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Box contents
286 normal sized cards (63x88mm)
6 new Kingdom Decks
Centaurs
Gladiators
Harpies
Medusae
Mermaids
Mummies
1 Banners Deck
1 Classes Deck
1 Event Deck
1 AI Overlord Co-op Deck
1 AI deck for new special co-op Overlords

17 oversized cards (90x130mm)
6 new Overlords
4 Co-op Overlords
6 new Villages
Enchanters Guild Village card

30 tokens
1 Desert Token
1 Cerberus Token
3 Reinforcement Tokens
25 Pearl Tokens

Other
Overlord’s Health Points dial
Rule book

Gladiators (Arena Mundi)
Duels: Duels between players are simple and
straightforward. Both players deal each other
number of wounds equal to their current
reduced by the opponent’s .

New Kingdoms
Enchanters: Odyssey features 6 new Kingdom decks themed
around ancient Kingdoms and epic journeys. Use those the
same way you would use any other Kingdom deck. Each new
deck features a new mechanic that allows for new strategies.
Those are described below:

Medusae (Lower Olympolis)
Weight: At the end of a turn
during which you made a
journey, ends, lose 1
for
each Weight Icon you have.
Note: This is not the same as saying “your journey costs are
higher”.
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Before the duel, both players (current player first) have a
chance to use minor actions on their cards and/or Village card.
Attacking another Player means that the attacker deals
the target Player as many as the attacker’s
minus the
target’s
.

Harpies (Upper Olympolis)
Speed: When going on a
journey reduce the cost of
cards on Journey track by 1
for each
Icon you have.
Note: Costs cannot become negative and thus earn you
crystals, you greedy goblin, you…

Centaurs (Equos Plains)
Distance: The number of cards
between a card on Journey
track and Village Card. Most
of the time equals the number
of crystals you need to pay for
the journey.
A card on “3 or more” refers to cards on 4th, 5th or 6th spot
on Journey track.

Mermaids (Concholia)
Pearls: Pearls are akin to
improved crystals that can be
used every turn, BUT they
cannot pay for your journeys.
At all points in the game keep the amount of
Pearl Tokens equal to Pearl Icons on your cards.
When you spend Pearls, flip them to the darker
side. When your turn begins, flip them back.

Mummies (Ne-Ne-Ne-Sethos)
Desert Token: The first time when the game
asks you to Flip Desert Token you need to
actually throw the token into the air and
allow it to land on either side. Later in game
Flip Desert Token means simply turning it
to the other side. Desert token applies to all
,
, and Overlords.
If two effects require you to double the
effects of Desert Token, quadruple it. If three
- multiply further.
Monster’s Health and Strength cannot go
below zero.
Scorching sun side:
-1 Attack, +1 Life

Sandstorm side:
+1 Attack, -1 Life
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New optional decks
Odyssey also comes with two variant decks:
Banners and Class Enchantments Deck
Event Deck

Banners and Class
These two sets of cards are used to replace
your starting Fist of Enchanting and will give
your character a little back story - where they
come from and what they were doing before
advancing to the prestige class of Enchanter.
Instead of handing out Fists of Enchanting
during the game setup, deal each player two
Banner cards and two Class Enchantment
cards. Each player picks one Banner and one
Enchantment.
Banners tend to give new ways of getting
,
or heal, while
Class Enchantments will help you with crystals and Attack.
Both Banner and Class Enchantment have their rule written
on the bottom of the card which means that they are usable
throughout the whole game.
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Using this variant will make the game a bit easier difficultywise, but also bit harder rules-wise.

Event deck
As the extra step of game setup: Shuffle the
Event deck, then take three cards per player,
without looking at them. Then put them in
random spots throughout the Adventure
deck (we recommend to not shuffle the
Adventure deck).
Contrary to other cards in Enchanters, Event cards activate
when they show up on Journey track (hence the “Arrow up”
symbol
). So when you draw the Event card immediately
resolve it.
Some Event cards will just have a one-time effect that fires
immediately. After resolving it just remove the card from the
game and refill the Journey track, if needed.
Other Event Cards will attach themselves to different types
of cards on Journey Track. Attaching a card means that you
slide the Event card under the indicated card type leaving
the bottom of the card visible. From now on, the cards move
together on the Journey track. While on Journey track the rule

on Event Card is in play for all players. If the cards are taken,
swapped or discarded, remove the event card from the game.
This variant will make your game a bit more unpredictable
and exciting, but also harder difficulty and rules-wise.
If an event card is discarded as part of “challenge Overlord”
, resolve the card, then discard another card from
Action
the Adventure Deck.

