BROAD/SHOULDERED

L

CLEAR THINKING

ABILITY
ABILITY

‘ ' b 70£xh'ﬂurs'tto change awy‘,Wayia intoa ﬁg . - .
 Bhaust toadd 1 toyour scoreina Combat S y Combat Waylay. A Waylay withouta Combat S ;"Téz(%ﬂs é%g?gg?nﬁmuﬁoﬁgetxe%%ht
P Tost. This must be done just before the Test. BB R Attribute can never become a (ombat Waylay. W A L L

. by Adam Rex 01996 White WolFIn. Al Rights Reserved.

. by Steve Casper 01995 White Wolflnc Al Rigts Reerved.

{fs. by Adam Rex 1996 White WolFlnc All Righs Resrved.

‘ DmTY FIGHTER | DEVILISH GRIN

>~

ABILITY

ABILITY

oy 7 _’ , Ur SCore in any B0 B o [xhaust toadd | to your score inan :S‘avvf a Y * [xhaust tqadd 1 to your score in any Re-
,%omhaﬂésﬂhlsmustbedonejustbeforethe g  Test. This must be dor?e just before th%Tést.y i - ?‘)l‘{e Test. This must be done just before the
, ‘ ost,
o - (@ Y
: s, by James Stowe 01996 White Wolf nc Al Rights Reserved.

s by B Hoton o906 Wi Mol o A s Resned Hlu. by Adam Rex 1996 Wite WolFlnc All ights Reserved.

GORGEOUS

PERFECT BODY

PsycHE OUT

e

ABILITY

ABILITY

‘s, , . OvExhausttachangean‘WaKl\i]invovmga f

. 8B Exhausttoadd | to your scorein any Savvy qreature to a Savvy Waylay. A Waylay which

* Bihaustto LoiibaL (TN d e Test. This must be done just before the Test - P does not have a Savvy Attribute cannot be
P solve fest . w VAR  changed toa Savvy Waylay.

. by Rick 'Biien 01996 White WolFlnc Al Rights Reseved. 1us, by Lif Jones 01996 White Wolf nc Al ights Reseved.

Tlus. by Lif Jones 01996 White Wolf Inc A Rights Reserved.
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ABILITY

STEELY SINEWS

s

o by Brian Horton 1996 White Wolf T All Rights Reseved.

BLACKMAIL

h ® [xhaust to change any Waylay you're

facing involving a creature to a Resolve
Waylay.

s, by Acrew Bates 01996 White Wolf nc Al Rights Reserved.

INNOCENT SMILE

to add 1 to your scorein any Savvy
t be done just before the Test.

h @ Exhaust to prevent an opponent from ex-
F hausting his intended Merit. I your opponent

must exhaust a Merit, then he must choose a

different one.
s by Brian LeBlanc 1996 White WalInc Al Rights Reserved.

‘ ) ad ofl any.
,gom at Test. This must be done just before the
i - -

ABILITY

to your Might for
 bat or Might Test when the opposing Might or
F (ombat Attribute exceeds your Might Attribute

" by 3 or more points.

- . by Lee M. Fieds o199 White WolFlnc All ights Resrved,

COMMANDING PRESENCE

 Exhaust to delay any | Waylay for | Day. The

 intended Waylay will remain inplay, but will
j not affect anyone until the end of your next

Day.

& Ixhaust to recover I Ally.

o by Stuart Beel 01996 White WofInc. Al Rights Reserved,

LIGHTNING QuUICK

Exhaust to retest any Might or Combat Tes
p # Exhaust to move | additional League when

~ traveling on a Road.

s by St Fscher 01996 White Wolf . Al Rights Reserved.

WITTY REPARTEE

T Exhaust to changea (ombat Testtoa Savvy
Test. AWaylay that does not have a Savvy At-
tribute cannot be changed to a Savvy Test.

o, by Mark Jackson 1996 Wit Walfnc Al ights Reserved.

DUELIST

¢ hhaust to édgi £ to your score during any
| (ombat Test against another player. Your op-
» ?onent can recover | Merit of her choice be-
ore the Test,
# [xhaust to recover a weapon.

lu. by et Jones 1996 WhiteWelfnc Al Righs Rservd.

. Low MORAL CHARACTER

e
H
o
]
=
2
%

& Exhaust torecover 2 Treasures when you're
ina Town or Castle League. '

. by Lee M, Filds 01996 White Wolf nc Al ights Reserved.
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BRILLIANT STRATEGY PERCEPTIVE FIGHTER

VENGEFUL

&
.
—
-
-
-
<

- . ) Fyou sufferaDefeat, you may immediately < o
@ Dxhaust to retest any Resolve (%mba ’ exhazlstthisAbilityanJ{etest.Youmustsub— | # Dxhaust to add 1 to your score in any Com-
P Defeat. You must accept the results of there-  EEPSSGERP tract | from your score and accept the resuls = bat Test. You may exhaust this Ability after the
[ tost. , SN of the retest. S\  Tost has been made.

s by ctFicer 1396 Whte WlF o Al it Resred . by Aty Highower 1096 Wit Wof . Al Rihts Resened, s by AdamRox1996 ite Wolt o Al i Resered.

FORESIGHT ELOQUENT STEECH

)
/

CUNNING

L

@

- xhaust toadd £ t yau‘rscoreinanngyv;" ., 0£xhaqs"ttoretmtfmmanylW.ayld with-

W faﬂ’a&ntteaéue bayfmvot';/m acreature. [his must be done just | out testing and retum to the previous League.
EXNUSLEC  any | adj . EESEY before the Test. o |

 Youmay also look at any [reasures there. ¢ Dxhaust o recover any 2 Advantages.

s by Lee M. Fields 01956 White Wolfnc Al ights Rserved. _ | . by Anthony Hightower o199 White Waltlc Al Rights Reseved. | : s, by Je i Wit Wolf b All Rights Reserved.

PATHETIC SNIVELING Tron WL

ABILITY

N

P

| ® Dxhaust to retest a Savvy or Combat De- [ @ Exhaust to recover 2 Might or 2 Savvy Abili-
J feat. You must accept theresults of theretest. S8 F ties.

t

LYY

Iy

. by Bren eBlanc 01996 White WolFnc Al Rights Reseved s ' s by teveaspe 01996 WhiteWol o AlLRights Resnved, | 4 s by Bran Haton @199 White WolF Al Rights Reserved.
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ABILITY

-

ADVANTAGE

SNIDE REMARKS

F characterdefeated in this Test does not have "

_to exhaust a Merit for losing.

. by Mark Jackson 01996 White WalFlnc Al Righs Reseved.

“

ADVANTAGE

ADVANTAGE o

STEADFAST - EAGLE EYEs

-k

ADVANTAGE

# [xhaust this card to look at any League, up
to 3 Leagues away. You can also see what
Treasures wait there.

SENSE OF DIRECTION

ADVANTAGE

did 10 add 0 YO ore
a{é d illd d

d d t0 exad @ aliy ddjace
eaque (ard

i ol

~ FORESTRY

N

ADVANTAGE

AdA 1 L0 0fe aqa atl 10505 afid AGd 1 L0 YO 0re ada ail iests and
on 10 adue dis Of t0fe edqie
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ADVANTAGE

o

ADVANTAGE

Swamr RAT

k- Add 1 to your score aga
f on Swamp Leagues.

' . by John Cobb 1996 White WolFIn Al Richts Reseved.

 OGRE KIN

have some
 somewhere. Add | to you
Tests against Oqres, ,

, @ [xhaust to add | to your score ina Combat

P or Might Test.
QOgres and Trolls may not take this Merit.

BiLLY SMITH, 8 GRADE HONOR ST‘UDENT

AND HUMAN CARTOGRAPHER

# Billy allows you to switch any £ adjacent
Leaques with one another. These L eagues re-
B\ tain their facing, however normal rules for
matching terrain and traveling on these
{eaques no longer apgly. Remove Billy from
play once this power has been used.
. by Dave Fooden 1996 White Wol lnc. Al Rights Reserved.

10.y0Ur Scoreon any Savy

C

h 4dd]toyourscoreagainstallTestsand Tri-
als on Ocean or River Leagues.

@ [he [e?em, Assjack, trusts you. The Waylay
iﬁatizng ofany Quests you undertakeis reduced
yL

Your Pagecanundergoany T
using the statistics above. This exhausts the
k Page. Remove him from play if he's defeated.

& * Your Page can retrieve | Treasure from an

~ adjacent League ﬁqnorin Terrain Trials and
Waylays). This exhausts the Page.

15 by bee . Fieds

estinyourplace

N

ADVANTAGE

MOUNTAIN HERITAGE

L+ Add] toyourscore aghinst all Testsand Tri-
als on Mountain Leagues.

Ve qotsomi
Middlemarch. Cog Soldiersand (og Drag
ducetheirscores by Zwhenyou testagainst them.
@ Youmayexhaustthis card to take a Log Waylay

“ b card (Cog Soldier or Cog Dragoon) in your League

and makeitan Ally. The Cog “"Ally” may undm(ia a
Combat Test in your place. Discard the Cog “Ally”

onceitfigh
s

#You'reamember of the Thieves and Bandits

Guild. You may pick up any Treasures on the
board. However, if the character they belong

b to defeats you ina Resolve, Savvy or (ombat

Test, they get their Treasure(s) and this Ad-
vantage is exhausted.
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DAVELON, GLEEFUL SATYR | 5 GranT Horeing ToAD

# Daveloncan undergo any Sawvy Testin your
place. This exhausts Davelon. If Davelon is
defeated, he is removed from play.

. Lady Sophiia allows you to double any re-
coveries on Town and (astle Leagues. You are
~ always treated like nobility, even ifyou're not.

= WENIG, KNOCKER MECHANIC

. & Dxhaust to recoverup to 3 of your Treasures.

{us. by Mark Jackson

GUNT - .

¢ loadallows you to pass any Terrain ri-
als encountered ona Swamp Leaque. This does
not exhaust the foad.

M g b}  Exhaust the Toad to make a giant leap over
(v any | League.

c

B o Runs-Wild can undergo a‘ﬁﬁmbafWayta

= 0
KA, 1 _
RABXTL fight: Fven-—he returns to your side. 0dd—he
B attacks you in a frenzy (Combat Test) and is
then discarded.
. by Bon Spencer 1996 White Wolt Inc. Al Rihts Reserved.

GIANT EAGLE

 MOUNT -
# [he Fagle allows ij to move 3 leagues
\ overany Terrain. Furthermore, you do noten-
P counter thefirstZ Leagues, only the third. This
exhausts the Fagle.

- Gurthdass can undergo a Combat or Might
« lestin your place, This exhausts Gurthdass. If

@ Gurthdass is defeated, he is removed from

play.

, l is y
o , be done
our place. This does not exhaust Runs- connected by Roads or Fields. bxhaust

However, you must roll a die after the

instead of ! Th ques
the

Warhorse if you use this ability Z Days in a

W 0w,

# Ixhaust to add | to your score in (ombat.
This must be done bef

# Hurrgan can undergo any | Combat or Might
Tost in your P%a(e. ihis exhausts Hurrgan.
However, if Hurrgan is defeated, he attacks
KGU immediately (Combat Test) before ex-
austing.




XHAUSTED

EXHAUSTED




FS SHAEBANARIA, NYMPH GUIDE |

NUVORG, IMp CONMAN

T

* Nuvorg an undergo aw SawyWa(iay in

\ Klw place. This exhausts Nuvorg. If deteated,

BB Nuvorg takes | of your Treasures and both are
" removed from play.

Shael d, she
 is remaved from play. You can no longer ben-
efit from any Rest on Forest Leagues.

Wolf o Al Rights Reserved.

. You may exhaust this Art and spend a Day
. to move 3 Leaques in any direction. You are
not affected by Terrain Trials on your
destination League and you completely skip
the first two Leaques.

& [xhaust to enterintoa Resolve Test against

L another character's Resolve. If you are victo-
fious, your opponent is rooted firmly in place
and may not move during her next Day.

@ [xhaust this Art to choose the Merit your
opponent will exhaust when he loses a Test.
You must exhaust this Art immediately after
the target character loses his Test.

# [xhaust to skip any 1 Leaque, You will en-
P counter the second Leaque.

06 Whie ol Al Ri

LADY KRYDDIA, SIDHE ADVENTURER
e it (,/i;

- Lady Kryddia can undergo any Combat or

Savwy Tests in your place. This exhausts Lady

M Kiyddia If Lady Kryddia is defeated she re-

5 mains in play with the Waylay (or character)

and will join the first character to defeat the
Waylay (Jor character).

s, by Lo ones 1996 White Wolfnc.

# Lyacting and to the point, Silvernahl can
- underqo any Savvy or Resolve Tests in your
WA place. This exhausts Silvernahl. If Silvernahl
is defeated, he gives you bad advice. Subtract

2 from your score during your next Waylay.

. by Drew ucker 1996 White WalFlnc Al Rights Reserved

FAIR FORTUNE

| # Exhaust to.add 1 to g Character or Creature
Waylay's scorein any 1 Test, This must be done
just before the Test.
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3-Vour opponen ‘
Treasures o another League He chooses the Trea-

' smea,ndtherﬁewiea?ue.&*Yﬁu(’anski'pﬂeaque

thenextDay. 5—Oneofyour Treasures of vourchoice
ismoved to your current League. 6—You may take
twoDaysinarow.

s By A 96 White Walf i Al Rights Reseyed.

" ofyou it ignores Terrain Trials). IF your opponent

intends to Waylay you'in the League onto which

L theWill-o™-the-Wisphasmoved hemustinstead
L Waylay the Will-o™~the-Wisp. I he playsaWaK— ,
b lay, it remains on the L eaqueand will affectany who

move there. Ithe does not playa Waylay. he cannot
pi% oneifyoumove to thatLeague on thefollow-
ingDay.

01996 Whita WoiFlac A1 Righs Reserved,

ART

k  Savvy Ability to hide. As

CHAMELEON

surroundings. 1f ylay
is in your League that Dﬁr, you may exhausta

on(gas you're hiding
you annot be encountered by another char-
acter or a Waylay. Once you move to another
Leaque, this effect ends.

lka o199 White Wolflnc Al Righs Resrvel.

ProTOCO

* [xhavst to force any noble to miss their

next Day.

# Exhaust to force any nonnoble to exhaust |
Savvy Ability.
. by Mk ackson £1996 Whie Wolf e All ights Resered

WILLOW- W HISPER

. & [xhaust to look at any | adjacent League.

You may also inspect any Ireasures hidden
there.

i ane Ferguser hite WolFlnc Al Rights Reserved.

CREATIVITY

_ * oumayexhaust thisArtand I Savwy Abilityto.
,fhanqe*anyWaK!ayTestyou'refacingtnanyoth»?r '
_ Test of your choice (a Combat Waylay can be

. changed toa Savvy Waylay, a Resolve Waylay toa
Might Waylay, etc) You may even change a Way-
!ayinmsom?thin?itwuldnotnonnallybe.h‘}/ou

dothistheratingforits new Attribute will be

I Wil el

' may make

2 Resclve or

, ¢ Ih N .
Might Terrain Trial difficulty 6 for anyone who

wishes to enter that Leaque. The character
making the Rune may ignore the ward. Torep-

F resent the Rune Ward, place this card on the

warded Leaque. Once someone passes the

& Trial, remoyeili}jscard and the Ward from play.

o100

h ¢ bxhaust to force another character to im-
§ mediately retest a Victory.

# [xhaust and enter into a Resolve Test
against a nonnoble character in your Leaque
orinany adéacent one. Ifyou'revictorious you

, im move in the direction of your
choice for Z Days.

. by John Brdaes <1996 White Wl nc Al Rights Reserved.
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L @ [xhaust to recover any 2 Abilities or Allies.

# Lxhaust to return 1 Waylay of Rating 3 or
" lesswhich youroi)]penent has defeated to your
 hand instead of the discard pile.

. by Hark Jackson 1096

L & Dxhaust this Art to affect atar?et of your

choice: a character, Ally or Waylay in your

 Leagueorany adjacent Leaque. The target sub-
tracts £ from their score on a Combat Test. This
must be done just before the Test.

Hlos. by Adam Rex

(€5:9:530):18):8

® [or the next Z Days, you may exhaust a

h Savvy Ability to make the results of any Tests

XOU undergoa Stalemate. This exhausts Gran-
eur.

Thos. b Joshea G

GIMMIX

# [xhaust to enterinto a Resolve Test against

 another character's Might. If you are victori-

ous, you may move them | Leaque in any leqal

" direction, no Terrain Irials necessary.

his Gircle-can

- another character is aitempting to use. You
‘must succeed in a Resolve Test against the

other character for this Art to be successful.
The targeted Art is canceled and has no effect.
This Art must be exhausted regardless of the

B rosult of the Test

EFFIGY

existing

session, You must be in the same League and
wina Savvy Test at{ainst the targeted charac-
ter. The exchanged Effigy cannotbe used again
this game. If the targeted character ever de-
feats you in any Test, she may reclaim her

A original |

L

' _ﬁiayef; may choose which 2 Merits are ex-

he
austed. You must exhaust this Art immedi-
ately after the target character loses her Test.

