| have introduced many new elements to Epic Duels with this

expansion,

please read this quick briefing before viewing the decks.

Victarnon/Euron

REAVING AND RAIDING

44 Play when triggered.

f you have both mficted damage upon
and made an opponent discand this tum,

automatcaly place this card on the field.

Once pertum, ¥ you nfict damage on
an opponent, they must dscard a cand.

- Varys
MASTER OF WHISPERS

#4 Discard field tnbute to enact.

All enemy teams must play
with their hands revealed.

f'# 44 Discard field tribute to enact.

If you do notmake a movement
or inflict damage on an opponent
during a turn, you may draw an
extra card atthe end of your
turn.

d

Field cards are specials that
remain on the board and have
effects that occur or are
available to use each turn.

T here are three different types
of fields, and they vary in what
is required to get them on the
field and what effects the have.

First there are triggered fields.

T hese cards canonly be played

if a certain scenario is met.

T hese scenarios are often either
rare, or require you to accomplish
something that goes in line with the
concept of the card name or the
character's strategy. Often these
conditions can be met when used
in conjunction with another card in
that character's deck. Once
triggered, the card immediately
goes on the field, and does not

cost you an action.

Second are tribute fields. Tribute
fields include an attack and/or
defense value which are the sum
value which you need to discard
from your hand in order to play.
T hey are expressed with a
green half-circle with a red or blue
ring signifying attack or defense.
For example to play Varys's 7/7
M aster of Whispers,you could
discard a 4/1,1/4 and a 2/2.

If the value has a star included
that means you can discard cards
from the minor character as well
Whether the value is attack,
defense, high/low, or includes your
teammates, depends on if the
ability is aggressive or preventive,
powerful or tame, and what action
it entails. Since a field card does in
fact have attack and defense
values, if there are two versions
of the same field card in one deck
(althought there usually is not),
one can be discarded to play the
other, but these atk/def values do
not function for combat purposes.

»

Tyrion Lannister

HALF-MAN

{4 Play when triggered.

This card is placed on the field when it
isthe only card in your hand.

Once pertum, when Tynon attacks
you may cutthe value of a defense
card youropponent plays n half.

Robb Stark
CALL THE BANNERS

#4 Discard field tnbute to enact.
Once perturn, Robb receives +1/1 for

each Northerner adjpcent. When moving.
you may move both Robb and the

Northerners together.

This card is discarded ¥ Robb = not
adjacent to a Northemer. d

Tribute
3
#
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B Bloodriders
» 4 DOTHRAKI HORDE

44 Discard field tribute to enact.

Move Khal Drogo and the Bloodiders up
to 3 spaces each including through enemy
characters. Draw a card.

Field: You may roll and use your
movement phase at any pomnt in your tum.
Add +2toalldice rols. d




Tribute

5 4

Ramsay Bolton
THE HOUNDS HAVE THEIR SCENT

44 Discard field tribute to enact.

Pemitting a hound & in Ramsay
mwdmm;zlm Draw a cad

Fiedd: Once per tum you may use the minimum
amount of spaces requared to move

into range of that character. Discard this cd ¥
no hounds remain on the board.

> II Play when attacking.
Field: If damage = done with this attadk
the opponent recenves 1 damage at the
end of every one of thexr tums.

Two Red Viper's cannot be placed on
the same character.

Arya Stark
THE LIST

{4 Play anytime on your tum.

Aryaheals THP or draws a card for
every enemy character alive.

Field: When one of these characler
dies, heal Arya 1HP and draw a
] card.

Some field cards cards may
have an initial effect, which
comes into play before being
placed on the field. If this is the
case, that effect will be listed

follow by a separate paragraph,

starting with 'Field:' and the
reoccurring effect you get. If
that card is a tribute card you
may choose to play the card
solely for that effect, and not
discard the tribute to make it a
field card.

Some attack cards may either
trigger an effect (Red Viper) or
automatically become a field
card (Warg into Hodor),
afterwards.

T he last variation is uniting or
initiative fields. T hese cards
usually have an initial effect like
a regular special would, but
afterwards they become a field
card.Some tribute fields have
initial effects but its not as
common. Unlike the other field
variations they are often
multiple of these in a single
deck, and the more you put on
the field the more their effects
cycle and grow in
effectiveness.

For example Tywin's Gold

M ines lets you draw and heal,
and then as a field card lets you
draw and heal for every gold
mine now on the field. So the
first one you play is 2
draws/2HP,the 2nd 3
cards/3HP, etc. Uniting field
cards effects do not occur
every turn,only when a
condition on the card is met.

T hey do not require a trigger
or tribute to play, but they cost
the standard action.

/ 44 Play in combat.
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King Joffrey
PROTECT THE KING

#4 Discard field tribute to enact.

Move Joffrey up to 5 spaces and draw a
card.

Field: Once per tum, when Joffrey s
attacked, after resobsing damage and
effects, you may move Joffrey upto 5
spaces.

If Bran = alfve, you may play an additional
BEran basic combat card and add the attack
and defense values to this cand.

Field: Untid Bran moves, attacks, defends ar
takes damage, Hodor may use Bran basic
combat cands with an +1/1 bonus.

Tywin Lannister
GOLD MINES

{4 Play anytime on your tumn.
Draw a card and heal Tywan THP.

Field: Everytime a Gold Mines is
played. draw a card and heal Tywan
1HP for each Gold Mines on the
field, including the one played.
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Stannis Baratheon
DAVOS THE SMUGGLER

{4 Play anytime.

Searchyour deck for amy camd and add it
toyour hand and reshuffle. That cand can
now be played without costing an action.

Alternatively, you may use this on your
opponent’s turn to find 3 defence card.

mMCO-3-42 -

Robert Baratheon
ROBERTS REBELLION

&4 Play anytime

Play this card when your opponent
draws. They mustdiscard the card
they just drew, and the character
on the card takes damage equal to
the attack value on that card.

44 Play anytime on your tumn.
Play this card when you have no
actions remaining. Move Jon up
to 6 spaces. lf you have no cards
remaining in your hand, draw 3.

Special cards have been split
into four different

factions; Intrigue, Skirmish,
Initiative, and Enigm atic.

INT RIGUE cards are based on
the political, conniving

nature of the GOT universe,
and are essentially trap
cards. T hey can often be
played at any time (even your
opponents turn or mid-action),
and/or in place of

combat cards. Intrigue cards
can sometimes be played on
your own turn as well, and
often don't cost an action, to
balance out their value.

Intrigue's bend the rules of the
game and bait your opponent
into situations where they
damage themselves as much

or more than you. When played

they take priority over any
standard gameplay order and
resolve their effects
immediately before resuming
where the game left off. M any
are essentially previous "0 *"
def cards, which had dealt a
significant blow in exchange

for taking an attack.

INITIATIVE cards are your
standard movement, draws
and/or healing actions.
Basically anything that is
setting up for something
bigger and better.
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Petyr Baelish
I DID WARN YOU NOT TO TRUST ME

€4 Play anytime.

Use this card in place of a combat
card when you attack or defend.
After your opponent’s card is
revealed, choose another combat
card from your hand and play that

instead. |
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King Joffrey
TREASON SHALL NOT GO UNPUNSHED

44 Play when defending.
Joffrey takes full damage from
theattack. The opponent must
discard a card for each point
of damage they inflict.

Daenerys Targaryen

GO IN TO EXILE

41 Play anytime on your turn.
Move Daenerys to any
unoccupied space on the board
and her Dragons adjacent io her.
You then may discard a card from
your hand to draw two more.



SKIRMISH are aggressive
close-range encounters that
inflict direct damage. T hey

j Robert Baratheon . .
/ . aren't special combat
WARHAMMER cards, but they essentially

44 Play anytime on your turn. serve the same function, but
Robert does 3 damage toall cannot be defended against.
adjacent enemy characters.

