
RONE: Last Stand 
RONE: Last Stand, the third and last expansion for the post-apocalyptic card game  
RONE: Races of New Era, contains 15 new technology cards and 9 new environment cards, which 
advance the classic gameplay to another level. Adapt to the new environment cards, surprise your 
opponent with new technologies, and fight for victory! 

This expansion adds 2 new game modes that extend the basic gameplay and provides additional 
strategic options to defeat your opponent. 

Environment mode 
Environment mode uses the new Environment cards and pits players against varying conditions that 
they must adapt to or risk defeat. Environment cards are easily distinguished from other cards - they 
have a different layout and are a different size. 

Environment Card Anatomy Key 

 

 

 

 

 

 

 

 

 

 

1. Adapt limit: Represents the maximum number of times a player can adapt to the 
environment - the maximum number of tokens a player can place on the card. 

2. Environment abilities: Abilities that trigger during the Adapt phase. 
3. Adapt condition: Unique condition that must be met or an extra ability given to your cards 

that must be executed to adapt to this environment. 

Game setup changes 

 Shuffle all available environment cards then randomly choose one and place it in the middle of 
the battlefield.  



Rules changes 

 Whenever the Adapt condition is met, the player who met the condition places any game token 
on their side of the environment card to show they have adapted to the environment.  
Players can adapt multiple times (place multiple tokens) on the environment during one turn.  

Activated Abilities that cards gain from Environment cards are SLOW EFFECTs and can be 
activated only during a player’s turn, and not as reaction. 

 The "Adapt phase" is a new phase that starts right after the "Refresh phase": 

1. Beginning of turn phase 
2. Income phase 
3. Refresh phase 
4. Adapt phase 
5. Main phase 
6. End of turn phase 

During the "Adapt phase", if the active player has equal or fewer tokens on the environment 
card than one of their opponents, they execute all environment abilities listed on the card in 
any order they choose.  

In other words, the player who has the most tokens on the environment card is immune to it and 
does not trigger its abilities during the Adapt phase. Note that there must be only one player with 
the most tokens, if there is a tie for the most tokens, all players are affected by the environment.  

 At the end of a round, if all players have reached the Adapt limit, the active player draws the 
top two environment cards and chooses one to place in the middle of the battlefield (replacing 
the current environment card). The card that wasn't chosen, and the card that was replaced are 
then shuffled back into the environment card deck.  

Radiation mode 
Radiation mode adds more cards to each player's deck and a new rule that triggers at the beginning 
of each player's turn. More cards mean more recycling options, so adjust your tactics accordingly. 

Game setup changes 

 Add 9 additional cards to each player's deck. Deck size increased from 24 to 33. 
 Each player starts the game with 8 cards in hand, instead of 6.  

Rules changes  

At the beginning of the turn, the active player deals 1 damage to their hero or to one of 
their units. 


