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TO GREENWOOD. _ HidRF any circumstances! Sreenwond iz a (el
FHE GREEN PARADISE! The svpptsed paradice i setually hell,
The Mystical Creatures are not here valuntsril ¥,
They werg forcibly shducted from thein habita é:s-
’-‘-i:1.:| are being held captive and exploited by the
High Circle, The druids use the powers of the
Mystical creatures for rituale and to produce
magic potions. This explaitation must be stopped!

COME AND BE AMAZED!

O this remote peninsula ar the edge
of the legendary archipelago you will
experience the pristine narure of the forest
like nowhere else in the workd.

Thisisa Call 10 all clans who heve the
colrage Lo resist the Diruids of the High Circle.
Greenwotd can only be tverthrown from within.
Save as many Mysticsl Creatures ag possible,
Take advantage of the darkness and infiltrate
the system at might. Each Primsl Spirit and

its fellawship act Independently. Because even
if the Druids of the High Circle get one of us
thay'll never get us all! . |

Leave all your worries bitzind
and immerse yourself in the
tranquility of the Ewergreen
Giove, climb the sun-drenched
hesghes of the Light Surmmir, and
refresh '||"L'|I.IE.1I£|E in the glinting
warers of Silverwell Lake?,

.

Whander 1:|-||_-|_1|_1EII1 botanical wonders sadh as
Maonlight Moss, mysterions Whispering Roats, o
Healing Lilies from the Untouched

The clan that makes the greatest comtribution

A Valley, Observe magical creanures
1 b guch as Mimblewings, silene Might- ta the overthrow of the High Circle may
iy atalkers, and shimmering Crystal EHhSEQHEr&ﬂl}- pride itself on the
Hares in all cheir glory.

“Liberation of Greenwond™,

Even after our enchanting sunses’, the fun in
Greenwood is far from over. Dine ar the "Green
Paradise” restaurant, enjoy a Firefly Coclerail on our
Moonlight Terrace, and experience the exclisave

May the mbown protect pgr LR

The Repels of

fying show of the gianr Luminous Modhs. Greenwood !
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20 Captive creatures
As Senall ereamres
{2 Creanures: 7x each,

1 Crearure; 6x)

24 Caprive creatures
B1 Large creatures

R i e i (4 Creatuees: 3% each, 1 Creamare: 6,
I--: AN r!l-l.. -.'.-:r.':f.f'-""i' - .-| # -.-Jam ’.-. 3 1 ["'i].if ljf{:’fﬂml'ﬁ! ﬁH]‘
I Gaimelboard 1 Start Player
I:d-m.l.H: ~sided wrth d.l':." and hiﬂil! Bi.-:tﬁ':l token

n i Jdse

50 Fescued creatures
(133 s, 19% 3a in 2 shapes, 183 48 in 5 dhapes)
21 ; rids 5 Ty T
e B B e
s
B I o e e
20 Knowledge 20 Knowledge 20 Knowledge
20 Hiking 11 Tower tokens "Break “Perceive “See Through
ik (7% “Round /1T 45 “Reund 1% 3 T Teraps* Insions™
{:h.‘. -—-—' --\.-I e P | P :-I_:. 3 '
e-. B9 9 99Ygy BmEE D
with clans) L }ﬁp_lm"mnm
20 Compasses 20 Magic items {12% Fruir, 12% Warer,
{'iq,-pﬁ_'l‘lx,ﬁx,ﬁx,-d-x.ln} 12 ﬂnnl:l}

PER PERSON (4x)
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@00

6 Threar indicanors
1 Player aid (4 in roral} {24 in total)

Clan pokens
{only when playing wich clans]

2 double-sided 3 Almanacs
Subnarine boards (20 i potal ]
{8 in rocal)
1 Clan board with Basic board © a 5 Parions
on the back{4 in coral) [ 20 £ voral)



18 'l:-l:lmplnfm card=s

(excluding Meowwmrcry, 108 mn tocal )

‘G Ot
1 Ancient spell of the clan
(excluding Meowmicy, 6 in rotal)

ORAERL Y oweeee. @ o~

1 Wit int marker (7 in total
1 Primal Spirit figurine (7 in oral] ictory point marker (7 in total]

LRUUBE: SOeSSee. 8T

1 Wayfinding marker {7 in roral}
4 Energy tokens (28 in roral)

MMM, STV o D

2 Spies (14 in total) 3 Protection tokens (21 in goal)

1 Clan inlay
(7 im taeal)

OVERVIEW & GAME OBJECTIVI

[n GREENWOOD, you play as the Primal Spirits of different clans,
You go undercover to Greenwood ro rescue as many Myscical crearures as possible
over several nighes; these creatures are being held caprive there against cheir will,

Each Primal Spirit gathers a fellowship of Companions to suppore them. When playing with clans,
the abilities of the Companions depend on the participaring clans. You can recruir any Companion
available in the game to your fellowship. This means you can recruit Companions who belong ro your
own clan or another clan in the game, or even Companions who do not have any dan affiliation.

On your eurn, you must decide wherher 1o use a Companion's individual abilities or have chem perform
an action in the forest. Or would you rather spy on another clan and copy their abilites?

The player who has collecred the most points after 3 nights by rescuing Mystical crearures,
acquiring good wayhnding skills, and building a serong fellowship wins che game.

At leasc for the firse game, we recommend that you play dse Basic game.

In this game, the different clans and cheir special characteristics do not matter.
Therefore, we will firse explain the rules for che Basde garme. The riales for
playing with clans will follow larer; you can ignore them for your frst game(s).
The garmwe components for the Basic game are marked with a small clscle ©.

PLAYING WITH CLANS:

Ar cerrain points in the instructions for
the Basic game. there are already rulés for
playtng with clans, These are highlighred
Far the first game, we also recommend using a specithe Submarine and preser by a green box like this one

Threar cards (see Setugr on p.4).




N R ¢ g e

PREPARATION
OF THE COMPANION DECK

From the Companion cards. only open the card deck labeled
'r_.ﬂl.'l.{i EDT EI'IE El!il.' ?mﬂ- T]'Im JTE d']E I.'ll.'d.ﬁ 'r"ﬂI.I "IL.I ESE ;I."I:

the Basic game. —_ e
IF yous have already opened and shuffied i &
u.“. I:['l.-n.'u.nj d.-u.l-u, ¥ wall TI.'LI.'IEI:II:L' IJ'u.' '_-—.:‘_r - Bi‘
55 f_'.nmp:lninn cards for the Bazic game #
by the © icon in the bottom viglt cormer __(3 Ei'
of the cards. .ﬁ_

ik

In Greenwood, whenever vou see the verm "cards” by itsclf,
it means Companion cards (ocher card cypes, such as

Theear cards, are always explicidy named).

';b.'r

FLAYING WITH CLANS: The Companion deck is deterimined
by the participating clans and the cards withour clan
athliation (see p. 18],
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GENERAL SETUP

m Place che GAMEBOARD in che middle of the table, either side
up (day or night}. Excepr for che dlustration, both sides
are identical. The last person o have seen an Amberling
becames che Start player and gaing the Searr Player token,

ShufHe the Frq:!.:r-u:l CARDS mto 2 common Gee-down
deck. Place rhis deck beside the gameboard. Leave space
]."EHI:.‘LE EC FI:".' ﬂ.'I'I.‘DI.'Im Iilﬂl.'l'l FLI.L

YoLeloLe

!

WOy

i'.-l iy d ey
o @i e B T
FOR THE FIRST GAME: a Lee Threzrs 1-5 in this arder L & n ] - [';*\ rj E.I Ei
; ; ; i E M | .
in the inrroductory game: Place Threar 1 face up in 1
the bottom Thrst space.
ﬂ Place Threars 2 and 3 face down in :htﬂ BpACEs
for roarnd 2, and Threaes 4 and 5 fice dewn in che

{{D) spaces for round 3. Requrn Threats 615 to the box.

-4,

Gislseieisisielslolnislelelsls

@ Shuffle the THREAT CARDS. Place 1 random Threar card face
up in the Threar space n' for round 1.

€ Place 4 more THREAT CARDS Face down in the other 4 spaces.
Pur the remaining Threat cards back in the boa, n Shufile che CAPTIVE CREATURES HI:PII.‘.'.I.‘IZ-I'J.}' LILG mdm:@

e 3 _ and a and place the rwo stacks on the marked gray spaces
© Pt the Tower token"Discard 1 Clan roken to gain on the gameboard, Place 1 random CAPTIVE CREATURE From
1 "l.’l.'::r'End.mg [see illwstrasion below) back o the box,

” = - the marchimg stack on each of che green spaces marked @
Shuffle the TOWER TOKENS "T/T1™ face down and place 3 (Sl exestrel and {L“F citn o dhia e
I.'Jrld.l.'l-m J. E.I.'E |IF| on Hl:h. -DEI'J'IE :.| EmF".-F =F=I:EH on Eht

E-il'l!‘:h':lﬂ.l"d-ﬂ"ﬂ'ﬂ EhufE.; [h: Tw.“' MHIII' Fa.;.; du“.'“ ﬂ p]ﬂ.l:l'! tl'lﬂ HI.:IHE TEHEH 5,1‘]’]! “ ES‘:U‘EB ‘.EE*TH EES.

n.nd.pl.l.l.': 1 randam 3 af them Gee down on die 2 Threat the LUMEN SPRITES, che THREAT INDICATORS, and the
cards for Bound 3 (11} Pur the remaining Tower rokens KNOWLEDGE beside the gameboard.
back in the bax.

FOR THE FIRST GAME: Everyone takes a Submarine "0 |

PLAYING WITH CLANS: Do nort pus the ) '
“Tuwer token"Diseard 1 Clan token to gain | Agree on 4 Submarine for everyvone po pliy; everypone rakees dhar
1 Warpfinding” back in the box. no» SUBMARINE BOARD. The srandard Submarine 15”1~ For a higher

level of difficuley, there are "2" and *37 Submarine 07 is easier.

B il - MM
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PERSONAL SETUP

@ Tikea random BASIC BOARD with the @ icon {on theback @) Ser your AURORA MARKER 1o [} Auroras.

of the Clan boards) and pur ie fn fmar of you. Theyareall oy g0l mpiuns SPIRT HIGDNINE sk vaiscies poor plipes
idencical (except for the illusmarion and color). ot i e seasthg it o b il

© Prace pour SUBMARINE BOARD beside e @ Place your WAYFINDING MARKER on the starting space of he

) Tike 2 ENERGY TOKENS and 1 5PY of the collor depicted on Winptading ernck an that the lnn. o casleltis vighls
youur Bagic board, This is your player color. Place the wlens u Place your VICTORY POINT MARKER on the S-point space
on the designated spaces on your Basic board, {highlighted in red) on the Point erack.

@ Place the remaining 2 Energy mkens and 1 Spy in the D Place your PROTECTION TOKENS on che designared space
supphy on the gameboard. beside the Threats.

m Place che DUSK TOKEN heside vour Basic bosrd for now E Take che THREAT INDICATOR chat matches the Trigaer on the
Place the STRENGTH MARKER on che starting space of the Threat card (see Throat Card Anatomy on p.7) and place it
Strength mrack so thas che won on'the left is visible, on the righe side of your board,

£
N o e o B o




BASIC BOARDS & CARDS

YOUR BASIC BOARD

Om your Basic board, there are designaved spaces for your
ENERGY TOKENS @ and SPIES @) in the area marked 3,

You start the game with 2 Energy Tokens and 1 Spy. As che
EAME Progresses, you can ga.in 2 addirmnnal Energ;:.' tokens and

1 id.r.'l.l-!'iunu] SP:.-' |:'I.'iil. ylarr SI'_'rL'nEI:I‘l lrﬂl.'li.. 1]'.||.' "ﬁ’r"ﬂrl'.md:ing f:l:h’.ll,
and /or yOMIT Submarine}. The Hang token = shown here sa
that you can keep track of all the oprions for your turns in
Phase "3 ¢ Nl.ﬂ'ﬂ = 'Fmrg'.- tokem. ﬁ-]:-},';md Hikif@ Tkoen

{wee Phase ‘3¢ Night on p. 10,

PIH.I:E I'IEWI.F S:.I'I']Ed EI'IETH'!.' tﬂkﬁl’lﬁ ﬂ:l'd E';PI.E'J Lig] l'l'lﬂ l.'nin:hlns
spaces on your Basic board n." u; you myay use chem from

oW 00,

The green track ac the bottom -u-:l":."nu.r board {5 your &Uun‘ﬂti.]:l':.
STRENGTH THEH“. If you are allowed ro strengthen your
i":ll:uwxhlp. FONI ITIOVE FOUr miarker 1 space forward on the
Serength wrack,

[T the SpELE VO move ohie prarker ro has a bonus on i, it is

an INSTANT BOMNUS G and you gain the bonos immediaseh:

[F the bonus 15 conneceed 103 space, it 12 FERMANENT BOMDS ﬂ,
which is active starring the next time you perform che
corresponding aceion, IF you gain several sreps on the Seeengeh
rrack ar the same time, you gain the borases of all spaces thar
PO LT OF CO0EE,

|.|:.'|.'|.1L1 ceach the lzie space un thie El.n:n.g]!l erack and would gu:in
further steps on the Strengrh rreack, you will insread gain the
h‘ﬂﬂl.'l.‘ lhl.'l'ﬂ-'ﬂ at d! ﬂ'hl ﬂ’FrJ.'lE tl.'.lli H.'Ir Eﬂ.l:i'L J-tf.'P

Below the Sorength track are che HOARDS OF KNOWLEDGE n
Each Hoand of Knowledge can hold exactly 1 Knowledge.
[f you gain new knowledge and have no empry Hoards of

Hnawl-:dge, WL A discard an ofd Knu-.vh«lgu 1o rnake room
for the new one Yoo unlock the Hoards of Knowdedge via the
Sarengrh track. With your starring space, you already have 2
Hoards of Knowledge ar your disposal. As soon as yvou reach a
space with another connected Hoard, yvou will have this Hoard
permanently ax your disposal from then an.

In the arca marked 1 on your board, you will find che

4 DUSK EFFECTS {&). Each round beging wach the Dusk phase.
The 4 Drusk effects are described in more detail in

Phase | 172 Dusk on page 8.

To ehe righe of this, in the ares macked |2 7, you will find
vour AURDRA TRACK
5 Auroras on the Aurora rrack. If you gain more Auroeas,
I'J.'II'.'S-E w'i[l .I:T EJI.'"E‘I.t{'d w:i:l'll.'lm I.'I.-Fll.ll.'mﬂﬂr. Yﬂl.'l HsE AIJEWHS
in Phase 1251 Departore (sec p 9

m’. TL'!IJ am ﬂJ.‘l.'I.I.I'I'I.I.I'J.I.t-E a m;u:imum ﬂi’l

The PRIMAL SPIRIT'S ABILITIES are Uhaw 3 cards. Gain

2 poinra.” and "Dreaw 1 card. Move with range +1 to perform
a Poresr action,” -.|.'|'.|=f are P:l:inl:l:d d.l.'l‘ﬂ._.tl:r' on the Basic Board,
and you can use the Primal Spiric {with 2 small restriction}
like 2 Companion {see Phase -3 Night on pages 1n-11}.

Your Basic board has space for 5 COMPANIONS ). 1F all
your Companion spaces are occupied and you play anather
Companion. you can play it in the space of any Companion,
Place the previcus Companion on the diseard pile and
vermove all vokens assigned o ie. Rerum a Hiking roken 1o
I'J.'IE nl}"]:'l.}' ]:.i.lfl'.' }'\u-ur El.'lﬂ'g:r tﬂl:!l.'l ﬂﬂd =N tﬂFPﬂ’ﬂﬂﬂf‘!] EI-P'!.'
= on the "Used” space in the bower-
ﬁgl‘u’ corner of the sumr.'hu.lrd..
These can only be used again in the
mext round.

