Game by: Cliff Kamarga
Ilustrated by: Fabio Fontes

Sellswords is a tile placement game for two players where heroes gather for the

battle of a lifetime! Each of the SO heroes has their own ability to help turn the tiles
of battle in your favor!

Sk1p THE RULES! WATCH THE VIDEO!
Watch a live tutorial and learn to play the
game without reading the rules by visiting
www.level99games.com/games/

sellswords

Components
50 double-sided Hero tiles
4 double-sided Terrain tiles
1 Rulebook

Playtesters
Joshua Van Laningham, Christopher Smith, D. Brad Talton Jr.,
Benjamin May-Day, Michael Robles, John Kirk, Aaron Greshem,
Ty Arnold, Kier Arnold, Gregor Czaykowski, Vaughan Sanders,
Patrick Dunal, Jerome Kelsey, Mark Pearce, Fawzi Mesmar, Gustav
Seymore, Thomas Rodrigues, Sean Flannigan, Eugene Goh, Rong
Yang, Samuel Gill, Roy Lye, Nikolaj Wendt, Abhishek Deshpande

Setup

You will need a two foot square table in order to play.
1. Remove the Asgard, Ragnarok, Nifelheim, and Yggdrasil terrain tiles.
Shuffle the remaining hero tiles and place them in a pile off to the side.

2. Decide who goes first randomly and which color they will play (either red
or blue).

3.Deal 12 hero tiles to the center of the table. Players take turns choosing one
of the 12 tiles to add to their hand, starting with the first player. Repeat
this until all tiles have been picked. Each player should have 6 tiles.

4. Place the Asgard tile on the table. The first tile played must be adjacent to
the Asgard Tile. The Asgard Tile is not the center of the board and just
acts as a starting point.

S. Begin round one, with the first player placing a tile.

Gameplay

Each turn, follow these 3 steps...

1. PLAY A TILE

Place 1 tile from your hand onto the table adjacent to an existing tile. The
new tile should be placed on your color’s side. You may rotate the tile any
way you like but you cannot place a tile diagonally from another tile.
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2. APPLY RELEVANT ABILITIES
Some tiles have optional, mandatory, continuous, or end of round
abilities. If optional, you choose whether or not to use it. If the ability is
mandatory, you must use the ability. If continuous, it works while the tile
is on the field and does not start working until after placed. If end of round,
then it happens at the end of a round (usually the round the tile was played).
To use an ability, perform the effect as stated on its tile or in this rulebook.
The tile has a shortened version of the extended ability in this rulebook.
Abilities always preserves a tile’s orientation unless stated otherwise.

3. COMPARE NUMBERS

For each opponent’s tile adjacent to the tile you have just placed, check
the two numbers that are touching each other. If your number is higher than
the opponentss, flip the opponent’s tile to your color (see “Flipping Tiles”).
If your number is lower or both are equal, nothing happens. When you flip a
tile, do not compare the numbers of the newly flipped tile—there are no chain
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reactions.
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Other Notes

FLIPPING TILES

When flipping a tile, flip horizontally relative to the character artwork
(look at the character right-side up and flip it horizontally). When you flip
the tile correctly, the positions of its numbers will not change.
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PLAYING FIELD S1ZE

Eventually, a row or column will reach § tiles. Once this happens, the row
or column is now considered “locked” and no tiles can be placed beyond that
margin. This means that the final playing field will be a grid of 5xS tiles.
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TERMINOLOGY

Orientation - The position the tile is facing.
Rotate - Changing the orientation of the card.

Adjacent - Next to another tile (left, right, top, or bottom). This never
includes diagonals.

Ally - A tile of your color
Enemy - A tile of your opponent’s color.

Scoring

Once all 12 tiles have been placed, score each row and each column.
Going across the rows, each row gives a player points based on the number
of tiles of their color in the row. After scoring each row like this, score each
column the same way:

TILES PoINTS
0 0
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After this, play Round 2. The first player in the second round is the player
with fewer points. If points are tied, randomly determine first player. Repeat
step 3 of setup, with each player gaining 6 new tiles and keeping the same
color they had in Round 1. Continue play as normal, with the board staying
the same from the previous round. At the end of the round the board should
be a full 5xS square. Score points again like at the end of Round 1.