# [xhaust to make another character imme-
I diately exhaust | Merit of your choice. The
Merit that is being forced into exhaustion gen-

| erates no effect.
Mo by Ash Amett 0199 White WalFlnc. Al Rights Reserved.

~ QUICKSILVER

_ # [xhaust tomove 3 Leaﬁues. [f you encoun-

b ter any Waylays along the way your move-

i ment stops.

# Exhaust this Artand a Might Ability to du-
plicate the apponent you're facing. Your ot
tributes are now the same as his. This effect
lasts for 1 Test only. You may not use other
Merits to affect the outcome of this Test.

[l
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ART

ART

HAUNTED HEART

# Lihaust to changea Waylay that another char-

acteris facing to a Waylay of a different type. For
b example, youmay changea Might toa Saavy Way-

lay, ora Resolve toa Combat Waylay. This Arcmust
be used before any Tests are made.

hite W eserved,

haust this Art to enqulf a target of yo
choice in flames. The target must be on your
Leaque. This is a Might 3 Combat Test. For ev-

. ery Resolve Ability you also exhaust, increase
p the Miﬂ\t of this attack by 1. However, addi-

tional Merits or other effects cannot increase

L the potency of this attack.

“ '“Gé'ly}lﬁma maytdkethisht. 7"'

# [xhaust this Art and 1 Resolve Ability to
move any | Waylay to any other Leaguein i)lay.
Normal Terrain conditions no longer apply to
the Waylay being moved.

. bv}vmﬂ;m!n 1996 White WolFac Al Rights Reserved,

=
N

TREASURE

L & Exhaust to change any Defeat to a Stale-

mate.

us. by Joshua Gabriel Timbrook 1996 White Wolf Inc Al Rights Reserved.

SAINING

i may exhaust {0 retestany

get. Yo
 qqainst that character AllyorWaylay,

Yoy may exhaust this Art to changea character
from Seelie to Unseelieor vice versa for thedura-
tion of the game. The character will return to

. normallater
T by St

# old can often be traded in cities or toMo
sters.
Note: Bags of Gold only cost 1/Z a point.
Points arealways rounded up for the purposes
of balancing Merits with Haws.

lus. by Lamy Fredman 1996 White WolFinc Al Rights Reseved.

TREASURE

* @ [xhaust to instantly move from | League to

another. The two Leagues in question must
have at least | identical Terrain feature (For-

b st to Forest, Ruins to Ruins, ect.) and cannot

be farther than 4 Leaques apart.

# Lxhaust to automatimll}/ pass any Terrain
Trial. This must be done betore you roll.

. @ [xhaustto look at any L Leagues in play.

You may also inspect any Ireasures located in

~ those Leagues.

"fﬁxhdmt 0 &d@i lio your score ina Savvy Test.
«You can discard the Coin and add 2 to your score
ina Savvy Test.

This, by JamesStowe 01996 White Wol nc Al ights Resnved.
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HAUNTED HEART
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A LSOOV H XH




FANCY PANTS FAE BLADE

L
>
g
=
9
E
s
oo
—
B
Z
=

TREASURE
TREASURE

¢ Blade adds | to your score in Lo
‘ - at Tests. This does not exhaust the Fae Bl
-~ - = #kxhaust to add | to your score in any 1Fyou are ever defeated by 2 or more points,
# Exhaust to look at any League in play. e Savvy Test. b exhaust the Fae Blade.
# Exhaust to have noble status for 1 Day. Acharacter cannot normally benefit from more
| ‘ - than | weapon at a time.
B s by G Dt Detilmo 6996 Wit Walf o Al Rihs Reseel - s by At 1996 WiVl A Rghs eened s by Lee M. el 1995 Wit Wol o Al gt Resened

=

. CHED: " . o= p PixiE DUsT ¢

TREASURE
TREASURE

~IRHOR

. ¢ v  You may use this potion to automatically B oo
# [xhaust toadd | to your score ina Combat = b win | Savvy Test Once used. the potion is re- ‘ Daéﬂlg}ig(eie gﬁ’??g ?gg},&gg ??gmﬁg]’ag;] V;‘;f;(“

Test. This can be done after the Testis made. & &% moved from play. You cannot use more than |

Potion of Love on a Quest. used..

Hhus. by James Stowe 01996 White Wolf Inc Al Rights Reserved. o ; s byAsh At €199 White Wolfnc A Rits Reserved : . s by Dave fooden 1996 White WolFlc All Rights Reseved.

TREASURE

 fyou are Mer, you may exhavst the Tridentto o , e ' =N
attack a Waylay in playinan ad{'a(ent Loague. If # xhaust to move Z Leagues. Your movement B [xhaust the Sandals to automatically pass
P youaredefeated changetheresulttoa Stalemate. | stops if you encounter a Waylay. , B o Might lerrain Irial.

Acharacter cannotnormally benefit from morethan

I weaponatatime. ‘ ,
. by Barb Armata 01996 White WalFlnc Al ights Rsenved, Hlus. by Matt Milberger <1996 White Wolf e Al Rights Reservd. Tl by John Cobb 01996 White WolFlnc A Rights Reserved.
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TREASURE

FAE ARMOR

N %
b

TREASURE

@ [yhaust to add 2 to your 5cdre'in a (ombétl
P Tost. This can be done after the Test is made.

. by Anthony Hightawer 1996 White WolfInc Al Rights Reserved,

o TheHavknieadds

Test. .

b @ ixhaustthe HawkKnifetoadd3 to yourscorein
b alombat Testona Mountain Leaque.

 Acharactercannotnomally benefit frommorethan
| weaponatatime.
lus. by Steve asper 1996 White WalFInc A Rights Reserved.

® [fiis Wieat
Terrain Trial q

[ you are a Nymph ){ou may exhaust the
Wreath and | Resolve Ability to instantly move

L from | Forest League to another,
. by Drew Tucker 01996 Waite Woltnc Al ﬁighu Reserved.

 GLAMOUR DUST

)

 Humans, as the sourceof aeativity, canexhaust
theGlamour Dustand recover Zof theirown Abili-

' ties,TreasuresmAﬁs,orthacanfar(etheiroppo—
nient to exhaust 2 of their Merits (their opponent
chooses whichones). No benefits are qenerated by

aMerit forced into exhaustion.
s by Rick 'Brien 01996 White WalFlne Al Rights Reserved.

MEAD OF VIGOR

> You may recover up to 3 Abilities. Mead of 7

b Vigor is removed from play when used.

s by Drew Tucker 01996 White Wolffne Al Rights Reserved.

_ SavyWaylay. -
. ®bxhausttoadd ] toyourscoreinany Savwy Test

 |Fyouare a Satyr, you may exhaust this along
with any I Ability and add 3 to your score in any

Savyy fest.

s M Dave Fooden €196 White Wolfinc All Rights Reserved.

TREASURE

GOLDEN ToRC

@ xhaust to change a Might Waylay into a
Resolve Waylay. -

" @ Ifyou are Sidhe, you may exhaust the Torc
toadd 3 to your score in a Resolve Test.

s by Jeff Miracala 01996 White Wolf o AlfRighs Reserved.

)

MEPHISTO'S SEEDS

e

¥

_# You may exhaust Mephisto's Seedstore- |
L tum a defeated Waylay of Rating L orlessto. |
. your hand from the discard pile.
# |f you are an lmf), you may exhaust
Mephisto's Seeds to play a Waylay card any-
where, reqardless of the League requirements.
s by Lt Jones 01996 White WolFInc Al Rights Reserved,

ScROLL OF KNOWLEDGE

TREASURE

# [xhaust to recover 7 Resolve Abilities.
' & [xhaust to see | random Waylay in your
opponent’s hand.

. by Brian Leblanc 01996 White Wolf e Al Righs Reserved.
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TREASURE
TREASURE
TREASURE

o Sword adds | toyour scoredn Combat lests. This
7 , ‘ oes notexfaust the Sidhe Sword. Fyouareever defeated by3
v , - » - B o morepuins, edhaustthe Sidhe Sword.
& Exhaust the Stone Fqg to recover [ofyour  EEEE  You may use the Silver Branch to defeat a B @ l{oble Oath: I you area noble, you may exhaust the Sidhe
opponent's Flaws. ) Combat Waylay of Rating 4 or less. Discard the B8 & Swoid to avtomatically win a Test against any other noble. f
Silver Branch when you use it. - twonobles dothis to each ather, theresultis a Stalemate.

A character cannot normeally benefit from more than | weapon at

. b o o 0196 e Vol ac Al el s by oy Hiover 1996 Wit Wol A iRl B QUMC e ot sl

. ALKANON, THE CHAOS SWORD | WRITOFCARTEBIANCHE | . TOMEOF THE DRAGONKIN

’i?’ M’K \

e

m
=
9]

<
o
-
=

'TREASURE
TREASURE

(ombatTest. hi i

‘ g’mré,unlyyourResoIvéAbﬁities{ - oy of the following = ‘Y handth T Ll
) - Lo B Ny . ' ; e ou may exhaust the fome to add | to your
. n,,’,fXﬁ;’f{ﬁa”y‘;‘iﬁl;“yXﬁ‘},"‘,?l&'}i”ﬁ;&5‘%33{%“‘[,‘0‘},& -  (harged, Iraveling Papers, Ardenmore s sqore in arzly Resolve Test, This must be done
‘ rnustrepla(eitwithamngomlydmwnWayiay omhis  EERRER Patrol and rondew Archers. ; B just before the Test.

hand. ‘ # [Fyou are defeated on a Castle League, you @ [fyou are Dragonkin, you may exhaust this
Adharacercamnotnomallybenefitfommorethanweapon SRS,  may exhaust this card to immediately retest. B Tome to recover up to 3 Abilities

dtatime. s by ol 199 WhiteWol b A i e - k s by e 1936 Wit WlF A it eened - s, by At 1996 Wt ol it sl

&  DBETOFTROLLSTRENGTH | . AxEOFTHEOGRE FIEND GURRGALL

TREASURE
TREASURE
TREASURE

2t (your scorefaCombat Tests. fyou
, » ‘ - . areever heateninaCombat Test, theAxeis extiausted:
[xhausttoadd L toyourscorein| Mightor Com- SRR @ The Belt adds | to your Might. E @ |fyouarean Ogre orhave Ogrekinyou may exhaust

B bat Test. This must be done just before thefest. # The Belt can be exhausted to add 3 to your m{xﬁgﬁgﬁgﬁjﬁtﬁ’e@‘éﬁﬁ(eofgs'{‘ 4 nmbat\fest.Thls

g Might Test. B A character cannot normally benefit from more than

. 2 = weaponatatime.
. by Sott Fscher 01996 White Wof . Al Righs Reserved. : . by Stuart Bee 01995 White WolFnc Al Rihts eserved. e s bl Speces 1996 Wit WolE Al s Rsned
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KNOCKER'S ARTIFACT
k- Boco

{LE
TREASURE
TREASURE
TREASURE

== F' A character annot nomall benefit fom morethan] | [ Acharacter cannot normally benefit frommore ¢ bihaust to retestany(ombatWaylay.
= weaponatatime. | than | weapon at a time. ‘

Hos by Adem Rex 01996 White WolFInc Al Rights Reserved. . by Mark Jackson: 01996 White WolFtnc Al Rights Reserved. s by Maracksn 1996 WhieWolf o A RihsRseed,
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# The Pearl adds | to your Resolve. Tl

is Waylay is trapped in a block :
not exhaust the Pear. . . k cannot move, attack or be attacked until the
# Exhaust to add 2 to your score in any \ St Lo a Savwy F end of your next Day. While frozen, you can
solve Test. This must be done just before the | o - v  ignore this Waylay, moving past or encoun-

Test. _ | tering the League.
s by Anet 0996 Wi Vol o Al Rihis Reened s by ot Ficher 1996 Wit Wol Al Rigs Rsevel s by Morkcsen 1996 Wit Wof AL RihsResened.

‘W YLDSTONE ALLERGIES

BorToM-HEAVY

stthe . jﬂest.‘loumust
accept theresults This does not haveto
be a fest in which your e nvolved. ]

# Discard the Wyldstane to cause any | Waylay to age
F rapidly, halving zound up) allof ts attributes. Forex-
k ample, a Combat 5 Waylay would become Combat 3.

Il by Ron Spencer 01996 White WaltInc Al Rights Reserved.

on que, forcing you to re-
test a Victory. You must accept the results of |
theretest -

Hlos. by Anthony Hightower 01996 White Wolflnc Al Rights| Tesenel,

s, by Andrew Bates 01995 White Wol foc All Rihts Resered.




AALSOVHXH ; a1 P amaisnvHXH




‘WARRANT CLAUSTROTHOBIC

OYOU[GP?C{I@ntﬁén (’thBStthlSHﬂW while | \ Your opponent can exhaust the Warra ,' ’Y v . .

- < A . Wafran our opponent can exhaust this Haw while

you are on a Mountain League, forcing you to add 2to tYw score of any Ardenmore Patrols  EEEEEEERE oy are oﬁ% Town or Ruins Leaque, forcing you
retest a Victory. You must accept the results B8 of Taxmen. s B (o rotest a Victory. You must accept the re-
of the retest. sults of the retest.

s by B eBlanc 01996 WhiteWolt b Al R T, by L ones 01996 White Wofnc Al Righs Reserved.

- . ' " ooy arénffe(_ted by constant unexplainable
, I| Dragonkinadd 1 totheir scoreinany Test  ~J688 bad luck. Any time you're forced to exhaust |
¥ againstyou. , N Merit, you must instead exhaust 2 Merits.

‘OAil"Humahs add 1 to their score inany Test [ V-';Au
aqainst you. ' | .

s by Andrew Bates 1996 Wit Wolf o All Rihts Reserved. . : s, by Scat Fscher 0196 White WolFnc Al Rights Reserved.

Imrs

',OA_H: Mer add 1 to their score in any Test |, 'OAIIKnockersaddhotheitscomndriﬂest | o Al Imps add 1 to their score in any Test
aqainst you. | & aqainst you. i against you.

Ths. by ave Fooden 01996 Whie WolfncAll Rights Resenved.

. by ok Cobb 01996 White Wolflnc Al Rights Reserved

. by Barb Armata 1996 White WolF . All ighs Resrved.
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T All Ogres add I to their Score in any Te'st

against you.

s, by Bran LBlenc 1995 Whte Wl o Al Rihts Resened

oAl Sidhe add 1 to ther score n any Test.
aqainst you.

. by Andrew odelke 1996 White Wolflnc Al Righs Resered.

BERNARD ASSJACK

# Bernard doesn't like you or perhaps he just
doesn't think you're up to the task. In any
event, add Z to the Wa¥|ay Rating of any
Quest(s) XOU undertake. The FHaw cannot be
exhausted.
T, by Mark Jackson o199 White WolFInc Al ighs Reserved.

REDCATS

# All Redcaps add | to their score in-any Test
against you.

s, by Andrew Bats 01996 WhiteWlfnc Al Righs Reserved.

TROLLS

h o Al Trolls add 1 to th'eir'srco’re in Vzmy Test

aqainst you.

s by Stuart Beel <1996 WhiteWolf o Al Right Reserved.

KING IRONHEART

) Dragoons each
 add Ztotheirscorein anyWay? yagainstyo. 8

# Your opponent can exhaust this Haw when
you are on any Leaque with a border to force
you to skip your next Day.

. by Richard homas 01996 White WolFlnc ATl Righs Reserved:

« Al Satyrand Nymphs add 1 to their score in ‘

F any lest aqainst you.

s, by Mark Jackson 01996 Wite Wolf . All Rihts Reserved

THE SHERIFF OF RAXIS

"

B o Add | to the score of opposing Waylays in
. 4 Leagues containing Towns or (astles.

. by Stuart Beel 01996 White WolFlnc ATl Righs Reseved:

. SOPHIA'S HATRED .

astwhicheamed you thehatredof thelovelyLady
ophia. Although you canstill take her as an Ally,
}{rouwﬂlneverbeneﬁtfmmherabﬂ'(ties.Suhtra(tZ
om your score on any lests while on the Rose-
wood Keep League. This doesnot exhaust this Hlaw.

#Your opponent may exhaust this Flaw to change
any ofyourVictories toa Defeat.

lus. by Dave Fooden 01996 White Walfnc Al Rights Reserved.
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g isardtossh. W - - = # The mysterious Wizard Tiberius has chosen
;a\;tgtirf?gglonggrtS(?g[eg}aagg;tshaigsarﬁtgs?as AV ¢ Your o Fr‘mem,@“ exhaust this card and [ toventhisffustmtionsonyou.YouroYponent
must be donye iust bqfo[etheTeS[y ' subtract | from your score in | Combat Test. | B may exhaust this card to move you 3 Leagues

J ' This must be done just before the Test. &y i any direction of his choice.

. by Drew Tucker 1996 White Walflc All Righs Reseved. 5. i i : . by Mark fackson 01996 WhiteWolf oAl Rights Resnved.

WEAKNESS

L ¢ Your dp
change |

onent can exhaust this card to
ombat Stalemate into a Defeat

U 0ppone , , B Your opponent may exhaust this card to
ou to retest | Combat Victory. This mustbe (RS, subtract | fromyour scorein | Combat or Might ;
mmediately following a victorious Test. Sy [est. This must be done just before the Test. 88 ' against you. You must accept this result.

