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Separate

YOU ARE ALL WORKING AS A TEAM AGAINST THE SAME ADVERSARIUS
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ACTIVE OFFENSE SLOTS
ACTIVE DEFENSE SLOTS

TO PLACE INTERCESSORS + SACRED PLACE

TO PLACE MARTYRS



The DUPLICATE enemy card is called a “REINFORCED” ENEMY CARD

Enemy card 1st duplicate 2nd duplicate

If another duplicate ENEMY card is drawn of a maxed out reinforced enemy,
Discard the card and draw again until a new enemy is drawn



CARD TYPE ABILITIES
Card types are listed at the bottom of the card next to the timeline
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• Deus:     All DEUS card’s special abilities are the same
   - Heals all ACTIVE martyrs, sacred place, and grace points to 100%
   - Draw 3 cards *player’s choice
   - all ACTIVE INTERCESSOR BLESSING COUNTS FULFILLED
- During the turn, no other cards can be played before or after (Deus card is the only play)
 - Limited once per game, once a Deus card is played no one else can play it again
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• Sacred Place: 
   - Only 1 Sacred Place can be active at a time per player
   - Sacred place plays in an offense spot acts as a housing unit to play 2 intercessors
      While only utilizing one active intercessor spot
   - Sacred place has Defense points and can be attacked by the enemy, but Adversarius must roll
      to attack either active Martyrs/grace points or Sacred Place.

• BLESSINGS: 
   - IN ORDER TO UTILIZE A BLESSING IT MUST MATCH THE TIMELINE OF THE CARD IT ATTACHES TO
   - BLESSING DECKS ARE ONLY ALLOWED A MAXIMUM OF 10 “TRINITAS” BLESSINGS 
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   - BLESSINGS CAN BE USED TO HEAL MARTYRS +10 PER BLESSING BUT MUST MATCH TIMELINES

• INTERCESSORS: 
   - INTERCESSORS CAN BE PUT INTO PLAY EVEN IF THE REQUIRED BLESSING COUNT ISN’T COMPLETED TO ATTACK
   - INTERCESSORS CAN USE THEIR SPECIAL ABILITY CAN BE USED IMMEDIATELY AFTER BEING PUT INTO PLAY
   - AN INTERCESSOR WITH BLACK BOX SPECIAL ABILITY CAN ONLY USE THEIR ABILITY ONCE PER TURN 
   - AN INTERCESSOR WITH WHITE BOX SPECIAL ABILITY AUTOMATICALLY GOES INTO EFFECT AND REMAINS ACTIVE
   - AN INTERCESSOR WITH NO SPECIAL ABILITY IS ONE OF THE MOST POWERFUL INTERCESSORS YOU CAN PLAY
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• Martyrs: 
   - Martyrs act as your shield in game taking the attacks from enemies while protecting your grace points
     But have limited amount of Defense points, once the defense points run out the card must be discarded. 

• Enhancements: 
   - Enhancement cards are only in effect during turn and must be discarded after use. 
      Unless Chi-Rho symbol is on the card, then it remains active
   - A limit of Two Enhancements can be active per player

   - If 2 enhancements are active at the start of a turn,
      you can not play another enhancement until you discard one of the two active enhancements
      without using the discarded Enhancement’s ability before playing a new enhancement card

   - Every enhancement requires a roll to use it’s special ability, 
       If roll fails you must discard the enhancement without using the ability on the card.

   - If an enhancement requires a blessing you must attach the blessing to the card during the play,
      and roll the required roll to use. if the roll fails you must discard both the card and blessing.

• Holy Relics: 
   - Holy relics unlock enhancement’s special ability without rolling or attaching a blessing.



CARD TYPE ABILITIES
Card types are listed at the bottom of the card next to the timeline
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• VICE: 
   - VICE CARDS require a roll to use it’s special ability, 
       If roll fails you must discard the card without using the ability on the card

   - VICE CARD’s special ability only lasts one turn, and is discarded after use

• SIN: 
   - SIN CARDS require a roll to use it’s special ability, 
       If the first roll fails you must discard the card without using the ability

   - IF THE FIRST ROLL IS SUCCESSFUL THE SIN CARD remains active
      But must roll every Adversarius turn to use the special ability.
      if the roll fails, the special ability does nothing

   - THERE IS NO LIMIT TO HOW MANY SINS CAN BE ACTIVE

• ENEMY: 
   - ENEMY CARDS HAVE ATTACK VALUE AND DEFENSE VALUE
   - ENEMIES ATTACK AT THE END OF THE TURN,
      IF 3 OR MORE ENEMIES ARE ACTIVE, THEY MUST ROLL TO DETERMINE THEIR ATTACK
      FOR EXAMPLE: EACH ENEMY ROLLS TO DETERMINE, ODD ROLL= ATTACK, EVEN ROLL = NOTHING

   - If a sacred place is active, each enemy must roll to determine if they are attacking
      an odd roll attacks Martyrs/grace points and an even roll attacks sacred place
   - If a duplicate enemy card is played that matches with another active enemy,
      place it on top and add the remaining values to the duplicate enemy card.
      this enemy counts as 1 enemy and is called a “reinforced enemy”

   - Duplicate reinforced enemies are not allowed, 
       FOR EXAMPLE: there can not be 2 active “reinforced” Sin of Cain enemy cards
                               There can be 2 different active “reinforced” enemy cards
   - There is no limit to how many enemies can be active

   - All enemies must be discarded first before sin points can be attacked



Basic rules

watch game play through tutorial
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If there are multiple trinitas players playing
an active sin or vice card’s special ability uses language of “next turn”

the effects will impact the next trinitas player in rotation. 

Trinitas Player’s Deck can not have duplicate
Intercessors, Sacred places, martyrs, Enhancements, or Holy relics

for team play, trinitas players can share cards to better help defeat the adversarius
    Trinitas PLayers can only give cards, and can not receive cards during their turn

A maximum limit of 3 trinitas players can play against 1 adversarius.

HOW YOU SINS AFFECT MORE THAN JUST YOU

EVERY ONE IS INDIVIDUALLY SPECIFICALLY MADE WITH A PURPOSE

FOCUS ON GIVING

MATTHEW 18:20

SCAN FOR “SOLO GAME” VIDEO

SCAN FOR “TEAM PLAY” VIDEO


