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game overview
Players  take turns playing loot  cards and using i tems to k i l l 
monsters  in  order to gain more loot ,  i tems,  and souls .  The f i rst 
p layer  to have 4 souls  is  the winner.  Cooperat ion,  barter ing,  and 
betrayal  are a l l  s trongly  encouraged.

11 Character  Cards
10 Start ing I tems
104 Loot  Cards
105 Treasure Cards
107 Monster  Cards
3 Bonus Souls
100 Pennies
1 D6 and 1 D8

components

4 Character  Cards
4 Start ing I tems
30 Loot  Cards
30 Treasure Cards
30 Monster  Cards

4 Character  Cards
4 Start ing I tems
20 Loot  Cards
20 Treasure Cards
20 Monster  Cards
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game setup
Shuff le  the treasure,  loot ,  and monster  decks.  Put  out  100¢.

Place 2 treasure cards face up next  to the treasure deck.  These 
are the current  shop i tems.

Place 2 monster  cards face up next  to the monster  deck.  Each 
occupies a  monster  s lot  and both are act ive monsters  ( the 
topmost  monster  card of  a  monster  s lot ) .  P lace any non-monster 
cards revealed during setup on the bottom of  the monster  deck.

I f  you are playing with the bonus souls ,  p lace them face up next 
to the play area (see Souls) .

Shuff le  the character  deck and deal  out  one character  card and 
their  start ing i tem to a l l  p layers.

Al l  p layers  start  with their  character  card deact ivated ( turned 
s ideways)  and their  start ing i tem recharged 
( turned upright) .

A l l  p layers  start  with 3 loot  cards and 3¢.

Cain plays f i rst .  I f  Cain is  not  in  play ,  then the 
saddest  person plays f i rst .

foreword
Hel lo ,  my name is  Jon (@jonzo11) .  My goal 
was to create a  comprehensive ruleset  for 
The Binding of  Isaac:  Four Souls .  I  researched 
quest ions that  people asked Ed about the game on Twitter .  Those 
quest ions often pointed to speci f ic  rules  that  were omitted from 
the rule  sheet  inc luded with the game.  I  bui l t  out  this  ruleset 
fo l lowing a logic  that  conformed to Ed ’s  answers.  I  hope that 
my research and logic  stay true.  As of  th is  vers ion,  Ed is  st i l l 
c lar i fy ing rules;  i f  you not ice something that  you don’ t  th ink is 
r ight  or  know of  something I ’ve  missed,  message me on Twitter 
and I ’ l l  look into i t  for  a  future vers ion.

I t ’s  c lear  that  Magic :  the Gather ing serves as  a  source of 
inspirat ion for  Four Souls .  Ed has stated that  certa in rules  work 
just  l ike they do in  Magic .  As such,  Magic ’s  comprehensive rules 
were used as a  guiding pr inc iple  for  part icular ly  murky areas of 
the rules.

Thanks for  looking!  I  hope this  document serves you wel l .

- Jon

exclusive


