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INTRODUCTION

Onily one can ascerd to power and clairm the title of
Archmage. Power comes in many forms; the trus
Archmage will need alopal following, the fivor of the

o thic races, and avast spellb ook, Ardemape: Ascon do
gives you Four new modules to exploe oo yowr wiry toy our
prophesied destime.

Basic Game Mode

[m coder to Jearn and fully e plore the new spells, playpers
can simply substitute in 2 new module of spells to replace
the base game spells, AL players will contirue to have
access to the same 12 cards, agreed upon at the stare

af the game. This mods will encourage players to try

naw strategizs and provide a unique play s perience for
those whe haee mastered the most commonly used spell
combinations in the base game.

Ascendant Game Mode

Orice play ers are farniliar with both the expansion and
bagespells, theAscendant game mode mzy offer the
greatest gameplay experiznice. Al spell cards From both
the core game and A sendar designed for multiplayer
games arz available o each player (Remove ooly the spells
that do not include the I spmbel in the wpper left corner,
Spells witha f or ¥y symboal areintended exclusively
far salo or cooperative play.)

When a player Initiates or Prometes an Apprentics to an
area oo the Wheel of Magic, they may choose between
either of the corresponding spell cardsand add that card
ta their spelibock. f they subsequently Initiate or Promote
another Apprentice to the same area, they may again at
this tirne decide which of the teo spells to 2dd to their
spellback. Hosewer, a player may niot haee both spells
fromn a sigle atea in their spellbock at any ooetime.

During setup of the game, players should agres upon
which expa rsion modules theywish bo include. Each
miodule can be used onits own, or can be comibined with
the ather medules.

NEW RULE: SUBMISSION

Because opponent mages cannot generally trovel through
lecations ocoupded by an opponent mage or mage towrer,

it is possible for a mags to become “trapped” on asclitary
tile or i an areawitha very lirnited rumber of tiles. Thus,
a new general rule has been introduced o all games of
Ardhmage:

Subrmission: You may choose to pass through a location
cocupied by an opponent mage. Howeeer, inso dodng,

you st hang your bead inshame, and admit that your
cpponent is the more powerful mage... at least for today.
Your followers bear witness tothis embarrassment. and
oz of thermn decides to change theirlopalty and join the
Company of the opp onent mage instead. Beturn one
bollovwer from pour Company to the Supply. The opponent
rnagewha caussd your Submission gains one follower from
thait Supply to their Company.

You are still forbidden from taking a Journsy's End action
in a location cccupied by an opponent mage, and you
rnary miot interact with their accupied location in ary wy.
Submission simply allows you to travel through thae
location.

MODULE 1: A NEW SET OF
FUNDAMENTAL SPELLS

Setup

1. IE play ing the Basic Game Mode, each player should
remiee the six Pundamental spell cards from the Ardemage
base garne From their deck: Entangling Vines, Transmuts,
Quicken, Stone Skin, Decay, and Subjugate.

2. Each player should add the six new Fundamental spell
cards from the A seemdare expansion to their deck: Harvest
Elessing. Feplicate, Return Home, Magic Barcier, Sleight
of Hand, and Consume.

3, Placethe spell tokens for Baplicats and Hareest Blessing
(10 per player) into the Supply.

4. Place the Magic Barriers into the Supply.

New Rules

BoosT

Eachaf the Fundarnental spells from the A scendant
Bxpansion contains a “Beost” ability. This text is found
at the botom of the spell card adjacent to the appropriate
relic syrnbal. At the time of casting a Fundamertal spell,
a player must pay the usual casting cost of one relic of the
carresponding ty pe. They may then chaoss whether or not
to pary an additional relic of the same type to activate the
Boost ability of the spell. This decisicn roust be made at
the time the spellis cast and before any effect is triggersd.
A mage is not allowed to cast 2 Fundamental spell,
continue their [ouwmney, and then use the Bocst ability,



EX AMPLE: Tim pays one Widge and cass Beplion e " He places the
aporopr ket sod ltok e oot o al somtion b coswr als. Hie donen el ey
chipases g pay s secomd Widaet to activade the Doas abiliey and is,
thirgfors, all aweed t 0 place wm additlomal Regl cate tohem o a differest
adjacent bt he coerals. Altermatvaly, he could haer dhosm

mat teusrthe Baos abi by tials furm, and oot ted himself with the
plaemes of a sngle spdl tok m by pasing iy ch e base g cos.

