CHARMING.

3

< | Savvy. < < | Savvy. o0 ® 1 Resolve.

# Exhaust to add 2 to your score in a Savvy @ [xhaust to change a Resolve Test into 2 [ASSRSABR  Exhaust toadd 2 to yourscore na Resolve
Test. This must be done right before the Test. ; Sawvy Test. & @\ Test. This must be done right before the Test.

s, by Mark Jackson 01996 White WolIn. Al Rights Reserved. . by Barb Armata €196 White Wolf nc Al Rights eserved. s, by Dres Tuker 01996 Whie Wol Al Rights Reserved
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-] ys. all Resolve Trials. & e

< -/ Sawvy.
@ [xhaust to retest a Resolve Test. ;

® [xhaust if defeated in a Savvy Test. This is
in addition to the normally exhausted Merit.

@3
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s by Lefones 01996 White Wol I Al Rights Reserved 3
Y . T, by Andrew Bates 01996 White Wolf nc Al Rights Resenved. lus. by Mark Jackson 1996 White Wolfnc Al ights Reserved.
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INTIMIDATING

ABILITY
ABILITY

@ -] vs. Savvy Trials.

.. 2 * .| Might.
# [xhaust to retest a Savvy Test. I (/ J A

« [xhaust to change a Combat Test into a & @ [xhaust this card to add 2 to your scorein
Savvy Test. @\ any (ombat Test.

lus.by Tony Dierli 01996 White WolfInc.All Rights Resenved. B .
s, by Willam ' Connor 91996 White WolfInc Al ihts Reserved. i s by Tom Bxa 01996 White Wt nc AVl Rights Reserved.
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< -] Resolve.

# [xhaust to change a Savvy Test into a Re-

solve Test.

T, by Dve Fooden 01996 White Wolf nc Al Rihts Rserved.

@ [xhaust this Merit and roll a die: : +0, 2-
3: +1, 4-5: +2, 6: 3. Add this number to your
scoreina Might Test or Trial. This must be done
right before you roll.

Tlu. by John Matson 1996 White WolfInc Al Rights Reservd.

@ -] Resolve.

@ [xhaust to change a Might Test into a Re-
solve Test.

Ilus. by Steve Casper 1996 White Wolf Inc A1 Rights Reserved.

- Might.

@ [xhaust this card to add 2 to your score in ‘

any Might Test.

Ils. by Mark Jackson 01996 White Walf IncAll Rights Rserved

@ .7 vs. Might Trials.
@ [xhaust to retest a Combat Test.

[ls. by Ancrew Bates 01996 White Wolflnc Al Rights Rserved.

BERSERKER -

3
I

ABILITY

@ [xhaust this Merit and roll a die: I: -0, 2-
3: +], 4-5; 2, 6: +3. Add this number to your
scoreina Combat Test. This must be doneright
before the Test.

I by Jokn Cobb 01996 White WolfInc AN Righis Reserved.
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@ .| vs. Might Trials.

# [xhaust Rugged to retest a Might or (om-
bat Test.

IHls. by ncrews Goldhawk 01996 White WolfInc Al Righs Reserved.

& -/ vs. Might Trials.
@ [xhaust to retest a Might Test.

il
\ LT gl

* -/ Might.

# [xhaust Brawny if you're defeated in a
Might or Combat Test. This is in addition to
the normally exhausted Merit.

Ius. by Aaron Boyd <1996 White Walf . Al Rights Reserved.
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@ -/ Resolve.

@ [xhaust toadd 2 to your score on a Combat
Test. This must be done right before the Test.

Ilus. by Rebecca Guay 01996 White Wolfnc. Al Rights Reserved.

SVELTE

* -/ Savvy, -1 Might.

Ihus. by Brian Dugan 01996 White WolfInc Al Rights Reserve.

< | Might.

0|Exhaust to add 3 to your Might for I Test
only.

[ls. by Steve Casper <1996 White Wolf nc Al Rihts Reserved.

o
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-/ Resolve.
# [xhaust to examine arandom Waylay from

\® your opponent's hand.

lus. by John Cobb 01996 White WolFInc Al Rights Reserved

SEDUCTIVE.

@ [xhaust to add 3 to your score for | Savvy
Test only.

I, by Andrew Bates 01996 White Wolf nc A Rights Reservd.

@ -7 vs. all Savvy Trials.

® [xhausttoadd 2 to your Savvy for the cur-
rent Day.

. by Jesper Myfors 01996 White Wolfnc Al Rights Resenved.

@ -/ Savvy.
@ [xhaust if defeated in a Combat Test. This

AW i in addition to the normally exhausted Merit.

s by Tony Dierizz 1996 White WolfIn. Al Rights Reserved.

REFLECTIVE:

# [xhaust to add | to your score in any Test.
This can be done after your roll.

s, by Jesper Myfors 01995 White Wolf nc Al Rights Rserved.

& [xhaust this Merit and roll a die: 1: -1, Z:

+0,3-L: <1, 5: +2, 6: +3. Add this number to

Kour scorein any Test. This must be doneright
efore the Test.

s, by Lei Jones 01996 White WolIn. Al Rights Reserved.






NATURALLY AGGRESST
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ABILITY
ABILITY

®-7vs. Resolve Tests. 74 -/ Might 7o N ® Dahaust this Merittoadd 2 to your Resolve
@ [xhaust to add & to your Resolve for | Test  SESRSECZAS @ Exhaust to change any Resolve or Savvy S for the current Day.
only. This must be done right before the Test.  EERP==S@IN Test into a Might Test. i~ @ [xhaust this Merit to retest any one Test.

Tu. by SteveGsper o199 Whie Wol nc Al it Resrved. - M. by Mk Jckson €1996 WhiteWolFnc AN Rihs Resred. T, by Wiliam 0 Connr 01996 White Wol o Al Rights Resenved

< You have studied long and hard and will @ Exhaust this card to add | to your score You make jaquars look slow. Exhaust to move

forge on in the face of all adversity. Ifyou are against a Terrain Trial. 2 Leaques instead of your normal 1. You may not

\® ever beaten by 3 ormore in any Test, you may @ [xhaust this card to examine any 3 Leaque 3 9 skip a Leaque already containing a Waylay, but

/' exhaust this card to immediately retest. W qards. your opponent may not play a Waylay aqainst you
&7/ until you reach the.second Leaque.

s by B eBen 1996 White Wl A Righs e v s iratziof o Mie s K ks e, s by Wil O'omnor 1996 Wit Wol AL it Rsened.

INGENIQUSZ

* By takindq these two sticks, this vine, a wad # You understand how Cog mechanics work. | think | saw a quy riding off on your horse.

of qum and 3 rocks, you can make virtually ~ [ESE Exhaust toadd 2 to your score against any (og : He went thataway! Exhaust this card and
g anything. Exhaust to add [ to your scorein &g =gy @ Waylay. ‘ move your opponent | adjacent Leaque in any

anydTest. This can be done after the test is S direction you choose.

made.

o, by Anthony Hightower 1996 White WolfInc Al Rights Reserved. - 7 . by Tony Ditetizi 91996 White WolfIn. Al Right Reserved. lus. by Adam R 01996 White WolfInc.All Rights Rserved:
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®You'veactually had positive dealings with lronheartn the past, and he
st respects you. Little does e know that you're on a mission for Lord
(Gamine! Cog Waylays reducetheirscares by3 when you testagainst them.
 You may exhaust this card to takea Cog Waylay card in your Leagueand
makeitanAly. This Cog ‘Ally' may undergo I Testin your lace, as long as
that Test matches the Cog's Test (., a Combat Waylay faces a (ombat
Waylay, a Savvy Waylay faces a Savvy Waylay, etc). After this Tes, the

Allyis discarded.
s by Richard Thomas 01996 White Wolf . A Rights Reserved.

@ The Treasure Rating of your Quest is ~2.
* Because you are so rich, you may exhaust
this to buy off any Waylays or Leaques that
ask for a bag of Gold even if you don't have
one.

[lus. by Andrew Bates 01996 White WolfInc Al Rights Reserved.

# You don't have to fight fair to win. bx-
haust this card to choose the result of any one
die roll you make.

 (heater cannot be used by a Seelie character.

. by Andrew Bates 01996 White WolInc Al Rights Reserved.

STREETWISE.

# [xhaust this Merit to add 2 to your score
againstany Tests and Trials on any City Leaque.

lus. by StuartBeel 01996 White ol nc. ANl Rights Resenved

 [nner reflection s the key to understanding the tangled
webaflife. For do not thewindsstill blow evenin the high-
est of mountains? Do not the birds stillsing after the rain is
qone and the sun has returned to the sky? Exhaust this card
to recover all your exhausted Abilities or Arts (one or the

Uth?r). . by ebecca Guay 01996 White Wl IncAll Rights Reserved

@ Your skin has hardened to form a natural
armor (you may still take Armor as Treasure).
Exhaust Thick-Skinned to change any of your
(ombat defeats to a Stalemate.

s by StuartBeel 01996 White Wolf nc. ANl ights Resenved.

# You arealways on themove. Add | toyourscore
against all Leaque Enter and Leave Trials.

[, by Steve Casper 01996 White Wol Inc Al Rights Reserved.

* Lord Gamine favors you. The Waylay Rat-
il?q of any Quests you undertake is reduced by

s, by Mark Jackson 01996 White WolFlnc Al Rights Resenved

 You have learned the graceful fighting arts of the
Imps. You add 1 to your score in Combat ests except
when using any weapon.
 Exhaust toadd 3 to any single Combat Test. The Dance
cannot be used this way if you are using a weapon.

s, by Ron Spencer 01996 White WolfInc ANl Rihts Resered.
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 The Dark Yeoman knows much that s hap-

pening and quides you on your waK. Exhaust

to force your opponent to take the ag GK

elayed on you back into his hand as the Darl
eoman works behind the scenes.

[ls. by Ash Amett 01996 White WolfInc ATl Rights Reserved.

# The great Djinn Lord will grant you one wish.
Fxhaust this card and roll a die. 1-3 you can move
your opponent to any Leaque, 4-5 you move up
to 3 Leagues away (your choice), 0 you recover
all your exhausted Arts, Abilities and Treasures.

. by John ollar 01996 White Wolnc A1 Righs Resrved

' FATRBANKS, ESHU PIRATE

s self-centered as he is, Fairbanks still knows the
fightagainst Ironheartis the good fight. Exhaust Fairbanks
to enter a Savvy Test with a character in an adjacent
League. If Fairbanks succeeds, instead of exhausting the
opposing character's Merits, Fairbanks steals one of their
Treasures. This Treasure becomes yours to use. If they
have no Treasures, they exhaust a Merit of your choice.

(. by MarkJackson 01996 White Wolfnc Al Rights Resenved.

-k ngu, oG

< Exhaust Ali'i to unexhaust up to 6 points
of Arts.

s by Mark ackson 01996 Wite WolFnc Al RightsReseved.

 You are quite skilled with implements of
violence. Add 1 to your score in all Combat
Tests if you carry a weapon.
 Exhaust to add 3 to yourscorein any (om-
bat Test if you carry a weapon.

s, by Lei Jones @196 White Wol . Al Rights Reserved.

 Kenu can undergo a Might or Resolve Way-
 lay in your place. This exhausts Kenu.

s, by Anthony Hightower 01996 White WolfIn. Al Righs Resrved

APED KOKUA SLAVE

< [xhaust this merit to ignore any one Savvy
Waylay for the next 2 Days.

. by Ron Spencer 01996 White Walfnc All Rights Reserved.

HOONT

 (og Steed allows you to ignore the Enter or Leave
Trial ofany Leagues you encounter this Day. Exhaust the
Y (og Steed ifyou use this ability 2 Days in a row.

 [xhaust to add 1 to your score in 1 Might Test. This
must be done before you Test.

s, by Lei Jones 01996 White WolfInc Al Fights Reserved

>,
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@ Murch s tired of working for Ironheart; he wants to
break some stuff. Exhaust Murch to add 2 to your scorein

B any Resolve Test. This can be done after the test is made.

@ Murch adds 1 to any roll you make in which you are
using a coq ally or non-weapon Treasure.
THs.by Tony Dirlz ©1996 WhiteWolf I A Rights Reseved,

_ MURCH, RENEGADE GREMLIN -
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Discard to assume the form of a Dragon for a
number of Days determined by a die roll. 1-3:
] Da}l), L-5: 7 Days, 6: 3 Days. The Dragon's
attributes are Might / and Combat 8; Resolve
and Savvy remain the same.

Ilus. by Andrew Kudelka 1996 White Wolfnc. Al Rights Reserved.

Exhaust to defeat any 1 creature Waylay.

. by RATRAP 01996 White o Inc ALl Rights Reserved.

SHOOTING STAR

e
i

-

Py
G

Fxhaust this art and roll a die. Move as follows: 0dd move
left, Even move right, the following number of Leagues:
-2 - 2 Leaques, 3-A = 3 Leaques, 5-6 = 4 Leagues. lgnorethe
Fnter requirement for the new League and any Waylays in the
old League. If this would put you off the map, then your char-
acter stays in place and the Merit remains exhausted.

Ils. by Anchony Hightower 1996 White Wolfc. Al Righs Reserved

Exhaust to redirect a creature Waylay towards another
character. The Waylay moves | League per Day towards
that character. If the Waylay re-encounters the caster
of this Art, the caster must face it in a Resolve Test. If
the Waylay wins this Test, it will attack the casteragain.
Waylays with no Resolve score are treated as Resolve
for this Test.
Ilus. by Adam Rox 1996 White WolfInc. Al Rights Reserved.

Fxhaust to enter a Resolve Test against another char-
acter. [fsuccessful, choose a League on the map that
the targeted character must travel to before he may
resume his Quest. As his encounter each day., the tar-
get may make a Resolve Trial difficulty 7 to dispel the
effects of this Art and resume his Quest.

lus. by LeifJones 01996 White Wolfnc. Al Rights Reserved.

Slir=smme
L

i

-
==l

Fxhaust to completely separate | League from the map. This
League s put to theside, butis tillin lay. Roll a die to deter-
mine the number of days until the Leaguerejoins the map, 1-3:
1 Day, £-5: 2 Days, 6: 3 Days. If the character can fly, has a
mount that can fly, or uses the Art Flicker Flash, he may Enter or
Leave the separated Leaque, or he may travel directly over the
resulting gap in the map.
Ils. by Wil O'Connor 1996 White Wolfnc. A Rights Reserved.

\ 7 " '(J :,7 . v 5558
.~ WIND RUNNER

N

Fxhaust to fly L Leaques. You only encounter Terrain
Trials or Waylays on the Leaque you finally enter. After
moving & Leaques you must pass a Resolve Trial diffi-
culty 7 or become winded and spend your next avail-
able Day Resting. [fyou Fail this Trial, you will encounter
any Waylays on that Leaque before you may Rest.

Tilus. by Jff Miracola 01996 White Wolf nc Al Rights Reserved.

Discard and make a Resolve Trial difficulty 7
tomove il]s;antl(Y toany Leaque you have pre-
viously visited during this game. If you fail,
Kour Opponent may move you to a League of

er choice. Ignore Enter and Leave Trials when
using this Art.

les. by Andrew Kudelka 01996 White Wolfnc. Al Rihs Reserved.

075

Discard to cause another character to change
up to & points of their Merits to new Merits of
our choice. You must replace the changed
erits with Merits of equal point value. A
character may only have this Art used on them
once a game.
T, by Adam Rex 01996 White WolFnc A Rights Reservd.
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TREASURE

TREASURE

BAG 0r GoLt

@ (0ld can often be traded in cities or to
Monsters.

Note: Bags of Gold onlg cost 1/2 a point.
Points are always rounded up for the purposes
of balancing Merits with Flaws.

. by Lary . Friedman 91996 White o Inc. Al Rights Reserved

MECHOROLIS BLUEPRINTS

 Exhaust to add 2 to your score in any Test or Trial
while on a City Streets, ity Sewers, or (ity Skyway
League.

 |fyouare aKnocker, you may always recover 1 Trea-
sure during normal recovery when on a (ity Streets or
(ity Sewers Leaque in addition to that League’s normal
recovery. Amazing what you can find in the city.

Ilus. by Drew Tucker @196 White Wol nc A1 Rights Reserved:

@ [xhaust the Skeleton Key to change any
Waylay against a Cog opponent to a Resolve
Waylay. ,
 [xhaust the Skeleton Key to automatically
[ass any Terrain Trial in Gity, Town or Castle
eaques.
Iy Anthony Hightower 1996 White Wolffn. Al Rights Reserved.
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 Discard to ceatean alchemical explosion of light and sound
to disorient everything in your current League. You may avoid
Testing with any creature Waylays or characters in your League
and move onward if ableto do'so this Day. Alternately, you may
move past any Waylays in this Leagueif you move on your very
next Day. You may instead choose to Test with any of the Way-
lays or characters n the Leaque. Blinded opponents lose one die

in Tests during the Day they were blinded.
s, by ntematonally AccaimedJef olt 01996 WhiteWolFnc Al Rghts Resrved

@ lgnoreany Terain ralsin Gty Sewer Leagues or when traveling

by River through any Leagues.

® Youmay move up to 3 Leagues per Day by River Your movement

stops if you encounter a Waylay in any of the Leagues you pass

through.

© While in any League other than City Sewer or a River Leaque,

subtract I from your Might rating to lug around the cumbersome

raft. Alternately, you may exhaust the raft and not suffer the pen-

d[[‘/. o by Drew Tucker 01996 White Wolfnc. ANl Rights Reserved
SPYGLASS

 [xhaust to examine any one League card
adjacent to your current League. You may add
Lto ¥ourscore onany entry or exit Terrain Tri-
als if you immediately travel to the Leaque
viewed.

. by Rebecca Guay 1996 White ol Inc Al Rights Reserved

TREASURE!

TREASURE'

MAGIC BEANS: \

@ Discard the Beans from play for the current
Eame to plant the Beans in i/our current

eaque. The "beans” immediate )Flsprout into
gigantic fruit-bearing vines. For the rest of the
qame, anyone resting in the Leaque with the
vines and supping on their ma?]i(al fruit may
recover all Abilities and Allies, however all of

their Flaws are recovered as well.
lus. by John Cobb 01996 White Wolfnc Al Rights esenved,

SHIP IN A BOTTLE

# ihaust the Bottled Ship to magically enlarge it o full
size for one Day. You may use the ship to sail up to 3 adja-
cent Ocean or River Leagues and iqnore any Terrain Trials on
those Leaques. No new Waylays may be played against you

® oxcept in your final League of movement, however your

movement for the Day is halted if you encounter any Way-
[ays already in play.

s by Andrew Kudelka 01996 Whi

 To use this talisman of chance, you must
exhaust Dem Bones after any Test or Trial to
reroll any or all of your dice.

lus. by JeffHolt 01996 White Wolf nc. ANl Rights Resenved
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# Dask has honor and pride honed to an art.
b Dask can undergo a Combat or Resolve Testin
}/our place. This does not exhaust Dask. If he
ails, however, he is exhausted.

. by Ron Spence 01996 WhiteWolf nc Al Rights Rsenvd.

EAM SPRITES
R

< These Steam Sprites are joyous to be free of their me-
chanical enslavement. Exhaust to add 3 to the score of

& any Combator Might Test against another character. This
must be done before you Test.

© [xhaust to add 2 to your score in any Combat Test.
This must be done before you Test.
[lus. by Rebecca Guay 1996 White WofInc Al Righs Reserved.

HOUNT

@ The Sky Ray swoops from above, removing
, you from hazardous opposition. Ifyou lose aTest
to a Waylay, you may retreat immediately after
exhausting, instead of waiting for the next Day
to do so. This exhausts the Sky Ray.

[ls. by Rebecca Guay 01996 WhiteWoInc. Al Rights Reservd

 The Ant Guides have intimate knowledge of the land.
You may iqnore any Terrain Trials except in Gity, Town,

b River, or Ocean Leagues.

@ [xhaust toadd 1 to your scoreina Combat Test as the Ants
swarm the opposition. This must be done before you Test.

. by Anrewe Bates 01996 White Walflnc All Righs Resrved,

ACK HAMMER, REHABILITATED
ts &)G SkAGOON E 0N %

@ Jack has come to despise his evil origins.
Exhaust Jack to ignore any one Cog Waylay for
2 Days.

@ Jack can undergo anl Might Test in your
place. This exhausts Jack.

s, by Tony Dieriz €196 White Walfnc Al Righs Reserved.

