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" InTRODUCTION |2

HEROES OF LINIREA, WE ARE UNDER SIEGE ONCE MORE! RELENTLESS HORDES OF POWERFUL ENEMIES
ARE AT OUR GATES, AND IT IS AS IF THEY HAYVE THE VERY FORCES OF NATURE AT THEIR BECK AND CALL.

THE WIND IS ALWAYS AT OUR ENEMY’S BACK, GRANTING THEM UNCANNY SPEED. VOLCANOES ERUPT,
COVERING THE COUNTRYSIDE WITH ASH AND LAvA. THE EARTH TREMBLES, THREATENING TO OPEN UP
AND SWALLOW OUR TROOPS AND TOWERS WHOLE. CREATURES FROM THE OCEAN DEPTHS SPAWN FROM
MYSTERIOUS POOLS OF INKY SEAWATER.

WE CANNOT KEEP THE HORDES AND THE ELEMENTS AT BAY FOR MUCH LONGER. FOR THE KINGDOM TO
SURVIVE, YOU MUST BEAR ARMS ONCE MORE!

A CO-OPERATIVE TOWER DEFENSE GAME 8Y ALARA CAMERON,
HELANA HOPE AND SEN-FOONG LIM.
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GOAL OF THE GAME

IN Kingoom RusH: ELEMENTAL UPRISING, PLAYERS COOPERATE TO DEFEND A KINGDOM THAT IS BEING
INVADED BY HORDES OF ENEMIES. THE GAME'S CAMPAIGN CONSISTS OF 12 SCENARIOS, EACH WITH ITS OWN
UNIGUE GOALS AND CHALLENGES, BUT THE MAIN GOAL IS ALWAYS TO DEFEND THE KINGDOM 8Y DESTROYING
THE INCOMING HORDES!

EACH SCENARIO SHOULD TAKE 60-90 MINUTES AND CAN BE PLAYED 8Y 1-4 PLAYERS. THIS IS A FULLY
COOPERATIVE GAME, SO ALL PLAYERS MUST WORK TOGETHER TO WIN!

WHILE THE MAIN GOAL MAY ALWAYS BE TO DESTROY THE INCOMING HORDES, THE SETUP INSTRUCTIONS
FOR EACH SCENARIO WILL TELL YOU THE CONDITIONS TO WIN THAT SPECIFIC SCENARIO. PaY ATTENTION,
AS THESE CONDITIONS CAN CHANGE FROM SCENARIO TO SCENARIO.

WHILE THERE IS USUALLY ONLY ONE WAY TO WIN A SCENARIO, THERE ARE SEVERAL WAYS TO LOSE!
ALL PLAYERS IMMEDIATELY LOSE A SCENARIO IF:

ﬁ ALL OF THE KINGDOM'S HEALTH IS REMOVED

OR
IF ALL SPAWN STACKS ARE EMPTY AT THE BEGINNING OF A ROUND

g;gggéﬁéé'gﬁme @ EAcH SCENARIO MaY HAYE A UNIGUE ADDED WAY TO LOSE THAT SCENARIO!




e PLACE THE INDICATED NUMBER OF HEART
‘ TOKENS NEAR THE EXIT TILE. _ LAYER SETUP CHOOSE A DIFFICULTY LEVEL, THEN TAKE

""" THE INDICATED NUMBER OF CRYSTALS AND
CHOOSE A SCENARIO TO PLAY FROM THE SCENARIO GATHER THE INDICATED HORDE CARDS G BacH PLAYER CHOOSES A HERO TO USE. GOLD FROM THE GENERAL SUPPLY AND

BOOKLET. WE RECOMMEND GOING THROUGH THEM % CRETURN THE REST TO THE BOX)J. ACCORDING TO A PLAYER'S HERO, EACH ADD IT TO THE PLAYERS' SUPPLY. EACH
IN ORDER (STARTING WITH THE *“PROLOGUE” PLAYER TAKES THE CORRESPONDING: SCENARIO SHOWS HOW MANY GOLD AND
SCENARIO, WHICH TEACHES YOU MANY RULES : PLACE THE INDICATED HORDE CARDS FACE UP CRYSTAL TOKENS TO TAKE ON THE STANDARD
WHILE PLAYING, OR “1. BLOOMING THREATS"). THE ON THE PATH. 8 Hero 0aRD DIFFICULTY LEVEL.

SCENARIO’S SETUP WILL SHOW HOW TO ALIGN
MAP TILES AND HOW TO DISTRIBUTE TOWERS,
HorpEs, ETC.

CREATE SPAWN STACKS AS SHOWN, THEN ACTIVATION CARD
i PLACE EACH SPAWN STACK FACE DOWN NEXT
TO ITS SPAWN TOKEN. © Damace TiLES

ACCORDING TO YOUR CHOSEN SCENARIO, DO ALL
" PREPARE THE TOWER DISPLAY: ORGANIZE ALL

OF THE FOLLOWING IN ORDER: ' @ HERO MINIATURE AND
TOWERS BY TYPE AND LEVEL AS SHOWN.

o ACCORDING TO THE PLAYER COUNT, SET UP
“ THE MAP AS SHOWN, USING THE INDICATED
MapP TILES, EXiIT TILECS), BUILDING SITES,
SPAWN TOKENS, PLUS ANY ADDITIONAL
COMPONENTS SHOWN IN THE SCENARIO SETUP. DISTRIBUTE THE ‘STARTING TOWERS® BETWEEN
' PLAYERS, AS AGREED TO BY ALL PLAYERS.
CEACH PLAYER MAY HAVE A DIFFERENT NUMBER SPECIAL FOR BRUXA.
OF TOWERS, EVEN NONE, IN THEIR STARTING TAKE 3 SKULL TOKENS.
HAND)D. THERE ARE 4 TOKENS IN
THE BOX, BUT THE 4YTH
IS ONLY AVAILABLE WITH A
CERTAIN ABILITY.

SPECIAL FOR ALRIC:
TAKE 2 SAND WARRIOR

.'L\“' MEEPLES.
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PREPARE THE GENERAL SUPPLY: PLACE ALL 5 specia ATy Twes

; GoLp, CRYSTALS, AND ALL OTHER INDICATED

COMPONENTS NEAR THE GAME AREA. EHEART TOKEN
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l"‘,|-E TURN SEQUENCE I

ACTIVATION, FOR EACH |#lk, SHE HAS
pu-rllt ON A HORDE THAT
o IS ADJACENT TO HER.

CRYSTALS AND GOLD: i T e———

CRYSTALS AND
GOLD ARE SHARED
BY ALL PLAYERS )
DARK SECRETS

IN ONE COLLECTIVE | § : Eﬂll‘hfh B e - s o o s
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A GAME TAKES PLACE OVER A VARIABLE NUMBER OF
ROUNDS. EACH ROUND CONSISTS OF THE FOLLOWING
PHASES:

SPAWN NEW HORDES Crace 9).

PLACE A NEw HORDE FROM THE TOP OF EACH SPAWN
STACK ONTO THE ADJACENT PATH SPACE.

PLAY TOWER AND HERO CARDS (race 10).

PLay TOWweER AND HERO CARDS TO COVER HORDES
WITH MINIATURES AND DAMAGE TILES.

O QUICK NOTE
ABOUT ADJACENCY

ADJACENCY INCLUDES DIAGONAL
ADJACENCY UNLESS OTHERWISE
STATED.

REMOVE EACH HORDE THAT HAS ALL ITS ENEMIES
COVERED AND PLAYERS RECEIVE REWARDS.

ADVANCE HORDE TRAYS Crace 17).

EacH CREMAININGD) HORDE CARD ON THE PATH
MOVES ONCE TOWARD THE EXIT.

PICK UP TOWER AND HERO CARDS CreGe 18).

EACH PLAYER TAKES ALL OF THEIR PLAYED AND
INCOMING CARDS INTO THEIR HAND.

.3 BUY TOWERS AND MODS Crace 18).

PLAYERS COLLECTIVELY SPEND CRYSTALS
AND GOLD TO GAIN NEw TOWERS AND
Mopos, ano UPGRADE TOWERS.

1. SPAWN NEW HORDES
O NOTE

SKIP THIS PHASE DURING THE FIRST ROUND.

IN NUMERICAL ORDER, ONE AT A TIME, STARTING
WITH SPAWN STACK *“1”, PERFORM THE FOLLOWING
STEPS FOR EACH SPAWN STACK:

Il. Take THE TOP HORDE CARD FROM THE HORDE
STACK AND PLACE IT FACE UP INTO A HORDE TRAY.

Il. PLace THE HORDE TRAY ONTO THE PATH SPACE
CLOSEST TO ITS SPAWN POINT THAT DOESN'T
ALREADY CONTAIN A HORDE TRAY.

O IMPORTANT

IF THERE ARE NO EMPTY SPACES BETWEEN THE SPAWN
POINT AND THE EXIT, ALL PLAYERS LOSE AT ONCE!

T 1

ExampLE: THE TOP HORDE FROM STACK f§] mMusT
BE PLACED ON PATH [B. THEN THE TOP HORDE
& musT BE PLACED ON PatH 8.

HORDES MUST ALWAYS BE PLACED AND MOVED
IN THE SAME ORIENTATION, WITH THEIR COLORFUL
STRIPES ALWAYS TOWARD THE ‘BOTTOM’ OF THE MAP.

IN THE BELOW EXAMPLE, THE LEFT HORDE IS
ORIENTED INCORRECTLY AS ITS STRIPES ARE
NOT FACING THE BOTTOM OF THE MAP. THE
HORDE ON THE RIGHT IS ORIENTED CORRECTLY.




2. PLAY TOWER AND
ACTIVATE HEROES

PLAYERS PERFORM  ACTIONS, ONE AT

A

TIME, IN ANY ORDER. EACH ACTION MUST BE
FULLY RESOLVED BEFORE ANOTHER ACTION IS
PERFORMED. THE SAME PLAYER MAY PERFORM

MULTIPLE ACTIONS IN A ROW.

AS AN ACTION, CHOOSE ONE
OF THE FOLLOWING OPTIONS:

PLAY A TOWER CARD CNEXT SECTIOND, OR

Pass A TOWER CARD
CPaGE 13), OR

ACTIVATE YOUR HERO (PAGE 14).

TOWER CARD ANATOMY

) roner nave

G TOWER LEVEL

G DamaGe TYPE CPHYSICAL {2,
maGiCAL | ), OR TRUE D
NUMBER AND SHAPE OF
DaMAGE TILES

G RANGE ARROWS

GADDITONAL SLOT FOR TOWER
mMoD

A. PLAY A TOWER CARD

EACH BUILDING SITE CAN HAVE AT MOST 1 SOLDIER

TOWER AND 1 _NON-SOLDIER TOWER BUILT ON

IT. IF ANY MINIATURES CHERO, SAND WARRIORS,

TENTACLES, ETC.D) ARE ON A BUILDING SITE, You

CANNOT BUILD THERE. YOU CANNOT BUILD ON A SPACE

CONTAINING AN ENVIRONMENT FEATURE, UNLESS IT IS
A BLossom (see 80x).

i,.i ENVIRONMENT FEATURES
SHOWN HERE IS A MaGIC
BLOSSOM FROM SCENARIO 1.
You may BUILD ON A BUILDING
SITE THAT HAS A BLossom (BUT
NEVER ANY OTHER ENVIRONMENT
FEATURE TYPE). A BLOSSOM THAT IS BUILT
ON IS NOT REMOVED; BUT WHILE COVERED
WITH A TOWER, IT CAN NOT BE ACTIVATED.

TO PLAY A TOWER CARD, PERFORM
THE FOLLOWING STEPS IN ORDER:

I. CHOOSE A TOWER CARD FROM YOUR HAND:;
PLACE IT FACE UP ON ONE OF YOUR-
COLORED BUILDING SITES C(RESPECTING
THE RULES STATED ABOVE).

Il. ArTack wWITH THIS PLACED TOWER 8Y
PLACING DAMAGE TILES/SOLDIERS AS
SHOWN B8Y ITS RANGE CPaAGE 11).

ATTACKING AND DEFEATING HORDES

You caN COvER ENEMY CAND NON—-ENEMY) SQUARES
WITH DAMAGE TILES BY ATTACKING WITH TOWERS AND
HEROES. ADDITIONALLY, MOVING A HERO MINIATURE CPAGE
14D PHYSICALLY ON TOP OF ENEmMY CAND NON—ENEMYD
SQUARES ALSO COVERS THOSE SQUARES!

WHEN ALL ENEMY SQUARES ON A HORDE ARE COVERED,
THE HORDE CTHE ENTIRE CARD)D wiLL BE DEFEATED DURING
PHase 3: DesSTROY HORDE Travs (paGe 16). Leave
HORDES ON THE PATH UNTIL THEN. ONLY ENEMIES NEED TO
BE COVERED, BUT ANY NUMBER OF NON—ENEMY SQUARES
ON A HORDE CAN BE LEFT UNCOVERED.

DAMAGE TYPES

PLACING DAMAGE TILES:

THIS ELEMENT WORKS DIFFERENTLY
FROM KINGDOM RUSH: RIFT IN TIME!

WHEN PLACING A DPAMAGE TILE, YOU MAY:

V CovER ENEMIES AND/OR EMPTY SMALL SGUARE.

\/ ROTATE AND/COR FLIP IT ANY WAY.

DAMAGE TILES CAN NEVER:

x COVER OTHER DAMAGE TILES OR ANYTHING
ELSE PHYSICALLY ON THE HORODE.

¥ ExTenp outsice A HORDE.
B& mMovep. CONCE

PLACED, DAMAGE
STAYS.)

AS YOU PLAY THROUGH THE CAMPAIGN YOU’LL ENCOUNTER INCREASINGLY POWERFUL ENEMIES WITH SPECIAL
RULES. SOME OF THEM MAY BLOCK YOU FROM PLACING CERTAIN TYPES OF DAMAGE TILES ON THEM.
SOLDIERS AND DAMAGE TILES ALWAYS HAVE A TYPE ASSOCIATED WITH THEM; PHYSICAL, MAGICAL, OR TRUE.

ICONS ATTACK TYPE

PHYSICAL: SHowN BY A 'SWORD ICON’ OR 'RED RANGE ARROWS'.

&8

i

SOLDIERS ARE USUALLY PHYsICAL DaMAGE, UNLESS THE TOWER
OR HERO ABILITY SPECIFICALLY STATES OTHERWISE. PHYSICAL
DAMAGE CANNOT BE PLACED ON PHYSICAL RESISTANT ENEMIES.

| ik MAGICAL: SHowN BY A 'BLUE MAGIC ICON' OR 'BLUE RANGE ARROWS'.
N J MAGICAL DAMAGE CANNOT BE PLACED ON MAGICAL RESISTANT ENEMIES.

9%

TRUE: SHOWED B8Y THE 'PURPLE SWORD ICON’ OR 'PURPLE RANGE ARROWS'.
TRUE DAMAGE IGNORES PHYSICAL AND MAGICAL RESISTANCE CIT CAN BE
PLACED ON BOTH PHYSICAL AND MAGICAL RESISTANT ENEMIES)D.

A HERO MINIATURE CAN ALWAYS MOVE DIRECTLY ONTO PHYSICAL OR MAGICAL RESISTANT ENEMIES, CAUSING TRUE DAMAGE.
BUT WHEN A HERO ATTACKS, THE DAMAGE TILE TYPE DEPENDS ON THE HERO AND IS TYPICALLY NOT TRUE DAMAGE.

ENEMIES WITH PHYSICAL OR MAGICAL RESISTANCE WILL APPEAR IN THE LATER SCENARIOS!