Coop Mode
Coop Mode is a game variant for Enchanters in which players
unite as members of a newly formed Enchanters Guild to
repel a powerful Overlord.
The goal of the game is to kill the Overlord and scare off the rest
of their horde. To do that you have to lower their Health Points
(HP) from 99 to 0 and avoid reaching your Wound Threshold.

Winning and Losing
You WIN when the Overlord’s HP is reduced to 0 or less.
You LOSE when, as a group, you receive a total number of
Wounds equal to or exceeding the threshold for the chosen
difficulty level or if there are no more cards in the Journey
Deck and the Journey Track.

Game setup
1 When assembling the Adventure Deck, take halves

(marked with “2” on the backs) of 2 Kingdom decks
for each player.
2 Pick the Enchanters Guild as the Village Card for the

game. Choose an Overlord from the Wanted List.
3 Prepare the Overlord Deck. Add dedicated

Overlord cards if necessary (see below).
4 Choose a difficulty level card to set the Wound threshold

On Easy difficulty, your Wound threshold is 50
On Normal difficulty, it is 40
On Hard, it is 30
On Very Hard difficulty, it is 25
5 Prepare the Adventure Deck and Journey Track the

same way as you would in a regular game.
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6 Set Overlord Dial to 99 hp

To play solo, use the setup for 2 players game and make decision for both of “players”.

The flow of the game
The Coop Mode is played in a series of rounds, each consisting of the following steps:
1 At the beginning of each round, draw a card from

the Overlord Deck.
2 Read the card’s effects aloud and apply them to all

players.
3 All players play 1 turn each, in regular play order.

Then the next round begins.
There are two ways in which players can reduce the
Overlord’s HP:
A successful fight subtracts amount (typically 10)
from the Overlord’s remaining HP.
The special action associated with the Enchanters
Guild Village Card allows you to remove from the
game the top card from any of your stacks ( ,
, or
/
) to deal the Overlord a number of
Wounds equal to the
value of that card. This
follows all the usual rules for minor actions.
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Rule Changes
Rule of thumb:
If a rule in a competitive game would benefit another player,
it benefits the Overlord instead.
If it would harm another player, it harms the Overlord instead.
Overlord Deck - This deck of cards is the core of
the Coop Mode. Each card in the deck has an effect
that depends on the Overlord’s rage level, which
increases as the Overlord’s HP drops below the
indicated thresholds.
Wounds - You, as a group, have a shared Wound
pool. If you ever reach the Wound Threshold for the
difficulty, you lose the game.
Round - Consists of 1 turn per player, performed in
regular turn order.
As in the regular game, Players can’t use any abilities
outside of their turn. The same goes for temporary
boosts - they are lost when a player’s turn ends.
“All Players” or “Each player” - means that each
player is subject to the Overlord card effects separately.
Challenge or Duel - After you defeat the Overlord
using the Major Action: Challenge
you don’t
receive a Reward token; instead, the Overlord loses

10 HP. Additionally, the Overlord becomes stronger
- place 1 Attack token and 1 Health token on the
Overlord. Also, in the Coop Mode you do not Duel
players, but the Overlord instead. A Duel is not a
Challenge, so you don’t discard the top card of the
Adventure Deck after Duelling the Overlord.
Attacking another Player means that the attacker
deals the target Player as many wounds, as the
attacker’s
minus the target’s
.
If the card ability says “another player” or “other
players” (for example “Black Knight”) - it targets the
Overlord only instead.
If the card ability says “target player” you can
choose any player or the Overlord.
If a Monster card has a “Bury
” ability, treat it
” ability instead.
as a “Discard
Give/Discard/Steal/Force to Give you card Consider whether the effect would be positive, or
negative for the current player in a regular game.
If positive, remove one Reinforcement Token from
the Overlord. If negative, place one Reinforcement
Token on the Overlord.
Example 1: The Manticore forces an opponent
to discard a Monster. In Coop Mode it would
remove one Token from the Overlord. The Trap
Item card would work the same way.

