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In An Age Contrived, each player takes on the role of a : The game ends when the last monument is fully con-
god in the Eldranic pantheon, deriving their power from : structed, at which point subsequent players take one
the belief of mortals. Players support mortal develop-  : final turn (if necessary) until all players have had an
ment through monuments, pillars of civilization, and equal number of turns.

other lasting achievements.
The goal is to have the most victory points (VP), rep-
resenting mortal belief in your god. All VP are scored
at the end of the game, based on how you have placed
your energy tokens on the board. Players take their
turns in clockwise order with no rounds or phases.

Video tutorials, resources,
lore, and support available at
bellowsintent.com/anagecontrived
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1 game board

6 Monuments
Each divided into 4 or 5 sections

6 Monument frames

Monument stickers

Before your first game, affix an identify-
ing sticker onto the metal frame of each
Monument. Before doing so, construct
each Monument with its 4-5 magnetic
sections, to confirm which metal frame
corresponds to which Monument. See
pages 20-21 for depictions of the metal

frames and fully constructed Monuments.

There is an extra copy of each sticker, in
case you make an error.

@ RULEB®K

COMPONENTS

—GLOBAL COMPONENTS —

6 Monument Benefit Tokens

5 Monument Randomizer Tokens
Plus 1 Beacon token for solo play

6 Monument Patron Tokens

6 Achievement Tokens

25 Conduit Tokens

16 upgraded Action Tokens

15 upgraded Transmuter Tiles

5 neutral Bridge Tokens

5 Divine Winds Tokens

For the Divine Winds module

1 start player marker

5 quick-start cards

5 player
aids



—CHARACTER COMPONENTS—

105 Energy Tokens

21 per character (referred to as energy)

3 Wild 6 Compass
5 Transmutation Devices 6 Magnet 6 Rose
These are metal in the Collector’s Edition.
15 Bridge Tokens

3 per character

5 Character Boards

25 Action Tokens

5 per character

5 Character Miniatures
1 per character (referred to as your character)

5 Channel Markers 35 Transmuter Tiles
1 per character 7 per character

RULEBOK @
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Shuffle the 5 Monument Randomizer Tokens, and reveal

SETUP

BOARD SETUP

a number equal to the player count. You will use these
Monuments in addition to the Beacon Monument
in your game. You will always play with a number of
Monuments equal to the number of players +1.

)
h i

¢

¢

Locate the metal frame g for each Monument
in use this game (see pages 20-21), insert it into
its assigned position below the game board, and

place the board in the middle of the table. For ease

of setup, start by inserting the frames of the
Beacon and the Fortress (if it is in use this
game), which are positioned on one of the board’s
central panels. Then, insert the frames of the
remaining Monument(s) by folding up the board’s
outer panels.

Locate the stacked sections @ for each Mon-
ument in use this game, and place them in their
assigned space on the board. Check that each

l &

< Return all remaining Monument sections,
Monument Patron Tokens, and all Monument
Randomizer Tokens to the box.

© 2. For a player count of fewer than 5, remove all
Monument Benefit Tokens that show a player count
greater than your number of players, and return
them to the box. You will be left with a number of
Monument Benefit Tokens equal to the number of
players +1. Randomly deal 1 Monument Benefit
Token face-up into the assigned space next to
each stack of Monument sections in use this game.

< The player count is depicted by a number of
lines in the top-right corner of the front side of
each component. For example, the Monument
Benefit Tokens above are included in games
with a player count of 2 or more.

@

stack of sections is numbered in order from 1-4 (or :

1-5 for the Fortress), with 1 at the top.

Locate the Monument Patron Token @ for each
Monument in use this game and
place it into its Monument's

bound energy area.

@ RULEB®K
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3.

Randomly deal 1 of the 6 Achievement Tokens

face-up into each of the 2 blank Achievement
Token spaces on the board. Return the remaining 4
Achievement Tokens to the box.

For a player count of fewer than 4, remove all up-
graded Transmuter Tiles that show a player count
greater than your number of players, and return
them to the box. Shuffle the remaining upgraded
Transmuter Tiles by tier I, 11, and 111, depicted on
the back side of each tile. Then, place tier Il on top
of tier Il and tier I on top of tier II to form a single
face-down deck. Place the deck in its assigned
space on the board §30. Reveal 4 upgraded Trans-
muter Tiles face-up to fill the Tile Pool in order (€},
ending with the leftmost space.

6\ Transmuter Tiles have a fixed top and

bottom, with a gold strip at the top. You may

not rotate a Transmuter Tile.

's.

6.

For a player count of fewer than 4, remove all
upgraded Action Tokens that show a player count
greater than your number of players, and return
them to the box. Place the remaining tokens face-
up near the board in a 4x2 pattern (as depicted)
to form the supply §g¥. For a player count of 4 or
more, stack the identical copy of each token.

Place the Conduit Tokens into 3 stacks near the
board (based on their type) to form the supply.
Place the Conduit Token with 2 icons at the top of
each stack 9.
& For a player count of fewer than 4, you may
choose to place Energy Tokens of an unused
character into any unavailable, right-side
spaces of the Achievements and Pillars of
Civilization, to block off those spaces (see pages
22 and 26).

RULEBOK @
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8.
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PLAYER SETUP

Randomly deal 1 quick-start card to each player to
assign characters. Take your character’s matching
Transmutation Device, Character Board, character
components, and a player aid. Each player may
choose which side of their Transmutation Device,
Character Board, and Transmuter Tiles to use,
which has no effect on gameplay.

Designer’s Note: If all players agree, you may
choose your characters instead of assigning
them randomly. We recommend choosing at the
very start of setup, before Achievement Tokens
are revealed. We also recommend that you do
not play the same character more than twice in
a row when choosing.

