


T he Return of the Archmage

At the heart oftheland, the Tower of the Mages once stood =t the
center of o gfent and prosperass dey. The mages brou ghe toqecher
and enhanced the magical power of six spheres of magic - magics
fra widded by sicmyshic andnow endangered races. The Order
of M ages was created andled by one Sgure, the Archmage, whe
wasthe émbodiment of all the sgheres of magic and thelands

rightful muler

But then came "The Ending” — amasdvd magical disaser
emanating from thetower that desroyed much ofethe dey and
drovd the peopleinto the suroundinglands. Thetower rémains,
bt over e has deeriorated int s current 2ae— a orsed and
avoided rudn at the cender of a o bling ddy.

Emall enclaves ofthe prathic races kval tothe mages lived on
inthe devastated digries of the city. Thest omethic paoples
presereed a shadow ofthar inmatemagic, but the magic of the
mages (born of com Bningthe siv spheres) was stemingly o=,
andthelandsfell ever desper and detper into a dark age

Butnow, a spark of hope.

Descemdants ofthe andient mages, ripped oftheir magical power,
had tafien shelter in ramsh ackle Camps — for the Town sfolk
tendedto shum mages andeheir kin after the fall. Andwithin thew
Camps afew magically talented individy al s have now aficn and
gath erdd aroam d thém bands ofloyal follwers, Only daye ago, they
were draem across the wildstothe ruined city. They mads contact
with the revpands of the myhic races, Iringin g with them saced
relics sworaed awayfrom the days of the an dent mages Whispers
ammin g the faceshine that the m e com ers have been. drawn fothe
diey by an brmin gt conjunction ofthe planéts, an dvene spoken of
in a grophecy made shordy after The Ending- apropheoy thatis
o CE again spreading across theland

THERE ARE S[X TN THE HEAY ENS THAT ORBIT THE 5UM.
WHEN THE §I D=0 ALIGH, A NEW AGE 15 BEGUHN.
FOR ALLTHAT IS BUITNED CAN YET RE UNDONE.
ANARCHMAGE WILL EISE, AND [OIM STX INTD ONE.

In Archmage, players take on the rales of talented but

e peTEncsd magic-useTs drawn towards an epnc desting, a
destiry that only one of thern wall fulfill. A great conjunction
of planets is approactung When the six planets are aligned
fard the set murnber of rounds are completed ),

anew Amhmage will be hailed across the land.

The tirmireg of the garme's end 15 a ley conssderatuon, and
with the chock ticking, optimizing the efficiency of each
frumney will be crucial.

The aspining mages will have murmerous goals to acmeve,
including: explring and controlling kcations, moovering
Inst relics, recrunting followers, buildmg their owr toneT,
training apprentices, and casting roighty spells.

The onewha builds the most powerful Order of mages (as
defined by the breadth and power of the spells known to the
mages and ther apprentaes ) and has the mostinfvence over

the land {earmed by exerting contral awver the majarity of key
Iecations) will be victorious.




Par a price, the Mythic races wall o inateate 4
THE SIX-FOLD NATURE OF MAGIC wmtmmﬁm Ry
Magicis doided into six Pund smmental spheres. These apprentices will be placed m the comespondimg
Each sphere promases mastery over a different aspect of Fundamental level spell aream the Wheel of Magc
extigtence: Tirme, Will, Death, Blaod, Nature, and Matter. emblazomed on the floor of each player's tower board .

Each of these apprentices will possess the knowledge of a
But the six indradual spheres also overlap. They canbe gpecific Pundamental level spell.

blended together according to the Wheel of Bags:

Omnice a mage has gained apprentices in two ad jacent
gpheres of mags, they canstart to blend these magaus
and promote apprentices to higher ranks. For example,
two Fundarmental apprentices from adjacent spheres can
duel, with ome beng promoted to the rank of Advanced
apprentice. Similarky, tewo Advanced apprentices from
adjacent spheres can dud for promotion to the rank of
Master apprentice. A fter any duel, one of the duching
apprentices 15 provoted, and the other is returned to the
Company of the mage — perhaps toponder their fabare.
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magic gpells. The Fundamental level spells are part of the

lore which isjealously guarded by the six Mythic races.

However, Advanced and M aster level spells can omly be Im thus progression of magc, for each apprentice that
created by oman mages, who ane able to wesve together 18 provnested,, working knoeledge of 8 new spell may be
Fundamental magics mnew and poeerful ways. gained by the mage and thar Order. However, when all

apprentices vicate an area on the Wheel of Magc, the
ability to cast that spell fades. Thus, the knmeladge and

focus of an Orders magic will chemge dynarmeally over the
course of the garne, unkscdang new and different powens

Che Covels of Magic e 2. losing
The repertoire of spells currently known by a mage and
. Pundammtal Tprdke their Order is documented on spell cards that are kept to
the right of the tower board, in the mage's spell book.
@ evanced spuns Bach card contains key information, inchiding the level
of the spell, effectof the spell, duration of its effect, and
| Masler Sipilia the cast to castat.




;_-% ) ‘ ._"."EI.F-M'J'-,;-I' .-'.-I-_...ﬂ H;r-—_-

iy

=

THE MYTHIC RACES

The vergthae races of Ebees, Dwarves, Goblins, Dermons, Dryads, and Gromes heve Ived in the land for lomger than aryone can recall.
They were hlkely there in the beginming, as each race embodies one of the Pundarmental spheres of magic from w hach the world i
formed. Wheneser human mages have arisen, they have sought to kearn from the roy thic races, and so it contirnaes. Each race can
imtiate apprentces i ther urmque sphere of magie, bt will onky do so of the aspining mage brings them the sacred relucs they lost.

Flves
Obsessed wath the discoveny of
truth, these long-lved scholars hawe
constanthy searched for rare books,
Inztories, and Scrells to add to thar
already impressres Libraries.

Thiy have 3 urnque knowledge of
Time, and the magic that can bend it
Thizy will teach those who can bring
thern lost tescts.

Dhwarves
The diamond- hard Will of the

Dhearves has preserved them through
the darkest and wildest of times.
Dhwarven miagic focuses on protecton,
presevvation, and fortiude. Ther
g i embodied inand chanmeled
through precious Gems that are
formmed an the depths of the

unchangimg earth.
Goblins

Trouble fiollowes these maschieeous
creatureswhersver they go. Thar
somnwhat malicious nature, coupled
with a love of chaos and mayhem,
cases st humans to shy away from
ther Compatry. However, thar

Death reagac — driven by the

Eomes of the mcent mages — can

be usefulin disrupting the plans

of competing rivals.

Demons

Enonen for their unguenchable tharst
forviclence, these malevolentwraths
care nothirg for material objects.

They will teach spells of Blood and
destruction to those vicious enough to
debee into dark magie by bringing them
the Bleod of fallen mages and their kan

Dryads

Inbabatineg the wisods and forests of the
reabm, these ehusree fae long to regrow
the Sacred Trees. Tothose wha can
bring thern the lost Seeds frovm the
ancert Groves, they wall teach spells
that call upon the elamental and lnang
fores of natare to alter the earth itzelf.

Gmomes

Once agreat race of machimsts and
mechamics, ther once great magical
machimes have been stripped of key
parts by thieves and scavengers. Only
the retum of their precious Lost
Wadgets, and the return of the rhagac of
an Archmage, will allone ther maghty
mechimes to function again. Thos, the
reluctant gnornes will be willing to
share their knowledge of the magical
merupulation of M atter in exchange
for the return of such prized relcs.



THE HYBRID RACES

Lomg agn, before the cormng of the orginal Archmage, the roy thic races sought to combine their magics and create sornething greater.
But unhke the accomplishrments of the human mages that would folloe, for the my thic races. thes ecperiment did notyeld greater
types of magic. Instead  nvw breeds of creatures were borm with ondy a small moeasure of each of ther ancestors’ powers. Then, when
the human mwages rose torule, they structured ther great city around the six unbroken spheres of toagic, and the hybrid races could
find m peace within itswalls. They fled and were pushed to the very edges of the habutable world. Intime, they were forgotten.

