RULEBOOK

VERSION 108 - JUINE 2079




o{® ‘Introduction 6%,

The tvees were barven, blackened bonghs nwisting torenously across the mouth of the cave, barring the paih.
With a great sicep of bis axe, a bulking man backed the branches away dead wood snapping easily wnder bis blade.

e party advanced warily, moving sloudy into the labyrinthine blackness. The large man weny first, following the divecrions of
the slender younyg woman behind him, She murmured a continmual low chant over a rune-covered crystal suspended in the bow!
of water she carried. She beld it ot in frone of her in borh bands, ber arms pustrerched like a beggar sevking alms,

Besicte her, a tall, movsy younsg man held a glowsone fantern bigh, giving ber light to see the cryseal
@i 4t moved ever 10 siighily gniding their way through the spraswling black depths.

Bebind them, a second woman formed the vearguard, her bow ar the ready, cwrved sword swinging from bev bele, A frnal turn
rougphit thew o the moneh of & glant cavern, fis cetling and walls strecched into the davkness. The floor sloped wp to a bigh
point in the middle of the cavern where a mighty blood-red column glistened in the faint lght of the glowstone lantern. A buge
ghastly form hovered in the air at the foot of the columm, tracing intricate patterns i the aiv with it clawed bands. Smaoke and
eerie iue-wihite lights wreathed it in a milky jog. On the ledpe at its feet lay a woman clothed in a sheath of thin white cloth,

The axe-bearing man looked vver his shoulder at the woman with the erystal, and she gave bim a reascuring mod.
The crpstal was pointing divectly aé the girl on the floor, They bad found ber at Lase. The woman siepped around ber companion.
As she spoke, Ber voice rang clearly through the empty darkness.

“Shtetow Leovel ™ ibe catled. " Yo bave wrongfilly taken one who is vurs,
Retwrn the wongan to us, and we will leave vou in peace.”
A loww, bollew rumble shook the cavern walls as the Shadow Lovd .".fﬂ.rg.l".u*.r."'. ."I.l'l.rJ'.li'_ll'.'.!“E]'. the dark corners ."fl|"-'|'|'!_.l'|:' CRUETH Were mo
ip mEET Emp Ly Claws skittered and Doots r.!'.?wlpmr A% Eredtires .!':.J.::s;'m.' to move about m the shadows. With a _u'jg.'l.?, the Lady
carefully placed the bow! of water on the grownd, “You bring this on yourself. " The aiv avound ber began to thriom with

enevgy and ber companions vetreated a few steps back.

“You should bave liened, " she er-'.'rﬂ'_fll:.'r'rw.l".
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Summary of Components

RULEBOOK
This book conmtains all the
rubes to play Middara,

ADVEHTURE BOOK
This book comtains The
Adventure of Mightingalg
anvd hezr frremds.

DIAGRAM BOOK

This is & supplemental book
that contains afl the Diagrams
o the Adventume Book, Crawl
Book, amd Bouny Book,

Ser Diagrams Pg. 19,

CRAWL BOOK

This brok comtains 5 differsnt
cerarics that can be played in
any arder,

BOUNTY BOOK
This ook contains a Bounty
that can be played with any
Adlventune you e,

PLASTIC FIGURES

Middara condains 44 plastic
figures used o represent the
Characiers and Combatanls.

CUSTOM DICE
There are 17 custom dice

incluched in the pames Thesedice

are used when faking Actinns
and making $kill Checks, They

:E;pa-rated by color to denote

dicea player uses when

n;akfnga' roll,

ADVEMTURER CARDS
Woen playivg Middara.

swill take on the role of

ATt
lventure Mods, playes
i I use spexific

COMBATANT CARDS

These cards have the rubes for all
the figures other (han Adventurers,
Each Combatant card i dlouble-
sided, The front side of a
Crnbratant card describes all the
rules associate] with that fgure
while the hack of the card
presents some lore and oontesd,
See Combatants Pg. 54,

DISCIPLINE CARDS

Thiese cards pepresent varlous
Abvililies Acventurers can leam,
There are 3 different Discipling
Tremes: Assermtilage, Cruorn, Martial,
Sancius and ubterfuge, See
Discipline Trees PR, 34,

FAMILIAR CARDS

Familiar cards are a special Ivpe

of Discipline card. Adventurers
acauire a Familiar cand when they
learn the Famifiar Discipline rom
e Assemiblage Discipline Tree. See
Summaoning FPg. Gi.

ITEM CARDS

Item cards represent all the gear
Adhvenlurers can earm or buy,
These cards are separated by
Tiers: Mundame, Cormmson,
Uncommon, and Rare, Item cards
also come in b different types:
Weapaon, Anmor, Core, Eefic,
Accessory and Consumable. See
Ifams Tiers and Types Pg. 17,

COMBATANT LOOT CARDS
Combatant Lont cards represent

the items and Cold that Combatamis
‘drop when they are Defeated,
Adventures will draw these cards
when they Dedeat Combagants,
Mmhﬂl PR 55,




IMITIATIVE CARDS

Every figure has a coresponding
[nifiative card. At the start of overy
Encounter, players deal out an
Imitiative card for each Adventurer
and Comnbatant in the Encounter.
Sarting fromthe first card of the
Imitiative Track, Tigures take thei
(s, See An Adventurers Tura Pg,
ik,

STORY CARDS

These are e and Discipline
cariks that are only availalile in
Ihe Adveniure Mode, These cards
eannek be acoui red nomally.
Irstead, they must s earned during
thi Achvendure and are hidden
imsiche Hidden Card decks, When
playing the Crawl Muode; these
cards are nof used and can be
kept in the game box. 5ee Story
Disciplimes amd frems Pg, 13,

EXALTED ESPER CARDS
These cards are used by the
Exalted Esper Discipline in the
Assemblape Discipline free.
See Summoning P 68,

ABRAXIS CARDS

Ahraxis is a mini-game plaved
using the custom dice thal come
with the game, These cards ane
ernly used when playing the
Acventure Mode, When plaving
the Crawl Made, these cards are
nod used and can be kept in the
game box. 5ee Abraxis Battle Dice
Pa. 70,

QLJIEE REFEREMCE CARDS
These cards are used o remind
payers about commonly used
Actions and Ahilities in the game.
Thesy also inglude a breakdown ol
an Adventuree's turmn,

TILES

Tiles are usesd 1o build the game
baard fior Encountess, The Tiles are
dmhleﬁlded and contain artwork
that represent differeat areas in the
mrid Fach Tﬂl.':-hii*i' iers and

TERRAIM TOKEMS

The game includes a mwvnad of
dovble-sided Tesrrain tokens

that @re used 1o add variety and
unpredictatzility 1o Encounters,
Each Encounter will dictate

which Terram tokens are neeced,
Oherveise, These okens Can e
kept in the gamse box, These (okens
comee in 1x1 inch and 251 inch
sizes, See Tiles and Terrain Pg, 21,

COMBATANT TOKENS
Sooe Combalants use specific
tokers thal represent special
Ahilities they may hawe,

The=ae tokens are only wsed i e
corresponding Combatant card

is in the Encounter. These (okens
are always round and some have
special text printed on them,

EFFECT TOKEHS

Some Abdlities, Hems, and
Camrhatands can Indlict Effects,
Effect tokens are- used o keep
track of which Combatants and
Aphvenivrers bave been inflicted
with Effects, These okens ane
always square, 0 Effect Takens
Pg 74,

ABILITY TOKEHS

Some Abilities. and [ems grant
Ability tkens, Abiity kens

are dlﬁrardecl wihen a ligure.is
Dreteated, the Abiliy token is used
o1 whan instructsd o Restong
Autveniurers. These okens am
always mund. See Ability Tokens
Pa 74,

DAMAGE TOKEMS

Figures use these tokens 1o keep
track of how much Damage they
have been deall. A figure who has
been dealt Damage equal fo their
Maximum HP is Defeated. See
Damage and Healing g, 46,

STAMINA POINT (SP)
During the Refresh Phase of a




: Ptk as well a5 Ay Disciplines

EMCOUMTER TOKENS
Erncouniors have spocial tokens
placed on the boand during
Sotup and gamepalay, Theso
tokens arg all considered
Ercounter tokens, The rules tor
each token arg specifed ineach
Encounter’s Special Rules. See
Playing Ercownters Pg, 14,

LURGEHCY TOKEMHS

Mhese tokers are added 10 the
entd il e Initiative Track wnger
varicus circumslances., | the
Achveniurers ever add a 4ih
Lfrpency todken 10 the Bard,
thwry Lise the Encounte

Seer Urgency Tokeas P, T8

TRACKER TOKEHS
Middara has many special
rubes, Some Encowinters and
Abilities will require 1he players
0 keeptrack of various things
such as Abdlities that have been
wsed, figures that have been
marked, or what round i€ is in
the Encosunter. These tokens are
used to belp the players keep
frack of these varicus special
ruies as they ocour

CARDBOARD FIGURE
STANDUPS

same Cosmbatant cards -in the
parmes ang gither represented by
Carghoard Figure Standups, or
use Lardbaard Figure Standups
as parl of their Combatant
card. These Standups have their
stats and Abdlities detailed on
thiir correspanding Encounter
or Coambatant card, These
Carchaard Standups iollow all
the rules ssanciated with their

plaslic figure counterpants,

ADVEHMTURER TUCK
BAGS

" These bags are usex] during both

Adventurer Mode and Crawl

ode o belpkeep track of what

Items an Adventurer cumently
has equipped or Slared in fheir

HIDDEH CARD DECKS
Thiese Hidden Card decks are
used to keep information hidden
fromn the plavers. Thy nuay
contain new, mone poweriul
ememics o fight or riends that
welll sl v on wour fourmey;,
Thiey could alio contain special
Herms and Disciplines earned
while adveniuring. Regacdless
of wehar®s inside, the Adventor
Book or Crassd Book will inslruc
[rlavers wehen (o Reveal the
Hidden Carnds and what o i
with conlents inside.

RED REVEAL DECODER
In-additicn to Hidden Cards
Middara also hides test wsing
risgl mewesal messames o keep
iformaticn hidden from plavers,
When players are insfruched i
‘read the hidden text”, this red
reveal dechder is wsed 1o display
the text, See Hidden Texi

P A




o{® Component ‘List 6%,

1 Red Reveal Decoder 12 Tarot Cards
10 Adventurer Tuck Bags § ke
79 Large Cards (546 Unique Sized) 4 Abraxis Cards

4 Mdvenluners :
5 Conduction Cards ;gglmmm iStanclard Eura)
5 Esper Surmims Hore
22 Intelligent Combatant 28 Unigrue Rems
ey 2 25 Monsler Loot Cards
A i g 27 H:uh:lm E‘ar:}a
348 Mini Cards (Mini American| :
4 Familiars
145 Disc iplines
43 Combxtam Loot Cﬂ'ﬂi
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CRAWL MODE

I the Crawl Mode, a
is determmianed b thes

g 1'|.Ilr thmsgh a chosen Scenano, The end goal
TH h"r-" |||.'ll.|-f'- hoosa, This 1. AT AT ||||.l |=

[ rol gan ;

The Crawl

art 4% a o ||':| M

Mﬁdcl’ar.a- el time

SRS 155

investing 1|
||1r1'| rhe ] 11u||." I".-‘Ilrt'lll Wi with the Lr;
For more defailed information on bow 1o sel up and play the Crawl
continue Cranad Made Pg 9

ivinede,

i |.'l.-|I|1 _|'I..1 particular
* SERITE nis o narrat

ddition, players will be
ihure Linfolds, Th
play, buf Can tn i
. mmach fiks

a u|_:!|'||f cant .-:m-'u.nr 0 firms
play SessHns, F|1|'1 Crarmi M
] g k with yown
p. For det ailed | nicarmation on |||:-'.'.' tor-sel up and play the
continee to Adventure Meode Pg 110,

MNg gre
Arharnlure Mode,




CRAWL MODE

%%,

They Craneel 8oade 12 e these whso weant to [a-l._:':.- il famg that foeuses on |-:i|||r|jq resamsdeers gl Hermimg lepest, wworthscuat Wiy abaut o o -::.r-.l'r'ul_ur'u!,;I sdoary,
Wl ||-!.,1';i|'|!JI thee Craneel Msdn, |1|._ = efar |'|1..' i '|-uu_:-t_.i|'|‘!=I a Seenano, Thore are & cifferont Scomanos in Lindmfesiional Maplorm: Act T, cach witk a
dhifferent Rank associated with it The Rank of the Scemaro is determinod By the amoond of Gold and XP the Adventorers gard the Scenanio wath, Higher
Rank Scenanos will ghve the Adventurers an increased amaount of Gold and XP o compensate for the difficolty of the enemies they will be facies. [f
this is vour first ime playing, we recommendoed starting with the Bank 1 5cenana, Cavern Fumigation,

CREATE ADVEHTURERS

First, plavers mesl build 4 Advestureds wsing the chosen SCeaanas

Hsted WP ard Caolcd, AcheEniurers may szLmrda- much XP and Goled as 1hey
weinalel like on Ersciplines and lems, Unbess atherwase noted, players
Ty b troem all []li1-;,1f:-|ir-1_:';. in the BT, bt e -:_|n|':.' alloseed o E;u,l':,r
Heme licked i the Sl'm-"l and Train sechon of the EH_"'lI_I[_:I.

G ErJ_p'Eng Hewms amied J.rarr:ﬂ'ng D.l's-r_'ipﬁr:q:-_l.' Py 24

SETUP ENCOUNTER

Each Scenarwy will have ditterent Encounters that are plaved through in
irder fo Comgpbebe ik The Scedara will diréot players o an Encounter
Setup Diagram with directions on how o begin.

Sec Playing Enoounters Pg. 14,

START PLAYIHG

Begin plaving the first Encounter in the Scensana. As vou progress through
eoch Encounter you will Gain Gold, Ners, and XP through defeating
ppponenis, [ooling freasure, compdeling Achievements, and through other
special Encourter Rides

EHCOUHTER REWARDS

Cince you completo an Encounter you will be given a vanaty of additional
resvarde. These rewards will chanpe hased on where the Entounter takes
place within the Scenarin, but will generally consist of amy number of the
todlowving rewards:

*  RESTORE ADYVENTURERY: Each Advernrer Resitones,
see Restoring Adventurers Py 18,
s GAIN XP: Fach Advomlurer Gains the XP listed in the rewand section,

=  SHOP AND TRAIN: Adventurers may spend as much Gold on ems
and-XP on Disciplines as they would like. The ems that make up
the Store will be listed in the Scenarin Setup of the Scenario being
played. Soe the Shop and Train scction nfEEImrrﬂ'nmjdsF'l,. 13

*  CONTINUE: Mayers comtinue to the nod Encounter or
Sterr ionthe Scenano as lsted.

WIHHING AHD LOSING

The playvers win a Sco mnwiwr oy reach mﬂﬁ;emnfu
Seaarity typically n !#ém of héﬁprgm@tr

EPIC DUNGEON CRAWL

it players would like a more epic Crawd Mode experience; starting as
a newice and growing their Adventurer as a force 1o be e with,
plavers can keep track of their progress bd\,lﬁhtmﬂiﬂmw

to doy this would be to start with a Rank 1 Scenario and after compée ;s
it, move on (o .a Rank 2 Scenarin, and so an, Players may -HHE!'E“
Scenario of the same or. h\ﬂfﬂﬂﬂ&ﬁiﬁﬁimaﬁpﬁuga dioa
mare difficult Sconatio is allowed but be deadly..




ADVE NTURE MODE

65

To begin playing the Adventure Mode, players choose an Adventure 1o play. This game contains anby ane Adventure, Uninfeational Malum: Act 1.
Addventure packs and future content will contain a wider varioty of Adventures of various lengths.

HOW TO START

Players sfart on Pg. 1 of the Adventure Book, It important that playvers do
ol read abepd wnless specifically instrociisd o, The Adventure Book waill
puitle players as they progross through the Adveniuse,

SCEMES

hoenes are sections of narrative that are read by the plavess bebwesn
Encounters, Every new Adveniure slarts with a 5cene, The Scenes give
context io the characiers and the world the players are experiencing as
woirllas defailing the stony of the Adveniurers: Players will read the Scengs
aboud 5o that all plavers will be able (o experience whal i5 happening in
thee Acdventere,

ADVENTURE MECHANICS

Checasionally, while reading through a Scene, playvers will be asked o
perform various tacks, These are called Adventure Mechanics. Those can
b Skill Checks, Gaining mew party members, adding Story Flags 1o the
Adventure sheet, or instructing players to continue to the next Scene or
Encounter, In shorf, Adventure Mechanics are special rules that plavers

A misst perform when instructed fo, Advenfure Mechanics are always listed
N ina hox so that players can easily idﬂntl% m, Plavers must finish
' 'lﬂ pertorming a listed Adventure Mechanic before proceeding.
WIHMING AND LOSIHG

The: players winan Encounter shen thew reach 2 Win Candibion, All'Win

Conditicns with e lided in the Encoanter Setup of each Encoarter, IE

the players ever lose an Encounter, they reail the Hidden Text under the
Lose Condition of the Encounter Setug. This Hidden Test will fnstruct the

players how o proceed, This will usually happen when all party members

e Defeated, Players still keep all the rewards they have Gained during

1 Emunmmhuﬂuldaﬂlm See End Conditions and Rewards

CONTIMNUIMG AM ADVENTURE

The Adventure Mode 15 nol imlended to e plased i a single session,
Instesacl, it s intended o be plaved in 1=4 hour sessions over a long period
of time, When stopping between Encounters, players must keep track

af many variables, Phavers will be required o use the Adventure Shest

o keep rack of hese varables, The Adventure Sheet is included inthe
back of (his Rulebookon Pg, 72, Players can also download a copy of the
Achveniure Sheer for free at wwwsuotubuspublishing.com,

The Adventure Sheet is infended 10 keep track of all information between
plav sessions, There is a spot for the name of the Scenario or Adventure
l:niw'rll:gT playved, the amount of Gold and XP the party currently has,

ags and Achievements the parly has Gained, as well as slots for
information on each Adventurer.

The Acventure Sheet is used lo record information for players o
confinue the Adventure at a later date. Updating the Adventure Sheet
at the end of every gaming session is recommended,

Trv adddition to the Advenfore Sheet, separate Advenores Tuck Bags are also
ingluded in'the game, Players will be able fo store the Adventures card,
Items, and Disciplines their Adventurer currently has in one easye-fo-use
bappy. Thewe Tuck Bags will b wsesd o supplement the Adventene Shoot
as there i= not a space to recornd this information. There is also a genoral
Party Tuck Bag (referned toin the game as the "party skash®l for Itemns that
arg not equipped by any Adventurer in the party,

THE PARTY

In Adventure Mode, plavers have access t an entire pary, nat just an

individual Adventurer, At the beginning of most Adventures, players will

have just enough Adventurers in thesr party 1o play with the minimum

amount of supported players (usually 4). However, as the Adventurm

ﬁrﬁfﬂ&. new ﬂrs.ma'!.ri-l;in e party, while alhers mady end up
II'IE..

THE ACTIVE GROUP

Whenever plavers are instructed fo, they must choose 4 Adwnlm froam
their party that form the Active Group.
Th'e hc‘!hm[imm is the set of Adventuners the players ane actively

ng during Fneousters, The Actve Group can only be changed when
!ﬁxmﬂ WEMWM&E Special Encounter Rules, most

img«mpg 13

Ruunge or w qthﬁﬁﬁdlwnﬁtmrtﬂi
i .mﬂaﬁmﬂmﬂm@



ADVENTURE MODE conrinun e},

LEAVIMNG THE PARTY IMJURIES
A Aclveniurer Y | B praFty urdier @ war il_'l:.' il circumstances, Ir'-|'.|| ies are an Adveniure Mechamc That can occue whon an Encournters s
il'll_|l,|l_'|i|1j_-'| death! When an Adventurer leaves the party winiker amy o, o when an Adventorer fails a Skill Check or makes @ pexar Plecesion
circumstance B Acheorbune Book will _-'pr_-l_il-.- what to doowith the toms T pemicrmiber an Adveniurer 15 ||‘rjun‘.-|‘]_. miark the ‘|l|!||r'|~.'|" eheck boscon
and Disciplines thiny have the Advenburer Shpe
While injured, an Adventurer may nod be chosen as part of the ACtive
LIMSELECTARBLE Ciraup, bt may eschange liems whien all party memiiens can exchange
Items. An Adventurer remains Injured until an Adventure Mechanic
L e .1h|||||.'.||g.. a |‘:-|-'|:.-' member will become Uaselectable via Adveniur dictales olherwise. Usually this will |‘||,'||:.||'j|:;.'. whien the Adveniurcrs ol o
MAEChanicL o f"-||-l.-| wal Evicounber Fules, This wedl usually 5 Hr'iltl.- i Pty rest in the namativo.

member that is nolonger nariabively present, but has not left the party,

When a party member is Unselectable they cannoat be chosen as part of

thiz Actme Groug and may neser trade Bems o with ather party members.

However, when receiving rewards, the Unselectable Adventurer still

cowunts as a party member and will receive all rewards that cach party

memiber Cains, To remaember an Advenlurer s Unselectable, mark the

“Limselectabla” chack bos om the Advorture Sheet. I an Adventurer e i’

becomes Selactable again, be sure o erase the mark on the Adveatune
Shesst.
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SCERE MAME:
Linigae namve of the Scene in the
Achventure Book,

SCENE MARRATIVE:
This sedion s meant to be read Gut loud.
All Scenes have a namalive section.

ADVENTURE MECHANICS:

When an Adventure Mechanic appears,
st and follow its instructicns, Adveniae
Mechanics comme in different varieties,

Soc Adventure Mechamics Pg. 110,




AD\-"'I_E NMTURE MODE cournuen
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FLAGS =

At the Adventurs Adhentune Mechanics will occasionally
ask plavers to mark Flags on their Adventure Sheet. The Adventure Sheet
contains a section derdicated o marking these Flags.

Flags are mwzaninghul events that happen dusing an acdventare that can
chamge the course of the game, They vary in how they are addeel i thee
Adwventere Shoot, but typically thoy will nccur based on how the players
performesd during an Encounter o affer a Docision has boen made by the
[rlayers.

When an Adventure Mechanic instructs the plavers o add a Flag 1o thesr
Adventiere Sheet, the players markl i down under the Flags seclion ol the
Alventure Sheet,

For example:

% New Story Flag:
Mark the Stary Flagﬂmpeﬁam {-‘uluhtmhe Adveniure Eheet.

STORY ROUHDS

A Story Hownd i a special Adveenture Mechanic that typically occors

when Adverdurers narcatively have a bt of free timae on theire hands,

Druring a Story Bound players will be able fo by mew lems, llem

Utpgrades, and Disciplines for their Advendures and emibmark on Side

Cuests, Onoe plavers have decided to, they may continue o the next

j::r-.uﬂrl of {heir Adverdure, Story Rounds consist of 3 Phases in the following
B

1. SHOPAND TRAIM: During thic Phase, players will create a Stors
and spend their acquired Golbd te buw lems and e Upprades. 1n
athditian, Adventurers may spead XP to learn new Disciplines, Players
may also sell any lems {excluding Consumables, Monster Loot, and
Story Ieems) for Gold, Once Adventurers have spent all 1he Gold and
XP they wish fo spend, they proceed to the next Phase, See Building a
Stare Pg. 13,

2. EXPLORE (SIDE QUESTS): During this Phase, plavers may select from
a list of optional Side Qunr.::. n'i Sidde Cluest can nn|5.l he al
once. When completed, most ﬁldE- Cuests will return players hack 1o
the El:ul}' Round and allow them h all the Phases once:
in. pl.q.mhare altﬂm all the Side Cuests, or Pr'lfregr
pit to atternpt a Side Quest, (hey proceed o the next Phase,

once n-nar_h ﬂarrseﬂ ‘Round they appear in. See:

4. VENTURE FORTH: m:dmmrarnam the players continue the
M.mﬁww bee abie

mwﬁﬁﬂeqmlm T _I:Eﬂtha:l;
' Pg 13

EHDINGS

Each Adventure in Middara will confain multiple Endings. An Endingis a
special Scene that ends the current Adventume, hnst Errsisng, Scenes will
result in a Game Over. When rhis occurs, players may simply try again,
ar, if they'd rather, they may start the Adventure over from the beginning,

BUILDING A STORE

The Store is the group of ltem cands that Adventurers are able to purchase
during the Shop and Train Phase of a Story Round or whes directed to
Shop and Train.

For example; The Slore containg the following Itemes for sale:

*  ALL MLINDANE AND COMMON ITEMS

= ALL MUNDANE AND COMMOMN ITEM UPGRADES

*  ANY ITEM UPGRADES PLAYERS HAVE MATERIALS FOR

s 1 RANDOM COMMON UNIQUE ITEM (LIMIT 1) b~

Most Stores will contain | random Unigue Mem. In this case, tar the
random Unigoe ttem, shuffle all Common Unigue fems and draw from -
the bottom. |

& IMPORTANT: Unigques lems ane not :'t.dl'ﬂ"n"ﬂ arrvld will reErmEine in

the Store throughout the entirety of any given Story Round. No other
Unigue ltems will be available for punchase until the next named Story
Rownd, even o the party decides o purchase this e, This lem will
aley not be mailablo during an Encounter when drawing a sandom
Liniepse Itesms oof the some Tigr,

BOUNTIES

Many Story Rounds include the special Bounty Side Cluest. A Bounty s

a sel of Encounters that can be attempted during the Phase of a
Story Roursd. Only 1 Bounly ma& be attﬂuwd‘vea;hme:l Sty Round,
Meaning, that if you owa maore than 1 Bounty, you sill can't attermpt

more than 1 during a Story Bound,

&u:yﬁmnﬂswullsmtﬁrﬂmhnﬂrthﬁmhﬂtﬁﬂﬂm
difficulty rati P'Ia'jar&*ma ot a witha
s u?h i ﬁﬁuw aﬂﬂﬂpi m ﬂﬁd

E;ﬂiln-wmudiﬁmﬂ ﬂut lm:ﬁuh
mﬁrmmmmm HE il i
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Playing Encounters

©%s

SETTING UP 0%,

Whether playing the Crawl Mode or Adventure Mode, players will he
instructizd fooset up Encounters, When sefting up an Encounter, read the
Special Rules of the Encounter and then go through the 4 Phases of setup

as fol lowses:

1. PFREPARE PHASE: Each Adventurer remones thieir Dised fokens friom
thesr Per Encoanter Abilities. All Defeated Adventurers or Adveniurers
wilh mare Damage lokens than half of their max HP remove Damage
berkms widil they have Darmage tokins equal o half of thedr mas HP,
Al Effect tokens are remdaved, and each Adventucer sets heear Stamina
Points (SP) o their Stamina Point Recovery Value (usually 3).

