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ANV KingoomM RusH — A RIFT IN TIME IS A CAMPAIGN GAME. IN THIS BOOKLET, YOU'LL FIND | o
W 10 SCENARIOS OF THE CAMPAIGN. PLEASE READ THE RULEBOOK FIRST AND THEN FOLLOW l/\,\
\\ THE SET—UP FOR THE FIRST SCENARIO. IT IS HIGHLY RECOMMENDED TO PLAY SCENARIOS 7

| IN THE RIGHT ORDER BECAUSE EACH SCENARIO INTRODUCES NEW GAMEPLAY ELEMENTS AND P e
Y TOGETHER THEY TELL A CONTINUING STORY. | N
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A CO-OPERATIVE TOWER DEFENSE GAME
B8y HeLaNa HoPE, SEN-FOONG LiM, AND JESSEY WRIGHT



HEROES AND SPELLS SELECTION

KINGDOM RusH — A RIFT IN TIME HAS THREE EXPANSIONS. IN EACH OF THEM, YOU CAN
FINO NEw HEROES AND SPELLS. YOU ARE ALLOWED TO USE ANY HEROES OR SPELLS
YOU WANT IN THIS CAMPAIGN, ALTHOUGH SOME SCENARIOS WILL LIMIT THE LEVEL OF HERO
ABILITIES AND LEVELS OF SPELLS YOU MAY USE. PLEASE FOLLOW THE INSTRUCTIONS OF
EACH OF THE SCENARIOS.

O'SETUPTHETDWERSLPPLYAREATDTHE TO USE SOME (OR EVEN ANY)D LEVEL 4 TOWERS.
SIDE OF THE MAIN PLAYING AREA. THE TOWER 1IN SUCH A CASE RETURN THEM TO THE BOX. THERE
SUPPLY CONTAINS A STACK FOR EACH LEVEL SHOULD BE ¢4 OF EACH LEVEL 1 TOWER, 3 OF EACH
AND CLASS OF TOWER CARDS. THERE ARE 4 LEVEL 2 TOWER, 2 OF EACH LEVEL 3 TOWER, AND
COLUMNS OF STACKS ORGANIZED BY TOWER 2 DIFFERENT LEVEL 4 TOWERS.

CLASS AND RANKED ACCORDING TO LEVEL.
SOME SCENARIOS DO NOT ALLOW YoOu




e-PLAmeGEnLESFaREACHTOWBRaAss
BELOW ITS COLUMN C(SEE DIAGRAM ON PREVIOUS
PAGED. PLACE ALL THE SOLDIER MEEPLES BELOW THE
MiLiTia TOWERS STACK.

Q-EACH PLAYER CHOOSES A COLOR AND TAKES THE
SET OF TRANSPARENT BUILDING SITE CARDS IN THAT
COLOR. YoU ALSO TAKE THE CORRESPONDING PLAYER
COLOR MARKER AND PUT IT FRONT OF YOU AS
A REMINDER. IN A SOLO OR 3-PLAYER GAME, USE
PURPLE, GREEN, AND YELLOW SITES. IN A 2-PLAYER
GAME, USE THE PURPLE AND GREEN SITES. IN
A Y-PLAYER GAME, USE ALL COLORS OF SITES.
UNUSED BUILDING SITES AND COLOR MARKERS SHOULD
BE RETURNED TO THE BOX.

9- EaCH PLAYER PICKS A
HERO AND TAKES THE HERO
BOARD, HERO MINIATURE,
AND DAMAGE TILES FOR
THAT HErO. RETURN
UNUSED HEROES AND THEIR
COMPONENTS TO THE BOX.
EACH PLAYER TAKES ONE HEART TOKEN AND PLACES
IT ON THEIR HERO BOARD MARKING THE MAXIMUM
HEALTH OF THAT HERO.

a' TAKE YOUR STARTING TOWERS FROM THE TOWER SUPPLY
AS INDICATED ON YOUR HERO BOARD. THE NUMBER OF
TOWERS YOU RECEIVE DEPENDS ON THE PLAYER COUNT.
® IN A SOLO GAME, YOU HAVE 4 TOWERS.
® IN A 2-PLAYER GAME, EACH PLAYER HAS 3 TOWERS.
@ IN a 3-PLAYER GAME, EACH PLAYER Has 2 TOWERS.
® IN A 4-PLAYER GAME, EACH PLAYER ONLY GETS

ONE TOWER.

a- EACH PLAYER TAKES A HELPER CARD.

_ aNow CHOOSE THE DIFFICULTY SETTINGS YOU WISH TO
USE FOR THIS SCENARIO. THERE ARE FIVE DIFFICULTY
LEVELS: 1 STAR, 2 STARS, 3 STARS, HEROIC, AND
IRON CHALLENGE*. WE SUGGEST STARTING AT 2 STAR
DIFFICULTY AND THEN ADJUSTING THE DIFFICULTY BASED
ON YOUR EXPERIENCE IN THE FIRST SCENARIO.

Q'RACEAMMBEROFHEARTTDKEJ\FSGORRESPMNG
TO THE CHOSEN DIFFICULTY SETTING ON THE TABLE NEXT
TO THE EXIT TILE. THESE REPRESENT THE STRENGTH OF
THE KinGDOM. IF ALL OF THESE HEART TOKENS ARE
REMOVED, YOU LOSE THE GAME.

SeTup BONUS:

SPECIAL RULE:
CANNOT
RESPAWN

-QQDOSEASCEMR)OTDMMWWSETHP
INSTRUCTIONS FOR THAT BASED ON YOUR PLAYER COUNT.

@-MAWROFCRMLS,ASWTEDBYW
SETUP DIAGRAM FOR YOUR PLAYER COUNT, NEXT TO THE
EXIT TILE, TO FORM YOUR SUPPLY. THESE ARE YOUR
STARTING CRYSTALS. IF PLAYING ON 1-STAR DIFFICULTY,
App 2 Crystals. IF PLAYING ON 2-STAR DIFFICULTY,
App 1 CRYSTAL.