L Uﬁ Eidlf'::. i

oY
i 5
o "‘“ﬁfli _
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COMPANION CARD ANATOMY

The card consists of the Companions name g irs ahiliry

expressed in foons

and as bext

n, the Energy space

for example when you study, In all aches capes, when you use the
cands ability, the Knowledge ivon does not master,

s}:nwi.'rg thie icom of the clan o which che l:.:lmp-qninn hcln'ngs

(i o deon ia shown here, it 65 3 card withoue elan affiliaton) H,

dhe K.nu-w":ds: icon ﬁ and, iFa.]:-PHul'rL:. the indicarion of

whether the card is used for the Basie game ().

The following applics in principle; The fcon representarion of
the ability and the rext are equivalent; they contain the same

a0t 0

| .:
g il
P |
r

y:t
b

Ve 4

+ Daeasd. | csrdlma pon

‘I:'_:'I_";d“' the ieon zection by
+Fiain | Waphadng separate underlines.
? Thix diviseon
@F groups abiliries inoo
4 BRI,

The Krl.-:rw[r:dg\-: toom on the card determines the urning for
some actions, such as when you discard chis card in an dction,

informarion in two
different wiays. The
diviston af the wxr
MO FLOWER G) inge bullet points
is represented in

GAME STARI

THREAT CARD ANATOMY

The card consists of the number and same of che Threar
card n',. the joon for Theeats
Threar expressed in icons and as text u. the Trigger for the
Threar’s effece {and dhes the ilhestration on the Threae
indicarors) ﬂ and the Prorection bonus . Your Threat
indicators remind you of what triggers the effece of vne

ar more Threats for you.

 thie effect ol the

Example:

The "Spy” threar
imdicior rem s

i fo pury attepiion

ta the effect of the
"Dﬂnmm}'ﬂﬂ hezisier
yoik Erigper it Wl s
I ALEE 01 Sﬂ.

+ Each player draws 6 cards from the Companion deck.
+ FEach player plays 1 of their cards as a Companion on ctheir Bagic board.
+ You stare the game wich the remaining 5 cards in your hand.

CAMEPLAY

PLAYING WITH CLERS: Place 3 Hiking moken
on the Companion you played on pour

Clan baard.

A game of GREENWOOD is played over 3 rounds. Each round consists of phases,

which you perform in sequence. Besween rounds, you prepare for the next round.

Phase
| { \
DUSK

Ar Dusk, you perform
3 af the 4 posshle
BUSK EFFECTS.
The toons for the
[zl effecrs are shown

aon '|.'|.'|1.1r Bi!.l:ll: l'lm'd.

Phase

DEPARTURE

Ins this phase, you use
your AURDRAS
to cast Spells
and/or make yoar
Companions availahle
:g:lin- You do not have
v apeeiid pourr Adbraras
o dix this,

Phase
()
;_3_1
NIGHT

Diuring che Might
phase, you use
your Companions
SPECIAL RBILITIES oo
ler thesmn wander in
the forest to perform
a FOREST ALTION.
Che you can send
youer SPIES to another
fellowship.

e

Phase

DAWN

Tonr gain points for
unused Energy wlkens
and unused Spies.

PLAYING WITH
CLANS: This is
wheen you can drink
the Brewmasers
Pasions.

Between rounds
o
RETURN
In this szep,

you prepare for

the next rounsd.
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1, DUSK

You will all perform this phase simultancously.
Follow this order:

L. In the 1st round: Place your Dusk roken on any Dusk effec,

Erom the 2nd round onwards: Move your Dnesk roken
o anocher Dhusk efece. [In round 3, you may place your
Dusk soken badk on che same Dk effect ag in round 1.

2. Apply the 3 visible Dusk effects in any order.
|:-5-¢'|‘r':ﬂ.'l'|.'l .I.PPI}' ]Jl EEE'H:LF EmPI.' 'I'IE T !Il'l:“.".' mlrlr.t:r 'i! I:||.'|_:|
You may choose noc re apphy an effecr. Ifyou cannot apply an
affect, it is forferted.

From top to bottom, the DUSK EFFECTS are:

PLAY 1 COMPANION
Place 1 af FoLr hamd cards face g Oy ATy
@- Companion space on your Basic board, bur never
- on your Primal ."ii.'-iri:'..Lf]-uu phace the Comgpranion
on a space thar is already occupied, follow the instruainons
for chiin cxse vnder Youer Basle bagrd on page B,

Example: (1) ¥ou move pour Duesk taken ento
Tirgagthan pour fellowshis? TYau il Mhersfors not
pertonm this effect during i rewnd

IEI irul checioe toplmy the Comparakon “Stonm Spint T
Sinice pour sl have an empry Campanah Space, yol pirce i Hhere,

IE':? Yo want o owold the nestnctian of the “Doemsapers” Threat cond,
B0 you piace @ Pratechian token on it Fod dmmediately goin ifee 2 points”
Brofection Barus fam bhat Threaf card.

GEMERATE AURDRA

[Discard 1 card to increase the number of Anroras on
your Basic board by 1. To do chis, move the Aurera
marker up 1 step.

Reminder: You can have 2 isaximuom of 5 Aurasas.

PROTECT YOUR FELLOWSHIP FROM A THREAT

Place 1 of your Pracection tokenson 4 Threat on the
gameboard thar does not yet have any of your

E Protecrion tokens on ie Yoo immediacely gain the

Provecrion bonus for chis threar (botrom righe), IFchar was the
lasc Theear with this Trigger char pou were not protecoed
againse, return the Theear indicaror vo the supply.

I you have already wsed all your Prorecrion tokens, move 1 of
yvour aleeady phiced Procecrion tokens instead. Nore char you
will then no longer be protected from the Threar on which the
protection roken was presiously placed, If necessany rake the
Threar indicaror that maeches dhe Tragger again.

STRENGTHEN YOUR FELLOWSHIP

Muowe your Serength marker 1 space forward on the
SIIEDEI‘JJ track. For the Eh.tnle;ﬂu 'Ir.uﬂn'.. e Tour Bise
baard on page 6.

This icon deacribes any Dusk effect (regardless of which
space the Dusk token is on).

Since there ks o lengera
Thresat wnith ifee tigper SSpy®
hralf wow are nal prodecied

oot yod refur the “Spy”
e irmadioaior T Hhe Spppdy.




2> DEPARTURE

You will all perform this phase simulancously.

For each of your Auroras, you may remove 1 Hilding tolen '

or case 1 Spell IE:I of your choice. You may both "RBemove
Hiking roken” and cast the Standard spells muluiple dmes

i by using mulriple Auroras). For all other Spells. restricrions
aprply: as explained below. You may “Remove Hiking voloen”
and cast Spells in any order,

IMPORTANT: You do not have to spend the Aurcras you use.

Il'-'l.u:.u do mor have any Anroras, you da nn:u:hi:rtg during chis
phase. Aororas that you gain duning this phase may not be uied
irrredianely

REMOVE HIKING TOEEN NI RHiH

The Adirora has shiprildied ol l:_.mu!:.lr.-l.-.:ur. and by made e Back

to your group especially quickly
Rerwowe che Hﬂrirl.g roken Feom one -n-f}.rn-nr
f.c-m]:-:n.lum:. Retuarn I:Iu: Hi]u'ng I.'ull:un 18] IJ'!E
supply.

IMPORTANT; You can oaly ™ Remove Hiking roken”

during the Deparmure phase with Anroras or as an ababicy
om a Companion, [F you are allowed vo cast Spells during
the Action phace [Phase 3°: MNight], you cannoe” Remove
Hiking roken” {because his is nor a Spell).

. |
‘. -
A" The possible SPELLS are:

CALL FOR ARD

Standard a].'ld.l, any numbser of tines:
Crraw 1 card from che deck and gain 1 poine.

KEEP AN EYE OUT

El‘i.ndan:l J-'Ft‘lp any Tll.ll'l.'llnr u‘}l rI TN
Driscard 1 card from your hand o gain
L Wayhnding {see Ll’qﬁrzl!mg trackon p.l 13

USE THE SPELLS OF YOUR OWH COMPANIONS

Only 1x vach during tis phase: You casc the Spell of 2
F,.tmipan:inn Y YOALr Basic board withomt a I-'ﬂki'us token,
You do naot E‘Lil.'! a token on e Companion afverwards,

You may only cast each of your Companions’ Spells 1x during
each Departure ]:lhur.'-

PLAYING WITH CLANS: Spells on Companions are only in
play if Companions from the Roor Resers & clan
are im play. When playing with-clans; there 15 also anocher
rype of Spell thar pou can casg:

USE THE ANCIENT SPELL OF ARY CLAN

Only 1% during this phases Case the Ancient sp-dl wf any
elam, This can be the Ancient spell of your own dan or of
another clan in play However, you may only cast 1 Ancent
spell during each Dieparrure phase, even if you have more
Auroras available. The same applies laver in the Might
phase: Even if pou can cast several Spells in one action, you
miay onky cast a maximum of 1 Ancient spell in that action.

Example: {1} You have § Auroras avmivable inthe (2} Your Companion “Seeding Sprout” hes the Spefl () For your remaining 2 Auraras,
Dwepareuve phase, “Cirawe | card. Gain | Wayrding ™ as port of its abilites, oo usedhe Standiand spell
{Z) For 2 af the Auraras, you remowve the Hiking Vo tise 1 of your Araras for this Spall 5o you draw “Cait for aid” 24 {5 always

fakens from 2 of yowr Compamions. 1 eatred aned gevn | Wvartinaling. availmble gnd prinfed an the

parne board), §o pou diow F conds

e
; and gain 2 paints,

ice doesn’t
n;ﬁilgiar‘dﬁl

== '




E:;: NIGHT

[n this phase, you tike tumns in clockwise order, one after the other. The Seart player begins. When it is your tum, you
wse | token or pass. Then it is the next player’s tum. IF you pass, chis Night phase iz over for you and you ¢in no longer
do anything in this phase. Continue until everyone has passed. Then Phase 4 : Dawn beging (see p. 15},

I Phage 3 2 N:ig!'ll:. FMA My

USE AN ERERGY TOKEN USE & 5PY USE A HIKING TOKEN

4y Py
Use the ability of one of Use the ability of someone
your Companions else’s Companion Perform a Forest action

¥ v USE THE ABILITY OF ONE OF YOUR COMPANIONS

Each Companion by @ specind ability fo-affer; honewer, such
dlrilities. are exlxinsg amal Fiequzre the Camtputitiog fo resd e
rerainder af the might.

First, place 1 of your onused Energy rokens on the Energy
space of one of your Companions {or the Energy space

above your Primal Spint, whe alse counts as a Companion).
The Companion must not have an Energy or Hiking token
assigned ro it yer,

Then use the Companions abdlity. When using your Primal
Spirit. you muss choose 1 of its cwo options {sither the ane to
the left or the one to the fght of the "or” in the middle).

Exaemple: (1) Yourwant o dse the ohillty of Moo Fower,
@ T din this, pliece 1 of your avalloble Emergy fokens on the
SocE cu oo Floser i abiliy consists m’zm@ai%

[f the abiliny consizts of several sections, vou may perform which are separated graphically and rexnmly.

l'J'lEm IID .=.|:|:|- I.'Il.'lh.' ﬂﬂli r.|1.=:|r ﬂhﬂﬂk.llp :ind.'if'.il.{u.l.l. SECT LA

IF & section contains 3 cost, vou mast fest pay the cost oo benefir
from the furcher effects of thas section. I a section contatns a
prevequisine, you must flfill it vo benefic from the farher effects
of that section. Within the SECEIONS, YO Ay coemst individual -  MUOOM FLOWER

s s Diard v s Dl 1 il i i

effects, bur mever a cost or a prevequisire. e et
ver B Spa ! com 1 Sl

When pou start 2 new SEction, you CAnFE TERITT: T 3 Previons L - T T

section. The individual secrions of the shiliry are represented in
the rext |:|j-' buller poines anmd gr.:l:lh:inﬂf arthe top b].' tho green

bars below the icons,

IF:H'lr: Cm'np:ninn VI are n_".ing has 3 SPL'IL then |:|.'|.|:5-P|'JJ ]
part of the Companion’s ability: So, when you activare it with an () since g owler chours raof matac, your finsd fufe  Weydding.
Energy token, you may both case the Spell and perform the rest A o v farwend T 3w orl e Wayiding inrck.

of the E-:nmpﬁ.mnn's ah-jliq-' ir anv order. E:I- Then o ditcard’ | coed and move | gaace o an the Aurara Frock
) o g Fosie bogrd, Ax @ Spel, your choose the Stand ond spey

Yoo will fnd many wons and explananons on your Player aid, T foravid” end tferefore draw 1 oard ond gain- 1 paint. Fou cawkd
An averview of the most commaon abilicies can be found in heee skigped parts of this sechion, but not the cost idiscovaling 1 cardy,
umess o tkipped thit entine sechion: no discard, na Awrora, o Spell

the Appendix onder Glassary & Jndex {p. 32 ). There you will
fitnd references to the mle sections that contam mfommatiod

abour these shilivies. Derailed explanarions of the riles PLAYING WITH CLANS: You i
ﬁ_::"';':'??: ':”dj_m be ;';und in the Appendic under Ingpiracion of your chosen Companion. Flow they work is
Cand Clarificativns (p. 30}, explained on page 20 and enwards under The Clans.

d
0l o e

EFNEE"EET“W




THE ABILITY OF SOMEONE ELSE'S COMPANION

b

Wow! The otbers afsn have Companions with amuzing abilitics!
[rs-warth watching thew and baving your Spy copy an abificy...

You may use a Spy from your Bagic board o use 1 Companion
on another players Basic board (.. a Companion from
another fellowship).

To dao so. follow these males:

* [If you choose 2 Peimal Spirir, 1 of 2 possible spaces muar be

available for your Spy Eicher there mast be an Energy moken
above the Printal Spiric, and no Spy may be siteing on it yee

Expmple: Youw stard i
o and wand o vee
wouir Sy Airst, Simoe ifere
ane ma Enpngy tokens on
any L omaorions yt,
wol commaf choase amy!
Cornpanions ather than
Bt Spivits. You can

{neither your own nor anvane elses). Or the Spy space o . chaose gnother plmyer's
the right abowve the Primal Spiric muse still be unoccogied. Friemal S pirt becouse the Spy space is avaifmhie fra Sop even without
{-H'li.i- MEans pou can alzey 1zme 2 Prmal S]:!in.t thac has ot an Enerngy faken. You diaw 3 cora's and gain § palnts

been used before.) In eotal, 2 Primal Sgirit can be used by up
to 2 Spies per round,

* [f you choose a different Companion, rhere must be an
Encrmr token on the f'.n-rnpa.'r:i-lm.:.m:f chere mucr ot .:Imnd].'
be a Spy on it (seither your own nor anyone clses ). This
means you cannot use a Companion that has not been used
in this round so Far.