A IMPORTANT: Adventurors donot. Gain SP during the
Refrissh Phiase of thedr Tt lurn of an Encounter. See Phases of an
Adveniuress Torm Pg, 39,

For example, if Rook decides to spend 1 5P o DODGE an Attack
bietore his Tst Befrosh Phaze, be sill nof recover Ehat 58 on his 1st
fwam,

# IMPORTANT: Ahility tokens are not removed during this Phase.

2. PLACEMENT PHASE: Set up the Tiles accord ing to the Encounter
setup Diagram, Then, place all Encounter tokers, Tereain tokens,
ard figures as shown in the Encounter Setup Diagram, Adventurers
may chonse to place their figures in any of the spaces marked as the
Starting Zone an the Encounter Setup diagram,

3. DISTRIBUTION PHAGSE : Distribute the Combatant cards for the
Combatants listed in the Encounter Setup, This may be dane in any
order; however, evenly distributing the Combatant cards so that ‘each
plq;&r has & ru!.pm'ns E]il;',- when it's not their turn is recommendid.

mmmmmﬂmm.m hﬂ{ahm-;adsarm
M e f?ﬁamca;dm ihkg helniﬂah'n'l?h;:
wers then deal the Init) s ot fe ke ¢ rac
The Initiative Track Fg, 36

READING ENCOUNTERS 6},

In Midldfara, Encounters can b wildly different. Each Encounter contains
a wnigue Setup and iagram, as well as a shoel Encounter Infro, Below is
a detailed guide on how to use and navigate an Encounter.

EHMCOUNTER SETUP

Each Encourter nses ifs cam uninue comisi natim of Terrain tokens,
Encounter okens, and figores. The Setup box ilemizes every companent
required to sef up the Encounter. See section Fin the Encounter Example
Dhiagram on Pg. 15,

EHD COMDITIONS AMD REWARDS

Every Encounter has one o more End Conditions. As soon as one of
these End Conditions is reached, the Encounter immediately ends and the
plavers read the listed Reward beneath the End Condition that was met.

End Condifions are nolt oplional and happen as soon as Eheir stipa lations
have beon met, This means that in section B, under Encownter Broakdown
Continued on Pg. 16, an Adventurer may not end their turn on the Blue
Exit without immecdiately ending the Encounter

Some Encounters have multiple Win and Lose Conditions, These Altemate
End Condifions have thes cwn separabe Bewrds [isted,

Only one End Condition may be met in an Encounter.

Rewards from End Conditions are Gainod immediately upon mesting
the End Conditions. After Caining their rewards, players continue the
Arfventure,

A IMPORTANT: Make sure you read the rewards bifore dleaning up
Phe encounber, Some rewarnds resedl e surprises thal continue
The Corrent encounier and even add pew End Conditions,

SPECIAL EHGGI.IHTE.R RULES

Many Encounters have Special Encounter Rules, Sperial Encaunter Rules
must be I'E:Fd ﬁdmg&ﬂungmmeﬁlcwnm These mules change how an




e ENCOUNTER BREAKDOWN 6%,

ENCOLNTER MAME AMD TYPFE:
‘ The mame of The Encounter and i
location ype symbaol.
n—’ BOMBING THE SICKLES
e EMNCOLINTER INTRO:
A short namative albxoul the Encounter;
fiFeerILr i APPSR BT A
sy I-Jrrmln.'r_q'l .||I|.!..|l.u.rﬁ'. F el e MORTH ARRDW:
e 1.|i".|h I-"[Il'M'l weles il 'rrlr.'.'j_-r 'i"".l ThE' Hﬂn -"'.rl'nll.'.-' m1WF H'-l:' i'.H.‘I.'LI'l!f'E-
oarentation.

THE 3TARTING FONE:

These are the spaces that Adventurers may
p|.;1{ g thesie Iigun_':. in {II.I-TII'IH thes Placesmiend
Phase of sefup,

ENCOLNTER SETLIF DiAG REAM:
Visual lavout of the Tiles, 1okens, Starting
Fone and Combalants in the Encounter,

SETLIF:
List of comporents recuired to set up this
Encounter,

COMTINLUE SYMBOWL:

Some Scenes arwd Encounters will use
this o let players know that the Scene or
Encounter spans more than 1 page

SETLH

TiLEs TITENS
L) L LA I & Hhiai 1 v Exmmtimm
LAt i ] e
TR AEN : | i
g e ' o . Bya|
Ak FICLAES

i L TR
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ENCOUNTER BREAKDOWRN connnuen 5},

B—— BOMBING THE SICKLES conrmurn

%‘ﬂfﬁ
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SPECIAL ERCOUHTER RULES. TOTEMS

AFRAID OOF FALLIMG

& nor o
il na -
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ST

a EED R0
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G EEEN LOCA

i Bl B H A
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ENCOUMNTER NAME:
This is the name af the Encounter,

END CONIDITIONS

When any of these End Condificing arm
miet; this Encounter immiechatily encs,
The players read the hidden text o
detirrming their Beward before continuing
b the listed page.

SPECIAL ENCOUMNTER RULES:
These are rules specific B this Encounier,

TOTEMS:

When Adventurers draw Line of Sight o
a Totern, irmmediabely read the hidden
texd that cowresponds to the color of the
Taterm.

LOMOT MDD DO LWL

Whes Adweniuners activale A food ioken,
read the hidden text that coresponcs

by the colar of the foof ioken, Foe
irberrmatian o Lood LWL, = '|‘|.‘:. T

TIPS:
Lisedul tips are disted throughout the
Acveniare Book, Make sure o readd them!

ORBJECTIVES

When Adverturers activate an Ohjective
firkien, read the hidden text that
corresponds to the color of the Cibyactive
token, Cfyective tokens are only activated
when the Encounter instructs you t.




REAIZ![HG ENCOUNTERS conminuen

TOTEMS

Totems represent the unknown, Each Totern in an Encounter will
immediately activate when Line of Sight is drawn tait by amy Adventurer.
Line of Sight has no Range limit and can be dawn across the entire
bnard, When a Totemn activates, players read the coresponding text
listed for that Totem. The hidden test they read depends on the color of
the Totern they actvated, After resolving this hidden text, the Totem i
discarded, The player then continues their turn unfess the hidden ext
instrecks otheraise,

Buring Setop, specific Totems ane placed face up. Sometimes, the

Encounter sefup will insieect plavers (o wse random Todems, [n these

cases, The tokens are placed face down and chosen at random so that the

?I.m.*fq won'l know which colar they are until they are activated, Randam
tems are labeled as while,

OBJECTIVES

C¥jective tokens represent a vanety of different things found in
Encomimbers. These tokens can be very different from each other, both
mechanically and thematically,

Senetimes these tokens represent when and whese events trigger. Other
timses, they maw be imporant I;';H{:{I;.ﬂ'llthe playess will need in oeder 1o
Win the Encounter. In either case, Clyective tokens specifically say when
angd hovw they activate in the instructions of the Encounter Diagram,

Flayers must activate Chijective iokens wihien their conditions accur.
The ways these tokens activate vary, Sometimes it might be when an
- Adventurer is adjacent to the token, other times it mi hﬂwl'ueﬁ&n
Adventurer enters 3 cortain Tibe or Delpats 2 certain Combatant.

Whenever activates a mﬁm, read the

CFres ﬂ nmum'?gﬁ ﬂ"!f

el el smmmmmmﬁlﬁm
|-.-rngthﬁ“hu;rdm_1m the player continues fhei 1w r

hidden test fnstucts otherwise.

- ﬂ!MFﬂHI&NﬁH&fﬂa :fuhtmmufan&mgmaﬂum

| plavers should understand when and how each E@prﬁ'w;m‘-:emln the
hﬁm

- Encounter activates, If an Objective does not
then it may be referenced in ﬁr&lﬂdﬂﬂnm af mpﬂ}araﬂam

"-uﬂf‘

lﬂ-_,.ﬁ_

LooT

When a player activates a Lonf token, they read the coresponding

text listed for that Loot token under LOWOT in the Encounter Diagram,
The hidden text they read depends on the color of the Loct token they
acfivated, After resofving this hidden text, the Loot token is discarded and
the playver continues their turn unless the hidden text instructs otherwise,

Dgringt Sofup, spocific oot tokens are placed face up. Somertmes, the
Ericourter will instruct players foouse random o fokiens, In these cases,
the tokens are placed face down and chosen at ramdam so that the plavers
wion 't Enow the color of the Lot token unti] it s activatoed.

& IMPORTANT: Adventurers can activate Lot fokens by making an
Encounter Action while adjacent 1o, or occupying the same space as,
thee Lot foeboen.

Sev Encodter Actfans on P, 48,

LOOT LEVEL

Thee Lesost LVL has a numbser of fnctions within Encoundors.

Mot irmportantly, it determines how the Combatant Loot Daock wall be
wlup rfuring an Encocnter. Az plavers progress th h the garme, the
rﬁ.uul Ereck will e muﬂuﬁﬂfbaam on the Loot LYL indicated
in lhE Encounter Setup, This modification allows the party to Gain Gold
from Combatants proportionally 1o their progress in Middara, To see how
the Combatant Loot Deck should be setup based on Loot LVL, see Pg, Eﬂ

When Caining an Mem a5 a reward during an Encounter, the Lot LYL:
reters to the Tier of the ltem Gained, See mqumﬁgnn
ﬁ#ﬁmﬁrl"ﬂ. b7, "

n Gainin mrﬂwtmmmhh'asarmmﬁﬁu ﬂﬂr
ﬁn'LumLﬂfEiﬁu1mfud the Consumable Gained ﬁnﬁ
bduwmntumﬂluutmﬁu’hrmmrfaﬁ
mmhﬁﬂhmmw
Ehlﬁﬂ;:jurﬁl‘lﬂﬁ‘mﬂ Cammon, and Mundane Co




READ[HC? ENCOUNTERS contmuen

ACHIEVEMEHTS

Somie Encounters hawe Achiovoments, These ane spocial Rewards

players can Gain by doing something exdraordinary, IF an Achievement's
Condition is fulfilled, read the hidden text next o the Achievement. An
Achimvement may only be completed once. Unless otherwise specified,

only the Adverturer who completed the Achievement Gains the Beward.

Mary Achievements are difficult fo accomplish and may. requine players
b hawe certan combinations of Ahilities or lems e complete.

Included in the back of the Rulebook is the Adventure: Sheet with an
Achievemnent checkiist for players to sirive 1o complete!

RESTORIHG ADYEHTURERS

A an End Condition Beward, or more rarely s an Acheniuee Meschanic,
plapers may e instructed to Besiore Adveniurers,

Restoring Adventurers narratively represents down tinme where the
Adveniurers can nesl.

To' Restore Adventorers, each Adventurer goes through the following
Phases.

1. Remowe all Damage iokens.

Z, Un-Exhaust and Un-Flip-all cards;

3. Eemowe all Effect and Ability tokens.

4, Al Acventurers may trade e a8 if they were adjacent and wsed a
Re-Equip Action, See Actions: Py, 40

#IMPORTANT: Lisually, Restoring s the only way during an
Adventiee that plavers will Un-Flip cards, and heal naturally, If players
are not told to Restore Adventurers, thoy do not remove all Damage
Iokerns or Lin-Flip cards. For this reason, we encourage players to be
extra vigilant when looking for opportunities to Restore,

HIDDEHN TEXT

Tesxt 15 often hidder during Encounters fo keep information from players
that needs i be revealed at a specific ime, This is done wsng Red Reveal,
which iz a process where green text is hidden behind a red screen. To
enable plavers to read the hidden e, included i the components 15 a
Red Beveal Decoder, When instructisd o, simply hodid the decoder over
the hidden text and read

2 IMPORTANT: Players should never read hicloen st unless
they are instruched o,

HipDEN CARD DECKS

Sometimes a Special Encounter Bule-or Adventure Mechanic will insdroct
plivers in Keveal Hidden Cands, These Hidden Cards come in thiee sizes,
Smiall, Medium and Large, amd may contain a number of things, bl the
paoint is, they dre secret!

Wihen instruciod b do so, playeressill localy the liated Hidden Cared by
searching through the top I':ft cornir of the comesponding Hidden Card
deck to locate the appropriate cand.

Far Example, an Adventure Mechanic may say “Reveal Mediom Hidden
Card UM3". In this case, the swnuld =seanch the top left corner of
the Medium Hidden Card deck and focate the card labeled UM3, The
Special Encounter Rule or Adventure Mechanic will then instruct players
what bo doowith that carnd. :

A IMPORTANT: DO NOT Feveal ary of the Hidden Cards until '
instruched b dio so. :

EXIT TOKENS




READING ENCOUNTERS conminuen 6%,

DIAGRAMS REMOVIMG COMPOMENTS DURIMG THE GAME

Sometimies Encounters will instruct players o remose something from the
game, When this happens, put the remosed token, figure, or cand in the
pame box, B will no donger be used in this Encounter, This anly applies fo
the current Encounter Deting plaved

»  Encounter Tokens: Anvtime an Encounter Token is removed from the
Game Board for amy reason, put the removed token, figure, or card in
the game box. it will no longer be used in the current Encounter.

For example, if a Loot oken is sctivated and an Adventurer is
instructed to remove it from the game, that Lot token will not be
available o Spawn if the Encounter reveals anofher random Lot
foken @t a later point. In this case, the random Lot token needed
seiaubd b drawn from the remaineng Lo bekens inshesed.

Somctimees Encounters will instruct plavers (o reference a Diagram to

resvral gpecial hidden information or determine how things Spawn. o ltem Cards: All ltem Cards oot currently in an Advenlurer's
When this occurs, plavers will consull the Dizgram Book. regareiess of possession or in the Party Stash are always available to be drawn
ol i Mot e Fadrng played, wehier wour aeg instructed 1o draw 8 card from their corresponding
T stack,
s Permanent Removal: If a component is permanently remosed from
SPAWHIMNC the game, it will no longer be used and showld be ledt in the game

bk tor the remainder of the Adventure.
Encounters often instruct players fo Spawn figures or other game
components. When players ame instructed to Spawn a compaonent, they
place the component on the space indicatod by the text,

Combratants gre the most common componenls that are Spowned, When /

a Cambatant Spawns, players place the Combatant’s figure on the table gs
indicated by the text ar diagram

IT a plaver Spawns a Combatant via a Totem o otheswise, and iF the
Combatant's Initiative card is in the: Initiative Track already, that player
must rall the BLACK . 1 @ nrnﬁnm rollied, place the Combatant's Initiathe
card niest on the Iniliative Track after that plavor. For cach i rolled, move the
Combatant Spawned an additioral space down the Initiative Track.

It ultiphe different ypes of Combratants are Spawned simultaneossly, that
player must roll the BLACK i for cach unigue Combatant Spawned,

I & Combatart 15 ried culsice of a plaver's e, & plaver wust moll
the BLACK @ 1 % or &Y are rolled, place the Combatant's initiative cand fird
ot the Initiative Track, Foreach i rolled, move the Combatant Spawned an
additional space dow the Initiative Track, ]

Somie Comhbatants have multiple Inifative cards, useally Combatanis P

with the SWARM Tag, Spawn these Combatants in the same way as staterd.
ahowe, rolling the BLACK @ for each separate Initialive card,

Combatants Spawmmed in the ways stated above are always trealed as
opponcnts,
I there are multiple spaces on which a component could Spawn, players
chonse which space 10 Spawn the component on,
| #IMPORTANT: If a player cannet Spawn a figure because the space

. i pocupied by anather figure, it will Spawn on the nearest unoccupied

| space instead.
I - ¥ T e — = = — . e

i i 1 L —

| X IMPORTANT: When sﬁwﬁhg figures, players always slart withthe | 1]

| lowest number figure available, For example, if Cave Sickle 2 & 3 are W
| already on the table and you are instructed to must two additional Cave =
| Sickes, you'd spawn Cave Sickle 1 and 4. L .

s . :
R T e T R

.1'::. s T ] . g - =



COMBATANT LOOT DECK SETUP

6%,

LVL: MUNDAME

LVL: COMMON

LVL: UNCOMMON

IVL: RARE

ITEM  MONSTER UNIQUE

ITEM  MONSTER UNIQUE

L =
A [} -
i l
5 3
lirm 'l
¥
-
d e
e
i)
e

T‘-
x 1 x 1 x 1




TILES AND TERRAIN

MOVEMENT AHMD TOKEHS

cular tokens, or ferrain tokens unless otherw

inan Encounters

TERRAIM TOKENS

de

TERRAIN TYPES

Terrain is an effect an g Tille: Teerain may chamge things ke mosvement and Line of S5ebt Howeosen iz effects vane widely

SMORMAL

1 2 HIMDERIMG

& YWATER # ALCK

L S ———
CIESTRLUCTIMNG i 1 DAMNGEROLS L R # SPECLAL i
B - _ i g N o e e e g g

MCYENAL: MG specidl enecls Mesrml Terraim can e l'!-!'l':ll el by all hvpes
o Terrain.,

HINDERING: Altacks made throwgh oo imlo Hindenng Terran ge =1 TO
THE ATK:-ROLL, This eftect canmndd e apnlied more than once, 11 cosis 2

£ MOVEMENT 10 leave a Hindering space, Abilities that place Hindering
Terrain can only replace Mormal Teerain spaces,

WATER: ||H|_ eEsin Water may not ODGE. 11 costs 2 4 MOVEMENT
ie3 et a Water space. Abilities that place Water Terranin can replacy
Mormal, Hindering and -Muck Terrain, Water tokens never have a Current
MLICK |'iE=I_-I-|_'5- 10 Suck misl ;.|'-e_-|||' an ackliharal Stamina Point (5P on

ali-Actions and a&belities Lhat cost 1 o mose 5P oo ooeses, Sl ies thal place
Muck Terrain can anly replace Mormmal and Hinder ng Terrain

DBSTREUCTING: Blocks all Limse of Sight. & Ibsgructing Terrsin g5 nol
COMGiclensd & space and lgueres can mol e an foeor Recugi il s

o lg e | Ji‘:-;il-_l-:_!ul__: Terradn athesr fhan LUNSTOPPABLE (soe Taps Fe. 32
130 Abirbes Ehal ||I.||_-:' CROstnactime Tesrrain Cath replace d Terradin BEA R b
fire Cranpesrous Terrain

DAMGERCILIS: F i_:'||||'-!_'- that end a lurn in,end theirr movermsent in; o leawve
I |'.I.'||':!;|-|| L& '.|'.l.':-.'-e' A |':'|_':|'.-I:-:| Tokens mioseed indoa Da TRENOIE Terain
SPAce ang dise arded, Ahilites that place Crangerous Fermin can replace all
fesrain excepl for Obstructing Terrain,

SPECIAL: The efiects of this Terrain change depending on the Encaunter.

The rules gaverning these spaces are specified in the Special Encounter
Fiules o each Encountor,




TILES AND TERRAIN conrinuen 6%,

ELEVATIOM

Elavation is a l\.:."l"'l. i haight oo the game board. When theee is an
Flewation change, it is de llhll'- ith a dask '|.-.|rll'|i'l'.|||-l Flevaticm

LHEX

Fipures cammol drase Line of Sight to.atanpel an =|il5;I||,-- Elevalicm wnless
the lareet s on e edee of the .":Zj;h:-r Elevation, B Ling of *li;;-"l i5 clraswn

throueh a S[EaCe on ol

nt Flevaton that 15 not the Spaco Ihc I:'-r.;n"
faccunies, Line ol h-:;!ii! i5 bocked [S5o8 Exa '-|"':|l 1. A i BLIE 3N a |'|.|_':!'||'r
Flevation may orave Line ol *-'i;!i'" throuph anrd I all tiguroes o a
Iener Flevaleom

Theneare & lesvelks of Elevanon, & s the highest and 1 6s ihe [ean=s) r:;:-.l:l'x

iy e Bebwesen an Flesvadion change of 1 wathout preenalby, Iow an
Elevition change of 2, figures may manee B0 the lowier Elevation normal b,

Brod g At evsoee bBac ke o b thae :"-l:'llll'r Elieatscn. An Elevation chang
el 3 precenls A ligore feorm moving o fhe: higher Flesabion, and & figure
Tving ts T lonesor Flevatioon 12 Disleaied FEELINES W ith FLIGHT rmaw i
Betwisen any Elevation change withoul penalty,

Melee (10 Attacks and Break Attacks may ot .|"-'I.| fizure al an
Elevation change of 2 ar mone, bat H-:'I'IH.I. & Attacks may be made ;

amy :l.'-'.-u.u change as e as the requirement= ol Line of Sight are met;
iy | f pi-as long as the re mets of Line of Sight 1I
|.:-:I|'||_: honuses cannat b :_;|.|l'|-_l:| P a fioure on a ditferent Flevation
than the target

Example 1:

"*~E-|_;I::..'I-;:_._:-|_' wantsdoe Attack the Cave Sickle thal is et Elevation 1. S5ince
she's o the edpe of the |1-;=_"r':|-r Elewation {31, she has Line of Si I.. angl can
make the Atlack. The Animate 15 also on Elevation 1, but M:k'1 TS lin's
Lirme: cat *—'i;r.l is Mocked since anaother spaco o the same Elevabon isin

e Wi

CURRENTS

—

sormetimes, coeriain Terrain sall bave a Corment, The dimnection of tha
Curreedd sl B showen i dlse Encountier setup I_'.IE.~.5_'|.|I1 _

.-"..'l':,- IiJ_'||_|rq- thal enls thesir turn 12 Terran with a Corrend swill maee the
AiTeOEn] Ol SpCEs n|‘:-u_ i:il_'(| iy T !‘-|:||_'| i.~| | mCOUnies Kukss i|| :|'||_' ||||-e'|;_: i
al tha Comren, I‘I!_:I_II"I_:}- werll ol enoed anoinsd ok HEgupes O i uchng
Terrain,

I the figure cannot move for any, reasan, then the figure §s deall
IRREDLCIBLE DM ezl for fhae spaces it was nod abie to move, IFa
Current pushes fligwres-fo the Encounter's edge, 1he fgure carnsl mwve
and instead s dealt IRREDUCIBELE DMG

& IMPORTANT: Loot Tokens are also gliected by Currents, These tokens
e rriove] at e end of every round. Make sure they don'l get carrded
TPRL T

Ry

E::.’m:l.pl:

Lo puliod hr‘- burm agjacent by the Animate o the niver. Aiterending his
turn, Zoke is muoved dov the niver an amount of spaces equal to u.h.'|1 i4
lisiesd-in thee Encounter Special Rules, 1n this Example, it's only 1 spacea,

IV K was-aay moere, the Current swould semd hiim over the edge of the
witlerfall. Eﬁu*mnr; hirm, Slnge this mremeent miwes hum out'of & space
adjacént to an Animate, the Animeade gets 1o make o Broak - Allack agaimd
Fodap

._r IF Remienthed ber oy here, the Currest could not masee bor since sho g

biacked by tho Animake. instead, she would boance off the Animate and

d [jtrl:h!al:. 1T IRREGURCIBLE DM o the spaie she wasunabie o mewve,

Examplt 1

Tl
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c{é TILE BREAKDOWN
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TILE
A Tileisa single large board piece that s combined wilh othar Tiles
trr create the game board for an Encounter.

SPALCES
Fach square on the Tile makes up . space, Spaces are used foe
movement, Range and determining area effects.

EDGE
Linless connected to another Tile, the edge of each Tile blocks Line
of Sight and is impassable.

TERRAIM

Soime spaces have special area effects called Torrain (see Temrain
types Pg. 211 Spaces that contain Terrain have a colored hatched
border surrunding the suare as well as a small symbol on the
space representing the fype ol Terrain,

TILE NUMBER

Each Tee 5 icbentrried |'_r':,- bewer Btbers foallovesd |::':,-' a nurmber to
in-;tiq_'._l!m w|'|'i-q_'|'| el ar n'_':-cp.,l.ns.ilm i | 'i:. I".rl_m'l. a5 |,.-..-¢|| iy fo¥ ..J.y-::isl in
Lerifing up Emeciumiors, Frr ox irnrl-‘ln:r. Tile Lkt 1, fow Ulninbenteenal
Malum, Tile 1.

[ g g | Ll -
MORMAL I HINDERMNG L & WATER L E MLUICK
......... & G
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CHESTRLMTING L ! DAMNGERCILS I W SPECIAL L]
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Adventurers and [tems

©%s

SETTING UP iﬁ,

GAIMING XP AMD GOLD

When starting a new Adventure or playing 8 new Cawl Maode Soenario,
players will be instructed to select and setup Adventurers,

I Adventure Maode, the Adventure Book will dictate which Adventurers
players have in their party and when more Adventurers wall join the party.

In Crawd Mode, plavers get 1o pick from any availabile Adventuser,

Regardiess of the Game Mode, the respective Adventure Book ar Crawl
Bk will destail howw o set up Adventurers for the first lime.

PLAYTHG ADVENTURERS 63,,

When playing Maddara, plavers get to control Adventurers, Depending on

the Game Mode heing plaved, the Adventurers available o choose from

will Change,

Regardiess of the Gama Moda, while playing through Middara,
iventirers will prow in both the amount ;Fﬂi-s{irﬂineﬁ. and in the

quality of thems they have equipped.

SELECTIHG ADVEHTURERS

When playing the Adventuse Made, the stony will dictate the available
Addventurers and when o build them.

The Crawl Mode allows players 1o play with any figure with an
Adventurer card. This inchles Atventurers from any Middlasa product.