& If you are playing with metal Transmutation
Devices, then assemble the matching tray for
each character, and place the Transmutation
Device above it, into the aligning grooves. Each
tray is comprised of 4 long, thin cardboard
pieces.

Place your Character Miniature 0 on the
starting space of the closest region to your seat at
the table that has a Monument in use this game.

Place 2 Energy Tokens of each type (8 total) into the

energy reserve on the game board ‘ﬁ It does
not matter which of the 5 energy reserve sections
you use.

@ RULEB®K

10. Place your remaining 13 Energy Tokens into the

Exhausted Pool of your Character Board §8).

Il. Place your 3 Bridge Tokens on their matching

numbered spaces I, II, and IlI, on your Character
Board §ZV. It does not matter which side of each
Bridge Token is face-up.

I2. Place your Channel Marker on its matching space

on your Character Board with one side face-up,
according to your player count {3 ).

< 2 players: charged side face-up

< 3-5 players: exhausted side face-up

I3. Place your 5 Action Tokens into their matching num-

bered spaces 1-5 of your Transmutation Device @
&\ The front and back sides of the Action
Tokens are paired 1-5, 2-4, etc. in order to
ensure that each one fits perfectly into its
matching numbered space, no matter which
side of a character’s Transmutation Device you
choose to play with.




I4. Place your 5 Transmuter Tiles numbered 1-5 into

their matching numbered spaces 1-5 of your Trans-
mutation Device 3. They form your channel of
active tiles. Transmuter Tiles must always be right
side up, with their gold strip at the top.

I5. Place your 2 Transmuter Tiles numbered 0 to the

left of your Transmutation Device
the game inactive.

. They begin

16. Place Energy Tokens from your Exhausted Pool,

matching the types and positions depicted on your
quick-start card. Place 1 Energy Token into the
Tile Pool #19. According to your player count, place
Energy Tokens into the Transmuter Tiles in your
Transmutation Device §).

4 2 players: Place 8 Energy Tokens into the tiles in
positions 1, 2, 3, and 4.

4 3-5 players: Place 6 Energy Tokens into the tiles
in positions 1, 2, and 3.

Position 1

Channel

Position 2 Position 3 Position 4

Your Transmutation Device (referred to as your
Device) determines how you can take actions
throughout the game. It works like a conveyor
belt that moves from left to right.

The 5 spaces for Transmuter tiles form your
channel, and Transmuter tiles in your channel
are said to be active. You will always have 2
Transmuter tiles outside of your channel, which
are said to be inactive.

I'7. According to your player count, randomly deal the

Position 5

neutral Bridge Tokens depicted below face-up onto
the broken path spaces connecting each player’s
starting region to the central region. Then, randomly
deal any remaining neutral Bridge Tokens face-up
onto the remaining broken path spaces connected to

the central region (see page 7).

2 players: |
3 players: + -
& 4players: + -
4 5 players: + -

L e2

L e2

I8. Determine the start player randomly, and give them

the start player marker {8).

RULEBOK @® 9
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MONUMENT OVERVIEW

TURN OVERVIEW

ADVANCE OVERVIEW




ACTIONS OVERVIEW

In the early game, the only
reason to move your character on the map is to
land on Bridge Tokens, which provide engine-

building benefits.

L[EARN AS YOU GO




ENERGY TOKENS

I

nerqy represents your gods ability to exert
Einﬂuence in the world. Its natural state is at
rest in the aethereal realm, represented by the
exhausted pool of your character board. Energy
must be transmuted through your transmutation
device to be applied towards your various purposes.
Binding your energy solidifies your legacy but
reduces your ability to exert further influence.

Energy Tokens (referred to as energy) are the game’s
main resource. You will use them to, among other
things, take actions, complete Monuments, and earn VP.
You begin the game with 13 energy available and 8 in
reserve on the board, which you may gain throughout
the game. Your success will largely be determined by
how well you can manage your energy.

There are 4 different types of energy, each with a differ-
ent ability (see page 19). The types are largely relevant
when placing energy into Monument sections.

At certain times throughout the game, you will be
allowed to gain energy from the reserve (see page 20),
making it available for you to use.

At certain times throughout the game, you will be required
to exhaust energy by placing it into the Exhausted Pool

of your Character Board. This happens most often when
taking actions.

BINDING ENERGY

© At certain times throughout the game, you will be

- allowed (or required) to bind your energy into spaces
- on the board, where they will earn you VP. The meth-
. ods for binding energy are described in detail in other
: sections of this rulebook.

. You must bind an energy to a Monument when you

. complete a section of that Monument (see page 18),

. and you may do so when you reach the end of the

© Monument Track (see page 25). Each Monument may
© hold an unlimited number of bound energy.

You may bind an energy to a Pillar of Civilization when
. you reach the end of the
. Spaces in each Pillar of Civilization are limited.

Pillar Track (see page 26).

You may bind an energy to an Achievement when you
. have met its requirements (see page 22). Spaces in each
. Achievement are limited.

RUNNING OUT OF ENERGY

© There may be times during the game when you would

- get to take energy from your Exhausted Pool but have

© none available. At such times, you may take energy

© from anywhere else that you have it, unless it is bound

© to an Achievement, still in the reserve, or part of a com-
- pleted Monument section. Below are all the locations

© from which you may take energy after running out:

Any slot in your Device

Your Monument Track
Your Pillar Track
The Tile Pool

Any incomplete Monument sections
Any Monument’s bound energy area

Any Pillar of Civilization



On your turn, you must either

ADVANCE your channel or take one or more

ACTIONS. At

the end of your turn, resolve any completed Monument sections (see page 18).

