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Btarting from Ker Ys, the sunken city, dark troops are progressing to gain a foothold
on human earth. Bent by the terrifying Ankou, a horde of evil beings writhe through
the crevices to emerge in the middle of the forest. @o their surprise, however, the
Bylvan council of Karnag was aware of their arrival and had already sent its druids
to counter them. Hsing their sylvan spells, these human Elects, conscious of being the
final barrier, try to contain the invasion surfacing from the very depths.

1. Principle
and aim of the game
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The druids gather around a glade where an evil force

prevents them from approaching Ker Ys gate, a chasm
vomiting hordes of creatures. They use their Sylvan
powers to capture the monsters, whilst erec-
ting magical barriers to contain the invasion.

These are the two main ways of obtaining

victory points () at Karnag. But this

costs energy (mana, ), which can

only be recovered by concocting

potions. Choose the right actions

to command your druids and so

2. Content
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i, 1 set of rules and 6 quick reference guides
in 3 languages (FR, EN, DE),
@ 1 board,
& 1 die with sides numbered 2-3-3-3-4-4,
@ 30 Creature tokens: 15 golems, 5 ghouls,
5 black shadows, 5 najas,
& 6 Action tiles,
® 6 chips to mask disallowed actions, depending
on the number of players,
% 4 tiles to modify the number of places
on the Cauldron spaces,
& 1reddisk (to indicate the number of the round),
& 8 black cubes,
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evil forces.

At the end of the game, the
player with the highest
number of is the win-

#, 13 obstacle tiles,
(6 Rock, 3 Swamp, 4 Rock-Swamp mix),
i, 3 druids x 5 colours,
®, 5 disks x 5 colours,
3, 8 cubes x 5 colours,
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THE FOLLOWING RULES ARE VALID T

B, 7 menhirs x 5 colours.

HROUGHOU T THE EN TIRE GAME

There can only be one druid per square on the path.

It is forbidden to move the druids and gemstones of your opponents.

All moves are orthogonal, never diagonal.










































