





TOOLS OF THE TRADE

As a Phoenix you have a number of different types of cards and counters. These represent
your character and your capabilities, and they are the tools you use to accomplish your
actions. You have two types of cards: Action Cards and Lessons. Separate these. Place
your Lessons face up in front of you, and shuffle your Actions together to form an Action
Deck. Draw five cards to form your starting hand. The counters include Health Levels and

Sparks. Separate these into two separate pools.

ACTION CARDS

Action Cards have a suit and a value — Grace
4, Strength 3, efc. They are the basic tools you
use to make spreads, reflecting the degree of
talent and ability you can bring to bear at any
given time. As a Phoenix you have two suits in
your deck. If you're Bitter or Durant, you don’t
have any Intellect; this doesn't necessarily mean
that you're stupid, but it means that you're a
person who doesn’t solve your problems with
your Intellect.

TRAITS

Certain Action cards have additional descriptors just below the suit - things like
Superhuman Strength or Absolute Conviction. These are Traits. They represent skills or
attributes you possess, and they can help you in a few different ways.

* |f you can explain how a Trait applies to a spread you are making, you can
add it to the spread in spite of suit or card limits. For example, you're making
a Defense Spread and you have Superhuman Reflexes, or you're trying to shake
off fear and you Never Give Up. You can add any number of applicable Traits
to a spread. Traits are especially important in Skill Spreads; if a Trait is relevant
to the action you are trying fo perform, your Marshal may increase its value.

* Even when you aren’t making a spread, if you have a Trait in your hand that
seems fo apply to a situation show it to the Marshal. You might get a bonus.

® When an ally is making a spread you can discard one of your traits
to add its value to the spread. However, you have to explain how
YOU are using that Trait to help your ally. You can’t use the Trait Sneaky
to make your friend more subtle... but can you think of a Sneaky action
you could take that would support what your ally is trying to do?



LESSON CARDS

Lesson cards are are kept face up in front of you.
These represent skills and supernatural abilities that

: are available to you at all times. Your Skill Specialties
— Lesson improves your ability to perform Skill spreads.
' Combat Styles determine the cards you can play in
Attack and Defense spreads. You begin with one
Combat Style, but you can learn new ones; however,
you can only use one Combat Style at a time. Form
a stack of your Combat Style cards, and keep your
active style on the top. All other Lessons are Talents. A
Talent provides you with an ongoing benefit or ability
you can use whenever you wish. Each Talent is unique;
review each card to make sure you know what it does.

| COMBAT STYLE

SPARKS

You possess a reserve of mystical energy represented by your Spark
tokens. You can use a Spark in a variety of ways.

* You may burn any number of Sparks to add that value to an Attack or
Skill

spread you are making. You cannot add Sparks to Defense spreads.

e Certain Lessons or Traits require you to burn Sparks to activate
an ability. For example, the Trait Brilliant Deduction allows
you to burn one Spark to ask the Marshal a question.

Your Sparks are the energy that sustains you and when you run out of
Sparks you will immediately die. Use them wisely, but don't be too frugal:
remember, the success of your mission is always more important than
your survival! You regain a number of Sparks equal to twice your Rank at

dawn.

HEALTH LEVELS

These counters represent your physical health. On one side you have

a Health Level; when you flip it over it becomes a Wound. If all of your
Health Levels become Wounds, you die... though if you still have Sparks
left when you run out of Health Levels, you can linger as an attendant
spirit and continue to help your Wing. Your Marshal will help you with
this process if it occurs! You regain one Health Level at dawn.

For perspective: A single Wound represents a serious injury, and few
humans could survive two Wounds. As a Phoenix you can continue to
function even when you've taken damage that would kill @ normal human.




TAKING ACTIONS

Any time you want to perform a difficult action, you will play one or more Action cards.
This is called making a spread, and the combined value of the cards in the spread will
determine if your action succeeds or fails. There are three different types of spreads. If
you are trying fo hurt someone, that's an Attack Spread; if you are trying to avoid being
hurt, that's a Defense Spread. Anything else is a Skill spread. All three types of spreads
impose limits on the number of cards you can play in the spread and which suits you can
use. You can ignore both of these restrictions when you use a Trait in a spread, provided
that you can explain how the Trait applies to the action you're taking.

ATTACK SPREADS

When you make an Attack Spread, start by describing the action you want to take. Your
Combat Style tells you how many cards you can play and which suits can you use. Play
your cards and add up the total, then look at the Challenge you are facing. Subtract the
Defense of the target from the value of your Attack spread; the remainder is the damage
you inflict. You may remove Health Level tokens from the target with a total combined
value equal to or less than the damage you inflict.