EQUIPPIHG AHD STORING ITEMS

Adventurers have fimitations on how many llems t carry and
aqlu_i;_t. When equipping lems an Adventarer may ﬁmn?ﬂad ru?é limits
Y

-

2 IMPORTANT: An Adventurer may not learn

In Mididara, Adventurers will Gain Gold and XP in a vanely of ways such
a5 by Defesting opponents, collecting Loot, and -|_‘;|;1r|:|l'_||!|::'l:i|:|ﬁ [ i caumlers,
Ciold and XP carngd while playing sill corry over from session B sessian,
Players wall track this on the Adventure Sheod included with the game,

When XP is Gained, each Adverdures in the pary Gams the lisied XP, XP
is racked individually and is rot shared as a group. However, Gold is
shared as a party. Make sure you gel alang with vour fellow players when
purchasing Hems!

For example, a reward for completing an Encounter may say the
frallemeing:

Each party member Gains 1 XP.

Vhen an Adventurer finds Godd, the insfructions will read something like
this:

The party Gains 20 Gold.
Acpward for actividing a oot foken may sav;
Gain 10 Gold and 2 Mundase Consumables.

I this casey, the party woold Cam 30 Gaold aned the spocific Advenfurner
that activated the Loot token would Gain the 2 Consumables:

BUY¥IHG ITEMS AHD LEARHING IMSCIPLIMNES

During the garme, Adveniurers will he able to epend the Gald and P
iy earnesd B By 1ems and leam Disciplines, Adventuriers may only
by Iterns and learn Disciplines when specifically instructed to, The most
commen way Advenduress are able 10 do w0 is when they are given the
aption o Shop and Train

In Adventure Mode, this will typically occur during the Shop and Train
s Pg. 13.

Phase of a Story Round, See Story Rounds

In Crawl Modks, Shop and Train is oflen [iged as a reward when
completing 4n Encounter or Scenario, See Encounter Rewards Fg, 9,

earardless of which Game Mode vais are plaving, when learnir
D s e o T e A e e

R e en T8 ek ke e ot o Wiy Lehe )
a ’@Wmﬁmwf isgipline of the: previous LVL in

.h‘ il |

pling hwice,




ADVENTURER CARD BREAKDOWN 6%,

Remi
Moreétti

Wlakies o MOYE, B % HIGHT sor e
eluraiticn of the 1 rrel

CONVICTI N B9 &5
CASTING: §)

-

ALy

FrYY #)

bdhad

STAMINA RECOVERY BAR:

The red dots indicate hisy manmy Staming Poinds (5P an Advenlurer
Cains cach iy and the tofal amount of dots denobe the maximum
nigmbeer of P that an Adventurer may have at any time

CHARACTER ABILITY:
The special Ability ihis Adventurer has-access o,

HASE DICE:

The Adventueer's base dice are wsed tor Comvichion Checks and
casting a SFELL. Civer The course of the game, Adventurers will Gain
ltems: and Abilities that will upgrade these hase dice,

SKILLS:

These 5 5kills are commonly used o make Skill Checks when
irstrucied by Adventure Mechanics or Special Encounter Rubes,
such as dodging traps o convincing a guard to ket you pass by,
D: Presence; E: Lore; F Agiliby: Ge Percepfion; H: Strength,

HEALTH (HP}):

This is the Advesurer's Base Masirum HP. Saenage okens are
added b the Adventurer's card and if an Adventurer's Damage
crpuplis their Maximum HP, they are Defeated.

DYEFEMSE:

This is the Adveniurer's base Deferse value and determimes hoow
diificult the Adventures is to hir

MOVEMENT:

This is the Adveniurer's base Moverment Value and determines

how many spaces the Adventurer may move when making a
Move Artion.

=t
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ITEM CARD TYPES
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ARMOR CORE
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ITEM MNAME:
Mame al lbem.

COST:
Thie Gold cost tir purchase the hem;

ITEM ICONS:

Maost Iems contain loors, The fooes displaved sany depending on
(he ltem Bepe and its unigue propedies, See boons, Condiions, Tags
and Symbols P, 30,

ITEM TAGS:
The Tags listed here are usad 10 describe the Weapon type. The Tags
are Passive and are always in eftect while using these lems.

ITEM TEXT:
This section of the card contains Abilities that may be used while
the ftem s equipped,

SYMBOL ABILITIES:

some Abvilities pringed on Bems reguine Syimbols i wse, Linless
otherwise specificd, Syrobols thel add TOTHE ATK ROLL miay ondy be
spent during the Spend Symbaols and use Abilities to add to Attack
Roll step of an Attack. Likewise, Symbaols that add to Damage can
only be spent during the Spend Symbobs and use Abilitses that add
Damage step ol an Alack, See section 6 ol The Aftack Actron Fg
43,

B revinerano e
At ften's Tier and type are listed here.




ITEM TIERS AND TYPES

TIERS
There are & ditterent Tiers of tems (0 Middara
MUNDAMNE: These Dems ane availabde ol oveer the vaarld of Middara

COMMON: These Herms are magical in nature, They are common enaugh
that pEendy of people can get theit hamids on them,

LINCOMSON: Thirese llems are much rarer, and |:-|'|I!. Adveniurers wha
rrequend |_'.l|_|r.q:-|'-n'\. ane lost fombes are likely 4o firsd them

BARE: These Nerrs are SEIEL wil, weith @ history o therr oven, 11's |','||||_,.1| ihal
i hime, successiul Adverdurors will agd their kands an Rare IBems
LINBOQUIE: ANl nf the abewe Tiers have a Unigque version of the cards
avaikable, Lininue Mers represent an lesnwith a uniquie history behind its
existonce, Soe ”ﬂl:ﬂul" Loot Pg. 55

TYPES

BIENIEIR : These cards augment an Acventurer's Combat Dice Pool and
are usedd o make Aftacks,

ENIIROEN : These cands grant Armor to Adventurers and can keep them
alive during Encounters,

MR- These magical devices augment an Adventurers ahility to awnid
damape, Cores tvpically increase an Adventures's Dalense Value
: These ltems can be used dnoe botore thiey

are discarded,

w: Refics provide mamy sanious benefits while enuipped.

m: Thieso cards further augment an Adveniurer's ability to
avoid damage bed also have unigque properties bevond just that,

DOUBLE TAG 1TEMS

fhany lemns in Middara have two difterent sides, Some of these Bems have
the DOUBLE Tag and have ditferent functidns and Abilities dépending on
which side of the Ibemis ace up when oguipped:

e},

When using an [fem wiath the DOUBLE Tag, Adventurers may choose
which side they would like to equip following the rales and limitations

ool arsy ol her WERT 3. Whien poerlar |i||!.; a B :'.||:|||:- Bgrleisn, ||i.|'.“.'|- Ri 1LY
Re-Fquip lems with the DOAUTBLE Tag as it if wera two different cands. This
means that they can switch thesir dogble-sided bem fo the npposite sicde,

Some double-sided [tens have different bem types depending on the side
that = equipped. Some of these lems may be Weapons on both sides
whone others may have a Weapon on one side and a Relic an the ather.

A IMPORTANT: Many llenms i Midkdara are doublesided but do nat
Corrlain e TMOLIBLE m,_g! Cinly lems i th the DOUBLE '|.-_||_|:' ik e
treaload - 1f ||'||"..- are twor dhiferenl Homes, |"|.-_"."|-'4_'r5 showlel be caretul ot
o Comluse BOLUBLE Tag lems wath liems that have the =FLIF Tag.

SELLING ITEMS

As the pame progrosase, Adventuress may find soome af the Rems fheey
owr are no longer useful. Adventurers may sell thoir odd Ilems whenever
thery are able to Shop and Train, See Story Roornds Pg. 13,

Far each ltem that s =old, the party Gains Gold depending on the Tier
thee Item is i, Consumable Ibems, Monster Loot tems, and Story Ibems
may nol be sold,

e e chart below i determine hose muoch Goldd s Gaised fram each
e andid,

MLINBANE = 5 Giodel
COMMON = 10 Gk,
UNCOMMON = 20 Cioldd,
RARE = 40 Geaolit,

LINIQUE MUNDANE = 15 Gold
UNIQUE COMMON = 20 Gold,
UNIQUE UNCOMMON = 30 Loid,
UNIQUE RARE = 50 Gold.

# IMPORTANT: [t Lipprades grant no exira Gold when selling an
Item with an lerr Upgrade equipped. YWhen this: ocours, refurm ife lkem
Lipgrade o the lHem Upgrade deck for later puschase,

DOUBLE TAG C

e

e P

W R e AP

Tha Long =y

|3 o Ui

LD AR R et T P



ITEM T ERS AND TYPES comnmuen G}'},

ITEM UPGRADES {@ EQUIPPING ITEM UPGRADES 6%,

When instrocted, [term Upgrades may be purchased seith Golid, osually
it Shop and TrRin Phaszes during the Adventure, ".'-.'m' r purchased, lem
Uparades are altached loa |,|-”|,-|_|:|| Hling ltem card and provide mew CalEAT HAMMER
Al ities to that Hemn

Fle=ty L.'Ir_||_-||.||!-e_':- wl [ the WEAPDIMN |.:||_'| iy Canly | I_'l'ii_II:':l|:I|_'I_| I "."L'l_'.:'||‘:-||.'1'\-
Hesth L!:,'_Ii_-ll|'ll|1": wilh 1ha ARMOR i.'-;_' Ay aely Fip !'||=_||||F'-e'|I [y ArTos, andl
Sl 00

1-Hander YWeapnns may only equip 1 tem Upprade, while 2-Hamded
Weapons may equip 2

The Master Work Mundane lem |_||'||_'|r._'u;:||;-'5. are e only avallabie lfem
-_||1;_;|'.L||_'I|:'_t. af the !'u-|_;innin;; of the Adventure, bt b I_':ll:-rn_*-._ll-n!_; OpponEnts
and drawing tha Monster Loog card, |:|I.1'.-r'r;= will e able to unlock ewven
mare [tem Lpgrades. See the Material Tag Po. 33
The costol Upgrading [erms varies cepending on the Tier of em i
i._igi-:‘;r.-i-:h_'l!. '._.||||:!|||_' s oo vl Cosl e 1o L'|:-_i'.|-_||i|' than thesr pon-
Linigpue courderparts, The chart below lisfs the Gold 'cosis foreach Bem
1eer,

MLUNDANE = 15 G,
COMMON = 30 Cold.
LINCOMMON = 510 Cuaold
RARE = 73 Cold.

' 1 PR AL D * 1 FHYSECAL D

A IMPORTAMNT: Monsier Lood Thems and Sory Beeims iy e |

Liperaded. s Eheriism

) |
AIMPORTAMNT: Ifeme that have the Dolsle Iﬂh et e s parabe
sudes, If AL Frﬂr.‘l-:'h' oneide, the other side i< also L |W.1|J-.-t‘ 1§ the
ather side is nolk 2 Weapon, the Lipgrade cannot be used bor isosgill
artar hedd

USING ITEM UPGRADES

T h they are attechedd toan e, em Uiparades and their Alsilines

are e independently of the fem they are attached to, Meaning, if v

. up-hr._'u[-l:-l:l an e sith an l_.lpﬂr..u;h'_' I|'|._|* bt a | lepa ."'¢||||‘|I\.' whien used, thae
- | j E gy Ads iy sovcailel H'II'\' Flip the Ulpsiraedie ared rasl thee Tem f weas atached
lN'\-r" P by vl o P the Upgiraado & :. as athachid

136,

TRAMSFERRIMG AMD REPLACING ITEM UPGRADES

The amunt of available bem Upgrades ace linated fo their card counts,
iy player wishos oieguip an liem Upgrade & an llem, bal thal Item
Lipgrade carcd i alreachy edurpped 1o another lem, thal plaver must pay
thes Galel cost i ransfer thar Bem Upgrade o the second Hem. With hes new Hastened Etherium

=} b L Great Hammer, Bei
Il a player wishies o replace an equip Itesn: LIpggramie wath amitfer, put the hurt on heren

rhm' apain, must pay the Gold cost of that llem Upgrade.

For example:
: wa_'rllslu Llpgr;lde her Top=-Heavy Axe Common VWeapon with rhe
et & il _her Wae Axe Mundane Wieapon is already
ifh the only wvailahle A Work upirade. She will have to

nlﬁ‘fmm the '-&:lr. Axe tothe fop-.
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c{_ﬁ ITEM UPGRADE TYPES G},
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ICONS, CONDITIONS, TAGS AND SYMBOLS e},

ICOrS

lenns ane listed on nearty everny card in Middarm

Ll erns, Thiey ares wsisi] o Kooy wibek] Kind G Feemedits wow Gain fioam
couipping Llhoste Rerms

Weanons use loons to deferming their Bange and which Comlbaf Dice
thewy L, Armad uses [eans to dolemming |"'|| honus 10 YOI Armnni WValue
Cores s loons i determine the bonus o vour Defense Yalyo

Ul Acdverdurer- and Combatant cards, loans are used to convoy the
different stats fipures have such as HP, Mowvemenl, and Defonse.

e Drisc iine ¢ ards, they are useo o e |:-I.;|'..|_'|:. K which '\."'."I'.I'H s
bypes et bz g-:]mlnp-c;;l tor s ghe Al by card,

See the Hat of fooess Pa. 31

COHDITIONS

Eviery SAhiliby has a Condiban, Condifeon r.1,;-= el pl; WS kesowe undier
whal circurrsianoes fhs Ay fity can ke weerd, Starming Prodntz amd Semilaole
recgurred b pesrform an Ability are also Conditions: Ay Conditions or
costs must be et before an Ability can be used.

E

e the list ol Corrnditdon Tags in the chart Below

TAGS

T-‘F."- are gpecial rules that are summed @ i ima x||1-!'|'- weort and are alwavs
nsled in CARS.

T.1|_'|:1 doi a wariety of differend Ih.l||_=|_~. loar Achaeniuresrs, !'i:_:l:l:*'l'.-.;:. hawe=
edfect unlesy something else references them, Others have their own
SR ] mules ared Abaldies

The Tags listed in the inp r-}:hl cormer af fesn Cards are considersd Fassive,
and alwavs in effec

See Taps Po. 32-33,

SYMBOLS

_R

Thir 4 Svrmbaols lsted above are prodoced by rolbing the costam dice an
the game. Different dice will produce different Symbols that can be spent
b wse Abilties, Unless otheraise dated, there s mo et s bosy many limes
Abiirties that use Symibals as & Condifion can be wsed, 5o long as you have the
Swrmibals fo speendd

Soarwz Ahilifies that vise Svmibeds as o Condian sight have rmitiphe Synlbaols
prirde. | - . i s cases, thie Abslity woudd cost 1 boak and 1 shickd] in
wse anoe n offsey cases, [here IRk b dcs vy b fil an e card, 50 instead
theny seill e peinted with nurobers in e, For esample, | n rmesans thal an

Arctveniurcr st spend 3 books o use thid Al ity

A IMPORTANT: Mormally, Symbals may only be spent during an
Aftack Action, although some Atklities allos players to spend Symibols
churing rolis ot than Alfack rolls

CONDITION TAGS

IMBO - (TAG) 1 analh .
the li<iedd Al

KIS UAKLY

BEXHALST W 1 ||' T LS

Bxhavsl thig cand

Toy e bhe follenmang Abaleby the plagyer must

*>FLIP |
Flip this care

+ PASSIVE

[0 PER ENCOUNTER

= hlATUS

The i
the tig




c{_ﬁ ICONS 6},

Combat Dice: ey Armor
ﬁ The dice an Adventurer or Combatand rolls when o) The amaunt of PHYSHCAL DMG that s reduced any fime a figune
making Actions o using Abilities, : ie chealt Damape, This can be from any source, Hosower, it's
also apecilically calculated during the Subleact Armor step af an
Mk Lo Attack. Armior may be granted by Hems, Disciphines, and Effects,
f : s 2 _ See section 6b of The Attack Action Pg. 43,
s with this loon can only be used dgalnst adjacent
largets uniess the Attacker has the REACH Tag, Weapons B Cianina Pointis) (SP):
with this fcon can anly be equipped with other SP are wsed o perform Actions and Abilitos
Weapons with the same legn, IR S C
...!jﬂ'q'
Ranged lcon: @ Presence:
’;él biems with this lcon can be used 10 make Altacks against ~ The degrr;rz to which others notice the Adventurer,

targetsal up o the bsied Ranged Valoe on the oo,
Weeapons with thiz loon Gan only be equipoed with
other weaponsd with fhe same lcon, I an Adventurer
equips T different Ringed Weapons wilh 2 different
Ranged Values, 1hEI|.- iy ol rrike Allacks againg

tarpets uging the kwver of the o valkies, 6

Lore;
The Adventuners book-smarts and know lede,

Agility:
Milee/Ranged Icomn: Howe capable the Adventurer is at reacting and pedorming
K* Hems with this lcom are considered 1o have both the athbetic: feats.
Melee loon and the-Ranged foon, These Weapons may T
he sguipped with either a Melee or 3 Ranged Weapon .
and assume the Range and type of whatever they are Perceplion: ; \ :
paires] with, If hoth of voor eruipped Weapons have How aware the Adventurer is of their sumoundings.
the selesBanged 1oon then bath are considered sefee
Weapons, i
i | : ! Strength:
Abilities with this lcon are referencing both Melee and The Achventisrers pinsical prowess anid raw miscde

Ranged, meaning that they can be used with Weapons.
that have either oon,

1-Hand:

#ﬁ Players may anly ever Equip a maximum of 2 hands
worth of Weapons. Weapons with this lcon take up only
1 ki ancd may b paired with another Weapon with
this Icon printed on it Weapons with this lcon may
Equip 1 liem Liparade,

Weapons with the Melst ICon may
not ke paired with Weapons with the Ranged lcon,

2-Hand:

WI Weapons with this Icon 1ake up both of an Adventurer's
hands and may not be paired with-any other Weapomns.
Weapoins with this Ioon may Equip 2 item L pgrades,

‘' Health HP)

@ The total amount of Damage a figure can
- he dealt hetore being Defeated,

il Py

Defense:
\ How difficult a figure is o hit when
= being Altacked,

T Movement:
M' The amount of Movement Points a figurs
recekves when making a-Move Action,




%ﬁﬂ

e

TAGS

(X ARMORE FIERCING:
Ther amount of Armaor this Weapon ignores-during the Subtract Armior
shep of an Attack,

+ (X} PHYSICAL DMG:
This tag is used o dencte Fhysical Damapge. See Damape Types Pp. 44,

+(X} IRREDUCIBLE DMG:
This 1ag is used o denote Irreducible Damage, See Damage Types Pg. 44,

+(X} MAGIC DMIC:
This tag is used 1o dencte Magic Damage. See Damage Types P 44,

+(X}TO THE ATK ROLL:
This 1ag 15 used anytime an Ability or Valoe modifies an Attack roll during
the to Hil step of an Allack.

ASSEMBLAGE:
A Diccipling Troe, See Disciplime Trees Pg, 14,

A ATK:

Make an Atack Action using the Combat Dice of yvour equipped
Weaponis) with the # lcon. For Combatants, make an Altack Action using
the Combatant Combat Dice,

# ATK:

Make an Atlack Action using 1he Combal Dice of your equi pped
Weaponlsl with the « leon, For Combatants, make an Atack Acon usng
the Combatant’s Combal Dice.

= ATK:
ks an Attack Adtion using the Combat Dice of your equipped
Weaponisl with the « or « [oon;

BACKSTAR:

While Flanking, Atflackers with this Tag Gain +2 TO THE ATK ROLL ang
+5 PHYSICAL DMG. This Tag réplaces the bonus fram Flanking. See
Flanking and Backstab Fg. 50

COLOSSAL;

A bipure with this Tag ignores Elevation and alher figures when drawing
Ling of Sight and figures targeling a figure with this Tag ignore- Elevalion
and athes figoces when drawing Ling of Sight.

COUMTER:

A figure with this Ability may make an Attack during the Check if the
target Counters step of an Attack made against therm.

Sew section 6F of The Affack Action Pg. 43,

CRUOR:
A Discipline Tree, See Discrpliome Trees PR, 54,

CRUSH:

Wwhite mowving, this figure treats-all-spaces: as unotcupied. After
mving, deal amy opponents that were moved through a PURFLE @ i)
IRREDUCIBLE DMG. I this figure ends its mavement in a space that is
o cupded, move the occupying fgure o the nearest unoCCopied space,
Figures moved this way do not provobe Break Attacks.

DODGE:
This Tag allows a figure 1o use the Dodge Ability. 5ee Dodge Pg, 50.
DAL ELE:

Iterms with this Tag may be equipped using either side of the card. See
Drouhfe-Sided Tems Pp. 27,

%o

DR, ar difficulty rating, is used 1o mnk each Combatant in ferms of how
twugh they are to Defeat, DR is ako referenced occasionally in stme
Special Encountiar Bules.

EMPOWER:
Cruring the Empower step ool an Atfack or SPELL, Tigures Empower the
Attack or SPELL by adding a BI.AI:I:EJ. See Ermmpower P, 50,

FAMILIAK:
A type of Card earnid via the Famdliar Discipling in the ASSEMBLAGE
Criscipline Treg,

FINESSE ; (DIE:

1 thes listee] Canadilion s met, Weapans with this Tag will sulbstitute theie
printed Combat Die (lop-lef comer) wilth the Combat Dhie specilied aifer
FIMNESSE.

FLIGHT:

A figure with this Tag ignores the effects of all Terrain except Obstructing
Terrain. While moving, (igures with FLIGHT ignome ather figures and do
not prosoke Break Attacks, but may nob end their movement in a space
occupied by another figure.

FORCE (X)
The target of your Ability must secceed-a Conviclion Check AN the
peinted Force Value of (X1 or be affected, See Spell-Like Abilitres Pg. 51.

FORCE (X) + DIFFERENCE HIT

Lzed when making an Atack: The target of your Attack mwst succeed a
Conviction Check against the printed Force Value of (X) or be afedied.
The Farce Value is incressed by the difference of the Attack roll minus the
oppanent's Defense Value. See Spell-Like Abifitios Pr. 51.

FOLLOW UP (FL):
A figure may use this Ahility in the Follow Up step of an Altack they
made, See The Atfack Action PR 43,

HEAL (X}
Remove (X! Damaps tokens.

HEAVY:

A figure with this Tag reduces movement from Currents, Effects, and
Ahilities by 1. Figures with HEAVY also have -1 o their ) Movemnent
Value and take a -1 penally to Agility, This Tag is cumulative and cin hae
itz gfiect ooour from more than 1 source, This means that an Adventunes
with HEAVY on 2 different items will incur 3 -2 to their @) Movement
Walug,

HULKIMNG:
Figures with this Tog cannol be moved by opposing Abifities or Cuments
foor any reason,

IMMLINITY = (TYPE):

Figures may have Immunities to Effects or Damage Types. It a figure is
Ionmiwne oy an Effect, they may nob Gain that Effect, I they have the Eifect
and then Gain Immunity, they immediately lose the Effect, IF 3 Figure is
Irrarmune 1o Damage, When Calculating Final Damage from an Aldck or
SPELL reduce the Final Damage dealt 1o 0k
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TAGS conurnuen

ITEM UPGRADES:

Hem Upgrades:are used o augment Weapons, Cores, and Armor, and
may be purchased during the Shop and Train Phase, Some (tem Upgrades
reguine certain Materials before they become available for purchase.
(Example: RECILERES: Water Loa C8lL. These Materials can be found

bey drawing the Monster Loot card in the Combatant Loot deck after

Defeating opponents. See em Lipgrades Pg. 28,

LIGHT:
Soene Condition Tags and Disciplines requine this Tag to use thedr Ability.

LIMIT (X}

Some Abilities note a Limit (X1 This is printed in the Ability Texst and is
s o succincily let players Know the makimum amount of tokens that
can be added as per the Ahilities effect.

LVL (X}

Every Ehigcipline cord has 3 LYL associated with il
See Discipline Trees g, 34,

MARTIAL:

A, Discipline Tree. 5oe Discipline Trees P 34,

MATERIAL:

Materials are found by Defeating Combatants and drawing the Monster
Loat casd in the Combatant Lool deck, 5o long as Card with the MATERIAL
Tag s on 3 Characler in the Farty or in the Farty Stash, all lem Lipgrades
associated with that Malerial will then he avallable for purchase at all
Shop and Train Fhases, See ftem Upgrades P 28

AREFEEREER Huying an lem Upgrade doesn't discard the Material,
Once acquired, these upgrades.are available as long as-the Material (s in
the party's possession,

MOVE:
Make a Move Action using the figure's 8 Mavement Value,

PROTECTICN:

When casling a SPELL against a fipure with PROTECTION, that figure adds
a ELA.CI@ toy their Conviction Dice when making a Conviction Check.
All B ralled in this way add 41 1 the Conviction Check

PULL (X}
Mo thie target up 10 (X1 spaces fowands the figure that used this Ahility,
see Towards and Away Pg, 42,

PLISH (X}

Miowve the target up to (X spaces away from the figire that used this
Ahifity. Thee target does not provoke a Break Mracﬁ frewrs the the figume
that used this Ability. See Towards and Away Fg. 42

REACH (X):

Melee Attacks can bemade-at Kange (X], They are still Considensd Meles
Altacks. [uring an atiack, he spaces directly orthogonally or diagonally
that a Tlgure can Altack rowgh with Resch may be couvded for the
prurprses of Flanking. This Flanking Benefit anly applies (o the figure using
Reach o count (hese spaces, Soe below focan example,

RELEMTLESS:

While mowing, this figure treals all spaces as unocoupied. Afler

mowing, deal any opponents that were mowved through-a PURPLE i
IRREDUCIBLE DMG and place them adjacent to this figure. If they cannot
be placed adjacent, deal them 2 PURPLE m instezad and place them i the
nedrest unocoupied space. I this figure ends its movement in-a space that
is ocoupied, move the occopying figune to the neanest unoccupied space,
Figures moved this way do nol provoke Break Attacks.

RESISTANCE : [TYPE:

Figures may have Resistances b different Damage vpes, When
Calculating Final Damage from an Attack or SPELL reduce the Final
Dramnage deadt by half irounded ).