Youmay move these

characters up to 5 spaces

each. ., ENIGM ATIC cards are the

various left overs which
often have magical themes
and effects. Unlike skirmish
they can affect targets
without any range
requirements. T hey may
bring characters back to
life, steal cards from your
opponents hand, or simply
have effects that waver
between multiple categories.
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44 Play anytime on your turn.
Choose and opponent to reveal
their hand to you. Select a card.
Youmay nowusethatcard to
attack from that character’s
position. or useit's effects to benefit

Bran. 4

Jaqgen H'ghar
ASSASSINATION

{4 Play anytime on your tum.
Inflict 3damage on an enemy
characteradjacent to Jagen.
Youthen many move Jagen
upto5spaces.
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Ramsay Bolton

TORTURE

{4 Play anytime on your tumn.

Choose a character that you hawve
attacked orinflicted damage on this tum,
oris adesignated target of a hounds"
card. That opponent may discand any
amount of cards they wish, but

receive one damage per card they keep.

Since to their are so many decks, to save space lwon't be including an
entire page for card backs and basic combat cards. One card will be

included for each character and implies:

5/1-Red deck for melee
3/3 -Blue deck for melee
3/2 -Brown deck for melee
2/3 -Aqua deck for melee

5/1-0Orange for ranged major
4/1-Yellow+ for ranged major

5/1-Red melee minor
4/2 -Green melee minor
4/1-Brown melee minor



Tyrion Lannister

Tyrion's strategy is simply touse
Lannister Always Pays their
Debts, defend with Wear it Like
Armor while low health and then
heal back up with Cripples,
Bastards and BrokenT hings, and
repeat if neccessary. Have
Bronn do the dirty work, while
generally keeping Tyrion out of
batte, but prepared to defend.
Use Sellsword to cycle threw
your best cards, and get a
Half-man out on the field for late
game, since Tyrion can struggle
to inflict damage 1v1 without it.
Opposing players best hope is to
take out Bronn early before any
of this can happen, and since
Tyrion has a viscous staying
power of both healing and
defending while low health,
targeting him early serves little
purpose if you can't finish him.
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Tyrion Lannister Tyrion Lannister ' Tyrion Lannister
A LANNSTER ALWAYS THEIR DEBTS i A LANNSTER ALWAYS PAYS I3 i A LANNSTER ALWAYS PAYS THEIR DEBTS
{4 Play when defending. " U4 Play when defending. " U4 Play when defending.
Play this card instead of a Play this card instead of a Play this card instead of a
defense card. The attacking defense card. The attacking defense card. The attacking
character receives the same character receives the same character receives the same
amount of damage they inflict amount of damage they inflict amount of damage they inflict

on Tyrion. on Tyrion. on Tyrion.




Tyrion Lannister

WEAR IT LIKE ARMOR

44 Play when defending.

The defense value to this card
is equal to the amount of
damage Tyrion has taken this

game.

Tyrion Lannister

CRPPLES J3 AW BROKENTHNGS

41 Play anytime on your turn.

Roll the dice and heal Tynon
the amount rolled. If an "all
numberis rolled, all
teammates heal that amount.

{ Attack

SELLSWORD

44 Play when Bronn is attacking],

Discard up to five cards, and add
one attack value per card.

Redraw a card per damage
inflicted.

Tyrion Lannister

WEAR IT LIKE ARMOR

44 Play when defending.

The defense value to this card
is equal to the amount of
damage Tyrion has taken this
game.

Tyrion Lannister

CRPPLES, 5 AND B ROKEN THNGS

41 Play anytime on your turn.

Roll the dice and heal Tynon
the amount rolled. If an "all
numberis rolled, all
teammates heal that amount.

{ Attack

SELLSWORD

44 Play when Bronn is attacking],

Discard up to five cards, and add
one attack value per card.

Redraw a card per damage
inflicted.

Tyrion Lannister

WEAR IT LIKE ARMOR

44 Play when defending.

The defense value to this card
is equal to the amount of
damage Tyrion has taken this
game.

Tyrion Lannister
MY MIND IS MY WEAPON

44 Play any time on your turn.

Look through your opponents
deck and discard a card of
your choice. Then reshuffle.

Tyrion Lannister

HALF-MAN

41 Play when triggered.

This card is placed on the field when &
isthe only card in your hand.

Once pertum, when Tynon attacks
you may cut the value of a defense
card your opponent plays n half.




Jon Snow

CEOOLD

Jon has a simple
run-and-gun deck, revolving
around attacking and
retreating. Keeping a small
hand and using Longclaw
and My Watch is Ended to
attack, retreat, and redraw
all at once, is a solid tactic.
Ygritte provides support by
either inflicting damage or
depleting opponents of
defense cards with Strike
Hard and True. With her
range and Jon's power ful
movement, win by attacking
from all angles while keeping
yourself out of harms way.
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Jon Snow

LONGCLAW

41 Play when Jon is attacking.

After attacking you may move
the defending character one
space foreach point of
damage inflicted.

damage inflicted.

44 Flay when Jon is attacking.

After attacking you may move
the defending character one
space foreach point of

Jon Snow

LONGCLAW

41 Play when Jon is attacking.

After attacking you may move
the defending character one
space foreach point of
damage inflicted.




44 Flay when Jon is defending.

This card be used to defend any
character on Jon's team. fit uzed on
a teammate, swatch Jon places wath
that character and take any damage.
Draw a card per point of damage Jon
receives this tum.

44 Flay when Jon is defending.

This card be used to defend any
character on Jon's team. fit uzed on
a teammate, swatch Jon places wath
that character and take any damage.
Draw a card per point of damage Jon
receives this tum.

i1 Play when triggered.

When Jon blocks an attack in place of a
teammate, put this on the field without
cost

Whenever an opponent attaciks Jon or a
member of his team, they must play the

Jon Snow

4% MY WATCH IS ENDED

44 Play anytime on your turn.
Play this card when you have no
actions remaining. Move Jon up
to 6 spaces. Ifyou have no cards
remaining in your hand, draw 3.

Jon Snow

4% MY WATCH IS ENDED

44 Play anytime on your turn.
Play this card when you have no
actions remaining. Move Jon up
to 6 spaces. Ifyou have no cards
remaining in your hand, draw 3.

S ET'S SETILE THS THE OLD WAY

Jon Snow

44 Flay anytime on your turn.

Move Jon adjacent to an enemy
character. You and your opponent
both play a basic combat card.
Whoever has the lower ATK value,
receives damage and discards a
card for every point difference.

=

{ Attack

4 Play when attacking.

Afterthis card is revealed, you
may use it to target and
attack any other enemy
characters in'Y gritte's range.

=

{ Attack

4 Play when attacking.

Afterthis card is revealed, you
may use it to target and
attack any other enemy
characters in'Y gritte's range.

=

{ Attack

2:'.'

KISSED BY FIRE

4 Play when attacking.
Increasethe attack value of
this card by one for each
point of damage Y gritte has
taken this game.




Daenerys Targaryen
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Attack

DRACARYS

#1 Play when attacking
This card can only be played if
Daenerys is adjacent to the
Dragon attacking. It targets all

enemy characters in the selected
line of fire. even if behind another.

Attack

DRACARYS

#1 Play when attacking
This card can only be played if
Daenerys is adjacent to the
Dragon attacking. It targets all

._ﬂ-fﬂ."'."'?"""'r

Dragons

One of the most powerful
decks if you can use the
movement of M other of
Dragons, Go Into Exile and
Breaker of Chains to set up
Dracarys, and to keep
distance while preparing for
your next attack, but
quickly becomes one of the
weakest if you leave the
Dragons vulnerable, since a
majority of Daenerys cards
work in conjunction with
them, and she has virtually
no power on her own.

Attack

Dragons
DRACARYS

#1 Play when attacking
This card can only be played if
Daenerys is adjacent to the
Dragon attacking. It targets all

enemy characters in the selected
line of fire. even if behind another.

enemy characters in the selected
line of fire. even if behind another.