ATTACK RANGE

EACH ATTACK HAS RANGE. RANGE DETERMINES THE DIRECTION AND DISTANCE YOU CAN PLACE DAMAGE
TILES. THE DIRECTION A TOWER OR HERO MINIATURE IS FACING CITS ORIENTATION)D AFFECTS ITS POSSIBLE
TARGETS. WHEN PLACING OR MOVING A TOWER OR HERO MINIATURE, YOU MAY CHANGE ITS ORIENTATION.
YOU CANNOT CHANGE THE ORIENTATION ANY OTHER TIME, ESPECIALLY NOT DURING AN ATTACK.

W
NIALYM

ATTACK TYPE

MELEE: DAMAGE TILES MUST BE PLACED ON
THE SAME HORDE THIS HERO'S
MINIATURE IS ON.

DAMAGE TILES/ SOLDIERS MUST BE PLACED
ON THE ADJACENT POINTED-TO HORDE.

IF THERE IS MORE THAN ONE DAMAGE TILE
ASSOCIATED WITH ONE OF THESE 'MULTI—-ARROW'
RANGES, YOU MAY PLACE EACH DAMAGE TILE/
SOLDIER ON THE SAME OR DIFFERENT HORDES.

DAMAGE TILES/ SOLDIERS ARE PLACED
ON EACH ADJACENT POINTED-TO HORDE.

DAMAGE TILE/ SOLDIERS ARE PLACED AS
DESIRED AMONG ANY ADJACENT SPACES.

PERFECT RANGE:
DAMAGE TILES/SOLDIERS MAY BE PLACED ON
ANY ONE HORDE, ANYWHERE ON THE BOARD.

TILES PLACED BY ARCHER TOWERS
CWITH “+” BETWEEN TILES) HAVE TO
BE PLACED ON ONE HORUE.

SPLASH PAMAGE:
PLACE SOLDIERS AS NORMAL CACCORDING TO THE
TOWER'S RANGE); FOR EACH SOLDIER, ALSO PLACE
1 ‘SPEAR’ DAMAGE TILE ON A DIFFERENT HORDE
ADJACENT TO THE HORDE ON WHICH THE SOLDIER
WAS JUST PLACED.

SOLDIERS AND THEIR ‘SPEAR’ DAMAGE TILES
SHARE THE SAME DAMAGE TYPE.

ALRIC [} MAY ATTACK HORDE & WITH
MELEE DAMAGE.

ADEPT TOWER [B MAY ATTACK HORDE &.
IT CAN'T ATTACK ANY OTHER HORDE.

BRruxA (© MaY ATTACK EITHER HORDE 3 OR
HORDE &} WITH HER BASIC ATTACK. WIZARD
TOWER [ MaY ATTACK HORDES f] aNnD &,
PUTTING ALL DAMAGE TILES ON ONE OF
THEM OR SPLITTING THEM.

DwWARVEN BOMBARD (3 MaY ATTACK
HORDES & AND @, PUTTING ONE 1x1 TILE
ON EACH OF THEM.

KNIGHTS BARRACKS {7 mMAY PUT TWO SOLDIERS
EITHER ON HORDE & OR & OR &} COR PUT ONE
SOLDIER EACH ON TWO DIFFERENT HORDES).

SHARPSHOOTER TOWER (8 MAY ATTACK HORDE
2 WITH TWo 2x1 TILES OR IT MAY INSTEAD
DEAL TWO 1x] DAMAGE TILES TO ANY ONE
vISIBLE HORDE: f], 8, @ OR 4.

THE KNIGHTS BARRACKS [7 PLACES ONE
SOLDIER ON HORDE @ AND ONE SOLDIER ON
HORDE &}. THEN THE SOLDIER FROM HORDE
& MaY ATTACK HORDE fl, & OR &} WITH A
11 DAMAGE TILE. THE SOLDIER FROM HORDE
4} MaY ATTACK HORDE & OR & WITH A 1x]1
DAMAGE TILE.

i

B. PASS A TOWER CARD

CHOOSE A TOWER FROM YOUR HAND TO PLACE
INTO ANY OTHER PLAYER'S INCOMING TOWERS
SLOT. OPTIONALLY, UPGRADE THE PASSED CARD
8Y RETURNING IT TO THE SUPPLY AND TAKING A
TOWER FROM THE SUPPLY OF THE SAME TYPE,
B8UT 1 LEVEL HIGHER CIT STILL GOES INTO THEIR
INCOMING TOWERS SLOT).

i3

e =

IGHT
BARRACKS

Passing Canp UPGRADING) IS THE ONLY waY TO
GAIN LEVEL 3 AND 4 TOWERS. YOU DON’T HAVE TO
UPGRADE A TOWER TO PASS IT, BUT GENERALLY
YOU WANT TO WHEN YOU CAN.

- -5
KNICHTS




C. ACTIVATE YOUR HERO

WHEN YOU ACTIVATE YOUR HERO, PLACE YOUR HERO
CARD ON HERO BOARD AND PERFORM THESE STEPS
IN ORDER:

ﬂo OrPTiONAL: You ™Mar MOVE ano/0OR
ROTATE YOUR HERO MINIATURE

80 MANDATORY: PERFORM ONE OF THE
FOLLOWING THREE ACTIONS:

- BASIC ATTACK
- SPECIAL ABILITY

- REST

YOu CANNOT MOVE YOUR HERO MINIATURE AFTER
PERFORMING AN ACTION. YOU CAN ONLY ACTIVATE
YOUR HERO ONCE PER ROUND.

O IMPORTANT

YOU MAY ONLY ACTIVATE YOUR HERO IF HE OR SHE
ISN'T KNOCKED OUT. A KNOCKED—OUT HERO CANNOT
ACTIVATE; INSTEAD, THE HERO REGENERATES ALL THEIR
LIFE POINTS (BUT NOT SPECIAL ABILITIES) AND THEN
WAITS FOR THE NEXT ROUND.

A 'Y

a HERO Basic Artack

Two SLOTS FOR HERO
SPECIAL ABILITIES

G SLoT FOR HERO CARD
Q Hero NamEe

G HERO HeaLTH POINTS
ﬁ Hero Move POINTS

SLOT FOR INCOMING
TOWERS

'a TURN SEQUENCE

SPeCIAL ICONS AND
HERO SKiLLS

MovE YOUR HERO A NUMBER OF ADJACENT SPACES
UP TO THE NUMBER OF ‘WINGED BOOTS' ON YOUR
HERO BOARD. YOUR HERO MAY MOVE THROUGH ANY

SPACES ON THE MAP, BUT YOU CAN’T FINISH MOVEMENT
ON A SPACE WITH A TOWER.

ExaMPLE, BRUXA CAN MOVE UP TO 3 SPACES.

IF YOUR HERO MINIATURE IS ON YOUR HERO BOARD,
IT IS CONSIDERED TO BE ADJACENT TO ANY EXIT.

AT THE BEGINNING OF BRUXA'S
ACTIVATION, FOR EACH # SHE HAS

pUT 1.'1:_o~ A HORDE THAT
15' ADJACENT TO HER.

DARK SECRETS

Bruxa can Hae up To 3 #l ON HER BOARD.

SHE STARTS WITH ZERO. EACH TIME A HORDE THAT IS

= | 3 BRUXA'S SPACE IS DESTROYED,
;"1 - = LW OR ADJACENT TO 3
o o % |

PUT il ON HER BOARD.
5

e al

INCOMING TOWERS &‘

¥ TURN SEQUENCE T=-my

PLACING AND MOVING HERO MINIATURES.

YOU CAN:

\/ Move THROUGH TOWERS AND HORDES.

V END MOVEMENT ON HORDES AND BUILDING SITES WITH

NO TOWER PRESENT.

V COVER ENEMIES AND/OR EMPTY SMALL SQUARES.

REMEMBER, HEROES DEAL TRUE DAMAGE SO CAN COVER
BOTH PHYSICAL AND MAGICAL RESISTANT ENEMIES.

VROTATETOFACEANOTHERDIRECTIONENSLRINGTHATTHE

MINIATURE IS FLAT ON ITS BASE. YOU DON'T HAVE TO
MOVE TO A NEW SPACE TO ROTATE.

YOU CAN NEVER:

X

X
X
X

END ITS MOVEMENT ON A TOWER.

COVER DAMAGE TILES, MINIATURES, OR ANY COMPONENT
THAT IS PHYSICALLY PLACED ON A HORDE.

EXTEND ITS BASE OVER THE EDGE OF A HORODE.

CHANGE DIRECTION DURING AN ATTACK. YOU CAN ONLY
CHANGE DIRECTION AS PART OF A MOVE.

TRIGGERING BLOSSOMS AND OTHER
ENVIRONMENT FEATURES

WHEN A HERO MOVES ON OR

THROUGH ANY BLOSSOM, AFTER YOU

END THAT HERO'S MOVEMENT, YOU

MAY ACTIVATE AND EXHAUST EACH

OF THOSE BLOSSOMS CFLIPPING THE

TOKEN TO ITS WITHERED SIDE). PERFORM THE EFFECT
FOR THE BLOSSOM (AS DESCRIBED IN THE SCENARIO
SETUP OR ON THE BLOSSOM REFERENCE CARD.D

IN THE LATER SCENARIOS THERE WILL ALSO APPEAR
OTHER BLOSSOMS AND DIFFERENT ENVIRONMENT
FEATURES. THEIR RULES ARE IN THE SCENARIO
DESCRIPTION AND THE GLOSSARY.

BASIC ATTACK |

EACH HERO MmaY
PERFORM A BASIC

LIKE TOWERS.

CORNER OF THE
HERO BOARD.

SPECIAL ABILITIES

EACH HERO MAY PERFORM A SPECIAL ABILITY INSTEAD
OF A BASIC ATTACK. EACH HERO MAY HAVE UP TO
2 SPECIAL ABILITIES CDEPENDING ON THE NUMBER OF
PLAYERS). AVAILABLE ABILITIES ARE LISTED IN THE
SCENARIO DESCRIPTION.

WHEN A HERO USES A SPECIAL ABILITY, FLIP THIS
ABILITY TILE TO THE OTHER SIDE. YOU CAN'T USE IT
AGAIN UNTIL THE HERO RESTS.

SPECIAL ABILITIES MARKED WITH THIS ICON ARE
@ “PASSIVE ABILITIES” THAT WORK CONSTANTLY.

YOU CAN'T TRIGGER A PASSIVE ABILITY AS A
HERO ACTION; IT IS ALWAYS ACTIVE.

=N

INSTEAD OF PERFORMING A BASIC ATTACK OR TRIGGERING
A SPECIAL ABILITY, A HERO MAY REST TO REGAIN ALL
LIFE POINTS AND REFRESH THEIR SPECIAL ABILITIES.

REMEMBER: WHENEVER YOUR HERO IS KNOCKED OUT, HE
OR SHE SKIPS THEIR NEXT ACTIVATION AND REGAINS ALL
LIFE POINTS. THIS IS NOT REST: SPECIAL ABILITIES ARE
NOT REFRESHED.

— A
O IMPORTANT

ALL HEROES ALSO HAVE UNIQUE
ABILITIES ON THEIR HERO BOARDS. READ
THEM CAREFULLY BEFORE PLAYING —
THEY WILL ALLOW YOU TO PERFORM
ADDITIONAL ACTIONS DURING HERO
ACTIVATION!




3. DESTROY HORDE TRAYS

DESTROY EACH HORDE CIN ANY ORDER) THAT
HAS ALL OF ITS ENEMIES COVERED C(NON-ENEMY
SQUARES DO NOT NEED TO BE COVERED).

TO DESTROY A HORDE, PERFORM THE
FOLLOWING STEPS IN ORDER
CoNE DESTROYED HORDE AT A TIMED.

@ DeaL 1 DAMAGE TO EACH HERO AND
SOLDIER ON IT.

@ ReTURN ALL DAMAGE TILES ON IT TO
THEIR RESPECTIVE SUPPLIES.

# Remove aND DISCARD THE HORDE
CARD AND TRAY FROM THE PATH, BUT
LEAVE ANY REMAINING HERO MINIATURES
ON THAT SAME PATH SPACE CFROM WHICH
THE HORDE WAS REMOVED)D.

@ GaN THE REWARD SHOWN ON THE
BACK OF THE DISCARDED HORDE CARD CIF
ANY). A ‘SLASH’ MEANS OR.

EXAMPLE: WHEN THIS HORDE
Is DESTROYED, GAIN 1 GOLD
OR 1 CRYSTAL.

HERO AND SOLDIER HEALTH |

SOLDIERS

SOLDIERS HAVE 1 HEALTH. WHEN THEY ARE
DEALT 1 OR MORE DAMAGE, IMMEDIATELY
RETURN THEM TO THE SUPPLY.

HEROES

WHEN A HERO RECEIVES DAMAGE,

REDUCE THEIR HEALTH TRACKER ON
THEIR HERO B80ARD. IF A HERO IS
REDUCED TO O HEALTH, THEY ARE
KNOCKED OuT, AND THE HERO'S

MINIATURE IS IMMEDIATELY PLACED
ON THEIR HERO BOARD.

PROTECTION - A Hero witH
PROTECTION IGNORES DAMAGE UNTIL
THE END OF THE ROUND CTHEY
DO NOT LOSE ANY HEALTH, SO A
HERO wWITH PROTECTION CANNOT BE
KNoCkep OuT).

4. ADVANCE HORDE TRAYS

EACH HORDE ON THE PATH ATTEMPTS TO MOVE TOWARD THE EXIT ONCE, FOLLOWING THIS PROCEDURE IN ORDER.

1. EACH HORDE ALONG THE PATH CONNECTING THE 1ST SPAWN POINT AND EXIT ATTEMPTS TO MOVE. HORDE
CLOSEST TO THE EXIT ATTEMPT TO MOVE FIRST.

2. EACH HORDE ALONG THE PATH CONNECTING THE 2ND SPAWN POINT AND EXIT ATTEMPTS TO MOVE. HORDES
CLOSEST TO THE EXIT ATTEMPT TO MOVE FIRST, BUT DO NOT MOVE ANY HORDES THAT ALREADY MOVED THIS
PHASE. CREPEAT FOR THE 3RD SPAWN POINT, ETC.D

EACH LARGE ‘MULTI-SQUARED’
ENEMY - WITH ANY NUMBER OF
ITS SQUARES VISIBLE — REMOVES
4 HEARTS FROM THE KINGDOM
CINSTEAD OF 1) IF IT ESCAPES.

< -

(J

.

WHEN A HORDE WITH ANY HEROES OR SOLDIERS ON IT TRIES TO
MOVE, THE HORDE DOES NOT MOVE. INSTEAD, DEAL 1 DAMAGE TO
EACH HERO AND SOLDIER ON THE HORDE.

A HORDE WITH NO HEROES OR SOLDIERS WILL MOVE TO THE NEXT
PATH SPACE CLOSER TO THE EXIT THAT HAS NO HORDE. A MOVING
HORDE CAN MOVE THROUGH ONE OR MORE HORDES TO REACH THIS
NEXT EMPTY SPACE, SO BE CAREFUL!

IF A HORDE MOVES ONTO A PATH SPACE WITH ANY HERO MINIATURES,
EACH OF THOSE HEROES MUST RETREAT TO AN ADJACENT SPACE
WITHOUT A HORDE OR TOWER. RETREATING NEVER TRIGGERS
BLOSSOM OR OTHER ENVIRONMENT FEATURES!

IF THERE ARE NO MORE EMPTY SPACES BETWEEN THE MOVING
HORDE AND THE EXIT, IT ESCAPES. REMOVE ONE HEART FROM
THE KINGDOM FOR EACH UNCOVERED ENEMY ON THE ESCAPING
HORDE, THEN REMOVE THE ESCAPING HORDE FROM THE GAME.
IF THe KINGDOM LOSES ALL HEARTS, ALL PLAYERS IMMEDIATELY
LOSE THE GAME!




