
 
 

Dusk: Arena of Shadows is a 
competitive multiplayer combat game 
revolving around miniature tactical 
combat and deck construction.  
 
Each player will take turns building a 
deck consisting of cards determined by 
their chosen Phantom, Skill, and 
Weapon. The goal of the game is to 
wipe out your opponent. 
 
May the best deck win. 
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BOARD CONSTRUCTION - 
Begin by constructing a basic arena:  Place the large tile with the Dusk logo in the center of the 
table. Next, place the remaining large hex tiles in clockwise order in the shape below (Fig 1). 

 
Once the large tiles are in place, lay out the remaining 12 small tiles to complete the board. 
 
Congratulations! You now have a Basic arena for your first game. In future games you may choose to 
experiment with different board layouts that can alter strategies and playstyles. 
 

 
BUILDING THE DECK - 

 
 
BASIC CARDS - 
Each core deck comes with a color-coded Phantom health 
card and a quick reference guide (Fig 3). Player’s should place 
these cards face up on the table in front of them.  
 
Health cards will be used to track the 
damage dealt to your Phantom. Each 
Phantom has 4 armor and 5 wounds. 
When the last wound is removed that 
Phantom is considered to be dispersed 
and is removed from play. 
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To begin assembling your combat deck select the BASIC deck that 
matches the color of your Phantom health card. 
 
 
 
BASIC decks are identical for all players and provides each player with 
an identical  baseline of card values  to build upon.  
 
You should have a total of 13 cards in the core deck.  
- 2 x each value from 1 through 5 for a total of 10 cards. 
- 2 x Wild cards 
- 1 x Tilt Card 
 
 
 
Wild cards may be played as any single digit value from one to 
nine. While the act of choosing the Wild Card value is a FREE 
ACTION, actually using the card  is still subject to an Action 
point cost. 
 
The Tilt card has no value. When played, this card allows the 
player to either re-roll any single die or draw 2 cards. Playing 
the Tilt card is considered a FREE ACTION. 
 
 
DECK CONSTRUCTION ---- CUSTOMIZING YOUR DECK- 
 
Players customize their decks by combining selections from three specialized card pools into 
their initial BASIC deck--Gifts, Skills, and Weapons:  
 
#1 - Specialized powers that are unique to each Phantom are called Gifts. These abilities are 
only available to players who chose the corresponding Phantom.  
 
# 2 - Spell schools or special abilities are called Skills. These can be chosen by any player 
regardless of Gift or Weapon. 
 
#3 - Weapons are ATTACK type cards that bring high damage potential to your deck. Players 
may select any Weapon of their choice regardless of their Gift or Skill.  
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PHANTOM SELECTION 
 

 
Begin by choosing a Phantom, then take the stack of cards with the corresponding symbol and 
name. After the first player has selected their Phantom, the selection process continues 
with the player to their left. Repeat this step until all players have chosen a Phantom. 
Each Phantom comes with 9 Gifts and 1 passive ability. The passive ability begins face up in 
front of the player on the board and is a unique ability available to that specific character. The 
player then selects 4 of the 9 available Gifts. These 4 cards are added to your BASIC deck. 
The remaining 5 unselected cards are returned to the box.  
____________________________________________________________________________ 
 
If this is your first time we recommend using the ‘starter’ cards. They are marked with a star on 
the bottom left border. The other five cards are considered advanced cards. 

 
 
The starter cards are designed to be more 
utilitarian or are cards we think are easier 
to grasp.  
 
That doesn’t mean they are innately weaker 
or stronger than any other cards in the set. 
 
In general advanced cards just require 
more strategy or synergy with other cards 
to achieve their full potential. 

 
 
 
 

_____________________________________________________________________________________________ 
 
Gifts - Gifts are identified by yellow borders and are specific to the player’s Phantom of choice. 
Only the player with the matching Phantom can add these specific cards to their deck.  
 
Like the BASIC cards, each Gift has a printed value at the top. When these cards are played 
the player will choose to use the card for either the listed value or the indicated special effect. If 
a Gift card is played for its value it is treated like any other BASIC card in your deck. 
  