Ulus. by Barb Arnata 01996 White Wol o Al Rights Reserved i L Hlus. by Andrews Bates 1996 White WolFlnc Al Rights ; s, by BrienLeBlanc 01996 White WolFlnc. Al ights Reserved

. . . Your apponent can exhaust this (&di i -
four apponentcanexhaustthisardtosb- 1110 retest any Resolve Victory. This must |8 Your opponent canexhaust this card to force

A : , > e L ; ou to retest any Savvy Victory. This must be
tract 2 from your score in any Resolve Test, = 4 ge done immediately following a victorious | S yioneimmediate‘{y fo!l\:)ywinq a%ictorious%est.
" This must be done just before the Test N ot '
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Lord Gamine
Years a%u, Skyeholm, the mountain castl of High King Ardlanth, rule of Arcadia, ell under a mysterious
curse called the Darkening, which tumed allof Skyeholm's inhabitants nto petrified marble statues, Several
months aqo, Lord Gamine, theruler o Ardenmore, embarked upona quest to uncover thetruth about Skyeholm
andthe Darkenina. Hehas not retured. I his absence, Gamine's human-muleadvisor, Berard Assja(t, Tules
asregent. Bernard has called al of the heroes of the land together t set out on a Quest to find Lord Gamine:
and retum him to Ardenmore,
What You Need to Play
Inorderto };Iay Arcadia: The Wyld Hunt you need only one Story Pack and one Character Pack. You will also
eed asingle-six sided die.
The Golden Rule
Any ules on individual cards will always supersede the basic game uleslisted here,

In Tris Pack
nthe Story Pack you T ind three types of ards: Leagues, Waylays and Quests.

Leaque Cards
Leagues are the lands of Ardenmore, the kingdom in which this adventure takes place. Every Leaque has
sEmﬂ( features such as Terrain, Enter & Leave conditions, a short description of that particular region and
the Rest conditions that can be found there.
Temain~Terrain indicates the speifc featuresof the land and what can always be encountered thre,Terain
}(?nx are matched with Waylay icons for the purposes of playing Waylays. See Waylays below for more
information.
Enter & Leave: Some Leaques have rougher Terrin than others. nter and Leave information tells you what
Trials, ifany, your character must pass in rder to move nto or out ofthe League.
Special-This section contains any information specificto th League,
Rest-The Restinformation tells what types of Merits and (sometimes) Flaws can b recovered here. For mare
information on Rests and recovering Merits and Flaws see the Sequence of Play below.

Quest Cards
The Quest defines the paticular qame you will play, fach _?uest willinclude the Waylay ratings, Treasure
ratings, and experience pants ofthe qame, along with specti infurmdtiunabuullheauest'wi(mry(ondi—

tions.

3

S oF PLay
hameflaymmple.Ynuandyouwpponemtaketumsmovmqyow(ham(temmundtheleaquesthatamn
play. fach tumis called a Day. During a Day o character may either move to and encounter a new League or
stay on and encounter his current League. Characters can only mve to adjacent Leaques. They may never
move diaqoua?k‘ Several things rnaq exist on a Leaque: characters, Waylays, Rests, and/or Treasures. These
are encountered in a specifc order. You encounter a League s follows:

1) Entering Trials—You must pass the Trial (if one exists?before ou can encounter anything on the League. f
¥ou fail the Tria, you must remain in your tarting League and cannot move this Day.

) Encounter any Waylays, new or existing. You orponent (@ now Klaha Waylamon you in this League. An
oﬁpnnent, however, cannot normally play a Waylay on a League which already has o Waylay card on it. If
there is more than one Waylay ona Leaj]ue, all must be encountered in the same Day.

3) Another character can be encountered or left alone, at your option.
;) You may pick up any of your Treasures.
5) Finally, you may rest.

Aside from the Entering Trial, you may only encounter one thing on a League Ew Day: WayIaYs, oppasing
character, Treasure or Rest. Ifyou face a Waylay you camot get your Treasure or Rest untilthe following Day.
Leaving Leaques
You may leave any LeaFue that does not containa Waglay and move to any adjacent League. You must pass
any Terrin Trials stiﬁu ated by your current League before you move. fyou do not pass, you aresstuck n your
current Leaque for the Day and can try again on your next Day. I there s a Wa);lay in your League that {ou
fave not defeated, you may only leave in the direction from which you came. Ihis s called retreating, You

cannot move past an undefeated Waylay unless you have a special card that allowsit.

Playing and Encountering Waylays
When your opponent enters a League, you have the aption of playing a Waylay card against him, The Waylay
must match at east ane of the Terrain features of the League on which it is played. You may only pIayV]ay—
Jays on an opponent, never on yourself (althuu?h youmay end up fatin? aylays that you played but your
0ﬁpunem retreated from). Once you play a Waylay, (ouroppunem must face it upon entering the League. Ifa
[ am(ll]er remains inthe same League you cannot play another Waylay on him, unlss specalcrcumstances
say otherwise.
Wﬁenruuh(eaWayIayitwi\leitherbeonealmdyona[vdqueyuu'removin?inlo,nrnnelhalyournppo»
nent plays against you when you enter a League. f you do not defeat the Waylay, it emains on the Leaque.
Unless special circumstances dictate otherwise, a Waylay will remain in play untl it s defeated. If there is
H]DLE than one Waylay on a League, you encounter each one n the order uftpeir Waylay Ratings: lowest to
ighest.

6

Flaws

Justas everyone has skils, they also have shortcomings. Flaws are optional, but i taken they can increase the number of
points you have availabl for your Merit; again see Building Your Characterbelow Therearethree types of Hawss: (urses,
Enemies and Weaknesses.
(urses—Crses represent speial lmitations that affct your haracter They may cover a wide range o ituations but have
anly minor effets, or they may ocur n very spifcircumstances and have more severe consequences
Enemies~Enemies represent those wha look upon the characte with disfavor. Anentirerace may have a genral dislike of
the character, or a spific powerfu fiqure may have a partiular hatred of her,
Weaknesses—These are e physica, soial and psychological shortcomings of your character.

Buiping Your CHARACTER

Step 1: Select Your Race

[Fthis s your first pack of Arcadia: King Ironheart's Madness character cards, then you will have only ane Character con.
Otherwise you'l need toselectone ofyour haracter cans now. This will define yourrace and gender.

Step 2: Select Your Merits and Flaws
Merits help your characterto win, while laws camhinder your pogress. You begin with 10 free points with which to create your
character, very Merit has a cotlisted n the to lft comer of the cad. This s the number o paints you must nvest, or spend, on
the Merittopurchaseit foryour charactr Every Flaw has a umber ofbonus poin, als ited nthe top left comer of the card. By
taking tht Haw you gain it bonus point to spend on more Meris; you may not take more poins ofFaws than the number of
points you start with .10 fo Quest nthis set. Forexample: Esekil s creating his characterand he wishs to take 12 paints of
Merits. He takes a 2 point Flaw, bringing his tota available points from 10 to 2. Nows he's set

Treasures areused in two ways in this qamsep fh(elyar!n%E [!Lfrfh;&lﬂg quSP\\[keeSdny other Mert,to be at your character's
disposalforevery game you play with that charactr,or they can be iscovered n the coure of the Questadventure
Treasures thatyou purchase are alled permanent Treasures, and they are treated ust ke any other Merit: ifyour
character discards them they wilretun for the next game. Quest Treasures an be used forthe duration ofone game
anly. Itis possibl for a character to find the same Treasure on mutiple Quests. More information on Quest Treasures
is available n the Story Pack rules.

Step 3: Your Court

The fey are divided into 2 court: Seclie and Unseeli. Seele charactersare good, just, kind and righteous, while Unseelie
Characters areevil, onniving, manipulative, and dastardly. Every Ability and Weakness i labeled either Seele or Unseelie If
you have more Seelie than Unseele Abilities and Weaknesses, you are Seelie and vice versa. I you have an equal amount of
cach, you must choose the court youwish to belong to, but you cannot change it ater you have decided.

Step 4: Your ldentity
Now thatyou have defined your character, al that's missingis the breath oflife You should rame him or herand add some
flavorfulinformation as to where you came fom and wht you'redoing on this Quest. For more information on the Quest
itself, see the Rules cardinthe Story Pack.

SETTING THE STAGE

I Create Characters. You and your opponent each createa (hara(terfolluwmathe ules isted inthe Character
Pack. Your Meritcards are placed face up (unexhausted) infront ofyou. Your Hlaws are given to your oppanent
and placed face p in front of her.
1: Select and play gum You select the %uesl your character will undertake. You read your opponent’s
8uest 5)and he reads yours, You select a volume of Waylays equal to the Waylay rating of your appanent's

uest(s). You also select a volume of Treasures equal to the Treasure Ratin J ymOuest(s{ Note: A Quest
with a Treasure Rating of 3 allows you toselect one 3-point Treasure, Ihree%— ointTreasures, o any combi-
nation thatadds upto 3. We recommend attempting only one Quest on your first game. ater, however, you
masy find that attempting severalat once is more challenging and dramatic.
3: Selectand pIaYI.eaqm Forevery Questyou'reundertaking, select Leagues. You and ynumﬁpomnt ach
foll a die, The Fayer with the lowest roll %oes first. Players then take turms Ialinq down their leaFues‘
Leaques can only be r\n(ed in feature matching feature format and must always be played horizontall J (in
thesame direction~long side to longside, shart side to short sde). Leaques can neverbe placed shart sdeto
long sideto form a T connection. A newly played League must match any and lTexsting Leaques beside .
Forexample: A Forest end can connectto any other League with a Forest end onitas we\l.isidewwtha Forest
and a Road can connect to any other side with either a Forest or a Raad, or both, Border Terrain Leagues
requirespecial attention. A Border i an end. No other eague can be played beside a Border. The exception to
this s Ocean Terrain. Ocean Terrin can onfybe played beside other Ocean Terain or beside a Border.
Ifa League has Unique listed on t, there can onry beone of that League in play, If both players wish to play
that League the player with less total character points may place the League. The duplicate Unique League
must be discarded.
i Place Treasures. You and your opponent now take tums placing your Quest Treasures on the baard, Trea-
Sures are Y[a(ed oneat  time and no League can have more than one Treasure underneath it unless all other
Leaques already house Treasures. Any Treasures found during a Quest arenot permanent to your character and
cannot be kept from gameto game. Yyou may, however, add permanent Treasures with experience points (see
Winningthe Game,below). Duringthe cours ofgameplay your opponent cannotpck  your Treasures and
viceverss.
: Place Characters. You now select your opponent'sstarting League and he slects yours. This is called your

ase (amp.
0: Begin Blay. Play now begins. The player who rolled lowest goes frst, She may move her character one
League in any direction. See the Sequence of Play, below. If you have a Waylay t‘at an be played on the
League she's moved to, you may opt to do so, o hold it or later. Ultimately you must use xowWaYlay& it
orpummeu‘mes to slow or halt your opponent’s pmgwsswhl\eyou completeyour Quest. I no Waylays are
played your opponent can encounter the League and benefit from any Rests there,

AND RE MEeriTs
Tnmany cases you must exhaust your Meris to use their special abilites. When you exhausta Merf, you tum
the ard over, %u cannolonger Zeneﬁt from any ofts abilties The only way to recover an exhausted Merit
istorest. Each League details what Merits can berecovered by rsting there, Ifno Waylay is encountered you
may rest on a League the Day you enter it (See Sequence of g\ay, abave). Ifyou do encounter a Waylay you
must spend the f(ﬂluwin Day on the Leaque if you wish to benefitfrom the Rest. You may never rest on a
League that has an active Waylay onit
Exhausting All of Your Merits
IFyou're unfortunate or foolhardy enough to exhaust ll of your Merits, you'rein a bad spot. You can at any
time opt to discard an exhausted Merit instead of exhausting another ane. Ifll of your Meritsare exhausted
and you lose a Test, you must discard ane of your exhausted Merit. If you're forced to discard all of your
Merits, you skip your next Day and are transported back to your Base Camp. Your discarded Merits Wi|(ﬂ0[
retur untilthe beginning of your next game.
Exhausting and Recovering Flaws

Your opponent may, when appropriate, exhaust one of your Flaws toforce your characterto suffr th lsted
effect, Much lie Merits, some Leagues allow your opponent o recover ane of yourFlaws. Flaws can never be
discarded, only exhausted. When a Flaw is exhausted, a character an no longer sufferfromits disadvantages.

The gamets over when one characte completes he Quest(s). ach Quest has unique conditions which must
bemet for it to be completed. fyou're laying a Chronicle with continuing charactes, the winning character
qains | experience point. That experience point can be saved or spent immediately to buy a new Merit or get
rid ofa Flaw. Points are used ona  for | basis. \f{ou have 2 experience points, you may buy a2 |Zoint Mertt,
two | point Merits buy offa  point Flaw or two | paint Flaws. For every 2 experience points a character has
spent add | to the Waylay Rating of any Quests you undergo.

WAYLAY RATING  TERRAIN

st O]

INFO—

A“‘-TR\BUTES
WAYLAY CARD LAYOUT
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WELCOME TO ARCADIA"
Arcadiais the fantastic and mystical home of the hangelings, the fae. Here they oxist s they have fo eons, drawing from
the dreams and nightmares of mortal men and women t foge ther own antastic relity.
In Tris Pack
Inthis packyou'lindthreediffrent types ofcrds:  Charactrcon and anassortment f Meit and Flaws. By elctinga combinat
ofvarious Merits and Flaws you an customizethe characte that you il use o adventure through the iy tleland o Aradia.
Character Icon Cards
These 3-D pop up cards containthe specil information about your race. Your Atributes (Might, Savvy and Resolve) areall
detailed here, as i your qender and special abliy.

@ Might M\qht[s%ou_r(ham(ter’suhysi(a\pmwe&x\ten(ompasx?syoursuenqth‘aq\htynnd
overall physical health,

%) Resolve represents the reasoning ability, willpower and mental fortitude of your
Caracter.

@

Combat  Alles and Waylays have a Combat Attibute; charactrs do not, Characters use their

Might Attribute for all Combat Tests and Trials

Merit Cards

Just as every individual has theirown unique special alents, 5o too does every character in Arcadia. erits come in many
shapes and sizes, but they all help you in some way. Each Meri has 2 cost, which represents the amount of paints you must
spendin order to acquire it See Buiding Your Character below for more nformation. There ae ivetypes of Merit: Ablties,
Advantages, Allies, Arts and Treastres,
Abilties—Every Ablity i tied to an Attibute. This represents the Source’ of the Ailty. If the majority of your Abiites
derive from a particular Attribute, that may influence your approach to problem-solving e ifyou have more Might
Abilties, you il use physical means to solve prablems, etc.). Abilties also have  court symbal, either Seelie [Seelie
symbol] or Unseele [Unseelie symbol . This will be discussed below.
Advantages-Advantages ae specal skl orafinites that areavailable o your character.
Alies-Allies are th fiends that you have met along the way. Many of them have unique sills and talents that they Il lend
o your service.
Arts-Arts,drawn from the peculiar magicthat s available o the fae, can be used to a characters advantage in a wide varfety
of ways. Naga characters have ablites related specifcally to two types of Arts, Pyretics and Imagery, which are represented
by the following glyphs respectively.

Savwysiqnifies guile and cunning, but it may also indicate your charm and charisma.

Treasures-These re the mystical and mundane items that your character may have at his disposal. Treasures can be quite
potent, but often have equally daunting drawbadls. 1

@ Waylays-These are the number of oints in Waylays your pponent select to play against you.

Treastres~ Theseare the number o points in Treasures you may selecttobe placed for you to find
during your Quest.

Experience-This s the number of experience points your haracte ears f e completes is Quest.
Vi(tulz(nnditinn&On the opposite side of your Quest card s a detailed explanation of the Quest and how it
must be completed. Fach Quest has its own victory condition.

Waylay Cards
[nthe course o your adventure, your opponent willplay Waylay cards to deter you, and you will o the same
lohim.[a(hWaylayisaueature,objmur(ir(umstan(ethalwuldpolemiallghmderutherwiseundauntable
heroes. Waylays are divided into four categories: Miﬁht, Resalve, Savvy and Combat. You must use the lsted
Attributew‘enyoufa(eaWayIar\m\essynu havea Meritthat allows you to change thenatureof the Waylay.
Waylays that have no number [isted for a sgetiﬁ( Artribute can never become'a Waylay of this type.For
exampYe: AHuricane can never be changed from a Might to a Savvy Waylay: you can't talk a storm out of
unningits ourse. Hence, there s no Savvy Attribute lsted on the aylaxtard. Fach Waylay ists the Terrain
onwhichit can be found, a Waylay Rating, the Test information and its Attributes. Adiagram of the Waylay
ard layout may be found at the end of these ruls.

Terain-The type of Terain a Warlay may be plaged on. Only one feature needs to match with the League
Terrain. For example: Ifa Waylay lists Forest and Swamp and your League lists Swamp and Fields, you may
lay that Waylay. Waylays with this symbal can be found on any Terrain:

WaziwkatianWaylays areranked by thirpotency. Alow Waylay rting inicatesan easy situation, while
higher numbers become touc{her to overcome. Your apponent can select Waylays with a combined rating
equaltourIessthantheWayayRatinq[ofyourQuest‘

Test~Nearly every Waylay involves a Test of some kind. The symbals on top identify the type of Test re-
quired. Itis stillimportant to read the actual card tex, as special circumstances may aply. Some Waylays
anbetested inmore than one way.Ifa Waylay has two Tests lsted, the character encountering it an choose
whichTestto face.