After you have completed your turn and resolved any resulting effects, play proceeds clockwise.
It is your responsibility to notify the next player when it is their turn.

ADVANCE TURN

When you use your turn to advance your channel, you
prepare your Transmutation Device with energy to take
more and better actions on a future turn.

Perform these steps in order:

Select one of your two inactive ~ Transmuter
Tiles, and slide it into position 1 of your Device,
pushing the five active Transmuter Tiles in your
channel each one position to the right. If any energy
are present in the Transmuter Tile that exits your
Device from position 5, they are immediately
exhausted.

If your Channel Marker is charged (with its
charged side facing up), you may exhaust it to
repeat step 1, using your other inactive Transmuter
Tile. Exhaust your Channel Marker by flipping it
over.

< You may not select the Transmuter Tile that just
exited your Device from position 5.

Gain any benefits from Conduit Tokens (see

page 27).

4

Load the Transmuter Tile(s) that entered your
Device this turn with energy from your Exhausted
Pool.

< You may choose freely which energy are placed
into which tile slots.

£ You do not need to fill all available tile slots.

&4 If you do not have sufficient exhausted energy

to fill all available tile slots, you may fill any
remaining tile slots by taking your energy as
described on page 12: Running Out of Energy.

Place the Transmuter Tile(s) that exited your Device
from position 5 to the left of your Device, outside of
your channel and inactive.

# As you decide how to load energy in step

4, the next player may start to take their turn.

This helps to keep the game moving at a steady

pace. However, you must not use the next

player’s turn to inform your own decisions.

RULEBOK @



You perform an ADVANCE turn at the start of the game. Your Channel Marker is exhausted,
so you cannot perform step 2. You have no Conduit Tokens, so step 3 does not yet apply either.

ACTIONS TURN

© 2. Activate the Action Token immediately

: below the selected energy to take its depicted

: action(s). The list of available actions is on pages
When you use your turn to take actions, you use the 16-17.
energy loaded in your Transmutation Device to pursue |
your goals. < If the actions are separated by a vertical bar “¢ 7,

: you must choose one action from those depicted.

Perform these steps in order:
If the actions are separated by a plus symbol

I. From the bottom row of one of your five active +”, you may take all of the depicted actions, in
Transmuter Tiles, select and exhaust one energy. the order of your choice.

14 O RuLeB@K




3. Repeat steps 1 and 2 as many times as you wish.
Fully resolve each action and any resulting effects
before you return to step 1.

You may take many actions on your turn, limited only
by the number of bottom-row energy in your active
Transmuter Tiles.

You may remove two energy from the same Transmuter
Tile to activate the same Action Token twice in one turn
— once for each energy that is removed.

l

A bottom-row energy in position 5 is considered wild

© —it may be used to activate any Action Token in your
© Device.

© You must take at least one action on an

ACTIONS

© turn.

You perform an ACTIONS turn. (TA
First, you exhaust one energy from the bottom row
of your Transmuter Tile in position 1 and choose
to take the Deploy action from the Action Token in
position 1. (2A) You select the one Transmuter Tile in
position 4 and place the one energy from its top row
into a Monument section.

IB) Next, you exhaust one energy from position 4
and choose to take the Move action from the Action
Token in position 4 to (2B) move one space up the
Pillar Track.

IC) Next, you exhaust one energy from position 3
to take the Deploy action (the only option) from the
upgraded Action Token in position 3. @2C) You select

the two Transmuter Tiles in positions 2 and 3 and
place all three energy from their top rows, which
you divide between Monument sections and the Tile
Pool.

ID) Finally, you exhaust your second and last energy
from position 1 and choose this time to take the
Recharge action from the Action Token in position

1 to @2D) flip your Channel Marker over from its
exhausted side to its charged side.

You could take an action with your energy in
position 2, but you choose not to.

RULEBOK @
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ACTIONS [IST

DEPLOY
This action transmutes your energy, allowing you to
apply it towards the purposes of your choosing on the
board.

According to the depicted action, select 1x or 2x
Transmuter Tiles in your Device from the available po-
sitions highlighted in red. Place all energy from the top
row of the selected Transmuter Tile(s) into the  Tile
Pool (see page 17), available spaces in Monument
sections (see page 18), or Achievements for which
you qualify (see page 22).

O i you Deploy multiple energy, you may divide them
freely between any of the eligible spaces listed above.

@ You may not place energy into a Monument’s

bound energy area or into a
tion with this action.

Pillar of Civiliza-

& If you are playing with metal Transmutation
Devices, then you may perform the Deploy
action by pulling the slider in the selected
position, then releasing it to eject the energy
out the front of your Device. There is a learning
curve to do this smoothly, both on the pull and
the release. You should get the hang of it by the
end of your first game.

16 @ RuLEBOK

: You can
. storing your connection between aethereal and physical.

. Move either
. on the Monument Track (see page 25), or
. Pillar Track (see page 26) by up to 1x, 2x, or 3x spaces,
. according to the depicted action.

RECHARGE
ADVANCE faster on a future turn after re-

Flip your Channel Marker over from its exhausted side
: toits charged side. If your Channel Marker is already
. charged, it remains charged.

MOVE

© You can move on the map or on one of the two tracks on
- your Character Board, thereby gaining benefits or VP.

your character (see page 24),
on the

REPOSITION

© This action lets you reposition your previously deployed
. energy to take advantage of openings at the opportune
. time.

. According to the depicted action, place up to 2x or 4x

. of your energy from the Tile Pool and any spaces in

. incomplete Monument sections into the Tile Pool (see

. page 17), available spaces in Monument sections (see

. page 18), and Achievements for which you qualify (see
. page 22).

