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Introduction
In Ex Libris, you are a collector of rare and 
valuable books in a thriving fantasy town. The 
Mayor has just announced a new seat in the Village 
Council: that of Grand Librarian. The prestigious 
(and lucrative) position will be awarded to the 
citizen with the most extraordinary library! 

Unfortunately, several of your book collector colleagues 
(more like acquaintances, really) are also candidates.

To outshine your competition, you’ll need to expand your 
personal bookshelf by sending your trusty assistants 
out into the village to find the most impressive tomes. 
Sources for the finest books are scarce, so you’ll need 
to beat your opponents to them when they pop up — 
especially if they match your library’s secret focus!

You only have a few days before the Mayor’s Official 
Inspector comes to judge your bookshelf, so be sure 
your assistants have all your books shelved in time! She 
is a tough cookie, and will use her Official Inspection 
Form to grade your library on several criteria, including 
alphabetical order, shelf stability, prominent works, and 
variety. And don’t think she’ll turn a blind eye to books 
the Council has banned! You’ll need shrewd planning, 
cunning tactics, and perhaps a little magic to surpass 
your opponents and become Grand Librarian!
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Game Overview
Ex Libris is played over a series of rounds in which players 
will take turns sending Assistants to acquire books for 
their bookshelves. You will attempt to make sure that 
your books are in alphabetical order, on stable shelves, 
with more prominent works than your opponents, as 
few banned books as possible, a well-rounded variety 
of categories, and as many of your library’s focus as you 
can manage.

There are 2 ways to play Ex Libris:

1. Beginner Mode

2. Standard Mode

For your first game, we recommend trying Beginner Mode. 
Once you feel comfortable with Ex Libris, give Standard 
Mode a try for more options in your placements. You can 
find more information on Standard Mode on page 13.

www.renegadegames.com/learn-exlibris
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Components

1 First Player Token 12 Standard Assistants

1 Official Library Inspection Form

4 Special Assistants

152 Book Cards

1 Location Reference 1 Dry Erase Marker

18 Location Tiles 4 Library Tiles 4 Scoring Reference Tiles

6 Category Cards 4 Special Assistant Cards

At the end of the game,  each player loses 1 point for every book of this category in their library.

–11x

At the end of the game, any card 

in a player’s library that does  

not follow the card before it  

in alphabetical order is flipped 

to its reverse side. Books on 

flipped cards are not counted 

toward final scoring.

Each player earns 1 point 

per card in their library 

that is in their largest 

stable group of cards.
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The Gelatinous Cube
SPECIAL ASSISTANT

If an opposing Assistant visits the 

same location as the Gelatinous 

Cube, prior to activating any effects 

or abilities, it absorbs. The opponent 

must either:
A.  Give you a random card from 

their hand (you may shelve it) 

-or-

B.  Allow you to perform both 
home actions.

The Wizard

Levitate

The Mummy

Entomb

The Witch

Transmogrify

Name a category, then search the 

discard pile. Take any one book 

card containing a book of the 

named category.

If no book cards are present in the 

discard pile that contain a book of 

the named category, you receive 

nothing.

If you took a book card, you may 

shelve it.

Take a Book Card from the Discard Pile

11 4

3+

Name a category, then look at all the face-down cards on this 
location’s card area, without revealing them to your opponents.Reveal and take any/all book cards containing at least one book 

matching your named category.Return the remaining book cards 
face-down. You may shelve one of 
the book cards taken.

Gain Hidden Book Cards

13

FACE 
DOWN
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First, draw 1 book card from the deck for each 
of your placed Assistants.

Next, if activated by a Standard Assistant, take 
the first player token from the player who 
currently has it.

Discard 1 or more book cards, then shelve up to 
2 cards from your hand.

Starting with the active player and moving 
clockwise, each player with an Assistant here 
names a different category.

Reveal 4 book cards from the deck. The player 
whose named category has the most matching 
books amongst the revealed book cards wins 
and takes all the revealed book cards that 
match their category.

Discard all the remaining book cards. The winner 
may shelve one of the book cards they took for 
every player with Assistants at this location.

3

4

3

1

Discard 1 book card to this location’s card area.

Take 1 book card from this location’s card area.

You may shelve the newly-acquired book card.

First, take 1 book card from this location’s card 
area. You may shelve it.

Next, if any book cards remain in the card area, 
give 1 of them to any opponent. They may shelve it.

You may perform the following actions once 
each, in whatever order you choose:

A.  Move one of your other Assistants from a 
location’s Assistant space to one of your home 
library spaces and perform a home action.

B.  Swap 1 card from your bookshelf with 1 card in 
your hand -or- swap 1 card from your bookshelf 
with another card from your bookshelf -or- 
remove 1 card from your bookshelf, then shelve 
it again in any legal position.

Auction Location: 1 Bidding Assistant.

The winning bidder discards cards equal to 
their bid space, then takes all book cards from 
this location’s card area.

You may shelve any/all of the newly-acquired 
book cards.

Discard any number of book cards. Count the 
number of category icons on the discarded 
book cards that match a category icon on the 
book card in this location’s card area.

Draw book cards equal to half that number, 
rounded down. You may shelve up to two of the 
book cards drawn.

Discard X book cards, then draw X+1 book cards.

You may shelve one of the book cards drawn.
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Setup
1  �Place the scoring reference tiles in the center of 

the table in the following order from left to right: 
Alphabetical Order / Shelf Stability, Prominent Works, 
Banned Books, Categorical Variety / Library Focus. 
Set the Official Library Inspection Form and 
Location Reference nearby (not shown).

2  �Find the location tile labeled Diviner’s Hut and place 
it below the scoring reference tiles. Then shuffle 
the remaining 17 location tiles and place them in a 
face-down stack nearby.

3  �Give the first player token to the player who most 
recently acquired a book.

4  �Each player takes a library tile in the color of their 
choice, then a set of three Standard Assistants 
(shaped like gnomes) of the same color.

Note: If you are playing with the Standard Mode, each 
player is dealt one of the four Special Assistant cards. 
Each player then takes its matching Special Assistant 
and two Standard Assistants that match their library tile 
color. (There will be one Standard Assistant of each color 
left over - these are used in Beginner, and Solo games only.)

