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Welcome to Arydia! This game is a cooperative adventure that will 
have you and up to three friends exploring the world of Arydia. The 
game can be played over any number of sessions and is designed for 
you to quickly save and store the game between sessions. This guide 
is here to help you learn the rules of the game in a natural way by 
playing through an introduction. There is a rulebook that contains the 
full rules, which you can reference later as needed.
Arydia is full of secret components and surprises, so don’t open or 
get anything out of the box unless instructed to do so! 

A Game by Cody Miller
Developed with Ira Fay

Artwork by Mr. Cuddington 
Graphic Design by Philipp Ach

Play Space

Quick Start GuideQuick Start Guide

First, place the 3 punchboards nearby for punching tokens and items 
as needed. Then, get out these components needed to start:

● Set out the Worldmap (The Basin), Party token, and Mode token
(Adventure side up).

● Set out the XP and Event tokens.
 ● Set out the three card indexes, removing the lids.
 ● Set out the four Area Map boxes (BIG, MED, SML, LNG).
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These steps only need to be done the very first time 
you set up the game.

 ● Get the 22 card dividers and insert them into
the respective card indexes using the Divider
Guide on the right (on the right side of this
page). Place one  (Banished) card divider at
the back of each index.

● Get the 8 map dividers (2 of each map size)
and insert them into the respective boxes
using the Divider Guide.

Now you’re ready to begin the game!

a

b

Welcome!Welcome! SetupSetup

Any other topic

A

<smooth mustache>“Hmmm, that seems to fall
outside my recollection!”

NPC-0

A weatherbeaten man stands here, watching
exiles practice. He turns to you as you approach.

Demeanor:Gruff
Actions: Rubbing hands

Human – Man

Guild Leader, Thades Guild Leader, Thades

“After all that training, the day has arrived. Time to
get out there and do the Guild proud. If you want

a little warm up before you go hunting Squills, you
can fight the Practice Dummy one more time. Let

me know when you‘re ready to leave.”

Guild

Practice DummyLeave

Squills

Any other topic
“Not sure about that, but you best get a move on if
you want to get any Squills this side of the Basin!“

NPC-0 C

Demeanor:Gruff
Actions: Smooth Mustache

Quirk: Deep Voice

Human – Man

Guild Leader, Thades Guild Leader, Thades

Rumors Location / Camp

Uplands

A weatherbeaten man is here, hefting an axe and
splitting firewood.

“Ahh, it’s good to see you again, friends! Welcome to
the Uplands! I hope you like this new location for
the guild camp! You should know, I heard a strange

rumor from the nearby town. ”
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Insert DividersInsert Dividers
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InactiveInactive

InactiveInactive

BIG-0

FOE-01

X

SML-0

AMED-0

ActiveActive

InactiveInactive

InactiveInactive

ActiveActive

b

Divider Guide
Place the Active divider directly in front of the first 

Active card/map (e.g. POI-1 A , or THR-1 ). 
Place the Inactive divider directly in front of the first 

Inactive card/map (e.g. POI-6 B , or THR-13 ) 
according to the chart below.

The Active / Inactive decks come pre-sorted in 
ascending order. Note: the numbering of IDs is 
non-sequential, there are intentionally gaps in 

ID numbers.

All cards

Active Inactive

IDs 1-12

None

IDs 1-3

All other cards

All cards

All other cards

No Inactive deck

Card States
Most cards/maps are identified by their ID
 followed by their state. Many cards/maps 
have multiple states, with only one state 

active at a time.

NPC
POI

KEY
EVT

BIG
MED

SML
LNG

JOB

TRV

DAY

THR

FOEREF

All IDs with 
state A

All IDs with 
states B , C , 

D , etc.

 ID

 ID

 State  State

This Quick Start Guide takes around 30 
minutes per player to complete. The 
game can be saved after completing.
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Warning: Each index is filled with pre-sorted cards. DO NOT change the order of the cards or look through them unless instructed to do so!

Warning: Do not look through cards, maps, chests, 
or other components unless instructed to do so! 

Cards and Indexes

ComponentsComponents

AEVT-000DawnDawn

Flip HEX-E2  and place Party token on it.
Then  this card. 

You won’t be alone in the hunt - other exiles 
will be competing for pardons as well. The laws 

stipulate that exiles may band together in parties 
no larger than 4 members, pooling resources to 

gain a group pardon. You think it’s time to size up 
the competition, and maybe find some allies…

Each year, emissaries are dispatched to a chosen 
region, distributing wooden coins to the local 

inhabitants. These coins, called Squills, hold no 
value, but they are the only way for the banished 

to receive a pardon. Exiles must prove their 
worth: Collect the most Squills by harvest, and 

you can return home.

A

Each player now chooses a Path and creates a 
character (see the Quick Start Guide). 

Once each player has finished: 

DawnDawn

EVT-000

“...the paths we dare tread.” The words echo in 
your mind. You blink back sleep as dawn pours 
into your threadbare tent. Exile isn’t nearly as 

romantic as it sounds. Today is the great thaw - 
the hunt should start soon. With a little luck, your 

training will pay off, and you’ll be home before 
harvest.

The last two weeks have been grueling, but your 
mind and body have begun to toughen. You affix 
the brass pin to your chest and think about the 

path you‘ve chosen...

Hunger: Each exile pays 1  then .
If you don’t pay, go to Famished.

Famished:  Exhaust this token then .  
If it’s already exhausted, go to Starving.  
(While Travel tokens are exhausted, you cannot  
enter unexplored hexes.)

Starving: Add 1 copy of THR-90  to the bottom 
of the Threat deck then . If there are no 
copies left to add, each exile -2 . TRV-1

A Mite PeckishA Mite Peckish

You enjoy your travels, taking in the sights.

You‘re so hungry you need to take a break and eat 
some food!

FAQ
Q: Can I wear armor from other Paths? 
A: No. Path armor can only be worn by exiles who chose 
that path.

Q: Are left and right worn locations interchangable? 
A: No! You may only wear armor on the exact indicated 
worn location.

REF-1

Head Right Arm + Hand Left Shoulder

Legs + Feet Chest

Worn Location ExamplesPrerequisites: None (for Pathless armor) or the 
appropriate Path (for Path-specific armor).

You may equip armor items on the
indicated worn location(s) of your body.

Armor has two stats:
 Durability: The number of hits this item can 

block before being useless and needing repair.
 Defense: The amount of damage the item 

blocks, when you are hit in this location.

If your armor is hit and has fewer Wear tokens 
than its durability, you must reduce the incoming 
damage by the defense value and add a Wear 
token to it. If the armor has maximum Wear 
tokens, it can’t block any more damage.

Resting doesn’t repair armor; you must repair it at 
a Smithy in town or use an appropriate skill.

Protective gear meant to keep 
incoming danger at bay.

Item
ArmorArmor REF-1

 You may spend 1  and try again.

One time only, gain: KEY-0 . 

Search

POI-0 A

You look around and...

Sounds
You hear the dull thuds and clangs of other exiles 

practicing just outside in the field, though the 
sounds are muffled by the thick bush.

Tracks

You see a pair of tracks leading deeper into the 
cave. Though it‘s quite dark in here, you think you 

could search for where the tracks end.

Small CaveSmall Cave

You find nothing...

You search and find something of note. 

5INT

Any other topic
You find yourself distracted looking around the 

dark cave.

A

Small CaveSmall Cave

Sounds

Tracks

POI-0

You find yourself in a small cave. You can still 
make out some sounds coming from outside. It 
doesn‘t seem like anyone has been back here for 

a while, but there‘s some sort of tracks here in 
the dirt.

Guild Leader, ThadesGuild Leader, Thades ANPC-0

“The Guild was established as a means for exiles 
to prove their value, in order that they might earn a 

pardon and return home. To this end, guild members 
work hard for the locals, who give them Squills.”

Guild

Squills

Practice Dummy
“I was working on a more powerful dummy, one that 

would really challenge you, but it‘s gone missing.
Anyway, the old one still works fine. When you‘re 

ready, head up to the field and I‘ll get you going!” 

“Squills are small wooden coins, given to exiles in 
exchange for help. Your goal is to collect the most 
Squills by harvest, in order to receive a pardon.”

Yes: Draw: EVT-1 No:

Leave
“You sure you‘re ready to start the hunt?”

Any other topic

A

<smooth mustache>“Hmmm, that seems to fall 
outside my recollection!”

NPC-0

A weatherbeaten man stands here, watching 
exiles practice. He turns to you as you approach.

Demeanor: Gruff 
Actions: Rubbing hands

Human – Man

Guild Leader, ThadesGuild Leader, Thades

“After all that training, the day has arrived. Time to 
get out there and do the Guild proud. If you want 

a little warm up before you go hunting Squills, you 
can fight the Practice Dummy one more time. Let 

me know when you‘re ready to leave.”

Guild

Practice Dummy Leave

Squills

All  on this card.

JOB-1

Travel to The Sward. While there, you may 
spend 1  to search for burdroot:

Place 1  on this card for each success, up to 
3  maximum. You may search as many times 
as you wish, if you can pay the .

Return to Felsworn Village and claim reward, 
add JOB-14  to the Job deck, then  this 
card.

Success! Burdroot found!

“My supply of burdroot is running low, and I can’t 
make my tea without it! It’s not difficult to find; 

look for yellow flowers growing out on The Sward. 
I just need you to bring me a basket full!”

Gather BurdrootGather Burdroot

12WIS

THR-

1

THR-1

1

FOE-0

Practice DummyPractice Dummy Mob

3

1/2

Practice DummyPractice Dummy

FOE-0

LVLLVL

00

A practice dummy rolls around here, making 
exaggerated gestures of attack and defense.

Mob

1x FIG-0
Normal Size

Guild Leader, Thades

KEY-0Advanced DummyAdvanced Dummy A

Keep this card in the Party Inventory until you 
find a card with the exact text:

Guild Leader, Thades

Then draw: EVT-0

In a cave near the exile’s camp, you discover the 
broken remains of a practice dummy. Unlike the 
normal dummy, this one looks cunningly crafted.

A KEY-0

It is a wonderful day for adventuring! You feel the 
sunshine warm you as a gentle breeze caresses 

your face.

A Beautiful DayA Beautiful Day

No special rules.

DAY-1

3 Card Index boxes with 22 dividers

165 NPC cards
NPC

34 Job cards
JOB

54 Threat cards
THR

203 Foe cards
FOE

188 Key cards
KEY

13 Day cards
DAY

292 Event cards
EVT

70 Travel cards
TRV

20 Rules cards
REF

140 Point of Interest cards
POI

1 Cart token

1 Chest token

Tokens/cubes are unlimited. If you run out, use substitutes.

3 Travel tokens (wooden)

1 Worldmap “The Basin”
(triple-layer)

1 Party token (metal)
1 Threat, 1 Combo tracker 

cubes (plastic)

1 Threat/Combo Tracker
(dual-layer)

1 Mode token 
(double-sided)

4 Map Index boxes, 8 Dividers (2 of each size),
330 Maps (75 BIG, 87 MED, 95 SML, 73 LNG)

10 ‘Silver’ 5  Kae 
tokens (metal)

5 ‘Gold’ 20  Kae 
tokens (metal)

25 ‘Copper’ 1  Kae 
tokens (metal)

The Divider Guide shows you where 
to insert the card dividers.

4 Hit Dice

8 Straw Pathless items

40 Armor cubes
(plastic)

80 Wear tokens
(plastic)

80 Wound tokens
(plastic)

5 Event tokens

1 Pathless Chest  
pre-filled with Pathless Items

48 Mastery tokens 
(double-sided)

1 Replica Squill 
(wood)

3 Glyph tokens

36 XP tokens  
(16 1/3xp, 12 5/10xp, 8 25/50xp)

8 Foe Base Rings

6 Path Base Rings
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These items are only used in the Quick Start Guide. Green Legacy 
components. Do not open 
until instructed to do so!

Character Components

27 Path ‘Practice’ Items 
(4 or 5 per Path)

22 Name tokens
(double-sided, 4 are blank 
you can write your own.)

9 Character portraits
(double-sided,

1 per Character)

9 Character tokens 
(1 per Character)

9 Character skills 
(1 per Character)

6 Title tokens

12 Starting Skills
(2 per Path)

1 Equipment mat
(6 total)

1 Character mat
(6 total)

1 Skill Tree mat
filled with Skill tiles 

(6 total)

120 Attribute tokens
(double-sided)

6 Rank tokens
(1 per Path)

12 Stat cubes

20 Level tokens
(double-sided)

1 20-sided die (d20)  
(6 total)

6 Path Tuckboxes

6 Path Slipcases

15  Marker cubes 
(90 total)

6 Path Chests 
pre-filled with Path Items (1 chest per Path)

6 Path bodies  
(pre-painted, 1 per Path)

18 Character heads (pre-painted,  
2 per Character)

2 Normal Action tokens
 (12 total)
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These hardy combatants are These hardy combatants are 
no stranger to battle; having no stranger to battle; having 
lived their lives in pursuit of lived their lives in pursuit of 

perfecting their martial prowess perfecting their martial prowess 
and tactics. and tactics. A single shout from A single shout from 

a Warrior can turn the tide of a Warrior can turn the tide of 
battle. battle. With a shield in hand and With a shield in hand and 

armor on their back, Warriors armor on their back, Warriors 
excel at being in the center of excel at being in the center of 

combat. combat. 

The sword and spear are used for 
devastating melee attacks.Weapon

Stances allow the warrior to gain 
various advantages.Stance

Warriors can absorb damage as well 
as dish it out.Shield

Powerful shouts that alter the course 
of battle.Shout

Physical and mental training is of 
great value.Martial

1 Skill Tree card 
(6 total)

FAQ
Q: How does the check work? 
A: Each of the numbers are thresholds, not exact 
targets. Any result of 2 or higher reaches the first 
threshold of damage (though a natural 1 is always a 
failure). Since the next threshold is 12, a result of 12 or 
more will yield both the first and second thresholds of 
damage.

Q: Do I automatically miss if I roll a natural 1 on the 
d20? 
A: Yes, and it can’t be increased. But, if you have an 
ability that rerolls a result, you could reroll it.

WAR-1

Prerequisites: Only exiles playing Path of Valor may 
use this item.

Item

WAR-1

A trusty armament to
deliver justice to your foes. 

SwordSword

This is a Held item, usable in either hand.
Action - Basic Attack 
Cost: None
Target a foe in the shown square 
(rotating the grid is acceptable).
Check STR , then damage that foe accordingly.

17 Rules cards 
(102 total)

1 Minor Action token
 (6 total)

HumanCheck 1 Stat each Level

Check 1 Attribute each Level

EVT EVT EVT

HP 4 5 6 7 8 9 10 12 14 16 18

MP 2 3 4 4 5 5 6 6 7 7 8

SP 1 2 3 4 4 5 5 6 6 7 8

STR 1 2 3 4 5 6 7 8 9 10 10

DEX 1 2 3 4 5 6 7 8 9 10 10

INT 1 2 3 4 5 6 7 8 9 10 10

WIS 1 2 3 4 5 6 7 8 9 10 10

CHA 1 2 3 4 5 6 7 8 9 10 10

END 1 2 3 4 5 6 7 8 9 10 10

XP Cost: 3 5 7 10 15 20 25 36 45 50
LVL 0 1 2 3 4 5 6 7 8 9 10

Humans can be found in 
every corner of Arydia. They 

explore, create, and seek 
knowledge eagerly. Humans 
are the predominate builders 

of towns and cities like the 
great city of Cerune, which 
was your home before you 

were exiled.

PC
-H

U

When you choose this character:
Take Character skill SKL-HU , Rules card SKL-HU ,  
Character token PC-HU , and matching portrait.

HumanHuman

9 Character cards
(1 per Character)

24 MAX Stat tokens
(4 sets of 6 tokens)

2 Shield tokens
(Path of Valor)

1 Alert token, 6 Trap tokens, 1 Poison token
(Path of Shadow)

8 MAX RP tokens
(4 sets of 2 tokens)

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR
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12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

Reaction

After an exile rolls a d20: 
Pay  to reroll, using the 

highest result instead.

ResourcefulResourceful

3

1/2

Practice DummyPractice Dummy

FOE-0

LVLLVL

00

A practice dummy rolls around here, making 
exaggerated gestures of attack and defense.

Mob

1x FIG-0
Normal Size

AMED-0

You see a small clearing where the ground has 
been well worked by exiles practicing all forms 

of combat.
“All right, you’re next!”

You walk over and take your place. Thades 
starts the practice dummy. It wheels out from 

around the pond, and it begins to wobble 
towards you!