 Selina is challenging the staid gothic ways of her people.
Selina can change a Combat Waylay into a Savvy Waylay. She
will now undergo the Savvy Waylay in your place. This ex-

o hausts Selina. [f Selina is defeated, roll a die. Even: she re-

turns to your side exhausted. 0dd: she leaves you and s dis-
carded for the rest of the game.
. by Lawrence Sl 01996 White Wolf IncAll Rights Reserved.

< Twist knows theins and outs. Exhaust Twist to move
up to 3 Leaques on consecutive City Leagues. You do

A notencounter thefirsttwo Leagues, only the third. Roll

a die after you move in this manner. On a I-3 Twist
remains with you, on a 6 he runs off down a dark
allyway and is discarded for the rest of the game.

. by rian LeBlanc 01996 White Wol I Al Rights Reserved

 Though herarely laughs, and is not the most sparkling of con-
versationalists, Hermann can be counted on to get you through
danqerous terrain. Hermann subtracts | from any Terrain Trial dif-

&7 ficulty. This does not exhaust Hermann.

 Exhaust Hermann to add 2 to your scoreina Test vs.a Waylay
played aqainst you on any League without City Terrains.
Tlus. by e Holt 01996 WhiteWolInc.All Rights Reserved.

® Lyyaknows. Youmay exhaust Lyyawhenan opponent tries to
usean Art aqainst you or the League you're on. Roll a die. Onal
theArts effects take place normally. On 2-4, theArtis cancelled.

7 0na5-6Lyyaabsorbs the Art (your opponent retains theArtas

well) and you may now useit againstyour opponentatany time,
evenifLyyais exhausted. You may only usean absorbed Art once.
I, by Lawrence Snelly 01996 White WolfIn.All Rights Reserved
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* Yourelucky he's on youride. You may exhaust al-Sidan to have
him enter a Combat Testwithany character within Z Leaques of you.
\ [Fal-Sidan is victorious, your opponent must choose an Ally (if one
is available) as the Merit he exhausts, or discards if the only avail-
able Allies are already exhausted. fyour opponent has no Alies, he
exhausts 2 Merits. IFal-Sidan is defeated, he s removed from play.

[ls. by Lawrence Snely 01996 White Wolfnc. Al Rights Reserved.

-/ GURTHDASS, TROLL BODYGUARD

@ The oath-broken troll becomes ever more
grim, but his combat skills seem to imgmve
Kroportionall*. Gurthdass can undergoa Com-

at or Might Test in your place. This exhausts
Gurthdass.

s by Stuart Beel 01996 White Wolfnc. ANl ights Reserved.

 Slammer loves camage. Slammer has & points of Arts, that may
beused asif they were yours. Select these Arts before play begins.

b @ You may leave Slammer on a League and move him on each of
your Days | League toward your opponent. If encountered, he acts
asa (ombat Waylay. If defeated, Slammers discarded for the rest

o the game.
lus. by Richard Thomas 01996 White WolfInc Al Righs Reserved.

BUSTER ZOLTAN, HUMAN
MECHANIE *

 Buster knows his way around some cogs.
Exhaust him to recover up to 3 Cog Allies or up
) (02 Treasures.

. by Drew Tucker 01996 White WolFnc Al Rights Reserved.

® In any encounter with another character, Maria can encounter your
oﬁponem in your stead: the Test becomes a Savvy Test and cannot be
changed. This does not exhaust Maria. If Maria wins the Test, your op-
ponent does not exhaust a Mert, but must face Maria the next day, and
may not retreat. This continues until Maria is defeated. You may move
freely while Maria engages your opponent. Once defeated, Marias dis-
carded for the rest of the game.
1. by Tony Diteri <1996 White WolfInc Al Rights Reserved.

fxhaust to move another character's Base
(amp to another location on the map for the
% duration of the Quest, The Base Camp may not

W be moved more than 3 Leagues in any direc-

tion, and must meet Terrain requirements as
normal.

Tlus. by Jff Miracela @196 White Wolf nc Al Rights Resenved.

MOUNT
< [xhaust tomove3 Leaques. You do not en-
counter the first 2 Leagues, only the third.

# The Griffin can undergo a Combat or Might
Test in your place. This exhausts the Griffin.

[ls. by Doug Schuler 91996 White ol Inc. ALl Rights Reserved.

© My Briefcase has all the cards. At the be-
ginninq of your Day, ?Iou may exhaust Mr.

riefcase to bring anr additional Merit of &
points or less into play. If that Merit is ever

exhausted, it is removed from play.

. by Andrew Bates 01996 White Walfnc All Rights Reserved.

[xhaust to look at 3 Waylays in your
Olpponent's hand. Your opponent must now
P ahy these 3 Waylays before she may play any
others.

lus. by Jesper Myfors @196 White Wol Inc A1 Righs Resenved.
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Fxhaust to move your opponent Z Leagues in
the direction oleour(hoi(e. Theopponent may
not be Waylaid on the new Leaque until his
next Day.

I1us. by Andrew Kudelka 01996 White Wolf Inc. Al Rights Reserved.

Exhaust to recover one of your opponent's Quest Trea-
sures; this counts as your encounter for the Day. You
must be on the same League as the Treasure to Mooch
it. Your opponent may recover the Treasure by defeat-
ing you ina Test of her choice; both characters must be
on the same League for this Test unless your opponent
has a Merit or ability that allows her to encounter you
from somewhere else. -
lus. by Tony Diterizzi 01996 White Wolflnc.All Rights Reserved.

Exhaust to avoid a Waylay for 2 Days. The Waylay
remains on the League and must be encountered if
the character stays on the League past the second
Day.

lus. by Adam Rex 01996 White Wolf nc.All Rights Reserved.

EARTHOUAKE

Exhaust to cause any one Leaque to change its
terrain type. Pick a new Leaque card at ran-
dom and replace the League you wish to
(hange with it; Terrain requirements are ig}—
nored. Any Waylays or characters on the af-
fected Leaque remain there.

lls. by Andrew Kudelka 01996 White WolfInc.All Rights Reserved.

Exhaust to ignore the Enter or Leave Trial on
any one Leaque.

Ilus. by Barb Armata 01996 White Wolf Inc.All Rights Reserved.

Exhaust to cause another character to miss his
next 2 Days, That character may makea MiEht
Trial difficulty 7 to attempt to neqate this Art.
[ he passes he is unaffected.

s, by Andrew Kudelka 01996 White Wolf Inc. Al Rights Reserved.

Exhaust to add & to your Might in | Combat
Test.

. by Wiliam 0 onnor 91996 White ol Inc. Al Righs Reservd

Exhaust to add 3 points to your Might for |
® (ombat or Might estorTriaY.

s by Andrew Kudelka 01996 White WolfInc. Al Rights Reserved.

Exhaustto move one of your opponent’s Quest
Treasures to another Leaque. This must be

layed as your opponent is recovering the

'FI'?dSUf?.

Ilus. by Rebecca Guay 01996 White Wolfnc. Al Rights Reserved.
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Discard to force another character into a Re-
solve Trial difficulty 7 when attempting to re-
cover a Quest Treasure. As his encounter each
da}I, that character may test aqain to try to
deteat the Ward. Weaver Ward remains on the
Treasure until defeated.

o by Andrew Kudelka 01996 White Wolf nc. Al Rights Reserved.

FATE FIRE

® [xhaust to increase the score or difficulty
of another character's next Test or Trial by 3.

® [xhaust to decrease the score or difficulty
of your next Test or Trial by 3.

Ilus. by Anthony Hightower 1996 White Wolf Inc AN Rights Reserved.

RENEWED VIGOR

Discard to recover all exhausted Merits. You
may only use this Art once per Quest.

Tls. by Brian Dugan 01996 White Wolfnc. A Rights Reserved

CATTIVE HEART

7 b

Exhaust to enter a Resolve Test against an-
other character. If successful you may force
that character to either Rest without recov-
etr]y,lor move | League in the direction of your
choice.

Ilus. by Jeff Miracla 01996 White WolfInc Al Rights Reserved.

MIR

m

Exhaust as another character enters a Leaque.
That character must now pass a Might Trial
difficulty 6 before theel/ can enter that League.
Mirage remains until the character succeeds or
3 Days pass, whichever comes first.

. by Andrews Kudelka 01996 White Wolf nc.All Rights Reserved.

STAR BODY
&S

Exhaust to create an ally of living flame to
encounter one Waylag for you. This ally has
Might 5 and Combat ).

[, by Andrew Kudelka €196 White Wolfnc A1 Rights Reserved.

| PHANTOM SHADOWS

EARTHSHA

Exhaust to move a League to another location
on themap. The new location must meet nor-
mal terrain matching requirements. The
Leaque will remain there for 3 Days, then re-
turn to it's original location.

s by LefJones 1996 White WalfInc Al Rights Reserved.

Exhavst to force another character to encounter a Combat
Waylay with a Combat Rating of 5. If the character s de-
feated by the Waylay, the character may move on, but the
Shadows follow him and he may not Rest until the Shad-
owsare defeated. Phantom Shadows must be played when
the opponent's character first enters the Leaque, instead
of an actual Waylay.
Il by Andrew Kudelka o199 White WolfInc Al Rights Reserved

m

Exhaust to force another character to make a
Resolve Trial difficulty 6 in order to leave their
current League. Storm Clouds remain until the
character succeeds or 3 Days pass, whichever
comes first

Tlus. by Andrew Kudelka 01996 Wite Wolfnc. Al Rights Reserved
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 [xhaust the capet to fly 3 Leaques in place of your normal
movement, ignoring the Leagues you pass over. The rpet has a
mind of its own however, and you must pass a Resolve Trial of
difficulty 6 to properly command it f you lose the Trial you do
not have to exhaust  Merit, however instead of flying 3 Leagues
{0 your intended destination, your opponent may move you Z
Leagues in any direction of his choice.
Ils. by Tony Ditelii 01996 White Wofinc. Al Rights Reserved.

TREASURE
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# The dirigible allows you to fly one League per Day. You
may ignore all Terrain Trials when flying between Leaques.

© |fa Waylay is in the Leaque you're flying over, you may
avoid it if you pass a Resolve Trial difficulty 7. You may not
Rest or encounter your Treasure if a Waylay exists in your
current Leaque.

[fs. by Acrew Kudelka o199 White Wolfnc.All Rights Reserved

« Give everyone a rosy view of the world.
The Goggles add 3 to your Score in Savwy Tests.

@ However, blinded with happiness, your
will to fight is reduced. Subtract 1 from your
score in Combat Tests while wearing the
qogqles. You may voluntarily exhaust the
qoggles before Combat to avoid this penalty.

s, by JesperMyfors 1996 White W nc Al Rights Reserved.

ARMOR

# Exhaust to add 2 toyour scorein a (ombat
Test or to rerol| your lowest die. This can be
done after the Test is made.

Y & [shu may exhaust the buckler before a

(ombat Test is made to add 4 to their score.
lu. by JefF Holt 1996 White Wolf nc. Al Rights Resenved

. /OYSTER PEARL RING

# This ring possess the abilit]/ to allow its
wearer to breathe water as well as air. When
wea_nn? this ring ](unexhausted), yOu auto-
matically i)ass any Trials on River, Sewer, Lake
or Ocean Leagues.

. by JffHolt 01996 White WolfInc Al Rights Resrved.

@ Dxhausttheringtoadd 1, 2or3 toyourscorein aTest

Beforeyou canrestore the exhausted ring you mustfirt suffer some
bad karma for allthe good karmathering gave you. You must success-~
fully passa Testor Tral witha penalty of twicethe bonusyou recieved
whenexhaustingthering (2, or ) subtracted fromyourscore o thet
test. You mustadopt the penalty before ollng forthe Test

Oncethe penalized Testor Triel s passed, thering may be recoveredas
normal.
. by Andrew Goldhawk 01996 WhiteWolfln A Fight! Reserved.

[ answer one 0

|7 DREAMCATCHER

 Discard this card and leave it in your current
League. The next character to enter that League
encounters the Dreamcatcher. The Dreamcatcher
throws up chimerical figures to confront and con-
fuse any who would pass by it. Treat it as a Savvy
Waylay with a Savvy of 5.

. by ndrew Kudelka 199 White Wolfnc.All Rights Resrved.

 The Music Box adds 1 to your score in any Savvy
Waylay.

@ [fyou are Seelie, you may exhaust to add 3 to your
scoreina Savvy Test or Trial.

< Selkies may exhaust the music box to ignoreany (rea-
ture Waylay for 2 Days. The Selkie can encounter anything
lse on the League or move past the affected Waylay.

. by Andrew Goldhawk 01996 WhiteWolf nc Al ights Reservd.

 Discard this card and leave it in your cur-
rent Leaque. The next character to enter that
Leaque must face the Sphinx golem. The
Sphinx enlarges and blocks the characters
path. The onl¥ way around is to successfully

its ridd|es. Treat the Sphinx as

a Resolve Waylay with a Resolve of 5.
s, by Rebcca Guay 1996 Wit Wlf . Al Rihts Resened
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~ @ [xhaust to add 3 toyour scorein any Com-
bat or Savvy Test against a Cog or Mechorg
opponent.

@ Discard the Rust Bucket to free the water
elemental trapped inside and it will reward
you with (}Iamour. You may immediately re-
cover any £ Arts.

. by rew Tucker 01996 White WolfIn.All Rights Reserved.

S0OPERGLOG

 Discard this card and leaveit in your current L eaque.
Thenext character to enter that Leaque will get stuck in
the Gloo. Treat the glue as a Might Waylay with a Might
of 3. Characters losing a Test with the Gloo do not have
to exhaust a Merit, but are stuck and cannot retreat.
® They must Test again each Day at one higher Might
(Might & on the second Day, Might 5 on the third Day,
etc.) as the Gloo dries around them until they break free.
s, by StuartBeel 01996 White Wolfnc.All ights Reserved.

@ [xhaust the Storm Maker to crank up a Storm in any League
of your choice. The Terrain Trial difficulties for that League are
increased by 2 while the storm lasts. Also, for each Character
in the stormy League, roll a die. On an odd number, the char-
acter or Waylay is struck by lightning and must Pass a Might
Trial difficulty /. IFhe fails he must exhaust 2 Merits or recover
£ Flaws (opponent's choice). The Storm lasts for 2 Days not
counting the Day during which itis played.
. by St Beel 01996 White Wolf Inc Al Rights Reserved.

7 SANDS OF SLEE?

© You may discard this card when you en-
counter a character or a creature Waylay. This
causes the tarqet to fall into a deep sleep and
cannot move or be encountered for 3 Days.

« A Fianna Garou equipped with the Sands
of Sleep only has to exhaust it to use it, in-

stead of discarding it.
lus. by Bria Leblanc 01996 White WolfInc Al Rights Reserved.

@ Discard this card and leave it in your cur-
rent League. The next character to enter that
Leaque encounters Springheel Jack, who pops
forth from hiding, razors whirling. Treat
Springheel.Jack as Combat Waylay with a

_ Combat of 5.

o, by John Cobb <1996 White WolfIncAll Rights Reserved.

 [hiskithas everythingan ArmyAnt needs tosurvive. Survival equip-
ment, fations, and extra weapons are ncluded to make any Amny Ant
lfeel t? lttle more comfortable fighting the qood war against King
fonheart

B myAntsaddtotheirscorewhen encounteringany CombatTests.

 |fdefeated, you may exhavst therit to retest a Combat, Might, or
Resalve Testor rial.
lus. by Bian LeBlanc 01996 White Wolfnc. Al Rights Reservd.

= \(1/
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TREASURE
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| SLUAGH SHADOW SHOES

 Exhaust the shoes to immediately retreat
from any creature Waylay you encounter with-
out testing.

Y # Sluagh may use the shoes as above with-

out exhausting them.

I by Lee M. Fields 01996 White Wolfnc. ANl Rights Reserved

< [xhaust to fly 2 Leaques for your Day's movement. You may ignore
enter and exit Trials during movement. You may attempt to fly addi-
tional Leaques, but the Fight-Rig is not very reliable. You must ex-
haust a Resolve Ability for each additional League you wish to travel.
You may not Exhaust more than 2 Resolve Abilities i this fashion.

 Renegade Cogs or Mechorg characters may Exhaust up to 3 Re-
solve Abilities instead of the normal 2.
Tlus. by Mark Jackson 1996 White Wolfnc. ANl Rights Reserved

’BARNACLE AR fOR

i {@

ARMOR

 [xhaust to add 3 to your score in any Combat Test. This can be done
after the Test is made.

 Tritons may add 2 to their score in any (ombat Test after the Test is
made, without exhausting the Barnacle Armor, however the results of the
(ombat cannot be better than a stand offfor the Triton (treat wins as tes).

 Tritons may exhaust the armor to add & to their score in any Combat
Test after the Test is made or o reroll their lowest di.
Ilus. by Andrew Goldhawk 01996 White Wolf Inc.All Rights Reserved.
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Broop Key

® Any League you are on cannot be affected
by Arts.

@ When an Art is used against §0u, you may
exhaust the Blood Key and roll Z dice. If you
roll exceeds the point cost of the Art, you are
not affected by it.

. by Brian LeBlanc 61996 White ol lnc. Al Righs Reservd

 The Flame Lance adds 2 to any Combat Test.
 [xhaust to have a Combat rating of 3 for

any one Combat Test. Add your Combat Test  |&§

roll to the Flame Lance’s rating of 5 instead of
to your own (ombat rating.

s by Andren Kodelk 01996 WhiteWolfnc All Rights Resenved.

MONKEY WRENCH

& Add 2 to your score inany Test against a (og or
Mechorg opponent.

« [xhaust the Monkey Wrench to force any Cog
Waylay you encounter to ignore his highest die
when testing aqainst you. The Waylay's score will
be the total of its attribute plus the lower die. You
may exhaust the Monkey Wrench after you roll.

T, by Andrew Kudela 1996 White Walf Al Rihts Reserved

 Daust topich a magical tent, omplete with himericel sevants o
satisy yourevery desire. Whenresting, you may ignore your League’s Rest
and instead recover any £ Meris (except Bliss (amp) wKen you spend the
nightinyourBliss Gamp. However, the amp is sonice whowould want to
leave? On yournext Dayafterusing the Bliss Camp, you must pass a Re-
solve Trial dificulty 6 to do an‘thinq but rest aqain that Day. You must
attempt the Trial each Day until you pass the it Once passed, you may
pack up the camp and move on as nomel that Day.

 The Resolve Trial difiulty to leave the Bliss Camp s anly 5 for Eshu.
. by Barb Amatta 01996 White Wolfnc A Rights Resenved.

@ The Scmitaradds 2 to your corein Combat Tests. Whenever you lose s
ResalveTest, youmstexhaustthe Scimitarin additionto the meritnomally
oxhausted.

@ [itaustaMight Ailyand theScimitarto havetheScimitaradd s toyour

® scoreina(ombatTest

< Djnmay exhaustthe Scmitar o add 5 to thei screinany (ombatTest

Acharactermay not normlly benefic rom more than one weapon ata tme.
s by Tom Bava 01996 White Wolf nc Al Rghts Resenved.

# The magnetic effects of the Lodestone wreak havoc on
the sensitive mechanics of Cogs and Mechorgs. When en-
countering Cogs or Mechorgs, halvetheir highest die round-
ing down) in any Might or Combat Test against you.

Youmay exhaust the Lodestoneto find your Treasureina
League evenif you encounter a Waylay ora Rest
s, by Dave Foodn 01996 Whit WolFac. Al ighsResnved.

WEAPON

@ Against (ogs or Mechorgs, this weapn adds o yourscre nany Combat

Test Aqainstall other opponents, the blade adds 3 toyour scorein any Combat

Lest. [Fyou win a Combat Test aganst another character, they must exhaust 2
eits.

 Whenever the Blade of (old ron is unexhausted,all of your Ats stay ex-
hausted and unusable. All characters except Humans and Renegade (ogs must
alsorolla MightTrial dificlty  any time the blade s usedna Combat Test.If
the characte fails this Trial,the Blade s exhausted.

A character may not normally beneft rom more than one weapon ata time.
s, by Brian LeBlanc 01996 Whie Wolfnc Al Righs Resenved

CHAINBLADE

@ The Chainblade adds 2 to yourscorein Combat Tests. This does
not exhaust the Chain Blade.

<« Exhaust to automatically pass any Might or Resolve Forest
League Trials.

@ [xhaust to add & to your score in a Combat Test.

@ Forest based Waylays add 3 to their score in any test against
you. Only Unseelie characters may use the Chainblade.
A character may not normally benefit from more than one weapon

ata time.
T, by SuarBee 01996 White Wl Al Fghs Reseved.

@ Exhaust to recover any or al of your Treasures other than
Gremlin's Tools after defeating any Cog or Mechorg opponent
ina Combat Test.

