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\Welcome to Warlord Protocol, a competitive asymmetrical deck-building game where you take on the role
of a warlord and command one of six factions on the war ravaged planet of Nevir. Each warlord has a unique
and powerful ability that relates to their faction’s themes and mechanics. To win, you will have to play to the
strengths of your warlord, recruit the best cards for your strategy, fend off your opponents, and claim long lost
territories by ridding the world of monstrous bioweapons.

On each of your turns, you will play cards from your hand to your field to gain resources and acquire victory
points. You can spend resources to pay for special abilities and purchase powerful new cards. You can acquire
victory points and other rewards by using your infantry to attack other players and bioweapons. And any
fortifications you purchase can protect you from other players by providing you with defense.

The cards available for you to purchase will change as the game progresses; so, you will have plenty of
meaninful and tactical decisions to make as the game goes on. You win a game of Warlord Protocol by being
the player with the most victory points when the game ends. How you acquire those victory points is up to you
though. Will you trample over your opponents to achieve victory? Or, will you choose a less confrontational
approach? How far you go to attain victory is your decision to make.

What is a Deck-Building Game?

A deck-building game is a genre of card game where the construction of a deck is either the main game
mechanic or one of the major game mechanics. In general, players begin the game with a small deck of
relatively simple cards. Players draw cards from their decks and then play these simple cards to acquire an
in-game currency (such as gold, money, credits, resources, etc] that they can spend to purchase more
powerful cards. These more powerful cards are then added to the player's deck or discard pile. When a
player’s deck runs out of cards, they shuffle their discard pile and place it back down on the table as their new
deck. This means that players are constantly purchasing new cards and cycling through their deck over the
course of the entire game, usually with the purpose of acquiring the most victory points.

In Warlord Protocol, players will also start the game with a small deck of basic cards. A player’s starting
deck will consist of 4x Basic Infantry and 6x Basic Resources which they will use to purchase more powerful
action, fortification, and infantry cards from an area of the game board known as the recruitment area.

Players will then use these more powerful cards to
develop their own strategy, purchase even more powerful . g Ny
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cards, and compete with their opponents. Each card has its
own unique ability with mechanics related to the faction it
belongs to. Learning how these different cards interact with
each other is the key to success in Warlord Protocol. And Sy

learning how to chain these cards together to maximize their | I\ @ cen 18 s conor e

used to recruit cards of another

abilities will increase a player’'s odds of winning. ALY oction vith o cost of 58 or more. I8
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attack Bioweapons.
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Game Boards

A” avallable VICTORY POINTS DEFENSE TOKENS
" Place all DEF

Victory Coins will
start in this zone
at the start of
the game.

You can arrange
the two halves of
the game board
however you want!
Do what works
best for the size
and shape of your
play area.

When you Void
a card, place it
in The Void.
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TERRITORY DECK

BURNED CARDS

TURN PHASES

BEMMANG PHASE
Play cards, pay for abilities,
and attack bioweapons or

opposing players.

The Recruitment Area is where you can purchase new
cards. The recruitment area must always contain six
cards with unique names. Burn any duplicate cards.

Tokens here at
the start of the
game.

When you Burn
a card, place it

in the Burn Pile.

Sometimes you will be instructed to burn a card or burn victory points, which basically means that those

items are removed from the current game. \When you need to burn victory points, return that many of your
own victory points to the game’s box [do not return them to the game board]. If you are asked to burn a card,
place that card on top of the burn pile. Burned items will not return to the current game.

When you are told to void a card, place that card on top of The Void. If multiple cards enter the void at the
same time, the turn player chooses the order in which those cards enter the void.

The Recruitment Area is where you can purchase new cards to increase the strength your deck. The
recruitment area must always contain six cards with unique names. If the recruitment area contains duplicate
cards, burn all of the extra copies of those cards. \When a card leaves the recruitment area, replace it with the
top card of the Main Deck. If two or more cards leave the recruitment area at the same time, then their empty
slots are refilled with cards from the top of the main deck at the same time as well.









