
 

 

 

 

Name

Core Concept

Trouble

Legacy

Seasons On Missions

 1
 4

 2
 5

 3
 6

Skills

Aspects

Regions  and Mana

Stunts

Bound Region Region Mana

Starting Mana Channeling + Region Mana + Developments = 

  Movement        0-2: 2 Zones        3-5: 3 Zones        6+: 4 Zones

  

  

  

   

   

+0

+0

+1

+2

+3

+4

+5

+6

+7
Gain a Stunt in Skills 

of Rank 5 or higher{

Relationships

 Character
Helpful 

Aspect

  Skill

 Character
Hindering 

Aspect

  Skill

The character must be in the same scene to use these Aspects.

Core Concept

Asset

2 Invokes

4 Invokes

Burn two free invokes from campaign aspects to create asset, may add additional 

aspects to asset by burning more free invokes

  Skill

  Skill

  Skill

  Skill

Helpful 

Aspect

Helpful 

Aspect

Hindering 

Aspect

Hindering 

Aspect

Helpful Aspect: Add suns

Hindering Aspect: Subtract moons, gain skill advance

You may freely invoke one helpful or one hindering aspect on any skill check. 

Before resolving skill check, draw one card.

Helping and Hindering Aspects 

Stress

Physical (Physique)  1       2       3       4       5       6                                    
Mental (Will)  1       2       3       4       5       6                                    

= Unlockedü

Consequences

Mild (-2)

Mild (-2)

Mild (-2)

Severe (-6)

Moderate (-4)

Recovery Time



Stronghold

Wrath

Rule

Culture

Belief

History

The Empire

Crescent Hold

Lily Manor

Burgan Vale

Gravewood

Sunriders

-2 FP +1 FP-1 FP +2 FP

 6        5  3       4 4       3  5       6

- Stability + 

 2       1        0        1        2

Faction Units

Regions

Aspects

name

Totals:

Keep Castle Notes

Difficulty Conflict

Campaign Aspects

Obsidian Wood 1 2 0 2 0

Echo Lake 0 0 2 0 1

Tarrydale Farms 2 0 0 0 0

Boar’s Hollow 25 0 1 0Diplomacy 0

Cantlands 05 1 0 0Skirmish 1

Dusk’s Ayrie 07 0 0 3Skirmish 1

Fennel Marshes 05 0 2 0Skirmish 0

Ferry’s Glenn 26 1 0 0Warfare 1

Gray Forest 05 0 1 2Skirmish 0

Green Vale 14 0 1 0Skirmish 0

North Oaks 03 1 0 0Skirmish 0

Sightrock 04 0 1 1Skirmish 0

Sunset Isles 06 3 0 0Infiltration 1

Neutral Regions 

Starting Regions 

 

 

 

 

 

 

 

 

 

Units

Militia

Catapults

Cavalry

Infantry

Battle Mages

Archers

Cannons

ü
ü
ü



Gravewood

A faction at 

dispositions -4 and 

-5 is an Autarch 

Military Ally!

A faction at disposi-

tions -2 and -3 is an En-

emy! Check for Enemy 

Faction Threats

-1

-1

-1

-1

-1

-5

-5

-5

-5

-5

1

1

1

1

1

-3

-3

-3

-3

-3

3

3

3

3

3

5

5

5

5

5

0

0

0

0

0

4

4

4

4

4

2

2

2

2

2

-2

-2

-2

-2

-2

4

4

4

4

4

6

6

6

6

6

Other Trade

Faction Stability

2

2

2

4

2

5

4

4

6

5

3

1

1

1

2

1

2

2

2

4

2

3

3

3

6

3
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3

1

1

1

1

2

1

1

1

1

5

3

3

3

3

8

5

5

5

5

Military Ally

(Gives military units)

Stronghold Ally

(May trade)

Quest Ally

(May go on quest)

Burgan Vale

Sunriders

Lily Manor

The Resistance

Crescent Hold

Alliance 

Difficulty:

Alliance 

Difficulty:

Alliance 

Difficulty:

Alliance 

Difficulty:

Alliance 

Difficulty:

Alliance 

Difficulty:

1 2 → Stability -1

2 2 → Stability -1

3 3 → Stability -2

4 4 → Stability -3

Festival

1 per Region = 

(+1 Stability)

Prison Break

Assign +1 Heroes 1 spotlight player fate point 
per 2 dice

(Thievery vs. Infiltration) (Max 2 Fate Points)