5. PICK UP TOWER AND HERO CARDS

EACH PLAYER TAKES THEIR HERO CARD AND ALL OF THEIR TOWER CARDS INTO THEIR HANDS (FROM THEIR
INCOMING TOWERS AND BUILDING SITES).

6. BUY TOWERS AND MODS

ALL GOLD AND CRYSTALS ARE SHARED BY ALL PLAYERS. ANY PLAYER — IN ANY ORDER, AND AS AGREED TO
8Y THE TEAM — CAN SPEND GOLD AND CRYSTALS TO BUY NEw TOWERS AND TOWER MODS FROM THE SUPPLY.
SPEND THE REQUIRED CRYSTALS AND GOLD, RETURNING IT TO THE SUPPLY; THEN GIVE EACH NEw TOWER TO
ANY PLAYER, AND PUT EACH NEwW MOD ONTO ANY ELIGIBLE TOWER OWNED BY ANY PLAYER. YOU CAN MAKE
ANY NUMBER OF PURCHASES.

BUYING NEW TOWERS @

SPeEND 2 CRYSTALS TO BUY ANY LEVEL 1 SPEND 2 GOLD TO BUY A TOWER MOD
TOWER; OR SPEND 3 CRYSTALS TO BUY AND APPLY IT TO ANY ELIGIBLE TOWER.
ANY LEVEL 2 TOWER. - KEEP IN MIND THAT:

You CAN ONLY Buy LEVEL 1 AND 2 TOWERS @ caCH MOD MAY BE APPLIED ONCE
CHIGHER LEVEL TOWERS CAN BE GAINED PER SCENARIO AND CAN'T BE MOVED TO
B8Y PASSING TOWERS DURING PHASE 2 ANOTHER TOWER.

CPAGE 13). TOWERS ARE LIMITED; IF THEY '

RUN OUT, YOU CAN'T BUY THAT TYPE. @ You mar ALways BUY ANY OF 6 BASIC

A TOWER IN THE SUPPLY THAT ALREADY TOWER MODS CDESCRIBED ON PAGE 19)..
HAS MODS ATTACHED TO IT IS BOUGHT

AS usuaL. ADVANCED MODS WILL BE AVAILABLE IN

LATER SCENARIOCS.

TOWER MODS

SOLDIER TOWERS MAY NOT
HAVE MODS APPLIED TO THEM.
THIS ICON ON THE TOWER
REMINDS YOU OF THIS.

MaGe Towers (OF LEVELS 1,
2, AND 3 ONLY) CAN HAVE
UP TO 2 MODS APPLIED

TO THEM. THIS ICON ON THE
TOWER REMINDS YOU OF THIS.

YOUR GAME COMES WITH 2 COPIES OF EACH MOD:
THE 2ND COPY IS JUST A BACKUP IN CASE ONE COPY
IS LOST OR DESTROYED. THE MODS AVAILABLE TO USE
DURING A GAME (1 OF EACH) ARE STORED IN A STICKER
HOLDER “BOOK” — ONLY MODS REMAINING THERE ARE
AVAILABLE FOR USE DURING A GAME.

2X1 ARTILLERY DAMAGE TILE:

WHEN THIS TOWER ATTACKS, PLACE
AN ADDITIONAL PHYSICAL 2x1
DAMAGE TILE ON THE ADJACENT
POINTED-TO HORODE.

1X1 PAMAGE TILE:

WHEN THIS TOWER ATTACKS,
PLACE AN ADDITIONAL 1x1 PHYSICAL
DAMAGE TILE ON ANY HORDE.

TRUE PAMAGE:

ALL DAMAGE TILES PLACED
8Y THIS TOWER ARE CONSIDERED
TO BE TRUE DAMAGE.

PERFECT RANGE:

ALL DAMAGE TILES SHOWN ON
THIS TOWER HAVE PERFECT RANGE
CINSTEAD OF THE SHOWN RANGE)D.

ADDITIONAL SOLDIER:

WHEN THIS TOWER ATTACKS,
PLACE AN ADDITIONAL SOLDIER
ON ANY ONE OF THE POINTED—TO
ADJACENT HORDES.

ADDITIONAL BUILDING SITE:

AT THE BUILDING SITE WHERE THIS
TOWER IS BUILT, YOU MAY BUILD
ONE EXTRA NON—SOLDIER TOWER
(SO 2 NON-SOLDIER TOWERS
AND 1 SOLDIER TOWER CAN
BE BUILT THERE).




SOLO MODE CHANGES | DIFFICULTY LEVELS |

You USE ONE ‘MAIN’ HERO, TWO BENCH HEROES, AND THREE BUILDING SITE COLORS.

BENCH HEROES: DETERMINE WHICH ONES TO USE BEFORE THE SCENARIO BEGINS, AND HAVE THEIR
MINIATURES AND HERO CARDS NEARBY CRETURN THEIR HERO BOARDS TO THE BOX). STANDARD

ONCE PER ROUND, DURING THE 2) PLAY TOWER AND HERO CARDS PHASE; IN
ADDITION TO PLAYING YOUR 'MAIN’ HERO CARD CBEFORE OR AFTERD, YOU MAY
ACTIVATE 1 BENCH HERO, AS FOLLOWS:

1D PLACE THE BENCH HERO'S MINIATURE ON ANY HORDE OR SPACE (FOLLOWING

PLACEMENT RULES). "
START WITH THE AMOUNT 2 .

2) ACTIVATE THE EFFECTS ON THE ‘BENCH HERO® SIDE OF THEIR CARD (SHOWN OF GoLp aNp CRYSTALS
LEFT). SHOWN IN THE SCENARIO 2 @

SETUP.
3) REMOVE THE BENCH HERO’S MINIATURE AND CARD FROM THE GAME AT THE END OF THE ROUND IT WAS

Useo CUNLESS THE EFFECT SAYS TO DO OTHERWISED. EACH BENCH HERO MAY BE USED ONLY ONCE PER GAME. START WITH 2 GOLD aND 1
CRYSTAL MORE THAN SHOWN START WITH 2 GOLD AaND 2
WHEN You UPGRADE AND Pass A TOWER, DO EVERYTHING AS NORMAL; EXCEPT, PLACE THE TOWER IN YOUR IN THE SCENARIO SETUP. CRYSTALS FEWER THAN SHOWN

‘INCOMING TOWERS’ SLOT. ADDITIONALLY, UPGRADE UP ]
TO 3 DIFFERENT STARTING IN THE SCENARIO SETUP

AT THE BEGINNING OF EACH ROUND, YOU MUST CHOOSE ONE BUILDING SITE COLOR TO BLOCK, MEANING THAT TOWERS 8Y 1 LEVEL.
YOU CANNOT PLACE ANY TOWERS ON BUILDING SITES OF THIS COLOR THE ENTIRE ROUND CYOU CAN USE THE
OTHER TWO BUILDING SITE COLORS AS USUAL).

You CANNOT CHOOSE THE SAME BUILDING SITE COLOR TO BLOCK TWO ROUNDS IN A ROW. Ef_ l RON § c ”EROIC "
-

- CHALLENGE HALLENGE’
» & - 3@

START WITH 3 CRYSTALS FEWER THAN SHOWN

IN THE SCENARIO SETUP. ADDITIONALLY, RETURN

’ START WITH 1 GoLp aNp 1 CRYSTAL FEWER 1 STARTING TOWER TO THE TOWER DISPLAY. THE

IF THERE IS A WHITE BUILDING ! THAN SHOWN IN THE SCENARIO SETUP. SCENARIO HAS AN ADDITIONAL LOSE CONDITION:

SITE IN A SCENARIO, IT IS ALWAYS ADDITIONALLY, EACH SCENARIO HAS A UNIQUE IF ANY HERO LOSES ALL OF THEIR HEALTH, ALL
AVAILABLE IN SOLO MODE. , \ s, 1 : TRON CHALLENGE RULE IN ITS SETUP. PLAYERS IMMEDIATELY LOSE THE SCENARIO.

TO DECREASE THE DIFFICULTY...

You mMay USE 1 OR 2 ADDITIONAL BENCH HEROES
CFOR A TOTAL OF 3 OR 4).




BEFORE YOU START THE GAME... " HOW TO PREPARE THE MAP FOR EACH PLAVER COUNT

THE FOLLOWING SYMBOLS APPEAR IN MAP SETUP ILLUSTRATIONS:

KINGDOM RusH: ELEMENTAL UPRISING IS A CAMPAIGN GAME. WE RECOMMEND PLAYING SCENARIOS
IN THE RIGHT ORDER BECAUSE EACH SCENARIO INTRODUCES NEW GAMEPLAY ELEMENTS, AND
TOGETHER THEY TELL A CONTINUING STORY.

PLACE A BUILDING SITE OF THE INDICATED

COLOR ON THIS SPACE. PLACE THE NUMBERED SPAWN TOKEN

ADJACENT TO THE INDICATED PATH SPACE.

TO LEARN THE GAME, WE STRONGLY SUGGEST PLAYING THE OPTIONAL PROLOGUE SCENARIO -
“FOES ON THE HORIZON” CIN THE SEPARATE BOOKLET). IT wWiLL GUIDE YOU STEP BY STEP
THROUGH ALL OF THE GAME PHASES. YOU MAY SKIP IT, THOUGH, AND START WITH SCENARIO
1 - “BLOSSOM THREATS™.

PLACE A RANDOM FACE-UP HORDE CARD OF
THE INDICATED LEVEL AND COLOR ON THIS
spaCE CIN A HORDE TRAY, AND TAKEN FROM
THOSE GATHERED)D.

EACH SCENARIO GIVES YOU THE FOLLOWING INFORMATION:

WHICH m ABILITIES ARE AVAILABLE
WHICH m AND MODS ARE AVAILABLE

How many # AND <) YOU SHOULD TAKE ON STANDARD DIFFICULTY LEVEL

PLACE A FACE-UP MAGIC BLOSSOM ON THIS
SPACE. IF THERE IS A BUILDING SITE ALREADY
ON THIS SPACE, PLACE THE BLOSSOM ON TOP.

How many @) vou souLo pLace Near THE ExiT

WHICH TOWERS YOU START WITH CDISTRIBUTE THEM AS YOU LIKE AMONG THE PLAYERSD

HOow TO PREPARE THE W

2 PLAYERS:

2x ARCHER TOWER,
1x MaGe GuiLD,
1Ix MiLITIA BARRACKS 4

HORDES ~ SPAWN STACKS —— = .- ' A

GATHER TOGETHER THE FOLLOWING HORDE CARDS FROM THE PLACE THE GATHERED HORDE CARDS FACE DOWN INTO SPAWN STACKS _ , =
INDICATED WAVE GROUPS: AS SHOWN. IN THIS EXAMPLE, STACK 1 HAS A GREEN CARD ON THE 3 S oI
BOTTOM AND A RED CARD ON TOP. '

YOU’LL PLACE EACH SPAWN STACK NEXT TO THE MAP AS SHOWN

Wave O Wave 1 Wave 2 g
1x GREEN 2x GREEN 2x GREEN
2x YeELLow 2x YeELLow 1x YeELLow

1x RED




[IRON[CHALLENGE s 1 Prarer:
You CANNOT BUY LEVEL 1 I X s m -
ToweRrs (GAIN ANY LEVEL 1 z 3. MEW R‘”-Eg J ' A | | 2Xx ARCHER TOWER

ToWE . — 1x MaGe GUILD

OWERS AT THE START OF THI 2% MILITIA BARRACKS

GAME AS NORMAL). REMOVE ALL ¥
BLOSSOMS FROM THE BOARD.

BLOSSOM

ARCHER
12

IF yYou MOVE A HERO THROUGH A SPACE ! 5
CONTAINING A MaGIC BLOSSOM, OR You : =
END A HERO’'S MOVEMENT ON TOP OF A
MaGIC BLOSSOM, YOU MAY IMMEDIATELY
FLIP THE MAGIC BLOSSOM FACE DOWN TO
ACTIVATE IT. YOU MAY ACTIVATE MULTIPLE
BLOSSOMS DURING THE SAME TURN IF YOUu
MOVE THROUGH/ON THEM ALL. A FACE-DOWN MAGIC BLOSSOM

1 VICTORY COMDITION " @ x 5 i SPAWM STAC l(g CANNOT BE ACTIVATED. BLOSSOMS NEVER FLIP FACE UP AGAIN

PEOPLE, GATHER ROUND! THE ENEMY IS AT OUR GATES! THIS IS NO LONGER AN ORDINARY WAR. WE ARE FACING CREATURES
FAR BEYOND OUR POWERS. REMEMBER WHEN OUR GRANDMOTHERS USED TO SING TO US OF MYSTICAL FLOWERS THAT BLOOM ON
NEARBY HILLS? THOSE LEGENDS WERE TRUE. THEY MIGHT BE THE ONLY WAY TO STOP THESE MONSTROUS MAGMA ELEMENTALS.
LET NATURE DEFEAT THE UNNATURAL!

DURING THIS SCENARIO CEACH MAY ONLY BE USED ONCEJ.

3x ARCHER TOWER
1x MaGE GUILD
2x MILITIA BARRACKS

YOu WIN IF THERE ARE NO ENEMIES ON THE MAP AT THE END OF USING THE GATHERED HORDE CARDS, PREPARE THE SPAWN STACKS PLAace 1 1x1 TRUE DAMAGE TILE ONTO EACH OF UP TO 2
STH ROUND. AS SHOWN. DIFFERENT HORDES LOCATED ANYWHERE.

ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM'S HEALTH
IS REMOVED; OR ALL SPAWN STACKS RUN OUT OF CARDS CTHE STH WP @F W3 S GrER e @F i3 EEI GrEs

ROUND ENDS). L 2 2 < 2 1 _ ok
D by NEW ENEMIES peiw . |l Rl==

i

| e 3 b A—— -
HEROES =
; : : —— FACE
ALL HEROES ARE AVAILABLE. SPECIAL DAMAGE - ICCCCK A
DO NOT USE HERO ABILITY TILES CLEAVE THEM ALL IN THE BOX). ONLY TRUE DAMAGE, SOLDIERS, AND HERO ML

MINIATURES CAN COVER ENEMIES WITH THIS ICON.

TOWERS

3 PLAYERS:

DO NOT USE LEVEL 4 TOWERS CLEAVE THEM ALL IN THE BOX). LARGE ENEMY
: it 2x ARCHER TOWER
6 BASIC TOWER MODS ARE AVAILABLE. WHEN A HORDE ESCAPES, IF ANY SQUARES i 1 ; \ 1x MaGE GuILD
OF A LARGE ‘MULTI-SQUARE’ ENEMY ARE [— : ; : 1x MiLITIA BARRACKS

UNCOVERED, THAT LARGE ENEMY REMOVES 4
HEARTS FROM THE KINGDOM (NOT Just 1 PER
VISIBLE LARGE ENEMY SQUARE)D.

