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Contents and Setup

1 Place the game board in the middle of the table
2

.

Shuffle the Prospecting cards and form a face down deck on the
Prospecting Track .
71 Prospecting cards (65 Allies & 6 Monsters):

Back of a
Prospecting card

Front
of the Monsters

Front
of the Allies

the Lord cards and form a face down deck on the Lords space
3 Shuffle
Then, turn over the top six cards and place them in the Court .

.

35 Lord cards:

Back
of a Lord card
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THE PROSPECTING TRACK

4

Shuffle the Location tiles and form a face down stack to the side of the
game board .
Then, turn over the top tile from the stack .
20 Location tiles:

THE COUNCIL
Front of a Location tile

Back of the Location tiles
the Monster tokens and place them, face down, on the Monster
5 Shuffle
space .
20 Monster tokens (2 of value 4, 9 of value 3, and 9 of value 2):

THE COURT

Back
of the Monster tokens

6 Place the Threat token
7 Place the Key tokens
8

Front
of the Monster tokens
on the Threat Track as shown
in a pile near the board

.

.

Each player takes one Pearl and places it inside a Cupola. The remaining
Pearls are placed under the leftover Cupolas and set to the side to form
a “Treasury”.

9 Randomly determine the starting player.
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Object of the Game
To be crowned King of Abyss you must have the most Influence Points (“IP”) at
the end of the game.
Influence Points are mainly gained by affiliating Allies, recruiting Lords, and
controlling Locations. Also, each Monster you slay during the game will earn
you the gratitude of your peers—and an Influence Point bonus.

2 On your turn, you MUST perform one of the following actions:
TAKE ONE ACTION:

PROSPECT

The Prospecting card deck is made up of:
• The Five Allied Races, Squids in blue, Shellfish in green, Crabs in
red, Seahorses in yellow and Jellyfish in violet.

Game Overview

•

The players take turns, going clockwise.
On your turn, you must take the following steps, in order:

1 bring new Lords to Court.
2 following three actions:

PLOT AT COURT (Optional): You may spend one or more Pearls to
TAKE ONE ACTION

3

(Mandatory): You must choose ONE of the

Y
I
Y
•
•

Each Race is made up of 13 cards as follows: one value 5 card, two value 4
cards, three value 3 cards, three value 2 cards, and four value 1 cards.

• And 6 Monsters!

S
A
T

I
t

Prospect
Request Support From the Council
Recruit a Lord

When you go prospecting, reveal cards from the top of the Prospecting deck
one by one and place them on the Prospecting Track of the game board. Each
CONTROL LOCATIONS (Mandatory): When you gain a third Key, time you reveal a card, you must follow this procedure:
you must take control of a Location.
If the revealed card is an Ally:

1 At the beginning of your turn, you MAY choose to pay one Pearl to the
PLOT AT COURT:

Treasury to add one Lord to an empty space in the Court (the furthest away
from the Lord deck). You may perform this action as many times as you want
(as long as you can pay and there are empty spaces). If there are no empty
spaces at Court or if the Lord deck is empty, you may not Plot at Court.

-1

You MUST first offer the other players the opportunity to buy this Ally from
you: ask each player in turn, going clockwise. Each player can either pass or
purchase the Ally.
The first player who chooses to purchase the card pays its cost TO YOU. Then,
they add the Ally card to their hand.
The cost to purchase an Ally increases during your turn. The first Ally
purchased costs 1 Pearl. The second costs 2 Pearls, and the third costs 3 Pearls.
It doesn’t matter which player purchases the Allies!

Important: Each of your opponents can only purchase ONE Ally
during your turn!
If none of the other players want to buy that Ally, you must either add it to your
hand for free, which immediately ends your turn, or leave it in its space on the board
and reveal the next card. You must then offer the new card for sale, and so on.
If all the spaces on the Prospecting Track are filled with Allies, and none of
your opponents wants to buy the last Ally you revealed, you MUST add that
Ally to your hand. You then gain one Pearl (as shown on the board).
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If the revealed card is a Monster:

You must either fight the Monster or keep prospecting.
If you decide to fight, victory is automatic.
You win the reward shown on the Threat Track, which may include:
• Pearls taken from the Treasury;
• Influence Points from a randomly drawn Monster token
(kept face
down); and/or
• Keys

END OF PROSPECTING
One you have decided to either add an Ally to your hand or fight a Monster,
your turn ends. All Allies that remain on the Prospecting Track are placed, face
down, on the spaces matching their Race in the part of the board called the
“Council”. Any Monsters are placed in the Prospecting discard pile.

Some spaces on the Threat Track offer a choice between multiple awards.
After defeating the monster, return the Threat token to the first space of the
Threat Track. Your turn now ends.
If you decide to keep prospecting, move the Threat token one space up the
track and continue revealing cards, as above.
If the Prospecting card deck runs out, form a new face down deck by re-shuffling
Important: When a Monster is revealed on the last space of the
Prospecting Track, you must fight it. In addition to the reward shown all of the cards in the discard pile.
on the Threat Track, you also receive one Pearl
REQUEST SUPPORT FROM THE COUNCIL
(as shown on the board).

