Picking Up

Characters may Pick Up 3 treasure within 0.5in, Prov'n&ecJ they are not
a beast, construct, summoned character, or Aepenéent Periphera|
unless explicitly able to Perfom\ seenario actions; they are not
engaged by an enemy; and the treasure is not engaged by an enemy.

Pick Up @

DROPPING

Characters AroP any treasure they are carrying upon becoming
disabled. They may also Drop treasure 3s 3 free action. In either case
their P\a\{cr P|ace5 3 treasure marker wWithin 05in of the character.

—

——

EQuIP TREASURE;
REMOVE MARKER.

UNEQUIP TREASURE;

Dropr PLACE MARKER.

TRADING

Characters within 05in of a fr'nenél\/ character, including disabled allies,
may Trade With them to give or take an item, potion, or treasure. The
receiver must have a suitable open upgraéc slot. Beasts, constructs,
summoned characters, and Acpen&cnt f@rlpherals may not receive
treasure unless exPhcitl\, able to pertorm scenario ctions.

TRADE @ m

Loonng

\Anen%?ged characters within 05in of a disabled enemy not Protected
by 3 riend may Loot at 3 5+ d]fﬁcult\{ to take a Weapon, ftem, or
potion from them. The looter must have a suitable open upgra&e slot.

P—

'

GIVE OR_TAKE AN ITEM,
POTION, OR_TREASURE
TO OR FROM AN ALLY

—— —

TAKE WEAPON, ITEM,
OR POTION FROM
DISABLED ENEMY
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CAMPAIGN STRUCTURE

Shadow Call has 3 s'nmPle linear structure. P|a\{cr5 begin by recruiting
initial Warbands. The story then dc\/eloPs over four campaign rounds.

PHASES

Each of the four campaign rounds is comprised of three phases:
(1) PRE-GAME. Buying upgracies and progressing characters.

(2) EpisoDE. A sPec'nGnc game scenario to Pla\/ per round—
. EP'lsode 1: Signs & Portents
: EPisode 2: The Seryer
- Ep'rsodc 2. Shadow Call

: Ep'rsodc 4. Showdown
(3) PosT-GAME. fssigning renown and recording serious injuries.

THREAT LEVEL

The eP'users are Aesgned for Pla\/ at 100 threat but are flexible. A
campaign could, eg. start with a smaller #5pt game and end on 3
125pt finale. A standard 2§t by 21t table should be used rcgar&lese.

OurTCcOMES

The first three eP]sers each award an intervention card (¥%). These
are associated With the Warband and not any Part]cular character.
They do not have to be used i the directly subsequent match.

/

BEGINNER'S LUcK e ]
i one P\a\{er has a good bit less Relichlade ;*;f;;if:g:’fﬂ”;":;’—gﬁ:‘x’
experience than the other they can take the B e
Beginner's Luck card at the outset of the O 3 7o e A
camPa'gn. It Provicles a set of boons to use i OO #3704 pamace ror
aid of their warband. The card s cht for the S ey
campaign's duration. A checkbox is marked each
time the associated boon is used. On|\/ boons
with unmarked checkboxes are available.

+3 70 A RECOVERY ROLL

+1-AD THIS ACTIVATION

HEAL 2 HEALTH BOXES

Beginner's Luck.

RoPES AND LADDERS

Ropes and Ladders are agreed upon terrain elements on which
characters move \/ert'ucall\{ more easily. Beside the obvious they might
be modeled as chains, vines, grates, nailed Planks, or other features.
Both apply the basic climbing rules (must test, fall on f3ilure, cannot
end an activation climbing, etc.) but change the associated A‘nmcult\/:

ROPES. thﬁcult\{ of half the inches climbed (rounding down).
LADDERS. D'lmcult\/ 1 regar&\ess of distance climbed.
DOORS

Doors are agrec& upon pieces of terrain that characters may open
and close. Enacting this Ph\/s'ucallg may or may not be Poss'nble. Closed
doors block movement and line o sight while open doors do neither.