— THE GAME IS LIMITED TO 12 CRYSTALS, SHOULD You
EVER HavE ALL 12 CRYSTALS IN YOUR SUPPLY, YOoU
CANNOT GAIN ANY MORE, UNTIL YOU HAVE SPENT SOME
IN PHASE 6.

e

@-mmmwm FOR YOUR PLAYER
COUNT, TAKE THE INDICATED NUMBER OF SPELLS & FOR
THE TEAM AND PLACE THEM FACE UP NEAR THE EXIT
TILE. IF PLAYING ON 1-STAR OR 2-STAR DIFFICULTY,
ADD 1 SPELL (BUT ONLY IF SPELLS ARE IN USE FOR
THE SCENARIO).

@-MWWAWOFSMMAS
PER THE SETUP DIAGRAM FOR YOUR PLAYER COUNT, AND
PLACES THEM ON THEIR HERO BOARD.

. | %THE IRON CHALLENGE IS A SPECIAL GAME MODE,
wmmmmmmm
MUST FOLLOW SPECIAL LIMITATIONS THAT ARE
SPECIFIC TO EACH OF THE SCENARIOS. YOU'LL FIND AN
IRON CHALLENGE DESCRIPTION IN THE SET UP FOR EACH
SCENARIO. IF YOU ARE NOT PLAYING IRON CHALLENGE
MODE, IGNORE THESE DESCRIPTIONS.

) A A

AFTER COMPLETING A SCENARIO, YOU CAN USE STICKERS
~.. TO TRACK YOUR PROGRESS ON THE KINGDOM MaP.
- IF YOU COMPLETED IT WITH A STAR DIFFICULTY, PLACE

A NUMBER OF STAR STICKERS CORRESPONDING TO THE

HIGHEST STAR DIFFICULTY LEVEL YOU COMPLETED THE

SCENARIO WiITH (1, 2, OR 3) OVER THE LEVEL FLAG. IF

YOU COMPLETED A HEROIC OR IRON CHALLENGE, MARK

IT WITH THE CORRESPONDING SPECIAL STICKER. SINCE

IRON CHALLENGES ARE MORE DIFFICULT VERSIONS OF

THE HEROIC DIFFICULTY, IF YOU COMPLETE A SCENARIO’S

IRON CHALLENGE, YOU CAN ALSO MARK IT AS HAVING

COMPLETED IT AT HEROIC DIFFICULTY.

o ¥




IRON[CHALLENGE;

' HERCES HAVE ONE
LESS MOVE POINT EACH.

Yeirr in TIME |

STRANGE PORTALS HAVE BEGUN TO AFPPEAR AGAIN ATTACK THE KINGDOM. THEY ARE JOINED BY
THROUGHOUT THE KINGDOM. FROM THEM, FOES WE  CREATURES THAT WE HAVE NEVER SEEN BEFORE!
DEFENDED THE KINGDOM AGAINST IN THE PAST ARE  YOU MUST SQUASH THIS THREAT AND CLOSE THOSE

ARRIVING AT OUR BORDERS. THESE OLD ENEMIES PORTALS BEFORE WE ARE ONCE AGAIN AT wWAR!
HAVE RALLIED THE LOCAL GOBLIN TRIBES TO ONCE

HEROES PATH TILES

HEROES DO NOT HAVE ANY ABILITIES IN THIS SCENARIO. RETURN THS SECTION TELLS You

WHAT FatH TILES ARE USED
ALL ABILITY TILES TO THE Box. Do NOT USE LILITH. M FE P e

WHICH SIDE. FaTH TILES HAVE

A NUMBER AND ONE SIDE IS
SPELLS SIDE A, THE OTHER SICE B. | - _
THE SMALLEST MAaP TILES = ———
HAVE A NUMBER AND THEY ARE j - B ?
MARKED WITH THE LETTER G ON ONE SIDE
AND THE LETTER P ON THE OTHER SIDE.

Do NOT USE SPELLS IN THIS SCENARIO.

TOWERS IN SCENARIO 1 YOU NEED TILES A1, G3, Lt i
A2, AND A9, AS SHOWN HERE.
LEVEL 4 TOWERS ARE NOT USED IN THIS SCENARIO.
SPAWN STACKS
HORDES CREATE HORDE STACKS AS PER THE IMAGE

USING HORDE AND PORTAL CARDS FROM THE
APFROFRIATE WAVE.

FOR EACH CARD, IF THERE ARE MULTIPLE
HORDES OF THE SAME WAVE AND COLOR,
CHOOSE ONE AT RANDOM FROM THOSE IN THE
GAME.

SCENARIO 1 USES TWO SPAWN TOKENS, BUT
ONLY ONE HORDE STACK WITH 2 RED WavE 1
CARDS ON THE BOTTOM, THEN PORTAL CARD #2,
THEN ANCTHER RED WavE 1 CARD, FOLLOWED
BY A YELLOW WAVE | CARD, ANOTHER RED
Wave 1 CARD, FORTAL CARD #]1 AND FINALLY
THAN YOU NEED OF A SPECIFIC 3 YELLOW WAVE 1 CARDS ON TOP.

COLOR FROM A SPECIFIC WAVE, HORDE AND PORTAL CARDS SHOULD BE FACE
SELECT THE NUMBER YOU NEED  Wave O Wave 1 DOWN AND YOU SHOULD NOT LOOK AT THEM
RANDOMLY. BEFORE THE SCENARIO STARTS.

