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SOUL RAIDERS

A game by Marc ANDRE using the RUNNING QUEST game system set in the heroic fantasy world of Kyvros, created

by Marc ANDRE
For 1 to 4 players, ages 10 and up.

Average playing time for one game session: 90 to 240 minutes per chapter.

Presentation

Soul Raiders is a cooperative adventure with innovative
gameplay that features both random events and narrative
aspects. You play powerful warrior-mages who are united
in a common quest. As you play through the three chapters,
your heroes encounter different environments, explore new
locations and gain experience while facing terrible danger.
They are locked in a race against time to accomplish their
goals. They must vanquish their enemies with steel or with
magic, or else be overwhelmed by an ever-increasing enemy
threat.

Chapters

Your heroes” ultimate goal is to complete a quest that is
divided into three chapters, or game sessions.

Each chapter is a complete game that offers a new challenge
each time it's played, thanks to the variable elements gener-
ated by the gameplay system.

The first few sessions will allow you to discover how the
game works. It will take several game sessions to explore all
of the Locations in a chapter, especially since each player will
only visit some of the Locations and will only gain a partial
understanding of the chapter.

Together, these chapters are part of a larger narrative. They
make up your Heroes’ story and must be played in order:
you move on to the next chapter only once you have been
victorious in the previous one. The third and final chapter
brings the quest to an end: a victory means that you have

fulfilled your destiny!

Since the difficulty level increases as the story unfolds, it
is likely that your Heroes will falter at some point. Never
fear: you can pick up the story where you previously saved
your progress, between two chapters! With the experience
you have gained in your previous attempts, you will have
the intuition needed to overcome the hurdles that stand in
your way.

In addition to your experience as a player, your Heroes’
potential also increases from chapter to chapter with the
Heroism tokens. These tokens are earned as you overcome
challenges, and they allow you to improve your Hero, per-
form epic actions, and create potions from your instinctive
magic.

Quest cards can also connect chapters and bring you allies of
circumstance, unexpected assets, and sometimes even disas-
trous surprises!

Your progress, and your ultimate victory, depends on the
delicate balance between the advantages you accumulate and
the team spirit you are able to cultivate!
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For each Hero

+

+

+

+

Components used in all chapters:

+

+

+

+

2 Miniatures
1 Hero board
24 Action cards

6 Heroic Action cards

1 Game board

1 Threat marker

1 Vitae marker

1 Exhaustion marker
41 Random Enemy cards
30 Heroism tokens
10 Hourglass tokens
10 Poison tokens

10 Fear tokens

10 Fracture tokens
10 Wound tokens
XXX Control tokens
XXX Quest cards

6 Portals

8 Potion cards

Chapter-Specific Components:

Chapter 1:

+

+

+

+

+

42 Location sheets

70 Story cards

36 Scripted Enemy cards
2 Event cards

1 Artifact token

Chapter 2:

+

+

+

+

+

42 Location sheets

86 Story cards

47 Scripted Enemy cards
2 Event cards

1 Artifact token

Chapter 3:

+

+

+

42 Location sheets

100 Story cards

59 Scripted Enemy cards
2 Event cards

1 Artifact token

PRELIMINARY REMARKS

Game components are often referred to by their type

and function, such as "Story card" or "Hourglass

token". To simplify things, when it is not confusing,
only the function will be referred to. For example,
"Draw 1 Story" instead of "Draw 1 Story Card".
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Your Hero is a young warrior mage, a Soul Raider.  An Action may be completed if the total value of the cards
They are represented by: played (including bonuses) equals or exceeds its difficulty
level. After the Action is completed, you discard the cards.

+ 2 miniatures, one in Invisible mode (see page 26)*
In Soul Raiders, you may complete an Action or not. There

+ One Hero board : ) 40 . P

is no notion of success or failure,

* 24 Action cards that define their abilities When you have no more cards in your hand, your Hero

+ 12 Heroic Action cards that can be acquired later. cannot complete any other actions until the next round.

*Note: some Heroes, who are able to clone themselves, are rep-
resented by 4 miniatures. Action cards allow you to carry out 4 kinds of

Actions:

+ Fight one or more Enemies: Add up the values of the
cards played and activate any potential combat bonuses.

See page 21.

THE HERO BOARD

m + Move your Hero to a new Location: Add the values of
y — the cards played and activate any potential movement
Action card

bonuses. See page 18.

22\
f A=
Action card
. + Perform a Strength/Observation/Precision/Per-
A suasion Scripted Action or any other action specified
e in a Location (in a scroll) or on a Story card: Add up
the card values and add any potential Hero bonuses.
For this action, you can be helped by another Hero.
See page 20.

A

(Atea for reserved cards)

+ Castaspell: Only spell cards can be used to cast spells.
The card’s value is not counted. Only the effect of the
card is applied. Some spells are Single Use spells and
are removed from the game for the rest of the chapter

after they are used. See page 24.

Area for
Heroism

Tokens

(Poison, Fear, Fracture)

[Area for penalty tokens]

Action Cards

Your Hero's Action cards form a draw pile that is placed on
your Hero board.

At the beginning of each round, you draw 4 Action cards™.
Each card represents 1 simple action, but several cards may
be combined to perform a complex or more difficult action.
This means you can perform anywhere between 1 to 4
actions per round.

*or 2 or 3, depending on the group’s Exhaustion level. See page 8.

e )
Each card has three parts:

At the top: a value

: In the middle: icon depict-
ing the type of bonus or
spell
At the bottom: a combat

" bonus OR a movement

bonus OR a spell.
\

+2/ Enemy

WORK IN PROGRESS




ACTION CARD BONUSES

Don't forget: The bonuses on Action cards apply
ONLY if the action that is done is the one depicted in
the center of the card (red icon for combat, green for
movement).,

Combat and movement bonuses are described on the
Action cards. Here is the list:

+ X The value of the card increases by X.

+X / Action card: The value of the card increases by
X for each Action card used (including the card itself).

+2 / Combat card: The value of the card increases
by X for each card with a combat symbol (in red) used
(including the card itself).

+2 / Movement card: The value of the card
increases by X for each card with a movement symbol
(in green) used (including the card itself).

x2: The card doubles the total value of the action (afted
adding up the value of the card and any other cards and
their bonuses).

+X/ Enemy: The value of the card increases by X for
each for each Enemy Engaged by either you or a Hero

you are assisting in combat (see page 21).

3 -"Q1 This card allows you to
vl

perform any Action, with
a difficulty of 2 or less,
except for casting a spell.
It has a value of 3 if it is
used for combat.

+1 / Action card

If you use this card
together with the first
one, the player can
petform any Action with
a difficulty of 4 or less.
The combined value of
the cards increases to 6 if
they are used for combat
(2+2+1+1) or another 6
if they are used for move-
ment (2+2+2).

With this card, the Hero
can choose to throw
a fireball, perform an
Action with a difficulty
of 1, or combine it with
other cards to add 1
Instant. Inflct 1 Wound onall to the total value of an
Enernics withBlCorbat valie

of 4 or less in this Location. ACtiOno

X SincicusE
FIREBALL

After sneaking around the enemy fortress, Zia is
currently in Location 5. She is alone and can choose
from the following 3 options:
+ Backtrack to where she came from (Movement 5)
+ Climb the wall (Movement 20)
+ Pick the lock on the little hidden door (Precision
8)

She has the following 4 cards in her hand:

ion card

+2 | Bt

~ 1T -
uGHTNm%aB O enmics
0!

h und O 0.
e Inflict 19 chis locati©!

Instd 20130

of serength L

With her hand, she can do any of these actions. She
decides to climb the wall by combining cards B, C and
D. This takes advantage of the movement bonuses on
cards B and C and uses card D for its face value, not

for the spell.
These cards give her a total of:

Card B: 9
5 for the Action Value of the card and 4 as a bonus (+2
for each card used that bas the Movement icon (B and C)).

Card C:9
3 for the Action Value of the card + 6 bonus points (+2 for
each card used (B, C, and D).

Card D: 4
Total: 9+9+4=22

She has more than the 15 points needed to complete an
action with a difficulty of 20. What's more, she’s able
to save Card A, which is a good idea in case she runs
into trouble on the other side of the wall! She moves
to Location 3.
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You must start with the first chapter. After each player has ~ The Victory Conditions side shows:
chosen their Hero and taken their Hero's components, place

The number of stars needed to successfully complete
the rest of the game components on the table.

the chapter, depending on the number of Heroes
who are playing.
For All Chapters: ashas

o MAIN GOALS
+ Place the game board on the table 0 :

They must be completed to avoid a defeat
+ Place the Random Enemy cards face down in a draw

pile @ <d"5% SECONDARY GOALS
+ Place the Heroism, Hourglass, Poison, Fear, Fracture They must be completed to win a total victory
and Wound tokens where they are accessible, as well —

as the Quest card deck e For 4 players Y Y W E e P -
PPN Ccmple, Pour ce chapitre,

| | For 2 players ‘ﬁ" ‘i('

For 1 player ‘ﬁ"

joueurs, il faut réaliser 1 Objectif

Chapter-Specific Components

+ 'The Location o, Story e and Scripted Enemy o
sheets are specific to the chapter being played. They  If the chapter Goals are met, the game ends at the end of the
must be arranged in numerical order. Do not mix them  round (see below).
up. Place them on the table so that all of the players can
reach them.

principalet2 Objectifs secondaires.