Yourr Spy must Have observed the abifity bebeg wsed in onder £ copry

it ::lrl'n.'nrl'_!.'. Pramial ."i;_-z'rrr_-.' dlrleies |rn'_|'.mr.'|u.-:.' ] .";J-_:.' .-m:.'ell_'.' Hesds

to be meer them fo oy their muarves.,

Place the Spy oun the Enerzy token of the chosen Cormpanion Exampie: (1) Maon Flower”isa Companion of anather player ond

- i T} o heralready been used by them, Yo alto wand fo use the mhilthy af #daon
or om the unoccepied Spy space of the Primal Spirit. Ficever® (2 T do bhis i il Sl o e
Then pgrfnnn the C'.nmj::n.'inn':. .:l'll.ll:l:}'. The rules described 3 ek

2 - toker on “Moon Flower . Then you perform B obiliby of “Moon Flower?
above for Llee the Abidity af O of Your Companions apphy

PERFORM A FOREST ACTION

To perform a Forest action, the Compamon must way in the

lacation for a longer period of time. Afterwand, it st rejom »¥  The Wayfinding track can be found at the bettom of the
the group. To symbolize thad the Companion is sy and L gamebaard. |t shows ow well you can already find your way
wnavailable. place @ Hiking token on ir. E seond the forest.
; There are differant lewal on the tack that indicate hiow far you
FOREST ACTIONS are the actions on the gameboard, ; i i g oot i e i (. I g B .
“'l-tn you Pﬂ'ﬁ:m‘l a ]:jl.'ll'l!'-'if ACCROn, fﬂ'l'rl['l'ﬂl.'ﬂ' TI'IE' 'Fﬂ'llﬂ“"ll'lg z Thee leval determines wour fﬂﬁ'}é.'ﬂ'ﬂ[hahigh&r Faige, you £an
SEPE 1L the ovder mmﬁdr == e further during & Forest setion.
1. Place a [—].']{.'ng rokéin From e g,_-,PF],. an % Fiawr o T hore 1o Sy as aillen b0 get pour Dearings, sopauTl el
one of your Companions with ncither an e S ——
EhErﬂ-uﬂamnw: |—Uh'.i.11§tnk-un,'|:|nt NOT e Whenewer you gain Wayfinding (.. throegh the Faress action
on your Peirmal Spit'[[. Place che Fﬁﬁ:ihﬂ #"  “Tower action’, p. 14}, move your marker forward the indicated
Sl Enmpmi.-:‘m'ﬁ uh:iﬁl.'p [tm] B number of spaces on the Wayfinding track.
lgnore chis engire first svep if yoarare allowed 1o perform Wyau reach or cross 3 bonus on the track, you will gain i
the Forest action becanse of a Companion’s ability 'F;H'"r:'-:ﬂ;:l' “:llu ﬂ“rl;uiln.tr:? mﬂmeshﬂ thEr_IThjp;t g |
[h}' l.lﬁl.l.'lg-aﬂ EHHE!I' il :].-SP'!.']‘-. artg TaCH agaln and again T you o Thcug B D0k SEVETE

flmes. Range kevels do not count as bondses, L e if you reach
them, you will not receive a movement effect.

2. Move your Primal Spinit Egl.u-.inz a maximam of as many
sreps as your range indicares. The range is devermined by
the posiEinn of your W‘:.]."En-:hng marker on the
Wayfinding teack. You may fotfeir seeps, but pou may not
sty da sumzﬂs.ing elze, and then conninue mmrins. Yoo |
may mof end pour movement on the space from which i g N : - -

Yo searbed. SF:.-bH- with ather Promal E];liri.l: ﬁguri:rw_-; are . p . B = o -_ e
nat considered occupied. Other Primal Spiric figunines A s B

hawe no infAuence on Fiar movement,




_E N] OGHT (continuation of Perform a Forest Action)

3. Perform the action of the space on which von end your
movement, For mudn-pan acdons, you do not have to
perform the action in it entivety. You may also perform
onky part of the action ar refrain from performing the action
altogether. After that, your tum is over.

The following Forest actions are available:

# STUDY ACTION: Garher Knowledge

+ RESCUE ACTION: Bescue 3 Mystical crearire

# LUMEN 5PRITE ACTION: Rescue a Lumen Sprize

+ TOWER ACTION: Improve pour Wayhnding on a Tower

©

Your usags tohelp the copraned Mystical creatires, bur that (s ot 20
giisy. Far eaicl .’I-'E_]'.'ntn:ul.' Erearire, yool i silu'{r'l'u F:.-lll:lll.'lll.'lll!,!r. Ade
there draps aronond the Mystical orearare? How e yois rreak Hexes
I“:JIF' Hp aatils I.IPUFI n? J‘LHI.E II.'r:':" ﬁIIIIJ-II.' HE Hllli:'fl:l: _TI:'II f]l.'ﬁl i e
ihrowgh thar fead you or the Creatre ro bolieve in a filse realiy?

STUDY — STUDY 1 means: Discard 1 card From your hand and
rake che Knm"lel:lge showm on the discarded card. Place the
Knowledge on a previously unbocked Hoard of Knowledge ar
the bottom of your Basic board, If there 15 already 2 Knowledge
roken on that Hoard of Knowledge, remuen it to the supply,

STUDY ACTION

Your stmply can' t memorize cverything .,

Tle STUDY ACTION 13: Etu.i].- up b I h

Threre are 3 different fppest of Knowledge

.H‘Ed'—ﬁ'ﬂ'u:-rwe Trops

1.wm4wmwmem

KNOWLEDGE

68 Vellow - Break Hexes

Exomple: Thonks to pour Way-
fiaohrag. you hoave a sange of 3
e iy henedane move up b

3 steps fi bhe farest, Yaw wamf 1o
perfarm o Tower dcian and move
Jsiepsonto the spoce (e ather
Primeal Spirit figueine does ot black it). Ther you perform the actitn

MOTE: Whenever you perform "Srudy (up o] X' you
miest discard X cards from your hand, even i ehis s not
explicidy stared, If in exceprional cases, you do not have
to discard any cards from your hand, this is indicared |:r|-'
the addition Yor feee” or "from the top of the deck”

Emeemgne; I phe fovesr, pou fona o g “Siudy wg 1o 2 space. Ko
ditseard 1 oovd winh @ red Rnowiedge icon arsd 1 with o bue Knowiledoe
doon dram your hand dod gom e corressonding Knowiedge tokens
# petirr, S foe, yod howe dimldacked 3 Hourds of Knordedge, 2.0f
wahich are alrecdy cocuped. You plove the bue Koowhedge an the
emply space. Fod will need to diicand one Knowledge fo make room
for e red ane. Yo ouovend pimas don't reguire vellaw soyou discend
iant ane dod pliece e red Knowdedos wfrere i was

RESCUE ACTION

o

Yoo b ﬁu:lf:'_pg:ﬁr'rrlt.l'

enonegh Knowledge fo resome b L
mhe Mystical ereatnre! Jurst moed E %
fo quickly lowse i o the [ e
Subprarine neu. Forfunately, & -t
the Sulswaorine qaop shay u E
usnderisater during the duy, s0 J

hI:II:' I:lrllll.h '|f I:["'\-E HIH'IJ rll’LlE
|

e | nakice whers the Mysiren!

cveatires are disappearing o,
Arnd then i85 off to rescue the
HEXE OME...

RESCUED
CREATURE

®

Captive ereature and Rescued ereaturs
Yol can identify whether a Creature is captive of
rescised by s tile

The Captive creatures (1) that stll need to be
rescued are placed on e gamebaand, On them,
it will indd inforrmation an how Lo rescue them,
P ey povints theey ane woeth wihen you restus
them, and what foern they will take afensands.

The Rescued creatures {2) are placed beside the
gamehoard, After a Rescue action, wiu place them
im yar Submarine,




O NS

The Caprive creamure displays the Knowledge you need to
rescue ik IF it is 2 Creature from stack l. mﬂﬁhﬂmtﬂdﬂt i
printed beside its space, which is required in addizion ro che
Enowledge d.ispl::.red. on the Captive creamire. Furthermuore,
each Caprive creature shows the shape of the Rescued creansre
chat you will gain after the rescue,

Ta rescue the Crearure, you must discard che number and rype
of Knowledge shown on the Captive creature and beside irs
space Ernrn yeur Basic ]Jui.n:‘-

Adfrer that, yoiz will immedistely gan the poings indicited on ghe
Captive ereatire as well as the corresponding Rescued crearure.
{In the case of the Golden Hummingbicd, you will gamn a par of
berde, Le. 2 tiles o place.)

Then place the Rescued creature(s} in your Submarine. The
placement rubes in the Sstbmarine box on the righe apply 1o
Rescued creamres. Immediacely take any bonuses pou may gain
asa cesult, inany order. If a bonas miggers a follow-up bonus,
kst perform all the consequences of che follow-up bonws before
comtinuing with the nexr bonus from the Sabmarine.

Finafly, place el tile of the Caprive crearure ar the top of your
Submarine. Then deaw the next Caprave areamre fFroem the
appeopriane stack mm and place it in the now empey space
omn Hicg.rmd:ln:.l:d. If the :urrupllmdms srack i.:tm'l:rl'.}'. nu-t]!l'ug
iz added and the space remains emipry.

Exampie: To rescine this Cremturre, you must ciscond | “Percaive Tropy™
Fnowledge: You goin 3 paints amd fake the Bescosd cremiune

Tow phace it in your Swbrmdrine: 0 dodng o, pou cowey Hhe Bomus
“Stremgrhen your fetiomship” and goin it immedianely Yoo hove alio
rompieted a column ond therefore goin the Comgdetian Baras
“Stremgthen your fefioaship”

Your Submarine and its placement rules

Whenever you place a tile ie.o.a Rescweed cresture ar

a Lumen Sprite) inyour Submanne, you must follaw
theeso risdes;

* You must plade each tile correctly in the grid: tles must not
exterd beyand the grid and tiles must not averlap (ot esen
partialyl.

SUBMARINE |

* Yot first tibe must cover the marked
Sgarting space
* Yau cannot cover Unustble spaces. They count as

covered far the Comgletion barmus (o balow,

+ Each additional tile must be placed sothat at least 1 of Hs
edges touches a tile that has already been placed
+ You cannat move tikes that have already béen placed.

+ By placing tiles, you can trigger 3 different fypes of bonuses;
the instant borus in the carga held and thie Completion banus
(for cofumng, Saganals, or marked areas)

+ Instant bonas: If you completaly cover a bors
on your Submarineg, you gain this bonus
immediatels, Far 3 banus that is spread over
sevaral (2 oF 4] spaces, you must cover all of
these spaces to gain it.

+ Complethon bonus: Depending on the Submari ne you choose,
you will gain the bonus shown as soon as you caver all the
spaces in a column (Submarine @, 31, a diaganal {Submarine 1]
or a marked area [Submarine 13, If the welected Submanine had
Unusaile spaces, these are comsidered covered for the
Completion bonus,

| PLAYING WITH CLANS: Prowisions
Frossioms ane also placed inyowr Submarine. Provisions ane
only In play when the FURGUS PIRATES E clan & in play.

Exarmpie: You poce e Resdred crearune in poor Submarine,

I cloireg s@ yod cover the Banus Tann | Waphinding ™ end gain it
immeietely. The Waphinding gives pou © follow-up bomas
“Strengthen Four Fellawahip] which im burn givey pou ovather
fiifoas-um barws [Ty 1L Poo misst execwle alf of fhem before
o can conbinue with frther bonwses froes the Sifvmanne

o heer also compdetnd a dicgona! ond gain the Completion
fbronus Ploy T Compomion’]

Folaw-up bonus
dnstanr fonus Srrength frock

Camgletian barus




N R ¢ L gl A

-':11._ Nl GHT (continuation of Perform a Forest Action)

LUMEN SPRITE ACTION Hescuw:

O therr sy thronph fhe Jorest, yoier Coomgranrons n'rl.\'u:r-:njlh In addicion, you may |.'.|:-E|'|:1|'|.3:E 1 of pour
diccoper papriive { eirnem :;Jrn'r::. F'.._:-rrl:.:rl.urr_'p, i IF cagy to resoue Hnm'hdgr.ﬁ'.-r any ather F{nnwhdgr_
thers Simply open the bantern... To do so, remove 1 Knowledge roken from

a Hoard of Knowledge, then take any
Take 1 Liemen Spaite (the type/ codor does not macer) and I‘C:nwhdgt.md phl:-t it on the Hoard
phace it in your Submarine aceording o the psual rules of the remeved Knowledge. The exchange
isee Submariee on po13) Immedsately ke any bonuses you doea not coung as ‘gaining Kanowledge”
muay gain as 4 resulr, | g- for Threats),

ﬂ TOWER RCTICN

[he view frome up here i famtastic = even tw the dark, The Lenterns

Example: For this Tower action (s far @ngl, yoergeén | Wedinding,
thie Basic Wayfinding, Far this siep on the Wapdinding frack, you pain
T eord o5 @ bonus

allow you to cleuarly make out the pathe. You note that you can
ariend yoursell a litthe better an the island agwin, That should spend
upt your movement through the forese, Amd wobar's s up abed?
Crres? That well .|:|-.|'||l '.-|'|'J||.I_F.1|.|:|' [ETELTTnER

For perfoeming a Tower action, you always gain 1 Wayhnding,
the so-called Basic Wayhinding, Move your marker 1 space
forward on the Wayfinding track, If you reach a bonus s a
result, you gain i immediarely.

In additien, each Tower action shows another unique effect char

you may use exactly once during thar Tower scrion: You may use M it Tomianr st yious ohcond icrvid Tenaiitn o
the effect of the Tower action before or after you gain rthe Basic Wiayfindimg. This czn b the card you received i the first step,
Waptinding. (All efects are explained in the Appendix under However, it cannad be o cavd thot you would anly gain in this
Tower F_.ﬂ;:fl:: an P.ﬂ-l:l serand shep.

When you perform a Tower action, yvou may zlso choose ro
'F.'I‘Tgﬂ I'J'IE Eﬂﬁﬂ: Urrz.'l.'lflnl:'mg .il.'ld.lllnr I'l'lﬂ Tﬂ'ﬂ-'ﬂr EE"ECI:- I'I'I EEI.'E iE H
cosE, vou must always pay the cost firste ro then perform che
spﬂciﬁu:l effece,

Yorer group of Companisans is cxhwusred after If youi canmor of do et wish o rake any more actions, you pass.

d lo HUE e haven t sven oade o bae : .
MNEME NN NORE KEYILE U MMNE N 1) You must pass ar the lasess when all your Companions have Energy rokens

Your therefore decide to end your Night phase vt Ediking Rokasse o fhaey ok Tatue v wisare Spiis nsdlable:

and st wj comp.

Uhnce youi have passed, you will bee skipped wnril the end of the phase.
Omnce everyone has passed, proceed 1o Phase (4« Dawn.

Swimmming in ﬁ
cilverwell Lake must
be free of charge!

o s
e ol L -
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You gain lp-uimf."nr:ad: wnused Energy token and each unused

Spy you have lefr.

PLAYING WITH CLANS: Cinly perform the following step if
the BrREWMASTERS (o clan is in play.

é Z. PLIWNDER THE MOTION RACK

If vou have Potion wokens in vour Potion sack, you may

now drink the corresponding Potions.

To dio s, follow chese mbes:

+ You may drink as many of your Potdons as you wish,
Dhscard any Porions you drink from your Potion rack.

* You may drink the Potions in any order.

+ If you drink Porions, gaps may appear in the Potion rack
{which is fine).

......

P T

Ve drink {34 *Might Visian® to stremgthen your fellowshin,
You misa drink (] Insight” 1o perform “Study 1 Todo s,
your cfseord the Fobion todens from spaces 1ond 4 a3 well s
I covd fior studying,

¥ouw cowld alse gain | Wapfinding vath él Tutsight”,
hut pou decide not 1o, 50 o foke fhis Potian token with poo
into phe nex! round,

In the third round, the game ends here.

THE DIFFERENT POTIONS AND THEIR EFFECTS

éi = INSIGHT : Gadn 2 paints OR Study 1x
P ¥
[ See Stedy on p 1)

& 2 - OUTSIGHT: Gain 1 Wayfinding

s 3 - LUMEN VISI0N: Rescue | Lumen Sprite AND
gain 1 point

Take 1 Lumen Sprite and place it in your Submarine
according to the uaual rules (see Submarine on p. 13 ),
You also gain 1 point

@mRETURN

Berween rounds, you perform several steps in ohw order
specifed; You do noes have ro follow the rurn order in che
individiual sreps: Everyone can perform the snep
simnlaneously.

1. Replenish Energy and eecall Spies: 2"
Take alll youer unbocked Energy tokens fram pour
Companions and the "Used” space on the gameboarnd.
Take back all your unlocked Spies from other players’ Basic
boards and the” Used” space on the gameboard. Renien them
iy their SpACES 941 YOr Eq:i: |:-n.l.n:|.