Example 2: The Nymph makes you give a
monster to another player. In Coop Mode, you
discard the monster and the Overlord gains a
Reinforcement Token.
Give crystals - The Overlord stores the crystals on
their sheet and automatically exchanges each 5
for 1 Reinforcement Token.
If the card ability says “steal X ”, take any that
have been placed on the Overlord sheet first, and
when there are none left, take the rest from the bank.
When playing with the Event Deck, remove the
Overlord Rising and Magic Overload cards from the
deck before you set up the game.
Pay a total - Players can decide how they split the
payment between them.
When you remove a
with a passive hindrance
(ie. White Dragon: “Your
cannot be healed”)
to attack the Overlord, add a Reinforcement Token
to the Overlord after you deal them the amount of
Wounds indicated by the card’s
value.
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Specific deck rules
Demons - Treat penalty points as regular points, but
if you give a
card to the Overlord, remove 1 of
their Reinforcement Tokens instead.
Specific card rules
Book Mimic - Ignore its ability.
Shield - Discard to prevent the effect of an Overlord
Card that was just drawn. The effect is cancelled for
all Players.

Wanted list
Four Overlords have been designed specifically for use with
the Coop Mode:
Ryma, the Titan She-Boar
Whimper, the Underlord
The Grey Council
Cerberus
They are intended to pose a really tough challenge - to defeat
them on higher difficulty levels you need to have a very good
grasp on the game’s mechanics. They also include Overlord
Cards that should be added into the basic Overlord Deck
when playing against these Overlords.
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We also provide 16 overlay cards for existing Overlords.
These will be an easier challenge than the previously mentioned Coop Mode exclusive Overlords.
Lukah, the Archangel
King Arsen III, the Immortal
Vragan, The Blackest Knight
Jabar Rephet, Grand Vizer
Xavras, the Puppeteer
Cho’mun, the Ogre General
Dorhka, the Seer
Failurn, the Trickster
Beatrix, the Spelleater
Theria, the Dragonhead Hydra
Zeupitter, the Highest Hierarch
Petra, the Gorgon Godmother
Monophemus, The Cyclops Leader
Sa’akara, the Gamerunner
Doggon, the Shar’khan of Sixseas
Lerxos, the Ancient Sphinx

Credits
Designer: Rafał Cywicki, Jacek Gołębiowski
Game Developers: Jacek Gołębiowski, Krzysztof Rudek
Art Direction: Bartosz Repetowski
Illustrations: Bartosz Repetowski, Vasiliy Gromov,
Alexey Zaporozhets, Anton Zemskov, Kostya
Chernianu, Long Le
Layout: Krzysztof Bernacki (Odyssey and reprints),
Marta Fleter (Base game) and Paweł Niziołek
(Overlords)
Proofreading: Rachael Mortimer, Joshua Ross, Bruno
Cailloux (Mythic Games Edition)
Others: Ernest Kiedrowicz, Wojciech Gruchała
All mentioned icons are licensed under
CC BY 3.0 (https://creativecommons.org/licenses/by/3.0/)
-

“Ionic column icon” from https://game-icons.net/
made by Delapouite

-

“Direction sign icon” from https://game-icons.net/
made by Delapouite

-

“Wingfoot icon” from https://game-icons.net/
made by Lorc

Rules summary
Coop
The Coop Mode is played in a series of rounds, each consisting
of the following steps:
1 At the beginning of each round, draw a card from

the Overlord Deck.
2 Read the card’s effects aloud and apply them to all

players.
3 All players play 1 turn each, in regular play order.

Then the next round begins.

Rule of thumb
If a rule in a competitive game would benefit
another player, it benefits the Overlord instead.
If it would harm another player, it harms the
Overlord instead.

Weight Icon: When a turn, on which you made a Journey,
ends, lose 1
for each
you have on your cards.
Speed Icon: When going on a journey reduce the cost
of cards on Journey track by 1
for each
Icon you
have on your cards.
Distance Icon: The number of cards between a card on
Journey track and Village Card.
Pearl Icon: At all points in the game keep the amount
of Pearl Tokens equal to Pearl Icons on your cards.
Pearl Token: Work like
BUT cannot be used to pay
for your journeys. When you spend Pearl Token, flip
them to the darker side. When your turn begins, flip
them back.
Desert Token: The first time when the game asks you to
Flip Desert Token you need to actually throw the token
into the air and allow it to land on either side. Later in
game Flip Desert Token means turning it to the other
,
, and Overlords.
side. Desert token applies to all
Duel: Both players deal each other number of wounds
equal to their current
reduced by the opponent’s .
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