Dyvow Trolls

Hybrid of Elves and Demons Hybrid of Dryads and Dhearves Hybnid of Goomes and Goblins

THE LAND AND ITS RELICS

At the start of the game, the Cursed Tower and stsrmmed city dormnate the landscape. Several small Towns are well-known, but the
rest of the world is still shrouded in pstery. These unexplored lands hade rouch, and one of the first things that roust be done s to
rechscower the locations that were lost when The Endmg phinged the world into dechine. Primarily, the mages will be rediscovening
and centrolling kecations that were bualt by the mythc races who once served the old Archmage. There are five types of Wilderness
Incations: Groves, Buins, Lisearies, Mines, and Cryrrs.

Contrelling these wildemess locations will prove of vahee i the final scoring, for they ane the key to magical power. Within these lost
Librares, Mines, Crypts, Groves, and Bwmns, specific relics are sought — objects known to be imbued with large amourts of magucal
emeTyy. By combimng these phesical comaponents fwhether reading from a Scnoll, planting a Seed, or crumibling a Bone with the right
wisdom, the mags within can be chanmeled towards the casting of spells (See The Art of Spell caging on page 9).

The fiwe ty pes of magical relics that can be found inwilderness locations are: Scnovs, Gems, Bones, SEEns, and WIDcETs.

The sixth type of “relic” is found in the Brooo of the descendants of the anoent rmages and can only be obtamed through combat.
Each type of relicis umquely tied to ome of the si spheres of magic:
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I. THE LANDS

a. Place the rumed city tile (depacting the Cursed Tower and
the enclaves of the mythee races ) i the center of the table.

b. Take & roarnber of sets of wildemess lacations
fome set = Swildemess locations, each comresponding to a
different ty pe of relic) according to the rummber of players:

2 PLAYERE: 3 s2fs
SPLAYERS: 5 qofs
4 PLAYERE: 6 5ofs

Shuffle the selected locations together into one face-down stack.

. Take the & outpost locations {3 hybrid race enclaves, 3 Camps)
and shaffle therm into a face-down stack.

d. Take Tonen tiles according to the number of players:

2 PLAYVERS: 3 Towns
3 PLAYERS: 4 Torwnis
4 PLAVERS: & Torwnis

. Create a map of the land according to the sllustrations on
the following page. Town locations go on the tatle face-up.
Wilderness kocations and outpostlocations go on the table
face-down. Care should be taken toleawe a small gap between
allof the locations to alkow for the manipulation of tiles
as game play progresses.

II. THE MAGES

Each plager recenes:

» A tnage figure in ther chosen color, placed atthe
Cursed Tower locatzn on the central nomned city tile

» A tonwer board

w A spell book mantle, placed to the reght of ther
towwer board.

w A setof 18 spell cards m their color. These cards can be
Placed face-dowen to the keft of their tower board, as they
representinactove spells not pet known to the aspirng
mage. They may beviewed by the plager ab any time.

» 25 followers in their color. Place 15 of these followers to
the left of ther tower board to represent the Company
that will trasel the land with theirmage. These followers
are immediately available for deployment during the game.
Place the remaming 10 follmwers into & commmon Supply
area. These followers st be recruited during gameplay
before they are available tobeused.

» 1nage tow e in ther color

w 1player aid tile, placed to the left of their tower board

w 6 reliccubes jone ineach of 6 colars)

» 6 planet tokens {one m each of & colors)
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FLAYINGWITHVARYING SEILL LEVELE
J;fﬂqingwﬂ: amix -:fnewminp?ﬁ!nﬂﬂ ﬂn}ﬂ'a Fil:.ﬂ'i: may
thoost a diffaring mumber of ctarting ol owersin thair Company in

erder o havd players compats n more even foating. However, the total
numbar of fdlowarein the game for each davar chould adways be 25

i

IT1. PLANETS AND STARTING RELICS

At the top of each tower boand | players wall find 4 series of blue
ovakshaped spaces. Tnsis the planet track, whene plagers
record the current positions of the six planets as they progress
towands confunction. During setup, players kave the central
gpace empty and mndomly place one of ther planets mio gach
of the other six spaces.

Then,if plaging with fewer than 4 players, the planetary
positions should be adjusted as foll owes:

# Ina3-player game, sach player mowes one planet of ther
choice one space away from the central space.

# Ina2-player game, zach player mowves two planets of ther
choice one space away from the central space.

Beneath each space of a players planet conjunction track, there
15 & rurnbeT within a squane that is ondy used during the set-up
of the game. The color of the planet sooupying the space above
matches the color of a speafic relic tradang cabe. The player
Places this specific relic cube on the matching shelf of ther
Torwer board in the slot matching the number show mon the bos.

EXAMPLE: Tim is playingin a 4-plaver game of Ardhmage.
Herandimily places his plan @ tokensin the sic cuter spadés om
hir glane irack (e che dlusration abivel On his tower board,
heplaceshis relic obes o show tha he sartewith

1 G, 2 Serolls, 3 Bomer, 3 Blovd, 2 Sevds, and 1 Widgee

IV. THE SUPPLY

The Supplyis a desgnated place on the table whem tokens and
piecesniot curmently active i the game ane stored . At the start of
the garne the Supply will contain:

a. Thevanious spal tokens in piles accordmng to thar type
. 10 followers of each mage color participating in the game
. 42 ward tokens

Return all other remaiming components to the game box. 7
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CASTING SPELLS

Any time during the Journey and Journey's End Phases of a
Player’s turn, that player may cast spells that are i ther spell
book. During their Journey Phase it is quite acceptable for a
Player to Travel/Explorg/Attack; then cast a spell or oaltiple
spells; then contiroae to Travel /Bxplore/Attack; then casta
spell or multiple spells. Bren after a Joumey's End action,
spells may be cast up until the plager ends their turn.

Spells have a mamber of different effects on the game as histed
on their card. Dietailed descriptions and darifications can be
foumnd im Spell Descripsions om page 18,

CASTING COSTS

Omee amage learns a spell, the innate power of relics can be
released to castit. The casbing cost depends on the spell 5 level:

FunDaMENTAL— 1relic from the spell's sphere of maguc.

Arwancen — 2 relics from either contributing sphere of magic
(2 of one type o 1of each type).

MasTer— 3 relics from amy contributing sphere of magic
(3 of one type, or 2 of one type and 1 of another type, or one
of each of the three different types]

ExAMPLE: Jén has 2 Maser Bloodmagic spell. Becaust Blood
magic falls baweon Nature magic and Death magic on the Whed

of Magic, shemay spend rdics froom any of thess three spherss
{Bomes, Blood, or Seeds] to cast her spdl.

If the player has enough relics to power the casting costs,
muattiple spells can be cast in a single turn. Howewer, cach
spellin a plager's spell book can only be cast once per turn.

When a spell is cast, move the card from below the spell book
mantle to the corresponding positaon above the mantle.

SPELL DURATIONS AND LIMITS

e of three symibols will appear on s gpell card toandacate it
duratiom:

f The spellis resobeed immediately as 2 one-time effect.

& Theeffects of this spell are temporary and last vntil the
start of the casting player's next tum.

OO0 The effoctls) of this spell persist for the rest of the game
unless rernoved by comditions specified o the card.
Thi spell atzelf wall refresh at the start of the castueg
Playersnext turn, and it can be cast agan. Onky the
effects of the spell are persistent.

Each location can only contain one spell token. Ward tokens
domnot count towards this livmt. If a mage casts agpell that
Places a token, rermicve the exsting token and replace i with the
e gpell toder.