2. Replace Tower tokens: (/)
Craly in preparation for round 3: Remove the Tower
wokens 1/T1 from the gameboard and randomly discribute the
Tower vokens 1 (which are on-the Threat cards) 1o
fthe vacant spaccs;

3. Niew Theeats: m

Reveal 2 more Threat cards. Their effects are now active.
For each of che new Threaes, everyone takes 1 Theear
indicator that marches the Threar's Triggen provided you
don't already have a Threas indicaror for thar Trigger.

%. Adjust hand cards: . m

Yoz may discard aty number of cards from your hand

(pur them on che discard pile).

I.F F'I.l dﬂﬂ

a] have fewer than 5 cards, deaw cards from the deck vl
yous bawve 5 cards in your hand.

b) have exactly 5 cards in your hand, you do nor draw
arny meore cards,

¢) have more than 5 cards in your hand, you must discard
cards unil you have only 5 cards lef in your hand.

If your hand limir has been increased., then chese rules apply

accordingly with the increased number of cards.

5, Pass the Start Player token to the lefis (0
The player with the Starr Player roken passes it ro the next
PI.:':,rﬂ'l'n clockwise order,

& 4 - NIGHT VISION: Strengrhen your fellowship OR
protect your clan from o Threas
Chonose 1 of the pwo effeces.

& 5 - FORESIGHT: Gain 1 point AND
choose | effect from Potions 1—4 and pedform it
You do not need po have the Potion of the chosen effect

for this,




ENERGY

TOKENS AND SPIES

These tokens allow you to utilize the abilities of
yorir own Companions | Energy) or someone else’s Companion (Spy).
You start the game with 2 Energy wkens and 1 Spy but you can gain more,

ENERGY TOKENS

& Youcan gain up ro 2 addirional Energy tokens.
B Enerpgy tokens are available as a bonws on the
Sorength track, on the Wayfinding track, and on the Submarine
{in different forms, depending on the Submarine). The frst

2 rimes you gain an Energy roken as 3 bonus, rake 1 of your
Encrpy tokens from the supply and place it onoan empey space
o your Basic boasd. You may use the Energy roken in a laer
turn during this round.

[f you gain an Energy roken bonas afrer you already have

all 413:|:-:|-ﬂ-ur En:rm.' l:-uhmi. ;ﬁ:r.l.g.nn# Flu-:lni"_'l 1nsead ui"mulﬂ'lrr
Encegy roken,

PRIMAL

SFY
ety You can gain 1 additional Spy. It is available as a bonus
" on the Strength tradk and the "l.'-".i}'f'mding track.
When you reach the bonus for the Tsr rime, rake your Spy
from the supply and place it on an empry space on pour Basic
board. You may use the Spy in a laver o during rhis round.
If you gain 2 Spy bonus afrer you already have bach of yoer
Sipies, you gain 4 points instead of another Spy.

SPIRITS

Your Primal Spirir also counts as a Companion,
Howewer, you may only use i with an Energy moken.
This means you may NEVER place a Hiking volen

o It

All Primal Spirits have

2 abilities, of which you can
only use I each fme you
activare the Primal Spirit

To perform one of the abilitics
on your Primal Sping; place an
encegy token on the Energy
space above the Primal Spirir.

Both abilities are the same for all Primal Spivits. They ave:

* Dpme [ card,
#* Move with range +1 ta
perform o Forest action.

The .:]:!i]i.t:,rm the ngﬁt consists of the 2 sectiona: " Dieaw | card,
and” Maove with range +1 ro perform a Forest action” For the
latrer, you must firse move a5 described on page 11, and you may
increase your range for this movement by 1 (only temporarily,
you do net advance your Wayhnding marker ), Then yon perform
the Fovest action of the space where you ended your movement

* Dvaw 3 corde
#* Larn 2 painis,

anil

PLAYING WITH CLANS: The abilicy on the lefr of each dan's
Prinyal Spirit is a clan-specific alternarive. Each of them is
described in the section The Clans {FP.E‘I:I—EE}..

IMPORTANT GENERAL RULES AND OTHER RULES

W THREATS
* Remember to rake the negarive effecrs of the Tlirears

e Acoount!

# Threats always take precedence, You may not perform
an acton or ke 3 Bomas |'F:.rn'|.|: canmaot first pay the cost
{points or carda) or fulfill the condirion (Knowledge).
Yo may not have fewer than ) peHnts.

# Threat indicasors are avallable for t]uTrl.gE:r: of Threats:
Primal Spirie, Spy, Rescue action, Tower sction, Movement.
{gain] Knowledge. IFar beast 1 Threar crigger is active
for your, take the appropriate Threar indicaror, It is chere
to remind yon 1o pay arcention ro the Threae(s) when you
perform these trigpers,

High Circles ﬁ

No, thanks)

+ An overview of all Threats can be found in the Appendiz
on page 31,

@ STUDY

+ 1 Knowledge always costs 1 card, unless otherwise staned
{'fm' free”’ orfrom the mp ot che deck™),

* Whenever vou study for free, take any 1 Knowledge and
].'||.1n-_ it 0T Pour Basic board .:mnrd:ing o thie szl ez, You
donot have o discard 3 hand card ro do chis.

+ Whenever Vol may "Studr 1= From the top of the dedk”,
tevieal 1 card from che deck and take the Knowdedge marching
the E{nr.'lwl.ﬁlgu: ieon on that card. Immﬂ!i.:l:'l}' ]:ﬂi.r.": the
Knowledge on your Basic board according to che wsual rules,
Then puae the card on the dmaard 'Flﬂ:..

R N—



® PAY. DISCARD. J DRAW

+ Whenever the game states that you must discard 1 or maore
cards without specifying the type of card, it rvefers to the cards
in your hand.

+ Whenever you have to pay or discird something, pur it badk
inri che g:nenl, suppi':.". Ifirtea card. Pl.lC! it on the discard FrJ.r_

+ Ar Dusk, generaring Aorora costs 1 cird, I yoo gain Auroea
wia a Cﬂ-mpinim ql:h:il'it].'. chiz does nor coss any [;dd'.irmn:.:l]
cards, but only the cosy specified on the Companion, if
applicable.

+ If you are allowed o deaw cards and the deck is empry, shuffle
the discard P'i!c and Flil:-l! it face down as dhe new deck.

+ You may only spend points i you have at least 0 points
afterwards

{*) SPELLS

# "Remove l-lﬂtu'hg_w}.m"n nae nﬁpru.l

# The Standard a.Pell.l can be arnd on the E.:.rrh:l:u:ard.
Companioni may alse have Spells as part of their abilites.

# Sp-clLiuq '.':nm]:q.ninlu: Smu!:nmpan'inn: have zn ﬂhilirlr
in the form of 2 Spell. When you acrivare such a Companion
with an Energy roken, you may use the ability and the Spell
in any order, If this Companion also allows you to casta
Spddl, vou may choose to czst che Spell en this Companion,
unless the card stares otherwise
In Phase 21 Thepartare, you may also cast che Speldl of these
Companions by using Aurora. See the vules for this wder
Llse the Spells of Your Chm Conepanions on page 9.

# Wou can only casta Cnm‘pm‘inrﬂ'ﬁ SanI if there s no Hﬂ:.i.rl.g
roken on the Companion.

OTHER RULES

* Whenever you gain/spend poincs, move pour Victory podne
marker farward Sackward 'I:r:.-' the ﬂ:lrr-l!.!.plmdi'ng numibser of
spaces on the Point rrack.

+ You may only use “Whenever™ abilities if you already meer
the conditions ar the starc of your morn.

# Unless otherwise stated, you may only use what you lave.
The Spell of 2 Companion must be frem one of your
Companions. To gain one of your Protection bonuses, you
must have a Protecrion roken on the corresponding Threar.

#* The game components are Himited. For mrnpl:. if there are
no more Rescued crearures or Lumen Sprites available, chen
}'DH CANNOT Fiﬂ. ﬂn}' IMOnE.

* Move X steps (o action ] means thar pou may more your
Primal Spimt fgourime X steps in the borest, bae without
performing an accion,

GAME END

The game ends after you have completed
Phise 4 ¢ Dawn in round 3.

The player with the most poincs wins
this game of GREENWOODD!

In the event of a tie, the nuimber of Rescued creamres {eeduding
Liamen Sprites) wall decide the winner Those involved in the

tic count the tikes of the previously Capeve creamares ar dhe top of
their Submarime. IF there is snll a tie, your share the victory.

SOLO RULES

In the zolo game, you play alone and try o score as many poinzs as possible.
Set up the board of a second player; they will nor perform any actions in the game,

Foar yoMiT hrse gAmE, we recommend Fl::rlng_ e Basic gamis.
For bath the Basic pame and playing with clans, all rules For

2 Fl:.:,rm :p]:!l,l:. with the :l:-nrpl:lul‘:lns menticned here.

St up A game for 2 players. The imaginary ‘ocher player” gains
1 Basic board, juse like you, Also give them 3 Energy rokens.
They do nor need any ocher rokens.

PLAYING WITH CLANS: Randomly select 2 dans and

choose 1 of them for vourself Give the other clan o the
||',r|.nEi|ur!,-"1:|I;l'r=r F:p:-rm"b-_r E'rrl'.ng them 1 Clan board and
the corvesponding Clan inlay Prepare the Companion
deck according vo the nsual rules (p. 18] and shuffle the
Companion cards of the 2 ckans and the Companion cards
withaut clan affiliation into one deck.

And this is the resolr of your Solo games

Ax the stare of the Night phase of each round:

Reweal a5 many cards from the deck as the current round
numiber mdicares, Place them on the Basic boasd of the
‘nrher pln:,-'er".

The muember of cards ta be revealed cosrespands to the
curment rounsd

Round 111 card — Round 2 2 cards — Round 3: 3 cards

Place 1 Energy token on each card as if the “other player” had
already used the card{s). You can then use the card(s) or the
Primal Spiric of the "orher playes” with yvour Spies.

At the end of the Night phase of each round: Discard all cards
from the Basic board of che "ocher player”,

@ ur 1o 45 POINTS: #4610 65 POINTS: i 6610 85 POINTS: Sostoroapomns: | @ 105 POINTS AND UP:
The Dienaids of the The Dirvids are puzzlad | People 1o your ¥oirr activers are hetng Your e piriale yoarself
Hiph Circle are not by the dismppearance of | bossdand hike note eineilated by irutiry i the "Liberation of
prarticedardy upset, sorne Mystioad creacures, | of your deeds, | exthasiisne falloeers Lrresrwaod!”

e - -fﬂmtmh B 1“



PLAYING WITH CLANS &

'The tollowing rules must be observed when playing with clans. Only the changes are descrbed.
The rules from the Basic game continue 1o apply unless they are superseded here.

Ao the clans, the MEowsIcRY {3 elan plays a special
role. All ocher clans bring a new ahility and coresponding new
rules into play. You can activare the new ability chrough che
clans Primal Spirir, the Ancient spell of che clan, and through
Companions. This is because each of these clans brings i
associared Companions and the Ancient spell of the dan into
play. The Meowmicry clan has no Companions, no mew
ability, and no Ancient 5.]:|=L|_ Biet the Primal Spirit is 2 ru;lﬂr
good copyear when it comes to Spells, and is therefoee

particalarhy FD& at using the Ancient spells of the ather clans
in play. You can deliberarely use the Meowsicry clan ro

have fewer different special feamures in the game and therefore
fewer rules, Bur even for experienced players, it provides
addirional varieey — expecially in I‘J'II'EE-PJ::."EL‘ and four-player
games = so thar che other clans stand oor more and individual
Fmﬂ-ful mare varied. IF VO WENE to Fhr wirth Moowsicay,
only the other clans in the game are selecred ar random (see
belau],

DISTRIBUTION OF THE CLANS AND PREPARATION OF THE DECK

Lay our & number of random CLAN CARDS corresponding oo the
number of players. This derermines which clans are in play.
Srarting with the Searr player and then moving clockwise (i.e. in
frrst curn order), each '|:|l=.'|.==r chooses 1 Clan card and this 1 dan.
Shuffle che COMPANION CARDS of your clans and che Companion
cards without dan afhliation {those without an icon in the

Energy space] into a common face-down deck, che COMPANION
DECK.

The MEowsicrry () clan has no Companions of its own;
it does mot coneribure any cacds o the deck.

| NOTE: In the Basic game, there were atready Companions
with clan athliations. These are NOT auromarically pareof
the Companion deck when playing with clans; here, only the
clans in play decide which cards wich clan afhliaticn go inre
ehe Companion deck.

GENERAL SETUP

In accordance with the dang in Fh},-;]:!la.n: the ANCIERT SPELLS
OF THE CLANS on the gameboard (below the Srandard spells).

The Meowmrcry {2} can has no
Amncient spell.

];YM AnE Ftﬂr’iﬂg 'I"I"I'I:l'l 'q' Fll':fﬂl". 1:|L'||.'
without the Meowmicay (4} clan,
place | Anciene spell covering the
Standard spell “Keep an eye out” (1)
This Standard spell 15 not avaldable in
this game,

All Tower eokens are included when youo draw
Froes them oo build the sk for " Roamd 1T

Addifional components for setup when the following clans are in play:

PERSONAL SETUP

Take a CLAN BOARD and dhe Clan inl:.].- mntd:ing the Clan card
your have chosen {with the identical Clan icon in the lowerdefr
corner of the inbay ). Insere che inlay inco the Clan board. This
replaces the Basic board and follows all che rules for the Basic
board from the Basic game.

# I the BREwsM ASTERS (g clan is in play: Each player
places 1 POTION RACK and 5 POTIONS beside their Clan board,
Return any curplus Potion racks and Potions oo the bow.

# [fthe Birp Sc:-lm.uu:' clan is in play:

Each player places 5 ALMANALS beside their Clan board.
Ferurn any surplus Alrmanace oo the box,

and "Round 117

Fres THINK ERS W

# If the FREETHINEERS W# clan is in play:

BrEWMASTIRS &

)

Shuffle the MAGIC ITEMS and place them on
the table a2 a face-down wpply,

Roor Resos &

0dd
od

* If the Roor Rensis € dan is in play:
Place the COMPASSES on the cable

1 per player 5 per player

* [Frhe Funcus PiraTes E clan is in play:
Place the PROVISIONS on the table,

Theseare (except for the Poion radk],
tagethar with the inspimtion

of the NATURE ELEMENTALS,

the soecalled Clan tokens,




To the ri.ghl:in the area marked .‘1 o Hhere 15 3 space for a2 Podon
rack (princed on che board for the BREWMASTERS ().

If the BrewmasTERS @ clan
i3 in play, place vour Potson
rack in chis area. Ar the srar
of the garme, place 1 Potion in
position 1 of yoor Poron rack
[bottom space). Tn this case,
choose another suirable place
for the Threat indicators.

The Left absilicy of each clan’s
Primal Spirit is a cdan-specthe
alternadive. Each of them

is described in the section
The Clirnts {pp. 20-26).

Your Companions can gain FQUIPMENT ) and INSPIRATION (@)
if the corvesponding elzns are in play, IF a Companion gains
sich & market, place it on the marching space below the
Companion card.

Each Companion can carry a masimum of 1 Compass and

I Magic item as Equipmient, Furtheemore, each Companion can
4:|1'|||'|.I have 1 im-pu'nl_'l.n'n.

Primal Spirits cannot gain Eguipment or Inspiration, so they
do not have the corresponding spaces.

“r!'lcn ]-‘1:-1.|. FEMMELWE 3 C-ump:u.'unrl. {E‘}' l'-EFI.Eil'I.E lll.' 'H"il.'l'l =]

new onel, also vemove the markess assigned o i Reouen the
":ml'l.]:u.'z.'h I.I]L{ I’lﬂF‘l‘ﬂti.m l.'u-'l:l.'l.l.' ﬂl.l.F]:‘I.:f'u FI.:’LE J'IE :\'!.:pi: |E|'|.'| L b
the discard pile for Magic irems.