Feed Populace

2 per Region = 
Leftover Dice

Empire Mission Difficulties

{ {

-1 Mission Difficulty

 -4   	   -3

+1 Mission Difficulty

 +3   	   +4

-  Empire Stability + 

 -2       -1         0       +1        +2

-1 Mission Difficulty

 -4   	   -3

+1 Mission Difficulty

 +3   	   +4

- Gravewood Stability + 

 -2       -1         0       +1        +2

 -4   	   -3  +3   	   +4

-  Burgan Vale Stability + 

 -2       -1         0       +1        +2  -4   	   -3  +3   	   +4

-  Lily Manor Stability + 

 -2       -1         0       +1        +2

 -4   	   -3  +3   	   +4

-  Crescend Hold Stability + 

 -2       -1         0       +1        +2  -4   	   -3  +3   	   +4

-  Sunriders Stability + 

 -2       -1         0       +1        +2

(-1 Stability if      < <  ‹ 2 x Total Regions)

(-2 Stability if      < < ‹ Total Regions)

Diplomacy Skirmish Infiltration Warfare

Faction Dispositions and Trade



Arcane Developments



 Great Casting
May re-draw on spell effects

3 10 5



 Great Channeling
May re-draw for backlash

3 10 4



 Mana Forge
Three additional mana

1 00 8



 Mages Guild
All heroes gain a Lore stunt

9 67 18



 Legendary Channeling
Draw three, keep one for backlash

9 33 15



 Legendary Casting
Draw three, keep one for spell effects

8 45 16



 Superb Channeling
Draw two, keep one for backlash

8 10 12



 Superb Casting
Draw two, keep one for spell effects

7 10 13



 Arcane Academy
May muster battle mages

8 24 13 5

Battle Mages

Developments Key

Starting Point Has Prerequisites Unit D#
Defends against 

Threat of this  

difficulty or less





 Improved Safehouses
Draw two, keep one on Disguise checks

2 413 7



 Safehouses
May re-draw on Disguise checks

1 25 3



 Thieves Guild
May re-draw on Thievery checks

0 08 4



 Improved Thieves Guild
Draw two, keep one on Thievery checks

0 315 9



 The Shadow Hall
May move through zones containing 

guards by taking a stress card

2 623 11



 The Map Hall
Place two zones each turn during infiltration 

setup, also place all alarms

4 417 9

Infiltration Developments

Developments Key

Starting Point Has Prerequisites Unit D#
Defends against 

Threat of this  

difficulty or less



 Great Spy Houses
Cancel one infiltration threat of difficulty 4 or less each year

3 37 4

D4



 Superb Spy Houses
Cancel one infiltration threat of difficulty 5 or less each year

4 413 9

D5



 Fantastic Spy Houses
Cancel one infiltration threat of difficulty 6 or less each year

6 626 16

D6





 Arcane Bowyer
May re-draw on Marksmanship checks

0 05 3



 Arcane Smith
May re-draw on Fighting checks

0 09 3



 Improved Arcane Bowyer
Draw two, keep one for Marksmanship checks

4 211 7



 Improved Arcane Smith
Draw two, keep one for Fighting checks

4 214 7



 Kinetic Armor
All heroes add two boxes to their 

physical stress track

6 424 12



 Kinetic Greaves
May move one additional zone in 

skirmish or infiltration

5 318 7

Skirmish Developments



 Great Guard Force
Cancel one skirmish threat of difficulty 4 or less each year

3 05 3



 Superb Guard Force
Cancel one skirmish threat of difficulty 5 or less each year

5 113 5



 Fantastic Guard Force
Cancel one skirmish threat of difficulty 6 or less each year

6 420 8

Developments Key

Starting Point Has Prerequisites Unit D#
Defends against 

Threat of this  

difficulty or less

D4

D5

D6





 Fletcher
May muster archers

7 24 0



 Stables
May muster cavalry

7 24 0



 Siegecraft
 May muster catapults

15 58 2



 Gunpowder
May muster cannons

21 69 6



 Keep

11 28 3



 Castle

17 413 6

Warfare Developments

4

Militia

6

Infantry

6

Archers

9

Cavalry

10 1

Catapults

12 4

Cannons

Developments Key

Starting Point Has Prerequisites Unit D#
Defends against 

Threat of this  

difficulty or less



 Barracks
May muster infantry, cancel one warfare threat of 

difficulty 4 or less each year.