PHANTOM PASSIVES - Each Phantom has a special ability that is innate regardless of card 
choices. All passive abilities begin in play (golden border side of the card face-up), and have a 
conditional special effect that can be triggered by the player. 
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After triggering the Phantom’s passive 
ability, flip the card over to the grey side.  
The grey side indicates the the ability has 
been temporarily exhausted. Different 
Phantoms refresh their powers in different 
ways--these methods are detailed on the 
card. When the card is refreshed, that 
passive ability is once again available to the 
player. 
 
 

 
Once the last player has picked their Phantom, that player will pick first from the Skill 
options to add to their deck. After the first player has selected their Skill, the selection 
process continues with the player to their left. Repeat this step until all players have 
chosen a Skill. (see below) 
 

SKILL SELECTION 
 

 
Skills - All Skill  cards are indicated by a blue border. These can be chosen by any player 
regardless of Phantom Gift or Weapon. They are designed to  further customize, augment and 
add variety to the player’s deck-building strategy. Each Skill deck consists of 9 available 
possibilities.  
 
Once all players have selected their Skill, each player will choose 
four of the nine cards and add them to their deck. 
 
As with the previous selection we recommend beginning with the 
starter cards from your chosen Skill. 
 
Again keep in mind these cards are just our recommendations.  
Advanced cards tend to be more situational. You may find that many 
of the advanced cards seem more straight-forward or appealing to 
you. If so mix one or two in and see how different combinations affect 
your playstyle. 

 
 
Once the last player has chosen their Skill they have first choice from the Weapon deck 
options. After the first player has selected their Weapon , the selection process 
continues with the player to their right. Repeat this step until all players have chosen a 
Weapon . (see below) 
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WEAPON SELECTION 
 

 
Weapons - The final piece of your deck construction is to choose a 
Weapon. Weapons have red borders and are not specific to any 
Phantom or Skill. All Weapons are available as choices for all 
Phantoms.  
 
Unlike other options the starting Weapons all have a shared 
keyword thematic to that weapon type. This creates a bit of 
consistency to work around when planning your strategy. 
 
Most Weapon cards are also classified as ATTACK actions. You 
may also find this on occasion with a select few Gifts or Skills. 
Attack actions trigger their card text when played offensively. 
Once you have settled on your Weapon deck choose four of the 
nine cards and add them to your combat deck. 
 
After the first player has selected their Weapon, selection continues with the player to 
their left. Once the last player has chosen their Weapon the fight is on!! 
 
 
You should now have the following for your combat deck - 
Basic cards x 10 
Wild Card x 2 
Tilt x 1 
Gifts x 4  
Skills x 4 
Weapons x 4 
 
Good luck, and may the best Phantom win. 
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YOUR FIRST GAME 
 
The core premise of DUSK is simple, play cards at exact ranges to deal damage to your 
opponent. All other cards are different ways to go about executing this goal. Below we will walk 
you through a sample round of alternating turns. 
 
LET’S BEGIN, SHALL WE?  

Place a Phantom on one of the 6 corner hex tiles (see shaded hexes 
in Fig #7). Place the second Phantom directly opposite the first.  
Any two corners will work as long as they are opposite one another.  
 
(MULTIPLAYER - In multiplayer games, initial placement is the same. Additional 
players will take turns placing a Phantom in one of the two hex corners closest to a 
model on their team.  
 
To determine initial placement order, each player rolls a die. The highest roll may 
choose which team begins with first placement. ) 
 

Once all models have been placed each player shuffles their deck and the first round will begin. 
 
 
Redraw - This starts a new round 

● If you have less than 5 cards in hand you may replenish up to that amount. 
 

Initiative 
● Each player rolls 1d6.  The player with the highest result chooses to go first or last. 

 
Take Turns 

● Declare up to 2 actions 
● You must make at least one action on your turn. 
● You may not declare more than one attack action in a single turn. Actions are further 

defined later in this chapter. 
 