GAME START

# Place 1 Hiking roken on the Companion you played on
your board.

Freionls  gom

- - ¥

— _

W

L

GAMEPLAY

2 DEPARTURE (psg9)

Spells on Companions are only avaifable if Companions from
the Roor Rerers €% clan are in play.

Another type of Spell is available ro pou

Lse the Ancient spell of any clan

Only Ix during this phase (see green box Playing with Chirs
on p.a),

3 NIGHT (page 10

Use the abilicy of someone else’s Companions

Your Spy may ales use the Equipment and Inspiration of the
|.'|.‘1.-:|s|:r|. 'L_:nm]:l:.nil:!n_ Ll.'l TEfLCT, I:i'! FL'I:{'I!’I' WIWE 'EW"IP]I'III'DH
you use gaing 2 points per marker used (you may also ignore
some or all of its m.:rl'v:m, in which case the ocher th‘er will
not gain points for unused markers).

4 []ﬁWH {page 15)

Perlorm step 2. Plunder the Poton rack”™ il the
BREWMASTERS (g clan isin play (see green box Playing
with Clies va p, 15).

© RETURN (page 1

The RooT Resers &4 dan may have an increased hand limie.

IMPORIANT GENERAL KULES

AMD OTHERK RKULES

2 PAY DISCARD, ] DRAW

+ All Clan rokens cost 1 card, unless i saps "for free”. You do
ot have to discard Clan rokens when using them, excepr
when drinking Posons (or if a card states otherwise).

* You may 1:-|:||.'|.I dizcard yunr awn t]':l:ng::. For ﬂ::.rrl.P]L', if it
says " Discard any 1 Compass oee,” then you may discard the
Compass Fraan any of your Companions oo gain the effect.

+ IF yoo discard Magic itema ﬁ' put chem on the discard pile
for Magic iems. IF you charge 2 Magic inem and the supply
of Magic items is emipey, shuffle the discard pile and place ic
Face dowen as the new supply.

+ Remrn any Potions and Almanacs you discard from your
Clan board to yeur respecove supphe

@ SPELLS

# If you are allowed 1o case muleple Spells (within 1 action
or during the Departure phase], vou may only casc
a maximum of 1 Ancient spell (exception: Primal Spirie of
the MEegwsmicuy I'E:l]

You may choose from all Ancient spells in the game.

e . .

R



THE CLANS

Each dan (with the exception of Meowmicay (2] has a Uniqueness chas brings
a specific type of Clan token inco play This Uniqueness can be found on the Primal Spirie,
the clan-specific Ancient spell, and many of the clan's Companions.

Each Uniqueness always requires you to discard 1 card in order to bring the corvesponding
Clan coken into play. Only if a Unigueness is "for free” do you not have o discard a card.

You may only use " Whenever” abilities (from the Strengrh rrack and some Clan rokens)
EE'I.u:u already meer the condirtions ar che srare nf}.ruu.r rurn. You may noc use che “Whenever™ abilil‘r
if you enly gained access vo it during your murn.

e, -

NATURE ELEMENTALS @

“It begins with « spark....
and ends with a storm.”

This clan knows how |-:|:|.1-|:ri.r-: its Enmpmm

Tl:e:r.'lr:_,l:i'urm' .mn.!_fi'n:-:hl- siirm and Jnmnr,_fi.lﬁ.'!t arl
desert, vain and s, The Narure Elementals baee aluways
heen part of the archipelapn, lomy hefore the first druid
sas the fight of the Everpreen Grave, They cannat he imprisoned or
.'pnt'r'ﬂ"ﬂi ot e s ald s Bmie e'l':-r.!ll: Sovire elmies cl_lfjbe .JrrJ.-lj:!E'hJ_gl?
worship them as deities. uwhile oébers fear them, For far ioe fong,

the Matirre Elevientals hove allosved mortals do carry on with

their mefarivws arbhitivs, e new it & twe fo pol o stop e e
i':lrul:d':-u_f the Hl_gi':l Lirele, for the m'r.rr.'rln'-:!ln'rrin-.u njrl-.-: archipeloge
is el vamcing wnabashedly, and numeerous Miystical creatwres are
being beld arprive agains ther will i Greemood. The MNature
Elementals are @ rather feassome oppenent. They make flases
dance; summon hghtwmg, stiese mounfams to remble ded entire
coatitlines fo codlapse, Howeren they do ot only possess destruciive
power, Thase who appraach the MNuofure Elenenals seith
appropeiate busmility are ingpived by their menr proximity and
prml;:r;! Fl].- :F:u-m_f'r'.:.ru the threats J.l.:!.rr.'fb"l the dewida. Tii the

o)
e~
!
II

NATURE ELEMENTALS | Complexity level: 1 [H)
Ancient spell: “SPARK OF LIFE® tw

Inspire any 1 of your Companions,
Diraw 3 carda. Ingpire any 1 of your Companions,

Special ability of the Primal Spiric: [ Wy

Special abilities of ) Conmprain oiis:
Inspire any 1 of your Companions.

Prorect your fellowship from a Threar,
Gain 1 of your Protection bonuses,

LW R

wareldview of the Niteire Elementals, imspiration is therefore afso the
_Iﬁ'.u:n:_filnn n_f rnué_rE:. hecawse of r.rrrm._famr: Egr:l-pmr:lrr 1L knmrﬂ{gﬂ
and cosvardece by connige,

Spicisl bonuses on the Scrength racks
* w Space 21 Your range is always increased by L
Example: The Wayfinding track indinates thar pou have a

riige of 3. You place an Emergy token on your Priral Spirvit and
wise its aility “Move with range 4.1 to perform a Forest action”.
This means you may move wp 10 5 steps {range 3 + I from
Prismal Spirit action + 1 from Steemgth track bopas) and then
perform & Forest action,

+ Space 3r Inspive any 1 of your Companions,

# Space 51 You gain | Energy tobken. See section Energy Tolens
and Spies (p. 16}

S |m.p-;|n:d Cm'npq._rlinns o rescOe & Cn.Pri.'u:
CrESfure, oL may afrerwards discard chat f'.nmp:.n:'rbn‘d-
Inspiration ve also rescue 1 Lumen Sprire. Place the Rescued
ereature and the Lumen Sprice in your Submarine in any
order, This is independent of whecher you used che
Inspération in the Rescue action or not. If you only gain the
Inspiration during the Rescue Action, you may not discard i
fuor this purpase.

# Space 10: You gain 1 Spy. See section Energy Tokens and
Spies (p.16).

Uniguenesss “Inspire a Companion” and its benefirs
Tn:l-ins.p;irc oneof pul.r.r{:-nmP.lninm, yuuaz minse dincard 1 card.
Then take a Knowledge thar marches the Knowledge icon on
the discarded card and place 5t on 2 Companien’s Insprration
space. I there is already an Inspiration there, renurn it to the
general supphy Tt dies mot matter 'l.'|:|.|:t.|'.|:r'_r-|.11.|. :lrﬂ.:l!.r aceivated
the Companion using an Enérgy toben or Hiking roken. The
Enowledge now represents the Inspiration that the Companion
can use for future Reseue actions: Whetwever you pescse
C.a.priv-: creanire wich an 'u-n.l.'.l:l'iud f'.mnp.m:'-u-'r: see Rescur Action
om .12}, its Ingpirarion counes as 1 Knowledge of ies rype.
Hewever, unlike normal Knnfl.-l.-nﬂgc. Fou do not have to diseard
the Tnspiration o rescue the Caprive creanure.

Inspirarion does not couns as Knowledge for Threats.

If a Spy uses the Inspiration of ene of your Companions,

you gamn 2 paints.

n circle



The Hnterkin® npeds
o Fex Anowedge o be
retrped. Sivade your
“Hockiing™ hes @ Hex
imspiration, paw oo nol
et tor i scav oy
Rnowledge for this
Redcwe dcfion The
[rspiration remains mn

“Rockling”

BIRD SCHOLARS

“Owr feathers are maghticr
thar awy sword [

This clan specializes in gathering Knowledge
and recording it in Almanacs.

The Bird Scholars are a lopse sssociation of Jeathered
fiteliecrual sie comc from all over the ardhipelus
They watcrd over the world with keemeyes dnd [awe bepn
keeping recards of eoerything that happens on the
gl below! them for centurmes. However, the Bird Scholars dn ot
fimeit thewisadies fo Wit dowis the course of events — they div
algn researchers and explarers, alivays in search of new biowsdedpe.
They bawe documenied thae bebavior of all the Mystiea! creatures of
the .m'hqu.'.llg.r. the charactericiica .::_|'||!|'.|.l|r-:. the course af the tides,

BIRD SCHOLARS | Complexity level: 1 [¥]
“FEATHIR OF COGNITION® “Ox ! r
Wirite 1 Almanac for free.

Special abilicy of the Primal Spiric n‘ -ﬁ:b
Drraw 1 card. Wirite I Almanac. Gain 1 Wayhnding,

Ancient :p:ﬂ:

5 ndu.t u.l:-:i];i.r.icri nfé armp:n.'innsl
Wrire 1 Almanac.
¥ Discard Knowledge (for the specified effects).

e ey

L ]

the phases of the proan, and e i:hﬂn_gmg stiers. These 1|.'|.-=|_|'md e
siacred lilrary of the Bird Schokary andd bring themn o gife will gain
the haror of browsing throegh e Afmimacs These comtain
pirpartanl frsiples i Faiidifen Fripes, wciend Fuses, iand secret
parhs: Knowledge 2 pover.oand bopefully the Bred Scholars kenow
boeg! fib sise ther powet’ fo bring dewn the naines: Dirudis of the
|'I|:,:.|| Circle

ﬁpe—:::ﬂ ooy on che ';'I.'u:rhph track:

+ Space 1t You now have 2 addirional Heards of Knowledge
unloeked [l.'rti'l.-tr cling un|1.- B 1 Hoard uFKnuwlnﬂ.gr: ]!u'.‘rt:l.
If there is-an Almanac beside chese unlocked Hoards of
K_'n.uwi:dgc. i oD En:r both of them.

+ Space 3: Wrire 1 Almanac,

* -EPH:E -.'ll ‘ﬁ:u g?.llﬂ 1 Enﬂ:g:," tnhﬂ-s{'ﬂ lﬂ:ti‘uﬂ E?.Ifrgj' Tﬁ]-lﬂl'll-
and Spics (p, 16

. W Space 6: Whenever you rescue a Capove

= ..a.l crearuee, you may then discard 1 card ro
gain 1 Wayhinding

+ Space 10: You gain 1 Spy. See sccrion Ewergy Tokens and
Spies (p. 16,

Unigueness: “Wiire an Almanac” and s benefis

To wrire an Almsnac, yvou meist discard 1 card. Then cake an
Almanac mlken and place it on the leftmose empry Almanac
space on your Clan board. The Hoard of Knowledge beside it
does mot need o be unlocked for dhis

From naw an, the Enlering 1]:|]:||i|:: when :rw.l.:rndrr

IFyou wane to fill a Hoard of Knowledge to the righe of an
ﬂ]m:nﬂ:.}.’nn (mik] lﬂTIEI!'r h:!.rtm Iﬁ.ﬂ:ﬂl’d =:|'|."I Iﬂ'l'dﬁ- ‘.rLTI.I CAT ihil
chooae the rype of Knowledge, It docan’t marmer which mechod
vou use oo spedy. You may still only bl Hoards of Knowledge
thar you already unlockisd. If you "stady from che top of the
deck’ YO LAY choose not bo draw 2 card from the deck if you
are filling a Hoard of Knowledge vo the right of an Almanac

with this.

Example: Vo use the Fovest ootion Seudy 27

e have | empty Mooed of Knawdedge with an Almanae (2.
Therefire, you con chaose oy Krowledge and place it on tvs Hoard
of Knowledge withoul déscerding | card. For e secand studdy;, you
waif f fill the ety Moord of Knowledge (2. To do this, ypau must

o o ceurel as usaal drid godn The Krowledge shovn on Hee cand

IF o chan't weonl fo discard o cowel, youw can insteod remove Hie
Knowledge fram the leftmast Hoard of Knowledge (1) and refl it with
vty Knooledge for free (thanks o the Almende beside it|




FREETHINKERS @
"D you really think we need

FOUr permission (o use magic?”

This dan loves to charge arnifaces with anciens magic.
However, their impenions appreach means char the effect
of these Magic irems is noe always as expected.
ﬁ Frecthinkers are o gereration of refreflios druids
e rgfuse fo follow rles armd submrt to ARy AT
They e bid prough of the faws of the High Cirle and belives
tinar the olid must be shanered so that something mew: can rise from
the asber. The Freethinkers follow wo gode ooly themselves mnd thein
owent icfeas, They experiment, improvise... ind provake. Tn ther epes;
¢baar is just awather form af onder thar the other clans I wor yet
iimderstand, The Frecthinkers bearn by trdl and errar and bave
.:Fnrrllzn:l' 1] him:l'.mg JHﬂE’jl‘ (Rl m'r['f-ﬂ:u c_hf.:l'! kemids. Whesher 1t
d iFerar, spsoam; or [ireterm — atniyf nb_jn:t cain becomier il vessel qf
arciye peover m therr hands, Some artifaces wnleash hidden powers
il m_:.-:-llc;lll CHErPRe) I'.L'lmugl':! thess :::Pn-.'rr:lmt:. frag atlers J.'mPI'_l.-

explode. However; Bhe Froaghinkers' miptto is0 The proof of the
padiding 1e i the ceting .. wnd mething ventured, mothing geined!

ﬂh‘_‘r AP g il il ur:lprn.'l!lrr.:[ﬂ'z The

FREETHINKERS | Complexity level: 2 (%3]

Ancient spell: "CREATIVE CHADS" ‘@!i!!f

Do 1 a.rﬂ.fh:rge 1 E'-"L:Eii: rrem for Free
Special ability of the Primal Spiric: n ‘. 'I
Crraw 1 card. Charge 1 Magic item.
Special abilities of § Companions:

Charge 1 Magic ivem.

Generate 1 Clan token.
M) Discard 1 Clan soken (for the specified efects).

EFLH IHJIIIJIEI L1 ] l'l'lﬂ Sh'ﬂ'lsﬂ'l m:l'.:.

+ Seaiied Space 2t Whenever you charge a Magic ivem,
m you may draw 2 Magic frems.
Keep 1 of them and discard the orher face up.

+ Space 3¢ Charge 1 Magic item for free

# Space 4 You gain 1 Energy roken. Sec section Energy Tokens
andd Spics (p.16),

# Space 3 Study 1= for free,

* s Space b: Whenever you perform a Forest
m acminn wirh ;Cnmluninn whn has 3 E'u'hgp:
irem, your may discard thar Companions Magic irem o
perform the effect of that Magie srem before or after the
action. You may do this even if you have already riggened
the Maggic ivem through an acrivarion. If you only gain the
Mage fbem during this action, you may not discard & for
this purpese.

+ Space 10: You gain 1 Spy. See section Energy Tokens and
Spies (p.16).
Unigueness: “Charge a Magic itent” and its benefirs
To charge a Magic iten; you muss discard 1 card. Then takea
randiom Magic item from the Bce-down pile of Magic ivems and
place ic on the free Trem space of any of your Compansons.
Eacl Cﬂmp:lmm'. cin un}rh:.r!' 1 Magic itErn..lf].-qui.v: anew
Magic irem to a Companion whe already has one, you st
discard the old sne.
Whenever you acrivare the abiliry of 2 Companion who has 2
Magic itemn (i e., yon place an Energy roken on thar
Companion ), you may also use the effecs of the Magic irem. You
can do this before or afrer using the Companions abilicy,
However, the Magic ivem must alresdy be on the Companion
when you activare it, i e, at the starr of your mrn. [Fa Spy uses
the Magic item of one of your Companions, you gain 2 poines.