@ You may not Reposition energy from a Monument

section that has been completed. It will be constructed
automatically at the end of the current player’s turn.

9 You may not place energy from or into a Monument’s

bound energy area or a Pillar of Civiliza-

tion with this action.



CLAIM
You can claim new Transmuter Tiles from the Tile Pool
to improve the efficiency of your Device, develop your
ability to move, and fulfill Achievement requirements.

Perform these steps in order:

I. From the Tile Pool, select up to 2 face-up ~ Trans-
muter Tiles that you wish to claim. Then, select the
energy that you will use to claim them, which must
already be in the Tile Pool. The number of energy
(N) must equal the cost depicted above the selected
Transmuter Tile(s). Exhaust the selected energy.

< If you have upgraded this action, then the cost
is 1 energy per Transmuter Tile instead of N.

2. Place the claimed Transmuter Tile(s) into your
Device, each replacing any 1 of your 7 existing tiles.
Return each replaced tile to the box and exhaust
any energy in it. You do not load the claimed tile(s)
with energy.

3. Slide each remaining Transmuter Tile in the Tile
Pool to the right if there is space available, then
reveal tiles from the deck face-up to fill any empty
spaces, starting with the rightmost space.

4. Proceeding clockwise, each opponent who has at
least 1 energy present in the Tile Pool may place 1
energy from their Exhausted Pool into the Tile Pool.

< If a player does not have an exhausted ener-
gy, they may instead place an energy from a
location as described on page 12: Running Out
of Energy.

You take the Claim action as the

Ignotas (orange) player. (1) You select the high-
lighted Transmuter Tile and exhaust 2 energy to
claim it. After performing steps 2 and 3, (4 ) the
Freyith and Aureon players each place 1 energy
from their Exhausted Pool into the Tile Pool.

TILE P@L

’ ’ his pool traverses the physical and aethereal
: r

ealms of Eldranir, among many others. You can

- draw from it to strengthen your connection to the

. mortal realm in the form of more potent transmuter
. tiles, while leveraging your energy as your rivals do
. the same.

When you place an energy into the Tile Pool, place it
© into the area below the
. have any number of energy of any type(s) in the Tile
. Pool.

symbol. Each player may

At the end of the game, you will score 1 VP for each of
. your energy remaining in the Tile Pool.

RULEBOK @ 17



MONUMENTS

I
s the mortal clans of Eldranir coalesce, the
gods conspire to influence mortals to construct

enduring monuments fo the pantheon. You can
employ your energqy fo inspire your followers
and provide otherworldly materials, resulting in
wondrous constructs that will draw worshippers
for a thousand generations and tower over mortal
structures. You will benefit from any contribution to
a monument, but only by completing a section will
you bind your energqy to it and solidify your legacy.

Each Monument is divided into 4 or 5 sections that are
constructed one at a time until the Monument is fully
constructed. The sections are numbered in the order in
which they are completed, with section 1 at the top of
each Monument’s stack.

When you place an energy into a Monument section,
you must place it into any empty space of the matching

type.

MONUMENT SECTION
COMPLETION

When you place an energy into the last empty space of

a Monument section, that section is completed and will
be constructed automatically at the end of the current
player’s turn. Turn one of your energy in the Monument
section on its edge to indicate that you are the completing
player. Each opponent with at least one energy present in
the Monument section is a contributing player. At the end
of the current player’s turn, perform these steps in order:

]g \_’\/ LULLLELOUK

. Starting with the first contributing player in
clockwise order from the completing player, each
contributing player and lastly the completing player
performs these 2 steps in any order:

< Gain either the energy depicted on the
Monument section (see page 20) or the benefit
depicted on the adjacent Monument
Benefit Token (see pages 20-21).
& Each player gains their selected benefit only
once, regardless of how many energy they have
in a Monument section when it is completed.

&) The first section of each Monument grants
two energy instead of one. If you choose to gain
the energy, gain both energy depicted.

4 Exhaust or optionally activate (see page 19)
each of your energy in the Monument section,
except for one that the completing player must
select to bind to the Monument. The completing
player may select any one of their energy in the
Monument section to bind — it does not need to
be the energy that completed the section.

2. Completing player: Construct the Monument

section by placing it into its frame on the board,
matching the section number listed beside the
frame. Bind your selected energy by placing it into
the Monument'’s bound energy area.

3. If there are one or more additional Monument

sections completed, note which player will be next
in turn order once all section completions are
resolved, then return to step 1 (Note: the completing
player and contributing player(s) may be different
for each Monument section completed). Otherwise
notify the next player that it is their turn.

If multiple Monument sections are completed on

- a player’s turn, that player decides in which order

© they are resolved. It can happen that one Monument

- section completion triggers another Monument section
© completion, in which case the player whose turn it is

- still decides the order in which to resolve all remaining
© Monument section completions



MONUMENT PATRON
TOKENS

When you bind your 2nd energy to any single Mon-
ument in use this game, take the Monument Patron
Token in that Monument’s bound energy area and
place it in front of you (if available and if you don’t
already have a Monument Patron Token). Each player
may have only one Monument Patron Token.

At the end of a turn on which you ADVANCE, if
you possess a Monument Patron Token, you may con-
struct the topmost available section of any Monument.
Starting with the first opponent in clockwise order from
you, each player with at least one energy present in the
Monument section performs these 2 steps in any order:

@ Gain either the energy depicted on the Monument
section or the benefit depicted on the adjacent

Monument Benefit Token.