Attributes-Fach WnyiaX has at least | Attribute, These Atributes determine o Waylay's base rating. This
fating is added to the die results to determine the score. IF a Waylay Attibute is not listed, it can never

become a Waylay of this type.
R yiay 0 4

Encountering Other Characters
When you encounter another character on a League you mar choose to waylay him. If you do you may also
choose the type of Test: Might, Savwy, Resolve or Combat. If you're victorious, you may select which Merit
jour defeated opponent exaust, o you may choose to move him one League n a direction of your chaice
(lgnorlnq Terran Trils). But careful about bullying an opponent too much—he can 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 on the board where you are safe Your oppo-

entmay never Waylay you here and regardless of the Restlisted you may always recover  Meritofany
| tpewhie there

Tesrs anp TriALS
There are two types of hurdles acharacter will be forced to overcome n his jourmeys: Tests and Trals.

Tests
Tests are always opposed: they are either between 2 characters or between | character and | Waylay. There
arefour different types of Tests: 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 Attribute.
Sawvy-Savvy Tests use the character or Waylay's {dW‘{ Atribute,
(q;]nbalf(ombat Tests are special. A character uses their Might Attribute against a Waylay's Combat At-
tribute.
Tests are done by rolling a die and adding it to your base Attribute. This total is called your score, Your
apponent rolsfor the Waylay and adds it to the Way/lay'sbase Attribute. You then compare scores. IFyou are
victorious, the Waylay is defeated and discarded. On your et Day you may encounter your Treasures or the
Rﬂsllisledonthelea/que.Ifthereisam,orStalemnw,lheWayIvremamsinplayandyoumaymlealurlw
aqain the next Day. /fyou e defeated, you must exhaust [ Mert You may try aqain the next Day or retreat I
yﬁu]havea Meritor circumstance whichallows you toretest, both you and your oppanent (or Waylay) eroll
theTest.

Trials
Trials are often found on Leagues and occasionally on Waylays, They are specifictests you must pass in order
to move on or overcome a circumstance. Unlike a Waylay or Character Test, a Tril is not apposed. The Trial
willindicate the Attibute you must use, as well s the ifficulty you must overcome. Rl a Ximd add that
umber to the listed Attibute. I you equal or exceed the iffculty listed, you passthe Trial and may move on.
}fyog fafif\ YU camot enter or eave a League respectively.IFyou faila Trallsted on a Waylay you sufferits
Isted effects. 7



HUMAN

M A T T

My story? | was stolen from my
life on Earth so that some Sidhe
could stay in my place. Now I'm
here, and | only remember slivers
of that world, though my heart
yearns for it.

Wy oLy,

KNOCKER
Mol

We are the craftsmen and inventors,
and we are hard working and precise.
Machines and knickknacks are
wonderful in their Complexity, anda
Knocker will not be happy if he is not
tinkering with something at all times.
Hand me that wrench.

WGH, VY sSOLp,

SPECIAL: NATURES
BLESSING

Add 2 to yourscore on any
Josts whenyoue ona
Forest or River League.

DRAGONKIN

E E M A [ F

One must always be mindful that
oneis a part of the many. Do not
forsake your kind. Once you have
seen to vour Brood, then see to

yourself; and pursue an emerald

perfection in all you do.

IMT
EFE M LT

Come and play the game!l Show the
rest of us how brightly your mental
flame burns, show us how lively you
can step! Do the stylish thing, not
the simple one! Use your wits, dance
with your foes, enjoy life for the
contest it is!

SBHy  fVVy (s0lb,  (oMB,

il UEE,

M

I E

I do not like dry land, but circumstance
has driven me here. Do not mistake that
for weakness. If you stand in my way, |
will show you just what a Mer warrior
can do, wherever he may be.

R SEE,

DRAGONKIN

M A L E

One must always be mindful that one
isapart of the many. Donot forsake
your kind. Once you have seentoyour
Brood, then see toyourself, and pursue
anemerald perfectioninallyou do.

HUMAN
P W At

My story? | was stolen from my
life on Earth so that some Sidhe
could stay in my place. Now I'm
here, and | only remember slivers
of that world, though my heart
yearns for it.

KNOCKER
T EM ALY

We are the craftsmen and inventors,
and we are hard working and precise.
Machines and knickknacks are
wonderful in their complexity, and a
Knocker will not be happy if she is not
tinkering with something at all times.
Hand me that wrench.

Wy SOl O
)

MB,q;,

$ICHp




HUMAN DRAGONKIN DRAGONKIN

M A L E ¥ E M 8 | F M A L E
You an beginthe qame with 2 Akr, SPECIAL: FLIGHT NES SPEC‘@E—E%@GON
fee aints f Al Th b '
ointp;):;e - d‘::of g;?ﬁ Youmayedhasta Might Abilty Youmayexhaust | Might bilty
poittrt' l) [ Zid to fiy for | Day. This allows you togiveyou ! Might 6 blast of
pointsta "2] eveland doot tomove Z Leaques, skippingany fire, which lasts for | Combat
count toward your total paints. [ League which s nota Forest Testonly. Your own Might

Attribute and other Merits

or Mountain. A Dragonkin is

lways Seelie. cannot be used during this Test.
ADragonkin s abways Seele

CSAse (BN, (shKie

KNOCKER IMP HUMAN
M AL I P E M AL E P E M A [ E

SPKF;];:(II:[I;(;[\NQQ(;“N[_;]_QOR s, SPECIAL: MISCHIEF YOUI}IdYﬂdd l.[OYOUTS(UT?iﬂ
qame with Z free points Vou may exhausta Savy ?e"gyarﬁfgfff'wnﬁifﬁiﬁﬁfiﬁs
of Treasures. These points Ablll% and add £ to your areMight, Savvy, Resolve, or
arenot partof your scarefor | Resulve Test Wl
point stating leveland do only,This must b done

total points.

RS,

VRS, Q\EM),

e k) z XX e

<AKN &,
o

NYMTPH MER KNOCKER
M A | E F E M A I E
We are the harmony of wild s X, SPECIAL: AMPHIBIOUS S SPECIAL: TINKERER

You may recoverany | Merit
when onaRiver, Lake, or Ocean
eague. Altemately, you may
recover 2 times the isted
recovery for that League.

places. We are the song of the

wind in forest canopies. We are
the chuckle of stony brooks. We
are the soft touch of nature and
love, and we are the roots of life.

Youmay 'alwa(rs_re(over I
Treasre naddition tothe
Rest listed on a League.

WHy, VY 0Lk, oMb,

SEELIZ



REDCAP

F E M A I E

What d'ya want? To talk to me? | got
no time to talk to you, get outta my
wayl What? You really don't know
Redcaps, do ya? Okay, I'll show you.
Gimme your hand. Mmmm. Now outta
my way or l'll eat the other one too!

[t is our way to rule, for none are as
fit for leadership as we. To look upon
our kind is to see wonder and
perfection. Our love is limitless, yet
so is our hatred when it is earned.
Look to us ifyou wish to understand
life, for we are life.

ﬁh\[ Vy Q&SOL IQ'
@

NS
e

TROLL

OGRE

M A [ E

Listen: Only power matters in
this world. Get it any way you
must, but get it or you're
worthless. Crush anyone or
anything that gets in your way,
cause that is the way of strength.

SIDHE

EEM A I E

It is our way to rule, for none are as
fit for leadership as we. To look upon
our kind is to see wonder and
perfection. Our love is limitless, yet
so is our hatred when it is earned.
Look to us ifyou wish to understand
life, for we are life.

> SV vy <3S0L 7 ()QB,{],

SEELIp QﬂSEE[[&

SATYR

EE M A | E

There is nothing so important to us

OGRE

EF E M A I E

Listen: Only power matters in
this world. Get it any way you
must, but get it or you're
worthless. Crush anyone or
anything that gets in your way,
‘cause that is the way of strength.

REDCAP

M A L E

What d'ya want? To talk to me? | ot
no time to talk to you, get outta my
way! What? You really don't know
Redcaps, do ya? Okay, Il show you.
Gimme your hand. Mmmm. Now outta
my way or |'ll eat the other one tool

SPECIAL: REVELRY

as honor. The very strength of our
bodies springs from the pure
diamond hardness of our spirits,
from our unbreakable loyalty, from
our relentless resolve. Our very lives
exist only to satisfy our oaths.

You may recover Z times the
listed recovery on Forest
Leaques,

SRS

@AKNQ?F

‘vf' 2
=9 ( /
©&



REDCAT

F E M A | E

SPECIAL: FREAK

IFyou are defeated in a (ombat
Test, you may exhaust a Savvy
Ability and immediately retest.
You must accept the results of
the retest. A Redcap is always
Unseelie.

WYV,

i

SPECIAL: NOBI E
You are a member o the
nobility. This prvilege can
never be revoked.

M A L E

OGRE .

SPECIAL: FOUL-
TEMPERED
Ifyou are defeated ina
(ombat Test, you may
immediately exhaust a
Resolve AbiYity and retest.
You must accept the results
ofthe retest. Ugres are
always Unseelie.

WYV,

WYV,

SPECIAL: NOBLE

You are a member o the
nobility. This privilege can
never be revoked.

SBIT,  SUANTy

QOiS@- %ﬂéEM}, ’QQ.BN(?&

TROLL
P LM KT

SPECIAL: COURAGE

You may exhaust a
Resolve Ability and add 2
toyourscore for | (ombat
Testonly. This must be

done dust before theTest.
ATrollis always Seeli.

il

SATYR

Pleasure. That's the purest essence of
life. The dance, the poetry of senses
ablaze. While others are fretting over
power and gold, we will prance like wild
beasts, knowing that we are living as all
should. Ecstasy and joy are all there is.

WOH, VI (gSOLp,

OGRE

E M A I F

SPECIAL: VINDICTIVE

IFyouare defeated ina Test
or fail a Trial you may add
o your scorethe next time
ou face that Test or Trial.
uliple nsses will not give
z]ou cumulative bonuses.
gres arealways Unseelie.

‘éﬁ,AKN%

REDCAP?

M A I E

SPECIAL: APPETITE
You may consume any Treasure
or Ally and recoverits value
(cost) in Merits, That Treastre
ar Ally s removed from play.
(For example, ifyou consume a
Sidhe Sword, cost: 2, you may
recover 2 Merit cards.) A Redcap
is always Unseelie




HUMAN

M A LT

You an beginthe game with l
freepints of le. These
points renotprtof your
puinttarting levl and donot
counttoward your total poins.

MER

w5

SPECIAL: AMPHIBIOUS

Youmay recover any | Merit
when ona River, Lake,or Ocean
{eague, Altemately, you may
recover L times thelisted
recovery forthat League.

DRAGONKIN

¥ EM AL E

SPECIAL: FLIGHT

Youmay exhausta Might Ability
1o fly for! Day.This llows you
tomoveZ Leagues, Skippingany
[ eague whichis nota Frest
orMountain. A Dragonkin s
always Seelie.

DRAGONKIN
M A L E
SPECIAL: DRAGON
BREATH

Youmay exhaust | Might Ability
togiveyou ! Might 6 blast of
fire, which lass for | Combat
Test only. Your own Might

Attribute and other Merits

cannot beused during this Test.
ADragonkinis always Seelie

S

; IMP
f F M AL E

SR SPECIAL: MISCHIEF

You may exhaust a Savvy
Abilit*and add 2 to your
score for | Resolve Test

orly, This must be done
just before the Test.

W“"
L
-
w
HUMAN
F EM AL E
WLV, Youmay add | toyourscore

any Tests against reatures
reqardlss ofwhetherthe Tets
are Might, Savwy, Resolve,or
(ombat.




SPECIAL: NATURES
BLESSING

Add 2 to your score on any
Tosts whenyoure ona
Forest or River League.

SATYR

SPECIAL: REVELRY

You may recover times the
fisted recovery on Forest
leaques.

KNOCKER

M A L E

KNOCKER

EE M A I E
SPECIAL: INVENTOR

v
Knockers can begin the S SPECIAL: TINKERER
qame with 2 free points You may always recover |
oﬂreatsurerilfhese pg)ints Eeaslurei[(zi ad itilon tothe
are not part of your st lsted on a Leaque.
point starting leveland do 4
not count toward your
total points.

M A L E

OGRE

r E M A 1L E

SPECIAL: VINDICTIVE

SPECIAL: FOUL- WLV,

TEMPERED / Ifyou ae defeated ina Test
IFyou are defated ina orfil a ral you may add
Combat Test, you may toyourscore the next time
immedidte\,‘thhdﬂstd ou face that Testor Tl
Resolve Abilty and retest. ultple losses will ot give
You most a((egt the results ou comulative bonuses.
of theretest. Ugres e ques arealways Unseelie.

always Unseelie




REDCAP?

M A I E

Vv
N You may consume any Treasure
or Ally and recover ts value
{cost)in Merits, That Treasure
or Ally is removed from play.
(Forexample, ifyou consumea

recover 2 Merit ards.) A Redcap
is always Unseelie.

SPECIAL: APPETITE

Sidhe Sword, cost: , youmay

- REDCAT

F EM AL E

WLV,

SIDHE

E

SPECIAL: NOBLE

You are a member of the

nobility. This privilege can
never be revoked.

SPECIAL: FREAK

{Fyou are defeated na Combat
Test, you may exhaust a Savvy
Ability and immediately retest
You most accept the results of
the rtest. A Redcap s aways
Unseeli.

TROLL
P M A LE

SPECIAL: COURAGE

Youmay exhaust a
Resalve Abilty and add Z
to your scorefor | Combat
Test only. This must be
doneﬁustbefore theTest.
ATrollis always Seeli.

SIDHE

F E M A L E

SPECIAL: NOBLE
You are @ member of the

nobility. This privilege can
never be revoked.



| SCOUR DARKREACH MOUNTAINS |

L Though yourroyal-court- appomtedduty ofseingas deputy o the
Shriffof Rais as ept you rom pursting you uesttofind Lrd

Gamine, you manage it sidetip north i order to search Darkreach

L Mountain forany iqn of him The wizard Tberius, thelast o see Gamine

b befor e disappeared, eported tht theord's quest was utake fim

b rorh o Daryeachand henbeyond.

pponentsele(tsl.(mnemng eaques (| of which must be
L Dareach Mounais i that Leagus n la).You ustvistll

L Leagues and spend amextraDay ineachlookingforsins of Lord Gamine @

¥ orhisretinue. You may not ook for Gamine dmmqa Day inwhich yo
L havealwadyrestedorfacedaWavlay

At seeking the Prophetess Augurto hear her advice om ord Gamine's
dlsappeamme youareaflcted with amnesta. Youmust piece your

L memories back together by visitng thsites i Ardenmore that an spur
L yourold memaris, MeamileFragments ofhuqur's words drf through
b your douded min.,“two whoarenotoston,onewho s a ttr
b tumed renda ,notherwhorsamendtumedtmnm beware the
P hydrawitheads ofebony, gold,and fey- fellaldiron”

& heheqmnmqotheQues,youmpponentplacesallofyourAbiIi{yﬂnd b |

b vt Merits underdifferent Leaguesas f tey wereTreasures. You must

P recoverat least 3 of yourlost erits {piecing together your memonesﬁ ‘

. andmumtokx]xm(ftha Leagueds notin play then e
au (ompleteyourQuesI fthereare: lessthan e

PEACE MISSION
(il War threatens the lnd. I outying ownsthereis tlk of austig
- LordGamine'sregnt, Asak, fro the thone. Theambitious, Urselie
 DukeBaneand hnsson&qu{hanseem t0 bebehind thebrewing
L trouble,but this an'tbe proven. Assjack needs you to amy ot
P diplomaticrmission toquel the rowing rebellion n 2 tows.

Youroppunem seletsTown [eaques (orany other Leaguels)iforno | :

B Towns aein ply). T compltethe mision, you mustvisic the towns.

B andpassaSavvylnaldlfﬁ(ultyﬁmea(honetomnvm(e the people o

 peace. Sincethis s aPeaceMisson, you may ot engage iy Combt
b Tosts exceptagainstrival players. f a Combat Waylay s played aqa
L you,you immediately retreatnstead of facng it Your Opponent

MARAUDERS

- Assjack explains thatyou mustnterptyour quet tofind Lo Gamine,
- In Gamines absence, eilaetures have emerged from theifell dens o
- threaten the land.As heroes ofthe court, Assjack deputizes you to serve
heSheﬂffofkax&sandputanendm the evil marauding Ardenmore.