Macic BARRIFR

The Magic Barrier spell intraduces the concept of placing
chstructiors betaeer Jocation tiles. These Barriers have no
effect on a mage that enters either adjacent location, they simply
prevent travel or the casting of Pundamental spells betw een the
two adjacent locations via this specific route. Magic Bariers
atfect allmages, including the mage whe cast it. Furthermore,
Barriers are permanent and do not function like spell tokers;
thatis to sap, they ane not removed from play when spell tokens
are addad to sither adiazcent locadon.

MNEW SPELL ToOKEMS

Beplicate and Hareest Rlessing use spell tokens. Thus, they can
bee remreed) replaced by the placement of anather spell taken
onita their lecation. However, they differ from spell tokensin

the Ardimage base game in that no effect is triggered by a mag=
entering their location. Rather, they remain in play until 2 mage
takes a “Gather” [ourney's End action, atwhich time their effects
are triggered.

Spell Clarifications

HARY EST BLESSING: These ar= persistent tokens. They are not
remived after a Gather action is taken, or if an opponent takes
comtre] of the lecation they occupy. They can enly be remoeed
if ancther spell tokeriis placed on their lecadon. (Recall from
the base game rules that on'ly one spell token is allowed per
lecation. )

BEPLICATE: Replicate spell tokens can be removed in two
differentways: if a new spell token is placed oot the location o
if a new mage takes control of the kocation.

BETURN HOME: This spell must be cast during the [ourney
Fhase, but it can be cast ary time duting the Journey: bebore any
o EmEnE points are spant, atter some of the movement points
are spent. or after all movement podnts are spent. Beturn Home
cannot be cast after the player bas taken their Journey's End
action.

Macic BARRIER: The following rules apply when placiog a
Magic Barrer:

L. His illegal to place 2 Barrier in sucha way that any Location
becomes inaccessible to amy mage:

2. Mo maore than teo barriers may form a continuous chain:

=

3, There iz no way to remove 2 Magic Byrrier once it is placed.
HivweaT, o mage may tempeorarily (for cne round) gain the
abilify to travel throwugh/ocer Magic Barriers via the casting of
certain A dvanced lewe] spells: Gate, Enlarge, Fly. or Haste.

4. Fundamental spells such as Consume, Harvest Blessing, or
Beplicate cannet target an adjacent Location if there isa Magic
Barrier between the mage’s current location and the desired
target loecation.

5 Magic Barrier does not interfere with or obstruct the Boost
ability of Betum Home.

6. W hen using Uphereal, you may not move locations insuch a
vy that M agic Barriers would create inaccessible Jacations.

7. The presence of Magic Barriers does not affect the placement
af wards during a [oureey’s End action.

SLEMCHT OF HA ND: The following exceptions apply when
casting Sleight of Hand:

1. The casting player carmot gain relics of 2 particular gy pe if the
miage who owns the targeted Jocation has none.



2. The casting player cannct stzal relics if they canniot bald
them in their tower. The limit of six relics pet type st still be
observed.

5. A mage cannot use Bones obtained by casting Sleight of Hand
to then Boost the spell. Remember that the Boosting cost of a
spell st be paid before any spell affect is triggered.

CORSIME

The existing cpponent is usually replaced with a fallowsr taken
from the Supply, not the Company, of the casting mage. If the
Supply of the casting mage is emopty, they may choose to use a
follosret Erom their Company instead.

Heither the base effect nor the Boost ability for Consume can
pass through Magic Barrers, However, within the rangs of
the spell, any pathway of locations can be used to avoid Magic
Barriers and target a specibe Follower.

MODULE 2: A NEW SET OF
ADVANCED SPELLS

Setup

L. f playing the Basic Game Mode, sach play er should remoee
the six Advanced spell cards from the Archmage base game from
their deck: Fiery Chasm, Wellspring, Divination, Gate, Shadow,
and [miprison.

2. Bach player should 244 the six new Advanced spell cards from
the A scmdast expansion to their deck: Beguile. Pelic Extractor,
Fly, Hasten, Divert, and Enlarge.

5. Place the sp=ll tokens for Baguileand Belic Extractorin the
Supply.

4. Place the boot meeples for the Enlarge spellin the Supphe.

Spell Clarifications
BEGUILE: The Beguile token can be placed on a bybrid or my thic
race enclave.

Fur: Jbstructionsyou can awoid by fying include opponent
Toages. mage towers, Magic Barriers, or the Treeman meepls (see
Places of Poser mindula),

If flying cwer the Cursed Tower, the Curseis not riggered. The
miage does not lose 2 folloser from their Company.