9 Exhaust or optionally activate each of your energy in
the Monument section.

Then, place the Monument section into its frame on the

board, matching the section number listed beside the frame.

ENERGY TYPES

There are 4 different types of energy, each with a differ-
ent ability.

Compass: When this energy is activated, place
it into the  Tile Pool (see page 17), an avail-
able space in a Monument section (see
page 18), or an Achievement for which
you qualify (see page 22).

Magnet: When this energy is activated, load it
into any empty slot in one of your five active
Transmuter Tiles.

Rose: When this energy is activated, exhaust
it and move either your character (see
page 24), on the Monument Track (see
page 25), or on the Pillar Track (see
page 26) by up to 2 spaces.

Wild: Each character has a unique icon for their
Wild energy. When this energy is placed into a
Monument section, it may be placed into any
empty space, regardless of type. This energy has
no inherent activation ability. When you place
your tier-I Bridge Token (see page 20), a unique
ability will be unlocked for this energy.

1 I

On your turn as the Multanec (teal) player,
you place two energy into the exposed section of the
Forge Monument, filling its last empty space.

1 I

You turn one of your energy on its edge to indicate that
you are the completing player for when the section will
be constructed at the end of your turn.

— L

C

1 I~

When the section is constructed at the end of your turn,
first the Freyith (purple) player chooses to (A) gain a
Magnet energy and a Rose energy from the reserve
(depicted on the Monument section) and then (B) they
activate their Rose energy. (C) Next, you choose to gain
a Conduit Token (depicted on the Monument Benefit
Token). (D) You activate your Compass energy and (E
select your Rose energy to bind to the Monument as
you construct the Monument section.
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BENEFITS

The benefits below appear on
the various Monument sections,
Monument Benefit Tokens, and
Bridge Tokens.

GAIN AN ENERGY

Take and exhaust an energy of the
type depicted (= any type) from
the energy reserve on the game
board.

When you gain the second energy
of a single type, immediately
Recharge your Channel Marker (see
page 16).

@) The first section of each
Monument grants two energy
instead of one. If you choose to
gain the energy, gain both energy
depicted.
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PLACE A BRIDGE TOKEN

Take the lowest-tier Bridge Token (I,
II, or III) from your Character Board
and place it, with either side facing
up, onto any broken path space

on the game board that is empty,
filled with a neutral Bridge Token,
or filled with one of your existing
Bridge Tokens.

The side that you choose to place
face-up depicts a benefit that any
player will gain when their char-
acter lands on this Bridge Token
(see page 24).

You immediately gain the ability
on your Character Board that
was under the Bridge Token (see
pages 28-31).

If you select a space with a
neutral Bridge Token, return the
neutral Bridge Token to the box.

If you select a space with one

of your existing Bridge Tokens,
return the existing Bridge Token
to its matching numbered space
on your Character Board. You im-
mediately lose the corresponding
ability that it covers.
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You may select a space on the
board even if it has one or more
characters on its Bridge Token.
Any such characters do not gain
the benefit depicted on the newly
placed Bridge Token.

If there are no empty broken path
spaces left, you may return a
newly gained Bridge Token to the
box instead of placing it on the
board.

GAIN AN UPGRADED
ACTION TOKEN

Take an upgraded Action Token
from the supply and place it into the
matching numbered space 1-4 at
the bottom of your Device, replacing
the existing Action Token in that
position. Return the replaced Action
Token to the box.

If you have already gained an
upgraded Action Token for a
given position, you may not do so
again for that same position.

& 1t can happen that you gain an
upgraded Action Token and use it
for an action on the same turn.

A mornurnent to protection at the
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GAIN A CONDUIT TOKEN

Take a Conduit Token from the
supply and place it into any empty
Conduit Token space at the top of
your Device.

If you are the first player to gain
a Conduit Token of a certain type,
take the Conduit Token with 2
icons on it at the top of that stack.

If you have no empty Conduit
Token spaces, you may not gain a
Conduit Token.

If you gain this benefit on an
ADVANCE turn, the new Conduit
Token will not generate move-
ment (see page 27).

Once you place a Conduit Token

into your Device, it may not be
moved from that space.

GAIN A TRANSMUTER TILE

From the Tile Pool, claim the Trans-
muter Tile in the rightmost position,
as if you were taking a Claim action
(see page 17). Do not exhaust any en-

ergy from the Tile Pool. Perform steps
2-4 of the Claim action as normal.

If you gain this benefit on an
ADVANCE turn, the new
Transmuter Tile will not generate

movement from Conduit Tokens
(see page 27), will negate any
such movement yet to be generat-
ed by the tile it replaces, and will
not be loaded with energy.

REPLENISH A TRANSMUTER
TILE

At the end of the current turn, after
all Monument section completions
are resolved, load any one of your
five active Transmuter Tiles with
energy from your Exhausted Pool.

You may choose freely which
energy are placed into which tile
slots.

You do not need to fill all avail-
able tile slots.

If you do not have sufficient
exhausted energy to fill all
available tile slots, you may fill
any remaining tile slots by taking
your energy as described on page
12: Running Out of Energy.

If multiple players gain this bene-
fit on the same turn, then resolve
them in clockwise order, ending
with the player whose turn it is.

MOVE YOUR CHARACTER

Move your character forward on
the map up to 2x or 4x spaces (see
page 24), according to the depicted
benefit.

MOVE UP A TRACK

Move up to 2x or 3x spaces on
either the Monument Track
or the Pillar Track (see pages
25-26), according to the depicted
benefit.

CHOOSE ANY MONUMENT
BENEFIT TOKEN

Gain the benefit depicted on any
Monument Benefit Token on
the board.