Doors are oPenecJ or closed by exPenchng 2in of movement while 3
character is Within 05in of the door during a move. f 3 character has
sufficient movement available a door may be open&J and closed, or
Vice Versa, Within the same move action.

Open doors may not be closed if a character is in the clooma\/.

One or more enemy characters on the opposite side of a closed door
from 3 character intending to open it may choose to attempt
preventing them doing so. In this case the active Pla\,er rolls a Db
with a +1 bonus for each character within 05in of the door whose
Player opts for it to be oPenecJ. An opposing Pla\/er then rolls a D6
with a +1 bonus for each character within 05in of the door whose
player opts for it to remain closed. IF the active player's roll is equal
to or higher than the opposition roll, the door is opened.

TREASURE AND UPGRADES
Characters man'npulate treasure and upgracles using the actions here.

Note that consumable upgraées, e9. Single Use items or potions, are
discarded once ?ull\{ spent and No longer occupy an upgrade slot.



GAMEPLAY TWEAKS

The following are oPt'\onal tweaks and clarifications to core gamepla\/.

RESPITE

The Pla\/er who Wins initiative in each game round may \/‘uelé the
initiative to the next P\a er to make an immediate recovery roll for 3
single disabled character. It the disabled character is Protecte& by at
least one friend then 3 +1 bonus is granted to the roll.

INVOLUNTARY IVIOVEMENT

Abilities to move, Push, or Place other characters may be used to
shift them off terrain and cause a fall. They cannot be placed n mid-
ar h'gher than their current he'ght above the table surface.

TERRAIN

The following stipu\ates cover rules and adds a few terrain mechanics.

CovER.

Characters gain +1 armor against ranged attacks B when within 0.5
of terrain or other able characters (allied or not) that obstruct the
attacker's view to more than half their base. This often means
targets Pos]t]oneci higher than the attacker have cover.

Area cover is a small well defined agree& upon section of terran in
which characters could hide. Characters with more than half their base
N area cover receive a +1 armor bonus against rangeci attacks.

WATER
Water is a well defined, agreeA upon area of terrain With two types:

SHALLOW. Eg. a creek. Incurs a 1 total Penalt\{ t0 movement.

DEEP & FAST. €9, a river. Every 1in traveled consumes 2in of
movement and imposes 3 A’nmcjt\f test equal to the distance
consumed. Upon fGilure characters are swept 3in downstream or
toward 3 random table corner if there is no obvious directionahty.
If the {ailed roll was all 1s they ad&'nt'nonall\/ lose a health point.

WARBANDS

Before the camjza]gn begins each Pla\/er must establish their Warband,
the makeuP and progress of Which is recorded on roster sheets.

ALLEGIANCE

First and foremost, swear your allegiance for the campaign to either
the Adversary or the Advocate. There can be no equivocating and no
standing on the sidelines N this struﬂglc.

ROSTER_

Next choose an nitial roster of characters for your warband to 3
total of at most 125 threat. Upgrades are not included in this total,
and are Purchase& in the Pre-Game Phaase before each eP'nser.
Rosters must alwa\fs adhere to the follow'\ng rules:

: Onl\/ characters of your allegiance or Neutral may be selected.
- Named characters (Lad\/ Aurelia, Griksek Kreskek, Hellebore of Thoo,
etc.) cannot be Auphcatecl within your Warband.
- At most one Legend character may be included.
Summoned characters (9. Spirit \«\leapon), depcncient Per]Pherals (9.
Eve of Augaroth), and other characters that do not have threat
values and/or have no upgraAe slots do not get an indepen&ent roster
entry and do not ean renown, subfer wounds, o otherwise progress.

LIFEPATHS

Then choose the hfepath your warband took to reach this campaig:

GENTRY. Starts with 3 gold and all characters o renown.

JOURNEYMEN. Starts with & gold and You may grant 1 renown.

VETERANS.  Starts with 2 gold and You May grant 2 renown to
one character and 1 renown to another.