Practice Field

Start this combat on any space adjacent to  
starting point X .

1 Quick Start Guide
(what you’re reading 

now!)

6 Combat Examples
(1 per Path) 2 FIG boxes (50+ pre-painted 

miniatures hidden inside) Slipcase with 3 Dossiers  
(dual-layer)

Each Path Slipcase contains three mats.

Each Path Tuckbox contains:

2 Legacy boxes  
(Component list inside)

3 “MED-CE” maps
(included in the 
87 MED maps)

3 “FOE-CE” cards
(included in the 203 FOE cards)

4 Dummy tokens
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•  Draw EVT-000 from the Active Event deck. Read the first two blue 
Narration text boxes out loud, as well as the red Rules text. The 
rules direct you to choose your path.

•  Collect each Path card from its tuckbox. Read each description and 
choose a path, taking the matching slipcase and tuckbox.

•  Follow the Path Setup rules on the back of the chosen path’s 
slipcase, then return here.

•  Get the Character cards from REF  in the Index. Choose a 
Character card and take the matching Character portrait, Character 
token, and Character skill + Rules card.

 ▪ If you have the Epic Hunt expansion, get out the alternate 
Character skills / Rules cards now.

•  Place the Character portrait, Character skill, and Character token 
face up in the corresponding places on your Character mat.

•  Get the MAX Stat tokens and Stat cubes. Referencing the back of 
your Character card, place each MAX token into your Equipment 
mat so that your character’s maximum HP / SP / MP value 
is revealed. Then set the Stat cubes on the maximum values. (e.g. 
if your character has 4 HP, place the MAX HP token covering 5-6, 
with the 4 revealed, then place the cube on the 4.)

•  Get the Attribute tokens. Referencing the back of your Character 
card, place your three starting Attribute tokens into the attribute 
slots of your Character mat.

•  Choose a Name and starting Title, and place them into the name 
and title slots of your Character mat.

•  Create your miniature by combining the Path body miniature with 
your chosen character’s head miniature (matching the portrait)

 ▪ If you have the Small Bodies expansion, you may use an 
alternate small body for your character instead.

Note: Each player must have a unique path and character (e.g. you 
cannot have two Elf characters or two ‘Path of Valor’ characters).

1

2

3

4

5

6

7

8

9

Character CreationCharacter Creation

A

Each player now chooses a Path and creates a 
character (see the Quick Start Guide). 

Once each player has finished:    

DawnDawn

EVT-000

“...the paths we dare tread.” The words echo in 
your mind. You blink back sleep as dawn pours 
into your threadbare tent. Exile isn’t nearly as 

romantic as it sounds. Today is the great thaw - 
the hunt should start soon. With a little luck, your 

training will pay off, and you’ll be home before 
harvest.

The last two weeks have been grueling, but your 
mind and body have begun to toughen. You affix 
the brass pin to your chest and think about the 

path you‘ve chosen...
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Reaction

After an exile rolls a d20: 
Pay  to reroll, using the 

highest result instead.

ResourcefulResourceful

Reaction

When your  is reduced to 0: 
Pay  to set  to 1 instead.

HardyHardy

Reaction

When attacked: 
Pay  to gain +2

for that attack.

NimbleNimble

Reaction

When you are moving: 
Pay  to treat difficult borders 

as normal borders and +3 .

LightfootLightfoot

Reaction

 After being attacked:  
Pay  to reduce  by 2 and 2 .

LightheartLightheart

Free

Pay  to gain +1
vs. all attacks until the
start of your next turn.

StoneskinStoneskin

DependableDependable

Pay  to gain 2 .

Free

Action

Pay  to gain 1 ,
then refresh all Travel tokens.

EnduringEnduring
Req. Out of Combat

Reaction

When using a skill:
Pay  to reduce its cost

by up to 2 .

MysticMystic

AuriAuri TippyTippy GroffGroff

NyldNyld

the Nervousthe Nervous

SlakeSlake

the Hungrythe Hungry

SkitchSkitch

the Clumsythe Clumsy

EstmorEstmor

the Silentthe Silent

CeildarCeildar

the Pluckythe Plucky

GipGip

the Gruffthe Gruff

   1  1  

   
 

Weak HelmWeak Helm

   1  1  

   
 

Greasy CuffGreasy Cuff

   1  1  

   
 

Rotting CuffRotting Cuff

   1  1  

   
 

Damp GloveDamp Glove

   1  1  

   
 

Moist GloveMoist Glove

   1  1  

   
 

Moldy ShoesMoldy Shoes

  1 Minor

   
 

Chipped Chipped 
PotionPotion

    1 Minor

  

Old KnapsackOld Knapsack

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
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12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai
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ENDENDEND

Practice Practice 
ShortbowShortbow
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Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian
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SootherSoother

ScoutScout

ScholarScholar
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Tanto attack.
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1 Gutsy DashGutsy Dash
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Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor
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Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1
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Tanto attack.
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1 Gutsy DashGutsy Dash
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 Anthem of VigorAnthem of Vigor
 Req: Lute Minor
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Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
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Req. Shield
Shield ChargeShield Charge1
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Prerequisites: Human

ResourcefulResourceful
You can make the best of any situation, 

no matter how dire.
Character
Skill

SKL-HU

HumanHuman

Reaction 
Cost: 1
When an exile rolls a d20: 
(after the roll but before resolving it)
That exile rolls again and uses the highest result 
instead.

 Refresh : On rest.
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ng
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O
rc

Fa
e

Fa
e

Reaction

After an exile rolls a d20: 
Pay  to reroll, using the 

highest result instead.

ResourcefulResourceful

Reaction

When your  is reduced to 0: 
Pay  to set  to 1 instead.

HardyHardy

Reaction

When attacked: 
Pay  to gain +2

for that attack.

NimbleNimble

Reaction

When you are moving: 
Pay  to treat difficult borders 

as normal borders and +3 .

LightfootLightfoot

Reaction

 After being attacked:  
Pay  to reduce  by 2 and 2 .

LightheartLightheart

Free

Pay  to gain +1
vs. all attacks until the
start of your next turn.

StoneskinStoneskin

DependableDependable

Pay  to gain 2 .

Free

Action

Pay  to gain 1 ,
then refresh all Travel tokens.

EnduringEnduring
Req. Out of Combat

Reaction

When using a skill:
Pay  to reduce its cost

by up to 2 .

MysticMystic

AuriAuri TippyTippy GroffGroff

NyldNyld

the Nervousthe Nervous

SlakeSlake

the Hungrythe Hungry

SkitchSkitch

the Clumsythe Clumsy

EstmorEstmor

the Silentthe Silent

CeildarCeildar

the Pluckythe Plucky

GipGip

the Gruffthe Gruff

   1  1  

   
 

Weak HelmWeak Helm

   1  1  

   
 

Greasy CuffGreasy Cuff

   1  1  

   
 

Rotting CuffRotting Cuff

   1  1  

   
 

Damp GloveDamp Glove

   1  1  

   
 

Moist GloveMoist Glove

   1  1  

   
 

Moldy ShoesMoldy Shoes

  1 Minor

   
 

Chipped Chipped 
PotionPotion

    1 Minor

  

Old KnapsackOld Knapsack

Soothing melodies that bring health 
and energy.Hymn

The tongue can make peace or start 
a war.Wit

Battle-knowhow, for when you aim 
to misbehave.Ruckus

Set fire in your allies, and fear in your 
foes with music for battle.Dirge

Make an entrance, then get out 
before you’re missed.Hustle

Be it a rowdy dirge or soothing Be it a rowdy dirge or soothing 
hymn, Bards are always ready to hymn, Bards are always ready to 
perform. If their quick wit falls perform. If their quick wit falls 

short, they resort to causing short, they resort to causing 
a ruckus on the battlefield. a ruckus on the battlefield. 

Believing a band is better than Believing a band is better than 
a solo show, Bards look to offer a solo show, Bards look to offer 

support to allies and disrupt support to allies and disrupt 
foes with both lyric and chord.foes with both lyric and chord.

A mage is never without their  
forked wands.Tines

Combining the arcane with the 
mundane for incredible effect.Estoc

Bring forth the very elements to do 
your bidding.Element

Time and place can be manipulated, 
for those who can perceive.Chrono

All manor of learning can be gained 
through tomes and dedication.Research

Tines in hand, Mages attuned Tines in hand, Mages attuned 
to the arcane can strike from to the arcane can strike from 

a distance using elemental a distance using elemental 
powers. Mages slash with powers. Mages slash with 
magically enhanced estocs magically enhanced estocs 

while while drawing mana from their drawing mana from their 
ledgers. Unrivaled at battlefield ledgers. Unrivaled at battlefield 
control, they displace creatures, control, they displace creatures, 

and even manipulate reality and even manipulate reality 
itself.itself.

A keen eye and a steady hand give 
rangers incredible feats of accuracy.Bow

The animals that tread this land have 
much to teach those willing to listen.Stride

As the wolf hunts its prey, the agile 
ranger stalks their quarry.Hunting

At home in the wilds, a ranger learns 
the ways of the land.Survival

A predator has need of teeth, sharp 
and lethal.Knife

Rangers of the wilds stride Rangers of the wilds stride 
with knife in hand, letting no with knife in hand, letting no 
terrain slow them. With an terrain slow them. With an 

arrow nocked in their bow, these arrow nocked in their bow, these 
hunters are unrivaled at long hunters are unrivaled at long 
distance combat. Survivalists distance combat. Survivalists 

at heart, Rangers have learned at heart, Rangers have learned 
from bird and beast how to live from bird and beast how to live 

in harmony with nature.in harmony with nature.

Contend with decay through the 
healing arts.Healing

Some days can be dark, pursue 
wisdom and seek the light.Study

Fight back the darkness and 
illuminate all.Luminosity

Thy stave, which guides and 
corrects the bent and broken.Staff

The mind is a formidable weapon, 
wield it with wisdom.Tactics

When darkness looks to gain a When darkness looks to gain a 
foothold, Clerics are there with foothold, Clerics are there with 
staff in hand to illuminate the staff in hand to illuminate the 

world. With a mastery over the world. With a mastery over the 
healing arts, allies can feel safe healing arts, allies can feel safe 
should they suffer any injury. A should they suffer any injury. A 

Cleric’s understanding of tactics Cleric’s understanding of tactics 
makes them well suited for any makes them well suited for any 

position on the battlefield.position on the battlefield.

Never heard and rarely seen, Never heard and rarely seen, 
these masters of stealth are these masters of stealth are 

ruthless in combat. Equipped ruthless in combat. Equipped 
with a variety of traps and with a variety of traps and 

tools, Rogues never shy away tools, Rogues never shy away 
from using devious tricks. from using devious tricks. 

While hidden, Rogues look for While hidden, Rogues look for 
openings to strike fatal blows, openings to strike fatal blows, 

then slink back to the shadows.then slink back to the shadows.

Silence is the language of shadow, 
speak it well and you will thrive.Stealth

Implements that elevate us beyond 
the measure of mortal beasts.Tools

Cold steel, sharp and flashing in the 
darkness.Blades

No mystical force, just simple tricks 
and nonsense.Tricks

You care not for honor, but seek the 
quickest path to victory.Vials

These hardy combatants are These hardy combatants are 
no stranger to battle; having no stranger to battle; having 
lived their lives in pursuit of lived their lives in pursuit of 

perfecting their martial prowess perfecting their martial prowess 
and tactics. and tactics. A single shout from A single shout from 

a Warrior can turn the tide of a Warrior can turn the tide of 
battle. battle. With a shield in hand and With a shield in hand and 

armor on their back, Warriors armor on their back, Warriors 
excel at being in the center of excel at being in the center of 

combat. combat. 

The sword and spear are used for 
devastating melee attacks.Weapon

Stances allow the warrior to gain 
various advantages.Stance

Warriors can absorb damage as well 
as dish it out.Shield

Powerful shouts that alter the course 
of battle.Shout

Physical and mental training is of 
great value.Martial

Orcs of the eastern fens 
have a strong tradition of 

competition and all manner 
of fair sport. In the east, Orcs 
shun ridden mounts. You are 

no stranger to traveling by 
foot, as was the rest of your 

village from whence you came.

PC
-O

R

When you choose this character:
Take Character skill SKL-OR , Rules card SKL-OR ,  
Character token PC-OR , and matching portrait.

OrcOrc

PC
-FE

When you choose this character:
Take Character skill SKL-FE , Rules card SKL-FE ,  
Character token PC-FE , and matching portrait.

The most diverse people of 
Arydia, Felish can be large or 

small, dark or light, and every-
thing in-between. Amongst 
Felish, your family and size 

often determine your station. 
As a small lowborn Felish, 

things haven’t changed much 
now that you’re an exile.

FelishFelish

PC
-SL

When you choose this character:
Take Character skill SKL-SL , Rules card SKL-SL ,  
Character token PC-SL , and matching portrait.

Slynn culture is built on pride, 
cunning, and intrigue. The 

Slynn hold their ancestors in 
high regard, perhaps because 
at their final rest they do not 

decay, but instead, petrify into 
once-living statues. Unlike 
you, most seldom leave the 

heat of the southern deserts. 

SlynnSlynn

The Fae call themselves kin to 
fire and spark. Perhaps, long 
ago, they had a homeland as 
some still claim; alas, none 

living have seen it. As part of 
this scattered people, trying 
to preserve what remains of 
their lost culture, you are no 

stranger to exile.

When you choose this character:
Take Character skill SKL-FA , Rules card SKL-FA ,  
Character token PC-FA , and matching portrait.

PC
-FA

FaeFae

HumanCheck 1 Stat each Level

Check 1 Attribute each Level

EVT EVT EVT

HP 4 5 6 7 8 9 10 12 14 16 18

MP 2 3 4 4 5 5 6 6 7 7 8

SP 1 2 3 4 4 5 5 6 6 7 8

STR 1 2 3 4 5 6 7 8 9 10 10

DEX 1 2 3 4 5 6 7 8 9 10 10

INT 1 2 3 4 5 6 7 8 9 10 10

WIS 1 2 3 4 5 6 7 8 9 10 10

CHA 1 2 3 4 5 6 7 8 9 10 10

END 1 2 3 4 5 6 7 8 9 10 10

XP Cost: 3 5 7 10 15 20 25 36 45 50
LVL 0 1 2 3 4 5 6 7 8 9 10

HumanHumanDwarfDwarfFelishFelish

ElfElfLunariLunariSlynnSlynn

HalflingHalflingOrcOrcFaeFae

Reaction

After an exile rolls a d20: 
Pay 

 to reroll, using the 
highest result instead.

Resourceful
Resourceful

Reaction

W
hen your 

 is reduced to 0: 
Pay 

 to set 
 to 1 instead.

H
ardy

H
ardy

ReactionW
hen attacked: 

Pay 
 to gain +2

for that attack.

N
im

ble
N

im
ble

Reaction

W
hen you are m

oving: 
Pay 

 to treat diffi
cult borders 

as norm
al borders and +3

.

Lightfoot
Lightfoot

Reaction

 After being attacked:  
Pay 

 to reduce 
 by 2 and 2

.

Lightheart
Lightheart

Free

Pay 
 to gain +1

vs. all attacks until the
start of your next turn.

Stoneskin
Stoneskin

D
ependable

D
ependable

Pay 
 to gain 2

.

Free

Action

Pay 
 to gain 1

,
then refresh all Travel tokens.

Enduring
Enduring
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 to reduce its cost
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.
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ld Knapsack

PC
-LU

When you choose this character:
Take Character skill SKL-LU , Rules card SKL-LU ,  
Character token PC-LU , and matching portrait.

The twilight people, Lunari 
are said to be ancient cousins 

of the Elves. The Lunari 
homeland is in the frozen 

west; a cold and unforgiving 
region. The Lunari settlement 

you were thrown out of was 
loud, raucous and full of life.

LunariLunari

The heart of the dwarves 
is in the mountains, and all 
their great cities are built 

within. Most dwarves belong 
to one of the five clans. The 

importance of tradition, 
honesty, and family are central 

in the mountains you once 
called home. 

PC
-D

W

When you choose this character:
Take Character skill SKL-DW , Rules card SKL-DW ,  
Character token PC-DW , and matching portrait.

DwarfDwarf

Halfling culture revolves 
around familial connections 

and shared meals. Most 
halflings hail from the sun-
drenched isles, and as such, 

many take to the sea as sailors 
and captains. However, you 
come from Cerune City, or 

you did, before exile.

PC
-H

A

When you choose this character:
Take Character skill SKL-HA , Rules card SKL-HA ,  
Character token PC-HA , and matching portrait.

