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Components
Underleague contains the following 
components:

• A 250-card strategy deck
• 5 identical 30-card creature decks
• 1 set of red ‘attack’ dice, including a 6-sided, 

4-sided and 3-sided die
• 1 set of blue ‘defence’ dice, including a 6-sided, 

4-sided and 3-sided die
• 5 sets of 5 betting chips

2



Cards
Each identical creature deck contains 30 different creature cards. The 250-card strategy deck contains 
40 different strategy cards, in varying quantities. There are 2 types of strategy card: scheme cards and 
equipment cards.
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Objective & Game End
The objective of the game is to have 20 or more 
victory points at the start of a round.

At the start of each Pre-Season Phase, each 
player calculates and announces their victory 
point total (see "Phase 1: Pre-Season" on page 
7). If one player has 20 or more victory 
points, that player wins the game. 

If multiple players have 20 or more victory 
points, the player with the most victory points 
wins the game. If multiple players are tied for 
most victory points, the player among them with 
the most strategy cards in their hand wins the 
game. If there is still a tie, the game is a draw.

Set-Up
To begin a game, perform the following actions.

1. Shuffle the strategy deck and place it in the 
centre of the table.

2. Place the 2 sets of dice in the centre of the 
table next to the strategy deck. 

3. Shuffle the creature decks and place one in 
front of each player. 

4. Place a set of 5 identically coloured betting 
chips in front of each player.

5. Have each player look at the top 3 cards of 
his or her creature deck, without revealing 
them to anyone else. They choose 1 of those 
cards and put it face-down in front of them, 
putting the other 2 on the bottom of their 
creature deck in any order. They repeat this 
process 2 more times.

6. Each player simultaneously turns the 3 cards 
in front of them face-up. These will be their 
starting stables of creatures.

Player 1’s 
Stable

Player 1’s 
Betting Chips

Player 1’s 
Creature 

Deck
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Game Layout
During the game, the strategy deck remains in 
the middle of the table. A shared face-up discard 
pile of strategy cards will form next to the 
strategy deck. Each player will have a creature 
deck in front of them at all times, and next to 
their creature deck they will accumulate a pile of 
face-down strategy cards: cards in this pile are 
referred to as victory cards.

Each player will have at all times 3 face up 
creature cards in front of them: these 3 cards 
are their stable of creatures. These creatures may 
have equipment attached to them. Equipment 
that is attached to a creature is placed directly 
below the creature it is attached to. Creatures 
may have any number of equipment cards 
attached to them.

During the game, players will generate a hand of 
strategy cards. These cards should be visible only 
to the owner of that hand. 

Each player’s betting chips will always be in 
their chip pool (in front of them) or attached to 
creatures in play. When attached to a creature, 
betting chips should be placed on or directly 
above that creature.

 

Strategy 
Deck

Player 2’s 
Stable

Player 2’s 
Betting Chips

Player 2’s 
Creature Deck
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Key Terminology
ACTIVE AND EXHAUSTED: An active 
creature is aligned vertically. An exhausted 
creature is rotated sideways by 90 degrees. When 
instructed to exhaust a creature, you should move 
it to the exhausted position.

DISCARD: When a strategy card is discarded, 
it is placed in the central discard pile face-up.

DOMINANCE: Dominance abilities are 
found on some creature and equipment cards. 
When a creature with a dominance ability (or a 
creature with an equipment attached to it that 
grants a dominance ability) wins a fight in which 
they were the attacking creature, that dominance 
ability activates. 

DRAW: When a player is instructed to draw a 
card, they take the top card of the strategy deck 
and put it into their hand. If instructed to draw 
a card while the strategy deck has no cards in 
it, the player drawing a card turns the discard 
pile face-down and shuffles it to create a new 
strategy deck.

FIRST PLAYER: The first player is decided at 
the beginning of each round, and will be the first 
player to take actions during the phases of that 
round. Play proceeds clockwise around the table 
from the first player.