A rnage can fly ceer any & pe of location regardless of whether or
ok it is explored. A mage may fy over completely empty spaces

{i.e. nhex-sized area that has no Jocation tile) and/or over a path

that inchades the edge of themap.

If flying while Enlarged, both boots must move anequal
distancein a straight lire and remain adjac ent without any
change in arientation.

HA STEN: Because the effect of this spell lasts an entite round,
amage gy travel to their boations multipls timesin a single
Jouarney Phase without paying any movemnent points.

If a mage plars their tum poorly and enters a Location they
cortrol that contains a spell token, they may still trigger the
abfact of the token {e.g., Entangling Vines, Fiery Chasm).

D ERT: [Fwards are pulled ooto a location that mo one comerels,
they are immediately returned to the Supply.

EnLARCE: The casting mage remnains Enlarged until the stare of
thimir nexct turn. Thus, for the subsequent round ﬂE'F‘.i}'. unless
the Subrnission rale (522 page 5)is employed, the Enlarged mags
will block opponent mages from entering sithet location they
QCCURE.

Botaticnal movernent of a lag rnay not enter or cross a location
containing an oppornent mage, mage tow er, or the Tresman
mieeple (s2e Flaces af Powwrer miodule). However, the Enlarged
mags can often totate a lag in the opposite direction fclockwrize
o counter-clockwise) to aveid chetructions and plant theirfoot
om a desired Jocation.



A mage may pivot aleg over completely empty spaces L2, a
hexagomal area that has niolocation tile) and/or overa path
that includes the edge of the map. The target location mustbe
adjacent to the ather boot.

IF 2 mage uses the Beturn Home spell whil= Enlarged, one foat
sk Teparn to the mage tower. The other may be placed on
ary adjacent location. 1If the Boost ability for Beturn Home

is ernployed, both boots must be placed withina range of teo
lecations from the mage tower.

1t Hasten is cast on the same turn as Enlarge, you may

rotate either leg into a location you contral without spending
mnowement podnts. I you travel throogh a chain of adjacent
locations you control, you will ot spend mowement points
aslong as both legs end in Locationsyou contrel. Asseom as
either leg =nibers a location you do not corrtral, ¥ ou st spend a

Here isan extended example of a turnin which a mage casts
Enlarge:

1. The brown mage casts
Enlarg=and spends 1 MFP
to replace et usual mage
token with two Enlargs
baot tokens. Because
Enlarge is an Advanced
Spell, the Magic Barrier
pases no obstacle.

2. Zhe uses 1 MT to Traval
and piwats one foot atound
the cther to a new adjacent
Lacation.

5. Eheuses 1MP to Artack. This
does damage to both locations
ghe currently accupdes, which
clears all opponent follosers and
wards.

4. 5he places followers from bet
Compary to take comtrol of both
Locations she accupies. This does
nck cost amy ME.

5. Shieuses 1 MP to Traesl and
pivoks o foot.

. She uses 1M TP to Attack,
clearing the remaining ballower
and Ward of Protection.

7. She places a follower from ber
Comparry to take comtrol of the
Location. She has no more MEP

to spend, but remains Enlarged
urtl the start of her et turm,
thus blocking the blue mage from
passing through either lecation.



MODULE 3: PLACES OF POWER

Eforethe Bnding, befare theloss of maglc, the meythl craces mch
e b od 01 s Bovat b —am e whad . all sweed e £o fonus thatr
pawer fol i:ptdﬁ:plrpuﬂ.ﬂm ﬁlﬂ'ﬂlmp beem darouded in
mystery and forkl dden from humm (e frece. Bug tlemes have
chonged. Asthe alipamemt g the dinets brcomes e i, the oyl c
races have resdzed the meed tolemd dhetr atd A bnmmam mage s rise
amd diaten thetd e gf Archmage The Faces of Pawer will be el od,
amd thry will playa beerolein the d e ormin ot an of deriery

Setup

In this module, six new Locations will be
added to the Land during sstup. Thereis
one Place of Powerwhich corresponds to
exch of the six mythic races.

The Places of Power will start face- down in an unexplored
state. Like ary other location, they may be discovered during
the Journey Phase. & mage must travel ooito the unesploned
location, and then use 2 movement paint to explore and flip
the location toits face-up side. Similarto the discovery ofa
wildeTmess location, an Exploration bonus of ane relic of the

commesponding type is avarded.
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Cmoce they have been Explored, Flaces of Power can be chimed
by any mage. If the mage is cumently standing cn an unclaimed
Place of Poweer, the player can place a Fellower from their
Compary cnto this location to control it. Thisdoes not cost a
movernent point. Like any other location, if a Place of Power is
already comerclled by another mage, any of the opponent swards
or followers st Arst be removed by attacking or the use of
appropriate spells.