Daenerys Targaryen

MOTHER OF DRAGONS |7

44 Play anytime on your turn.
Move Daenarys' dragons adacent
toher. lfthere are opposing
characters occupying those spaces
you can move them upto 5 spaces
and they receive 3 damage.

Daenerys Targaryen

GO IN TO EXILE

44 Play anytime on your turn.

Mowve Daenerys to any
unoccupied space on the boand
and her Dragons adjacent to her.
You then may dizscard a card from
your hand o daw two more.

Nn-<4psn-2n

Daenerys Targaryen

FIRE AND BLOOD

44 Play anytime on your turn.
Choose an opponent. That
opponent discards a cand at
random and their characters
receive iwo damage each.

In-sa-An

Daenerys Targaryen

44 Play anytime on your turn.

Move Daenarys' dragons adjacent
toher. If there are opposing
characters occupying those spaces
you can move them upto b spaces
and they receive 3 damage.

Daenerys Targaryen

GO IN TO EXILE

44 Play anytime on your turn.

Mowve Daenerys to any
unoccupied space on the boand
and her Dragons adjacent to her.
You then may dizscard a card from
your hand o daw two more.

. Defend

Daenerys Targaryen

THE UNBURNT

44 Play when defending.

Daenerys receive no
from the attack. Instead she
recovers THP.

MOTHER OF DRAGONS |

Daenerys Targaryen

7" MOTHER OF DRAGONS

44 Play anytime on your turn.

Move Daenarys' dragons adjacent
toher. If there are opposing
characters occupying those spaces
you can move them upto b spaces
and they receive 3 damage.
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Daenerys Targaryen
FIRE AND BLOOD

4 Play anytime on your tum.

Choose an opponent. That
opponent discards a carnd at
random and their chamacters
receive two damage each.

’ Daenerys Targaryen
BREAKER OF CHAINS

@4 Discard field tribute to enact.

Once per tum, after using it to attack,

youmay move a dragonup fo b
Spaces.

Dracarys may be used from any




Robb Stark

Robb uses the combined
strength of his Northeners
to fight and move as if he
had an army. Use their
combat cards to Call the
Banners, or unleash a heavy
20,000 Northeners attack,
which when combined with
the The North Remembers
and Banners, can be one of
the most powerfulin the
game. Use Reinforcements if
your troops fall,and T here
M ust be a Stark for staying
power,and use Prisoner of
W ar,to prevent your
opponents from recovering
or retaliating from your
advances.

Attack

=

= N .

L J
Defend

Robb Stark
20,600 NORTHERNERS

44 Play in combat.
The attack and defense values of
this card are equal to the combined
totals of the attack and defense of up
to three Northemer combat cards in
your hand. You must discard one of
those cards after playing this.

Attack
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Detend

Robb Stark
26,000 NORTHERNERS

@4 Play in combat.
The attack and defense values of
this card are equal to the combined
totals of the attack and defense of up
to three Northemer combat cards in
your hand. You must discard one of
those cards after playing this.

Attack

=
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L J
Detend

Robb Stark
26,000 NORTHERNERS

44 Play in combat.
The attack and defense values of
this card are equal to the combined
totals of the attack and defense of up
to three Northemer combat cards in
your hand. You must discard one of
those cards after playing this.




y Robb Stark
» 7" CALL THE BANNERS

#4 Discard field tribute to enact.

Once perturn, Robb receies +1/1 for
each Mortherner adjcent. When moving,
you may move both Robb and the
Northerners together.

This card is discanded § Robb 5 not
adjacent to a M orthemer.

mCO-3-42~-

Robb Stark

THE NORTH REMEMBERS

41 Play when defending.
Play this instead of a defense
card. Add the value of the amount
of damage Robb takes from this
attack to the next time Robb
attacks the opposing characier.

Robb Stark

PRISONER OF WAR

44 Play when triggered.

Play this card when you have done
damage toan enemy character in
combat. That character cannot
move, attack. or play cards untl
that opponent discards 3 cards.

Robb Stark

, " CALL THE BANNERS

#4 Discard field tribute to enact.

Once perturn, Robb receies +1/1 for
each Mortherner adjcent. When moving,
you may move both Robb and the
Northerners together.

This card is discanded § Robb 5 not
adjacent to a M orthemer.

- *‘}:
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Robb Stark
THERE MUST ALWAYS BE ASTARK N WNTERFELL

44 Play anytime on your turn.

Heal Robb 2HP and draw a
card.

If Robb is still under half of his
health, repeatthis.

.
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Robb Stark

PRISONER OF WAR

44 Play when triggered.

Play this card when you have done
damage toan enemy character in
combat. That character cannot
move, attack. or play cards untl
that opponent discards 3 cards.

.
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Robb Stark

THE NORTH REMEMBERS

41 Play when defending.

Play this instead of a defense
card. Add the value of the amount
of damage Robb takes from this
attack to the next ime Robb
attacks the opposing characier.

A v,
-
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Robb Stark
THERE MUST ALWAYS BE ASTARK N WNTERFELL

44 Play anytime on your turn.

Heal Robb 2HP and draw a
card.

If Robb is still under half of his
health, repeatthis.

3

Robb Stark
REINFORCEMENTS

44 Play anytime on your turn.

Play this card if one or both of
the Northeners have been
destroyed. Put one back on
the field adjacent to Robb with
full health




As Arya and the Hound
their are plenty of easy
combinations between the
Pointy End, A Big Fucking
Sword and T here is no
Safety to inflict large
amounts of unblockable
damage. Survive despite
Arya's low health and
defense by enacting as
many Lists as possible and
using Quiet as a Shadow
and a Girlis No One in a
timely manner. T he Hound
is one of the strongest
secondary characters, and
can be used as an
expendable attack force.

Attack

4*

Arya Stark
THE POINTY END

44 Play when Arya is attacking.
The damage received from
this attack is doubled.

Attack

4*

Arya Stark
THE POINTY END

44 Play when Arya is attacking.

The damage received from
this attack is doubled.

Attack

4*

Arya Stark
THE POINTY END

44 Play when Arya is attacking.
The damage received from
this attack is doubled.




THE LIST

41 Play anytime on your turn.

Arya heals THP or draws a card for
every enemy character alive.

Field: When one of these character
dies, heal Arya THP and draw a
card.

i -
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Arya Stark

A GIRL IS NO ONE

i1 Play anytime.

Remove Arya from the board.
She may notbe the target of any
cards. Place her back down on
any square ofthe board at the
beginning of your nexd tum.

Attack

9

The Hound

A BIG FUCKING SWORD

44 Play when attacking.

If the opposing character plays
adefense card. The Hound
receives damage equal to the
attack value of that camrd.

THE LIST

41 Play anytime on your turn.

Arya heals THP or draws a card for
every enemy character alive.

Field: When one of these character
dies, heal Arya THP and draw a
card.

i -

Arya Stark
QUET AS A SHADOW

44 Play anytime on your turn.

Move Arya upto & s paces including through
enemy chamcters and daw a cand.

Add +2 to Arya's ATH values this tum, or, i
you do not use Arya to attack this tum, she
cannot be attacked by opponents on their
next hm.

The Hound
THERE IS NO SAFETY

44 Play anytime on your turn.

The next time the Hound or
Arya attacks this tum. your
opponent cannot play a
defensecard

THE LIST

41 Play anytime on your turn.

Arya heals THP or draws a card for
every enemy character alive.

Field: When one of these character
dies, heal Arya THP and draw a
card.

i -

Arya Stark
QUET AS A SHADOW

44 Play anytime on your turn.

Move Arya upto & s paces including through
enemy chamcters and daw a cand.

Add +2 to Arya's ATH values this tum, or, i
you do not use Arya to attack this tum, she
cannot be attacked by opponents on their
next hm.

The Hound
THERE IS NO SAFETY

44 Play anytime on your turn.

The next time the Hound or
Arya attacks this tum. your
opponent cannot play a
defensecard




White Walkers

T he White Walkers bide
their time until they can
unleash their Army of the
Dead and revive fallen
enemy characters for
their own use with
Wights. Very strong in
team player,or in general
when used correctly,
opponents best hope is to
target the main W hite

W alker himself. Although
that may be difficult task
with a shield of Wights, or
Camoflage and T he Long
Night to defend and
distance himself.