Begmning with the starting player, each player will complete &
full tum before play passes tothe next player m clockwise onder.

il WL o L
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A plager tum comeists of three phases  whach must be done in
the following ord er:

1. Preparation

The actiee player remaves all of ther temporary spell tokens
fraston ther prevaous turn) from kscations on the map,
refreshes ther spell book, and moves one planeton thear
personal tovet board one space towands the center.

Payers may nof cast spells during the Preparation Phase.

2 Journey
The actiee player can spend up to fe movernent points to
traee] with ther mage, ecplore the land, and/or attack

opponents. Players may cast spells during this phase.

3, Journey's End

The active player mberactswith their current location,
executing the action asseciated with the location their mage
currently cccupes. Plagers may cast spells during ths phase.

I. PREPARATION

[sroRTANT! The Preparation Phaseds dtipped an gach
l- rF

faver's fire sum of the qgame.

Dring the Preparation Phase, a mage fimshes their rest, dusts
themselees off, gathers thar Compamny to them, and prepares to
st out on ancther pumey. There are three impartant steps for
the actwee player to perform:

. spell tokens from locations
and end temporary spell effects.
2. Update and refresh spell book.

3. Progress a planet toward s conjunction.

GAME TIMING
“Eiriﬂmﬂ:mgﬂﬂym ﬂﬁng‘mﬂ: Cemjumision, and
when all siv plan s align, this will dgnal the fnal sim ofthe
gam e for dach player. Infoun ds, this sguates t

I PLAYERS: 15 rounds

3 PLAYERS: 14 munds
APLAYERS: 13 rounds

e

Remove Temporary Spell Tokens and Effects
Ay temporary gpell tokens the actwe player placed on kecations
during their previous turn are now returned to the Supply.
Alse, end the effect of any spels isuch as Evtangling Vin es) that

temnporarily create an effect.
Update and Refiesh Spell Book

The actwe player returns all spell card s currenthy abowve their
spell mantle to a position below the mantle.

It is important tonote that a mage onky has knowledge i
their spell book of a particular gpellif they hawe atleast one
apprentice in the corresponding spell area. Thus, during
this step of the Preparation Phase, the active plager should
alsa update their spell book by checking the postion of all

on their tower board. Spell cards shoul be added
oot remowed from their spell book 5o a5 to match the current

pesition of their apprentices.

Mew spells are taken from the players deck of inactive spells
and placed below the mantlein their spell book according to
their level {(Fundamertal, Advanced, or Master) Multiple
apprentices in the same area do not grant roultiple copues of the
samme spell card. Spells remoned from the spell book are placed
back i the player's deck of inactive spells and, if desired,

are available to be re-learned later i the game.

Thus, ever the course of the game, the repertore of spells

for amy green mage may fuctuate as they can both gain
and lose knowledge.



Progress a Planet

falthough the progress of this alignrnent i3 often charted

a hittle differently in cach mage’s tower). During ther
Preparation Phase, the actwe plager mst move one of the
Panets on thar toneet board a sngle space towards the central
COTHUTCE R, SPace.

# Each planet matches the color of a sphere of magic,
and whenever a planet 15 oved, the active plager gans
one relicof that type.

# Flanets already i the central space carmot be moved.

# Flanets may ocoupy the same space as other planets.

# Whenall planets hawe comeerged on the central space,
this marks the start of the actree plagers final turn.
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FLAMETS OUT OF ALIGNMENT?

Periodically, during gameplay, plaversmay wish 1o cmfirm that
all players havd an dqual number of turns femaining. [fhea is
dizagreemeant over she muanber of roumds Fem aining, the dome
of the m aorrity of playirs will be taken as correce. If shere is 2ill

disagreament, thé kower number of ramdswill betaken as conrac.

This rulin greflectsthe fa shat, ifnoe diligent in parforming ther

Preparation Phaw, plavers mayforper o Prograss a Rans on s s
wh en thiy &€ fager 10 bégin their Journegy.

If playersmeed 0 adius the muen ber of rinen ds remaining by
m ovimg Jandts towards the ceveer, they must sdact a plan @ that is
Jurthistfrom the caneral alignment and moveitinwards.

Theymay sl cdlee a raic of the approprintd type.

If dayersfind th ot the Fréparation Fhas
i5 bein guniseed fraguandy, ey the fill owing memory aid:

1. Start the gamewith all spell mantks displaying the side
withwictary poant dlustrations.
2. After monang a planet, immediately before starting the
Joumey Phase, the active plager will flup thear spell mantle
to itz side shoning the costs of casting spells.
3. At the end of a turn, once satisfied that they are fimshed
casting all spells, the actree player fhips their spell mantle
back to itsvictory point sde.

Thus, i a player is performing thair [owrney acion with the viciry
poi et il st Tition s showing, 0pposing mages can géndly rémind thiam
t0 paise an d per o th eir Préparagion Phoase properly before gams
play continugs. Comversely, if the cagting cos fhugnations are showing,
the aimive player cam bie confi deme that they already remembered ro

properly prigres a plan & dhis furm.

-
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II. JOURNEY

During the Journey Phase, a mage travels across the land
exploring and securing locations, challenging ther opponents’
folkrwets and casting spells.

Deploying Followers

If, at arvy tirne during the [ourney Phase, the actwe mage fgure
18 standing on awildemess, Town, ot Cavnp kecation that
hasbeen exploned (¢ EXPLORATION bl | buk 15 currenthy
uncoupeed, & single followeer mey be taken from ther Comparry
and placed on this location at no cost. The presence of this
folkoeer means that the mening player now has control

o thas locaton.

FOLLOWERS CAMMOT EE PLACED ON ENCLAYE LOCATIOHNS.
Meather the moythacal race enclaves (on the runned city tale)

nor the bybrid race enclaves (found mosome outpostlocations)
will tolerate the presence of a mages follower. The other races
gererally resist getting irnobwed mhoman politics, and remain
equally accessble to amy human swho will bring them the relics

they cowet.

CONTROL DOES HOT AFFECT THE TRAYEL
OR JOURMEY'S END ACTION OF OTHER MACES.

If the location does not contaim a mage of mage tower, it is quike
acceptable for the actwe player to mowe through a location

ot locations controlled by their epponents. An attack may be
triggerad if desired, but is not automatic.

AMACE MAY ALSO CHOOSE NOT TO DEPLOY A FOLLOWER..

The size of their Orderis limited and when ther Company is
srrall, they may cheose to sawe fallowers for other purposes. It is
key to mote that fallowers canmot be wohantarily miurned toyour
Comparty once placed. They will remain at ther post until the
end of the game, unless killed by anopponert.




AMAGE AND THEIE POLLOWERS

Fallowsrs are aprécious commadity that need to be carefully
man aped thiou ghost the game. They areused o both daim
centred of location s dusing the Jourmey Phast and to act as
apprentices when laarningn ew spallsin specific]oum ey's End
action s ([nisiate Apprensices and Promote Apgransices]

However, the naenber of followers availabl 0o any player will
flizuatd over the course of the game. Fdlrwerewill frequenthy be
logt when killed in bloody bastles an d are resimed o the Supply
lifmp{rdﬂy i) nrni.:b]?jl;:'l )

Addigonal follvwers can be recruited rojoin the Company by

The axgoration bonsis of a Camp
Takinga Journsy's End "Reoruit” agion &t a Camp
Takinga Journsy's End "Cather” agion at a Town
E_il"nt #a}'ﬂ' hoaz congrol # If'mpu: o Teramg)

#  Theus of corvain spells &g Subjugatel

Fomefdlowsrsmay also raturm to the Company as a fesul
of the Promues Apprensices action of the use of cartain spells
feg Stone Skin). Remember that onc? assignédee a bvation,
fell owers on the map G @ resim toyiur Companmy.

Movement

During the Journey Phase, the acte player may spend up to
five movement points. Unised movement points cannot be

spent during or after a Journey's End action and donot carny
el b subsequent turns.