N.B. In this camPa'gn tactics upﬂrades May not be rurchased using
3ol<J. They are instead acquired using renown as detailed later.



TEAMS
This campaign somewhat alters the rostering and gamepla\{ of Teams.

Character cards With the Team ab'ul'nt\f are to be considered as
representing rY\ult'\Ple identical characters. In other wWords, a team is
defined by one card but s associated With Mu|t1P|e entries on your
warband roster, t\/P'\call\/ two, progressing seParatelxl in the campaign.

As thC\{ are separate characters, upgraAcs May and must be
PurchaseA scParatel\/ for each member of a team.

Teams may onl\/ be fielded in their entirety, at the threat value on
the team's character card. If a member becomes dead then a new
replaccment must be recruited for the team to be Playe& N a game.

When Necessary, the threat value of an individual character in a team
is caleulated as the threat value given on the team's character card
divided by the number of members (usuall\{ twWo), rounchng up.

The 3amepla\/ rules of teams are otherwise unohamge&:

- Team members activate together, regardless of distance or sight.
. Each team member ?enera’ccs its own Poo\ of action dice.

- Actions may be per ormed by team members in any order.

- All team members have Non-Heroic Recovery.

TRACKING RENOWN

shapcer Lapt Qiprooth
Renown:x*. ooooao
—V“LC 6rW

Characters' renown is tracked on their roster
entries. It is important to record how much a
character has earned throughout the campaign
as Well as how much has been used. A
character's total earned renown affects how renown is awarded after
games. But once a point of renown is used it is spent and cannot
be used again. To track both these, £l n boxes on the character's
renown track as it is earned capturing their campaign total. When
renown is used cross off the appropriate nummber of boxes. The
remaining flled uncrossed boxes are avalable for further use.

Captain Riptooth has earned 3
renown and used 2 to acquire
the tactic True Grit.

SHapow QUEEN
The Shadow Queen spawns at table center. Characters Within 2in are
Pusheci 2in further away and take a +2 hit.

The Shadow Queen aPPhes the follow'\n_g logic n order:

W any of the relics Letter from a Lover Never Opened Nor
Forgotten, Unwaning Candle of 3 Reader Long Blind, or Book of
Shadows is within 2in of table center, whether held by a character
or on the table, she acts to reclaim the closest one.

. Otherwise she acts to defend the Portal and then the Ritual Area.

In either case, i cngage& by mu\t'nplc enemies, the Shadow Queen Will
alwa\/s use her last AD to move away and break contact with them.

Upon losing her last health point while any Soul NisPs remain, the
Shadow Queen immed'uatc\\f consumes all the remaining health points of
the closest Soul \«\lisp, heahng her that much and dcstroylng it.

Upon being AestrO\/ecJ, the Shadow Queen choPs the Shadow Crown
and awards renown as a character of 5 renown.

PORTAL

At the end of each game round the Portal is controlled by whichever
of the P\a\{ers or the Sha&owyr has the most characters With a base
at least Part'nall\{ within its area, earning 1 \IP.

ENDGAME
The game ends fo“ow'mg the Sth game round (after recovery rolls).

In addition to the NP awarded for controlling the Portal
+ Holding the Shadow Crown at game end \/’neHs 3 \IP.
. The relics Letter from a Lover Never Opened Nor Forgotten,
Eternal Candle of a Reader Long Blind, and Book of Shadows each
award 1 \P i held at game end.

Sha&owyr not AestrO\/eA are considered to hold their respective relics.

Whichever of the Pla\/crs or the Sha&owyr has the most \IP among
those With at least one character still active wWins the game.



Sour Wisps
Each Soul N‘usP spawns at 3 different table
c&ge miAPo'nnt or corner determined via Scatter.

Each activation, Soul \Aﬂsps are frst P\aceci
Tin {from their current location as close as
ossble to a random table corner or table edge
m'dpoint determined using Scatter. They then
make a Howl attack on the closest character.
If there are no eligble targets they are PlacecJ
again, #n toward the closest Graven Meteorite.