= Hoard
Tom| (PLACE OF POWER)

1f a mage takes their Journey's End action on a Flace of Power,
this acticm is called “Hoard.” & magewill collect thres relics of
the corresponding type.

Unlike locations from the base game, Flaces of Power do not
provide any beneht during a [ourney s End “Gather™ action.
Instead, control of a Place of Powerwill give the mage a unique
ongeing ability.

Neww Rules

Druring the Preparation Fhase of their turn, 2 player should
check to se= if they currently control amy of the six Places of
Power. Ifthey do, they should take the corresponding cards from
the Supply and place them near their tower board. Thus, the
unique ability of the Place of Power is not immediately available
to the magew hen they assume control of the location, but rather
cm the turn after they claim control. Hote that this is similar

to the process used for the “Update Spellbock” portion of the
Preparation Phase.

Bach of the abilities associated with a Flace of Power can be usad
cmce pet turn. W hen its ability has been execated, rotate the
card %0 degrees clockwise, During the next Preparation Phase,

if the player still controls the corresponding lacation, the card
canbe rotated back (%0 degrees couniber-clockwrizal to iks ariginal
position. Thiswrll indicate that its ability is once again aeailable
for use inthe coming tum. Mote that thisis similar to the
“Befresh Spallbook” portion of the Preparation Phase.

Places of Porwer Clarifications

DvEErwoi: [tis the responsibility of the controllivg player

to remeniber to miove the Treeman 2ach round . Hosever, in

the spinit of Fair play, opporent players should offer a genitle
rerminder if they notice he has potbeen moved. 1f it is discovered
later in the round that the Tresman remains in the same
pesition as he did the previous tum, remose the Treeman to sit
tempararily on the Deeparocd card. He can be redeployed during
the rext turn of the controlling mage.

THE E¥E: The ex tra relic st be gained during the Preparation
Fhase at the timewhen a planst is moved tosards conjunction.

The capacity of the relic shelf still applies. That is, 2 mage cannot
possess mmore than six of any relic. Bxcess relics are simply forbeited.

SEYBRIDGE: “Chatpest” refers to eithera Camp or hybrid race
enclise.

Like ary other Place of Power, the Skybridge ability can only be

used once per turn.

Unless the Submission Bule is employed {sae page 3), the Skybridge
daes not allow a mage to enter an Cutpost lecation acoupded by an
oppenent mage. And, even if the Submission Buleis enployed,
the Skybridge abilicy does not allow a mage totake a Journey's End
inan Cutpest location occupied by an opporent mage.

HicHPORCE: This abilite cannet be msed i.'l:'r'-:-u do not control ome
or miore Jocations during any pertion of your tum.

[FEADBLA ZE: Tou cannot push an opponent’s mage througha
Magic Barrier.

You canmot push an opponent mage ooto a lecation occupied by
another mage or 2 mage tow et funless it is their own mage tower).

You cannot push an opporent mage off the edge of the map orinto
an ermnpty space left behind by the prior use of the Upheawal spell.

REDALTAR: It is suggest=d to beav e one follower in an upright
position to show control of the Lacation. The additional follow ers
can be placed in a nom-upright position to show that they are
related to thie affect of the Fed Altar.

The controlling plager must place the flloweron the location,
oot om the card. Tt moust be obrvious to oppenents that a potertial
benefit is pending if control is not discupeed.

Stome Skin does mot protect om-upright bllowers placed on the
Altar. ¥comtrol of the Red Altaris lost for ary reason, these
nion-apright folkerars are returmed to the Supply. Only the single
upright fallower is retumned to the Company of the controlling
mage.

I the first round after a mage gains contral of the Altar, oo
follower will be gained. The mage can simply lay a follower down
on the Altar if desired).



MODULE 4: PROPHECIES

The prophecy that predicts the ratwm of the Archmage s woll kmowsy
# s o ghie Mpe of fdk through sutthe Lond as thevlook tothehmvms
Bt minerw other nstrad ogers, soothsewers, and scershave spohon [essor
kmowm ﬂ:mm Are ﬂ:u:r :inq:i':-'l!ih:muﬂrhgs q':l!hrhmm. o e
thiry tr i wislons of what 45 to comied

Setup

L. I play ing Ar demagewith teo players, remove the following
cards from the deck and return them to the garne bac: Hero of
the People, Trusted Allies, Beckoner, & rearia Master=d, Bndlezs
Siage, Gatherer,

Prophecy cards with this icon ate used cnly in games
with 3 or more play ers.