3x GREEN 4x YELLOW goTTOM OF

ux R0 SPECIAL MECHANISMS =~ =

EACH SCENARIO THAT INTRODUCES NEW ENEMIES OR RULES WILL

ALL HORDES HAVE A NUMBER
ON THE BACK IN THE BOTTOM
LEFT CORNER. THIS INDICATES THE
WAVE THEY BELONG TO. SELECT 3
GREEN HORDE CARDS FROM THE
Wave O SET, AND 4 YELLOW AND
4 RED FROM THE WaveE 1 SET.
IF THERE ARE EVER MORE
HORDES IN THE GAME BOX

PORTALS

THIS SECTION TELLS YOoUu WHICH FORTAL
CARDS, IF ANY, ARE NEEDED FOR SET UP.
PORTAL CARDS HAVE TWO NUMBERS ON THE
BACK, WHEREAS HORDE CARDS ONLY HAVE
WAVE ICONS. THE FIRST (4) CORRESPONDS
TO THE SCENARIO NUMBER THE PORTAL IS
USED IN, AND THE SECOND (@ IS USED IN
THE SET UP DIAGRAM. FOR THIS SCENARIO
YOU NEED PORTALS:

B « K «»
T N \:,’z

e LV [
- L] L

SUMMARIZE THOSE IN A SECTION LIKE THIS. THESE SECTIONS ARE
JUST QUICK SUMMARIES OF THE RELEVANT RULES. IF YOU HAvE
QUESTIONS CONSULT THE APPENDIX OF THE MAIN RULEBOOK.

IF 4 HORDE WITH A BIG ENEMY REACHES THE
KINGDOM, BY CROSSING THE EXIT, THE KINGDOM
LOSES 4 HEARTS IF AT LEAST ONE PART OF THE
BiG ENEMY IS NOT COVERED.

BEFORE MOVING A HORDE WITH SPEED ICONS, IF
ANY OF ITS SPEED ICONS ARE SHOWING, IT WILL
MOVE TWICE.

HEROES AND SOLDIERS CANNOT BE PLACED ON
TOP OF DEADLY ENEMIES.




@USE THE FATH TILES YOU HAVE GATHERED TO BUILD THE MAP AS
SHOWN IN THE ILLUSTRATIONS FOR EACH PLAYER COUNT.

@PLACE THE SPAWN TOKENS WHERE INDICATED.

') BESIDE EACH SPAWN TOKEN, PLACE THE CORRESPONDING HORDE
" S7aCK YOU CREATED EARLIER. FOR THIS SCENARIO, THERE IS
ONLY ONE HORDE STaCK,

C‘! PLACE THE EXIT TILE WHERE SHOWN.

@Pmcz ALL HEROES MINIATURES NEXT TO THE EXIT TILE.

SPAWNING RULE

WHEN IT IS TIME TO SPAWN HORDES FROM SPAWN STACKS,
YOU wiLL DRaw 1 HORDE CARD FROM EACH SPAWN STACK FOR

EACH SPAWN TOKEN ASSIGNED TO THAT STaCK. SO, A4S IN
THIS SCENARIO, IF THERE ARE 2 SPAWN TOKENS ASSIGNED TO
THE SAME STACK IT WILL SPAWN 2 HORDE CARDS A ROUND.

THE SECTION WITH THE PLAYER COUNT IN IT SHOWS A SUMMARY OF
HOwW MaNYy CRYSTALS AND SPELLS THE TEAM STARTS WITH, AND HOW
MANY SPECIAL ABILITIES EACH HERC MAY CHOOSE TO HAVE.

Qg) Put THE REMAINING HORDE CARDS INTO TRAYS WITH THE ENEMY
GRAPHICS FACE UP AND PLACE THEM ON THE FATH IN THE SPACES
INDICATED ON THE DIAGRAM. ORIENT THEM SO THAT THE PURPLE
LINE ON THE HORDE CARD EDGE IS PARALLEL TO THE EXIT.

@PLACE BUILDING SITES FOR EACH PLAYER COLOR AS SHOWN.

ONCE THE BUILDING SITES ARE PLACED, YOU ARE READY TO PLAY!




THOSE FIRST PORTALS WERE JUST THE BEGINNING
OF SOMETHING BIGGER. MORE HAVE OPENED AND
THROLIGH THEM MORE FOES EMERGE BY THE MOMENT.
WHILE THE FIRST FPORTALS BROUGHT RED CAPS LAST
SEEN DURING THE WAR WITH THE SPICER GODDESS,
FROM THESE NEWEST ONES SHAMANIC HEALERS

HEROES

HEROES MAY CHOOSE THEIR SPECIAL ABILITIES FROM THOSE WITH
THE FOLLOWING ICON ON THE Back: §. Do nor use LiLiTH.

SPELLS

Do NOT USE SPELLS IN THIS SCENARIO.

TOWERS

LeveL 4 TOWERS ARE NOT USED IN THIS SCENARIO.

HORDES

Wave 1 Wave 2
2x GREEN
3x YELLow 2x YELLOW

3x Rep 2x REp

PORTALS

B0 « B

(s>, =7

W W

PATH TILES

HEALERS HEAL
ADJACENT HORDE
CARDS AS WELL.

HAVE EMERGED THAT WE HAVE NEVER SEEN BEFORE.
FPERHAPS THESE PORTALS CONNECT TO OUR KinGoom
IN THE FUTURE AS WELL A4S IN THE m4ST. THE
DETAILS ARE NOT IMPORTANT RIGHT Now. RaLLy
THE TROOPS AND END THIS THREAT BEFORE THE TIME
BENDING MAGIC GETS OUT OF HAND.