Soul Wisp character card.

Soul Wisps do not &roP any items upon being
cJCS'trO\{C but the\{ do award renown as characters With 1 renown.

SHADOW KNIGHTS

The two Shadow Krights Spawn inside the Ritual Area, one a@')acent
to the Graven Meteorite With a character closest to it and the other
the Graven Meteorite opposite it across the Ritual Area. Characters
within 1in are Pushe& 1N further away and take a +1 hit.

Shadow Knights apply the following logic in order:

- I the Shadow Queen is Aestroye& and the Shadow Crown has not
been P]ckecJ up they act to claim it at all cost.

- I the Shadow Queen has been engaged or attacked by Mult'uple
characters, or suffered damage, they act to protect her.

s any of the relics Letter gom a Lover Never Opened Nor
Forgotten, Unwaning Cande of a Reader Long Blind, or a Book of
Shadows is within #in of table center, whether held by a character
or on the table, they act to reclaim the closest one.

- Otherwise they act to defend the Portal and then the Ritual Area.

Upon being Aestroyecl, one Shadow Knight AroPs the relic Letter from
a Lover Never Opcneé Nor Forgotten and the other Unwaning Candle
of 3 Reader Long Blind, determined ranAoml\, when first needed. They

a&&]tionall\] award renown as characters With 3 renown.

PRE-GAME
Warbands progress in the Pre-Game Phase conducted before each
campaign cpisode. This can be done before meeting for a match.

NMARKET
Upgrades and treasure may be bought, sold, & swapped in Pre-Game.

Buying

Nou may sPencJ (reduce) the gold held by Your warband to purchase

weapon, item, potion, and SPC” upgracles or characters. Tactics may
not be Purchasecl using aold. Remember that each member of 3 team
is 3 separate character which may and must be equipped individual\.

SELLING

Neapon, item, and potion \APBFQCJCS may be sold
(discarded) to 9ain their cost i 30\&. Tactics
and spells may not be sold. Treasures, loot, and
relics may be sold to gain gold and renown as
listed on their card—the values at the lower
right in respect'n\/el\/ the square and diamond.
Renown earned in this way may be divided and
assigned to one or more characters as desired.

SINGLE USE

| DISCARD AFTER A DEFENSE ROLL
70 ADD A D6 TO THE ROLL
(EVEN IF DODGE TOKEN WAS USED)

The Rune Bracelet may be sold
to gain 2 gold and 1 renown.

SwAPPING

Weapons, items, potions, treasures, loot, and
relics may be moved among characters in your warband between
93mes. Recipients must have the approprite upgracle slots and
Ke\/wOrds 3s usual. Tacties and sPeHs may not be transfered.

RECRUITMENT

PL’;\/ers that cannot field the spec’nﬁc& threat for an episo&e draft
new members to their roster at No cost unti they can.

Additional characters May otherwise also be \/oluntar'ule recruited, at
the cost of half their threat value n 30\& (round'nng up). There is No
it on the sum total threat or number of characters comprising a



warband. but remember matches are limited to a given threat. Other
roster restrictions do aPP|\l, eg. on named characters.

Teams May be recruited at half their character card threat (round
up). Dead members may be replaced for half that again (round up).

RENOWN

Renown may be used to advance characters or 9ain resources.

CHARACTER LEVELING
Characters may use their own Personal renown in several Ways:

- Purchase tactic upgracJes, by consuming the cost of the tactic
(the value n the square at the bottom right of the card)
renown. A tactic upgra&e slot must be available to do so.

. Purchase additional tactic, Weapon, item, potion, or sPell upgra&e

slots. The character need not start With a slot of that type. For

each type of ngraAe slot, the first purchased costs 1 renown,
the second 2 renown, and the third & final 3 renown.
- Heal (remove) a wound. The first heal'nng costs 1 renown, the

second costs 2 renown, and the third & final costs 2. Any wound

can be healed, in any order, any number of times, including Dead.