SANCTUS:
A Discipline Tree. See Discipline Trees Pg, 34,

SHIELDY; A type of Weapon that adds to 8 Armoe Value, The Range
of a SHIELD is equal i the Range of the Weapon equipped in 1he
opposibe band. 11.2 Shields are equipped, their Bange is considered
iohe # Melee,

501
Sphere of Influence. Sewe PR 45.

S
Staemna Points, See P, 40

SPELL (X}

Make a spell Action with the Force Value of the Spell equaling (X] pius
the resalt-of a roll made with the casters Cashing Upgrade, The emect of
the Spell will be |isied with this Tag. See The Spefl Action Pg. 51,

SLIBTERFLIGE:
A Diecipline Tree, See Discypfine Trees PR, 34,

SWAP:

The figure using this Ability is remmowved from the board and the target of
this Ability is rermnoved fromm the boand. Thesy ane then placed in the space
the other cocupied. This does not provoke Break Attacks.

THROW - [DME):

The Threme Abelite alloras an Adhenturer 1o deal PHYSICAL DIMG 10 an
opponent equal oo e listed die within Bange 4 and Line of Sight. This

is MOT an Attack and o Attack sl is made: You simply rofl the die and
dieal the Damage. As such, this Damage cannot be Dodged. Lastly, Armor
aill reduces Damage dealt thic way,

UNSTOPPABLE:

While moving, this figure treats Obstructing Termain as normal spaces,
Replace any Obstructing Terrain this figure moves through with Hindering
Terrain,

WARR,

The figure affected by this Ability iz removed from the boaed and then
Maced on the space designated hy the Alility text, WARP doas not
provoke Break Amacks,

WEAPDMN TAGS:

Waeapons will have Tags that describe what the Weapan is. Example:
SWORD, WARHAMMER. TOME, etc. pMechanically, these will be ised
when using COMBO Ahilities or when calculating a RESISTANCE
Otherwise, they are purely thermatic and are wed o Categarize the manmy
fvpes of Weapons,

%3s

st




DISCIPLINE TREES 6},

Discipline cards contain Abilities that can be wsed ab ditferent times Drisciplines are separated into 5 different Discipline Trees, and each Tree
depending on their Conditions. Disciplines ane learned as Adventurers is divided into Levels (LVL). Disciplines can be misxed and matchesd o
spend XP when Elu.- the ulmp-:rlumh.- tx Shop and Train. Sco Buying customize your Adventurer. Adventurers may learm LYL 1 Disciplines
ftems and Learming Disciplies Pe. 24, froen any Tree but higher LVL Disciplines require at least 1 Discipline
The XP cost of a Discipling s listed in thie top left corner of the card. This 7o e2ch lower LVL af the same Tree to learn them,

cosl is increased by +1 XP forevery olber Dhscipline of the same el Example: An Adventurer canonly learn a Level 3 CRUDR Discipling

an Adventurer already has. The “$* is listed alongside the XP cost as a if these already have a LVL 1 and a LVL 2 CRUOR Discipling,

resmiincker ior plavers,

#TMPORTANT: An Adventures may ledrn as many Diciplines-as they can afford, however, they mav not leam the same Discipline twice.

ASSEMBLAGE

Assembilage is the art of whispering to the things that walk in the realms outside of our own, and :i'll:’itlll_ﬁ‘:Y
R [ BT R  with the ancient Creatures that were once bevond our imagination, Thie Abilities in Assermblage ofien reflect
' Lt R o, = a jack-of-all-trades mentality, This is because » these Abilities are 4s diverse as the creatures Yo call upon

trs perfarm thom. In the early levels of Assemblage, a player can pertonm a wide array of actions, from
Lidiming exied ACHons (0 granting Positive Effects.

CRUOR

Cruor is risky by mature, [s Abilities can be weny J:r-'.'.-nn'ul, bwat only if the casier is willing to give a linle of
themsetves, It focuses on the raw power of sacrifice (o get the job done. Cruoe grants the ability 1o curse your
enemies into dust, disease them, nuin them, or liquity them, Those who follow Cruoe can expect to reap great
rewards, but must be careful not to lose themselves in the process,

-'F-
| 8 ¥/ MARTIAL
LXK Martial is the embodiment of physical combat in Middara. While many Discipline Trees can make
“ e Attacks more powerful, Martial makes an Adventurer a combat poworhause. Martial can enhance R

‘o Molee Altacks, aw qizmu]tl consider bish in same cases. Sorme Weapens |ike the K
“tan be used as both heaning that players can use Abilities that work for either while

mﬂml Iﬁgﬁ Elﬂ TAE LT Rl

.-.Earﬂmbmm & wealth of strang and diverse Abilities. It can grant magical armoe, temporary wings, or allosw

o4 e avisid obsstaclios. Using Sanclus, players can redirect Damage, HEAL and even fold reality 1o 1elepir
elors-or athers. iar-:ru'?%m complement any Melee or Ranged play style, bot really shines with defenders
suppart characiers.

Subterfuge



COMVICTION AHD CASTIHG LIPGRADES G:E'
2

hany Abilities offer Comaction or Casting Upgrades. An Lipgrade
o this Bepe allomes an Advendures o eoll better dice wehen ralling

Comnviction Checks and Casting rolls,

By default, an Achesenturer uses the dice printed an their Adventure
card whon making Conviction or Casting ralls. This wall usually

he 1 PURPLE ﬁ when Casting, and 2 PURPLE @ whon making a
Conviction Checlk,

Exarmple on an Adventurer cand:
CONVICTION: @ @
CASTING: &

Comviciion and Casting U pgrades will replace the dice used 1o make
these rodls

An Adventurer i3 limited fo 1 Uparade to ther Casting roll, and 2

Llpgrackss wien rolling fhoer Comaction Checke Tban Adventurer has
hr.r... M I bofpiiiaieiphate i pbiiile Example

an Ability that provides them with more Upstrédies than thry can use i ) .

they must choose which Upgrade they want to use, Aoy .!n"!.' 2 ewamples of Upgrades troon2 |I|r|u:'r.-|1| !-,-p-:'-s ol fberns:

The Magic Tome lets an Adventurer replace their ' defaull PURPLE

@ with a WHITE @whcru detemmining the Force of a SPELL

The Deflection Core letk an Adventorer replace 1 of theor default

PURPLE g with a WHITE @wl‘mr miking a Conviction Check.

It an Adventurer had 2 Conviction Upgrades, they could wse both
and replace bath of thoir default PURPLE g9 with betber dice.,

DISCIPLINE CARD BREAKDOWHN

SLATERFLIGE = LVLA

Feaky = @R ATR ai =3 PERRICAL DG, Dhaing
this Affach s

KILL THE MESSEHGER 4 n

Tl irdlme Phseas rodco § »

: H'—'-‘:mllﬂ il ||1lHl.u4' :m'r

“F aliwr i i bril A ™

KPP COST:
The XP i costs an Schventurer o lesm this Dhscipling

STAMINA POINT (5P COST;

s [ s rnEt S I iy f . 1 e Arr [ Hirs [he
: . ; chat they do, anc
CARD MAME: el 10 use themm,

armer ol e Lisc ipline
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ADVENTURER PLAY AREA:
This is the anea for an Acventurer's ftems, Dhiscipline cards,
and Adventurer cand

ARSIGNED COMBATANT
When setfing up an Encounter, we recommend evenly distributing
Combatant cards so that each plaver has one i control,

TOKEMNS:

Effpct, Ability, Tereairy, and Encounter tokens should be on the able
and within reach of the pliyers.

INITIATIVE TRALCK:
The Initiative Track is placed near the game board so that all players
el sy i

3 LIRGENCY TOREMNS:

Theese tokens are added to the back of the Initiative Track at the end
at army mound in which no opponents had an Al Step with a true
condition, and no opponents were Spawned.

S Urpency Tokens Pg. 18,

BB 0AMAGE AND STAMINA POINT TOKENS:

it's imnpoetant that each Adventurer has enough Bamage and 5P
tokiens pearby 1o keep rick of Damage dealt o their Adventurer
and assigned Combalants, as well as SP sored and used by (heir
Arveniurer,

n COMBATANT LOOT DECK
The Comlmatant Lot deck s shuifled and placed on the fmhle hefore
each Encounter. When an opponent is Defeated, players will draw

DICE: freerm - this deck
The dice shiuld be placed near the game board so thal all players
Can access fhem,
ADVENMTURER PLAY AREA i}n
ABILITY 1 ABILITY 2
WEAPFON WEARDHN
UPFGRADE UPGRADE *
WEAPOMN WEAPOMN 1
ABILITY 3 ABILITY &
i — ADVENTURER CARD
ABILITY 5 ABILITY &
ARMOR CORE J
LIPGEADE LIMCZRADE I
ARMOR CIORE
s ABILITY 7 ABILITY &
COMPANITN _'—': .
ACCESSORY COMNSLIMABLE | | CONSUMABLE | | COMSUMABLE RELIC RELIC RELIC
FAMILLAR
¥ F & r -

T



@ An Adventurers Turn

THE INITIATIVE 1 RACK

Players will begin an Encounter by determining whose turn i is an

ks
%,

IMPORTANT INITIATIVE RULES:

the Initrative Track. Whether the figore is an Adventorer, a Command
Combatant, or an Intelligent Combatant will determine what steps they
TGl e |I1r|_||_|g|'| i uring thegir 1L,

Encaunters ane divided into rounds that are made up of individual

turns. To determine the order in which figumes take toens, plavers use the
Initiative Track, The Initiative Track is dealt out randomly at the beginning
of gach Encounder using the Initadive cards of (e Active Group as well as
the Initiative cards of all ether figures required in the Encounter Setup,

Starting froam-the fronl of the Initiative Track and mawving to the back,
Achventurers and Comibatants take their turns, Once a figure has raken
thedr tirn, continue o the next [nitiative card and repeat,

Cinee the back of the Initiative Track is reached, the current round ends
and a new round begins, Rounds continue like this until the Encounter
reaches an End Condition. See End Conditions and Rewards Py, 14,

Ay Effect that woude last until the pnd of a round, persisis wntil the last
figwire on the indtiative Track: has finished their furn,

li 2 figure is ever instructed to mose up the Initiatee Track, they are
e Benaard the firomt, likewase, if a figure s insteucted fo move
down Be Initiative Track, they are moved foward the back;

Some bems and Abilities allow Adventuress and Combatants to
manipulate the order of the cards en the Initiative Track. When this
happens, it is important to remember that a figure’s turn is never
skipped. The figure closest to the front of the Initiative Track that has
niat et had a tuen will abwaves take their ium pext.

*  Assnon as a figure is Defeated they must immediately remove thisr
cormesponding Initisive Card from the Initiative Track, YWhen this
happens, the other Initistive Cards collapse fo il in the emply spoce,
See Being Defeated Pg. 67,

*  Some Combatants with multiple fgures may share one or more
Initiative Cards, We call these Growps. A Group's cormesponding,
Inifiative Card is only ever mmoved from the Initiative Track when fhe
Last figure in the Group s Defeated, See Activation Numbers g, 54,

resuived or i mﬁmfﬁmmm




PHASES OF AN ADVENTURER'S TURN

u‘},

I. START OF TURH PHASE:

Foess v Allthes and Effects that accwur ai the stad ol a bom

2. 5TATUS PHASE:
Any Effects and Alslities thal have the EETEEEE f.'l'r: L 'l‘-“i".-'\. s

Phase, See PR 74 o sl af Bifects,

3. REFRESH PHASE:
[haring the Refresh Phase, the Adventuner goes through the iollowing skeps:

A, Recover Stamina Points {(SP):

Each Adhventurer’s Samina Recovery Bar determines how many 5P
Lhiey recons: r||_.|'i|1,:_ this sty p; as wiel | as howe many 5P rhl_'-':. miay have at
any piven time, See A: Stamina Recovery Bar on Pg. 35,

# IMPORTANT: Adverturess doomat Gain SP dluring thie Befrish
Phiase of thesr Tst tors of an Encoonter. See Prepare Phase Pa, 14

B. Un-Exhaust Cards:
S Ahilities require the Adventurer to BEXHALIST them io he used
Durieg the Befresh Phase, any Exhausted cands are Un-Exhausied

4. ACTIOH PHASE:

Bruring the Action Fhase, an Adventurer may spend SP o take Actions
andior use Ahilisies. When they decide they no longer want (o spend
SP or take Adtions amdior use Abdlitics, the Adventure continues to 1he
Engd <l Turn Phase.

5. EHD OF TURKMH PHASE:
Restlwe Abilities and Effects that ocour at the End of a Tum.,

EXHAUST AND FLIP &%,

e
qe

L'M-FLIPFED FLIFPEDY
Ty *FLIF a card. irm it oner B0
Flipy

When a

card, |

5 that have heen

#IMPORTANT: FIiTH:I carcls de nod Uin-Flip undil the players
are told to Bestore Adventurers, See Resforing Adventarers

TIP: Plavers most often will have o play
more than 1 Encounter. hedore thay are
el by Bestore Adventurers, 5o choosg
whin to use ®FLIE Abilities carefully.



USING STAMINA POINTS 6%,

Diuring the Action Phase, an Adventurer may spend any or all of their SP A ITMPORTANT: An Adventurer must finish their current Action before
by e as many af their availahle Abilities or Actions, in any order, and as starfing anothes Action.

many limees as they have $P tor. Seme Abilities and Actions have limits

on hins many times they can be used depending on how they activate,

Linless an Action or Ability specifically says that it can’t be used more

than once per turn, an Adveniuer may e that Action or Ability as many

times as they have 5P foodo so.

STANDARD ACTIONS AND ABILITIES ﬁ}:

& Standard Action or Abalily i an Acton or Abialily that 1s always avadable for Adventuress o use, Below s List of the Standard &ctions and Abilities

in Mrddara.

Table 1: STANDARD ACTIONS

AT TIOS § DEECRIPTI M
s . e g o vour masimum soserment Vaioe, For each additional SP spent, aod 2 o your Moverent Vialue,
: #IMPORTANT: Achentusmers ane limided to 1 Move Action per fum,
Abtack o Make an Atack using your cquipped Weaponisl Combat Dice,
ET&?:;:IH . Erv_omanter Actions ane Encourtes sprecilic Actions that an Scheerburer may make, This also inckodes sovating Loot tokens,
Eoquip o un-goueipsaeny [Beers in voer Pack or on youe Achentorer, (e in oo Pack s Flippedior Exhausted undil they weald

| Re-Eguip . normally be Lin-Exhausted o Uin-Flipped. Yoo rmay also take lers and Companions from an adiacent Adventuees, bul vow may

l pever give Hems o Companions $o other Adventurers, Ay amount of eguipping/un-equippingaking s allowed for 1 5P,

lable 2: STANDARD ABILITIES

EP DO DEECRIPTIM
|
i DODCE . DurFl'l-élilm Dadge step of an Attack, roll the BLACK §§. For cach W olled, the Adventurer adds +1 1o their Defiense,
| I the 8 s rolled, no additianal Delense 1= added, See Dodpe Pa. 500,
When huilding your Combat Chice Pool during an Attack or when determining the Foroe of a SPELL, you may spend 1
rl,ﬂ i . additinnal SP 1o add the BLACK .
g If the @ is rotled during an Attack, the Attack automatically messes, i the @ is ralled dunng a Spaill, the Spoll awomatically
. i faiks to affect the target. Immediately doal 3 IRREDUCIBLE DMG to the cagter, and end the Spell Action,
#’ ’ . COHINTER o When an Atfack deals no Final Damape, COUNTER the Attack. Sec Coanter Pg. 500.
--_"\.-‘-..“l'EI l.l
\?_...MLE_S, OPPONENTS, AND FIGURES 0%,
—

: Tl:lmuglmut the pame, Abilities and Actions on Adventurers, Intelligent Combatants, and Command Combaiants will reference targets (hat are either
1 opponents”, “allies”, of “figures.” While apponents and allies reler Lo specific grougs of Tigures, the word “figure” is used 1o refer o both opponents

\md alliis. Se w;ﬁamﬂ on Pa. b7,
ﬁ&ﬂuTmrlt ﬁgum‘agnals If you're an

gent-Cormbatants
furn o an Intedligent

ity Al :mnmmd the



THE MOVE ACTION

%%

Adveniurers are limited to 1 Mowe Action om their furn, The Move
Action costs T 5P, and allows the figure to move up o the Movemeni
Value prinfed on their Advemturer card. Movement is always counted
arthogonally. This means that vou may not mowve dizpoenzlly. Aler
moving up o their Movement Yaloe, the Adveniurer may then spend 5P,
For each additional SP spent, an Adverturer adds +2 (o their Mosvement

Valier fom thal ACTien

Arceas on a Tile marked with @ == cannot be moved inbe or through

A figure may not move through opponents, Moving through 2 lies is
allevwned, but costs 2 Movemeal Poamts fo leave ther space, Thas docs not
stack with the increase in moverment oot caused By Findering Terraim or
Vvater Terrain.

HMATURAL FLIGHT

A iy
Nemr 1 gaifiea eydk e i ol A e i

Pl 1 MOWE, Bovm has FIRGHT far the
tlraivan of this menermeni %

FREE MOVEMENT

Some Disciplines and tem cards have Abdlities that let yau Mowve for free
Ay movement granted by these Abilitics, does not cound as the Move
Agtion for the furm. These Abilities canmol be sed doring ancther Actiom,

In additicin, movement granted By these Abilibes simply roves a

figire Lthe amount of gpaces listed regardless ofthe negative effects on
micnvement caused by Torrain or allics,

Flensemepr, Cib=gm |i||:.: Tésrranm 2onc O e g ‘I-I:.:I.Ir\':-'-. kil | provent an
Savonteror fram |j_~ir'.i; o Movemiord Boomo I||r|:-_1!1h thisir Space, and
Bangerois Terrare wisi ol <0l Difeat an Adventorer under the normal
Clroumstances,

L IMPORTANT; Taps that affect Abalities still affect Free Movement.
For example, HEAVY would still reduce free movement granted By any
Absiliby B 1

SLINTIAFLSEL =RVE T

e i e, Thesmerement dhoes
il b ook B i At ke

A TMPORTANT: A fipure may not end their movement occupying
anather ally's space.

Since an Adventurer must always finish an Action before saring anoiher
Action, movement may not be broken up with other Adtions. For
exampte, vou cannot mave half of your Movemnent Yaloe, Allack, and
then finish your moavemsent.

soyme Abelibies allow plapers 0 make a Move Actione This Move Actron
still eosunds as their Move Action for the turn unless sated otherwise,

A IMPORTANT: When a Mowve Action ends, all unspent Movernenl
Foints ane lost

Faxum p-l-e:
Rorni's Natural Flight Alility counts as her o Action for the tum
soashe canmod maove and then ose this .-"-.I:ilil':.- B <z harn

Any grich s that shama

CARITEST O &2 i a =||

s nhstructed by e borders bloek Line of 5
Jdered adiacent

See Terrain Pp. 21



5 i # R, He spends 1.8 ; Chiory and Leains
unts equal to his i et Value ponted ¢ murer card, im this ¢ LSince figun 1 ally, hi
sert the shorter rocte beading west thic

o4 e shoort roasle tor B, s Anoms
Fiy o I 1, e

3 : v iuld spend an additional 58 poG
ement P i through Bemi, Hut, because Bemi is-an ally, he can move through — but maot n— fer: d since the

ci Tl allies ocougy v gt Poink e ol o, ek woild nol be able toreach A without spending a to il E rdire 5P lod
4 e Movernest Pednds Alter reaching: A Zeke would have 1 remaining Movement Point

b= c{a TOWARDS AND AWAY 6}0

I an Alilily trosees an A0S g i BLirg tonvards :.n;lrllq_"'f'lir‘lgL 1he I'ig.url,'
St - i beimg moved must only move inle spaces that are choser 1o the
destination. If the destination is a space o cupied by ancther Bpure, the
destination bocomes fhe nearest .'|-|'_|_|._I-|'_ e space to the fipure the rutes i
toward also apply when following an Inedligent Combatant's-Al-Sieps foe
R T Lhesr o s e,

: If am Abiliby opves an DppOsing EL.T AWy T something, the 1|gur~|1
; will move directly away from || It a tigure i5 posibioned dizgonal by fo the

e e COmponent cadsing the mewement, then the figuire must choose the mist
; delrimental-dirgchion o move, iEa figune s moved inbo Cbstructing
: Terrain or into another figure, they staop moving and are dealt the

: i retmaincksr of the migvemient &5 IRREDUCIELE DMG. | an Infelligent
e sl it = - Combatant’s Al Sep says to move away from something, they will move
bes bl i Thie rnost beneficial position possible for themselves,

: Example: Thi Earth Lew uses the Push Ability, which causes Zeke to b
mdnded 3 spaces away from the Earth Loa

Zeke s diagonal o the Earth Loa-and has io choose o menve south or

. n wist 3 spaces, Choasing 10 move west o space n wildd mcd hiny inho
' i Tile Eclge and deal him 1 IRREDUCIBLE DPMG for the exira space he

Cannol moe. ."-.-1-':|'.':|'||_:_ soialh wold cause him o leave Dan JEIOUS Ferraim

and Pe Dicdeated, Becaose il v he mios] detromental I'IF_IIi-:I-!' hi gt

- chisse B maves south 1o '_"up.'n'-e' m and e Defpatec

s




THE ATTACK ACTION

STEPS FOR MAKIMG AM ATTACK

Any time an Attack is cafled for, the figure making the Attack will follow these steps,

1. CHOOSETHE TARGET
Select a figuse within Line of Sight and Range as the target. Some
Ahilities have specific targoting parameters that may overide this.

2, BUILD THE COMEBAT DNCE POOL;

1-Handed Weapons have a single Combat Die printed on them.
2-Handed Weapons have g pair of Combat Dhee printed on them,
When making an Attack, Adventuress use the Combined Dice of
all Weapons they have equipped to form the Combat Dice Fool,

A Achentier with only a single Combat Die being added ivom their
equipped Weapon adds a PURPLE @ o their Combat Dice Pool, If an
Adventurer has no equipped Weapors, they add 2 PURPLE @8 10 their
Comhat Dice Pool,

Linlike Adventurers, Combatants have their Combat Dice printad on
their card, When they make an Attack, they uee the Combat Dice
printed on their Combatant card to foem their Combat Dice Ponl

3. EMPOWER: Chocse [0 EMPOWER (he Drice Poal,

After building thewr Combat Dice Pool, (he Attacker my Choose i
EMPOWER (heir Atlack by spending 1 8P o add the BLACK § 1o
the Combat Chice Pool.

Combatants will only EMPOWER if they hanee an Abilily ihat
specifically allows them to.

# IMPORTANT: Some Weapons have the BLACK @ pictuwned as
el of Iheu' Cn::lmha Dice, Altacks made with these %aea 15 e
always red, Likewise, some Combatants hinae Ihe BLACK @
pictm:-d Edparl of lhelr Combat Dice, Their Attacks will always be

Empowered, See Empower PR 50.

4. DODGE:
-a.[h'ntkifmn uses DODGE: When targeted by an Attack, 8

1 8P 1o usse the Dadge Ability: Combatants do not

' Dﬁﬂﬁm Ih:lrtﬂ]ﬂ*ﬂ}ﬁnﬁuﬁ.

b, Make a Dodpe Roll: A ( mmmrﬂlsmnm
@, anil fur cach N rolled, adds +1 1o thiie Defense, 1 e §is
mll:d the Eh:dg:hﬂlsd.nr} no acdditional Drefense i a:fﬁ:d.

w@ mummn bionues o this all. However,
is rolled, litses provide no bons.

U R AN B R

- niqrmlm.'gur'l.ﬂi:’-

6. DETERMINE DAMAGE:

Calculate the difference by which the Altack hit;
For each number above the target’s Defense Value the ﬁ;irur:.'
ralled, the Attacker adds +1 PHYSICAL D8AG to the Atfack,

a. Spend Symbols and use Abilities that add Damage: Some
Adiilities add to Da . During this siep, the Adversturer or
Combiatant may Symibids and wse Abilities that add
Darmage. See loons, Conditions, Tags, and Spmbok P, 50,

b. Subtract Armor: Subtract the targers Ammor Value from the
tedal PHYSICAL DMG beeing desalt by this Attack. Some lems and
Ahilrties have the T.u.ﬂ +(X) ARMOR PIERCING, This T;,lH ITHEANS
that the: Attacker ignores the first (X) points of Armae when
calculating the: armount of PHYSICAL DMG that is recucod,
ARMOR PIFRCING Tags from muoltiple soorces are comilative

. Caleulate and Deal Final Damage: Any Darmage remainiog
artes the Subitract Armor step i Conpleted i the Final Damage
of the Aftack. The Barget of the Altack then adds Damage tokens
tix thasie Combatant or Adhventurer Cardd equal 1o the Fomal
Damage this Attack dealt, Abilities that reference Final Damage
are wsed during this step,

ek, Check i the Targel Counters: If the Atfack misses or deals
na Final Damage, the plaver checks to see if the tagel uses
COUNTER, See Courter Pz, 50,

7. MISSED ATTACKS END
1f the Attack missed, the Attack immediately ends-and skips the
Fallow Up step.

. USE FOLLOW UP ABILITIES (FU)

The Attacker may use Abdities that occur during the Follow Up step of
thi= Altack, 1T an FU Allity woudd start a new: ks Spedl Action,

current Adtack immediaiely ends and the plaver may start the nwmﬂ 8

s norrmal,
Uinless othenwise an FU Abil l’ﬂiﬂ
must be used by you b
This may be done @EWW _
.Ha:'rFUMII jites & Fore (X) nﬂ#ﬂ:'
:dﬂﬂﬂ # _w ce Spe :
#IMPORTANT: Pi mmupmmmuﬁm# af
same Attack, sn{nngT v chiy 1ot start another ! mﬁmﬁmﬁmm ]
ar Spell Action, As soon as a player decides 1o use a FU Ability the
starts a new Attack or Speil Action : s

e
- |z

_-Hl .
1-1.' !""-




DIAGONALS AND BREAK ATTACKS

When moving or drawing Line of Sight thruugh a diaponal, players
chonse which of the 2 spaces affect the Line of Sight or movesment.