Winning the Game
Once both Rounds are over and points are scored, the player with the
most points total from both rounds wins! If there is a tie, remove all tiles
except for terrain, shuffle them into the draft deck and play another Round.
Continue Rounds until one player has more points at the end of a round.

Example of Scoring

1 0

1 1
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ROUND 1 SCORE
(BLUE)
7 POINTS

ROUND 1 SCORE
(RED)
S POINTS

Play Variants

In addition to the base rules, you can use these play
variants to unlock new strategies and options.

No TERRAIN

Start the game with an empty board and no Terrain tile. The game
continues as normal, with one empty space being left when the game is over.
Hikaru has no ability in this mode and can be removed if desired.

TERRAIN CENTER

Start the game with the Terrain tile as the center tile on the board. This
means that the edges of the board are pre-determined. Hikaru has no ability
in this mode and can be removed if desired.

TERRAIN TILES
You can use other terrain tiles besides the default Asgard Tile, and these can drastically alter your game. They can't flip other tiles. They
don’t share player colors, and don’t give out points at the end of rounds. They cannot be affected by abilities or be moved in any way.

T1. ASGARD
SAFE HAVEN (CONTINUOUS)
The base game starting tile. This tile has no effect.

T2. RAGNAROK
END oF DAys (CONTINUOUS)

Between rounds, starting with 1st player, each player
removes a tile until 6 tiles are removed. This happens after
scoring. At the end of Round 2 the board will not be full.

T3. YGGDRASIL
WORLD TREE (CONTINUOUS)
Play 1 round instead of 2. Instead of drafting, at the
beginning of your turn, look at the top 2 deck tiles and play
1 of them. Put the second tile on the bottom of the deck.

T4. NIFLHEIM
MistT WORLD (CONTINUOUS)

Flipping tiles from comparing numbers causes the
flipped tile to also compare numbers. (you can’t re-use
abilities) A tile can’t compare numbers more than once.

Frequently Asked Questions

Spot ability?

A: No, Baenvier’s effect does not happen until he is on the field and Hot Spot

does not let him place there in the first place. Since it does not happen until
he is on the field, this also means his ability does not affect flipping, so he
could not flip Titan, for example.

Q: Can I use a tile moving ability like Tanis” Casting Call to create a situation

where there is a tile that is not connected to any other tile?

A: No. Any ability that moves tiles must leave all tiles connected (not diagonally)

at the end of the effect. If there is no legal space to do this, then the effect
doesn’t work.

Q: Can I place Baenvier on a square that is being affected by‘Pyromanc:er’s Hot Q: Does Commander’s “Force Their Hand” ability allow me to choose whether

or not an optional ability is used?

A: No, it just forces the opponent to play a specfic tile, It does not let the player

decide if the opponent has to use an ability or not.

Q: If T use Conjuror’s “Summon Aid” ability, do I get to use that tile’s effects?

A: Yes, the chosen tile acts as if you had just played it from your hand, so you get

any relevant effects from that tile.

Q:How are Changeling’s numbers positioned when it copies a tile?

A:Changeling copies numbers on a tile as if it were played straight up. If the
number under a tile’s text is 3, then the number under Changeling’s text will
also be 3, regardless of its orientation. If placed next to Baenvier, Changeling’s

numbers are 0. If Baenvier is placed next to it, copied numbers are kept.



1. KNIGHT
BATrLE READY (MANDATORY)

No ability, but is a very well-rounded tile in terms of
numbers.

2. ARCHER
LoNGsHOT (MANDATORY)

Instead of comparing its numbers with adjacent tiles,
the Archer can only compare numbers on tiles that are 2

tiles away.
3. TRICKSTER
BEFUDDLE (OPTIONAL)
When you play Trickster, you may rotate 1 adjacent tile
of any color in 90 degree increments as many times as you

want.
4. MAGE
MAGIc SPARK (OPTIONAL)

In 1 direction, Mage compares numbers with any 1 tile
in that direction rather than the adjacent tile in that direction
(ignoring gaps). You still compare other numbers normally.

S. THIEF
P1CKPOCKET (OPTIONAL)

When you play Thief, you may take a tile in your hand &

and switch it with a tile in your opponent’s hand of your
choice.