5  �Shuffle the six category cards and place one face up on 
the Prominent Works scoring reference tile, then one 
face up on the Banned Books scoring reference tile.

6  �Deal one of the remaining category cards face down 
to each player. This will be their library’s focus. 
Keep your own category card secret by sliding the 
card underneath the right hand side of your library 
tile. (You may check your category card at any time.) 
Return any remaining category cards to the box 
without revealing them.

7  �Shuffle the 152 book cards thoroughly and each 
player draws eight book cards to form their starting 
hand. Place the remaining book cards in two roughly 
equal stacks near the scoring reference tiles. These 
will be the deck.

The Basics
There’s a lot to juggle if you want to become Grand 
Librarian, but don’t worry, you can handle it! First, let’s 
talk about books.

The 510 unique books in the game are spread across 152 
book cards and divided into six categories.

The Six Categories

Corrupted Codices Fantastical Fictions Historic Volumes

Monster Manuals REFERENCE TEXTS Spells & Potions

Note: The six categories are equally represented in 
the deck of book cards, with each category appearing 
85 times.
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Each player earns 3 points for 
every book in their library of 
the category which they have 
the least of (not counting the  

banned category).

Each player earns 2 points 
for every book in their 
library of the category  

that matches their  
library’s focus.

At the end of the game,  
each player loses 1 point for 
every book of this category 

in their library.

–1

Corrupted

Codices

The player with the 1st, 2nd, 
and 3rd most books of this 

category in their library at the 
end of the game will earn:

1 2ⁿ 3

15 9 4

Fantastical

Fictions
1x

At the end of the game, any card 
in a player’s library that does  
not follow the card before it  

in alphabetical order is flipped 
to its reverse side. Books on 

flipped cards are not counted 
toward final scoring.

Each player earns 1 point 
per card in their library 
that is in their largest 
stable group of cards.

First, draw 1 book card from 
the deck for each of your placed 
Assistants.

Next, if activated by a Standard 
Assistant, take the first player 
token from the player who 
currently has it.

Draw Book Cards / Take First Player Token1

2 5

1

3

7

4

6

7

6

6

6

7

7 7

44

4 Example of a Four-Player Setup
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Book Card Anatomy

Escape from the 9th D
imension

Essential Essences
to Numb Your Senses

Equal Rights for Orcs

3 / 7
E

1

2

3

4

The top portion of each book card provides you with four 
bits of important information:

1  �Letter - This tells you the first letter of the titles of 
every book on the card.

2  �Numerical Order - This tells you the order the card 
falls in among all the cards that share the same letter.

3  �Letter Quantity - The second number in the info 
banner reminds you how many book cards in total 
share the same letter.

4  �Category Icons - Every card displays two to four 
category icons, which correspond to the book types.

Designer Note: All the vital info you’ll need to play the 
game resides in the top portion of the card so that you 
can easily organize your hand of cards. You COULD play 
the entire game completely ignoring the fancy book 
illustrations and titles, but you’ll be missing out on 
some pretty great wordplay. Alternatively, if you hate 
puns, spoofs, jokes, and humor in general, feel free to 
focus solely on the top portion.

Shelving Cards
In order to add books to your bookshelf, you will be shelving 
book cards, which can be achieved in various ways described 
later in this rulebook. Regardless of the source, you must 
always follow these two basic rules when shelving a book card:

1.	� A new book card MUST be shelved orthogonally 
adjacent, along an edge, to a previously shelved 
card. Diagonally is not allowed.

2.	�Your bookshelf may NEVER be more than 
THREE horizontal rows tall.

(During the course of the game, you may need to discard 
book cards from your bookshelf. When discarding book 
cards, you may not discard one that would result in two 
unconnected bookshelves.)
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Example: A new book card added to the bookshelf above 
may only be shelved in the spaces indicated in green. 
The spaces indicated in red are not allowed because:

1  �This space would extend the bookshelf to be four 
horizontal rows tall.

2  �This space is not orthogonally adjacent to a 
previously shelved card.

Note: At the end of the game, only book cards in your 
bookshelf will count toward your final score — cards 
left in your hand won’t gain you anything.

Note: You may never shelve a book card between two 
other already adjacent book cards.
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Alphabetical Order
Visitors to your library will need to be able to find the 
books they are looking for easily. With this in mind, the 
Mayor requires that all the books in your bookshelf are 
in order alphabetically, and has instructed the Official 
Inspector to remove any books that are out of order.

During the inspection at the end of the game, starting with 
the leftmost book card in the top row of your bookshelf 
and moving left to right, top to bottom, any book card 
whose letter does not follow the previous book card’s 
letter and numerical order will be flipped face down 
to show an empty shelf section. Therefore, the category 
icons will no longer count toward your final score.
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Example: At first glance, the three book cards above 
may look to be in order, but the numerical order of the 
M book cards (8 and 3) is incorrect. At the end of the 
game, the center book card would be flipped face down.

Note: At any point in the game, prior to inspection, you 
may choose to voluntarily flip any book card in your 
bookshelf in order to achieve a more favorable result.
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Example: Imagine you prefer not to lose the category 
icons on the center book card from the previous 
example (for reasons that will be explained shortly). You 
could instead voluntarily flip the book card on the left, 
leaving the remaining book cards in the correct order. 

Shelf Stability
The Mayor is, understandably, concerned with the safety 
of the town’s citizens when visiting your library, so the 
Official Inspector will also be surveying the stability of 
your bookshelf.

You will earn a bonus at the end of the game for the 
largest rectangular group of cards in your bookshelf that 
includes cards on your bottom row. Every card in that 
rectangular group will earn you 1 point. A rectangle must 
be at least two cards tall and two cards wide to qualify.

1 2

3 4

Example: The bookshelves shown above would score the 
following shelf stability bonuses at the end of the game:

1  9 points - not bad!

2  �8 points - halflings appreciate short shelves!

3  �0 points - no rectangle can be drawn that 
includes cards on the bottom row!

4  12 points!
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Note: Flipped book cards still count toward your shelf 
stability bonus, so shelving a book card out of order 
may occasionally be in your best interest.