L\t thestartofyour Quest, your pponent places any ombat Waylaysshe
o chsenforyour QuestFce-up onthe League map (maimum | Wl
F per eague). To complete your Quest, atlast s {orll of them i less than 8
1) of these Marauder Waylays must e defeated. On each of her Days, your
E opponentmay move | ofthe Marauder Walays | League ignore Waylay
P terain estictons), but camnot stack more than | Waylayper league,.
E (ther characters can choose Whether o not they want toencoun
- inorethe Marauder Waylays. :

SEEK THE ORACLE'S ADVICE

E Stillservingas deputy tothe SherfofRars,you evertheless manage to
pullthe duty of patrolling the marshes You hope o parolthe Sy line

- Swamp and fnd the Prophetess Augur, the orale rom whom Lord
(Gamine sought adviceatthe start o his quest

E I thebeginning ofthe Quest, placeall ofyoir Treastre cards as nomal 4
b oxceptfor |, whichyou give o your opponentto hold neserve.You 4
B musttraveltothe Sibyline Swamp (or any League designated by your
E  opponentif te Sibylne Swamp i notn play) and pass  Resolve Trie
L ‘d|ff|(ul yﬁto find the oracle. On(e found Auqur iuforms you thattheres §

THE FLOWER QUEST

| Toserve the courtof Eidolon, Regent Assjackmow requires you to ravel to
E Orcid sl and etieve on o thefagl blossoms that grow there.The
- annual Celebration of Spring i athand, and the peaple of the ream are

- ourenoogh with thelr lord missing. The cobrt cannotafford to miss

B having the celebration, complete with a Glamour Orchid.

b AftorallLeagues are played, your opponent may add the Orchid sl
B League tothe map (orany other League f thelsleis not avallable. [Fthe
. Isloisalready n play your opponent may move it to any otherlegal -
b positon on the board. You must ravel o the League picka Glamaur
Orchid (Resolve Tral dificulty to find on),and retum the blossom
E  safelytoidolon (or Base Camp i theEidolon League s not inplay). -

E The blossoms e fragile. ah time you are forcedto e
Might, you mustalso s a Resolve T difcl

from wiltingIfablossom wﬂ sl o
L nowore. =

PROVE YOURSELF

Lord Gamine s isappeared Fom theland whilein themidstof s~ 3
E questto freethe higfrking from his petficaion curse The lord delegated
- thethroneof Aenmoreo s egen, Bemnard Assjack

1 Assjacknowmﬂsnpunallhefoesto’aswmblﬁoﬁndthelo‘st!ord.Heroes
L mustfirs prove themselves worthy ofserving the Artenmore court before
b theyillbeentrusted with the noble qust offindng Lord Gamine. 4

P A allorpart of this Quests Waylay raing, youropponent mustselectone ™Y

Waylayofea(htyp?((ombatMiqht.ResolveandSavvy).Aftwthe
Leagque mapis creted, youroppanent seletsfour ifferent eagues.

I whereyouwill encounter | ofthe s selected Waylays.You must veﬂtme

b 0 hesel.leaques and {hen defeat theWayIny played there i

Aﬁefyouhavedefeatédth fuurth.Pw:ﬂ i
i [|d0|0n(0ryourﬁase(amp|f thel

SLAVERS

E Whilefuilessly searching the Darkreach MountainsforLord Gamine, you 4
E were aptured by savers Lt a you lept. They have soldyour gear
- and your Fends hroughout the and and ntend o take you o
L Middlemarch o sellyou toa FackTory. Lateonenight,you manage o
B os(apo, ntent toretum and exact vengeanceon theslavers.

b Yourcpponent places bothyour Quest's Treasres and your harcter'
I roqular Treastre and Ally Merits under ifeent eagues. Youbeginthe. 8
E  qamewithallofyourotherMerits exhausted. You must recoveratesst3
b Alies orTreasures(fthere arelss than 3 sattred on the board, your
" opponent slects aLeague you mustvisifo every cad s than 3)and
L thenrel umtoBase(ampanddefeattheslavvrsma(ombatWayla Ih
E slavers have (ombat 2 ,

f Axthstart ofyour Quest, you oppoet an
until you travel morethan 2 eagues
- mustbe theDareach Mountans i

ROYAL CARTOGRAPHER

E Though you've proven yourselFa hero worthy of senving the ourt by

| questingafter the lost Lord Gamine, the lord's regent, Assfack, st

- ommands you to duties othes than searching down the missing lod.

- Asjack selects you to senve Ardenmore forthe annual surveying done for
F the Royal Cartographers of Arcadi:

,Youropbonentseletts? Leaques. You must visit or pass over o through
Pl ofthesean thenetumto Base amp o complteyour mapping
L duties and tis Quet




Travel to each of L different Leagues selected by your Defeat & (or all if less than &) of the Marauder Combat Travel to & selected Leaques and pass “Prove Yourself*
opponent and spend one extra Day in each League. Waylays to complete your Quest.

tests of each Waylay typeat those Leagues, then retum
to Fidolon to complete your Quest.

SEEK THE ORACLES ADVICE

Recover all of your lost Merits and Quest Treasuresand % Travel tothe oracle's Leaqueand fass a Irial tofind her,
returm to Raxis. N Your opponent places the oracle’s Treasure. Go and

© collect the Treasure and return it to the oracle to €EHELY
complete the Quest.

Recover3 of your lost Treasures and Allies and retur to
defeat the slavers.

Travel to eachof 2 Leagues and passa Savvy Trial of Gt R . - o
0 to the Leaque on which the orchids grow and then Visit the 7 Leaques selected by your opponent and
oach one. You must refreat from any Combat Waylays. i Baseq(amp Gl gt » sy 0 st oM.

INus,Mwanm 9%WhiteI,lnc.AHRihkesvwvd. x - IHus.MmhnnyHiqhmwu 01996 White Wolf,Inc Al Rights Reserved.




CONSCRIPTION

: Duke Bane hs declared himselFrightul rler o theland i Lord Gamine's »

E absence. Gvil Wards brewing as the people of Ardenmore take ides
between Bane and thelord's dedlared regent, Bemard Asjack I service
- of thelord's ourt, Assjack inists you set asde the quest toind Lord

b Gaine e enlists you to travl therealm consrpting troops andfnding %

b treasures to bolstrtheroyal amoryfo th coming war.

F Atthe beqiﬁn'mq of the Quest, give your opponent your Quest Treasure 1 3
- cardalongywith 3 All cards for her to place under Leagues of hr choice. I
L youdonthave Al s, usedummy cards bt you will ot beneft. 4

B from theiablite. You mustrecoverall s cards and bing them,
unexhausled back to Fidolon (or Base (amp lf[ldolnn isot mplayki
~ finish this Quest, ;

COURIER FOR THE COURT

- Forthesakeaf therealn, Loed Gamines e trothed: Lady Sophia, has now
- maried Gamine's ex-reqent, Bemard Asfack,thenew lordof Adenmore,
- Thoughthrealm seams latively pescet, il Assak does o feeyou 3

| ofyomduuesas&depulyohhmalm Ho asks you to recover an ftem

P stolen from the ourtand courie it along with important comespondence 4

toTiberis, the wizardof ol

; jAﬁerthe Leage map s constructed and Treasures areplaced, your
: opponenladdsthe[ldoionandEbonhqueleaques(orotherlenques

R repvesen them). I hese L eagues are aleady n ply, youropponentcan 4
' movethem o anotherlegallocaion. To complete your Quest,youmust

L recover one ofyour Quest Treasures and ary Assfack's leterto Tibeus
" inEbonfigue. At bonlique, you tum theletter and a Quest T

L yourchoice over to Tiberus {distard thefreas

- thenetum to Fidoon with Tiberus replymes

B
: QUEST FOR KNOWLEDGE
b Though Tberibs managed to escapeateryour assault om bonlique,he
L didreveal toyou thesearet of Lord Gamnésdrsappeamn(e Tiberivs
E  imprisoned the lord and his reinue inthe dreaded undermountain prison
ot he Noria ofEremity, This giantsubteraniean whee revolves but once
every thousand years, acceptingor disqorging prisoners Fom s single

, aveentranceas the pockets onthe i ofthe wheel pss by the mouthof
P the ave Youmustind a way to free Lord GamineFrom the Nora Ies ho

 etapped therefor 1,000 years -
B Tocompletethis Quest, you must earch the uins ofArdenmorefor .

F secets o theNories originand power Yourapponent seecs 3 Leagues

E  containing uins. You must travel to each one and passaResolve
" diffcly thereto decpher the lyphs on therui

- than 3 Ruin Leages i play, your oppoent

 maleupt hmmamderohhe}youmust

EscorT LADY SOPHIA

- Civil warrages i Ardenmore, and though SirWiathgar has been stopped. 4

] from abducting Lady Sophiato marry herand dlaim Lord Gamine's throne,

L Sophiais sl notsafofrom the forces of Wrathgar's father, Duke Bane.

v now, scotsveportthat Duke Bane s ispatched anew hrde of

B malevolent fiends o captire lady Sophiaand destroy Rosewood fee.
b oumust escort Lady Sophiato saety at the courtof Fidolon as Duke
; Bane'sioops harass you longthe vy.

Aﬁertheleaquemaplspla(ed Jouropponent adds heRosewoodKeep ‘
b and Eidolon League (or other Leaques to represent them). Fdolon s your SN
 Base Camp. Iravelto Rosewood Keep,retrieve Lady Sophiaand retumto

E  Dase Camp. Lady Sophia s treated as an Ally card (add her carda

b ifavailable otherwiseuse any other Merit card torp

E iqore that Merits powers). You mustre{mh

E discrding her.

CAPTURE THE TRAITOR

Whl!eyouweredehvvnnqa!euerfmmthewuafdhbemsof[bonllque
E tolord Assfack, the letter's waen seal broke, Foe curiosity being as it s,
E  youread n horror of the secrtaliance between Assjackand Tieris.

E  Since ord Gamines disappearance, ssfack and Tiberus have conspired
b tosecurekssjacks positionas thenew lord ofidenmorevithlady 8
b Sophiaathisside. You st venure o Fdolonand acuse Lord Asfckof 4
' teachryinhis own thoneroom. :

E  [Ftheidolon Leaguis notinplay, yourapponent sele(tsaleﬂque e
b representit. You musttravel to Fidolon and pass a Savvy Tral diffiulty T
§ to convince the court of Assack's quilt. Once exposed, Assfack Hees th
E  court On the Day you ass the Savwy Tria, your opp
b Assack Waylay {orany Combat Way/layof ratin
- Leaguesofidolon, You must hunt down ssjacka

B
JATLBREAK

- You have the Wydstone! Now you can free lord Gamine by speecing up
L therevolution ofthe Noria of Etemity. But before the mammoth wheel of
E stonewillswingaround to fee Lord Gamne, itwill eleaseallofthe
most terifying crminals Arcadia has imprisoned ovr thepast 1000
b s

k[t Nora o teityLeagueis no nle, then Jouropponentselectsa 4
 Leagueto epresent it Yo tart the Questwith the WyldstoneTeasure %

E Gard {orany otherTreasure cardtovepresentit, butignore the powersof

b substitute Treasure cards). You musttravel tothe Noria, and invole the
b ovier ofthe Wyldstone to speed the wheel. Fach Day the Wyldstoneis &

ot exhausted; you decide how fast the Noriaspins and herefnrehow

b many poin sofWayIavs {from ('to 5) arereleased. Youropp

- gutsthat many poits of ombat Waylays nto ply ont

[t Wylds onels exhausted 0 Wayldys "

VICTORY OVER DUKE BANE

; Your valiant and oyalsevice o the oyl out v not gone noticed. 3
- Nowthelord's regent, Assjack,entrusts you tofead Ardenmare’s orces to
L dofeat Duke Baneand end thecivil war plaguing therealm.

. Oncetheleaguemap’s ieated,youroppanent adds the Bane Towerand.

L Fidolon League (o other eagues to represent them). idolonisyour 4

 Base Camp. Marchto Bane Tower and lay siegeto by staying on the
¢ Bane Tower League for  consecutive Days afteryou arive,

b Afteryoursecond Day assaulting the Tower, Duke Bane escapes romthe

 sioqe. Your opponent places the Duke Bane Waylay (oranother Combat 4

P Waylay o rating 3 oress to epresenthim) ina League adjacent o Bane
b Tower.You must moveto Duke Bane and defeathimin a CombatTestto
- (@pture h|mand (nmple eyour QUest 0n ea(hafyou: opponent's Dys

justice.

EXPERIENCE: T

AssAULT ON EBONLIQUE

- Hving eposedth teacher o Lord Gaminesregent, Assac, and

E  broughthim tojustice. you must now:venture to Ebonlique and bring
L ssjacks conspiator, the witard Tiberus, to ustice nd make himanswer
L forlord Gammesdtsappeamn(e 1

E  During this Quest youropponent may selectup to 6 points of As or
 Haws touseagainstyou as Tberius uses his witardry o hinderyour
I assault. Aftrall other Leaguesareplaced,youropponent ey plcethe
L fidolonand Fhonlique Leagues orother Leagues torepresent them). -~
L Joumey to Ebonlque; once there, passakeso!vﬂnal (iffiltyTtosolve 4

the magial puale o theBlcktower' gate.On he Day afteryou ope

1 heqate youmustbeqmﬂqhtmqyomway[hmuqhthmw

‘ plays dloftienont he tower Onceyouds
- foc Tiberisthenext Doy, Deet Tibersina
s (ombat), Resolvel,) s

BALM FOR MADNESS

- Youfave reed Lord Gamine fom his imprisonment i te Nora of
 Creity, butan enchantment fom the wizard Fberius has robbed Gamine

of his sanity; Als, scouts bing word that the mechanized armies of
Middlemarch mass o atack Ardenmore. Lord Gamine's sanity must be

i

¥
1]

T

]
{

ITTHTHN

il
ML e et i

T

ttitsiing

B ostored by the healing waters at the Nowhere Glade, so be @nretumto
b Fidolomand rally therealm's forces.

B fterthe eague map s haid out, youropponent may adjst thecards s

L thatthe Nowhere Glade and Fidolon Leaques areat east L Leagues apart
 |{those Loaques arenotinplay,your opponent selects Leaquesto &
 representthem. You must take Lord Gamine to the Nowhere Glade, where 3

£ theviaters will heal i, Then retum ith Gamine to Fdolon focomplete S

E e Quest While Gamineds razed,he s  burden toyour journey. Before



(S8

Recover3 Allies and | Quest Ireasure card and retumn with

them unexhausted to Base (amp.

. by Drew Tucker 01996 White Wolf, Inc.All Rights Reserved.

EscorT LADY SOPHIA

Travel to Rosewood KeeF and then escort the Lady
Sophia back to Eidolon safely.

S

Travel to Bane Tower. ld¥3 siege to it for 2 Days after
arriving. Capture Duke Bane when he appears and
attempts to escape. X

)
&

Retrieve a stolen item and deliver it and a message to
the wizard Tiberius at Ebonlique.

Travel to Fidolon and Kassa Savvy Trial difficulty 7 to
convince the court of S?a(k's treachery. Once Assjack
flees, chase him downan

Test to complete your Quest.

‘21 M QUEST

Travel to the 3 Ruins Leagues and pass a Resolve Irial
difficulty 6 at each to decipher the secret of the Noria.

s by AshAmett 01996 White Wolt i At Rights Reserved.

Travel to the Noria of Etemnity. Survive the release of 21

points of Waylays without exhasuting the Wyldstone 8

in order to free Lord Gamine.

s, by Tony Diferlizzi @196 White Wolf, Inc.All Rights Reserved.

beathimina CombatorSovy (ECRLES

T m&i
ASSAULT ON EBONLIQUE

(o o Ebanlique. Sclve the purrle to access the tower
fight the tower's quardians and then defeat Tiberius.

. by Dave Fooden 1996 White Wolf,nc Al Rights Resenved.

WAN

Tokethemad Lord Gamineto the Nowhere Gladeto heal
his insanity, then return with him to Fidolon. Until
Gamine is healed, roll a die to determine how he
burdens or aids your Tests and Trials.

Ilus. by Tony Diertzi - ©1996 White Wolf, Inc. AI Rights Reserved.
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MIDDLEMARCH INVADERS

You have ot completed areconnaissance mission t scoutthe
Middlemarchamiesthat arenvading Ardenmare, Lord amine, reurned
tohis thronejust asAndenmor entes s darkest hour, arshelsthe

- ealn' oops However, the iz of Middlemarch's mechanized amies i
stagqering here seems o be i ope forArdenmare’s valat

L ofendersagaintche mindlessfgions ofKing ronheart. Neverthelss

00 take up sword andshieldtodefend your homeland s thefrstwave 4 ‘

I o invaders aproaches.

L Your Base Camp s idolonifitis in ply. fereverything elseis seton

k the playing map,you laceal of the ombat Waylays selcted by youe
I opponent foryour Ques, face-up o diffrnt edge Leages of them
. Oneachof e Days, youroppanent may move each Waylay one
" toward yourBase Camp. IFany of the Waylys reah
- opponent may selectan additional Combat Waylayfequal o lowerTating
10 the one thatreached Base Camp) andthenyay mustplaceifon an edge
League of themap. o succeed inyoue

(Quest's Combat Waglays.

Ex

RECONNAISSANCE MISSION

- Kingronheart o iddlemarchhas senhis ogamicstanvade
E Ardenmore,Lod Gamine once agai consrts you for therealm'
 defonse Amed ith treastresfrom theroyal amory, youaresentona
 recomissancemision to spy ontheapproaching Middlemarch amis.