TRANSFER: When a creature is transferred, 
the player transferring it (ordinarily the creature’s 
owner) places it on the bottom of its owner’s 
creature deck. Then, that player looks at the top 3 
cards of that creature deck. They choose one, and 
place it face-up and active in the space previously 
occupied by the creature being transferred. They 
then place the remaining 2 cards on the bottom 
of the creature deck in any order. They then 
discard any equipment that was attached to the 
creature that has been transferred. Betting chips 
that were attached to the transferred creature are 
now attached to the creature that has replaced it.

VICTORY CARDS: Victory cards are strategy 
cards that are kept in a face-down pile next to a 
player’s creature deck. When instructed to take 
a victory card, a player takes the top card of the 
strategy deck and places it in their victory card 
pile. Players may not look at their victory cards.

VICTORY POINTS: Each player’s victory 
point total is calculated by adding together the 
number of victory cards in their victory card pile 
with the total value of creatures in their stable. 
Note that the value of creatures in a player’s 
stable may be affected by equipment cards 
attached to them.

In this example, a player has 3 victory cards and creatures with values of 4, 2 and 2 (after 
accounting for equipment modifiers). This means they have a total of 11 victory points.

6



Playing the Game
The game is played over multiple rounds. Rounds are divided into 3 phases: the Pre-Season Phase, 
the Betting Phase and the Combat Phase. 

During each phase, players take turns taking various actions. 

• Simultaneous Decisions between players: 
If at any point in a phase 2 players are required 
to make a decision simultaneously or are 
required to take an action, then the player 
whose turn it is always makes their decision 
or takes their action first, followed by the next 
player in turn order, etc. 

• If a single player would have multiple choices 
to make simultaneously or multiple actions to 
perform then they may choose the order in 
which to make those choices or perform those 
actions.

• If at any point during the game a player would 
draw a card while they have 8 cards in hand, 
they do not draw a card. No player may have 
more than 8 cards in their hand at any given 
moment.

PHASE 1: PRE-SEASON
In the pre-season phase, players draw strategy cards equal to the number of winning bets they made in the 
previous round, and then choose whether to draw additional cards or to transfer one of the creatures in their 
stable.

1. Calculate Victory Points 
Each player calculates and announces their 
current victory point total. If one or more 
players has 20 or more victory points, the 
game immediately ends. (see "Objective & 
Game End" on page 4). If no player has 
20 or more victory points, then the round 
proceeds. 

2. Determine First Player 
The player with the lowest victory point total 
is declared the first player for the round. If 
2 or more players are tied for lowest victory 
point total, the first player is the one with 
the fewest cards in hand. If there is still a 
tie, determine a first player randomly from 
among those tied.

FIRST ROUND OF THE GAME

On the first round of the game, skip the next step ( the preparation step). 
Instead, each player (in clockwise order, starting with the first player) draws a starting hand of 
5 cards from the strategy deck. Once all players have drawn their starting hands, play proceeds 
to the Betting Phase.
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3. Preparation

Each player (beginning with the first player) 
performs all of the following actions in order:

1. Move any exhausted creatures in their 
stable to the active position.

2. Draw cards from the strategy deck equal 
to the number of chips in their pool. 

3. If they control 3 creatures of the same 
creature type, draw an additional.

4. Collect any chips of theirs that are not 
currently in their chip pool (i.e. chips they 
attached to creatures in the previous round 
and which have not since been collected) 
and add them to their chip pool. (After 
doing this, they should have 5 chips in 
their pool).

5. Choose to either invest in strategies or 
transfer a creature.

a. If they choose to invest in strategies, 
they draw an additional 2 strategy 
cards.

b. If they choose to transfer a creature, 
they choose 1 of the creatures in their 
stable and transfer it. 

Once the first player has completed all of the 
above actions, play proceeds clockwise to the 
next player. Once all players have completed 
these actions, the game proceeds to the Betting 
Phase.

PHASE 2: BETTING
In the Betting Phase, players predict which of the 
creatures currently in play will win fights in the 
coming Combat Phase and which will lose fights. 
Players that bet correctly will be able to draw more 
strategy cards during the next Pre-Season Phase.

In the Betting Phase, players place bets on 
creatures until all 5 of their chips have been 
placed. Chips are placed one at a time, in player 
order, starting with the first player (i.e., the first 
player places 1 chip, then the player to their left 
places 1 chip, and so on). 