DEFENSE SPREADS

When you are attacked, the Marshal will tell you the value of the attack. Your Combat
Style tells you how many cards you can play and which suits can you use in your Defense
spread. Play your cards and add up the total; if it's is equal to or greater than that

value, you avoid the attack completely. Otherwise, you will take damage based on the
difference between the two spreads and the power of your enemy.

Don't be too quick to use all your cards for defense! Any card you play in a Defense
spread is a card you can't use in an Attack spread on your next turn. You can endure a
surprising amount of damage and death makes you stronger. Sometimes it's better for
your mission fo take a few Wounds and save your cards for your next action.

SKILL SPREADS

When you make a Skill Spread, start by describing the action you want to take. If you
want to get fo the other side of a door, are you going to try to force the door open with
brute strength? Use your cunning to pick the lock? Charm a guard to let you through? You
can play three cards in a Skill spread, and your Marshal will tell you which suits you're
allowed to use. Your Skill Specialty Lesson is also important. If one or more of your Skill
Specialties apply to the action you want to take, add five to the value of your Spread. The
total value of the spread shows how successful you are at your action:

0-4: Always Failure 15-19: Exceptional
5-9: Marginal Skill 20-29: Superhuman
10-14: Competent 30+: Legendary

While a higher number is always better than a lower one, reaching a new tier of success
- going from 19 to 20 - gives an exponential benefit. Always look for ways to push things
up to the next tier.



COMBAT

Combat is divided info turns and cycles. Each Phoenix gets one turn per cycle; after

each Phoenix has taken a turn, a new cycle begins. Phoenixes aren’t bound to act in a
particular order; when you are done with your turn, you may pass the Torch to any player
who hasn't had a turn yet in this cycle. So... what's the Torch?

THE TORCH

FLAME CHAMBER

The Torch serves two purposes. It is used to indicate the active
player: when you have the Torch, it's your turn to act. In addition,
the Torch usually contains a list of Environmental Elements. These
are noteworthy things in the current scene. Once during your
turn, you may cross off an Environmental Element and explain
how you are using that element to help accomplish your current
action. When you do this, you immediately draw one card. The
Marshal may provide you with an extra benefit if they feel it's
appropriate. For example, if one of the Environmental Elements
is Roaring Bonfire and you describe your attack as “I'm going

to charge the enemy and push them info the bonfire” you would
draw a card... but the Marshal could also decide to add a Burn-
ing condition to your enemy if your attack is successful. You draw
your bonus card before committing any cards to the spread, so
you can use the new card immediately if it's helpful.

Step One: Choose A Combat Style

The first thing you do on your turn is to select your Combat Style. This determines the
number of cards you can play in Attack or Defense spreads and which suits can you use,
and often provides an additional benefit. Once you choose your Combat Style you are
committed to it until the start of your next turn. On your first mission you may only have a
single Combat Style, but you may acquire new techniques over the course of your lives.

Step Two: Make Spreads

Once you've chosen your Combat Style it's time to take actions. What do you want to
do? Do you want fo attack an opponent? Search for a hidden object? Help an injured
citizen? Describe the action you want to take to the Marshal, and they’ll help you
defermine what sort of spread to make to accomplish it. You can continue to take actions
until you run out of cards or things you want to do, whichever comes first.

Step Three: Discard And Draw

After you've taken all the actions you wish to take, you have the option to discard one
card from your hand. Once you've done this (or chosen not to), you draw back up to
your Hand Limit, which is five cards unless a Lesson affects it. You can have more than
five cards in your hand, but you won't draw until you drop below five.

Step Four: Pass The Torch

Give the Torch card to a player who hasn't taken a turn in this cycle. The Marshal may
pause the cycle at this point to have a Challenge take an action. After any Challenges
are resolved, play passes to the Phoenix with the Torch.



TURN ORDER

1. Choose a Combat Style.

2. Make Spreads. You may continue until you run out of cards or until you have
no further actions to take.

3. Discard and Draw. Discard 1 card and draw until you have five cards in

hand.

4. Pass the Torch. Pass the Torch to a player who has not taken a turn in this
cycle. A cycle is made up of one turn for each Phoenix in the Wing.

SKILL SPREAD TIERS OF SUCCESS

0-4: Always Failure
5-9: Marginal Skill
10-14: Competent
15-19: Exceptional

20-29: Superhuman

30+: Legendary

WAYS TO IMPROVE A SPREAD

Sparks. You can improve an Attack spread or Skill spread by burning Sparks; each Spark
adds +1 to the Spread.

Specialties. You receive a +5 bonus to a Skill spread (and ONLY a Skill Spread) if one or
more of your Specialties apply to the action you're attempting to perform.

Traits. You can add a Trait to any spread regardless of suit or card limits if you can
explain how the Trait applies to the situation. In a Skill spread, the GM may increase the
value of an especially appropriate Trait to 5.
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