ACHIEVEMENTS

I
enerate belief among mortals by accomplishing
(:L]asting achievements that leverage all of your
contributions to their civilization,

REQUIREMENTS

9 Printed on the board (used in every game)

Have at least 2 Monument icons
on your 7 Transmuter Tiles.

Have at least 2 Pillar icons on
your 7 Transmuter Tiles.

Have at least 4 Boot icons on your
7 Transmuter Tiles.

Each of the five Achievements has a requirement depict-

ed at the top and two scoring spaces depicted below.

If you qualify for an Achievement by meeting its
requirements, then you may place an energy into an
empty space in that Achievement when you Deploy (see
page 16), Reposition (see page 16), or activate a Com-
pass energy (see page 19). The energy is bound to the
Achievement and remains there for the rest of the game.
O Each player may bind only one energy to each
Achievement.

(3 Each player may bind only one energy of each
type to the five Achievements. Since there are only four
types of energy, each player can bind an energy to only
four of the five Achievements.

The 5-VP scoring space on the right side of each
Achievement is only available with a player count of 3
or more.

# Once you qualify for an Achievement, you
do not automatically bind an energy to it. You
must do so actively, often by taking a Deploy or
Reposition action.

You only need to qualify for an Achievement at the time
you place an energy into it. Your energy remains bound
to that Achievement even if you subsequently cease to
qualify for it.
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For all 3 of the requirements listed above, icons on
. Conduit Tokens do not count.

@ Achievement Tokens (randomized each game)

Have at least 1 bound energy of 3
different types (anywhere on the
board).

Have at least 1 bound energy in 3
different Monuments.

Have at least 3 bound energy in 1
region.

Have at least 1 energy of each
type from the energy reserve.

Have at least 3 Conduit Tokens.

Have at least 3 upgraded Action
Tokens.

SCORING PARAMETERS

At the end of the game, score 2 VP for each of
your bound energy (anywhere on the board)
of the type matching your bound energy in
this space. Count the bound energy in this
space. Do not count energy in the reserve, as
they are not considered bound.

At the end of the game, score 5 VP.



As the Freyith (purple) player, you score 8 VP for this Achievement: 2 VP for
each of the 4 Magnet energy that you have bound on the board.




CHARACTER
MOVEMENT &
BRIDGE TOKENS

I
Your god forms an avatar to exist among mortals
— a physical manifestation of their aethereal self.
Unlock your unique abilities by linking the divided
regions of Eldranir, then journey between regions to
unite their clans.

CHARACTER MOVEMENT

Move your character forward on the map up to the
number of spaces specified (usually by Action Tokens,
Monument Benefit Tokens, or Conduit Tokens).

Your character may only move in the direction they are
facing at the beginning of their movement and may
choose in which direction to move when they encounter
a forking path.

If your character begins its movement on one of
the five non-Bridge spaces in the central region,
they may choose in which direction to move, so

long as it isn’t the direction they last came from.

Your character must end their movement facing in the
direction they have just moved.

Your character may not move onto a broken path space
that has not been connected with a Bridge Token. Each
Bridge Token counts as a space.
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. If your character would move forward but can’t (either
- because they encounter a broken path space or are on
. a starting space), they instead turn around and move

© back in the direction they came from. This is the only

© way to reverse your character’s facing. Turning around
© is free — it does not count as one of the spaces in your

© movement,

. Your character may share a space with one or more
. other player’s characters.

. When your character would move onto a space

. occupied by another player’s character, your character
- may skip over that space instead, extending their

' movement by 1 space.

H‘J

You move Rusné (green) 3 spaces.
First, you move her 1 space forward, choosing
which direction to take in the forking path. Then,
choosing to skip over Freyith (purple), you turn
Rusné around when she encounters a broken

path space and move her 1 space. Finally, you
move her 1 additional space, choosing to skip
over Multanec (teal) and land on a Bridge Token.

BRIDGE TOKENS

: When your character moves onto (or skips over) a

. Bridge Token space, you may immediately gain the

. benefit depicted on the Bridge Token (see pages 20-

. 21), regardless of whose it is. You may resume your

- character’s movement after you have gained this benefit
- and resolved any resulting effects. Tier-111 Bridge

© Tokens depict no such benefits themselves but allow you
© to gain the benefit depicted face-up on any other Bridge

Token on the game board.



MONUMENT &
PILLAR TRACKS

I
ield your power to bolster your position among
worshippers at monuments and fo introduce
the pillars of civilization to the mortal clans. Both

will solidify your legacy among mortals.

Move energy on either the Monument Track
or the Pillar Track up to the number of spaces
specified (usually by Action Tokens, Bridge Tokens, or

Conduit Tokens). Perform these 2 steps in any order and

as many times as you wish:

@ if the corresponding track on your Character Board
is empty, then you may spend 1 movement to place
an energy upright from your Exhausted Pool into the
lowest slot of that track.

< If you do not have an exhausted energy, you may
instead place an energy from a location as de-
scribed on page 12: Running Out of Energy.

9 If the corresponding track on your Character Board
already contains an energy, then you may spend 1

movement to move that energy 1 slot up the track.

You may not have more than one energy at a time on
the same track.

BINDING ENERGY

At any time when you are moving your character
or moving up a track, you may bind an
energy from the highest slot of either track as described
below. This may interrupt your movement and does not
spend any movement.

Designer’s Note: You are not required to bind

an energy when it reaches the highest slot of

a track, and there may be good reason for you

to keep it there and bind it later. However, you

will need to bind it before you can start a new

energy on that track.

Track, place it into a Monument’s
. area in any region in which your character or at least
. one of your Bridge Tokens is present.