Thee space chosen by the plavers then applies all of its possible bonuses
andd negatives gaimed by the terrain trpe of the space - and any figires
occupying the space. For example, if an Adventurer were to draw Line of
Sight through a dmL_,unu’ whire 1 space of H111dl;:rm|i Terrain and 1 space
of MNormal Terrain meet, the Adventurer would b able to choose which
space affects thedr Ling of Sight, In this case, the Adventures would likety
Chowse the space containing Normmal Terrain, so that they-are mot affected
by the =1 10 THE ATK ROLL applied by the Hindering Temain,

Example: Mightingale's Attack roll against the Cave Sickle will be subject
toa <1 penally if she chogses the ungcoupied Hindering Termain space, o
a -2 penalty it she chooses the Hindering Terrain space oooupied by Remi,

THE ATTACK ACTION CONTINUED

DAMAGE 1T YPES

Ahelifies,
changes

htacks, and Spells can all deal Damage, The tyepe of [

I JArmage
iz pending on e soarce of the Da

There are 3 Damage vpes in Moldara:

Physical Damage: -'||| Adtacks !lu il Physieal Damage by clefaoll. This

Famage can b

I"-‘Iﬂhh.. Ll.:nme HTIE SpE
B g Dianam
Irl_H.-fL|1|. Pl

I Abilities specilically say 1hey el

5 e rediecible by Armoe o ot her
Damapee.

Irreducible Damage: Soowe Spills, Alulitos, and Effects specitically tay
thew cheal rreducible Darmage, fmedociide Damage & aot reducible by
any Abikities.

ali an'r I
£ l:l AMAGE

1]

1 at any point during movement, a figure feaves a space adjacent to an
apponent, they provoke 3 Break Attack. The opponent may immediately
make the Break Attack against the figure that left the adjacent space. The
Attack takes place in the space the target s leaving, and any Ferram in
that space still affects the Attack, A figere may never make more than 1
Break Attack per turn, Uinlike other Actions, a Break Attack and resulting
Acctions will rot end the movement of the figure that is moving. Any
FEMAININg mivement may be finishid after he Break Attack ends, All
Rreak Anacks made by Combatantsare considersd 10 be # ATKS unless
atherwise stated: Adventurers making Break Attacks make an Atlack
comesponding to the Type and Range of their equipped Weapons,

Example: Nightingale would provoke a separate Break Attack from both
Cave Sickles if she moved to

; ;
Alrak froarms.an

SINFUL PRIVILEGE

CALNDR = L1 3

W EHALST

| haning Ak
gl i BACKE BV oaiegid

“Flrary ae wwil. are na anil and paw sl e
bt Sovarid fo o patery. "

Example:

Sinfud Privilege alliwes an Adwnturer fo make the Damage dealt
by an Attack furn from Physical Damage into Magic Damage
|nt.'| eail;



THE ATTAEI{ ACTIOHN cownrmuen

6},

WEAPOH TYPES

Thariz are 3 fypes ixf Wisapons in Mrdedara

Melee Weapons: These Weapons have the @ lcon, When taking an
Adiack Action with a Melee Weapon,: an Adventurer may anly larget an
adjacent figure unless the Melee Weapon has REACH,

H‘.anﬂed Weapons: These Weapons have the & lcon. This loan has a
numibser that displays the Eange of the Weapon,

Ml / Eanﬂ,ﬂl Wizapaons: T s WA IEHIN e -ty 58 con, This Ieon
has a numbser that displays the Bange of the Weapon, Moeles Ranped
Weapons can b used with both Melee and Banged Abilities and count as
having both the & Icon and @ lcon.

#IMPORTANT: An Attack Aclion requires the target of the Attack o
be within Range and Ling eif Sight.

DETERMIHIMNG RAHGE

Aftack Actions have o maxemem Eanges. An Adventures's Bange when
using Attack Aclions & determined by their equipped Weapons and [fems
Oy figures wathin the Bamge Listed on the equipped Hem may be the
target of an Attack.

There are 3 types of Rangoes:

# Adjacent / Melee: This is the Ranpe for the @ 1con. Medee Attacks and
Abilities with this lcon eguing the target 10 be adjacent 1o the figune
roaki ng the Altack.

® REACH (X): This Tag changes the Bange for Weapons with (he € lcon.
(X} equals the maximum distance af whicha Melee Atlack can b
Mmiacke,

# Ranged: This is the Range for the @ loon. Ranged Attacke and Ahilities
with this Icon require a target o/ be no farther than the lided Range
o the Adventurer's equipped Weaponisk with the @ Icon, Ranged
Artacks can be made against targes that are adjacent, hovever,
Ranged Attacks cannot Gain the Flanking bomus. See Flanking Pa, 50,

AAMPORTANT: If an Adventurer equips 2 difierent Ranged Weapons

wilh 2 different Ranged Values, they may only make Atlacks against
fargets using the loweest of the fao valiees,

HOwW TO COUNT RAMGE

To check whether a targot & within Range of an Attack or a SPELL, the
player counts the number of spaces from the figure that is performing the
Agtion, tothe space the target occupies.

# IMPORTANT: Uinlike movement, all types of Range are counted
diagonally as well as othogonally,

SPHERE OF INFLUENCE (SOI).

This s hoth 2 type of Range and a typs
Speie st Sl ke Al and

bud thisRa

LIHE OF SIGHT

Ling of Sight is determined by drawing an imaginary line from the conter
af the space the acting figure ocoupies to the conter of the space the
target figure occupies. 1 this line maves through anything that blocks Line
of Sight, then the Action or Ability cannat be perfomed.

Cibstraching Terrain, edges of o Tile where the Tile doesa't connect to
ancther Tike, Elevation differences, and spaces ocoupicd by opponents,
Block Line of thhl. Allies do not Block Ling of Si;\:‘hl;, bt Hi'u'q‘-...,:u
-1 TOTHE ATEK BOLL rruacke 1'|rr:||_|5.l,h therm, Thog eftocd stacks wath
the -1 TOTHE ATE BOLL froum H|r1:||_'r|r1_!l, Terrain, bl mesd dbaeld

,"'-."-l-. =
Lhﬁ'

Yo &

i)

i ?!' &
o
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Je LINE OF SIGHT 6},

Mightingale can draw Line of Sight to 2 of the 4 targets, Both Animates are within Line of Sight, but the Cave Sickle is hidden behind Obsiructing
Terrain and 1 of the Animaies is blocking Line of Sight to the Living Obiation, Remi is bebween an Animate and Nightinpale, but allies do not block
Lini of Sight. Since Range may be counted diagonally, one Animate is at Range 2 and the other is at Range 3. If Nightingale could see the Living
Cihlation or Cave Sicklie, they would be at range & and Ranpe 3. respectiviely.

t{& DAMAGE AND HEALING

Mirdidara uses-an accumulative Dlamage system, When an Adventurer
of Combatant takes Damage, L2amage tokens are added to their Cand
to represent the total amount of Damage a figure has been dealt, I an
Adventurer or Combatant has 0 Camage tokens, the figure is af full
Health (HP}. A figure may nesver Gaim mone Damage fokens than ther
it HE.

Remi
Morett

00008
O e n

Healing works by remowing Damage tokens from a Hgure. If an Ability
allews a frgure o HEAL (X), the plaver removes (5 Darmage takens from
the figure’s card, If a figere has fewser Oamage tokens than the amownt
HEALED, the excess healing is lost,

Example:

Zeke uses 3 Vitalily Juice Box on Beml, This e alloss Bemi o HEAL 3.
Reme currently has 2 Damage lokens on ber card. Remi’s player wouild
remove: The 2 Damage wokens from her card, beinging her o full HP,

The 1 point of unused bealing is losr

isE Tadd O
Haiile= g




MAKING AN ATTACK

-

Mg htinpake gpends &SP fo make an Attack and chooses a target to Attack,

Mightingase has 2 Wisapons equipped, a Katar and a Langsword, Since
[hese Wedpins have e~ Icon, they have a Bange of adfjacent. Since the
Animate [5-adjacent, Nightingale can choase i1as the mrget of her Alfack.

heext, Mightingale must build her Combat Dice Pod using her equipped
Weapons, The Katar grants 1 WHITE @ and because if is a LIGHT Weapon,
the dongsward's COMBO Candition Tag grants FINESSE : OrRanGE @8, This
makes her Combat Dice ool 2 WHITE g and an ORANGE

Niglllilé;!t comld EMPOWER the Altack by spending 1 5P o adid (he

BLACK 0 by Coevibar Chice Pool, Dot she declines to do so;,

Beinre rodling, Nightingale must check o see if the arget will DODGE,
Intelligent Combalants oo nol DODGE unless they have an Abdlity thai
sivs Dtherwise, The Animate does not. so it doesn't DODGE.

Mightingade ralls ber Combat Dice Poal, In this example, she rolts a &

on the ORANGE antl & 7 on the WHITE . She adds the numbers
together and compares it with the targets 8 Defense Value. Since her mol|
of 13 is egual to or higher than the Animate’s 8 Defense Value of 9, she
hits?

IF Mightingale Bad an Ahility that added TO THE ATK ROLL, she could use
it e Since she doesin'l, she conlinwes o the next step of the Attack,
Determine Damage.

To Determine Damage, Nightingale must find the difference by which she
hit: 13 -9 = 4, 0 she adds 4 Damage.

Mext, Mightingale can spend Symbals and vse Ahilities that add Damage.

‘ﬂr_-;‘-'--', .
AMIMATE '
iy oMy, 'h'-'l"cl P I
o w ks EEE i
JI:I. @ '.-..-:'. ‘"\-ﬁ
MIGHTINGALE @

SRR, Ay e bar,
e Che Lf L

PES

MNIGHTINGALE™S WEAPCOMS

[ = cinec i
Flarpan) R

o vmpsds ket ) RS TR
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W cresianes

Between the ® Combiat Dice, she mlled 2 3B and 1 3 Mightingale's
Longsword and Kalar both have anAlility that allosy her o add +2
PHYSICAL DMG Ty spending 2T

Since these Abilifes do not have a Condition that Exhausts, Flips, or
oifrwise says they cannoat be used mone than onoe, there 5 oo limit o
hewe. many times she may add Damage with these Symbuols, However
Nightingale may only spend each Symbol roflled on the Combat Dice once.

Mightingale decides to spend 2 i from her Combat Dice for +2 PHYSICAL
DMG. This leaves ber with a 218, 1 W, and 1 % that she cannot spend at
this time.

Mo Nightingale miisl reduce the PHYSICAL DMG she dealt by the
Animate’s ™ Armor Value. The Animate has an ™ Arimor Value of 2,
which wauld normally réduce her Attack’s Damage by 2 Hoswaowen, since
Mighitingale's Kalar has the Tag +2 ARMOR PIERCING as o Passive Ahility,
she ignares 2 of the Anirmates Armor, meaning the Damage: she deall i
ol red ue e,

Hir?hringair: must now determing the Final Damage of her Attack, The
difference she molled @), plus the Damage she added fram Abilites ),
minus the Damage that was subtracted from Armos 10), eguals a Final
Damage of 6. The plaver adds & Damapge tokens fo the Animate.

since Mightingale has no Abilities thal oocus dusing the Follow Up step of
her Atack, her Altack Action ends,

Ts




4@ ENCOUNTER ACTIONS 6%, RENINeRNIIRYyI 8%,

An Encounter Action 15 wsed amy time a2 Seecial Emcounder Rule An Ahility is anyt hi g, 00 an Irem, [hse ||‘:-| ne, Acheentiurer, Combatand
calls-far it ar -,"'|'||-'|||'||tr,j||||'||_1 i oif forkeen. o Iskesn that a I|"|,.l|'"|'|'|'|' oo, ".-"l._l‘l. carcls will "l._'l w1 o e Ahililies
prirded on them, Abilities can be usal when th weir Condifions are med

B
There are 4 I-.ims of Conditions.
il BEXHALIST RS
I addifion,. an Evadouaries Clal Encauner Boles will

ovcasanally allon vl v bkl weith Tiles i HoeC al 2. Stamina Poinl (5 Cosl: The amount of 5P a pHaver muest spend,
WVhen th % an Erdonin All speeceiically s

Moy Encounters wse el tokens, These akons are aoineated by

am Aot cendsr fRat 1% Ginoor .=|'|.|..| e b Bhs Dt Folesn |'r:. LIsIn an
Encounter Action 1. Condition Tags: Tags such as [EIEETSEE
Condition Tags Pp. 30,

Llgigally this is lisiad as . ancl mdy b lsded mulnpie Dinmes

E |:|-|l." 3. Texi Conditions: Amy condilian ar requiremmssnt listed in the et of the

Irh the example to the leit, the Encounter’s bpecial Encounter Bukes
=y 4. Symbol Conditions: The symbols a plaver must spend. These Abilitics
"Mivable Rock conter- Action, dn Adventurer adiacent rieay oy e used during the "Spend Symbaols and use Abilities that

10 thes Chbs ! ile LIMT may n add Damage" slepof an attack. See The Alfack achion Pg. 43,
Sfrfﬂgﬁr I ( : iy e fhe k4

feerany folearn in TRLURN e .'Jll'l._ll_l__ Sus < IMPORTANT ABILITY RIULES:

This means that Eook may Spend 1.5P K o Fdoumies ®  Some Ahilities hove more than 1 af the abosve Conditions. listed o use
theam. In thiese cases, all the Condilions most e met 1o wse the Abilile

Abiliy This could be a vaeby of regquiremenis or Costs.

Wi . - R

s Indesg othenyicoe stabed, thome is nos lirmid to b gy fEnes Abilities that
recpulire Symbols can be used, so loing a3 the Tgune has the Symbols to
eI,

e if I-.- an LN Cup 1

Iy The [

= Ahilities can only be used during vour turn angd not duening an Action
unless {heir Conditions say otherwise or the Ahility occurs at a
"-\..:I'I..l:.|||l: Fimie,

» |ithe Text Condition of an Abiliy says *At any time”; this Abdlity may
he used during any furnand at the moment that is most beneficial to
the user of the Ability. IF the Text Condition of an Ability specifies that
itmay happen duning an Acton such as "When making an Attack",
this Abaliby may be used al any firme duning that Action and at the
mewrient that is most benefrcial o the user of the Abiliby,

s Ay Fileck Gained by Abilities wilh Fassive Condibion Tags aee lost
the-Ability wath the Passive Condition Tag is ever us-erquipped,

= Somie Abilitlies have specific fargeting parameters thal may override
the normal tarpeting rules for Attacks and Spells.

e When an Ability is infended 0 be wsed on any ally including vourself

it il say "Ary allv', When an Abiiby s inbended 1o be used onany
ally except yourself & will say "Another ally".

- ' ATMPORTANT: An Adventurer must finish their cument Action before
l\..w' starting another Action.

THE RE-EQUIP ACTION 8%,

For 1 5P, the Re-Equip Action lels oo Advenilucer euip iems froem, and
Shiee ltems inlo, their Pack

Adventurers many also fakie fems and Companisns tror adjscent
* Adventurers. However, Adventuners mary neves give leims or Companions
o another Adventurer. The Adventurer being tafun from may also
‘Be-Equip their lems dudng this-Action, but may not take Bemsor
Comganions trom anather Adventorer,

#u)ymn]n{ E equippimgun-eguippingtaking is alloswed r T 5P,

i rmwﬁﬁﬁuﬂm&hﬁmﬂuml thes wonbed normially

A IMPORTANT; Ap .ﬁ.dutnlur:.'r rmay only use Abilities on lems thal
ArE eop pel.

Tl'p: Lising Abifities with "Amy time” can be
the difference hielwesn '.l.-i||||i||;._:| danil I|ni|1!_;!

With the llem Upgrade Master Waork, an
Adventvrer may add +7 TO THE ATK ROLL af
any tiene it benefits them the most. This meins
thil they couldd exhadst this card toadd the
honus after seeing the roll for an Adtack




STAMIMNA POINTS OH ABILITIES

Soeme Abilities have an 5P Cost as 3 Condition. This is especially true ol
many Disciplines, These Chsciplines Can be used Tor the listed (5P CosL
I the Discipline doesn't have other Conditions barring it from being used
more than once, then an Adventurer may wse the Discipline's Ability as
many times as they have the 5P o spend for it

IHTERVEHTION

WL
S e

The Discipline Infervention, deplcted above, has an
Ability with ¥ of the 4 Condition types. A depicls an 8P Cost of 1.
I gepicts the Exhoust Condition Tag, which will requine the
Adventurer to Exhaust this Discipline when its Ability.is used,
€ showes a Text Condition that specifies that the target must ba
within SOL

ABILITIES THAT START ACTIOHNS

Some Ahilities will use Tags to let players perform Actions, such as the
Move, Attack, or Spell Actions. Tags that start Actions and also require
specific lcons on equipped Weapons (such as the @ ATK or @ ATK Tag),
can only be used if the Adventurer has an equipped Weapon with the
matching lcon. See Taps P, 32-33 (o detenmine if your Ahility stans an
Action, Abilifies that start Actions cannot be used during anather Action
withoul ending the current Action first.

EXHALISTED =

PASSIVE CONDITIONS

The Paszsive Condition Tag granks Abilities to the Adventurer that are |

alwansin effect, home Abilities with the Padve Condition Tag have N
specific requirements in order for Adventurers 1o henetit frim the Ahilit. ¥, b
A card with Z different Abilities, 1 that has a Passive Condition Tag and i, S

1 that has a different Condition, grams the Ahility under the Passive

Condition Tag regardless of whether the ather Condition has been met,

Ahbilities with the Pazsive Condition Tag can be used even if the card with .l_
the Ability is Exhausted. i

HAMMER HELM

...-.Hﬂ.\nj*',':!fh.'_



DODGE

When being Attacked, a DODGE can be made by the @rget dunng the Dodge
slep o an Attack Action. For Adventurer's, DODGE cods 1 5P mtel liges
Copmnatants do nol DODRGE unless ey have an Aty 1hat Sdys

B L e e

When a fipure makes 2 DODGE (hey roll the BLACK @, For each W rolled,
the ngure adds +1 o their Peterse, I the @ is motled, no additional
Cetense is adoled

It an Akility refers 0 "Soccessfinlly Dodgmg an Aack”, I8 means that you
bk thie ODGE Action and the Attack being made against vou missed

*IMPORTANT; Ahilities and I':'|:r"!|_.|,- parades can add honuses r|||._|

i1 DODGE. However. il the !‘ is rolbed, these Abilities provide no bones

COUNTER

Damape. the tarpet misy use the 3
Check if the Target Counters step of the Aftack. See The Attack
Action Pg. 43,

Acbeirnturers and Cormmand Comdbatands meany wse The OOUNTER
Adaibiby fiar )
fap fist A A ey B |

i v Ex ooty Intid]

2l
: '!1|.' Ahtack ."u {hcin. |I ik
dillarent

- karpeting I||1‘ Atftack

e hackand forth to oocur when a fi
u:ulr-.rl-n w the Check
COLIMNTER, In the

A IMPORTANT: Courdering immediately ends the Curnent
Aftack Action; meaning that the Attacker who was Counterad
never reaches the "Use Follow Lip Ahilities” slepaban alack

;..g_':'i'i FLAMNKING AMD BACKSTAD E}-:

When 2 allies who are tid onder an ethect fhad
them froem making an Alack areon oppos
they are Flankmg, Figures-making 4.7 Altack ag
e Flanking Gain +1 TO THE ATK ROLL and

+3 PHYSHCAL TR,

Lo Ahilities pive Adveniurers and Combatants bonuses only
when they are Hanking a target, Fig wilh (he BACKSTAR Tag
I ..'I.I'I +F T THE ATK ROLL and +5 PHYSICAL DMG swhen meakir B

* Attack againstatarget they are FHanking, Weapons-with the «
ey cannal Gailn the I'|.1r1h|||h I

Lot II.J|1.| prevent

nst & target they

EMPOWER

During the Empoveer step of dan Atlack or Spell, a Adventorer may use the
EMPOAWER Abslity.

Ty EMPOWER s Aok, am Agheonires u[:-:'-nl:l« 1 §P when ||-.J||-:|||1;,.: thisar
Cowmbal Dikce Pool o xdd 1 he BLACK Thite’ e will prowice additional
Svmbals that can-be ised o Syrmbaol Abilities donmg the Allack

To EMPOWER & SPELL an Advessiures spends 1 5P when Determining the
Force of a SPELL fo adkd the BLACK ﬁ Spells cannot nomnally wse: Symibol
Abilities, However, when Empawering a 5PELL for each [l rolled on the
BLACK &, acd +1 o the Force of the SPELL.

Depending iin whisther 2n Adveriurer used the FEMPOWER Ability during
an Attack or SPELE determines what the 8 Symbaol does when rofled.

Attack: If the ﬂ 5 milied during an Attack, theAtlack misses, regardiess
iaf the numbers rled on the Combat Crice,

Speelly 1 the & ic rollod during a SPELL. the SPELL fails b affoct the target
Al 3 IRREDLACIRLE DAG i5 dlealf o (hee Casder, Soame Weapons also fisl
the RLACK @ a5 part of their Combat Dice. Aftacks made with these
Weapans are-always Emposeered, Empowerning in this way does nol
it acklitional SP

ASPELL or Adfack may neler be Empowered more than ooce,

SIMPORTANT: Some Alilites might use the BLACK ﬁ ag part of fhies
Pescl, I s anstances; fhe listed Alility does not counl a5 Empoweiing
.||'|-|!| weilll = [iest 1I".- l.-.-‘h..'ll this BLACK ﬁ Li-m.':.

i T 3 il
- a

e ey s | e T




THE SPELL ACTION

D2

STEPS FOR CASTING A SPELL

Many Abilites allow an Adventurer to cast Spetls, Whenower an
Adventurer uses an Ability that instrucls them o "Cast o SPELL (5)", [hey
make a 5|‘;-|,'|| Achion 1o delermmne i the ':;|_:-:_'|| alfected the Larmet, When an
Seheenturer Casls a '_';||‘:r_=||. ||'||_"..' B I|||'|:|l_||_|"|| thex I|;-|||:|l.-.:r'||_'| _=||_'|_|:-

|. CHCHWISE THE TARGET:
Sebect a-single figune within SCH as the target, Some Ahilities have
specitic targeting parameters thal may overdde this, See SOF Py, 45

DETERMINE THE FORCE
The Force of & SPELL determines how difficull the Spell’s effects ane Lo
sk,

A, BUILD FORCE POODL: A Force Pool consists.of a figures printed Casting
D or Ll pgrads

B, ESMPORYER: VW heen LAsTiNg « SPELL, v Aclverturer o Coirmeind
Coambatan] may choose to spend 1 5F (o EMPOWER the Spell
W'hen [l'rlpl:-v.-r_'rilu_; i ';1_'||:II. achel the BLACK ﬂ o the Foroe Pl
YW'hen o |in“ b determiine vour Force, or cach . rixlled on the
BLACK @, add 41 to the Force of the Spell. Intelligent Combatamis
will cinly EMPOAWER a Spell i instructed o do so,

C. ROLL TC DETERMINE YOUR FORCE: Finally, the figure Casting the
SPELL robls thexir Casting die amd Emposser e it applicable, and
acdels the privted X vaho on the Spedl wothe result, (Lissally G

Brasf

3. THE TARGET MAKES & CONVICTION CHECK:
Each Adventurer and Combatant card has Conviction Dice printed on
it. These 2 dice determine how resistant a figure is to Spells, During
this steq, the target makes a Conviction Check to resist the Spell’s
phiects,
To makea Conviction Check: a figure rolls the Conviction dice
printed on their card. If the toal number rolled is equal fo or greater
than the Spells Force Value, the Spell is resisted and the Action
rmmeediately ends: Moweves, if the roll is Tess than the Force Vislue of
thie Spel |, the Spells printed etects oo cor,

4, RESOWWVE THE SPELLS EFFECT;
I the farget of the Spell failed ther Comviction Check, they suffer the
5|H1'|l":~ oltaerts, This fowl e M.\Eil n.'lm.'!_ut'. N:'H.'iliw'- Effonde suacly
a5 Pousewt, or mani pulating ther positon on a Tile: Regardless, th
apell®s effects are described on the Abiliy that Caused i

IMPORTANT SPELL RULES:

v Rems and Abdlifies can opgeade an Adventurer’s C .]sungand
Comviction dice o improve hear chances of indl |1.I|r!||g_|
resisting Spells, See iction & Casting Lipgrades

»  TheSpell Action i not a Standard Action and can only im mdflr:!
whenan Ability specifically calls for a Spell Action via the SPELL Tag,

» Ahilities that use the Spell Action do not require any specific Weapon
fooms t0 be used.

o Spells share a special vpe of Range and Line af Sight called Sphere
of Influence (SOH). See Sphere of Influence (SO0 P 45,

o Spells have their own steps {bm‘.a Aiguee mwst go thiowegh v.hen
instructed to "Cast a SPELE (X"

.5 hawiz ﬁqurua e [ 'u"IEI
ﬁmam E-h:tﬁtﬁ dﬁé %ﬂmﬁ A
Mlie.-s:mg‘pmpum;- fi]l-ﬁyﬁuir_'ﬂun ﬂmﬂﬂﬂﬁ'm Htirglmﬂgﬁul @
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SPELL-LIKE ABILITIES

tdany Abilities have FORCE (X1 printed on them, These are called Spell-
Like Abilities. Whenever an Adventurer uses an Ability or Fallow Up
Ability that has a Force Value Bsted, they go through the follewing steps.

1. IDEMNTIFY TARGETS:
Spel-Like Abilities prinbed on Follow Up Alilibies mast alwaevs bo
WESRT | agaims the r'|::||,|rl:'- {haat s the target oif the Attack .&p-r_-"—ﬁh'
Abikities used under other Conditions will always speciiy their arged.

2. IDENTIFY FORCE
The Foree of a Spefl-Like Abifity is abwavs printed in ane ot the
foul lonaeine ways.

A, FORCE (X) + DIFFERENCE HIT: These Spell-Like Abwlities represent
efiects that occur afler making Attacks with Weapons and will anly
bee lesbed on Follow UipAbilines, To depermine the Force of the Spel-
Lrke Abiity, the igore that mmacke [he Attack adds the difference by
weliich thesr atiack hid The [arpet iy e |:-ri|'||,|_-|;| Force o the Abiline

B. FORCE (X): It thwe Alility dioes mald have = DIFFERESCE HIT, then (he
fignare wsing this Ahility does st ackd anything o the Force Value,

~ IMPORTANT: You miay not EMPCAVER Spedl-Like Alailities.