HalflingHalfling

PC
-EL

Elves are the fewest of all 
the inhabitants of Arydia. 
Elves can often be found 

communing with animals and 
nature. Beauty and mirth used 

to surround you, before you 
were exiled from your forest 

home.

When you choose this character:
Take Character skill SKL-EL , Rules card SKL-EL ,  
Character token PC-EL , and matching portrait.

ElfElf

Humans can be found in 
every corner of Arydia. They 

explore, create, and seek 
knowledge eagerly. Humans 
are the predominate builders 

of towns and cities like the 
great city of Cerune, which 
was your home before you 

were exiled.

PC
-H

U

When you choose this character:
Take Character skill SKL-HU , Rules card SKL-HU ,  
Character token PC-HU , and matching portrait.

HumanHuman

1

2

3

4

5

Character 
card (back)

Name tokens

Path bodies and Character heads

Title tokens

8

8
9

6

7

7

6 6

6

++

Path cards

Tuckboxes

Character cards
(front)

You can 
use a Path 
base ring 
for better 
visibility.

Slipcases
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After choosing your path, EVT-000 directs you to flip the card. (This is 
denoted by the  flip icon.) 

 ● Flipping the card over, you’ll read through two more blue text 
boxes. The red Rules text at the bottom of the card instructs you to 
do the following things: 

 ● Flip HEX-E2 on the Worldmap, and place the Party token on it.
 ● Banish EVT-000 as instructed (this is denoted by the  Banished 

icon). Place it behind the  Banished divider in the Index 
containing the Event cards. (Banished cards are not needed for the 
rest of the campaign.)

 ● You now choose to interact with the BIG-0 pointer on HEX-E2 
by taking the Enter Location action.  Look through the BIG Area 
Maps and find the one labeled BIG-0 (it should be the first one, 
just under the Active divider), and place it in the play space.
 ● Read the title, and show the artwork to all the players. 

The soundtrack icon 1  lets you know you may play the 
corresponding background music at this time (available at 
faroffgames.com). Read the Narrative text in the blue box out 
loud, then flip BIG-0 to reveal the map side.

 ● Each player places their miniature as close as possible to the 
HEX-E2 pointer. This is where you enter the location.

 ● Because there is an event on the map, you must place an Event 
token on it immediately.

The Enter Location action is now complete! You are ready to start 
moving around the map and interacting with what’s on it.

1

2
3

4

a

b

c

Enter LocationEnter Location

a

b

c

A
EVT-000

DawnDawn

Flip HEX-E2  and place Party token on it.

Then  this card. 

You won’t be alone in the hunt - other exiles 

will be competing for pardons as well. The laws 

stipulate that exiles may band together in parties 

no larger than 4 members, pooling resources to 

gain a group pardon. You think it’s time to size up 

the competition, and maybe find some allies…

Each year, emissaries are dispatched to a chosen 

region, distributing wooden coins to the local 

inhabitants. These coins, called Squills, hold no 

value, but they are the only way for the banished 

to receive a pardon. Exiles must prove their 

worth: Collect the most Squills by harvest, and 

you can return home.

F1

F2

F3

E1

E2

E3

E4

D1

D2

D3

D4

D5

C1

C2

C3

C4
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A2

A3

N

Felsworn
Village

Nimbus
Peninsula

Northern
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 Pass
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F2
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D1

D2

D3

D4

D5

C1

C2

C3

C4
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B3
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A2

A3

Town

Town

Town
BIG-1

LNG-33

POI-5

LNG-5

LNG-4

LNG-8

POI-7

LNG-11

MED-17

MED-1

BIG-6

BIG-3

MED-7

BIG-2

POI-3

to G2

to G3

Guild
POI-1

BIG-0

A1

LNG-14

ABIG-0

N

NPC-0

EVT-13

HEX-E2

MED-0

NPC-161

ABIG-0

N

NPC-0

EVT-13

HEX-E2

MED-0

NPC-161

ABIG-0

N

NPC-0

EVT-13

HEX-E2

MED-0

NPC-161

AEVT-000DawnDawn

Flip HEX-E2  and place Party token on it.
Then  this card. 

You won’t be alone in the hunt - other exiles 
will be competing for pardons as well. The laws 

stipulate that exiles may band together in parties 
no larger than 4 members, pooling resources to 

gain a group pardon. You think it’s time to size up 
the competition, and maybe find some allies…

Each year, emissaries are dispatched to a chosen 
region, distributing wooden coins to the local 

inhabitants. These coins, called Squills, hold no 
value, but they are the only way for the banished 

to receive a pardon. Exiles must prove their 
worth: Collect the most Squills by harvest, and 

you can return home.

AEVT-000DawnDawn

Flip HEX-E2  and place Party token on it.
Then  this card. 

You won’t be alone in the hunt - other exiles 
will be competing for pardons as well. The laws 

stipulate that exiles may band together in parties 
no larger than 4 members, pooling resources to 

gain a group pardon. You think it’s time to size up 
the competition, and maybe find some allies…

Each year, emissaries are dispatched to a chosen 
region, distributing wooden coins to the local 

inhabitants. These coins, called Squills, hold no 
value, but they are the only way for the banished 

to receive a pardon. Exiles must prove their 
worth: Collect the most Squills by harvest, and 

you can return home.

ABIG-0

Exiles' Camp

Threadbare tents stand here, flaps swaying 
lightly in the breeze. As you draw nearer, the 
din of the camp washes over you. Voices buzz 

in excitement, swords clang in practice, and as 
you approach a moustached man beckons you.

1

ActiveActive

ABIG-0

Exiles' Camp

Threadbare tents stand here, flaps swaying 
lightly in the breeze. As you draw nearer, the 
din of the camp washes over you. Voices buzz 

in excitement, swords clang in practice, and as 
you approach a moustached man beckons you.
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ABIG-0

Exiles' Camp

Threadbare tents stand here, flaps swaying 
lightly in the breeze. As you draw nearer, the 
din of the camp washes over you. Voices buzz 

in excitement, swords clang in practice, and as 
you approach a moustached man beckons you.
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MED-1

BIG-6

BIG-3

MED-7
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A1
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Character
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-FE
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-EL
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Character
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-SL

Character
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-H

A
Character

PC
-O

R
Character

PC
-FA

Character

Po-GahPo-GahQuintQuintRixRix

TorinTorin

TIL-1Title

BarchBarch

TIL-2Title

ThyliaThylia

TIL-3Title

PyleePylee

TIL-4Title

VerinVerin

TIL-5Title

DroodarDroodar

TIL-6Title

Straw REF-1

This looks 
sturdy enough 

to stop a 
training 
weapon. 

1Armor

1

REF-1

These smell 
like they have 
been used in 

training many 
exiles.

1Armor

Straw

1

REF-1

This should 
protect you 

from any  
weak blows. 

1Armor

Straw

1

REF-1

A thick leather 
glove that 
someone 

forgot to store 
it in a dry place. 

1Armor

Straw

1

REF-1

Great for 
training, but 

with very little 
ventilation. 

1Armor

Straw

1

REF-1

A basic pair 
of boots that 

have not been 
maintained 

well. 

1Armor

Straw

1

REF-2

A flask for 
holding 

potions. The 
stopper does 
not fit right.

1Potion

Straw

1

2

REF-3

Not much to 
look at, but it 
should hold 

some supplies. 

1Knapsack

Straw

1

2

Human

To Master: Starting skill. Take when 
you choose a Human character.

Resourceful SKL-HU

Dwarf

To Master: Starting skill. Take when 
you choose a Dwarf character.

Hardy SKL-DW

Felish

To Master: Starting skill. Take when 
you choose a Felish character.

Nimble SKL-FE

Elf

To Master: Starting skill. Take when 
you choose an Elf character.

Lightfoot SKL-EL

Lunari

To Master: Starting skill. Take when 
you choose a Lunari character.

Lightheart SKL-LU

Slynn

To Master: Starting skill. Take when 
you choose a Slynn character.

Stoneskin SKL-SL

Halfling

To Master: Starting skill. Take when 
you choose a Halfling character.

Gourmand SKL-HA

Orc

To Master: Alternate Starting skill. 
When you choose an Orc, you may 

take this skill instead.

Enduring SKL-OR

Fae

To Master: Starting skill. Take when 
you choose a Fae character.

Mystic SKL-FA

Maps are made up of 
squares. Each square 

may contain 1 miniature 
at most. Squares have 

different kinds of 
borders, discussed later.

Pushing on the right side of 
the hex, pop the left side of the 
hex up. Now flip the hex token 

over and put it back into its 
place. Finally, place the Party 

token on the hex.

HEX-E2 is titled ‘Exiles’ Camp’. It 
contains three terrain icons:

 , , and . 
It has a pointer for BIG-0, and 

one for POI-1. It’s a special kind of 
Town hex, called a ‘Guild’ hex.

1

2

4

3

You can 
use a Path 
base ring 
for better 
visibility.
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Adventure mode (unlike Combat mode) is generally free-form. In 
Adventure mode, actions can be taken consecutively and without a 
set player order, so you don’t need to count movement. Move your 
miniature adjacent to NPC-0, then take the Interact action to talk 
to the NPC, which makes you the active player. Before this action 
continues, other party members may move their miniatures as 
well. Party members that place their miniature adjacent to NPC-0 
can also participate in the conversation.

The player to the left of the active player is the Guide and draws 
NPC-0 from the Active NPC deck. (When playing solo, you act as 
your own Guide.)

 ● The Guide first looks at the portrait and roleplay reference 
- showing the portrait to the other players and reading the 
name of the NPC out loud. 

 ● The Guide reads the description in the Narration text out loud. 
 ● The Guide now reads the Roleplay text out loud, as if they 

were that character (Thades, in this case). (It’s important to 
only read what is written on the card and not ad-lib dialogue, 
as that could confuse the other players!)

 ● Now you come to the response section of the NPC card. By 
paying attention to the NPC’s dialogue, the other players can 
now respond to the Guide, asking about any of the topics the 
NPC mentioned. For this example we will start by asking 
about the “Guild”.

The Guide now determines which topic is the best match based on 
the player’s response. (e.g. If the response was, “What is this guild 
you speak of?,” the Guide should choose “Guild”.)

 ● If the response doesn’t match any of the available topics, 
the Guide reads the “Any other topic” response. Any text 
inside of <brackets> is meant to be an acting prompt. (In 
this example, <smooth mustache> prompts the Guide to act 
out Thades smoothing his mustache.) If the players are still 
having difficulty after that, the Guide can read the available 
choices out to the players for more clarity.

 ●  Following the  icon, the Guide flips the card, looks at the 
back of the card, and finds the matching topic header. In this 
case, the Guide finds “Guild” and reads until they reach the 
end of the topic entry.

Once a stopping point is reached, the Guide then flips the card 
back over and the active player (or any players adjacent to 
the NPC) may continue asking about other topics, or end the 
conversation by not asking anymore. Proceed to ask about all the 
other topics now.

 ● When you get to the end of the Practice Dummy topic, you’ll 
notice the Roleplay Point icon: . The Guide now gains +1

, placing a  marker from their supply on one of the RP 
spaces of their Equipment mat.

 ● When you get to the “Leave” topic, the Guide presents the 
two options and their consequences to all players before a 
choice is made. Choose “No” at this time. (You’ll come back 
to this a little later!)

Once you’ve asked about all the topics, end the conversation. 
You can leave his card nearby since you will talk to him again 
later.

a

b
c

d

e

f

g

h

Non-Player Characters (NPC)Non-Player Characters (NPC)

Any other topic

A

<smooth mustache>“Hmmm, that seems to fall 
outside my recollection!”

NPC-0

A weatherbeaten man stands here, watching 
exiles practice. He turns to you as you approach.

Demeanor: Gruff 
Actions: Rubbing hands

Human – Man

Guild Leader, ThadesGuild Leader, Thades

“After all that training, the day has arrived. Time to 
get out there and do the Guild proud. If you want 

a little warm up before you go hunting Squills, you 
can fight the Practice Dummy one more time. Let 

me know when you‘re ready to leave.”

Guild

Practice Dummy Leave

Squills

Guild Leader, ThadesGuild Leader, Thades ANPC-0

“The Guild was established as a means for exiles 
to prove their value, in order that they might earn a 

pardon and return home. To this end, guild members 
work hard for the locals, who give them Squills.”

Guild

Squills

Practice Dummy
“I was working on a more powerful dummy, one that 

would really challenge you, but it‘s gone missing.
Anyway, the old one still works fine. When you‘re 

ready, head up to the field and I‘ll get you going!” 

“Squills are small wooden coins, given to exiles in 
exchange for help. Your goal is to collect the most 
Squills by harvest, in order to receive a pardon.”

Yes: Draw: EVT-1 No:

Leave
“You sure you‘re ready to start the hunt?”

ABIG-0

N

NPC-0

EVT-13

HEX-E2

MED-0

NPC-161

RP

f

h

g

g

When a pointer is at the 
intersection of corners, it is 

only adjacent to the squares 
it intersects. Thus, only these 
four squares outlined in blue 

are adjacent to NPC-0.

c

e

d

a

b

Roleplay Points
When making an Attribute check (STR, DEX, etc.), 

the exile making the check can spend exactly  
1  to add +3 after seeing the result in Combat or 

Adventure mode!
Exiles may hold different amounts of RP based on 
the size of the party. Use the MAX RP tokens to 

help you remember how many each exile can hold: 
 ▪ 1 exile = 3  (no MAX token)
 ▪ 2 exiles = 2  per exile (small MAX token)
 ▪ 3-4 exiles = 1  per exile (large MAX token)

Roleplaying
Players responding to an NPC 

can describe what they do: 
“My character asks about the 

Guild.” Or they roleplay as their 
character: “Thades, tell me more 
about the Guild, please.” Doing 

voices isn’t required, but can 
be fun!

Roleplay Reference
The small bit of text just 

below the character’s name 
is intended to help the Guide 
understand the character they 

are portraying.
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While speaking with Thades, he told you to head to the practice field to 
the north. However, you can’t take an Explore action unless the map is 
cleared.
A map is cleared once there are no foes and no tokens (Event or 
Chest) on the map. To clear this area, you need to remove the Event 
token by triggering the event. 

 ● The active player (have a new player be the active player if 
possible) moves to any space adjacent to the Event token, which 
will trigger it. Before this Adventure mode action continues, other 
party members have the chance to move their miniatures. For 
example, they may decide to move adjacent to the event in order to 
be able to participate in it.

 ● When the event is triggered, remove the token and have the Guide 
draw the corresponding card, which in this case is EVT-13.

 ● The Guide reads the title aloud and then the blue text box. One of 
the exiles adjacent to the event gets to respond (not all Events have 
response prompts, but EVT-13 does). If the responding players are 
uncertain about which responses are available, the Guide reads 
aloud the available Choice text. For this example, an exile adjacent 
to the event should choose how to respond. (Any choice is fine!)

 ● The Guide then flips the card as instructed and reads the rest of the 
card. The red Rules text instructs the players to gain +1 XP. Each 
exile gains 1  XP token and places it in the XP section of their 
Character mat. Any time XP is gained, each exile gains the 
same amount.

Finally,  banish the card, placing it in the  section of the index 
containing Event cards. The Event is now resolved.

1

2

3

4

Now that the map is cleared, you can head up to the practice field! In 
this example we choose to not interact with NPC-161 yet, but continue 
exploring instead.

 ● The active player (have a new player be the active player if 
possible) moves adjacent to the pointer to MED-0 and takes the 
Explore action. Since you are still in Adventure mode, other party 
members have the chance to move their miniature before resolving 
this Explore action.

 ● The Guide draws MED-0 and reads the Narration text and the 
Rules text for MED-0.

 ● The Guide flips MED-0, aligning the BIG-0 pointer with the 
MED-0 pointer.

The Explore action is now resolved.
 ● The Explore action has revealed a map with a foe on it! Each time 

a map with one or more foes is revealed, flip the Mode token from 
Adventure to Combat.

1
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Straw REF-1

This looks 
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to stop a 
training 
weapon. 

1Armor

1

REF-1

These smell 
like they have 
been used in 

training many 
exiles.

1Armor

Straw
1

REF-1

This should 
protect you 

from any  
weak blows. 

1Armor

Straw

1

REF-1

A thick leather 
glove that 
someone 

forgot to store 
it in a dry place. 

1Armor

Straw

1

REF-1

Great for 
training, but 

with very little 
ventilation. 

1Armor

Straw

1

REF-1

A basic pair 
of boots that 

have not been 
maintained 

well. 