Betting chips are placed “WIN” or “LOSE” side 
face-up. By doing so, players are gambling that 
the chosen creature will:

• WIN a fight, by placing the chip ‘Win’ side 
face-up on the creature.

• LOSE a fight, by placing the chip ‘Lose’ 
side face-up on the creature.

THERE ARE 2 RESTRICTIONS 
ON WHERE PLAYERS MAY 
PLACE THEIR CHIPS:
• Players must bet on all 3 of their 

creatures before they can place bets on 
their opponents’ creatures.

• Players may not bet on creatures they 
have already bet on (at the end of the 
Betting Phase, each player's 5 chips 
should be on 5 different creatures).

When every player has attached all 5 of their 
betting chips to creatures in play, the game 
moves to the Combat Phase.
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PHASE 3: COMBAT
In the Combat Phase, each player takes multiple 
combat turns. During these combat turns, they 
may use their creatures to fight opponents’ creatures 
and may play strategy cards from their hands. As 
creatures win or lose fights during the combat phase, 
players who used their bets to correctly predict the 
outcomes of those fights will be rewarded by their 
chips returning to their chip pool, enabling them to 
draw more strategy cards during the next Pre-
Season Phase.

To begin the combat phase, the first player 
takes a combat turn. During a combat turn, a 
player may perform one or both of the following 
actions:

• MAKE A CHALLENGE
• PLAY A STRATEGY CARD

Once the first player has elected to pass the turn 
after doing one, both or neither of the above 
actions, play proceeds clockwise around the table 
with the next player taking their combat turn 
and so on.

There is no limit to the number of combat turns 
players may take during the Combat Phase. 
Play passes around the table continuously. Once 
a full circuit of the table is completed with all 
players electing not to (or being unable to) make 
any challenges or play any strategy cards, the 
Combat Phase ends, and the game moves to the 
Pre-Season Phase of the next round.

MAKING A CHALLENGE
To make a challenge, a player performs the 
following actions in order:

1. They choose 1 of their active creatures. 
Exhaust it. This creature will be the attacking 
creature.

2. They choose any active creature controlled 
by an opponent. That creature will be the 
defending creature.

3. The defending player chooses whether the 
fight will happen during the ‘day’ or during 
the ‘night’.

4. Each player rolls 1, 2 or 3 dice based on the 
DAY or NIGHT value of their creature, 
depending on when the fight takes place. The 
sum of the dice rolled is the creature’s combat 
total.

DAY/NIGHT 
Value

Dice 
Rolled

3 d6 + d4 + d3

2 d6 + d4

1 d6

0 None

5. Each player, starting with the active player, 
declares which dice they will re-roll if they 
are entitled to any re-rolls (e.g. if the creature 
they are attacking/defending with is equipped 
with a card that allows them to re-roll a die). 
All re-rolls are taken simultaneously, and no 
dice may be re-rolled more than once.

6. The creature with the highest combat total 
wins the fight. Ties go to the defending 
creature.
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Once a winner has been decided, the following 
actions are performed in order: 

1. Return all successful betting chips attached to 
either creature involved in the fight to their 
owners’ chip pools.

2. If the attacking creature won, exhaust the 
defeated creature.

3. If the attacking creature won, the attacking 
player takes a victory card.

4. Resolve any card effects triggered by the 
outcome of the fight (e.g. dominance 
abilities).

LOSING A FIGHT

If the attacking player loses a fight, the 
defending player does not get to take 
a victory card. However, they are still 
rewarded for their victory by not having to 
exhaust their creature.

BETTING CHIPS

After a fight, any unsuccessful betting 
chips (e.g. a LOSE chip placed on a 
creature who won the fight) remain on 
that creature. If the creature is involved in 
another fight later in the combat phase, 
the owners of those chips may have 
another chance to return them to their 
chip pools.

 

PLAYING A STRATEGY CARD
In addition to making a challenge, a player may 
also play a strategy card on their combat turn. 
Players may play 1 and only 1 strategy card 
per combat turn. If a player elects not to play a 
strategy card during a combat turn, they will not 
have another chance to play a strategy card until 
their next combat turn. 

There are 2 types of strategy cards:  
Equipment and Schemes. 

