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From the Designer -   
Since Clockwork Wars was released in 2015, I’ve been thrilled to 
watch a passionate community of fans grow around this game. I’ve 
had numerous conversations with many of you, and continued to think 
about how to support – and improve! – Clockwork Wars.   
Increasingly, it became clear to me that numerous card effects in the 
game were slightly “off” and would benefit from a subtle tweaking. I 
would say that my overall design philosophy towards these changes has 
been one of modest change versus radical overall. The Discovery cards 
were always supposed to be absurdly powerful, and the Espionage 
cards purveyors of chaos and agony. But some were too strong, others 
weak-sauce, and this update represents my latest attempt to re-balance 
what ultimately can never be perfectly balanced. C’est la vie.

I’ve also long wanted to expand the game’s potential and variability 
through the addition of more Spymaster actions and General abilities. 
As such, in this update you’ll also find some brand-new tools with 
which to make your enemies suffer. Thanks for your support, and I 
hope this convinces you to get those Rhinochs to the table at least one 
more time…
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INSTRUCTIONS  
The new versions of Espionage and Discovery cards should replace the old 
ones of the same name. The new versions of the Generals, however, are 
designed to co-exist with the old. You now have two different versions of 
the Leviathan, Guardian, and Steamtank that you may use. 
Choose one version of each General before starting your game.

With regards to the new Spymaster tiles:
•	 Add Conscription II to all 4-5 player games; there will now be 7 

Spymaster tiles to choose from.
•	 If you wish to use Retreat in a game, remove Gambit.
•	 If you wish to use Conversion in a game, remove Counter-Intel.
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After the Late Age Scoring Phase is over,
you may choose to extend the game by 1 
additional turn. You recruit +2 workers for this 
final turn. At the end of this final turn, conduct another 
Scoring Phase. If you use Miracle, players add their 
end-game VP bonus for IPs at the end of the final turn.

6M i r a c l E

Water Mill can be placed on any territory you 
control.  For every Lake adjacent to Water Mill, 
you may recruit an additional worker in the 
Recruitment Phase.

3W a t e r  m i l L
Harvester must be placed on a Forest you 
control when you research it. For each unit you 
have on any Forest during a Scoring Phase, you 
gain 2 VPs instead of just 1 (maximum VPs earned 
per Forest = 6).

6H a r v e s t e R

Opponents cannot deploy units to or initiate 
battles in any resource territories (e.g., Forests, 
Lakes, etc.) that you control.

7I nfall ib il ity

Warrior Saint can be placed on any 
territory you control (but not your Capital). 
You receive a +2 bonus to Army Strength in 
every battle that occurs in the Warrior Saint’s
territory or any adjacent territory.

6W a r r i o r  s a i n T

DISCOVERY TILES FRONT A
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During each Activation stage, gain 1 Sorcery IP.

2A n c i e n t  t o m E
Every time you lose a battle, you immediately 
gain 1 IP (in any discipline) for every Soldier of 
yours that was killed.

3D e m o n i c  p a c T

You receive a +3 bonus to Army Strength in 
every battle over territory that contains a 
Discovery token.

4G o l e M
Use during the Activation stage.  For each 
Tower you control, you may kill up to 2 Soldiers 
in a single territory and gain 1 VP per Solider killed.

8R i t u a l  o f  b l o o D

DISCOVERY TILES FRONT B
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G u a r d i a N
When you research the Guardian, keep it in 
your play area until you decide to deploy it.

The Guardian gives +2 to Army Strength. 
The Guardian may be deployed to any 
territory type using normal deployment rules. 

During the Activation stage of the Research 
Phase, you may spend 2 Religion IP to move 
the Guardian to any territory that you 
currently control.

When on a Village or City, the Guardian 
increases recruitment from that territory by 
1. When on a resource territory, the 
Guardian gives you +2 VP for control of that 
territory during a Scoring Phase.

25

The Guardian is not affected by attrition and is 
never out-of-supply.

When on a research territory, the Guardian gives 
you +2 IP in the associated discipline during the 
Study stage.

When on a Citadel, the Guardian gives +4 to 
Army Strength (instead of +2).

L e v i a t h a N
When you research the Leviathan, keep it 
in your play area until you decide to 
deploy it.

You may deploy the Leviathan to any 
territory on the map during the Deploy-
ment Phase (ignoring normal deployment 
rules). 

You may re-deploy the Leviathan during 
every Deployment Phase.

The Leviathan is not affected by attrition 
and is never out-of-supply.

The Leviathan gives +2 to Army Strength.  
During the Reinforcement stage, you may 
spend Sorcery IP to increase this bonus: +1 
for each IP spent.

5 2
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G u a r d i a N
When you research the Guardian, keep it 
in your play area until you decide to use it.

You may deploy the Guardian to any 
territory under your control at the 
beginning of a Recruitment Phase. The 
Guardian remains in this territory for the 
rest of the game (unless moved with the 
Spymaster action, Gambit). 

Your opponents may not initiate combat 
in this territory by deploying units to it.  
Even the Leviathan cannot be used to 
attack the Guardian’s territory.

However, enemy Discoveries and 
Espionage cards can target the Guardian’s 
territory.

25

L e v i a t h a N
When you research the Leviathan, keep it 
in your play area until you decide to use it. 

You may choose to play it at the end of 
any Reinforcement stage (once all players 
have passed). 

You can deploy the Leviathan to any battle 
you are engaged in. You win the battle: all 
your opponents’ units are killed and you 
take no losses. 

The Leviathan even destroys Unique Units 
and the Steamtank.

You gain 1 VP for every enemy unit killed 
by the Leviathan.

Immediately after this battle is resolved, 
remove the Leviathan from the game.  

5 2

GENERALS BACK A



COUNTER-INTEL

RETREAT CONVERSION

CONSCRIPTION II

CONSCRIPTION II
Immediately add 1 worker
to your recruitment pool.

COUNTER-INTEL
Name a research discipline.

Gain 1 IP in that discipline, and each 
of your opponents must lose 1 IP in 

that same discipline (if they have any).

RETREAT
Remove up to 2 of your soldiers
from a single territory and return
them to your recruitment pool.

CONVERSION
Exchange up to 2 of your IP
tokens for tokens of different

research disciplines.

S t e a m t a n K
When you research the Steamtank, keep it in 
your play area until you decide to deploy it.

The Steamtank gives +2 to Army Strength.  

The Steamtank may be deployed to any 
territory type using normal deployment rules.   

5 2

During the Reinforcement stage, you may spend 
Science IP to move the Steamtank. This costs 1 IP per 
territory entered. The Steamtank can enter into and 
move out of territories that contain enemy units. As 
soon as it enters a territory with enemy soldiers, it 
immediately kills 1 enemy soldier.

The Steamtank is not affected by attrition and is never 
out-of-supply.        

GENERALS FRONT B
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COUNTER-INTEL

RETREAT CONVERSION

CONSCRIPTION II

SPYMASTER TILES BACK

S t e a m t a n K
Once acquired, immediately place the 
Steamtank directly onto either your 
Capital or any Citadel that you control.

The Steamtank may move 1 tile at the 
beginning of each Deployment Phase.  

5 2
You may move the Steamtank into any 
territory: one that you control, one that an 
opponent controls, or one that is uncontrolled.  
However, the Steamtank cannot move into an 
opposing territory that contains the Guardian.   

The Steamtank gives +3 to Army Strength.

If the Steamtank is destroyed in battle, it must 
be removed from the game.        
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