HORDE STACKS

UsSING THE GATHERED HORDE CARDS, PREPARE THE HORDE STACKS
AS SHOWN BELOW:

TOP OF THE HORDE STACK TOF OF THE HORDE STACK

xAc oo
g n ‘_. ~ =
B> B
ﬂ v niL B
ﬂ—ﬂ 1
o b) BOTTOM OF () BOTTOM OF
ﬂﬁg{mﬂﬁ ﬂﬁsrgx
SPECIAL MECHANISMS

IN THIS SCENARIO YOU WILL ENCOUNTER ENEMIES WITH THE FOLLOWING
NEW ABILITIES:

WHEN A HORDE ACTIVATES, BEFORE CHECKING
ANYTHING ELSE ON IT, IF IT HAS AT LEAST ONE
HEALER ICON VISIBLE, THEN REMOVE ALL DaMaGE
TILES FROM THAT HORDE TRAY.

ATTACKS THAT HAVE THE MAGIC TYPE ‘ CANNOT
BE PLACED SUCH THAT THEY COVER ENEMIES WITH
THE MAGIC RESISTANCE ICON AND BORDER.

4

ATTACKS THAT HAVE THE PHYSICAL TYPE &
CANNOT BE PLACED SUCH THAT THEY COVER
ENEMIES WITH THE PHYSICAL RESISTANCE ICON AND
BORDER.
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A HERD FROM THE FNST HAS APPEARED IN THE
KINGoomT SHE IS5 SURROUNDED BY UNSTABLE TME
ENERGY THAT /S CALISING INJURES TO OTHER HERODES
AND DESTROYING TOWERS. IF WE OAN HELP HER

HEROES

HEROES MAY CHOOSE THEIR SPECIAL ABILITIES FROM THOSE WITH
THE FOLLOWING ICON ON THE Back: 6. Do Nor use LiuitH.

SPELLS e

DO NOT USE SPELLS IN THIS SCENARIO.

TOWERS

Use THE LEVEL 1. 2. 3. anD 4A TOWERS
CHoLy ORrpeEr, RANGER HiDECUT, BIG
BerTHa, AND ARCANE WIZARD),

HORDES
Wave 1 Wave 2 Wave 3 Livith
Yx GREEN 1x GREEN 2x GREEN 55X ACTIONS
Crhor w282
3x Yewow  2x Yeuow — 2x YeLow A R
2x Rep 2x RED
PORTALS

NONE., You wilL INSTEAD NEED THE Lilith BoSs PREFERENCE
CARD, & ACTION CARDS, AND HER MINIATURE.

PATH TILES

IRON[CHALLENGE]

LILITH ALWAYS TARGETS THE
HIGHEST LEVEL TOWER IN RANGE.

REACH THE FORTAL THAT BROUGHT HER INTO THIS
TIME, SHE'LL BE ABLE TD RELEASE THE TWME ENERGY
AND JON OUR FORCES IN THE DEFENSE OF THE
Koo,

SPAWN STACKS

USING THE GATHERED HGRDE CARDS, PRERPARE THE SPAWN STACKS
AS SHOWN BELOW:

TOF OF THE SHIWN STACK TOF OF THE SHWN STACK TOF OF THE SPAWN STACK
' g i
et T e oy
2 (3 1) 2 880
R e s
T . ErprSaise =
m= | LI H:
LRl fide e
; o Y oF . Bor oF
oD » |
Q) © DY
SPECIAL MECHANISMS

LILITH'S MINIATURE

HERGES MAY MOVYE INTG AND STAY IN THE SAME
SPACE A4S LILTH.

HORDES THAT MOVE INTQ LILITH'S SPACE JUMP OVER
HER A3 IF SHE WERE A HORDE TRAY.

LiLiTH ACTIVATES LIKE A HCRDE. EXCEPT SHE MOVES
TOWARDS THE #3 SpawN FOINT OF THE MAP AND
PERFORMS AN ACTION BY DRAWING A CARD FROM
HER ACTION DECK. THE DETALS FOR THIS ARE
DESCRIBED ON THE LilTH BOSS REFERENCE CARD.

Do nNoT USE LiILiTH IN SCENARIOS 1 AND 2

TURN SEQUENCE
THE TURN SEQUENCE FOR THIS SCENARIO IS MODIFIED. FOLLOW THE STEPS
INDICATED ON THE LILITH BOSS REFERENCE CARD, THIS
CARD INCLUDES THE INSTRUCTIONS FOR WHAT TO DO
WHEN LILITH ACTIVATES,

WINNING :
THERE ARE NG PORTALS IN THIS SCENARIO, InSTEAD, |
YOU WIN BY ESCORTING LILUITH TC THE #3 SpawnN
POINT. TO DO SO, CLEAR THE SPACE IN FRONT OF e
LiLiTH EACH ROUND ANC FOLLOW THE INSTRUCTIGNS ON
THE LiLITH BOSS REFERENCE CARD.

LiLitit Boss ReFeRENCE CARD
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FREFARE LILITH'S ACTION DECK:

'-I)TAKEMRED FiNaL ACTIGN CARD AND PUT IT FACE DOWN.

QE\S&MF&ETMWSM@NCARDSMDMWONTOPOF
THE FACE-DOWN FiNaL ACTION CARD.

( 2) Pur me AcTION DECK AND BOSS REFERENCE IN
EASY VIEW OF ALL PLAYEPRS.

PLace Litmw's
MINIATURE IN THE
INDICATED SPACE.




FEOPLE FROM ALL CORNERS OF THE KINGDOM HAVE
COME TO THE CASTLE TO REFORT SEEING FORIALS
AND STRANGE ENEMIES ATTICKING THEIR TOWNS,
VILLAGES, AND MIRMS. WE HAYE A NaY ALY IN

HEROES

HEROES MAY CHOOSE THEIR SPECIAL ABILITIES FROM THOSE WITH
THE FOLLOWING ICON ON THE Back: €). FROM THIS SCENARIO
ONWARDS YOU mMay USE LILITH A5 A HERO.