EQUIPMENT MAY BE PLAYED:

• Before making a challenge (or before 
declining to make a challenge for the combat 
turn).

• After resolving a challenge. 

SCHEME CARDS MAY BE PLAYED:

• Before making a challenge (or before 
declining to make a challenge for the combat 
turn).

• After the defending player chooses the type of 
fight, but before dice have been rolled.

• After dice have been rolled, but before re-rolls 
have been declared.

• After re-rolls have been declared, but before 
they have been rolled.

• After the attacking and the defending player 
have re-rolled dice, but before a winner of the 
challenge has been declared.

• After the resolution of a challenge and before 
passing the turn.

Note: Some scheme cards have additional 
timing restrictions, which are detailed on the 
cards themselves.
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To play a strategy card, a player performs the following actions in order:

1. The player announces that they are playing a 
strategy card and reveals it from their hand.

2. If the strategy card they are playing is an 
equipment, they announce which creature 
they are attaching it to (this may be any 
creature in play).

3. The player pays the cost of the strategy card. 
To do this, they discard a number of other 
strategy cards from their hand equal to the 

cost printed on the card they are playing (e.g., 
if they are playing a card with a cost of 3, they 
must discard any other 3 strategy cards of 
their choice from their hand).

4. 'If the strategy card is a scheme, its effect 
resolves and the card itself is then discarded. 
If it is an equipment card, it is placed on the 
equipped creature and its effect begins and 
remains ongoing until it is discarded.

ENDING THE COMBAT PHASE
Once a player has both made a challenge and 
played a strategy card (or announced that they 
will not take one or both of these actions) their 
combat turn immediately ends, and play passes 
to the player to their left.

Players continue taking combat turns until an 
entire circuit of the table is completed with all 
players electing not to play any strategy cards 
or make any challenges. This ends the Combat 
Phae. Play then proceeds to the Pre-Season 
Phase of the next round.

Alternative Rules
COMPETITIVE PLAY
Instead of using the pre-constructed creature and 
strategy card decks, players may build their own 
decks. The game works in exactly the same way, 
except that each player has an individual strategy 
card deck and an individual discard pile. If a card 
that started in Player 1’s deck ever goes to Player 
2 (either by being attached to one of Player 2’s 
creatures or by being added to Player 2’s hand 
by a card effect) and would be discarded, it is 
discarded back to Player 1’s discard pile.

DECK CONSTRUCTION RULES
Your creature deck must contain 30 cards exactly. 
You may include no more than 2 copies of any 
individual creature card.

Your strategy deck must contain 70 cards exactly. 
The number of copies of a card you can play is 
determined by its cost. Additionally, your deck 
may not contain more than a certain number of 
cards of some specific costs, as shown below:

Cost Number of copies of 
each card you may play

Total number of cards with 
this cost you may play

0-2  5 ∞
3 3 15

4 1 5
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DRAFT LEAGUE RULES
Underleague may also be played in draft mode. In this version of the game, players begin by drafting 
decks of cards and then play against each other over several games to determine a league champion. 
As with the competitive rules, these games will use separate strategy decks for each player.

SETTING UP THE DRAFT
The base game set contains all the cards 
necessary to support a draft of up to 5 players. 
During the draft, players will assemble a pool of 
cards such that by the end of it, they will have a 
creature deck of 30 cards and a strategy deck of 
50 cards. Players play with all the cards that they 
draft.

To setup the draft, do the following:

1. Divide the strategy deck into piles of 
differently costed cards, and shuffle each pile 
so that you have a face-down pile of cards 
that cost 0, a pile of cards that cost 1, a pile of 
cards that cost 2, etc.

2. Shuffle together a number of creature decks 
from the base game equal to the number of 
players in the draft, creating a single deck. For 
example, in a 3 player draft you would shuffle 
together 3 creature decks, creating a deck of 
90 cards containing exactly 3 copies of each 
creature in the base game.

3. Randomly determine an order of players for 
the draft and seat the players in that order 
going clockwise from the first player.

4. Give each player 1 betting chip.

Once these decks have been set-up, each player, 
starting with the first and moving clockwise, 
deals themselves a starting pool of 30 strategy 
cards. To do this, they deal cards from the piles 
of differently costed cards according to the 
following table:

Cost Cards Dealt

0 10

1 7

2 7

3 5

4 1

After they have taken their starting cards, each 
player may look at their pool, but should keep 
these cards face down in front of them in a 
single pile so that other players cannot see them.