WARBAND FUNDRAISING

Warbands May also trade on their renown to fundraise 301&. This M3y
be done as many times per campaign round as the current campaign

round number (ie. once before Ep'lso&e 1, twice before Eplsodc 2,
thrice befroe EPisode 3 ete). There are three exahangc rates:

- Up to 3 times per campaign, 1 renown used \/ields 2 gold,

- Up to 2 times per campaign, 3 renown used yie\ds 't gold,

- Once per campaign, 5 renown used \{uelés 6 gold

ANy combination of characters may contribute renown to funAralslng.
Renown used from dead characters is double value, ie. 1 renown used

from 3 dead character counts as 2 renown for fundraising. Such

characters are thereafter 'unel'g]ble t0 have their Dead Wound removed.

EpPiSODE 4: SHOWDOWN

The rifual completes. T\ winds, discordant sounds, and
wmalevolewt \'\%Hs swirl ot Ahe regrowping warhands.
Ceald| cracks. A ?oﬁw\ opens. Sowmeone cowes.

SETUP

Four Graven Meteorite scenario ( 16"\'
elements are flacecl, each &N toward 1218
table center from a table e&ge m'udpo]nt,

fOrming a square Ritual Area.

o @ o
An interdimensional Portal is Placed at
table center, a circle With Yfin diameter. »

Roll initiative, choose table corners, and
deploy warbands within ‘tin of them.

Pray
SHADOWYR.

The fol\ow'qu appear n the Monster Phases and act N the same order:

Rounp QuANTITY [IVIONSTERS

1 2 Soul Wis
2 2 Shadow Knight
2 1 Shadow Quieen

Al of these monsters are Shadowyr, to which the following apply:

- Whenever th? would be moved Shaéowyr are nstead PL’;cecJ. This
means they rcel\/ disengage and ignore terrain when maneuvering,

- fter rolling to hit against a Shadowyr with a non-magieal attack,
change any die result greater than 1 to one less than that rolled.

- Shadowyr never perform Dodge actions and ignore falling damage.

- Shadowyr are destroyed and removed from the game when they
would otherwise become disabled, caveat the Queens abilities below.

- The Shadow Queen and Knights pick up relics as characters would.



Pray
THE BOOK OF SHADOWS
Picking up The Book of Shadows alwa\/s requires a '+ Aimcult\/ test.

GRAVEN VIETEORITES

Characters Within 05in of 3 Graven Meteorite May Deface it Prov'dc&
Neither they nor it are engaged by an enemy. Beasts, Constructs, and
summoned characters may Pem(\om\ this action.

——— —

-  MIARK THE
DEFACE o GRAVEN VIETEORITE
29 IN YOUR FAVOR.

Graven Meteorites remain marked in a player's favor until Defaced by
their opponent. The\{ can be Defaced back and forth n 3 game rOUNd.

CuLtists

The Cultists performing the ritual are monsters that target n order:
.+ Any character carrying or wWithin 3in of The Book of Shadows:
. The closest character inside the Ritual Area to which no other

Cultist s closer (ie. onl\/ one Cultist will target such a character);

- Characters whom they are engaging or are engaged with them;
- The closest character that attacked them this game round.

Cultists With no el}g’nble targets move toward The Book of Shadows.

The Cultists are collcct'u\/d\/ carr\ing an Annoying Bat, an Angry Lil
SPHer, a Big Ugly Vegetable, and a Cult Gathering Souverir Tote Bag.
When a Cultist tirst becomes disabled determine ran&oml\/ which of
those four items it had and JroPs (ie. there are no &uplieates}.
Cultists award renown as characters With 0 renown.

EnDGAME
The game ends fo”ow]ng the Sth game round (after recovery rolls).

Holding The Book of Shadows \,ields 2 NP and each Graven Meteorite
marked n your favor 1 \IP. The Pla\{er With the most \P wins and
earns 3 Shadow Warrior intervention. Both P|a\,ers receive 3 gold.