Draw the Introduction sheet and leave the Victory Condi-

tions sheet on top of the Locations pile. This means it will

+ Place the two Event cards face down in their dedicated ~ always be visible and will hide the following Locations.
area on the game board 0

+ Take the Setup and Victory Conditions card from the Introduction Sheet

top of the Location draw pile. After the setup is over, the players read the Introduction

sheet together, which describes the starting situation, as well
The Setup side shows: as any Location(s) that have been revealed or are accessible.

Each player decides on a path for their Hero to take and
places their figurine in the corresponding Location.

+ The starting position of the Exhaustion s
0, Vitae , and Threat m markers §

on their tracks.

+ If an Event Card should be revealed.

If several players decide to go to the same Location, one of
them is always the First Entrant in the Location (see page
12). Starting with the first round of the game, any effects on
the Locations that have been revealed must be immediately
resolved.

+ Ifany Story tokens must be placed on the
Threat track.

Set the Introduction sheet aside.

L b ]
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Exhaustion Track

This track represents the group’s weakened state.

' G ame B Oal‘d There are 3 Exhaustion levels:
4 CARDS - ENERGIZED

The game board consists of:
The Heroes draw 4 Action cards at the begin-
ning of the round, as usual.

A Vitae track with 30 An Exhaustion track
spaces with 3 spaces

3 CARDS * TIRED

The Heroes only draw 3 Action cards at the
beginning of the round.

2 CARDS - DRAINED

The Heroes only draw 2 Action cards at the
beginning of the round.

-

If the Exhaustion marker reaches the space
marked "The End", the game is over at the
end of the round, after the Reaction phase.

L2
g
——————

/0 0.0 0N&

F

s -

The group has only 4 Vitae left, but still has a good level
of energy (Exhaustion level 1).

o

La

e
7 F .
: [ - v

¢

* A Threat track with
Two spaces for Event . ..
11 spaces, divided
cards. . .
into 3 tiers

Vitae Track

This numbered track indicates the Heroes  collective vitae
level. Soul Raiders donothaveindividual vitae. Thisincreases
the cooperative aspect of the game.

Following an Enemy attack, the group loses 8 Vitae:
their Vitae drops to 26, and their Exhaustion increases!
The Heroes will now draw only 3 Action cards at the
beginning of the round.

Each time the Vitae marker makes its way all the way around
the track, move the Exhaustion marker one square to the left
on the Exhaustion track.

A bit later, the group gains 10 Vitae. However, they
aren't able to take full advantage of it, as they only get
4 Vitae back when their Vitae returns to 30. Their
Note: There are many things that can decrease the group’s Vitae. Exhaustion level stays the same.

No matter what Heroes do, their vitae will inevitably decrease
at the end of each round. This is due to the Heroes™ exhaustion
caused by the stress of the situation.

If the Heroes gain Vitae during the game, it cannot exceed
a value of 30, and it has no effect on the Exhaustion marker,
which stays in the same position.
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Threat Track

This track is divided into 3 tiers. It indicates the
danger level and alertness of enemies more generally
Location and or card effects can increase or decrease

the Threat level.

The marker’s position on the track indicates the cur-
rent Threat tier.

When the marker moves to a different tier (whether
it's the tier above or below), the indications for the
new tier apply immediately.

If the Threat marker reaches the top of
the Threat track, in the space marked
“The End,” the game is over at the
end of the round, after the Reaction
phase.

Threat Tier Indications

There are three colors that correspond to the Threat tier:

blue (moderate), yellow (high), red (extreme).

Eachtier hasanumber, the Threatvalue, as well asareminder
of the effects it applies to.

The Threat value applies to the following
effects:

e —

STRESS

End of Game Indicators

Indicates how much Vitae the group loses
during the Reaction phase due to stress (see

The Victory Conditions sheet and the Threat and Exhaus-
page 27)

tion markers indicate the game’s impending conclusion.

Once one of the following situations occurs, the players
finish the current round, including the Reaction phase, and
Indicates how many Random Enemies to  the game ends:

draw when the icon is applied (may appear in
several colors).

' RANDOM ENEMY DECK

+ The Victory Conditions are met.
Y

+ The Exhaustion marker reaches the space marked “The

DAMAGE Eud
R T A S + The "Threat marker reaches the space marked “The
e . : End.
when the icon is applied (may appear in sev-
eral colors). In this case:

+ If the Heroes have completed all of the required
Main Goal(s) AND Secondary Goals (red and black
stars): the players read the “Victory” sheet.

On some Locations or cards, these icons may appear along
with a bonus. In this case, add this bonus to the Threat value
to get the final result.

+ Ifthe Heroes have completed the Main Goals but not
all of the required Secondary Goals: the players read
i Example: If the Threat value the "Victory" sheet and the “T'inged with bitterness!”
. t + 2 is 3, the effect means “draw 5 sheet and apply the effects.

- —— a—

random Enemies” (3+2).

+ If not all of the Main Goal(s) have been completed:
the players read the "Defeat” sheet.







The Locations draw pile contains all the possible settings
for the adventure.

When you reveal a new Location, remove the corresponding
sheet from the pile and place it on the table. If the Location
is revealed by a Hero’s movement, you must place the Hero's
figurine in the Location.

When there are no more Heroes in a Location, it remains
visible on the table. If there is not enough room or you want
to prioritize the information, you can overlap empty Loca-
tions, leaving the banner at the top visible. You may consult
these Locations at any time without flipping them over.

Note: Some Locations may have Hourglasses and/or Telepor-
tation Portals that remain on them even if there are no Heroes
in that Location. It is best not to cover these Locations.

( Location number J ( Location side (A or B) J

(=)

( Location Entrance effects )

' y
Possible movements. The

difficulty is indicated in
the arrow that points
toward the destination
(Location number). See
Movement, page 18

Location Reaction effects,
if at least one Hero is in
that location at the end of
the round

Note: The Locations do not fit together like a puzzle and do not
form a game board. Two connected Locations are not necessarily
adjacent. For example, if a door on the right side of Location
1 leads to a door one the left side of Location 2, it is not neces-
sarily the same door. The two Locations may be separated by a
hallway, or even by several uninteresting rooms (which do not
appear in the game).

7

“Bis” Locations

Some Locations are too
bigto fit on a single sheet.

1 This is solved by using a
second sheet placed side
by side with the first one.

LOCATION DESCRIPTION

Chapitre 0
EXEMPLE

'''' Banner

....... Description of the
scene in the Location

000 Picture
.

Specific action
that can be done
by a Hero who is

not Engaged by
an enemy (often

requires aptitudes;

see page 20)

....
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Entering a Location that has not been
revealed

Locations have a side A and a side B. Unless otherwise indi-
cated, a newly revealed Location is placed on side A, and
players may not look at side B.

The Hero who moves to the Location first is called the First
Entrant.

Evenif several Heroes move to a Location “at the same time,”
one of them must be chosen to be the First Entrant.

The First Entrant will apply the Location’s Entrance effects
in order (top left corner of the Location), from left to right.

These effects may be on a red or blue background (see page
14).

EXAMPLE

After climbing over the wall, Zia enters a courtyard in

ruins.

Her arrival causes quite a stir!

She applies the Location’s effects, keeping in mind that
the current Threat value is 3:

Al @l
LQ‘L@.I..E'

0 The Threat increases by 1. Fortunately, the Threat
marker does not move to a new tier, and the Threat
value remains at 3.

0 3 Random Enemies are drawn
o Scripted Enemy 6 is drawn
o All 4 Enemies attack. The group of Heroes imme-

diately loses as many Vitae as the number of shields
that are shown (see page 21).

Entering a Location where one or more
Heroes are already present

Heroes who enter a location where another Hero
is already present only apply the effects that have
the "every Hero" symbol (opposite).

EXAMPLE

Eneko joins Zia in the fortress courtyard.

Only one Location effect has the "every Hero"
symbol and is activated again.

o The Threat level increases by 1. The

marker is now in the last space of the tier!

The other effects are not activated (they only affect the
First Entrant).

Timing of the Location effects

The First Entrant must resolve the effects, from left
to right, at a normal game pace (e.g,, a Hero cannot
wait for other Heroes to play their actions before
applying a Threat effect). The effects of a Story card
must be completely resolved (even if they cause you
to draw other Stories, which must also be resolved),
before moving to the next effect in this Location.

If a Hero enters a Location while the First Entrant
is still addressing the Location’s effects and these
effects affect all Heroes present in a Location (such
as a trap), the second Hero will also suffer the
consequences.

Entering a Revealed Location without
Heroes present

This happens when a Hero moves to a Location that has
already been visited (by them or another Hero), or when
they move to a Revealed Location due to a special effect.

Important note: Before placing the miniature on the Loca-
tion, check to see if there is a Lock symbol on the banner.

IF THERE IS NO LOCK

You must flip the Location over to side B.

