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There is a story among lexicographers... 

Words are magic, it is said, and those who master words possess 
the deepest magic. Their written works retain this enchantment, 
but so too do the extraordinary objects held by a true Master of 
Words. Such objects are known simply as the Artefacts. 

Dante’s quill, Baudelaire’s bedpan, Byron’s duelling pistol; 
these priceless objects were long thought lost. But six wayward 
lexicographers knew otherwise and dedicated themselves to 
retrieving them.

These treasures cannot be bought. They must be earned through 
the power of words. 

In League of the Lexicon, a player must use their knowledge to 
win Artefacts and attain glory.

Are you worthy of the League?

MEET THE LEAGUE
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The question is read out by another player. The Turn Player may 
then read it themselves, unless it’s a spelling question.

If answered correctly, the Turn Player draws an Artefact 
Card. If the symbol on the Artefact matches one on their 
Character Card, it counts towards their target score. (NB: 
having multiples of any one symbol is fine.) If there’s  
no match, it doesn’t count, but hold on to it to use as so:

TWO Artefacts without a matching symbol can be traded at 
the beginning of a player’s next turn for ONE new Artefact. 
�(Discarded Artefacts go to the bottom of the Artefact Deck.)

THREE Artefacts without a matching symbol can be played 
as a single ‘matched’ Artefact. �(Such Artefacts can feature any 
symbol. You don’t need a ‘set’.)

With the question answered, and any Artefact drawn, the turn 
concludes and play continues clockwise. 

WINNING
The player who collects five matched Artefacts (or four 
matched and three unmatched) places them face up. They must 
now answer a Decider Question to win. However, the question 
category is chosen by rival players not the die (players cannot 
read the questions in advance). 

A correct answer earns victory and a smug glow, and the 
game concludes. But if incorrect, play continues until a player 
successfully answers their Decider Question.
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3. THE SOLO ONE

Draw a Character Card and play to win five matched Artefacts. 
Play concludes when you’ve won your fifth matched Artefact. 
Note: you’ll need to re-roll the die for spelling questions.

4. THE QUICK ONE

Reduce the target number of matched Artefacts needed from 
five to four, then play as normal. 

5. THE EXTENDED ONE

Increase the target number of matched Artefacts needed from 
five to six (or more) then play as normal.

6. THE DEVIOUS ONE

As with normal rules, except for two wrinkles:

Wrinkle one: instead of drawing from the Artefact deck, a player 
with two unmatched Artefacts can, at the beginning of their 
turn, ‘steal’ an Artefact, unseen, from any other player. (The two 
unmatched Artefacts go to the bottom of the Artefact deck.)

Wrinkle two: if a player with five matching Artefacts gets 
their Decider Question wrong, they must return a matched 
Artefact to the deck. This means they must earn another 
matched Artefact to be eligible for their Decider Question.


