The effects of the Magic items are:
Gain =] ‘Gain Mlowe 2
1 Wayfinding %) 2 points [ e acrion)

@E’mﬂr 1x E Deaw 2 cards

Put discarded Magic items in the Magic trem discard pile.
When the face-down supply of Magic irems iz empry and you
need more, shuffle the discard pile to form a new supply.

Special abilities of § Companions:

Apply the effect of any 1 Magic item.

The Magic wem whose effect vou are applying can be held

by any of pour Companions. If it is held by the Companton
who has this ability, you can also apply the effect of this Magic
icem 2 in the same acrion (1% by activating the Companion
with an Energy token and 13 by using the ahiliey).

Example: You aotivate
“Puppy “with an Energy
taken. Uipon achvrtion
you gan imvmediately use
ithe Magic Irem on “Puppy”
and gain 2 padts,
Them pow perform
“Puppy’s” abiline

Fiest, you sirengthen

your fellavship.

Then pou oppke the effect af ony | Magic item. ¥ou choose
the Magic ifem an “Puppy” and gain 2 podars agan,

i -
Generate 1 Clan roken. To generate a Clan soben, you muse
diseard 1 card. You can only generate Clan tokens of clans in
play, Depending on which ¢lans are in play, you can generate the
tollawing: Porion, Provisions, Inspiration, Almanac, Compass,
Magic irem. If the exact effece depends on the card pou discard

{ Provisions, Inspiracion ), then the card you discard ro generare
the Clan moben determines which type (color) you gam, If

you generare & Clan woken for free and choose Provisions or
Inspiration, you may take any Provision or Inspiration,

Diiscard any 1 Clan token. Discard 1 Equipment {Compass
or Magic item) or 1 Insprration or I Almanac or 1 Paron. You




can only discard & Provision oken from your Submarine if

it is a "fall crare” roboen (8989 3) that is on wop of another
Provision (ie., you cannot completely clear a space on the
Submmarine]. [ addirion, chere must not alneady be any parrial
Provision stack of the same type in your Submarine {for maore
derails on Provisions, see Fungus Pirates on p, 250 You canm
discard Knnwluﬂge for this type of effect, because ﬁmhdg:
is not o Clan noken,

[ Excmple: You aclivede
“Teitcpeist ™ wilfy ov Endrgy
foken, First, you foke
{ Wayhnding for the Magic
item. The Clan token your
dscord (due ho the mhilly of
“Teirgeiit ) dfows raod hove lo
came froum “fetgel st T But it can
s he evther ife Compass or
the Mogic e from “Zeitgest”
Tt cleerhe on the Mlagie Bern and discard . The fact thot

you bive ey appledd the effect of the Magic item
this furm is irralevarit,

"The Druids of the High Circle
have dug too deep.”

The eraft of compass making has a long traditton in this dlan,

The Root Rebels five i close harmony with mature and

ire @ fresdomy-doving e of momeds who live faraway

frowi walls and willages. They simply follow the wind
ari the growth of the moods. They sef ap-camgr where the moss i
soft, the wneter i fresh, and the starey sky is dlear, They would never
ileep in @ bodrge of stoes beemicse they befieve that renting withocit
secing tlve might sky meikes the soul siok. The moon and the dar
are gacrad o them, Oy thedr revels, the Raor Robels HIAP EUEFY

island they set foot on, record all undergronnd tumnels, soery

ROOT REBELS | Complexity level: 2 [#3]

Ancient spell: “ROOT FORCE" ‘M

Drraw 1 card. Produce 1 Compass,

shorecat, wod all recret pathe. Theer detadied maps are irue works
af art, passed domin from generition to gemention. This detiled
krseledyr .:_,I'nh: rslanas af the .rrc.l.'i_r:l.ri'.:_q's miakes the Root Rebels
sheillea forest ranpers and sifent souts

Special bonuses on the Steengrh track:

+ oy Space 21 Draw 1 cacd. Your hand limic for the Return
s inereased by 1 (you deaw cards from the deck unril
oL have & cards in vour hand).

+ Space 3: Produce 1 Contpasa for free.

L Epm:-e 1 Tnup'n 1 Em:'rgr taken. See section .Em:rx_'r Tokeni
and Spies (p. 16,

- .3 Wy -SFI-E & Whenever VUL TESCLE 3 C:.Fl'i.'l.'z

LR W crearure with a Companion who has a
f.'num, oL m.:.rcl.l'.laﬂl the ['.pn:P.a.n.innls 'I::-nm]_:qu o
Study 1% for free before or after the Redcue acton. I you
onhy gain the Compass during the Rescue action, you may
not discard ir for this purpose.

+ Space 10 You gain 1 Spy. See secvion Energy Tokens and
Spies (p, 167,

Uniqueness: “Produce a Compass” and its benefics
To produce a Compass, you must discard 1 card. Then eake

a Compass roken and place iton an empry Compass space
of any of your Companions, Each Companion can only have

1 Compass.

Whenever you perform 2 Tower action with one of your
Compantons wheo has a Compass, you gain 1 addigonal
Wayhnding. However, the Companion must already have che
Compass at the start of the Tower action; 3 Compass oheained
during rthe Tower action has no effect, If 2 Spy uses the
Compass of one of your Companions, yon gain 2 points.

Example: Tou poiare

o “Lead Dirake™ wilh ar
Energy token. Fisd, you
discard T eovd bo siremgthen
wour Fellowshin, bocmise your
are plowed fo cast ifw

Spell when aeifvating the
Cormporiion. Then pai imowe
1o the Towser thet hes the
effect "Tscovd 2 conds fo

g T Wimefie g

| Vou first gain 2 Wapfinding!
1 twouigh the Tower petion
ds o [Fasic Wampndmg)
and 1 through the

| Comprss effed, Then you
discard J covn's and qain

| 1 addiiona Wndinding
[Tower effect), for o fotal
af 3 Waypfinding,

Special ability of che Primal Spiric: [ B
Draw 4 cards, Produce 1 Compase,

Special abilities of § Companions:

E Produce 1 Campass.

(5 Spells on Companions: You can use part of the
Companions abiliry ac 1 Spell.

e

Animals ape
not trophiest

T n“



BREWMASTERS @

“True magic can enly ke brewed
in a copper cauldron.”

Thiis clan brews Pocions of all kinds.

The Brewmasters practice ian ancient arf that has bees

r.lu'un'f J-uu.r.lr_rnml falitarad £o sl :.lln'!_fnrm FeReniEbm

to peperation, Their mobile dighilléries, where they brew
their smagical porions, steam incessantly, The air i fillad with che
soentof Drcamieaf, Shadowbark, and Glimmerroot. Some of their
potivns make you firsten, others strengthen yous they con anstken
or eritse miemorics; some heal, others bring death, The Brewmasters
origrmally come froum ol parts of the archipelagn, for the path of
bresimg is apen to amyome who is able to wall it In the Simmering
Chamber, the legendary breweng academy, their effervescent
tulenr is then shaped into a perfect art. There, the prospective
Brewinasters iere faniliarized witl the power of e inven, beeasise
it ix only in e Tighe of mighe thuer muany ingredients wnfold tir
truie cosence. Dveambea) i potsonoos when bariestid diring the
diey, Shadourbork Becames completely ineffective swhen exposed o
1 |rrrJ|g3:l|'. and Glemmirrook urn!:f ur!lf-urd': 1ty J'h:'nhlm‘-; ety wlien
groupd in the lphe of the baod poen, At the beart of the
Brewsnagters' beliefs it the Mooor Seether, wha i said to have sailed
H:Iﬁ:ll.l::r‘.l the then aninhatoped q:r:.‘f:ll'pr[..lf:! B Il.lJ:{h'h.lr 1] prm‘r.rw.lﬂ
times According to legend;s she collected the Dew of Diiwrr, @t oot
from the Etermal Tree, snd the gkt of the Jull mroon fo brew
the Primavdial Essence froom swhicl the ardvipaage’ Gife i adl i1
diversity arose.

BREWMASTERS | Complexity levels 3

Ancient spell: “SECRET RECIPE" IM

Dieaw 2 cards, Brew 1 Potion.

Special ability of the Primal Spirit: [[J 18 %
Drvaw 1 card. Brew up o 2 Porions, Stady 1x.
clal abilitles of § Companions:
Brear 1 Porion.
£ Dok 1 Posion
M Remove 1 Hiking roken.

Special bonuses on the Serength track:

#* Siu.nui.: Emd'!.r'l:u:-
* ' Space 3: Whenever you ise a Spy, you may
i . brew 1 Ponom,

+ Space 51 Play 1 Companion according to the usual rules
{see Play 1 Companivn on p-8).

* Space 61 You gzin | Energy token, See sectlon Ewerpy Toleerns
and Spies {p16).

+ Space 10: You gain | Spy See section Encegy Tokens and
Spier (p.16)-

Uniqueness: ”Hﬂ#ll'uﬂuf ard Sre hemi s
To brew a Petion, you mast discard 1 card, Then rake 1 Potion
token and place it in the bottommost empry Botthe space in
the Potion rack on pour Clan board, Bach Borrde space can haold
1 Poton roken, Thas, you can have a maximum of 5 Pomons at
th: same time,

Every ligher-quality Pofion requeires some af the previons
Potions a o hase,

Example: fou trew F Pofond

Far the first one, pou place [ Bation deken on e empdy spoce
DOwtsigpht? since it & the bolommos! amybly Race i por

Potion ek Yow pidoe the Serand PO TOREN 07 Soooe

4 Might Vision”

Drink 1 Potion. Discard any 1 Potion roken of vour choice
to use its associaved effece, For the different Potions and cheic
effects, see Phise 4°: Dawn, 2. Mlander the Potion Back on p. 15

Remaove 1 Hiking voken. You may only rerove the Hiking
moken from one of your Companions. You may nse this
Companion again rhis reund. You cannor remove Enengy rokens
with rhis abiley

You Fave your LTnm]mumlt a r-ﬂ're;F:u:ﬂE sl g0 Hhuad .rbf]- were alde
i il":'ﬂliil'l"ﬂl the activa wich ;_]'ﬁ._'.n::r ard without exbasstion.

Additional serup:
You all stare with 1 Potion rack and a Potion in space 1 af your
Poion rack.

Addirional step in Phase 4 : Dawn:

In Phase J.| Dmgﬂnpnﬁn‘mm .ldd.rhm:.l:.tcp:l?ﬂﬁe
BrewmasTERS & can is in plap

See Phase 4 ¢ Dawm, 2. Phonder the Pation Rack on p. 15.

Ewd the
captivity!




FUNGUS PIRATES @

“The mycelivm is the true ruler
af the forest — and the secret ruler
of the aceans! Arrr!”

This clan s skilled ar procuring Provisions,
ﬁ:lﬂ'l-l:l.‘.i.l'l.g frurt and rooes has :l'l.u:].': haen their ‘F’E':i“]':!'-

Tr'.u' FHIII!': HF FJI'.'.-I.I'I’J Frererie "hf F =i I:_'IFH.I‘E Jl'f.lﬂ-r."d"hmﬁ (K1}

ships and sishmarines made of mot wood and mycelium.

I}TJ.!:].' ifTe rnu:u-r_','ur :r':l|F1|:u.|e|:u'.r.|"|I wirich fs ||'F:l_5.' all phve clirns
e their repeler castomers — b least when i comes to boars;. The
Furgus Pirates’ ships ave as fast as arrows, and their Sbmarines
et peamain underater for days withowt baving to surface even
wace, Winile the otler clans fraditronally mavigte af sen wath smaps
and comgpasses. the Fuwgus Pirates stay on course by rondimg
Currenes and inferpreting waave paterns, Onee ey bave lended on
i meir isfanmd, H.ll.':f COMtHARmcEHE Wil e frees |.'-|I|.|II|:'II-I.IILI i the
iekaaned v the “ Wood VWide Wel o unds rgrounid metuork of
fungal threads, This is b they foud our where the ranet roots prow
amd where |'.|".|-':.||:,u:|:|e1t herrres faw T:l-r__lhﬂ.ud'. In tlsiz ATy, the I"mlgh_c
Pirates always find enough provissans cven on the most indecessalile
F!.m:ﬂ |!f|!r':l.r Jl:l:r':uprf.::g-p. T]’:Er:lh.r fis Fhis t.:rrnr. na FI.I‘HE:I.U i':'f'rq.'.'r
has ever starved to death — and as lomg as the sea doesnt freeee,
it witl eeipinivd dhat way for all sfermty,

FUNGUS PIRATES | Complexicy level: 3 [(F3%)

Ancient spell: “MYCELILM MUESLI
Procure 1 Provision, Lose 1 pont.

Special ability of the Primal Spiric: [ W
Drraw 2 cards. Procure 1 Provision.
Special abiliries of ) Companions:

B Procure 1 Provision.
B Rescue | Lumen Sprice.

Special bonuses on the Serength erack:

+ Space 2: Reacue 1 Lumen Sprite. Place it in your Submarine
:.-nﬂnrﬂl'.ngtn the nznal rules I;ﬂﬂ' Submarine an P.'I 3}

+ Space 3: Procure 1 Provision.

# El:rnn.- Bt You F.'in T Eru:rgy roken. See section F,.rp:'rﬂ Takeae
i Spies (i 167,

+ Space 81 Whenever you use a Primal Spirir, you

may addicionally rescae 1 Lumen Sprite. Place it in

LT Euh'n.:.nnl::l::urd':i.ng o the wseal rules (see Subwearine
on p. 130,

# Space 10k You gain 1 Spy. See section Energy Tokens and
Spies (p. 16).

Unigueness: "Pmm:rmiﬁuﬂiinﬂ their benefirs
To peocure a Provigion, you muzst discard 1 card. Then ke a
Provision that I'I.'I.i.l:ll:l‘!ﬂ the mmw]:dgg icon on the discarded
card, immediarely place it in your Submanne and gain the
corresponding Procurement bonus, This able shows which
Provision and Procurement bonus you gain fer the Knowledge
om the discarded card:

Koowledge | Provision | Procurement Bonus 'E
. - . Wacer ?‘:-L‘-.-r':fﬁnding- {:}
. . . Froir | Sudy 1= b

& @@ S5, o

Follow these rules when placing Provisions on your

Submarine:

+ Bach space on the Submarine can hold 2 Provisions of the
e TYpe.

# Place che first Provision of ane rype in your Submarine
according vo the usual rules, with the full-color side facing up.
Onee the Arse Provision &5 placed on a space, vou now have 4
partial stack of that Provigian, The space the pardal stack is
on is considensd ocoupied,

+ Place the second Provision of one rype on top of the kst
Provision of that type, wich the “full crace” side facing up.
Mow you have a full crate and the stack is complete. Treat the
next Provigion of chis type as if it were the fisr sgain,

* Irupnruu: Tou may it hiave 2 p:u.'l'.ia.l stacks of the same

type ar the same fme- You may only start a new stack if you
ml}- have full erares (stacks with 2 Provisions| of this type of
Provision in your Sabmarine (or none at all),

Example: You hove [ porhio! stock af water omdd T i orode of fnait
#Fyau procure | move water next, place Hhe new werter en fop af'the
extiting waler stack In powr Submariae with the Tl crate” side facing
up. ¥ your procurve fint or ropds mexf, pov place these Prowelpns onon
evnply space and thus stort a new portial stack,

* You can only use a Provision for the”Discard any 1 Clan
token effect iF it is 2 "full crate” token (i.e., it i% placed on top
of another Provision of its rype).

#* The supply of Provisions is limited. If 2 certain type af
Provision is no longer available, you will mor be able ro gain
any mate Provisions of that cype.

ithout
wo brwth Wit
wildery




Ih’.ranﬁ['ﬁnrnﬂ miynl.gnmum ﬂwﬁﬁum'mgﬂhmb:rﬂf
the Brewmaseers, She seadied in the sacred library of the

Bird Scholars, worked side by side with the Freethinkers ro
ahatrrer the ald and make moom for dee new, and was IIJ:IIIII:I.'EI.{ I:Ir
the Mature Elemensals insread of defying them. Cinly afrer
Hving all these lives did Myriala give up her borrowed forms and

= - chisose a form thar vwns hﬂ' cowern. Tl arose the chan of the
w E R Meownucry — a people who use knowledge instead of merely
MEU M c Y ' guarding it- And wha share rtheir abilities instead of withholding
“No shape Iusrsjmﬂrur. No form 15 final. them from others.