PosT-GAME

Renown is gained and Wounds triaged in the Post-Game after each
episoée. This is PArtl\/ interactive & best done A‘urectl\/ at game end.

RENOWN

Any character that disabled one or more characters with at least as
mMuch renown as their own in the game is awarded one renown.

The Victor awards one renown to a character of their oPPonent's.
They n turn award one renown to a character of the victor's. Both
PL’;\,ers award one renown to a character of their own. They may
choose the same character their opponent did. Renown may onl\f 90 to
felded characters, but may go to those disabled or removed from Pla\{.

Wounbs

Roll against the h@ur]es chart for each character disabled or removed
from Pla\{. Characters removed from Pla\/ suffer a -1 Pena\ty.

D6 Ourcome EFFECT

A Heroism  Gain one renown

S Endurance No |ast'mg effects

4 Destro ed Lose a3 random uP%:aAe', i none
Gear equ'uppeci roll 3 Nound W/ +1 modifier

3 Wounded ~ Roll 3 Wound

2 Wounded ~ Roll 3 wound

1 Damage& Roll 3 wound with -1 modifier

INJURIES

Then roll fﬁa'mst the Wounds chart below as/if directed. lgnore any
modifier it Would shift the result off the table. If the character
has alreaA\{ suffered an outcome, decrease (Worsen) the result by 1.

D6 OvurcoME EFFECT

Hardened Resolve No enalt\/

Torn Knee -1 fo disen age rolls (either role)
Crushed Hand -1 damage TEOr melee+natural attacks
SP'lnal ln'ur\/ -1 health (cannot be healed in-game)
Broken gp’urit Non-Heroic Recover

Dead Character no |on36r available

Wounbs
RO W -FO &




EprisobpE MIECHANICS

The episodes share a simple framework and a few scenario mechanics.

WARBAND SELECTION

Whatever threat level is set for the eP'nser, after conﬂgur'\ng terrain
but before rolling for QCPloyment the Pla\/ers choose characters to
field from their roster summing to at most that threat (upgrades
and renown are not included). Dead characters cannot be chosen.

DRrRAWN GAMES

Matches tied on Victory points are awarded to the Pla\/er With greater
total threat across remaining able characters. Fa'nhng this Neither Wins.

TREASURES, LooT, AND RELICS

Treasures are upgrades acquired in Pla\/ rather than Purchase&. They
are not associated With any basic uPBraAe type (tactics, etc.) and do
not require an open upgradc slot to carry or use. Beast, construct,
summoned, and ckpendent Peripheral characters may not pick up or
otherwise equip treasures unless able to Pernform scenario actions.

There are three forms of treasure avalable in this campaign:

5 TREASURE. Lost prizes uf for grabs on the battlefields, placed
as stated by the eP'nsode rules and drawn rancloml\/ from the deck
of Treasures when first P]ckc& up. Cards should not be replacecl in
this deck, so there are no repeats through the campaign.

¥ Loor. Particular goods AroPPecJ by monsters when they are
first disabled, as sPec'nC'\ed in the ep]soée writeups.

# RELics.  Artifacts of great might and consequence, fought
over A‘nrectl\/ or &roPPeA by monsters. Each eP]ser includes rules
on which are available and how, as well as any effect on scoring.

Al three of these types are treasures and unless noted otherwise
follow the same rules for P'ucking up, sell'mg, and other mechanics.

EprisoDE 3: SHADOwW CALL

The Scryer Xells of Wy culs Yorn and reborn w Ahe
\‘\%M of Alhe strange weteorde sforms. One in parficular
/\’\:»e,{ 'Fro'\?\ncs{ s Yhe center of o gread darness
\o'\\\ovjiw% over Ale \and. Your wur\owwg rushes Qor&\«,
g'\wé’\w% Alhewm amid o rrual Ao Ve A'\srw?)(cé or ooo?’(cé...