IFTHERE IS ALOCK

The Location must remain on its current side.
Side B can only be accessed under certain con-
ditions (which are different for each Location).

The Hero who moves to the Location is considered the First
Entrant (even if other Heroes had previously entered and
exited the Location), so they apply the Location Entrance
effects in order, from left to right.
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Flipping a Location to side B

Flip Location 5 to side B (if the Location
is not revealed, reveal it).

All Locations have a side B. This side reveals new information,
but sometimes there are secret passages or, on the contrary,
gates that have been lowered to close off passage, etc.

——
All of the physical components present on side A are system- Flip the Location where the effect took
atically moved to side B (Hourglass tokens, Teleportation ] | place to side B.

Portals, miniatures, etc.). Unless otherwise indicated, a -~

Location that has been turned to side B will stay on side B ‘.
until the end of the chapter. In this second case, if there are Heroes present in the Loca-

] . . tion:
There are two reasons a Location can be flipped from side

A to side B: + Apply the blue Entrance effects (not the red ones).
Any Enemy cards that are drawn as a result of these
effects are distributed among the Heroes, after they are
revealed, at the players' discretion. If a Story card must
be drawn, choose one player to reveal it.

+ As explained above, by entering a Location previously
revealed on side A, without a lock and with no Hero
present.

+ Ifaspecificinstruction tells you to flip a Location to side
B: under various conditions indicated in the Location,
due to a Location’s Reaction effect, in a box linked to
a Scripted Action, on an Enemy card, in a Story, on a
Movement arrow.

+ Enemies who were already Engaged with the Heroes on
side A are still Engaged with the same Heroes.

EXAMPLE

Maider moves to Location 4, which Eneko has previously vis-
ited. This Location is already revealed but currently does not
have any Heroes in it.

The banner of the Location does not contain a Lock: Maider
must immediately flip the Location to side B.

Thensheenters Location4. And applies the Location’s effects:

She draws Scripted Enemy cards 23 and 24.

EXAMPLE

Meanwhile, back in the courtyard, Zia has defeated most of
her Enemies. Eneko, who is not Engaged in combat, activates
a lever that tells him to immediately flip the Location to side

B.

The Location is immediately flipped over, and Zia and Eneko
discover that a trap door has just opened. But before they can
Activer le

do anything about it, they must apply the two blue Location A /] &5
effects.

0 The Threat increases by 2. Oh no! The Threat marker
moves to the next tier! Now the Threat value is 4 instead
of 3.

0 They draw Scripted Enemy 32. Once the card is revealed,
they decide to have Zia Engage with it.

The third effect does not apply (it is not blue, so it will only
apply to a future First Entrant).
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Description of the Location
effects

Some Locations have written instructions. They must be
applied before any other effects.

After that, the effects of the icons, described below, are
addressed in order, from left to right. Once all the effects
have been addressed, the Heroes can act.

Effects with the following icon only apply to visible ,/F‘.\
Heroes (they do not apply to Invisible Heroes, even St

if you would like them to). The Entrance Effect icons
below, in red, also exist in blue (see page 13).

Location Entrance Effects

Important note: These effects only apply to the First #57
Entrant, unless they are accompanied by the "every
Hero" symbol. In that case, they apply to every Hero
who enters the Location.

" _"-’ RANDOM ENEMIES EXTENDED VISIBILITY

If the Location indicated has not yet been
| revealed, place it on the table. It is considered
' toberevealed (soifit does not havealock oniit,
when moving to this Location, it will be flipped
to side B).

Draw as many Random Enemy cards as the
Threat value (see below).

SCRIPTED ENEMY

Draw the indicated Scripted Enemy card. If
it is no longer in the deck (because the Enemy
was previously defeated, for example), there is
no effect.

}| ANTI'MAGIC

This effect is permanent. Heroes may not cast
any type of spell in this Location (including
using potions). The effects of previously cast
spells, such as “invisibility,” are cancelled for
Increase the Threat by 1. any Hero in this Location.

THREAT

! TELEPORTATION PORTAL

t Place a Teleportation Portal on the Location.
| Ifall 6 have already been placed, move one to

this Location.

The Enemies present in the Location attack
immediately. For more details, see section 27.

DAMAGE SPECIALICONS

The group loses as much Vitae as the Threat WIP You may discover other icons. Apply their
effect if you have the cards that explain them.
Otherwise ignore them.

value.

STORY
! HOURGLASS

| s_: t Place an Hourglass token on the Location.
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Location Reaction effects

At the end of each round, apply the Reaction Effects of all

Locations where at least one Hero is present.
Unlike Entrance effects, these effects are therefore recurrent.

The effects that apply in the Reaction phase (see page 27)
are indicated at the bottom of the sheet. They are orange in
order to distinguish them from other effects.

The effects are addressed in order, from left to right.

If the Heroes are spread over several Locations, the play-
ers decide what order to resolve the Locations in, and fully
resolve the effects of one Location before moving on to the
next.

In addition to the effects already described, some are specific:

RANDOM ENEMIES AND SCRIPTED
{ ENEMIES

After revealing the Enemies that have been
drawn, players may distribute them as they
see fit among the different Heroes present in
the Location.

H sTory
Decide which Hero will draw the card.

If at least one Enemy is in the Location, the
alert is given, and the Threat increases by 1.

i FLIP TO SIDE B

The Location is automatically flipped to side
B. Resolve any effects in blue immediately, fol-

lowed by any orange effects.

===y DROWNING

The group loses as much Vitae as indicated if
atleast one Enemy present in the Location has
an Aquatic ability (see page 23).

EXAMPLE

All the Heroes have finished their actions. In Zia and Eneko’s
location, the following effects apply:

Conditional Effects

Threat Level

The effect only applies if the current Threat tier is the same
as the one indicated.

EXAMPLE

If the current Threat tier is red
| (which corresponds to Threat
value 4), draw Story 45. Other-

wise, ignore this instruction.

Hourglass

There is no limit to the number of Hourglass tokens that
can be placed. They stay in the Location permanently, unless
otherwise indicated.

An Hourglass can be a quantity or a trigger, depending on
the case.

The Threat value is 4, and there are 3 Hourglasses in
the Location.

This gives the effect: draw 10 Random Enemy cards (4
for the Threat value and 2 x 3 for the Hourglasses).

TRIGGER EXAMPLE

Two Hourglasses are present in this Location, so the
following effects must still be applied:

Place an Hourglass on the Location.

Now that there are 3 Hourglasses on the Location, you
must flip the Location over to side B.

o An Enemy is in the Location. He raises the alarm, and
the Threat marker advances by 1.

9 One Hourglass is placed on the Location.

o 6 Enemies are drawn (the Threat value is 4, +2 for the
Hourglass). The Heroes agree to have Zia Engage 2
Enemies and Eneko Engage 4 Enemies.

o Since there is only one Hourglass in the Location, not

2, this last effect is ignored.




Scripted Actions Proposed

Some Locations include special actions that are written on
scrolls.

They can only be done by a Hero who is not Engaged in
combat (see pages 21).

When the action is performed, it causes a Story card to be
drawn or the Location to be flipped to the other side.

EXAMPLES

Pick the lock on he gate

'@7-)

You must perform an Action with a difficulty of 7
(counting any possible Precision bonus you may have)
in order to draw Story 6.

Unlock the oor

©3>5

You must perform an Action with a difficulty of 3
(counting any possible Strength bonus you may have)
in order to flip the Location to side B.

Talk to the inneeper

This option, which allows you to draw Story 16, does
not require an Action, but you must not be Engaged.

Random Enemy Cards

The Random Enemy card pile includes 5 types of

Enemies as well as Threat cards.

The number of cards to draw depends on the Threat
value and thus increases as the game goes on.

The Enemies drawn are placed in front of the Hero
who triggered the effect, or are distributed among
the Heroes as the players see fit, if there are several
Heroes in the Location and none of them triggered
the effect specifically (Reaction, flipping a Location
from side A to side B, etc.).

If a Threat card is drawn: immediately increase the

Threat by 1, then discard the card.

When there are no more cards in the Random
Enemy pile, shuffle the discarded cards and create
anew draw pile.
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Each round of play consists of:
+ A Preparation phase
+ An Action phase
+ A Reaction phase

Preparation Phase

Temporary spells cast during the previous round are dis-
carded (or removed from the game, depending on the Spell).

During this phase, each player draws the number of Action
cards corresponding to the group's Exhaustion level.

When there are no more Action cards in the draw pile, shuf-
fle the discard pile to make a new draw pile.

Heroes' Action Phase

In Soul Raiders, players perform their Actions freely with-
out having to take turns. A Hero can perform one or more
Actions, then another Hero can take over, or even perform
an action at the same time, with or without coordinating
their Actions with the others.

The round ends when all the cards in each player’s hand
have been discarded or set aside in their reserve. Then the
Reaction phase begins. (see page 27)

Timing of Actions:

The players’ Heroes act independently, but their Actions
never take place at the same time. There will always be one
Hero who is First Entrant in a location, who may be fol-
lowed by others.

When a Hero triggers an effect that impacts the entire group
(such as moving into a new Threat tier, revealing an Event,
etc.), they must immediately warn the other players, who
now face the consequences.