 
Action Types 

● Play a card with the ACTION keyword. 
● Move - Play a card and move that amount. 
● Attack - Play a card to attack at that exact range. 
● Power Attack - Play multiple cards of identical values in an attack. 
● Called Shot - Add cards together to make a single attack. 
● Hold - Discard a card from your hand.  
● Pass - Take no actions and take no further turns this round.  You may still play defensive actions, 

and play REACTIONS and FREE ACTIONS from your hand. If you can take no other action you 
must pass. 
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Defensive Actions Are played in response to attacks 
● Block - Play any number of cards to equal an attack value. (This attack still hits but deals no 

damage.) 
● Dodge - Play two cards of identical value and move that amount (not the sum). Those cards are 

then banished. If you are no longer in range all, attacks miss. 
 
End Round 

● When all players have passed, the round ends. 
 

 
Redraw Phase 

 
At the start of each round, players draw from their decks until they have 5 cards in hand. There 
is no maximum hand size in Dusk, so if for some reason a player begins a round with more 
than 5 cards they do not have to discard. 
 
The redraw phase is considered a redraw action and not a Draw action. Some cards in Dusk 
will alter Draw actions but they do not apply to this step unless the card explicitly mentions the 
Redraw Phase”.  
 
When a player runs out of cards in their deck and needs to draw they immediately shuffle their 
discard pile into a new deck then banish the top card to the void. If at any time a player cannot 
complete a draw or redraw, they lose the game.  
 

 
Initiative 

 
Once both players have finished their redraw step they each roll a six sided die. The player with 
the highest roll chooses whether to go first or last in the round. If players roll a tie continue 
rolling until a winner is determined. 
 

 
Your Turn 

 
Each round will consist of multiple alternating turns among players. On a player’s turn they have 
two actions. These actions can be used to play an action from their hand or to play cards for 
their numerical value for a variety of actions. The player must declare at least one action but 
cannot perform more than one attack each turn.  
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ACTION - Unless otherwise specified an action can only be played by an active player on their 
turn. All actions must always allow for a RESPONSE from other players.  
 
Play order - When a card is played it begins a cast and response sequence. As soon as the 
card is declared all other players must be given a chance to respond with FREE ACTIONS or 
REACTIONS.  
When an ACTION card or NUMBER ACTION is declared no other actions may be played until 
that ACTION has resolved. 
 
To resolve cards in a sequence players begin with the last card declared and work their way 
backwards through declared responses. Resolution is defined as executing a cards action or 
text, once that is resolved that card is placed into its appropriate play area. Typically this will be 
your discard pile which we refer to as the BONEYARD, but some cards will specify other 
resolution areas.  
 
Once a card has been removed from play to its resolution area the card is considered resolved. 
Once all cards in a sequence have been resolved a new ACTION can be declared. 

 
 

 
MOVE -  

Players may play any card with a numerical value as a move action. They must move that 
number of hexes on the board. 
 
Players may not move through another Phantom or step on a hex they have already moved 
through on this action. 
 
In this example the Marrow Knight has played a value 5 card. This allows him to move 5 hexes 
on the board to a more strategic position. 
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ATTACK -  

An attack is made using the number value listed on a single card in a player’s hand. To make an 
attack a Phantom must be the exact distance from their target in hexes equal to the card value. 
This distance is calculated using the shortest distance between the attacker and their target. 
Count all hexes in between the Phantoms including the hex of your declared target. 
(see below) 

 
 
The Marrow Knight wants to 

attack the Madame.  

 

He counts the shortest distance to 

her figure, in this example that 

would be 3 hexes. 

 

He would need to play a value 3 

card to make a valid attack. 

 
 
 

An attack will deal a single damage to your opponent unless they have a defense to stop the 
damage or the card specifies otherwise. 

 
 

 
POWER ATTACK-  

There are times a player will want to inflict multiple damage on their opponent in a single turn. 
To achieve this result a player must declare a POWER ATTACK. POWER ATTACKS are 
multiple cards of the same value with a valid attack range to a single target. (see below) 
 

 
 
 
 
 
 
 
 

 
 

Each card in the attack will deal a single damage to your opponent unless they have a defense 
to stop the damage or the card specifies otherwise. 
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CALLED SHOT -  
The final combat action available is a risky one, the CALLED SHOT. Only a CALLED SHOT 
may add cards together to make an attack. 
 