0.
j: 1. SETTING UP HORDE STACKS |

HORDES

= TOUGH ENEMY
VGVA‘ Iv”emeklocuspsﬂ-m’z e e s TOUGH ENEMIES ARE ALWAYS LARGE, AND EACH
: OF A GIVEN TOUGH ENEMY'S SQUARES MUST
1 BE COVERED BY A DIFFERENT HERO OR DAMAGE
TILE. HOWEVER, A GIVEN HERO OR DAMAGE
wave O Wave 1 Wave 2 TILE MAY COVER SINGLE SQUARES OF MORE THAN ONE DIFFERENT

ToUuGH ENEMY.
1x GREEN 2x GREEN 2x GREEN

2X ARCHER TOWER

2x YELLOW 2x YELLOW 1x YELLow 1X MiLITIA BARRACKS

1x Reo FAST ENEMY

WHEN A HORDE ATTEMPTS TO MOVE, IF IT HAS
1 OR MORE VISIBLE FAST ICONS, THE HORDE . : R
WILL ATTEMPT TO MOVE TWICE. FAST ICONS P XY= - | G
REVEALED AFTER THE FIRST MOVE CDUE TO ; 1 |
REMOVAL OF DAMAGED HEROES OR SOLDIERS)D
DO NOT THEN CAUSE A SECOND MOVE.

i




EVERYTHING CHANGED

WHEN THE LAVA APPEARED |

[IRON[CHALLENGE;

EACH TIME A CHAMPION DOES
NOT PERFORM ITS SPECIAL
ATTACK, REMOVE CupP 710D 1

DAMAGE TILE FROM IT. PLAYERS
COLLECTIVELY DECIDE WHICH
DAMAGE TILE TO REMOVE COF
ANY SIZE OR TYPE)D.

SLAY THE MONSTER'S HEAD, AND THE REST WILL FALL APART. THE HOBGOBLINS MARCHING

IN THE FRONT MUST BE KILLED FIRST, AND THEN THE ENEMY'S MORALE WILL SURELY
COLLAPSE. OUR SCOUTS REPORT STRANGE LAVA POOLS APPEARING NEARBY. FIND THEM,
AS THEY MAY CONTAIN TREASURES, BUT STAY ALERT — DANGER IS EVERYWHERE.

_VICTORY CONDITION @ X2

ALL 3 CHAMPIONS (SEE BELOW) ARE DESTROYED AND YOU SURVIVE

UNTIL THE END OF THAT ROUND.

ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM'S HEALTH

IS REMOVED; OR ANY CHAMPION ESCAPES TO THE KINGDOM.

HEROES

ALL HEROES ARE AVAILABLE.

YOU MAY USE ALL HERO ABILITIES WITH 6 . IN A GAME WITH
1-2 PLAYERS, USE 2 ABILITIES PER HERO; IN A GAME WITH 3-4

PLAYERS, USE 1 ABILITY PER HERO.

TOWERS

DO NOT USE LEVEL 4 TOWERS CLEAVE THEM ALL IN THE BOXx)D.

6 BASIC TOWER MODS ARE AVAILABLE.

LY
j: 1. SETTING UP HORDE STACKS |

HORDES

GATHER THE FOLLOWING HORDE CARDS FROM THE INDICATED WAVE
GROUPS. IF THERE ARE EXTRAS AVAILABLE OF A LEVEL/TYPE, CHOOSE

WHICH ONES TO USE RANDOMLY.

wave O Wwave 1 Wave 2
2x GREEN 3x GREEN 3x GREEN
3x YELLOw 1x YeLLow
3x Rep 3x Rep

2x YELLOW

wave 3 wave S
1x GREEN 2x BLaNK
1x YeELLOw 3x C1

1x Rep

_ SPAWN STACKS

USING THE GATHERED HORDE CARDS, PREPARE THE SPAWN STACKS
AS SHOWN.

EACH SPAWN STACK WILL BE PLACED NEXT TO THE MAP AS SHOWN
BELOW.

TOP OF THE
SPANN STACK

v
8

g f X2 I 7
Pt b A Lo Ar—
= | Lo
/ N e R . _‘
| L___‘__f:’L k X2, o
3 " A
[0 I a 1
= e R o B
P
’
B2 o @
- 1 1
S " el
A o y
{912 ) sorrom o 21 3
THE SPAWN
STACK

E 2. SETTING UP THE MAP j

(3. NEW RULES j
o

LAVA PoOL

PLACE A Lava POOL ON THE INDICATED SPACE
AND ADD 2 CRYSTALS ON TOP.

IF yYou MOvE A HERO THROUGH A SPACE
CONTAINING A Lava PooL, OR YOU END A
HERO'S MOVEMENT ON TOP OF A Lava PooL, IF THERE ARE
ANY CRYSTALS REMAINING ON IT, TAKE 1 OF THEM AND ADD IT
TO THE PLAYERS' SUPPLY. EACH HERO CAN ONLY COLLECT UP
70 1 CRYSTAL PER LAvA POOL PER TURN.

AFTER HORDES ADVANCE, EACH HERO ADJACENT TO OR ON ANY
Lava PooL SUFFER 1 DAMAGE.

BLOSSOM REGENERATION

CHOOSE ANY 1 FACE-DOWN BLOSSOM -
OF ANY TYPE — AND FLIP IT FACE uUp. CIF
THERE ARE NO FACE-DOWN BLOSSOMS, DO
NOTHING.D

THE HOBGOBLIN DEPICTS 2 OF THESE ICONS ON THE BACK, SO
YOU PERFORM BLOSSOM REGENERATION TWICE.

Al

_ NEW ENEMIES

BLANK HORDES

SCENARIO 2+: BLANK HORDES wiLL BE PLACED
IN SPAWN STACKS. WHEN ONE 'wOULD BE
PLACED’ DURING "SpPAawN NEw HORDES™ -
INSTEAD OF PLACING IT — REMOVE IT FROM
THE GAME. DO NOT DRAW ANOTHER HORDE FROM ITS SPAWN
STACK AS A REPLACEMENT.

MAGICAL SHIELDS

A HORDE SHOWING THIS ICON BLOCKS
INCOMING DAMAGE OF THE INDICATED TYPE
COMING FROM THE INDICATED DIRECTION. IN
THIS EXAMPLE TO THE LEFT: IF DAMAGE
ORIGINATES FROM A SPACE IN A COLUMN TO THE LEFT OR
RIGHT OF THIS HORDE'S SPACE, IT IS BLOCKED.

A HORDE'S SHIELD PROTECTS ONLY THAT HORDE; IT DOES NOT
PREVENT YOU FROM DAMAGING OTHER HORDES.

THIS DOES NOT BLOCK ANY DAMAGE FROM A HERO ON THE
HoRpE.

SPLASH DAMAGE MAY STILL DAMAGE A HORDE WITH A SHIELD,
IF THE SPLASH DAMAGE ORIGINATES FROM THE OTHER SIDE OF
THE SHIELD.




 CHAMPION

CHAMPIONS ARE CONSIDERED TO BE A HORDE — THEY “‘ATTEMPT
TO MOVE” IN ORDER AS NORMAL.

1, WHEN A CHAMPION ATTEMPTS TO MOVE: BEFORE IT ATTEMPTS
TO MOVE, REVEAL THE TOP CARD OF THE CHAMPION DECK:

IF THIS CHAMPION’S HORDE TRAY SHOWS AT LEAST THIS MANY
ICONS CTHOSE UNCOVEREDD, PERFORM THIS CHAMPION'S SPECIAL
ATTACK. DISCARD THE DRAWN CARD
FACE UP NEXT TO THE CHAMPIONS
DECK AFTERWARD, REGARDLESS
WHETHER THE CHAMPION MADE A
SPECIAL ATTACK.

Ir
F THIS Champioy Has

21

PERFORMS 75 Spegy,,
ATTack

2., THEN, THE CHAMPION ATTEMPTS TO MOVE CAS A NORMAL
HORDE).

THE CHAMPION ATTEMPTS TO MOVE REGARDLESS WHETHER IT
MADE A SPECIAL ATTACK.

IF muLtiPLe CHAMPIONS ARE IN PLAY, EACH ONE WILL DRAW A
SEPARATE ACTIVATION CARD, ATTEMPT TO ACTIVATE THEIR SPECIAL
ATTACK AND THEN ATTEMPT TO MOVE AFTER CTRIGGERED IN
ORDER LIKE NORMAL HORDES BASED ON DISTANCE TO THE EXIT).

THESE CHAMPION RULES APPLY TO ALL FUTURE CHAMPIONS AS
WELL.

HOBGOBLIN WARCHIEF
SPECIAL ATTACK. CLEAVE

REMOVE ALL SOLDIERS FROM THIS HORDE AND
EACH ADJACENT HORDE. THEN, ALL HEROES ON AND
ADJACENT TO THIS HORDE SUFFER 1 DAMAGE.

~rr

W A fa o Is A



OUR LIFE-GIVING JUNGLE IS ON FIRE! BUT IT IS NOT ARSONISTS WHO SET IT
AFLAME. A GREATER EVIL HAS SETTLED IN, DEFILING THE LUNGS OF OUR KINGDOM.
SPECIAL FORCES LED B8Y ALRIC AND HIS SAND WARRIORS ARE LEAVING AT DAWN
TO DEFEAT FIRE CLAW, WHO IS THOUGHT TO BE THE LEADER OF THE MAGMA
ELEMENTALS. DAREDEVILS EAGER TO JOIN THEM WILL BE REMEMBERED FOREVER!

_ VICTORY CONDITION @ X5

DeFear ALL 3 OF FIRE CLAW'S CARDS AND SURVIVE UNTIL THE END OF
THAT ROUND WITHOUT LOSING.

ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM'S HEALTH
IS REMOVED, OR ALL SPAWN STACKS RUN OUT OF CARDS.

HEROES

ALL HEROES EXCEPT ALRIC ARE AVAILABLE.

You MAY USE ALL HERO ABILITIES WITH 6 . IN A GAME WITH
1-2 PLAYERS, USE 2 ABILITIES PER HERO; IN A GAME WITH 3-4
PLAYERS, USE 1 ABILITY PER HERO.

TOWERS

CrossBow FORT, ASSASSIN'S GUILD, ARCHMAGE AND DWAARP
TOWERS ARE AVAILABLE. LEAVE THE REMAINING LEVEL 4 TOWERS IN
THE BOX.

FuLL TOWER EXPLANATIONS ARE IN THE GLOSSARY.

© BASIC TOWER MODS ARE AVAILABLE.

LY
j: 1. SETTING UP HORDE STACKS |

HORDES

GATHER TOGETHER THE FOLLOWING HORDE CARDS FROM THE INDICATED
WAVE GROUPS:

wave O wave 1 wave 2
3x GREEN 3x GREEN 3x GREEN
3x YeLLow 2x YeLLow 3x YeELLow

3x Rep 1x ReD 3x Reo

CHALLENGE;

AT THE END OF ALRIC'S
Move PHase: IF THE TOP
visiBLE FIRE CLAaw CARD
HaS O DAMAGE TILES
ON IT, EACH HERO -
ANYWHERE ON THE BOARD -
SUFFERS 1 DAMAGE. ALRIC
IGNORES ALL DAMAGE.

AND

MINIATURES CINCLUDING
SAND WARRIORS) CAN
NOT END THEIR MOVEMENT
ON THE TOP ViISIBLE FIRE
CLaw CaRD.

SPAWN STACKS

USING THE GATHERED HORDE CARDS, PREPARE THE SPAWN STACKS
AS SHOWN.

TOP OF THE
SPAWN STACK
n ".’:—\ .t" n l;;\
NS S R N g
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n !:-‘-\ - B ,.r';\
3 w n { 4 5 ! "E
\ e Lo e L
\ [ 0 I [ 1 e
BOTTOM OF 3
SmeK > 3)
Wwave 3 wave 4 Wwave S
1x GREEN 1x GREEN EveEnT A-8
1x YeLLow 2x YELLOW 3x BLANK

3x FIRE CLaw

z 2. SETTING UP THE MAP :{

STACK FIRE CLAW’'S THREE CARDS HERE

YES, THERE ARE TwO ExiTs! FACE UP IN ORDER (3#1 ON TOP, #3 ON THE

80TTOM).
PLACE A ‘GoLD’ Lava PoOL HERE, PLACE 2 OBUJECTIVE TOKENS ON THE MAP, )
THEN PLACE 2 GOLD ON IT. 1 ON EACH FLAG ICON. P }ﬁm._
A

PLACE ALRIC’'S MINIATURE AND BOTH SAND
WARRIORS ON THIS SPACE.

LEAvE ALRIC’'S HERO BOARD IN THE BOX.

(3. NEW RULES j
@

EVENT CARDS

WHEN AN EVENT CARD IS DRAWN, IT TRIGGERS
AN EFFECT AND IS DISCARDED THEN.

WHITE BUILDING SITE

A WHITE BUILDING SITE FUNCTIONS AS
EVERY PLAYER'S BUILDING SITE COLOR
SIMULTANEOUSLY. MORE THAN ONE PLAYER
CAN BUILD AT THE SAME WHITE BUILDING
SITE CRESPECTING THE USUAL BUILDING SITE
LIMITS). IN PHASE 5 CPick Up TowerR anp HERO CARDS),
EACH TOWER ON A WHITE BUILDING SITE CAN BE REMOVED BY
ANY PLAYER, REGARDLESS WHO BUILT IT. IN A SOLO GAME, THE
WHITE BUILDING SITE IS NEVER BLOCKED CRULEBOOK, PAGE 20).

You wiLL FIND ALL EVENTS IN PARAGRAPHS AT
THE END OF THE RULEBOOK (PAGES 60-61).




N PLAYERSI : ..
" HERO CHALLENGE: ALRIC " i ancrer Tower

1x MaGE GuILD
1x ADEPT GUILD

MAGICAL ENEMY
ALRIC AND SAND WARRIORS N N _ L | 1x Dwarven Bomearp
ENEMIES WITH THE W AND A BLUE BORDER | ' 1x MiLITIA BARRACKS

MUST BE COVERED WITH MAGICAL DAMAGE 4 YOUR GOAL IN THIS SCENARIO IS TO DESTROY — e '8 _ m | & SUNS.  1x FOOTMEN BARRACKS
COR TRUE DAMAGE) TILES. FiRe CLAw. TO DO THAT, YOU NEED THE it BN ¥ i s pen, , ;
HELP OF ALRIC.

NEW ENEMIES

AL

AT THE BEGINNING OF PHASE 2 (PLAY HERO
AND TOWER CARDS) YOU MAY MOVE ALRIC AND BOTH SAND
WARRIORS UP TO 2 SPACES EACH. THEY ALL HAVE PROTECTION,

PHYSICAL ENEMY

ENEMIES WITH THE #* AND A YELLOW BORDER BUT DON'T DEAL DAMAGE ON THEIR OWN. g A . ma JEearaa | B | [ = S | E4 5::’%‘““ =
MUST BE COVERED WITH PHYSICAL DAMAGE ‘ : 4 i - Ak \ I ‘ ADEPT
COR TRUE DAMAGE) TILES. cuinett 2k
FIRE CLAW L. T
! - —— = 4
YoUu CAN’'T DEAL DAMAGE TO FIRE CLAW’S CARDS UNLESS = mﬂ‘:.’
ALRIC OCCUPIES A SPACE WITH AN OBJECTIVE TOKEN.
Fog;ﬂfﬂ ey
You MAY ATTACK ONLY THE VISIBLE TOP CARD OF THE FIRE =
CLaw STACK. AFTER COVERING ALL COLORED SPACES, DESTROY
IT DURING PHASE 3 (DESTROY HORDES). REMOVE THE TOP FIRE
CLAW CARD FROM THE STACK, READ THE OTHER SIDE OF THE
CARD, THEN REMOVE IT FROM PLAY. ¥ Vi ‘
FIRE CLAW NEVER MOVES. HE STILL DEALS DAMAGE TO 3 PLarers:

MINIATURES STANDING ON HIM LIKE ANY OTHER HORDE. g ‘
— . - ey 1x ARCHER TOWER

1x ADEPT GUILD .
1x DWARVEN BOMBARD
1x FOOTMEN BARRACKS

- — ‘ — e
1 PLaYer: & i
‘ FOOTMEN -,
1x ARCHER TOWER it (2
1x MaGE GuILD 2
1x ADEPT GUILD
1x DwWARVEN BOMBARD
1x FOOTMEN BARRACKS s _—
¢ L |
Y4 PLAYERS:

1x ARCHER TOWER
1x ADEPT GUILD 4
1x MiLITIA BARRACKS -

TOWER, 1k ]

In ARCHER

GUILD. L1k
o Sy

e -
T




[IRON[CHALLENGE;

KINGDOM HAS ONLY 1 HEART

TOKEN. IF ANY ENEMY
ESCAPES THE BOARD, YOU
LOSE THE GAME.

