








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 to 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 to 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 to 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:

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.

0-4: Always Failure

5-9: Marginal Skill

10-14: Competent

15-19: Exceptional

20-29: Superhuman

30+: Legendary





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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