44 Play anytime on your turn.
Move all wight= adjacent to an
enemy character. That character
and any other enemy characters

receive 1 damage for each wight
theyare adjacent io.
d

44 Flay anytime on your turn.

Move all wightz adjacent to an

enemy character That character
and any other enemy characters
receive 1 damage for each wight
theyare adjacent fo.

44 Play anytime on your turn.

Move all wight= adjacent to an

enemy character That character
and any other enemy characters
receive 1 damage for each wight
theyare adjacentio.




41 Play when attacking.
If the opponent uses a

defense card against this
attack. they cannot use
another for the rest of this

&

p"d 44 Play when defending.
Disregard any s pecial effects
of the opponents attack camd.

‘. Wh alk
4" THE LONG NIGHT

4
‘p“d 41 Play anytime on your turn.

Choose an opponent. They
receive one less achon their next
turn, and lose 2 =paces from
theirdice roll.

g '_r F-"". Attack

41 Play when attacking.

If the opponent uses a
defense card against this
attack. they cannot use
another for the rest of this
turn.

IGHTS
A2 y
[ 44 Play anytime on your tumn.
Placeall dead characters from an
enemy team back onthe board
adjacent to White Walkers. They

now are on your team, have THP,
can move and use wight cards.

* White Walk
4 THE LONG NIGHT

4
‘p“d 41 Play anytime on your turn.

Choose an opponent. They
receive one less achon their next
turn, and lose 2 =paces from
theirdice roll.

i ia‘{%ﬁf . .
W~ CAMOFLAGE
P’w 44 Play when defending.

Disregard any s pecial effects
of the opponents attack camd.

W
£ WIGHTS

4
‘p"d 41 Play anytime on your turn.

Placeall dead characters from an
enemy team back onthe board
adjacent to White Walkers. They
now are on your team, have THP,
can move and use wight cards.

L ; K
D 4 7 LANDS OF ALWAYS WINTER

& : : :
[ 4l Discard field tribute to enact.

If you do notmake a movement
or inflict damage on an opponent
during a turn, you may draw an
extra card atthe end of your
turn.




Joffrey uses Whitecloaks to
deal a majority of his damage,
and llyn Payne's Executioner to
deal the final blow. Getting
Protect the King out on the
field helps him to weasel his
way out of consecutive attacks,
for staying power. Kneel
Before Your King and Treason
Shall Not Go Unpunished both
helped you set-up for an
unblockable attack, while You
Are Mine to Torment is
another pesky tactic to keep
your opponent from being able
to encur any meaningful attack
against Joffrey.

Attack

=

3

Defend

King Joffrey
WHITECLOAKS

@4 Play in combat.
The attack and defense
values of this card are equal
tothe amount of cards in your
hand afterthis is played.

Attack

=

3

Defend

King Joffrey
WHITECLOAKS

@4 Play in combat.
The attack and defense
values of this card are equal
tothe amount of cards in your
hand afterthis is played.

Attack

=

Defend

King Joffrey
WHITECLOAKS

@4 Play in combat.
The attack and defense
values of this card are equal
tothe amount of cards in your
hand after this is played.




? .i

Tribute

’ King Joffrey
4" PROTECT THE KING

44 Discard field tribute to enact.

Move Joffrey up to 5 spaces and draw a
card.

Field: Dnce pertum, when Joffrey 5
attacked, after resolving damage and
effects, you may move Joffrey up to 3
Spaces.

King Joffrey
KNEEL BEFOHRE YOUR KING
44 Play anytime on your turn.

Move an opposing character
adjacent to Joffrey and put it
on its side. That player cannot
defend for the rest of Joffrey's
turn.

mCO-3-<42 -

TAEASON SHALL NOT GO UNPUNISHED

414 Play when defending.
Joffrey takes full damage from
the attack. The opponent must
discard a card for each point
of damage they inflict.

.‘.:: ,‘ ”
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King Joffrey
PROTECT THE KING

44 Discard field tribute to enact.

Move Joffrey up to 5 spaces and draw a
card.

Field: Dnce pertum, when Joffrey 5
attacked, after resolving damage and
effects, you may move Joffrey up to 3
Spaces.

King Joffrey

YOU AFE MIE TO TORVENT |} /4

44 Play anytime on your turn.

Choose an opponent adjacent
to Joffrey. They receive 2
damage and have one less
action next tum.

F’ 1 -
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llyn Payne
EXECUTIONER

44 Play anytime on your turn.

Play this when an enemy
character has 5HP or less.
That characterreceives 5
damage.

.‘.:: ,‘ ”

»

King Joffrey
KNEEL BEFOHRE YOUR KING
44 Play anytime on your turmn.

Move an opposing character
adjacent to Joffrey and put it
onits side. That player cannot
defend for the rest of Joffrey's
turn.

YOU ARE MINE TO TORMENT

44 Play anytime on your turn.
Choose an opponent adjacent
to Joffrey. They receive 2
damage and have one less
action next tum.

llyn Payne
EXECUTIONER

44 Play anytime on your turn.

Play this when an enemy
character has 5HP or less.
That characterreceives 5
damage.




Khal Drogo

Attack

6

.
Khal Drogo

ARAKH

44 Play when Drogo is attacking
Draw a card.

Khal Drogo's deck is one of the
first,to my knowledge, to have
a set of unnamed minor
characters with powerful
special cards. T he Bloodriders
play an important role in
setting-up strong movement
ability with Dothraki Horde,

w hich used in combination with
Stallion T hat M ounts the World,
creates strong damage
potential. M ounted Archers and
Dothraki Screamers help
damage and delay your
opponent while Drogo hacks
away with his Arakh. If in
trouble lay down V aes Dothrak
and regroup while opponent
cannot strike.

Attack

6

A

Attack

6

A

Khal Drogo Khal Drogo

ARAKH

ARAKH

44 Play when Drogo is attacking 44 Play when Drogo is attacking

Draw a card.

Draw a card.




Khal Drogo
STALLION THAT MOUNTS THE WORLD

44 Play anytime on your turmn.

Roll the dice and mowve Drogo
the amount of spaces. Inflict one
damage each ime Drogo
occupies a new adjacent space
to an enemy characier.

Bloodriders
DOTHRAKI HORDE

@4 Discard field tribute to enact.

Move Khal Drogo and the Bloodhiders up

to 3 spaces each including through enemy
characters. Draw a canl.

Field: You may roll and use your
movement phase at any point in your tum.
Add +2 to all dice rolls.

Khal Drogo
STALLION THAT MOUNTS THE WORLD

44 Play anytime on your turmn.

Roll the dice and mowve Drogo
the amount of spaces. Inflict one
damage each ime Drogo
occupies a new adjacent space
to an enemy characier.

3;*

Tribute

A
’ Khal Drogo
<" VAES DOTHRAK ._
44 Discard field tribute to enact.

Khal Drogo and the Bloodnders cannot be
attacked or receie direct damage.

Discard this camd if Khal Drogo or the
Bloodriders move, attack or inflict damage
on an opponent. This cand cannot remain
on the field for longer than three tums.

g / Bloodriders

DOTHRAKI HORDE

@4 Discard field tribute to enact.

Move Khal Drogo and the Bloodhiders up

to 3 spaces each including through enemy
characters. Draw a canl.

Field: You may roll and use your
movement phase at any point in your tum.
Add +2 to all dice rolls.

Bloodriders
MOUNTED ARCHERS

44 Play anytime on your turmn.

Each enemy character in
bloodriders mnge receve 2
damage. The same character
can be targeted twice and
receive 3 damage.

Bloodriders
MOUNTED ARCHERS

44 Play anytime on your turmn.

Each enemy character in
bloodriders mnge receve 2
damage. The same character
can be targeted twice and
receive 3 damage.