RUMORS OF Jack O’LANTERN EMERGING ONCE AGAIN FROM THE MIST ARE SPREADING AMONG THE PEASANTS. VILLAGERS HAVE

CEASED THEIR WORK, AND FISHERMEN HAVE BEEN SCARED OFF BY ROILING MURKY PONDS. OUR SUPPLIES ARE DWINDLING. IT
IS HIGH TIME WE USED OUR SECRET WEAPON. IT IS TIME TO UNLEASH THE MAGIC OF FIRE.

_ VICTORY CONDITION @ X5 - SPAWN STACKS

DestroY ALL 4 CHAMPIONS (SEE BELOWD AND SURVIVE UNTIL THE END OF USING THE GATHERED HORDE CARDS, PREPARE THE SPAWN STACKS AS

THAT ROUND WITHOUT LOSING. SHOWN.
ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM'S HEALTH IS
REMOVED, OR 2 OR MORE SPAWN STACKS RUN OUT OF CARDS. TP G
SPAWN STACK
eo B O
- ”E Eg h r:’:\' h f;’-’\' Jﬁ
g | L \ ety (L5
ALL HEROCES ARE AVAILABLE. o= \- \n_t’ \
e, 2 lafers - | s ;
YOUMAYUSEALLHEROABILITIESWITHQORQQ.INAGAME\L ' \ \ "—v \
WITH 1-2 PLAYERS, USE 2 ABILITIES PER HERO; IN A GAME WITH n A [A] ;ﬂi: 3
Lol o e L '
3-4 PLAYERS, USE 1 ABILITY PER HERO. ey o \ e | =
o s I @ 9 o
TOWERS S & e N
L , 9 z B | B [ 1
ARE AVILABLE. LEAYE THE REMAINING LEVEL 4 TOWERS IN THE BOX. [ 1 ) , “al 1
.5 Lo ey | riises)
FuLL TOWER EXPLANATIONS ARE IN THE GLOSSARY. 2! n - —
-
Ty
6 BASIC TOWER MODS ARE AVAILABLE. 1., N

j: 1. SETTING UP HORDE STACKS | (®

HORDES

GATHER TOGETHER THE FOLLOWING HORDE CARDS FROM THE INDICATED

WAVE GROUPS:
wave O wave 1 Wave 2 Wwave 3 Wwave S Wwave S
3x GREEN 3x YeELLow 2x YELLOwW 1X RED 2x GREEN BLAaNK x2
1x YeELLow 3x Repo 1x YeLLow EvENT A, B
2x REep 1x RED PumpKIN x3
1x C1
& .
nak - 3x C2
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z 2. SETTING UP THE MAP :{

(3. NEW RULES j
@

FIRE BLOSSOM

WHEN YOU ACTIVATE A FIRE BLOSSOM, PLACE
1 1x1 TRUE DAMAGE TILE ON EACH HORDE
ADJACENT TO THE ACTIVATED FIRE BLOSSOM.

MURKY POND

HEROES CANNOT MOVE ONTO OR THROUGH A
MURKY POND. UNLESS OTHERWISE STATED,
IN ALL SCENARIOS TENTACLES EMERGE FROM
MUurKY PONDS.

TENTACLES

TENTACLES EMERGING FROM THE MURKY PONDS
BLOCK THE BUILDING SITES. YOU CAN'T PLACE
ANY TOWER ON A BUILDING SITE CONTAINING
TENTACLE. IF A TENTACLE IS PLACED ON TOP OF TOWER, YOU
CAN’T PICK IT UP DURING PHASE § — PICK UP TOWER AND
HERO CARDS.

WHEN A HERO (BUT NOT A SAND WARRIOR) MOVES ONTO
OR THROUGH A SPACE WITH A TENTACLE, REMOVE THE TENTACLE
FROM THE GAME.

TENTACLE PLACEMENT

IN EACH ROUND, AFTER HORDES ADVANCE, PLACE NEW
TENTACLES IN PLAY. IN A 1- OR 2-PLAYER GAME, PLACE 1
TENTACLE FROM THE SUPPLY ONTO A BUILDING SITE THAT IS
ADJACENT TO A MURKY POND AND HAS O TENTACLES.

IN A 3- OR Y4-PLAYER GAME, PLACE 2 TENTACLES FROM THE
SUPPLY, 1 ON EACH OF 2 BUILDING SITES, EACH OF WHICH IS
ADJACENT TO A MURKY POND AND HAS O TENTACLES.

TENTACLES CAN BE PLACED ON BUILDING SITES THAT HAVE ANY
NUMBER OF TOWERS ALREADY BUILT THERE CINCLUDING O).
EVEN IF YOU PLACED TENTACLES ALREADY THIS ROUND FROM
EVENT B, YOU STILL PLACE THESE TENTACLES.

ONLY 4 TENTACLES CAN BE PLACED — IF THERE ARE NO
TENTACLES LEFT IN THE SUPPLY, IGNORE PLACING ANY NEW
ONES, AND DO NOT MOVE ALREADY—PLACED TENTACLES.

- NEW ENEMIES

PHYSICAL SHIELDS

YOU'VE ALREADY SEEN MAGICAL SHIELDS IN
SCENARIO 2, AND THESE PHYSICAL SHIELDS
WORK THE SAME, BUT BLOCK PHYSICAL
DAMAGE INSTEAD!




CHAMPION: JACK O'LANTERN

Jack O’LANTERN IS THE NeEw CHAMPION (SEE PAGE 28).

PUMPKIN HORDES

THERE ARE 3 PUMPKIN HORDES IN THE GAME.

THEY SPAWN ONLY AFTER JACK O’ LANTERN

ATTACKS. WHEN YOU HAVE TO PLACE A

PUMPKIN HORDE, DRAW ONE RANDOMLY. WHEN A PUMPKIN 14 ‘

JACK O'LANTERN SPECIAL HORDE IS DEFEATED, TAKE A REWARD AND SHUFFLE IT TOGETHER S ‘ ARcHER N

ATTACK. THRILLER WITH REMAINING PUMPKIN HORDES. IF THERE ARE NO PUMPKIN - : - : e m

HORDES IN THE SUPPLY AND JACK O’LANTERN ATTACKS, JUST | _—
1. WHEN THE HORDE wiTH Jack MOVE HIM TO ANOTHER SPAWN POINT AND DON'T PLACE NEW : . , 8 2T
O’LANTERN IS ACTIVATED, REMOVE ALL DAMAGE TILES PUMPKIN HORDES. i | '1 @5%;5—_:1-

AND SOLDIERS FROM THAT TRAY. = _ — @:::”}ﬁﬂ‘ "

iy
2. ALL HERO MINIATURES AND SAND WARRIORS ON
THE JACK O’LANTERN TRAY RECEIVE 1 DAMAGE EACH
AND MUST RETREAT TO AN ADJACENT SPACE.

3. PLACE THE Jack O’LANTERN TRAY'S CARD ON TOP
OF THE SPAWN STACK THAT IS NEXT TO THE EVENT
Token ). C(You Mar LEAVE IT IN THE TRAY IF You
LIKE.D

Y. PLAaCE A PUumMPKIN HORDE CFACE UP AND IN A
TRAY, SEE IMAGE BELOW) IN THE SAME SPACE THAT
WAS PREVIOUSLY OCCUPIED BY THE JACK O’LANTERN
TRAY — B8UT THEN IMMEDIATELY ADVANCE IT CALL
PUMPKIN HORDES HAVE SPEED ICONS, SO THEY MOVE
TWICE IMMEDIATELY ).

1 PLaAYER:

5. Move THE EVENT TOKEN TO THE NEXT SPAWN
STACK IN DESCENDING NUMERICAL ORDER (21, 1-4, 1X ARCHER TOWER

433, 3+2). 1X MAGE GUILD
1x ADepPT GUILD
1x DWARVEN ARTILLERY
1x MiILITIA BARRACKS

L

DWARVEN
I TILLE] 2k

& T




[IRON[CHALLENGE;

THE MIDDLE MURKY POND MUST

BE FROZEN 8Y ELORA FIRST.

LEVIATHAN IS BREAKING FREE! OUR MEN DIE IN THE SLIMY GRASP OF ITS TENTACLES. ELORA WINTERSONG AND HER ICE MAGIC
ARE OUR ONLY HOPE. PROTECT THE REALM AS SHE FREEZES THE PONDS WITH HER MAGIC. WE STAND TOGETHER!

Ouxs

 VICTORY CONDITION

ReMOvE ALL 3 MURKY PONDS AND SURVIVE UNTIL THE END OF THAT
ROUND CBEFORE PLAYERS LOSE).

HEROES

ALL HEROES BESIDES ELORA ARE AVAILABLE. PLACE ELORA TOGETHER
WITH YOUR CHOSEN HEROES NEXT TO THE EXIT AT THE BEGINNING OF
THE GAME.

ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM'S HEALTH
IS REMOVED, OR ALL SPAWN STACKS RUN OUT OF CARDS.

Youwusemns;zomunssmmﬁo:zﬁﬁ.mAGAME
WITH 1-2 PLAYERS, USE 2 ABILITIES PER HERO; IN A GAME WITH
3-4 PLAYERS, USE 1 ABILITY PER HERO.

TOWERS

ALL TOWERS ARE AVAILABLE.

6 BASIC TOWER MODS ARE AVAILABLE.

~ SPAWN STACKS

USING THE GATHERED HORDE CARDS, PREPARE THE SPAWN STACKS AS

L Y
Z 1. SETTING UP HORDE STACKS |

HORDES

|
7} %
5 Ln‘-— \LB l._';i,"
GATHER TOGETHER THE FOLLOWING HORDE CARDS FROM THE INDICATED (A -
WAVE GROUPS: | o | bt
Ware 1 Wave 2 Wave 3 Wave 4 L2 a -
2x GREEN  1x GREEN 1X GREEN [ I K5
o Gy
2x YeLow  2x YeLLow 2x YeLLow \n? h?
3x RED 3x RED - = Tonsd
n f’ .\' PN
Wave S Wave 6 wave S Ry (g
2x YeLLow  1x GREEN Event A ,3\)
2x Rep 2x Rep PUMPKIN x3
1x C2
r o
o L 2. SETTING UP THE MAP |

{2, NEW RULES j
-

' HERO CHALLENGE: ELORA

YOUR GOAL IN THIS SCENARIO IS TO
HELP ELORA FREEZE THE MURKY PONDS.
ELORA STARTS NEXT TO EITHER EXIT AND
MOVES AT THE BEGINNING OF PHASE 2
CPLar Tower aND HERO CARDS). SHE
MOVES UP TO 3 SPACES AND MAY COVER
ENEMIES JUST LIKE ANY OTHER HERO. SHE MAY ALSO
REMOVE TENTACLES AND TRIGGER BLOSSOMS.

UNLIKE OTHER HEROES, IN THIS SCENARIO ELORA MAY FINISH
HER MOVE ON A MURKY Ponp. IF ELORA IS ON A MURKY
PoND DURING PHase 3 (DESTROY HORDE TRAYS), AND NO
TENTACLES ARE ADJACENT TO THIS MURKY POND, SHE
FREEZES THE POND: REMOVE IT FROM PLAY. ELORA MUST
REMOVE ALL 3 MURKY PONDS TO WIN THIS SCENARIO.

NEW ENEMIES

HEAL ALL

IF ONE OR MORE HEAL ALL ICONS
ARE VISIBLE ON A HORDE, REMOVE ALL
DAMAGE TILES FROM IT AND EACH HORDE
ADJACENT TO IT.

JACK O’LANTERN

JACK O’LANTERN WORKS IN THE

SAME WAY AS IN THE PREVIOUS
SCENARIO. HE STAYS ON THE LEFT PATH, JUMPING
ONLY BETWEEN THE 1ST AND 2ND SPAWN POINTS.

1 PLAYER:

1X ARCHER TOWER

2x MaGE GuILD

1x DWARVEN BOMBARD
1x MiLiTia BARRACKS

..)ﬁa
2

aRvEn

1x ARCHER TOWER

2x MaGe GuiLD

1xX DWARVEN BOMBARD

2x MiLiTia BARRACKS &

3 PLAYERS:

1X ARCHER TOWER
1x MaGE GuILD

T



[IRON[CHALLENGE

WHEN YOU SHUFFLE THE BOSS
DECK, FIRST REMOVE ALL CARDS
wITH THE IRON CHALLENGE ICON

ON THEM.

THE MYTH OF LEVIATHAN IS BEING REWRITTEN AS THE MONSTER BREAKS FREE. OUR KINGDOM IS BEING DEVOURED BEFORE
OUR EYES. BRAVE SOLDIERS! GATHER YOUR STRENGTH AND FACE THE THREAT. SONGS ABOUT THIS BATTLE WILL RING IN THE

CHAMBERS OF ALL CASTLES OF LINIREA.

_VICTORY CONDITION @ X5

DeFear LeviATHAN!

ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM'S HEALTH IS
REMOVED, OR ALL SPAWN STACKS RUN OUT OF CARDS, OR LEVIATHAN
ESCAPES.

HEROES

ALL HEROES ARE AVAILABLE.

You may use L Hero ssiumies witn €9 or €) € . Iv 4 came
WITH 1-2 PLAYERS, USE 2 ABILITIES PER HERO; IN A GAME WITH
3-4 PLAYERS, USE 1 ABILITY PER HERO.

TOWERS

ALL TOWERS ARE AVAILABLE.

ALL TOWER MODS ARE AVAILABLE.

LY
j: 1. SETTING UP HORDE STACKS |

HORDES

GATHER TOGETHER THE FOLLOWING HORDE CARDS FROM THE INDICATED

WAVE GROUPS:
wave O wave 1 wave 2 wave 3
2x GREEN 2x YELLOW 1x GREEN 2x YeLLow
1x REeEp 2x REep 2x YeLLow 2x REep

3x Rep

_ SPAWN STACKS

USING THE GATHERED HORDE CARDS, PREPARE THE SPAWN STACKS AS
SHOWN.

TOP OF THE TOP OF THE
SPAWN STACK SPANN STACK

g e Lo
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wave 4 Wwave S Wave 6 Wwave S
4x LEvIATHAN
1x GREEN 1x YeELLow 1x GREEN LIFE CARDS
1x YeLLow Ix Rep  5X Leviatran
AcTioN CARDS
3x RED 3x BLank

E 2. SETTING UP THE MAP :{

{—@ ¢ A2 813 V@
O
e
f 3. NEW RULES ‘l'
L
FROST BLOSSOM

WHEN YOU ACTIVATE A FROST BLOSSOM, PLACE
ONE 1x1 TRUE DAMAGE TILE AND TOTEM TOKEN
ON ANY ONE HORDE. A TOTEM TOKEN DISABLES

SHIELDS AND HEAL ALL ABILITIES FOR ONE g ;
ROUND CREMOVE IT AFTER ADVANCING HORDES). , ’r .
WATER SPACES IR

CAN’'T END THEIR MOVEMENT ON THE WATER
SPACES.