EXAMPLE

One of the Heroes enters a Location. They draw 3
Enemy cards. One is a Threat card that immediately
increases the Threat to the next tier. Almost simulta-
neously, another Hero enters a Location where they

take as much damage as the Threat value that has just

increased!

¥ "
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There are 4 types of actions:
+ Movement
+ Scripted action
+ Combat
. Spell

You may not combine the Heroes’ Action cards to perform
a Combat or Movement Action.

On the other hand, to perform Strength, Observation,
Precision or Persuasion actions, Heroes can combine their
Action cards, under the conditions indicated on page 20.

You can also:

+ Setaside one or more cards, with a maximum of 3 cards
in your reserve (when your reserve is full, you cannot set
aside new cards). A reserved card cannot be discarded.

+ Discard one or more cards in order to add the same
number of cards from your reserve to your hand.

+ Discard one or more cards from your hand to bring the
round to an end more quickly.

Pace of the game:

Pay attention to what everyone is doing. Players
should talk and coordinate their actions to be as
effective as possible. Don't wait until each player has
completed their turn before the others take their
turns, otherwise the pace of the game may be too
slow.

To reduce the leader effect (having one dominant
player who leads the others), you may not reveal the
Action cards you have in your hand. However, you
may tell the others that you are able to perform one
action or another.
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MOVEMENT ‘4 Possible movements are indicated by arrows in each

Location with the following features:

The Heroes' miniatures move from Location to Location q DIFFICULELEY

through passages such as doors, passageways, stairs, ladders, -

ropes, hanging chains, bridges, precipices, hallways, etc. 5 :

If there is nothing to hinder your progress, you can move
to several Locations during the same round by combining a
series of Movements. However, one Action cannot be used
to make several Movements in a row.

When you arrive in a Location, depending on whether or
not you are the First Entrant, you must immediately apply
the Effects as described on page 14.

The number inside the arrow indicates the
score needed to move in this direction. This
reflects the effort needed, which may be due
to the accessibility of the passage or the dis-
tance to be traveled (or both). The difficulty
is not necessarily the same in both directions.
For example, it is easier to go down a staircase
than to climb up it.

DESTINATION

The number at the end of the arrow indicates
the Location that the Movement will take the
Hero to. Sometimes, the passage leads to side
B of the Location. Very rarely, the Movement
action instructs you to draw a Story.

With a 5 Movement
Action, the Hero can go to
Location 5.

WIP

ELUSIVE

This symbol indicates that the Movement can
only be done by an Elusive Hero who pays the
Movement cost.

COLOR AND SHAPE OF THE ARROW

Pay attention to the color and shape of the
arrow only if you want to flee (see below).

DAMAGE

Some Movements have an additional impact
on your Vitae,

Example: To go through this
passage, Adonis must perform
. aMovement with a difficulty of

2, and, in addition, the group

loses 2 Vitae.




Flee
If you are Engaged in a fight with Enemies (see page 21) and

wish to leave a Location, you must flee.

The difficulty of your Movement is increased by 1 for
each Enemy you are Engaged with.

Next, check the color of the Movement arrow:

ARROW WITH PURSUIT

If the Movement has a neutral arrow with
V-shaped tail, all the Enemies you are Engaged
with chase you to the new Location.

ARROW WITHOUT PURSUIT

If the Movement has a green arrow, only the
" Enemies you are Engaged with that have the
Pursuit ability can follow you.

EXAMPLE

Zia and Eneko are in the same Location, and both are
Engaged with Enemies.

Ennemis engagés
avec Zia

: B~ :
Ennemis engagés
avec Eneko

Ziais Engaged with 3 Enemies, including a particularly pow-
erful Bugbear. Since she has no cards with Combat bonuses,
she decides to flee.

She can choose:

+ to go down the stairs (Move-
ment with a difficulty of 5,

arrow with pursuit)

ortogothrough thetrapdoor
(Movement with a difficulty
of 8, arrow without pursuit).

The stairs are not a good choice for her, because her Enemies
will follow her, and she wants to get rid of them.

Some Spells, such as Teleportation or Teleportation Portal,
prevent Enemies from pursuing you, even if they have the
Pursuit ability.

Note: Some Enemies have the Guardian ability, which prevents
Heroes from fleeing (including through a portal), except for
Heroes with the Elusive aptitude.

All the Enemies that are not able to follow the Hero
are:

+ distributed among the Heroes still present in the Loca-
tion. The players may decide how to divide up the
Enemies, but no Enemy is discarded.

+ if there are no more Heroes present in the Location,
the Random Enemies are discarded and the Scripted
Enemies are put back into their draw pile.

She chooses to go through the trapdoor by performing
a Movement Action of at least 11 (8 + 3, because she is
Engaged with 3 Enemies), to go to Location 8.

An Enemy with the Pursuit ability follows Zia to the new
Location.

The two other Enemies turn to fight Eneko and are added to
the 4 Enemies he is already fighting with.

engagé
. " - avec Zia
i ) Ennemis engage's avec demslle
./ Eneko dans le Lieu 03 T e 2
Eneko is now in the grip of 6 Enemies. One of them has the
Guardian ability, so Eneko can't flee... in theory! But he has a

trump card up his sleeve: he plays an Invisibility spell.

He is now Elusive and takes the stairs to Location 5 without
any penalties and without being followed.

The Enemies present in the Location are now alone, so they
are discarded (Scripted Enemy 32 is put back into its draw

pile).
Zia and Eneko have coordinated their actions well, because if

Eneko had fled first, Zia would have been in dire straits, faced
with 7 Enemies, including one with the Guardian ability...
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SCRIPTED ACTIO

Scripted actions are indicated in scrolls. They can only be
done by a Hero who is not Engaged in Combat.

They usually indicate a difficulty to be reached or exceeded to
perform the action, and most of them are Strength, Obser-
vation, Precision, and Persuasion actions:

STRENGTH ACTIONS

They allow you to lift, carry, move aside, push,
destroy, etc.

OBSERVATION ACTIONS

They allow you to search, listen, see, smell,
detect, etc.

PERSUASION ACTIONS

'} They allow you to charm, threaten, convince,

/y argue, etc.

These four actions can be done as a group. This means that
several Heroes who are not Engaged and who are in the same

LY

Location can combine their Action cards. However, they
players must choose one Hero who follows the instructions
and completes the task.

Each Hero benefits from the bonuses indicated on their
Hero board. Note that an Action card must always be
played, even if the bonus is enough to perform the action in
itself. Bonuses also apply to group actions.

EXAMPLE

In Location 12, Adonis is Engaged in a combat, but
Maider and Eneko are not. They work together to
activate a strange mechanism. They must perform a
Precision action with a difficulty of 9.

Activate th mhanisuﬁ. |

©9->{z2 W

Maider plays an Action card with a value of 3.

Eneko plays an Action card with a value of 2 and
another with a value of 3. In addition, he hasa +1
bonus for Precision Actions. That makes 6 in total.
Together, the Heroes have a total of 9 and success-

fully complete the Action.

They agree that Eneko is the one who successfully com-
pletes the action and applies the effect. He draws Story
22, which says:

““Reveal Location 8 and place your Hero in that Location.”

The effect applies to Eneko, who moves to Location 8.
Maider stays in Location 12.

Y
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When Enemies are assigned to a Hero, the Hero engages in
combat with them. It is then said that the Hero is Engaged,
and the Enemies are Engaged with them.

The only options for an Engaged Hero are to fight their Ene-
mies, Flee, or cast a Spell.

Helping another Hero

A Hero who is not Engaged may choose to help another
Hero fight the Enemies they are Engaged with. In this case,
they are not considered Engaged.

EXAMPLE

Adonis moves to Location 4, where Maider is already
Engaged with 3 Enemies.

No Location effect is triggered when Adonis arrives
(none of them have the "every Hero" symbol).

A Hero who is not Engaged may choose to help another

Hero fight the Enemies he is Engaged with. In this case,
they are not considered Engaged.

Combat Resolution

Each Enemy is characterized by:

A number, -
for Scripted
Enemies

- T

One or more Shields One or more effects

indicating a Combat that are applied
Value immediately by the
C Hero after defeating

the Enemy

The Combat value of an Enemy is the value shown in the left-
most shield. Note that some Enemies have only one Shield.

The player performs a Combat action (one or more cards
together) and distributes the result as desired among the
Enemies (except for the Priority Target ability, described
below).

The Hero must match the Enemy's Combat value to inflict
a wound.

Important note: One attack cannot inflict multiple wounds
on the same Enemy (it is not possible to defeat an Enemy

who has multiple Shields in a single blow).

Wounding and defeating an Enemy

Ifan Enemy has more than one visible Shield, placea Wound
token on theleftmost Shield. This shield is no longer counted
(so it is no longer visible). The Enemy's new Combat value

shifts to the next Shield.

If an Enemy has only one visible Shield, a single wound suf-
fices to defeat it.

Defeated Enemies are discarded, after applying the effects at
the bottom of the card.

EXAMPLE

Maider is Engaged with a Gobtroll.
Maider must inflict three wounds on

“ this Enemy in order to defeat him.