When you bind an energy from the Monument
bound energy

B

You move 2 spaces up the Monument
Track. You already have an energy in the track’s
third slot, so you first spend 1 movement to move
that energy 1 slot up the track, into the highest
slot. You choose to immediately (A ) bind the
energy into the Forge Monument, as you have a
Bridge Token present in its region.

Then, you spend 1 movement to (B) place a
new energy into the Monument Track from your
Exhausted Pool.




When you bind an energy from the Pillar
Track, place it into an empty space in a
Pillar of Civilization in any region in which your
character or at least one of your Bridge Tokens is
present.

9 Each player may bind only one energy to
play y y gy
each Pillar of Civilization.

(3] The energy space on the right side of each
Pillar of Civilization is only available with a player
count of 4 or more.

Your Bridge Token is considered present in the 2
regions that it connects. When your character is on a
Bridge Token space, it is also considered present in
both regions.

You move 2 spaces up the Pillar

Track. You already have an energy in the track’s
second slot, so you spend 2 movement to move
that energy 2 slots up the track, into the highest
slot. You choose not to bind the energy yet. On a
subsequent turn (green arrows), you choose to
bind the energy into the mathematics Pillar of
Civilization, while your character is moving into
its region.

PILLARS OF CIVILIZATION

.
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{
CONDUIT TOKENS  © foren

[fpgmde your Transmutation Device fo harness
its potential, channeling power into the mortal
realm.

During step 3 of a turn on which you ADVANCE,
count any matching icons ( ) that align
vertically on Conduit Tokens and Transmuter Tiles in
your Device.

@ For any

Boot icons that align, move your
character forward on the map by up to the number
of icons counted (see page 24).

Monument or Pillar icons that
align, move up the corresponding track by up to the
number of icons counted (see pages 25-26).

CIf your Conduit Tokens generate more than one type of
: movement on an

ADVANCE turn, then generate

- each type of movement in the order of your choice.

© Conduit Tokens do not generate the movement
. described above on an

ACTIONS turn.

Once you place a Conduit Token into your Device, it
:© may not be moved from that space.

You perform an

ADVANCE turn. You slide 1 Transmuter Tile into your Device, then exhaust your

Channel Marker to slide a second Transmuter Tile into your Device.

]

L

You count 3 Boot icons and 4

Pillar icons that align vertically on your Conduit Tokens and Transmuter

Tiles. You choose to first move 4 spaces up the Pillar Track, then move your character 3 spaces forward on the map.

You do not generate any

icon passed by the matching Conduit Token, but did not align vertically at step 3 of the

movement up the Monument Track, because the Transmuter Tile with a Monument

ADVANCE turn.
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CHARACTER
ABILITIES

Each character has 3 unique abilities depicted on the
left side of their Character Board, which begin the game
covered by Bridge Tokens and inactive. As soon as a
Bridge Token is removed from your Character Board
(see page 20), you gain the ability that was under the
Bridge Token. Character abilities are always unlocked
from bottom (tier-1) to top (tier-III).

Each character also has 2 unique scoring criteria on
their tier-11I Bridge Token (1 on each side). Each game,
only the scoring criteria that you choose to place face-
up on the game board will apply. The scoring criteria on
your tier-III Bridge Token apply only to you.
Designer’s Note: You do not need to learn the
character abilities in order to start playing,
as they begin the game inactive and are only
unlocked gradually. If you want a simpler
experience, you may choose to play without
character abilities and tier-I1I Bridge Token
scoring entirely, in which case you can ignore
the rules on pages 28-31. The game functions
without these abilities, though they are
intended for the full gameplay experience.
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When there is a discrepancy between the global rules
and a character ability, the character ability takes
precedence.

The tier-1II ability of every character is triggered when
they enter a region in which they did not start the
current turn, and resolved at the end of that turn. Your
character is considered to enter a region when they
move into a non-Bridge space in that region. Resolve
any triggered tier-11I abilities after all Monument sec-
tion completions and Transmuter Tile replen-
ishments have been resolved, and in clockwise order,
ending with the player whose turn it is.

& Even if your character enters multiple

regions in the same turn, your tier-III ability

only triggers once on that turn. However, it is

possible to enter a region on another player’s

turn and on your own turn, both of which will

trigger the ability.

# While moving your character, it can happen
that you move onto (or skip over) a Bridge
Token that allows you to place your tier-III
Bridge Token, thereby unlocking your tier-III
ability. If your character continues moving at
least 1 additional space and thereby enters a
region, their tier-III ability will be triggered on
that same turn that it was unlocked.
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1) FULLY GAINED ENERGY

For types of energy that you have fully gained (i.e. both
energy are gone from the energy reserve), score VP as

GAME END &
FINAL SCORING

The game ends when the last Monument is fully constructed, by having its final section
constructed at the end of a player’s turn. Finish the current player’s turn, including all resulting
effects from the section completion. If necessary, subsequent players take one final turn until
all players have had an equal number of turns. Once the last player’s turn is finished, perform
final scoring. A summary of final scoring can be found along the left and top edges of the

game board.

follows:
Number of types i \%
1 : 3
2 6
3 : 10
4 : 15
2) MONUMENTS

For each Monument in use this game, score VP accord-
ing to the number of energy that you have bound to it:

Number of energy

1
2
3+

VP
B
7

12

3) PILLARS OF CIVILIZATION

. For energy that you have bound to Pillars of
© Civilization, score VP as follows:

Number of energy VP
1 4

2

3 : 15
4 22
5 : 30
6 39

©?

N
(I)
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4) TIER-III BRIDGE TOKENS

CIf you have your tier-1II Bridge Token on the game

© board, you score VP according to its face-up criteria.

