
Parts 
4 60 Card decks 

4 Dragon tokens (gems) 

Rulebook 

Object of the Game 
You have decided to challenge the dragons 

of a region in a battle for supremacy!  The 

winner is the one who has demonstrated 

through any means that he is the rightful 

owner of the lands and the losers must 

leave or be destroyed.   

When there are no cards left in the 

dragon’s deck (Deck, Stash and Junk), he 

proves their worth and win the game. 

Setup 
All players picks a deck representing your 

dragon’s actions, gifts, treasures, and 

realms they are within flying distance.  

Sort the cards by the “Deck Icon” into four 

60 card decks. Each player also needs a 

token to represent the dragon.  The deck 

must be at least 60 cards.  You may play 

any of the pre-made decks that exist or 

construct your own. 

Starting the Game: 

1. Each player draws a card for luck, 

and then places it in his junk pile.  

The player with the highest luck 

goes first.   

(Luck is the number in the lower 

left corner.) 

2. Starting with the first player and 

going to the right, all players play 

a realm from their deck. 

3. Then, the last player plays another 

realm from their deck.  All other 

players going to the right plays a 

second realm from the deck. 

4. All players draw 7 cards from their 

deck into their hand. 

5. Finally, starting with the first 

player and going to the left again, 

all players puts their dragon token 

on an unoccupied realm.  The first 

player starts his first phase now. 

  



Parts of the Card 

 

 

  

Card Name  

Cost 

Deck Icon 

Luck 

Card Type  

Text Box  



How to Play Cards: 
During the Reclaim phase or if the card 

specifically says to play during a phase, 

you may play any card in your hand. If 

there is a cost, you must pay it before you 

play the card by putting that many cards 

from the top of your stash into your junk, 

one at a time. For example, the Red 

Dragonscale card costs 1, so you will put 

one card from your stash into your junk. 

Many cards have specific requirements 

that need to be met. For example, Saint 

George, Dragonslayer can only be played 

to an unoccupied Town.  

Realms – Play on the center of the table 

next to another realm, edge to edge. They 

can be played horizontally or vertically. 

Orient the cards towards you so you know 

which ones are yours. 

There can only be a maximum of 10 

realms in play per player. For example, 20 

realms for 2 players, 30 realms for 3 

players etc. 

Challenge - Play stacked on any realm. 

These replace the text and border on the 

realms. 

Hoard – These cards are played in front of 

you and stay in play. 

Action – Action cards are played as 

directed and then go to the Junk pile. 

Sometimes, the card will say to play it on 

an opponent’s turn or during a particular 

phase. If multiple actions are played at the 

same time, resolve the last action first 

after everyone is done playing Action 

cards. (See the Timing section in the 

glossary.) 

IF YOU PLAY SOMETHING FROM YOUR 

DECK AS PER CARD TEXT, SHUFFLE THE 

DECK AFTER PLAYING IT. 

Phases in Detail: 
1. Start of Turn – Starting with the 

current player’s turn and going to 

the left, all players uses their start 

of turn effects that exist on any 

card in play. 

 

2. Challenge – You can try to 

complete a challenge that your 

dragon is on, including an 

opponent’s challenge.  All 

challenges have a bold statement 

and a challenge symbol with a 

number, such as  

Burn Down the Farm 5 - Burn 2.   

You draw a card for luck and check 

the luck number on the card 

against the challenge number.  If 

you are equal to or over the 

challenge number with your luck 

card, you win the challenge and do 

what the challenge . 

 

Example – Your dragon attempts   

Burn Down the Farm 5 - Burn 2.   

You draw a luck card and it has 

luck of 6.  You win the challenge 

and burn two cards. 

 

Example – Your dragon attempts   

Impress the Idiots 5 - Stash 2.   

You draw a luck card and it has 

luck of 3.  You lose the challenge 

and nothing happens.  Move onto 

 

  



3. Flight – Move your dragon any 

number of spaces, but you must 

stop on dragons or black-bordered 

spaces and cannot travel into the 

same space twice.  For each space 

traveled, put one card from the 

top of your deck into your stash 

pile.    

 

Example – Your dragon has moved 

three spaces and landed on Misty 

Scalespine Mountain, a lair that 

lets her stash 2 when landing 

there.  You would put the top 5 

cards (3 spaces + 2 bonus) from 

the top of her deck into her stash 

pile. 

 

4. Roam - If you control any 

Challenge cards in play with 

“Roam X”, you may move the card 

that many spaces to a realm 

without another challenge card.  