Yuumay,simthé()uestwithyhﬁrQuest‘sImsuw(ardsalreadyinyom
. possession. Once the League map islaidout, your opponent seecs any3 4
" Leagues ontheedgeof themap. You mustvisic these and thenetumto 3

Fidolo oranothe Leagu o your opponent'schosing i Eidolon s not
ply) t complete your Quest. I chere are ny BoderLeaguesinle,

f’yourop"ponentmustseie(tthemaspanoftheBleqqu@s(hosmfmy 1
L Tecomaissane. = -
oy Midemarch oeatures you faceonthis Qestadd o teirscaes
| When estingagainstyou. ;

GIrD THE REALM'S HEROES

You have succeeded i eturning Lord Gamine to is throne and have seen
im wed Ly Sophia. But now,the Legion of Middlemarch ar oised o

invade Ardenmore. You must once agaimhelprlly the real's troops o

defendit Lord Gamine gives you Treasuresfrom the Ardenmore amory

and asks yo ttake them t theheroes o the and to beter arm them fr
k theamingwar. ‘

YourBase Camp mustbe Edolon it nplay. Do not lace ither ofyour

(ves Trastres bfor lay begis, Once play has equn, am yourself

it one ofyourQuet Trasures Youmustnow seekoutany oher
 Character i lay andgive the QuestTreastretothat character.As longs
C e Quet Treasur ard is noteshausted, youmaygivet o anofher -
[ characterthy annotrefuse ) who shaesyour League onyour Do
. Rotumto Fidolon and repeat the process 2 more times to comp

(uestIthere s more than one oter Chractern play, you st v the
Treasures o diferent charactrs.
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GIrD THE REALM’S HEROES

Take a
(orthe sameif it's a Z-player game).
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CORAL PALACE DARK REACH PASS
# Fiolds @ Road @ (astlo ® Border @ * Mountains ® Hills # Road ® Border &

O 0 B 6 @ &

Once submerged, the Coral Palace is now the home of air-=breathers. Its under- A young maiden once descended into these mountains with
water passaqes and vertical halls were used by the Mer, Now the resident from the Forest of %.z_%_m_: Sun and a beautiful ancient b
Dragonkin are the only other race who can easily niavigate the halls and towers. heal the suffering of this land. No one has seen het since.

hw_%:_ |eaves

allad to help her Darklingvale seems to be a

Although overshadowed by.the mountains nearby
owever, are answered only

rather hospitablevillageat first glance. Questions, h
with painful silence.

, ‘ . Enter: Free
Enter; Free by Hills or Road; Might Trial difficulty 5 by Mountains. . Leave: Combat Traldifficulty 5

Enter: Free
Leave: Free

Rest: You may recover | Advantage here. If you are noble or Dragonkin, you
may recover any 3 Me

Leave: As above. | Special: Characters subtract | from their scoreagainst any Waylays in this League.

Rest: You may recover | Abiliy or | Ally. . Rest: Intruth, the itizens of Darklingvale were killed several years ago by amad wiz-
, ard. They have been replaced by golems who o through the motions of everyday life.

No Rest s possible here.
01996 White Wolf, Inc. Al Rights Reserved.

DARKREACH. LOC
# llills # Fields # Lake # River ® Road ® Town @ Bridge

o i
O 8 @ O B
- Under the vast expanse of the Darkreach Mountains, quiet and superstitious

fisherfolk ply their trade beside the charcoal shores of the Black Lake. The pale
ine abnormalities they harvest are considered delicacies by some.

This was once the capital city of the ancient ovemment of Ardenmore. All that
remains is the stadium where the legendary lawmaker Praxis Tynon lectured
on the earliest versions of the Escheat. ;

Enter: Free Leave: Free

o . : Might Trial difficulty 5
Rest: Ifyou visittheRuins, rolla dieand add your Resolve toit. 2-3: You must exhaust & iy rM@ !
1 Merit. 4: You spend your next Day here as well. 5: You may recover any | Merit. 6-7: i _ _ i
.<o=§§%_Nswo__aaa%E_;Q:aﬂ.mx<o=ﬁ__msé%e_ﬁ_s_%xﬁsaa- Rest: Thase who make it into this part of the forest can recover | Advantage or : You must pass a Savvy Trial difficulty 6 to rest here. If successful you

q the future of Ardenmore. You may iqnore any | Waylay when it is played against | Treasure. may recover 2 Arts or Advantages.
you. You can only rest on this League once per game. ,

01996 White Wolf, gfzm?%& e_cc‘ga,gso:. Inc. AlLR ‘E, qzzs_g

DARKLING JUNCTION
* ficlds @ Road @

S O

Where roads meet, heroes choose their destiny. Each step takes an adventurer

THE CRYSTAL FALLS
 Mountains @ River @ Border

ST,

fins _Ngn_o:_:wo @

&0 0

The infamous Darkreach Mountains

eared their nam st ruler of

| M____M m&%__%@_%o_%%ﬂm% “_ﬁwm_ﬂ__ﬂ_ﬂ_ﬁ_%ﬁ __ﬂ ;gas_w:%%w s_w_h_%ﬁmp closer to triumph or tragedy. Ardenmore exiled himself here long ago, His shame was 5o great that thelight
~ movevery slowly. The cold generat ible. . - of the'sun never followed him here again.

Enter: Free & | [nter: Free by Road or Hills; Might Trial difficulty 6 by Mountains.
Leave: Free | Leave: As above.
Rest: If you rest here uninterrupted for  Days you can recover | Ability. & | Rest: You can recover | Ability

Enter: Free by Road; Might Trial difficulty 6 by Mountains
Leave: As above.

Rest: Those who visit the Falls may recover 2 Arts or | Ability.






“Paniasay SIYOIY 1Y 2] J1oM 21YM 96610

"Kj1qy | Jor0a1 Aew noj 1S3y
011 :aARd]
4 1

151310)U3APD PaILIR) SURIAR OAISS)y
D35 3} WOJ pue| dy) 3)e1edas $1sd
It Aja1eq s1 ueax() ns| ay|

‘0be Buo| sanbea asatpy 4Bl
“Paiar0 yeipdn wiom oSt alayy pue
“10} Iy ooy 21500 a4 JOuD

THE EASTERN COASTAL ROAD
# Fiolds & Road &

S ®

The Eastem Coastal Road travels along the lenqth of Ardenmore’s eastern border. Al-
though perilously dose to the boundaries of the _%ﬂ%s‘ its twistingroads are fairly
safe. Aqraybeard Knockerlives near hereand sells a hundred kites a year.

Enter; Free
- Leave: Free

Special: Although any traveler can stop here, bandit activity is a problem. Ban-
dits and Slavers add 2 to their scores when testing on this Leaque.

Rest: You may recover | Ability.

ozg___a_aw: s & Roid ®

@0 D

In this mountain range, some of the highes _z s in all of Ardenmore strain
aqainst the dark clouds that obscure them, Any who can surmount these
treacherous peaks will witness spectacular views from the summit.

Enter: Free by Road; Might Trial difficulty 5 by Hills or Mountains.
Leave: As above.

Rest: Climbing to the top of the mountain requires you to pass a Might or
Resolve Trial, difficulty /. If you pass you will view the most breathtaking
sunrise in all of Ardenmore. You can recover any 2 Merits.

Cool breezes carry the scent of:pine, and the vast expanses of meadows in
rovide a picturesque yiew of the Sabine Forest. The young at heart
ackberries as they pass, .

these lands
search for _V*V

Enter: Free by Fields or Road: Resolve Trial difficulty 4 by Forest.

Leave: As above.

Rest: Travelers can rest here comfortably, regaining any 1 Ability.

Fidle Road is alwa

Raxis, itis always well-patro

rolling from Raxis,

Enter: Free
Leave: Free

Rest: You may recover | Ally or | Advantage.

ou'reafool to

FrosT HAVEN

FIELDS OF SABINE
 [ields & Forest @ Road @

;Sﬁ; to beabandoned, Frost Haven has since been reclaimed by Frost ttins.

They have lost their- homelands in the Frost Kingdom to the north, and now

they fiercely protect their __2._5.% in Ardenmore,
| nter: Free by Road or Hills; Might Trial difficulty 6 by Mountains.
Leave: As above.

| Special: Those who enter must face an automatic Combat or Savvy Waylay
H ﬁ%ﬁ%:&;&i (ombat 6, Savvy 7). This Waylay takes place after any
| Waylay card played on this League is encountered.

Rest: No Rest can be taken in this hostile and inhospitable League.

E1DLE ROAD
# [ields  Road @

o O R. &®© & 4
yS gm_js_g a_sq.aﬁ__g:_?a_ between Fidolon and This enchanted forest s illuminated by its Glamour. By day, the leaves of the

led. The constabulary will sometimes inspect wagons trees baskin sunlight, and atnight, they gently glow, warming the forest floor
butthey are hesitant to disclose what they re looking for. with their brilliance. Thisis a _oa_@ favored by courtly love

Enter: Free
Leave: Free
Rest: You may recover 2 Arts or | Ally.

©1996 White Wolf, Inc. All Rights Reserved.
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@,__sa_ﬂ_aé__e;:m here. You must have thought you were

qoing somewhere else. fur back while you still can.

Enter: Might Tria
Leave: As above.

Rest: You may recover | Ability. L

Enter: Free by Road; Resolve Trial difficulty 5 by Forest.
Leave: As above.
Special: All Satyrs add | to their score in any Test.

| Rest: You may recover 1 of anything.

[ difficulty &

] .







THE GRAVEYARD
© (coan # Ruins &
& &

Beneath theseonce pelucid waters, the Graveyard of Ships hides derelict vessels. De-
cadesaqo, battleships from Middlemarchattacked the Coral Palace. The Dragonkinand
. Mersankall butone ship, and the armada has remained here to this day.

Leave: As above.

Special: Mer automatically pass the Terrain Trial on this League. IFyou fail the §
Terrain Trial here, you must exhaust a Merit.

A O . R

oUnta R Road @ Borde

_~an >=we_@ smfa;%eaEOE_:@%E@oea%ia__w._ssss_
recover Z Treasures.

01996 o Wl

REY REACH
 ® ash & Rivere

B ©

z_mu_%w_m of the Grey Reach and Sibylline Swamps are %a_gw indeed. The
very spirits of the earth conspire against those who tread without caution.

Enter: Might Trial difficulty &
Leave: As above.
Rest: There are many pits and sinkholes here. If you choose to rest, you must. |

pass a Resolve Trial difficulty . fyou fail you must exhaust a Merit instead of
recovering one. If you succeed you may recover | Merit of your choice.

S O

ose who pass throug ough the majestic landscape in the distance
pires travele arred by the bleak sight of the Grey Rive

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

01996 eWo All Rig erved

| Inter: Free
Leave: Free
Spedial: If Bloath is encountered here add 2 to each of his Attributes.

Rest: You may recover 1 Ability. If you defeat Bloath on this League, you may
recover 3 Merits of any type.

e (haos Well is too qreat for-them-te resist, and the reckless re 0 Come
0 e qreat pe

Enter: Free  Leave: Free

Rest: To drink from the waters of the Chaos Well is to invite both fortune and
disaster. Roll a die. 1: You recover 2 Flaws and must m_:mé_: next Day. 2: The
next Waylay you face adds 2 to its score against you. 3; You must exhaust a
Merit. &: You may recover 2 Merits. 5: You EN exhaust | Flaw. 6: You may add
2 to your score against the next Waylay you face.

ougn the useoringenio ocKercontraptio ed arvested foruse InAithro
¢ )led astenvelopes of cioth are warmed by arts (d q open fiames, and

Enter: Free
Leave: Free

Rest: Bathing in the steam from the Hills requires a Might Trial difficulty 5. If
successful you may recover Z Abilities.

Enter: Free by Road; Resolve Trial difficulty 5 by Forest.
Leave: As above.

Rest: You can rest here and recover | Ability or you can chopse to __E_m. Ifyou
hunt you must defeat a Wild Boar (Combat 5) ina Combat Test. If you're suc-
cessful, you may recover any 2 Merits.

4l ore 0ad

@ O

AIThOUQ e Was once revered as a qodae one sname Ve OKked and
Dered empie IS d dat remains or ner ancent reggio

Enter: Free
Leave: free
Rest: You may recover | Treasure or 1 Art. _







_:___:_:::___:_

IRONDEW ROAD
# [iolds @ Road @ Border &

o O

An old Troll was turned to stone beside this stretch of the Irondew Road. Gi-
ants and Ogres alike harden their hearts as they march past him. Old griev-
ances are not always mentioned, but they are always remembered.

Enter: Free
Leave: Free
Rest: You may recover 1 Ability.

Enter: Free by Road; Might Trial difficulty 5 by Marsh.
Leave: As above.

Rest: Unseelie can recover | Ally. Seelie can recover | Advantage. Seelie nobles
can recover any | Merit,

©1996 White Wolf, Inc. All Rights Reserved.

IRONDEATH FIELDS
© [ields & Hills @ Road ® Border &

& &0 G

The Irondeath Fields are lined with spikes. Duke Bane impales the heads of his
enemies here as a warning to any who would betray him. On the darkest nights
of the year, the wind carries deathly moans.

Enter: free
Leave: Free
Rest: Your opponent can recover | of your Flaws.

THE KYRRIAN TOWER
# [iolds  Road ® Ruins &

O &

Long aqo, when Arden h%m_ &mﬁk trules and different borders, the Kyrrian
Tower was the home of a reclusive and deranged wizard. Her powerful
summonings have forever altered this land.

Enter: Free
Leave: Free

Rest: Those who rest here can recover 2 Arts. However, if you choose to rest
here, you must roll a die. Even: You sew_zﬁ:_ your next Day from any Leaque
o_né__:g_ﬁ .0dd: You begin your next Day from any League of your opponent
choice.

01996 White Wo

KRYLLIAN’S POND
 [iolds & River &

O

The river widens here. The fields of qrass are warm and soft, and dandelion
seeds are carried on the wind. Those who swim in these waters are often re-
freshed afterward. ,

Enter: Free

Leave: Free, unless you're crossing the River; then you must pass a Might Tr
difficulty 4.

Rest: You may recover any | Merit, except an Ally.

Enter: Free by Road; Might Trial difficulty 5 by Marsh.

| Leave: As above.

MIDDLEGUARD
# [iolds ® Road ® Ruins  Border &

D &

Once an outpost for Middlemarch, this old keep now standsin'ruins within
Ardenmore’s borders. Metallic %__.@ and rusted weapons serve as grim re-
minders of Middlemarch's aggression.

Enter: Free
Leave: Free

Rest: Spending time sifting through the Ruins will yield very little in the way
of rest. While you can recover 2 Merits of any type, your opponent can also
recover | of your Flaws.

.

Enter: Might or Resolve Trial difficulty 6.
Leave: Might or Resolve Trial difficulty 5.

Rest: The only haven known in these parts is with the Mud Boggins who exist

on a small island in the center of the swamp. You must pass a Savvy Trial d

pe_z T to convince the Boggins to admit you. Once in, you can recover any 2
erits.

THE LOA-HEEDRON
 Mountains ® Road @ Ruins @ Border &

Sl & ©

 Themonolithictowersand marmorean eifiesofthis abandoned fortressreach
dizying heights above this portion of the Sure Pass Trail,

1 Rest: If you dare to dlimb its walls, you must pass a Might Trial difficulty 6,
| You sﬁ_%o___i_é:@._E:@Ma_. wa__ enter a fortress once ruled by a race of

giants. Recover 2 Might Abilities, 2 Treasures or any combination thereof.







MIDDLEMARCH JUNCTION
 Marsh  Fields & Road @

® O O

:2_83_%__%%__ %o_a %_az_@smoa_.m%__z_a==§=m
oin forces when rumors of war spread. Once the rumors pass, however,
old qrudges are reborn.

Enter: Free
Leave: Free
Rest: You may recover 1 Abilit

©1996 White Wolf, Inc. All Rights Reserved.

MIDNIGHT FALLS
 [ields @ Mountains @ Hills @ River # Border

D & @

 the foothills of the Darkreach Mountains, the Midnight Falls carry silt into

e River of Rust. There are places in this realm that have never been touched
by the light of day. Where sunlight does fall, night eagerly

Enter: Might Trial difficulty &
Leave: Free

Rest: Resting at or near the Falls s tricky at best. You must overcome aResolve
Trial difficulty 5. If you succeed you may recover | Advantage, 1 Ability or T Art.

1996 White Wolf, Inc. AllR hts Reserved.

Enter: Might Trial difficulty /
Leave: Might Trial difficulty 5

Rest: For those who are able to make the climb, the view s truly inspiring. You
can recover any £ Merits.

ey carry noxious aromas and contempt for
scaped their taint. The grey waters rol like
Duke Bane's soul.

Enter: Might Trial difficulty 5
Leave: As above.
Rest: You may recover | Ability. Ifyou are Unseelie you may recover 1 Artas well,

©1996 White Wolf, Inc. All Rights Reserved.

NORIA OF ETERNITY
 Mountains  (astle @ Border

. @ O

The Noria of Eternity is Ardenmore’s legendary prison. This large subterranean

wheel incarcerates the kingdom's vilest criminals. Those who.are condemned

to enter the Noria are trapped for 1,000 years.