- Gremlins may exhaust to change any Combat or Might Test
againsta Cog or Mechorg opponent into a Savvy Test. “Rather
than beating me into snot, how bout | give you a tune-up?”

 Exfaust to force any Cog or Mechorg Waylay to only roll
one die when facing you in a Test.
s, by Leif ones 01996 White Wolfnc Al Fihts Reserved.
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# Add 2 toyour score inany Combat Test while using the Fangspear.

@ [fyouwinthe CombatTest, youmay exhaust e spear to deliverapoisonous
wound tqanupgosm%(hamaer.Whﬂe poisoned, theor onentmust%asqulwt
Trial dificulty , ot the end of each of the her Days. f she passesthe e, the
poison s overcome,if she fall, she must exhaust a Merit and make the Il
agai on hernextDay.IFshefaistice sheloses onediefromallestsuntithe
poisonis overcome. Multiple poisonous wounds are not cumulative.

@ Naga may eshaust a Might Abilit nstead of the Fangspear to make poi-
sonous attacks with it

A character may not normally benefit from more than one weapon at  time.
Tlus. by Joh Cobb 01996 White WolFnc Al Rights Reserved.

ARMOR

@ [xhaust to add 3 to any Combat Test. This
can be done after the Test is made.

# Selkies qain 2 Savvy and 1 Resolve.

[, by Bran LeBlanc 01996 White Wolfnc.AllRights Reserved.

BRADBURRS MIGHTY PEN

46’1’)1

© -/ 10 Resolve,

# [xhaust when another character chooses
to encounter you. You may choose the type of
test instead of your opponent.

. by Jeff Holt 01996 White WolfInc Al Righs Reserved.

POOKA MASK

# \nyone other than Racoon Pookas add £ totheir score on
any Savvy Tests, but must subtract | from their score on any
Resolve Tests while this Treasure is unexhausted.

 Racoon Pookas add 3 to their score onany Savvy Test.

# The sly qualities of the Pooka Mask allows you to ex-
haust this card and face a character in a Sawwy Test. If you
are victorious, your opponent is not defeated, but instead

heads off in a direction you specify for her next 2 Days.
s, by BrianLeBlanc 01996 Whie Wolf nc Al Righs Rserved.

. SHARKTOOTH SWORD

WEAPON

 dd 2 to your score in Combat Tests. I you are ever beaten by 5 or
more points in a (ombat Test where you used the sword, discard the
sword from play for rest of the current game.

# Kokua may add 3 to their score in Combat Tests when using the
Sharktooth Sword.

 [xhaust the Sharktooth Sword to reroll your lowest die in any one
(ombat Test. You may choose to do this after you roll.

A character may not normally benefit from more than one weapon at a
time. . by Bria LeBlanc 01996 White WolFlnc. ALl Rights Reserved.

|.//C0G EXOSKELETON

® /dd3 toyour Mightand subtract 2 from your Savvy while wear-
ing the Exoskeleton. IFyou loseaMightor Combat Test whileusing
the Exoskeleton, the Exaskeleton must be the Merit you exhaust.

 [xhaust the Cog Exoskeleton to eroll yourlowest dieand force
youropponentorWaylayyouareencounteringtoreroll theirhighest
die n any one Might or Combat Test.

 To unexhaust the Exoskeleton, you must pass a Resolve Trial of
difficlty .
[, by Ron Spencer 01996 White WolfInc Al Righs Reserved.

TREASURE'

WEAPON

 Before rolling any Combat Tes, you may exhaust the Repeating (ross-
bow to make three preliminary (ombat Tests against your opponent orany
one Combat Waylay.These Testsare done with the rossbow's (ombatrat-
ing of 3 verss your opponent's or Waylay's Combat rating,IFyou loseany
of these tests, treat the result as a Stalemate instead. If your apponent or
Waylay is still around after the three bolts have been fired, you must en-

¥ qaqe theminastandard Combat Test.

« | character may not normally benefit from more than one

weapon at a time.
. by rian Leblanc <1995 White Wolflc AN Righs Resrved

WEAPON

® Dihaust tomove the Cloud City LeagueZ Leaguesin the irecton
of your choice.

 [xhaust to blow a character or Waylay in an adjacent League |
Leaque further away from you (in a straight line). The victim ig-
nores any Terrain Trials.

® [xhausttomovel extra L eagueifyou're curently onan Ocean L eague.

A character may not normally benefit from more than one weapon

atatime.
Ius: by Dave Fooden 1996 White Wl Inc ALl Rights Reservd.

A fiendish experiment of lronheart's War Fack Tories, the
(og Hunter is essentially a homing missile. Place the Cog
Hunter on any League of your choice. All characters and Way-
[ays on that League must make a Combat Test against the Cog
Hunter. The missile has a Combat of 8. If notl in? is in the
Lea?ue when the Cog Hunter gets there, the missile remains
in play until any character moves into the League and defeats
it. The Cog Hunter is encountered before any other Waylays
are played on the Day a character enters its Leaque.

Tlus. by Drew Tucker 01996 White Wolfnc Al Righs Reserved
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# This magical ﬁemstone allows you to see into the
future. Fxhaust the Third Eyeto qazeinto the future up
to3 Days away. |fyou are encountered inany of those
days and are defeated, you may immediately retest
once without exhaustin%angthin? sinceyou had seen
the encounter through the Eye. If you are defeated a
second time, you must exhaust a Merit as normal.

. by JefHolt 01996 White WofInc.All ights Reserved.

Your attention to minute detail is staggering. You
must always recover Treasures before any other
Merit if the option i available. IF you have a Trea-
sure exhausted, you must immediately head to the
nearest leaque which offers Treasure recovery as a
rest and spend a day regaining your Treasure.

Tlus. by Andrew Btes ©1996 White Wol Inc A1 Rights Resenved.

TL1/ PREPARED ,

Fither dueto forgetfulness orimpetuosity, you
cannot qet all your faculties together. Your

y Treasure Ratin% on any Quest you undertake

is halved, rounding down. Treasure Ratings of
] are treated as 0.

lus. by Rebecca Guay 1996 White WolfInc Al Rights Reserved.

TREASURE

FGG OF THE WYRD

 Discard the Fgq to hatch tinto a creature who will face any
(ombat or Might Test in your stead. Choose any Combat or
Might Creature Waylay of Rating 5 o less from your cards and
bring it into play. At the end of the Day it is immediately re-
moved from play.

When summoned, you may exhaust Arts to keep the reature
in play foradditional Days. Any Arts exhausted when the rea-
ture is summoned will keep it in play (as your Ally) for two

additional Days per Art exhausted.
. by Dave Fooden 0196 White WolFln. Al Rights Reserved.

WEAPON

@ [xhaust the Shrink Lamp to halve the base Attribute ofany Might
or Combat Waylay you encounter.

 Discard the Shrink Lamp to automatically defeat any one Might
or Combat Waylay you encounter as you shrink the Waylay down to
aminiscule sizeand squishit.

A character may not normally benefitfrom more than one weapon

atatime.
s by Bran | eBlanc 01996 WhiteWolf oAl Rights Resered.

DESPISED £

Was it something KOU said? You have done
something to invoke the displeasure of the
residents of Arcadia. Stalemates become
[osses foryou in all Savvy Tests, and you may
never retest Savvy Tests.

I by John Cobb o199 Wite Wolfnc.All ights Reserved.

 Youmay replace your Combat rating with the Cog Tank's
Combat of 6 for any Combat Tes_. IFyou lose a Combat Test
using the tank, the tank must be the Merit you exhaust.

®[xhaust the tank to fire its main cannon ata target Way-
lay or character in an adjacent League. Roll a Combat Test
aqainst the target, using a Combat rating of 5 for the (og
Tank's arillery fire. 1Fyou lose the Test, treat the resultas a

Stalemate instead.
s, by Brio LeBlanc 01996 White Walfnc Al Righs Reservd.

LiTTLE HAMMER Gop

@ The lttle Hammer God adds 3 to your scoreinany Might Testor ral.
However, whenever theidols bonus helps you passa TestorTrial which you
otherwisewould havefailed,youmust exhaustaMeri (other hanLitteHom -
mer God) to plaateLitle Hemmer God.

@ Youmay etaust the it Hammer God ghtafterany MightTetand rll
o iceto determine the outcome. 2: Ignoreyourhighest ie.3-5: add i to
your Score. 6-8: rrollyour lowest die. 9-11: ignore your apponent’s (or

Waylay's) lowest e, 12 hlve you opponent's (orWaylay's)ttal Scre
s, by Daniel Gelon 01996 White Wl n. Al ighs Reserved.

How you fear those infernal machines! You
suffer -2 to any Tests against Cog Waylays.

Ilus. by Anchony Hightower 1996 White Wolf nc.All Rights Reserved.







You have a travelling companion who is more hin-
drance than help. Your opponent may exhaust and
discard this Flaw at the beginning of any Day. If
she does so, she may also exhaust Z of your Merits
of her choice. This Flaw can never be used to force
you to discard a Merit, however.

Itos. by Dave Fooden 01996 White Wolf nc Al Rights Reserved.

You an do it all by yourself! You may only have I Ally Merit at
any time, whether it is exhausted or not.

Your opponent may begin the qame with this Flaw Exhausted.
If she does so, she may place your Ally under any League, likea
Treasure, which you must then find to ain any benefit.

You must havean Ally to take this Flaw.

I1us. by LeifJones 01996 White Wolfnc.AllRihts Reserved.

ARMY ANTS

You may as well be a picnic. Army Ants swarm
whenever they see you. All Army Ants add | to
their score in any Test against you.

Iu. by Brian LeBlanc 1996 White WolFInc Al Rights Reserved.

It's a qood thing your head's stuck to your

neck, otherwise you'd drop it. An¥ time you

wish to use a Treasure, JOU must first pass a

Resolve Trial, with the difficulty equal to the

?omt value of the Treasure. If you fail, the
reasure is exhausted without effect.

Ilus. by Willam 0'Connor 1996 White Wol Inc.All Rights Reserved.

Trouble always comes your war in droves.

Youro?ponent may exhaust this Flaw and ?Iay y

£ Waylays on you, instead of the normal

Il by Drew Tucker 01996 White Wolf nc Al ights Reserved.
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This well-travelled race brings smthin? tales

) of your mistakes wherever they travel. All Eshu

add 1 to their score in any Tests against you.
You may only take this Flaw once.

I, by LifJones 1996 White Wolfn. Al Rights Reserved.

You talk so much that everyone knows what
you're up to. At the beginning of your
opponent's Day, you must tell him which
Leaque you plan to visit and what you plan to
\ do there on your next Day.

o by Brian LeBlanc 1996 White Wolfnc Al Rights Reserved

(Other forces sometimes control your faculties while
you can only look on helplessly. At the beginning
of each Day, make a Resolve Trial against a diffi-
clty of 5. Ifyou fail, your opponent may take con-
trol of your character for the Day, and may even
Waylay you while heis in control.

Tlus. by St Beel 1996 White WolfInc Al Rights Reserved.
AT SN/

This mechanically inclined race can become
quite a liability if you upset them. All Grem-
[ins add 1o their scoreinany Test against you.

lus. by Rebecca Guay 01996 White Wolf I Al Rights Reserved.
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Theire of the Sluagh, once aroused, is not eas-
ly erased. All Sluagh add I to their score in
any Test aqainst you.

Ilus. by St Beel 1996 White WolfInc A1l Rights Reserved.

|\ THE GREAT CALITH
\ ;. = “\‘ r‘

Al-Hazaz wants you nowhere near his doud city, for your reputation
s arabble-ouser precedes you. His network ofspies spreads rumors
of your vileness. Your opponent may exhaust this Flaw and change
any of your Savvy or Resolve Tet victries toa defea.

Youropponent may eshaustthis Flaw atany time to causea doud iy
patrol to move you to any adjacent league.

. Joh Cobb 01996 WhiteWlfnc A Rights Reserved.

Regardless 0f¥0ur adventurous nature, you're
adandy andafop. Your preposterously elabo-

¥ rate clothing often gets in qurway{, earning
¥qula -1'in‘all Combat and Might Tests an
rials.

s by Barb Armata 0199 White Wolf nc. ANl Rights Reserved

The Na%a make bitter and long-lived foes. All
Naga add 1 to their score in any Test against

s, by Diel Geln 01996 White WolF I, Al Rights Reserved

_AupRricH, THE MECHICIAN |

Aldrich knows what you're up to and wants to ensure
your failure. His mechanical magic is legendary. Your
opponent may select up to 5 points worth of Treasures
to equip your opposing Waylays with. Only creature
Waylays may use these Treasures. If you defeat the
Waylay, any Treasures it carries are discarded.

. by Ron Spncer 01996 White WolF Al Rihts Resnvd

Well, golly gee, would ya look at that! You
are so amazed at the si?hts and sounds of the
ity that you suffera -/ to Savv¥ and Combat
Tests while on any leaque that features City,
Road, Town, Bridge or Castle terrain.

[ls. by Tony Ditelzi 01996 White WolfncAll Rights Rserved.

The jungle folk bear no love for you. All Kokua
add 1 to their score in any Test against you.

T, by Bran Dugan 1996 White WolfInc Al Rights Reserved.

The oath-broken Troll Gurthdass has never
parti(ularlp cared for you. If you have him as
an Enemy, heis a part of your retinue, but will
not fight as well as he can, effectively con-
verting any of your Combat stalemates into
losses. You may not take Gurthdass as an Ally.

. by William 0 Connor 01996 WhiteWolfnc A Righs Reserved

Though you have taken on amission on his behalf, you
have the distinct feeling that Lord Gamine is using you
asa decoy to draw Ironheart's attention while those he
trulyfavors come into Middlemarch elsewhere. ll Way-
lay ratings on the Quests you undertake are increased
by L. This Flaw may never be exhausted.

[ls. by Anthony Hightovier 01996 White WolfIncAll ighs Reseved.
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ot

W EAKNESS
WEAKNESS

Givepeacea chance. If presented witha choice
on a Waylay, you must opt for the non-com-
bat Test.

Your opponent may exhaust this Flaw to add
3 to the score of any Combat Waylay aqainst
you. This must be done just before you test.

lus. by Brian LeBlanc 01996 White WolfInc Al Rights Reserved.

w7

Damn, you're smooth. On Might and Combat
Tests, you must succeed by a margin of 2 or
more, else your results are treated as a Stale-

mate. looking at birds and pretty rocks.

Your opponent may exhaust this Flaw at the beginning of any Day,
automatically forcing you to lose that Day.

. by Mark Jackson 01996 White Wolfnc Al Rghs Reserved.

%

WEAKNESS

Arcadia's wonders become perils to those
without sight. Your opponent may exhaust
this Flaw on any Day after you finish moving,
but before you do anything else. She may then

place you on any Leaque of her choice.

. by awrence Srell 199 White Wolfnc. Al Rights Reserved.

You don't like all this untamed wilderness;
someone should put a road here. You suffer a
-2 to all Might and Resolve Tests when the
Leaque you are on does not have (ity, Road,
Town, Bridge or (astle terrain.

lus. by Rebeca Guay 01996 White WolfInc Al Rights Reservd.

You're about as sharp as boiled toast. Sometimes you even reme-
ber what you're doing. On every Day you wish to move, you must
oll a die. On a roll of 6, you spend the day in your current leaque,

I by Ron Spencer @196 White Wl Inc A1 Rights Reserved.

You do everything well, and look great doing

it. At least you think so. Your opponent may

prove you wrong by exhausting this Haw,

AW thereby forcing you to lose an aVV\iTeStor

~ IrialiITdis may be done after the Trial or Test
is rolled.

Ilus. by Mark Jackson 1996 White WolfInc Al Rights Reserved.

Some call you wishy-washy, butyou'rereally a grade A
wss. All Savvy Stalemates are treated as defeats foryou.

Your opponent may exhaust this Flaw at the beginning
of your day and move you to | adjacent League of her
choice, iqnoring Enter and Leave Trial.

Ths. by LeiJones 01996 White Wolfnc A Rights Reserved

You'll get back to your quest sooner or later....
You must spend Z Days in any league to gain
the benefits of its Rest.

\® Your opponent may exhaust this Flaw to force

you to do absolutely nothing (not even Rest')
on one of your Days.

. by BrianLeblanc 01996 White Wolf Inc Al Rights Reservd.






STtory Pack

The Invasion
Mechopalis. Captal ity o Middlemarch. A nightmare ity ofiron, rowing outof contro, atwisted mechanicl
ancer gevourinq the landscape around i, darkening the skies with s smoke, thickening the seaand rvers with its
industial sudge. In it labyrinthine bowels, tortured laves wark to keep it Fack Tories unning. Atits borders,
(Ogamies (rusqh its enemies, making way for the dark dty' further eannsion. And high inthegargantan towerof
iron at the ity's center, the Mad King lronheart cakles happly at llofthis. He calls this “progress. Vet thereare
those who disagree. Like you.
What You Need to Play
In orderto play Arcadia: King lronheart’s Madness you need nan ane Story Pack and one Character Pack. You will
also need  six sided dice. IFyou do not have one eadily availabl, gorid an old boardgame. Got ‘em? Good. Now
here's how to play...
The Golden Rule
Any rules on individual cards willalways supersede the basic qame uls listed here.

In Tris Pack

In the Story Pack you'l find tree types of cards: Leagues, Waylays and Quests.
Leaque Cards

Leagues are the ands of Middlemarch, the Kingdom in which this adventure takes place. Every League hasspecific
features such as Terain, Enter & Leave conditions, a short description of that particulr region and the Rest
conditions that can be found there, .
Temain-Terai indicatesthe spcifcfaturesofthe and and what can always be encountered there Terin cons
are matched with Waylay iconsfor the purposes ofplnyin&{]thys, See Waylays below for morenformation.
Enter & Leave: Some {eaques Have rougher Terrain than others. Ente and Leave information tell you what Trals, i
any, your character must ass in order to move into orout ofthe League.
Special-This section contains any information speifcto that League,
Rest—The Rest information tells what types of Merits and (sometimes) Flaws can be recovered here. For more
information on Rests and recovering Merits and Flawis e the Sequence of Play below.

Quest Cards
The Quest deines th particular e you willly. ach Quest will nclde the Waylay rating, Treasrertins,
and experience point of the qame, long withspeciicnformation about the Quest's victry conditons.

Flaws

Justas everyone has skil, they also have shortcomings. Faws areoptionl, but i taken they can increese the number of
points you have vaiablefo your eris; agai see Building Your Characte blow. Thereare treetypes of Flaws: (urses,
Enemies and Wealknesses.

Curses—(urses represent speciallimitations thataffect your characer, They may cover a wide range ofsituations but have
only minor effect, or they may occur n very secific icumstances an have more evere consequences.
Enemies~Enemies represent those who look upon the character with disavor. An entireracemay have a eneral dislike of
the character, or aspecifc powerful figure may have a particlar hatred of her.
Weaknesses—These are the physice, socialand psychologialshortcomings ofyour character.

Bunping Your €
Step I: Select Your Race

1Fthis s your first pack of Arcadia: King ronheart’s Madness character cards,then you willhaveanly one Character lcon.
Otherwiseyou'l need to selct e of your Charactr cons now. This willdefne yourrace and gender.

Step 2: Select Your Merits and Flaws
Merits help your characterto win, while Flaws can hinderyourprogress. You begin with 10 free paints with whichto e your
charactr, Every Merithas a costisted n the top et comerofthe ard, This s the number o oins you mustnvest,or spend, on
the Meritto urchase it for your character, Every Flaw has  number ofbonus ponts, also isted in the to et comer of thecard. By
taking that Flaw you ginits bonuspoints to spend on more Merts; you may not take morepoints of laws thanthe numberof
pointsyou stat with, .0 for Quests inthis st For exampl: Eseialis ceainy is characerand e wishe to take 2 poitsof
Meits.Hetakes 2 pint Flaw,bringing is ttal avilable poins from 10 to 2. Now he's set.

Treasures are used in two ways in this qa%g fh(vlya(gn%g ;frihaTs[eﬁ ?uiyl{fvsany other Meri,to be at your character’s
disposalfor evry game you play with that characte,or they ca be discovered inthe course of te Quest adventure.
Trestures thatyou purchase ar alled permanent Treasures, and thy are teated just ke any other Meri: f your
haractr iscardsthem they will etom or the next qame. Quest Treasures can be used forthe duration ofone game
only. It possible for a charactr o find the same Treasure on multiple Quests. More nformation on Quest Trestres
is availablein the Story Pack rules.