2. I playing without "M odule 5: Flaces of Power,” ramowe the
Poerer of the Ancients card from the deck and retum it o the

gamie box,

Prophecy cardswith this scon areused cnly ingames
using the Flaces of Power module.

3, Batore the game begine, shuffle the Prophecy Deck and deal
3 cards face-down to each player. Ay cards remaining in the
Prophecy Deck are returned to the game bow and will nict be
used in this particular game of Ardemage.

New Rules

The Prophecy cards give each player wnique chijectives. The
criteria specified on the cards can be accomplished at ary time
ower the course of the game, and will reward the mage who is able
to comnplete them strategically. A player may look at their osrn
Prophecy cards at any time, but the specific Prophecy cardsin
the hands of other players will remain a ooy stery until revealed.

Each card has bwo potantial difhculties: an easier version of the
criteria which will yield 1or 2victory podnts (V P), and a more
difficult wersion of the criteriawhich willyisld 3V P,

COmamy of theirturns, when a player meets the lasser criteria for
a Pn:rphecr' card, 'Ii'::'r' toust choose to either reveal the card from
their hand or continue to keep it secret. 1F they keep it secrat. it
will be potentially harder for opponents to black them in their
plans to meet the meore dificulk criteria, but the accomplished
Foinits are in jropardy. IE oo a subsequent turn, they no longer
miest the criteria, they cannot reveal the card . [ they choose ta
reweal the card, the lesser number of victory points ave secured
and cannot be undone by thedr subsaquent actions or the
actions of other players. However, they have now declared their
intentons to all who are watchirg, ..

[fa Prophecy card is revealsd, the playerwill placeit below the
lower edge of their tower board. If the more dithcult criteria have
not been met, the card should be partially tucked under the edge
af the board such that the top VP bar is covered.

[f the mwore dificult criteria ar= met, sither as the card is initially
revealed or on any subssquent turn of the player, the card can
be placed inits fully tucked position to cover the higher rumber
abwictory points. For Prophecy cards suchas Endless Siege or
Mentor, you do not still need to be achieving the first cbjecthes
whenyou achieve the second.

STRATECY TIm: It dedmapart aew t0 mode that ench b dividual mage
can ol oo e @ mmay temem o 9oy podes [romm thilr Praphecy
caras. [ i solat am, these podees will b b sagffol oot 20wl thie e,
wnd to ackieee the b gher dffodey o all 3 candswill By requirea
shpiSicant dnpes of e s and gfre. Thus, 2 mage chauld be omstious
oo slder #dmdu. Doma :ppm.i all -t:.|'::|rn:|.|rj';\:n'l.u:acml1 comcerted :fm!
tofedfl the rameblings of madem. Themajar ity of patats i ghe gamar
wild 2l comefrom lmrmingmag c and fghang for arm comtrol Bagt
a Sight deviatl an bn gwaiegy @ few ey pants a8 me mmay allow a
mage teaccomgidsh thedr meafed oljectves. And when the planss do
aligm, & flew oSl od progh ecles may h dp 2o dead de, "Whots thesrur
Ardhmmage”

Cast 4 spells in a single turn.

ARCANA unleashed

31
]l

Cast 5 spells in a single turn.



the praple
moveiroth towe and se
eprode of ther falls

fae il dower &5 A D
dlaten g a bt or ot
upresdmesthe

esplte the wrgng of maem e once called frionds, he wod d

e to s fowe

s once g ey s profectar of
wnstall e warkad with m

he
L& oo

o Al m vl apered

ORBJECTIVES

The Mages
Attheend of ary round {aftar Player 2 completes their turn),
the mageswin if they satisfy the following conditions:

1. Indiwidually, each of the two mages must have three different
M aster lewe] apprentices.

2. When adding their contrelled locations together, the mages
st commurally coriral more locations than the Warlord in
at least four of the fve types of wilderness bocatiors. A tiewith
the Warlerd for the numiber of wilderness locations ina specific
coloris sufficient to claim majority.

ExaM PLE: Flayer 1controls one Groee and Plager 2 contrals taa
Groees. The Warlord has two Groves. Thus, commurally the
players have the majority of comtrol (142 is greater than 2) for the
Groves.

The Warlord

The"Warlord can win in one of teo woys

1. If, during anoy of his Preparation Phases, he gains contrel
of all 25 of his followers from the Zupply, he tmmedistelywins
the game. It does not matter whether these followers are in
his Compary or deployed oot Locations an the map. Simply
emptying the Supply is sufficient.

