
True Majority
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After the last player placed their Agent(s), all Rebel Agents are revealed. 
Follower Agents are kept facedown.

Now, determine which class has True Majority from all the cards open 
on the table. Look at both Elders and Rebel Agents. In case of a tie, True 
Majority goes to the class with the highest Power.

Take the Rule Tablet associated with the class that has True Majority and 
place it close to the Council. This is the active rule for this round.

If the active rule conflicts with a base rule, always follow the active rule.

After revealing the Rebel Agents, it turns out the True Majority 

in the Council is held by the 3 Scholars.

The Tablet associated with the Scholars is placed near the center 

of the table, to indicate that it is active.

Example: True Majority



1st Wave - Followers collect

2nd Wave - Rebels collect
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Starting from the player who holds the Wave token and going clockwise 
around the table, the players who followed reveal their Agent and check 
if they collect their Elder. 

Elders are collected when:

1.	 There is still at least one Shell token available in the Council.

2.	 The Agent has a higher Power than the Elder.

3.	 The active Rule Tablet allows you to collect your Elder.

If you collect an Elder, remove a Shell token from the center of the 
Council. Keep collected Elders clearly visible, so that other players can 
keep track of your (team’s) progress.

If you do not collect your Elder, take the card into your hand instead.

Note! If the holder of the Wave token rebelled, they are skipped in the 
first Wave.

After all the Followers took their turn, the Rebel players will now have 
a chance to collect their Elder. Start again from the player holding the 
Wave token and go clockwise around the table.

The same rules for collecting Elders apply.

Discard extra Rebels

Extra Rebel Agents only help to obtain True Majority.
After establishing True Majority, extra Rebel Agent cards are discarded, 
face up, until each player has just one Agent card left. Keep this card 
over the Fish icon of the Elder to indicate that you have rebelled. 
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The second Follower Agent is a Noble [5].

Neither Agent, nor Elder is affected by the current 

Rule. So the Elder with Power [4]  is collected 

and a Shell is removed from the Council.

The first Rebel Agent is a Scholar [1].

Because of the active Rule, the Scholar now has 6 

Power. So it collects the Elder [4] in front of them.

The second, and final Shell is removed.

The Scholars have True majority, 

so this is the active Rule

The second Rebel Agent is a Knight [3]

This Agent has more power than the Elder [2].

However, there are no Shells left in the Council, 

so the Elder is not collected and is taken back 

into the player’s hand.

The first Follower Agent is a Knight [3].

Because of the current rule, the Scholar has a Power 

of 6, so the Agent’s Power is not high enough to 

collect the Elder. The Elder is taken into the player’s 

hand.

Example: Collecting Elders

1st Wave: Followers

2nd Wave: Rebels



Preparing a new round
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In Team games, players may openly communicate up 

to the end of their turn. Once their Agents are played, 

they may no longer communicate in any way.

If you have played multiple Rebel Agents,

 you will likely have to play the next round(s) 

with less cards in your hand.

•	 Move the Wave token to the next player in clockwise order.

•	 Each player draws 1 card from the deck. 

•	 All players discard down to 5 cards in hand. Cards are always 

discarded face up. The solo player in 5-player team games discards 

down to 6 cards.

•	 The Agents that were played this round now become the new 

Elders. Move them close together to form the Council for the 

next round. In 3 player games, discard the unassociated Elder and 

draw a new one to add to the Council.

•	 The Rule Tablet is no longer active. It can be placed back with the 

rest.

Continue with a new round.



Changes in Head to head mode
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Player A

Player B

Setup

Gameplay

Playing Agents

Players play Agents at both of their Elders each round. Start with the 
Elder next to the Wave token and then move clockwise to the Elder of 
the other player. Keep going until every Elder has one or more Agents.

Drawing cards

Each round, after you have played Agents at the first Elder, draw 2 
new cards.

End of a round

Don’t draw new cards. Discard to 5 cards in hand if you need to.
Move the Wave token to the next Elder in clockwise order.

Draw 2 cards for each player. One 
player places both cards in a vertical 
line, facing them. The other places their 
cards in a horizontal line, facing them.

Select a random player to go first. 
The other player places the Wave 
token at one of the two Elders of the 
starting player. Each player draws 5 
cards in hand like normal.



Deep dive: Rule Tablets
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All Scholars, both Elder and Agent, have 6 
Power instead of 1 this round. 

This means Elder Scholars cannot be scored.

This round, all Rebel Agents collect 

Elders in the first Wave. Follower 

Agents collect Elders in the second Wave.

This round, your Agent needs to have a 

Power equal to or lower than the Elder in 

order to collect it.

The Tablets for the Knights and the Nobles 
have 1 side without any text. 
If these Tablets are active on a round, there 
are no special rules that apply.

Use these for your first game(s) to lower the 
game’s complexity.

All Tablets with a black title have a medium complexity. Simply decide 
as a group which side you want to use for your game.

Beginner: Calm Tablets

Base Tablets
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Your Elder has their Power changed to the 

Power printed on the Elder to its right.

Determine this before cards are collected.

The Elder in front of each player is placed 
in front of the player to their right. 

The Agents remain with their owner.

If you or your team already has a copy 
of the Elder in front of you, you cannot 
collect it. Even if the copy was required 

this round. 

Follower Agents have their Power 

decreased by 2.

Starting with the player holding the Wave 
token, both Waves continue with the 

player to their right, instead of the player 
to their left.

The first time an Elder would be collected 
this round, that Elder is returned to the 

player’s hand instead. Don’t remove a Shell.
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Each Class has one side with a white title on their Rule Tablet. 
These offer a bit more complexity in gameplay than their counterparts. It 
is recommended that these sides are not used when playing with players 
unfamiliar with Waves.

Add or remove Shell tokens until there are 
as many as there are Followers this round. 
This will be zero if every player rebelled.

You can only collect your Elder if there 
are no other Elders of the same class in the 

Council at the start of the round.
Disregard open Agent cards for this.

Instead of their original Power, every 
Agent played as a Follower has 3 Power. 

Every Rebel has 6 Power.

All Keepers, both Elders and Agents, 

have their Power increased by 2 for every 

Shell currently in the Council. Their Power 

drops as Shells are removed.

The Power of your Agent is equal to 

the number printed on the Agent card 

of the player your right. 

Reveal that Agent card if needed.

Advanced Tablets



Rule Tablet suggestion
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While any combination of Rule Tablets works for any game, here are 
some suggestions per game mode. 

Head to head

3 player All vs All

Teams

All vs All
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1. Place Shells

2. Play Agents

3. Reveal Rebel Agents

4. Followers        collect first, then Rebels

5. End round

based on Open Majority

as either Followers or Rebels

and activate Rule Tablet based on 
True Majority

Turns go clockwise, 
starting with the 
Wave token holder

Follower Rebel

•	 Wave token moves clockwise

•	 Each player draws a card

•	 Discard down to 5 cards

•	 Agents become new Elders

Round overview

if there is 
still a Shell 
available..

..and the 
active Rule 

Tablet 

allows it

..Agent has 
more Power 

than the Elder..


