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Lair Prototype 

Objective 

The master of the lair must complete four Major plots to win. The resistance must destroy 20 of the master’s resources, or 
seize control of 3 of the master’s key rooms, to prevent them from completing their grand design. 

Contents 

60 Lair Cards: 
● 15 Might resources 
● 15 Arcana resources 
● 15 Influence resources 
● 7 Major plots 
● 8 Minor plots 

16 Room Tiles 
 
4 Key Room Mats 
 
1 six-sided die 

1 Red Pawn 
1 Green Pawn 
1 Blue Pawn 
 
25 Follower markers 
 

 

Game Structure 

The master of the lair is attempting to complete 4 plots by accumulating resources in key rooms of the lair. The lair is 
represented by a 4 by 4 grid of room tiles, all initially placed face-down. They may also complete minor plots for specific 
advantages, and have the ability to rearrange unoccupied rooms of the lair. See How To Play - Master of the Lair below for 
detailed instructions on playing as the master of the lair. 

The resistance is attempting to invade the lair and disrupt the master’s plots. Their forces consist of three heroes with special 
abilities, and a small group of followers. They move into the lair, revealing rooms as they go, and the master is prevented from 
moving any occupied room. If they find a Key Room, they can prevent the master from completing plots or capture the 
master’s resources and defeat them. See How To Play - Resistance below for detailed instructions on playing as the resistance. 

Turn Sequence 

The master of the lair takes the first turn, and the players alternate turns. The master of the lair has several phases in their 
turn, and the resistance can take one action for each hero they have in play. 

The Lair 

The lair is made up of a grid of room tiles, determined by the master. Each room may have special effects or abilities which 
may affect either player, so take note of the details of each room during play. 

Prototype Notes 

This game represents a rough prototype created to examine the feasibility and mechanics of an asymmetric game played as a 
card game by one player and as a board game by the opponent. Please excuse any functional or balance issues that may arise 
during play, and the near-total lack of theme and flavor. 

Credits 

Designed by Michael McCollum for the One Game a Month challenge 2015.  
http://www.maximumverbosity.net/ 
http://www.onegameamonth.com/gnustoboz 

  

http://www.maximumverbosity.net/
http://www.onegameamonth.com/gnustoboz


How to Play - Master of the Lair 

Objective 

You must complete plots to further your goals. Minor plots will aid you in defending your lair against the resistance, and Major 
plots will advance your great design. Complete 4 Major plots to win. 

The Resistance 
 
The resistance will invade your lair, moving room to room attempting to locate your Key Rooms to disrupt your plots. If they 
reach a Key Room, they will confiscate or destroy your resources. If they manage to take 20 of your resource cards, or if they 
control 3 of your key rooms at once, they will have the upper hand and they have defeated you. 
 

Setup 

Find all Might, Arcana and Influence cards with the “Starter” marker at the top-right and shuffle them together to create your 
resource deck. Place the remaining influence cards and the plot cards in separate draw piles and shuffle each of them. Place 
the 4 Key Room mats face-up in front of you in view of your opponent, and place the 16 room tiles in a 4 by 4 grid of rooms, 
face down, in any arrangement you choose. Reserve space for discard piles for your resource deck and the plot deck. Draw 5 
resource cards from your starter deck and 3 plots to form your initial hand. 
 

Turn Actions 

There are four phases in your turn: 
1. Plot Phase 

○ If the required resources are in place, you may complete 1 plot (see Completing Plots below). 
○ You may discard 1 active plot and draw a new plot to replace it. 

2. Resource Phase 
○ You may play any number of resource cards from your hand onto one of the 4 Key Room mats to place those 

resources in that location. 
○ You may remove one resource card from any one Key Room and discard it. 
○ You may discard resources from your hand to perform any of these actions: 

i. Pay 3 or more Might to make an attack (see Attacking below) 
ii. Pay 3 or more Arcana to buy a resource card (see Buying Cards below) 
iii. Pay 3 or more Influence to cast fear across your lair (see Fear below) 

3. Room Phase 
○ Any 1 room in the lair that is not currently occupied by the Resistance can be turned face-down. 
○ You may pick up 2-4 face-down room tiles and rearrange them. 

4. Housekeeping 
○ Discard any unused resource cards in your hand. 
○ Draw back up to 5 resource cards. Reshuffle your deck if necessary. 

Completing Plots 

Each plot has resource requirements, and may require that it be completed in a specific key room. If a key room is an 
acceptable location for a plot you hold and has the required resources in place, you may complete that plot. Discard all 
resource cards in the chosen key room, and reveal the plot card. 
 