There are three differentuses for movement points. Each of

these options can be done mooltiple times in a turn, i any order:

TRAVEL

The active player's mage may progress from one location to iy
adjacent location at the cost of one movernent point.

There are only tewo restrictions that prevent Travel: the actwe

rmage ey not enter a location confaiming an opponent & mage
figure or an opponent’s Mage tower.

If the actre player enters a location contaming a spell token,
they st resobee the effects of this token before mteracting
with the location in amy other marmer.

[

If the actre age enters the central numed city tile, depicting
the old mage tower, the deadly curse of this place will be
triggered. They rmist sacrifice one follower from thar

Comparry, placimng it back in the Supply. If they have no
fodlonerers iy thear Cornparey, they are unaffected by the ounse.

BEXFI ORE

I the actre mage has Traveled mto anunexplored face-down)
location, they mey Explore the area at the cost of one mow ement
poant. Exploration is optional, not rmeandatory.

To Bxplore, the acteee player flips the tile to its face-up sade and
places it back m the same space, beneath thar mage fgure.
Exploring alocation in this manmet will provide a one-time
Exploration Borns that benefits the active player.

WILDERNESS LOCAT10HS: The active player
:;_FI wnrrediately collects one rehe of the depacted type.
L Thus relic acquasit e 15 tracked by mcving the
appropriate rehe cube up onevaboe omats tower board
sborage track.

Camp rocaTons: The actoee player takes one

_p e : : ;
?r".l‘ :ﬁ:-llm.ermﬂ'e-ur color fromn the Supply and places i
Ao mnther Comparry.

HYBRID BACE ENCLAY E LOCATIONS: [f the active

S - plager already has in their possession one of the

FTLH appropriate rehe types coveted by the bybrid race,
they ey immediately perfonm a sngle Imtiate
Apprentice action. Thas equates to trading teo
relics of 4 single type in exchange for the traimng
of ome apprentice in the matching sphene of magc.
(This con céptie @ soussddimm ore détal in the IntHate
Aporeniloe agion on pagd 15)

MOTE: The qeneration of rdics o foll swers through
explorasionis inly a oné-gimd boves when the location isfirs

explored. To consinud £0 producs relics of foll owers froam ay

conerdledlocasion, the mage must in dehair Joufney in g
Town location and perform a Gather acsion.
(s8¢ GATHER on page 4]




ATTACK

Plagers may choose to Attack locations controlled by opponents
to incnease thar cen area of influence fand therey their future
ability to gather relics or recrunt folkowers]. Attacking is also an

e pedient way to shrink the number of followers m the opposing

Orders and to gather Blood relics.
ATTACE SEQUENCE:

L. The player may onlky target the location upon which their
mage figure is standing.

2. If the location contains award token, the player may
spend one moverment point to unrave] this ward and return
it o the Supply. The opponent folkower canmot be targeted
without first remowing the ward of protection.

3. If the kecation does not contain a ward for theward has
already been unraveled), a player may spend one mosement
point to kill the opponent’s follower. The killed follower

18 refumed to the Supply, nof to the Company of the
owming plager. A single Blood relic is generated for both the
attacking player and for the player whowas attacked and
had their fol Lo er rernoned .

-

EFELLCASTING AND GATHERING BLOOD

There aré certwin spall sthat may remive fd kowers
fromlocationsin other ways than agtadking. Falowsrsramoved
in theseways dom ot qeneratd Blood Unless specifically moted om

the spell card, Blood is gan erated only shrough th e spending of
mivEmmEnd poings 10 astadk and kil oppon e Sl owers.

4. If the attacking player has encugh movwement points to
clear the location of an opponent’s ward and fallower, they
iy chisasewhether o not to asname contral of the now
vacant kocation. If comtrol 18 desived,, they may immedately
Place one follower from thesr Cornpany omto the newly
conquered location. (As always, the placernent of this
follower does niot cost & movement point. |

s

EXAMPLE OF THE JoURHEY PHASE AND MoV EMENT:

o
MowE 1- Adam tfavdsio an

ﬁ‘. F@ adjacent ungxploredlocation atthe
& Mewr | mfﬁ'li'mwmm'ﬂiqr_
Mowe 2: He ecploresthe ocation
G fer eme miwement poine, i pping the
@ @ til ¢ and recsiving the dcd oration
i o of ong Gen reic. Ha deploys
a followwsr o the sy kcation.

Dieplovingehs fllowsr does not (o2 a
w dv i En ping.

@ Mo e 3: Udnphisthird movém i
@ é pline he mivesingd an adjacent

Adam ﬂ:dﬂn!nuﬂ saftchic
Josimn ey Phase.

locasion.

S
Move 4: Adam may choow tomove
- @b im hrtasgh this locanion dhasis bein g
@ contfelled by Bob (th e whitd mag),
s bugt he daci des o astack. Acthere
is @ ward présint, Adam must fre
unfavd and fém ovethe ward, whitch
C sy & fiufith o Ov g En e plint.

M ov e 5 Adam then q:vbnﬁhii:
i_* Fimal ey o gt peimd 10 it ack and
& kﬂﬂdﬁ'sﬂﬂwﬂ A dam gal'm:r-l
Slee &
Blood fiw ehe Rill, as does Dok Bok's
killed foll ower isrémrned toghe
Supply. Adam isthen frez o deploy a

fillenwer to the niw vacant location.

In total, Adam spint fee movemint points
1 t0 Tiraval

110 Explore

1t0 Travd a seomd sme

180 sravel th e ward of protsction
10 il Bob's f lowesr

If he had the appropriate relics i has tower and cards m s
spell bk, he also coul heve chosen to cast spells af any pount

durirg this fourney.



II1. JOURNEY'S END

The location upotwhach a mage end s ther Journey s cnitical
The type of location will determune which action the plager
executes in the foumey's End Phase. There are six possibalities:

GaTHER af a Town location

BEecrur at a Camp location

INrTIATE an apprentice af an enclave location

Prace WarDs at a wildernesa locatxn

Bunp vour MacE TowEeR at awildemess locton
MOTE: My iwenodir dy ndite g decmd |y 1 End aonlan aftrewsnds

# [MTIATE ) PROMOTE APPRENTICES AT yOUT INAZE onT

Ending a Journey either on the Cursed Tower kcation ot on
awilderness location controlled by an opponent forfets the
Player’s Journey'’s End action for that turn.

v Gather (rown)

If the player ends their mcwemnent on ary Tow nlocation, they
will be able to Garrer rehes and/or followers. Other players do
mok Teces Aty Telics at this time. The amount and type of nehcs
and follmeers gathersd will depend on which map locations are
currently contralled by that player:

a. For each wildemess location condrolled by the plager,
including the one occupled by their mage tower, one relic of
the corresponding typeis gathered. Track thus by mowng the
appropriate rehe cube on the plager’s tower board.

b. Por each Camnp comtrolled by the plager, take one follower
from the Supply and add it to their Compary.

. For each Tonen controlled by the player, they may select
one Telic of ther choace or moove one follower froom the Supply
to ther Comparry. If more then ome Town s controlled, this
decisionis made separately for each Town.

EXAMPLE: Cody consrdls 6 wil dermdss bocation s: 3 Groves,

2 Minéz, and 1 Faine. He ales conerols 1 CﬂmpnlJE Tiwn e
Hetherefors gathers 3 Seads, 2 Cewns, 1 Widge, and 1 follvwer.
Hethenneeds to dacids what férourcos he wishds t0 qather from
his Towns Hemay sdee ardic for ong Town, and a foll ower for
ancther; of twd diffarend raics; or dwd 0fthe same rdic; of fwd
flenwers He opts to take ons foll vwer and one Blood.

==
st Recruit (came)

If the player ends ther mcvemment ona Camp location, they
willbe able to Recrurrup to three further folkeweers from

the Supply and add them to ther Company. If there are no
fedloneers remamarg i thar Supply, they recewe nothang.