Step 3: Your Court

The ey are divided into 2 couts: eele and Unseelie Selecharacers are good,just, ind andrighteaus, whie Unseele
Characters areevi, conniving, manipulative, and dastarly. Every Ability and Weakness i abeled either Seeli o Unseelie I
you have more Seelethan Unseelie Ablities and Weaknesses, youare Seele, andvice versa. I you have an equal amount of
cach, you must choose the ourtyou wish to belong to, ut you cannot change it ater you have decided.

Step 4: Your ldentity
Now thatyou have defined your character, all that's missingis the breath o fife You should ame him or herand add some
flavorflinformation as to where you came from and wht you're doing on this Quest. For more information on the Quest
itself, s the Rules card inthe Story Pack.

WELCOME TO ARCADIA"
Arcadiais thefantastic and mystical home of the changelings, thefoe. Here they eistas they have for eons, drawing from
the dreams and nightmares of mortal men and women t forg their own fantasti eliy.
In Tris Pack
Inthis pack you'lind tree diffrent typesofcrds:  (haractr conand of Merits and Flaws. By slectinga combnati
ofvarious Merits and i2e the charactr that you vill use o adventure through thefairy taleland of Arcadia.
Character lcon Cards

These3-D pap up ards contain the special information abaut your race, Your Atributes (Might, Savvy and Resolve) areall
detailed here,as is your gender and specialability.
@ Might ~ Mightjs r‘ouy(hamler’s physical prowess. It encompasses yourstrength, agility and
overall physical health.
@ Resalve ~ Resolve represents the reasoning ability, willpower and mental forttude of your
Character.

e Sawy  Savwy siqnifies quileand cnning, but it may also indicate your charm and charisma.

(ombat  lies end Waylafys have a Combat Atribute; characters do not. Characters use their
@ Might Atrbute for all Combat Tsts and Trials.

Merit Cards

Just as every individual has their ovwin unique special talents, s too does every character in Arcadia. Meits come in many
shapes and sizes, but they all help you in some way. Each Mert has a cost, whichrepreents the amout ofpoints you must
spend inorder to acuire . See Bulding Your Characterbelow formore iformation.There are fivetypes of Merit: Abltes,
Advantages, Allies Arts and Treasures.
AbilitesEvery Ability s tied to an Atibute. This represents the ‘source’ o the Ailty. If the majoriy of your Abilites
darivefrom a particular Attribute,that may influence your appraach to problem-solving i ifyou have more Might
Abilites, you il use physical means t solve problems,etc.). Abiltes also have court symbol, either Seeie Seele
symbol]or Unseclie [Unseelie symbol].Ths will b discussed below.
Advantages—Advantages arespecialskilsor affnities that are availabl to your character.
Mliesfﬂlwx arethe riends that you have met along the way. Many of them have unique skills and talents that they I lend
toyour service.
Arts—Ars, drawn from the peculiar magic that is available to the fae, can be used to & haracter's advantage i a wide varety
of ways. Naga characters have abilites rlated specifcally to two types of Arts, Pyretics and Imagery, which are represented
by the following glyphs respectively.

Treasures—These are the mystical and mundane items that your character may have at Nis disposal. Treasures can be quite
potent, but often have equally daunting drawbacks. 1

oF PLay

KING [RONHEART'S MADNESS

Game play i simpl.You and your ppanenttake tuns moving your haractrs around the Teagues that arein ply. Fach o
is alleda Day. Durng  Day a charactermay eiher move o a new Leagueand encounter it orstay on his urrent League and
encounterit, Caracters an only move to adjacen Leagues They may never move diagonally. Severa things may exist ona
League: characters, Waylays,Rest, ands/o Treasurs. lthough a League may containalof theabove,thesethings are
encounteredinaspeciicorder. You encounter a League as follows:
1) Entering Trals—You mst pas the ral foneexsts) before you can encounter anything o the League. I you donot pass
theTrial, you must remain n yourstrting League and cannot move tis Day.
) Encounterany Waylays, new or exising. You opponent can now play a Waylayon you inthis League.An ppnent,
However, amotnormall lay a Waylay ona League which lready has a Waylay crd o . I thereis moretha ane Waylay
on a League, all must be encountered n thesame Day.
3) Another characte an be encountered orleft lone,at youroption.
L) Youmay pick upany of your reastres.
) Finally, you may encounterthe Rest.
side from the EntringTria, you may only encounter onething n a League per Day: Waylays, opposing haracter, Trestre
orRest. Fyouface a Waylay you cannot et your Treasure orReston your curent Day. You must waituntlthe nestDay,
Leaving Leagues

Youmay leave any League that does not conain  Waylay and move to any adjacent League, You must pss any errain Trias
stipulated by your curent League befor you mave. fyou do ot ass,you restuckinyour urrent Leaguefor the Day and
antry again on yournext Dy. I thereis  Waylay n your League thatyou have not dfeated, you may only leave n the
diection from which you ame.This s colled rtreating, You camnot mave st an undefeated Waylay unless you have
special ard thatallows it.

Playing and Encountering Waylays
When your opponent eners  eague, you have theaption of playing a Waylay card aganst i, The Waylay must match at
leastone ofthe Terai feature ofthe League on which it played. You may only play Waylays on an apponent, never on
yoursel (lthough you may end up facing Waylaysthat you played but your pponent rereated from). Onceyou play a
Waylay, youropponent mst ace it upon enterng the Leagu. I acharactrremainsinthe same League you annot play
another Waylay on him, unless specal circumstances say otherwise.
When you facea Waylay it will ither e one already on  League youre moving int, o one thatyour opponent plays
against youwhen you enera eague. I you do notdefet the Waylay, it rmains on the League. Unless specalcrcumstances
dictate otherwise,  Waylay will emain n play untilt s defeate. I ther s more than one Waylay ona League, you
encounter each onein the rder of their Waylay Ratings: owest t highest.

b

SETTING THE STAGE
1: Create Caracters. You and your apponent each reatea characterfllowing the ufes listed n the Character Pack.
Your Merit cardsare placed faceup (unexhausted) infront of you. Your laws are given to your opponent and placed
faceup n front of her. I you are playing a preexisting character simply lay your cards out as described above.
2: Selectand play Quests. You select the Quest your characer will ndertake. You read youroppanent's Quests)
and he reads yours. You selectan appropriate volume of Waylays equalto the Waylay ratng of your oppament's
Quest(s). You lso selectan appropriate volume of reasures equal to th Treasure Rating of yaur Quest(s). Note: A
(uestwith  Treasure Rting of 6 allows you o seect one 6-point Treasure three 2-point Treastres, or any
combination that adds up to 6, We recommend attempting only one Quest on your frst qame. Later, however, you
may find that attempting several at onceis more challenging and dramatic.
3: Select and play Leagues. For every Quest you're undertaking, selct 5 Leagues. You and your opponent each roll a
di. The player with the lowest ollgoes first. Playersthen take tums laying down thei Leagues. Leagues can only
be placed n a feature matching featureformat and must abways be played harizontall (inthe same dirction-ong
sideto long ide, shortside toshort side). Leagues can never be placed shart side to long sidetto forma T
comection. Anewly played League must match any and alexsting Leaques beside it Forexample: A Forest end
an connectto any other League with a Forestend on tas well. A side with  Forest and a Road can conect toany
atherside with ither  Forestora Road, r both. There ae two types of Terran, Borders and Gty Wall, which
require specal attention. A Borderis an end. No other League an ever be played beside a Border. The exception to
thisis Ocean Terrain. Ocean Terrain cam only be plyed beside other Ocean Terain o beside a Border, Any Terain
may be played beside a ity Wal, except Borders of course.
IfaLeague has Unique listed ont there an nly be ne of that League i play. I both players wish toply tht League
the player withlss totalcharacter points may place th League. The duplicte Unique League must be discarded.
i Place Treastres. You and your opponent now take tums placing your Quest Treasures onthe board. Treasures are
placed one at atime and no League can have more than one Treasure undemneath it unless all other Leagues aleady
fouse Treasures, Any Treasures found during a Quest are not permanent to your haracterand camnot be kept from
game o qame. You may, however, add permanent Treasures with expertence points (see Winning the Game,
below). During the course o game play your oppanent cannot pick up your Treasures and vice versa.
5 Place Charactrs. You now select your apponent' tarting League and he selects yours. This s alled your Base

(amp.

: Begin Play. Play now begins. The layer who rolledlowest goesfirst. She may move her characte one League in
any direction. See the Sequence o Play, below. fyou have a Waylay that can be played on the League she's moved
to, you may opt o do so, or hold it for later. Ultimately you must use your Waylays at opportune times to slow or
Pt your opponent's progress while working to complete your Quest. 1fno Waylays are played your opponent can
encounter the Leaque and beneft from any Rests there.

STorY Pack

The Invasion
Mechopolis. apitl ity of Middlemarch, AmEhlmam ity ofron, qrowing out of contol, a twisted mechanical
cancer devouring the landscape around it darkening the sies with ts smoke, thickening the sea and ivers with its
industrial ludge. n it labyrnthine bowels, trtured slaves work to kep itsFack Tories unning. At its borders,
og armies crush it enemies, making way for the dark ity further expansion. And hi?lh in the gargantuan tower of
iron atthe ity’s ceter, the Mad fing ronheart ackles happily at ll OF(hiS‘ He callsthis “progress.”Yet there are
those who disagree. Like you:

What You Need to Play
Inorder to play Aradia: King ronheart's Madness you need only one Story Pack and one Character Pack You will
also need Zsixsided dice. I you do not have one readi\yavailag\e, qo aid an old boardgame. Got ‘om? Good. Now
here's how to play...
The Golden Rule
Any rols on individual cards willdhways supersede the basic game ules lsted here.

In Tris Pack

Inthe Story Pack you'l ind three types of cards: Leagues, Waylays and Quests.
Leaque Cards

Leagues ar theands of Middlemarch, the kingdom in which his adventure takesplace. Every League has spcifc
features such as Trrain, Enter & Leave conditons, a short description of that partcula region and the Rest
conditions that can be found there,
Temmain—Terrin indicates the specific features of the land and what can always be encountered there,Terrain icons
are matched with Wa{lay icons forthe purpases of playm%Wnylws. See Waylaysbelow for more information.
Enter s Leave: Some Leaques have rougher Terain than others. Enterand Leave nformatio tells you what Trils, if
any, your caracer mustpas n rderto move into or out fthe League.
Special-This secion contains any information specifcto that Leaque,
Rest-The Rest information tels what types of Merits and (sometimes) Flaws ca be recovered here For mare
information on Rests and recovering Ments and Flaws see the Sequence of Play below.

Quest (ards
The Quest defnes the articular qame you willlay, Fach Quest will nclude the Waylay ratings, Treastreratigs,
and experience pointsof the game, along with specfic nformation about the Quest's victory conditions.

E AND MEeriTs
nmany cases you must exhaust pour Weris to use their special abilies. When you exfausta Meri, you
must turnthe card over, Whilea Merit s exhausted you do not benefit fom any ofits abilites The only
way to recover an exhausted Merit i to rest. Fach League details what Merits can be recovered by resting
there.|fno Waxlay is encountered you may rest on a League the Day KDU enter it (See Sequence of Play,
above). Fyou do encounter a Waylay you must spend thefollowing Day on the League resting if you wish
to beneft from the League. You may never rest on  League that has an active Way/lay on it

Exhausting All of Your Merits

Ifyou're unfortunate or fuolharddy enough to exhaust llof your Merits, you're in abad spot. You can atany
time opt todiscard an exhausted Merit nstead of exhausting another ane. I all ofyour Meits are
exhausted and you lose a Test, you must discard one of your exhausted Merits. fyou're forced to discard
allof your Merit, you skip your next Day and are transported back to your Base Camp, unless that will help
ou complete your Quest, i which case your opponent may place you where h likes. our discarded Merits
will notreturn until the beginning of your next game.

Exhausting and Recovering Flaws
Your upgonent may, When appropriate; exhaust one of your Faws to force your character to suffr the
lsted effct. Much ke Merits, some Leagues allow your apponent to recover ane of yaurFlaws. Flaws can
never be discarded, only exhausted. When a Flaw is exhausted, a character can no longer suffer from s
disadvantages.

WINNING THE GAME
The game s over when one character completes her Quest‘]s). Fach Quest has unique conditions which must
bemet for the Ozuest to be completed. If youre playing  Chronicle with continuing character, the winning
character gains exgmen(e point. That experience point can be saved or spent immediately to by a new
Meritor ﬂﬂ rid of a Flaw. Points are used on.a | for | basis. Ifyou have 6 experience points, you may buy a
6 point Merit, two 3 point Merits, buy off a6 point Faw or two 3 point Flaws. For every 2 experience
points acharacterhas spent add | to the Waylay Rating of any Quests you undergo.

Encountering Other Characters
When you encounteranother characteron aLeague you may chaose to waylay him. Fyou do you may also choose th type of
Test: Might, Savvy, Resolve, or Combat. Ifyou're victorious, you may Select which Merit your defeated opponent exhausts, or
ou may choose to movehim one League n a directon of yourchoice (ignoring Terai Tral). B carefl about bullying an
apponent too much though, because he ca always come back and waylay you on s terms the next Day.

: ~  Base Camp
Your Base Camp i your starting point and the only place o the board wihere you are sae. Your opponent may never
Waylay you i your Base Camp and regardless of the Ret isted you may always recover | Meritof any type while
there.

Tesrs AND TRIALS

There e two types of hurdles a character will be forced to overcome in his journeys: Tests and Trals.
Tests

Tests are aways apposed: they ae ither between Z characters or between | characterand | Waylay. There are four diferent
types ofTest: Might, Resolve, Savvy and Combat.
Might-Might Tests use the character or Waylay's Might Attribute.
Resolve-Resolve Tests use the character or Waylay's Resolve Attibute.
Savvy-Sawy Tests use the character or Waylay's Savy Attribute.
Combat—Combat Tests are special. A character ses their Might Atribute against a Waylay's Combat Atribute
Forlronheart, tsts e done by rolling  dice and adding your ase Attibute, Thistotalis called yourscore Your oppanent
roll or the Waylay and adds the Waylay's base Attibute. You then compare scores. I you arevictorous, the Waylay is
defeated and discarded. On your next Day you may encounter your Treasures or the Rest isted on the League. If there s a e,
or Stalemate, the Waylay remains in play and you may retreat ortry aqain the next Day. you Te defeated, you must exhaust
| Herit You may try agan the next Day o etret. I you have a Meritorcrcomstance which allows you to retes, both you
and your opponent (or Waylay) reoll the Test.

Trials
Trials areoften found on Leagues and occasionally on Waylays. They are speifc tests you must pass inorder to move an or
overcome a ircumstance. Unlike a Waylay or Caracter Test,  Tral s not opposed. The Trial will indicate the Attibute you
must use, as wellas the diffculty you must overcome. Rol | dieand add that number tothelisted Attibute. I you equal o
exceed the difficuly listed, you pass the Trial and may move on. fyou failyou cannot enter or leave a League respectvely. I
you fail  Trial listed on a Waylay you suffr its listed efects.
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There is no “I.” Only We.
The Nest is most vital.
The Nest never ends.
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QUESy

I found my way to Arcadia years
ago and have lived among my
fae friends enjoying the
pleasures of the fur. Now the
time has come to fight, and seek
out my place in legend.
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M A 1L E

Do not bother me with your
concerns. Life is about rising
above such petty things and
living a full, engaging life. Allow
me a loaf of bread, a book of
verse, and thou, and I shall show
you what is paradsise enow.
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‘We are wanderers. We love the
land as we love our families,
and our taste for adventure and
romance rivals that of any other
folk. Sit and hear a tale, and |
shall tell you of a fight that
must be fought.
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@ RACOON

PO KA

Hey,c'mon, let's go! | know
where we can find some neat
stuff, and some tasty snacks,
and I know a Satyr hangout
where we can really have some
fun! Oh, well, yeah, this is your
sword...but c'mon, let's go!

® GREMLIN

F EM A L E

Mischief is in our blood, but
Ironheart's tolerance for our
mechanical pranks is low. He's
made life a workaday hell, not
realizing that all work and no
play makes Jack a real pissed
off Gremlin.
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Do not bother me with your
concerns. Life is about rising
above such petty things and
living a full, engaging life. Allow
me a loaf of bread, a book of
verse, and thou, and I shall show
you what is paradise enow.
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‘We are wanderers. We love the
land as we love our families,
and our taste for adventure and
romance rivals that of any other
folk. Sit and hear a tale, and |
shall tell you of a fight that
must be fought...
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M A L E

Mischief is in our blood, but
Ironheart's tolerance for our
mechanical pranks is low. He's made
life a workaday hell, not realizing
that all work and no play makes
Jack a real pissed off Gremlin.
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LYY, SPECIAL: SWARM

You may exhavst a Merit
to tur any Might or
Combat Test or Tril into
a Resolve Test or Trial.

¢ FIANNA

G AR (NI

SPECIAL: FRENZY

Youmay exhaust | Resolve
Ability to add 1 toyour
(ombat rating for the
uration of a single ight
aqainst an opponent (no
matter how mant tests).
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® DJINN
M AS e E

SPECIAL: DASHING

Youqaina 2 to any
Sawvy Test vs. a female
haracter.

SPECIAL:
FAR TRAVELLER
You do not need toroll
Terrain Trials on any
Leaque Kou have already
visited during the current
qame, ;

RACOON

PASOR @I KA ‘

SPECIAL: SCAVENGE

You mawdd 2 to your Quest Treasure
rating. You may also immediately pick
ug 1 auestTreasure on the Day you enter
the Leaque it's on, before encountering
anything else on that League. This does
not count as your encounter on that Day.

ART &QS.AUR %

® GREMLIN

F EM A L E

‘ SPECIAL:

= MACHINE MASTERY
Youmay make a Resolve Trial 6
immediately after defeating any
mechanical (or cog) Waylay. Fyou pass
this Trial, you may use the Waylay as an
Allyin any Trial or Test in which it hes
an Attribute rating on the following Day.
Gremling are always Unseelie.
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(%3) ' GREMLIN
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DJINN

E M A L E

SPECIAL: SULTRY

Youqaina+Z toany
Savvy Test vs. amale
haracter.

ESHU
M A L E

SPECIAL:
RAPSCALLION
Immediately after defeating
any Savvy Waylay, you may
moveto any adjacent League
you haven't been on yet,
ignoring the Enter
Tequirement,

M A L E

SPECIAL: SNAFU

You may exhaustanr el
Merit to automatica Ii(
defeatan( mechanialor ~ ©
o)) Wd{l oy Gremlinsare =
always Unseelie.




MECHORG

® M A L E
A victim of Ironheart's
experiments, I was forced into
service as a messenger in
Mechopolis. I hated it, and |
hated him. So I quit.
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We are the ancient mysteries,
the strangest magics. The
forgotten places are ours to
roam. Do not cross us, for our
humor is likely beyond your
understanding.

SEELIp

SSEEY,

KOKUA

F EM A L E

®

We are the warriors of the
Menehune, yet we see our path
as one of peace. Harmony is
vital to the fullness of life. we
are workers toward that
harmony.
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M A L E
‘We are the warriors of the
Menehune, yet we see our path
as one of peace. Harmony is
vital to the fullness of life. We
are workers toward that
harmony.
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We are the ancient mysteries,
the strangest magics. The
forgotten places are ours to
roam. Do not cross us, for our
humor is likely beyond your
understanding.
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SLUAGH

M A L E

©

You ask me about myself and
my people? Get away...we are
the keepers of secrets, not the
givers of them.
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TRITON

O

The sea is ours. Ironheart corrupts
our domain with his filth, and this
shall not stand. It is past time to
end his war against the ways
natural, and to take his very head
off with our claws.
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Once | was beautiful, a flower
in my family's court. Ironheart
changed that. Now I shall use
the unnatural strength he
forced on me to help in his
destruction.
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‘We are dwellers on the sea and
shore, and Ironheart's expansion
endangers both. Worse, he has used
seal skins he has stolen to enslave
some of our folk, and for this he
can never be forgiven.
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® MECHORG

M A L E

(S v, SEEGLAL: -
URBAN COGNITIO
Youmay disregard Enter and
oy, LeelrlsinCyorTown
Leagues.

NAGA

ESRE S NSPASS SN

SV SPECIAL: WITCHERY

You may begin the game with
{ free points or L free points of
Imagery Arts. These points are
not part of your basic starting
points and do not count
towards your total points.

(}“RSJ, ‘Q‘éEM}, “

SLUAGH
M A L E

S s SPECIAL: SECRETS

You may exhaust an#
Merit to subtract Z from
any | roll being made by
an opponent,

ART  (SSASUR,

SPECIAL: FLEET OF FOOT

When you successfully Enter
a Leaque and are not
Waylayed, you may exhaust
any Ability to move | extra
League, once per Day. Kokua
must be Seelie

M A L E

SPECIAL: MYSTICISM

You mar{beqin. the game
with £ free points or L free
points of Pyretics Arts, These
Eomts are ot part of your
asicstarting points and do
ot count towards your total
points.