Prominent Works
The town’s citizens enjoy a wide variety of books, but 
one category in each game is determined to be their 
overall favorite. The category card that was dealt to the 
Prominent Works space represents this popular category.

The players who have the most books that match the 
Prominent Works category at the end of the game will 
receive awards. First place earns 15 points, second place 
earns 9 points, and third place earns 4 points. In the 
case of a tie between two or more players, add the award 
for the tied place to the next lowest place (if any) and 
divide the total as evenly as possible, rounding up.

Example: At the end of a game where Reference Texts 
are the Prominent Works category, Jacob has 8, Jamie 
has 10, Reena has 9, and Alap has 7. Jamie has the most 
and will earn 15 points. Reena has the second most, 
earning 9 points. Jacob has the third most, earning 4 
points. Alap has the least and receives no reward.

Note: 15 points is a lot, but be careful not to ignore other 
scoring areas in the pursuit of the most Prominent Works.

Banned Books
The Mayor and Village Council have, for whatever 
reason, identified one category of books that they find 
particularly dangerous. The card that was dealt to the 
Banned Books space represents this forbidden category.

The Official Inspector will penalize you at the end of the 
game for having Banned Books in your bookshelf. Every 
book of this category will cause you to LOSE 1 point.

Example: At the end of a game where Monster Manuals 
are the Banned Books, Alex realizes he didn’t pay 
enough attention and has an unlucky total of 13 Monster 
Manuals in his bookshelf. He loses 13 points and vows to 
pay more attention next time.

Note: Losing points is nothing to be happy about, but 
there will likely be times when taking a book card with a 
Banned Book will earn you more points than you will lose.

Categorical Variety
The Mayor wants to cater to the town’s diverse population, 
and will require the Grand Librarian to have collected a broad 
spectrum of books. It’s in your best interest to make sure your 
bookshelf isn’t lacking in the five non-banned categories.

When the game ends, you earn 3 points for every book in 
your bookshelf of the category which you have the least 
of. Banned Books are not considered when assessing 
Categorical Variety.
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Example: At the end of a game, Ruth has 5 Fantastical 
Fictions books, 9 Historic Volumes books, 7 Monster 
Manuals books, 6 Reference Texts books, and 6 Spells 
& Potions books. She earns 3 points for each of her 
Fantastical Fictions books (15 points total), since it is the 
category she has the least of. Corrupted Codices were 
the Banned Books category and weren’t considered.

Note: Ignoring a category is the easiest way to lose a 
game of Ex Libris. So if you want to lose, we recommend 
doing so!
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Library Focus
The Mayor and Village Council have outlined pretty 
clearly what they do and don’t want in the bookshelf of 
the potential Grand Librarian, so how are you to stand 
out from the crowd?

The answer is your library’s focus — your collection’s wow 
factor that you’ll keep hidden from your opponents the 
entire game. By shelving books that match your library’s 
focus, you may be able to display a specialization no one 
else has!

At the end of the game, you will reveal your category card 
and earn 2 points for every book in your bookshelf that 
matches that category, which is your library’s focus.

Example: At the end of a game, Chris reveals his library’s 
focus to be Monster Manuals. He had been taking and 
shelving them at every opportunity and has 14 Monster 
Manuals books total in his bookshelf. He earns 2 points 
for each, which adds up to a sizable 28 points.

Note: Be careful not to be too obvious about which 
category is your library’s focus, or your opponents may 
figure it out and attempt to keep you from collecting 
those books.

Round Overview
Each round of Ex Libris consists of four phases, which are 
always carried out in the following order:

I: The Preparation Phase

II: The Placement Phase

III: The Resolution Phase

IV: The Cleanup Phase

I: The Preparation Phase
At the beginning of each round, the first player reveals 
location tiles from the stack and places them face up in the 
area directly below the Scoring Reference Tiles until there 
is one tile per player. There will be two rows of location 
tiles here eventually – the topmost will be the permanent 
locations area, with the temporary locations area below. 
For the first round of the game, there will only be one row.

Note: During the first round of the game, the Diviner’s 
Hut location will already be present, so you will deal 
one less location tile than usual.

Next, check to see if any of the face-up locations 
(permanent or temporary) have preparation 
instructions in their upper right corner — these 
will tell you a specific number of book cards to 
deal onto the card area on the right side of the tile. Follow 
these instructions, and if more than one book card is 
dealt onto the tile, splay them vertically so that the vital 
information of each book card can be seen.

II: The Placement Phase
Starting with the first player and going clockwise, players 
take turns placing one Assistant at a time. On your turn, place 
one of your available Assistants on an unoccupied space:

A) On a location tile (permanent or temporary) -or-

B) On your library tile

Note: You may place either a Standard Assistant or a 
Special Assistant, if playing the Standard Mode. For 
the most part, they function identically, and any game 
text that refers to an “Assistant” applies to both types, 
unless otherwise stated. 

First, take 1 book card from this 
location's card area. You may 
shelve it.

Next, if any book cards remain in 
the card area, give 1 of them to any 
opponent. They may shelve it.

Take Book Card & Give Book Card5 4
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A) Placing on a Location Tile
If the location your Assistant visits has an  Instant 
Effect, you will activate it immediately, following the effect 
description on the tile. If the location has a  Delayed 
Effect, you will activate it in the second half of the round, 
during the Resolution Phase. The effects of all locations are 
explained fully on their tiles and in the Location Reference.

Note: If a location’s effect requires book cards in its 
card area, and there are no book cards remaining in its 
card area, the location’s effect cannot be performed.

Location Tile Anatomy

Discard 1 book card to this 
location’s card area.

Take 1 book card from this 
location’s card area.

You may shelve the newly-acquired 
book card.

Trade Book Cards2 3

1 2 3 4

5

8

7

6

The following information can be found on location 
tiles (Preparation Instructions, Card Area, and Solo 
Compatibility sections are not present on all location tiles):

1  �Number - This is used in the second half of the round.

2  �Name & Effect Type - Either an  Instant Effect 
(green banner) or a  Delayed Effect (red banner).

3  �Summary of Action - A summary of the action for 
this location.