I.u

-l
% w5 Imitiate (ercLavE)

If the player ends thewr mowemnent on a location that depacts a
race, the player msy trade previously gathered relics of the type
coweted by that race. Each my thee race has a single relic type
they desire in trade, and each ybrd race has two relic types
they desire. In exchange, the creatures of that race sill imtate
an apprentce o the knowledge of a specific sphere of magc
e THE MyTHIC EACES o0 page 4]

IRITIAT B wiorks a5 follows:

Two of the required rela type are green up fmoe the relecant
relic tracking cube to the Left] in exchange for the imtiation of
one apprentsce. This apprentuce 15 created by takang a follower
fromm the Comapary of the actwe plager and placmg hin in the
corresponding Fundarmental spell area on the plager's tower
bwoard.

Oma moythac race location, this 2:4 trade may be done up to
three tirmes with a single Imtiate Apprentice action (as the tower
beoard holds & mresimirmn of & relics of ary ome type). Thus, the
active plager could receree up to3 Fundamental apprenticesin
the corresponding sphene of toag:.

Simularly, the hybrid races can alsoimtiate apprentices. They
cowet ted types of relics, and have knowledge of two different
spheres of agic. Hoveever, becanse they are not as adeptin
performung this magic, each Journey s End action will ondy
allone thern to imtiate one apprentace i each of the two spheres,
This s a stract homt. The mage canmot choose to train two
apprentices i 4 single sphere. The hybrid races wall mottran
more than one in each, evenif the visiting mage has more of the
appropriate relics totrade.

Rermember that the presence of an apprentice in 4 new gpell area
also adds knowledge of the corresponding spell to the player's
spell book. Honeever, it s important to note that this spell i
not available to be cast until their following turn. Thus, the
appropriate spell card can be taken from the player's deck and
placed face-doven belme ther spdl mantle as 2 memnory aid.

It s revealed toits face-up sade in the Update Spell Book step of
the player's next Preparation Phase.

EXAMPLE: INITIATING WITHM YTHIC BACES
Erenmahas 5 Ceme She & adés 4 Cemsto the Dwarvesto
Inisiate tad apprensices in ghe sphere of Will magic. Shehas

1 Gém !eﬁ e e th af Canndd e aradad & this Sme. Bremma gﬁl 5
a q:u‘u rudﬁr the Fum daméntal Wil m n:g:il.'s;uﬂn! and in]m:’n.‘: i
face-dewn balorw har spdl mande. She will flip that card face-up
durin geh¢ Update and Befresh Spell Book step of her nact
Preparation Phas, andthe spall will thon be availablets cas.



EX AMPLE: IMITIATIMNG WITH HYERID RACES

Eiﬂ'}':h as 5 Géms and 6 Seade Hetrades2 Coms and 2 Saads

t0 the Trolls to Initiate ond appranticeinthe sghere of Will magic
and ong apprimsicd in the sgh e of Nature magic Hehas

3 Gemsandd Seedsleft overthat canndt be aded ot this fime
l:id'}' ﬂ'n:ills a .n;n:'ﬂ f.:d'n"jl:f.'l:l' heeh he Fum damgndal Wil m?'f
q:u‘u and thé Fum damantal Mature .lrmg'u:’ qx'ﬂ and Flm.'!.': bath
Jace-down bdlow his spill marele Hewill fip bodh cardss face-up
in the Update Spall Book sép dusinghismect Préparation Faase,
m-:ﬂ:i.llﬂ'thfm m-n:i!ntﬂi'jﬁil' mhi‘.}uﬁltu:n'.

@ Place Wards (wiLpermEess)

If the player ends ther movernent on awildemess location,
they hawe b possible Journey's End options, one of whach
i# [0 PLACE WA RDS OF FROTECTION.

To perform this action, the player places award of protection
om their current kecation, and any adjacent locations they
contrd that do not currently contam a ward. Locations canmot
contain more than ome ward of protection, unkss permmtted by
certain spells fe.g. Foreify).

EXAMPLE: Francois widis toplace wards of prategion.

In addision to conerel of the location he arrently socupies, he aleo
conefols an adjacen wil deméss locasion and an adjacent Town.
He places atotal ofghree wards ané on the wilder eeslocasion
where he is 2anding, ond on the ad acent wildernsss beation that
he controls, and ong on the adacent Town thathe congrds.

i Buld Your Mage Tower (wiLDERNESS)

Once during the game, if the actoee plager ends their Journey on
an s ploted wilderness location that i vacant ot already under
their controd, they may construct a personal mage toneeT.

The tomeet 18 bualt o ther current location:, and ence binle, if
cannot be moved or destroved. The tower does not replace ot
negate the wildemess aspect of the location wath regards tothe
Gather and Place Wards actions and does not affect caloulating
majority when ascertaining Dommnion over the Land during

endgame scoring.

A dter huildjng VOour mage tower, you may immediately take
the Place Wards or Initiate/Promote Apprentices action).

Mage toneTs seTw three purposes:

L. Por the nest of the game, the tower exerts permanent control
ot its location. Recall that a tower imposes restrictions on
Travel, making its location impassable to all opporent mages.
Thus, as the tower is built, any follower present can be returned
o the Compary of the player, and amy ward of protection can be
retwrmed to the Supply.

2. When the mage tower 15 banlt, of provades a one time
constnaction boms, The constructing player may immediately
gather one relic from the tower's location,, as well as one relic
from each adjacent wilderness location that they control.
Adjacent Towns and Camps do not provade any construction
bonus.

3. Dunimg the turn in whach it 15 constructed, and on amy
subsequent turns, the ow mng mage may spend ther fourney's
End in their tower to perform a powerful Tnitate Prormote
Apprentices action.

oy Initiate [ Promote Apprentices

ﬁf} (MAGE TOWER)

If the player ends their movement on their personal mage tower,
they may perform one or bothoof the follming actions in order:

IMNITIATE OMNE APPREMNTIECE

First, a player may Initiate one apprentice to a Fundarmental
spell area of their choosing. This personal matiation process
consumes ted relics of the commespond ing type, making it
identical to amy single Initiation at & wythic race or bybrid race
enclasve (see INTTEATE on the precading pags.

PFROMOTE AFFREINTICES

Once amage has gained Fundamental apprentices gkilled ma
vanety of spheres of magic, they may choose to devate one or
mee of them to Advanced and Master level apprentices. These
apprentices are capable of assisting the mage in castmg more
complicated Advanced and Master level spells.

In order to determane a suitable candidate for promotion,

e Fundamental apprentices from adjacent spheres can be
pitted agamst each otherin a dud. One apprentice will ermerge
wictorious and earn a promotion to the Advanced spell area
everlapping the two Fundamental areas. The losing apprentice
is retumed to the Company of the mage. Somlarky, teo

Advanced apprentices from adjacent spheres can duel to
make a Master level apprentice.

The Initiation and Promotion of apprentices will generally
require a signaficant upd ate of the contents of the mage's

spell baok during the Preparation Phase of their nect turn.
Remember, spell cards can be both placed into and remiwed

from the gpell book durng this process. :
15
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Ex amPLE oF [MITIATION AND PROMOTION:
Later in the game, Cory raturns to We personal mage tower
to Intlat e and Prosmote Apprentices, He already haz maddple
apprenfices o hlg toer baand, which he has previoudy
oetalned by trading rdica to the races, He alao has some
kesowladae of higher level spdls i iz spell baok, which he

previotsly obtatned after an sarler faurneys End action in
hismage tower,

1, Heperforms a angeIntiate Apprentice action i the
gphere of hiz chalce, He chooses to trade two Seeds to gatn

an apprentlce dn the Nanire maglc sphere,

2, He Promotes vl ple apprenti ces, As a readt, three
apprenfices will retirn tohds Company as avalable followers,

3, Inthe Preparation Fhase of hig next turn, he will update his
gpdl book toreflect the knowledge he has gained andlog,

R e




FINAL SCORING

During the final round, each plager will take ther final turn

{ Preparation, [oumey, and Journey s End) and complete their
own final scoring before play progresses to the next player.
Omee a player begins scoring, they can no longer cast spells.
T determuine who 15 most deserving of the title of Archmage,

the playerswill compare tws separate factors:

First, if the actoee player Initiated or Promoted any apprentices
int thear final turm, they will update ther spell beok o reflect
these changes. Spells already cast this turn are unaffected.