Luckily, it's easier and easier to wound
him as the fight goes on.

Since Maider cannot wound an Enemy
multiple times with a single action,
she must perform 3 different Combat

actions.

The first one has a difficulty of 6, the
second one has a difliculty of 5, and the
last one has a difficulty of 4.

Note that Adonis, who is in the same Location and
is not Engaged with an Enemy, can help Maider by
wounding the Gobtroll as well.

If the wounded Enemy’s card is discarded or returned to

the draw pile (after a Hero flees, for example), remove the

Wound tokens. The Enemy will be fully healed if it reap-

pears during the game.

Effects in case of victory

Some Enemies have effects in the bottom right corner _
of their card. These effects are applied when the &
Enemy is defeated.

The most common effect is earning one or more
Heroism tokens. Some Scripted Enemies have
special effects, which use the same icons as the Loca-
tions, such as:

—
a Draw the indicated Story

I 5|.3 | Flip the Location to side B
-
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Enemy Abilities

There are 9 Abilities, indicated in the upper left corner of
some Enemy cards.

Common Abilities

Random Enemies can have these 5 Abilities.

PRIORITY TARGET

} In combat, they must be the first to fall. Until
y they are all defeated, you cannot wound Ene-
mies that do not have this ability. However,
with a single attack, it is possible to wound
Priority Targets and defeat them while also
inflicting Wounds on other Enemies (see
example below).

GUARDIAN

id: This Ability prevents an Engaged Hero from
' y fleeing until that Enemy is defeated.

o

- y use an arrow without pursuit.

Aslongas atleast one Enemy with this Ability
is Engaged with a Hero, the damage inflicted
by the Shields of all the Enemies who are
Engaged with the Hero is 2 instead of 1. This
Ability is not cumulative (two Bugbears do not
quadruple the damages, for example).

ANTI-MAGIC
This Ability prevents any type of Spell from

being cast (including Potions) and negates the
effects of previously cast spells, such as “invisi-
bility,” for all Heroes in the Location.

Rare Abilities

Some Scripted Enemies can have these Abilities.

p— POISON

Co="8l | As soon as this Enemy is Engaged

m ] 3 gag
,ff

with a Hero, the Hero is poisoned.
= Take a Poison token and place it on
the bottom of your Hero board.

During the Reaction phase, the group

loses 1 Vitae per Poison token.

- BRUTALITY
: During each Reaction phase, when
the Enemies attack, the Hero takes
a severe hit, Take a Fracture token
and place it on the bottom of your
Hero board.

The difficulty level of your Hero’s Movements
increases by 1 for each Fracture token at the
bottom of your board.

During the Reaction phase, the group loses 1
Vitae per Fracture token.

FEAR

.‘.l When the Enemy is revealed, ALL
of the Heroes in the Location, even
ifthey are Invisible, take a Fear token
and place itat the bottom of their Hero

board.

The result of your Hero’s Combat actions
decreases by 1 for each Fear token at the
bottom of your board.

During the Reaction phase, the group loses 1
Vitae per Fear token.

EXAMPLE

After defeating the Gobtroll, Maider and Adonis
go together to Location 12, with Adonis as the First
Entrant.

He is now locked in combat with Scripted Enemy 43,
who has the Fear Ability.

Both Heroes immediately place 1 Fear token at the
bottom of their board.

Eneko then enters the Location to assist them. He does
not receive a Fear token, as the Engaged Enemy has

already used his Ability.

From now until the end of the chapter, all of Maider and
Adonis’ attacks will have a penalty of 1 point on their
Combat Action.
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BLOCK

As soon as the Enemy is Engaged with a Hero,
the Hero immediately loses a card from their

hand (of their choice).

FORMIDABLE

. !’ Each time the Enemy inflicts Damage, the
b, y)/ group also loses as much Vitae as indicated
o in the Ability.

SHOCK

WIP When the Enemy is revealed, all of the Ene-

mies in the Location attack immediately (see

page 27).

EXAMPLE

Zia is fighting 7 Enemies. Most of them are weak, and she
could easily defeat them with the Lightning spell she has in
her arsenal.

Ennemis engagés
avec Zia

But the Xothian's Anti-Magic Ability stops her from using
it. Furthermore, one of the Enemies has the Priority Target

Ability.

\ 4
o 2. | Zia performs a Combat action with a value of

11 with her 4+1 / Enemy card.

()

She can then wound the Xothian (5 points). A Wound
token is placed on the Xothian’s leftmost shield.

She is forced to eliminate the Goblin first (2
points), who is then discarded.

2 AQUATIC

>

’ _JF During the Reaction phase, an Enemy with
J//  this Ability activates the Drowning Location
= Reaction effect, if any (see page 15).

Enemies with this ability can Engage an Invis-
ible Hero and inflict damage according to the
usual rules (although the Hero does not lose
their invisibility).

Zia still has 4 points to distribute. Unfortunately, she cannot
use the same action to wound the same Enemy multiple

times, so she cannot target the Xothian again. She wounds
the Wraith, who is then discarded.

Next, Zia performs a second

Combat action with a value

of 5. This is enough to

wound the Xothian again

(a 4 would have sufficed),

and it is defeated. Zia earns

a Heroism token, and the Enemy is dis-
carded, which ends his Anti-Magic ability.

Zia can now use her Light-
ning Spell and defeat all remaining Enemies!
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S PELIES

The players are all warrior-mages. The spells they cast are
automatically successful, as the only requirement is to have
one among the Action cards in their hand.

Timing of Spells
Spells can have one of three possible durations:

+ Instant:immediate effect. The card is discarded as soon
as it is played.

+ Temporary: the effect applies immediately but lasts at
most until the next Preparation phase, in addition to
any other conditions indicated on the spell card. Place
this card face up near your Hero board, then discard it
when its effect ends.

+ Persistent: the effect applies immediately and lasts
until the end of the chapter. The card is discarded as
soon as it is played, and a specific physical component
represents the effect of each persistent spell.

Heroes can undo a persistent or temporary spell at any time.
However, this action is irreversible. For example, an Invis-
ible Hero cannot decide to become visible again just for a
short time.

Reminder: when a Hero is faced with an Anti-Magic effect, they
cannot cast Spells. Their Temporary Spells are immediately dis-
carded, as are the physical components of the Spells that remain
in the Location, such as a Teleportation Portal or a clone.

Single Use Spells
All spells that are indicated as being Single Use, such as

Invisibility, are not discarded. Instead, they are removed
from the deck after use until the end of the chapter, by plac-
ing the card back in the box.

The Single Use symbol only applies to the Spell. If the
player uses the Action card for its numerical value, the card
is simply discarded, just like any other Action card.

Special Aptitudes

Some Spells allow you to acquire the Special Aptitudes Elu-
sive or Invulnerable.

Elusive

An Elusive Hero is not affected by the following Enemy
Abilities: Guardian, Priority Target and Pursuit.

When they flee, they do not receive the penalty of 1 point
per Engaged Enemy. No matter which direction they move,
they are never pursued by Enemies.

Some Movements require you to be Elusive.

Invulnerable

The Hero does not cause the group to lose any Vitae, except
for any Fear tokens they may have.
+ Enemies the Hero is Engaged with do not cause the
group to lose Vitae
+ The Hero does not suffer Damage from a Location
+ The Hero is not impacted by Vitae losses in a Story
card instruction
+ If there is a Vitae cost for a Movement, it is not taken
into account
+ EvenifaHeroisInvulnerable, the group will lose Vitae
due to Stress at the end of the round

Spell Effects

LIGHTNING (instant)

All of the Enemies present in the same
Location as your Hero (including those not
Engaged with you) and whose Combat value
is 1, 2 or 3 receive a Wound token. This Spell
does not take the Priority Target ability into
account.

'} TELEPORTATION PORTAL (persistent)

Place a Teleportation portal on the Location.
Once several portals have been created, all
of the Heroes can move from one portal to
another with a Movement action (difficulty 1).
The Entrance effects of the Location apply as
usual. Enemies cannot use Teleportation pot-
tals, even those with the Pursuit ability. There
cannot be more than six Teleportation Portals
in play, but any Hero can remove a Teleporta-
tion Portal, no matter where it is.

FIREBALL (instant, single use)

All of the Enemies present in the same
Location as your Hero (including those not
Engaged with you) and whose Combat value
is 1, 2, 3, or 4 receive a Wound token. This
Spell does not take the Priority Target ability

into account.

TELEPORTATION (instant)

The Hero automatically goes to a Location
of their choice that has already been revealed
by the group without being followed. The

Entrance effects of the Location apply as usual.

FURY (temporary, single use)

All Movement bonuses from your Action
cards also become Combat bonuses.
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ENTHRALL (temporary, single use)

Decreases the Threat by 1. The Enemies that
are Engaged with the Hero lose their Abilities
for the duration of the Spell (except for Anti-
Magic, which cancels this Spell if an Enemy
with that Ability appears).

FORCE FIELD (temporary, single use)

The Hero acquires the Invulnerability apti-
tude (see 24) for the duration of the Spell.

ARCANE HEALING (instant, single use)

Heal 10 Vitae, then remove all Fracture tokens
from your Hero board.