AN% wLLp ART

QQRSév ‘QﬁiM}, ’&Q,P&KN%

M A L E

SPECIAL: WARRIOR
" Youmay opt to Test again at

I to your roll after losing

any Combat Test. Thisis

done afteryou've exhausted

a Merit forthe falure, andis

not considered a re-test,

Kokua must be Seeli.

® MECHORG

F EM A L E

Y ) SPECIAL: POWER

You may exhavst | Might
Ability to re-test any
Might Trial

ORss S AN

%‘ f »,t()
) VY

TRITON

(o SPECIAL: SCUTTLE

You may move diagonally
from Leaque to Leaque.

SELKIE
FEMA L E

b SPECIAL: SLEEK

When on an Lake, Ocean
or River Leaque, any
Combat or Savvy Test you
lose s considered a
stalemate,




SPECIAL:
SHADOW LIFE

Youmay add I toany Tests
or Irials on Gity Sewer,
Ruins, Cave or City Wall
Leagues.

© RENEGADE
GG

SPECIAL:
SELF-REPAIR
Tou may aways recover |
Abliy naddtion to the
Restlited on a League.

SLUAGH

F EM A L E

You ask me about myself and my
people? Get away...we are the
keepers of secrets, not the givers
of them.
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@ RENEGADE

C 0 G

Granted self-awareness to
better oversee the slaves, I felt

uilt for my function in
?ronheart's tyranny. [ now fight
my maker and my own kind to
make amends.
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® GREMLIN

® GREMLIN RACOON

M A L E E'E M A L E P O 0 K A
SPECIAL:
SV, SPECIAL: SNAFU Al MACHINE MASTERY SPECIAL: SCAVENGE

You may make a Resolve Trial 6 You may add 2 to your Quest Treasure
You mayexhaustanr [mmgdmtg]yaﬁe[dqug[mqdny g oy may also immediately pick
Merit to automaticall \ <oy, Mecunial orcog)Waylay. Fyou iss UDﬂaUl’StTWﬂSUWOﬂlh?DdYYOUQH e
defeat any mechanical (or 7= (his Tril, you may use the Waylay as an the Leaque it's on, before encountering
ag)Wa ray aliEe: , Al inany Tral o Testin whih it has anything lseon that Leage. This does
| ﬁ i < /= anMtributerating on the following Day. not count as your encounter o that Day.
always Unseelie. ‘ Gremlins are always Unseglie

matter how mant tests).

‘h
®  ESHU ®  EsHU ® FANNA
st EPECIAL PR M A L E R 0 U L
e SPECIAL: yiy SPECIAL: FRENZY |
Immediately after defeating FAR TRAVELLER 7\ :{‘h{” Hp;
any Sawy Waylay, you may You do not need to ol Youmay exhaust | Resolve i
move to any adjacentLeague Terrain Trials on any Abilityto add | to your i
youhavertbeennyet, League " have lready (ombat atingfor the )\
ignoring the Enter visited during the current doration ofdsmqlef(ght w
Tequirement. qme aqainst an opponent (no \’ ’
.




G ARMYANT

ST A T ORI

SPECIAL: SWARM

You may exhaust a Merit
totum any Might or
(ombat Test or Trial into
aResolve Test or Trial.

SLUAGH
M AL E

S SPECIAL: SECRETS
Youlmayexhaustan&/ :
Meritto subtract Z from
any | roll being made by
an oppanent.

DJINN

M A 1 E

p ¥ SPECIAL: DASHING

Youqaina+Z to any
Savvy Test vs. a female
haracter.

C 0 G

SPECIAL:
SELF-REPAIR

You may aways recover|
Ability Inaddition to the
Rest listed on a League.
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DJINN

L
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A L E

SPECIAL: SULTRY

Youqaina +Z toany
Savvy Test vs. amale
haracter.
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SPECIAL:
SHADOW LIFE

Youmayadd | o any Tests
or [rals on ity Sewer
Ruins, Cave or ity Wall
Leagues.




SELKIE

F EM AL

WY SPECIAL: SLEEK

When on an Lake, Ocean
or River Leaque, any
Combat or Savvy Test you
loseis considered a
stalemate.

TRITON
b, SPECIAL: SCUTTLE

Youmay move diagonally
from Leaque to League.

T -

¢ MECHORG
¥ M A L.E
pYV, SPECIAL: POWER

Youmay exhaust | Might
Ability to re-test any
Might Tral.

() NAGA
M A L E

SPECIAL: MYSTICISM

You maz{beqm, the qame
with T)epomtsor free
points of Pyretics Ars. These
Komtsare,notpa,rtofyour
asicstarting points and do
not count towards your totel
points.

&) MECHORG

M A L E

WLV SPECIAL:
URBAN COGNITION
You may disregard Enter and
Leave Trials in City or Town
Leaques.

(3] NAGA

F EM A L E

Sl SPECIAL: WITCHERY

Youmay begin the game with
L free points or & free points of
Imagery Arts. These points are
not part of your basic starting
points and do not count
towards your total points.




MO A L E

SPECIAL: WARRIOR
* Youmay opt toTest againat SPECIAL: FLEET OF FOOT

~Itoyour roll after losing
any Combat Test. Thisis
done after you've exhausted
a Merit for the failure, and is
not considered a re-test.
Kokua must be Seelie.

When you successfully Enter
aLeaque and are not
Waylayed, you may ehaust
any Ability to move  extra
League, once per Day. Kokua
must be Seelie




W
DARK YEOMAN's QUEST:
JAcko D'RAKK

Long ago, thevilebog lord Jacko DRakk.an eaterof other e, stole
from the Dark Yeoman a protectve amulet caled the Blood Key. She
belives you will need thisitem in your Future tials, and sends you
trudging through Jacko's Bog to et thekey from him.

The Jacko's Bog League may not be placed during stup. After the

map s placed, your apponent laces theJacko's Bog League (ora

5 | eague to represent it). You musttravelto the Bog without the id
of any ransportation-oriented Meritor power (it tough getting

| through that swamp!).Once there, defeat Jacko in Combat (his

(ombatis 3, and retum to Base amp to complete your Quest,

EXPERIENCE: 2

Wy
THE THIRD EYE

The Naga tellyou that to awaken the leeping giant, you must e
to him his Third Eye They tellyou whereitis hidden, and you go
there and dig it up, finding an enormous gemstone. You lug it acoss
the landscape, rowing ever wearir, until luckily encountering
caravan that cares you and the Eye backto the Giant.

Your opponent places a Treasure card underaLeague ofher hoiceto
 representthe Third . You must go o this eague, ndergo  Mig

™ Tril diffculy 6 to ain the ye, then takethe Fye to anather

- charactrand defeather na Savy Tst, convincing her o taket.

EXPERIENCE: 2

RALLY THE SLAVES

You forced lronheart to pul his troops from Ardenmore (a bref

fespite als, they o eaded hack) and hlted poducion of more cog
troops. Now i’ tme toSow discord among thase he's enslaved. It

(iffcult thir spirits are nearly broken. But with the help of your
friends n the esistance, you regite the spark of hope.

Your opponent places the Kenu, Escaped Kokua Slave Ally (orany
card to represent him) under a League of his choice. You must goto

" tis League, makea Savey Testaganst Kenu'sSovy o3 to convinee gl

him to fight, thenretumn to Base Camp with Kenu unexhausted to
complete your Quest

EXPERIENCE: 2

| THE DARK YEOMAN’S DREAM TEST

In Mirron, you encounterthe Dark Yeoman, a heo from myth, She

seestoyourwounds and feed you, but then ensorels you Youfind.

Yourself undertaking a quest across a bizare dream landscape.

Aferthe map i placed, your oppanent adds the Mirron League ora
L Leaque to represent t)as your Base Camp. She selects | Waylay of

achtype, and 2 Leagues you must visit, You must trave o each
Leaque, then retun to Mirron and pass a Resolve Trial diffcalty S to
" awaken,finishing the Quest. The dreamscape i dffrent though
- ouuse yourSavvy against Might Tsts and T, Resolve against
Savvy and Might against Resolve. I you encountera Combat Waylay
roll I di. The result i your Combat Attibute for that Test only. You

may not encounter other (aracters nor may they encounteryou -

while you'e on this Quest.

EXPERIENCE: 2

Ay
THE SECRET OF THE SLEEPING GIANT

The Dark Yeoman tels of a town of dwarves inside a sleeping stone
qiant.To orce ronheartto pul his armies from Ardenmore, you
travel o the town to ask the giantto atack the ity. The dwarves
cannot wake him, and say the Naga put him to leep and only they
Know how to wake him. You go to the Wastelands, to the ruins of
Stissan, and convince the Naga to give you the secrt

fter the map i placed, your opponent places the Sleeping Giant (o

" aLeaguetorepresent it and choosesa League o represnt Srssan,
- Goto the Giant, then the Naga, where you undergo a Savy Test

against their wisemen (Savwy 6) each day until you convince them
to tell the secet

EXPERIENCE: 2

7\?;1
ENSLAVED!

Your giant ally defeated n battle with the cogs, you find yourself
taken prisoner and putto work in one of King lronheart's Fack Torys.
Inrighteous fury, you break free and make your way through the
shadows of Mechapalisto find your equipment and friends.

Your opponent places your Alles and Treasures under Leagues of his
chaice, and selects a ity League (or a League to represent it f none
areavailable) as your Base Camp. Your opponent also selects a

leaque which will be your destination Leaque. Before attempting to

. leave your Base Camp or Resting, you must ps a Might Tra
diffcolty 5 to bust out of your chans. You then must recover atleast
3 of your Allies or Treasures, and reach your destination League.

EXPERIENCE: 2

BorDER RUN

Mad King ronheart’s amy has attacked the border of Ardenmore.

Aleady,the firs ine of defense at rondew Keep has been rushed,
and the Keep itselles in uins.fronheart's cog amies seem j
nstoppable, and it'sonly & matter oftime before they reach fidolon ¢
iself. Lord Gamine sends you on a mission into Middlemarch, tofind
the sectettostopping ronheart’sforces before t's too ate.

Your opponent selct  eague. You must g rom Base amp totht

” Leaque, facing a Waylay on each Leaque you enteralong the way. S

Your opponent may choose only Waylays ofrating  or lower, but

may disregard thir errain estrictions, You may not use any Merits Q88

to advance your movement or to skip Leagues entiely. Other
charactes cannat encounter the Waylays played against you.

EXPERIENCE: 2

A
DARK YEOMAN'S QUEST:
Decoy

You retur from Jacko's Bog todiscover thata cog dragoon s
searching the Marsh of Filt for you. The Dark Yeoman must maintain
the llusions obscuring Mirron while you actas  decoy to keep the
(oq from discovering the ciy.

The Miron League can'tbe placed during setup. Once Base (amps are

selected, your apponent places the Mirron League, and a Cog Waylay §/& :

2 Leagues away from Mirron but between you and Mirron, Other

> cards can represent Mirron o the Cog Waylay. The Cog Waylay
- emains n place until you encounter t, when you can engage it ina

Savvy Tt (The Cog Waylay has Sawvy 3). f sbccessfl, you may
move the (og | League n the direction o your chaice.IFyou fal
your opponent may move the Cog | League in the directon ofhis
chaice. This Waylay can never be a Combat Waylay. Other Waylays
may be played on the same League asthe (og. Your opponent cannot
encounterthis Waylay. Your Quest is complete when you lure the
(og back to your Base Camp.

EXTPERIENCE: 2

7Y

AssAULT ON MECHOPOLIS

Returning to the sleeping iant, you awaken him by placing the

Third Eye nto it place on s brow. You petition him to join inan
attack on Mechopolis. He agrees. As he wrecks the ity, ronheart s
forced tocallhis troops back from Ardenmare to face this new

threat. Alas, the might of his cog machines s grat, and they destroy
the giant, sending you scrambling o avoid being crushed as hefals. %

. Your opponentdesinates four eaguesas ity Leaques. oo each =

and makea Might Trialdiffclty 85 to destroy it Use the Giants
Might 80 for any Might Tests o Trias. Destroyed Leagues remain on
the map with no change in qame effects, When thelst Leaguels
estroyed, pass a Resalve Traldifficlty & to avoid thefolling giant.
IFyouw pss ths Resolve Tial, your Questis complete Fyou fail you
mst dig outfrom underneath the giant (pass a Might Tral difiulyy
8 use your own Might for this one, the giant's dead).

EXPERIENCE: 2




=5

P Travel to two selected Leaques, defeatinga Waylay o & '

Key from him, then re- & of each type (Combat, Might, Savvy, & Resolve) & 2 Iﬂaovsegnﬁgg'}yg&]rr Eg;gn(gmp égfgaltﬁﬁgug @
along theway, to show that you are capable of the ey Waylay on each League you énteruntilyou

Dark Yeoman's mysterious mission. reach your destination.

‘ to Jacko's o and beathimin (ot
& to take the Bloog
turn to Mirron.

Travel to the secret burial site of theThi"rd : 7 Travel to the villaﬁ

Eye. Excavate this Treasure. Take the Fye 25 then to Srissan, the ruins of the Naga, to
to another character and qive it to him. convince them to tell you how to wake him.

giant, %28 = Travel to three specific Leagues, using

Savvy to make a Waylay chase after you
rather than going to Mirron. <

A Al e &

¥ Tind Kenu, Escaped Kokua Slave. Make a o« ape froma (ity Leagueand retrieve your : Imvelwiththestoneqiant(andthdwarventownfolk

Savvy Test to convince him to join you in : Bg;(;s(glllﬁlpTredsures, eIt (O ¢ B who live inside him) to & specfc Leagues and male g
the flght against lronheart, then return to 2 ' ) Might Trils to destroy.them. Then pass a Resolve Trial
Base (amp with Kenu unexhausted. 8 » &  toavoid being rushed by the alling giant.




RAID ON GENERAL MOTORS
‘WORKSHOP

Having builta foundation of resistance within Mechopoli, itis
almast time to leave and gather more alles outside it's walls But
firstyou break into the workshop of General Motors, stealng the
master lueprints of the cty.

Youropponent slects  League to represent General Motors'
Workshop (preferably a ity Leaque), placing the Mechapolis

b Blueprints ora Treasure o represent it) beneath it as a Quest
Treastre. You must recover the Blueprints and returnto Base Camp.
Bt as soon as you have the Blueprints, and are  Leagues away from
the Workshop, your apponent places the General Motors Waylay (or
2 (ombat Waylay of Rting 8 orles to represent him) on the
Workshap League and on each of your opponent's Days he may move

(eneral Motors | League, f encountered, General Motars s a (ombat

Waylay. General Motors pursues you each Day until defeated or you
reach Base Camp and complete the Quest,

EXPERIENCE: 2

THE FLOATING CITY

Thereds one mareally you need to help inthe war against
Middlemarch; the Djinn of Qadan. You joumey farand long until you
find the loating ity, and manage to convinc those above to drop
one of therlift-baskes for you. After several days, you convinee
them tolet you seethe Great Cliph.

~ rerthe mapis placed, but before Base Camps are chosen, your
apponent places a counterto represent the (adan Leaque atop

= another League. Every Dy, the layer whose Day itis olls  die and 58

&  adanmoves | League, | up, L:right,3: down, L lft : inthe

" irection the player chooses, B i the direction the player's
opponent chooses. You must land on the same League as Qadan,
then pass a Resolve Traldificlty 6 o get upto it You must then
pass a Savvy Trial diffculty T to meet with the Great Caliph. Your
(Questis complete when your audience has been qranted.

EXTERIENCE: 2

A
>
ALDRICH, THE MECHICIAN

You have unwound the og keyand brokeni, ending the mechanical 68

magic powering lronheart's cog armies. The war s over, But Aldrich
i tilfree, and you must bring him to justice. You battle your way
through the gargantuan tower, seeking the conniving wizard, When
you ind him, he s not pleased at yourinterloping, You are shocked
to see duplicates of you and your allies at his side, exactly like you
ucept for the whirring clatterof the cogs within them as they attack

e you Barely,you manageto defetthis ark versio ofyoursel, on S

1o find yourselfin battlo with the Mechician himself...and heis a
frightening foe indeed.

Youropponent chaoses 3 Leaques (City Leaques ifpossible) that you

must visit, You must then retur to Base (amp and encounter  cog
version of yourself whose Combat ating is your Might «2. When you
have scceeded, defeat Aldrich, Combat rating 3, to complete the
Quest

EXTPERIENCE: 2

%
Stowaway!
The time has come to escape the iy, onheart's Cog Slavers send
Barges to and from the Dam near Kaiikaai, the Waterfal ity of
the Kokua, tofery slaves back and forth, You slip aboard one of
these barges and make your way outof the ity.

Oncethe Leagues are placed your opponent selets your Base
(amp, the Slave it League and the Dam Leaque. I these Leagues

- arealready in play youropponent anrearange the Map sothat
. bothyourBase Gamp and the Dam League areeaht st~
Leagues away from the Save Pits. You must go fom Base Gamp to

the lave Pits. Once there, pass a Resolve Traldifficulty S to stow
aboard a slave barge. The barge moves at | League pr day toward
the Dam, ignoring errain Trils. fyou encountera Waylay you
mstalso pass  Resolve Trialdificulty & to avoid being spotted.
IFyou fail the Barge automaticall retums to the Slave Pits and
You must attempt to stow away again.

EXPERIENCE: 2

)
THE STEAM DRAKES LATR

The pieces are inplace. Slave rebellon within, Ground assaul by
Kokua. The (loud City attacking fom above, the Ants from below.
You sneak back into Mechopolis; in al the chaos, you willfree the
slaves and inda way to permanently stop lronheart. But while
sneaking through the tumels beneath the ity, you encounter the
Steam Drake.. vicious beast of old ron, and your blood runs cold.

4%  Your opponent placesthe Steam Drake Waylay (orany other (ombat s
= Waylay ofrating 9 orlss) on a League of her choice, but nat withine

3 Leaques o your Base Camp. Your opponent roll a die each of her
Days to move the Steam Drake | Leaque, ignoring Terrain: |:the
Drake qoes north, : south, 3: east, &: west, 3 remains in the same
Laque, B: your opponent chooses the direction of movement. You
must qo from Base Camp to the Slave Pits (2 Leaque chosen by your
apponent). Once atthe Slave Pits you must pass a Resalve Trial
(ifficulty 6 and remain n that League for 3 consecutive Days Ifthe
Drake catches you, you must defeat it before you may complete your

Quest.
EXPERIENCE: 2

>/
THE DARKENING

The glow of victory is abruptly snuffed outas dark clouds rlln over
Mechapoli, and it nhabitants freezet stone. Only you and your
dearest alles remain flsh, and the humming warmth of the Blood Key
at your throat indicates that it is through it magic that you have been
preserved. But your bonding with the ey isn'tyet complte, and you
fealthe tiffness seep nto your lesh. rimly making way out of the

" Tower,you come upon King ronheart imself, falle from is
- mechanical throne and broken to pieces ke  discarded toy. Your best 5888
= avenue of escape s to leave Middlemarch as quickly as possible- via 2

the Floating City of Qadan.

Your opponent select a Leaque which you must ravel to, representing
the League over which Qadan floats. Each Day, you must rola ieto
travel. Ona ] the Darkening creeps upon you, forcing you toskip the Day
and take no action, You must Travelto the Leaque where Qadan s and
passits Enter (Resolve Trial difficulty 6)to board t, completing your
(Quest. FThe Flating ity i i play, use it rules for movement during

your Quest
EXTERIENCE: 2

KOKU RAID

The Waterfall Gity s free! Now, if the Kokua areto join the fight
aqainst lronheart, their sprits must sing, You take a war party to the
dam holding back their river, fight your way through the cog forces
quarding it and destroy it,freeing the river to ance more flow
through the ity.

"t themap i place,yourapponent laces th Dam League ora ‘

Leaque to represent it) and 7 Combat Waylays (cog Waylays i

= available) on  other Leagues; these Waylays countas prt of your S8

Quest's Waylay raing, You must defeatthe £ Waylays, then go to
the Dam and pass a Resalve Tril difficulty ] to destroy it

EXPERIENCE: 2

ALY,
UNwIND THE KEY

Upon rescuing the wizard Tberius from Ironheart's slavery, you find
him a surriseally. Aftr his failres in deposing Lord Gaming, he
has suffered at the hands of his previous alies. He tels you that
Ironheart i not e mastemind behind the expansion of !
Middlemarch, but is merely a puppet to another wiard, Aldrich, who
Wwas lso partof the conspiracy that imprisoned Lord Gamine. He 4
further says that o stop the cog amnies in theirtracs, you must

S nvind the qreat mechanical key atthe center of ronheart's Tower, €

$0 you fight your way to the key and set about the mighty task.