SPELLS

DUrRING SET UP THE TEAM WILL FICK A NUMBER CF SPELLS
BASED ON THE NUMBER OF PLAYERS. DURING THE GAME, A4S A
TEAM YOU CAN CHOOSE TO USE A SPELL BY FLIPFING IT FAGE
DOWN AND PERFORMING THE ATTACK SHOWN ON IT. SFELLS
CAN TARGET ANY ONE HORDE THAT IS IN PLAY, BUT CANNOT
TARGET PORTALS. SPELLS CAN BE USED EXACTLY ONCE DURING
A SCENARIC.

WHEN THE TEAM PICKS SPELLS, CHOOSE FROM THOSE WITH ONE
Power icon €.

TOWERS

Use THE LEVEL 1, 2, 3, AND H4A TOWERS
(HoLy ORDER, RANGER Hioeour, BiG
BERTHA, AND ARCANE WIZARD)D.

HORDES

Wave 1 Wave 2 Wave 3 Wave 4
1x GREEN 2x GREEN 2x GREEN
1x YELLOW 2x YELLOW 2x YELLOW Ix YeLLow
3x ReEp 2x Rep 1x REC

PORTALS

IRON|CHALLENGE;

| DEAD-EYE ACTIVATES TWICE
~"BEFORE AND AFTER THE
MOVEMENT

LILITH, AND THE COURT MAGES HAVE DISCOVERED
HOW TO USE OUR MOST POWERFUL SFPELLS N AREAS
AFFECTED BY TIME MAGIC. NOW IS THE MOMENT TO
TLRN THE TIDE OF THS AR’

PATH TILES

SPAWN STACKS

USING THE GATHERED HORDE CARDS, PREFPARE THE SPAWN STACKS

AS SHOWN BELOW:

TOF OF THE SFAWN STACK TOP OF THE SPAWN STHCK

TOP OF THE SPAWN STACK

SPECIAL MECHANISMS

IN THIS SCENARIO YOU WILL ENCOUNTER ENEMIES WITH THE FOLLOWING
NEW ABILITY :

ENEMIES WiTH DEAD-EYE ARE YERY DANGEROUS
FOR HERCES. AFTER A HORDE MOVES, IF IT
HAS ANY DEAD-EYE ICONS ON IT THAT ARE NOT
COVERED, ALL HERGES IN SPACES ADJACENT TG IT
TAKE 1 DAMAGE.

NOTE: DEAD-EYE DOES NOT ACTIVATE THE TURN THAT

A HORDE SEAWNS, ONLY AFTER A HORDE MOVES.
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IT /S CLEAR THESE PORTALS MUST BE THE WORK OF A
NEW AND DANGEROLIS FOE. THE TWILIGHT HARASSERS
THAT AFPFEARED NRING THE LAST BATTLE WERE
JUST AN ADYANCE WAVE. THE REST OF THEIR ARMIES

HEROES

HEROES MAY CHOOSE THEIR SPECIAL ABILITIES FROM THOSE WITH
THE FOLLOWING ICON ON THE Back: .

SPELLS

WHEN THE TEAM PICKS SPELLS, CHOOSE FROM THOSE WITH ONE
Power icon ©.

TOWERS

Use THE LEVEL 1, 2, 3, 4A, anp 4B ToweRs (MUSKETEER
GARRISGN, SORCERER MAGE, TeSLA X104, BARBARIAN Hall),

HORDES
Wave O Wave 1 Wave 2 Wave ¢
2x GREEN 1x GREEN 2x GREEN 2x GREEN
Hx YELLOW 2x YeLLow 2x YeLLow
2x REpD 2x Rep
PORTALS
8 )@ o @ o
Wi, 0T T Wi,
PATH TILES

IRON|CHALLENGE]

| WHEN YOU PLAY A TOWER ONTO A WHITE BUILDING
| SITE, AFTER FERFORMING ITS ATTACKS, DOWNGRADE IT
</ ONE LEVEL. JF IT iS5 A vl | TOWER, RETURN IT TG THE
SUFPPLY INSTEAD,

POWER OF THE KINGDOM'S TOWERS ARE NOW AT
YOUR ISFOSAL. THESE FOES WERE DEFEATED IN THE
ST, AND WE MUST DEFEAT THEM AGANY

SPAWN STACKS

USING THE GATHERED HORDE CARDS,
STACKS AS SHOWN BELOwW:
1OP OF THE SRAWN. STACK TOP OF THE SN SICK TOP OF THE SPAYN SHICK

\ 4 g

h % i b e
) (e oy B
oy A

—

FREPARE THE SPAwN

SPECIAL MECHANISMS

IN THIS SCENARIO YOU WILL HAYE ACCESS TO A NEW TYPE OF

THE WHTE BUILDING SITE CAN BE
USED BY ANY PLAYER. ALL OTHER
TOWER FLACEMENT RULES APPLY TO
THE WHITE BUILDING SITE CLE. IT CAN
HAYE AT MOST 1 TOWER ON IT, UNLESS
A SOLDIER TOWER IS PLACED THERE IN
WHICH CASE IT CAN HAYE AT MOST 2
TOWERS FPLACED GON ITD.

AT THE END OF THE ROUND, WHEN YOU FPICK UFP TOWERS.
THE TEAM DECIDES WHICH PLAYER(S) TAKES THE TOweRrs (FF
ANYD THAT WERE PLACED ON THE WHITE BUILDING SITE.
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HOSTS GIVE 1 CRYSTAL
WHEN neaez INSTEAD
CF 2.

THE DARK ELF FORCES WERE JUST THE BEGINNINGT  THE KINGDOM'S BORDERS. TO AID YOU IN DEFEATING
KMIGHTS, THAT HAYE NOT BEEN SEEN SINCE LORD  THESE FOES THE COURT MAGES HAVE FREPARED NEW,
BLACKBURN'S REIGN., HAVYE BEGUN TO APFEAR ON  MORE POWERFUL SFELLS.