3. THETARGET MAKES A CONVICTION CHECK:
Thie target must make a Conviction Check as detarled instep 4 of the
Spell Action.

4. RESOLVETHE ABILITIES EFFECT:
lithe terget of the Spel-Like ALy Taibed ther Conviction Check,
theey suffer [he Abilities Hated elfect,

~IMPLURTANT: S'P_'Hrlﬂ'u Abrlrtses oo ol Cowant o o Adchion,

P C o .
r;'-..,__ﬂ ?".tl"l.!-l.."-._"'r_.‘\ SPELL-LIKE ""nl!-ll d11ES E.FJ

CORE SHOT
R Tl e
il i WAL K

Aiam e el ] VAR DRAT
Haiiaa the | e s roval miaked
sl MATH TN S i v g
AL R P

Spell Example:
: Shot i< a Dhiscipline that costs 1 5P and-a
Cast a SPELL 6.




%@

CASTING SPELLS

6%

Zeke sponds 1 5P 1o use the Ability on Gore Shet. Since Gore Shot has
the Tag SPELL 6, Zcke would stardt a Spell Action,

Firel, Zeke must choose a Lirgel. Since no special targeting parsmetens
are hated on Goee Shot, Zeke may choose any target within S04, feke
ichiecks if the Animaieis within SO1 The Anbmate is § spaces away and
withiin SCH, therelone, he may targel il with Ciore Shof.

Al this pomt, Zeke could oplinnally EMPOWER this spedl, hul chooses

not i, Mest, Zeke muost determine the Force of Caore Sfod by salling his
Casting Die and adding it 1o the printed Force of the Spell (6). Mormally
this would be the PURPLE G2 printed on Zeke’s Adventurer card. However,
Zeke has the Magic Staff equipped,

The Magic Staff has a Casting Upgrade of WHITE ﬁ 50 Zeke can incredso
the Force Value on Gore Shol using the better die

Soke rodls a 7. Gore Shot has a Foree of B, Seke adds the T heoaolbod i
the Force of Gove Shol.

7

AMIMATE

CONVICTION

=
| e i AR
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This makes the final Force of Gore Shot 13, Mext, the Animale must
make a Conviction Check to determine if it is affected by Gore Shot,
Comlratants have their Conviction dice printed on thioir cards, The
Antimate has WHITE ﬁ anc CARANGE Comviction dice, The Andrmaie
rolls both dice and gets & total of 7.

B

I the Animate had been able toormll a 13 or better, the Spel | would have
failed and Zeke’s Spell Action wold have concuded. However, since the
Animate rodled less than the Force of the Spell, the Animate succumbs to
the effect of the Spell.

Becanse Gore Shof was successiul, the Anmate 5 odealf 2 MAGIC DMG,

Zeke then decides i use the Ability printed on Gore Shof to deal himseld
T IRREDUCIBLE DMG to deal additional MAGIC D8G B the Animate. Zebp
will place 1 Damage token on his own card,

Hecause Zeke's highest IVL CRUDR Discipline s Gore Shot, Zeke will
deal e Anirmate 1 additional MAGIC DMG.

Finished with his Spell, Zeke deals 3 total MAGIC DMG to the Animate.
Lince MAGIC DMG canngd be reduced by Ammor, the Animate adds 3
Damage tokens o its card.




USING SPELL-LIKE ABILITIES
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Remi makes an Attack agains! the Animate using a Great Hammeer.

Rarmi rolls ber Combiat Dice and gets a6, and a 7. In addition, she rolls
P a4l

Thiz tiotal Aftack rodl egquals 13, This his the Animate’s Disfense Valoe of 9
with a difference rolled of 4.

Eruring the Determine Bamage step of the Altack, Remi spends & i and
1 % (o add +7 PHYSICAL DMG. The Darmage added (7 plus the difierence
rolled () fotals 11 Damage so far.

The Ammate has 2 Armaor and Berm does nol have ARMOR PIERCING -on
her Wieapan, so the PHYSICAL DMG dealt to the Anmate is reduced by
2. The Final Damage dealt to the Animate = 9, The Animate now adds 9
Clamrape tokens fovils card.

Finally, Bemi reaches the Follow Up siép of her Altack,

B FuasT |

Fix: Sprevae] 180 i PUSH T it all oot

Bppomenty i flict Py el
FOHCE 74D MEEHIL

The Falbow Lip ahility on the Warhammers reads: FU: Spend 1:5P to
PUSH 1 against all adjacent opponents and Inflict Paralyze, Force ¥ +
DMFFEREMNCE HIT.

Her DIFFEREMCE HIT (4 adds 1o the Force of the Spedl-Like Ability (71
botaling 17

AMIMATE
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The Animare must now make a Conviction Check againgt the Spel-Like
Abifities Force of 11,

The Animate-rolls a7 and fails the Comviction Check and iz pushed 1
space and Inflicted with Paralvze. This resolves the Attack, and Remi
st nuses ber T,
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@ Combatants 6},
%

GENERAL INFORMATION

Combatant information 5 printed onocacds that contain the nales forall COMDBATANT TAGS
the figures other than Asventurers, There are 2 types of Combaatants,

Combatant Tags arg onlby on cortain Combatants, These Tags ane bstod in the
top right of a Combuatant card and have their own spocial roles, Same Tas
are referenced by other cards and Ablties, The Combatant Tags are

= AVARICE (X): These Combatants carry more weailth than your
averape Combatant, When an Advendurer Deleats a Combatan

1. Command Combatants: Players directly controd Commanid with the AWARICE Tag, they draw extra Combatant Lool cands,
Combatants, Usually Command Combztants represent characters thal The X represents the amound of oxtra cards drasm, For cxample, an
temporasily joln the characters on their adventure, AVARICE 1 Combatant would give 2 Combatant Loot cands instead of

the pormal 1

*  POS5S: Combatants with this tag represent particularly strong
opponents, players will fight these Combatants during special
Encounters throughout both the Adventure Mode and Crawl Modo.
BOSS Combatant cards are lecated in Hidden Card decks and will

2. Intefligent Combatants: These type of Combatams are used fo be revealed wh_unwera Special Encounter Role instructs players to
dutomate figumes on the: board, meaning, no-playver chooses their reveal and wse it.
1 actions, Insiead, these figures will make their own decisions. Some BOSS Combatants have special Monster Loot that playens
TR i ; will Gain when the BOSS is Deleated. If this does occur, a Special
| lexss ""_"""'h"':h type af I.'_u'r_lhalnr!r % FIE'I"E'_" 15 using. both share much Encounter Rule will instruct then on how to Gain this Monster Lool.
L of the same information. Below is the information and rules that bath types Unless atherwise stated, Bosses drop Combatant Loot as nosmal,
o share., hivwaver, if you draw the Monster Loot Card, vou miust re-drasw.
' L\ ~ *  COMDUIT: Combatant casds wiath this Tag are used by Adventurers
‘{15 ACTIVATION HUMBERS AHD GROUPS umrag the Conduction Summoeming Discipline, The Adventurer that
Kitons the tap ol AIFG ik cascie, p il find 3 liferent colored Cowndonction Sumrmoming controls the Cormbatant Card with this
] .-fhlm h"ﬁ'ﬂ sl TN T
\ bexsoes il pormbeers in them, Thise are callesd Sctiaetion MNurmnbes, E::E!:-T b This Tas s fisted on LOYAL ESPER ki dithe
| X = Pnes Lag v ds an Coimba d
L Ativation Numbiers are used 10 keep track of multiple figures on the game number specifies how many Summoning tokens nead to be used o
board, There are 6 different colored base spaps 1o keep track of diferent Soawn the LOYAL ESPER,

figures of the same type on the game board. . il
= DR (X} This Tag is the Hllfch:EE;.' Eating of the Combatant and it indicates
howw hard a Enrri:ntart i5 in relation o other Combatants.

= ESPER: This Tag i i wseeel 0 eference fo specific Combatants Abilities
and some Special Encountor Rules,

= GILDED: These Combatants always give their Monster Loot instead of
a Combatan! Loot card,

e LVL (: This Tag is usert o0 LOYAL ESPER and CONDUIT Combatants
and indicates Combatants an Adveniurer can and cannot use, An
.l"l:i-lmkl - cannot Spawn a LOYAL ESPER or use @ CONDUIT whase
"mwﬂm%hghﬁlﬂmmwm. -




SHARED 1COMS

S0 TROH ﬁf_j

Both types of Combaiants (ENTRUTERRT 1 nd CORRIETE: <hare many
of the same Ioons as Adventurers and have the following fcons directly
printed on their cands. A figure with no Casting die listed will never be
requered to roll sne.

in this way is camed even if the entire Party s Diefeated,

A TMPORTANT: When a cand & drasen from the Comndratined Lo
deck, it ig not placed back into the deck until the party is inslrucied
1o Begtone Adventurers. If the Cormbatan? Loal deck runs ot then 1he
Adveniurers may ot get any moee Combatant Lol cards watil the
party Reslores,

UHIQUE LOOT:

Ulenigquie Lol isa special type of Combatant Loot Card, Unigue Bems
represents specidl ems in Middara that are incredibdy difficull o

obtaim,

If an Adventurer kills a Combatant and draws the Unique Loot card,
that Adventures randomiy draws a Linigue tem of the appropeiate Teer
{Lont VLo the Encounter) from the Unique Hem deck,

In the Adventure Mode, players will usually be instructed to add a
single Unique Card of a specific rarity for sale at the start of a Story
Round. This tem will be for sate until purchased and is rever replaced,
Meaning. even if you return o that specific Story Round at a later date,
vou will nof draw a new Unique lhem.

1 o seburn fo the same Shony Bognd aod you'se already purchased
thee Linigua Ibem that seas prosaously for sabe, then v wall ol have a _
Livntopuee I available @0 porchase, \

s Combat Dice

*  Coaviction Dice

*  Casting Dice

= HP Defense, Movement, Armor

SYMBOL ABILITIES

Both types of Combatants (RIS 2 nd QORMREID: have a secion
where Ahilities with Symbol Condilions are located, Whenever a
Combatant makes an Attack Action, they may use the Symbal Abilitics #IMPORTANT: If vou don't purchase a Unigue ltem and youcnd up
perinted on their card. Command Combatants may chaose which Abilities being instructed to draw a Unigue term during a future Encounter, you
b s, bt Intelligent Combatants will always use Symibol Abilities to deal  will not shuffle that Unigue ltem in-as one of the possible options as
the maximum amaunt of Damage possible 1o their opponents. it iz still for sale back at the siore. Furthermoee, it you do not purchase

Unigue Item, or you decide tosell it this Unigue 1tem is Iost and
MULTIPLE COMBATANTS. SAME MAME rempve from game for the rest af the adventure.
Many Combatants have moee than 1 figure with the same name that
correspond to 1 inifiative cand and Coenbiatant carcd,

W hle thizse Combiatants take: their turn using the same Instiative card, each
Combratant is separate from other Combatants with the same name. Each

MOHNSTER LOOT:

Monster Lool is a special type of Combatant Loot Card. If an Achenturer
ety deaws Lthe Manster Loot Card, [hey deaw a Maonster Lol lem cand
activales se s thisie Dharmage and Effects are tracked sepasately, and with the same name as the opponent they Defeated. Some Coanbatants
rubes treat each ﬁgm-uasan individul. hawe multi Mmsl:erjr_mt renards. Fnrtén:anyﬂu, the Cave Sickle has
3; Sickie Shedl Chaem, Sickfe vienom, and Chigped Chitin, In these cases,
Nuhert taking & ek i Combatant withthe s ngme, spchily shiafiles them ame pull a card from the botioo, 1 an Adveniures canms
i

considered o take heir own fuen. They each go through the Phases of 2 turn KA

separately with the only difference being that | h‘E’:.n' share 3 Combatan! card fﬁm e Hmp?ﬁ" Hﬂrﬁj"ﬂ; the' Cﬂnﬂ:ﬂmmmﬂ?

and so will perfort similar Actions 1o each other. draw, 1T the Monster Loot card is the only card left in the Combatant L
dock, discard it instead,

TERCE HACE BOURSS Manster Lool ltems are not anly selul as items, but th

Same Combatants have that “ﬁﬁ 1 :heMi‘tEm'Fmpmgﬁw them. Materials
Ll harve special mlﬁ,ml?édﬁuh wﬁrc Iul::llllI Uhe nwﬂg erg certain lem pﬂtaﬁﬂu:!

5 O Tromm.
FR LR e
: mbdpﬁ!ﬂmmhe hﬂ;'rﬁfn, iﬁﬂnwmmmn

mmw:

s B o 1 5 BTN
| wIMPORTANT: Oppanents Spawned by other figures do not drop
:-'i mtﬁfﬂft I.Mr . : ) z :
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COMMAND COMBATANTS 6%,

In Middara, Adventuners periorm many comples functns and are
intended 1o masimize customization. GERREID Combatants on the
wther hand, are designed to provide allics to the players that can be
control led while having all of their Abilitios, fems, and variows values
weeappoed up iede one Single card.

Command Combatants go theaugh the same steps as Advendurers amd
have thes same Standard Actions amd Abilities available tothem, Seao
Standard Actions Pg, A0,

Command Combatants are always allies to the Adventurers and are
abways contralled by the players, These cards are only used when
specifical ly instnacted to do so by a Special Encounter Rule,

The differences between a Command Combatant and an Acheentuner are
Fizted bl

* A Command Combatant has all the rules (o use their corresponding
figure printed on their card, Becawse of this, Command ComBalants
cannod equip Memis, learn Disciplings, or Gain XP.

»  Command Combatants may use all the same Standard Actions and
Abdlities as Adventurers excepd o the Be-Equip Action, [As they
do not equip Iems.; i a Command Combatant Gains an Ikem, the
players may choose which Adventurer Gains the Item instead,

*  When an Initidgtive card signals the begimning of a Caommand
Combatant’s turn, every Command Combatant represented by that
card will fake a separate turn in the order the players chiose.

v A Commanid Combatant doesn't have equipped e o determing
the progerties of its Standard Atkack Action, Instead, every Command
Combatant will have an Ability listed on their card that cost 2 5P and
gives themn an Altlack Action,

CONDITION TAG USAGE

Command Combatants use the same Condition Tags as Adventurers
pma-errtqd in the same black bes. These T; fmﬂlnn iddentically to their
counterpans except the BEXHAUST Cu'ﬁmﬁlg, When a Command
-uses an Ability with the BEXHAUST Condition Tag, instead
Z. tﬁlmﬁﬁlmﬂ# place an Exhausted token aver the Ability
userd, These: wmmﬂﬁgmﬂﬁﬁFHmﬁfm

INTELLIGENT COMBATANTS 6%,

[FIEIBEET ©ombatant carcds wspally represent opponents Lo the
Achventurers and are used to automate figures un the board. This way,
players can play against the game cooperatively, The differenoes between
an Intelligent Combatant and an Adventurer are listod bolow,

= An Intelligent Combatant has all the rules to wse their comesponeding
figure primted on the card, Because of this, Intelligent Combarants do
acef e Herns or fearn Cisciplings,

= ‘When an Initiafive card signals the beginning of an Intﬂl:IIEem
Combatant's turn, every Intelligent Combatant represented by that
card will take a separate turn in order of their Adfivalion Number. See
Activation Numbers Pg. 54,

SETTIHG UP INTELLIGENT COMBATAHNTS

At the start of each Encounter, players deal out each Intelligent Combatant
card that they will be using as evenly as possible among the plavers.

Trvtedligent Cormbatants with mone than 3 copies of the same figure will

have 2 copues of their Combatant card, These cards will bane the first sef of
Activation Numbers on ane card with the other card having the second set
of Activation Mumbers, In addition, these Cands will hane 2 different Inifialive
cands

Example: 6 Cave Sickles start an the board during an Encounter. One player
wiiuld manage the Combatant card for Cave Sickles 1, 2, and 3, and anather

players wokd n'tanaﬁe the card for Cave Sickles 4, 5, and 6. Since each Cawe
Séig Groap has a different Initiative Carel, Cave Sickle 1, 2, and 3 will
acfivate at a different fimes than Cave Sickle 4.5, and 6.

INTELLIGEHT COMBATANT TURHS

When an Intelligent Combatant's Initiative card signals the start of their

furm, go through the fallowin lﬁeﬂq:sh each Corsbatant represented by

the Initiativee card, finishing the steps for the 1st figume before moving on
to the next one,

1. START OF TURN PHASE:
Re-s-ulwﬁhlllhes and Effects thal occur af the start of a luen,

2. STATUS PHASE:
Any Efiects and Abilties that have the (TR Tag ceur during
this FFHMEH&FE. '.F'-Il- far a tist of Fects

3. ACTIVATIO
G thirousg ﬁremn-baﬁ:tsﬁﬂepsqm at a timwe until one of the
m:ﬁgﬂ‘ﬁﬂm mﬁmmm instructions fisted under lhemlr:
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COMMAND COMBATANT BREAKDOWN

6%,

!

4 PASSIVE

1=

rmm-lrnnh:{fj&j CASTING:

i | | i 2

TFemke & Diem
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BEST FRIEHTYS
i [ .

HMIMALE
Once pe furn, DODGE

SPEAR OF VEL [ REACH 7 |
VEL STRIKE

TR T

W -2 rrevacal Dy

COMVICTION AMD CASTING DICE
Every Combatand cand has Conviclion
dice. bome 3lso-have a Casting dig, A
Combatant will u=e their Conviclion dice
when making Conviction Checks and
their Casting die when making a Spedl
Adtion, A Fipure with no Casting, Dice
listed will never be required toroll one;

HEALTH (HP}:

The Combatant’s maximum HP. Darmage
todkensare added bo the Combatant card
arul it a Comdratant’s Damage equals thisir
mazimem HP they ane Defeated,

DEFEMSE
Thiz value determines how dificull the
Coendratant i o hel,

COMAMAND
LOYWAL ESPER
COI5E 2

(L

MOVEMENT:

This s the Combatlant’s base Moverent
Value and determines hans muany spaces
the Combatant may move when making a
Wve Action,

ARMOIR:

Thie amaount of PHYSICAL DWG the
Combatant reduces when being dealt
Lramage,

COMBAT DICE:

Thir dice the Combatant uses fo frm
their Combat Ciice Pool when making
an Allack.

A

ACTIVATION MAME OB MNLUMBER:

If !‘I‘I.li_""l_' Jrg |11|_||I|[:-|r_' r'l;,e'un::-h SR 1|'||_'
came L ombatant Card . these namee i
numbers are used o keep frack of which
fokens have Been assigned 1o which
figures

ETAMIMA RECOVERY BAR:

The: reed dhats indicate how many Slarmina
Poanis (5P a2 Combatant Cains sach burm
and the todal amount of dots denote the
maximum numier of Stamina Poinis (58)
thar a Cornbatant may have at any e,

COMBATANT CARD TYPE AN
COMBATAMT TALS:

Combatant cards can be one of two
types, either Command or Intellipent
Combatant cards may also have
Combatant Tags. See Combatants Pg. 54,

COMBATANT MAME
Thes mame of the Comfbatand

PASSIVE ABILITIES:
Any Abilities with the
Tag are listec] here.

ABILITIES:

The 5P [con indicates howe marny 5P

an Ability costs the Combatant to use,
O the nght, the name of the Abifiby is
listed aleng with its Conditions and Tags
Linclermesth the Akility's name is the
Alility tex),

SYMBOL ABILITIES
The Symbals the Combatant may wse
during an Atack Action

+ PASHIWE




INTELLIGENT COMBATANTS conmnuen

ACTIONS AHD ABILITIES

Players contmlling Intelligent Combatants take Actions and use Ahilities
usimg mast of the same nules as Adventurers and follow the same
restrictions, Below are some key differences worth noting,

»  Since Infelligent Combatants have all of their refevant information
printed on their card, players should alwavs reference the Intelligent
Cowrthatant’s card when acting.

*  Whenusing an Ability that allows an Ingedligenn Comiatant 1o sperd
syrmbls, the players must spend as many Svmibols as they can (o
ciause the most Damtage possible,

»  Instead of using Stamina Points, Intelligent Combatants do the first
listed Al Step with a troee condition, Any Al Step that starts an Action
i5 concluded bedpre plavers continue reading further through the Al
Step.

Al STEPS

I.'.Iuring anm [kl i}.';i_:nl‘ Cornbatants Activadion th-ﬁ'u:}r aeill w0 1l‘ﬂ:u.||.'|lh ther
Al Stepre.

The Al SHeps section on the ntefligent Combatant card contains the
Abilities and Actions an Intelligent Combatand might take during their
furn.

The Al Steps are listed in the order in which they will ooour if their
conditinns are met,

Starting froem the top of the Combatants A1 Steps, plavers check o soe of
the holded condition is roe. 1 it 15 not, the phasers confinue down fo fhe
et bl deed comdition. Players confimue in this fashsmn until a condifion is
true, The Combatant then follows the insiructions listed beneath the frue
condition.
I an Al Step instrocts the Combatant fo make an Attack or cast a Spell, the
Combatant will select iis target from only the figuees within Range or 801,
After following thwe listed instroctions on an Al Step, T rTaLst che::l;

* i 503, thee Ciam

-h\"!‘psm I it EnstrLces them o “CONTINUE lel'l'il'ﬂ
il continue down until they finid the nest Al Step with am:mdnmn,

se, their m:h-ﬁliun ends.

;mdlﬂﬂns.mlhe Al Steps section, then the
5.

.....




D{i IMTELLIGENT COMBATANT BREAKDOWNM fja

= : ACTIVATION MAME OR MUMBER:
[[ESY |, A ! ! |'-.1|u|r.|L=1 If there are naultiple figures using the

; e ey same Combatant Card, these names o«
Animate

pumnbers ane gsed 1o keep track of which
CHAINS OF PERDITTON ; ' ; : 1’:‘* = n

figures,

COMBATANT CARD TYPE AND

COMBATAMNT TAGS:

Combatant cards can beone of two

wpes, either Command or Intefligent,
Irl;.:l;..,.::;,l el _ 9 Combatant cards may alsa have

- : _ : L Combatant Tags. DR, or difficulty rating,

Dhnaith Aramale bt Drankatand i5 wsesd b rank each ':.Zrm1|r¢_l|?1nr i trims

HiEAL 2 af homa fough thanyare o Dedeat. OR s

= also referenced oo :_.1:~_i|:-|1.l|l|'| i sarne
Special Encounter Rubes,

inkens have been asigned o which
T

% FARSIVE

L0 IR 0

Is there an opponent adjacend T

Mk a-\ln [ : COMBATANT MNAME:

THER: A3V Ui 3 '-.:.l At o e dangad, 1 iy L T|1E TEATeE if ”‘_u? '|:_-:'||'|1.]'|.3r.||'||'

dres nok giweoke feea 1

- P . PASSIVE ABILITIES:

ks thare an opponant within SOI ] - Any Ahilities with the 4 PASSIVE

[ I T i | LRNEN A = i -

R R B : - B Lea Tag are hsted here.

THEENS Atk 2 v B ATK, . - r— Al STEPS:

TEBERS: MICE d0nvianls | . When an Intellipenl Combatant activatos
T Atk 1 10 AT 3 Wl 1 A J : B 2 5 Jim

s thiny go through their Al Steps (o

Can il Move and Attack an op it . i datarmine what they do, Each AF Step is
MERE B | il uge 8 B & il v pakTesE Cifay W ! . proceded v a bolded conditicn. When
THER: Saks a ) 4 ATK. ] e a true condition is found, follow the

B i o e 302 PHYSICAL Dot e L : instructions listed underneath it After
J & é. & “ completing the Al Step, the Combatant's
CORVICTIOH: “ CASTING: § fwrn ends unless Confinue Down iz

[rsbisel.

B svveolamumes:
The Symbwés the Combatan may use
dusring an Altack Aclion, :

H COMVICTHOM AMD CASTIMNG DICE: ' MOVEMEMT:

Every Coimbatant cand has Conviclion This is the Comhatant's hase Mawvement
dice, Some alsn have a Casting die. A Value and determines how many spaces
Combatand will use their Conviction dice thw Combatant ma move when making
when making Conviction Checks and a Mirve Action
their Casting die when making & 5pell n ARMOR:
Action. A Figure with no Casting Dice g , B
listed will n:"'.-t-'r ke recplired o :!-::.I:_ THME: T.h': ARV NTI“!FM s the 1
Combatant reduces when being dealt
( +# IR Darmage.
The Combatant’s maximum HP, Damage :
inkens are added to the Combatant card . !I.’flﬂlh-llﬂ.ﬂ.".l'lll::ll-ﬁf, ey ok L
and if a Combatant's Damage equals their rh’-L'-Iel"“ tll- : 'It:l"” 'J'i:'-;,h“| _“r:’ il ':”'I |
maximurm HP, they ane Diefeated. “_: .I-"'.|1.|T:1 at Lroe: FoOL wWhen making | e,

n DEFENSE:

Thiee walue alomrrmmaes o diffioud the

Commibatant s 1o hit r"

ﬂ

h's

S




INTELLIGENT COMBATANTS conmuen

%%,

TARGETIHG PRIORITY

An Intelligent Combatants Al Steps will usually specify which figure
will be targeted when an Intelligent Combatant takes an Action or uses
Ahifities, Sometimes, this will be something specific like the opponent
with the lowest HP, or the target with the lowest Armor Value, Other
limes, it-simply doesnt specify.

In both cases, players wil | refer 1o the specific Action being used 1o
A determine eligible ta . For Attack Actions, s must be within the
& : listed Range and within Line of Sight. For Spell Actions, targets must be

= within ¥O1, I the Al Step of an Inteltigent Combatant further specifies
/ a target, targets meeting the specific criteria are considered the eligible
targots for that Action.

If there aro gver multiple oligible targets, even atter a mone spocitic target
is icdentified, Combatants will prontize the target that s closer to e front
of the Initiative Track.