Enter: Might Trial difficulty 5
Leave: Free

Special: Unique

Rest: You may recover 1 Ability.

The forest here is so dens
ing actually improye if

Enter: Free by Road: Resolve Trial difficulty 5 by Fore
Leave: As above.

Rest: You must undergo a Savvy Trial difficulty 5 to rest
may recover | Ability.

N

Long ago, the Kithain languished nquil pools of this glade. Now har-

pies soar overhead, harrying any who invade their self-proclaimed domain.

Enter: Resolve Trial difficulty 5
Leave: Free

m_x%_“ ==_ﬁ_m. >=<=§s§_<_m<§_ﬂ_:2_;.mezsrgsw%ﬁﬁ_i
adventurers here.

Rest: <o% may recover 2 Arts or | of anything else from the magical waters o
e ponds.

©1996 White Wolf, Inc. All Rights Reserved.

Despair hangs in the shadows herelike a fine mist, and it is said that those
- who bring their sorrow with them into these lands will become lost in a fog of
qrief and self-pity. o

Enter: Free

Leave: Free by Forest or along main Road. You must pass a Resolve Trial diffi-
culty 5 to leave by the T Road.

Rest: You may recover 1 Ability.

e
OCEANTIUS
# iolds @ Road ® Town @ Border

® 8 6O

The coastal city of Oceanius overlooks the Tsu Ocean and Orchid Isle. The resi-
dents here are known to be open-minded. Late at night, they often have a
faraway look in their eyes as they gaze-upon the ocean’s pacific waters.

Enter: Free
Leave: Free
Rest: You can recover | Ally or Treasure here. If you have a Baq of Gold, you can

discard it to gain passage to Orchid Isle, if it is in play. No Terrain Trials are
necessary. If you travel to Orchid Islein this fashion, you may return to Oceanius

the following Day.

01996 White Wolf, In Wm_ Rights Reserved.
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HuE,LZ;Z RoOAD
@ [ilds ® Road &

Imp pranksters, dour Troll knights, lovelor Satyrs and bitter Redcap warriors—

the travelers one meets on the Palinian Road will educate one about the true
natures of the Kithain.

PFERL

“ 4@ [iglds @ Hills ® Road ® Town @ Border & ROAD TO MIDDLEMARCH

 [iolds® Road @ Marsh @ Border

e O ® ©

va%n ; zga?&% and Ardenmore are strained at best. Political
jon =v high. and the border between these two kingdoms is heavily
ed on both sides.

There _2_:__.£=§a= asked” policy in this villainous city, and it is common
for the criminal scum of Ardenmore to sink into the %ﬂz._m of its labyrinthine
alleyways. The innocent and trusting had best watch their step here.

Enter: Free
Enter; Free .
Leave: free

Leave: Free ; : .
_ Rest: You may recover as many Merits as you want here. For every Merit o
Rest: You may recover | Abi choose to recover, roll a die. Halve (rounding up) the number that is rolfed.
That is the number of Days you fose in Pferl.

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

PALINIAN - COAST JUNCTION

# ()coan # Fields @ Ruins # Fiolds @ Road @ Border &

. * fiolds @ Road @ Forest ® Town &
@ O O ® ®

Travelers from the Pal d Eastern d hs at thi @
The rare and beautiful flowers of Orchid sle are treasured on the mainland, for ravelers from the Palinian and Eastern Coast roads ross paths at this junction. 5 ; _
they are hard to find. Diffcultto reach, this small sle is uninhabited by the This well-traveled thoroughfaresees agreat deal o traffic ach day, afamily [ The townofRaxis s hometo the dilient, yetoverwhelmed, Serifof Raxis. A

fae, who visit it only rarely. , = selisdainty sweetmeats and exquisite nectar from their famous roadside inn. tempestof v _N____EE:%_v_am__:o__a:_j_z_ <.§§=E=f,___Mvg&___.

RAXIS

Enter: Might Trial difficulty 5 Ester: et | Enter: Free

Leave: As above.
Leave: Free | Leave: Free

w_zns_“::z% 4 _~aﬂ<o=_§<so<s_>__<~_:=38w_a_m. wwam_” ____3%._:E;Zsm:eio:s__éE.écs__macza:35
Rest: You may recover I Art and | Ability. | 4 allof your scores against Waylays here.

Rest: You may recover 1 Ally or | Advantage.
©1996 White Wolf, Inc. All Rights Reserved.

PALINIAN ROAD
© [iolds® forest @ Road @

~ request. Perhaps the half-eaten bodies that wash up on the riverbanks were from the east often bring pipeweed from the village of Raxis. Those
meet on this road often tarry a while s they enjoy a smoke, a tale,

their payment.
, it of fell
m__snrg : . _QH owshi

Leave: Free . Enter: [ree

Special: Any Oqre Waylays played on this League will remain in play unless they are de- S Enter: Free Leave: free

feated witha natural 6 during an adventurer's Test against them. These Ogres alsoadd | to &= : fal: if
_ _ : IR eave: Free : y
their score when testing. Any adventurer can move on or encounter this L eague on the Day 5 %%&%ﬂﬁﬂ wﬁwmm_w_ﬁm_%wm__ﬁ%ﬁm_ ﬁ_____qm___ﬁ__w_dm %%MM_«%___%M_M_M

THE PITHA’S TESTING ZONE

# [ields # Forest @ Road @

S @ O
Pitha of Althros, the self-proclaimed “Great Inventor,” uses this field to test

his new experiments. Any who travel here had best tread carefully and watch
the skies... just in case... ;

,_gssra

following onein which they defeated an Oqrehere, evenifthat Ogreis il in play. Rest: You may recover | Ab haust | Merit.

Rest: You may recover 1 Ally here. 1 Rest: You may recover | Ability

. . —

| Rights Reserved.






'HE ROAD TO NOWHERE g M F ASTALAR , SADMOST BRIDGE
# forest @ Road @ Border & L | e st ® Ruins @ Border® .  fields # River  Road # Bridge @

<) & e

i X - D 4N O ® U &
No one can remember why this road andi ong the A qreat tower dil L e .« 8 ATroll once barred this bridge and challenged any who dared to pass to exceed
roadside to ask passers-by where they are going . EMS_:%. It has long since fallen nto 1 | f his tale of misfortune and sorrow. Duke Bane told seven tales of his Seelie

is dazed confusion. The ransom demanded is usvall . tower so defensible, however,is just as diffia ‘ .  rivals to the quardian, and the Troll was never seen aqain.

Enter: Resolve Trial difficulty & Inter: Free
Enter: Free by Road; Might Trial difficulty 5 by Forest. . B leave: free ,

Leave: Free
Leave: As above. . Special: Astalar is full of twisting passages and treacherous drop-offs. Char- Rest: ; i< Bri
. i _ ) est: You may recover any | Merit, unless you defeat a Waylay on this Bridg
Rest: If you tell your opponent a joke, you may recover 1 Ability. acters facing Combat Waylays here subtract | from their score éﬂg testing. Then you may recover any 2 Merits if you choose to rest on the Day following
. , Rest: Characters searching the Ruins can recover 1 Ability or | Treasure. the Waylay.

©1996 White Wolf, Inc. All Rights Reserved. 01996 White Wolf, Inc. All Rights Reserved. i ” ghts Reserved.

ROSEWOOD BEND E i SARDINIUM
* fields & Road # Border & . , sy @ Helds  Marsh @ Road @ Town #
Rosewood Bend m_m_é%__a the end of the Ardenroad. Travelers who journey :,_,%%_;ogw__mémsﬁaa%caﬁ.gé___ one o:__a@aass_a.:_%% This village once had a popular resort, but the encroaching Marsh o;@n:_;
from Colinwell to Rosewood _A%w. the home of the Lady Sophia, usually rest & many conflictingstories aboutits origin, but all of them feature the tale of the has ruined the land. Sardinium has consequently fallen into disrepair. The lo-
beside the fields of roses here as they compose ballads and poems in her honor. - rust miner Toris g_o% L cals, however, are still delighted when they receive visitors.

Enter: Free : .
Leave: Free | Enter: Free by Road; Might Trial difficulty 5 by Mountains, Hills or River. Enter: free

Rest: The lush fields of Rosewood Bend will allow travelers to Leave: As above. j , Leave: Free P
recover any 1 Ability. Rest: You may recover | Treasure or 1 Art. Rest: You may recover | Ability.

©1996 White Wolf, Inc. All Rights Reserved.

SABINE GLADE
@ [grest @ Border @

® 0O

This relatively obscure patch of woods is % he easternmo: ; L ks the s . o
_ : i Ay , this the Shadow Rust Vale, as it is trapped between the
Sabine Forest. Long ago, amighty road led early Kithain to the Aegis | , _vm_ﬁﬂﬁw%mo%as: nd thekiv : i

; it « tains and the River of Rust. A pall of fear hangs heavily here, as
vcﬁg__ﬁ_mgmo:__éar <m§=waﬁ__8,w_ i L these lands are often beset with troubles > e

ROSEwWOOD KEEP
@ fields  Road @ (astle @ Border &

© @ GO

Home to the _%_« Lady moﬂ_? Rosewood Keep is a place of serenity and
gentle tranquility. In the stillness of night, troubadours find inspiration and
sing praises to Sophia's wisdom and beauty. .

Enter: Resolve Trial difficulty 5

Enter:Savvy Trial dificlty & Leave: Free Enter: Free by Fields or River; Might Trial difficulty 5 by Mountains.

Leave: Free

Rest; ;_ua@ sm_s ﬁﬁ in the wm__x M_ m_a_% <«_=_ :H____ﬁ_ little ﬁmaﬁ_%. The trees Leave: As above.
tower above, blocking out most of the sunlight and leaving this dense expanse ; i

sﬁ,a in shadows. M__a@ who pass a _Nmzmé Trial difficulty 5 can recover up Rest: Those who ret here can recover | Abilty.
to £ Arts. ,

Special: Unique
Rest: Those resting under Lady Sophia's hospitality can recover any | Merit.

©1996 White Wolf, Inc. All Rights Reserved. ©1996 White Wolf, Inc. Al Rights Reserved.
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SPLENDOUR WATERS
, @ [ields ® River @

Just as the darkest sorrow always passes, the Grey Rivers flow into the spar-
kling fountains of the Splendour Waters. Hope springs eteral,

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

Rumored to be the original home of the qray dragon mv_g%sﬁ_w thos

Lo

and ancient dragons soaring overhead

Enter: Free

Leave: Free

Special: Any Waylays add 1 to their score when testing in this League.
Rest: You may recover | Treasure.

SPLENDOUR BRIDGE
# filds @ Road @ River  Bridge &

©C U ® B

Wanderers reflect on their lives as :_4 qaze into the effervescent waters of
the Splendour River. Some follow an old tradition and wish for good fortune
as they pass.

Enter: Free
Leave: Free

Rest: You can discard ] Treasure and make a wish. Roll a die. Even: You get your
Treasure back and all of your Merits are recovered. Odd: Your Treasure is
discarded. You will recover the Treasure for your next gam

©1996 White Wolf, In ,wz_ Rights Reserved.

i

who sleep beside:this picturesque lake sometimes have dr %w% massive

ods alm : ‘  tre
blow fs__e«:;_._ma; the dead of nigl

SUNDERED COPSE
# [ields & Forest @ Road @

S ® O

A small copse of trees was once destroyed to make room for the road to
Stormquard Keep. Few soldiers pass through this route anymore, and so the

woods are beginning to retake what is rightfully theirs.

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

| Rights Reserved.

i

STORMGUARD KEE?
© [ilds ® Road ® Ruins ® Border

S @ 6 O

Once a mighty keep, Stormquard was nearly decimated six years ago in the
last war between Middlemarch and Ardenmore. It is said that the spirits of the
dead still stand watch on these parapets,

Enter; Free
Leave: Free

Rest: Those brave enough to stay the night must Wam a Resolve Trial difficulty

5. If you succeed you may recover 2 Treasures or Z Abilities.

©1996 White Wolf, Inc. All Rights Reserved.

sU OCEAN
* (eme

G0
&

The waves of the Tsu Ocean are usually gentle, but the deceptive undertow
makes passing through them difficult for inexperienced swimmers.

Enter: Might Trial difficulty 5
Leave: Might Trial difficulty /

Special; Mer automatically pass the Terrain Trial on this League. If you fail th
Terrain Trial here, you must exhaust a Merit.

Rest: You may recover | Treasure here. If you have failed the Terrain Trial you
recover nothing. ,

Filth to the
here,.

Enter: Might Trial difficulty &4
Leave: As above.
Rest: You may recover 1 Ability.

SURE PASss TRAIL
© Mountains® Road® Border

&8 O

Known as one of the safest mountain passes in all of Ardenmore, this trail
welcomes many travelers. Eagles soar overhead like the hopes of young ad-
venturers. .

Enter; Free by Road; Might Trial difficulty 5 by Mountains.
Leave: As above.

Spedial: Any character adds 1 to their score on any Waylays played against
them on this Leaque. ,

Rest: You may recover | Ability or 1 Ally.



ARDENMORE GUARD
&ES

: ?%__% s:;aﬂ
accosts you. It seems you loo
terribly. similar to an outlaw
they're searching for. Discard this
Waylay when it's defeated.

These wee folk are accustomed to
having small offetings of food or
water left Travelers who
don't offersuch-hospitality risk the

Ifyoufail your Test aqainst the Banek,
they steal your food stores and
(discard the Waylay).You
1toyourscoreinaliMightand

Combat Tests and Tralsuntil you

=
=
2
=
=
=
=

“ol

ve (asper

..E_sg___?.,sm
i 1 , . :

e

ved. llus. by S
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* (e ®

For the last two hundred years, the Tsu Ocean, once known for its miqhty waves,

__am_%_;mgHE&__A._.?_:EZ_.:_msozo:_.zsaﬂ_sm_w sea&
and a few more dispossessed Mer venture onto the mainland. ,

Enter: Might Trial difficulty 6
Leave: As above. :

Spedial; Mer automatically pass the Terrain Trial on this League. If you fail th
Terrain Trial here, you must exhaust a Merit

Rest: You may recover 2 Abilities here. You may not recover anything if you've
failed the Leaque Trial.

WASTELAND
< [idlds &

Here lies the foul wyrm Andrax Copperscale. slain by the first ruler of Ardenmore.
The dragon’s tomb is now covered by a hill of ash a league wide.

Enter: Free
Leave: Free
Rest: You cannot recover on this League.

©1996 White Wolf, Inc. All Rights Reserved.

© Q ®

Near the juncture of th wws:_ ast and Arden s&w.mmaﬁvga Satyrnamed

.

Whiselkane watches and waits in the forest. Although flighty and distrustful,

the elderly bard knows a great many things.
Enter: Free by Road, Hills or Fields; Might Trial difficulty 5 by Mountains.

Leave: As above.

Rest: Ifyou wish to look for Whiselkane, you must ?2 Savvy Trial difficulty
1. Ifyou are successful, you have found him. Whiselkane charges you I piece of
Treasure (discard 1 Treasure) and then shows you a shortcut. You may move 3
Leaques on your next Day, encountering only-the third.

\ : :
The Scrublands are east of the infamous Willowtree Vale. To this day they re-
main nondescript and barely worth mentioning.

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

tded by Arborian Warriors. From their trechause for
reasure: the legendary Pools of Daw
Enter: Resolve :a_,%e_s 6 ,
Leave: Resolve Trial difficulty 4

Special: Any Arborian Willowtree Warriors played here will automatically be
Combat Waylays. Their Combat Attribute here is 4.

Rest: I you can get to the Pools (Arborian warriors =25__§a_=e you
may recover up to 3 Arts or | Treasure.

v
THE WYLD MARCH
# [iolds  River ® Border &

O ® O

This was the site of a great wizards' duel between the champions of Ardenmore and
Middlemarch. Arenowned Soothsayer once naﬁ_@_s& that theland would never be
the same afterward. Stranqe floraand fauna have been found here eversince.

Enter: Free

Leave: Free

Rest: If you rest here roll a die and add your lowest Attribute. 2: You recover
any 2 Merits. 3: You recover any | Merit. 4: You recover nothing. 5; Your oppo-
nent can move you in the direction of his choice your next Day. 6: You must
exhaust 1 Merit of your opponent's choice. 7+: Return to your Base Camp.

©1996 White Wolf, Inc. All Rights Reserved.
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CoRrPOREAL GHOST . - . : | PROPER ETIQUETTE

You come upon a Sidhe noble and
his retinue. Pay. yaur proper
respects ar fose face. Discard this
Waylay when it's defeated.

If you-ae a noble you gain +I
SavwyforthisTest.

kladson

prites mad. creating a
zombielike creature of walking
deadflesh which seeks to destroy

anything that comes nea i

ymphs, you may not get muc
rest. Discard this Waylay When
it's defeated

m__i though with so man

“01996 White WolfInc.Al Rights Reserved. lus. by Dave Fooden
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You happen upon an ol ‘ : Treacherous. ground! If you fail the
friend with whom yi L g st Test, youTe stick-You cannot
exchanged oaths of friendship. Pevi a oy retreat and:must test agair the next
Your friendwould like youraid for ( ; B Day atone higher Might (Might 2 on
ashortwihile. Ifyou fail this Test, i : =4 thesecond Day, Might3 thethird Day,
do not exhavst a Merit, but you o L 4 otc) asyou sink deeperand deepe

inthis Onceyouwina Testyou're fr

run out of Merits to exfiaus
to Base (amp immediately
Day. .
Once play Quicksand remainsg
in play and must be-encountered by
anyone moving ontothe League.