WEAKNESS (temporary)

The Combat value of the Enemies present
in the Location decreases by 1 (including
those not Engaged with the Hero). This can
be cumulative, but the Combat value of an
Enemy cannot be less than 1.

Additional ending condition: The spell ends

if the Hero leaves this Location.

FORESIGHT (instant)

Choose a Location number: if not Revealed,
show all players its A side. If Revealed, show
its B side. Then, place it back in its original
position (not revealed, or revealed on side A).

VELOCITY (temporary)

All Combat bonuses from your Action cards
also become Movement bonuses.

TRANSFER (instant)

Exchange your Hero's situation with that of
another Hero. If the Heroes were in different
Locations, switch their miniatures without
applying the Location effects again. Immedi-
ately switch the cards of the Enemies that were

Engaged with each Hero.

APATHY (temporary)

All of the Enemies in the Location (even
those not Engaged with the Hero) lose their
Abilities for the duration of the Spell (except
for Anti-Magic, which cancels this spell if an
Enemy with that ability appears).
Additional ending condition: The spell ends
if the Hero leaves this Location.
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1 CONTROL (persistent, single use)

Choose an Enemy that is Engaged with you
that does not have a Story or side B effect.
Place as many Control tokens on its card as
its Combat Value. As long as it is controlled,
it is no longer considered an Enemy.
Yougaina +1 Combatbonus per visible Shield
on this Enemy. When you lose Vitae, you can
discard Control tokens to disregard the same
number of Vitae lost.

When you remove the last Control token
from this Enemy, it takes one Wound and
engages you in combat immediately (if it is not
defeated). An Anti-Magic effect cancels the
spell and removes the tokens without inflict-
ing any wounds.

CONJURED ARROW (instant)

Regardless of its Combat value, the targeted
Enemy suffers 1 Wound. This applies regard-
less of the Priority Target Ability.

CLONE (persistent, single use)

A clone appears. Place its standee in the Loca-
tion and draw 2 Action cards. Keep them
separate from your main Hero's cards. The
clone suffers any potential "every Hero" effects
of the Location.

The clone is treated like any other Hero, con-
trolled by you, except that it may draw only
2 cards during the Preparation phase. During
the Action phase, the clone acts on its own
with its 2 Action cards. It also can use the same
bonuses that are on your Hero board.

All of the physical game components (Quest
and Story cards, Heroism, Poison, Fracture,
and Fear tokens, etc.) apply to the main Hero
and not to their clone (they are therefore not
lost if the clone is removed from play).

Ifthe clone encounters an Anti-Magic symbol,
the clone is immediately removed from the
game and its Action cards are discarded.

INVISIBILITY (persistent, single use)

Replace your Hero’s miniature with the trans-
lucent version

Aslongas they are Invisible, the Hero acquires
the Elusive aptitude (see 24) and a +2 bonus
for each Combat action.

See page 25 to learn more about invisibility.




Consequences of invisibility

Invisible Hero Engaged with Enemies

+ If an Invisible Hero is Engaged with Enemies, they
remain engaged with the Hero as long as there are no
other visible Heroes on the Location. If one or more vis-
ible Heroes are present, the Enemies are divided among
them, at the players' discretion.

Enemies Engaged with an Invisible Hero do not cause
any damage, nor do they produce any of the following
effects: Poison, Fracture or Block.

As the Hero is Elusive, they are not affected by Guard-
ian, Pursuit or Priority Target Abilities. When the
Hero flees, they do not suffer a penalty of 1 per Enemy
Engaged and are not pursued by the Enemies.

EXAMPLE

Maider moves to Location 17. She is the First Entrant and
applies the Location’s effect: she is Engaged with 4 Random
Enemies.

Next, Adonis enters Location 17.

\ Ennemis engagés
avec Maider

Maider casts the Invisibility Spell: as it is a Single Use Spell,
the card is removed from the game and Maider's miniature
is replaced by the Invisible version.

The 4 Enemies who were Engaged with Maider turn away
from her to engage Adonis (their cards are moved to the other

player).

' | Maider \ Ennemis engagés
Y/ (invisible) Y  avec Adonis

Adonis has an Invisibility Potion, which he uses: the card is

placed near his board until the next Preparation phase (see
page 17) and his figurine is replaced by the Invisible version.

The Enemies who are Engaged with Adonis stay with him
because there are no other visible Heroes in the Location.

Adonis decides to flee. Since he is Invisible, he ignores the
Guardian ability of any of the Enemies engaged with him and
he is not penalized for his movement.

Invisible Heroes and Location effects

+ The Hero may ignore all of the Location’s
effects and Scripted Actions that have the =
Visible symbol. However, they must apply
all the other effects.

+ If an Invisible Hero is the First Entrant in a Location,
the next visible Hero to join them in the Location will
activate the Entrance effects with the visible symbol.
This can also be the Hero themself, if they become vis-
ible again in the Location.

End of Invisibility

This spell fades immediately upon the appearance of an
Anti-Magic effect: the Hero loses all the benefits of invis-
ibility. Place the standard Hero miniature in the Location.

The Enemies in Location 17 are given back to Maider. But
since she is also Invisible, the Enemies are looking for her
and their actions have no effect. As a result, she can perform
the Scripted Action in the Location (Observation with a dif-
ficulty of 4).

Then Maider decides to fight. Her attack has a value of 6: 4
with one card, plus abonus of 2, due to her invisibility. As she
is Elusive, she can ignore the goblin's Priority Target Ability
and directly attacks the 2 hobgoblins, who are defeated.

During the Reaction phase:

Enemy attacks: Maider’s Enemies do not cause any damage.

Location effect - Alert: the alert is not given, because it has
the Visible symbol (only applies to visible Heroes).

Location effect - Reinforcements: 4 Random Enemies are
revealed. One of them has the Anti-Magic Ability, which
puts an end to Maider's invisibility. She becomes visible again
(her miniature is replaced).

Location effect - Damage: Maider applies the Damage icon,
which only applies to visible Heroes (which is unfortunately
her case once again!).
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Reaction Phase

During this phase, several effects will be triggered in a spe-
cific order:

+ Stress: the group loses as much Vitae as the Threat
value. Regardless of the number of Heroes, Stress is
only applied once per round.

+ The group loses 1 Vitae for each Poison, Fracture
and Fear token at the bottom of the Hero boards.

+ Enemy reactions: The Enemies attack (see below).

+ Location reactions: For each Location that has a
Hero in it, activate the effects of the orange icons at
the bottom of the Location, resolving them in order
from left to right (see page 15). Each effect must be fully
resolved before dealing with the next one. Players may
choose the order in which they want to deal with the
Locations, but they must resolve all the effects of one
Location before moving on to the next one.

Enemy Attacks

For each Engaged Hero who is neither Invisible nor Invul-
nerable:

The group loses as much Vitae as there are visible Shields on
its Enemies (no matter what their Combat value is).

Don't forget: For each combat, the Enemy Abilities Rage and
Formidable increase the damages (see page 22).

EXAMPLE

1) Zia is Engaged with 4 Enemies. She counts up their
number of Shields and their possible effects:

Total number of shields: 6

There are two effects that must be accounted for:
+ Rage (Bugbear): doubles the damage of the Shields,
increasing it to 12 instead of 6
+ Formidable 4: The group loses 4 more Vitae

The total amount of Vitae lost by the group is 16.

End of the Round

If the End of Game conditions are not met (one of the
markers reaches the space marked “The End,” and/or all
the required Goals have been met), a new round starts with
a new Preparation phase.

2) Enekoisinthe same Locationas Zia. The Enemies Engaged
with him are counted separately from those Engaged with

Total number of shields: 4

The Rage effect must be accounted for. It is only applied once
per combat (even if two Enemies have this Ability).

The total amount of Vitae lost by the group is 8.

3) Maider is Invisible in another Location. There are 3 Ene-
mies present there as well (Hobgoblin + Goblin + Wraith)
but they do not cause any damage.
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There are three types of cards that are specific to each chap-
ter:

+ Stories
+ Scripted Enemies
+ Events

Once they are discarded, these cards do not come back into

play.

Stories

Story cards are specific to each chapter and are numbered.

F: ................... (Soory e )

The heavy grate won't

budge. It is locked with a

complex mechanism, but «cccceeeen.. ( Narrative text ]
your lockpicking skills

provide you with an escape.

[ Playing instructions ]

Discard this card. cecececcccesccs [ What to do with the J

card

19 H Effects of this type will cause the Story with

the indicated number to be drawn.

The Stories that are drawn can be revealed to the group,
but only the player who drew the card places it in front of
them when indicated (this may have consequences during
the game).

Only Story cards that are marked as Exchangeable may be
exchanged between Heroes, as long as the Heroes are in the
same Location.

The Stories contain important information, precious
objects, treacherous traps, and most importantly, the Goals
to be achieved. You may not ignore a Story’s instructions
for any reason.

Zia has just defeated a Scripted Enemy. She earns 1

Heroism token and must reveal Story 10.

It's a key! This will undoubtedly be useful, if you can

discover what it unlocks.

Zia keeps this Story card until the end of the chapter.