The benefit  of a CALLED SHOT is that it adds +1 to the hit location roll in damage resolution. 
 
The weakness of a called shot attack is that it can be blocked by any card value used in the 
attack or the sum value.(see below - and the BLOCK action referenced in defensive actions.) 
 
example - The madame would like to attack the Marrow Knight but they do not have a value 7 card in their hand.  

 
 
 
 
 
 
 
 
 
 
 
 
Instead they decide to risk playing a called shot by adding the 5 and the 2 in their hand.  

 

The Marrow Knight now has the option 
of declaring a BLOCK with any of the 
following- 

● A single value 2 card. 
● A single Value 5 card. 
● A single Value 7 card. 

 
By playing a single value 2 card this 
risky maneuver can be BLOCKED. 
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HOLD - 
Players who do not wish to take any other stated action but wish to fulfill the 1 ACTION per turn 
minimum may declare a HOLD. 
 
When a player holds they remain in the turn rotation but must discard a card from their hand as 
a penalty.  
 

 
 
PASS -  
When a player passes they remove themselves from the turn rotation, this means they will no 
longer have turns to generate ACTION points to spend.  
 
Players that have passed may still declare defensive actions, and may play FREE ACTIONS or 
REACTIONS from their hand.  
 
If a player does not declare at least one action they are considered to have passed.  

 
 

 
DEFENSIVE ACTIONS - 
When an attack is made the target of that attack has the option to play a defensive action from 
their hand. Defensive actions are considered REACTIONS. 

 
 

 
BLOCK-  
When an opponent is hit by an ATTACK they may 
execute a BLOCK action..  
 
Unlike ATTACKS, BLOCKS may be a single card or 
any number of cards that total the ATTACK value. 
So a three would successfully stop incoming 
damage, but combining a two and a one, or three 
cards with a  value of one would also work.  
 
When BLOCKING each incoming attack must be blocked separately.  
 
For example -Your target can not play a single value 6 card, or a value 4 and a value 2 card to 
stop two value 3 ATTACKS.. 
When an attack is blocked a player is still hit, but no damage is dealt. Some cards still trigger 
their effects from hits. 
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Resolve all BLOCKS in an attack before resolving successful attacks and hit location rolls. 
 
BLOCK targets are determined by the attacker, this allows them to decide which attacks will 
successfully resolve. In DUSK combat favors the aggressor. 

 
 

 
DODGE - 
In some circumstances a player may wish not to be hit by an ATTACK or POWER ATTACK. 
The second defensive action available to the target of an ATTACK is a DODGE.  
 
To DODGE an attack the target of an ATTACK must have a pair of cards with matching values 
in their hand.The target of the ATTACK may play these cards and move the distance equal to 
the card value, not the combined total.  
 
After a DODGE is declared distance is recalculated. If the target is no longer at the exact range 
of the declared ATTACK those attacks result in a miss. The target is not considered hit and all 
cards then resolve and go to their appropriate play area. (see below) 
 
The penalty to DODGING is that all cards used to dodge are BANISHED to the VOID. (This is a 
special play area described later in the game zones section.) 
 
The Madame plays a pair of 2’s to immediately move 2 hexes placing her out of range for the incoming attack. This 

cancels all hits, but has a high cost. Once she resolves those cards, her cards will be sent to the void and removed 

from the game. 
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RESOLVING HITS - 

When an ATTACK, POWER ATTACK, or CALLED SHOT connects with a Phantom and is not 
BLOCKED or DODGED it results in damage.  
 
Each attack will deal a single damage. Roll a hit location die (1d6) for each damage inflicted.  
 
It is important to roll each die separately since some cards can be played in response to 
damage or card resolution. 
 
