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Armed cards

Elephant Raider, Horsemen, 

Archer and Soldier

3 Special Cards

Increase Attack – Horsemen

Increase Attack – Elephant 

Raiders

Suicide Bomber

Swap Card x2









1. Soldiers – 1 HEALTH – 1 ATTACK POINTS

Soldier can attack only the cards which are placed in the immediate enemy 

block.

Line of Division

1st Block

3rd Block

2nd Block

1st Block Soldier 

3rd Block

2nd Block

Player 1

Enemy

Player 2

Elder Prince



2. Archers – 1 HEALTH – 2 ATTACK POINTS

Archers can attack the cards which are placed in the 3rd block to the 

archer’s block

Line of Division

1st Block

3rd Block

2nd Block

1st Block

3rd Block Archer

2nd Block

Player 1

Enemy

Player 2

Elder Prince



3. Horsemen – 2 HEALTH – 3 Attack Points to the immediate block and 1 AP to  2nd block

Horsemen can attack the cards which are placed in the 2nd block to the Horsemen

Line of  Division

1st Block

3rd Block

2nd Block

1st Block horsemen 

3rd Block

2nd Block

Player 1

Enemy

Player 2

Elder Prince



4. Elephant Raiders – 4 HEALTH – 2 Attack Points

Elephant raiders can attack to the immediate block and 1 AP to the 

2nd block

Line of  Division

1st Block

3rd Block

2nd Block

1st Block Elephant Raider 

3rd Block

2nd Block

Player 1

Enemy

Player 2

Elder Prince



5. Archers, Elephants, Horse-raider cannot 

be placed on 1st block to the player

Line of  Division

1st Block

3rd Block

2nd Block

1st Block 

No elephant raiders, Archers and Horsemen 

2nd Block

Player 1

Enemy

Player 2

Elder Prince



6. Soldiers can be placed on any blocks

Line of  Division

1st Block

3rd Block

2nd Block

1st Block Soldier 

3rd Block Soldier

2nd Block Soldier

Player 1

Enemy

Player 2

Elder Prince



7. The army cannot retreat, only charge forward

8. Winner defeats the army and takes over the enemy’s territory.



At the beginning, 16 cards together wasn’t 
feeling interesting. Kept 9 cards in hand 
and 5 aside which used s game progresses 
to add twists in strategy

1st Game Trial

Whilst playing 2nd time, added cards e.g., 
Swap and Special Cards so both players 
have certain advantages as game 
progresses

2nd Game Trial

Game time seems a bit long but probably 
depends on player strategy 

3rd Game Trial

Close to refining it by changing or 
discarding certain rules of  the game

4th Game Trial
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