_zaz_& fignter Tetums
om this Waylay.

Waylay when it

=
=)
=
=

Al
Inc. A Rights Reserved. lls. by Anthony Hightower
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SPIKE TRAD

Said to.be.an elemental himself
or possibly some lncarnia spirit
come_to Arcadia:to protect its
waterways, the 0ld Man of the
Sea accosts those who use
Arcadia’s 22&5% to make
certain they know the Litany of
the Waves, the ancient thyme
whose verse describes & sailol
apt respect for the.ocean-arid its
bounty. If yau faifa Test

the Old M

. us. by Scott Fischer

this Waylay remain
must be encountered

h
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L in the Fack Tories of

emarch. the Cog Soldiers

marchito fulfill themad dreams of
inglronheart. -

Words cannot placate
mindless golems, but a lone (o
Soldier away from ,

is easily trick

Waylay when i

01996 White Wolfnc A1 Rights Resenved. . by Ron Spencer

slugs usually

wait in trees.and vemit acidic
ittle on victims who pass
them, Wary travelers

wa of the slugs and

aylay

fits R

AltRig

1996 White Wolfnc.AllRights Reserved. s by Brian Dugan
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You've lost your way. Ih

culty of this Waylay depends on
the Leaque imWhich you become
lost. Use the highest difficulty
that applies to 1_: League
Discard this Waylay when it's
defeated.

# Resolve | in Fores

Lord Gamine’s regent s traveling
the countryside to.make certain

=
=
=
=
=
=
=l

<<m_§_as<of
tops above. Test yous
escape. If

you are-ensnarec

retreat. The Spiders wrap you up,
webyoutaatree trunk, and save
«s_;ﬁe_gw flesh to suck dry
ater. Test aqainst Mighteach Day
to escape. Discard this Waylay
when it’s defeate ,

01996 White Wolf Inc All Rights Reserved. lus. by John Cobb
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camp with you fo
ing a Galliard story
. she offers you a bottle of
andprods you intoayam-
contest with her. Discard
ylay when it's defeated.

nved. lus. by Ron Spencer
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the Treasbres (opponent playing

this Waylay.selects Which Treastire card)
in this teaque IS sealed'in a chest,
apped with heavy rope

the land have been unable to
unravel the knot to unlock the Treasure.




TRAVELING PATERS

You happen upon amerchant with e e
oods to barter. He-refuses ; the . i in the bureauaratic’quagmire of the
digne un ‘ ; court. To travel ahead, youmust sort
out the ness with the local officials.
You may discard aBag of Gold to pass
this Waylay. Doriations to the court
are always accepted, especially at the
regional utposts far from the
‘s defeated

slave trade in Ardenmore, making it the
professian, of ¢hoice for many criminals
who set up networks to ferry the slaves
over the bordef. .

e Fooden

If you-ose a Test against the
merchant, you must exhaust a
Treasure if you have one, other-
wise exhiaust any other Merit as
normal, Discard this Wayla

it's defeat

IF you lose a Test with the Sla
must exhaust an Ally Mer
otherwise exhaust it
The Slavers add « to el

01996 White WolFInc Al Righs Reserved. us. by Rebecca buay
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Spidereye Gob!
to crawl the dli
undercaverns of

IF you fajt:the Resolve Test, you've
nother slide. Immediately
test aqain aqainst Might 3. Ifyo fail
,, Merits
and loseyournext Day asyaudigout.
If you pass the Might:kest you ve
j-Onceplayed, this

n.play-an

ASpidereye Clan Goblin.throws a
net over you from above, then
.E:T toattack you. Passa Might
rial of 5 to break free ol th
before the attack of s

FInc. Al Rights Reserved. lls. by Richard Thomas

i
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Wrathgar roams the land ; , , nore ( R These large amphi
furthering the ambition of his L Y0 \ ik propel themselves out of the
father. the Uinseelie noble Duke NZD eaim. Give RSSRN water-and for brief distances
uare Seelie, Wrathgar SR friend. [f you have a a% appear to actually run along the
ombat Waylay. If you are o may discard it ; : surface of thie wateras they spring
Unseelie, Wrathgar ‘expects to pass the Waylay, but the upon their prey. Discard this
ice of y M is a Sa Waylay stays in place. If you do aylay when it's defeated
Wayloy, Distard this Woylo ot tst agaist the Woyly 9
when it's defeated. - .7 ﬂ__vwmm_m;_vézs Al its

Jackson
y Brian LeBlanc

[us. by Mar

l
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ARM WRESTLING TROLL

01996 White WolfInc. ANl Rights Reserved. lus. by Dave fooden

Gracklik Armsnapper, in a contest
of strength, Ifyou lose this Might
Test; you do not have to exhaust
a Merit, The Troll's a sore loser,
however, and ifyou winthe Might
Test, you must immediatel

the troll in Combat; Discard this

fitered

£
=
=
=
=
=
=
=

ARBORIAN WILLOWTREE
WARRIGR
0

3

The fastest of the Arb
Willowtree Wari
‘whiplike
prigrs braok no trespass of
acking any: who cannot
engage. in either a Sawvy or a
(ombat Test Willowtree Warrior.
If you decide to test Combat; you must
make three Combat Tests aqainst ey each
Day as she lashes «e; all sides. As
long as you Win dt leastone of these, you
drive off the Arborian and defedt the Way-

lay. Howe woutd still exhaust(@E

1 Merit for every Testyiou
Discard this Waylay when it

s defeated.

Hightower

[
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GuiLty AS CHARGED

W

Enemies of the throne have
framed you in.a heingus murder.
No one willsstep forward to
defend you fromthis awful crime,
50 YOU TUSL Serve as your own
counsel in the Tort Court of
Ardenmore. If there is a Warrant
out on you, subtract | from your
score on. your Test agaifst this
Waylay. Discardthis Waylay
when it's defeatet. . -

01996 White Wolnc A Rights Resenvd. . by Bian LeBlanc

Fgads! Aocal Redcap has accused
his wife of cuckolding with you.
The poor Redeap is just eaten up
inside. with jeal :
eaterl his wife up to feed h
insides, and he and his Redcap
mg_m intend to make you dessert
iscard this Waylay when i
defeated. i

The wategs Swirl-around you,
sucking ,,,m% into the depths. Put
wo_: back to/the oars, man! Pull
ree of the current ot all is lost!
Discard this Waylay when it's

01996 White WolfInc. Al Rights Reserved. lus. by Dave Fooden

GAMBLING KNOCKERS

Some Knockers shaoker you into
2 gszsmﬁ%sé them. If
you lose the Savvy Test against
them, you must discard a Ireasure
and cannot use it for the rest of
this game. If you wina Savvy Test
aqainst them, you may recover
%w of the Treasures yoy. have
exhausted. Discard-this Waylay
when it's defeated.

IFyou fail this Test, yowarestricken with
the Autumn Plague. White afflicted by the

| plagueyousiffer tonall Savvy Tests and

96 White Wolf Inc. Al Rights Reserved. lus by Stuart Beel

Trials, as yow'suffer plague-induced
depressjom: Yau may try to Shake off the

of e plague by resting for a Day
ina me% (mieaning you don't move or
have to face any other Tests or Trials) and
passing a Might Trial difficulty 1) The
Autumn Plague Waylay s discarded once
itis encountered, whetherthe festagainst
it s successful of nok {though ehatacters
afflicted may:keep:the cardnext to their

Merits tomark theiraffiction) Characters (A

cannot suffer from mre tan | Autumn

Plague at a time.

Inc. Al Rights Reserved. ls. by Steve Casper
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horder with
Middlemarch, thesoldiers oflrandew Keep

cE_:@a%nz_%.m._:%_:&a%
suspected invaders.”

Your oppatient may place the artillery in
any League ‘adjacent to yours. The
artillery may fire upon you from | Leaque
away. Test Combat as normal, |
artillery cannot suffera Defeat {unl

ite Wolf Inc. Al Righs Reserved. . by Rebecca Guay

I

W
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ends of theplayingmap to be the start
and exitpoints ofthe hurricane's path.
t'Day, the player places the
Hurricane in the start Ledque, and
each Day thereafter moves it | Leaque
4 its exit Leaque. Ifjthe
Hurricane moves onto. g |
ied by a character, they must
{ Xt Day or




You come upon a band of owa
who need you to arbitrate a bet.
They've just had a boulder toss-
ing competition and are arquing
over Who won. They're about to
come to blows with each other,
and neither side will take kindly
to your judging them the loser. If
you fail the Savyy Test, in addi-

to exhausting.a Merit, you
must immediately test Combat

Ogres, Discard thisg

ncouiitered

{nc. Al Rights Reserved. lu. b Brian LeBlanc
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| ontaa coveredpit. The con-
cealed top draps open.Pass a Might Trial
difficulty 8 m% tlear. IFyoufallin, you
must face @ qiant.grubworm Which has
taken residerice.in the pit, feeding off any
who fallin. You must face the grubworm
in Combat each Day until you defeatit or

Trojan Horse is d

01996 White Wolfnc Al Rights Reservd. llus. by Steve Casper

I Al Rights Reserved. lus. by Rebecca Guay

199 White Wolf

01996 White Wolf nc. Al Rights Reserved. Ilus. by rian LeBlanc

Sphinx’s riddle or be
eaten!1f you choose to test this
ss\_@ﬁ« 6o A
immed
Waylay, :

Once any character tests the
Sphinx as a Resolve Waylay;and
fails; the Sphinx will always be
considered a Combat Waylay for
that character, Discard' this
Waylay When it s-defeated.

TROJAN HORSE

pure.gold, the
se is d beautiful and
deadly sight: Mast believe the
horse was.created only for war-
fare, Sice it seems to attack
anything that crosses its path
Discard this Waylay when:it's
defeated. L

ed. lus. by Brian Dugen

Wolfnc. Al Rights Reserv

1996 White
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thieves:Or each of your oppanents Days, she
may move the thieves together with therea-
sure | Leaque. If you catch the thieves, you
may encounter them in a Combat fest.1f you
defeat them, you regain allbof yoor.

Any Treasure belonging £ angthi

must be feft on the Leaqu

Discard this Waylay whi

fi-Quest Ireasure you

e next game.

©® &
Aqainst Seelie opponents, the
_Q:___:_,w,sagﬁ._w L. Aqainst
Seelie-nables his Combat is )
_w__wga this Waylay when it's
ofeted.

A wandering Imp hes tak

to you. Ifyoure defe

Resolve Test: he follows yeu around
talking incessantly and constantly
harassirig you with pranks. While the
Imp travels with you, you must
subtract | from your score on all
Resolve Tests and [rials,

the Imp, you must spen

Leaque and win a Combat-Test against
him. The WanderingtmpWaylay card
travels with your chardcter Em% to
Leaque untilyou qetridoft

ious bugger: Discard this Waylay
when it's defeated
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Within the Marsh of Grey Kilth, an
elemental af mud is. said to exist
named mmsﬂz Bog. Herises from the
muck of the ‘marsh-and grapples
trespassersintothe suffocating folds
of hismud-body. .~ *

One Imp purportedly survived orie of
the Bogs: attacks by telling the
elemental a clever jake: The

Dierizi

Y

Inc. Al Rights Reserved: s, by Ton
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The local townspen
mercy.of ¢ Bast. [he
Aesop’s idea‘of putting a bell
collar g the cat to wamn them of
its appraach. They want you to
find a way to put the bell on the
@

Ifyou fail the Resolv
not exfhaust a.

Inc. Al Rights Reserved. lus. by Andrew Kudelka
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Elementals. are a temperamental

lot. For reasons unknown to
vater elementals have

been known

siphon their accupants down into

the ¢old embrace of the deep

waves. Swords and other hand

“01996 White Wol

lord whose might is
exceeded: anly. bychis ambition,

Duke Bane despises any heroes
serving the court of Eidolon and
the ‘memary. of pitiful Lord
Gamine. Discard this Waylay
whenit's defeated. L

01996 White Wolf Inc. ANl Rights Reserved. lls. by Ron Spencer
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GNOME'Ss BREW

Ahardy band of gnomes iny

a spell and partake of their legendary
brew. The qnomish mead is renowned for
its pleasant odorand taste as well as for
the hangovers it can cause — some of
whichihave been known to last a year or
more. .

Test against the strong mead. If yog fail,
exhaust a Merit as normal, and suffer -1
to your score on all Tests ot Trials b

of the hangover, Youmay attempta Might
Trial of / atthe end of eactefyour Days to
overcome the faigover. - 7

Discard this Waylay afterieis encountered.

D)

&2
The chimera is a fearsome preda-
tor. If thechimera tests (ombat 2
Days in'a row, the beast begins
breathing fire. The chimera's
(ombatis raised to 6 for the
second Day’s Test and stays at 6
until a Day passes where nozone
tests Combat with the
Discard this Wayla
defeated. .

Inc. Al Righes Reserved. Hus. by Anthony Hightower
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Sprites are attracted o

your area. They have come to siphon
the Glamour energy, If you're
careful, they Ik siphon your Glamour
as well, butifyou can jojn them, you
may take part in their dance to gain
Glamour, . ,.

If you fail a Savvy Test withi the
ites, exhavst all of 1S/ and

zens of
Ardenmore. Now he wants to have
fun crackingyour bones between
his & ] 5 Waylay

White Wolf nc.AllRights Reserved. lus. by Dave Fooden
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_§ your ResolveTest you have

fallen victimto the harpies'song. You

reat, but must face another

Once the vitim of the harpies’ song
has exhausted all Merits, the follow-
ing Day, the harpies a

Vietl

harpies.:
when it's defeat




Roc AtTAck

».dt
The Dragonkin have always had an : % f ; Ny traveleg I QL LA o . ; B Yoy encounter a disqusting crone
=wM@M< pe _g.sm_ﬂ._ﬂ%‘ ther x_mr il « w%_%ﬁﬁ_amcz Ro : ﬂ_ﬂéﬁ_ _s,_s<m _g,_m@s_ %W___m
Of Ardenmaore; | here dre renegade : ool - i akes quite a liking ta your fres
bands.of Dragonkin who yet settle for-dny.prey. Win ; , b é_m__% ah_ aaﬁ%__ discusses
recognize no law. but their own ghi 3. 1Fyou fail you are caught B IR wedding plans. Lan you extricate
and nosovereign but themselves. inthe Roc’talans, The Roc caries youback yourself Eﬁ e company without
Bof HH e to its nest. You must exhatst a Metit as msulting her? o
cma%h_m_%nwaﬁa%vwsh:w s; “wu@_ﬁrw__méscsggrg Moyg you If you fail.the Savvy Test, the.crone
die. If the result I a.For 2 the play, is 2y,

wudelka

y Andre

White Wolf Inc. Al Rights Reserved. lus. b

o

on later. I theré are o Maunta Leagues(@
in play, the Rot depositsits prey on a
eaque of your opponient's choice,

0199
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when it's defeated:

MOUNTED SPIDEREYE
mwow:z

The Spidereye Clan Goblins of the
Darkreach Mountains-are either
kin to or have some mastery over
the qiant spiders that crawl in the
- of those peaks. The
goblins are known to __Mes_.%
 Nlyrting

If you are-Unseelie, you may not 21BN Mok N Imargh s - afl
turn ghi 5&%;8%&%5 GadaN o TN ,Eﬁﬁﬁ.:_i a
Savy-fest. Discard this Waylay elr lances
:_%QE_.

when it

army. Discard this
sdefeated.

=
=
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than. many wathoses, these = One of the restles
hounds are said to e Biv : N

of the Queen of Icehieilm, Is passing
through Ardenmare o some tand for his

attempts to haunt your dreams,
depriving you of any rest and
taxing your spirit. Discard this
Waylay when it's defeated

The Hoting-of Hades will leave anyone
alonewhao car stare unflinchingly into its
molten eyes and not be paralyzed with fear

y its fury. When facing a Hound of Hades

: L ou. Test aqainst the Might rating |
Mg.se\%c%sassﬁa solveTrial No igmswa 3_%@%@ Discay

Wolf Inc. Al Righs Reserved. lus. by Drew Tucker
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MANTICORA

scorpion. oV

make it a:feared enemy through-

oulosea Combat
‘ , you

must exhaust 2 Merits as poison

wracks your body. Discard this

Waylay when it's d

mouths to fe

You musttest against the ttin or

discard an Ay to defeat this

Waylay: Allies discarded on this

Waylay are permanently lost to

«ws‘%s%ﬁ scard
aylay when it's def

Anthony Hightower

WolfInc.All Rights Reserved. lls. by
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ea%_m
nent selects uj
CombatWaylays ]

These s.azw an

are rarely:seen

ue. You must test

ay summoned and

fudelka

W

ed. . by Andre
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SPLENDOURSCALE

L

i ?__as&m_a Splerdorsele’s actal
name is Knarlgrub; but no-one has been