&
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Bloodriders
DOTHRAKI SCREAMERS

44 Play anytime on your turm.

Choose an opponent. They
must discard one card for
every bloodrider on the field
and receive one less action
during their next tum.

-

Bloodriders
DOTHRAKI SCREAMERS

44 Play anytime on your turm.

Choose an opponent. They
must discard one card for
every bloodrider on the field
and receive one less action
during their next tum.




Bran Stark

A4 Enoonn

Bran takes controlover Hodor,
Summer and enemycharacters
to provide the bulkof his
offense. Warging itself will be
your primary source, both
attacking your opponent and
taking away their best cards.
Opposing players will be forced
into spread out formations to
ensure they are not within
attacking distance of eachother,
in they are warged into. Hodor
will provide additional offensive
and defensive value, being able
to attack and defend for Bran.
Like playing with the Emperor's
deck for the most part, Bran will
want to completely remove
himself from direct combat and
stick to using special cards
from a distance.

Bran Stark Bran Stark
WARGING ¥ WARGING ¥ WARGING
41 Play anytime on your turn. v AT Flay anytime on your turn. -/ Flay anytime on your turn.

Choose and opponent to reveal
their hand to you. Select a card.
You may now use that card to
attack from that character's
position, or use it’s effects to benefit
Bran.

Choose and opponent to reveal
their hand to you. Select a card.
You may now use that card to
attack from that character's
position, or use it's effects to beneht
Bran.

Choose and opponent to reveal
their hand to you. Select a card.
You may now use that card to
attack from that character's
position, or use it's effects to beneht
Bran. 4




Bran Stark
SKINCHANGE SUMMER

v 4T Play when Bran is attacking.

This card can be usedto
attack any character.

Bran Stark
THREE EYED RAVEN

44 Play anytime on your turn.

Take the three cards from the
top of yourdeck. Discard one,
add one to your hand, and play
one immediately without being
charged an achon.

HOLD THE DOOR!

44 Play when defending.

This card can be played when Bran
is attacked. Before calculating
damage, switch places on the
board between the two characters.
Hodoris now the designated target.

Bran Stark
SKINCHANGE SUMMER

v 4T Play when Bran is attacking.

This card can be usedto
attack any character.

Bran Stark
YOU WILL FLY

44 Play anytime on your tumn.

Move Bran to any open space
on the board. Discard a Bran
card from your hand. Draw a
card foreach attack value.

WARG INTO HODOR

@4 Play in combat.
If Bran is alive, you may play an additional
Bran basic combat cand and add the attack
and defense values to this camnd.

Field: Untdl Bran moves, attacks, defends or
takes damage, Hodor may use Bran basic
combat cands with an +1/1 bonus.

Bran Stark

&7 THREE EYED RAVEN

44 Play anytime on your turn.
Take the three cards from the
top of yourdeck. Discard one,
add one to your hand, and play
one immediately without being
charged an achon.

Hodor
HOLD THE DOOR!

44 Play when defending.

This card can be played when Bran
is attacked. Before calculating
damage, switch places on the
board between the two characters.
Hodoris now the designated target.

WARG INTO HODOR

@4 Play in combat.

If Bran is alive, you may play an additional
Bran basic combat cand and add the attack
and defense values to this camnd.

Field: Untdl Bran moves, attacks, defends or
takes damage, Hodor may use Bran basic
combat cands with an +1/1 bonus.




Robert Baratheon uses
Warhammer and Stop T his

M adness to inflict and prevent
damage, while putting distance
between him and his enemies,
which he'll need to do with his
red deck. Getting Its A Great
Crime to Lie to a King out and
playing Robert's Rebellion when
your opponent draws their
most powerful card can inflict
massive amounts of damage,
w hile hindering your opponent
of using said card. King's
Justice can be used multiple
times to make opponent waste
their defense cards, opening up
for Ned to land Ice. Otherwise,
Ned mainly acts as a defensive
barrier to get to the more
aggressive-minded Robert, and
provides healing power with
Winter is Coming.

Robert Baratheon

Robert Baratheon
WARHAMMER

44 Flay anytime on your turn.
Robert does 3 damage to all
adjacent enemy characters.
You may move these
characters up to 5 spaces
each.

Robert Baratheon
WARHAMMER

44 Play anytime on your turn.
Robert does 3 damage o all
adjacent enemy characters_
Y'ou may move these
characters up to 5 spaces
each.

Robert Baratheon
WARHAMMER

44 Play anytime on your turn.
Robert does 3 damage to all
adjacent enemy characters._
Y'ou may move these
characters up to 5 spaces
each.
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Robert Baratheon Robert Baratheon Robert Baratheon

STOP THIS MADNESS STOP THIS MADNESS KING'S JUSTICE

44 Play when defending. 44 Play when defending. 44 Flay when attacking.

Youmay move the attacking Youmay move the attacking If this card inflicts no damage
characterupto3 spaces. characterupto3 spaces. upon the oppenent, you may
return it to your hand.

Draw a card.

Tribute

-
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’ Robert Baratheon Robert Baratheon Robert Baratheon
" ITS A GREAT CRIVE TO LE TO AKING ROBERTS REBELLION ROBERTS REBELLION

@4 Discard field tribute to enact. 44 Play anytime. i1 Play anytime.

Whenever an opponent draws a Play this card when your opponent Play this card when your opponent

card they must reveal the card to draws_ They must discard the card draws. They mustdiscard the card

you. they justdrew, and the characier they justdrew. and the character
on the card takes damage equal to on the card takes damage equal to

When an opponent attacks Robert, the attack value on that card. the attack value on that card.

they must play the card face up.

Attack

Ned Stark Ned Stark Ned Stark
ICE WINTER IS COMING WINTER IS COMING

44 Flay when attacking. 44 Play anytime on your turn. 44 Play anytime on your turn.
If the opponent does not play Draw a card and heal Ned and Draw a card and heal Ned and
adefense card, the value of all teammates 2HFP each. f thi= all teammates 2HFP each. f thi=
this attack is 10. brings any character to full brings any character to full

health, draw an additional card. health, draw an additional card.




Oberyn Martell

- ']
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Domish Soldiers &% —m™™ X
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Oberyn's goalis to use his
various cards like Armor
Slows a Man Down to build
up his actions permitted per
turn to ensure he lands a
Red V iper to poison his
opponents. With his red deck
and lack of defense his best
strategy early game is to
build up his hand until he has
the approriate cards and

when he encures extra

actions,use | Will be Your
Champion for movement and

increased likelyhood of

landing the Red V iper.

41 Play when attacking.
Field: If damage s done with this attack

the opponent recenves 1 damage at the
end of every one of ther tums.

Two Red Viper's cannot be placed on
the same character.

{4 Play when attacking.
Field: If damage & done with this attack

the opponent recerves 1 damage at the
end of every one of ther tums.

Tweo Red Viper's cannot be placed on
the same character.

#1 Play when attacking.
Field: If damage & done with this attack

the opponent receves 1 damage at the
end of every one of ther tums.

Two Red Vipers cannot be placed on
the same chaacter.
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L 11 Play when defending.
Oberyn has an extra achon
his next turn.
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ryn ell
INBOWED, UNBENT, UNBROKEN

{4 Play anytime.
Play when your opponent
uses a card that would directly
damage. move or force
Oberyntodiscard Those
effects are cancelled.

'y
o Ul Play when defending.

Oberyn has an extra achon
his next turn.

7
|

n eﬂ
SLOWS A MAN DOWN

/ 44 Play when defending.

Oberyn has an extra achon
his next turn.
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{4 Play anytime.
Play when your opponent

uses a card that would directly

damage. move or force
Oberyntodiscard Those
effects are cancelled.

44 Play anytime on your turn.

Move Oberyn adjacent to any
character. The next time

Oberyn attacks this tum it does
not cost an action, and
increases attack value by 1.