Completing a Major plot moves you closer to victory but has no other effects. Remove the plot card from play and display it in 
view of both players; when 4 Major plots have been completed, you have won. 
 
Completing a Minor plot does not contribute to your victory but has other effects. Resolve its effects, then place the card in the 
plot discard pile. 
 
Once the plot is resolved, draw a new plot card to replace it. 



Attacking 

Some actions, such as expending Might resources from your hand, may grant an attack. The strength of the attack, unless 
otherwise indicated, is the total Might expended. Select one room of the lair to attack and total their defense value - followers 
are worth 1, and heroes are worth 3. Subtract that value from your attack total. The resistance must select units in the room 
equal to or greater than the value of your remaining attack and remove them from play. 

Buying Cards 

By discarding 3 or more Arcana resources, you may draw cards from the Might, Arcana, or Influence decks. For every 3 Arcana 
you discard in this way, you can draw an additional card. Any cards drawn in this manner are immediately discarded and 
become part of your resource deck. 

Fear 

By discarding 3 or more Influence resources, you may cast a wave of fear throughout your Lair. The power of this fear, unless 
otherwise indicated, is the total influence expended. For each point of fear, you may move one follower from any room of the 
lair to an adjacent face-up room. You may move the same follower more than once. Heroes cannot be forced to move. 

Victory 

If you complete 4 Major plots, you have won. If the resistance takes 20 of your Resource cards, or they control three of your 
key rooms at one time, you are defeated.  



How to Play - Resistance 

Objective 

You must invade the lair, finding your way to the Key Rooms in order to disrupt your opponent’s plots and claim their 
resources. If you can claim 20 resource cards before your opponent completes 4 Major plots, or if your forces control three of 
the master’s Key Rooms at one time, you win. 

The Master of the Lair 

The Master of the Lair will attempt to drive you from their lair, by fear or by force, and the lair itself will shift and change to 
confound you. Your heroes will depend on their followers to keep rooms in place, providing paths through the lair and helping 
to track down the key rooms. 

Setup 

There is no specific setup for the resistance beforehand - just make sure you have your three heroes, each a different color 
indicating their role (Red=Warrior=Might, Blue=Sage=Arcana, Green=Leader=Influence), your 25 followers, and a six-sided die. 
The area between you and the nearest row of room tiles to you is considered outside, and all of your heroes and followers 
begin there. 

Turn Actions 

You can take one action for each of your heroes, and each action is tied to a specific hero. If a hero is outside of the lair, either 
at the start of the game or after being defeated, the only action they can take is to enter the lair. 
 
Each hero can perform any one of these actions: 

1. Enter the Lair - The hero and up to 3 followers can enter the lair through any of 4 room tiles closest to them. If the 
room tile is currently face-down, turn it face up and note any effects listed for that room. 

2. Move - The hero and up to 3 followers may move from one room to an adjacent room, but may not move diagonally. If 
the room tile is currently face-down, turn it face up and note any effects listed for that room. 

3. Rally - If the hero is in a room which is connected to the outside by an unbroken chain of face-up room tiles, they can 
summon up to 3 followers from outside the lair to join them in their current room. 

 
In addition, each hero has one special ability available only to them: 

1. Warrior → Fortify - Roll the die and place it in the room with the warrior. The result on the die is added to the defense 
score of the room. If the warrior is defeated or leaves the room, remove the die from the lair. 

2. Sage → Foresee - Flip one adjacent room tile face-up. Any effects of that room that are triggered by someone entering 
the room do not occur. 

3. Leader → Command - Move any number of followers from any one room to an adjacent face-up room. 

Defending 

The master of the lair will make attacks against your heroes and followers. The power of the attack will be announced by the 
master. The total defense value of a room is equal to 3 per hero and 1 per follower. Subtract the room’s defense from the 
attack power, then remove followers and/or heroes from the room in an amount greater or equal to the remaining attack. For 
example, if a room is held by a hero and two followers and the master makes an attack with a power of 7, the room’s defense 
of 5 is subtracted from the attack, leaving 2, so the resistance must remove either 2 followers or the hero from the lair. 

Taking Resources 

If you locate one of the master’s Key Rooms, there may be one or more resources stashed there. Any resources the master has 
placed in that Key Room are captured - take those cards and remove them from play. 

Victory 

If you capture 20 resource cards of any kind or your forces control 3 Key Rooms at one time, you have won. If the master 
completes 4 Major plots, they have defeated you. 