4  �Preparation Instructions - This tells you how to 
prepare the tile at the beginning of a round. The 
number in the icon tells you how many book cards to 
deal to this location. Unless otherwise stated, these 
cards are placed face-up. Many locations do not 
have any Preparation Instructions, since nothing 
needs to be done at the beginning of a round.

5  �Card Area - Deal cards here during Preparation Phase.

6  �Assistant Spaces - One or more spaces Assistants 
can visit.

7  Effect Description - What the effect does.

8  �Solo Compatibility - If this  icon is present, the 
location may be used in a solo game (see page 14).

Note: Some location tiles have Assistant spaces that are 
unavailable when playing with lower player counts. You 
may not place an Assistant on a space marked with a 
number that is higher than the number of players.

Auction Location
Some locations are identified as Auction Locations, such 
as the Auction House in this core box. Placing Assistants 
works differently at these locations. Auction Locations have 
restrictions on how many Bidding Assistants can be placed 
there, but that doesn’t necessarily block a player from that 
location. This restriction is listed after “Auction Location:” 
on the tile. When placing an Assistant at an Auction Location, 
if this placement would exceed the restriction quantity, 
return the lowest Bidding Assistant to their player - it may 
be placed again on a subsequent turn this round. A bid on 
the highest available space cannot be outbid.

Auction Location: 1 Bidding 
Assistant.

The winning bidder discards 
cards equal to their bid space, 
then takes all book cards from 
this location's card area.

You may shelve any/all of the 
newly-acquired book cards.

Bid to Gain Book Cards3 3

Example: The Auction House can only have 1 Assistant 
placed at a time to place a bid.



10

B) Placing on Your Library Tile
Your library tile has three home action spaces with  Instant 
Effects, which may only be visited by your own Assistants. When 
you place an Assistant on a home action space, you may either: 

1. Draw 1 book card from the deck -or-

2. Shelve 1 card from your hand

Library Tile Anatomy

Draw 1 card
-or-

Shelve 1 card

1 2

3

4

The following information can be found on library tiles:

1  �Reference Bookmark - This tells you the quantity 
of each letter across the entire book card deck.

2  �Library Focus - Your category card is tucked under 
this reminder image. 

3  �Home Action Summary - The home action options.

4  Assistant Spaces - 3 spaces your Assistants can visit.

III: The Resolution Phase
When players have no more Assistants to place, the 
Resolution Phase begins. During this phase you will 
resolve all locations in numerical order, beginning with 
the Diviner’s Hut. To resolve a location, follow these steps:

1. �If the location has a  Delayed Effect, activate it 
now by following the effect description on the tile.

2. Discard any book cards that remain on the location.

3. Return all Assistants on the location to their players.

IV: The Cleanup Phase
After returning all Assistants, check to see which of the 
location tiles in the temporary locations area is first 
in numerical order, then move it into the permanent 
locations area, which is the top row of locations below 
the Scoring Reference tiles. It will be available each 
subsequent round until the end of the game. (At the end 
of the first round, the Diviner’s Hut will be the first in 
numerical order and thus will always be available.)

Note: Permanent locations do not count toward the number 
of location tiles dealt to the temporary locations area at the 
start of each Preparation Phase. In this way, every round will 
have one more available location tile than the previous round.

Next, place the remaining location tiles from this round 
aside, face up in a discard pile. If the location stack is 
ever depleted, shuffle all discarded locations to create a 
new face-down stack.

Lastly, remove any remaining Assistants from their home 
spaces, then check to see if one or more players have the 
required number of shelved cards in their bookshelf to trigger 
the Final Round. This number varies based on player count:

2 Players 3 Players 4 Players

18 cards 16 cards 14 cards
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Final Round & Scoring
If the Final Round has been triggered, begin a new round 
as normal, but this will be the last round of the game. 
After the Resolution Phase, the player with the best 
handwriting is appointed the Mayor’s Official Inspector, 
taking Official Library Inspection Form B-7c and following 
each step on the form to calculate scores:

Note: Remember that, prior to inspection, you may choose 
to voluntarily flip any number of book cards in your 
bookshelf in order to achieve a more favorable result.

A1  ALPHABETICAL ORDER CHECK
Each player checks the bookshelf of the opponent to 
their right. Starting with the leftmost card in their top 
row and moving right across each row, flip any book card 
that does not alphabetically and numerically follow the 
book card before it.

A2  CATEGORICAL TALLY
Next, the Official Inspector will call out each of the 
six categories, one at a time. After a category is called 
out, each player counts the number of books in their 
bookshelf that match the category and announces their 
total. The Official Inspector records these totals.

B1  SURVEY SHELF STABILITY BONUSES
Each player counts the largest rectangular group of cards 
in their bookshelf that includes cards on their bottom 
row. Every card in that rectangular group earns them 1 
point. A rectangle must be at least two cards tall and two 
cards wide to qualify.

B2  BESTOW PROMINENT WORKS AWARDS
The Official Inspector circles the row in the categorical 
tally section that matches the category card dealt to the 
Prominent Works reference tile. The player with first 
place in this row is awarded 15 points, second place is 
awarded 9 points, and third place is awarded 4 points.

In the case of a tie between two or more players, add the 
award for the tied place to the next lowest place (if any) 
and divide the total as evenly as possible, rounding up.

B3  ASSIGN BANNED BOOKS PENALTIES
The Official Inspector draws a zig-zag line around the row in 
the categorical tally section that matches the category card 
dealt to the Banned Books reference tile. Assign each player 
a -1 point penalty for every banned book in their bookshelf.

B4  ASSESS CATEGORICAL VARIETY BONUSES
The Official Inspector finds the category each player 
has the fewest books of (ignoring Banned Books) and 
multiplies that number by 3 points to determine their 
variety bonus.

B5  REVEAL & SCORE LIBRARY FOCUSES 
Each player now reveals their category card, scoring 2 
points for every book in their bookshelf matching their 
library’s focus.

=  TOTAL INDIVIDUAL “SECTION B” SCORES
Finally, one player at a time, the Official Inspector adds 
up all the figures in section B. The player with the highest 
score wins!