TENTACLES

IN THIS SCENARIO, THERE ARE NO MURKY
PONDS, SO TENTACLES AREN'T ATTACKING FROM
THEM. INSTEAD YOU WILL ADD MORE TENTACLES
DURING LEVIATHAN ATTACKS (SEE BELOW).
AFTER BEING PLACED, A TENTACLE WORKS JUST

ANY HERO MAY MOVE THROUGH WATER, BUT @ ’%

LIKE IN PREVIOUS SCENARIOS CIT PREVENTS PLACING AND PICKING _
TOWERS; HEROES MAY MOVE ONTO OR THROUGH A TENTACLE'S = ?
i 3

SPACE TO REMOVE THE TENTACLE)D.

87

~ NEW TOWER MODS

WHEN THIS TOWER IS PASSED AND
UPGRADED, THE HERO RECEIVING IT MAY
REST FOR FREE. YOU CAN'T GAIN FREE REST
WITHOUT UPGRADING THIS TOWER.

WHEN THIS TOWER IS PASSED AND
UPGRADED, GAIN 2 CRYsSTALS AND 1 GOLD.
YOoU CAN'T GAIN RESOURCES WITHOUT
UPGRADING THIS TOWER.

WHEN THIS TOWER IS PLAYED, Pay 1 CRYSTAL
TO TAKE IT BACK AFTER PERFORMING AN
ATTACK. YOU MmaY PLAY THIS TOWER AGAIN
THIS ROUND.

WHEN THIS TOWER IS PLAYED IN A SPACE
WITH A BLOSSOM, REFRESH THAT BLOSSOM.




NEW ENEMIES

LEVIATHAN

IN THIS SCENARIO, YOU'LL FACE A BOSS -
LeviaTHAN. HE IS REPRESENTED BY A MINIATURE
ON THE MAP. LEVIATHAN MOVES AND PERFORMS
ATTACKS DIFFERENTLY FROM NORMAL ENEMIES.

SETUP

BEFORE THE GAME, PREPARE LEVIATHAN'S LIFE STACK, CONSISTING
OF 4 LEVIATHAN LIFE CARDS CWITH SMALL NUMBERS IN THE
LOWER LEFT CORNER). PUT THEM NEAR THE MAP IN ORDER -
CARD WITH NUMBER 4 ON THE BOTTOM, NUMBER 1 ON TOP.

THE OTHER 5 LEVIATHAN CARDS (WITHOUT NUMBERS AND
SQUARES) ARE LEVIATHAN ACTION CARDS. PUT CARDS WITH
% IN LEVIATHAN’S DISCARD PILE, THEN SHUFFLE THE REMAINING
LEVIATHAN ACTION CARDS AND PUT THEM NEARBY. THESE CARDS
ARE THE LEVIATHAN'S ACTION DECK.

ATTACKING LEVIATHAN

WHEN ATTACKING LEVIATHAN, YOU SHOULD AlM AT HIS MINIATURE,
BUT PLACE THE DAMAGE TILES ON THE TOP CARD IN LEVIATHAN'S
LIFE STACK. YOU HAVE TO COVER ALL SQUARES DEPICTING LEVIATHAN
TO DEFEAT LEVIATHAN'S LIFE CARD. WHEN ALL MARKED SQUARES ON
LEVIATHAN'S LIFE CARD ARE COVERED DURING PHaSE 3 CDESTROY
HORDE TRAYS), REMOVE ALL DAMAGE TILES FROM LEVIATHAN, FLIP
HIS TOP LIFE CARD, READ IT ALOUD AND FOLLOW THE INSTRUCTIONS.

AS LEVIATHAN IS ALWAYS IN WATER, NO FIGURES (HEROES/
SOLDIERS/ SAND WARRIORS ETC.) MAY BE PLACED ON LEVIATHAN
CARDS.

TRIGGERING LEVIATHAN

DURING PHASE 4 CADVANCE HORDE TRAYS), BEFORE YOU
ADVANCE ANY OTHER HORDES, LEVIATHAN ACTS. DRAW THE
FIRST CARD FROM LEVIATHAN'S ACTION DECK AND PERFORM
BOTH ACTIONS IN ORDER: FIRST THE UPPER LEFT ACTION, THEN
THE LOWER RIGHT ACTION. THEN MOVE LEVIATHAN ONE SPACE
DOWN THROUGH THE WATER. DISCARD LEVIATHAN'S ACTION CARD
AFTERWARDS.

IF LEVIATHAN'S ACTION DECK IS EMPTY, SHUFFLE ALL DISCARDED
CARDS TO FORM A NEW DECK.

IN ORDER TO WIN THIS SCENARIO, YOU HAVE TO DEFEAT LEviaTHaN 4
TIMES. IF HE MANAGES TO MOVE OFF THE BOTTOM EDGE, YOU LOSE!

EACH TENTACLE DESTROYS A TOWER UNDERNEATH

OR ADJACENT TO IT. PUT THE DESTROYED

TOWERS IN THE SUPPLY. IF THERE ARE SEVERAL

POSSIBLE TARGETS, CHOOSE A TOWER IN THE

TENTACLE'S SPACE CIF ANY) INSTEAD OF A
TOWER IN AN ADJACENT SPACE. EACH TENTACLE MAY DESTROY
ONLY 1 TOWER, BUT IN CASE MULTIPLE TENTACLES CAN ATTACK
THE SAME TOWERS, YOU MUST CHOOSE DIFFERENT TOWERS SO
THAT AS MANY TOWERS AS POSSIBLE ARE DESTROYED.

DISTRIBUTE THE INDICATED NUMBER OF TENTACLES
CE.G. 2) AMONG BUILDING SITES ADJACENT TO
LeviatHaN.

DEeAL 1 DAMAGE TO EACH HERO THAT IS ADJACENT
TO ANY TENTACLE.

IPLAYER:‘

1x ARCHER TOWER

2x MaGE GuILD

1x DWARVEN ARTILLERY
1x MILITIA BARRACKS

Ay

| ey
e
R

WARVE
& zmsiﬁu l; i
& ;é’fﬂi”?’;; -?2;
B
5 ML - y

3 PLAYERS:

1x ARCHER TOWER

1x MaGE GuiLD

1x DWARVEN ARTILLERY
1x MILITIA BARRACKS
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[IRON[CHALLENGE;

DO NOT PLACE THE STARTING

Faur LINE IN PLAY. T 3. NEW RULES j
!

FauLT LINES CANNOT BE

REMOVED FROM THE BOARD.

FAULT LINE

FauLT LINES ARE A NEW TYPE OF ENVIRONMENT FEATURE. THEY
THE BATTLE MIGHT BE OVER, BUT THE WAR IS STILL ON. AS THE WATER CALMS DOWN, THE GROUND STARTS TO TREMBLE. ARE PLACED ON THE PATH. ALL HORDES MOVING ALONG THE FATH
SHADOW CHAMPIONS AND THEIR LOYAL WYVERNS HAVE COME TO BEAR AGAINST OUR TROOPS. WE MUST STAND OUR GROUND, JUMP OVER FauLT LINES.
FOR IT IS THE LAND OF OUR PATHERS. WHEN A HERO ENTERS A SPACE WITH A LARGE

FauLT LINE, FLIP IT TO ITS OTHER (SMALLD SIDE.

WHEN A HERO ENTERS A
SPACE WITH A SMALL FauLt
LINE, REMOVE IT FROM PLAY.

 VICTORY CONDITION O xs  spawnsracks

A HERO MAY NOT RETREAT

USING THE GATHERED HORDE CARDS, PREPARE THE SPAWN STACKS AS iadiand ONTO A FauLr LINE
DEeFeAT ALL SHaDOW CHAMPIONS! - ’ 2 ’
ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM'S HEALTH IS L) S i
REMOVED, OR ALL SPAWN STACKS RUN OUT OF CARDS, OR ANY SHADOW
o 2cores ,, - ~ NEW ENEMIES
HEROES

FLYING HORDES

WHEN A FLYING HORDE MOVES CEITHER SPAWNS
OR ADVANCES), FIRST REMOVE ALL SOLDIERS AND
RETREAT ALL HEROES FROM IT CWITHOUT DEALING
DAMAGE). THEN IT MOVES AHEAD TOWARD THE
EXIT AS USUAL, JUMPING PAST ANY OTHER FLYING
HORDES, BUT IT CAN STOP IN THE SAME SPACE WITH A NON-
FLYING HORDE CHEROES ARE FORCED TO RETREAT). DON'T REMOVE
ANY DAMAGE TILES. WHEN A FLYING HORDE MOVES AND UNCOVERS
A NON-FLYING HORDE THAT WAS BELOW IT, THE LATTER MOVES
NORMALLY IN THE SAME TURN CPOTENTIALLY JUMPING THROUGH THE
FLYING HORDE).

ALL HEROES ARE AVAILABLE.

You may use AL Hero ssiumies wirn €9 or €) € . Iv 4 came
WITH 1-2 PLAYERS, USE 2 ABILITIES PER HERO:; IN A GAME WITH
3-4 PLAYERS, USE 1 ABILITY PER HERO.

TOWERS

ALL TOWERS ARE AVAILABLE.

ALL TOWER MODS ARE AVAILABLE.
IF A FLYING HORDE IS DESTROYED WITH HEROES
ON IT, AND THERE IS ANOTHER HORDE BELOW, THE
HEROES MUST RETREAT.

0.
z 1. SETTING UP HORDE STACKS |

SOME SQUARES ON A FLYING HORDE HAVE THIS
ICON. YOU CANNOT COVER THESE SQUARES WITH
DAMAGE OR HEROES.

HORDES

GATHER TOGETHER THE FOLLOWING HORDE CARDS FROM THE INDICATED
WAVE GROUPS:
| SHADOW CHAMPION
wave O Wave 1 Wave 2 wave 3 _ SPECIAL ATTACK. OURER
1x GREEN 2x GREEN 1x GREEN 2x Reo REMOVE ALL SOLDIERS AND HEROES FROM THE SHADOW
1x YELLOW 1x RED 3x RED CHAMPION CARD CHEROES MUST RETREAT BUT TAKE NO
DAMAGE),
BONE G WarE! 7 B AFTER THE SHADOW CHAMPION ADVANCES, PLACE
b a al A FauLr LINE CLARGE SIDE UPD IN THE SPACE IT
1x YELLOwW 3x YELLow 3x C3 LEFT. IF THERE ARE NO FauLT LINES LEFT TO
i PLACE, THE KINGDOM LOSES 1 HEART.
2x Rep 3x Reo 1x BLANK ; J
Evenr 4 BIO  mmms BB i So
STEP UNTIL
O LATER IN THE
SCENARIO.

4



[IRON[CHALLENGE,;

DO NOT USE ANY BLOSSOMS.

WAR ISN'T ONLY ABOUT FIGHTING. IT IS ABOUT REMAINING HUMAN; WOE TO THOSE WHO FORGET IT. EVERY MAN'S RIGHT IS TO
BE FREE AFTER DEATH. OUR FALLEN COMRADES WERE DEPRIVED OF THAT RIGHT! SHACKLED BETWEEN THE WORLDS, THEY AWAIT
OUR HELP. WE NEED TO INTERVENE. HELP DIERDRE WITH HER RESCUE OF THE LOST SOULS.

.
‘vicrorveonpmon = Q) x5 |1 SETTING uP HORDE STACKS |

SURVIVE & ROUNDS AND REMOVE ALL EVENT TOKENS.

HORDES

GATHER TOGETHER THE FOLLOWING HORDE CARDS FROM THE INDICATED

ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM’S HEALTH IS
REMOVED, OR ALL SPAWN STACKS RUN OUT OF CARDS.

l" 2. SETTING UP THE MAP j

PLAYING ON SEPARATE MAPS:

@ THE SURFACE MAP AND THE UNDERGROUND
MAP ARE SEFARATE.

e HEROES THAT ARE NOT IN PLAY MAY MOVE
ONTO EITHER MAP WITH THEIR FIRST MOVEMENT
POINT .

DIERDRE STARTS NEXT TO A CHOSEN EXIT. AND
MOVES AT THE BEGINNING OF PHASE 2 CPLAY
TOWER AND HERO CARDS). IN THE FIRST
ROUND, TELEPORT DIERDRE TO ANY SPACE ON

WAVE GROUPS:
YOoU ARE PLAYING & TURNS — UNTIL ALL

OF THE SPAWN STACKS ARE DEPLETED. Wave 1 Wave 2 Wave 4 WavE 5
WHEN THERE ARE NO HORDE CARDS

LEFT TO DRAW AFTER PHASE 1, YOU WIN 2x YELLOwW 1x YELLow 1x GREEN 1x GREEN
AT THE END OF THAT ROUND, IF THERE 2x RED 1x YELLOW 2x RED
ARE NO ) TOKENS LEFT IN PLAY. IF

THE KINGDOM IS OVERRUN BY HORDES,

OR YOU HAVE NOT REMOVED ALL ) WavE & wave 7 wave 8 Wave S
TOKENS BY THE END OF TURN 6,

YOU LOSE. 1x GREEN 3x YELLOwW 2x GREEN 1x C1

1x YeELLow 1x Repo 2x YELLOwW
2x REp

HEROES _ SPAWN STACKS

AT THE START OF THE GAME, EACH PLAYER CAN SELECT ANY HERO USING THE GATHERED HORDE CARDS, PREPARE THE SPAWN STACKS AS
CeEXCEPT DIERDRE). PLACE DIERDRE AND THE PLAYERS' SELECTED  SHOWN.
HEROES NEXT TO THE EXIT.

YoumyussALLHERoaeleesw:mﬁo;zﬁﬁ.INAGAM&

WITH 1-2 PLAYERS, USE 2 ABILITIES PER HERO; IN A GAME WITH - —
3-4 PLAYERS, USE 1 ABILITY PER HERO. ,R )
" B
ey L =
NS I\ i
TOWERS s (B
E e ==
I
ALL TOWERS ARE AVAILABLE. \'ﬂ L \ﬂ
ALL TOWER MODS ARE AVAILABLE. 3
B o=
N S 0
-
m 7
‘ =
‘3 gy

THAT MAP. IN LATER ROUNDS,
o PLAYERS CAN BUILD TOWERS ON EITHER EACH TURN TELEPORT HER TO

MAP. ANY AVAILABLE SPACE ON THE OTHER MAP. ANY
o BLosSomS can arrecriecat ey HERO IN THE SAME LOCATION AS DIERDRE WHEN
Mgy SHE TELEPORTS GOES WITH HER TO THE OTHER
ITHER MAP. MAP. SHE MAY COVER ENEMIES AND TRIGGER
BLOSSOMS JUST LIKE ANY OTHER HERO.

® HEROES MAY MOVE FROM ONE MAP TO THE
OTHER BY LEAVING THEIR CURRENT MAP AS THERE ARE THREE SETS OF EVENT TOKENS C #)) ON THE
THEIR ACTION CINSTEAD OF ATTACK OR REST) TWO MAPS.

- THEY ENTER ONE OF THE THREE SPOTS

ADJACENT TO THE EXIT OF THE OTHER MAP. AT THE END OF PHASE 2, IF DIERDRE IS ON AN EVENT

TOKEN, REMOVE IT. WHEN DIERDRE REMOVES A TOKEN, IF
THERE IS A HERO IN THE CORRESPONDING SPACE ON THE
OTHER MAP, YOU MAY ALSO REMOVE THE TOKEN UNDER
THAT HERO.

NEW ENEMIES

WHENEVER YOU REMOVE AN EVENT TOKEN, PLACE A [,
¢, W or 7 eLossom I iTs space.

)

EVASIVE HORDES

DAMAGE TILES CAN'T BE PLACED ON AN
EvASIVE HORDE UNLESS THERE IS A SOLDIER
OR HERO ON IT.

EARTH BLOSSOM

WHEN THIS BLOSSOM IS ACTIVATED, GIVE ONE
HERO PROTECTION FOR THE REMAINDER OF THE
ROUND.

