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1. INTRODUCTION

Strategy is a Plan to achieve one or more goals under uncertain conditions while tactics are the actual
means used to accomplish the strategg. To understand stra’cegg and tactics in lconoclasm, we must first
understand the goal. lconoclasm is an abstraction of a war between deities. You can win battles bg Forming
groups of your own clci’cg butjust like in a real war, it doesn’t matter how many battles you win if you lose

the last battle. Thus, cvcrgthing in your strategy should aim at this singlc goal: form the last group.

2. THE DEITIES

Let’s start with some basics. Besides your own cleity, there are four other deities to consider, each with a

unique relation. (We will assume that you Plag Fire and return to the neutral SPiri’c in alater clﬁaPter)‘

1 The *Master”: This is the clci’cg that you suPPor’c, with the intention of You

eventua”g succeed and take over the group from. A
I The *Traitor’: This is the clcitg that suPPorts you on the outset but rea”\g

just wait for you to fall so that it may take over the group from you. Traitor ¢ Master
1 The ”Antipode”: This deit9 rarelg suPPor’cs you or threatens you and ‘ A v

should gencra”9 be the first one to eliminate.
V) The *Neutral”: This clci’cg does not affect any other dei’cg and should be

used to maintain the current balance.
Antipode

Let’s look at each of those deities in action.

2.1 THE "MASTER"

The main Princi[:)lc is to stay close to your master and help your master to form
a group. In the short term, this creates a strong group that will be able to
climinate other deities. In the [ong term, your master will be weaker and allow

you to take over the group.

Consider the group to the !eﬁ:, where you have 2 tokens and your master has

4 tokens. I:o”owing clashcs, your master will meet one of two fates:

D Your master will win the 1) Your master will lose any
of the next two clashes.
All of its tokens will be

removecl but HOU Prevai!

next two clashes. Two of
its tokens will be rcplacccl
bg SPirits, after which

HOU Wlll }DC strongcr ancl ancl mag cventua”g Form

take over the group. your own group.
2.2 THE "TRAITOR”

As close as you should stag to your master, as far away
you should kccp your traitor from you. It is true that the
traitor suPPorts you but it is best if it is done from other
groups than your own. Just do not let the traitor form

groups, as ’cl'leg will not suPPort you.
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233 EFHE CANTIPODE

In the examl:)le to the lc{:’c, your group clashes with a Water
group. With 4 tokens each, the clash is determined bg the
supporters Air and Earth. Thanks to your traitor, you win
with 4+ tokens against 4+2.

Your an’ciPode c]eitg is of little use to you since it can neither be suPPorted until the time is riPe for takeover

(like the master clei’cg), nor Provicle support (like the traitor cleitg). However, it can be used as “cannon

fodder” when you need to weaken the other two deities.

D Use your antipoée to clash with your master. N Use your antipode to clash with your traitor.
When the master is wcakenecl, the group can When the traitor is wcakencd, the group can
be taken over b9 9ourse|F. be taken over by your master and eventua”g

]DH 9OUFSCH:.

Given how all the other deities can be useful to your clcitg,
a neutral clei’cg may seem to be of little use since it cannot
alter the balance in your favor. However, sometimes you

may want exac’c!y this.

In the examPle to the ]emc’cJ a clash between the Air group
and the Earth group will leave one strong group. A Fire
token will be wasted while any other token will make the
winning, clcitg even stronger. However, a neutral clcitg will

maintain the balance and deform both groups.



3. THE GROUPS

Now that we know more of the clei’cies, let’s turn to the groups that tlﬂeg form (ancl deform). We start bg

loolcing at some group basics.

I. The Forming of groups: GrouPs are formed bg seven tokens. The deitg with the most tokens in the
group gets to Place the icon. In case of a tie, the clcitg with the most suPPorting tokens in the group
gets to P]ace the icon.

. The demcorming of groups: Groups are deformed if connected to other groups with stronger deities, as
measured by the tokens in both groups.

This means that a group has one of the Fo”owing destinies duringa game:

I The group suffers no external clash and the original clei’cg keeps the group.

1. The group survives an external clash and the weakened clcitg kee]:)s the group.
1. The group survives an external clash but is taken over bg another deitg.