Afer the map s placed, your opponent places the lronhearts Tower %
Leaque (ora Leaque to represent it). You must reach this League,
then pass Might Irals difficulty 6 on 3 consecutive days to unwind
the key. f you fal aTrial, you lose your rip on the key and mustre-
start the process. Apprpriate Waylays may be played against you
ach day you are inthe Tower,

EXPERIENCE: 2

Itis imperative you return to Eidolon quickly,to give Lord Gamine
news of the Darkening coming to Middlemarch, Realizing that the
Floating ity of adanis the swiftest way, you rush to board i, only
1o fnd the Great Caliph s not orgiving of your tricking the Djinn

into the war. He inists you bring him 2 Treasures from Middlemarch

 before he willtake you to Fidolon.

Youropponent lace 2 ofyour Quest Treastres where she hooses,
and places a counter representing Qadan on a League of her choice
Qadan s your Base Camp. You must go from Qadan, recover the

SR8 Troasures, then sucessfull rente Qadan Resolve Tl diffiuly

) and give the Treasures to the Great Caliph to placate him.

(adan moves on each player's Day. The player whose Day itis rolls a
dioand Qadan moves | League, I up, Z:vight, 3: down, L lft 5:n
adirection the player chooses, 6:in a direction the player's
apponent chaoses.

EXPERIENCE: 2
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Travel to General Motors' Workshop, steal
the Mechopolis Blueprints, then evade the
General himself and return to Base Camp.

Chase down Qadan, the Ffoatmg (if, qt
on, and meet with the Great Caliph. :

Travel t0 3 different ity Leaques and re-

2i tum toyour Base (amp to confront Alrdich g W

~and his cog replica of yourself.

. by BrianLeBlonc 'z\)iQ%]WhiEeW: n,L‘ MI'Riths sl
\/ [ A R

‘ ,“Tr'avel to thé Slave Pits and stow aboard a
* barge which will take you to the great dam

near Kaihikaai, the Waterfall City.

i

Sneakinto Mechopolis, avoiding the Steam
Drake if possible. If encountered dispose
of the beast once and for all.

Travel from Base (amp to the Dam Leagu
gefeat three cog Waylays, then destroy the
am.

Travel to King Ironheart's Tower and un-
wind the Key which powers his Cog armies.

Escape the Darkening and rush to the rela-
tive safety of Qadan, the Floating ity.

\V
acate al-Hazaz, the Great (aliph, by re-
turning to Middlemarch and finding 2 Trea-
sures of his choice. You must then present
these Treasures to him. -

e







=

 (ity Wall® City Streets®

© O

The Mechician Aldrich has set up this walled city as his workshop. Thunderous explosions
occur reqularly, propelling deadly coq shrapnel through unfortunate passersby. Destitute

Nockers and Gremlins wait by the front ate to beg for spare

“Special: Unique. If the Aldrich Waylay is encountered here, ‘he adds Z to his

Core on any lests.

* Wasteland®Town®Border®

© O ®

(iant mounds of earth stand s testaments to the grand civilization of the ants. If you put your ear to the
ground and listen very dlosely, you can hear thousands of them chittering in the darkness, and sometimes
the noises of fierce battle as the ants fight a losing war against lronheart’s shrunken cog troops.

nter: Free

Leave: Free
Special: Unique.

Rest: Ants and otherwise shrunken characters can enter the Anthill city. Once
there you can recover any. 2 Merits.

©1996 White Wolf, Inc. All Rights Reserved.

N
* [orest® Border @ (astle®

O O ®

This Arborian outpost was carved from a w_% living redwood, but it has since been appro-
priated by lronheart's Cog Soldiers. The leaves and branches of the tree are dying, but the
gears and machinery surrounding the trunk proliferate more and more each year:

nter: Resolve Trial difficulty 4.
Leave: Free
Special: Cog Waylays can retest any losses h
Rest: You may raid their stores and recover | Treasure.

©1996 White Wolf, Inc. All Rights Reserved.

ARDEN JUNCTION
< Border @ fields® Road @

® & O

The main road into Eastern Ardenmore is heavily patrolled. Few are trusted,
save for those who find companies of heroes.

| Enter: Free

Leave: Free
Rest: You may recover | Ally.

©1996 White Wolf, Inc. All Rights Reserved.

BoG P1Ts oF GREY FILTH
© Marsh Ruins® Border®

® & G

:_az_ag:_%v__ass:g___ﬁ_ga_o_z mmo g:_a____@a_:ws__m_n_s:a_V__H-
ting them to use again. The mere sight of them fills many fae with hatred.

Enter: Might Trial diffic
Leave: As above.

Rest: If you say something hateful to <os 0pponent, you may recover one o
his Flaws.

CHASM RANGE FOOTHILLS
* [ields®llills® Road®

i ()

This leaque has the only road that @nvsﬁ__a the chasm, but it is heavily
m_aaﬁ_ y Ironheart's soldiers. Pass through here quickly. Ifyour courage fails
or amoment, all may be lost.

Enter: Free

Leave: Free

Special: Leaving this road by the T section requires the characters to defeat a
(oq Combat or Savvy Waylay. The Cog Combat and Savvy are both 5.

Rest: If you rest here you can recover | Ability.

©1996 White Wolf, Inc. All Rights Reserved.

CHASM RANGE TRAIL
@ Mountains® Road® Hills®

& O &

(limbing the Chasm _N%M_@ is no mean feat. Watch «82@. Many of the high-
est peaks are deceptively curved — they resemble rows of giant fangs. The

=

chasm waits to devour the foolhardy.

nter: Free by Road. Might Trial difficulty 7 by Mountains.

Leave: As above.

A
break the steady cadence of their marching as they approach the bridge. Coq Soldiers
y of defeat.

B3

are silent and uneasy as they pass. They rarely mention the possi

= bi_mamméﬂ.;%%,_? Al

CoG ACCESS BRIDGE
@ Bridge  Fields @ River @ Road &

®» o & U

heavy bridge allows the Cog Access Highway to cross the Splendour River. Troops

| Enter: Free

Leave: Free
Rest: You may recover | Art.

=

e_ogs_::éc:.%ﬁ E@_ﬁ xaaﬁ;_.

==

CHASM SPIRES
< Mountains®Hills® Border®

G

mo__:_azaﬂ__g_%__.mZama_: s_%__z m__as.sés_zm_v_ao:o;
reach out overa yawning abyss. Sunlight alls into the chasm, only to be swal-
lowed by darkness.

Enter: Might Trial difficulty 4.
Leave: Might Trial difficulty 5.
Rest: You may recover | Ability.

©1996 White Wolf, Inc. All Rights Reserved.
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CoG TRAINING GROUNDS
* [iolds® Marsh®

O &

(og Soldiers train in these fields. Most of the ﬂa& here has died, long since
trampled by the stomp of thousands of boots. In these lands, grey is the best
camouflage.

“Enter: Free
Leave: Free

Rest: Renegade Cogs and Mechorgs can recover any Z Treasures or Allies. Other
characters must face a Combat Waylay rating 6 to recover those things.

01996 White Wolf, Inc. Al Rights Reserved.
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COG BARRACKS
@ity Streets® (ity Wall®Road®

© & O

_gsw _;v.o__ 32222._maaﬁ_awa_aa.@s__msazs.__n_m:_s:__ﬁ__ia
of rebellion can easily be crushed. We won'tallow rebels to threaten our lives!
All hail King Ironheart!

Enter: Free
Leave: Free

Special: Any Cog Waylays encountered here must re-roll their lowest die when
testing against you.

Rest: Unseelie recover 1 Advantage. Seelie can recover | Treasure.

CoG Access HIGHWAY
*fields® Roade®

o O

An access road runs between two watchtowers, which act as repair and refu-
eling stations for the Cog Armies stationed in Ardenmore.

Enter: Free
Leave: Free
Rest: you can recover | Ab

©1996 White Wolf, Inc. All Rights Reserved.

EAsT CoG AccEess ROAD
# [iolds® Road @

7Y /1
f
>

The road gives access from King Ironheart’s Highway to the Eastand West (og
Towers. Logistical organization is important in any protracted campaign.

Enter: Free
Leave: Free
Rest: You may recover I Ability.

©1996 White Wolf, Inc. All Rights Reserved.

@ Border® Wasteland @

® ©

Rolling hills of sand obscure the gentle glades that were once here. The beau-
tiful fields of yesteryear have been forgotten. Fae who travel through these
dunes feel a regret they do not fully comprehend.

Enter: Free
Leave: Resolve Trial difficulty 6.

Rest: Those resting here must exhaust a Resolve Abi
may recover any 3 [reasures.

OWNTOWN MECHOPOLIS
* (ity Streets®Town® Road®

© 6 O

Business is thriving here. _Uam_am must continue, no matter what the cost. As
m_.z suffering of the citizens of Mechopolis increases, so does the power of the
ing. ;

Enter: Free
Leave: Free
Rest: You may recover | Advantage or | Ally.

EAST WATCH
*(astle® ity Skyway®(ity Wall®

®» O &

From the parapets of the Fast Watch Tower, you can see the Tsu Ocean, the
shipyards, and the docks. When the wind blows just right, you can smell them,

' Enter: Free
Leave: Free

| Rest: If you're Unseelie you may recover 1 Ally or 1 Ability here. Seelie charac-
ters can only recover I Ability.

@ Road & Wasteland @

O &

;E_ﬁ.___s% E__a __:__2_%%.:?__@z7__EFa:_sﬁ_z__gam_mg.
Maybe you should try to get some sleep somewhere else.

Toter: ree
Leave: Free

Rest: IFyou choose torest here, rolla die: 1 - You encounter a Guard Patrol and mustface a Combat Waylay (Combat
5): 2 - You toss and tur and can get no rest; 3 - You wake to find yourself surrounded by members of the under-
ground resistance, Pass a Savwy Trial difficolty & or miss your next Day; & = You can recover 1 Abiity; 5 - You
intercept and surprise a Lone Cog with a package; recover | Treasure; 6 - You come across a groups of Slaves on

A5 At s

EAsT CoG TOWER
®(astle @ Border @ Fields® Road &

® ® o O

The troops who Mg:_ the East Cog Tower are the very model of WEZS and
efficiency. They don't understand why the war is being fought, but they take
pride in what they know they must do. Doubt impairs efficiency.

ter: Free
Leave: Free
Rest: Seelie recover | Ally or I Treasure. Unseelie recover I Art or 1 Advantage.

©1996 White Wolf, Inc. All Rights Reserved.







THE EASTERN GREY RIVER
< Marsh® River® Border®

W Q@ G

Virulent filth spews from the Grey River, When troubled souls pass by, nox-
ious fumes coalesce into familiar faces. Toxic memories are recalled from the
distant past.

nter: Might Trial difficulty 4.
Leave: As above.

MEE<o=g==2=£2_%%ﬁ§_3 %« >:§____2=:_a
Leaque cannot be affected by any Arts as well.

Rest: You may recover Z Abilities, but only if you exhaust | Ar

®Border® Road® Wasteland®

® O &

This is the old border between the Fallen Lands and Middlemarch. Silence is
not only respectful here, but also encourages survival.

Enter: Free
Leave: Free
Rest: You may recover nothing here.

©1996 White Wolf, Inc. All Rights Reserved.

THE FAR STEPPES
@ Border @ Wasteland &

® @

Leave: Resolve Trial difficulty 6.
Special: Any Naga Waylays encountered here add 2 to their score in any Tests.
Rest: You may recover I Treasure hel

@ Marshe fields®

¥

Legends tell us that a valiant Fianna warrior once fought an .._:__ﬂ of soldiers
on this battlefield . His death was a valiant one, and his mn:_ﬁ innabits these
fields to this day. In the dead of night, the wind howls in his memory

- Enter: Free by Fields, Might Trial difficulty 5 by Marsh.

01996 White Wolf, Inc. All Rights Reserved.

FIELDS OF PLUNDER
<fioldse

The Cog Armies have begun to pile their looted treasures from Ardenmore in
these fields. However, most of the items have already been carefully scruti-
nized, and little of value remains.

Enter: Free

Leave: Free

Rest: You must pass a Resolve Trial difficulty 6, if successful, you may recover
| Treasure.

01996 White Wolf, Inc. All Rights Reserved.

FIELDS OF SLUDGE
* [iolds® Wasteland®Border® River®

S VEORS

The Grey River finally leaves Middlemarch and passes southward. No one re-
grets this.

Enter: Free
Leave: Free

Rest: You may recover | Ability. If you choose to rest here, your opponent can
also recover I of your Flaws.

01996 White Wolf, Inc. All Rights Reserved.

THE GIANT'S BREATH
< Mountain® Plains® Road® Border®

CASRORO

The trail along the mountains narrows here. The ground rattles occasionally,
as though something deep within the earth is stirring.

*Enter: Free
Leave: Free
Rest: You may recover | Ability.

01996 White Wolf, Inc. All Rights Reserved.

THE GREAT DAM
@ (astle ® Fields @ Lake @ River ® Wasteland &

b O 8 & ©
®

The Great Dam prevents the river from ﬁo_;________fo the south. Once the
Splendour River journeyed to the prosperous lands of the Kokua. Now it flows
into Mechopolis.

 nter: Fee

Leave: Free

Special: Unique. If you test against a Cog Waylay on this Leaque, subtract |
from your score.

Rest: You can recover nothing here.

*Marsh® Border®

¥ ©

Nightmares breed in the Grey wcﬁ waiting for the day when sorrow and an-
e_a__s_?__f_azais_s__g:w::?g.

nter: Might Trial difficulty 5.
Leave: As above.

Special: characters must subtract | from their score against any Resolve Way-
lays encountered on this Leaque.

Rest: If you have a Curse Flaw, your opponent can automatically recover it if
you enter this Leaque.
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‘ GREY RIVER IRON PLAINS | IRONDEW ROAD
@ Marsh® River® Border® ® [iolds® Bordere® , * Road® Felds®
®W QG o G | )
. . . . L *
The Grey Riverstruggles to survive the morass of marshes, yet it still manages The grasslands of the Iron Plains have turmed grey and have taken on a somber | This is the main road from Mechopolis to the Irondew Ruins in occupied
to meander to the Kingdom of Night. metallic glow. Curiously enough, they seem to be enriched by the rolling clouds " >ae=s%_:§_{__ﬁ_< here. The other travellers you encounter here are of-
: gers.

===

of smog. ten bitter and hostile to stran

ter: Free
Leave: Free

| Rest: You may recover | Ability. If you're Unseelie you may choose to recover |
- Ally instead. :

nter: Free
Leave: Free
Rest: You may Recover Z of your opponent’s Flaws, he can also recover 1 o

©1996 White Wolf, Inc.
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. | ———
IRON PARK :
@ (jty Streets®Ramp®Road®

© @ O

This park has been dedicated to King Ironheart's magnificence. A wide iron
ramp leads into a vast ﬂ_e: of metal where nothing living stirs, save for the
occasional lost souls who visit the park in silence.

IRONDEW JUNCTION
@ Marshe Fields® Road® Border®

® O YOG |

The Cog Access =_ﬂ=§< and Irondew Road meet here. _Vam&-_ww try to avoid
the questioning glances of travellers. Don’t dare look anyone in the eye as you
- pass. What you see may disturb you.

®Marsh® River® .

¥ &

Qm-ﬂ_%_g a_zz_am_a__cs_5335%2__2 m__%_ﬂ o:__as__saoa
and exotic fluids to the ity of Mechopolis. The quildsmen who travel along the Grey
Mire have completely and utterly lost their sense of smell. Good for them.

Enter: Might Trial difficulty 5 ,, Enter: Free
Leave: Free , Leave: Free

Rest: If you rest here for 2 Days you may recover I Ability. If you are a Cog or Rest: You may recover any 1 Merit, except an Ally. If you are Unseelie, you may
Mechorg you need only rest for I Day. : recover any Z Merits plus | Ally.

nter: Free
- Loave: Free
Rest: You can recover | Ability.

GLADE
*Marsh® River®

® @

If the Marsh of Filth had a tranquil region, this would be it. In the dead of
night, 58___;__: drifts over the cold sod, and strange deformed insects ex-
temporaneously perform symphonies of night music.

© Marsh® Border®

¥ ©®

A great and powerful army of Ogres passed through here long ago, and their
hatred for the land has infected the Iron Swamp ever since.

© Marsh@ River®

¥ @

The river quickens here as it approaches a giqantic bronze h., _
the ::ma waters to flow beneath the streets of Mechopolis. It is rumore
Steam Drake hunts in the underground marsh for prey. TR n - :
: - = Enter: Might Trial difficulty 5. g ke

Enter: Might Trial difficulty 6. PPk A . ' Enter: Might Trial difficulty 5.

‘ Leave: As above, |
Leave: As above. - Vou iy recover | bl ‘ Leave: As above.
Special: If the Steam Drake is encountered hereit is always a Combat Waylay. : Y ) Rest: You may recover | Treasure

Rest: You may recover | Treasure from the twisted remains of the Steam Drake's
earlier victim.

ill set into the %a____n_. [tallows
that Ironheart's

ol9
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IRONDEW RUINS
@ Marsh® Road® Border®Ruins®

®» O B

Once this was the szzﬁ Irondew Keep, but Ironheart's Cog Armies have long
since laid waste to it. These far-flung reaches of Ardenmore have been an-

nexed by Middlemarch to useasa's ture assaults.

taging ground for fu

nter; z_,.___:%_ h__ae_z L,

@_Smsgmsa_ﬁ_asxz_axﬁza_.
e it
e

TRONHEART'S TOLL BRIDGE
@ Bridge® fields® River®Road &

® o0 @ O

[ronheart taxes this bridge, and any who pass must pay a toll. Pay with your
gold... or with your life.

~Ener: Free
Leave: Savvy Trial difficulty /.

Spedial: You may discard a Treasure to pass the Savvy Trial listed above. Ifyou do nat pass
the Savvy Trial you can still retreat. Renegade Coq's Automatically pass this Tria

Rest: You may enqage in a Combat Test against the taxmen (Combat 6). Ifsuccessful you may
recover up to 4 Treasures, IF you fail must exhaust 3 Merits instead of .

©1996 White Wolf, lnc. All Rights Reserved.
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TRONLE
*liolds® forest®

O &

This is the artificial forest of _A___m_ Ironheart. After vast clouds of soot from a
nearby factory forced the leaves from the trees, the king commanded a dozen
Nockers to craft new leaves from iron and copper.

nter: Free
Leave: Free
Rest: You may recover £ Abilities

©1996 White Wolf, Inc. All Rights Reserved.

IRONLEAF LANE
@ [ields @ Forest @ Road @

O @ O

Ironheart's Highway cuts through the lronleaf Forest. The road is meticulously
maintained. Stealing cobblestones is considered a serious criminal offense. No
one must disturb the king's ambitious plans for this area.

Enter: Free
Leave: Free
Rest: You may recover | Advantage.

TRONLEAF VALE
* [ields @ Forest @ Road &

Because the dying foliage in the lronleaf Vale looks unsightly even to him, the

king has called for the construction of metal trees to improve the scenery.

nter; Free
Leave: Free
Rest: You may recover | Ability.

©1996 White Wolf, Inc. All Rights Reserved.

JACKO's BOG |
*Marsh® Ruins® Border®

& & ©

A concerto of belching effluvia echoes endlessly throughout this bog. It is the home of Jacko D'Rakk,
the cannibalistic bog ford, who rarely sleeps in the same place twice. Every day, he moves the location
of his throne, and you never know where you might have the misfortune of finding him,

Leave: As above.
Special: If Jacko D' Rakk is encountered here add I to his score on any Tests.
Rest: You may recover | Treasure.

KATHIKAAT 7
# Border® Town @ Wasteland @ ,

® G ©

Built from the cliffs within this waterfall, this was once a thriving city of Kokua.
Now it serves King Ironheart as a farm for slaves. The Kokua's spirit was bro-
ken when the Splendour River stopped flowing through their city. |

“Enter: Free
Leave: Free

wvmm_.m_“ Unique. Ifyou Test againsta Waylay here, you must re=roll your high-
| ost die.

Rest: Unseelie can recover any £ Merits. Seelie can recover up.to 3 Allies.

©1996 White Wolf, Inc. All Rights Reserved.

S
< Mountains® Road® Border®

D

The spies of Ardenmore have roamed far and wide, but this stronghold has not
been compromised. Kelwrath's Volcano is the secret source of the Cold Iron
used to bring the Cog Armies of Middlemarch to life.

i

R

i
il

wm__ﬁﬁ, :_n.__zzm:__m:__ y 6.
Loave: As above.