THE BLACK EVASIVE SQUARES CANNOT BE COVERED BY DAMAGE
TILES OR HEROES.
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[IRON[CHALLENGE;

ONLY SAITAM MAY INTERACT WITH
BLossoms aND FauLt LiNes.

BLOCKED PATH

NEITHER HEROES NOR HORDES

WE HAYE FACED THE FLAMES, CONGUERED THE WATER, AND CALMED THE EARTH. TODAY, THE WIND IS OUR FOE. A GREAT
CYCLONE HAS APPEARED ON THE HORIZON, AND NEW LEGIONS OF ELEMENTALS WITHIN IT. BUT THE ALLIANCE OF MEN AND APES

IS STRONG! SAITAM, THE APE GOD, HAS ENSNARED THE WIND BEFORE. FOLLOW OUR BROTHERS! FOR GLORY!

Ouxs

VICTORY CONDITION

SURVIVE UNTIL SAITAM’S GUEST IS DONE.

SHOWN.
ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM'S HEALTH IS TOP OF THE
REMOVED, OR ALL SPAWN STACKS RUN OUT OF CARDS. s”‘“’;"”‘ CVCLONE
& ) _ 0 I AFTER HORDES ADVANCE,
| A - . DRAW AND SPAWN THE TOP
E HEROES 2 ) s ey i o CARD OF THE SPAWN STACK
iy Ct e 1SR - NEXT TO THE CYCLONE. THEN
AT THE START OF THE GAME, EACH PLAYER CAN SELECT ANY HERO \n 2 k A n; MOVE THE CYCLONE TO THE NEXT SPAWN POINT
(EXCEPT Samam). e | i i Ry = ) CFROM 1 TO 2; FROM 2 TO 3; FROM 3 TO 1.
Youwusemmwmssmmﬁmﬁﬁ.mxawe H = [ 2 [ [ 7 BN
WITH 1-2 PLAYERS, USE 2 ABILITIES PER HERO; IN A GAME WITH 3-4 &"— \ A —
PLAYERS, USE 1 ABILITY PER HERO. 3 B
- a ; HERO CHALLENGE: SAITAM
& K [2 TN "
TOWERS QI St
- H ’ B YOUR GOAL IN THIS SCENARIO
ALL e s T - s \ IS TO HELP SAITAM END THE
TOWE LaBLE o e STORM. SAITAM STARTS ON THE
ALL TOWER MODS ARE AVAILABLE. E ‘2% \ Fem PATH SPACE NEXT TO THE EXIT
\ S— AND MOVES AT THE BEGINNING
> P ,3‘\ OF PHASE 2 (PLAY TOWER
€D orom ; AND HErRO CARDS). HE MOVES UP TO 3 SPACES
f 1. gE"l”G UP HORDE STACKg J | THE smé',f \‘ AND MAY COVER ENEMIES JUST LIKE ANY OTHER
- STACK HERO. HE MaAY TRIGGER BLOSSOMS AND CLOSE

HORDES

GATHER TOGETHER THE FOLLOWING HORDE CARDS FROM THE INDICATED

 SPAWN STACKS

1 2. SETTING UP THE MAP

®

USING THE GATHERED HORDE CARDS, PREPARE THE SPAWN STACKS AS

CAN ENTER THE MURKY POND
IN THIS SCENARIO. HORDES
ALWAYS CHOOSE THE SHORTEST
CURRENTLY AVAILABLE PATH TO THE EXIT. AS
usuaL, A FLYING HORDE CAN MOVE ONTO A
NON-FLYING HORDE (BUT NOT ONTO THE MURKY
Ponp).

TENTACLES AREN'T USED IN THIS SCENARIO.

FAULT LINES.

WHENEVER SAITAM WOULD BE DEALT DAMAGE,
INSTEAD REMOVE 1 HEART FROM THE KINGDOM
FOR EACH DAMAGE THAT HE WOULD RECEIVE.
SAITAM IS NEVER REMOVED FROM THE BOARD

9,

WAVE GROUPS: e1 ‘ i 8s IN THIS SCENARIO. WHENEVER SAITAM ENTERS A
;'- i | | SPACE WITH A FLAG, MOVE IT TO THE TOP OF
B 1" ¥ i THE EVENT STACK. YOU WIN THE SCENARIO IF YOU
Wave O Wave 1 Wave 2 Wave 3 ; 3 : SURVIVE THE ROUND DURING WHICH EVENT B IS

2x RED 3x GREEN  3x GREEN 1x RED % UNCOVERED (SEE BELOW).

1x RED 2x YeELLow
- & EVENT STACK
Wave 6 wave 7 wave 8 wave S AFTER HORDES SPAWN, IF
THERE ARE 3 FLAG TOKENS
1x Reo 3x YeLow  1x YeLLow 2x C3 ON THIS STACK, REMOVE
CARD. OTHERWISE, DO NOT DRAW AN EVENT
Event A B,C THIS ROUND.




lIRON]CHALLENGE] o
Beusta car't soew on z 3. NEW RULES |

STORM BLOSSOM

WHEN YOU ACTIVATE A STORM BLOSSOM, PLACE ONE 2X1
TRUE DAMAGE TILE ON ANY ONE HORDE. REMOVE ALL
SOLDIERS AND RETREAT ALL HEROES FROM THAT HORDE.
THEN MOVE IT TO ANY EMPTY SPACE ON THE PATH.

HORDES.

HERO CHALLENGE: BRUXA

A RAIN OF ARROWS FILLS THE SKY. SHARPSHOOTER HORDES DECIMATE OUR MEN. THE DEAD ARISE FROM THE BATTLEFIELD,
SOWING PANIC IN OUR TROOPS. IT IS FINALLY TIME TO UTTER THE TERRIBLE WORDS OF A DARK RITUAL, TO COUNTER ANOOCBIS
HIMSELF, WHO HAS APPEARED AGAINST US. IN TIMES LIKE THESE, WE CANNOT BE NARROW—MINDED. ONLY BRUXA'S RITUALS
MIGHT STOP THE EVEN WORSE ACTS.

BRUXA STARTS NEXT TO A CHOSEN EXIT AND MOVES NEW ENEMIES

AT THE BEGINNING OF PHASE 2 CPLAY TOWER AND -
Hero CARDS). SHE MOVES UP TO 3 SPACES AND

MAY COVER ENEMIES JUST LIKE ANY OTHER HERO. SHARPSHOOTER
SHE MAY TRIGGER BLOSSOMS AND CLOSE FAULT
x 5 o Sk LINES. WHILE THIS ICON IS VISIBLE ON A HORDE, THE HORDE WILL NOT MOVE.
VICTORY COMDITION WHENEVER BRUXA WOULD BE DEALT DAMAGE, REMOVE 1 HEART FROM INSTEAD OF MOVING, IT DEALS | DAMAGE TO A CHOSEN HERO. ONCE
: : SPAWN . ’ THE KINGDOM FOR EACH DAMAGE THAT SHE WOULD RECEIVE. BRUXA IS ALL —J) ICONS ARE COVERED, THE HORDE WILL MOVE ALONG THE
| oy ﬂ n NEVER REMOVED FROM THE BOARD IN THIS SCENARIO. PATH AS USUAL. EVEN IF A HORDE HAS SPEED ICONS, WHILE IT HAS

PERFORM 3 RITUALS WITH BRUXA.
SHARPSHOOTERS, TRIGGER IT ONLY ONCE.

AFTER ALL 3 RITUALS HAVE BEEN PERFORMED, THE REMAINING HORDES HORDE PLACED IN THIS MANNER DOES NOT ACTIVATE THIS ROUND.

14
ARE DESTROYED AND THE HEROES PREVAIL: IF ANOOBIS WAS ACTIVATED, BUT HE DIDN'T MOVE CE.G. WHILE SOLDIER OR
HERO PREVENTED THE MOVEMENT) THE HORDE IS SPAWNED IN FRONT OF HM.

| , STACKS | @ e S
ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM'S HEALTH IS ] = H L) PERFORM A RITUAL NI 1,005/’ GRAVEVARD
REMOVED, OR ALL SPAWN STACKS RUN OUT OF CARDS. T 3 -‘ BRUXA GAINS SKULLS WHEN SHE IS ON OR ADJACENT TO A HORDE HEROES CLRRENTLY ON THE BOARD. EEHES SR A
USING THE GATHERED L M : THAT IS DESTROYED AS IF SHE WAS CONTROLLED BY A PLAYER. SHE WHENEVER A HORDE IS DESTROYED,
HORDE CARDS, 7 I3 E—t DOESN'T ATTACK AND DEAL ANY DAMAGE, THOUGH. PUT COLLECTED MOVE IT TO ANOOBIS' GRAVEYARD
HEROES PREPARE THE SPAWN o N | et SKULL TOKENS ON BRUXA'S ACTIVATION CARD. - AND SHUFFLE THE GRAVEYARD.
ACKS SHOWN. c3 ") ¥ ¥
— . STACKS 45 : -i- ﬂ n, J BRUXA HAS AN ADDITIONAL ABILITY: SHE CAN PERFORM A RITUAL IF :
N e - : SHE ENDS HER TURN IN A ) SPACE AND HAS 3 SKULLS ON HER " |
AT THE START OF THE GAME, EACH PLAYER CAN SELECT ANY HERO N 7 r " x ANOOBIS SPECIAL ACTION - ARM DEAD
e 3 L‘i’_;;"; : ._,L;",'\ A - ACTIVATION CARD. REMOVE 3 SKLLL TOKENS FROM HER ACTIVATION CARD ! BIS SPECIAL ACTION Y OF THE
SER R \n— \a—\ Kn_ AND THE FLAG MARKER FROM THE MAP TO INDICATE THAT BRUXA HAS : S WVHEN ANOOBIS IS ACTIVATED. PLACE THE TOP HORDE
L I E— .
»
You mar use aiL Hero asiumies wirh € or € € . Iv 4 came ey R SUCCESSFLULY PERFORMED A RiTuAL THERE. CARD FROM ANOOBIS' GRAEYARD IN THE SPACE HE JUST MOVED OUT OF. THE

WITH 1-2 PLAYERS, USE 2 ABILITIES PER HERO; IN A GAME WITH 3-4 s B a
PLAYERS, USE 1 ABILITY PER HERO. =

,.
5
'

TOWERS

ALL TOWERS ARE AVAILABLE.

)

ALL TOWER MODS ARE AVAILABLE.

Lo Y
E 1. SETTING UP HORDE STACKS |

N : ; o ] - S
HORDES | 2. SETTING UP THE MAP | =1 ) g -. ; |7
2x MaGE GuILD E:’;Q’Té&’—i‘!: E:@E _'

GATHER TOGETHER THE FOLLOWING HORDE CARDS FROM THE INDICATED

WAVE GROUPS: -
1x DWARVEN ARTILLERY MU o) LTI
wave O Wave 1 Wwave 2 wave 3 2x MuLiTiA BARRACKS | -
1x GREEN 1x Reo 1x GREEN 1x YELLow
1x YELLOW 2x REep
2x REeD
Wwave 4 Wave 6 wave 7 Wwave 8
1x GREEN 1x GREEN 3x YELLOwW 1x GREEN
1X RED 2x YELLOw 3x Repo 2X RED
P iy, i, .- % p el + ANOOBIS’
2x REep :31 : | ! ] : : _ . B Gravevaro
Wwave 9 Wwave S
2x GREEN BLaNK x1
2x YELLOwW EvenT A )
2x Rep 3x C3 Bl 812 814
3x CY




[IRON[CHALLENGE;

DURING SET UP, EACH PLAYER
MUST PLACE A FauLt LINE

ONTO THE MAP ON ANY PATH

SPACE. WITH 4 PLAYERS, ALSO

REMOVE 1 CRYSTAL FROM THE
Laa pooOL.

j; 2. SETTING UP THE MAP j

WE MAY BE OUTNUMBERED. WE MAY BE ILL EQUIPPED. BUT THE WILL TO PERSIST IS STRONGER THAN EVER! LET THIS BE A
PROPHECY ECHOING IN THE ENEMY'S RANKS: NO ELEMENT SHALL EVER BEND LINIREAT WHOEVER IS BEHIND ALL THIS, SHOW
YOURSELF! ONLY COWARDS HIDE BEHIND THEIR TROOPS.

_ VICTORY CONDITION @ X5 SPAWN STACKS
AT THE END OF THE ROUND, IF THERE ARE NO HORDES IN PLAY YOU WIN.

USING THE GATHERED HORDE CARDS, PREPARE THE SPAWN STACKS AS
ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM'S HEALTH IS  SHOWN.
REMOVED, OR ALL SPAWN STACKS RUN OUT OF CARDS, OR THERE ARE
NOT ENOUGH TRAYS TO PLACE ALL HORDES ON THE BOARD.

HEROES

ALL HEROES ARE AVAILABLE.

= 2 PLAYERS

1 PLAYER

2XxX ARCHER TOWER

ANOOBIS' 2x MaGe GuILD
GRAVEYARD i GRAVEYARD

YoumyusEALLHEROAalumsmrHﬁmﬁﬁ.mAeAME 2X ARCHER TOWER

WITH 1-2 PLAYERS, USE 2 ABILITIES PER HERO; IN A GAME WITH
3-4 PLAYERS, USE 1 ABILITY PER HERO.

TOWERS

ALL TOWERS ARE AVAILABLE.

ALL TOWER MODS ARE AVAILABLE.

A
f:. SETTING UP HORDE STACKS |

HORDES

GATHER TOGETHER THE FOLLOWING HORDE CARDS FROM THE INDICATED

WAVE GROUPS:

wave O wave 1 wave 2 wave 3 wave 4 Wwave 5 1x ARCHER TOWER
3x GREEN 1x GREEN 1x GREEN 1x GREEN 1x YeELLow 1x REp o
1x YeLLow 1x Rep 1x YeLLow

1x RED

Wave 6 Wave 7 wave 8 wave 9 wave S wave S
2x GREEN 2x YeLLow 1x GREEN 2x GREEN 1x C1 Event A.8,C
1x YeLLow 1x YeLLow 2x YeLLow 1x C2 3x BLank

1x Repo 2x Rep 1x C3 3x PUMPKIN

1x C4




[IRON[CHALLENGE

Use THE IRON EFFECTS ON
ELEMENACE’S ACTION CARDS.

WARRIORS! THEY ARE WEAKENING. THEY NEED THEIR
LEADER. AND THIS LEADER WILL TASTE OUR STEEL. THE
ELEMENTAL UPRISING IS COMING TO AN END! WE wiLL
PREvAILT ELEMENACE — WE ARE COMING FOR You!

18 shem socks a5 R )
_ VICTORY CONDITION @ X5  som — B B
DeFeAT ELEMENACE! | ﬂ | £ ‘n- i , 3

ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM'S HEALTH IS 1T ED 8] Q-
REMOVED, OR ALL SPAWN STACKS RUN OUT OF CARDS, OR ELEMENACE hanate. \n._ N Tasiay
ESCAPES. LS e il a7

 HEROES | 3 \ o ©

ALL HEROES ARE AVAILABLE. STACK

o
e e B O B swenr | 2. SETTING UP THE MAP |
¥ ' ’ &

USE 1 ABILITY PER HERO.

qi1rd
B ‘- B2 85

TOWERS

ALL TOWERS ARE AVAILABLE.

ALL TOWER MODS ARE AVAILABLE.