Once each player has had a chance to look at 
their starting pools, shuffle all of the strategy 
cards back into a single pile. You should now 
have a pile of strategy cards (250 minus 30 
per player) and a pile of creature cards (30 per 
player) in the centre of the table; each player 
should have a facedown pile of 30 cards in front 
of them; and each player should have a single 
betting chip.
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DRAFTING DECKS
The first player then deals cards out from the 
central creature deck to create a 3 by 3 grid of 
face-up creature cards in the middle of the table. 
They should deal starting with the top left hand 
corner of the grid, then finish that row moving 
left to right, then moving on to the leftmost card 
of the second row, and so on.

Then they deal out strategy cards such that 
each creature card at the edge of the grid has a 
face-up strategy card adjacent to it (i.e. they are 

expanding the square but without the corners). 
They should start from the top left creature card 
and work their way around clockwise.

Once they have finished dealing cards out, the 
grid in the centre of the table should look like 
this:
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Once the cards have been laid out as above, 
players take turns drafting. Again, this begins 
with the first player and then proceeds clockwise 
around the table. To draft cards, a player chooses 
any row or column of 5 cards. They then take 
those cards and add them to their pool. Players 
must draft a complete row or column of 5 cards 
if any are available. If none are available, they 
should draft a row or column of 3 creature cards 
and any 2 strategy cards of their choice. They, 
and only they, may look at their pool of drafted 
cards at any time.

Once a player has taken a row or column of 
cards, they then replace that row or column by 
dealing out creature cards and then strategy 
cards to replace the missing ones. Cards should 
always be dealt to the missing spaces from left 
to right and from top to bottom. (Players should 
only do this if the creature deck still has cards 
remaining in it. If there are no cards left in 
the creature deck, they should not replace the 
creature or strategy cards they have drafted).

Additionally, once (and only once) during the 
draft, each player may elect to ‘double pick’ 
after they have dealt replacement cards after 
their pick, but before the player to their left has 
made a pick. To do this, they should return their 
betting chip to the centre of the table, to indicate 
that they have used their ‘double pick’. Then they 
may take another row or column of cards, and 
replace them with new cards from the strategy 
and creature decks. Play then proceeds to their 
left as normal.

Each player must draft a total of 30 creature 
cards (i.e. 10 picks). Once a player has 30 
creature cards in their pool, they may not take 
any more picks, and are skipped over if the draft 
round is still proceeding.

Once everyone has made 10 picks, the draft 
ends. Every player should now have in front of 
them 30 creature cards and 50 strategy cards (30 
from their starting pool and 20 from the draft).

THE LEAGUE
Once everyone has drafted their decks, they 
will then compete using those decks and the 
standard Underleague rules to determine a 
winner. The structure of the league is dependent 
on the number of players:

For 2 players, the players should play a series 
of 2-player games until 1 player has 2 victories 
(this will ordinarily be a ‘best of three’, but not 
necessarily as games can result in a draw). 

For 3 players, the players should play a series of 
3-player games until 1 player has 2 victories.

For 4 players, the players should randomly 
pair up against each other so that there are two 
2-player games. If either of those games results 
in a draw, they should be replayed. The winners 
of these 2 games should then play each other 
to determine a winner of the league, while the 
losers should also play to determine 3rd and 4th 
place finishers.

For 5 players, the players should play one 
5-player game, with the winner of that game 
being declared the winner of the league.

Alternative league structures may be used 
provided that all players agree.

Additional copies of Underleague may allow 
you to draft with more than 5 players; you just 
need to make sure that the starting creature pile 
contains 30 cards per player and the starting 
strategy pile contains 50 cards per player. 
When drafting with more than 5 players, it is 
recommended that you divide the group into 2 
leagues as evenly sized as possible after the draft 
is completed – and then have the winner of each 
league play each other to determine an overall 
winner. For example, in a group of 7 you should 
divide into a league of 3 and a league of 4, and 
then have the winners of each league play each 
other.
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