V. The group is deformed bg an external clash.

Let's continue bg looking at what determines a group’s clcsting.

3.1 NO eXTERNAL CLASH

Shielded Group

i you form a group that never suffers from external clashcs, you will l(ccp it to the
end and it may win the game for you. The first strategic guideline is thus to protect

your groups from external clashes. Protection can be done in time and space:

* GrouPs formed late in the game will not leave cnough time for external clashes.

* Groups »shielded” bg Spirit tokens will not leave enough space for

connections.

3.2 EXTERNAL CLASH WITH WEAKENING

Weak external

For a group to be weakened and yet remain in your power, two conditions are cha”engcr

rcquircd.

% First, you must have more tokens than the external cha”engcr. A strong group is
desirable but difficult to obtain, not on]g because you tokens are limited but also
because the other Plagers will harc”g allow a group to get too strong,.

However, bear in mind that tokens in the conﬂictinggroup also count. Thus, once

a group is about to be formed in your vicinity, you can either Plaﬂ to increase Weal internal

your strength in it (by P]aging own or supporting tokens) or to dilute the other cha”engers

deitg’s strcngtl'x in it (139 Plaging mixed tolcens). The second s’crategic guide]ine s
thus to kecp other groups weak.

* Seconcl, and more clhcﬁ'cult, you must have more tokens than any internal

cha”eng@r. Otherwise, you will win the external clash on]9 to lose the group to

another cleity. The third stratcgic guiclclinc is thus not to have strong deities in
your groups.
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3.3 EXTERNAL CLASH WITH TAKEOVER

As discussed above, for a group to be taken over, another c]eitg needs to become

S’crong supporter

stronger than the current dcitg. You can take aclvantagc of this ]:)3 bcing the second
strongest clci’cg in hope of taking over the group after an external clash. This is
Particularlg Powcncul if the current clcitg is your "master” because then you can

suPPort the group and l’yelP it survive.

However, you must still consider the clesting of the group. Can it be cxPcctccl to
survive an external clash before the takeover? Can it be expcctecl to survive an

external clash after the takeover? The fourth strategic guideline is thus to be a strong

suPPorter in other groups.

3.4 EXTERNAL CLASH WITH DEFORMING

In an external clash, the weaker dcitg and all its tokens will be removed. This is a disaster to the ]osing side
and should be avoided at all cost. If you have followed the strategic guicie]ines Te) 1CarJ you should not have
to be the victim of an external clash. Instead, use this Powchul mechanic to deform weaker groups, starting

with groups of your oPPosing deitg, since those are of least use to you.

Remember that you can and should connect groups belonging to other deities to have them weaken each
other before you stcp in. Be cautious thouglﬂ so that not other stronger groups are formed in their places.

The fifth s’cra’cegic guicleline is thus to connect and deform other groups.

Connection clcxcorming

two other groups

4. STRRENGTH AND WEAKNESSES

With the unclerstanding of the deities and the groups, we may now Proceed to the strength and the
weaknesses of them. The strcngth of a c]citg is determined bg its groups and the strength of a group s
determined by how long it can last.

A IongJasting group has a greater chance to triggcr a two~grouP victorg (two connected grouPs) or a
thrce—group vic’cory (ang three groups) and a late—lasting group has a grcatcr chance to triggcr a last-
group Victor9 (most groups when no more groups can be Formed). Whenever a group is about to be 1Cormec|,
you should assess its Po’cential strcngtlﬂ and Plag to have it as strong (or wea|<) as fits your strategg.

Genera”g, groups should be assessed in terms of strcngtl'] and Prcclictabilitg:

I. Strcng’cl'l: The more clashes a group can survive, the ]ongcr it will last and the greater is the chance (or
the risk) that the winning, cleitg will be found in the group.

I Prcclic’cabilitg: The more deities a group has, the more its owncrsl'lip will clﬁange and the more comPlcx it
will be to Predict which of the deities that will win.

~5~



4.1 STRONG PREDICTABLE GROUP

Fire has 4 tokens and, if needed, support from 1 Air token. Since Fire has both a Primarg supporter (AIr)
and a secondarg suPPorter (Water), the Fire group can survive 4 external clashes before Air takes over.