6. ASSASSIN
ASSASSINATE (OPTIONAL)

When you play Assassin, you may switch places with an
adjacent enemy tile, maintaining orientation. After this, the
Assassin compares numbers in the new position.

7. TRADER
SwaP MEET (OPTIONAL)
When you play Trader, switch the positions of any

2 adjacent tiles of any color while maintaining their ° ¢

orientation (if only 1 adjacent tile, you can’t use this ability).
8. NECROMANCER
ENFEEBLE (CONTINUOUS)

While this tile is on the playing field, all numbers on
adjacent tiles of any color are reduced by 1 (numbers cannot
go below 0).

9. PRIEST
SANCTUARY (CONTINUOUS)
This tile cannot be affected by any ability, including

Baenvier’s.

10. BARD

ROUSING PERFORMANCE (OPTIONAL)
Choose 1 tile Bard flips after comparing numbers. Use

that new tile to compare numbers and flip again, ignoring
abilities of the new tile.
11. ALCHEMIST
EQUIVALENT EXCHANGE (MANDATORY)
When comparing numbers upon playing this tile, flip
on equal numbers instead of having a higher number.

12. WIZARD
CANTRIP (OPTIONAL)

If this tile flips another tile, you may move that tile to an
empty space adjacent to the Magician. You may only move
1 tile that the Wizard flips.

13. DEALER
SuppLy (END OF ROUND)

At the end of the round in which this tile is played, gain

one extra point for each adjacent allied tile.

14. SQUIRE
SERVE AND PROTECT (OPTIONAL)
When you play Squire, switch places with an adjacent
ally tile, maintaining orientation. After this, the Squire
compares numbers in the new position.

Heroes have ability reminders, shown by text at the bottom of the tile. The bottom left has a number that corresponds to the numbers in this
section. The top right has a sun or moon to indicate red or blue color. On the right next to the name, an icon indicates the type of effect the tile has.

Tiles and Abilities

Effects on tiles that say “may” are a reminder that the ability is optional.

Optional Mandatory
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15. BARBARIAN
PrivMAL RAGE (MANDATORY)
Can only flip one tile.

16. CONJUROR
SuMMON AID (OPTIONAL)
Look at the top 3 cards of the draft deck, and play one of
those in Conjuror’s place. Put the other two at the bottom

of the deck, in any order. Discard Conjuror afterwards.
17. VALKYRIE
CHOSEN ONES (END OF ROUND)
At the end of the round in which Valkyrie is played, tiles
adjacent to Valkyrie give one additional point to that tile’s

controller.
18. VIKING
LooT AND PLUNDER (OPTIONAL)
When comparing numbers upon playing Viking, enemy
tiles get -1 to their numbers.

19. SIREN
MELODIC DEMISE (OPTIONAL)

When you play Siren, pull one tile any number of spaces
in a row or column next to Siren, you can ignore other tiles
and gaps.

20. CAPTAIN
BY YOUR POWERS COMBINED (CONTINUOUS)

Captain gets +1 to all numbers for each adjacent ally

tile.

21. TITAN
UNFLIPPABLE (CONTINUOUS)
Titan cannot be flipped by any means.

22.FooL

FLIPPANT (MANDATORY)

The Fool doesn't compare numbers. When played,
randomly choose an adjacent tile. This tile is flipped,
regardless of color.

23. DANCER
Srin ME RiGHT ROUND (OPTIONAL)

Rotate atile 2 tiles away, ignoring gaps. You may compare
numbers with that tile this turn instead of normally in that
direction You still compare other numbers normally.

24. MERCHANT
DEMAND (END OF ROUND)

At the end of the round in which this tile is played, its
controller gains one extra point for each adjacent enemy
tile.

25. PYROMANCER
Hort SpoT (OPTIONAL)
When played, pick an adjacent empty space. Tiles can’t

be placed here on your or your opponent’s next turn. If the
opponent has 1 tile left, they may place in this space.

Continuous End of Round

26. CHANGELING
Mimic (CONTINUOUS)

When you play Changeling, choose an adjacent tile,
regardless of color. This tiles’ numbers become the same as
that tiles’ current ones.