44 Play anytime on your turn.

Move Oberyn adjacent to any
character. The next time

Oberyn attacks this tum it does
not cost an action, and
increases attack value by 1.

n=-<psn-2n

44 Play anytime on your turn.

Choose an opponent. They
must reveal their hand to you.
Draw a card for every combat
card they have with attack
value of 4 or higher.

/)
s

¥

Martell
\OT THE DAY | DIE

44 Play anytime on your turn.

Oberyn recovers up to 4
damage. Choose an
opponent. They cannot
draw during thier next turn.




Stannis Baratheon

.
<

Stannis provides the simple,
straight-forward offensive
power while M elisandre
crafts magic from a distance.
She is frail but has defense
and healing abilities, and two
field cards which allow her to
survive on her own should
Stannis fall first. Since

M elisandre has more cards

i than a standard minor

character Stannis may
struggle to get a handful or
cards of his own, but using
Davos the Smuggler and
Look Into the Flames
counteracts this, while
Fortification allows you to
bide your time while you build
up your hand.

Stannis Baratheon
LIGHTBRINGER

41 Play when attacking
Draw a card.

LIGHTBRINGER
#1 Play when attacking
Draw a card.

Stannis Baratheon

Stannis Baratheon
FORTIFICATION

14 Play when defending
If this card prevented Stannis from
taking any damage and he has not
moved since being attacked, as long

as its the top card of your discard
pile. youmay use it against other
attack. until one has a higher value.




Attack

4

Stannis Baratheon
LAY SIEGE

#1 Play when attacking

If this attack does damage the
defending opponent cannot
draw next tum.

Melisandre
THE NGHT IS DARK AND FLLL OF TERRORS

44 Play when defending

If all the damage from the
attack is blocked the opponent
discards a card at random.

Melisandre
WE CHOOSE LIGHT OR DARKNESS

44 Play anytime on your turn.

You may either heal Melisandre
3HF and draw a card, or choose
an opponent, inflict 3 damage on
them and make themdiscard a
card of their choice.

Attack

4

#1 Play when attacking

If this attack does damage the
defending opponent cannot
draw next tum.

Melisandre
THE NGHT IS DARK AND FLLL OF TERRORS

44 Play when defending
If all the damage from the

attack is blocked the opponent

discards a card at random.

Melisandre

WE CHOOSE LIGHT OR DARKNESS |1

44 Play anytime on your turn.

You may either heal Melisandre
3HF and draw a card, or choose
an opponent, inflict 3 damage on
them and make themdiscard a
card of their choice.
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Stannis Baratheon
DAVOS THE SMUGGLER

44 Play anytime.

Search yourdeck for any cand and add it
toyour hand and res huffie. That cand can
now be played without costing an action.

Alternatively, you may use this on your
opponent’s turn to find a defense cand.

Trihute

Melisandre
LOOK INTO THE FLAMES

@4 Discard field tribute to enact.

Once perturn, when you draw
a card, you may discard that
card and draw again.

Melisandre
THERE'S POWER IN KING'S BLOOD

44 Play when triggered.
If this card i= in your hand and
Stannis has died, it is automatically
placed on the field.

Once per tum, you may discard a
Stanmis card to drew a card.




Ramsay uses his range and
movement with Hounds Have
T heir Scent to attack from a
distance and T orture to
punish his target twofold.
Force enemies to attack you
with Battle of the Bastards,
when you have a Phalanx
Formation ready to defend,
and use Flayed M an Holds No
Secrets,to determine your
strategy based on your
opponent's hand. Ramsay
depends on having his Hounds
in play, so its better to use
them as tools rather than
physical attackers, unless they
can deal a finishing blow.

Attack

5

Ramsay Bolton
THE FLAYED MAN HOLD'S NO SECHETS

41 Flay when attacking.
If this attack inflicts any
amount of damage. the
defending player must reveal
theirhand to you.

Attack

5

Ramsay Bolton
THE FLAYED MAN HOLDS MO SECHETS

41 Play when attacking.
If this attack inflicts any
amount of damage. the
defending player must reveal
theirhand toyou.

Ramsay Bolton
THE FLAYED MAN HOLD'S NO SECHETS

41 Play when attacking.
I this attack inflicts any
amount of damage. the
defending player must reveal
theirhand to you.




Tribute

F
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’ Ramsay Bolton
o
D _ THE HOUNDS HAVE THEIR SCENT

A4 Discard field tribute to enact.
Pemitting a hound i in play, move Ramsy
into range of an enemy chapcter. Daw a caxd
Field: Once per tum you may use the minimum
amount of spaces required to move Ramsy
into range of that character. Discand this c=d §
no hounds remain on the board.

Ramsay Bolton
BATTLE OF THE BASTARDS

41 Play when attacking
This card can only be used if
Ramsay is adjacent to the target. If
the defending character does not
inflict damage on Ramsay in combat
during ﬂlﬁrhllmunghmﬂ'ﬂplaﬁrﬁ'
must dizcard 3 cards

nN=<4psn-2n

Ramsay Bolton

TORTURE

41 Play anytime on your turn.
Choose a character that you have
attacked or inflicted damage on this tum,
oris adesignated target of a "hounds’
card. That opponent may discand amy

amount of cards they wish, but they
receive one damage per cand they keep.

Tribuote ’{'-:

’ Ramsay Bolton
THE HOUNDS HAVE THEIR SCENT

44 Discard field tribute to enact.
D b o Son s I

Field: Once per tum you may use the minimum
amount of spaces required to move Ramsy
into range of that character. Discand this c=d §
no hounds remain on the board.

Ramsay Bolton

PHALANX FORMATION

44 Play when defending.

If the attacking character is
adjacent to Ramsay. they
receive two damage. and will

again if they attack Ramsay
again this turn.

N--<4psn-2n

Ramsay Bolton

TORTURE

41 Play anytime on your turn.
Choose a character that you have
attacked or inflicted damage on this tum,
oris adesignated target of a "hounds’
card. That opponent may discand amy

amount of cards they wish, but they
receive one damage per cand they keep.

again this turn.

Tl i L.

’ Ramsay Bolton

THE HOUNDS HAVE THEIR SCENT

44 Discard field tribute to enact.
o g e e
Field: Once per tum you may use the minimum

amount of spaces required to move Ramsy
into range of that character. Discard this cad §

Ramsay Bolton

PHALANX FORMATION

44 Play when defending.

If the attacking character is
adjacent to Ramsay. they
receive two damage. and will

again if they attack Ramsay

The Hounds
BASTARD'S GIRLS

41 Play anytime on your turn.

Move one or both of the hounds adjpcent
toan enemy character. That chamcter
receives two damage for each Hound.

If that character moves mexd tum, you may
move The Hounds to remain adipcent to
that character. d




Jaime and Cersei have a deckthat
doesn't really have a definedmain
character. For practicalreasons
Jaime has the majorcharacter
set of combat cardsand health,
but Cersei has themajority of
specials. Jaime's special attacks
are largely situational, but
devastating if you can get off.
T here are No Men Like Me, is a
perfect counter against decks

mm with strong defense cards. While
Cerseiis somewhat frail, she can
protectherself You Win or You
Die, andJaime can protect and
heal herwith The T hings | Do For
Lovesince you need her in game
toget off Wildfire. Her lack of
straight forward offensive power
is made up for with | Choose
Violence, which also permits
Jaime to contribute more.

Jaime Lannister

Attack

3*

Cersei Lannister

| CHOOSE VIOLENCE

#1 Play when attacking.
Draw a card. Ifit a combat card you

may add the attack value to this
card. Ifitis a Jaime combat card
and he is adjacent to the defending
character, you may also add the
attack value.

Attack

3*

Cersei Lannister

| CHOOSE VIOLENCE

41 Play when attacking.
Draw a card. If it a combat card you

may add the attack value to this
card_ fitis a Jaime combat card
and heis adjacent to the defending
character, you may also add the
attack value.

