
OMEN: EDGE OF THE AEGEAN 

In Omen: Edge of the Aegean (referred to as Omen for the rest of these 

rules), players take on the role of rival, half-god children of Zeus.  Bent on 

dominating the mortal Grecian lands, the gods have granted the siblings 

access to powerful Units.  Using these unique Units, the players fight over 

3 Cities to earn points and powerful rewards.  After the fall of 3 Cities, the 

player with the most points wins. 

 

SET UP  

Shuffle together the 22 Unit cards and place them in a face down deck to 

the side of the play area.  Place the 14 coins beside the deck.  Shuffle 

together the 6 Reward cards and make 3 face down stacks with 2 cards 

each in the middle of the play area, forming the Cities.  Each player draws 

4 Unit cards and receives 4 coins. 
 

The game begins, with the oldest player taking the first turn. 

 

 

 

 

 

 

 

 

 

 

 

 

 

EMISSARY OF WAR: OPTIMAL/ALTERNATE START RULES 

Each player chooses 1 Unit card from their hand and places it face down; 

this is the player’s Emissary.  Once each player has placed a face down 

card, both Emissaries are revealed.  The Cost, Offering, and Strength  

Values of each Emissary are combined.  The player whose Emissary has 

the greatest combined value is the First Player for the game.  In the event 

of a tie, the Emissary with the highest Strength Value breaks the tie.  If a 

tie still exists, the oldest player is the First Player. 
 

The First Player moves their Emissary card to the discard pile.  The other 

player returns their Emissary to their hand.  The game then begins, with 

the First player taking the first turn. 



THE CARDS 

Omen revolves around playing cards.  There are 2 different types of cards 

in Omen: City/Reward cards and Unit cards.   

 

City/Reward Cards (6 Different cards) 

Reward cards represent blessings granted by the 

gods and begin the game face down in 3 separate 

stacks, or Cities.  The main goal of the game is to 

try to win these Reward cards.  As players resolve  

battles in the Cities, players will add these cards to 

their hands. 

 

At the end of the game, players score points based 

on the Rewards they have earned.  Each Reward a 

player earns can be used once each game for a  

powerful effect.  There are 6 different Reward cards, each with a different 

effect.  When a player uses a Reward for its effect, they place it face down 

in their Reward Area (in front of the player).  At the end of the game, any 

Reward in the player’s hand is worth 2 points, and any face down  

(or played) Reward in the Reward Area is only worth 1 point. 
 

A player may never force another player to discard a Reward card. 

 

Unit Cards 

There are 4 different types of Unit 

cards: Myrmidons, Keres, Moirai, 

and Automatons.  These cards are 

played to the Cities during the 

Surge step.  Each Unit, regardless 

of its type, has 3 values.   

 

The Unit’s Cost is the number of 

coins the player must spend to play 

the card.  The Offering Value  

determines the number of cards 

and/or coins the player receives 

when the card is discarded as an 

Offering.  Each Unit has a Strength 

value.  This is used to determine 

who wins a War-Torn City. 

PARTS OF A UNIT CARD 
 

Unit Name 
 

Unit Type 
 

Offering Value 
 

Unit’s Strength 
 

Unit’s Cost 
 

Ability Details 



Myrmidons (9 Different Cards) 

Myrmidons are hired warriors.  Each Myrmidon has an ability 

with an Ability cost.  When a Myrmidon (or another Unit!) 

enters a City on your side, you may pay the Myrmidon’s  

Ability Cost to use the Ability. 

 

Keres (6 Different Cards) 

Keres are the embodiment of death on the battlefield.  These 

powerful Units offer resources each turn.  Additionally, each 

Keres may be Exalted, and moved to your Reward Area if 

certain conditions are met. 

 

Automatons (4 Different Cards) 

Automatons represent the pinnacle of ancient technology.  

They are strong Units that often count as 2 Units each, and can 

quickly turn the tide of a War.  Additionally, when they are 

discarded as an Offering, they grant a unique Ability.  

 

Moirai (3 Different Cards) 

The 3 Fates.  When played, they each offer a powerful, unique 

Ability.  These 3 cards also have the highest Offering value in 

the game.  However, if you have any of these cards in your 

hand at the end of the game, they are worth additional points. 

 

 

The Unit and Reward cards in a player’s hand are kept secret from the 

other player. 

 

PLAYING OMEN 

Omen takes place over a series of turns. Each player takes a turn,  

comprised of several steps, and once their turn is complete, the other 

player takes a turn. This continues until all Cities have been Destroyed. 

 

During a player’s turn, they are the Active Player.  The other player is the 

Opposing Player.   
 

A turn in Omen is broken into 4 different steps, taken in the following 

order: Wealth, Surge, War, and Offering.  Once a player has completed 

the above 4 steps, their turn ends. 



Step One: Wealth 

The Wealth step represents the player garnering their forces and resources 

in preparation for the ensuing battle.  During the Wealth step, the Active 

player gains coins and/or draw cards. 

 

The Active player has 3 Wealth actions to spend during their Wealth step.  

They may use each action to draw 1 Unit card or gain 1 coin.  The player 

may combine these any way they choose.   

 

For example, the player uses 2 of their Wealth actions to draw 2 cards 

and spends 1 of their Wealth actions to gain 1 coin. 

 

However, if the player uses all of their Wealth actions to draw cards, they 

draw 1 additional card.  If the player uses all of their Wealth actions to 

gain coins, they gain 1 additional coin.  This is called a Wealth Action 

Bonus. 

 

For example, the player uses all 3 of their Wealth actions to draw 3 cards.  

They would draw 4 cards instead, since all of their Wealth actions were 

spent to draw cards.   

 

During the first player’s first turn, they only receive 2 Wealth actions. 