Thisis a group that Fire should try to kecp to the end.

4.2 STRONG SEMI-PREDICTABLE GROUP

Fire has 3 tokens and, if needed, support from 3 Air tokens. Fire will lose the group to Air after the first
external clash (after which there are onlg 2 Fire tokens left) but take it back after the second (after which
there are onlg 2 Air tokens left. Thanks to Water's support, the Air group will also be strong, so this is a
group that Fire may try to keep to the end with a wc”—[:)lannccl last turn takeover.

4.3 SEMI-STRONG SEMI-PREDICTABLE GROUP

Fire, Air and Water all have 2 tokens each and, if needed, 2 suPPorting tokens (exccPt Water). All three
deities will take turns to take over the group after external clashes, making it difficult to Predict who will end
up with it in the end.

4.4 WEAK UNPREDICTABLE GROUP

Fire has on]g 2 tokens and onlg indirect support. Even if the group does survive its first external clash, it will
be taken over bg Water and not retaken again until another 2 external clashes has replaced both water
tokens (iF it survives that long.




S. TOKEN MANAGEMENT

The discussion on deities and groups show that different deities can come l'lanclg in different situations.

ldea”g, you will want one of each in the final turns of the game and Plag them in the Fo”owing order:

6 The antipodc is the most exPendable dei’cg. Plag it to triggcr a clash between the strongest of

your oPPonent cleitg groups to weaken or deform them.

Whatever the traitor does, your own clcitg does it better. P]ag it to groups that may clash with

your own group to get suPPort. However, be cautious not to form antiPode groups as your
antipoclc will not support your groups against itself.

Tl’lC master can Citl’"lCl’ ]'ICIP HOU or overturn 3OU. hc 9OU have no chancc O{: taklng over gour

master’s group, you should Plag it earlier and trigger a clash that will deform it. if you have a

chance of taking over your master’s group, you should P]ag it later and trigger a clash that will

weaken it and let you take over it.

The neutral can be Plagecl if you a[reaclg have a group of your own that you want to Protec’cJ
either bg Plaging it to Potcntial oPPonent groups to keep them weak or to shield your own group.

Your own clcity can be Plagcd both to form your own group and to Potcntial oPPoncnt groups to
o increase your strengtl'l in a clash. However, don’t wait to long Playing it or you may find that the
game ends before you gct the chance.

The Plaging order should not be seen as an absolute rule but must be determined bg the tactical situation

on thC board. TI’XC example bC]OW SI’!OWS l'TOW ceven an aﬂtiPOdC cielty can bC USC{:U!‘

) Earth has a weak group in the center and I The Earth group will win the clash with 4
threatens to form another Earth group Earth tokens against 3 Water tokens but be
beneath it. Fire is in turn and can only weakened. The group is taken over bg Fire!

prevent it with a Water token, Forming a Water
group and triggering a clash between the
Earth and the Water group.



6. TIME MANAGEMENT

Now that we know WHAT you can do with the different deities can do, let us look at WHEN to do it. A game
consists of up to 60 Plager turns, after which the last token will have been Plaged‘ It can tgPicallg be
divided into three Phases, each of which consists of about 20 turns. (Keep track of the Phases bg checking
when a third of the tokens have been Plaged.)

6.1 PHASE 1 - DEFORM YOUR OPPONENT GROUPS

Fo”owing the first, second and fifth strategjc guidelines above, the first Phase is the Phase where you avoid
torming own groups but rather torm, connect and deform weak opponent groups, removing as many
oPPonent tokens and retaining as many own tokens as Possible. Consequently, you should Prevent your

OPPOI’]CI’]JCS trom cloing SO.

The examPle below shows three Potential groups; an Earth group to the left, a Fire group in the middle and
an Air group to the right. if Fire Plags atoken to 1a, the next Player can P[a9 to 2 and form a Fire group with
2 Fire tokens that are likelg to be removed in the next external clash. However, if Fire Plags a token to Ib, it
is more like]y that an Earth token is formed with one of the Fire tokens. What is even better, an Air token
can be formed with the other Fire token, ettectivelg ”Protecting” the Fire tokens from being part of early

groups. if future external clashes deform both groups, the Fire tokens may be Part of a Fire group later.

