero.) 

A player in the Attacker role can chose to play a Support 
Host or Item instead of rolling dice. This can be a valuable 
opportunity to Flee or Heal the Dizhi, but beware that the 
tables will turn again afterward so that your opponent is 
now the Attacker and you will once again be defending…



16

FLEEING
In some special cases, certain Totem Powers or Items may 
allow a combatant to FLEE, ending a Combat Sequence 
prematurely. This can allowing both Hosts to survive the 
encounter to fight another day. Note that any damage or 
Life Points lost in combat before Fleeing is initiated remains.

If an Item is used to initiate Flee, it is removed from that 
Host and placed in the Discard Pile.

When a Host Flees, they are protected from further Attack 
for one full round. This can be noted with a “PROTECTED” 
marker.

COMBAT RESULTS / SORTING THE SPOILS: 

When an enemy Dizhi is defeated (their Life Points are 
reduced to zero), all of the cards attached to that Host are 
taken away. This applies to whoever is ultimately defeated 
-- the initial Attacker or the lucky Defender -- so be careful! 
Losing an Attack that you initiate can result in your losing 
that Host and any fortifications they are carrying, quite 
possibly strengthening your opponent’s hand!

The defeated HOST Card is removed from the playing field 
and placed in a Discard Pile (not shuffled back into the 
Encounter Deck).

All ITEMS attached to the defeated Host are added to the 
victor’s hand. Since a Player can only hold a maximum of 
eight (8) cards in their hand at any one time, a victor must 
consider the cards already in their hand and discard any 
excess above eight. This forces Players to decide what cards 
and card categories are most valuable to their current goal 
or strategy.
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ABSORBING TOTEMS
All of the defeated Host’s TOTEMS are immediately added to 
the victorious Host. The victorious Dizhi must immediately 
roll a SINGULARITY CHECK based on the new number of Totems 
they are now possessing. (See “SINGULARITY EVENT“ rules.) 

Because a failed Singularity Check can drastically change 
the course of the game, crafty players can choose to 
strategically attack a stronger opponent Dizhi knowing full 
well that they are likely to lose, sacrificing their Host to an 
opponent already over-burdened with multiple Totems in an 
attempt to trigger a game-changing Singularity! 

There are a few special conditions in which a Singularity 
Check is not required, such as when a Host is equipped 
with a VESSEL ITEM, such as a Totem Containment Unit. In that 
situation, the captured Totem is not added to the victorious 
Host, but rather added to the winning Player’s hand, to be 
played later at will.

RESTING
The victorious Totem(s) that just engaged in combat must 
rest for one full round before that Host can engage in 
Combat again. To indicate this rest, a “RESTING” marker is 
placed on the Host until a full Gameplay Round has passed.

If a Totem is shared between two Hosts visible on the table 
(“Binomials” or Host Partners), both Binomial instances 
of that Totem must rest a full Gameplay Round of turns 
before participating in combat again. This is regardless 
of whether the Host in question was victorious or defeated 
(or fled). 
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Note: A resting Totem can leave a Binomial Host Partner 
vulnerable if their shared Totem has recently engaged in 
combat within that Gameplay Round! 

DEFEAT IS NOT THE END!
If a Player’s Dizhi is defeated/removed from the table 
entirely, that Player can still participate in the game by 
playing/revealing a new Host on their next turn or drawing 
a new Host from the deck on a subsequent turn. Players 
are never kicked out of a game – the game ends when 
there is a clear winner according to the session’s Winning 
Conditions (outlined below, with optional variations).
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ENDING A TURN:
Once a player has finished FORTIFYING or initiating an INSTANT 
ACTION, they end their turn by drawing one (1) card from the 
Encounter Deck to replenish their hand. 

Players do not draw from the Encounter Deck after 
completing Combat, only after playing a card from their 
hand.

Alternately, Players can choose to PASS, taking no action 
other than drawing a card from the Encounter Deck to 
replenish their hidden hand. Keep in mind that a Player may 
only ever have a maximum of eight (8) cards in their hand 
at any one time. If they are unable to play a viable card 
on their turn and are forced to draw a ninth card from the 
Encounter Deck, they must choose a card from their Hand 
to discard. (The Player may decide which to discard after 
drawing the ninth card.)