2. The mages fail to complets their v ictory conditicns by the
timee of the planetary alignment.



SETUP

1. The map is idemtical to that used in the Sclo Play variant from
the core game rulebook.

2. Bach mage will randomly place ane planet into sach space of
their planet track. They will then decide whether or not to move
placets from the outer spaces irsards towards conjunction
based on the desired difhoutty:

BEGINMER: Kowe no planets icwards (13 rownds, sinoe
Preparation Phaseis skipped in the first round of play).

MoRMAL Move cne of the two cutermost planets ioeards one
space (L2 rounds).

A BCENDA RT: Mowe sach of the beo cutermost planets inwards
ome space (11 rounds).

Then, sach magewill set their number of starticg relics in
eachcokr according to the rumber printed in the small yellos
square below the cotres pording planet.

5. Only spells with sither the Jff or ¥y, icon in the top left
corner will beused. Thewariety of spells zeailable to the mages
will also play a role in the dificulty of the game:

BECINNER: Use all spells with cither the §f or #y, icon in the
top ket corner.

Mops AL Beforethe garne beging, sach player must chooss
cme spell card for sach Pundamental and Advanced spellar=a.
Playing with a different s2t of spells, and intentionally leavirg
out certain commonly used spells, can requitzavery different
strategy bowin. The mages may sach select a different set of
spells.

A BCENDA RT: Bafore the game begins, tandomly select onespell
card for each Fundamertal and A dvanced spell ar=a. Make the
best of the spells that Bate has dealt toyou.. . The mages will
likety end up with an ovethpping selection of spells, but are
unlikely to have the exact same selection.

4. Make sure to use the versions of * Torment” and “Befuddle”
inchaded inithe expansion, rather than these contained in the
base game ithe D6 dice mechanic has besn replaced with a deck
of Warlord movement cards).

5. The mages each start with 15 followers in their Company
and 10 in their Supple. The Warlord startswith a ramiber of
Followrers based oo the desited difheulty level:

BECINMER: 16 followers inthe Compary, 9 in the Supply
Miorss AL 18 followers in the Compary, 7in the Supply
A BCENDA NT: 20 follow ers in the Company, 5 inthe Supply

SEQUENCE OF PLAY

Within each round of play, turn cederwill progress as follows:
Warlord, Flayer 1. Warlord, Player 2.

I. WARLORD'S TURN
1. Warlord's Preparation Phase

(Like the mages, the Warlord will skip bath of his Preparation
Phases in the Aret round of the game.)

1. If the Warlord already has at Jeast one folloserin his
Cormpany, take one additional follosrer from the Supply and
add it to his Compary. But, if the Company of the Warlord is
completely empty, take o follow ers from the Supply and add
them to his Company.

2. After he performs this recruitment, if thers are no Warlord
bollowers remaining in the Supply, the Warlord i s ediately

wins the game.

3, Beturn the Warlord to the central Cursed Tower bocation.

2. Warlord's Jovrney Phase

1. Flip a card froem the Warlord Movernent Deck to determine
the path upon which he will Traeel.

2. The Warlord will move in a straight line following theyellos
arrow cutwards from the Cursed Tow er location to reacha

set starting position. This movement does not use up any

v ement points. Hosewer, the Warlard will trigger the effacts
of amy spell toker present in a lecation that he crosses.

3. The Warlord will then use the fee movement paints he is
allotted to Travel, Exploce, and Attack. The following rules

apply:

+  The Warlord will abways atternpt to claim any wildeTress
lecation, Carnp. or Town he enters. Take a follower from
his Company and place it on the map.

+  Any time the Warlord enters an anes plored Location,
bz will flip the Location oeer to its explored side and
irnmediately claim it with a follower from his Company.
1F the Warlord Explores and discovers 2 Camp, hevwill also
recruit one follow er from his Bupply to his Company.

+  Any timethe Warlord enters a lecation comercllad by the
players. hewill atack ard remioee award (if present] and
then the folloser. Ay followers remioved in such away are
placed back into the Supply. The player who previcusly
cantrodled the lecaton receives cne Blood relic for the
bollower whowas killed . The Warlord then claims control
of the lacation using a follower from his Carmpamy.