Attack

3*

Cersei Lannister

| CHOOSE VIOLENCE

41 Play when attacking.
Draw a card. If it a combat card you
may add the attack value to this
card_ lfitis a Jaime combat card
and heis adjacent to the defending
character, you may also add the
attack value.




Attack

Jaime Lannister

THE KINGSLAYER

41 Play when attacking.

This card can only be used on
a major characterafter their
minor character has been
defeated.

Attack

Jaime Lannister
THERE ARE NO MEN LIKE ME

41 Play when Jaime is attacking

The attack value is equal to
double the defense value of
the card played by your
opponent.

-

Cersei Lannister

WILDFIRE

44 Play anytime on your turn.

Choose an opponent in Cersei's
range. Thatcharacter and all
adjacent (including teammates)
receive 4 damage.

Jaime Lannister
THE THINGS | DO FOR LOVE

44 Play when defending.

This card can be used to defend any
team player. If the altacking value is
greater, Jaime receives the damage.
If Jaime receives damage, heal the
targeted character up to 3 imes per

Cersei Lannister

YOU WIN OR YOU DE

44 Play when defending.

If Cersei receives nodamage
from the attack. the attacking
characterreceives 1.

Cersei Lannister

WILDFIRE

44 Play anytime on your turn.

Choose an opponent in Cersei's
range. Thatcharacter and all
adjacent (including teammates)
receive 4 damage.

Jaime Lannister
THE THINGS | DO FOR LOVE

44 Play when defending.

This card can be used to defend any
team player. If the altacking value is
greater, Jaime receives the damage.
If Jaime receives damage, heal the
targeted character up to 3 imes per

Cersei Lannister

YOU WIN OR YOU DE

44 Play when defending.
If Cersei receives nodamage
from the attack. the attacking
characterreceives 1.

Cersei Lannister

TRIAL BY COMBAT

44 Play when triggered.

If your opponent plays a cand that would
force you to discand, you may place this
on the field without cost instead.

Field: Once perturn, ¥ you do damage to
an opponent in combat, they must also
discard a caml.




Euron Greyjoy

Euron's gameplay revolves
around making your opponent
discard over and over until they
have nothing left to defend
themselves or attack you with.
Use the Iron Price,| Am the
Storm or Changing T ides to get
Reaving and Raiding out on the
field as soon as possible, and
use those cards again,to combo
up with Reaving (or two) for
twice the power. While lacking in
raw offensive or defensive
power, Euron’'s tactics make
sure your opponent never gets
their feet off the ground. As a
double melee deck, your
opponent will have to decide
whether to keep their distance
or attack heavily early before
you build too much power.
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Attack

4

Victarion Greyjoy
THE IRON PRICE

44 Play when attacking.
The defending team must
discard a card for each
damage inflicted by this
attack.

Attack

Victarnion Greyjoy

THE IRON PRICE

44 Play when attacking.

The defending team must

discard a card for each
damage inflicted by this
attack.

i

Attack
4 - 4 e

Victanion Greyjoy
THE IRON PRICE

44 Play when attacking.
The defending team must
discard a card for each
damage inflicted by this
attack




Attack

5

Euron Greyjoy
DRAGONBINDER

44 Play when Euron is attacking

Add the attack value of your
opponent's defense camd to
the attack value of this card.

' ’ Euron Greyjoy
< SHADE OF THE EVENING

@4 Discard field tribute to enact.
Once per tumm, when you
draw you may decide to
discard that card and draw
again.
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Euron Greyjoy
| AM THE STORM

41 Play anytime on your turn.

Place damage counters on all
spaces adjacent to BEuron. When an
enemy characier occupies one of
those spaces the damage counter is
removed and they discard a card
and receive one damage.

Euron Greyjoy
VALYRIAN STEEL ARMOR

44 Play when defending.
Before calculating damage.
cut the opponents attack
value in half, rounded up.

Euron Greyjoy
CHANGING TIDES

44 Play anytime on your turn.

Remove all opposing field
cards from play and place one
of your own on the field without

cost

Victarion/Euron

REAVING AND RAIDING

44 Play when triggered.

i you have both mficted damage upon
and made an opponent discand this tum,

automabcaly place this card on the held.

Once pertum, §fyou niict damage on
an opponent, they must discand a cand.

Euron Greyjoy
VALYRIAN STEEL ARMOR

44 Play when defending.
Before calculating damage.
cut the opponents attack
value in half, rounded up.

Euron Greyjoy
| AM THE STORM

41 Play anytime on your turn.

Place damage counters on all
spaces adjacent to BEuron. When an
enemy characier occupies one of
those spaces the damage counter is
removed and they discard a card
and receive one damage.

Victarion/Euron

REAVING AND RAIDING

44 Play when triggered.

i you have both mficted damage upon
and made an opponent discand this tum,

automabcaly place this card on the held.

Once pertum, §fyou niict damage on
an opponent, they must discand a cand.
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Petyr Baelish
A s Littlefinger, your goalis

y getting out a M aster of Coin
,:j i ! | | : i as soon as possible and using
) - it to its full advantage. Like
Darth M auluse small
actionless attacks to deplete
opponent of defense cards,
and w hittle their health down
to nothing. Keep Your Foes
Confused and I Did Warn You,
allow you to inflict damage in
cases you otherwise wouldn't
: w hile Chaos is a Ladder and
Out the Moon Door deal
damage while putting
opponents at a distance.
Baelish can compete with the
strongest decks despite
having low-health and fire
power.

Knights of the Valet
W

Tribhute

7

= - L T -

) Petyr Baelish
< MASTER OF COIN

44 Discard field tribute to enact.
As long as this card remains on

the field, Littlefinger receives 3
actions perturn instead of 2.

»
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Petyr Baelish
< MASTER OF COIN

44 Discard field tribute to enact.
As long as this card remains on

thefield, Littlefinger receives 3
actions perturn instead of 2.

Knights of the Vale

THE BLOODY GATE
44 Play when defending.
The defending Knight

receives no damage. The
attacking character receives

1 damage.




Attack

4

I 4 .J "
Defend

Petyr Baelish
KEEP YOUR FOES CONFUSED

44 Play in combat.

Switch the attack and defense
values of the combat card your

opponent plays.

Attack

5

Petyr Baelish

CHAQS IS A LADDER

41 Play when attacking.

After calculating damage. you
may move all characters up to
Jspaces each.

mCO-3-+42 -

Petyr Baelish
| DID WARN YOU NOT TO TRLST ME

i1 Play anytime.

Use this card in place of a combat
card when you attack or defend.
After your opponent's card 1s
revealed. choose another combat
card from your hand and play that
instead.

Attack

4

I 4 .J "
Defend

Petyr Baelish
KEEP YOUR FOES CONFUSED

44 Play in combat.

Switch the attack and defense
values of the combat card your

opponent plays.

Attack

5

Petyr Baelish

CHAQS IS A LADDER

41 Play when attacking.

After calculating damage. you
may move all characters up to
Jspaces each.

mCO-3+42 -

Petyr Baelish
| DID WARN YOLU MOT TO TRLET ME

{4 Play anytime.

Use this card in place of a combat
card when you attack or defend.
After your opponent’s card is
revealed. choose another combat
card from your hand and play that
instead.

Petyr Baelish
OUT THE MOON DOOR

44 Play anytime on your turn.

Move a character adjacent to

Littlefinger to any unoccupied
space on the board. That

character receives 3 damage.

Petyr Baelish
OUT THE MOON DOOR

44 Play anytime on your turn.

Move a character adjacent to

Littlefinger to any unoccupied
space onthe board. That

character receives 3 damage.

mCO-3+42 -

Petyr Baelish
| DID WARN YOLU MOT TO TRLET ME

{4 Play anytime.

Use this card in place of a combat
card when you attack or defend.
After your opponent’s card is
revealed. choose another combat
card from your hand and play that
instead.




Similiar to Littlefinger,

V arys wants to get his

M aster of Whispers field
card out early game and
work his strategy around
that. Once out,combo up
with T he Spider and
Deception and Disguise and
use your opponents best
cards to damage
themselves. When you see
your opponent is low on
defense, go allin on
Extreme Measures Are

| . | | Warranted for a surprising
. finishing blow.

