
Welcome to the world of MICRO HERO: Hercules!

MICRO HERO: Hercules is a minimalist deckbuilding game designed for solo play, inspired by the legendary 12 Labors 
of Hercules. Created by Léandre Proust, illustrated by Rémi Leblond, and published by Grammes Édition, this game 
revisits the iconic mythological hero with a touch of humor and a quirky style.

This Print-and-Play allows you to dive into a unique strategic adventure, where you take on the role of Hercules in a 
legendary quest. Get ready to face intense challenges, make crucial decisions, and prove you’re up to the task!

Game Features:

• Components: 36 cards
• Number of players: 1 player
• Playtime: 20-240 minutes
• Mechanics: Deckbuilding, Roguelike, Solo, Hand 

Management, Evolutive Cards

Check the game rules: 

Join the adventure on Kickstarter!

The game is available on Kickstarter with a PAY-WHAT-YOU-WANT model, meaning you can get it for any amount 
you choose.
If you enjoy this Print-and-Play version, don’t miss the opportunity to support the project during the Kickstarter 
campaign, running from January 7th to 30th, 2025. 

Now, it’s your turn to play!

Take on the role of Hercules, tackle the 12 Labors, master your deck, and prove you’re worthy of the legend... Print, cut, 
and play!
For any questions, feel free to contact us at: leandre@grammesedition.fr 

Link to the Kickstarter campaign: click here

mailto:leandre@grammesedition.fr
https://www.kickstarter.com/projects/grammesedition/micro-hero-hercules
https://www.grammesedition.fr/microherohercule/R%C3%A8gles%20v1.0%20-%20MICRO%20HERO%20Hercule.pdf
https://www.grammesedition.fr/microherohercule/Rules%20v1.0%20-%20MICRO%20HERO%20Hercules.pdf


1 2 3 4 5 6 7 8 9 10

11121314151617181920 21

222324252627282930

31 32 33 34 35 36 37 38 39 4
0

1 2 3 4 5 6 7 8 9 10

11121314151617181920 21

222324252627282930

31 32 33 34 35 36 37 38 39 4
0

1
11

5
15

3
13

7
17

9
19

2
12

6
16

4
14

8
18

10
20 21

31
25

35
23

33
27

37
29

39
22

32
26

36
24

34
28

38
30

40

P
O

S
T

U
R

E
: S

U
P

E
R

C
H

A
R

G
E

D

H
E
R
C
U
L
E
s

 T
ap

 th
e 

ne
xt

 c
ar

d 
yo

u 
pl

ay
 to

 a
pp

ly
 it

s 
ef

fe
ct

 tw
ic

e.
 T

he
n,

 e
xh

au
st

 it
 a

t t
he

 e
nd

 
of

 th
e 

tu
rn

.

A
t t

he
 e

nd
 o

f 
th

e 
tu

rn
:

 If
 th

e 
Po

st
ur

e 
ca

rd
 is

 ta
pp

ed
, u

nt
ap

 it
.

 If
 th

e 
Po

st
ur

e 
ca

rd
 is

 u
nt

ap
pe

d,
 fl 

ip
 it

.

P
O

S
T

U
R

E
: M

A
K

IN
G

 IT
 R

A
IN

H
E
R
C
U
L
E
s

 D
raw

 1 card. T
hen, untap and fl ip the 

Posture card.

A
t the end of the turn:

If the Posture card is untapped, reveal 
the top card of your deck, upgrade it, 
and put it back on top of the deck.
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BENEDICTION

BENEDICTION +

Cerberus

After being played, your upgraded cards 
revert to their base versions.
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Girdle of Hippolyta

At the start of your turn, the first card you draw 
remains face down in your hand.

Reveal it only when you play it.
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BENEDICTION +

Apples of the Hesperides

Each time you tap your Hero,
discard 1 card from your hand.

Copy the effect of the 
previously played card.

Copy the effect of the previously 
played card and the next card played.
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BENEDICTION +

Mares of Diomedes

When you deal at least 1 Damage, draw 
1 less card at the start of the next turn.
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BENEDICTION +

Cattle of Geryon

When you deal at least 1 Damage, the 
Labor gains +1 DEF.
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BENEDICTION +

Cretan Bull 

When the Labor deals 1 Damage,
it deals 1 additional Damage.
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Stymphalian Birds 

The Labor gains +2 HP
at the end of each turn.

The Labor gets -1 DEF
until the end of the turn.
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Ceryneian Hind

Each time you reshuffl e your deck,
the Labor gains +1 DEF.
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Augean Stables

At the start of your turn,
exhaust the top card of your deck.
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Lernaean Hydra

When you deal at least 1 Damage,
the Labor gains +1 ATK.
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Erymanthian Boar

To be defeated,
the Labor must reach exactly 1 HP.
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Nemean Lion

The EXP cost of all cards
is increased by +2.
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