1Armor

Straw

1

REF-2

A flask for 
holding 

potions. The 
stopper does 
not fit right.
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Straw
1
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REF-3

Not much to 
look at, but it 
should hold 

some supplies. 
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Human

To Master: Starting skill. Take when 
you choose a Human character.

Resourceful SKL-HU

Dwarf

To Master: Starting skill. Take when 
you choose a Dwarf character.

Hardy SKL-DW

Felish

To Master: Starting skill. Take when 
you choose a Felish character.

Nimble SKL-FE

Elf

To Master: Starting skill. Take when 
you choose an Elf character.

Lightfoot SKL-EL

Lunari

To Master: Starting skill. Take when 
you choose a Lunari character.

Lightheart SKL-LU

Slynn

To Master: Starting skill. Take when 
you choose a Slynn character.

Stoneskin SKL-SL

Halfling

To Master: Starting skill. Take when 
you choose a Halfling character.

Gourmand SKL-HA

Orc

To Master: Alternate Starting skill. 
When you choose an Orc, you may 

take this skill instead.

Enduring SKL-OR

Fae

To Master: Starting skill. Take when 
you choose a Fae character.

Mystic SKL-FA

A

Around the CampAround the Camp

EVT-13

“...so I asked him where he got the fish!“ The small 
crowd erupts with laughter as you draw near. 

A tall man with long blond hair is at the center 
of attention. He eyes you cautiously as you 

approach. “It's good to see new faces. 
Where have you been exiled from?“

The Mountains

The Forest

The City

The Desert

A

Any Answer

Gain: +1  and  this card.

“Ahh, yes, I should have guessed... by the smell!“ 
More laughter. The man slaps his companion on 

the back and they saunter off, chortling.
The crowd begins to disperse. Exiles mill about 

tightening packs, sharpening swords, and 
preparing for the day ahead.

Around the CampAround the Camp EVT-13

A

Any Answer

Gain: +1  and  this card.

“Ahh, yes, I should have guessed... by the smell!“ 
More laughter. The man slaps his companion on 

the back and they saunter off, chortling.
The crowd begins to disperse. Exiles mill about 

tightening packs, sharpening swords, and 
preparing for the day ahead.

Around the CampAround the Camp EVT-13

AMED-0

You see a small clearing where the ground has 
been well worked by exiles practicing all forms 

of combat.
“All right, you’re next!”

You walk over and take your place. Thades 
starts the practice dummy. It wheels out from 

around the pond, and it begins to wobble 
towards you!

Practice Field

Start this combat on any space adjacent to  
starting point X . ActiveActive

AMED-0

You see a small clearing where the ground has 
been well worked by exiles practicing all forms 

of combat.
“All right, you’re next!”

You walk over and take your place. Thades 
starts the practice dummy. It wheels out from 

around the pond, and it begins to wobble 
towards you!

Practice Field

Start this combat on any space adjacent to  
starting point X .

BIG-0

FOE-01

X

SML-0

AMED-0
AMED-0

You see a small clearing where the ground has 
been well worked by exiles practicing all forms 

of combat.
“All right, you’re next!”

You walk over and take your place. Thades 
starts the practice dummy. It wheels out from 

around the pond, and it begins to wobble 
towards you!

Practice Field

Start this combat on any space adjacent to  
starting point X .

ABIG-0

N

NPC-0

EVT-13

HEX-E2

MED-0

NPC-161

BIG-0

FOE-01

X

SML-0

AMED-0

ABIG-0

N

NPC-0

EVT-13

HEX-E2

MED-0

NPC-161

BIG-0

FOE-01

X

SML-0

AMED-0

Explore a MapExplore a Map

LVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVL

11

11 11

1133

33 33

3355

55 55

5577

77 77

7799

99 99

99

The four squares 
highlighted in blue 

here are adjacent to the 
Event token and will 

trigger the event.

When a pointer is within a 
square, you are considered 
adjacent to the pointer if on 

that square or in a square that 
shares a traversable border 
with it. Therefore you can 
explore MED-0 from these 

blue squares.

1

2
3

4

1

2

4

3

3

 Event Tokens
Sometimes you won’t be able 
to reach certain areas of the 
map without triggering an 
event. This is intentional.
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 ● Flip the Mode token to Combat.
 ● Take THR-1 through THR-12 (12 cards total) and shuffle them, 

then place them face down to make the Threat deck. 
 ● Get all four Hit Dice.
 ● Get the Threat / Combo Track and Tracker cubes. Place each cube 

on the corresponding 0 space of the track.
 ● Find all the FOE-0 cards (1/2 and 2/2). One is an AI card and the 

other is the Grid card. The AI card provides information about how 
the foe acts, the Hit Grid tracks the health of the foe. When the Hit 
Grid is completely filled with wounds, the foe is defeated.

 ●  The FOE-0 AI card (1/2) tells you to get FIG-0. Locate the door 
labeled FIG-0 on one of the FIG boxes, open it and retrieve the 
miniature, placing it on the starting space for FOE-0.

 ● Flip both FOE cards face-up. On the Hit Grid, notice a blue outline 
on the hit point that’s on the 2nd row, right column. This represents 
an Armored point. Put an Armor cube (blue cube) on this hit point.

You are now ready to begin Combat!

1

2

3

4

5

6

7

Unlike the more free-form turn structure in Adventure mode, Combat 
mode carefully tracks turns, movement, and actions. In Combat, foes 
and exiles alternate turns, with play proceeding clockwise around the 
table. 

Each player now takes the combat example sheet for their chosen Path.
•  If playing with 2 or more players: Get a copy of MED-CE,  

FOE-CE from the back of their respective decks in the index, and a 
Practice Dummy token for each additional player.

Simultaneously read and resolve your combat examples. Check to see if 
other player(s) need any help after each turn and then move on together. 
Once everyone has completed their combat example, return here.

After completing the combat example, you need to reset all your  
markers, HP, SP, MP, and remove any Wear tokens. Return all 
MED-CE, FOE-CE, and Practice Dummy tokens - you won’t use 
them again.

1

2

3

4

FAQ
Q: If the foe hits an armor which has remaining 
durability, am I required to use it and thus add a Wear 
token to it? 
A: Yes! 

Q: What is this icon:  
A: That is a Hit Point (HP). If you wound all of a foe’s 
HP, they are defeated! (See: Hit Grid Details, pg.30)

Q: What is this icon:  
A: That is a Critical. If directional damage passes 
through it, the HP(s) it points to will be damaged!

Q: What is this icon:  
A: That is a Weak point. Wounding a Weak point will 
trigger a specific effect. For this foe, it will increase 
Threat by +1 .

Q: What is this icon:  
A: That is an Armored point. Place an Armor cube on 
it at the start of combat. When you damage this point, 
remove the cube! After that, it is treated like a normal 
HP.

2/2 FOE-0

+1  2-9  1   10-19  2   20    Wood

0

1

3

Practice DummyPractice Dummy

Whack

Prod, +24

6

4 Prod +1  

1  1  

WhackProd

+1

It’s Just Practice: If you are defeated by 
the Practice Dummy, Draw: EVT-12

Mob

FAQ
Q: If the foe hits an armor which has remaining 
durability, am I required to use it and thus add a Wear 
token to it? 
A: Yes! 

Q: What is this icon:  
A: That is a Hit Point (HP). If you wound all of a foe’s 
HP, they are defeated! (See: Hit Grid Details, pg.30)

Q: What is this icon:  
A: That is a Critical. If directional damage passes 
through it, the HP(s) it points to will be damaged!

Q: What is this icon:  
A: That is a Weak point. Wounding a Weak point will 
trigger a specific effect. For this foe, it will increase 
Threat by +1.

Q: What is this icon:  
A: That is an Armored point. Place an Armor cube on 
it at the start of combat. When you damage this point, 
remove the cube! After that, it is treated like a normal 
HP.

2/2FOE-0

BIG-0

FOE-01

X

SML-0

AMED-0

BIG-0

FOE-01

X

SML-0

AMED-0

3

1/2

Practice DummyPractice Dummy

FOE-0

LVLLVL

00

A practice dummy rolls around here, making 
exaggerated gestures of attack and defense.

Mob

1x FIG-0
Normal Size

1

FOE-0

Practice DummyPractice Dummy Mob

1

FOE-0

Practice DummyPractice Dummy Mob

3

1/2

Practice Dummy Practice Dummy

FOE-0

LVL LVL

00

A practice dummy rolls around here, making 
exaggerated gestures of attack and defense.

Mob

1x FIG-0
Normal Size

3
1/2

Practice DummyPractice Dummy
FOE-0

LVLLVL

00

A practice dummy rolls around here, making 
exaggerated gestures of attack and defense.

Mob

1x FIG-0
Normal Size

3

1/2

Practice DummyPractice Dummy

FOE-0

LVLLVL

00

A practice dummy rolls around here, making 
exaggerated gestures of attack and defense.

Mob

1x FIG-0
Normal Size

Large Size

3

1/2

Giant RatGiant Rat

FOE-5

LVLLVL

11

With a shrill chitter and snap of its enormous 
incisors, the giant beast whips its tail menacingly 

in challenge.

1x FIG-5

Boss

1/2

LVLLVL

Boss

Large Size

333

FOE-32

A disgusting glob or orange glutinous mass pools 
and slithers around, absorbing everything it 

touches.

1x FIG-32

LurdLurd

Combat SetupCombat Setup

BIG-0

FOE-01

X

SML-0

AMED-0

3

1/2

Practice DummyPractice Dummy

FOE-0

LVLLVL

00

A practice dummy rolls around here, making 
exaggerated gestures of attack and defense.

Mob

1x FIG-0
Normal Size

3

1/2

Practice DummyPractice Dummy

FOE-0

LVLLVL

00

A practice dummy rolls around here, making 
exaggerated gestures of attack and defense.

Mob

1x FIG-0
Normal Size

BIG-0

FOE-01

X

SML-0

AMED-CE

Combat ExamplesCombat Examples

Additional copies of MED-0 and FOE-0’s 
grid card are provided so players can play 

through their combat simultaneously. 
You can find these copies, MED-CE  and 
FOE-CE , at the back of their respective 

decks.

Combat Examples.

Foe Grid Card Foe AI Card

Foe miniatures are 
hidden inside the two 
FIG boxes. Whenever 
you encounter a new 

foe, open the indicated 
door and retrieve the new 

miniature(s).

The level of the foe compared 
to your exile’s level can help 

you gauge its difficulty. A foe of 
equal level will be a challenge. A 
single level higher than you will 
be difficult. A foe that is two or 
more levels above you will be 

very tough! (Maybe think about 
fleeing and coming back later!)

This section denotes the 
size of the miniature base 

for the foe. There are 
Normal (1x1), Large (2x1), 

and Large (2x2) foes. Large 
foes have special rules 

for movement because of 
their larger bases.

(see: Large Foes, p.27 in 
the Rulebook) 

5
6

3

1/2

Practice DummyPractice Dummy

FOE-0

LVLLVL

11

A practice dummy rolls around here, making 
exaggerated gestures of attack and defense.

Mob

1x FIG-0
Normal Size 3

1/2

Practice DummyPractice Dummy

FOE-0

LVLLVL

11

A practice dummy rolls around here, making 
exaggerated gestures of attack and defense.

Mob

1x FIG-0
Normal Size

7

When you encounter foes 
with multiple matching 

miniatures, use base rings to 
tell them apart.
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While in combat, if you have 0  HP, you 
are considered KO’d. Place your miniature 
on its side to show you are KO’d. As soon as 
you regain 1  HP, you’re no longer KO’d.

While you are KO’d you can’t take actions, 
use skills, or items. Other exiles can try 
to heal you and remove your KO’d status. 
Exiles and foes can move through your space, or even end their move 
on your space (you get to place your miniature on any traversable 
adjacent space). Foes will not target you for attacks.

If all exiles are KO’d at the end of a player turn, you are Defeated. 
However, all is not lost if you’re KO’d - you can still Surge!

Surge
Once per combat when you start your 
turn KO’d, you may place a Wear token 
on your exile’s portrait and stand your 
miniature upright. You may take actions 
as usual, ignoring your KO’d status until 
the end of your turn. 

•  If you still have 0  HP at the end of 
your turn, you return to being KO’d.

•  At the end of combat, remove any Wear 
tokens on your portrait.

Congratulations on defeating the Practice Dummy! 
Remove the Practice Dummy miniature from the map, and set aside the 
Threat deck and Threat/Combo tracker (which will be reset at the start 
of the next combat). 

All stats ( HP, SP, and MP) remain as they were at the end of 
combat, and any Wear tokens on armor will persist.

 ● Now you get to loot the foe! To do so, look at the Rewards 
section at the bottom of the card and follow its directions.

 ● The Reward for defeating this foe is 1  (XP) and a loot roll! 
Each exile gets 1 , placing it into their XP pool. 

 ● Then one exile in the party rolls one Non-Attribute check. In this 
example, you roll a 4 and gain 1  Kae from the supply. The party 
decides who puts the 1  in their Coin Purse.

 ● With that, you transition from Combat to Adventure Mode. Flip the 
Mode token to its Adventure side.

Because you have been victorious over the foes on this map, MED-0 
has now been cleared. Once a map has been cleared, foes and tokens 
won’t spawn here again. We will explain how to track cleared maps 
when you leave this location. (If you had fled, or if the Practice Dummy 
had defeated you, the map would not be cleared and you would gain no 
loot, so it would respawn when you returned.)

1

2

3

4

Now that you understand the basics, you’re going to actually play 
through the combat! 

Following the instructions mentioned on the back of MED-0, each 
player places their miniature onto one of the spaces adjacent to starting 
point X . (If no starting positions are specified, exiles remain in their 
current square when a foe appears.)

The exile who explored the new area will begin combat as the active 
player, first taking a ‘Foe Turn’ followed by taking their ‘Exile Turn’. 
Play then continues with the player on their left. That player becomes 
the active player and takes a ‘Foe Turn’, followed by their ‘Exile Turn’. 

Keep taking turns clockwise around the table.

Return here after you have defeated the Practice Dummy. 

KO’d and SurgeKO’d and Surge

+1  2-9  1   10-19  2   20    Wood

0

1

3

Practice DummyPractice Dummy

Whack

Prod, +24

6

4 Prod +1  

1  1  

WhackProd

+1

It’s Just Practice: If you are defeated by 
the Practice Dummy, Draw: EVT-12

Mob

1

FOE-0

Practice DummyPractice Dummy Mob

BIG-0

FOE-01

X

SML-0

AMED-0
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3

Practice DummyPractice Dummy

Whack

Prod, +24

6

4 Prod +1  

1  1  

WhackProd

+1

It’s Just Practice: If you are defeated by 
the Practice Dummy, Draw: EVT-12

Mob
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0

1

3

Practice DummyPractice Dummy

Whack

Prod, +24

6

4 Prod +1  

1  1  

WhackProd

+1

It’s Just Practice: If you are defeated by 
the Practice Dummy, Draw: EVT-12
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First Combat!First Combat!

Combat RewardsCombat Rewards

+1  2-9  1   10-19  2   20    Wood

0
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Whack

Prod, +24
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It’s Just Practice: If you are defeated by 
the Practice Dummy, Draw: EVT-12
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Reaction

After an exile rolls a d20: 
Pay  to reroll, using the 

highest result instead.

ResourcefulResourceful

Reaction

When your  is reduced to 0: 
Pay  to set  to 1 instead.

HardyHardy

Reaction

When attacked: 
Pay  to gain +2

for that attack.

NimbleNimble

Reaction

When you are moving: 
Pay  to treat difficult borders 

as normal borders and +3 .

LightfootLightfoot

Reaction

 After being attacked:  
Pay  to reduce  by 2 and 2 .

LightheartLightheart

Free

Pay  to gain +1
vs. all attacks until the
start of your next turn.

StoneskinStoneskin

DependableDependable

Pay  to gain 2 .

Free

Action

Pay  to gain 1 ,
then refresh all Travel tokens.

EnduringEnduring
Req. Out of Combat

Reaction

When using a skill:
Pay  to reduce its cost

by up to 2 .