Tiebreakers
In the case of a tie, the tied player with the most books in 
their bookshelf wins. If still tied, the tied player with the 
fewest cards in their hand wins. If the tie persists, the tied 
player with the fewest Banned Books in their bookshelf 
wins. If the tie still persists, the first tied player to finish 
reading a book is the winner.



12

Xy
lo

ph
on

ic
In

ca
nt

at
ion

s
XY

LO
G

R
AP

H
Y

FO
R

 Y
O

U
 &

 M
E

XXX &
 O

THER

NAUGHTY N
UM

ERALS

2 / 2X

Va
cc

in
es

 fo
r 

Cr
an

ky
 T

ee
ns

Ve
ry V

ile 
Villa

iny
Va

mp
iric

al E
vid

enc
e

Va
gue

 Re
col

lec
tio

ns:

a c
oll

ect
ion

1 / 3V

Ye
s 

W
e 

Ca
nt

ri
p

Yesterday

Never
Came

Yeti
s &

 Their
Lov

e o
f S

paghett
i

th
e Y

est
ery

ear
 of

 Yo
re

1 / 2Y

Zo
nk

y B
onn

ers
 & 

Ot
he

r

For
got

ten
 Ph

ra
ses

Zombies:

Undead & Overdone

ZZ
ZZ

Z: 
Sl

ee
p S

pe
ll

s 

& N
ap

pin
g D

ra
ft

s

2 / 2Z

Tr
olls

 IR
L

TR
O

LL
-P

R
O

O
F 

B
R

ID
G

ES

&
 H

O
W

 T
O

 B
U

IL
D

 T
H

EM

Trances
 & F

un
ny D

ances

9 / 10T Sil
ly B

illy
’s B

ogu
s B

irth
day

Sil
ly B

illy
’s D

um
py 

Day
Sh

ort
est

 My
ste

rie
s

in 
His

tor
y

a S
ho

rt 
His

tor
y o

f 

Bar
ely

 An
yt

hin
g

3 / 10S Of M
ice

 &
 M

ino
tau

rs

TH
E 

O
FF

IC
IA

L

EX
 L

IB
R

IS
ST

R
AT

EG
Y 

G
U

ID
E

The O
ff-K

ilter
 Kilt

ed K
iller

 

Retur
ns

2 / 4O
th

e T
we

lve
 B

est
 D

ays
 No

 On
e N

oti
ced

TW
O

 H
U

N
D

R
ED

 

PA
G

ES
 T

O
 S

TA
R

T 

FI
R

ES
 W

IT
H

Turp
itud

e fo
r R

ude 
Dudes

10 / 10T

Un
com

mo
n 

Co
mm

one
rs

Unbe
liev

abl
y

Belab
ore

d Fa
bles

1 / 4U

The

Bold
Kobold’s

Boulder

B
O

O
K

 S
AF

ES
 &

 W
H

ER
E

TO
 H

ID
E 

TH
EM

B
O

O
KS

H
EL

VE
S 

O
F 

TH
E  W

O
O

D
 E

LV
ES

Bob H
oblin

’s G
uide

to  Hobgoblin
s

7 / 10B

Etti
n In

to
 Tr

ou
ble

Ev
ent

s
tha

t O
ccu

red
Pr

ior
 to

 No
w

Etern
al D

arkn
ess 

of t
he 

Thou
ghtl

ess M
ind

4 / 7E

Les
son

s L
ea

rn
ed 

fro
m

    
Ce

ntu
rie

s o
f S

mil
ing

Less-Than

Leviathans

Le
t’

s M
ak

e
an

 A
mu

le
t

3 / 6L

IN
TE

R
PR

ET
IN

G 

IM
PO

R
TA

N
T 

PO
R

TE
N

TS
In

te
rm

ed
ia

te
 A

ug
ur

y

Ins
idio

us 
Ins

tru
men

ts

Ins
ign

ific
ant

Inc
ide

nts

6 / 8I

COM
M

ON M
ISPELLINGS 

& GRAM
M

ATIC ERRERS

The Complete Guide to Being a Creep

Conjuring Conniving Consorts

Colossal Fossils

6 / 9
C

Rotten Things to Say

Rotten Things to Think
Rotten Things to Do The Roustabout’s

Well-Thought-Out Walkabout

4 / 6
R

The Penultimate Ultimatum

Pets You 

M
ight Regret

Pentagrams & Pickled Hams

2 / 6
POutrageous Mages

Other People’s

Children

Owlbears &

Other Fowl Pairs

4 / 4
0

Totally True Tales

The Tourist’s Guide 

to the Underworld

Torturous Tasks

to Take Up Your Time

8 / 10
T

PLEASE DON’T STEAL 

THIS BOOK

Poets Who 
Didn’t Know It

Positive
Politicians that 

Didn’t Ruin 
Anything

Poorly Translated Tales

4 / 6
P

DORK SOULS

STRATEGY 
GUIDE

DORBY’S M
OST

DANGEROUS DUNGEONS

Doon

6 / 7
D

Stonewalled by Stone Walls

Stories So Short They’re 

Practically a Paragraph

STICKYPEDIA

8 / 10
S

KN
O

W
LED

GE YO
U

’LL 

N
EVER

 N
EED

, VO
L. III

KNOW
LEDGE YOU’LL 

NEVER NEED, VOL. II

KNOW
LEDGE YOU’LL 

NEVER NEED, VOL. I Kobolds That 

Broke the M
old

3 / 3
K

Tonics for

Better Phonics

THE TOM
E OF VAGARIES

Timeless Tales of Timid Snails

6 / 10
T

Reanimated Animals

The Reaper’s Keeper

The Really Bad Curse Words

1 / 6
R

Fabulously False Fables

Fairly Hairy
Fairies

the Fall of the Orange Menace

Family Trees 
of Infamy

1 / 6
F

Harpies, Hags,

 & Bog Witches

the Hassles
of Famous
Castles

2 / 10
H

Aar
dv

ar
ks

 &

Odd
 Sh

ar
ks

Abo
m

in
ab

le 

Sn
ow

he
ns

A
B

N
O

R
M

A
L 

A
B

D
O

M
IN

A
L

EX
ER

CI
SE

S

A
B

B
R

EV
S,

 F
YI

1 / 7 A

Sc
en

te
d 

Ca
nd

le
 S

éa
nc

es

The

Secret

of the

Lotus
Garden

Th
e S

hie
ldm

aid
en’

s S
ecr

et

Se
m

ig
or

go
ns

2 / 10 S

Ja
ck

al
op

es
& 

Ot
he

r J
um

py
 

Do
pe

s

Th
e J

est
er 

Inv
est

or

Jin
xe

s

of 
An

cie
nt 

Sp
hin

xe
s

1 / 3 J

Th
e W

ord
 of

 th
e W

ing
s

W
O

O
D

W
O

R
K

IN
G

:

FO
R

G
O

T
T

E
N

 E
LM

S

6 / 8 W

Go
os

eb
ur

ps

Go
od 

Book
, B

ad 
Tit

le

Go
rgo

n w
ith 

the
 W

ind

The
 G

ood
 Ol

d D
ays

 W
ere

 

Alw
ays

 B
ad

 fo
r S

om
eon

e

3 / 5 G

Ea
t, P

rey
, Lo

vec
raf

t
TH

E 
EL

D
ER

 G
O

D

D
EL

U
SI

O
N

Ea
sy

 P
ot

io
ns

 f
or

Di
ff

ic
ul

t 
Pe

op
le

1 / 7 E

Ho
w t

o T
ake

 H
ost

age
s Hor

se
s or

Half
-C

en
ta

ur
s?

Ho
w T

hin
gs

    
 We

re 
Be

for
e

How
 to

 Be E
fre

et 
Fr

ee

9 / 10 H

As
 I D

ie T
ryi

ng
As

sis
ti

ng
 

As
tr

ol
og

y w
it

h 

Te
ch

no
lo

gy

TH
E 

A
R

T 
O

F 
TH

E 
S

TE
A

L

7 / 7 A

A 
Ta

le o
f T

wo
 D

ung
eon

s
Ta

lis
ma

n 
Re

pa
ir

Tab
oo 

Vo
odo

o f
or Y

ou,
 To

o

1 / 10 T

TH
E 

W
IT

CH
EL

IN

* 
* G

U
ID

E
 *

 *

W
IN

TE
R

: T
H

E 
CO

LD
 

TI
M

E 
O

F 
YE

A
R

th
e W

iza
rd

s F
air

 of
 89

3
Wi

za
rd

s T
ha

t 

We
nt

 W
ron

g

5 / 8 W

Ch
ir

om
an

cy
 fo

r 

Ch
ar

is
ma

ti
c 

Ch
em

is
ts

Children’s

Fables

Unsafe

for 

Children

Ch
ic

ke
n 

So
up

 &
 O

th
er

 

Po
pu

la
r 

Po
ti

on
s

Ch
oos

e Y
our

 O
wn

 M
isa

dve
ntu

re

4 / 9 C

JUDGING BOOKS

BY THEIR COVERS
Juices with Various Uses

Juggling Struggles 

Solved by Sorcery
Jumping Jellyfish

3 / 3
J

Clownf ish & 

M
imefrogs

Clearing

the Air of

Aericos

Close Talkers &

Slow W
alkers

Civilization Still Exists,

Despite it All

5 / 9
C

A Celebration of Levitation

Centaurs Are 

People,  Too
Centipedia Bugtannica

Centuries

of Hazy 

Memories

2 / 9
C

Exorcism the Easy Way

Expedient

Ingredients

Exercise Those Demons

An Exhaustive Lineage of

Every Person Ever

7 / 7
E

Behem
oths

at Your Behest

the Benefits of

Benevolence

5 / 10
B

The Lonely Bones
Lost Languages 

of the

Pointless Past

LO
CH

S, LO
CK

S, &
 LO

X

5 / 6
L

Memory Charms for 

Forgetful Folk

Melt Any Object
Merman Overboard

Methodology 

in Mythology

4 / 8
M

The Most Effective Places 

to Spill Spoiled Milk

THE M
OST BORING 

DREAM
S, SHARED

M
O

R
E LIK

E D
R

O
O

LB
O

O
K

S

6 / 8
M

I’mma Let

You Amulet

Images You Can’t Unsee, Vol. VI

Images You Can’t Unsee, 

Vol. VI

2 / 8
I

Kitty
Caterpil lars

Knaves with Knives
A Knight Fights for

His Squire’s Rights

2 / 3
K

M
urder M

ice

Mumbo Jumbo for Better Gumbo

M
ove Along,

Nothing to Read Here

7 / 8
M

Monster

Manuals

Histo
ric

Volu
mes

Spells &

Potions

Fantastical

Fictions

Example: At the end of a four-player game, Eric 
emerges victorious with a whopping score of 55 
points! His keys to success were an extremely 
stable shelf, getting second place in Prominent 
Works, an even variety of categories, and an 
impressive library focus.

Rita’s Bookshelf

Eric’s Bookshelf

Ahmed’s BookshelfDaria’s Bookshelf



13

Standard Mode
Once comfortable with the Beginner Mode, players may 
instead choose to use the Standard Mode. This mode gives 
each player their own Special Assistant and a unique power 
that only their Special Assistant can activate. Standard Mode 
will increase player interaction, strategy, and difficulty 
while giving players a new experience with Ex Libris.

Changes to Setup
During setup, after each player takes a library tile and 
two matching Standard Assistants, they then draw a 
Special Assistant card at random and retrieve the Special 
Assistant that matches the card, so that they have three 
total Assistants - two Standard and one Special.

Note: Alternatively, you may choose to draft the Special 
Assistant cards in reverse turn order, with the first 
player choosing last.

Changes to the Placement Phase
For the most part, Special Assistants function the same 
way as Standard Assistants, and any game text that refers 
to an “Assistant” applies to both types, unless otherwise 
stated. Special Assistants have an ability that is associated 
with their token. Typically, the ability is activated while 
that token is performing an action, though not always (the 
ability text on the Special Assistant card will specify).

TIMING ICONS
 Ongoing - These effects are continually active, allowing 

players to use them during specific actions in the game.

 Reaction - These effects are triggered/activated when 
their ability condition is met. This could be when an 
opponent player visits a location with an Assistant, or 
when a book is shelved.