If all of a Player’s cards have been removed from the field 
(typically the result of a lost combat exchange), they can 
only return to active gameplay by deploying a new Host. 
If they have no Hosts in their hand, they must draw a card 
from the Encounter Deck. If a Host card is drawn by a Host-
less Player, it can be deployed immediately if the Player so 
chooses. Otherwise, gameplay proceeds with that newly 
obtained Host Card hidden quietly in that Player’s hand.

When a new Host is played on an empty field, they are 
protected for one full turn, allowing them to be Fortified 
before becoming vulnerable to Attack. This means that no 
other player can Attack that newly-deployed Host until at 
least one full round has passed. This can be noted with a 
“PROTECTED” Marker.
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Once the current player has drawn a card from the 
Encounter Deck, the turn then proceeds to the next player 
in the agreed-upon sequence.

SINGULARITY CHECK
Nothing is ever certain in the world of KLAW. It is possible to 
be TOO powerful to such a degree that the tables can turn 
180-degrees in an instant. This is what makes being a Dizhi 
such a delicate balancing act.

Whenever a Host gains a new Totem, a SINGULARITY CHECK 
must be performed. This is a single dice roll against that 
Host’s ability to contain such compounding power. Failing 
a Singularity Check triggers a SINGULARITY EVENT that can 
significantly change the course of a game.

To perform a Singularity Check, the Player must roll the new 
number of Totems carried by the Host in question or higher 
on a single d6.

EXAMPLE: A Host with one Totem defeats an opponent 
with two Totems, thus taking both on themselves for a 
potential total of three Totems. To avoid a Singularity 
Event, the Player must roll a 3 or higher a single d6.

A particularly unlucky roll of 1 can trigger a Singularity 
Event with only 2 Totems on a Host.

A very lucky roller can avoid a Singularity by rolling 6, even 
with 6 Totems on one Host. 

By deduction, this means that no single Host could possibly 
take on more than 6 Totems without triggering a Singularity.

Certain Hosts can have Special Talents or carry certain 
Items (such as a Vessel) that affect this dice roll (positively or 
negatively).

EXAMPLE: “Add 1 to all Singularity Checks” or “Can carry 
up to 3 Totems without a Singularity Check.”

SINGULARITY EVENT
When a Player fails a Singularity Check, all Totem 
Cards are removed from all revealed Hosts on the 
playing field. Those Totems are then shuffled back into the 
Encounter Deck. The affected Hosts and their Items remain 
in play, unaffected aside from the loss of any bonus Life 
Points gained from the Totem.
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This can effectively reset the field, putting all Players on roughly 
even terrain.

This only applies to revealed cards at play on the table. 
Players with unassigned Totem cards in their hand may keep 
those Totems and play them immediately upon their next turn. 
This can allow strategic preparation for such an event, so 
watch how many cards players have amassed in their hand!

Note: Some Hosts may have a TALENT that provides a degree of 
immunity or protection from a Singularity.

LOSING A TOTEM:
When a Totem is removed from a Host, the Host suffers the 
amount of damage equal to that Totem’s Life modifier. If this 
reduces the Host’s Life below 0, they are removed from 
the playing field.

This can leave Hosts vulnerable to attack and defeat even if 
that Player had been the most powerful Dizhi on the playing 
field before the Singularity Event.
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WINNING THE GAME
Gameplay continues as outlined above until only one 
Player has a Host on the table. There is one more round 
of turns wherein other players may reveal a new Host to 
continue the game, but if a full round produces no new 
opposing Hosts, the lone Player with a Dizhi still on the 
table is the winner. 

NOTE: Some Instant Actions will allow a Player to STEAL A HOST 
from another Player. This can allow players to stay in the 
game, even with an exhausted Encounter Deck.

Alternately, Players may decide to continue the game 
beyond a single round without new Hosts, with players 
continuing to draw cards on each turn until the Encounter 
Deck is exhausted, essentially leading to an end game of 
attrition.