27.NOBLE
DEEP PockEers (END OF ROUND)

Noble is worth 2 points at the end of the round in which

this tile is played for its controller.

28. INNKEEPER
ROOM FOR RENT (OPTIONAL)

When Innkeeper is played, moves any adjacent tile to
an empty space adjacent to Innkeeper.

29. RANGER

LONER (CONTINUOUS)
Ranger gets -1 to all numbers for each adjacent tile,
regardless of color. This includes terrain tiles.

30. COMMANDER
FoRCE THEIR HAND (OPTIONAL)
When you play Commander, choose a tile from your

opponent’s hand of your choice. They have to play that tile
on the next turn.
31. PALADIN
BoLSTER (CONTINUOUS)
While this tile is on the playing field, all numbers on

adjacent tiles of any color are increased by 1.

32. FAIRY

DiMinuITIVE (CONTINUOUS)

When numbers are compared against Fairy, reduce that =~ =&

number by 2 during comparing.

33. BEGGAR
Got SoME CHANGE? (END OF ROUND)
At the end of round in which Beggar is played, the

controller’s opponent gets -2 points.

34. MONK

HarpY (CoNTINUOUS)
When numbers are compared against Monk, increase
Monk’s numbers by 2 during comparing.

35. DRAGON
TERRORIZE (OPTIONAL)
When you play Dragon, all tiles adjacent to Dragon are

moved clockwise into a new space, maintaining orientation. g

36.RocC

DivEBoMB (OPTIONAL)
When you play Roc, choose any enemy tile and flip it.
Roc does not compare numbers.

37. TACTICIAN
RESTRUCTURE (OPTIONAL)
When you play Tactician, choose any other ally tile in

play. Move it adjacent to any tile, maintaning orientation.
All tiles must be connected after this ability resolves.
38. DUELIST
SPINNING SL.ASH (OPTIONAL)
WhenyouplayDuelist, rotate alladjacent tiles to Duelist
90 degrees either all clockwise or all counter-clockwise.

39. SEER

VISIONARY (OPTIONAL)

When you play Seer, choose any other enemy tile in
play. Move it adjacent to any tile, maintaining orientation.
All tiles must be connected after this resolves.

40. Spy
CLOAK AND DAGGER (OPTIONAL)

When you play Spy, swap the places of Spy and another

ally tile, maintaining orientation.

41. CADENZA
STUN IMMUNITY (CONTINUOUS)

Cadenza cannot be moved. This includes pushing,
pulling, and switching.

42. SHEKHTUR
UNLEASHED DASH (OPTIONAL)

When a tile is played adjacent to Shekhtur, you may
move Shekhtur to an adjacent open space next to a tile. This
happens before numbers are compared.

43. SIMON
THE BUTLER Dip IT (MANDATORY)

Simon does not compare numbers as normal. When
you place Simon, flip all tiles adjacent to Simon, regardless
of color.

44, TANIS

CASTING CALL (OPTIONAL)
When you play Tanis, choose any other tile in play.

Move it adjacent to any other tile, in any orientation. All

tiles must be connected after this ability resolves.
4S5. KING ALEXIAN XXXVII
GooD 10 BE KING (MANDATORY) 1
After comparing numbers upon playing King Alexian, &
flip King Alexian. :

46. HIKARU

ELEMENTAL CLASH (OPTIONAL)

When you play Hikaru, move the terarin tile adjacent

to any other tile. This bypasses the normal Terrain rules. All
tiles must be connected after this ability resolves.

47. RUKYUK
DoOUBLE TAP (OPTIONAL)

In one direction you may compare your number with %
the first 2 tiles in that direction rather than just the first tile.
Skip the comparing numbers step.

48. BORNEO
PENGUIN POWER (OPTIONAL)

When you play Borneo, choose any tile and flip it. Your
opponent does the same after you but can’t pick the tile you
chose. Skip the comparing numbers step.

49. BAENVIER
Sk1LL DRAIN (CONTINUOUS)

Tiles adjacent to Baenvier lose abilities. This also works
for on placement abilities if you place next to Baenvier, but
not when placing him. This ability is always in effect.

50. KHADATH
GATE TRAP (OPTIONAL)

Choose a blank space adjacent to Khadath, your

opponent must play there on their next turn.




