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Components 

- 4 Player Boards 

- 9 Location Boards 
  

- 181 Small sized Cards 
- 83 Beast cards 
- 25 Adventurer cards (double sided) 
- 18 Arena cards 
- 18 Contract cards 
- 19 Item cards 
- 9 Objective cards 
- 8 Upgrade cards 
- 1 1st player card 

- 12 Standard sized Cards 
- 4 upgraded Cages 
- 4 Water tanks  
- 4 upgraded Showrooms 

- 50 Gold Tokens (gems) 

- 5 cubes (4 in the player’s colors and 1 Round Tracker) 

- 1 Die 

- These Rules

2



 

In the majestic city of Sylfarion there is an 
abundance of shops where you can find almost 
anything your heart desires. But not rare beasts of 
the wild… Seeing that gap in the market you decide 
to open your very own shop where customers can 
procure, or just admire, exquisite creatures of 
different types and sizes! Running a business is 
hard especially when you have to constantly find 
and capture dangerous creatures, while other 
aspiring entrepreneurs saw the same opportunity as 
you. Will you succeed in having the best Beasts 
Emporium in town?

Your Goal 
In Beasts Emporium you will try to find and capture 
majestic Beasts using the skills of your Adventurers.  
During each round, you will deploy them in the 
different locations of the city in order to get Beasts 
and trade them for money and fame. You can 
always upgrade your shop or fight in the Arena or 
even enrich your own collection with these exquisite 
creatures. You will need to carefully manage your 
employers though, as other players also eye the 
same opportunities as you, and the competition is 
fierce for the capture and exploitation of these 
Beasts!
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 Setup 

1. Locations 
Place the 9 Locations in the middle of the table in the pattern shown.   

2. Player Boards 
Take a Player Board and choose a color. Place your 5 Adventurers next 
to your Player Board and in their basic side (the one without Fame). 
Place you coloured cube in the “0” spot of your board’s Fame track. 

3. Objectives 
Shuffle the Objectives and draw cards according to the number of 
player (1 for 2 players, 2 for 3 players and 3 for 4 players). Then place 
them here. Also, place the round tracker in position “1”.  

4. Beasts 
Separate the Beasts cards by their back and shuffle each deck. Then 
place each deck in the corresponding location face down and reveal 
three cards in each location. 

5. Upgrades  
Separate the Upgrade cards in their four different categories and place 
them face up in their corresponding spots and in ascending cost order. 

6. Items, Arena and Contracts 
Separate the cards by their back and shuffle each deck. Then place 
each deck in the corresponding location face down and reveal three 
cards in each location. 

7. Die, Gold and Upgraded Cages and Showrooms 
Set aside the Die, the Gold tokens and the Upgraded Cages, 
Showrooms and Water tanks. 

8. 1st Player card 
The player with the biggest pet will be the 1st player for the first round. 
The 1st player takes 3 Gold and all the other players take 4 
Gold. 

You are now ready to begin!
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Locations

The Town
Wall 
Round 
Tracker and 
Objectives

The Wild

The Tinkerer 
Buy Upgrades

Market 
Buy Items

Arena 
Fight Arena 
Fighters 

Guild 
Complete 
Contracts

Eternal Plane 
Capture 

Celestial and 
Magical 
Beasts 

The Woods 
Capture 

Animals and 
Monster 
Beasts 

Dungeon 
Capture 

Fiends and 
Small Beasts 

Lake 
Capture 
Aquatic 
Beasts 
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Types of Cards

Beasts 
These cards are the main focus of 
the game. You will try to capture 
them and then either use them in 
the Arena or for Contracts or add 
them to your own collection. Each 
Beast has three stats: Weight, 
Strength and Worth, and belongs 
to a specific type. As soon as you 
capture a Beast you must place it 
in one of your cages, so always 
evaluate their weight and your 
available space.