SETUP

Four Graven Meteorite scenario
objectives are Plaae&, each &N toward
table center from a table &Jge m’dpo‘nﬂt

The square made by the Graven 0.0
Meteorites is the Ritual Area. Q o% P
The Book of Shadows, a Relic known to -

the Pla\/ers, i P\ace& at table center
with four Cultists adjacent.

Roll nitiative, choose table corners, and alternate each Plac'ung:

"

- One Relic outside both Pla\/ers' table

quadrants but at least Part'uall\{ .
inside the Ritual Area; Q

: Sne Treasure i your oPPf)nents £ 0.0 O
sble quadrant, at least in from O oW &0
other Treasures and Relics: o

- One Treasure N a rcmaimng qua&rant O O

with no Treasure, at least 4in from
other Treasures and Relics.

Players then deploy their warbands wholly within in of their corners.
RELICS
The two unknown Relies, determined randomly when first acquired, are:

- Gideon - Guitrippa



THE SCRYER.
The Scrjer is 3 monster that cannot be Aamage&—ever\/one needs them
alive—an cont’mua\l\/ tries to escape the Warbands' attentions.

ConsuLr

Characters within 05in of the Seryer may Consult them, provided the
character is not a Beast, a Construct, or a summoned character
(unless explicitly able to Per%rm scenario actions); they are not
engaged by an enemy; and the Seryer is not engaged by an enemy.

ConsuLr
O O

Whether the Consult succeeds or not, the 0pposing Pla\,er then
P\aces the Seryer an\/where sin from its current position.

EscAPE ROUTE

In the Monster Phase the Seryer acts before the Scofflaws activate,
under the control of the Pla\fer whose closest character is furthest
away. They P\ace the Seryer at least 3in and up o 5in from its
current position. It must be Place& closer to the Seryer's Escape
Route though it need not be P\ace& as close as Poss]ble.

ON sUccEss GAIN 1VP:
SCRYER ALWAYS FLEES

The Seryer's Escape Route is an in'nt'nall\{ unknown table edae mHPo'nnt,
determined using Scatter when first needed. Any time the Seryer acts
within sin of their current Escape Route they find it saAl\/ blocked
and a new one is determined using Scatter.

ENDGAME
The game ends Jrﬂo||0\xd'nf19 the Sth game round (after recovery rolls).

The la\,er With the most accumulated VP Wins the match and eamns
a Useful Intel ntervention. Both Pla\/ers receive 2 30\&.

SCATTER

Several eP'nsers use a3 Scatter mechanic to select random game
elements, e9. table quadrants, with a better distribution than roll'nqg.

Scatter CMP|O\/5 3 deck of cards numbered 1-3 Plus 3 title
card. At game start the the title card is used to mark one 7
of the game elements for the duration of the game. The
numbered cards are shuf¥led and Kept face down.

Scatter +.

When Scatter is used, a numbered card is drawn and the selection
made by counting its value clockwise over the game elements starting
from the title card. The drawn card is discarded and the deck onl\/
restocked and reshuffled (face down) if there are no cards remaining.

NuLTIPLAYER.

The eP’nsers are written for two fL’; ers but work well with three or
four. These games should be J;la\,e on 2ft by 2t tables as usual.
Larger boards engendcr less \namic games even with 3 or 4 Pla\/ers.

In four Pla\/er games each should take a table corner aaand... ﬁght‘.

Three Pla\icr games should be aA)'usted as follows: g5m . i
. Roll for deployment and choose table corners. YIS

. Each outer Player's deP|0\/ment locus is shifted 10w
LSN toward the empty cormer, deplox{\ng within - 2 T, a
2in of that point or as close as Poss’ub\e. TS‘

- The middle PL’;\{er deploys within 2in of their ' '
table corner or as close as Poss]ble. 3-player deployment.

. Table center is taken to be 10in by 10in from the middle corner.