The attacker rolls 1d6 for a hit location then references 
the health card of his target. A roll of 2-5 will result in an 
armor location being hit. 
 
In this example a 5 was rolled for the hit 
location. Assuming the attacker had 
suffered no damage to the 5 location of 
the card (the legs) this attack would then 
damage armor. 
 
If a Phantom has already suffered damage to their armor 
at the hit location that matches the die roll, then damage 
is dealt directly to the Phantom’s wounds. 
 
A die roll that results in a 1 is considered a CRITICAL 
MISS.  
 
CRITICAL MISSES are not considered a hit and inflict no 
damage. 
 
A die roll of a 6 is a CRITICAL HIT. It ignores armor locations and is dealt directly to the 
Phantom’s wounds.  
 
When a CRITICAL HIT is rolled it also inflicts a critical hit penalty. Your target must BANISH 
the top 3 cards of their deck to the VOID. Critical hits are not only effective at dealing wounds to 
a Phantom, unlucky critical hit penalties can reduce their deck compositions effectiveness and 
wreak havoc on the unprepared. 
 
If a Phantom takes their final wound they are dispersed and are removed from the board. 
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4.) Ending the First Turn 
 
Once a player has declared at least one action they may end their turn.Play continues with the 
player to their left taking a new turn.  
 
Players do NOT replenish their hand or redraw until all players have passed. This may result in 
players alternating and taking multiple turns in a single round. Also if a player is not careful they 
may find themselves out of cards at the mercy of other players who have not yet passed their 
actions. 
 

 
 

5.) Ending the First Round 
 
When all players have passed, the round is considered to have come to an end.  
Return to the top of this guide and repeat the phases of a round starting with the redraw step. 
 

 
 
GAME ZONES 

The Void: The VOID is a special zone where 
banished cards are placed. At any time a player 
may look through cards in this space. 
 
Persistents - Persistent cards should be placed 
face up in front of the player that is specified on 
the card. 
 
Deck - Decks should be displayed face up in 
front of their owner.  
 
 

Boneyard - The Boneyard is where cards go after they resolve. Only the owner may look 
through the cards in their Boneyard. 
 
Shards - Shards are counters available to some Phantoms. These must be clearly displayed in 
front of their owner. Any player may request a Shard count if they are unsure of the current total.  
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Multiplayer game types-  
Multiplayer games use the same amount of health and armor as a standard game. If you are 
looking for faster games consider a lower wound count. 

 
Three Player Free for All -  
 
Set up - When playing a 3 player free for all each player will set up in 
one of the three hexes shown.  
 
All other rules remain the same as a 1v1 game. 
 

 
 
4 Player - 2v2 Teams - 
 
Set up - Phantom placement should be on opposite hex corners next to 
your teammate and on the furthest edge from your opponents. 
 
Health - In a 4 Player game teams have shared health. Each Phantom 
still retains their own personal armor, but if a Phantom were to take their 
last wound they are not dispersed. Instead the next wound they would 
receive is allocated directly to their partners wounds. 

 
Winning - When a team takes the final wound of their combined health they have lost the 
game. 
 
All other rules remain the same as a 1v1 game. 
 

 
 

Five Player Free for All-  
 
Set up - Players will roll 1d6 before placing their Phantoms on the 
board. The last player with the highest number will place first in a red 
hex, the player with the lowest roll will be placed in the center. 
 
Starting the game - In a five player free for all players will not roll 
initiative the first round. Instead the player in the center of the board 
will always begin play. 
 
All other rules remain the same as a 1v1 game. 
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6 Player - 3v3 Teams - 
 
Set up - Phantom placement should be on opposite hex corners next to 
your teammates away from your opponents. 
 
Health - In a 6 Player game teams have shared health. Each Phantom 
still retains their own personal armor, but if a Phantom were to take their 
last wound they are not dispersed. Instead the next wound they would 
receive is allocated directly to a teammate of their choice. 

 
Winning - When a team takes the final wound of their combined health they have lost the 
game. 
 
All other rules remain the same as a 1v1 game. 
 