What if a group of your own deitg is formed earlg? Do you Protect it at all cost bg shielding it with SPirit
tokens and aclding own and suPPorting tokens to other groups? No, such actions will onlg reveal your cleitg
too earlg (hc deities are hidden) and exhaust your tokens. lnstead, accePt that it will not survive and ensure

that it will bring as many other deities in the fall as Possible.

1. First, connect other groups and keeP your own group out of the external clashes.

2. When an external clash is inevitab[e, clash against weak groups and/or groups of your master deitg)
since this cleitg cannot count the suPPort from your &eitg in external clashes against your deitg.

3. When a loss is inevitable, tr9 to lose ttnrough a takeover rather than a detorming so that you do not

have to remove all your tokens.

The examPle below shows how a weak Fire group clashes with a stronger Earth group. However, since the
oPPonent is Earth, it gets no suPPort (Fire does not suPPort against itself) whereas Fire gets suPPort from
Air and wins the external clash. A!so, Fire is weakened and the group taken over bg Air. Fire got rid of 3
Earth tokens in the Earth group while retaining | of her 2 Fire tokens in the weak Fire group.




6.2 PHASE 2 - POSITION YOUR. OWN GROUPS

In the second Phase, the third and fourth guidelines about strong presence in own and other groups
become more imPortant. This is the Pnasc where you start Positioning your own tokens, not to form groups
but to be well PrePareci to form groups. Strong Positions include:

1. Owntokens close enougi’i to be in the same group but sPreaci out cnougi’i to be in many other groups.
2. Othertokens close enough to nclP Forming groups but not strong enougl*i to form own groups.

3. Close to your master cieity, so that you may suPPort and take over the group after an external clash.
4

Far away from your traitor dcitg, since its support is better outside your own group.

On the other hand, own tokens in dense but isolated groups are
weak. This is because your oPPonents are unlii«aiy to helP you
comPlcte the group and, after you have wasted tokens torming it
9OUFSCI1C, tney may target it for external clashes.

The cxamPle to the right shows Fire in a strong triangular Position.
Togcther, tney can forma strong Fire group, and in&ividua”g, thcg can
be Part of groups covering SAr hexes or more than half the board. if
Fire can get her master clcitg Earth inside this area and kceP her
traitor cieitg Air outside, sheisina good Position‘

6.3 PHASE 3 - END THE GAME WITH ONLY YOUR GROUPS REMAINING

TI’IC game encls wiwen no more ClaSI'TCS are POSSilDlC SO 3OU SI’IOU]CI bC the one triggcring tl’TC last ClaSl’T. Tl’ICrC

are three ways to do that:

1. Formthe last group.
2. Deform the last oPPonent group.
N Reform the last group.

Victorg bg torming the last group requires either a scenario
where there are no other groups (because ti’ieg clashed and
deformed each other) or where there is onlg a traitor group
left (wnicl'i will not en'og your suPPort). Both scenarios
tgPicaHQ requircs a lucﬂg mistake bg the P[ager before you
but with gooci Positioning, as discussed above, you can
imProvc the odds. Consequentig, avoid Plaging tokens that
will let the Plagcr after you trigger the last clash.

The examPie to the left shows an Air group and an Earth
group that will deform each other if connected. (boti‘r have )
tokens and 2 suPPorters.) However, connecting would be a
mistake bg Fire, since this would allow the next Plagcr to
form the last group as it fits her best. Correct is to first form
a Fire group and then connect the Air and Earth groups.

This will leave the Fire group as the last group and give the

Victorg to Fire.
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The next example to the right shows how the Fire group has
first been connected to the Air group. The Fire group was
strong cnough not only to deform the Air group (with 4 Fire
against 3 Air) but also to deform the Earth group even after
1 Fire has been rePlacecl [)9 1 Spiri’c. (TI’]C Fire group has 3
Fire suPPortecl bg 2 Air while the Earth group has onlg )
Earth without suPPort.)

This will deform both the last oPPonent groups and give the
victorg to Fire.

