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Overview
In KeyForge: Vault Assault, 3–5 KeyForge players compete 
against each other in an every Archon-for-themself competition 
to unlock one special vault. The first player to forge three keys is 
the winner.

The game is played over a series of rounds, with each round 
consisting of one player turn for each player in the game. To 
help control the action and influence the behavior of other 
players, at the start of each round, each player drafts one Boon 
card. Each Boon card provides an ability that will benefit one or 
more players.

Components Needed
One KeyForge deck per player, 
all standard KeyForge tokens 
and counters, plus one set 
of Vault Assault cards which 
includes six Boon cards and a 
First Player card.

To help track the game state 
involving multiple opponents, 
it is recommended that each 
player also utilize a few tokens 
that are unique to them; these 
unique tokens can then be 
placed on cards to track which 
player is affected by a given 
card ability.

Setup
Place all six Boon cards in a facedown stack in the common 
supply. Randomly determine who will be the first player. That 
player takes the First Player card and places it faceup in their play 
area. Each player shuffles their deck and draws their opening 
hand and may mulligan as usual. There is no first turn penalty; 
each player always takes a full turn.

Round Sequence
KeyForge: Vault Assault is played over a series of rounds, with 
each round consisting on one player turn for each player in 
the game, starting with the first player. Each round consists of 
three steps:

1.	 Draft Boon Cards

2.	 Reveal Boon Cards

3.	 Player Turns

1. DRAFT BOON CARDS
The first player takes all of the Boon cards and randomly sets 
aside a specific number of them facedown, without looking 
at them:

In a 3-player game, set aside 2 Boon cards facedown

In a 4-player game, set aside 1 Boon card facedown

In a 5-player game, do not set aside any Boon cards

Then, the first player looks at all the remaining Boon cards, 
secretly chooses one to keep, then passes the remaining Boon 
cards to the player to their left. That player secretly chooses 
one of the remaining Boon cards to keep and passes the rest to 
the player to their left. Repeat this process until all players have 
secretly chosen one Boon card. Set aside any remaining Boon 
cards, facedown.

2. REVEAL BOON CARDS
All players reveal their Boon 
cards simultaneously and 
resolve them in initiative order 
from lowest to highest. Each 
Boon card’s initiative number is 
printed in its upper right corner.

When resolving a Boon card’s 
“Reveal:” ability, if any, the 
player who revealed the card 
makes all decisions related 
its resolution.

Leave all revealed Boon cards 
faceup near each player’s 
Archon identity card for the 
remainder of the round.

During this step, no player is considered to be taking 
their turn.

3. PLAYER TURNS
The first player then takes their full turn, followed by the next 
player in clockwise order, until all players have taken a turn, which 
ends the round. (Remember, there is no first-turn penalty; each 
player always takes a full turn.)

At the end of the round, the player with the highest initiative 
number on their revealed Boon card takes the first player card 
and will be the first player for the subsequent round. Then, return 
all Boon cards to the common supply, facedown.
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Resolving Card Abilities
“Enemy creatures” are all non-friendly creatures.

Whenever an effect steals or captures multiple Æmber, all of that 
Æmber must be captured or stolen from the same Æmber pool.

Example: In a game with three players, Joe plays the card 
Covetous Hema, which says “Play: Capture 3.” Joe must 
choose one of his two opponents from which to capture the 
3. He could not capture 2 from one opponent and 1 
from the other opponent with this card ability.

If a card ability refers to “players” or “each player,” the ability 
affects all players.

Example: In a game with four players, Mary plays the 
card Recklessness, which says “Play: Each player discards 
3 random cards from their hand, then draws 3 cards.” 
This card affects all players in the game at the same time, 
including Mary.

If a card’s ability refers to an “opponent,” the active player 
indicates a single opponent to which the effect is applied when 
the card is played or used. The entirety of the ability text is 
resolved with that chosen player considered as the opponent.

Example: In a game with three players, Andre is the first 
player, followed by Beth, then Clive. Andre has already 
finished his turn for the round, and now it is Beth’s turn. Beth 
uses the card Lash of Broken Dreams, which reads “Action: 
Keys cost +3 during your opponent’s next turn.” Beth must 
choose one opponent to be affected by this card, and she 
chooses Andre. To help everyone remember this choice, 
Andre places one of his unique tokens on Beth’s Lash of 
Broken Dreams. Note that even though Andre’s next turn 
won’t occur until the following game round, he will still be 
affected by Beth’s Lash of Broken Dreams.

If a card has a constant ability that affects a single opponent, that 
opponent must be chosen when the card enters play. Players can 
use unique tokens to help track these decisions.
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Example: In a game with three players, Seth plays the card 
Iron Obelisk, which reads “You opponent’s keys cost +1 for 
each friendly damaged Brobnar creature.” As soon as Iron 
Obelisk enters play, Seth must choose a single opponent to 
be affected by Iron Obelisk.

HEART OF THE FOREST AND QUIXXLE STONE
Both of these cards have constant abilities that apply to all 
players by a creating a comparison to a single player. When 
either of these cards are played, the active player chooses one of 
their opponents, and that opponent becomes the player to which 
all other players compare when resolving these card abilities.

Example: In a game with four players, Seth plays the card 
Heart of the Forest and chooses one opponent, Amy. During 
each player’s turn, if that player has more forged keys than 
Amy, they cannot forge keys. Amy herself is unaffected by 
this instance of Heart of the Forest because she cannot be 
an opponent of herself.

THE TIDE
If one or more players are using a KeyForge: Dark Tidings deck, 
only one Tide card is used in the game. The Tide can be high for 
only one player at a time; it is low for all other players.

Get Your Vault Assault Cards
There are two ways to get your own Vault Assault cards:

Download and print your own Vault Assault cards.

Purchase professionally-produced Vault Assault cards from 
Forgefire.com.
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