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¶ 11 Battle Cards representing six factions and five regular monster types 

(see box below) 

¶ 11 Score Tokens, labeled with point values (-3, -1, 1, 2, 2, 3, 3, 5, 5, 6, 8) 

¶ Deck of 78 monster cards, including two of each monster in each faction 

(60 cards) plus special monsters: 

o 5 Flayers 

o 4 Vampires 

o 2 Demons 

o 2 Steam beasts 

o 2 Phantasms 

o 1 Elvenking 

o 1 Betrayer 

o 1 Trickster 

¶ Explanation card 

¶ This rule book (duh) 

 

 

 

 

Build up your horde of monsters, then battle for the highest score!   

During the game, you collect various kinds of monsters to add to your horde.  

These monsters come in various types (e.g. ooze, troll, skeleton), and each 

belongs to a faction (e.g. water, fire, forest).  If it helps, you can think of the 

factions like suits in regular cards. 

As the game progresses, each type of monster and each faction will be as-

signed a score value.  At the end of the game, the hordes do battle! The 

player who has the most monsters of each type and the most in each faction 

collects the score value for that type or faction.  The player who collects the 

most total points wins! 

 

 

Horde includes some special monster cards that change how the game 

works.  You may wish to play a simpler version first to learn how the game 

ǿƻǊƪǎ ōŜŦƻǊŜ ŀŘŘƛƴƎ ƛƴ ǎƻƳŜ ƻŦ ǘƘŜǎŜ ǎǇŜŎƛŀƭ ƳƻƴǎǘŜǊǎΦ  IŜǊŜΩǎ ŀ ƎǳƛŘŜ ŦƻǊ 

how to play a simpler, learning version of the game: 

 

 

 

 

 

 

 

 

 

 

 

Components  

Object  

Level of Play Cards Used Concepts Included 

Basic 

Remove Vampires, 
Flayers, Elvenking,  
Demons, Betrayer,  

Trickster 

Score Tokens 
Card Selection 
Final Battles 

Full Use all cards 

Double and Triple Cost Cards 
Increasing the Number of Picks  

Bonus Scoring 
Trickster 

Demon Sacrifice 
Betrayer 

 Regular  

Monster 

Types: 

Á Ooze 

Á Troll 

Á Dragon 

Á Golem 

Á Skeleton 

 

 

Background and 

symbol indicate 

faction (Royal) 

 

Picture and title 

indicate monster 

type (Dragon) 

Regular Monster Card 

               Battle Cards             Score Tokens 



 

Shuffle the Battle Cards and place them in a pile at one side of the play area. 

Place the Score Tokens next 

to the Battle Cards.  It can 

help to arrange them in a 

line sorted by value (plus it 

allows those of us obsessed 

with orderliness to feed 

their passion and feel in 

control of something). 

Shuffle the monster cards 

and lay out a set of them 

face up between the play-

ers.  These cards are collec-

tively called the Pool.  The 

size of the Pool depends on 

the number of players: 

The first part of the game is broken down into eleven rounds. The player 

judged most monstrous starts the first round, and play then rotates clock-

wise around the table.  In the second round (and in subsequent rounds) the 

starting player status shifts clockwise around the table . 

The starting player for each round gets to assign a score value to a Battle 

Card.  Then, he or she gets first pick from the Monster Cards available in the 

pool, and then the other players get a chance to pick monsters.  Thus, each 

Round can be broken down into three phases, which are explained below: 

*In four-player games, the starting player may only choose one monster at first. 

Phase I: Battle Card Phase 

To begin the round, the starting player draws the top Battle Card from the 

face down Battle Card pile and places it on the table face up. 

The Battle Cards each show one of the factions 

or one of the monster types.  The starting 

player for this round gets to decide the value 

of the faction or monster type that was drawn.  

To do this, he or she picks one of the unas-

signed Score Tokens (with values ranging from 

-3 to 8 points) and places it on the card he or 

she drew.  This sets the score value for that 

monster type or faction for the rest of the game.   

As the game progresses, each monster type and faction will be assigned a 

score value in this way (until the eleventh score token is placed on the elev-

enth Battle Card on the eleventh round).  Following that round, the players 

ǳǎŜ ǘƘŜ ƳƻƴǎǘŜǊǎ ǘƘŜȅΩǾŜ ŎƻƭƭŜŎǘŜŘ ǘƻ ōŀǘǘƭŜ ŦƻǊ ǘƘŜ ǎŎƻǊŜ ǘƻƪŜƴǎΦ 

Phase 2: Monster Phase 

After the starting player decides what the faction or monster type on the 

Battle Card is worth, he or she picks monsters from the Pool in the center of 

the play area.  He or she may choose to take one or two cards from the Pool, 

except in a four-player game, where only one pick is allowed.  If he or she 

Setup 

Play  

I. Battle Card Phase ς the starting player draws a Battle Card and assigns it a Score 

Token  

II. Monster Phase ς the starting player picks one or two monsters* from the Pool.  

Other players then pick monsters.  Picking continues until all players have picked 

the same number of monsters or until no legal draws are possible.  Cards picked 

are kept face up in front of each player. 

III. End Phase ς all players add their selected monsters to their horde piles face 

down.  Refresh the Pool to its original size by adding cards from the draw pile. 

At the end of the game, the 
Battle Cards are scored in 
the same order as they were 
drawn.  Therefore, it is a 
good idea to place the Battle 
Cards in a row as they are 
drawn, so you end up with 
all 11 of them in order. 

Players 2 3 4 

Cards in Pool 12 16 20 
Possible layout for 3 players 