Adventurers 
These are your employees and 
the main tools to do actions 
during the game. Each round you 
will send them to different 
locations in order to fulfil your 
goals. Each Adventurer has three 
stats: Brawn, Magic and Mark. 
On their other side there is the 
advanced version of the 
Adventurer, where their stats are 
all better and show Fame points 
that the player will earn at the 
end of the game.
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Arena 
One of the ways to earn Gold 
and Fame during the game is 
from the Arena. There you 
will send one of your Beasts 
to fight an Arena Fighter. 
These Fighters have 
predetermined strength and 
when defeated will award the 
player with Gold and Fame.  

Contracts 
Another way to earn gold 
and fame during the game is 
to give your Beasts in the 
Guild. There you will find 
Contracts that request 
specific Beasts in order to be 
fulfilled.

Objectives 
Objectives are small goals, 
available to all players but 
awarded only to the first 
player that will meet them. 
Claim the card and score it 
immediately.
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Items 
In the Market you can spend 
your hard earned Gold in order 
to get unique and useful 
Items. These Items will grand 
you special abilities, extra 
Fame, empower your 
Adventurers and more.

Upgrades 
In the Tinkerer you can 
Upgrade your Shop or 
your Adventurers. Buy 
new Cage, Showroom or 
Water tank for your Shop, 
or level up your 
Adventures to enhance 
their stats. Also, all of the 
upgraded versions will 
earn you Fame at the end 
of the game.
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1st player card 
This card shows the first 
player of the round. The 
player with the biggest pet 
will get this card for the first 
round. In subsequent rounds 
the 1st Player card will go to 
the player with the least 
money (in case of a tie move 
it clockwise)

Player Board 
This is your Shop! It has two different starting Cages, a spot 
for a Water tank, one starting Showroom, a breakdown of 
the Showroom scoring and a Fame track used for in game 
scoring. In the cages you will place your captured Beasts, in 
the Water tank aquatic Beasts and in the Showroom the 
Beasts you have kept to showcase.
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Round Order 

The game lasts for 5 rounds and 
each round has 3 phases.

Phase 1: Adventurers 

Starting from the 1st player and continuing in clockwise order 
each player will place one of their Adventurers in a desired 
Location, until all the players have placed all of their 
Adventurers. When you place an Adventurer, place them in 
the left most available spot of the location.  

As soon as you place an Adventurer check to see if you can 
overtake an already placed Adventurer. Each Location uses a 
specific stat of the Adventurers and the place order depends 
on that stat. The higher the stat of the Adventurer the 
closer to the 1st spot they will go (the 1st spot is the left 
most spot). 

For example, in the Tinkerer location Magic is the favoured 
stat and an Adventurer with magic 6 has advantage 
compared to an Adventurer with magic 4 and will get to use 
the location before him. 

The changes in placed order happen immediately so don’t 
forget them! Using a Location before other players can give 
you a very strategic advantage so plan your moves carefully.
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When placing an Adventurer you can either place them on an 
empty spot in any location or on top of an already placed 
Adventurer of yours. That way you count their stats together 
and you can overtake opponent’s Adventurers. No matter how 
many Adventurers you have placed together you will only get 
one action out of them. By sacrificing actions thought you 
might get to use the location first and get the desired effect. 
Players of course can choose to send multiple Adventurers in 
the same location but in different spots, in order to use that 
location multiple times.  

Please note that the available spots in the Locations 
change depending on the number of players.  

Also when placing your Adventurers keep in mind that the 
locations always are resolved in order, so plan your strategy 
carefully. Each player must place all of their Adventurers and 
as soon as everyone is done proceed to the next phase. 

Phase 2: Locations 
Now it’s time to resolve the locations! In order, fully 
resolve each location before you move to the next one. Start 
with the Eternal Plane, continue with the Tinkerer and move 
in that pattern until you resolve all the locations. Starting with 
the Adventurer(s) in the first spot, each involved player takes 
the location’s action. Remember that if you have Adventurers 
grouped together you only get one action. If instead you have 
placed two or more Adventurers in different spots of the same 
location you can take multiple actions(still one action per 
spot). As soon as you take the location’s action return your 
Adventurer(s) next to your player board. You can always 
choose not to take a location’s action and get 1 Gold 
instead. Resolve each location separately and in order and 
when all the locations have been resolved proceed to the last 
phase of the round. 
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Location’s Actions 
The Wall 
This location is not available for Adventurers, and just shows the 
current Round, the round order and more importantly the 
Objectives of the game. These Objectives are available to all the 
players but will only be awarded to the first player that will meet 
their criteria. Immediately claim the card and score it, in your 
Shop’s score track. 