© See pages 28-31 for the description of each character’s
. scoring criteria. The scoring criteria on your tier-I1I

© Bridge Token apply only to you.

. Your Bridge Token is considered adjacent to the 2
. regions that it connects.



5) ACHIEVEMENTS

For each Achievement space of this type,
score 2 VP for each of your bound energy
(anywhere on the board) of the type
. matching your bound energy in this space.
. Count the bound energy in this space. See
' page 23 for an example.

For each Achievement space of this type,
score 5 VP for your bound energy in this
space.

6) TILE POOL

For each energy that you have present in the Tile Pool,
score 1 VP,

WINNING THE GAME

The player with the most VP wins the game. If there

is a tie, the player with the highest number of bound
energy wins (in Monuments, Pillars of Civilization, and
Achievements). If there is still a tie, the player with the
most energy in the Tile Pool wins. If there is still a tie,
the tied players share the victory and jointly lead the
pantheon into the new age.

When disassembling the Monuments to repack the
game, create ordered stacks from 1-4 or 1-5 to make
setup faster for your next game.



SPIRIT
OF THE GAME

An Age Contrived is a game about competing to become the most powerful god, but also about
collaborating to ensure the stability of the pantheon as a whole for the age to come. With that
in mind, interactions between players are intended to be positive rather than cutthroat. To get
the most fun out of the game without causing undue frustration, we have a few tips based on

how we like to play.

ENCOURAGE G@D FLOW

On a turn when you ADVANCE, the next player
can generally start their turn while you decide which
energy to load into your Transmuter Tiles. We find this
makes for good flow between turns, especially when
multiple players ADVANCE in a row. However, this
can fall apart if you are studying the board, and the
next player starts to place energy into spaces that affect
your decisions. There is a balance to be struck between
flow and competition.

We recommend that you can study the board and other
players’ Devices, but not the next player’s Device if they
are startingan ~ ACTIONS turn. We also recommend
that the next player doesn’t start to place any energy
they Deploy or Reposition until the previous player has
finished.

There will be times during the game when decisions

are tense, and you really should finish loading energy
before the next player starts their turn. It is up to you
whether the next player can go without influencing your
decisions or if it’s best to wait.
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REDOING ACTIONS

© Since you can take as many actions as you can afford
© onan
resulting effects before moving on to the next action),

. it’s possible that you realize partway through your turn
© that you want to redo your actions. Are you allowed to?

ACTIONS turn (and must fully resolve any

9 We generally allow this but only to the extent that you

can accurately remember which energy were in which
Transmuter Tile slots at the beginning of your turn.
Each player’s Device has a lot of moving variables,
and you can’t rely on another player to keep track of
yours or help you unwind actions you have already
started to take. If you have started mixing energy into
your Exhausted Pool or deploying multiple energy, it
becomes difficult, and we generally don’t allow this.

@ We tend to allow this more for new players than

experienced players.

- @ We do not recommend picking up energy from your

Device and holding them together in your hand while
you decide on your actions. It is easy to forget which
energy came from where and which are going to
where.

@ Instead, we recommend to Deploy energy to the area

in front of your Device and take them from there as
you decide where to place them on the board. You can
perform multiple Deploy actions in a row in this way,
without having to allocate the energy from one Deploy
action before moving on to the next.



DIVINE WINDS
MODULE

If you want to make your games of An Age Contrived a
little more forgiving, then you may choose to play with

this module. During setup, give each player one Divine

Winds Token. It has the following rules:

@ During step 4 of a turn on which you ~ ADVANCE,
you may spend your Divine Winds Token (return it to
the box) to replenish 2 Transmuter Tiles (see page 21).

@ When you could bind an energy from the highest slot
of the Monument or Pillar Track (see pages 25-26),
you may instead return the energy to your Exhausted
Pool to regain your Divine Winds Token. You may not
have more than one Divine Winds Token at a time.

@ At the end of the game, if you have an unspent Divine
Winds Token, it is worth 5 VP.

EXPERT SETUP
VARIANT

Instead of placing energy as depicted on your quick-
. start card, you may freely program your starting energy.
: You may use your player aid as a screen if you wish.

© After determining the start player, secretly select a
 number of Energy Tokens from your Exhausted Pool,

- according to your player count.

O 2 players: Select any 8 Energy Tokens and place them

in any configuration into the Transmuter Tiles in
positions 1, 2, 3, and 4 of your Transmutation Device.

O 35 players: Select any 6 Energy Tokens and place

them in any configuration into the Transmuter Tiles in
positions 1, 2, and 3 of your Transmutation Device.

Select any 1 additional Energy Token and set it aside.
. All players then reveal simultaneously and place the 1
. Energy Token that was set aside into the

Tile Pool.

- Instead of placing the 5 neutral Bridge Tokens

- randomly, players may draft how they are placed.

. Perform the draft after determining the start player and
. revealing starting energy, as described above.

. Starting with the last player and proceeding in counter-
. clockwise order, place a neutral Bridge Token face-up

. onto any empty broken path space on the game board,

. stopping only when all possible neutral Bridge Tokens

. have been placed. However, once a player’s starting

. region has a neutral Bridge Token connected to it, you
may not place another token connected to that region.

© It can therefore happen that not all 5 tokens can be

© placed. Return any remaining tokens to the box.



MONUMENT SECTIONS

THE ANFIRIEN THE LIBRARY OF THE ERIDONIC THE NAMARILLION THE FORTRESS OF
BEACON VALDUIN GATE FORGE KOLYM THRIN

Section 5 accepts any type of energy
but does not grant a new energy.

THE SHIP OF
TOLINTHRA