HEROES

HEROES MAY CHOOSE THEIR SPECIAL ABILITIES FRGM THOSE WITH
THE FOLLOWING ICON ON THE Back: 6.

SPELLS

WHEN THE TEAM PICKS SPELLS, CHOOSE FROM THOSE WITH P
70 TWo Power icons © /7 © ©.

TOWERS
Use THE LEVEL 1, 2, 3, H4A, AND 4B TOweRs.
Wae O Wave 1 Wave 2 Wave 4 Wave S Branks
2x GREEN Ix GREEN [x GREEN Ix GREEN 3x BLaks
2x YeEuow Zx YeLLow 2x YELLow  2x YELLow gp‘w”grxxg

1x Rep 2x RED ix Rep

USING THE GATHERED HORDE GARDS, PREPARE THE SPawN
YOU WILL ALSO NEED THE € BLUE HORDE CARDS THAT HAVE A gracks AS SHOWN BELOW:

GHOST ICON AND 2 CRYSTALS GON THE BACK. oo
THIS SCENARIO INTRODLICES BLANK HORDE CARDS. IN THE STACK L 4
SET UP DIAGRAMS THEY ARE SHOWN AS WHITE. WHEN YOU DRAW 4 8 o B2 2 B
ONE TO SPAWN IT, INSTEAD OF PLACING IT IN PLAY, RETURN IT i s B
TO THE BOX. u\m L S ﬂ“_"::
o - e
PORTALS i 1 2 B

|y m an

Lt e N2y

g

Nl o

\\'::q.):/' | 8

T
I
J
£
5

LT UTHE @) = (2) ) O,
SPECIAL MECHANISMS WHEN A HORDE WITH 4\ TS DESTROYED:

® DRav THE TOP CARD FROM THE BLUE STACK OF GHOST HORDES AND

Iy THS SCENARIO YOU WILL ENCOUNTER A NEW TYPE GOF
PLACE IT WHERE THE DESTROYED HORCDE wies.

Horee:

GHOSTS: THE GHOST KON MARKS HCRDE CARDS THAT
TRANSFORM INTO GHOST HORDES WHEN THEY ARE DESTROVED.
THE BOX WTH A GHOST IS TREATED THE SAME A4S THE BOX ® Tie HORDE |5 NOT DEFEATED UNTIL THE GHOST HORCDE 5 DESTROVED:;
BEHND FORTAL TGWER LEVEL KCONS, AND SO CANNCT BE SO You oMY Gan CRYSTAIS WHEN THE BLUE GHOST HORDE TLE IS
COVERED By DMMAGE TILES, SOLDERS, OR HERCES. Yol DO REMOVED,

NOT HAE TO COVER IT TO OEFEAT THE HORCE.

® HERDES N THAT SAOCE ARE FORCED TO RETREAT (LE. MOVE INTO AN
ADJACENT UNGCCUPEED SAACED.
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HORDE CARDS AND PUT THEM IN
A FACE-DOWN STACK IN EASY
REACH OF ALL PLAYERS,




Ir /S A4S WE FEARED, THE PALEN KNIGHTS WERE
LORD BLACKBURN'S WINGUARD. THE OMCE GREAT
WARRIOR HAS EMERGED fROM A FORIAL, RFFED
OUT OF HIS FLACE IN TIVME, AND /S, ONCE AGAN,

D — SN OMICHRIIEAMGE

SOLDIERS CANNGT

ATTACK BLACKBLRN.

THREATENING TO DESTROY THE KINGDOM. WITH THE

NEW FOUNMDP STRENGTH OF YOUR HERCOES, YOU ARE
ALL THAT STANDS BETWEEN US ANG BLACKBLRN.

HEROES

HERCES mMay CHOOSE THEIR SPECIAL ABILITIES FRGM THOSE WITH
THE FOLLOWING ICON ON THE Back: 6 7/ §6.

SPELLS

WHEN THE TEAM PICKS SPELLS, CHOOSE FROM THOSE WITH UP
70 TWo Power icons & /7 © ©.

TOWERS
Use THE LEVEL 1, 2, 3, 4A, AND 4B TOWERS,

HORDES
Wae O Wae! Wac3 Wacd WaES Blaws g MORD
Bx GREEN 2x GReeN e LiFE Carps

dx YeLLOW 2x Yewow 4x YeLLow sl
3x Rep 3x REp 2x REp ?xmu

2x Buanks

You wilL ALSO NEED THE & BLUE HORDE CARDS WITH THE
GHOST ICON ON THE BACK.

PORTALS

None.

PATH TILES

SPAWN STACKS

UsiNnG THE GATHERED HORDE CARDS, PREPARE THE SPawN
STACKS AS SHOWN BELGW:

() .:\I

SPECIAL MECHANISMS

SCENARIOS THAT FEATURE A BOSS HAYE SPECIAL RULES FOR THE
BGSS MINIATURE. THOSE RLILES ARE SUMMARIZED HERE.

BGSSES Wikl HAYE A MINIATURE, A REFERENCE CARD, A BOSS DECK
AND A DECK OF LIFE CARDS.

= | BLACKBURN'S LIFE DECK

: | BLACKBURN HAS Y LIFE CARDS. THESE HAVE AN IMAGE

v % 4 OF LORD BLACKBURN ON THE FRONT WITH A GRID
-. | OVERLAY, AND TEXT AND ICONS ON THE BACK. ON

) THE FRONT THERE IS A NUMBER IN THE BOTTOM LEFT
CORNER. TO PREPARE THE LIFE DECK, TURN THE CARDS SO THE
iMAGE OF LORD BLACKBURN IS FACE UP, THEN STACK THEM IN
ORDER SO THAT THE CARD NUMBERED “I" IS ON TOP, “2" B
BELOW THAT, “3" BELOW THAT, AND “4" IS THE BOTTOM CARD.