The player scotes poants from each spellm thar spell book:

# Bach FUuRDAMENTAL spell: 1victory polnt
# BachArvancer spell: 2 victory points
# EachMasTer spell: 4 victory points

I arry Victory Points would be lost through spell effects
feg. Corrupt], subtract them at this time.

Dominion over the Land

Second, for each type of wilderness location — Mines, Crypts,
Grones, Bums, and Libraries {Towns and Carnps are not sconed |
— the plager checks their degree of control cwver that type of
location versus that of their opponentiz):

w IF they comtrol more kcations of that type than aty
opponent, they scote 2victory points.
w [Fthere isa tiewith 1 other opponent for the most
comitrod, they will scote 1victory point.
w [Fthey control fewer kacations of that by pe than amy other
sngle opponent, or if thene are moore than two plagers tied
for the moet control, they scome nowictoTy points.

T propery scoreland conteol it 15 critical that scoring be
done individually at the end of each player's final turn - not
for all players after the last players final turn! Thus, evenaf
control of wildermness locations changes during the final rownd,

preceding plagers scoreswill not change. More than one plager
sty be able to soore vactory points for 4 particular location type.

ExaMPLE: Risthe énd of Cody'sfinal turn. Firg, he soerés dach
lpﬂih ]:ii:npﬂﬁmi. which comdains:
# 2Pmdamentalspells - {2x1) -2WVP

# 1Advanced spell =122 -2WVP
» 2 Master spells =(2nd4)] =8VE
TOTAL= 12 VP

Facomd, he looks at the map and wes the foll wing

» Hecartrals 3 Mines, Tom 2, Darn 0. =2VP
# Hecontrals 2 Crypts, Timn 1, Darm 2. = 1VP
» Hecartrals 1 Growe, Tim 1, Dann 2. =0OVE
# Heoontrals 0 Buins, Tirn 1, Dann 3. -0V
» Hecontrals 3 Librames, Tirn 1, Danm 1 -2V

TOTAL=5VE

ﬂfl'ﬂ" C::d}-ﬁnidm .ﬂ:ﬁng. Tim tn:tﬁi:ii:ﬁnﬂ sifm. Iill'ing'ﬁii:
Jewrngy Phast, hetakes control of 1 Ming and ong Orypt from Cody.

When Tim scores for locasion congral, he soores as fillvws;

# Cody controls 2 Mines, Tim 3, Dann g, =2VP
# Cody controls 1 Crypt, Tum 2, Danm 2. =1V
& Cody controls 1 Grove, Tom 1, Dann 2. =-0VE
# Cody controls O Ruans, Tim 1, Danm 3. =-0OVE
# Cody controls 3 Librares, Tim i, Danni.  =0WVP

TOTAL= 3V

%&m#SWmﬂjmimgﬂ.

After tallying thervactory poants fromn Dormnmon over the
Spheres and Dovminion over the Land, the player with the
st total vactory pointsis hailed as the new Archmage and
wilis the garne!

IF twor o7 e plagers hawe an equal rmmber of wactory points,
resolve the follse g tiebreakers i order:

L. Most M aster spell cards in their spell book.

2. Most Advanced spell cards in their spell beck.

3. Most Pund amental spell cards in their spell bock.
4. Most total apprentices on their tower board.

5. Most total followers on the map.

il - casillaat ot el
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SPELL CLARIFICATIONS
Fundamental Spells

Decay: If an opponent has a total of ten relics or less, they are
ureffected by this spell

ENTANCLING ViNEs: The casting player wmst also pay the one
additsonal roorement of they wish to subsequently enter these
kecatioms.

Quicken: These extra movement points mwey beussd for
Trawvel, Explotation, or Attack. Qedcken Ty be cast at amy time
during the oumey Phase, but may not be cast after taking a
Jourmey's End action.

SronE Sk Thas spell does not protect followers losk due to
entering the location with the cursed mage tower, entering a
kecation that contaims & token from the Fiery Chasm spell, or the
capture of your followers due to an fmprison spel

SupjucATE: Only attacks made using rocvement poants trigger
the effect of this spell. Bemoving an opponent 5 ward does ot
trigger the effects of this spell.

Tia HasUT B Blood ey be transeonted or created by thas
spellin the sarme fashion as any other relic. Widgets mey be
tramsrrarted ot created by thos spellin the same fashion as amy
other relic, a5 bong as the nage first pays the casting cost of

one Wadget.
Advanced Spells

DrvinaTeon: You may not spend moverment poants to gather
from Camps of Towns pou control.

FIERY CHASM:

ExAMPLE: Jerdmy decides to cas Figry Chasm during his
Jowrnsy Paase Hehasmumerous opions as to which direcsion he
wirhes 10 laumch thie s:,:u'ﬂ (4, B, oL ﬂ#‘eﬁl! Lo i el g O o a

berequired — ashe could benegasi vely affecred Iy his own spell .

If an opponent currently has no followers in their Comparny,
they are imomane to the effect of this spell.



GaTe: This spell may be cast before ot after arny other
e etTent ponts ane spent on Travel, Boploting, and/or
Attacking, bt if oy not be cast after a player has taken
their fourney’s End action.

barrison: There 18 o way to hiberate woprisoned followers.

ExAMPLE: Mandy dddestotarget Druv with a Shadow spall
She takes afdlwer ofher color fromthe Supoly and dacesit on
histower board in the doorway bétwean his Master and Time
qiw:. Divnie mus miw pav a 'i-'r’i.iﬂe o a Soroll fﬂift{lMaﬂJ}'
beforehe i ablegousethess relics 20 cag any spallc The Shadow
is imndcli sty fém oved on cehe paysher with dcher ralic.

¢ Tocas Transmmute, Druw wosdd pay Mandy ans Widge
and thén pay the fn_';':iilg (it fr.‘n E'Wiﬂ"gﬂ'.

¢ Tocas Quicken, Druw would pay Mandy ang Soroll and
thén pay the casting cos of ons Soroll

#  Tocas Divination, Drue could pay Mandy a Soroll or
a m.i_',u': andd th i pay the Eﬂ.d'ln_:r ot lu'mg Sorals or
'i"'rr:in"gﬂs

¢  Tocas Time Stop. Drue could avoidthe Shadow token
mﬂp.:l}'ahi'l.'n_':tingmtning_"l Ceme C':I']JEFMHFI}I
Mam'!y a Sorall o H-'i.iy: amd gh in Pgtﬁtfﬂhgfﬂt
H:im_a'w:'ﬁ'fm Serolls, or Céme

"Unoccupied d ooty means that no follower 1 present -
whether yours or an opponent s

Shadow only affects the use of relics for paying the castmg
-:mts-:-fspe{la A player may trade relics to the races, or
Transmus to or from the affected shelvwes, withot ary need to

Pty a penalty.

If the casting plager does not hawe aty followers remaining
in ther Supphy, they ey choose to use folkow ers from ther
Compary instead. However, once an opponent pays the
penalty cost, the follower will retum to the Supply ot back

o the Comnpearry of the castmg player).

WeLLsrrinG: The effect of this spellis ot actrated when your
mage enters a location contaming a Wellspring tok en that you
control.

Master Spells
Avrosmaton: [Fyou do not currently owna Ewmns kocation, you
may not cask thas spell.

If o paty its casting cost, you are allowed to cast the newly
acquired Fund amental spell during your current tum.