The mostcommon Story instructionsarerepresented

as icons, such as:

r— —

The group loses 2 Vitae

Draw Scripted Enemy 6 (if it is still in
the draw pile)

Draw Story 19 (if it is still in the draw
pile)

Discard Story 4 (wherever it is, even in

the draw pile)

Discard Scripted Enemy 12 (wherever it

is, even in the draw pile)

Flip Location 5 to side B (if the Location

is not revealed, reveal it)

Earn 1 Heroism token

Increase the Threat by 1

Draw Quest 8 (ifitisstillin the draw pile)

If you complete a Persuasion Action of
value 5 or higher, draw Story 57 (if it is
still in the draw pile)




Scripted Enemies

Scripted Enemy cards are specific to each chapter and are
numbered.

o | Effects of this type will cause the Scripted
12 ! Enemy with the indicated number to be drawn.

If you are instructed to draw a Scripted Enemy that is not
in the draw pile, ignore the effect. This may happen if the
Scripted Enemy is already Engaged in another Location or
has already been defeated.

If you flee or the Scripted Enemy escapes you, return the
card to the draw pile in numerical order. You will be able to
draw this Enemy again, in this Location or in another one.

Like the Heroism tokens, some special components are
earned and kept from chapter to chapter, throughout the
entire quest.

Quest Cards

The Quest cards you earn represent the Heroes' adventure
journal in sketch form.

During a chapter, a Hero who draws a Quest card keeps
it with them. They may only give it to another Hero if it is
indicated on the card.

In the following chapters, this Quest card is not assigned to a
Hero in advance. The first Hero to encounter an instruction
that mentions this Quest card takes the card and holds it for
the rest of the chapter.

Only Quest cards that are marked as Exchangeable may be
exchanged between Heroes, as long as the Heroes are in the
same Location.

Events

As indicated on page 7, the 2 Events in each chapter are
placed on the game board at the beginning of the game.
Follow the instructions on the Setup sheet to see if they are
revealed or not.

An Event’s effects are applied as soon as it is revealed and
apply throughout the rest of the chapter. These effects can
sometimes be beneficial, but more often they are harmful.

An Event can only be discarded if a Story instructs you to
do so.

TR Y da

COMPONENT

Artifacts

In each chapter, the Heroes may discover a powerful Arti-
fact. These major magical items give the Hero a permanent
power for the current chapter and all subsequent chapters.

Only Artifacts that are marked as Exchangeable may be
exchanged between Heroes, as long as the Heroes are in the
same Location.

WORK IN PROGRESS
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HEROISM AND HERO

During the quest, a Hero can gain experience in the form
of Heroism tokens. They can be earned by defeating certain
Enemies or through certain Stories.

These tokens are kept by the player concerned and cannot
be given to another Hero.

Heroism tokens can be spent during an Action phase in
three different ways:

Permanently Improve Your Hero

Each Hero has 6 Heroic Action cards, placed in a face-up
pile in numerical order from 1 to 6 next to the individual

Hero board.

By spending 3 Heroism tokens, you draw the Heroic Action
card at the top of the deck (the one with the lowest number).

Ifyouwould rather take another Heroic Action card instead,
you must pay as many additional Heroism tokens as the
number of cards above the desired card in the pile.

CONJURED ARROW
Instant. Inflict 1 Wound

on any 1 Encmy in this Location,
ignoring its Combat valuc.

+1/ ac;\rd

Example: Cards 1, 3, and 4 are available. If the player

wants to take card 4, they must spend 5 Heroism tokens
(3 + 2 extra cost).

The chosen card is immediately added to your hand. Once
played, it is discarded like any other Action card and
becomes a permanent part of your Action deck, from chap-
ter to chapter.

IMPROVEM

S

ENT

Draw an Action card

Spend 2 Heroism tokens to add the top card in the Action
draw pile to your hand.

Note:

Spending Heroism tokens allows the Hero to perform heroic
actions by playing more Action Cards than allowed during the
round.

You may add more than one card to your hand during the same
round if you have enough Heroism tokens to spend.

EXAMPLE

Your Hero is caught ina never-ending Combat,
and you hear reinforcements approaching. You
have only one Action card left to play. You must
flee! Unfortunately, if you don’t want to be fol-
lowed, your Hero must climb a crumbling wall

whose stones have become slippery smooth: the .«

difficulty is 8 / +1 Enemy. Spend 2 Heroism

tokens previously acquired, draw the top Action
card, and add it to your hand. Lucky draw! With
your Movement bonus, your Hero manages to
push back his enemies and uses his cat-like reflexes

to scale the high wall.

Performing a special action from a Story
that requires you to spend Heroism

tokens.

EXAMPLE: HEROISM EXPENSE

Spend

You jump out
of the way and remain

on the Location.

Otherwise: you fall in!
m Move your Hero to Location 5.

A Story card indicates that the ground shifts beneath
the Hero'’s feet. But if he spends 1 Heroism token, he
canavoid the trap by instinctively jumping like a cat onto
the staircase while remaining in the Location. Other-
wise, the Hero falls through the trapdoor, the group
loses 3 Vitae, and the Hero is moved to the new Loca-
tion indicated.
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Potions

Starting in chapter 2, during Setup, place the
Potion draw pile where all players can reach it.

Each player takes as many Potion cards as
there are Potion symbols on the Heroic
Action cards in their deck.

As the number of Potions is limited, the
players must agree on how to divide them
among themselves.

The remaining cards in the Potion deck are not
used during this chapter.

Potion Descriptions

HEALING POTION (instant)

The group immediately gains 10 Vitae. In
addition, discard your Hero's Fracture tokens.

ENTHRALL POTION (temporary)

The effect is similar to the spell with the same
name (see page 25).

ANTIDOTE POTION (persistent)
Discard your hero's Poison tokens. As long as

the effect lasts, the Hero will not receive any
new Poison tokens.

WEAKNESS POTION (temporary)

The effect is similar to the spell with the same
name (see page 25).

Using Potions

A Potion can be used for free during the Action phase by
the Hero who holds it.

It is possible to use several Potions during the same round,
and their effects are cumulative (unless otherwise specified).

Potions are considered to be a type of spell, with the same
duration (instant, temporary, and persistent). Keep your
Potion card face up near your Hero board, then discard
it when its effect ends. Once its effect ends, the Potion is
returned to the Potion deck.

Like spells, Potions cannot be used if an Anti-Magic symbol
is present. The Anti-Magic ability also cancels any Potion
effects that are in progress.

Unused Potions are saved for the next chapter, in addition
to newly acquired Potions.
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Quest cards
(number)

If all of the victory conditions are met at the end of a round,
the game ends and you read the "Victory!” sheet (regardless
of the position of the Exhaustion and Threat markers).

If not all of the victory conditions are met at the end of a
round, but the Exhaustion and/or Threat marker reaches

the space marked “The End”:

+ If the Main Goals have been achieved (but not the
Secondary Goals), read the “Victory!” sheet and the
“T'inged with bitterness!” sheet and apply the effects.

+ Otherwise, read the “Defeat” sheet.

Vlctory
The PIQYCI’S can continue to the next chapter. Creating a Save

is recommended.

Only the following items are kept from one chapter to the
next:

+ The Action deck with the Heroic Action cards that
have been added

+ Unspent Heroism tokens
+ Unused Potion cards

+ Quest cards

+ Artifacts

All other items are put away, including Poison tokens, Frac-
ture tokens, Story cards, etc.

Save

If the game ends with a Victory, completing a Save page is
highly recommended.

DESCRIPTION OF A PAPER
SAVE

This will allow you to start over from that Save, but also to
be able to play with different groups.

Quick Cleanup (if you plan to play with
the same group again)
Each player places in their box:

+ Their unspent Heroism tokens

+ Their unused Potion cards

+ Any Artifacts in their possession

+ The Action deck with the Heroic Action cards that
have been added, keeping the additional cards separate
from the other Heroic Action cards

Quest cards can be stored with any Hero. They will be avail-
able to all players at the beginning of the chapter.

End of the Quest

When the group of Heroes successfully completes the Vic-
tory Conditions of the third chapter, they have completed
their quest and the players win together. But succeeding on
the first try is a master stroke!

Defeat

You must either:

+ Play the chapter again, giving back everything you
earned. Refer to your Save to go back to the situation
at the start of the chapter (not applicable for the first
chapter)

+ Start from a previous Save
+ Start the quest over from the first chapter, possibly

knowledge of the Locations, which will be deemed to be
your Hero's intuition

[ Date, Group

name, Chapter

with other Heroes, and with no other benefit than your

Per Hero: Name, Player, XP, Added cards
(numbers), Potions (number), Artifact
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Action: During the game the Heroes will move, fight, cast
Spells... These actions are performed by discarding one or
more Action cards to reach an indicated difficulty level or

cast a Spell.

Shield: On the Enemy cards, values appear on small shields.
This represents the difficulty of a Combat action. It takes
as many Combat actions as there are shields to defeat an
Enemy. For each wound inflicted on an Enemy, place a
Wound marker on the leftmost shield on the Enemy card.