WINNING

THERE ARE NO PORTALS IN THIS SCENARIO. INSTEAD, YOU WIN BY
DEFEATING LORD BLACKBURN., WHEN THE LAST CARD IN HIS LIFE
STACK IS DESTROYED, YOU WIN AT THE END OF THAT RGUND.

BOSS MINIATURES

® HERCES CANNOT ENTER THE SAME SPACE 45 A BOSS MINIATURE.

® IF A BosS MINIATURE MOVES, INTO A SPACE THAT A HERD IS IN, THAT
HERC IS FORCED TO RETREAT CTHEY MUST MOYE TO AN ADJACENT
UNOCCLIFIED SPACE, CR RETURN TO THEIR HERO BGARD) AND THEY
SUFFER T DAMAGE.

® WHEN A BOSS MINIATURE MOVES IF IT WOULD MOVE INTO A SPACE
WITH A HORDE IT JUMPS OVER THAT SPACE.

® WHEN A HORDE WOGULD MOVE INTO THE SPACE OF A BOSS MINIATLIRE,
IT JUMPS GVER THE BGSS MIMIATURE.



ACTIVATING BOSSES

BOSS MINIATURES ACTIVATE DURING PHASE 4: ADVANCE HORDE TRAYS 45
IF THEY WERE A HORDE CARD. WHEN IT IS TIME FGR A BOSS MINIATURE
TG ACTIVATE, FOLLOW THE STEPS DESCRIBED ON THAT BOSSES REFERENCE
GARD. To PERFORM AN ACTION. ORAN THE TOP GARD OF THE BOSS DECK
AND PERFORM THE EFFECTS OF THE ICONS AND TEXT SHOWN ON THE CARD.

WHEN YOU SEE THIS ICON, ALL TOWERS
ADJACENT 70 LORD BLACKBURN'S SPACE ARE
RETURNED TO THE SUFPPLY AND THE TOWER
ONE LEVEL LOWER IS PUT IN TS FLACE.
E.G. IF A Lr3 SHARPSHOOTER TOWER WAS
ADJACENT TO BLACKBURN IT WOULD BE RETLRNED TO THE SUPPLY
AND A L2 MaRKSMAN TOWER WOULD BE PUT IN ITS PLACE.

Lr1 TOWERS ARE NOT REPLACED, THEY ARE JUST REMOVED. I¥
THERE ARE NOT ENOLIGH TOWERS IN THE SUPPLY TO DOWN LEYEL
A TOWER, IT I8 NOT REPLACED AND INSTEAD IS JUST REMGOVED.

WHEN YOl SEE THIS ICON, ALL HERGES ADJACENT TO
LORD BLACKBURN SUFFER 1 DAMAGE.

FIGHTING BOSSES
BOSS MINIATURES ARE HARD TO DEFEAT.

® HEROES AND SPELLS CANNGT AFFECT BOSSES. HERCES CANNGT
STAND ON THE BOSSES LIFE CARD, AND IF A HERO ABILITY OR
ATTACK WOLLD FPLACE DAMAGE TILES ON A BOSS, THOSE TILES
ARE NOT PLACED. LIKEWISE FOR SFELLS.

® WHEN A TOWER ATTACKS A B0OSS THE DAMAGE TILES ARE
PLACED ONTO THE TOP CARD OF THE BOSsEs LIFE DeEck. To
DAMAGE THE BOSS THE BOSSES GRAPHIC ON THE LIFE CARD
MLUST BE FLILLY COVERED.

® ALL TOWER ATTACKS TARGETING A BOSS COUNT AS HAVING FREE
MANIPULATION @.

DAMAGING BOSSES

DURING Puase 3: DESTROY HORDE TRAYS CHECK THE TOP CARD OF
THE BoSs LIFE DECK: IF THE GRAPHIC DEPICTING THE BOSS IS FULLY
COVERED THE BOSS IS5 DAMAGED. REMOVE THE TOF CARD FROM
THE LIFE DECK AND FLIP IT OVER. ON THE BACK IT WILL DESCRIBE
THE BOSSES RETALIATION EFFECT. THIS IS RESGLYED AS IF IT WERE
AN ACTION CARD. ONCE YOU PERFORM ALL RETALIATION EFFECTS,
RETURN THE CARD TO THE GAME BOX.

& ?
| MAP SETUP |
) 5 4

PLACE Lorp
BLACKBURN'S
MINIATURE HERE

E
e




THE FOES WE HAVE BEEN BICING ARE BEING BROUGHT
TO THE KINGDOM FMROM DWFERENT FLACES AND
POINTS IN TIVE. THE FPORTALS, OLR WZARDS HAVE
SURMISED, ARE THE CREATION OF A FOWERFUL TIME

HEROES

HEROES MAY CHOOSE THEIR SPECIAL ABILITIES FROM THOSE WITH
THE FOLLOWING ICON ON THE Back: § 7 §&.

SPELLS

WHEN THE TEAM PICKS SPELLS, CHOOSE FROM THOSE WITH UP
70 TWO PoweR icons © 7/ © ©.

TOWERS
Use THE LEVEL 1, 2, 3, 4A, anp 4B TOwERS.
HORDES
WaE O Ware 1 Ware 2 WaE 3 Wae 4 Wave &
2x GREEN 3x GREEN 2x GREEN
I Yewow  2x Yewow  2x Yaiow  DLTEHON 3y veuow
2x Rep 2x Rep
PORTALS
0 « n ﬂﬂ o| A ﬁ]
Wl Nl ol A5l o
i, TR i, - tna,
PATH TILES

CHAITENGE,

WHEN A PATHBREAKER SPAWNS IT
FREVENTS YOU FROM USING ADJACENT
BULDING SITES FOR CNE ROUND.