CoRRUPT:

ExaMPLE: Philip casts Corrup
on Andrew and thoosestor argé an
apprevgicein his Wil magic sgheve.
A Corrupe ok is placed bengath
the apprensicd. On & sihstquant
tarm, Andrew parform s a Fromoes
Approntice action. Sincg he wishés
tor oltain th ¢ Advanced Will-
Death spell, he dusls an approntice
from saih of th e comeriksiting
Fundametal spell ardas The
Corrupt apprensicemust be sd sczed
from the Will magicaréa, and he
wims the dudl. The Corrupt roken
coen s with him and is now presen:
im am Advanced spell area—
casisng Andrew tolos 1VF

ath e end of the game

If a plager uses a Promote
Apprentices aCtion to cormbine teo
adjacent Corrupt apprentices, one
of the Cormapt tokens 15 returned
tothe Supphy. At the end of the
garme, the plager will now hawe
omly one Cormupt A pprentice
instead of twa — and therefore, lose
only 1V P instead of 2 VP,

Atthe end of the gamme, if a corrupt apprentice emains at the
Fundarmental lewed, it has no negatwe effect onscaring.

A Fundamental sphere may contaimn mone than one
Cornapted apprentice.

If an oppenent hasno Fundamental apprentices at the
time when this spell s cast, they are ammmme to the effects
of the spell.

(9
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ForT1ey: You cannot use ths spell to place wards on Camps or
Tiwema that you comtrol.

OBLITERATE: Your creTiward s and followerswill alsobe
affected by ths spell.

TIME STOP:

If cornbaned with Quidhan or Gate, the

ExAMPLE: Dann casts Time Stop azthe gare of his Journsy
Phase Heds out of f lowérsin his Compary, 50 he stares his
Journsy by spin ding 2 mn ovem eng pointseotfavd 10 a Camp.
He passts toperform a Facruit action o thislocation and
gain s thred foll rwers 20 his Company Fomthe Supoly. He than
cominuds his [ourndy, using his fémaining 3 movam it plints
t0 arfive ot a Dwarvin sndave. Now thathehas e all of his
mivdmint poinds, he procaeds i the Josrnsy’s End Phast and
takes the Imidiate Apprentices adion. He ades 4 Cemsto the
dwarvis, andin exchan gé tan Intiate 2 of his néwly recruited
Jollowers to bt appranticesin the Fundamntal Will area of his
tirw £ hoard

¢ of evenits does

not change. All that changes is the duration of the fourney.

Ursaeavar: Onky one of the two adjacent locations st have
anedge at the border of the map.

ExAMPLE: If the player tarqead the shaded bocation, they could
alsotarget any of the marked locasion =

It 1= fortndden to select two tiles for toowement of, by ther
e et if would create anisolated tie that is separated from
the rest of the map.

B

ExAMPLE: The player couldnoe tarqe both marked locations
sin ce it wond d create an isalatedsile

It 1z forbadden for tikes to be placed such that the only way to
access therm s through 4 moage toeer.

Ex AMPLE: The markad |ocatioms af@ in acgdssill @ to ocher
players bevaus théy dannde & avel through the mags fower.

An Uphesval token can be removed by the placement of
different spell token mto the kcation.



The Kise of the Warlord

Lord Gidem was onc# a wil-réspected man. He w
thi o ghionat thet land as atfugworthy nolle, génarcus 1o give aid
and quidk to provece the interests of th s less fortum ate.

Hiseever, like many athers before him, pride became his dmenfall. He
belived the curse ofth ¢ anciend M agetonver to ke a howe. He dismised
the proghery predicingthe réturn of an Archmags asmothingmore
than a child s fairytale. He decided that hewouldd be he one toamite
the land and resim & o it former ghory.

:H'Ei.ll-_?:hﬂ andigni dowif asa Fl:'l.:'t".'_'l!:m' i:l.'ml'-::i whith kt"l:t the I:lt‘irln."t"
caiming o batter fusure, he decidéd tomovd intothe tinedr and s
upfésidin cethere as progf to the peods of thair folly.

But the tower chamged him. His behavior qrew errasic, and he
aimileesly wanderad theland. Hespoke of conspiracies again 2 him
and hic hizsghadd, and becane posstsdve of hiswealth andh dldings.
He beqam toviolmelylash aut a2 any he perigived to be a threat And
ahways, dispitethe s ging of memh e once called Fiends, he would
fEtnem 10 hi fower_

This on ce qemdrous procecor of the people brcame kn own as an
unsallewaslord with malicein his haart

Fear and déspair prmeatddehe land

Butmow therd arerumirs. Bumors of a yiumg m agpé who has sacim
oot thi Warlord. Faew ir's of @ magé recruiting appransic
pachingtham new magics— The paopls are alm ot i

OBJECTIVES

Become the Archmage and defeat the evil Wardond . T doso,
beefore the end of their 15th turn, the player st have bogh;

L. Master apprentices in four different spheres of magic.

2. The majority of tiles in at least 3 of the 5 different
wilderness location types (hMines, Libraries, Crypes, Groves, and
Faiing). A the with the Warlord for the number of wilderness
locations in a specific color is acceptable to claim majority.

SETUP
L The map 15 set up as follows:

Z. The player seta up their plager board and fllowers the same

waty a5 in the moltiplayer game. Teo planets are each moved one
gpace outwards so that the game takes a total of 15rounds.

3. The player takes a set of Fundamental and Advanced spell
cards, specifically selecting cards thatinchade a Warlord won
(#]inthemptﬂ&l‘ corner. This equates toreplacing four

gpecific multiplager cards with the following sobo play variant

cards:
Tormend replaces Decay
Befuddle replaces Fhadow
Corrodon replaces fmprisom
Inflame replaces Fiery Chasm

4. Master level spells are not used in the solo play variant.
All Master kewel spell cards can be returned to the game box.

(2t
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SEQUENCE OF PLAY

A mouand of play cotssts of the Warord taking a turn, followed
by the plager talang a tum. This sequence of albernating tums
is repeated until all 15 runds of play are cornpleted . Honeever 1
the plager succeeds in acdhisemg bah sictory conditsons prior to
ronrd 15, the game will end iroomediately.

In general, the Warlord functions a httle differently than an
opposing mage. His moain interest i3 termtory control and
fortification. He does mot gather relics or cast gpells, and he
b ays has an army af s disposal - that s, full access to all 25
of has followseTs.

WARLORD'S TURN
1. Warlord's Journey Phase

The Warord is quite mad. His moverment s ermatic and

omby rarurmally predictable. The plager must determune his
rovement i each round using the fdllmeng ssquence:

a. Take note of whether the
Warlord ended hislast tum on
the inmer ring of locatsns or
ourter Ting of locations. He will
trawe] the opposite ring in s
carrent turm, and in the fivst
rovmid of the garme hewill travel
the inmer ring.

b. Mowe the Warlord back to
the Cuorsed Toweer.

. It Fing
& b Duber Risg

. He will then roowe ouatseand
in a random direction which
ig determined via the roll of
a Dé— the muomber shin
corresponds to a specific
direction of moverment.

He will moowe cutwards from the
central Cursed Tower in a strasght
line: a distance of two spaces to reach
the inter Ting (if be travelled the
outer ring last round j, ot a distance of
three spaces to reach the outer ring (if
he travelled the inmer ring last roumd).

. Hewill then hawe 5mevement poarts totravel, explore, and
attack within the ring of locations inwhich he finds himsdf.
Rall the D6 a seoomd tume. If the D6 shows an odd mamber, he
will tnowe counter clockwise. I it ralls to an even mamber, he
will Triows clockwise.

'y
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The follmeing rules apply m spending his 5 movemnent poants:

# Arptime the Warlord enters an unexplored kecation, he will
fip the locatwon over toafs explored sde and immediately
claimn at wath a folloreer.