MysticMystic

AuriAuri TippyTippy GroffGroff

NyldNyld

the Nervousthe Nervous

SlakeSlake

the Hungrythe Hungry

SkitchSkitch

the Clumsythe Clumsy

EstmorEstmor

the Silentthe Silent

CeildarCeildar

the Pluckythe Plucky

GipGip

the Gruffthe Gruff

   1  1  

   
 

Weak HelmWeak Helm

   1  1  

   
 

Greasy CuffGreasy Cuff

   1  1  

   
 

Rotting CuffRotting Cuff

   1  1  

   
 

Damp GloveDamp Glove

   1  1  

   
 

Moist GloveMoist Glove

   1  1  

   
 

Moldy ShoesMoldy Shoes

  1 Minor

   
 

Chipped Chipped 
PotionPotion

    1 Minor

  

Old KnapsackOld Knapsack

Use Wear tokens to 
track Surges

Any exiles at 0 HP after combat would 
normally need to use items/skills or spend 

a Day to heal (discussed later). For this 
example, simply gain +1 HP right now.

BIG-0

FOE-01

X

SML-0

AMED-0

1
2

4

3

You rolled a 4! A non-
attribute check is an 

unmodified dice roll. So 
you gain the listed reward 

for the 2-9 tier: 1  Kae.

The bag icon denotes 
the reward section of 

the foe’s AI card.

 Kae
Kae is the currency in Arydia. You 

earn Kae by defeating foes or 
completing quests or Jobs.
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 ● Locations sometimes contain multiple floors. Floors are 
groups of one or more maps connected to the rest of the 
location by stairs. The active player (have a new player be 
the active player if possible) moves adjacent to the stairs 
pointer for SML-0 and takes the Explore action.

 ● The Guide draws SML-0, reads it out loud, then flips and 
places the new map in the play space unconnected to the 
rest of the location.

 ● When you move to a different floor of the location, all exiles 
must move floors together. All exiles now place themselves 
as close as possible to the stairs on SML-0. 

1

2

3

 ● There’s a Point of Interest (POI) here. The active player, 
as well as any other players who choose to, move 
adjacent. For this example, move all exiles adjacent to 
POI-0, then the active player interacts with it. The Guide 
draws POI-0 from the Active POI deck and reads it.

 ● When you choose Tracks, you will see a new choice is 
available. This is called a nested choice. Nested choices 
aren’t immediately apparent on the front of the card. The 
new option is Search.

 ● Search: Here you’ll see “INT 5,” which is an INT 5 
Attribute check. One exile currently adjacent to the 
POI may make the check. This is one example of why 
positioning exiles before taking actions in Adventure 
mode can matter.

 ● Choose the exile that earned 1  earlier by being the 
Guide who portrayed the NPC. (For this example, assume 
that exile has INT 1.) They roll their d20 and add their 
INT. Let’s say they rolled a 2. Adding their INT 1, the 
result is 3, which would  fail the INT 5 check. You 
need to equal or exceed the threshold of 5 to  succeed. 
After an exile rolls an Attribute check, that exile may pay 
exactly 1  as a Reaction to add +3 to their roll. Spend 
the 1  to modify the result. Now, the result will be:  
2 (die) + 1 (INT 1) + 3 (RP) = 6. They  succeed!

 ● After successfully searching, several things happen. First, 
the Guide notices the RP point icon  and gains an RP 
point. Then, you get KEY-0 from the Active KEY index. 
You’ve done everything on this card now, so you choose 
to end the interaction.

1

2

3

4

5

Any other topic
You find yourself distracted looking around the 

dark cave.

A

Small CaveSmall Cave

Sounds

Tracks

POI-0

You find yourself in a small cave. You can still 
make out some sounds coming from outside. It 
doesn‘t seem like anyone has been back here for 

a while, but there‘s some sort of tracks here in 
the dirt.

 You may spend 1  and try again.

One time only, gain: KEY-0 . 

Search

POI-0 A

You look around and...

Sounds
You hear the dull thuds and clangs of other exiles 

practicing just outside in the field, though the 
sounds are muffled by the thick bush.

Tracks

You see a pair of tracks leading deeper into the 
cave. Though it‘s quite dark in here, you think you 

could search for where the tracks end.

Small CaveSmall Cave

You find nothing...

You search and find something of note. 

5INT

POI-0

MED-0

ASML-0ASML-0

You push your way through the bush and find 
the entrance to a small cave. Though it’s not 

very deep, the far side of the cave is quite 
dark.

Hole in the Ground

AKEY-0

Floors and StairsFloors and Stairs

Points of Interest (POI)Points of Interest (POI)

RP

BIG-0

FOE-01

X

SML-0

AMED-0

BIG-0

FOE-01

X

SML-0

AMED-0

1

2 3

3

5

Natural 1
If you roll a natural 1 on a check, that check 
automatically fails and cannot be increased. 
(You may still use an ability that allows you to 
re-roll the check!)

Natural Numbers
A natural number is the number on the die 
before any bonuses are applied.

Exiles must always be 
on the same floor of a 

location.

4

+ +
You rolled a 2. Add that to your exile’s INT 

attribute, which in this example is INT 1. The 
result is a 3, which would fail the INT 5 check. 
So, you spend 1  RP to gain +3, for a final 

result of 6, passing the check!

Natural 20
If you roll a natural 20, you automatically succeed at the check! You 
also gain a reward based on your current mode or situation.
Adventure mode: You choose to add either:
•	 Luck of the Battlefield (THR-77) to the Threat deck
•	 Luck of the Road (TRV-77) to the bottom of the Travel discard pile

Combat mode:  Gain +2 Combo.
Looting foes: Gain the Pathless chest listed on the Foe’s AI card.

2

POI-0

MED-0

ASML-0

1

Only these four 
squares outlined in 
blue are adjacent 

to POI-0.
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Keys are shared among the party unless indicated otherwise on the card. 
Keys represent special key items or information the party has gathered, 
and are often used to complete quests. Most Key cards have trigger 
text, which is a specific instance of text that you look for on another 
component. When you interact with the component that has the specific 
text, the KEY card will tell you what to do.

 ● Notice the trigger text on KEY-0: “Guild Leader, Thades.” This is 
the text you need to find on another component in order to trigger 
this KEY.

You’ve already met Thades, so you should know exactly where to go to 
trigger this event.

 ● Move adjacent to NPC-0 on BIG-0. As soon as you start to talk to 
that NPC, you see the text “Guild Leader, Thades” which satisfies 
the trigger on KEY-0! You may now follow the instructions on 
KEY-0 and draw EVT-0.

 ● EVT-0 instructs you to banish KEY-0, then get the 8 Straw 
Pathless items (they are located in one of the main punchboards) 
and divide them among players as you see fit. Players can 
immediately equip items on their Equipment mat when they’re 
gained.

 ● Whenever you gain new items, also get the corresponding Rules 
cards from the index so you know how your new items work. 
Referencing the backs of the items, get the matching rules cards 
from the index: REF-1, REF-2, and REF-3.

 ● The exile(s) that gain the Potion/Knapsack immediately fill those 
items up with 2  markers each (whenever you gain an item that 
requires  markers, it comes full!)

EVT-0 also instructs you to gain 1  and banish EVT-0. (When you 
gain XP, each exile gains the XP. Each exile should now have 3 ).

1

2 

3

4

5

 ● Now you’re ready to leave camp! Continue your conversation with 
Thades and choose the “Leave” topic, instructing you to draw 
EVT-1.

 ● Read through EVT-1, following its directions. Each player will 
receive a unique KEY card based on their character. Normally 
KEY cards are shared among the party, but these particular Key 
cards specify that they’re secret from other players.

 ● You also see the Rules text NPC-0  B. This directs you to change 
NPC-0 to the B state. To do so, search the Inactive deck in the 
Index for NPC-0 B, which becomes the active version of NPC-0. 
The version you had up until now (state A) is placed in the Inactive 
deck. Then banish EVT-1.

You’re adjacent to NPC-0, so you can talk to them again. Because 
their state changed, they have new things to say! Talk with NPC-0 and 
explore the conversation until the Guide has gained the RP.

1

2

3

   1  1  

   
 

Rotting CuffRotting Cuff

   1  1  

   
 

Rotting CuffRotting Cuff

   1  1  

   
 

Damp GloveDamp Glove

    1 Minor

  

Old KnapsackOld Knapsack

  1 Minor

   
 

Chipped Chipped 
PotionPotion

   1  1  

   
 

Moldy ShoesMoldy Shoes

   1  1  

   
 

Moist GloveMoist Glove

A

KEY-0     
Take all 8 Straw Pathless items, divide among 

exiles as you see fit.
Gain: 1  then  this card. 

“Well now,” says Thades, “I don‘t want to show 
any favoritism, but I had a little practice gear left 

over, so why don‘t you take it?”

EVT-0Missing DummyMissing Dummy

Guild Leader, Thades

KEY-0Advanced DummyAdvanced Dummy A

Keep this card in the Party Inventory until you 
find a card with the exact text:

Guild Leader, Thades

Then draw: EVT-0

In a cave near the exile’s camp, you discover the 
broken remains of a practice dummy. Unlike the 
normal dummy, this one looks cunningly crafted.

Guild Leader, Thades

KEY-0Advanced DummyAdvanced Dummy A

Keep this card in the Party Inventory until you 
find a card with the exact text:

Guild Leader, Thades

Then draw: EVT-0

In a cave near the exile’s camp, you discover the 
broken remains of a practice dummy. Unlike the 
normal dummy, this one looks cunningly crafted.

A

KEY-0     
Take all 8 Straw Pathless items, divide among 

exiles as you see fit.
Gain: 1  then  this card. 

“Well now,” says Thades, “I don‘t want to show 
any favoritism, but I had a little practice gear left 

over, so why don‘t you take it?”

EVT-0Missing DummyMissing Dummy

Any other topic
<smooth mustache>“Hmmm, that seems to fall 

outside my recollection!”

NPC-0B

Demeanor: Gruff 
Actions: Rubbing hands

Quirk: Deep Voice

Human – Man

Guild Leader, ThadesGuild Leader, Thades

Jobs

PestsRegion

Village

Your mentor is here, giving last advice and 
wishing exiles well as they depart.

“Well, no use waiting around! This region is a good 
spot for the Guild, lots of people needing help! I just 

heard of some pests causing trouble nearby, and 
there’s a village not too far from here, where you 

can pick up some jobs!“

Any other topic

A

<smooth mustache>“Hmmm, that seems to fall 
outside my recollection!”

NPC-0

A weatherbeaten man stands here, watching 
exiles practice. He turns to you as you approach.

Demeanor: Gruff 
Actions: Rubbing hands

Human – Man

Guild Leader, ThadesGuild Leader, Thades

“After all that training, the day has arrived. Time to 
get out there and do the Guild proud. If you want 

a little warm up before you go hunting Squills, you 
can fight the Practice Dummy one more time. Let 

me know when you‘re ready to leave.”

Guild

Practice Dummy Leave

Squills

Any other topic
<smooth mustache>“Hmmm, that seems to fall 

outside my recollection!”

NPC-0 B

Demeanor: Gruff 
Actions: Rubbing hands

Quirk: Deep Voice

Human – Man

Guild Leader, Thades Guild Leader, Thades

Jobs

Pests Region

Village

Your mentor is here, giving last advice and 
wishing exiles well as they depart.

“Well, no use waiting around! This region is a good 
spot for the Guild, lots of people needing help! I just 

heard of some pests causing trouble nearby, and 
there’s a village not too far from here, where you 

can pick up some jobs!“

Any other topic

A

<smooth mustache>“Hmmm, that seems to fall 
outside my recollection!”

NPC-0

A weatherbeaten man stands here, watching 
exiles practice. He turns to you as you approach.

Demeanor: Gruff 
Actions: Rubbing hands

Human – Man

Guild Leader, Thades Guild Leader, Thades

“After all that training, the day has arrived. Time to 
get out there and do the Guild proud. If you want 

a little warm up before you go hunting Squills, you 
can fight the Practice Dummy one more time. Let 

me know when you‘re ready to leave.”

Guild

Practice DummyLeave

Squills

A

Draw and secretly read, but do not share with 
other players, a KEY  card, based on your

character: 
Human: KEY-HU

Elf: KEY-EL
Dwarf: KEY-DW

 Halfling: KEY-HA
Lunari: KEY-LU

Orc: KEY-OR
Felish: KEY-FE
Slynn: KEY-SL

Fae: KEY-FA    

Morning AddressMorning Address EVT-1

“...go forth and remember your training,” Thades 
finishes. 

As Thades speaks, you think about your own 
exile...

NPC-0   B
then  this card. 

“Having been an exile myself, I’ve dedicated my life 
to helping the downtrodden and the outcasts. I’m 

sure you all have your reasons for being here...”

A

Draw and secretly read, but do not share with 
other players, a KEY  card, based on your

character: 
Human: KEY-HU

Elf: KEY-EL
Dwarf: KEY-DW

 Halfling: KEY-HA
Lunari: KEY-LU

Orc: KEY-OR
Felish: KEY-FE
Slynn: KEY-SL

Fae: KEY-FA    

Morning AddressMorning Address EVT-1

“...go forth and remember your training,” Thades 
finishes. 

As Thades speaks, you think about your own 
exile...

NPC-0   B
then  this card. 

“Having been an exile myself, I’ve dedicated my life 
to helping the downtrodden and the outcasts. I’m 

sure you all have your reasons for being here...”

A

Draw and secretly read, but do not share with 
other players, a KEY  card, based on your

character: 
Human: KEY-HU

Elf: KEY-EL
Dwarf: KEY-DW

 Halfling: KEY-HA
Lunari: KEY-LU

Orc: KEY-OR
Felish: KEY-FE
Slynn: KEY-SL

Fae: KEY-FA    

Morning AddressMorning Address EVT-1

“...go forth and remember your training,” Thades 
finishes. 

As Thades speaks, you think about your own 
exile...

NPC-0   B
then  this card. 

“Having been an exile myself, I’ve dedicated my life 
to helping the downtrodden and the outcasts. I’m 

sure you all have your reasons for being here...”

Guild Leader, ThadesGuild Leader, Thades ANPC-0

“The Guild was established as a means for exiles 
to prove their value, in order that they might earn a 

pardon and return home. To this end, guild members 
work hard for the locals, who give them Squills.”

Guild

Squills

Practice Dummy
“I was working on a more powerful dummy, one that 

would really challenge you, but it‘s gone missing.
Anyway, the old one still works fine. When you‘re 

ready, head up to the field and I‘ll get you going!” 

“Squills are small wooden coins, given to exiles in 
exchange for help. Your goal is to collect the most 
Squills by harvest, in order to receive a pardon.”

Yes: Draw: EVT-1 No:

Leave
“You sure you‘re ready to start the hunt?”

KeysKeys

ABIG-0

N

NPC-0

EVT-13

HEX-E2

MED-0

NPC-161

Any other topic

A

<smooth mustache>“Hmmm, that seems to fall 
outside my recollection!”

NPC-0

A weatherbeaten man stands here, watching 
exiles practice. He turns to you as you approach.

Demeanor: Gruff 
Actions: Rubbing hands

Human – Man

Guild Leader, ThadesGuild Leader, Thades

“After all that training, the day has arrived. Time to 
get out there and do the Guild proud. If you want 

a little warm up before you go hunting Squills, you 
can fight the Practice Dummy one more time. Let 

me know when you‘re ready to leave.”

Guild

Practice Dummy Leave

Squills

REF-1

A thick leather 
glove that 
someone 

forgot to store 
   in a dry place. 

1Armor

Straw

1

Prerequisites: None

A sturdy pack to hold supplies and gear. 
There are also pockets for snacks!

Item
KnapsackKnapsack REF-3

This is a Belt item, usable on your belt.
Minor 
Cost: 1
Target one exile in a bracketed square.
That exile gains  accordingly.

 Refresh : 1  for all  at an Inn.

Bitter tasting, but one quaff and you feel 
your strength return.

Item
PotionPotion REF-2

This is a Belt item, usable on your belt.
Minor 
Cost: 1
Target one exile in a bracketed square.
That exile heals  accordingly.

 Refresh : 1  for all  at an Apothecary. 

Prerequisites: None

Prerequisites: None (for Pathless armor) or the 
appropriate Path (for Path-specific armor).

You may equip armor items on the
indicated worn location(s) of your body.

Armor has two stats:
 Durability: The number of hits this item can 

block before being useless and needing repair.
 Defense: The amount of damage the item 

blocks, when you are hit in this location.

If your armor is hit and has fewer Wear tokens 
than its durability, you must reduce the incoming 
damage by the defense value and add a Wear 
token to it. If the armor has maximum Wear 
tokens, it can’t block any more damage.

Resting doesn’t repair armor; you must repair it at 
a Smithy in town or use an appropriate skill.

Protective gear meant to keep 
incoming danger at bay.

Item
ArmorArmor REF-1

REF-1

A thick leather 
glove that 
someone 

forgot to store 
   in a dry place. 