Lock: This icon appears on side A of some Location sheets.
For these cards, the general rule (a Location is flipped to side
B when a Hero enters an empty Location that has already
been revealed) does not apply. Instead, a specific condition
must be met to flip the Location to side B.

Recurrent cards: These are Story cards that are often used
during the game. Once revealed, a recurrent card is placed
face up next to the Story card pile, to avoid unnecessary han-
dling, until you are instructed to discard it.

Engaged: A Hero is considered to be Engaged in combat
when they do not have the Elusive aptitude and when Ene-
mies represented by cards are placed next to their Hero
board. Only Heroes who are not Engaged are free to do any
of the possible actions in the Location. An Engaged Hero
may only fight, cast a spell, or flee.

Enemy: The Enemies that must be fought are represented
as cards, and their force is represented by shields.

An Enemy card is referred to as ONE Enemy, even if there
are multiple enemies depicted on the card.

Some enemies are random, while others are numbered and
specific to each chapter.

Exhaustion: This track indicates how many Action cards
the players may draw during each Preparation phase. This
track is directly linked to the Vitae track. When the Vitae
marker makes it all the way around the board once, the
Exhaustion marker must immediately be moved one notch
closer to the space marked “The End.”

Heroes: These are the characters that are played. They are
represented by miniatures, individual Hero boards, a deck
of Action cards, and a deck of Heroic Action cards.

Elusive: Some Spells, such as Invisibility, give Heroes this
aptitude. Elusive Heroes may ignore the Enemy’s Priority
Target, Guardian and Pursuit Abilities. They may flee with-
out a penalty and are never followed.

Invisible: Heroes can become Invisible by casting a spell or
using a potion. Immediately replace your Hero's miniature
with the translucent version. An Invisible Hero acquires the
Elusive aptitude and adds +2 to their Combat actions.

They cannot perform Scripted Actions that are only possible
for visible Heroes (icon) and are not affected by the icons
with the Visible symbol.

Invulnerable: The Hero does not cause the group to lose any
Vitae, except for any Fear tokens they may have. Even if the
whole group is Invulnerable, it will lose Vitae due to Stress
at the end of the round.




Location: The Heroes” miniatures are placed on numbered
sheets called Locations that are specific to each chapter.

In each Location, arrows indicate the number of the other
Locations that can be accessed from there, as well as the
difficulty of the Movement action required to go to them.

When a Hero moves to a new Location, that Location is
revealed to the group.

An empty Location is a Revealed Location that has no Hero
miniatures on it. To avoid spreading these sheets out all over
the playing area, we recommend placing empty Locations
on top of each other, leaving the banner at the top visible.

Unless otherwise indicated, when a Location is revealed, its
side A is revealed, and players may not look at side B.

Threat: This indicates the Heroes' Enemies state of alert.
It is represented by a track that is divided into 3 tiers. Each
tier corresponds to a Threat value indicating the number of
Random Enemies to be drawn, the Heroes” Stress and the
damage the group suffers in certain Locations.

There are 3 Threat cards in the Random Enemies deck, as
well as Threat icons on certain Locations and on Story cards
that automatically increase the Threat marker. The Enthrall
spell and some Story cards can lower the Threat marker.

Goals: On Story cards, the main Goals are represented by
red stars and secondary Goals are represented by black stars.
The number of Goals required for each chapter is listed on
the Victory Conditions card and depends on the number
of players.

Once the players have earned the required number of stars,
the game is over at the end of the round.

Credits

A game by: Marc André

Developmentteam: Jim Gaudin, Jérdme Oyhenart, Hicham

Ayoub Bedran, Gérald Cattiaux, Catherine André
Texts: Marc André, Romain Delplancq

Graphic Design: Franck Achard, Jérome Oyhenart
Location art: Guillaume Tavernier

Location character art: Guillaume Tavernier, Medhi Mer-
rouche, Johann Misset

Heroes and cover art: Magali Villeneuve
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First Entrant: When a Hero enters a Location where there
are no other Heroes present, they are automatically des-
ignated as the First Entrant. When more than one Hero
decides to enter the same Location at the same time, the
players decide who is the First Entrant. The player desig-
nated as the First Entrant will apply the Location’s effects
and their Hero will suffer any consequences that do not
apply to all of the Heroes present in the Location.

Reaction: This is the phase that ends each round, during
which the group suffers, in order: their Stress, the effects of
the tokens (Poison, Fracture, and Fear), attacks from their
Enemies, and the Reaction effects of Locations that have
Heroes in them (icons at the bottom of the Location sheets).

Story: These cards contain the chapter’s scripted story. They
may indicate a narrative situation, give playing instructions,
or depict an object. Some of these will be kept during the
chapter (and may be needed to unlock certain effects), but
never from one chapter to the next.

Stress: The group of Heroes faces perilous situations. The
stress this causes them is represented by a systematic loss of
Vitae equal to the Threat value at the start of each Reaction
phase.

Vitae: This is a track that goes all the way around the game
board. It represents the Heroes' collective physical and
mental health, When the Vitae marker makes it all the
way around the board once, the group's exhaustion level
increases. Vitae can be recovered through (magical) heal-
ing, but it cannot be more than 30, and this healing does not
impact the Exhaustion level.

Enemy art: Dogan Oztel, Mark Tarrisse, Sébastien Ray-
mond, Prosper Tripaldi, Mary Glaig*, Arthur Riper, Loic
Canavaggia, Nastya Lehn*, Paul Vérité, Roman Seme-
nenko, Sabrina Tobal, Tomas Brissot, Vincent Lefevre,
William Bonhotal, Borja Pindado, Felix Donadio, Johann
Bodin, Matthieu Fouchier, Robin Lagofun, Stephane Poin-
sot, Anais Ferreira, Gabriel Bulik, Tarik Boussekine

Potion art: Anais Ferreira
Quest card art: Marine Monthillot « Garnouille »

Sculptor: Thierry Masson




HEROES' ACTIONS

\
|

Movement Combat

Observation Precision

LOCATION EFFECTS

e RED BACKGROUND

| Applies to the First
Entrant or all entrants if
it has the "Every Hero"
symbol.

RANDOM ENEMIES

Draw as many Random Enemy
cards as the Threat Value.

SCRIPTED ENEMY

Draw the indicated Scripted
Enemy card, if it is still in the

4 deck.
THREAT
Increase the Threat by 1.

AMBUSH

The Enemies present in the Loca-
tion attack immediately.

DAMAGE

The group loses as much Vitae as
the Threat Value.

ENEMY ABILITIES

. PRIORITY TARGET

I’ They must be eliminated first in
(o jy a Combat.

. GUARDIAN

This Ability prevents an Engaged
i Hero from fleeing until that
Enemy is eliminated.

PURSUIT

J’ The Enemy will pursue a Hero
i/ who flees through an arrow with-
~ out pursuit.

<, RAGE

. } of all the enemies Engaged with the
=" Hero increases to 2 instead of 1.

ANTI"MAGIC

Heroes cannot cast spells in the
,1 Location and their spell effects are
cancelled.

Persuasion

LOCATIONS

Side A

Arrow
with pursuit

s BLUE BACKGROUND

#‘ | Applies to the First Entrant and

! the Heroes present in a Location
when it is flipped to side B.

Wi STORY

Draw the indicated Story card. If
! it is no longer in the deck, there
is no effect.

yet been revealed, place it on the
B table. Itis considered to berevealed.

Heroes cannot cast spells in the
Location and their spell effects are
cancelled.

Place a Teleportation portal on
the Location.

SPECIALICONS

Apply their effect if you have the
cards that explain them. Other-
wise ignore them.

WIP

POISON

i When the Enemy is revealed, take

it,_ E /er a Poison token.*
i

= BRUTALITY

In the Reaction phase, take a
;; Fracture token.*

The difficulty of your Hero's
Movements increases by 1 for
each Fracture token.

BLOCK

When the Enemy is revealed, the
f Engaged Hero immediately loses
a card from their hand.

FORMIDABLE

Each time the Enemy inflicts
f Damage, the group also loses as
much Vitae as indicated in the

Ability.

Arrow Scripted Action

without pursuit

_"\a— s ORANGE BACKGROUND
Applies during the Reaction

phase if at least one Hero is in
i the Location.

HOURGLASS

Place an Hourglass token on the
Location.

If at least one Enemy is in the
Location, the alert is given, and
the Threat increases by 1.

The Location is automatically
flipped to side B. Resolve any
i effects that apply.

e D ROWNING
The group loses as much Vitae as

m the number indicated if at least

§ one Enemy present in the Loca-

tion has the Aquatic Ability.

This applies only to visible
Heroes.

tion take a Fear token.*

The result of your Hero's Combat
actions decreases by 1 for each
Fear token.

SHOCK

When the Enemy is revealed, all
of the Enemies in the Location
attack immediately.

AQ_JATIC

WIP

' ' During the Reaction phase, the
Enemy activates the Drowning
Location Reaction effect, if any.

4 SCENT

| Enemies with this Ability remain
) Engaged with an invisible Hero
and inflict damage according to
the usual rules.

*During the Reaction phase, the group loses 1 Vitae per Fracture, Poison, and Fear token.
g P group P