Special Assistants
THE GELATINOUS CUBE

Absorb  Reaction - If an 
opponent’s Assistant visits the 
same location as the Gelatinous 
Cube, prior to activating any 
effects or abilities, it absorbs. 
The opponent must either:

A. �Give you 1 random book card 
from their hand (you may 
shelve it) -or-

B. �Allow you to perform both 
home actions.

THE MUMMY
Entomb  Ongoing - When the 
Mummy shelves a card, you may 
entomb it: place it either directly 
on top of, or directly underneath, 
a previously-shelved card in your 
bookshelf. The bottom card of the 
stack is flipped face down and any 
icons on it no longer count during 
scoring. You may never have more 
than 1 card entombed under each 
card in your bookshelf.

End of Game: Entombed cards in 
your bookshelf are worth 2 points each. Add the total to 
your Shelf Stability Bonuses (B2). Entombed cards do not 
contribute to the end game card count trigger.

Note: If the top card of an entombed stack is discarded for 
any reason, the card remaining underneath is no longer 
considered entombed, but stays flipped face down.

The Gelatinous Cube

Absorb

The Mummy

Entomb
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THE WITCH
Transmogrify  Ongoing - Any 
time the Witch acquires a book 
card containing at least 1 Banned 
Book, you may transmogrify. 
Reveal 1 book card from the deck. 
You may take either the original 
book card or the revealed book 
card, then shelve the other face 
down. If multiple book cards 
containing a Banned Book are 
acquired at the same time, 
perform this ability one book 
card at a time.

THE WIZARD
Levitate  Ongoing - When the 
Wizard shelves a card, you may 
levitate. Choose a direction (up, 
down, left, or right) then shift any 
number of cards in your bookshelf 
that direction by one space. You 
must shelve the new card directly 
adjacent to a shifted card, in 
the newly created empty space. 
Your bookshelf may disconnect 
temporarily, so long as it follows 
all shelving rules after the new 
card is added.

Variants
Below are a couple ways to vary the gameplay of Ex Libris 
to suit your play styles and preferences:

Friendlier Game
If you’d like to play a nicer game with less direct conflict, 
prior to setup, remove the following location tiles: the 
Auction House, the Gambling Den, the Assistant’s Guild, 
and the Tax Collector. 

Longer Game
If you’d like a longer game, simply increase the required 
shelved cards a player must have in their bookshelf to 
trigger the Final Round:

2 Players 3 Players 4 Players

21 cards 19 cards 17 cards

Solo Mode
The solo mode is played over a series of five rounds 
played similarly to the multiplayer game, with a few key 
differences.

Rather than competing against rival book collectors, you’ll 
be attempting to have your librarian license approved. 
To do so, you’ll need to exceed the score of the Public 
Library, which is represented by the entire discard pile.

The Witch

Transmogrify

The Wizard

Levitate
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Solo Setup
1  �Place the scoring reference tiles in the center of 

the table in the following order from left to right: 
Alphabetical Order / Shelf Stability, Prominent Works, 
Banned Books, Categorical Variety / Library Focus.  
Set the Official Librarian License Application S-42a 
and the Location Reference (not pictured) nearby.

2  �Gather the 10 location tiles with the  solo compatible 
icon in the bottom right corner of the tile. Leave the 
8 incompatible location tiles in the box: they are not 
used in the solo game. Shuffle the solo compatible tiles, 
then deal 6 underneath the scoring reference tiles. 
Place the remaining 4 tiles in a face-down stack nearby.

3  �Take a library tile in the color of your choice and 3 
matching Standard Assistants.

4  �Choose one of the 3 Special Assistant cards that is 
solo compatible (not the Gelatinous Cube). Return 
the other Special Assistant cards to the box. Take the 
Special Assistant that matches your card.

5  �Shuffle the 6 category cards and place 1 face up on 
the Prominent Works scoring reference tile, then 1 
face up on the Banned Books scoring reference tile.

6  �Deal 1 category card face up to your Library Focus area.

7  �Deal 1 category card face down to the Public Library’s 
Focus area and another to the clue space above it on 
the Official Librarian License Application S-42a. 
Leave these cards face down for now. (Note: There 
will be 1 undealt category card left over. Return it to 
the box without revealing it.)

8  �Shuffle the 152 book cards thoroughly, then draw 8 
to form your starting hand. Place the remaining book 
cards in two roughly equal stacks to form the book 
card deck.

9  �Select a Difficulty Level from Beginner to Impossible 
(shown on the right, each corresponding to a specific 
number of book cards discarded each round). 
We recommend starting with the Beginner level until 
you are familiar with the differences in gameplay.

2x3x

Each player earns 3 points for 
every book in their library of 
the category which they have 
the least of (not counting the  

banned category).

Each player earns 2 points 
for every book in their 
library of the category  

that matches their  
library’s focus.

At the end of the game,  
each player loses 1 point for 
every book of this category 

in their library.

–1

Corrupted

Codices

The player with the 1st, 2nd, 
and 3rd most books of this 

category in their library at the 
end of the game will earn:

1 2ⁿ 3

15 9 4

Fantastical

Fictions
1x

At the end of the game, any card 
in a player’s library that does  
not follow the card before it  

in alphabetical order is flipped 
to its reverse side. Books on 

flipped cards are not counted 
toward final scoring.

Each player earns 1 point 
per card in their library 
that is in their largest 
stable group of cards.

Discard 1 book card to this 
location’s card area.

Take 1 book card from this 
location’s card area.

You may shelve the newly-acquired 
book card.

Trade Book Cards2 3
Starting with the active player  
and moving clockwise, each player 
with an Assistant here names a 
different category.

Reveal 4 book cards from the 
deck. The player whose named 
category has the most matching 
books amongst the revealed book 
cards wins and takes all the 
revealed book cards that match 
their category.

Discard all the remaining book 
cards. The winner may shelve one 
of the book cards they took for 
every player with Assistants 
at this location.

3+ 4+

Gamble to Win Book Cards7
You may perform the following 
actions once each, in whatever 
order you choose:

A.  Move one of your other 
Assistants from a location’s 
Assistant space to one of 
your home library spaces and 
perform a home action.