Example; An Al Sep instrucis & Cave Sickle to make a @ ATK againsi
the target with the most Damage. There are 2 eligible targels, both are
withun Bange, which s adjacent, and they bath have the same amount
of Damage. Cul of the two, the trget closer o the front of the Initative
Track would be the targel of the Atfack.

“Ur TO" vs "WiTHIR"

It an Intelligent Combatant card references “up fo” in ils Al Steps
Combatant will attennpt o use the maximum value if able, 1they cannot,
than they will usa as much as they can,

I an Intel igen Combatant card references “within,” then the Combatant
will use the Action or Ability without consideration 10 maximum Banges
i walues,

Example: The Animate’s Intelligent Combatant card says
“Move up fo 2 spaces farthar from the targel.”

This means the Animate will always mive 2 spaces farther from their
" wﬁm&ﬁﬂm In that case, they will move a5 many spaces as

 then the

MOVIMNG “"FARTHER"

Intelligent Combatant cards will somelimes instruc! 3 Combatant fo move
farther from a space or a figure, When this occurs the Combatant will
miove Gne space farther away rom the tangel or space following normal
movement rules,

“THEHM"

Sometimes, Al Steps have instructions o perform individeal Abilites or
Actions separated by the word “THEN®. When this occurs, the curment
Ability or Action being performed ends and a new line of instruction
bogins.

185 possibile that an A1 Step canned cooall of the listed “THEM" steps in it
insteiaclans, [n thiose cases, it will <kip the current “THEN" in the Al Step,

HIMPORTANT: Players must always chock if the 41 Step has
“CONTINLUIE DOWN® listod, oven of the “THEN® instructions aboe it
erauldn’t be ful fitked.
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DISCIPLINE ABILITY TREE
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ASSEMBLAGE
LVE 1 3 IVE 2 = VL 3 = VL 4
O Ranishied Knowwledpe 1 BFF O Exalted Summoning 3 Felled Afterlife
O Euthanasia O Imposed Paradigm 3 The Pessimist 0O Soul Bond
0O Forebode 01 Possession 0 Helping Hands 3 The Tower Reversed
O Familiar 3 Ruinaticn 0 Resonance
0O Tawvta O Fortune Telling 0 Friends With Benafits
O Tristram O Summaning
O Muxa O Conduction Summpmng
O Amimismn
O Perect Lowe
O Last Laugh
O Sanciusary
CRUOR
VL1 VL2 = VLA = VL 4
O Wielehed Tether O Abbadon's Subtelty O Aura OF Hale O He Waiches
O Crumibl ing Tirme O Bl Fact 0O In Secret O Ineptitude
O lmboed Fear O Bl Tail O Lite Grasp O Bring The Shadows
O Core St O Koot The ind O Sirdul Privilege
O Cxypen Syphon 3 A Dreams 0 Soul Pact
O Cormosive Ideal 0 Saul Steal
O To Faist O Oxganic Liguity
MARTIAL
LWL | » VL2 = L 3 = LVE 4
O Anticipated Attack O Blomd Rage O Morbid Ensy O Challenge Supreme
O Blade Weorks | Unshu;s,ht O Bring the Wrath 0 Master O The Vessel
O Chains of Command O Gigas Grip O Memesis Enforcemant O wWill To Live

O Critical Defense

O Harmmer Helm
O Fartuitous Homicide

O Mapge Breaker
O Physecally Porected
O Priamese

O Dead End
O Relenifess Feipn

%o

O Mirvana's Mark O ‘Whirlwind

SAMCTUS

LVE1 = EVL 2 = EvL3 = LVLE 4

0O Aspect O Acension O Greater Existance O Inspiralion

O CGuardian Angel 3 Soul Clear O Font O Renewal O Dimension Shitt

O Intervertion
O Living Bubwark

O From The Griwe
O Fervig

0O Wings Marifest
O Aura £F Inwicibafity

O The Omly Truth

63>

O Magic Armor O Paradigm Assault O Lealous Reprisal

O Couwrapo Stifle O Prood of Divinity

O eendd O Salvation

SUBRTERFUGE

VLI = VL2 ™ AUEES & VL 4

B Trick Shat 3 Acid Splash B3 Murder Circus 03 Fist Of Polaris
O Follow Through O False Idol O Profound Intuition O Brutal 5laughier

O Kill The Mossenges
M Like The Shadows
1 Precise Sizike

2 Cunck Blow

0 Speed Injustice

A Shame OFf The Otaku
3 Paralyzing Paint

O Friend Ower Foe

A Doswen The Massas
i

O Rapid Reload
O Jack Od Al Blades
O injutsu

O Blot Ot The Sun

i
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INTELLIGENT COMBATANT TURN WALKTHROUGH

%o

EXAMPLE 1

Ther Animate begins with the Start of Turn Phase. There are noAbilities that occur in the Start of Turn or Status Phases, so the Animate moves on to the
Activatinn Phase, This Animate is adjacent tn 3 Adventurers and has 3 Damage lokens on its card. Al the start of 1he Activalion Phase, players check
the Animate's card to make sure there are no relevant Passive Abilities that may occur during the Animate's tum. Both of the Animate's Passive Abilities
happen when the Animate is Attacking, so the players will keep those Abilities in mind as they continee to the Animate's Al Steps.

g

o-

g AMIMATE
:: > -ﬂi‘"rq iy ,.ln_:'.‘l;'n [

CHAINS OF PERDITION

Thaz lirsr givess s b cun shae Avilvaare his weith an Mack,

INTELLIGENT
[ |

FLE Mk armatlsn Adtack walli glive siro B e aiicl Dirmgrge

I'\.lll' apaird thie same harpel

HEAYY CLEAVE
Than first finee #ach furn dhe Animam makos an Atiack agaknst

ar sl pcent opponend, iFwill EVIPOWER the Attack

PN TINLE LHIVY™SN

is there an opponent sdjacent |
P ki ﬂ ATK.
THEM: Mo g0k 2 Apacas larther feosns the Leger. This mosainent

Dhivied Ful' fordveiskon Brsak Abacks

ks there an apponent within SCHE

Cast 4 MPELL b, pricmBiziceg ihe appuanent wilh e e
Canwiction Yalue without Darkmess [nflict Darkeress

THEMN: Make a ﬂ- 4 ATK priceitizing an oppomeni

with Darkmess, THEN: BOVE osvands the reanest Ofapan eng
THEM: Mviake s u--’.'l.: apgainst fe appanen| w kh the

st LU,

Can B Monve andl Altack an opponet within Rarge 41
MEIWE 10 B st up o Bange d from fhe nadanss oppoanenl
THEM: Mak+.a ﬂ- 4 ATK.

. . +1 PHTSICAL DG .‘.\+'.' +2 PHTVSICAL D8 ,‘_
CURN YR T PN “ SPELLEASTING: ﬁ

ROOK

ALy l.l..:l.r_..\,h, _‘l‘:_...l_l...-.:lll

& o ot o
comvicnion: () ﬁ

Since the Animate has Darrrage okens on ils card Y, it= first Al Sleps
holded condition @8 is troe, This mians that the Animate will HEAL 2.
The player removes 2 Damage wokens from the Animate, making its total

Darmage 1.
of %

Since the Al Step has CONTINUE DOWN listed in its mshuctions, the
plavers continue o the next brlded condition (@

The second Al Step accurs iF there (5 at least 1 opponent adjacent fo the
Anirnate: Since theére are 3 apponcnis adjacent, the Condilion is froe.

Thie Animate makes a # ATK. Since thee Al Step did not specify a targel
and there are 3 eligible tarpets, players check 1o see which Adventurers
Imitiative card is closer 1o the frond of The dnitiative Track, In this exampke,
Rook’s [nitiative card bs at the front of the initiative Track (I, so be is the
TargeL.

The Animate builds its Combal Chce Poal using its liged Combat Dice @)
of TEAL &3 and ORANGE . Checking the Fassive Ability. Heavy Cleme
A&, the playess determine that it will occur during this Atack since this is
the Timst Altack the Amimate will make against an adjacent opponent (his
fuim, 5o he Animabe adds: the BLACK @ by s Coendyat Dhice Pool,

Rook declines o Dodge and (he Animate rolls-a TEAL BB 7 and ORANGE
. 3 fora otal of 1001 also rolls 5 . and 2

This heats Rooks ™ Deferse Value by 1 and the Attack hits.

Dering the Detgrmining Damage Skep of the Atack: he Aninmee s pends
:Wand 2 l o add #2 PHYSICAL DG (&), Including the difference
rolled 1o hil, the PHYSICAL MG defermined i= 3, (A difference of 1, and
+2 Physcial Damage Tromswnbiols)

The Damage wauld then be reduced by Rook's # Armar Value, but since
he has no lems equipped with an ® Armor Value, bis % Armor Value is
0 5o the Damage is nof redueced,

Thee Final. Clarmape of the Attack is 3 and Book adds 3 Damage fokens fo
his-card.

Adper thes Aomrmte cond ludes s Altack, o wousld neomally comlimee o
the next “THEMN" in the Al Step. However, since il bil with an Atfack, the
Passive Ability CHAINS OF PERDITION A Bs wsed, and the Animate
Attacks the same targed again.
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Sin_u.:e i's rh::t Ehwe first Hime the Animate has mad_e:l Meieeﬂa‘t:al:k tis : 1 % 10 add +2 PHYSICAL DMG. This heings the tatal added Damage via
turn, the Animate doesn't add the BLACK (1) to its Combar Dice Pool via  symbals 1o +3 PHYSICAL DMG, @), Including the difference rolled to
HEAVY CLEAVE, hit, the 1otal PHYSICAL DMG determined is 4, (A difference mofled of 1,

and +3 Physcial Damage from symbols,)

The Damage would be reduced by Rook's % Armor Value, but, again, his
W Armar Value is 0 so the Damage is nol reduced. The Final Damape of
the Attack s 4 and Book adds 4 more Damage tokens o his card.

Mo that the Atteck granted by Chafres of Perdition has ended, the

Animabe continues i AStep; The nexd *THEM" says 10 miove 2 spaces

Rook has-fhe option 10 Dodge again but declines and the Animate 1olls8 b fram the target, so the Animate moves 2 spaces from Roak fo
TEAL © 8. and an ORANGE @ 2 fvr  fatal of 10 1t also rolls 1 B 2@ space [l Normally, moving oot of a space adjacent b an opponent
and T3, The Altack beats Rook's 8 Defenae Valse' by 1, resulling in 3 would prowoke 2 Broak Atack, bot the AV Step instruchions specifically
hit, sfate that this mrwerment does nol pronoke Break Aftacks

During the Determining Damage Siep of the Attack, the Animage speads Thes concludes the Anlmate’s wrn, if there was another Animate on 1he
1 Wand 1 B 10 add +1 PHYSICAL DMG. Then, the Animate spends its  Board it would now take its tuen.

e
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c{i INTELLIGENT COMBATANT TURN WALKTHROUGH 6},

EXAMPLE 2

The Animate begins with the Start o Turn Phase, There are no Abilities that ooour in the Start of Tum or Status Phases, so the Animate moves on the o
Activation Phase, At the starl of the Activation Phase, plavers Check the Anionate's card 1o make sure there are no refevant Fassive Abdlities that may
eCour during the Animate's turn: Both of the Animate’s Passive Abifities happenwhen the Animale is Attacking, 5o the plaverss will keep those Alilities

inmind as they confinue fo the Animate’s Al Steps.

: The Aninaate starts ds Actheaticm Phasewith no Damage, so the i Al
AMIMATE INTEL Liﬂiﬂ’ﬂ Step's holded condition (@ is false, The playerss then CONTINUE DOWN
:.:_-::, psin ‘;l“"lll:.:* My e secnnd] Ad EIF'F
é-:: w éﬂl Ther second Al Sep's Bolded condition (B s also false since these are no
opponents adjacent to the Animate. The plavers then continue to the third
Al Step.
n—’ CHAIMS OF PERDITION There are 2 Achventurers within the Animate’s SOI, This means that the
Thee first Fimees pach fum she Animeets hits swith an AHack Animate's third A1 Step's bolded condition -Iﬂl i true, Thes Anemate will

FiUz Sake apather Aftack with e same Barge and Daimage
tepe againd the same targel

HEAYY CLEAVE
Thes A1rsr rimes b mind fw Aninsee nakes an Anack AgyiEngl
aiy dcdjac e ogpperenl, B vl EMPOAYER. e Adlack:

LU TIMLIE DY

Is there an oppomen| wiaceni!

Biake o 5 ATE.

THEM: Adorer up bo 2 spaces farther inm the farget. Thiss mosement
choes mol pronveste Break Altacis,

Is there an opponeni within SO0

Cast a SPELL &, privritzing the oppoment with e lowest
Comviction Value without Darkmess: Infhct Darknecs

THEN: Make a £ & ATK prisrilizing an opporent

with ERankress: THIEN MOWE tonvandk e nessest oppanent’.
THEM: Mok o @ ATK against the oppanert with the

st Dlanuge

Can it Move and Attack an opponent withis Range 4F

MOVE o be at up o Bange 4 from the peams? oppone i,
THEN: Aaka o @ 4 ATK.

B rsioa G 3 7 PHYSICAL DM
convecTion: Qg serEcasTinG: @

cast a SPELL & on ane of the two Adventurers within its SO, IF tha tangot
is pffectod by the Spell they will be Inflicted with Darkness, The Al Slep
spiecifios that the Animate will pricetize the opponent with the lowes
Comiction Yalue wathaou Darkeecs,

Since neither Adventurer has Darkness, the Adventurer with the lowest
Comnviction Value would be targeted. To determing which Adventurer has
the lowest Comviction Value, See Comviction and Casting Value on the
back of this rulebook,

In this example, naither Zeke nor Bemi has Daskness or ltems that

ant a Conviction Upprade. Since both Adventurers have 2 PLUIRPLE
%Cﬂnviumn Dice fflp. they are both eligible targets. This means the
Animale will farget the Adventurer whose Initiative cand s Closer o the
framnt of the Initiative Track.

Since Remi's Initiative card is at the frant of the Imbiatee Tracks she
becomes the target (8. Luckily for the her, 1he Animate’s Passive Abilities
Y and BY only work when making Attacks, and nit while casting Spells

This Al Step starts a Spell Action by, Determining the Force of the. Spell,

The Animate rolls its Speflcasting Die and géts a 3, making the total force
af the Spetl 9, Remi now ralls her Conviciion of 2 purece G2 i

Roemmi rolls a H_IHFLE@ 5 and PURPLE Eﬂ 3 for a total of 8. Since Remi
rislled less thian the Spell’s Force NMaloe of 9, the Spell inflicts Darkress,
The plaver takes a Darkress token and puts it on Bemi's card b indicate
she has the effec.

REMI/ZEKE F
Lt
.h:.u !.'u... '.l"_" 1_'1' {-\.:' lu.-:-_ i i
. A Y
@ ¢ o" o' AR

cemonction ()

Afer Casting the zpell, the Animate conlinuwes to its next “THEN® listed in
its Al Step (3.
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The Animate now makes a « 4 ATK priontizing an cpponent with
Darkniess. Since Rem| ([ now has Darkaess, she is chosen as the target,

The Animate builds its Combat Dice Pool using its Combat Dice ({1
Since its HEAWY CLEAVE (Bl Passive Ability only works when making an
Altack against an adjacent opponent, the Animate doesn't EMPOWER this
Adtack.

Remi is given the aption 1 DODGE but Canned due 1o Darkmass,

The Animate rolls 3 TEAL &8 4 and ORANGE . 6 foar @ tatal of 10, Italso
ralls 1 M and 1 W, This exceeds Remi's ¥ Defense Value of 8 (-1 due

b Diarkness) by 2 and the Attack hits, The Animate then spends the two
Symibazls to add «1 PHYSICAL DMG 1o the Attack (3.

The 3 determined PHYSICAL DMG i then reduwced by Bemi's ™ Armor
Value of 1 granied by her Cuvrass. The Codrass also has an B EXHAUST
Ability o reduce PHYSICAL DMG by 2, which Bemi will pow use. Remi's
= Armor Value of 1 plus the PHYSICAL DMG reduced by the Ciirass (2)
reduces the Doamage done to her te 0. 5he's lucky!

But... Even though the Attack did no Final
Damape, the Attack still hit, and because Remi
was the first opponent the Animate hit with an
Attack this turn, the Animate's Passive Ability
Chains OF Perdition (Y trigeers and it makes
ancther « 4 ATK against Bemi,

CLImASS

Since Bemi cant DODGE, the Animate will
just roll its Combat Dice Pool @@, 1t gels a
TEAL B% 3 and ORANGE .:e, for 2 botal of 5.
This doas not beat Remi's ™ Defense Value of
B and the Altack misses, Fhes!|

Elreage wif oy Fms
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Alrer using Chains of Perdifion, the Animate conlinues io the next “THEN®
i it= Al Step (30

The Animale Moves insards the nedrest opponent, To delermine the
rgares] opponent, plavers count ool spaces foflowing the fules for Rangs.
Because Zoke s the nearss! oppanent, and the Animale has so other

wialy toreach Zeke, the Animate will jumg the o gaps recuired o ped
adiaceni o Zeke, The Andmate nust make bwo Skill Checkd by rodling the
IL:\EIIEEI If the @ is rolled on either space |umped, the Anfmate would
be Defeated. The Animate mlls twice, passes both rolls, and armives at (.

Then, the Animate makes a # ATK against the opponent with the mast
Damage. Snce Zeke is the only opponent within Range, he & chosen
as the target. Checking the Passive Ability Heavy Cleave (@), the plavers
determine that it will coour during this Atfack since this i the first Attack
the Animate will make against an adjacent cpponent this farn, 5o the
Animate adds the EU.CI’.@M its Coombat Dice Ponl. Zeke is given the

option to Dodge but declines.

The Animate olls 2 TEAL € 7 and an ORANGE . 7, for a total of 14,
It abso rolls 7 I and 3W This beats Zeke's ® Defense Value by 5. The
Animate then Determines Damage and spends 3 I and 3 Wi add +3
PHYSICAL DMG I8 for a total of B PHYSICAL DMG. (A difference of 5,
and +3 Physical Damage frmm symbols,)

The 8 PHYSICAL DMG is then reduced by Zeke’s 8 Armor Value o 1
gramed by the Codrass he has equipped, Like Bem; Zeke will use the
Cuirass” B EXHALIST Ability 1o reduce 2 imone PHYSICAL DMG, Zeke’s

= Armor Yalue of 1| plus the PHYSICAL DMG reduced by the Cadrass (2)
reduces the Damage done by 3, The Fimal Damage of 545 deall o Seke
Heaidids 5 armdge tokens 1o his card,

Al steps continue to be considersd until there & a step that is truie that
does mot have "CONTINUE DOWN® listed, Since this Al sten (B was true,
bl doses med have "CONTIMUE DOWWN" Fisted, the Animnate concludes his
turn, If there was another Animate.on the hoard i1 would now take it tuen
starting from the top af i Intelligent Combatant card's Al steps.

et
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Other Important Rules

©%s

SKILL CHECKS

Special Encounter Rules and Adventure Mechanics will sometimes
require Adventurers or Combatants to make Skl Checks, These Skill
Checks represent various non-combat challenpes the plavers maw bo
faced with

Bepenading on whether the Tigure B an Advenborer, Combatant, the rules
far makieng a Skill Check are different,

Skill Checks might require a specific figure, multiphe figures, or a random
figure to pass them, Whether a Skill Check passes or fails, the insfructions
will tell the players how to proceed.

ADVEHTURER SKILL CHECKS

T mvrhoe o Skall Check, the Adbenturer ralls 2 PURPLE ﬂ and e the
appropriate Skill Value (Example; Perception, Strength, Lore, ic.) from

their Adventures card, IF th: total is equal o or greater than the listed Skill
Check, they pass,

Some Abifities will modify Skill Checks or Skill Values. Only Abilities with
a Passive Condition Tag may modify Skill Checks that occur outside of
Encourntérs, In these cases, the Ability must afso be used by an Adventuner
ourrenily inthe Active Party

COMBATANT SKILL CHECKS

Combatants may have to make Skill Checks. [RITNANEASE  ombatants,

Combatants, Lowal Espers, and Conduits can all make the
samie Skill Checks as Adventurers, Howevesr, since Combatants do not
have primted Skill Values like Adventurers, amtime a Combatant is
required foomake a5kl Check they will redl the BLACK ‘ Aoy rodl other
than the '?tﬁ cansidered to pass the Check.

~ IMPORTANT: 'Ar IREINRERRET Comibastant will meser Jurrp e

than 2 spaces in a single jump Check, I the condition of an Intelligent

Crambalar s Emp sweidlel reequiire a Jumip ol more [han 2 ipaces, then
1!"‘Ih-u‘i conditien i considered false.

EHHHG

[ Aﬂ\mhl'er'i. mevement. they may choose to lump over spaces
ﬁhtl:uhrmwld otherwise prefer to not move through.

g i defined ax moving over 1 o mone  without being
- the Terain's effects Reduced Movemert, being Defeated,

Action o free Moverment
ol %P&nﬁﬂﬁe&ﬂmy

Ta check if the Jump was successful, make an Agility 10 5kill Check. Far
cach additional space Jumped over after the first, add 42 to the difficolts
of the Skill Chock.

If 1 or more allies are adjacent o the space the Adventures is JumpEng oul
of, they may athd a single ally's Strength m their roll when making the
Skill Check, o the ally gives them a boost,

I an Adventurer fails the Skill Check and an ally is adjacent 1o the space
thesy are Jummping infer, the ally may attempd i Catch them by making

a Perception Skill Check with a difficidty equal to the difficuliy of rhf_'
Agility Uheck thar was failed.

If an Adventurer fails the Skill Check and am ally does not pass a
Perception Check to catch the Adventurer, or if there isn't an Adventurer
o oy and catch them, the Adventurer lands on the first space they
atfermpied o Jump over and the Ability or Action that granted the
Marvemernt ends; Both Mowve Actions and free Movement can no longer
be made by the Adventurer during the remainder of their urn.

If thes Adwemtorer passes the Skill Check, place the Adverturer's figore
o the space they chose when starting their Jump. The Adventuser thon
comtinues ther Mowermend.,

#IMPORTANT: i an Adventerer fails a Jumgp Check that includes
any Terrain that would otherwise defeat them, and they are not caught
by an ally, that Adventurer is Defeated regardless of what space they
staried the Jump Check from,

COMPAMIONS

Carmparions represent characters in thee story that help out the plavers

in the Adventure Mode Typically, these will be found in Hidden Card
deck: These cards do mol count agamst an Advendurer's Tiem limats,

hul an Adhventurer 15 lismitesd 1o having anly 1 Companion equipped.
Companions can nod be Stored in the Pack, but they may be Stored i the
Farty Stash, (Thematically they' re daol ng thelr own thing, |



BEING DEFEATED

When a figure Gains Damage tokens equal fo [heir maximum HP,

thew are Defeated, Hgures can meser hawe mong Danwage tokens than
thesdr maximum HE, Adveniurers and allied Combatanis. oo not remove
Lamage okens once Defeated. 1F an Abdlity or Effiect would Cause an
Adventurer fo becorme Defeated, they lake Ireducille Damage equal o
their remaining HP,

Ag o0 a6 Tigure 15 Defeated they must immediately reémove their
corresponcling Initiative Card from the Inittative Track, vWhen this
happens, e ather nitialive Cards collapse w011 in the emgly space,

Defeated Adventurers and alfied Combatanis return to play during the
Setup of the next Encounter, During the Prepare Phase. all Defeated
Adventurers or Adventuners with more Damage tokens than haif of their
max HP remnove Damage tokens until they have Damage tokens equal 1o
hali of the=r max HP,

If an Encounter's Rewards instruct plavers to Restore. all Adventurers
and allied Combatants remove alf Bamage tokens, including Defeated
Adventurers and allied Combatants,

DYMAMITE

Dynamite 1okens are tokens that will explode and deal Damage to all
those near them, Dynamite tokens exist in one of wo states, Lit and
Uintit. Anytime a Dynamite token is placed on the board for any reason it
becomes Lit, Dynamite lokens that start on the board are already Lil,

At the end of the next round after a Dynasite boken becomes: Lit at will
explode. When a Dynamite token explodes, all figures on or adpacent

tox the token ane dealt 3 PURPLE @ of IRREDUCIBLE DMG and any Loot
tokens on or adjacent to the token are discarded. An Adventurer adjacent
tora Lit Dynarmite boken may spend 1 8P o make a Presence 10 Checke: If
thiy pass, they bravely pick up the Dynamite, which stays Lit.

An Acventurer with a Lit o Linlil Oyoamite token may spend 18P0
place a Dvnarmde ioken on any space within Range 4 and Line of Sight.
Oppanents block this Line of Sight, but allied figures do not.

ﬂmarrﬂelnﬁnm that a !lg-uré has are considerod ta be u-:::l.lm-'lng the
ace as that figure. Ay Dynamite token caught i the explosion
ufann e Dhynamite token alsno E-!b!'plﬂ-dE e udmg amy uniit Dynamite

equipped o in your pack.]

_ﬁr;thﬂfa!lgurﬂim pmwrllgandaﬂ'
ﬁmgmeggal arﬂhsmneﬁmn 0

COMPONEHT LIMITS

If yaw are instrucied to Spawn a figure or token and all of copies of
these componends are already in play, do not Spawn amvthing. Hems and
LHsciptines are also limited by the components included in the game box,

REDUCING MUMBERS

NoValue can be reduced Below 0. This includes Attack rolls, Damage,
Range, or ary othes numbeen, 1 an Efect, Ability, or Action weould reduce
a value below 0, that value s 0 instead,

GAIMING ITEMS DURING AN EHCDUH'IEH

Iterms Gained via Lo tokens are Gainied by [he Advendurer that activated
iz fonar foken., Simillarly, terms Gained by drawing thes Monaer Lisor

or Linigue Loot cards are Gainesd by the Acheenturer that Defealed (e
appanend,

If thie party Gains an [fem via an Achievement or other Special Encounter
Bule jor if it 15 nof explicitly clear which plaver Gains an iem, the plavess
may choose who Gains the llem,

If its ambigunus as to what Adventurer would normally Gain the Item. the
plavers may choose which Adventurer Gains the lem,

If an Adhoenturer bas no roam for an ltern that they have Gained, they may
cathuer [rscard an Ibem in theer Pack (o make room, Discard the Bom Heelf,
ar g the Hem fo the Party Stach,

Any fime an Adverdurer Gains an item frem another Adventuser or from a
Resward, they - may Immediately re-equip thelr own liems a5 though they
had taken a iree Rie-Equip Acticon.