Attack

5*

) - Varys
< MASTER OF WHISPERS
44 Discard field tribute to enact.

All enemy teams must play
with their hands revealed.

1 / ~ Varys

< MASTER OF WHISPERS

@4 Discard field tribute to enact.

All enemy teams must play
with their hands revealed.

- Varys
EXTFEME MEASLIFES AFE WARRANTED

41 Play when Varys is attacking
You maydiscardupto b
cards and add one

additional attack value for
each.




Attack

4

“Defend

- Varys
MUMMER'S TRICK

#4 Use in combat.

Switch the attack and defense
value of the combat camd your

opponent plays.

.

- Varys
DECEPTION AND DISGUISE

41 Play when defending.

Before calculating damage

switch Varys places with any
other character. That character

may defend as nomal.
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- Varys
MY LITTLE BIRDS WHISPERTO ME

44 Play anytime on your turn.

Draw a card for every enemy
characterin range of a little
bird. Each one of those
characters receives 1 damage.

Attack

4

“Defend

- Varys
MUMMER'S TRICK

44 Usein combat.
Switch the attack and defense
value of the combat camd your
opponent plays.

.

- Varys
THE SPIDER

44 Play anytime on your turn.

Selecta card at random from an
opponents hand and discard it if
the card has an attack value.
that character receives that
amount of damage.

n=-<4pEn-2n

.

- Varys
MY LITTLE BIRDS WHISPERTO ME

re=MRmMmTaun

44 Play anytime on your turn.

Draw a card for every enemy
characterin range of a little
bird. Each one of those
characters receives 1 damage.

.

- Varys
DECEPTION AND DISGUISE

41 Play when defending.

Before calculating damage

switch Varys places with any
other character. That character

may defend as nomal.

NCO-3-4&-~-

.

- Varys
THE SPIDER

44 Play anytime on your turn.

Selecta card at random from an
opponents hand and discard it if
the card has an attack value.
that character receives that
amount of damage.

.

- Varys
| HATE MAGIC

44 Play anytime on your turn.
Choose an opponent. They

must reveal their hand and
discard all special cards.




Tywin Lannister

1] 2

3 4 5 Tywin shares many cards
with other decks, like Stannis,

x%_- ] {
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Lannister Soldiers™.
h:

o Littlefinger,V arys and Tyrion
9 10 § 11} so it can be an easy

Tywin Lannister
GOLD MINES

44 Play anytime on your turn.
Draw a card and heal Tywan THP.

Field: BEverytime a Gold Mines is
played. draw a card and heal Tywan
THP for each Gold Mines on the
field. including the one played.

— transition. Rains of

Castemere allows Tywin to
be a strong counter to decks
in the GOT series that depend
on their minor characters,
like Daenerys,Drogo and
Ramsay. M ultiple Gold M ines
allow him to grow stronger
and stronger, and heal from
any Lannister Pays T heir
Debts he plays.

Tywin Lannister
GOLD MINES

44 Play anytime on your turn.
Draw a card and heal Tywan THP.

Field: BEveryime a Gold Mines is
played, draw a card and heal Tywan
1THP for each Gold Mines on the
field. including the one played.

Tywin Lannister
GOLD MINES

44 Play anytime on your turn.
Draw a card and heal Tywan THP.

Field: Bverytime a Gold Mines is
played, draw a card and heal Tywan
THP for each Gold Mines on the
field. including the one played.



Attack

Tywin Lannister
LAY SEIGE

41 Play when attacking.

If this attack inflicts any
amount of damage. the
defending opponent cannot
move next turn.

Attack

Defend

Tywin Lannister
SOME WARS ARE WON WITH QUILLS

44 Play in combat.
Switchthe attack and
defense value of the combat
card your opponent plays.

-
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Tywin Lannister
A LANNSTER ALWAYS PAYS

41 Play when defending.

Play this card instead of a
defense card. The attacking
character receives the same
amount of damage they inflict
on Tywin

THEIR DEBTS | B 74

Attack

4

Tywin Lannister
LAY SEIGE

41 Play when attacking.

If this attack inflicts any
amount of damage. the
defending opponent cannot
move next turn.

Attack

Defend

Tywin Lannister
SOME WARS ARE WON WITH QUILLS

44 Play in combat.

Switch the attack and
defense value of the combat
card your opponent plays.

Tywin Lannister
RAINS OF CASTEMERE

44 Play anytime on your turn.
Move Tywin adjacent to a
minor character. That
characterreceives 5 damage.

Defend

Tywin Lannister
FORTIFICATION

44 Play when defending.

If this card prevents Tywin from
taking damage. it may be used to
defend against any future attacks
as long as itremains as the top
card of your discard pile and Tywin
hazs not moved.
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Tywin Lannister

A LANNSTE THEIR DEBTS

41 Play when defending.

Play this card instead of a
defense card. The attacking
character receives the same
amount of damage they inflict
on Tywin

Tywin Lannister
RAINS OF CASTEMERE

44 Play anytime on your turn.
Move Tywin adjacent to a
minor character. That
characterreceives 5 damage.
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Jaqgen simply overwhelms
opponents with wave after
wave of direct damage.
Between V alar M argohulis,

V alar Dohaeris, A ssassination
and T he Many Faced God
there's enough damage output
to take out most teams.
Because of this, he is very
strong in team play, where he
can do his damage from a
distance while your opponent
deals with your teammate. Use
a Man is No One to sacrifice
your minors for Jaqen (you'll
be discarding their cards
anyway), then unleash Jaqgqen
close-range come late game
and be the last man standing.

Jagen H'ghar Jagen H'ghar

?ﬁLHR MORGHULIS | VALAR DOHAERIS

VALAR DOHAERIS

44 Play anytime on your turn. 41 Play anytime on your turn. 44 Play anytime on your turn.
All opposing characters Every other player must Every other player must
receive two damage. discard a card of each discard a card of each

character or that character character or that character

receives 3 damage.

receives 3 damage.




Attack

6

=
Jagen H'ghar
ONLY DEATH MAY PAY FORLIFE

#1 Play when attacking

If the defending character is
destroyed. Jagen heals the
amount of damage inflicted.

Jagen H'ghar
ASSASSINATION

44 Play anytime on your turn.

Inflict 3 damage on an enemy
character adjacent to Jagen.
Y outhen many move Jagen
uptobspaces.

Jagen H'ghar
THE MANY FACED GOD

44 Play when triggered.

This card is automatically placed on
the field when any character dies.

Once per tum, you may discard a

card from your hand in order to inflict

1 damage to any character.

Attack |
E =)
N

Jagen H'ghar
ONLY DEATH MAY PAY FORLIFE

#1 Play when attacking

If the defending character is
destroyed. Jagen heals the
amount of damage inflicted.
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Jagen H'ghar
A MAN IS NO ONE

44 Play anytime.
Switch places between Jagen and
one of the faceless men. This card
can be used on your opponents
turn, including after an attack i1s
declared. ifitis used on your tum,
it does not count as an achon.

Jagen H'ghar
THE MANY FACED GOD

{4 Play when triggered.

This card is automatically placed on
the field when any character dies.

Once per tum, you may discard a
card from your hand in order to inflict
1 damage to any character.

Jagen H'ghar
ASSASSINATION

44 Play anytime on your turmn.

Inflict 3 damage on an enemy
character adjacent to Jagen.
Youthen many move Jagen
uptobspaces.

-

mCO-3a+42 -

Jagen H'ghar
A MAN IS NO ONE

i1 Play anytime.

Switch places between Jagen and
one of the faceless men. This card
can be used on your opponents
turn, including after an attack i1s
declared. ifitis used on your tum,
it does not count as an acton.

e
Jagen H'ghar
VALAR MORGHULIS

{4 Play anytime on your turn.

All opposing characters
receive two damage.
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