B.  Swap 1 card from your 
bookshelf with 1 card in your 
hand -or- swap 1 card from 
your bookshelf with another 
card from your bookshelf 
-or- remove 1 card from your 
bookshelf, then shelve it 
again in any legal position.

Move Assistant Home / Reposition Cards8
Name a category, then search the 
discard pile. Take any one book 
card containing a book of the 
named category.

If no book cards are present in the 
discard pile that contain a book of 
the named category, you receive 
nothing.

If you took a book card, you may 
shelve it.

Take a Book Card from the Discard Pile11 4

3+

Name a category, then look at 
all the face-down cards on this 
location’s card area, without 
revealing them to your opponents.

Reveal and take any/all book 
cards containing at least one book 
matching your named category.

Return the remaining book cards 
face-down. You may shelve one of 
the book cards taken.

Gain Hidden Book Cards13
FACE 

DOWN Shift a group of any number of 
adjacent cards in your bookshelf 
any number of spaces in one 
direction, ensuring that your 
bookshelf is not split into two 
separate groups afterward.

Move Cards in your Bookshelf18

3+

The Witch

Transmogrify
Draw 1 card

-or-
Shelve 1 card

Historic

Volumes

2 3

4

8
8

5

7
1

6

Example of Solo Mode Setup

Solo Round Overview
The solo mode consists of the same four phases as the 
multiplayer game, but with slight adjustments to each:

I: The Preparation Phase

II: The Placement Phase

III: The Resolution Phase

IV: The Cleanup Phase
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I: The Preparation Phase
Unlike the multiplayer game, new location tiles are not 
revealed during the Preparation Phase. Instead you will 
discard a number of book cards from the deck each round, 
which become part of the Public Library’s collection.

The number you must discard is determined by the 
difficulty level you chose to play. 

Difficulty Level Number of Cards 
Discarded Each Round

Beginner 1

Easy 2

Challenging 3

Difficult 4

Very Difficult 5

Nigh Impossible 6

Impossible 7

You may examine book cards as they are discarded, but 
you may not look through the discard pile otherwise. 
Only the top card of the discard pile should be visible.

Next, follow the preparation instructions on each of the 
faceup location tiles in the same way as the multiplayer game.

Note: At the beginning of the 2nd round, prior to 
discarding book cards, reveal the category card in the 
clue card space of the Public Library’s area. This will 
help you narrow down what the Public Library’s focus 
might be. At the beginning of the 4th round, reveal the 
Public Library’s focus category in the same way.

II: The Placement Phase
The Placement Phase works in the same way as the 
multiplayer game. More than one of your Assistants 
may visit the same location tile at any given time.

Note: Some location tiles have Assistant spaces that are 
unavailable when playing solo. You may not place an 
Assistant on a space marked with 3+, 4+, or 5+.

III: The Resolution Phase
When you have placed all four of your Assistants, 
carry out the steps of the Resolution Phase in the same 
way as the multiplayer game. All cards discarded go 
to the discard pile and become part of the Public 
Library’s collection.

IV: The Cleanup Phase
After all locations have been resolved, you must now 
choose two location tiles to eliminate from the game. 
Return the eliminated tiles to the box, then draw a 
new location tile from the face-down stack to add 
to the row. Thus each round will be played with one 
less location:

1st 
Round

2nd 
Round

3rd 
Round

4th 
Round

5th 
Round

6
locations

5
locations

4
locations

3
locations

2
locations

At the end of the fifth round, when all the location tiles 
have been eliminated, the solo game ends. Cross your 
fingers and continue to Game End & Scoring.

Game End & Scoring
First, you must discard all cards remaining in your 
hand. Next, drag the entire discard pile into the 
Public Library area to the left of the main play area, 
and spread out the cards so you can see and easily count 
all of the Public Library’s category icons. You will now 
use the Official Librarian License Application S-42a to 
calculate your score.

Note: Remember that, prior to inspection, you may choose 
to voluntarily flip any number of book cards in your 
bookshelf in order to achieve a more favorable result.
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A1  ALPHABETICAL ORDER CHECK
Check your bookshelf for alphabetical order as normal. 
The Public Library does not check for alphabetical order. 
(The public expects it to be a mess.)

A2  CATEGORICAL TALLY
Next, for each category, record the total number of 
matching individual books in both your bookshelf and 
the Public Library.

B1  SURVEY SHELF STABILITY BONUS
Survey your shelf stability as normal. The Public Library 
does not survey shelf stability. (Years of neglect have 
resulted in piles of books everywhere in lieu of shelves.)

B2  BESTOW PROMINENT WORKS AWARD
Circle the row in the categorical tally section that matches 
the category card dealt to the Prominent Works tile. 
If you have the higher number in this row, you are awarded 
15 points. If the Public Library has the higher number in 
this row, they are awarded the 15 points instead. There 
is no second place award in the solo game. The Public 
Library wins all ties.

B3  ASSIGN BANNED BOOKS PENALTIES
Draw a zig-zag line around the row in the categorical 
tally section that matches the category card dealt to the 
Banned Books tile. Assign yourself a -1 point penalty for 
every banned book in your bookshelf, then do the same 
for the Public Library.

B4  ASSESS CATEGORICAL VARIETY BONUSES
Find the category you have the fewest books of, ignoring 
Banned Books, and multiply that number of books by 3 
points to determine your variety bonus. Do the same for 
the Public Library.

B5  SCORE LIBRARY FOCUSES 
Score 2 points for every book in your bookshelf 
matching your library’s focus, then do the same for the 
Public Library based on their focus card.

=  TOTAL INDIVIDUAL “SECTION B” SCORES
Finally, add up all the figures in section B. If your score 
exceeds the Public Library’s score, you win! If there is a 
tie, or if your score does not exceed the Public Library’s 
score, you lose.
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Usable in Solo Play

Location Preparation Instructions

CATEGORIES

Corrupted Codices

Fantastical Fictions

Historical Volumes

Monster Manuals

Reference Texts

Spells & Potions

LOCATION EFFECT TYPES

Instant Effect Location

Delayed Effect Location

TIMING

Ongoing

Reaction