This conpguration approximates the largest equilateral triangle Poss'uble
within 3 2'tin square, spacing players evenly to each other and any
central objec’c]\/e(s). Each pair of Aeploymcnt loci here is “25in apart.
In contrast, if three Pla\/ers SirY\Pl\/ Aeploy in table comners then the
middle Pb\/cr is 24N from P|a\/er5 on both sides, but those Pla\/Ers in
turn are sePAra’cecl from each other by “3tin. That cl]sparit\/ puts
considerable pressure on the middle Pla\,cr and grossle distorts games.



EPisoDE 1: SigNns & PORTENTS

Chaos and \oe,a,ufh{ ertwined §ill Ahe siies ws w s’Yer%C
wmeteordre shower Yursts over owr warvanrd's keads!
Tnvestigating, sowme Seel Slled wirk cosmic ‘vavl\eé(ac,

while ofhers only a,»m;gm% Pain Ace'\? werhin Aleir winds,

SETUP
Determine initiative and choose table cormners in that order. Place a

Meteorite Cr\{stal Relic at table center and shift it DG inches toward
3 raﬂ&oml\i selected non—Pla\{cr corner. Then alternate by initiative,
each Plac'n}g two Treasures outside Your chosen table quadrant and at
least Gin +rom other Treasures and the Meteorite Cr\/stal Relic.

Warbands are then deployed wholly wiithin *in of players’ table corners.

PrLay

In the Monster Phase of each game round except the last, D3 new
Meteorites fall to the ground. For each new Meteorite use Scatter to
determine a table quadrant and P\ace the Meteorite 2D6 by 2D
inches along the table edge axes from that quadrant's table corner.

Characters within 1in of a Meteorite landing suffer a + Stun hit and
are PushecJ 1in cl'lrcctle away. Dodge tokens and other abilities appl\/.

Characters Within 05in of a Meteorite may Examine it, Provl&eé they
are not a Beast, a Construct, or a summoned character (unless
explicitly able to PCF‘FOrm seenario actions); they are not engaged by
an eneny, and the Meteorite is not engaged by an enemy.

QO O
EXAMINE

ENDGAME
The game ends fo”ow]ng the Sth game round (after recovery rolls).

— -
Success: Gain 1VP AND
REMOVE THE IVIETEORITE;

FAIL: +O DIRE POISON HIT

The Pb\/er with the most accumulated VP wins the match and earns
the Call to Arms intervention. Both P|a\!cr5 receive 1 BOH.

EpPiSODE 2: THE SCRYER.

\tou,r ula,r\oovwc\'s \M'\vués reel grow\ /Y\«c VASVORS %’N(’,w \o{ Ahe
wmeXeordies. o Aeo'\?\mr wha /Wc{’ue seen and what's 4o
come, ’\’\«c %o /\’o (,owsu.\* o wcaur\os{ www\06rs rUWRREer vJ'(H/»
o FYalewX For scrfing and Alheir '\7(:/\’/\’\( gang o§ scof§laus.

SETUP

Place the Seryer at table center and (
roll for initiative. The winner chooses a (]

table corner, their opponent takes the o
opposite, and alternate each Plac'mg.

. A Relic 1in from the Scr\/er-, 0o

+ A Treasure in Your opponent's table
quadrant at least tin from the
Seryer and gin from their corner,

- A Treasure in 3 table quadrant that
does not have a Treasure and at least Gin from the Seryer;
. A Scofflaw within 1in of a Treasure that does not have one Yet.

Warbands are then dcployd whollx, within ¥in of Playcrs‘ table corners.

RELICS
The two Relics, determined ranciomi\/ when first Picke& up, are:
. Faithless Diviners of Capricious Fate . Und\/'lng Eve of Jug

Pray

ScoFrLAWS
Guarchng the Treasures are Scofflaws, monsters that target in order-

- Characters whom they are engaging or are engaged With them;
- The closest character that attacked them this game round,
- The closest character carrying or within 'in of a Treasure.

Seofflaws with no el'g'\blc targets move toward the closest Treasure.

One Scofflaw clroPs a Lucky Button when first disabled and the
other 3 Turke\{ Leo. The\{ award renown as characters With O renown.