6 14 0

D4



 Great Barracks
May re-draw during Clash of Arms 
actions, cancel one warfare threat of 

difficulty 5 or less each year

13 36 2

D5

21 48 4



 Superb Barracks
Draw two, keep one during Clash 
of Arms actions, cancel one warfare 
threat of difficulty 6 or less each year

D6





 Trade Guild
May re-draw on Rapport checks

5 20 0



 Trade Outposts
Draw two, keep one for Rapport checks

7 75 0



 Trading Capital
Gain one additional disposition on Alliance missions

10 116 5



 Arts & Entertainment
May re-draw for Society checks

8 82 1



 Center of Culture
Draw two, keep one for Society checks

3 145 3

Diplomacy Developments

Developments Key

Starting Point Has Prerequisites Unit D#
Defends against 

Threat of this  

difficulty or less



 Great Diplomats
Cancel one diplomacy threat of difficulty 4 or less each year

5 20 0

D4



 Superb Diplomats
Cancel one diplomacy threat of difficulty 5 or less each year

7 75 0

D5



 Fantastic Diplomats
Cancel one diplomacy threat of difficulty 6 or less each year

10 116 4

D6



Diplomacy

Skirmish

Infiltration

Arcane

Warfare



 Great Casting - May re-draw on spell effects


 Superb Casting - Draw two, keep one for spell effects


 Legendary Casting - Draw three, keep one for spell 

effects


 Great Channeling - May re-draw for backlash


 Superb Channeling - Draw two, keep one for backlash


 Legendary Channeling - Draw three, keep one for 

backlash


 Arcane Academy - May muster battle mages


 Mana Forge - Three additional mana


 Mages Guild - All heroes gain a Lore stunt



 Fletcher - May muster archers


 Stables - May muster cavalry


 Siegecraft - May muster catapults


 Gunpowder - May muster cannons


 Barracks (Defense) - May muster infantry, cancel one 

warfare threat of difficulty 4 or less each year.


 USED



 Great Barracks (Defense) - May re-draw during Clash 
of Arms actions, cancel one warfare threat of difficulty 5 or 
less each year



 USED



 Superb Barracks (Defense) - Draw two, keep one 
during Clash of Arms actions, cancel one warfare threat of 
difficulty 6 or less each year



 USED



 Trade Guild - May re-draw on Rapport checks


 Trade Outposts - Draw two, keep one for Rapport checks


 Arts and Entertainment - May re-draw for Society 

checks


 Center of Culture - Draw two, keep one for Society 

checks


 Trade Capital - Gain one additional disposition on 

Alliance missions


 Great Diplomats (Defense) - Cancel one diplomacy 

threat of difficulty 4 or less each year


 USED



 Superb Diplomats (Defense) - Cancel one diplomacy 
threat of difficulty 5 or less each year



 USED



 Fantastic Diplomats (Defense) - Cancel one diplomacy 
threat of difficulty 6 or less each year



 USED



 Arcane Smith - May re-draw on Fighting checks


 Improved Arcane Smith - Draw two, keep one for 

Fighting checks


 Kinetic Armor - All heroes add two boxes to their 

physical stress track


 Kinetic Greaves - May move one additional zone in 

skirmish or infiltration


 Arcane Bowyer - May re-draw on Marksmanship checks


 Improved Arcane Bowyer - Draw two, keep one for 

Marksmanship checks


 Great Guards (Defense) - Cancel one skirmish threat of 

difficulty 4 or less each year


 USED



 Superb Guards (Defense) - Cancel one skirmish threat 
of difficulty 5 or less each year



 USED



 Fantastic Guards (Defense) - Cancel one skirmish threat 
of difficulty 6 or less each year



 USED



 Safehouses - May re-draw on Disguise checks


 Improved Safehouses - Draw two, keep one on Disguise 

checks


 Thieves Guild - May re-draw on Thievery checks


 Improved Thieves Tools - Draw two, keep one on 

Thievery checks


 Map Hall - Place two zones each turn during infiltration 

setup, also place all alarms


 Shadow Hall - May move through zones containing 

guards by taking a stress card


 Great Spy Houses (Defense) - Cancel one infiltration 

threat of difficulty 4 or less each year, extra die for Heist 
missions



 USED



 Superb Spy Houses (Defense) - Cancel one infiltration 
threat of difficulty 5 or less each year, extra stability for 
Sabotage missions



 USED



 Fantastic Spy Houses (Defense) - Cancel one 
infiltration threat of difficulty 6 or less each year, extra die 
for Heist missions



 USED

Stronghold

Notes:

Developments Summaries

Use this sheet to reference the effects of and plan Developments.

Check off Developments as you gain them. 

Check the USED box if you’ve used that Defensive Development in 

the current year.