» Arptime the Warlord enters a location controlled by the
Hayer, hewill attack and remons 3 ward fif present and then
the folkower. Any followers rmoeed in such 3 way are placed
back into the Supply. The player recenes one Blood rehic for
each fol ket kalled.

# The Warlord msy rocee through (bt not end has meserment
within a location oocuped by the player's mage or mage
torever. He simoply passes through the locatsonin 4 daze
fspending one moovement point to enter and one mowement
pont ta ledve) without attacking or exploring.

# The Warlord will abeays spend all five of has mosemnent
points, evenf it takes nm past the optimnal location in which
to end bus foumiey. The only exception to this ruleis the m@re
situation where using the fifth moverment point would canse
the Warlord to end bns Joumey m a location oocupaed by the
Payer's mage ot hismnage tovwer. In this situatson, he will
forfeit his final mowernent pont.

2. Warlord's Journeys End Phase

If the Warlord ends on a waldermess location he controls,

bz il i ke thie Flace Wards actuon (in the sarme marmer

as the multiplager garne |. Smce he canmot use wagic, itis
recomimended to place the Wards on the side depicting a shueld.
These tokers represent additional troops and fortifications the
Warord has left bebond toancmease a kecation'’s defense.

O any other type of location for unexplored location], he
performs ne [ourney s End action.

EXAMPLE:

1. The Warlord anded his previous tumm on the innér fin g aflocations.
The player mak és améntal note of this before ratarningthe Warl ord
torhd Curnd Towsr.



2 The dayer novw rall s a D6t daterming which direcsion the Warlord
willmove Herdlsa 2" and, as aremlt, hé mivesin a nofthéas
dirgction. Bevaust hetravdad theinner fing oflocations lagt tumn, he
proceeds o gh ¢ outer fing of loatiomsthi s surm.

2 Thathird Derdlis a 37 fam odd meenber). The Warlord will,
therafore, move coundsr dockwi s t0 spin dhis 5 mevmint poings. He
spén dshis irst o ovim énd point 80 ecplore the beation upon whichhe
is standing. He places afall ower to tak 8 control ofthislocasion.

4 The Warlord hén spends his stcond movémint paing t0 & avel
onelocation counter dodewi 2. Becauss th e player's magd is présimt,
the Warlerd can don othin g0 any foll vwer or Ward precint af this
bocation. He spinds a third o ovém énd poind f0m ové Cound & 6 ockwise
again. His furth movément pling is wstd torémod the ward of
protecsion. His Sfth movement poing i used t0 remove the foll ower.
Finally, bevauss the locasion isnow vacant, he places a foll swer to gain
vl of thiel ovasion.

5 The Warlordhasnow spent &l fve of his movement pointe He
_ﬁ!ﬂ'i:h'nufmmﬁg om awildermier vahiom thaethe comsrde, and
will, thergfore, taks a Place Wards acsion. He can forsify his gurrane
location and any adjacent locations that he congrols.

PLAYER'S TURN

The player’s tum playsin the same manner and sequence as the
mltiplager game, with only a few changes.

1. Preparation Phase

The Preparation Phast ic dipped during the fre turn of the game.

A.BREMOVE TEMPORARY SPFELL TOEENS AND EFFECTS

funchanged from multiplayer mode).

B. UPDATE AND REFRESH SPELLEBO 0K
Master kevel spells are not used i the solo game. If the playeris
able to create a Master apprentice in any sphere of magic, that
apprentice will instead possess knmeledge of all of the Advanced
spells and the Fundamental spell in that — evien i no
apprentice remains on the player board in these areas. This
can be important strategucally, as a plager will use only one
apprentice on their player beard instead of three to achieve the
same degree of magical knowledge. However, on subsequent
turne, the player may still choose to Imtiate or Promote
apprenticesinto the lower levels of a sphere to alkow for the

creation of higher level spells in other adjacent sphenes.

EXAMPLE: Tim gains a Master
appranticein the sphere of Wil Magic
He will nat gain any Master spél card.
bsat weill im steaad hoawd loncrad adige of Stome
Skan. Befuddle, and Gate Laterinthe
qram e, he thoossto again tfadd with the
Awarves and [nid st ancther aporentics
in the Fundamental Will spall area
This qain s him mo addition al spall carids
O a sehsequiene summ, he Prom oeesthis
apprentice (via the srual dusl m ech anig)
tolearn Gate an dehen Time Stop. ‘n

il . v i



2 Journey Phase

w The player may notenter the kecation where the
Warlord is standing.

w Ifthe player attacks and kills a fdllower belonging to the
Warlord, ths fiolloser simply Teturns to the army of the
Warlord. The Warlard conscripts a new follower to fill
the ranks and replace the one that was lost.

3. Journey's End Phase

# Allachons are unchanged from multipayer mode.

CHECK FOR VICTORY CONDITIONS

At the end of each round, 1t 18 inportant to check: for wictory
comditions. The player rmist have bath:

1. Master apprentices in four different spheres of magic.

2. The majority of tiles in at least 3 of the 5 different
wilderness location types (Mines, Likranies, Crypes, Groves, and
Ruing). A tie with the Warlord for the mumber of wild erness
locations in a specific color is acceptable to daim majority.

If both conditions are satisfied, the game ends immediately and
the plager s crowned as the next Archmage!

If wictary conditions are nes met, the game procesds to the next
roumd. At the end of the player's final tum (marked by complete
ahgnrnent of all six planets), if he/she has not satisfied the
victory canditions, the Warkrd wins — crushing the hopes and
drearms of theupstart mage and the people of the land.

OPTION: SOLO GAME SCORING

Optionally, the player may choose whether or not they wish to
record ther score to compare ther success with other future

Plays of the solovariant.

# 5 VP for each turn urmsed belos the alkseed 15 turn hmat

# 1 VP for cach unique Pundamental spell knomen

w 2V P for each unique Advanced spell known

# 4 VP for each umgque sphere of magic that contams
a M aster apprentice

# 2V P for eachwaldemess location color inwhach the
moajority of locatioms are contralled (VP of tued for
comtr with the Warlord)

SPELL CLARIFICATIONS (SOLO GAME):

Berupore: Cast on the Warlord s tum after he ralls the Ds.
Add ot subtract one pap from the walue show non the De.

Thus spell can be used after the Wardord s first die roll

fto determmne in which directaon he will set out) or after the
gevomd dae rall fto determmne whether e wall travel dockensze
o coumnter-clockwise).

Cornoston: Bemove the ward toden from the location your
Trage currently oocupaes as well as amy adjcent kcations.
Followers are vnaffected by this spell.

The player may cast this spellif standing on a location that
does mot currenthy hawe award token. The wards on adjacent
locanions will still be remmoreed.

The player's own wards of protection are also removed by the
effect of this spell

InFrase: Pace an Inflame token omto a roy thic race enclave
of your choice fother than the Deraons ). Every time the Warord
enters this location, choose a single wilderness kecation of the
st color and remons has ward (if present) of follower (if no
ward 15 present).

If the Warlord does not control amy wilderness location of the
correspoiiding color, this spell has no effect when be encounters
the token.

This spell tokoen is mot remored when its effect 15 triggered.

This spell does mot affect the Warlord s moverment in any way.

TorMENT: Cast on the Wardord's turn after he rolls the Dé.
Re-roll the die.

Simalar to Befeddle, this spell can beused after the Wadord's
first or second die rell.



	Untitled-8-01
	Untitled-8-02
	Untitled-8-03
	Untitled-8-04
	Untitled-8-05
	Untitled-8-06
	Untitled-8-07
	Untitled-8-08
	Untitled-8-09
	Untitled-8-10
	Untitled-8-11
	Untitled-8-12
	Untitled-8-13
	Untitled-8-14
	Untitled-8-15
	Untitled-8-16
	Untitled-8-17
	Untitled-8-18
	Untitled-8-19
	Untitled-8-20
	Untitled-8-21
	Untitled-8-22
	Untitled-8-24
	Untitled-8-25