1Armor

Straw

1

State ChangesState Changes

1

3

5

4

2

1

2

3

The 8 Straw Pathless items are located in one of the 
main punchboards. They can be equipped by any 

exile.

These six items are armor, 
equipped on your body.

The Knapsack and 
Potion can be 

equipped on your 
belt slots.

Trigger text can 
be anywhere on a 

component, including 
titles, narrative, or 

roleplay text.

State Changes
Characters and locations can change 
states as you play - these changes are 
carried over from session to session, 

allowing the game to remember what 
you’ve done over the course of your 

campaign.

Remember: Just because something 
changed state doesn’t mean you can 

immediately interact with it! Some 
actions will alter the states of locations 

or characters that are far away!
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 ● Let’s leave this location and head out onto the Worldmap to explore 
further. Players move to the HEX-E2 pointer on BIG-0. 

 ● From there take the Leave Location action: all players place their 
miniatures on the Mode token, Adventure side up. (The hexagonal 
shape of the token helps to remember that you’re now exploring 
the hexes of the Worldmap.) 

 ● Our location is represented by the Party token, still on HEX-E2.
 ● Put all the area maps and associated cards from these areas back 

into their respective Active decks, maintaining the ascending order.  

For explored/cleared maps and cards, return them to the index face up.
Since you have cleared SML-0 and BIG-0 (e.g. clearing all tokens and 
defeating all foes), you return these face up to indicate that the next 
time you enter, you do not place foes and tokens again.  

POI-0 and NPC-0 are returned to their Active deck as cleared to show 
that you’ve earned the RP and can’t earn it again.

FOE cards do not have a cleared state, return them to the index as you 
found them.

1

2

3
4

Now you’re exploring the Worldmap! 
 ● From HEX-E2, you can re-enter BIG-0 (the Exiles’ Camp you just 

came from). You can also interact with POI-1 directly from the 
Worldmap, since it’s listed on the hex.

 ●  Interact with POI-1 now. The Guide draws the card and reads it. 
POI-1 is an example of a Town POI, showing all the Town Actions 
you can take here.

The Town Actions are divided into categories thematically. Different 
towns have different options, but this town is also the location of the 
Exiles’ Guild and has some special options:

•  Level Up: Spend XP to increase your level.
•  Train: Eventually you’ll have more Path skills than you can equip, 

this lets you choose which ones you have equipped.
•  Retrain: Allows you to unlearn skills and learn new ones.
•  Leftovers: You can pay 1  (Kae) to add 1  marker to all of the 

party’s empty Knapsack or Potion items.
•  Apprentice Smithy: Pay 1  to repair up to 5 durability for the 

party. (e.g. you remove 2 Wear tokens from a Gambeson, 1 from 
your Shield, and another exile removes 2 from their armor, for a 
total of 5 Wear tokens.)

 ◦ New Member Help: Once per day, you can take both the 
Leftovers and Apprentice Smithy actions for free! (A new day 
begins every time you draw a card from the Day deck. This is 
explained in more detail later.)

 ◦ If you have any Wear tokens on armor from the Practice Dummy 
fight, go ahead and take the New Member Help now to remove 
those!

(Note: Other towns let you pay Kae to refill your Knapsacks and 
Potions, as well as repair durability, but only the Exiles’ Guild lets you 
do these for free once per Day.)

1

2

a

b

Region

The Basin 

NPC-0Guild Leader, ThadesGuild Leader, Thades

Pests

Village

Jobs

The Basin 

Region

B

“The Guild has Job Boards in all the villages and 
towns. They don’t usually provide Squills, but if you 

need to earn some coin, it’s a good place to start!”

“Felsworn Village is nearby, just head north across 
the plains and you’ll be at the gates.”

“The pests were reported near Raguld Junction. To 
get there just follow the path west, and then head 

north once you’ve hit the main road.”

“The grasslands here are surrounded by mountains 
on all sides, thus the name. It was once part of a 

mighty kingdom that now lies in ruins.” 

“The continent of Arydia is as diverse as the people 
who call it home. This thaw, the Guild is operating 

here in The Basin.” 

 You may spend 1  and try again.

One time only, gain: KEY-0 . 

Search

POI-0 A

You look around and...

Sounds
You hear the dull thuds and clangs of other exiles 

practicing just outside in the field, though the 
sounds are muffled by the thick bush.

Tracks

You see a pair of tracks leading deeper into the 
cave. Though it‘s quite dark in here, you think you 

could search for where the tracks end.

Small CaveSmall Cave

You find nothing...

You search and find something of note. 

5INT

F1

F2

F3

E1

E2

E3

E4

D1

D2

D3

D4

D5

C1

C2

C3

C4

C5

B1

B2

B3

B4

A1

A2

A3

N

Felsworn
Village

Nimbus
Peninsula

Northern
Plains

Exiles’
Camp

Winding
Shore

Raguld
Junction

Harren 
Plains

Teekle
Forest

Fields of Leir

Singing
Fields

The Bends

Edgewater

Hills of War

Keepwick
Outskirts

Keepwick
Town

The Sward

Southern 
Thill Forest

Exile’s Road

Green Deeps

Fern Valley

Northern 
Thill Forest

City of 
Eastgate

Hero’s Fall

Tensheckle
 Pass

F1

F2

F3

E1

E2

E3

E4

D1

D2

D3

D4

D5

C1

C2

C3

C4

C5

B1

B2

B3

B4

A2

A3

Town

Town

Town
BIG-1

LNG-33

POI-5

LNG-5

LNG-4

LNG-8

POI-7

LNG-11

MED-17

MED-1

BIG-6

BIG-3

MED-7

BIG-2

POI-3

to G2

to G3

Guild
POI-1

BIG-0

A1

LNG-14

ABIG-0

N

NPC-0

EVT-13

HEX-E2

MED-0

NPC-161

Any other topic
<smooth mustache>“Hmmm, that seems to fall 

outside my recollection!”

NPC-0 B

Demeanor: Gruff 
Actions: Rubbing hands

Quirk: Deep Voice

Human – Man

Guild Leader, Thades Guild Leader, Thades

Jobs

Pests Region

Village

Your mentor is here, giving last advice and 
wishing exiles well as they depart.

“Well, no use waiting around! This region is a good 
spot for the Guild, lots of people needing help! I just 

heard of some pests causing trouble nearby, and 
there’s a village not too far from here, where you 

can pick up some jobs!“

Any other topic
You find yourself distracted looking around the 

dark cave.

A

Small Cave Small Cave

Sounds

Tracks

POI-0

You find yourself in a small cave. You can still 
make out some sounds coming from outside. It 
doesn‘t seem like anyone has been back here for 

a while, but there‘s some sort of tracks here in 
the dirt.

ABIG-0

Exiles' Camp

Threadbare tents stand here, flaps swaying 
lightly in the breeze. As you draw nearer, the 
din of the camp washes over you. Voices buzz 

in excitement, swords clang in practice, and as 
you approach a moustached man beckons you.

1

ABIG-0

N

NPC-0

EVT-13

HEX-E2

MED-0

NPC-161

A

Guild Actions

Campsite

Path Training

Exile’s Market
1  - Leftovers: Add 1  to all fully empty 
Potion/Knapsack items for the whole party.
1  - Smithy (Apprentice): Repair 5 .

Level Up: Spend  to Level Up (Max LVL 4).
When you gain Level 3, draw EVT-903
Train: Change active skills from among your 
learned skills.
Retrain: You may pay to unlearn your current 
skills and learn new ones. Draw: EVT-94

 Rest: Draw a DAY  card. Whole party 
replenish , , , shuffle Travel deck, 
refresh Travel tokens.
Stash: Stow, retrieve, or sell items for value.

POI-1Exiles’ CampExiles’ Camp

New Member Help: You may take each Exile’s 
Market action for free once per DAY .

RP

     2-2
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Practice Practice 
StingerStinger

     1+2
+1
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WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt
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Practice PantsPractice Pants
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Practice ShirtPractice Shirt
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Practice KunaiPractice Kunai
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Practice Practice 
ShortbowShortbow
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Quiver of Quiver of 
Practice Practice 
ArrowsArrows
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DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield
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STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

Leave LocationLeave Location

POI-0

MED-0

ASML-0

ASML-0

You push your way through the bush and find 
the entrance to a small cave. Though it’s not 

very deep, the far side of the cave is quite 
dark.

Hole in the Ground

F1

F2

F3

E1

E2

E3

E4

D1

D2

D3

D4

D5

C1

C2

C3

C4

C5

B1

B2

B3

B4

A1

A2

A3

N

Felsworn
Village

Nimbus
Peninsula

Northern
Plains

Exiles’
Camp

Winding
Shore

Raguld
Junction

Harren 
Plains

Teekle
Forest

Fields of Leir

Singing
Fields

The Bends

Edgewater

Hills of War

Keepwick
Outskirts

Keepwick
Town

The Sward

Southern 
Thill Forest

Exile’s Road

Green Deeps

Fern Valley

Northern 
Thill Forest

City of 
Eastgate

Hero’s Fall

Tensheckle
 Pass

F1

F2

F3

E1

E2

E3

E4

D1

D2

D3

D4

D5

C1

C2

C3

C4

C5

B1

B2

B3

B4

A2

A3

Town

Town

Town
BIG-1

LNG-33

POI-5

LNG-5

LNG-4

LNG-8

POI-7

LNG-11

MED-17

MED-1

BIG-6

BIG-3

MED-7

BIG-2

POI-3

to G2

to G3

Guild
POI-1

BIG-0

A1

LNG-14
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Town
BIG-1

LNG-33

POI-5

LNG-5

LNG-4

LNG-8

POI-7

LNG-11

MED-17

MED-1

BIG-6

BIG-3

MED-7

BIG-2

POI-3

to G2

to G3

Guild
POI-1

BIG-0

A1

LNG-14

    1 Minor

  

Old KnapsackOld Knapsack

  1 Minor

   
 

Chipped Chipped 
PotionPotion

Town ActionsTown Actions

Example: The Leftovers 
action lets you add 1 marker 

to each empty Knapsack 
or Potion item. (You do not 
add 1 marker to Knapsacks 

or Potions that have any 
number of markers already 

on them.)

Unexplored Cards: ID on the left. Unexplored Maps:
face down.

Cleared Maps:
face up.

Cleared Cards: ID on the right.
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Now take the Level Up town action:
 ●  Looking at your Character card, note that the XP cost for Level 1 is 

exactly 3  XP (each player should have 3  XP at this point). 
 ●  Each exile spends the required 3  XP by removing it from their 

Character mat and placing them back in the supply.
 ●  Mark* the LVL 1 box on your Character card and place a LVL 1 

token in the LVL slot on your Character mat.
 ●  Moving down the LVL 1 column, mark one of the three available 

stats: HP, MP, or SP. Move the chosen MAX token to the new 
maximum, then refill all HP, MP, SP.

 ●  In the same LVL 1 column, mark one of the available six attributes, 
placing the matching attribute token into the slot as shown. 

 ●  The last step is to learn a new skill! You can learn any skill as long 
as you have already learned all the prerequisites. (Prerequisites 
are any skills with an arrow pointing to another skill.) Take a skill 
with no prerequisites from your skill tree and place it into your 
Character mat, keeping it face down. Place a Mastery token, (  
side up) into the skill tree, to show you’ve learned that skill. (You 
may mark the Learned box on the back of your Path card as well.)
 ◦ Each player should find the matching rules card for their learned 
skill and read through it to understand how it works.

Leave POI-1 on the table, you’ll return here shortly.
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Mastering Skills
A learned skill remains face down and unusable until you 

have mastered it! To master a skill, you’ll need to fulfill the 
mastery requirement. (e.g. Smite reads “To Master: Deal 
6 or more wounds in one turn.”) As soon as you fulfill the 
requirement, flip the skill and Mastery token face up, it is 

now mastered!

 Eureka Moment: If the mastery requirement has the  
Eureka icon, you get an instantaneous, one-time benefit: 
When mastered, you may immediately use the skill as a 
reaction, without paying any costs (no MP/SP/Combo 

spent, no  markers spent).
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in the same turn.

Weapon Master

Martial

WAR-7

To Master: As a Reaction when your 
attack misses the second or third 
damage threshold by 2 or less. 

Ox / Tail Guard

Stance

WAR-8

To Master: Deal 6 or more wounds
in one turn. 

Smite

Sword

WAR-9

To Master: As a Reaction after 
inflicting 5 or more wounds in a turn 

without defeating any foes. 

Cleave

Sword

WAR-10

To Master: At Rivertowne South,
 pay 5 .

Cross Slash

Sword

WAR-11

To Master: As a Normal action while 
adjacent to a foe, pay 1 . 

Taunt

Shout

WAR-12

To Master: When your Shield is hit in 
combat, pay 2  as a Reaction. 

Protect

Shield

WAR-13

To Master: In one combat, wound 
a foe, then block 1 or more damage 

from that foe with your Shield. 

Counter

Shield Sword

WAR-14

To Master: End combat with 
6 or more Wear tokens on your

party’s armor. 

Field Repairs

Shield

WAR-15

To Master: As a Reaction when an 
exile is attacked in 2 , pay 3 . 

Warning

Shout

WAR-16

To Master: As a Reaction when your 
Shield absorbs some but not all of

the damage from an attack. 

Proud / Iron Guard

Stance

WAR-17

To Master: Deal 6 or more wounds
in one turn. 

Smite

Sword

WAR-9

To Master: Deal 6 or more wounds
in one turn. 

Smite

Sword

WAR-9

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

LVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVL

11

11 11

1133

33 33

3355

55 55

5577

77 77

7799

99 99

99
LVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVL

11

11 11

1133

33 33

3355

55 55

5577

77 77

7799

99 99

99
LVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVL

11

11 11

1133

33 33

3355

55 55

5577

77 77

7799

99 99

99

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

2222

22 22

4444

44 44

6666

66 66

8888

88 88

10101010

1010 1010

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

2222

22 22

4444

44 44

6666

66 66

8888

88 88

10101010

1010 1010

RP

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

11

11

11

11

33

33

33

33

55

55

55

55

77

77

77

77

99

99

99

99

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

11

11

11

11

33

33

33

33

55

55

55

55

77

77

77

77

99

99

99

99

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

11

11

11

11

33

33

33

33

55

55

55

55

77

77

77

77

99

99

99

99

RP

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

11

11

11

11

33

33

33

33

55

55

55

55

77

77

77

77

99

99

99

99

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

11

11

11

11

33

33

33

33

55

55

55

55

77

77

77

77

99

99

99

99

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

11

11

11

11

33

33

33

33

55

55

55

55

77

77

77

77

99

99

99

99

RP

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

11

11

11

11

33

33

33

33

55

55

55

55

77

77

77

77

99

99

99

99

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

11

11

11

11

33

33

33

33

55

55

55

55

77

77

77

77

99

99

99

99

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

LVL
LVL

11

11

11

11

33

33

33

33

55

55

55

55

77

77

77

77

99

99

99

99

Level UpLevel Up

     2-2

   
 

12+
2+

INTINTINT

Practice Practice 
StingerStinger

     1+2
+1

 

2-15
16+

WISWISWIS

Practice FocusPractice Focus

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

    1  0

   
 

Practice Practice 
LedgerLedger

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants

   1  1  

   
 

Practice ShirtPractice Shirt

   1  1  

   
 

Practice PantsPractice Pants
     

 

 

 3
 

12+
2+

DEXDEXDEX

Practice KunaiPractice Kunai

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

 
 

 1 
 

 
 

Pr
ac

tic
e 

Lu
te

Pr
ac

tic
e 

Lu
te

  
 

 

 
 

 
 12
+

2+CH
A

CH
A

CH
A

Pr
ac

tic
e 

Ta
nt

o
Pr

ac
tic

e 
Ta

nt
o

  
 1

 2
 

 
 

 
 

Pr
ac

tic
e 

Pr
ac

tic
e 

G
am

be
so

n
G

am
be

so
n

  
 

 
1 2

  

2-
11

12
+

W
IS

W
IS

W
IS

Pr
ac

tic
e 

Ki
t

Pr
ac

tic
e 

Ki
t

M
in

or

  
 

 

 
 

 
 12
+

2+ST
R

ST
R

ST
R

Pr
ac

tic
e 

St
aff

Pr
ac

tic
e 

St
aff

  
 

 

 
 

 
 12
+

2+W
IS

W
IS

W
IS

Pr
ac

tic
e 

Es
to

c
Pr

ac
tic

e 
Es

to
c

  
 

 
 2

-3 
 

 
 12
+

2+IN
T

IN
T

IN
T

Pr
ac

tic
e 

Ti
ne

s
Pr

ac
tic

e 
Ti

ne
s

 3-412+
2+

ENDENDEND

Practice Practice 
ShortbowShortbow

  
 

 

 
 

 
 12
+

2+D
EX

D
EX

D
EX

Pr
ac

tic
e 

Pr
ac

tic
e 

H
un

tin
g 

Kn
ife

H
un

tin
g 

Kn
ife

+1  
Broadhead

 

Quiver of Quiver of 
Practice Practice 
ArrowsArrows

    

  

  

12+
2+

DEXDEXDEX

Practice Practice 
DaggerDagger

    12+
2+

CHACHACHA

Practice TrapPractice Trap

   1  2  

  

  

Practice Practice 
GambesonGambeson

   1  3  

  

  

Practice Practice 
ShieldShield

  
 

 

 3

 

 
 12
+

2+EN
D

EN
D

EN
D

Pr
ac

tic
e 

Sp
ea

r
Pr

ac
tic

e 
Sp

ea
r

    

  

  

12+
2+

STRSTRSTR

Practice Practice 
SwordSword

 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler

HumanHumanDwarfDwarfFelishFelish

ElfElfLunariLunariSlynnSlynn

HalflingHalflingOrcOrcFaeFae
Reaction

After an exile rolls a d20: 
Pay 

 to reroll, using the 
highest result instead.