The Eternal Plane - Magic 
In the Eternal Plane you can capture new Celestial and Magical 
Beasts. But in order to capture these Beasts you need to have 
more or equal MAGIC than their Strength. If you can’t 
capture any of the available Beasts you lose your Action, and 
take 1 Gold instead. As soon as you capture a Beast place it 
in a Cage. Cages can hold multiple Beasts in them and you 
can always rearrange them, but always respecting their 
maximum capacity in weight. If you can’t place the Beast you 
must discard it, or make room for it by discarding other Beast(s). 

The Tinkerer - Magic 
In this location you can Upgrade your shop or your Adventurers. 
Spend the Gold printed on the card and buy an Upgrade. You 
can always spend captured Beasts for their Gold worth, 
but you do not take any change. When you buy an Upgrade, 
discard the corresponding card, if any. The Upgrades get 
progressively more expensive, until you reach the printed 
Upgrade cards on the board.  
When you Upgrade something it happens immediately. 
This means that you immediately turn to their advanced side the 
selected Adventurer, thus maybe changing the placed order on 
other locations! Also immediately place any upgraded Cage, 
Water tank or Showroom. Each player can have at most one 
Upgraded Cage, one Upgraded Showroom and one Water 
tank. When upgrading your Cages you must upgrade your 
Cage of size 5. Water Tanks are especially useful because 
only there you can store Aquatic Beasts. 
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The Woods - Mark 
In the Woods you can capture new Animal and Monster Beasts. 
But in order to capture these Beasts you need to have more 
or equal MARK than their Strength. If you can’t capture any 
of the available Beasts you lose your Action, and take 1 Gold 
instead. As soon as you capture a Beast place it in a Cage. 
Cages can hold multiple Beasts in them and you can always 
rearrange them, but always respecting their maximum capacity 
in weight. If you can’t place the Beast you must discard it, or 
make room for it by discarding other Beast(s). 

The Market - Mark 
In the Market you can find amazing Items that will enhance 
your Adventurers or will help stand out from the competition. 
Spend the Gold printed on the card and buy the Item. You can 
always spend captured Beasts for their Gold worth, but 
you do not take any change. The Items are immediately 
available and you can use them the same round you bought 
them. Some Items need to be played along an Adventurer in 
order to be activated, but ignore this rule in the round you 
bought them. In future rounds don’t forget to attach them to 
the desired Adventurer when sending them to a Location. 

The Dungeon - Brawn 
In the Dungeon you can capture new Fiends and Small Beasts. 
But in order to capture these Beasts you need to have more 
or equal BRAWN than their Strength. If you can’t capture 
any of the available Beasts you lose your Action, and take 1 
Gold instead. As soon as you capture a Beast place it in a Cage. 
Cages can hold multiple Beasts in them and you can always 
rearrange them, but always respecting their maximum capacity 
in weight. If you can’t place the Beast you must discard it, or 
make room for it by discarding other Beast(s).
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The Arena - Brawn 
In the Arena you will use your captured Beasts in epic fights. 
Choose one of the available Arena Fighters and one of your 
captured Beasts. Each Arena Fighter has a printed strength 
that you need to equal or beat. Roll the six sided die and 
add your chosen Beast’s strength. If your sum is equal or 
higher that the strength of the Arena Fighter you win. Discard 
the used Beast and immediately take the gold printed on the 
card and keep the card. You will score it at the end of the 
game. If you failed to match or exceed the limit, you can 
spend 1 Gold and reroll the die. You can do this only 
once though. If you fail again, discard the used Beast and the 
Arena Fighter. Don’t forget that Aquatic animals have +1 
Strength when fighting in the Arena. 