When you request support from the Council, take all of the cards from one
stack in the Council—without looking at them beforehand!—and add them
to your hand.

RECRUIT A LORD

Le joueur actif révèle la 1ère carte et la propose à ses adversaires. Aucun ne souhaite Les Seigneurs appartiennent à six Guildes différentes, ayant chacune sa spécialité :
lui acheter. Il peut donc la prendre pour lui mais préfère continuer sa prospection.

Soldiers are not very popular and are worth fewer Influence Points, but their

Powers are useful against your opponents.
Il révèle donc une 2e carte et la propose à ses adversaires. Cette fois-ci, après
que les deux joueurs suivants aient refusé de l’acheter, le quatrième lui paie
une Perle pour prendre en main cette carte.

Farmers have no Powers, but are worth many Influence Points as they grow the

Sargasso—the nourishing algae sought by all.

Politicians are widely disliked and have few scruples. They’re very useful to

sway the control of Lords.

Le joueur actif révèle une troisième carte qui vient en seconde position sur la
piste de Prospection. C’est un Monstre qu’il décide de ne pas combattre pour Mages are gifted at obtaining favors from the Allied Races.
continuer sa prospection. Le marqueur Menace avance donc d’une case et la
carte reste en place.
Merchants will give you precious Pearls, without which you will find it very
Le joueur actif révèle une quatrième carte qui lui est achetée par le deuxième hard to master your destiny.
joueur pour deux Perles.
Ambassadors will allow you to more easily gain control of the most sought-after
Locations.
Je joueur actif révèle ensuite trois nouvelles cartes que ses adversaires refusent
ou ne peuvent plus acheter et qui ne l’intéressent pas lui-même. Cependant la
septième carte révélée vient se placer sur le dernier emplacement de la piste.
Il est donc obligé de la prendre en main ainsi qu’une Perle en bonus.
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On the Lord cards, you will find:
The name of the Lord.
The « cost » required to recruit it:
• The total number of bubbles indicates the EXACT number of different Race types required ;
• The large bubble indicates the MANDATORY Race. For the smaller bubbles, the choice of Race is left up you ;
• The number under the bubbles indicates the TOTAL VALUE of Allies you need to play to recruit that Lord.

Example: To recruit the Master of Magic, you must spend at least 10 Ally points from three different
Races, one of which must be the Jellyfish Race.

The Lord’s Power:
If the Power is marked with an arrow, it is applied only once, when the Lord is recruited. If there is no arrow,
this Power is semi-permanent: it lasts until this Lord is used to control a Location (in which case the Power
is hidden by the Location).

D
•

Some Lords have a Key symbol, which can be used to control a Location.

C
S
s

Finally, each Lord you recruit will grant you a certain number of Influence Points!
On your turn, you may choose to recruit one of the Lords available at Court.
Lord Powers:
To recruit a Lord, you must play enough Allies from your hand to pay the costs After paying the recruitment costs, place the
shown on that Lord card (see inset).
Lord face up in front of you. This Lord is said
to be “free” and is available for use.
Be Careful!
Most of the Lords have a Power that is applied
• You must play the EXACT NUMBER of different Races required (no more and immediately when the Lord is recruited, and only
no less).
once. These Powers are marked with an arrow.
• You may play multiple Allies from the same Race.
Some Lords have a “semi-permanent” Power
• The total value of the Allies you play may be more than what is required, that remains in effect until that Lord is used
to control a Location. These Powers are not
but no “change” is given: the extra Ally “points” are lost.
marked with an arrow.
• You may spend Pearls to help recruit: you must still play at least one Ally
from each of the required Races, but if the sum of the card values is not
high enough, you can spend one Pearl for each missing point (Pearls are
paid to the Treasury).
Note: A player who controls a Lord decides at which point during
All Ally cards used to recruit a Lord are placed in the Prospecting discard pile

their turn the Lord’s semi-permanent Power is applied.

except for the one with the lowest value. This ally becomes “affiliated” with your Refill the Court:
cause: place it face up in front of you. If you discard multiple Allies with the same

After you recruit a Lord, slide the remaining Lords in the Court to the right, so
lowest value, you choose which one to keep.
Affiliated Allies remain in front of you for the rest of the game. They cannot be that any empty spaces are all as close to the deck as possible. If there are at
used to recruit Lords, but they are counted in the final tally of Influence Points. least THREE Lords left in Court, the recruited Lord is not immediately replaced.
But, if there are only two Lords left, you gain TWO PEARLS (as shown on the
board), and you must fill all empty spaces in the Court by turning over Lord
cards from the top of the deck.
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Dans la situation actuelle, le joueur actif peut recruter :
• le Maître de magie en utilisant son Allié méduse de valeur 3, plus son Allié crabe de valeur 2 et
son Allié coquillage de valeur 5 pour un total de 10 avec trois Peuples différents dont un Allié au
minimum du Peuple des méduses. Il fédèrera alors l’Allié crabe de valeur 2.
• l’Esclavagiste en utilisant ses deux Alliés coquillage pour une valeur totale de 6 et en complètant
grâce à ses deux Perles. Il fédèrera alors l’Allié coquillage de valeur 1.
Cependant, il ne peut pas recruter le Traitre car il ne possède pas en main d’Allié poulpe.
S’il décide d’acheter le Maître de magie ou l’Esclavagiste, il gagnera en plus deux Perles et la Cour
sera alors réalimentée.