1



WARLORD MOVEMENT EXAMPLE

The Wiarlord rareds ceswards from the Cursed Tower

Follosntn geh e meoe em e pash specifed o ghe card He
willl [ orcas the Diwareen race emdares that oo gala s

an Imflami token. The players daoseto removea ward
From theMding loontion that the Warlond covetrals. He
them rassestie Mimelocation conirdlnd by dhe bl
mage. Simor it coetatns an Ergamgling Vimestohen the
Warlard'statal movemmt pataes will be reduced from fee

to four for thistum_

The Wil ord weil Iy oo Yo £0sipemd s rvemnest
palrets Hiwill wee his fret mor om et poleet fo Exgore
the wildomem locatbon o0 which heds sanding ftisa
Lilwarg. He places afall ower from his Company miothe

location and comtimues bis furm.

Hi sprmds & secomd movemet polnitomser the Tiwn
pem e by the blsae mage. He can ds mothinghre.

Hie spreds a thaied moovsms en poba o move dn o the
s ex plorad will dermess Looetl o fo dhemer dhrwest

He spemids @ fourth mavemet paint to Explore and fmds
a Grave. He may dabe this]ocsston wang afoll veer from

bl Comnpurer.

Hiehasna mevomems podetsrevsadein g, fnce be s
smding m awideneslootion hewill takea "Haor
Wiards" actlom for bis Jour mey's Bnd e gaces s ward
oo fels carr et lovattdom amd the affacent Mline location
winlch hecomtr ol

izt is mow complete



+  The Warlord may moes through (bat noe end his
miowernant withing a location cocupied by a mage or mage
tower. He simply passes through the location in a daze
{spending ore mowement podnt to enter and one movernent
peint to leaee] without Aacking or Bxploring.

+  The Warlord will aterays spend all free of his rmovement
points, seen if it takes him past the optimal lacation in
which to 2nd his Journey. The only exception to this ruls
is the rare situation whers using the fitth moeement point
wiould case the Warlord to end his Journey in a lecation
accupizd by a mage or mage tower. In this situation, he
will sirnply forfeit his final moeement point.

+  Hthe Warord enbers a location containing a spell token
during ary portion of his Journey, be triggers its effect.

3. Warlord's Journeys End Phase

The Warlord willtake a single Journey's End action determined
by the lacation uponwhich he ends his mov ement:

1. WILDERNESS LOCATION HE COMTROLS: He will take the
Place Wardsaction {in the samie manner as the mutiplarer
game). Since he cannot usemagic, it is recommended to place
the wards onthe side depicting a shield. These tokers represent
additicnal troops and fortiboations the Warlerd has left behind
toincrease the defense of specibe locations.

b. Tow M LOCA TION: Hewill Gather one Followrer From the

Supply to his Company for each Tosrn or Camip be cumently
conkrals.

<. CAMPLOCA TION: Hewill Recruit three follomers from his
Supply to his Compamy.

4. UNEX FLORED LOCATION OR ANY LOCA TION CONTROL LED
BY OME OF THEMACGES Hewill forfeit bis Joumey's End action.

PLAYER'S TURN

1 Preparation Phase
Bemember to skip the Preparation Phasein the frst round of
play.

The “Ramioes Temporary Spell Tokans™ and “Progress a Plaret”
steps are unchanged from the multiplay er game.

Update and Refresh Spell Book
If playing on Beginner dithculty with all spells available: When
a plager [ndtiates an Apprenticeinte a Fundamental spell area
o the Wheel of Magic, or Promotes an A pprentice into an
Advanced spell area, they may choose between either of the
matching spell cards and add this card to their spellbook. f
they subsequently Initiate/ Promote ancther Apprentice to the
same area, they may again at this time decide which of the two
spells to add to their spellbook. Howeeer, 2 player may not have
bath spells from a sivgle area in their spellbock at amy one time.

Master level spells are not used in the coopetative game. f a
player is able to create 2 Master apprentice ina oy sphere of
mnagic, that apprenticewill instead possess knowledge of both of
the Advanced splls and the Fundamental spell in that sphere

— even if o apprentics remaing on the tower board in these
areas. This rule can be irnportant strategically, as a plaperwill
use only ane apprentics on their toser board instead of thres to
achisve the same degres of magical knowledge.

Eax AM PLE: T gatiess a Ml aster Apprensice b ghe sphere of Thee
magc Hewdl] nat gatn a Master spd] oord, bt wll] g e harve
kmawledge of ane spell corr pomdimgeo endh spall aren: Cualchem or
Frinerm Home, Gaite or Hagton, amd Divimadion n:erly. Laier im the
g, hi choaes ta agalm frade with the Bives and Initlate another
Apzrasicinto the Fumd s sefal Time spdl avea. At thistme he
ity again choase beween Suicken or Returm Homae Om @ b oqui et
twrm, e Promoesthls Apprensice tothe Mage-Time mdl ares and
muiry choass between Divination or By

Cm subsequernt turns, 2 player may still choose to Initiate or
Proamote Apprentices iro the Lower levels of a sphers over

which they already hawe Mastery. However, remember that
a player must choose between available spell s in any area
of the Wheel of Magic —they cannot have simultaneous

knowledge of both spells in a sngle spell area.