MAGE, IF WE CONTINUE 7O CLOSE THE PORTALS
WE WILL CONTINUE TO REDUCE THE FOWER OF THIS
MAGE,

SPAWN STACKS

UsinG THE GATHERED HORDE CARDS. FREPARE THE SPAwN
STACKS AS SHOWN BELOW:

TOF OF T‘ffi‘w STACK

|
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SPECIAL MECHANISMS

IN THIS SCENARIO YOU WILL ENCOUNTER ENEMIES WITH THE FOLLOWING
NEW ABILITY:
PATHBREAKERS

FATHBREAKER HORDES CREATE A NEW FATH WHEN THEY

FATIBREAKER WiLL BREAK A NEw FATH BASED ON THE
FPOwW OF ONS ON THE HORDE CARp. NOTE THOSE KOONS
ARE ON A FRED BACKGROUND AND SO DadaGE TULES,
HERCES, AND SOLDIERS CANNOT BE PLACED ON TOP OF
iT. A TIEY DO NOT NEED TO BE COVERED TO DEFEAT
THE HORDE,

WHEN A FATHBREAKER APPEARS PERFORM THE FOLLOWING STEPS:

CIECK THE PLAY AREA FOR A FATHBREAKER CARD MATCHING THE LEFT MOST
FEATURE IN THE BOX WITH A GHOST. IF IT 1S NOT ¥ FLAf, CHECK FOR THE MODDLE
CNE, AND RNALLY THE RIGHT MOST ONE F NEITHER OF THE OTHER TWC ARE N
Aar.

REMOVE TIHE TLE FROM FLAY THAT MATCHES THE IDENTIFIED FEATURE. THS WiLL
MAKE IT SO 4 SRV FOINT YOU SET WP THAT DIDN'T HAVE ACCESS TO THE PaTH
NCwY DOES.

THE PATIBREAKER IS THEN PLACED ON THE
BOARD AS IF IT SPAWNER FROM THE SRAwN
POINT THAT WS JUST OPENED LIP.

NOTE: Thar  Sgapwv

FOINT DOES NOT SFawN

A HORDE THE TIRN 175
BBTH IS OPENED,

= MEAKERS TILES



S e
| MAP SETUP |

: THE FATHEBREAKER CARDS (LAKE,
Forest, anp HUTS) ARE PLACED
/r-. ON TOP OF THE RATH, THESE BLOCK

THE ADJACENT SBAWN FOINTS.

SAWN POINTS WILL ONLY SPAWN
WHEN THE PATHBREAKER CARD MHaS




CHALLENCE

| HEROES CANNOT ATTACK CR
stang On FLinG HORDES,

YOU HAVYE DONE WELL TO FGHT BACK THE HORDES TO SUCCEED. YOU HWE THE FUL POWER OF THE
OF THE WICKED TIME MAGE. WHILE NEW FOES EMERGE KINGDOM AT YOUR DISPOSAL. STOP THIS LATEST
AFTER EACH VICTORY, YOU ARE SURE TO LURE OUT  THREAT, AS YOU HAVE DONE MANY OTHERSY

THE TIME MAGES THEMSELYES K YOU CONTIME

HEROES SPAWN STACKS
HEROES MAY CHOOSE THEIR SPECIAL ABILITIES FROM THOSE WITH UISING THE GATHERED HORDE CARDS, FREPARE THE SPANN
THE FOLLOWING ICON ON THE Back: § 7 §&. STACKS AS SHOWN BELOW: _
TP OF ﬁiiw STACK = et
ngug i S I.L.T‘:'.!—""
m - m B
WHEN THE TEAM PICKS SPELLS, CHOOSE FROM THOSE WITH UP I B_"—
70 TWO PoweR icons © 7/ © ©. S ey (8
B o=
Use THE LEVEL 1, 2, 3, 4A, aND 4B TOWERS. o - 12
| o 7
$3) | e
WaE C WavE 1 WaE 3 WaE 4 Wave & WavE 7 [l
1x GREEN  2x GREEN  Ix GREEN  2x GREEN  1x GREEN  Sx GREEN I] g
2x Yelow  2x YELLow 2x YeiLow 3x Yewow : . -.
3% Reo 1 Rev 1 Rev SPECIAL MECHANISMS 'E’/)
IN TH'S SCENARIO YOU WILL ENCOUNTER ENEMIES WITH THE FOLLOWING
PORTALS e
FLYING HORDES

THE FLYING ICON IS ON A RED BACKGROUND AND SO DaMAGE TiLES,
SOLDIERS, AND HEROES CANNGT COVER {T. THS ALSO MEANS YOU
PO NOT HAYE TO COVER IT TO DEFEAT THE HORDE.

WHeN A FLYING HORDE MOVES:

® BErORE IT MOVES, SOLDIERS ON IT ARE REMOVED AND HERCES MUST MONVE
ONTO AN EMPTY ADJACENT SPACE.

® Ir THERE IS A HORDE IN THE SPAACE THAT A FLinG HORDE WOLILD MOVE INTO
IT DOES NOT JUMP OWER IT. INSTEAD, PLACE THE FLYING HORDE ON TOP OF
THE HORDE IN FRONT OF IT. IF THERE 18 ALREADY A FLYING HORDE ON TOP
OF T, THEN THE ONE THAT IS MOVING JUMPS INSTEAD (THERE CAN BE AT
MOST 2 HORDES IN A STACKD,

WHEN A STACK OF HORDES ACTIVATES FULLY ACTIVETE THE HORDE ON THE TOP OF
THE STACK, THEN, AFTER IT HAS MOVED, ACTIVATE THE HORDE THAT waS ON THE
BOTTOM OF THE SWCK.

WHEN THE TOP HORDE OF A STACK IS DESTROYED F THERE ARE ANY HEROES
ON IT, AFTER TAKING | DAMAGE FOR DESTROYING A HORDE, THOSE HEROES ARE
FORCED TO RETREAT (LE. MOVE INTO AN EMPTY, ADJACENT SPACED.







