Resourceful
Resourceful

Reaction

W
hen your 

 is reduced to 0: 
Pay 

 to set 
 to 1 instead.

H
ardy

H
ardy

ReactionW
hen attacked: 

Pay 
 to gain +2

for that attack.

N
im

ble
N

im
ble

Reaction

W
hen you are m

oving: 
Pay 

 to treat diffi
cult borders 

as norm
al borders and +3

.

Lightfoot
Lightfoot

Reaction

 After being attacked:  
Pay 

 to reduce 
 by 2 and 2

.

Lightheart
Lightheart

Free

Pay 
 to gain +1

vs. all attacks until the
start of your next turn.

Stoneskin
Stoneskin

D
ependable

D
ependable

Pay 
 to gain 2

.

Free

Action

Pay 
 to gain 1

,
then refresh all Travel tokens.

Enduring
Enduring

Req. O
ut of C

om
bat

ReactionW
hen using a skill:

Pay 
 to reduce its cost
by up to 2

.

M
ystic

M
ystic

Auri
Auri

Tippy
Tippy

G
roff

G
roff

N
yld

N
yld

the N
ervous

the N
ervous

Slake
Slake

the H
ungry

the H
ungry

Skitch
Skitch

the Clum
sy

the Clum
sy

Estm
or

Estm
or

the Silent
the Silent

Ceildar
Ceildar

the Plucky
the Plucky

G
ip

G
ip

the G
ruff

the G
ruff

  
 1

 1
 

 
 

 
 

W
eak H

elm
W

eak H
elm

  
 1

 1
 

 
 

 
 

G
reasy Cuff

G
reasy Cuff

  
 1

 1
 

 
 

 
 

Rotting Cuff
Rotting Cuff

  
 1

 1
 

 
 

 
 

D
am

p G
love

D
am

p G
love

  
 1

 1
 

 
 

 
 

M
oist G

love
M

oist G
love

  
 1

 1
 

 
 

 
 

M
oldy Shoes

M
oldy Shoes

 
 

1
M

inor

 
 

 
 

Chipped 
Chipped 
Potion
Potion

  
 

 
1

M
inor

 
 

O
ld Knapsack

O
ld Knapsack

H
um

an
H

um
an

D
w

ar
f

D
w

ar
f

Fe
lis

h
Fe

lis
h

El
f

El
f

Lu
na

ri
Lu

na
ri

Sl
yn

n
Sl

yn
n

H
al

fli
ng

H
al

fli
ng

O
rc

O
rc

Fa
e

Fa
e

Reaction

After an exile rolls a d20: 
Pay  to reroll, using the 

highest result instead.

ResourcefulResourceful

Reaction

When your  is reduced to 0: 
Pay  to set  to 1 instead.

HardyHardy

Reaction

When attacked: 
Pay  to gain +2

for that attack.

NimbleNimble

Reaction

When you are moving: 
Pay  to treat difficult borders 

as normal borders and +3 .

LightfootLightfoot

Reaction

 After being attacked:  
Pay  to reduce  by 2 and 2 .

LightheartLightheart

Free

Pay  to gain +1
vs. all attacks until the
start of your next turn.

StoneskinStoneskin

DependableDependable

Pay  to gain 2 .

Free

Action

Pay  to gain 1 ,
then refresh all Travel tokens.

EnduringEnduring
Req. Out of Combat

Reaction

When using a skill:
Pay  to reduce its cost

by up to 2 .

MysticMystic

AuriAuri TippyTippy GroffGroff

NyldNyld

the Nervousthe Nervous

SlakeSlake

the Hungrythe Hungry

SkitchSkitch

the Clumsythe Clumsy

EstmorEstmor

the Silentthe Silent

CeildarCeildar

the Pluckythe Plucky

GipGip

the Gruffthe Gruff

   1  1  

   
 

Weak HelmWeak Helm

   1  1  

   
 

Greasy CuffGreasy Cuff

   1  1  

   
 

Rotting CuffRotting Cuff

   1  1  

   
 

Damp GloveDamp Glove

   1  1  

   
 

Moist GloveMoist Glove

   1  1  

   
 

Moldy ShoesMoldy Shoes

  1 Minor

   
 

Chipped Chipped 
PotionPotion

    1 Minor

  

Old KnapsackOld Knapsack

H
um

an
H

um
an

D
w

ar
f

D
w

ar
f

Fe
lis

h
Fe

lis
h

El
f

El
f

Lu
na

ri
Lu

na
ri

Sl
yn

n
Sl

yn
n

H
al

fli
ng

H
al

fli
ng

O
rc

O
rc

Fa
e

Fa
e

Reaction

After an exile rolls a d20: 
Pay  to reroll, using the 

highest result instead.

ResourcefulResourceful

Reaction

When your  is reduced to 0: 
Pay  to set  to 1 instead.

HardyHardy

Reaction

When attacked: 
Pay  to gain +2

for that attack.

NimbleNimble

Reaction

When you are moving: 
Pay  to treat difficult borders 

as normal borders and +3 .

LightfootLightfoot

Reaction

 After being attacked:  
Pay  to reduce  by 2 and 2 .

LightheartLightheart

Free

Pay  to gain +1
vs. all attacks until the
start of your next turn.

StoneskinStoneskin

DependableDependable

Pay  to gain 2 .

Free

Action

Pay  to gain 1 ,
then refresh all Travel tokens.

EnduringEnduring
Req. Out of Combat

Reaction

When using a skill:
Pay  to reduce its cost

by up to 2 .

MysticMystic

AuriAuri TippyTippy GroffGroff

NyldNyld

the Nervousthe Nervous

SlakeSlake

the Hungrythe Hungry

SkitchSkitch

the Clumsythe Clumsy

EstmorEstmor

the Silentthe Silent

CeildarCeildar

the Pluckythe Plucky

GipGip

the Gruffthe Gruff

   1  1  

   
 

Weak HelmWeak Helm

   1  1  

   
 

Greasy CuffGreasy Cuff

   1  1  

   
 

Rotting CuffRotting Cuff

   1  1  

   
 

Damp GloveDamp Glove

   1  1  

   
 

Moist GloveMoist Glove

   1  1  

   
 

Moldy ShoesMoldy Shoes

  1 Minor

   
 

Chipped Chipped 
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 based on ,
then make 1 basic

Tanto attack.

Action
1 Gutsy DashGutsy Dash

 Req: Tanto 
0  = 1

2  = 2

4  = 4

All exiles in 
Lute  gain:

 Anthem of VigorAnthem of Vigor
 Req: Lute Minor

1
0  =1 /1

1  =1  1
2  =1  2

Action
Each target takes one damage 

of your choice:

1
Req. Staff

PummelPummel

Action

Refresh all  on 1 Kit.

Prepare BandagesPrepare Bandages1
Req. Out of Combat

2

Make 1 basic Tines attack vs. 
all targets. Shift each hit

foe up to 2 squares.

Req. TinesAction
Twin MissileTwin Missile

Action

Choose a cardinal direction.
Deal  to each foe in 

the chosen direction.

Lightning BoltLightning Bolt
Req. Tines

2

When the Marked 
foe is damaged:

Pay 1 to deal +

Free
MarkMark

Place  on 
a foe you 
can see:

Reaction

Req. BowAction
3 SnipeSnipe

16+2+ 12+END

Minor

You’re Hidden . 3 ,  
or pay 1  to 5  instead.

SneakSneak1
Action

DEX 25+2+ 15+

If Hidden , +20 to roll:

Req. Dagger
BackstabBackstab1

Action
3

Req. Sword or Spear
Spin AttackSpin Attack

Make 1 attack vs. all foes:

18+2+ 10+STR

Minor
3  in a cardinal direction.  
For each foe in your way, 
push and damage them 
right  or left .

Req. Shield
Shield ChargeShield Charge1

RuffianRuffian

ScampScamp

SootherSoother

ScoutScout

ScholarScholar

NoodlerNoodler
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Reaction

After an exile rolls a d20: 
Pay  to reroll, using the 

highest result instead.

ResourcefulResourceful

Reaction

When your  is reduced to 0: 
Pay  to set  to 1 instead.

HardyHardy

Reaction

When attacked: 
Pay  to gain +2

for that attack.

NimbleNimble

Reaction

When you are moving: 
Pay  to treat difficult borders 

as normal borders and +3 .

LightfootLightfoot

Reaction

 After being attacked:  
Pay  to reduce  by 2 and 2 .

LightheartLightheart

Free

Pay  to gain +1
vs. all attacks until the
start of your next turn.

StoneskinStoneskin

DependableDependable

Pay  to gain 2 .

Free

Action

Pay  to gain 1 ,
then refresh all Travel tokens.

EnduringEnduring
Req. Out of Combat

Reaction

When using a skill:
Pay  to reduce its cost

by up to 2 .

MysticMystic

AuriAuri TippyTippy GroffGroff

NyldNyld
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the Hungrythe Hungry
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   1  1  

   
 

Damp GloveDamp Glove
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Moist GloveMoist Glove

   1  1  

   
 

Moldy ShoesMoldy Shoes

  1 Minor
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PotionPotion

    1 Minor

  

Old KnapsackOld Knapsack

HumanHumanDwarfDwarfFelishFelish

ElfElfLunariLunariSlynnSlynn

HalflingHalflingOrcOrcFaeFae

Reaction

After an exile rolls a d20: 
Pay 

 to reroll, using the 
highest result instead.

Resourceful
Resourceful

Reaction
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Reaction
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.

Lightheart
Lightheart

Free

Pay 
 to gain +1

vs. all attacks until the
start of your next turn.
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.

Free

Action

Pay 
 to gain 1

,
then refresh all Travel tokens.
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Reaction

After an exile rolls a d20: 
Pay  to reroll, using the 

highest result instead.

ResourcefulResourceful

Reaction

When your  is reduced to 0: 
Pay  to set  to 1 instead.

HardyHardy

Reaction

When attacked: 
Pay  to gain +2

for that attack.

NimbleNimble

Reaction

When you are moving: 
Pay  to treat difficult borders 

as normal borders and +3 .

LightfootLightfoot

Reaction

 After being attacked:  
Pay  to reduce  by 2 and 2 .

LightheartLightheart

Free

Pay  to gain +1
vs. all attacks until the
start of your next turn.

StoneskinStoneskin

DependableDependable

Pay  to gain 2 .

Free

Action

Pay  to gain 1 ,
then refresh all Travel tokens.

EnduringEnduring
Req. Out of Combat

Reaction

When using a skill:
Pay  to reduce its cost

by up to 2 .

MysticMystic

AuriAuri TippyTippy GroffGroff

NyldNyld

the Nervousthe Nervous

SlakeSlake

the Hungrythe Hungry

SkitchSkitch

the Clumsythe Clumsy

EstmorEstmor

the Silentthe Silent

CeildarCeildar

the Pluckythe Plucky

GipGip
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Weak HelmWeak Helm
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   1  1  

   
 

Rotting CuffRotting Cuff

   1  1  

   
 

Damp GloveDamp Glove

   1  1  

   
 

Moist GloveMoist Glove

   1  1  
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  1 Minor
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Reaction

After an exile rolls a d20: 
Pay  to reroll, using the 

highest result instead.

ResourcefulResourceful

Reaction

When your  is reduced to 0: 
Pay  to set  to 1 instead.

HardyHardy

Reaction

When attacked: 
Pay  to gain +2

for that attack.

NimbleNimble

Reaction

When you are moving: 
Pay  to treat difficult borders 

as normal borders and +3 .

LightfootLightfoot

Reaction

 After being attacked:  
Pay  to reduce  by 2 and 2 .

LightheartLightheart

Free

Pay  to gain +1
vs. all attacks until the
start of your next turn.

StoneskinStoneskin

DependableDependable

Pay  to gain 2 .

Free

Action

Pay  to gain 1 ,
then refresh all Travel tokens.

EnduringEnduring
Req. Out of Combat

Reaction

When using a skill:
Pay  to reduce its cost

by up to 2 .
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   1  1  

   
 

Moldy ShoesMoldy Shoes

  1 Minor
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PotionPotion
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Old KnapsackOld Knapsack

To Master: As a Normal action,
pay 2  and 1 .

Discipline

Martial

WAR-6

To Master: Equip a weapon from
your Inventory and attack with it

in the same turn.

Weapon Master

Martial

WAR-7

To Master: As a Reaction when your 
attack misses the second or third 
damage threshold by 2 or less. 

Ox / Tail Guard

Stance

WAR-8

To Master: Deal 6 or more wounds
in one turn. 

Smite

Sword

WAR-9

To Master: As a Reaction after 
inflicting 5 or more wounds in a turn 

without defeating any foes. 

Cleave

Sword

WAR-10

To Master: At Rivertowne South,
 pay 5 .

Cross Slash

Sword

WAR-11

To Master: As a Normal action while 
adjacent to a foe, pay 1 . 

Taunt

Shout

WAR-12

To Master: When your Shield is hit in 
combat, pay 2  as a Reaction. 

Protect

Shield

WAR-13

To Master: In one combat, wound 
a foe, then block 1 or more damage 

from that foe with your Shield. 

Counter

Shield Sword

WAR-14

To Master: End combat with 
6 or more Wear tokens on your

party’s armor. 

Field Repairs

Shield

WAR-15

To Master: As a Reaction when an 
exile is attacked in 2 , pay 3 . 

Warning

Shout

WAR-16

To Master: As a Reaction when your 
Shield absorbs some but not all of

the damage from an attack. 

Proud / Iron Guard

Stance

WAR-17

WAR-6 WAR-7 WAR-8

WAR-9 WAR-10 WAR-11

WAR-12 WAR-13 WAR-14

WAR-15 WAR-16 WAR-17

WAR-6 WAR-7 WAR-8

WAR-9 WAR-10 WAR-11

WAR-12 WAR-13 WAR-14

WAR-15 WAR-16 WAR-17

WAR-6 WAR-7 WAR-8

WAR-9 WAR-10 WAR-11

WAR-12 WAR-13 WAR-14

WAR-15 WAR-16 WAR-17

2

3

4 5

6

3
1

5
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*Marking A Card 
Arydia is designed such that character attributes 
can be fully tracked using components provided, 

without marking of cards.  However, it is 
advisable to mark cards in the event components 
are shifted out of place. You can lightly mark with 
a pencil so you can erase it after the campaign, 

or use a clear card-sleeve and a marker. 
Additionally, character cards are available to 
download and print from: faroffgames.com

In this example, the chosen stat was MP, update your 
MAX MP from 2, up to 3, then refill all your stats.

Each column on this card represents a 
level. This is the column for level 1.

When you choose an attribute, it is increased 
to exactly the amount specified in that 

column. Choosing endurance for LVL 1, you 
place an END 2 token. If at LVL 2, you choose 

Wisdom, your WIS attribute will be WIS 3.

Place a Mastery 
token ‘learned’ side 
up in the skill tree.

Learned Side

Looking at the Warrior skill tree, there are 4 skills 
that you could learn at level 1, because they do 
not have prerequisite arrows pointing at them.

Skill Order
When leveling up, you 

choose any skill for which 
you have already learned the 
prerequisites. For example, if 
you wanted to learn Warning 

as the Warrior, you would need 
Field Repairs, Taunt, and Protect 

first. You need to learn Taunt 
before Protect (due to Protect’s 
prerequisite), but otherwise the 
order is flexible, such as Taunt, 

Field Repairs, then Protect.

LVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVLLVLLVL

LVLLVL LVLLVL

LVLLVL

11

11 11

1133

33 33

3355

55 55

5577

77 77

7799

99 99

99

5

4

3

To remove the skill: Push 
down on the bottom of 
the skill tile to pop the 

top of it up. 

WAR-6 WAR-7 WAR-8

WAR-9 WAR-10 WAR-11

WAR-12 WAR-13 WAR-14

WAR-15 WAR-16 WAR-17

6
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You’re now ready to explore the Worldmap! 
 ● Get all 12 of the Active TRV cards (these should be TRV-1 through 

TRV-12) and place them face down.
 ● Get out the 3 Travel tokens and place them colored side up.

The most important rule when traveling is: have fun! The second most 
important rule is: you may only travel to an adjacent hex as long as 
there is a connecting terrain icon. These are the 7 Terrain Icons:

Travel on the Worldmap consists of:
•  Choosing where to travel by placing the Party token on the space 

between hexes
•  Drawing a travel card
•  Resolving the travel card

 ◦ Possibly exhausting a Travel token or paying an SP cost to 
keep it from becoming exhausted

•  If the hex is unexplored, reveal it by flipping it over

•  Placing the Party token on the new hex.
You are going to stack the deck and do some predetermined traveling to 
learn how the system works.

Take TRV-1, TRV-11, and TRV-12 from the Travel deck, and place 
them on top in order, with TRV-1 on top - you’ll be using these three 
cards for the examples. (Normally the Travel deck is shuffled, and you 
don’t know what you’ll encounter!)

a

b

It’s time to leave the Exiles’ Camp! 
 ● Take the Travel action, choosing to move to HEX-D2 by placing 

the Party token on the space between the hexes. 
 ● Note that the terrain you are traveling on from HEX-E2 to 

HEX-D2 is road terrain.
 ● Draw the top card off the Travel deck (TRV-1) and locate the 

terrain type you’re traveling on (road). Read the flavor text, and 
the Rules text below that.

1

2

3

 ● Hunger: The first block of rules gives you a choice: each exile in 
the party pays 1 , or the party goes to Famished.

 ● For this example, you decide to keep all of the Travel tokens ready, 
so each exile now pays 1  (after Level Up, everyone should have 
at least 1 ), and the card is now discarded.

 ● Because you’ve entered an unexplored hex, you now get to reveal 
it! Pushing on the right side of the hex, pop the left side of the 
hex up. Now flip the hex token over and put it back into its place. 
Finally, place the Party token on the hex.

The Travel action is now complete!
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Hunger: Each exile pays 1  then .
If you don’t pay, go to Famished.

Famished:  Exhaust this token then .  
If it’s already exhausted, go to Starving.  
(While Travel tokens are exhausted, you cannot  
enter unexplored hexes.)

Starving: Add 1 copy of THR-90  to the bottom 
of the Threat deck then . If there are no 
copies left to add, each exile -2 . TRV-1

A Mite PeckishA Mite Peckish

You enjoy your travels, taking in the sights.

You‘re so hungry you need to take a break and eat 
some food!
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Worldmap TravelWorldmap Travel

Travel Example 1

Road Plains Forest Tall Grass Mountain Water Snow

Hunger: Each exile pays 1  then .
If you don’t pay, go to Famished.

Famished:  Exhaust this token then .  
If it’s already exhausted, go to Starving.  
(While Travel tokens are exhausted, you cannot  
enter unexplored hexes.)

Starving: Add 1 copy of THR-90  to the bottom 
of the Threat deck then . If there are no 
copies left to add, each exile -2 . TRV-1

A Mite PeckishA Mite Peckish

You enjoy your travels, taking in the sights.

You‘re so hungry you need to take a break and eat 
some food!

Travel Tokens
The tokens represent 
the party’s hunger, 

morale, and sense of 
direction. If one or 

more Travel tokens are 
exhausted, you cannot 
enter unexplored (face 

down) hexes.

Looking at connecting 
terrain icons, you could 

travel to HEX-D2, 
HEX-D3 or HEX-E1.

HEX-E3, HEX-F1, and 
HEX-F2 are all directly 
adjacent to our current 
hex, but since there are 
no connecting terrain 

icons, you cannot choose 
to move to those hexes 

from here.

a
b

The connecting terrain 
icon from HEX-E2 to 

HEX-D2 is road.
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The new hex, ‘Northern Plains’ also doesn’t contain any pointers to 
interact with. There are terrain icons connecting northwest to HEX-D1 
and southeast to HEX-F1, but you can’t travel there because at least 
one of the Travel tokens is exhausted. You cannot enter unexplored 
hexes while any Travel tokens are exhausted. Travel back to the 
Exiles’ Camp and rest, in order to refresh the tokens.

 ● Take the Travel action and choose HEX-E2 by placing the Party 
token between the hexes. 

 ● The terrain you’re traveling on from HEX-E1 to HEX-E2 is plains 
terrain.

 ● Draw the top card off the Travel deck (TRV-12) and locate the 
plains terrain.

1

2

3

The new hex, ‘Raguld Junction’ doesn’t contain any pointers to 
interact with (not every hex on the Worldmap contains pointers). It 
does, however, contain terrain icons on each of its edges, so you can 
travel in any direction from this hex. 

 ● Take the Travel action, choosing to move to HEX-E1 by placing 
the Party token in between the hexes.

 ● The terrain you’re traveling on from HEX-D2 to HEX-E1 is plains 
terrain.

 ● Draw the top card off the Travel deck (TRV-11) and locate the 
terrain type you’re traveling on: plains.

1

2

3

 ● Frustrated: You must choose: each exile pays 1 , or go to 
Downhearted.
 ◦ At this time, you could choose to use skills or items (such as 
your Knapsack) in order to gain  to pay this cost. (You spent 
stamina previously, so maybe some exiles are at 0 .)

 ● Choose not to pay the  cost, and go to Downhearted. Exhaust the  
Travel token shown on the card (morale), then discard this card.

 ● Since HEX-E1 is unexplored, now reveal it and place the Party 
token on it.

The Travel action is now complete!

4

5

6

 ● Frustrated: Even though you’ve already exhausted the morale 
(feather) Travel token, you still get to choose: each exile pay 1 , 
or go to Downhearted.

 ● At this time, you can use skills or items (such as the Knapsack) 
in order to gain  to pay this cost. Go ahead and do that - spend 
a  marker from the Knapsack and one exile gains 1 . (For this 
example, any exiles still at 0  pretend you have 1  at this time.) 

 ● You can now pay the ‘Frustrated’ cost - each exile pays 1 , and the 
card is now discarded. Place Party token on HEX-E2.

The Travel action is now complete!

4

5

6
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Travel Example 2

Travel Example 3

The connecting terrain 
icon from HEX-D2 to 

HEX-E1 is plains.

One of the Travel tokens is 
now exhausted, so you can 
no longer choose to travel 
to an unexplored hex until 

it’s refreshed.

1

2

Frustrated: Each exile pays 1  then .
If you don’t pay, go to Downhearted.

Downhearted: Exhaust this token then .  
If it’s already exhausted, go to Miserable.  
(While Travel tokens are exhausted, you cannot enter 
unexplored hexes.)

Miserable: Add 1 copy of THR-90  to the bottom 
of the Threat deck then . If there are no 
copies left to add, each exile -2 .

Your spirits are high as you travel along.

The journey is difficult and your spirits sag.
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The connecting terrain 
icon from HEX-E1 to 

HEX-E2 is plains.

If you had not paid, you would 
have gone to Downhearted, and 
since the morale token (feather) 
is already exhausted, you’d have 

gone to Miserable. Miserable 
puts a THR-90 ‘Exhaustion’ card 
into the Threat deck, which can 

make future combats more 
difficult!

1

2

Frustrated: Each exile pays 1  then .
If you don’t pay, go to Downhearted.

Downhearted: Exhaust this token then .  
If it’s already exhausted, go to Miserable.  
(While Travel tokens are exhausted, you cannot enter 
unexplored hexes.)

Miserable: Add 1 copy of THR-90  to the bottom 
of the Threat deck then . If there are no 
copies left to add, each exile -2 .

Your spirits are high as you travel along.

The journey is difficult and your spirits sag.
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Congratulations! You’ve completed the Quick Start Guide for Arydia! 
You now should have a general understanding of how Arydia is played! 

Immediately after taking a Rest action, you can Save your game, 
returning everything to the box. If you’d like to end your session now, 
you can look up Save / Load p.34 in the Rulebook.

You’re ready to head out on your own adventures, exploring the 
Worldmap and hunting for Squills! You don’t need to look anything 
else up right now, but there are some rules you’ll need to look up in 
the Rulebook as you encounter them in your campaign:

There was an NPC in the Exiles’ Camp that you didn’t talk to last time. 
Let’s go talk to him now.

 ● From HEX-E2, take the Enter Location action for BIG-0: Draw 
BIG-0 from the Active BIG deck; it should be face up, indicating 
it was previously cleared, so don’t place the Event token on it. 
Place it map side up in the play space and all players place their 
miniature as close as possible to the HEX-E2 pointer. 

 ● Move adjacent to NPC-161 and take the Interact action. The Guide 
draws the NPC-161 card from the Active deck and reads it out 
loud to the other players. Explore each topic and return here when 
you’re done.

 ▪ Don’t Scry anything at this time, but remember to talk to 
Cestasyn if you require help later!

Move to the HEX-E2 pointer and take the Leave Location action to 
return to HEX-E2 on the Worldmap. Place NPC-161 and BIG-0 back 
in their corresponding indexes.

1

2

Let’s take a moment to explain the Day deck. The Day deck is used to 
track the passage of time over the course of your campaign. When you 
get to the end of the current Day deck, you will be instructed to add the 
next Day card to the deck, then remake it.

 ● Get all 3 of the Active DAY cards and assemble the Day deck, 
ensuring DAY-1, DAY-2 and DAY-3 cards are face down in 
sequential order, with DAY-1 on top.

 ● Interact with POI-1 (it should be nearby on the table) and take the 
Rest Town Action.

 ◦ Resting at the Guild is free, but it doesn’t remove Exhaustion 
cards from the Threat deck. Other towns cost  Kae in order 
to rest, but will remove Exhaustion cards.

 ● Draw a DAY card (DAY-1), read it, then discard it.
 ● Each party member restores their HP, MP, and SP to full.
 ● Take the Travel discard pile and add it to the Travel deck, then 

shuffle it and place it face down. Refresh all the Travel tokens, 
placing them colored side up.

The Rest action is now over, and a new Day has begun.
Often, the first time you draw a Day card it will instruct you to follow 
special rules, such as adding a new card to the Travel deck. This only 
occurs the first time that Day card is drawn; subsequent times you will 
ignore those rules.

1

2

3
4
5

Chests. . . . . . . . . . . . . . . . . . . . . . . .                         8
Combat Terms. . . . . . . . . . . . . . . .                 20
Defeat. . . . . . . . . . . . . . . . . . . . . . .                        33
Difficulty Levels. . . . . . . . . . . . . . .                33
Dossiers. . . . . . . . . . . . . . . . . . . . .                      15
Drop In / Drop Out . . . . . . . . . . .            33
Job Cards (Types of Jobs). . . . . .       14
Large Foes. . . . . . . . . . . . . . . . . . .                    27
Limit Break!. . . . . . . . . . . . . . . . . .                   23
Partially Explored Locations. . . .     33

Piercing Damage. . . . . . . . . . . . .              32
Reset / Green Legacy. . . . . . . . . .           34
Retrain (Guild action). . . . . . . . . .           17
Save / Load. . . . . . . . . . . . . . . . . .                   34
Sell Items (Vendor). . . . . . . . . . . .             17
Soundtrack . . . . . . . . . . . . . . . . . .                   35
Squills. . . . . . . . . . . . . . . . . . . . . . .                        15
Stash. . . . . . . . . . . . . . . . . . . . . . . . .                          9
Targeting Large Foes. . . . . . . . . .           23
Traversable / Untraversable. . . .     19

As you step out into the new day, you feel a sense 
of calm and oneness with the world around you.

DAY-3

First time this card is drawn: add TRV-46 to 
the bottom of the Travel discard pile.

If the DAY deck is empty when you need to 
draw: Add DAY-4 to the deck and immediately 
remake the DAY deck face down in sequential 
order from lowest on top to highest on bottom. 
Draw the top card off the day deck.  
(It should be DAY-1)
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Guild Actions

Campsite

Path Training

Exile’s Market
1  - Leftovers: Add 1  to all fully empty 
Potion/Knapsack items for the whole party.
1  - Smithy (Apprentice): Repair 5 .

Level Up: Spend  to Level Up (Max LVL 4).
When you gain Level 3, draw EVT-903
Train: Change active skills from among your 
learned skills.
Retrain: You may pay to unlearn your current 
skills and learn new ones. Draw: EVT-94

 Rest: Draw a DAY  card. Whole party 
replenish , , , shuffle Travel deck, 
refresh Travel tokens.
Stash: Stow, retrieve, or sell items for value.

POI-1Exiles’ CampExiles’ Camp

New Member Help: You may take each Exile’s 
Market action for free once per DAY .

As you wake from your sleep, the dawn floods in, 
welcoming you to another splendid day. You strap 

on your pack and head out into the world!

A Splendid Day A Splendid Day

First time this card is drawn: add  TRV-41 to 
the bottom of the Travel discard pile.

DAY-2
It is a wonderful day for adventuring! You feel the 

sunshine warm you as a gentle breeze caresses 
your face.

A Beautiful Day A Beautiful Day

No special rules.

DAY-1

It is a wonderful day for adventuring! You feel the 
sunshine warm you as a gentle breeze caresses 

your face.

A Beautiful DayA Beautiful Day

No special rules.

DAY-1 ABIG-0

N

NPC-0

EVT-13

HEX-E2

MED-0

NPC-161

Any other topic

A

“Even scrying can’t tell me that...”

NPC-161

LocateGuild

“Greetings fellow guild-mate! I am Cestasyn! 
If you’re looking for something, or someone, I might 
be able to help you locate what you’re looking for!”

Demeanor: Inquisitive 
Actions: Sketch maps

Elven – Man

CestasynCestasyn

An elf sits cross legged in the grass as he sketches 
in his leather-bound journal. You can tell by his 

pin that he’s on the Path of Inspiration.

A Little HelpA Little Help

Further RulesFurther Rules

1

2

1

Normal

Difficult

Obscure

Impassable

Wall

Border Types

Gaining : Whenever you gain , each exile gains 
an equal amount of .
Gaining : Whenever you gain , the amount 
listed is the total for the party.
Natural 20: In Combat: Gain +2   Combo. 
In Adventure: Gain TRV-77  or THR-77 .
Natural 1: Check fails, cannot be increased.

Player ReferencePlayer Reference

Combat Actions:
• Basic Move: Gain 1  and 3 . 

 ◦ As a Reaction: May pay 1  to +2 .
• Basic Attack: Attack with equipped weapon.
• Skill: Use a skill.
• Item: Use an equipped item.
• Equip/Trade: Rearrange items / trade with 

adjacent exile. 

 - Hit Points (HP)
 - Mana (MP)
 - Stamina (SP)
 - Roleplay Point (RP)
 - Experience (XP)
 - Combo
 - Threat
 - Kae
 - Defense 
 - Durability
 - Marker
 - Damage
 - Range
 - Flip

 - Movement
 - Success / Yes
 - Failure / No
 - Event Token
 - Index
 - Discard
 - Banish
 - Melee Ability
 - Ranged Ability
 - Area Ability
 - Rest
 - Eureka Moment
 - Hit Dice 
 - Soundtrack1 2 3 4 5

Days and RestingDays and Resting

Set up the Day deck face down 
so that DAY-1 is on top and 

DAY-3 is on the bottom.

Cestasyn can usually help you track 
down which hex you’re supposed to 

take a Key to, for a small fee!

Travel Journal
Some players enjoy using a notebook and keeping a journal of their 

travels, so they can reference previous encounters and remember 
story beats from previous sessions. You may wish to do the same!

Epic Hunt: If you have the Epic Hunt expansion, get out the 
rules card and follow the setup directions at this time.

Player Reference Cards / Rulebook Back
We have made two quick-rules references: Player Reference 

cards (one for each player, located in the REF section), as well as 
a quick rules reference (on the back of the main rulebook).

Rules to Look up when you encounter them:

1

2

3

4