No aptitude s amgue.”
This clan consizts only of the Primal Spirie. It has no
This clan specializes in imitaving the abilities of other dans. Unigueness, no Ancient spell, and no Companions of irs own.
- 5, - You can deliberately use the Meowsseny (%) clan o have
ﬁ ¢ Mecwrmicry are a race O i fewer different Uniquenesses in the game and therefore fewer
[ .l d.-EF:.' any fred dassiheation. Foc the Meowmicry, AR P TR perienced players, it provides addirional

identiry is never concluded, bor abways in motbos — e sally in ch la ol fom .
like flowng warer, At ehe heart of their belies lies the legend of PREICCY = RpECiSlly b Grree glarer u player games

Myriala, the Primosdial Car, Ir i said that she was born withour  Special bonuses on the Strength teacke:
a Fived form and ved with aach dan of the srchipelage forone  # Space 2: Discard 1 card o gain 1 Auroca,

entire ca life. Myriala eraveled with chem, worked with them, ; ':i Space 3t Whenever you cast Spells with your
and learned with them. She loved and foughe, celebrated and AN Primal Spirit, you may cast 2 different Spells
moumned, langhed and cried, She ser sail with che Fungus (induding 2 different Ancient spells).
Pirates; spent the night with the Root Rebels under the starry + .‘."lpt:e & Ciain 1 Auroca,
+ R 7 L3 y  Space 51 Whenever you perform a Tower
-"1-"- 4 action, you may discard 1 Aurora to Stud:
MEOWMICRY | Complexior leveh 1 & 1= for fres h:ﬁmpirﬁrwr:mg:]:hc Tower scoion, 2
Ancient spell: - + Space 6: You gain 1 Spy. See secrion Energy Tokens and
{has no Ancient spell) Spies (p.16).

# Space 10: You gain 1 Energy token, See secrion Evergy

Special ability of the Primal Spirits: 23 () Takens and Spies (p. 16),

Cast the same Spell up to 2x {even an Ancient spell).

Special abilicies of Companions: — Uniqueness: - o : : g
(hae no Companions oF irs awn) Thanks vo the ability of fts Primal Spirir, this clan has
| = particularhy gnod access po all Clan makers in play
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APPENDIX

MYSTICAL CREATURES

These Mystical creatures are being held captive and exploited
by the Diruids of the High Cirde in Greenwood!

£ ¢ &

MIGHTSTALKER
A Nightstalker can follow

tracks that dre
tnvisible to others,”

Mighrsralkers move through the woods
complerely silently: Ar firse glance, they
appear to be Hoaring, as their paws seem
ot to towsh the ground ar all. These
four-legged creatures are silent hunters
that are ditheule to spot, even wich a
trained eye. Onoe you have spotted one,
it hlends back into its surroundings as
you watch — because Nighrsealkers have
the ahility tm adape their fur o the color
of their surroundings. In the wild, they
Tive in sechusion inthe deep foreses of
the archipelago and svoid any contact
with the clans. The Devids of the

High Cirde hiad hunred these mystical
creatures for generarions — unril one
day they acrually succeeded in luring
ome of their packs intea rrap. The
Mighestalkers were sedated, taken 1o
Gireenwood, and subdued with anciens
magic. They were then forced o use
their abilities in the service of the High
Cirele to erack down other mystical
creatures for the druids, who are now
prisoners of Greemwond. IF VUL IMARAGE
to rescue & Mightsralker, vou need nor
worry about escorting them, for these
creatures can find their way home from
anywihere in the archipelapo.

No cages fop
Crystal Hapts

GOLDEN HUMMINGBIRD

“Gold does not grow
in the _er-:llrnd.
but i the air”

For centuries, the clans in che archipelago
have heen relling each other the Legend
of the Galden Mise: when two Galden
Humminghirds unire, their wing beags
create gold dust dhae then gently drifts
to the ground. This heavenly gold s

aitid 1o be used o make powerful lucky
charms and talismans. The stories aboast
the Humm:'nghl.rdﬂ'guld.nl misE are a8
old as the archipelage imelf, bur no one
Isaz ever been abde vo ebserve these binds
maring in the wild. Although isolared
male Golden Hummingbivds have

been sighred, there has been no reace of
temale specimens. The Bird Scholars
thearized thas che birds reproduce
through parthenogenesis. Bur then, with
the forced help of the Mighesralkers,

the High Cirde acoually managed o
track down the females in a remore
oorner of the archipelaga. The druzids
transported the creatures to Greemwond
and forced them to mate. The legend
proved o be rroe. And wich the golden
mist of homminghirds, ehe High Circles
unsroppable rise began. Withour the
Gﬂldl:‘n Hummi:l.ﬁbr'.rd.L I'J'm' BOLUTCE :ﬂ-
the druids’ wealth would dry up... and
they would probably no losger be able

o maineain their exploiasion of the

archipelago.

NIMBLEWING

Amyone who datms to frave seen
dgiie o Hhe _gmrum' 15 citfier
vistially impaired or lying,

They aze seall, agile, and almosr
impossible to carch. Mimblewings are
among the most mysterious creatires

in the archipelage. Somerimes a whele
swiarm appears in the evening glow and
then whirls throwugh the canopy in the
moanlight, only to disappear again for
months on end. According o legend,
they spend thedr entire lives in the air.
They eac while Bymg. They sleep while
Aying, And supposedly they even dic
while Bying = and are then carried by
the wind into the evernal nighe sky,
Whecher all these nyths sve veally true is
impossible to say for sure. Not even the
Bird Scholars agree on these enigmaric
creamures, Wt is cerrain is char che
Mimblewings possess an ability thar the
clans call "Shadow Hearing.” This allows
the creamres o detect the slightest
|:['Ll.r|glr_1-in. the air currents, hear even the
sofrest whisper of the wind, and even
sense the emotions of other living beings
wich their keen hearing. The druids of rhe
Hif_l:l Circle have ﬂpn.rm:! entire swarms
of Mimblewings with gigantic nets and
broight then to Greenwood, There,
they are noc only put on display, bue alsas
used by the druids to uncover the rrue
intentions of their conversation parrners
ED :im|:|1:|r|‘..'.|.1'||: n:gul:l-;u:inn:_



COUNTERPILLAR

"A stmyle drop of its Mood is emough,
[t is more powerful than any
kreowm Spell.”

They leek soinconspicumes as chey
crawl I:I'l.rnugl'l che woods at a smatl’s
pace. However, anyvone who thinks

a Counterpillar 15 just an overvized
caterpillar &5 misjudging one of the
BEFANQESt Creatures in existence. In the
obdear knowis srories, they are referred
o :.u"p-rl'rn::rrl:li:.f reistance. AE'EIJI.'I:[i.I'tE
vo legend, Ygron, the Fimst, defended dhe
i.l.'l:i'tiFfJﬂ.sﬂ :.g_:.:in:l: d’IE %]d. DE\'DL'Im
at the dawn of rime with the help of

a ﬂ:n'p of blead From a Counterpillar.
The glands of 3 Counterpillar prodince

a secretiom that instanty disselves all
known paisons, curses, and illusions.

[t is the StrOngEst of all known antidates.
The Dhuids of the High Circle, with the
forced help of the Nightsralkers, tracked
dowen the Counterpillars like precious
I:n.r.mﬂ-..dng them up, and czrmed

thenm off to Greenwood. There, che
Emml:ﬂ'pl']lm are kepl: as Eiving:uppli.ﬁ
and, when nesded, processed inte an
almost emnipetent counterspell. Some
clans claim thar these mystical creaoures
were once crested |:|:|r the archipelago
itaelf a5 & counterweighe v all evil in the
world. And that the Counterpiltars are
therefore the key in the Rght agains the
Diruids of the High Cirde ..

e

MUDLURKER

A Mudlurker docs not die,
it only wis _fi:l-r the day
of its returm,”

"Hl::r were considered extinet, because
not a single Mudlurker had been sighred
for decades. Bust then ane day they crawled
out of the deprhs of che swamps and

have been lrving in the archipelago ever
since, 35 iF they had never been away,
These mystenious creamres, half rodent,
half swamp spirit, have a gife chae allows

them to outwit even deach, They can play
dead — ot for hours, not fior days, bt
tor months, and in extreme cases even bor
pears. In this way, they try to counterace
natural disaeters and the harmiful acovicies
of the High Circle. The Mudlurkers do
not sleep when chey are in this state of
rigidiry. They enter a seate in which even
time seems to forges them. There are
legends char even claim thar Mudlurkers
never die, but remrn again and again in
an eternal eycle: The Drnids of the High
EIII.'I._]E H’Im{ﬂﬂf are ﬂ:flll'l.s'm I.Ir.".'.i'l'd

the mysgery of the Mudlarkers by foree
in erder to find a way e escape death.
Rumor has it thar the lirst experiments
have already begun; and druids have been
buried alive in swamp pits in te hope
rthat they wall recwrn when thesr ome
comed. However, the dlans believe that
the ability of che Mudlurkers cannot be
irnitared, They say thae these who linger
[ e ln:ngl'n the m-:mp-w-il:h the dead

will not return as the person they once
were; iF they return ar all ..

AMBERLING

“Whoever looks o the eyes of an
Amberling sees uhat they long
warted o forper”

Amberdings are considered living fossils.
Ancient creatures thar dare badk to che
e belore the deuids. As small and
inconspicunus as these creatures may
SEETI, jJ:Er EDI'II:HJ ETEOCTITICHLE. FD'I"E'I.':
When an Ambesring deeps, 3 hidden
glow pulsates between its scales. I is the
light of days gone by, for Amberlings have
the abiliey to svore the memories of the
archipelage = che call of an exrince bird,
the rustling of leaves om a long-fallen tree,
or the sangs of a perished clan. Irisan
echo of what once was. The dans call dhis
gifi “Remembrance Ember” Those who
ke use of the Auﬂ:lcr]l'ug:-'gift can krack
down forgorren parhs, reactivare exriner
magic, o rediscover lodr Enowledge,

The Dirnids of the High Circle have long
recognized the potental of these mystical
creamnres, and their hunting parties
capture every Amberling they can hind 1o
bring ic to Greenwood...

ANTLERKIN

"Where an Antlerkin
leawes its tracks, the forest
begins to recover.”

The Anteskin — a ceesowee wich the
body of a fo and the anclers of a deer -
i one of the shyest creatures in the
i:h:h:ip:l:gm. Even in the oldest legends
of the archipelagn, it is deseribed as the
healer of the forese and the guardion
gpirit of regeneration. For wherever an
Antlerkin dwells, the earth itself begins
ro el Sick animals seek its company,
withered clearings blossom again, and
poiscned springs are purified. Its healing
power comes from its antlers, for they
contain the purest form of mamnl
n:.:.g"n: - il rlug:h: char never &Lﬁrﬂ}':.hur
always renews, Tes gift s aleo a barrden,
for the Diruids of the H@u Cirde hep'n
to hune the Antdeckins because of dheir
healing powers. With cunning and
miagic, the peace-loving creanures were
tracked down and pur in chains, The
druids cot off dhe creamres” antlers and
gnind them ingo a magical powder char
they wie to cure diseases, In this way,
rhz]." 1.|:'.||.'|.n.|.'|.1|:.:£|::|lI exrend thedr l:iﬁ:Pq.n
|:|:|r uw:r.ll ﬂ!::l:du:.. Su'u:t I'l1£ ﬁ.ntl-aniru
disappeared, the archipelage has become
quierer. e i as if the forest dmelf s
hedding its breach, hoping thar these
myyetical crearuses will retuen one day...

CRYSTAL HART

“Wo hammer, no blade,
and Ho ."?p:ﬂ can brealk Hae
power-of its antlers.”

Cryaeal Harts are amang the most
impresve creanires in the archipelagn,
They are majestic creatures whase bodies
are completely covered in iridescent
eryseal hide, It is clearer than ice and



LR e Y

mure robust than any diamend. This
enagnificent shimmer is nor decoration,
bue naneral armor char bas dcl.'l.'l.-l:-pnd
over centurics of living in harmony with
nature. The erpstal hide 15 harder than
any metal and lighter than any wood,
And anlike mezls, which lie hidden
deep within che rock. the harts crvsral i
EIJI'I.TIEI.{ on I.I'.il! SLIIEI.'L [r L& WINVER r'l'l.'ll'l'l
light, wind, and riese, The hide of these
m':«'!arli._.ll creatures 1% l'hE ITICIAT 'I'.II ILE]."IE'
rarerial in the enmire archipelago. In
uurJ:il.'r CEITNES, tl'll' L'I.I.I'I.I Wﬂgﬁ! WELT .I.gﬂ.'ll'lﬂl:
cach other over it before they leasned
live in harmony with nature and seeeled
their dispures among themsebves, This
1510 stark condrast oo the Drooids of the
High Cirde, who do not wang to presceve
the power of the Crystal Hares, bur to
posseas it Wirh the foeced help of the
nghr:lralhﬂ:. I.']i!!r' tracked dovrn che
crearures, lured chem ine a trap, and
dru.ﬁud them o Grreerwond. There, the
druids are now melring down the hares
|.'|'|.'.\1.=|. Exy Ii:ll.'gt Fll.'l'ﬂ'l.'l'rl.'ll 'I'I-HPI.II.'L'E, STTNOT:
and ralismans,

HEARTWISP
“You chould oenly face a Heartwisp
with & puere heart,”

O all the myysterioss creatures of the
.al:l.'|.|.ip~:|u.3u. thte Heartwisp is p:l:l.'lhuf.al:.'
the most enigmadc, For those whe truly
encounger it will never speak of i, And
those who speak of it have nor cruly
encountered it, A Hexrtwisp appears only
".'-'{14'!n .Inl.'l W'}H:I'e iF SOES Hr. M'l"f‘ﬂhﬂlfﬁﬁ.
there are woices in the clans whe claim
Hn I'l.l'l-'l: SEEM IE AC SCHFTE I.'Il.'lll'lt: dEﬂP

in the Miscy Forest, on the shores of
Silverwell Lake, or in a clearing in the
rudiJ:ng J:'_!:.EIL of dusk, ].:g«l.'nll has it that
a Heartwisp granss 3 wish to the person
who encounters it However, it does mot
necessarily grant what the person thinks
they desiee, but racher whar lies hidden
deep within their heare. This form of
wilsh fulfillsenr can also be d:‘ll:Lﬂ,tn'-ub.
Because not everyone is ready for whar
they really newd. Only beings with a
]:!I.'II': |'|=.:|.|'|: [Jl'll.'l.uljl:l'ls |'|L=|'|:|l' I.'l'lll.l.{l'l!‘]'l.. |.'IIJI:
certainly noe all) can safely encauwnter

i
- # . oy s

a Heartwisp. The Diruids of the Hl.ﬂ'l
Circle hawve hunted them longer than airy
ather mystical creamare in the archipelago.
Eirher the Hearrwisps were not found
during these expedicions, or che druida
who Found them mirned thets backs

oan che Hlﬂ'l Circle sfrerwards, Tl.‘ui.l.'r'.
anly draids boval to the king who have
i.'-:u'wd a |:-.-.-m]:-|i-.'.lr|.'nf selection prixess
are allowed o parvicipare in the hunt for
Tl'lt' qu.'l T iFFlE.. Snl‘ll.-r' |'| HOLETE Ve E.ka
their children with them, hoping dhar this
W iEI lmFﬂ:ﬂ'E r}i[‘lr I:hini.-ﬂ'ﬁ_..

LUMEN SPRITE

"Even a seall .-_|I|Il'.|-: el

|:l|_:.|.'.'|!|.' ol I:!'I-Ill_:!' r.;.n'."