Rest: If you are a Renegade Cog or a Mechorg you may recover up to 3 Abilities
ﬁ Treasures or any combination thereof. Other characters may restand recover
| Treasure

A

L

i
i
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KING IRONHEART'S HIGHWAY =
@ Border @ Fields® Road ®

® o O

This road leads from the troubled lands of Ardenmore to the dying lands of
Middlemarch. Take your pick. Where will you find your destiny? <<__¢ you save
the virtuous or punish the wicked? ,

=

Enter: Free
Leave: Free,
Rest: You may recover | Ability h
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MECHOPOLIS WATER WO
*(ity Sewers® (ity Wall®Ramp®River®

OO

Here the Splendour River has been diverted to supply Mechopolis with fresh
water. The waters lose their sparkle as they get closer and closer to the city.

LASTWATER FIELDS.
@ Border @ Fields @ River &

® 0 @

A dam blocks the river just south of here. Obviously the king has a much better
idea of where the river should go.

NOWHERE FOREST
* [orest® Border &

o ©

This portion of the border between Arden and Middlemarchisn't patrolled, and
with good reason. The forest is so dense that no one has ever seen the center of
it. Thus, since there's no there there, no one ever qoes there.

i

it

I

1]

e b

‘m T ,,Ja | Enter: Free
nter: Free | Leave: Free

| Leave: free ~ 8 Rest: You may recover | Art. W Leave: free
Rest: You may recover Z Arts. : , Rest: You may Recover | Art.

G IRONHEART'Ss H
< Road @ Wasteland @

O ©

Another modern innovation of the kingdom s a flat multi-lane road to facilitate high-speed transport,
Travellers can pay additional taxes to ride in the giant carts of Middlemarch. Although the scenery of
fae can travel to see it faster than ever before.

NORTHGATE F1ELDS
© [ields®Road®

o @

Just north of the (og Barracks in Mechopolis, the zo:__ﬁ% Fields is known
for s exceptionally vivid sunsets. They say it's because of the clouds of smoke
and the miasma from the marshlands.

IGH

®Road® (ity Streets @ (ity Wall®
The Marketplace of Mechopolis is busy around the clock. The merchants here

will _ﬂaﬁ__z place a price on almost anything. Honesty and trust aren’t worth
much.

ol

Enter: Free ; Enter: Free
Leave: Free - "W | oave: Free

Rest: You may recover | Ability. , Rest: You may recover any | Merit. Ifyou discard a Bag of Gold you may recover
any 3 Merits.

Enter: Free
Leave: free
Rest: You may recover 1 Ab

E M

KING IRONHEART'S HIGHWAY

; THE LIGHTHOUSE
® Border @ fields® Road & Border # Fields® Road @ Town & , # Border  Wasteland @

® O O ﬁ ® QO 6 | ® ©

In these lands, it is difficult to tell what is real and what is illusion. Visions
and dreams can deceive as easily as they can enlighten.

Since the majority of Ironheart's soldiers are busy attacki
of Middlemarch’s more ambitious criminals have decide
economy by resorting to honest highway robbery.

m>-ﬂ_m=so;®. se_“< Ironheart's metal lighthouse dwarfs the small town of Ironcrest. The town is
S Summate te one of the few civilized places in Middlemarch that hasn't been consumed by
the rapidly growing Mechopolis.

i

#

L Enter: Free :

: Enter: Free
Leave: free o
Special: You must pass a Savvy Trial difficulty 6 orbe forced to discard a Trea- , o

T [ioathniee ! / Rest: You may recover 1 Ally or | Advantage.

| Enter: Free
| Leave: Resolve Trial difficulty 6.

i

i

=

Rest: Roll I die, if the result is greater than your Resolve Attribute you may
recover | of your discarded Meris.

L sure (your choice).

Rest: You may recover 1 Ally here. ,
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NOWHERE TIMBERLANDS ROAD TO KELWRATH’S VOLCANO

® foreste Border & ity Streets® Road® Ramp® ; < Jlills® Mountain®Roads®
These timberlands reach the western tip of Middlemarch and border the Arborian Nation. In o EL T . H _ i . : j
e _ ! The troubled citizens of Mechopolis live in vast networks of housing. Names This road leads closer to Kelwrath's Volcano and provides a view of the hills
Ww_%m_v_@___m_%ﬁd_w _H_J%xmMﬁ_wxw__h_«m%w_ﬂ%ﬁ_wmﬂ%ﬁ_ﬁﬂ% %M%Eg. Do are often forgotten; every home has a number on the front door. Unseelie _w__:osa_:m_.zﬁé.m_s__m.:_mm_a___ﬂ of the active volcano in the distance can be
. ' ) . " Boggans whisper of any suspicious activity here. inspiring or intimidating, depending on your point of view.

&2 o

= Enter: Free
\ Enter: free

7 Leave; Free Leave: Free

‘Rest: You may recover I Art in these surprisingly tranquil lands.

7 ©1996 White Wolf, Inc. All Rights Reserved.

i
1

THE PIPELINE
# Bridge @ Fields @ River ® Road @ Wasteland &

I 08 0 &

The Splendour River is diverted away from the Kokua waterfall city toward
zﬁ__oﬂo__m by a large dam and huge metal pipes. Now that the lands of the
Kokua have suffered, slaves are brought this way as well.

RIVER OF SLUDGE
# [ields® Wasteland® River®

O @ &

The Grey River carries the waste of Metropolis towards the Fields of Sludge.
Most _M% who venture too close to the so-called “waters" pass out from the
stench.

nter: Free nter: Free ‘ | Enter: Free
Leave: Free - Leave: [ree : Leave: Free

Special: Heavily patrolled, All Cog Waylays may add I to th - B Special: If you wish to leave the League in a di W , Rest: You may recover | Ability.
 Testing in this League. -  crossing the river you must ford it and pass a Might Trial difficulty 6.

Rest: You may recover | Art or 1 Ally. | Rest: You may recover nothing here.
| s Mo

'THE PROMENADE
*(ity Streets® Ramp®Road®

© O

The Promenade, the main thoroughfare in Middlemarch, has many statues. All
of them are monuments to Ironheart.

@ Road® Wasteland®

O &

South of Middlemarch lies an area called the Fallen Lands. It is a conquered teritory
under the watchful eyes of constant ﬂ&s_w. Now that the fae there have been cowed
into submission, Ironheart can turn nis full attention to Ardenmore.

Ak

i it

* Ruins® Wasteland &

& @

:__m Naga are a mysterious race, and it is frightfully easy to misinterpret their
alture,

© Mountains®Road® Border®

CRORO,

A _oj-azozs road rambles to the south. On the surface, the ground
trembles, and a loud rhythmic rumbling echoes through the hills. Cobblestones
m on the road have been swallowed by cracks in the earth.

nter: Free by Road, Might Trial difficulty 7 by Mountains.

Leave: As above E o SpecalUnigue
Rest: You may recover 1 Ab Rest: If you choose to rest here; you do so under the “hospitality” of the Naga. Roll a Die: 1 - Eaten for dinner,
discard | Merit. 2 - Qutcast, Leave this Leagueon your next Day. IFyou returm to this Leaque you must Exhausta
Merit.3 - lqnored, Recover | Ability. s - Welcome, You may.recover | At or | Abilty. 5.~ Honored Guest, You may

Recoverany 2 Treasures, Arts or Advantages. 6 - Accepted, Recoverany 3 Merits.
01996 White WolF, Inc. All Rights Reserved.

Leave: Free
Rest: You may recover 1 Ability or Advantage.
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SOUTHERN WASTELANDS | SPLENDOUR RIVERBED
© Wasteland® R @ Border® Wasteland ¢

® @

Adry riverbed flows through a wasteland. Abandoned villages and farms have fallen
into disrepair. Even hope dies here. Yet someday, even hope may retum...

THE S
@ (Jcoan @ (astle ®

A

@ ®

These are the new shipyards for Ironheart's navy. Disreputable Mer and Tritons
-~ frequent the docks, but no doubt they're preferable to the fae you'll find on
‘ [ronheart's ships.
hnterFree oo oo
- - Enter: Free
X [eave: Might Trial difficulty 6. s
,,‘W_Es__ Unique; Mer, Selkie and Tritons automatically pass the Terrain Trial on this J& & . . = Leave: Free
Leaque.

= Rest: You may recover 2 Advantages here, You may not recover anything if you've
“failed the LeaqueTrial.

Once the forests here were alive. Now this arid plain s devoid of life. Once the
citizens of Mechopolis dreamed of a prosperous future. Now they are compla-
cent and obedient.

Enter: Free

eserved.

Enter: Resolve Trial difficulty 6.

Leave: Free - .
Rest: You may recover | Advantage. i pmw m%.%é Trial difficulty 7 or Discard a Bag of Gold you can

Leave: Free
Rest: You may recover | Art

SECRET TUNNELS THE SLUMS € SPLENDOUR RIVER

@ (ity Sewers® River®Wall & « (ity Wall ity Streets® Road® =  [ields @ River @ Border®

S @ & e O 1 SEHO

- There are many secrets within Mechopolis, but not all of them are known to King Ironheart has qreat difficulty maintaining control in the dirty underbelly W Three things come from the north into Middlemarch: the clear, glamorous wa-
the king. Rebels within the %ﬂ have been studying the ancient network of of Mechopolis. Resentment festers here like a disease. Once you're downand = ters of the Splendour River the heroes of Ardenmore, and the hope of rescue
tunnels underground. Covert Eshu cartographers are hard at work. out in Mechopolis, there's no way back to comfort. - from the machinations of Mad King Ironheart.
EZ T 5 F = ’3 e 7 .
. B foter: Free

01996 White Wolf, Inc.
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| THES i ;, THE SKYWALK & SPLENDOUR BROOK
 [ields® Road® Mountain® Ic *(ity Skyway® Ramp® %  [ields® River®
,1 =
SEONS & 3 QO @
%ﬂ_w _%mﬁ__u__w_h_m__ﬂ_ﬁ“«_wﬂ %_“\@m«\_uw__w__w,h%wﬂﬁwﬁﬁ__vﬁ__:m__ﬁm@m«\éﬁ____ﬂw_ﬁ_ﬂmﬁﬂﬁ ~ Ancelaborate system of catwalks overlooks the city's streets. From here, it s Kokua refugees travel through these lands. Itis said that an elderly Kokua waits
;La_sa they have witnessed. : ~ easy to watch thecitizens below. Who has been watching you? and watches for them in a well-hidden treehouse. Fortunate sm_%mm receive
; his words of wisdom beside the Splendour Brook.

Enter: Free
| Leave: Free
' Spedial: If you attempt to find the secret trail to the south, you must pass a

L Enter: Free
Leave: Free

Rest: You can recover 1 Art by the River or you can search for the old Kokua
wiseman. If you choose to search you must pass a Resolve Trial difficulty 7. If
successful, you spend the day listening to his stories and enjoying his hospi-
tality - recover any 2 Merit

- Enter; Free
Leave: Free

Resolve Tral difficulty 7.  Rest: You may recover | Advantage.

Rest: You may recover | Ally.

01996 White Walf, Inc. All Rights Reserved.
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"WASTE TUNNELS ]
*(ity Sewers® (ity Wall® River® Rampe W

QO

 Avoid this place at g,“_ cost. Foul fumes waft through these tunnels, and fouler creatures
= who have never seen the light of day spawn in these reservairs of sewage. Their wide eyes
never blink, and they will feast on anything... even each other.

TIMBERLANDS OF GREY FILTH
@ [orost® Marsh® Border®

O & ©

The Grey Filth is ﬁaﬂ_g_z invading the majestic forests of the Timberlands. Redwood trees
stretch towards the heavens; murky swamp water covers the forest floor. Birds of prey hunt
swamp rats here, but sometimes the rats feast on fallen birds of prey.

sU OCEAN
@ (ceane®

The ___z__._z Tsu Ocean has been receding for the last two hundred years. Each
«8_.  little more of the coastline is exposed, and a few more dispossessed
ritons venture onto the mainland.

mm ter: Resolve Trial difficulty L from Forest, Might Trial difficulty 6 from Marsh. :
Leave: As above.

__MM% fw ““o,\m coverl Ab ouial: Mer, Selkie and Trtans gutomatically pas.the Terai el on this W Rest: Your opponent can automatically recover | of your Flaws if you enter this
: y _ League. If you a__;isa_ﬂ:m_ here, you must exhaust a Mer - N Ivaque Yol can ecoyer nothing
Rest: You may recover 2 Abilities here. You may not recover anything if you've

failed the Leaque Trial.

"THE TOWER OF KING IRONHEART N
* (ity Wall® (ity Streets®Ramp®Road® "WASTED FIELDs

® (ity Streets®(ity Sewers®(ity Skyway (astle® & Borlor® Wasieland &
A
OO0 6 ® &0 3.0 D
[n Uptown, the posh and well-to-do of Mechopolis find endless amusements,

The m_ma tower of Mad King lronheart s the second _aﬂﬁ _u____ﬁ_:_m inall of Their personal ﬁ_d_smsa and physickers also treat them for a never-ending oﬁ:;:;: can either defeat a fae or inspire him. Some succumb to despair.

wﬁa__m mw_mﬂ_mﬁ“_%_«z_& m__@_.m_s;_o__= of igh king Ardfanth. Someday soon, variety of illnesses. Such is life in the biq city. Others are motivated to great heroism.

(Enter: Savvy Trial difficolty 7. : T

= @ ,uf‘
|1 ot | Enter: Free
Special: Unique.If Waylayh Testthat results inastale- A : . . : Leave: Resolve Trial difficulty 6.
_Es_v. ___n_%.n_,\w%ﬂs_:_z; o Netepe D Tl Rest: Unseelie can recover any 2 Merits here. Seelie must pass a Savvy Tri
it cueai g, i difficulty 7. If they succeed they may recover any | Merit.

~ Rest: Your opponent automatically recovers | of your Flaws of his choice when
| you enter this League.

ELANDS
* Wasteland®

e

Tsu COASTLINE
@ Border @ Fields® Road &

® & O

Ifit wasn't for the rank and file patrols of Cog Warriors marching through here
50 often, and the slicks of oil sprites %:j the surf, the scenery would be
quite delightful. The Selkies who used to frolic here have all but disappeared.

RTEX
© Border ® Wasteland @

® &

e
wii,. 4“[ s

1

The wastelands south of Middlemarch fill travellers with despair. Some become
so ensnared in their own misery that they cannot find the strength to go on.

R

Enter: Free
H, Leave: Free.
Rest: You may recover | Ab

Leave: Might Trial Difficulty 6.

Leave: Resolve Trial difficulty 5.
Special: If you'fail the Might Trial to leave, your opponent may select and play a Combat :

Special: If you fail the Leave Trial you must retreat in the direction that you

el

ecial: If
aylay of s%m_ L or ess. This Waylay is not  part of your Quest Waylay Rati J:_z_ your

came from on your next day.
Rest: You may.recover nothing here.

(pponent can play a Waylay like this on you every time you fail to pass the Leave Trial. Heh!

Rest: Norest s possible here.

i

i

il

i
il
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[n the murky non-day of the deep
wilds, you are ever on quard. And
well you should be, for some of
those things lurking threateningly
in the bushes are the bushes
themselves, Discard this Waylay
when it's defeated.

0199 White WolFlnc.ANl Rights Reserved:lus: !iy MarkJackson

Traveling for days through ho

environments, with no rest and little
food, you feel that you cannot qo on
but you know you must. You need to
use what's left of your wits to find

food and fresh water or you'll wither
to nothing.

If you are defeated in this Waylay,
keep this card with your character.
You may, as your encounter, Test each
Day to defeat it, but until you do, suf-
fera -1 penalty on all Tests and Tri
als. Discard this Waylay when it's
defeated.

Head Leech's are not known for
their brains, but watch your head
when going through the swamp
if you value yours. Discard this
Waylay when it's defeated

jiobb

h

'y N Boyd

01996 White WolFInc Al ights Reserved Hlus;by fo
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-AFFECTIONATE OILSLICK

%

Qil sprites are known for their gen-
eral clinginess and codependant
behavior, and this bunch is no ex-
ception. They have taken quite a
ingto wo__. andit’simportant that
No__ talk fastand convince them you

ave to leave, E%ﬂ terally
smother you with their love. You
may not retreat from the Affection-
ate Oilslick. Discard this Waylay
when it's defeated.

t from arou

"You ain here, is

<@..N:

[tshouldn't be too hard to outwit
these quys. Discard this Waylay
when it's defeated.

“01996 White WolElncAll quﬁh Reserve! lliux.'liy Anlﬁi;ﬁy ﬂiqﬁtowvl
o100t o A ks R, o by e

- AssempLy LINE

0]

You've been captured and put to work on
anassembly line. What is being assembled
is a complete mystery to you; your task,
however, is to make a square peq fit into
a round hole. When you finish your first
batch, you will get a very short break, and
perhaps you can sneak away.

Fach Day you encounter the Assembly
you must make first a Might Test and then
a Resolve Test, Losing the Resolve Test is

| a stalemate. You must succeed on both

Tests in a single Day to defeat the Way-
[ay, and may not retreat. Discard this Way-(
lay once it's been defeated. 2N\



WEST CoG TOWER :Coc HUNTING Dogs
@®Border®(astle®Fields® Road® 23\ ‘
b

The soldiers of the West Cog Tower are always vigilant. They take great pride
in their absolute obedience and loyalty.

A qeyser erupts right before you,
scalding you, roaring its blistering
raqe at the world in general, and at
you in particular. The Geyser is a
cousin to the Steam Sprites often
enslaved by lronheart, and has de-
veloped amarked antipathy towards
all fae as a result, It will not listen
# {0 protestations of your innocence as
reqards Ironheart’s affairs, so you
as your encounter for a Day. You may opt must berate it at the top of your
on any Day to encounter the dogs in ECIAPINGY B\ = =1 [ungs until you frighten it back intqg
Combat Test rather than the retest of Re-~# 4 - B its spout. Discard this Waylay when
i W : feated.

AR

You hear the shrill baying of mechanical
hounds in the near distance. You've heard
of these things. They're relentless. They're
vicious. They nearly always catch their
quarry.

If you stand and fight (Combat Test), and
defeat the dogs, they are discarded.

If you evade them ?mo_: Test), they
move with you from League to League and
«o__ must retest against them before you
leave any Leaque. Retesting does not count

Ll

dilusiby rewlutkw

TS Resenve

Rest: Unseelie recover | Art or Treasure. Seelie recover | Ability and | Flaw.

“01996 White Wolflnc.Alt
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ESTER TUNN
# (ity Wall® City Sewers River®

&0 &

==

ELS

[tis best to stay in the boat when g& e N { 8 You've wandered into a group of

z__d___: Iﬁ_c__ﬁ_w_%és_ﬂa from M:ﬁgm Refinery _38_”__%%3_>§1==_s_w_ where massive pumps you come to rough waters. - i _ﬂ%ﬁ_ﬁoﬁw%ﬁﬂw mm Hﬁ_%_ﬁ___ _w_ﬂmmﬂw
chum the sludge into stane aqueducts. Even the Sluagh consider these bilious substances t hole- i :

i q ve gh consider these bilious substances to be unwhale Fach Day you encounter (apsized, Bl mmim_%z gray, The cloud

some. (nce they enterinto both a Might and a Re-
_— solve Test to make it safely back
tyl; > t0 shore. You must be successful
: at both on a sinqle day to defeat
this Waylay, ﬁ_s__ﬁ._:«o__ only ex-
=8 haust | Merit if you fail the dual
8 tests. You may not retreat from
this Waylay. Discard this Waylay
when it's defeated.

around them is so thick you can
feel your clothes taking on a
brown stickiness, and your eyes
and lungs are burning horribly.
You must get through to dlean air,
if there still is such a thing here.
Discard this Waylay wheniit's de-
feated.

re transported to the right swamp, they immediately becomes somebody else's problem.

nter: Resolve Trial difficu
Leave: As above.

| Rest: Your opponent automatically recovers I of your Flaws if you enter t
League. No actual rest is possible in this pungent hell.

AltRights Reserved:flug by LeJones
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WESTERN MOOR i € : { -+ Cog SNITER
© Marsh® Forest® , e : =

¥ &

The trees of the forest are trying to reclaim the Western Moor. The swamplands drain
a little more each year, and the forests of the Western Moor spread a little farther.
The mud here is so deep that Boggans prefer to stand on the shoulders of Trolls.

The first indication that you are
under attack is the shriek of a
ball-bearing zipping past your
ear. Then the sniper sets his mJ_a
and you find yourself scambling
for your life.