The Lake - Magic 
In the Lake you can capture new Aquatic Beasts. But in order 
to capture these Beasts you need to have more or equal 
MAGIC than their Strength. If you can’t capture any of the 
available Beasts you lose your Action, and take 1 Gold instead. 
As soon as you capture a Beast place it in your Water 
tank. The Water tank can hold multiple Beasts but 
always respect its maximum capacity. If you can’t place 
the Beast you must discard it, or make room for it by 
discarding other Beast(s). Aquatic animals have an advantage 
when fighting in the Arena but cost 1 Gold the first time you 
place them in your Showroom. Please note that at the start 
of the game you don’t have a Water Tank, so if you want 
to capture aquatic Beasts you first need to purchase a 
Water Tank from the Tinkerer. 

The Guild - Brawn 
In the Guild you will give your captured Beasts to exquisite 
customers. Each Contract requests specific Beasts in order to 
be fulfilled and needs either 1, 2 or 3 Beasts. You must use 
exactly the number of Beasts shown on the Contract and 
each Beast must fulfil a different requirement.
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The requirements can either be: specific type, weight or 
worth, and always show the minimum value required. 
If you complete the Contract you will get the Gold printed on the 
card immediately and will keep the card for its Fame value, for 
the end scoring. Discard the Beast(s) used. 

 Example: 

Phase 3: Showroom and Cleanup  
In the third phase you will have the chance to exhibit Beasts in 
your Showroom. Choose any Beast(s) from your cages and 
Water tank and move them in your Showroom. If they are 
Aquatic Beasts you must immediately pay 1 Gold. Keep in 
mind that the starting Showroom can only fit up to 6 Beasts. 
Then, all players with Beasts in their Showroom must pay 
upkeep for them, spending 1 Gold for each stored Beast. If 
you can’t or don’t want to pay you will not get to score them 
this round. After the upkeep, you will get Fame according to the 
types of your stored Beasts, and more specifically the sets you 
have collected. Group together Beasts of the same type and get 
the corresponding Fame, in your Shop’s Fame track, as shown in 
the breakdown next to your Showroom. These Beasts are not 
discarded, and can be scored each round. 
For example, if you have stored three Small Beasts (green) you 
need to pay 3 Gold in order to get 6 Fame, at the end of each 
round. 

This Contract requires three different 
Beasts. A Fiend (Red) Beast, a Beast 
that has Worth of 5 and above and a 
Beast that has Weight of 2 and above.
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Next, you will need to do some preparations for the next 
round. Discard any Beasts left in the Locations of the Wild 
(left ones) and place new ones. Don’t discard any cards left 
in the Locations of the Town (right ones), instead just fill any 
empty spaces with new cards form the corresponding piles. 
Ignore this step on the last round. 

Give the 1st player card to the player with the least Gold. In 
case of a tie move the 1st player card in clockwise order 
from the player that currently has it. Ignore this step on the 
last round. 

End Scoring 

After the 5th round the game will end.  

Count the Fame you have earned from Arena fights, 
completed Contracts, Upgrades (Cage, Showroom, Water 
tank, Adventurers) and bought Items. Also, add your Fame 
earned throughout the game, as marked in your shop’s Fame 
track. Lastly, for every three Gold you have at the end of the 
game you will earn 1 Fame. 

Each player counts their total and the player with the most 
Fame is the winner and the proud owner of the best Beasts 
Emporium in town! 
In case of a tie, the player with the most Beasts still in 
cages, among those tied, will be the winner.
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Symbols

Beast

Adventurer

Magic stat

Brawn stat

Mark stat

Weight, for Contracts 
and Cages

Strength, for Arena 
and capturing Beasts

Beast’s Worth.  
Also, Gold.

Fame

Number of players

 Celestial

Fiends

 Small Beasts

 Animals

 Monsters 

 Magical Beasts