A
fl. SETTING UP HORDE STACKS |

HORDES

GATHER THE FOLLOWING HORDE CARDS FROM THE INDICATED WAVES:

wave O wave 1 Wwave 2 wave 3 wave 4
1x GREEN 2x GREEN 1Ix YeLLow  1x GREEN 2x GREEN
1x YeLLow  1x YELLOw 2x Rep 2x Rep 1x YeELLow

1x Rep 1x Rep
Wave 5 wave 6 Wave 7 wave 8 Wave 9

2x YeLLow 2x YeLLow Ix YeLLow  1x YeLLow  1x GREEN

2x Rep 3x Rep 2x Reo  2x YeLLow MEW ENEMIES

| 2. NEW RULES j
L

Tk WAL ELEMENACE

IN THIS SCENARIO, YOU'LL FACE A BOSS -
ELEMENACE. HE IS REPRESENTED BY A MINIATURE
ON THE MAP. ELEMENACE MOVES AND PERFORMS
ATTACKS DIFFERENTLY FROM NORMAL ENEMIES.

EvENT A Sx ELEMENACE ACTION CARDS

4x ELEMENACE LIFE CARDS

SETUP

BEFORE THE GAME, PREPARE ELEMENACE'S LIFE STACK, CONSISTING OF
4 ELEMENACE LIFE CARDS (WITH SMALL NUMBERS IN THE LOWER RIGHT
CORNER). PUT THEM NEAR THE MAP IN ORDER — CARD WITH NUMBER 4
ON THE BOTTOM, NUMBER 1 ON TOP. THE OTHER S ELEMENACE CARDS
CWITHOUT NUMBERS AND SQUARES) ARE ELEMENACE ACTION CARDS. Put
THE CARD WITH “MAGIC” ACTION IN ELEMENACE'S DISCARD PILE, THEN
SHUFFLE THE REMAINING ELEMENACE ACTION CARDS AND PUT THEM NEARBY.
THESE CARDS ARE ELEMENACE'S ACTION DECK.

ATTACKING ELEMENACE

WHEN ATTACKING ELEMENACE, YOU SHOULD AIM AT HIS MINIATURE,
BUT PLACE THE DAMAGE TILES ON THE TOP CARD OF ELEMENACE’S
LIFE STACK. YOU HAVE TO COVER ALL SQUARES DEPICTING ELEMENACE
TO DEFEAT ELEMENACE'S LIFE CARD. WHEN ALL MARKED SQUARES ON
ELEMENACE'S LIFE CARD ARE COVERED DURING PHASE 3 (DESTROY
HORDE TRAYS), REMOVE ALL DAMAGE TILES FROM ELEMENACE, FLIP
HIS TOP LIFE CARD, READ IT ALOUD AND FOLLOW THE INSTRUCTIONS.
ELEMENACE MUST BE DESTROYED WITH TOWERS AND BLOSSOMS. HEROES
CANNOT DAMAGE ELEMENACE: THEY CAN NEITHER ATTACK NOR MOVE
ONTO HIM. SOLDIERS MAY ATTACK ELEMENACE ONLY WITH SPLASH
DAMAGE (SPEARS) AS NO MINIATURES CAN BE PLACED ON ELEMENACE.

TRIGGERING ELEMENACE

DURING PHaste 4 CADVANCE HORDE TRAYS), BEFORE YOU ADVANCE ANY OTHER
HORDES, ELEMENACE ACTS. DRAW THE FIRST CARD FROM ELEMENACE'S ACTION
DECK AND READ IT ALOUD, TRIGGERING ALL EFFECTS. THEN MOVE ELEMENACE
ONE SPACE. DISCARD ELEMENACE'S ACTION CARD AFTERWARDS.

Ir ELEMENACE'S ACTION DECK IS EMPTY, SHUFFLE ALL DISCARDED CARDS
TO FORM A NEW DECK.

IN ORDER TO WIN THIS SCENARIO, YOU HAYE TO DEFEAT ELEMENACE 4
TIMES. IF HE MANAGES TO ESCAPE EARLIER, YOU LOSE!

ELEMENACE LIFE CARD
CWITH SQUARES AND

NUMBER IN THE LOWER
RIGHT CORNER).

ELEMENACE ACTION CARD.
SETUP: puT THE “MAGIC” ACTION PUT ELEMENACE'S ACTION

CARD IN THE DISCARD. DECK BESIDE HIS LIFE DECK.

_ 3 PLaYers:
 2x Macte GuLo
1x DwARVEN BOMBARD
1x MiLITia BARRACKS

P

B8MBABD

!
oAk 1oy
r MILITIE
BARRACKS.




THE ELEMENTAL RIFT

SOME THINGS NEVER CHANGE. KINGDOMS WILL ALWAYS BE UNDER PRESSURE, AND HOTHEADS LIKE YOU WILL ALWAYS SEEK

FIGHTS TO PROVE THEMSELVES. SO.. READY TO BREAK SOME BONES AGAIN?

Ouxs

 VICTORY CONDITION

AT THE END OF THE ROUND, IF YOU HAVE DEFEATED 2 BOSSES, YOU WIN.

ALL PLAYERS IMMEDIATELY LOSE IF: ALL OF THE KINGDOM’S HEALTH IS

REMOVED, OR ALL SPAWN STACKS RUN OUT OF CARDS.

HEROES

You may use aL Hero ssiumies wirn €9 or €) € . Iv 4 came
WITH 1-2 PLAYERS, USE 2 ABILITIES PER HERO; IN A GAME WITH
3-4 PLAYERS, USE 1 ABILITY PER HERO.

TOWERS

ALL TOWERS ARE AVAILABLE.

ALL TOWER MODS ARE AVAILABLE.

E 1. SETTING UP HORDE STACKS :i:

HORDES

ToO PREPARE THE HORDES YOU FIRST NEED TO GROUP THEM.
THE GROUPS FOR THE HORDES IN THE GAME ARE:

- SPAWN STACKS

USING THE GATHERED HORDE CARDS, PREPARE THE SPAWN STACKS

AS SHOWN.

TOP OF THE
SPAWN STACK

g

ELEMENTAL
RIFT Carp

ELEMENTAL
RIFT Carp

CYCLONE
RIFT_CaArRD

ELEMENTAL
RIFT CarD

ELEMENTAL
RIFT CARD

ELEMENTAL
RIFT CARD

& ‘ (2 (=
h BOTTOM OF - e

THE SPAWN
STACK

Group A
8oss
Group C
Group D
Group D
Group E

Group G

Group C
Group 8
8oss
Group E
Group E
Group F

Group F

Group 8
GRroup A
Group E
Group D
Group F

Group G

o,
E 2. SETTING UP THE MAP |

Group A Group 8 Group C Group D
Wave O GREEN wave O YeLLow wave O Rep Wave 4 YeELLow
Wave 1 GREEN Wave 2 YeLLow Wave 2 Rep Wwave 6 YELLow
Wave 2 GREEN Wave 1 Rep Wave 1 YeELLow Wave 3 Rep

wave 4 Rep

wave S Rep

Wave 6 Reo

Growp F Growp G eV

Wae 8 GREEN  Wave 9 YeLLow CYCLONE

Wave 9 GREEN Wave 7 Rep R

Wave 7 YeLLow Wae 8 Rep Toy e
wave 8 YeLLow wave 9 Rep

e R
- ._.] '__“_' T, [__-7”_'”512
ﬁ_ﬂjl___“ ll [ ()
o ! ; )
81 FE T 85 810
a0

o
E 2. SETUP |

MIXING AND MATCHING WITH KINGDOM RusH: RIFT IN TIME
You CAN USE THE BOSS LIFE AND REFERENCE CARDS FROM
PORTAL STORM IN ELEMENTAL RIFT.

YOU CANNOT USE BOSSES FROM ELEMENTAL RIFT IN PORTAL STORM.

1. Ser up THE map 4s sHown.

2. PREPARE A BLOSSOM POOL BY TAKING 2 OF EACH OF THE
ELEMENTAL BLOSSOMS TOKENS CFIRE, FROST, EARTH AND
STORMD AND PUTTING THEM IN A PILE BESIDE THE TOWER
MARKET. DON'T PUT REGULAR MAGIC BLOSSOMS IN THS POOL.

Q. SEr 4sivE THE CHAMPION HORDE CARDS (C1, C2, C3, aND
CY) AS WELL AS THE EXTRA CARDS NEEDED FOR CHAMPIONS
CREFERENCE CARDS, PUMPKIN HORDES AND CHAMPIONS ACTION
DECK). CHAMPIONS MAY BE SUMMONED BY EVENTS IN THE
ELEMENTAL RIFT SCENARIO. SET THESE ALL ASIDE WITH THE
RIFT Boss REFERENCE CARDS CRIFT LEviaTHAN REFERENCE
AND RIFT ELEMENACE REFERENCE).

4, Prerare THE RIFT DECK: 5.
A. SET ASIDE THE RIFT CYCLONE CARD
Cwith “C”). &~

8. SET AsiDE THE RIFT BOSS LIFE CARDS, AND
THE RIFT BOSS REFERENCE CARDS (NOTE
FOR PLAYERS WHO HavE RIFT IN TiME: RIFT B8OSS
LIFE CARDS AND REFERENCE CARDS CAN HAVE
PORTAL STORM BACKS, AS YOU CAN USE BOSSES
FROM PORTAL STORM).
C. SHUFFLE THE REST OF RIFT CARDS.
D. PrReEPARE THE RIFT DECK AS SHOWN, PUTTING
THE CYCLONE AS CARD 3.
E. RIFT BOSS LIFE CARDS WILL BE USED TO MAKE HORDE STACKS.
F. RIFT BOSS REFERENCE CARDS WILL BE USED ONLY IF THAT
B0OSS APPEARS FROM THE HORDE STACKS. KEEP THEM WITH THE
CHAMPION CARDS IN CASE THEY ARE NEEDED!

5. Prerare Horoe Groups.

THE ELEMENTAL RIFT SCENARIO USES RANDOMLY SET UP HORDE
STACKS. THESE STACKS ARE DRAWN FROM HORDE GROUPS.
TAKE ALL OF THE HORDE CARDS YOU HAVE AND ORGANIZE THEM
INTO THE FOLLOWING GROUPS. THEN, SHUFFLE THE HORDE CARDS
WITHIN EACH GROUP. THEN PREPARE THE HORDE STACKS AS
SHOWN ABOVE, E.G. PUTTING RANDOM CARDS FROM GROUP A
AT EACH A IN A HORDE STACK.

6. Take THE RIFT Boss LIFE CARDS (THESE MAY HAVE THE PORTAL
STORM CARD BACK). THESE ARE SHUFFLED TOGETHER AND ARE
USED TO FILL THE TWO “BOSS” SLOT OF THE HORDE STACKS.

ISETLPTHEHORDESTACKSUSINGWEGROUPS.

N
| 4, NEW RULES |
L r

BLOSSOM REGROW

AFTER HORDES ADVANCE, REMOVE EACH USED BLOSSOM
THAT IS IN PLAY AND REPLACE IT WITH 1 CHOSEN BLOSSOM
FROM THE BLOSSOM POOL (IF THERE ARE ANY LEFT)D.

1x ARCHER TOWER 1x DWARVEN ARTILLERY
1x MaAGE GUILD 1x MILITIA BARRACKS

-
1x ARCHER TOWER 1x DWARVEN ARTILLERY
1x MAGE GUILD 1x MILITIA BARRACKS

+ 2x LEVEL 2 TOWERS OF THE TEAM’S CHOICE _l

:
&y

e e T
LGOI 2]
- “”uolcz" (o)

J

1x ARCHER TOWER

1x MaGe GuILD

1x DWARVEN ARTILLERY
1x MILITIA BARRACKS

-
£

.

E CARDFIeEouR 1)




W : | SCENARIO 10 |

%‘.—& B REA 2 o, ~
1G4 I2)/”, 4 2 POO A
O PCRA O AN 2 ) 74
A¥ Th. A T p AROLND OLD O OR A4 “Do yoU FEEL THAT WIND? WHERE /S IT COMING
2r7
| SCENARIO 2 | | SCENARIO 7 | e Ty 7 e prauP
o 4 S & oLA AITAM  AND 0 o . PLACE THE CYCLONE AT SPAWN POINT 1. THE CYCLONE
DOES NO o ROUND. YO o DOES NOT MOVE THIS TURN.
B D A D O ROUND
A DO 4 »; P, O

THE CAVE RUMBLES, THEN SUDDENLY THE VOLCANO ORD AND YO
EXPLODES. FROM THE VOLCANO'S SMOKE, MORE
HORDES EMERGEY

OUR ALLIES ARE SEEMINGLY OVERWHELMED 8Y
HORDES. WE SHOULD GIVE THEM A CHANCE TO

DISPELLING THE CYCLONE;

IMMIEDATELY AFTER BRUXA PERFORMS HER
SECOND RiTuAL, REMOVE THE CYCLONE
FROM PLAY.

CATCH A BREATHI

PLACE SPAWN TOKEN 4 ON TOP OF
THE LAVA POOL. HORDES FROM SPAWN
STACK 4 SPAWN INTO THE 4-waYy
INTERSECTION. SPAWN ANOTHER
HORDE FROM THIS STACK AND ONE
FROM STACK 4.

SAND WARRIORS LOSE PROTECTION UNTIL THE END OF
THIS ROUND.

| SCENARIO 11 |

L i

| SCENARIO4 |

1 F. 3

A

A

OUR SOLDIERS ARE PETRIFIED WITH FEAR. THE ENEMY t = 4 A STORM IS GATHERING OVER OUR HEADS...
S SR RS A PLACE THE CYCLONE AT SPAWN POINT 1.
THIS ROUND, CHAMPIONS DO NOT DRAW A CARD FROM ‘
THEIR ATTACK STACK; THEY SIMPLY ATTACK. B
O O KO 4 o,
B 0 8LO % 2 wa T HEROES, BRACE YOURSELVES! THE HARDEST
0 45 2P D ATER AND BE o MOMENT 1S YET TO COME!

W55 65 €2 D WY B ED O W) Lo W SIS G2 TS S TER EVERYWHEK AT THE END OF THIS ROUND: DEAL 1 DAMAGE TO EACH
PUT AN ADDITIONAL TENTACLE ON THE BOARD, FOLLOWING “ oD i) STBET L i HERO ADJACENT TO THE Lava POOL OR THE MURKY
THE USUAL RULES. IN A 3- OR Y- PLAYER GAME, PUT 2 RDES Ve 10 A ONGER FATH NG POND. THEN, REMOVE THE POOL AND THE POND FROM
ADDITIONAL TENTACLES. DLA AITAM ON THE MURKY POND, HE DOES NO PLAY. TENTACLES IN PLAY REMAIN, BUT THEY ARE NO

ROUND. A R HORD RA) ARE DESTROYED O LONGER PLACED AFTER HORDES ADVANCE.
R FOND 0, P, O R R D
ORD R @, OR RD O F O
&_‘l l,a. A AND A (R O PLA POND c
|\ SCENARIO S | r'e D o) AVED n RECARDLESS O THE STORM FINALLY DISSIPATES. FORWARD,
& S oL AVER CO - oy POND ALO . DEFENDERS OF LIMIREAY

REMOVE THE CYCLONE FROM PLAY. SPAWN ANOTHER
CARD FROM THIS SPAWN POINT.

A

THE GRASPING TENTACLES WRITHE ON THE GROUND. ey
WHATEVER THEY GRAB STRUGGLES TO ESCAPE. m =
THE SMALL QUAKES CALISE THE FOUINDATIONS OF
WEAKER TOWERS TO COLLAPSE.

| SCENARIO 12 |

% &

UNTIL THE END OF THE GAME, FOR EACH TENTACLE
YOU CANNOT PLACE, CHOOSE AND RETURN ONE LEVEL s
1 TOWER TO THE SUPPLY CIF YOUu CAN). You CAN'T [Q
CHOOSE A TOWER BLOCKED BY THE TENTACLE. i

A

“THE BLOSSOMS SEEP UP THE ELEMENTAL ENERGY
RADIATING FROM ELEMENACE AND REGROW.”

REGROW ALL BLOSSOMS.
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