But what if the Fire group would have first been connected .

to the Earth group instead of the Air grouP? The last
examplc to the right shows this. The Fire group was strong
cnougl'l to deform the Earth group (wi’ch 4 Fire against 3
Earth) but not to deform the Air group after | Fire has been
reP]aced bg a SPirit‘ (Tl’re Air group has 3 Air suPPorted bg
2 Water while the Fire group has only % Fire without
suPPort.)

However, since I Air in the victorious Air group is replaced
bg a Spirit, the group is taken over bg Fire thanks to direct
support from Air and indirect support from Water.

This will reform the last group and give the victorg to Fire.

7. OPPONENT MANAGEMENT

While hand and time management revolves around your own
gamcplag, balance managcmcnt is about your oPPoncnts’

gameplay. Here are some gcneral aclvice:

* Stucly your oPPonents’ actions and deduce which
deities theg Plag, Particularlg that of the Plagcr
Fo”owing you in turn. This will hclp you avoid setting up
goocl Positions for him or her, such as a Posi’cion where
he or she can form a strong end game group.

* Consequcn’clg, kccp your own dci’cg hidden as long as
Possiblc. This will minimize the risk that your cleitg gets
targe’cecl for removal through external clashes.

% Never allow the Forming of two groups of the same deitg,
since a connection between them will end the game
(unless, of course, it is your own dcitg).

* A]so, be very careful with the Forming of three groups,
where an external clash may result in two groups of the
same cleity. In the cxamplc to the righ’c (sligl’itly modified
from above), an external clash between the Air group
and the Earth group will deform the Earth group but

also rcForm tl"lc Air group and create a SCCOI’ICI Fire

grouP.
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8. THE SPIRIT DEITY (5 PLAYER. VARIANT)

Tactica”g, there is no difference between the Spirit deity and the other deities. All means discussed so far
can be used 139 Spirit. It is the strategy that is cliﬁcerent, since the goal is different. The SPirit deit9 can win
in two ways:

1. The last clash removes both the clashing groups, leaving no groups.

2. Nocdlashes canbe triggercd, leaving two or more groups.

The goals may seem different from each other but the s’cra’cegg to achieve them is the same: to keep the
balance between the deities. Lets us recapitulate the tactics and see how theg applg to Spirit.

2. The Deities: While the other deities can focus on the relations of their own deities, the Spirit dcitg must
consider all relations. If one cieitg gets too strong, Promote its antipode deitg‘ i one deitg gets a strong
master, Promote its traitor as well.

3. The GrouPs: Balance not on]g deities but also groups. lclea”y, groups of different deities should be
formed and deformed each time so that different tokens are removed each time and the balance is
maintained.

4 Strength and Weaknesses: Promote a mix of deities in the groups to kecp them weak and to gjve you
the Hexibilitg to determine which deitg that will form the group.

5 Token Managemcnt: Balance the tokens so that not too many or too few of the same clcitg are Playecl
and keeP Spirit tokens to last as ’chey may be used to shield two remaininggroups in the end game.

6. Time Management: As the endgamc approaches, determine which two anti[:)ode deities that seem likelg
to form the last groups and tr9 to make them equally strong (so that ’cl'leg may deform each otl'xer) and/
or distant from each other (so that tl'leg never clash before the game ends). Note that it is necessary

that ’c]’leg are antiPoclc deities, since other groups are difficult to make cqua”g strong;

The example below shows a Fire group and an cquallg strong Water group. However, it is not Possiblc
to form an cqua”y strong Alr group. Air gcts suPPor’c from Water while Fire cannot gct suPPort from
Alr.

7 OPPonent Management: This is Pcrl’wa[:)s even more im[:)ortant for the SPirit cleity, since any clisru]:)tion

to the balance may lose the game.

9. CONCLUSIONS

A game of lconoclasm cannot be Plagecl bg a stratcgy determined at start. You must be cons’cantlg attentive
to tactical threats and opportunities on the board and be Prcpared to aclapt your strategy. In this guiclcl
you have learned the strength and weaknesses of the deities and the groups of Iconoclasm. Applging this
knowleclge, you will be able to build a strong Position on the board and a flexible mix of deities on the hand
while at the same time balancing your opponents against each other. Fina”y, taking advantage of your
undcrs’cancling of the tactics and strategy of lconoclasm, you will find the right time and Placc for the
decisive clash that wins you the game. Good luck!
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