SIMULTAMEOUS ABILITIES

A bacrow. moee abailities would ocour ot the samee time and the oeder
in which they resolve is imporant, players should abaays manhe the
abilities in the onder in which g the mast beasficial 1o the ligune currently
Eaking, the dorn.

ROUMDING MUMBERS

:".m.rtilrrm you must cul a number inhali, you always round I\"""'
nﬂumhﬁ‘!'hhtmrd e Cramage, Gald, or any @"ﬁrjh
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FAMILIARS

Farmniliar is a unigque Disciplineg in ASSEMBLAGE that allows an Adventurer oy summon and maintain a small creature called a Familiar, Familiars give
Adventurers a constant berefit. Once chosen, a Familiar cannol be changed unfil the end of the Crawl Scenario or Adveniure. If plaving the Epic
Bunpgeon Crawl, div not change youwr Familiar wntil you complete the last Scenario.

COMDUCTION SUMMOMING

The Cownelectoons Semmoning Discipline allows an Adventurer 1o
phvsicatly Change iheir body mio another Creature, This grarnds the
Acventerer access 1o mary varied Abdlities.

When Condeuction Summoming s weed, the Adventurer’s figure is replaced
with a Command Combatant with the CONDUIT Tag, The chosen
COMDUIT miust have a LVL equal to or lower than the Adveniures's hiEI.I'INr
level ASSEMBLAGE Discipline.

Cnice thee Ability has been used, set aside the Adventures cand and
replace it with the CONDUIT Command Combratant card of the player's
chonsing {mecting LVL requirements), Now, only the CONDUIT Command
Combatant card may be used when taking Ackions, using Abilifes, or
making Skl Checks.

Arry, Effect or Aldity tokens that wene an ihe Advenlurer Carty ower The
Corduchion Summoning Chscipline Carmies over as well and may be vsed
by sweitch back into the Adventurer. However, all ather Disciplines that
the Adbventurer has learmed are femporarily Tost until they return fo their
prezinal formm,

The Adventurer keeps all Damage tokens they had befone using
Comduction Summaoning, and retain their Acventurer's masimum HP,
including any bonuses o maximum HP e lems and ERsciplines,
If an Adventurer is Defeated while under the effects of Conduction
Summaoning, they are Defeated as normal,

# IMPORTANT: The Adventurer's Initiative Card does not change
when using Conduction Simmoning. Instead, they will confinue o use
theer original Card.




ESPERS

rl’Ehpl“E A Acdventurer Can use e _'i:i.mrrlr_lrlfug r':'ih-._l|:-llr'.-:_- [{4] '_*~||._|'.'.'|| o LAl
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CIAEs
N Sedis b Yl DL 0]
i, ey il skt FHYE
o o ey A Y

siarmrmoer's Lyl 'i'n,':.' Ty sumrran a wder selechon of LOYAL ESFERS.
Ar Adverdurer Ty only sumrmon o LOYAL ESPER whaose LVL 5 |'||||.'|| tea i
levarr than thaar I1|!I|||;_*-.I leman] ASSEMABLAGE [Des i|||i|1l'
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LOYAL ESPERS have a COST histed am their Lamemana CombBatant card
0 et

This is the amount of Sumvmoner tokens It costs to Spawn that ESPER,
Thiese lokens may only be spent when paving the cost of Spawning an
ESPER. O top of just simply Discarding the fokens fo wse them, the
Achaznlures st alan speinct 1 SP o each Summoner token Discarded,
Cince surmmaned, the LOYAL BSPER 1 F-:.l-: ol o the hoard saathiry Thae

qummamers Sohere of nffuence SO0 and their Intadive card is added i
thi= hack od [nitiageee Track
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LOYAL EXPERS come inbiy play with 3 5P, Druring their 1st tum, theny do ni

Ciain 5P, bot theneaier they DGain 5P as normal, If Defeated, LOYAL ESPFERS
are removed from the gamé board like any other Combatant.

Ll i .-'|.I'.-|:'.'.':. Ikens, LOYAL ESPERS ol mid |.|-|w.i1.| Ieetweien Encounies,

T . ="

¥ efemke & Diem

i L1

Wihen a LOYWAL ESPER Conins ary Hesmn, thee Acheirtuirers sadio sumimioned
thern Cains The Ber instead

¥ ufigar

A AddverniureT LY ML .:I:(}II'.'_II_ i surmmioe 2 LOYAL ESFEKR that is alreachy
on the board.

T.‘.‘.‘.-.'::j_:::'ﬂ:'L T, Bt Sorme LOYAL ESPERS e mscre than 1 I.i:_;"llll:'. Wihien -'~.1||"1'r1||r1i|1i.1,
.‘.'1‘.'.'-':.::7:{-'_._—--"" |'.l|.'|1'r.= aff I'l;:u..li:'. l|-|‘:-l|".|'||!l'|':| iy e LOWAL ESPER O oinfitant Coed cn
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EXALTED ESPERS

—

Asserniblape contains a second type of Esper called an EXALTED ESPER. These powerful god-fike entities will maniiest o help the Surpmoner in a

speciacular fashion Defore vanishing. The Exafted Sommrroriog Criscipling alloss an Adweniurer o summonion o EXALTED ESPER. When used. a plivis
chooses an EXALTED BSPER and uses its printed Ability, The figure using the &hility is the sounce of the 508 listed on the card,
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X Abraxis Battle JDice 6%,

Alraxis Baltle DRoe s & mim P [heat |.|.,|1.'|-r:. can lake el in i ng 1
Al weEniere Mocke, 11 wses Abraxes Carcds, e Costorm dioe, [ .'-'._.'lll.'J_-ll,- [k eats,
and 5P ickens,

Fach Aglvenbures s 4 dice: Give ane Adventurer the WHITE tﬁ amd
PLRPLE ﬁ dice anothar the TEAL ancl DEANGE & dice. anothor the
GREEN (33 and RED @ dice, and another the BLUE i and GREY i dice
Each player also siars with 10 Abraxis Points and 5 Fate tokens, These
iy D tracked with f 3';:l.u._:5:| s towcins and 5P okerns |e"-|:||.'|_I|'.-e'|':.'

The pame takes place through a series of 5 Bounds, The goal of each
Faawnd is towr Adventurers tn roll their dice and have the Symbiods on all 4
e their dice match the Syvmbals printed on the bottom of the Abraxis cand
they are facing as closely as possible,

At the e ed each Round, if an Adventurer Fails o match the Symbols on
the Abraxis card, they lose Abraxis Posnts, When an Adventurer loses all
their Abraxis Points, thoy ase out of the game.

I Addeerdurers can match their Serrdacls weell exvuph fo surave these 5
romds Hhew ' bes reveardesd.,

1. ROLL FOR SYMMBOS:

Each Bound, Adventurers will simidianeaushy rodl all 4 of theirdice and
st Loek £ 1he resgdt od 1 cie,

When dice ase Locked fn, this means that the Adventurer is satisfied with
the result of that die and has set it aside 0 be tallied against the Abraxis
card' s symbnis at the end ot the Bound, All dice that are Locked fn will
not e rolied again,

If an Adwventurer wouhd like to Lock In the result of mure than 1 die, they
may spend- 1 of their 3 Fate tokens. For each Fate token they spend, thoy
may Lock fnanextra die,

It ar Advertures does not wani ko Lock fn any of the dhoe '||1|;"_c rialleed,
I‘hr':r' iy 5.'|'u;'r1r| T Fater bk 10 '\,l-:lp LI:I-I:HI‘IH In arey o their e,

Cince all Adventurers have decided which dice to Lock I, or after
they've decided to not Lock In any by spending one of their 5 Fale
tokens, they will then simultaneousty roll all of thelr remaining {mme-
Lncked I dice

Adter rolling a second time, Adventurers will again decide which single
e ey would e to Lock In. Fate tokens may be spent the same way as
befire, to ethsir Look fn more than 1 die, or not Lock e any,

CInce again, aftes all Adventurers have decided which dice they are
Eockisg Ta, they will simultaneously roll ther remaming dioe.

This primsess continues until o least 1 Advendures has Lincked B all 4 of
their dice. Withou! spending any Fate Tokens, this will naturally happen

“at the end of the fourdh dmultancous roll. an Adventurer spent Fate

Toekens to Lok M momthan 1 Die; it could happen sooner.

A8 the ond of a simitaneos all, afber alifla ors fave chosen which
§

dice: 10 Locked In and spent Fate tokens, i at least 1 Adventurer has
Locked fn all 4 of their dice, all pthor Adventurers with any non-Locked
remaining dice pet 1 mone rodl and mwst Look fa all dice from this final
3 I.Nﬁlfﬂﬂl'm}:pni-mqy b spont on this final rall,

=

For e=ach exira o |I|i'5.'5ing Svmiixal aon an Adsenturer's Docked I dice,
they lose 1 Abraxis Poinl, Through the Course of pheese 5 Rowngs, § an
Adverdurer loses all o8 their Abraxes Poinds, bey are ol of the [ g

I an Adventurer marches e Abraxcs card’s Sembols exactlv, ihey Cain 1
-'5||'|I._'|=-.|‘1 Point

F. END OF ROWUM D

After losng or gamng Abraxis points, the Round ends, The game
conbimees ior a fokal of 5 Boonds, Afters the end od The fiith Bound,
rewireds wAill be Gamed bBassd an howe many Adventuress are sl in The
game afler all 5 Bounds, These rewards ange detailed in the Adventure
Book an the page with the corresponding Abeaxis Card Encomtes

ABRAXIS CARD 6%,

EiCH BABILD DRAW & [CiNE WESPON AMD ©
SO [T Erisiiaiis T Tt PIRERE WERH

arme ol the Abraxis Card

ILES

I Rules that aupment the Abraxis Beles ae

ABRAXIS CARD SYMBOLS
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Variants

%%

MO PLAYER ELIMIMATION

Mididara was designed in such a way that player elimination isan
essential part of the game halance. For those who would prefer to remove
it, we've provided a way to do so while dill providing an experience
clase tor the one we intended.

Mormally, the only teo wavs plavers can Lose Ercounters in Middara
are &z All Adventorers in the Encounter are Defeated, ar B: Yia a Special
Encounter Bule:

Tor remsovg player elimination, vse the fellowing roles:
Anytime an Adventurer is Defeated, do the following:

= Remove their figure from the game board and place it on their
Initiative card.

= Remove all Aty and DiRect tokens from ther card,

*  Add an Lirgency token to the ond of the Initiative Track.

O the Defeated Adventurer's nest tum, do the following:

v PMlace the Adventurer onan unoccupled space withinan ally's So1,
»  Remove all but @ Damage tokens from their card,

*  The returned Adventurcr takes their turn as normal, Gaining Stamina
Points (5P and following all other steps as if they had not been
Dafeated,

This Variant will make the harder, To lweak the difficulty, change
the amount of Urgancy Tokens required o lose an Encounter,

* 5 Uirgency Tokens: Fasy
= 4 Urgency Tokens: Normal
* 1 Urgency Tokens: Hard

RE-SPECING AN ADVENTURER

Oceasionally, players wil| nealize that a different Discipline will wark

beetter foe lﬁﬁt Adventurer or they may simply want o ry goong a different
direction with how an Hdmmh:; I'Ll1'1t:1'.|i|Eu'fFf:.lllill

If a playe wmunn.;mcmn ﬂw-nudmm%:;]
rnayiﬂlsuﬂﬁx me th vl Tram @

i rfﬁmphnﬁ’
drrﬁ &Hﬁqu;!m » cnvst of the Discig

: o
. -'gnr mmﬂwm ﬂgmg

A IMPORTANT: Adventuress can onl ﬁﬂﬁanmﬁmﬁw
ﬁm:ghmtmnﬁnmmh;nﬂnﬂﬁalu hwirmfm
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DIFFICULTY TWEAKS

Middara was designed to provide a challenging experience for all fypes
of players, However, some people may iran:he gama too hard. The
foliowing are ways b madily the difficulty of the game.

Hard Maode: Lise any or all of these riles for a harder experience,

»  Active Combatants: This rule replaces using the BLACK @ 1o spawn
figures as per the rules on Pg. 19 Instead, Whenever a Combatant
Spawns, place its Initiative Card directly after the Initiative Card
of the figure who's currently taking their tuen, If the current furn is
ambiguous, place the Initiative Card at the end of the Initiative Track
instead, If the figure's Initiative Card is already on the tahle, the figure
will take its turn the next time its Initiative Card would normally
dlictate that its turn begins.

= Unpredictabbe Combat: &¢ the start of every mownd, shutfle the
Imitiative Track.

Easy Mode: Use any or all of these rules for an gasier expernence.

* Favorable Conditions: When an Inlelligent Combatant opposed to the
Adventures is taced with multiple options during their turn, make the
checizion basesd on what's the least detrirmental oo the Adventurere

*  Reconnaisance: During the Setup of an Encounter, place the
Adventuress in the Starting Zone after dealing out the Initiatve Track,

= XP Leniency; If players wish 1o Re-Spec, their first Re-Spec is free.

5TH PLAYER

Ciraup sige may vary bobesen plavers and while Middara does not
natively suppaort 5 players, players may choose 1o play with 5 people
AR,

The main reason Middara coes not natively support iplam_ ' twaﬁi-er
at the beginning of the ﬁtuqr there are anly 4
A 5th player, therefine, would have (o weil until
uu pﬂﬂ}‘r Thﬂ. muid uaau;mm;h

N

4 chara ailabibe o play.

(.




FLAGS

[ Bouncer Bounced
A Clelprit ldentified
(1 Slipping__

[ Contract Terminated
[ Prized Possession
A Leg Wound

(d Soul Judgment

[ Farmdlial Dispute

[ Experienced Guide
A Lonely Survivor
[ Marked

[ Happy Fugitives

[ Hearthroken Exile
(A Judpement of Jodas
[d The Patel Dauphter
[ Elias' Cratitude

[d An Endto Macdness
A Mow Ambitions

(4 Avoiding Collapse
[ A Hushband's Digty
[d A Spn's Love

J Key Dafeat

ACHIEYEMENTS

oo Do oo Do

Kested

Book of Gehenna
Fallen Friend

Last of Her Citeria
Sewods of Her Panple
Grievous Wininds
The Only Way
Irecaoncilable
Differences
Reluctant Partrership
Massacred

Conffine Bridchy
Capahle Enough
Caond Riddance
Tirre is of the Fsenoe_
All wa can gat
Butchored

Lacrifice

A Helping Hand

A ey Clwwnir

A Lreater {ause
Imprisoned Anointed

A Mot Quite Unkilalkle
A Death from Akove
3 Procd of Proweess

3 Like a Blur

3 Supreme Maobility

3 Sickle Slaughter

3 Ramning Lot

MOTES

oogoooop

Heitby, ¥Wisalihry, and Wise
Sucoess Breeds Success
Zap a Gap

Poppet be Gore
Toragh Wurm

Tentacle Collector
Tortured Maortal

ADVENTURE SHEET

COLD:

MAME
4 Injured

A ME
9 Injured

M AME
3 Injured

PASAE
A Injured

MAME
O Injured

MAME
d Injured

MAME
a Injured

MAME
a |:‘|';|.|l'-F_H'|

FAME
3 Injured

NAME
d Injured

d Unseleciahle

A Unzelectahle

d Uipseleciahle

i Lingeleciable

O Ulrsas lesctabale

1 Umseleciabie

d Unseleciabie

O Lmeelactable

A Umselectable

d Linseleciable

XP
MG

XP
Dk

KP
DMC

xp
DG

P
DR

Xp
DG

XP
DM

MNP
M

XF
DMG

Xp
DMG

wioy Buiysigndsngnaansmsm B #OE|IEAE UDISian 80P
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Ay s 48
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Acticns 40
Activation Mumbers 5
Ackive Group 10
Adveniure Mo 10
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Al Steps 56
Allles 4L 6T
Apdither al
AT 31, 43
Plarcing 32
Feducing Damage 45
Altack Action 43
Aarice 54
Aweay e 8
Hackstah, 50
Bawimgies iy
Rk Avtack el
Bess 54
Casting Die 2551
Combat Dikce 2641
Combatanks S
Command 56
Intedligent 5k
Combatant Loot Deck 55
Setug 20
Co enls e
ﬁm Limits i

Conditions

Caondition Tags
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Condult_

an Aftack a3
a Spell 51
Encounders 14
Encisanter ACticans 45
Ercisumies Sepup ]
Enclings 13
Epfe Dungeons Crawl o
Equipping 24
Eigaery ]
Esalted Eapern ]
Exit 1
Familiars _bh
Farhest TH
Figures A0
Flags I3
Franking 50
Farce 5T
Follo Lip LFLI 32 4351
Gaining
Gl 24
e 24
Ihesgnis, B
e Adiacfiss, i
Acvniure 10
Crawl 5
Gilded 54
Galden Bules 58
Hands X1
Heiling 4b
Hesalth | HP 2546
Hidlden Cargk I
Hidlden Text, 16
Hulkirig “
R[ETIES »n

Insative Track_

hjtries

Of & Story Rownd i3
O an Attack Action 4345
0 a Spell Action 51
O Setup 14
Plank &7
Play Area 37
Presbe o 31
Ranges 45
Ree- Eguip 48
Farmoving
From Bosand 1%
From CGarme 1a
Fesistances EX ]
Re-Specing |
Beslore Adveniurers 18
Rawards 14
Hounding Numiers By
SCETHEE 12X
sEllirg herrs, 27
Sk Al Train 13
Side Ciuesis 13
Limultaneois Adilikie LT
Shill Chascke, T
Sph=e ol Influence: (SCH 43
Spawnirg 18
Stamina Polnes) (5P 25 4l
Standand Actions A
Stare 13
Staclng Iheirs 24
_S‘t_qql I'D'-;'WE_ 13
Stary Rounds 1
Spel Actions 51
Spedl-Like Abilities




Table 3: MEGATIVE EFFECTS Table 4: POSITIVE EFFECTS

PAME TCHKER ERECT AFESC RN TI0O S LE TOHKEY EFFECTDESTRIFT PO P

Condemn 4, Eall 2 BLACK & +1 I:I- ATTTICH

If the result is @ o are Defeated

When making an ATK,

.

Drarkness DRV -1 3 Defense and Cnurape 2 | A W or B add #1 Damage.,

' XDISCARD this £ffect If you
miss an Attack.

Wl may ol DODGE.

You may mof have Fos
may nol remove
other Efrect tokens

Cain +1 5P

YU mray ok take Actions or use Iable 5: ABILITY TOKENS
Faraly e " Ahilities. ¥XDISCARD this token at the BAMIE TERKES EFFECT/ DS CRIPTROM
; W vour next turm. Discarding this
token cannat be prevented NORCHRD
; DODGE
fLirmat 3)
Paison You are deall IRREDUCIBLE DMG equal
to half vour remaining HP.

4 A
Spend 18P and-a figure within SO
When determining Damage on an : HEALS 6.
Altack made against you, roll the
BLACK &. For each B rolled add +1
TERECMLHCIBLE DM,

~ e,
/ > N | CIEEEE
Intervention | | e I| vou mav re-mll all dice you just rolled.
. ¢ | Thimut 1)
B s

Spend 15P and Gain 1 iowards a
LOYAL ESPER'S COST

Surfmen

IR ART

When you deal Damage, deal +2
Damage OfF the same type.

(Lirmit 31

SIEN




Table 6: STEPS FOR MAKIHG AH ATTACK Table 8: STEPS FOR CASTIMNG A SPELL
CHOOSE THE TARGET: Select a single ligure within Range as . CHOOSE THE TARGET: Select a singhe figure within 5CH &5 the
largel Large
BLILD YOUR COMBAT DICE POOL: The Attacker uses dice , DETERMIMNE THE FORCE WALUE OF THE SPELL

arnted on e W 1-Flande l."n."r'.||1!||1l. hanve a :-.|||;:_:||r' m kA |
i . r e & 3 } siets re A frfung ke fImeE
Combat Die primted on therm, 2-Handed Weapons have a-panr of a. Bunld F Poalk: A Furce Fool consists of a figures panted Lastmg

Combal Dice printed on ibem Cree e Upgrade.
CHOOSE TO EMPOWER YOLIR DHCE POOL: The Adventunes or b, BEmpower; The Adventurer o Command Combatant may chocse
Command Combatant may chease to spend 1 SP i EMPOWER o spend 1 5P o EMPOWER the SPELL

the Altack. ¢ Roll bo Determine your Force: Finally, the fgure Casting the SPELL

, CHECK IF THE TARGET USES DODGE: i the largel is an rol b= their C.1a1iﬁg':lit- and Emponsser Diie it applicable. and adds
Achenturer or Command Combatand ||'|-.":.' ity Chese foapsend thie prieded X valvie oo the Spall 1o 1he mesult

1 5P to DODGE. . THE TARGET MAKES A CONYICTION CHECK: The tarzet figure
ROILL T HIT ridls the Conviction dice printed oo their card using any applicalzle

a. Make an Altack Roll uparades,
. Spend Symbols and use Ahilities o add TO THE AT ROLL . RESOLVE THE SPELL'S EFFECT

. Determine il you Hib If the Attack misses, immediatoly :
continue to the “Check if the Tarpet Counters” step Po. 43 Table 9: STANDARD ACTIONS

ACTHOM 5P COST  DESCRIMTION
DETERMIME DAMAGE ;
Adove up o your masirmum Mosement Yaloe. Foe
a. Calculate the diffierence by which the Attack hit each addilional 59 spent,
h. Spend Symbols and Use Ahilities that add Damage add 2 b your Moverment Value

. Subtract Armor |I'I'I|:r|'.|r'[.'!|'ll“_' Adventurers are limited o 1 Move

d. Calculate and Deal Final Damage ACHON T

&. Check if the targel Counlers AMake an Altack apainst largel Tigure using your

euipped Wieapants) Combaat Dice;
MISSELY ATTACKS EMNIX
Encousiter At are Encounter geecific Actaong
Encoumber thaat A Ackesmomer s Bake, This alen ineluokess
Mtice actvating Lot okens, Encounter Actions ool 1
SP
Tahle 7: TERRAIM TYPES Erpusipor ur-eouep amy Iems insour Pack oron
v Achverdurer. Bems invour Pack stay Flipped
or Exhausted vl they would normally be Un-
MNORMAL: Mo special effects, Can be replaced By all Terrain Re-Enuip Exhausied or Uin-Flipped. Sou mdy also take Berrs
fypes aned Cermpanions bmam an ddjacent Adventures,

Faif e e Ems o A A
OBSTRUCTING: Blocks all Line of Sight, Obstructing Terrain rAL s e neser Sve TIEmS O Cormianicns io

rEheEr Achenioress, Arve amceant ol 4-“'-|'-"|-?1-i‘|'L."-"'v"'
5 noat cansidered a-space. May repdace all MNon-Danpserm ]
= not can idererd a space. May replace all Mon-Danperis s alknwd for 1 5P
Errain,

HINDERING: Atfacks mads '.|III.IIJ':|H:H'll'[l.l|'|i'!||l!'liI|L: L | T L JI ; TiES
TOTHE ATK ROLL. 11 cosis 2 ﬂ "T"-llr':'l.‘.l'll'."" Poinis o leave a RO R S L B R AT

Hindering space, May replace Mormal Terain ALTHON SPOOST  DESCRIFTION

LISE FOHLLOW LI ABILITIES (FLI

SYMBC  EFFECT/DESCRIFTION

WATER: Figures in Water may not Dodpe 1 costs 2 (4 Durning the Dodpe step of an Atlack, soll the
Mivement Points o leave Water. May replace Normal OODGE . BLACK &g For each W rolled, the Adveniurer
Hindering, and Muck Terrain. Water tokens placed never faee - acdds +1 to thesr Defense, I the @ is rolled, no
ol CLrTe g addirional Dererse iy ookl

DAMGEROLIS: Fipures that end a furn in, end their movemeni |
in, or leave a Dangeros space are Dedeated, May replace all COUNTER
rom-Obstructing Teerain.

If an Adventures = Attacked and the Attack
cleals no Final Damape, they may make an
Attack apainst thesr Attackes

MUCK: Figures in Muck must spend an additional 5P on Wihen bl ding your Comibat Dice Pool during

3 r i - i - i z i 3 T 1 i .
Aclions'AlElies I".-.cl':, risnlace Mormal a Hinde g [errain an Attack ar when determining the Force of a

SPELL, vy may spend 1 additeonal 5P 1o add
the BLACK &

EAPCAYER . Ir thie g is rolled during an Attack, the Atack
;n,_-l-':rl'nr.n:.'uli':, Mmisses |'|'||-|.-- i5 rodled duri iR
a Spell, the Spell automatically fils 1o alfect
the farget, Immediately deal 3 MAGIC MG 1o
the caster, and end the Speil Action

SPECIAL: 5ee Special Encounter Rules




DICE BREAKDOWN 6%,

wrck @ [

B H::J[..l[

- - e :
il b L B |
L " ) L} L) I-
: — Y | .

a y 0
& ' 1B ol [ ;
ot .t - ol 3" ! = B .
e e ey & 5

DICE sYMBOLS: M EBOOK  WSHIELD 3% BURST

CONVICTION AND CASTING VALUE 0%,
CONVICTION AND
LASHING RATINGS Some Abilities, Conditions, or Al Seps may
v PIJIIPIE@ reference a figure's Conviction Value or Casting
Value. The Conviclion Value or Casting Value'is
2 - WHITE 9 calculated hy adding the figure's st dice of the
3. ul.-l.hli.'.['. appropriate type according o the rating list an -
the laft. :
4 - TEAL @ - :
Example: If the figure had ORANGE .‘aﬂd g
. EH}@ RED Bp) Conviclion dice, their Conviction Value e
6 - GREEN 9 would be B (5 + 3, 8
7 - GrReY @) Since Casting only uses 1 die, the Casting Value £
i wiicl 5 simiply the value of the single die, §
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