The Lumen Sprites are the smallest of

all muystical crearures in the archipelage.
They are barely larger than a spark. Their
nﬁg‘in, however, 15 enormaons: Olnce wpan
a tarme, an enore star fell from the sky and
sharresed in the deepesr forests of the
archipelago, From s glowing ﬁrugmtnl:r:.
riny spirirs of pore light emerged — the
Lumen ﬂprim-:. The J:i_gl:l'_ rhq.' CAMTY NEver
buins sut; it lasts forever, The Druids

UJ. ll'li: :_.HEJ'I '::Jl.":]ﬂ TI:I.'IJEHIIEIJ EI'II.H.:L" il
powerful source of energy thac could be
E;F-'il.}' E'.\:E‘I.l\ll'ﬂ'd. .-‘I.ﬁ'{'r iu. hl."'l'r- -L'-L'I'I.I.Id i
creamire the size of a frefy defend ftself?
The druids then capoured endre swarms
of Lumen Sprites and bocked them in
srmall glass boxes so thar they would
illuminare the paths of Greenwood in the
form of lantemns,



CARD CLARIFICATIONS

Acey: Moremally, you must discard a card o procure the
corresponding Proviston. Tlsing Acey, you discard a card
withour procuring a Provision. Instead, the Knowledge icon
on the card must match a Provision on your Subnarine
(partial seack or full crase). For discarding dhe casd, you gain
the Procurement bonus for this Proviston (again).

{-.ahnurs}': "I'rml:"gt'r.t full crare™ when Yo ]'\-|:1n-. this Pravision
on top of a Provision of the same rype that is already in
our Submarine.

Fire Elemental: For the 2nd section, you need any Companion
with a yellow Hex ingpirarion. Take the Hex knowledge from
the I:I'L‘:F:il.’ll:'.‘a‘!-n space of the |:|'|=Fired {_:urn.]:-an'inn and ]:-].1.-\.'1!'

it an d I‘lﬂﬂ.l.l.'d. UE KI.'IIJ'-I-'I.E\'.I.S,E .IL"."JI.'I.‘LII.'I.E [ TJ'JE I.I_'I1.Li]. I.'I.ILEE-.

Goldling: For movement using Goldling, your range on the
Waytmding rack s irrelevane. Insread, calenlane your
myoverent value from your different rypes of Inspivarion.

Each type gives you 2 sceps. With this number of steps
L2, 4, ot 6], you move (a5 wsial, to @ space ocher than your
initial space) to perform a Forest action at the end of the
muovement. [F you do not have an inspired Comipanion,
you may not pecform a Forest action (with a range of 0,
you vemain where you are and cannor do ayrhing).

Hunty: For this ability, count the tiles of previously Caprive
enEsiiTes at tl.'lt' tI.'IE" I.'FI'.:fWL'lL'.r Hll.!m.lnl'll:. .Iﬂl. P‘].ir IJE. [;(ﬂdl.'l'l
Hummingbirds coungs 28 1 Creaneee, Lumen Speites do
noe count. If you lave rescued 3-5 Creatures, YEME g2in
2 Wayhnding. If you have rescued 6 or more Crearures,
your gain 3 Wayhnding: It you have rescued fewner than
3 Crearures, this ability has no effecr,

Lava Elemental: For the 2nd section, you need any Companion
'I-'c'llll F IJI.L'IE .[IJIJEI.'.'I‘D th‘Pl:rnnnn- T.'Ik-! I.'I'I‘E II]U!IM kunwl-nﬂgt
from che Inspiracion space of the inspired Companion
and place it on a Hoard of Knowledge accosding to the
nsual mbes.

Rockling: For the 2od section, you need any Companion wich
a red Trap inspiration. Take the Trap knowledge from the
Inspiration space of the ingpired Companion and place it on
a Hoard of Knowledge nocording o the usual rules,

Eﬂlld EI.EmEl'II.HI: Tl'h: ]’TI.TPI‘I.'.:TD:!‘H (213 Sﬂl:ld EII:' m:nr.l.] comInis
as 2 Knowledge of its type for the Bescue action (inarcad of

1 Knnwhd@: axi% nsnal wich |nq'.hi:rarinn':.

Soulten Connoissenr: Yoo use the effect of 1 of your Podons
withour discarding che Porian marker,

Swainpleal Doctor: You may not drnk a Potzon bom
gpace 4 or 5. You may apphe the effecr of the chosen Potion
up b 3 (insead of 1% 44 usual),

TIJU‘JI;.'I -I.-I'IL' Rt‘il:l.l.l.' H P[44 lgF'«'I.'!'i j-"ﬂ.l. il RI’L’H'_'IIEIJ CITRTENE,
which you plice on vour Submiarine, IF chis Fescued crearune
touches at lease 1 full crace of Provisions {orthogonally, not
diagonally), then choose 1 of these full craces and gain the
I"mcurtrncl:l: h”:ll.'lﬁ I.{'LIE |'|.'|ﬂ.t|:|'|ﬂ !'hE !-I'JIE I.'F.:EE:T l':fPE I:I-[
Hrowizion onoe.

Iwinspell Dancers If you apply the effect of 2 Magic irems,
they nmust be on differensy Companions. Howerer, you may
choose 2 Magic ivems with dhe same effect

Wandering Wings If you discard any Knewledge from a
Hoard of Knowledge, you can tgnere your range and move
directly to any space on the gameboard, As nsual, you
cannor remain in place, ur must move oo a space other than
your ininal space. You can dgnore the "Reinforced Guard”
Threar hecanse YL AT MOVing din;'frl:r' o the BpHIE and nor
passing aver Lumen Sprite spaces. You can also ignore the
“Treacherous Ground” and " The Moon is Dead” Threats

because all spaces are equally distant for this movement.




THREATS

= lk-nmﬂwrn
5 SN LUlse a Spy: Lose 2 points.

[f you cannor spend 2 poines (because you have
bewer tham 2 points |, you may not use 3 5oy

2 - Sinister Prophecy
m Tower actions: Discard 1 card.
If yoar eamnot diseard a card, you may not perform

a Tower action.

= |:||I.L'i|.1.'l||_{ hains

e N Hescue a Large crearuee (B): Gain 2 points fewer.
.E.'l:ur:up[: {,l WOl FECE H L-EFEE creature worth
I"p-nrrrl.r. yaout gain only 5 points. A pair of Golden Humminghirds
.IJHL'I SCILLTNES A5 d ].:l.rgl:tmrn:r_

4 — Brernal Darkness

Lse any Primal Spiric; Discard 1 card,

If you cannot discard a cand, you may neither use
your own Frimal Spirit (with an Energy roken] nor another
player’s Primal Spirir (with a Spy).

§ = Orbs of the Underworld

m Gain your st Knowledge per u.lnlu"PI:.um
Drizeard 1 card.

I Yo g:l:in ]"-.':nmr].:d.ge |:|.u:r|.11|g YEVLEF ERLOTL, PO FIYLISE discard 1 card
for the 1sr Knowledge gained. This applies ro all ways in which
VO CAN gain Krl.n-wlﬂflge- [ﬂmd}' acmiomn, abihies, ['mm.u:-u:l. ]:F:,-'n:ﬂ.l

gain mare than 1 Knowledge during your moen, and regardless of

whether the Knowledge comes From different sources, you must
discard a maxirnem of 1 card per turn for this Threar. This
Theeat also applies in phases 1, 2, and 4, and you muest discard
1 card for che 15t Knowledge you gain in each of these phases.
b= Dhark Moon

- Per Knowledge you gain: Lose 1 point.

- For every Knowledge you gain, yoo must spend

I pednt. This applies to all phaws of the game, nos juse
Fhaze 3 3 Highr- IF'!mu cannar .':p:nd A poing { becanse you

hawe leas than | Pr.l:int}_. PO CINTOE I Ay e Hnuwlcds,u.
T = Mind Contral
T Rescue a Large creatore [ B)r Discard 2 cands.

- IF you cannot discard 2 cards, you may not rescue 3
I.n.ll.'gﬂ fuigidibailn TI']E P.I.I.T n!];l:ir-l:‘: ﬂhﬂ COHITL LR 3% Wl I_'H.'EE COEALNITE.

8 —Poisoned Earch
Rescue a Small creature (A Place 1 Lumen
Sprite instead of this Creature,
Racher than placing the Rescued creature in your Submarine,
you place I Lumen Sprite. Mevertheless, place the Caprive
crearure ar the top of your Submarine as-uswal, (Te soll counts
for Huaney's abiliey.)
8 = Voices of the Dead
1 AT 7 Tnnu::rrp‘nm.:].EP:nt have ai lease
4 1 [Husion knowledge.
]'F'!,'nu dios noe have ar least 1 [Hloston Ir.nanwl-ndgc i one af your
Hoards of Knowledge, you may neither use your own Primal
Spirit (with an Energy voken] nor another player's Primal Spirie
(with a Spy).

4

I.l:l Malicious Betrayal

g To use a Spy, have at lease 1 Hex knowledge,
IE your deo noc bave ac lease 1 Hex knowledge in
one of your Hoards of Knowledge, you may not use any of
wour Spics:

11 = "|.'r|||.- Fomies
ol Tower xﬁmurTnE:ﬁnrl'l: Basic
Wayhinding, have at least 1 Trap knowledge,

When performing a Tower action, if you do not have at least

I Trap knowledge in one of your Hoards of Knewledge, you do
not gain the Basic Wayhnding that you usially gam for each
Tower. You may still perform the specific part of the Tower
acran. If you wse a Tower acton with 2 Companion who has

a Compass, yon still gain the additional Waytinding from the

Comipass.

12 = Treacherous Ground

Hescue actions: You may only rescoe the
m closess Creature,
For RBescue acrions, you may only select the space of the
Captive creature thar you can reach with the fewest steps from
your carrent position. Creatures on spaces thar would require
miove steps to reach are not available to pou I pou can reach
several spaces with Caprive crearures with the same kowest
nomber ul:'stnp-s. you may choose FrELl:." berween them.,

13 = The Moon is Dead

Tower actions: You may only nse the

2 closest Tower,

For Towere actions, you may only selecy the space of the Tower
that you can reach with the fewest steps from your curnent
position. Towers on spaces that would requine more steps o
reach are not available to you, ].'|":|-'-u-|.|. can reach several spaces
with Towers with the same lowest pumber of steps, you may
choose i"ru]'!.' between them,

.H- Beeing Winds

ml Al 3+ Movements: Move 1 step fewer.
Whenever you are allowed o p:r.ﬁ:rrm i MevEmens
of 3 or more steps (regardless of whedher you perform a Forest
action afrerward |, your range is L step bewer.
Example:r You bave range 3 on the Wayfnding track and use
yeur Primal Spirit o "Move with range +1 to perforn @ Forea
wrtton This gives you-a range of 4, The Threat reduces your range
by 1 agiin, so that you can only move 3 spiaces,

15 — Reinforced Guoards

Move across a Lumen Sprite space:

Discard 1 cand,
For each Lumen Sprire space you move 2cross, vou miest discard
1 L1.|'d L Ii'- :||'|.'||'J]' mMOvEmene md.'k cEa Lum-l:n Hpm IP;LE, ]-m
do mot have to discard a card for ic, If you cannor discard a card,
ML Ry noe move acress any Lumen Sprite spaces.




PRINTED ON THE .
GAMEBOARD:

TOWER

CHscard 2 cirds o

WO

b For 2/4 Knowledge on
= your Basic board, you gain
A2y 1/2 Wayhinding

ROUND 1-%: (TOWER ACTIONS 1/11)
n -m- Spend 1 point o rescue a Lumen Sprive.
- m [hscard 1 Knowledge to strengthen

your fellowship and draw 1 card.

M Gain 3 points and move 2 (0o action].

£
“ m Spend 1 Aurora po strengehen your
!":ll.nw:hip, draw 1 card and S‘Lud]r 1%.

i' ﬁ“ Dreaw 3 cards.

Casx 1 Spell

“ m Diecard 1 Clan token po deaw 1 card
S and gain 1 Wayfinding,

GLOSSARY &

ROUND 3: (TOWER ACTIONS I
_ m Spend 2 Aurormas to rescue 2
Larmen Speite and gain 4 poines,
- Eﬁg‘ Spend 1 Auror and discard
BE 1 iﬁ'ﬂnu']:ﬂg: o play | Companion.
m m; Spend 1 Aurora and discard 2 cards
gy to strengthen your fellowship and gain
1 Wavhinding.
-
‘a5

[Fiscard 1 card oo gain 5 poinrs.

I
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INDEX

Albmanac: See Bird Schalars (p.21).

Ancient spells See Phase '3 Departure, Use the Ancienr Spell
of Any Clan {p.9) and The Clans [p. 2001,

Aurora: See Phase 11 Dusk, subsection Generate Aurora (p. 8]
and Phase |2 2 Departire (p.4).

Clan roken: See Freethinkers (p. 220,

Cump:mjum-. See Phase R Dhusk, subsection
Flay 1 Companioi (p.8).

Compass [prodoce): See Root Rehels (p.23).

Coivert Inspiration inte Kenowledge: Take the token from
I'J.'IE [I'IEFI‘ETI"I IP:I:E J.r.ui ]:ﬂi.l:l: Jlr an & !r[ﬂ.ll.':l L'I.FKI']I.'I-"]ﬂiEE
according o the usual rules.

For freet You do not have to dul::n:l,l"spend m':,rﬂ':i.ng.

Full craer Soe Fangas Pirafes [p.25)

Hiking token: See Phase 2 : Departire. subsection
Remove Hiking token (p.9) and Phase /3. Night,
subsection Perform a Forest Action (p.11).

Inspiracion: See Minere Elementals (p. 20).

Enowledger See Basic Board and Cards, subsection
Your Basic Bogrd (p.6) and Phase 3+ Night, subsection
Fu:'r_'.ﬁrml & Foreor Action, anbaecrions Eﬂl.:f_',' Actipn and
Reseue Actran (p.12),

L men Srril:cs See Phase 2 Nl'g'llzlr. subsection P:'Efwm
o Forest Action, subsection Lumien Sprife Actian (p.14).

Magic item {chargeh See Freethmkers (p. 22).

Moowe (o action J: You may not perform an sction afrer
g

Move to perform a *-action: You may use the movement w
merve 7o 4 space that shows or allows the named acrion
and perform that action, See Phase |3+ Nignt, subsection
Perforss @ Forest Action (p. E1].

Move with range +1 o perform a *-action: As above, bur with
a temporarily increaged range, see Pringel Spivits (p. 16).

Potion (brew or drink}): See Brewmasters {p.24),

Procurement bonus {Provisions} See Fingus Pirates (p.25).

Protect yoar fel.'l.l.rl.rll'npr See Phuse 1 ; Dusk, subsecmon Profect
youit Felloswsbip From o Threat (p.8),

Protection bonms See Thrent Card ..ir:luln:!rn_;r |:1:|.'."":l.

Prowvisions [procurve): See Funpes Pirates (p. 25).

Spells See Phase :3): Departure (p.9].

Strengrhen your fellowships See Basic Board and Cards,
mebsection Your Base Board (po6] and Phase 12 Dugk,
stbsection Strengthen Your Fellowship (p. 8],

Srudy: See Phase |31 Night, subsection Perform a Forest Action,
subsection Stwdy Action (p. 12).

Submariner See Phase 30 Night, subsection P‘rlji:lrm a Forest
Acticsi, subsection Rescue Action, Sabmarine (p. 13).

Threat: See Threat Card Anatomy {p.7) and Important General
Railes and Other Rules, subsection Thieats (p. 16).

Threat indicators: See Threat Cand Amatomy [F.'.:':I and
Inspartant Genendd Bales and Other Boles, subsecrion
Threats {p. 16).

Wayfinding: See Phase 3 : Night, subsecrion Perform a Forest
Action, Wayfindiong Track {p.11]