 

A player may not choose to gain coins if there are no coins remaining. 

 

If, at any time during the game, there are no cards remaining in the deck, 

and the Active player would draw or reveal a card from the deck, the  

discard pile is shuffled together to form a new deck. 

 

Step Two: Surge 

During the Surge Step, the player plays Units from their hand into the 

Cities, to increase their Strength in the Cities and use their cards’ abilities. 

The bulk of the game takes place in the Surge step. 

 

During the Surge Step, the Active player may spend their coins to play 

Unit cards from their hand.  There are 4 different Unit types, each with 

different Abilities (refer back to the Unit Cards section if needed).  The 

player may also use a single Reward card from their hand. 



Playing Units Into Cities 

To play a Unit from their hand into a City, the player chooses a City, takes 

the Unit card from their hand, places it on their side of the chosen City, 

and returns a number of their coins to the side equal to the Unit’s Cost.   
 

When a Unit is played to a City, from anywhere, it “Enters the City.” 
 

A player may never have more than 5 Units on their side of any given 

City.  This is referred to as the City Limit.  A player may not play a Unit 

into a City in which they already have 5 Units, nor may they play a Unit 

into a City if it would put them over 5 Units.  Remember that Automatons 

count as 2 Units for the purpose of City Limit! 

 

The Active player may play as many Units as they wish, in any City of 

their choice, and is only limited by the number of coins they have, cards 

in hand, and the City Limit. 

 

Playing Myrmidons 

When a Myrmidon enters a City, its Ability may be used by the player by 

paying the Ability’s cost one time.  Additionally, when any other Unit 

enters a player’s side of a City where they have a Myrmidon, the player 

may use any of their Myrmidons’ Abilities in that city again by paying 

those Myrmidons’ Ability cost.  If the player has more than 1 Myrmidon 

in a City, they may choose the order that the Myrmidon Abilities are used. 

 

Keres’ Abilities and Exalt 

Each Keres Unit card grants the player a card or a coin at the end of each 

the player’s Surge Steps and may be Exalted if certain conditions are met.   

 

At the end of the Surge Step, one at a time, the player uses their Keres’ 

Abilities and checks to see if the Keres’ Exalt conditions has been met.   If 

the conditions are met, the Keres has been Exalted, and the player moves 

the Keres’ card to their Reward Area, face down. Face down Exalted 

Keres cards in a player’s Reward Area are worth 2 points each at the end 

of the game. 

 

Using Reward Cards 

Once per Surge Step, the player may use a Reward card in their hand.  To 

do this, the player reveals a Reward card from their hand, follows the 

card’s Ability, and then places it face down in their Reward Area. 



Step Three: War 

During the War step, the player Resolves any War-torn Cities.  A City is 

a War-torn City if:  The opposing player has at least 3 Units in the City 

and/or if there are a total of 5 or more Units in the City, including both 

players’ sides of the City. 

 

To Resolve a War-torn City, each player adds together the Strength  

Values of all Units they have on their side of the War-Torn City.  The 

player with the highest combined strength is the victor, and takes the top 

Reward card of the City and adds it to their hand, then moves all but 1 of 

their Units from the City to the Discard Pile.  The losing player moves all 

but 2 of their Units from the City to the Discard Pile. 

 

In the event of a tie, the player with the most Myrmidons in the City wins.  

If the tie cannot be broken, neither player wins the City, and each player 

moves all but 2 of their Units from the City to the discard pile. 
 

Automatons count as 2 Units!  A player who wins a War-Torn City cannot 

leave an Automaton in the City.   
 

If the last Reward card from a City is taken, that City is Destroyed and all 

remaining Units in that City are moved to the discard pile. 
 

Repeat the above steps until no War-torn Cities remain. 
……………………………………………. 

 

OPPOSING PLAYER 

 

 
 

In this example, only the far right 

City is War-Torn, since the Opposing 
Player has 3 Units on his side of the 

City (a Keres and an Automaton).  

On the left, there are only 4 Units in 
the City.  In the middle City, there 

are only 4 Units in the City, and the 
Active Player, not the Opposing 

Player, has 3 Units her side. 

 
 

 

ACTIVE PLAYER 



Step 4: Offering 

During the Offering step, the player may discard 1 Unit card from their 

hand as an Offering to the gods.  In return, they are granted additional 

cards and/or coins. 

 

To do this, the player chooses a Unit card from their hand and discards it.  

They then draw a number of Unit cards or gains a number of coins equal 

to the discarded Unit’s Offering Value.  The player may draw cards or 

gain coins in any combination they choose. 

 

Discarding Automatons 

Automatons offer an additional Ability when they are discarded as an 

Offering.  The player still gains 1 card or coin for discarding an  

Automaton as an Offering. 

 

Ending the Turn 

At the end of the player’s Offering Step, they discard Unit cards from 

their hand, until they have a maximum of 5 cards in hand, including  

Reward cards. They then return coins until they have a maximum of 7 

coins. 

 

ENDING THE GAME AND SCORING 

A game of Omen ends at the end of the Active Player’s turn if all 3 Cities 

have been Destroyed. 

 

When the game ends, players earn points, and the player with the highest 

score has proven to be the greater sibling, receives the blessing of the 

gods, and wins the game.  Points are earned as follows: 
 

Each player gains 2 points for each Reward card in their hand.   
 

Each player gains 1 point for each Moirai card in their hand. 
 

Each player gains 2 points for each face down Exalted Keres card in their 

Reward Area.   
 

Each player gains 1 point for each face down Reward card in their  

Reward Area.  
 

In the event of a tie, the player with the most face down Exalted Keres 

cards wins the tie.  If a tie still exists, the player with the most Moirai in 

their hand wins.  If a tie still exists, play again! 