You cannot move a challenge if a 

dragon is on top of it.  (See “Roam 

X” in the glossary.) 

 

5. Dragon Challenges – If your 

dragon is on the same space as 

another dragon, you must 

challenge him!   You choose a 

challenge type, then each player 

draws luck.  The player with the 

highest luck burns the difference.  

(It is possible to win and have a 

lower luck.  If so, you do not burn 

any cards.)  The winning dragon 

then moves the losing dragon to 

an adjacent space if possible.   

(This does not count as landing.) 

 

Cards that affect normal 

challenges can also be played to 

affect dragon challenges. 

 

6. Reclaim – You may do any of 

following in any order as many 

times as you wish: 

 

a. Put any cards from your 

hand and burn pile into the 

junk pile. 

b. Draw any number of cards 

from the top your stash. 

c. Play any cards from your 

hand. 

 

7. End of Turn – Discard down to 7 

cards to your junk pile.  Then put 

the junk pile on bottom of your 

deck. 

 

Starting with the current players 

turn and going to the left, all 

players must use their end of turn 

effects that exist on any card in 

play.   

 

If you have no cards left in your 

deck, stash, and junk piles at this 

point, you win the game.  

Otherwise, it is the next player’s 

turn. 

 

Glossary 
Adjacent – Only considers horizontal and 

vertical.  Do not count diagonals. 

Action – After playing an action card, put 

it on top of the junk pile. 

Burn – When you burn cards, take cards 

from your deck, junk, stash, or hand and 

put them into your discard pile. 

  



Cost – This tells you how many stash cards 

you need to move from your stash 

to your junk to play the card.  It is 

in the upper left hand corner of 

the card. 

Challenges - There are 3 different kinds of 

challenges. 

 

Represented by Red cards, 
this represents strength and 
aggression. 

 

Represented by White cards, 
this represents intelligence 
and charisma.  

 

Represented by Blue cards, 
this represents magic and the 
supernatural.   

 

If a challenge’s text refers to “you”, it only 

affects the controller, usually the player 

who played the card.  However, any 

opponent may attempt any of your 

challenges. 

Junk – Put the card into the junk pile.  At 

the end of your turn, put your junk pile on 

the bottom of the deck. 

Luck – When a card has you draw luck, 

reveal the top card of your deck 

and check the luck symbol on the 

card.  After revealing, put it in 

your junk pile.  If you have no 

cards in your deck but cards in 

your junk or stash, you cannot draw luck.  

If you draw multiple luck cards in a 

challenge due to certain circumstances, 

add all the luck draws together unless 

specified otherwise. 

Roam X – When a card has you Roam X, 

you may move it that many spaces during 

the Move phase.   

Requires X – Some cards need to have 

specific cards in your hoard to play.  Once 

you’ve played them, they stay in play even 

if the required card leaves play.  You must 

have the card under your control; you 

cannot play a card if an opponent has the 

required card listed. 

Razed – When a realm is razed, flip it face 

down.  That realm’s text is no longer 

active and can be flown over as if it were 

white bordered during the flight phase.  

Challenges that count as razed still count 

as black bordered for movement. 

Stash – Take the top X cards from your 

deck and put it into your stash pile, one at 

a time. 

Ties – Ties are won by the player whose 

turn it is. 

Timing – During each phase, the active 

player plays the first card or uses powers 

without it resolving.  Then each player 

may play cards and use effects in the same 

way, starting on the player to active 

player’s left.  Once all players have passed, 

effects resolve in the opposite order they 

were played. 

  



 Playmat 
Go to www.stompinggroundsgame.com 

and download this file.  They should fit 

exactly where you play cards. 

Junk Pile 

When you play an Action card, put it here face up. 

When you draw luck, put the luck card here face up. 

After your Reclaim phase, put this pile on the 

bottom of your deck. 

Burn Pile 

When you burn cards, you may 

take the top cards from your 

deck, stash, junk and hand and 

put them here face up. 

When all cards in your deck, 

stash and junk are put here, you 

win the game at the end of your 

turn. 

Deck 

Place your main deck face down 

here. 

When another card tells you to 

draw, put the cards here. 

 

Stash Pile 

After your flight phase for each 

space you moved, put the top 

card of your deck here face up. 

To pay costs, put the top card of 

this pile into your junk pile. 

During the reclaim phase, you 

may draw cards from here into 

your hand. 

http://www.stompinggroundsgame.com/