When you lose a Test to the (og
Sniper, choose an Ally as the Merit
you exhaust unless all Allies are
already exhausted, then you may
exhaust other Merits, Discard this

They'resmall, surly, and in rebel-
lion aqainst Boggan tradition. If
you're having a very ==_=;x day,
they might even pose a threat.
Discard this Waylay whenit's de-

feated.

on

Rest: You may recover nothing here.

e Wolne AL RhEs Reserved s by v Food
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These are hard times for many in
Middlemarch, and more than a few have
turned to thievery to survive. It's best to
keep one hand on your sword and the other
0N Your purse.

If the Footpad is undetected in time by a
Resolve Test, he takes | Treasure of your
opponent’s choice, and is placed by your
opponent on an adjacent League. Your op-
ponent may move him I League each of her
Days. Ifyou choose to pursue, and encoun-
ter the Footpad again, he becomes a Com-

bat Test, and if you beat him, you reqair(

your Treasure. Discard this Waylay when
it's defeated.

o096 e Wl Rights Reserved
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we:___:ﬁ zos__z__s_aa:_s
this world of dream, Hypo-scor-
pions are born of deep terrors in
the subconscious minds of hu-
mans.

I you lose a Test to the Hypo-
scorpions, you are at -1 on a
Tests for gs next 2 Days. Dis-
card this Waylay when it's de-
feated.

_A___m_ [ronheart's industrial mania
has left its venomous mark on the
wildlands of his kingdom. You
must know how tospot the s ma
that the water you're drinking has
been corrupted, or suffer the con-
sequences.

If you lose wo_: test, you suffer -
I to all Might Tests and Trials un-

| til you rest for 2 consecutive §
Days. This Waylay stays in play aﬂz

the rest of the game.

“01996 White WolFInc.All Righs Reserved:lus!by Briah eBlanc ;

Something about you alerts a cog
security maa_ thatyou m mz not
belong. tither vanquish them or
convince them you're just another
zo%_%xm_: gard inthe big cty.
Discard this Waylay when it's de-
feated.

“01996 White WolFlnc All Riqhﬁ Reserved: llus/by Ron'Spencer

<o_::_g:_c:§>
never thought yo %

actually ever

see one. Well now you have and

rather wish you hadn

t. The choice

is a vile one: beat them or eat
them. Discard this Waylay when
defeated.

Combat - Make 3 Tests against
the Rat >nv_mm each Day you en-

counter

em until you have de-

feated them 3 times.

solve - Test aqainst Resolve to
eqt the little creatures.

<0199 Wil A s Resne. o b oo

_ SOCIOPATHIC STEAM

SPRITES
-
3

These Steam Sprites were freed from
their enslavement by a terrible explo-
sion, but not before the pressure de-
stroyed their sanity. Now they zip
across the land like burning ghosts,
assaulting anything that moves,
slithering over their victims' skins and
leaving them writhing in agony. Ifyou
can somehow appeal to their lost
compassion, scalding them with the

il memory of their stolen past, they may §

i R by Wik s

1996 White WolFlnc Al i
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You make your way across the harsh
landscape of the wastelands, dazed
with fatique and exposure, yet press-
ing on. You must reach your qoal if
Ardenmore is to remain free of
Ironheart's fanatical dominion. Then,
off in the distance, you see a pocket
of paradise, a perfect place, except
that it's not actually real. You must
realize this and not wander from your
path.

If you fail a Test aqainst the Tempt-
ing lllusion, lose your next Day IngX
stead of exhausting a Merit. Discard" §
this Waylay when it's defeated.

RoAD CREW.

To slip past this Road Crew, you
must persuade them that you are
one of lronheart's Public Works
Inspectors. Unfortunately, they
start asking for advice on techni-
cal problem, pulling out blue-
prints and pointing to equations
scrawled in the margins. Solve
their problem and convince them
you're who you say you are so
they don'talert the authorities to

«88522. Discard this Way-q®

ay when it's defeated.

01996 White WolFInc. A1 Rights Rserved:lus: by eiffones:

You've fallen into an old-fash-
ioned pit trap and must clamber
outifyou can. You s@w__a retreat
from the Tiger Trap. Discard this
Waylay when it's defeated.




Wyld Boars are fearsome crea-
tures known for their esoteric
scissoring techniques and the fact
that no one they kill is ever found.

Discard this Waylay wheniit's de- &8

e feated.
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Breathing this scorching air burns
your lungs. The heat is unbear-
able. Can'you plod through?

This Waylay stays in play the en-
tire %:2 and must be encoun-

by all characters entering
the affected Leaque. In addition to
the Might Test, the difficulties on
the Leaque's Enter and Leave Tri-
als are increased by I.

|

b roaches of any kind areimpossible to et rid

(lock Roaches were early cog mechanisms
developed by Ironheart’s technicians to keep
thetimein thelabyrinths of Mechopolis, and 8
earned their names not only by the clock
faces on their backs but through the ticking
sound of their iron feet on the iron floors of
the city. Alas, they weren't terribly accurate,
50 lronheart tried to exterminate them, but

of once you have them. When encountered,

i (lock Roaches will engage you ina discus- gk
sion of hrono-science, but their arqumentigg®
tend to be rather circular. Discard this Way-~ E5
lay when it's been defeated.

“01996 White

You needed a time-card to get
through that door, so you, er, got
one. What you weren't counting
on was the fact that
Middlemarch's Time Clocks are
self-aware, and prone to inten-
sive interroqation of those they
monitor. Convince the clock you're
a worker, or get ready for the
Slave Pits, hero. Discard this
Waylay when it's defeated.

> <§w\_5 stays in play until the end

{ Leave Trial is increased by 1.

Ash heaps as far s the eye can see.
Now you know where the waste §
from Ironheart's Fack Tories goes. &

Find your way through the Ash
Heaps or lose your way. This

of the game. Inaddition to the Re-
solve Test, the difficulty on the

01996 White Wolfnc. Al Rights Reserved:Hlus; by Biian LeBlanc

Just your luck, to run into M

Hodge, Ironheart's Vice President
of Vice Presidents in m__emm of Ac-
countability and Buck Passing,
and have him mistake you for a
layabout worker. Enter a Savvy
Test to avoid _s<_=ﬁs spend a
Day talking to Mr. Hodge. You
may not retreat from this Way-

| lay. Discard this Waylay when it's

defeated.

AllRights Reserved:llus/ by B Loblan
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A Press Gang of om_zm 2yes you,
deciding you would make an ex-
cellent zﬂ_%s% forsome Fack
Ew workers who dropped dead
earlier today. Discard this Way-
lay when it's defeated.

ol

Wafting gently on the breeze are
the tempting sounds of a gath-
ering o ___j Sirens sinqing
their songs. Their songs make
you want to stay with them for
all of time, forgetting your cares,
worries and quests. Trick them
ssw__a_z2_83&_:3_5#“__‘
sonq or a discordant round of the
Gremlin song, “Breaking Things

is Fun", in order to break their
hold on you. You cannot retreat @
from Jungle Sirens. Discard this " §
Waylay when it's defeated.

I

“0l996 White Wol
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A Cog Autogyro has zeroed in on
you, and seems to recognize that
you are not a loyal subject of the
exalted King Ironheart. It roars
through the air overhead like a
m;a wasp, pelting you with
g__-_za_:ﬂw. To defeat it, you
must literally leap onto it and
wreck its mechanisms. Make a
Miqht Trial ﬁ__m_e:ﬂ L to leap
aboard, then a Combat Test to
defeat it. This Waylay is discardedgt
when it's defeated.

i

Wl
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: : “B8 The Salamanderis a creature formed i Ahorrible threat from above, Stilt
Speakers, have made a frightening . : . : of living magma. You mean it no S 4 : Gators often place themselves
impact on public misperceptions FERE O : harm, but to ts primitive mind any  FEE ol . over wildlife trails and other
about what the Mad Kingisup to. By & o . creature larger than itself is a BEESEg By . pathways through the wilds,
appealing to the fae's basest self-in- threat. Usually it would flash away waiting to savage an ﬁ___% that
terest, and making claims of moral su- in retreat, but you have inadvert- wanders by. Discard aylay
i [ ently comered it, and must now when it's defedted.

face its blistering fury as it throws
itself at Wo__. When you lose a Test

to the Salamander, you must

{ choose a Treasure as the Merit you
exhaust if possible, Discard this @
Waylay when it's defeated. \

13

o Kudélka
ez

they present a false-yet-compelling
visionof the Arcadia he will bring. You
must see past their lies or lose your

L own vision, abandoning your vital
mission to remain in Mechopolis as a
slave. Discard this Waylay when it's
defeated.
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zg__;gszza_eg.aﬁ__%%i._z_, ,.. , }253:&%%85sgamﬁsmm;m: ﬁ\,, ‘  ,;mms\m_g::m___2;?@52_:
2ty iy W O e I barrens, whipping and tearing vio- (W : N industry is broiling your brains in
swerariddlasked by thespis o theute, (U NS st lenly at any unprotected skin. Pro- QRN S s ourskull. Stumble or rawl away
and if they do not answer correctly within < A A | tectyourself quicklyand weather the EASREEEE™ 3 S to get some fresh air or become
the space of seventeen hummingbird heart- B8 : ) storm or be devoured by the raw another .6.22_ casualty of
beats, they are sucked into the gateway and < 3 voém_‘o;m::m enraqed. Mechopolis'infernal growth. Dis-
suffer capricious effects. & | . card this Waylay when it's de-
feated.

T Righis Rserved /bt Rio oy

[fyou lose the test, all of your Trea-
sures are buried and you must remain
in this League one extra day per Trea-
sure searching for your missing
items. You do not have to exhaust a
Merit when you lose. Discard this\@
Waylay once it is encountered. ‘

If you fail the Test, roll a d

Merit, 2: exhaust one of your Flaws, 3: re-

turn to Base Camp, ]

cover a Flaw, 6: move Z Leagues in the di-
rection your opponent chooses. This Waylay ep®
is discarded once it is encountered. \

A ightsResrvc by B Lelane
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VINES

,;TQE

This once proud zaﬂ_@ IS now T messgl] QB (RS Asymptom of urban development : A number of Tanqle Vines have
just a maze of crumbling walls, { A mo_z mad, this low-hanging ¥ s o OOl writhed and slithered their way
rooms and dead-ends. Ancient RS TR mog Cloud is one of many set- N ] ‘ around your limbs, and you know
memories still haunt its cham- S ‘ , :_M_ to ground throughout [ 2 A= wo__ must break free before they
bers, trying to confuse with their &8 . . Middlemarch. You must pass 3 s reak you down for nourishment.
distracting whispers. Visitors, like through, and know that the only You cannot retreat from this Way-
you, can easily get lost in the safe sa,n to do so is to hold your lay. Discard this Waylay when it's
temple and waste away to breath t ms__o_ms%;_méer defeated.
memory as well, becoming one lay remains on the League it is EEREESE
more thin, faint voice to torment played on the rest of this game. w

M M

for

IncAllRig Re&ewezd.'#lv\u yﬂmw Tod

f

| future visitors. You may not re- §
treat from this Waylay and it re-g® )
mains in play for the rest of the

1996 White WolncAll Rights ReservedHlus by Steve Casper
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You wander into a qathering of Buc-
caneers in themiddle of a celebration
Being quick of temper, they all pu

out their pistols and challenge you -
you must either entertain them with
a sonq or story, or “shoot the boot"
which means chugqing down the
nastiest Buccaneer's oot filled with
homemade grog without having the
substance return to light. If you lose,

| exhaust 2 Merits and discard this

Waylay as they toss you out on you
head. Discard this Waylay when it's
defeated.
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c_ms_:_fm_%%o _Vamoa_ H__m
Wyverns are much smaller and as
vicious as shrews. They live to eat
meat, whether hunted or scav-
enged, and are an uncommon but
horrible menace to travellers in
wild places. Discard this Waylay
when it's defeated.

You're under fire by one of
Ironheart's fearsome Cog Mortars.
Until discarded, the Cog Mortar
will shoot at any character in the
same Leaque or in an adjacent
Leaque, Unless the adjacent
Leaque is a Town or Castle [eaque,
oraGi wge_@ of any type. Ifat-
tacked by the Mortar from another
Leaque, you may move norma

but may only Test aqainst it with

Resolve. This Waylay remains ingg

play the rest of the game.
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THE 4MAN

You look like you're malingering, and
the LMan is here to see that everyone
works at 300%. If you don't agree
with him, he will, uh, terminate you,
because he knows that all workers are
easily replaced. You can stand up to

, and try to take him in a fight, or
talk fast and try to get his heads ar-
quing amongst themselves, giving

A rampaging crew of Cog Marauders ,.

pins you down on their way to t
Ardenmore border and decides you
make a perfect subject for target
practice.

If the Marauders win the Test, you
must exhaust one Ability of your
owg__%_:_a_e._:s__=§__§§_
Abilities are available, or if they are
defeated, the Marauders are dis-

i carded with no effect.
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You are stopped by one of King
Ironheart's qargantuan mecha
cal war-boats. Convince them
you're a benign presene so that
:f_ci._u_oio_:i dust.
Discard this Waylay when

feated.

Beautiful downtown Mechopolis -
thessights, the sounds, the smells, the
traffic. Dirty motorized carriages, loud
blaring whistles and yelling people,
clouds of noxious exhaust, and the
backed-up traffic that never seems to
move. You're stuck until you can ei-
ther fiqure out a shortcut or until you
talk people into letting you pass. You
cannot retreat from this Waylay un-
less you have a Merit that allows you
to fly. This Waylay remains in playgg

(og Traps are desiqned to keep
unwanted visitors out of
Middlemarch. You just found one.

You must pass 2 Tests to break
free. You may not retreat. Discard
this Waylay when it's defeated.

T

COG PLATOON

Dispatched by King Ironheart, this
Platoon of Cog Soldiers is look-
inq for a fight. That is, after all,
their raison d'etre.

You may choose to fight or try to

¥ convince them you are not an en-

emy. If you are defeated in the
Savvy Testyou mustimmediately

nter into a Combat Test to avoid
capture. Discard this Waylay
when it's defeated.

i M
in play and affect any who
travel to this Leaque.
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Wallswithnosky. Anightimare of city plan-
ning. Soot crusts everything, smoke hangs
intheair.Citizens shuffle between hovel and
sweatshop. Despairand banality shroud the
heart, sap you of vitality and hope. You fear
nothing can be done to save Arcadia from
this developmental apocalypse. If you fail
this Test and Test again on your next Day,
subtract  from your score. IFyou retreat, it
may only betoa League withno Castle, Gity
orTown Temains, thenyoumustrest thenext

A troupe of Sandmen have come to do
anaturalistic production of A Midsum-
mer Night's Dream with actual faeries
as the actors. There is no audition -
there is also no choice. If you don't
roleplay well enough for them and re-
member your character's driving goal in
every scene, they might not believe
that you truly understand what it s to
be a faerie. They will make you prac-
ice and practice the role until you have
it perfect enough for someone to be-
lieve that you are one of the fae. Dis-
card this Waylay when it's defeated.

Snakes. Why'd it have to be
snakes?

The Sidewinders of Arcadia have
been ballooned to enormous size
by t %mﬂ fear of serpents re-
flected in the dreams of humans.
Like all snakes, they swallow
their prey whole. Discard this
Waylay when it's defeated.
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The Tornado roars in like the hand of
avengeful god.

If defeated by the Tornado, you are
moved one League according to a die
roll: 1-2: Left, 3-4: Right, 5: Up, 6:
Down. The Tornado moves with you
and youmust face it each Day until it
is defeated. No other Waylays may
be played against a character caught
inaTornado, and ifa Tomado moves
into a League occupied by a Waylay,
that Waylay is discarded. Discard
this Waylay when it's defeated.

CoG SPIDER TANK
6

Sm__ﬂ the most fearsome of Mad
I

_A:_M onheart's toys, the Qm
Spider Tank is a nightmaris
clanking terror that shakes the
ground as it runs.

Until defeated, the Cog Sp
Tank will shoot into adjacent
Leaques at any character unless
that character is on a City Leaque
ofany 5@% orona Castleor Town
Leaque. Discard this Waylay when
it's defeated.
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styousee the rainbow sheen of o
rippling on the water's surface. Then
your boat shifts under you as some-
thing huge displaces the water as it
passes below. Finally, the clanking
tentacles snake into the air around
you, and you know you have a fight
on your hands.

You may discard an Ally (who hero-
ically throws himself at the squid

it's defeated.
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in your wake is the periscope 0
one of King Ironheart's subma-
rines. He doesn't have many, but
the ones he has are extremely
dangerous.

To fight the Qaqm___u__a e, dive
beneath the surface and twist its
windup key until it breaks. You
may also try to trick the Subma-
rine into runping agroynd o
wrecking on the rocks. c_m%_
this Waylay once it's been
feated.

za_az_;o_em %129& <o=
with an offer of employment. (an
you talk your way out of this
without insulting him?

Enter into a Savvy Test to avoid
working for Marko. If you fail, im-
mediately face Marko in a (om-
bat Test, Once he has become a
(ombat Test, he can no _o__ms be
faced with Savvy. Discard this
Waylay when defeated.

General Motors needs new re-
avits for his expanded Leppelin
FackTory. Canyou Qﬂ_% to him
why you aren't available without
alerting him to your spy nature?
Discard this Waylay when it's de-
feated.




Aldrich has been manipulating King
[ronheart and advancing his own
Dystopian agenda. Now you have

N qotten in his way, and must face his Z \3 . , . -
= dark mechanical magics. 2 5 A _
=8 Aldrich can summon two Waylays of m,_.mmaéﬁmﬁmwmm STEAM o i
7 &8 rating 4 orlower orone of rating 6 or N ; = e, W
=8 lower to defend him. If available, 4 £ 28 £82 5@ N
,W these Waylays must be cog, mechorg, ; m % E 2= E55 ,m,,md P
=8 o Mechopolis Security. You must de- o X The resultof the Mad King's "repai i g w\ E EF SE= 998 E
=1 feat these Waylays before Testing 9 mortally wounded dragon, the monster T3 — = EE S=5 w35 =,
B= against Aldrich himself. Discard thisd 4 S B nown as Steelwing is a blend of draco- 52 = = =z 5.2 m/m ik
L = Y] : 2 + . . { o - s="= ==
= Waylay when it's defeated. 7\ nian flesh and arcane mechanisms. I o AMn E2Es ==E= % Sz
{8 Whether the Steam Drake wished to be 05| 85 | 2228 ZEsE o992 e
S A 28 transformed is an unanswered question, < . = w.mmw Imy.mmhm = 6% 2=
PROSELYTIZING g5 but she now devotedly protects lronheart .ﬂ ) Ny << Q =285 £ SESE K m....m £=
VELOCIRAPTORS . £ without hesitation. - cmﬁ W_ =258 mﬂw ES B =
- 8 [fyou do not defeat the Steam Drake, her i m ) \ =22== MN S-= om g £=
£ steam blast exhausts 2 Merits instead of €A | ES2s EEES e ==
g0 1. Also, if Steelwing remains on a League 69\ 2 = g E5= il =°
B 1 3 = . = = o> = o = ' =
They come with stiletto-sharp smiles, = for 3 Days, she goes back into your Oa 2/ E = E=3 e572 =
proffering their wisdom whether you E8 opponent's hand and may be played againgg - g Z 22 BEEE R =
want it or not, There is no escape from S Discard this Waylay when its defeated. £ s ESEEC 5¢ =
their preaching: they're incredibly fast ! o z E= M E= Qs

and dart in front of you when you try to
leave. They know how life s supposed to Rl 3 =% | e e

be, and will harry you with this visionas B2 / i e B PASSING KRAKEN

their less spiritual peers would harry a A i g li =
fleeing elk. You must outwit them in de- e | 0 e B L 7 7
bate (they e fervent, but not very bright), [ \ !
making their eyes cross with thoughts
too complex for their small, reptilian
brains, and slip away whilst they recover.
Discard this Waylay when it's defeated.

One of the two known Krakens in
the Arcadian seas is swimming in
this area, unaware of the disaster
resulting from its Ewgmm The
water churns violently, and one of %
its tentacles smashes into you,
__E%j_és boat and leaving
you to fight the monstrous under-
tow of the creature's wake. Arts
and Treasures may not be used
aqainst the Kraken. Discard this §
aylay when it's defeated.
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NAGA GUARDIANS

i

The Naga are reclusive and
untrusting of strangers. To gain
their trust, you must use reason
to make your case. If you fail, the
Merit you exhaust must be an Art
if possible. Discard this Waylay
when it's defeated.
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