2. Journey Phase
The [oumey Phase is identical to the multiplayer mede sxcept
for the following:

+  Mages may not Traeel through a location cocupied by the
Warlord.

+  IFa mage removes a follower of the Warlord froom the map,
it is returped to the Supply.

+  Wouare not allowed to attack Followers of yourallied
mage. How ever. ifyou need to take contral of a specibe
location, you are allowed to spend one movement point to
replace their fallower with a fallower from your Compary.
The follower of your allied mage is not killed, but simoply
returned to their Company. Ho Bleod is generated for
either mage. Ay spell tokens presentwill remain onthe

lecation.

+ A mage may Travel into the lacation ccrupied by their
allisd mage.

3, Joverneys End Phase

A miags may take a Journey's End action at a Jocation cccupied
by their allied mage.

Zirce the teo mages sach cortrol their oern Order of Mages,
ther cannot use the mage tower of their allied mage during a
Jourey's End action. That is, a mage must return to their oen
mage tower if they wish to Initiate and/or Promete Apprentices,

1fa mage takes 2 Journey’s End action to Place Wards, they
will ooy place wards o adjacent Locations that they currenthy
comtral. Lecations controlled by thedr ally will not receive wards.

Check for Victory Conditions

At the end of each round, it is important to check for victory
conditions. The play ers st have achiseed both of theirvictory
comditions in order to winthe game. [Fvictory conditions are
miot ek, the game procesds to the next round. At the end of

the fral turn of Plager 2 fmarked by complete alignment of all
six planets), if the mages hav e not satished both of the victory
conditions, the evil Warlord wins — crushing the hopes and
dreams of the people..

SPELL CLARIFICATIONS
(COOPERATIVE PLAY)

All spellsshould cortirue to be used according to theirwritten
text. Take aclose ook at the pronoun used. If they target you
personally, they cannot be used o target your allisd mage. 1
they reference “an opponent,” this refers to the Warlord. 1F they
reference "oy mage,” this refers to you, your allisd mage, and
the Warlard.

For example, Gate could noot maewe your mage to a lecation
currently cocupied by the Warlord, and the effects of
Wellspring would only be triggered when the Warlord enters
the location. Anallisd mage cannot trigger the spell effect. The
Warlord does not gain aoy relics, but the contrelling mage gains
two of their chocsing,

CORROSION: A player may cast this spellif standing cna
location that does not currently have award token. The wards
on adjacent lecations will sbill be removed.

A player's own Wards of Protection, or thoss of an ally, ar= also
removed by the effect of this spell.

EMPLAME: If the Warlord does not control any wilderoess
location of the corresponding calor. this spell has no sthect when
he ancounters the tokan.

This spzll token is not rerowed from the map when its effect is
triggered.

This spell does not affect the movement points of the Warlaed
iniamy wy. IF a bollower of the Warlord is remeved, it is returned
to the Supply.



COOPERATIVE PLAY WITH OTHER
ASCENDANT MODULES

Modules { and 2

Zee Zatup for suggestions on how to incorporate the new spell
cards

Modude 3: Places of Power

Four of the Places of Power can be used in the cooperative play
warant., Fetum Blood & ltar and Dudnm:eh:ﬂug;umbm.
they will mot be used . by four s2ts of wildemiess tiles will be
used instead of free sets.

Create the map according to the following lapout

LR T

DreErwoom: The Treeman moust be placed on a wilderness
lecation currently controlled by the mage wha contrels the

Deapraroad.

1t the Warlord s movementwould take him onto the location

cccupied by the Treeman, bewill abruptly halt on the preceding

le<cation and forbeit all further movement peints for this tum,
This abrupt halt also applies to his irdtial messment along
the ¥ ellow arrow, potentially cawsing the Warlord to end his
ITLOY SMENE O A Tace el aee,

HIGHFORGE The Ward of Protection provided by this Flace of
Porer cannotbe placed ena bocation controlled by pour allied

mnage.

Module 4: Prophecies

This module is, unfortunately, not compatible with cooperatiee
play. The focus of play nesds to be firmly on battling the
Warlord. Leave the ramblings of the insans for ancther day...
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