 

 
 
6 Player - 3v3 Teams - 
 
Set up - Phantom placement should be on opposite hex corners next to 
your teammates away from your opponents. 
 
Health - In a 6 Player game teams have shared health. Each Phantom 
still retains their own personal armor, but if a Phantom were to take their 
last wound they are not dispersed. Instead the next wound they would 

receive is allocated directly to a teammate of their choice. 
 
Winning - When a team takes the final wound of their combined health they are removed from 
the board. The last team standing wins 
 
All other rules remain the same as a 1v1 game. 
 
 

GLOSSARY 
 
 
FREE ACTION -  A free action may be played at any time on your turn or another player’s turn. 
It doesn’t count toward your turn actions. When multiple FREE ACTIONS are played in a turn, 
begin by resolving the last card played and working your way backwards to the first card. 
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REACTION - Reactions are cards that are played for their special effect in response to a 
condition. Like a FREE ACTION they do not cost a turn action and may be played at any time - 
so long as the conditions are met. 
 
BANISH - Cards that are BANISHED are placed in the VOID play area. 
 
BONEYARD - The boneyard is a Phantom specific discard area. No Phantom may look through 
another players boneyard unless a card states otherwise. 
 
VOID - The Void is a special game space where banished cards are placed. Any player may 
look through the void and some cards will target this play space. 
 
 

ACCURATE 
If this attack hits a Phantom, make two hit location rolls and choose 
which to resolve. 

BLEED 
If this attack hits a Phantom, they must discard a card, or suffer an 
additional damage. - Roll a new hit location for this bonus damage. 

BRACE 

You may play this card when a Phantom moves then attacks you in 
the same turn. This card makes an attack ignoring range before 
resolving that attack. 

CARVE 
If this attack hits a location with no armor, roll the die again. If a 4, 5 
or 6 is rolled, deal an additional wound. 

CLEAVE This card targets all Phantoms and tokens at its range. 

CRUSH 
If this attack damages armor, roll the die again. If a 4, 5 or 6 is 
rolled, deal an additional damage to that location. 

DEFEND 
When this card blocks an attack, place it face up in front of you. You 
may destroy it to reduce a hit location roll by two. 

FOCUS 
When played in a power attack, add X to its hit location roll, where X 
is the number of other unblocked cards in this attack. 

KNOCKBACK 
Move your target a number of hexes up to the Knockback value. 
Each hex must be further away from your Phantom than the last. 

MELODY 
This attack can ignore range. If you ignore range subtract 1 from the 
hit location roll. 

MOMENTUM If you have moved this turn this attack ignores armor. 
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OVERPOWER 
This attack adds the overpower value to the card's strength when 
determining block value. This does not affect range. 

PAIRED 
If this attack hits a Phantom, you may discard a card from your hand 
to add an additional hit, then make the hit location rolls. 

PARALYZE 
The afflicted Phantom may not move until this card is destroyed or 
removed from play. 

POISON 
If this attack wounds a Phantom, the target must banish a card at 
random from their hand. 

PRECISE 
If this attack hits a Phantom, you may add or subtract 1 to the hit 
location after the hit location roll. 

QUELL 
This card blocks all attacks equal to its value declared against you 
this turn. 

REBOUND If this attack wounds a Phantom, draw a card. 

RESTORATIVE 
If the value of this card matches an undamaged hit location on your 
Phantom, you may heal one wound. 

REVEAL This card returns to your hand after resolving its effect. 

SMITE 
If you have not moved this turn, this attack may target a hex. It hits 
the target hex and all other Phantoms within two hexes of it. 

TANGLE 
This attack may attack any hex within its range. After it resolves, you 
may move your target one hex. 

UNIFIED 
This card may be added to any attack or defense with the same 
value. 

SOLO This card can't be played in a power attack. 

STUNNED 
The afflicted Phantom may take no actions other than Pass or Hold 
on their next turn. 

EMPOWER 
Banish a card from your hand once per round to add a shard to this 
card. 

INDESTRUCTIB
LE This card can't be destroyed. 

SACROSANCT This card can't be banished. 
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