Main du joueur actif

When you take control of a Location, you may:
Take one of the available face up Locations (remember: at the beginning
As soon as you gather THREE KEYS (Keys are gained when you recruit a
of the game, there is only one face up Location available); or
Lord with a Key symbol or by fighting a Monster while prospecting) you MUST
immediately take control of a Location.
Draw 1, 2, 3, or 4 Locations and choose one from among those drawn. Then,
place the rest face up beside the board, making them available for later turns.
In this way, the more options you give yourself, the more choices you provide
Sur les Lieux, on trouve :
for your opponents!
The name of the Location.
Place your chosen Location in
Un symbole :
front of you. Any Lords used to
Il donne une indication sur la manière de gagner des Points control that Location must be
d’Influence avec ce Lieu.
slid underneath it so that their
Dans l’exemple ci-dessous, l’étoile de mer (symbole des Alliés) sur fond Powers are covered—these
jaune (couleur du Peuple des hippocampes) indique qu’on va gagner des Powers are no longer available
Points d’Influence grâce aux Alliés du Peuple des hippocampes.
for the rest of the game. Also,
the Key(s) on that Lord is used,
La façon dont seront calculés les PI en fin de partie.
and cannot be used again. A
Lord beneath a Location is
no longer “free”, and cannot
be the target of any Power of
another Lord. These Lords are
still worth the Influence Points indicated on their cards at the end of the game.

3

CONTROL LOCATIONS:
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Any Key tokens (gained by fighting Monsters) that you used are simply
discarded and returned to the pile. If you gain multiple Key tokens at once,
and you end up with more than three Keys in your possession (including any
provided by Lords), you may choose which Keys you will use to take control of
a Location.

Note: Some Lords (the Ambassadors) have 3 Keys, which allow them
to control a Location all by themselves. In this case, remember to
slide the Ambassador under the Location so its Power is hidden.

The End of Your Turn
When you have finished your mandatory actions, your turn is over. The player
to your left now begins their turn, following the same steps as above. Players
continue taking turns until one of the end-of-the-game conditions is met.

The End of the Game
The game ends when either of the following occurs:
Any player recruits their 7th Lord; or
Any player recruits a Lord and the Court needs to be refilled, but there are
not enough Lord cards left to completely fill the Court.
In either case, the active player completes their turn normally. Then, each of
the other players gets to take one last turn.
Finally, each player places (affiliates) the lowest-value Ally of each Race they
still hold in their hands. Any other Allies in hand are discarded.
Now each player adds up their Influence Points. You get points from:
The Locations you control;
The Lords you have recruited;
The strongest affiliated Ally from each Race; and
The Monster tokens you hold.

The player with the highest Influence Point total wins the game!
If there is a tie, the tied player with the most Pearls win. If they are still
tied, the one with the highest value Lord wins.
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Avec ses Lieux, le joueur gagne 32 Points d’Influence :
• grâce au Parlement, le joueur gagne 6PI, plus 2PI par Seigneur politicien
qu’il a recruté. Il a deux Seigneurs politiciens, soit 10 PI.
• grâce au Sanctuaire, le joueur gagne 4PI, plus 3PI par Allié du Peuple des
méduses qu’il a fédéré. Il a deux Alliés du Peuple des méduses, soit 10PI.
• grâce aux Abysses, le joueur gagne 2PI par Guildes pour laquelle il possède
un Seigneur. Le joueur a au moins un Seigneur de chacune des 6 Guildes (1
cultivateur : la Gardienne, 1 marchand : l’Esclavagiste, 1 mage, le Maître de
la magie, 1 militaire : le Geôlier, 2 politiciens : le Traitre et le Corrupteur et
1 ambassadeur : l’Ancien. Il gagne donc 12PI.
Avec ses Seigneurs, le joueur gagne 39 Points d’Influence :
•
•
•
•
•
•
•

6PI pour la Gardienne,
5PI pour l’Esclavagiste,
6PI pour le Maître de magie,
3PI pour l’Ancien,
7PI pour le Geôlier,
6PI pour le Traitre et
6PI pour le Corrupteur.
Avec ses Alliés, le joueur gagne 14 Points d’Influence :

•
•
•
•
•

3PI pour l’Allié du Peuple de la méduse le plus fort,
3PI pour l’Allié du Peuple des poulpes le plus fort,
2PI pour l’Allié du Peuple des crabes le plus fort,
1PI pour l’Allié du Peuple des hippocampes le plus fort et
5PI pour l’Allié du Peuple des coquillages le plus fort.
Avec ses pions Monstres, le joueur gagne 6 Points d’Influence.

Au total, en additionant A+B+C+D,
le joueur gagne 91 Points d’Influence !
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