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INTRODUCTION

[ cant imagine a more fruitless endeavor than what goes on in that

place. Even the people walking past in the street lower their voices,
lest they disturb the silence embraced by the “Unspoken,” those who
follow the “Voiceless God.” Day in and day out without a word,
hoping such a deity would speak to the Bishop, and that message
(by hand, not veice, mind you) might fill the whole exercise with
meaning. But all that aside, assuming that the Bishop actually
recefves some word for his efforts ... I might wonder just who is
daing the speaking?

- Phyllis Dunlop, Librarian

OVERVIEW

The Voiceless Guild game (single player game of Edge of Darkness) mimics a two-
player game, with you, the master of one of the four proud Guilds of Acgis, taking
on the mysterious Voiceless Guild, Long thought buried in the rubble of centuries
past, the sigil of the Voiceless Guild has again been appearing, painted on walls
and alleyways or seen upon the cloaks of strangers in the street. Where the power
of the Voiceless Guild comes from is unknown. bur it is rumored rthar is has raken
over control of one of the ather major Guilds.



COMPONENTS
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the Single Player Rules. IF it does not, contact customerservice@alderac.com for
assistance.

Solo Rules Draft Reference

7 Action cards (double sided)

22 Choicecards (12 A and 10 B)

SETUP

To set up the game, do everything you would normally do for a two-player game
{see Rulebook p.7), including serting up a Player board for yourself (your choice of

Ciuild) and any other Player board to be the Voiceless Guild (referred as “they” in
this Rulebook).

Also select 10 Location boards to use; as H!W'&}-’E, vl can select these mnduml:..r. use
a recommended setup, or curate a setup yourself (see Player Handbook p.14 to
17). Note however, there are several Location boards thar do not work with ZAITeS
using a Voiceless Guild opponent, so you will have to swap those out for other
locations. Please reference the table on p.7 for their recommended replacements.

From the Voiceless Guild cards, take our the

] Rules and 7 Action cards and lay them on

the table near the Player board of the YVoiceless
Guild. You should put the 7 Action cards in
order from 1 to 7. These cards are double-sided
with a "hard” and "easy” side.

The hard side is indicated with a Difhculey
Rating greater than 1. All the easy sides have a

Dil'ﬁcult}' Rating of 1.

s
; ADJUSTING AND GAUGING DIFFICULTY “l

If this is your first game of Edge of Darkness, we recommend you
play with all cards on their easy side. For furure games, you can
try a mix of easy and hard by choosing or randomly determining
which side each Action card goes on. This creates random
opponents with varied skills and emphasis on their strategy.

You can use these ranges as a gauge of the difhculty:

» Easy games have a total Difhiculty Rating of 7 to 15
= Normal difficulry games have a roral Difficulty Rating of 16 to 21
» Hard games have a toral Dithculty Rating of 22 to 33

#. * Extreme would be the max at 34.
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The remaining cards are called "Choice” cards. Shuffle the ones with a "B” on
their back together then count out 5 of them and place them in a facedown srack
on the table. Then shuffle the "A" cards together, count out 6 of them and place
them on top on the B cards o form a stack of 11 cards {6 "A" on top and 5 “B"
below). Place this next o the Voiceless Guild Fla].n:r board, The rest of these cards

will not be needed.



How TO PLAY

A Single-player game of Edee of Darkness plays the same as a two-player one (see
Rulebook p.10) with several changes which are listed below in the Prologue and

c::rrc:-;p:mding [rns RH{ZI. FJ.'I.EH'L'."E {}F [J.'I.E Halmc.

Prologue

The Voiceless Guild E0eS first, and unlike the normal two-player game, rh::}'
choose all 3 of their advancements before you choose any,

Turn over the top Choice card of the 11-card deck. It
will indicare a type of action, a pusiriun on the location
h}'nuc, and a direction (clockwise or counrterclockwise).

The Voiceless Guild will choose an advancement of the
indicated type. If there are mu]rip]r: advancements in the
setup thar have that ype, the Voiceless Guild chooses the

(e d’]ElE s E!’Ht CICERn [C]’L‘L{ "-"r'h{‘ﬂ !-it-lﬂ'il.'lg at EI:I.I.T iﬂdiﬁlft‘d

location and gning, in the indicated direction {clockwise or
counterclockwise) around the board.

&

The drafted advancement is sleeved in an empty Clitizen card of the Voiceless
Cruild. Then, similar to a normal PmJugur: round, the Voiceless Guild resolves the
cffects of the advancement it just sleeved if possible.

Imp-u:rta.nt: the effeces the Voiceless Guild resolves are not the effects listed on the
contacts but racher generic effects from the Action cards next to their N.L}-‘r:r board
{see "HL'_'-HJ]'n.-'ing Eftects of the Voiceless Guild” p.'?':'i'

Repeart this three times until the Voiceless Guild has chosen 3 advancements (this

means that you will have revealed three Choice cards during the ]:rmlnguc].

As with the regular prologue, the same advancement may not be chosen twice, so
if the second or third Choice card of the Voiceless Guild would cause it to choose
the same advancement as one that was already chosen, then it instead chooses the
next available advancement in clockwise direction around the board from what
was indicated on the Cheice card.

Atrer that, yo will choose your 3 advancements, sleeve them and resolve their
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Atter that, C{}]TJFEEEC the pmiugu{: as you nurma!l}r would in a tw-::-plu:.-r{:r gamc.
The Voiceless Guild always LLI:EF‘.-'- its starting Patrician and shutfes its three
(Cinzens into the deck.

Rounds

You now proceed with the game. While your turns are played as normal, the
Voiceless Guild uses the followin g ritles for com picrtng its Asse mhl}’ and Action pha.s::.&.

ASSEMBLY PHASE - VOICELESS GUILD

Reveal a new Choice card. For now, just look at the icon in the center of the card.
It will cicher show nnthing. or "Diraw +1 card” which means the Voiceless Guild
will drafe 1 extra card this _-"';.sscmhl}' Phase.

MNext, the Voiceless Guild drafts and follows these rules (which are also shown on
the “Solo Draft” Reference card):

Do tl!l’_"_F have one or more of their cards in their Guild Hall with an available slot?

. If}-'c'i-;: rl'u:}* take the card(s) from their Guild Hall and drafe the first available
cards in the Street until they have a hand of 3 (or 4 if they were instructed to
Draw +1 card).

* [f no: Is there one of their cards in the Street t]‘lt’_‘!i-’ could draft that has an
available sloe?

* If no: rhc}' draft the first available cards in the Street undl :h::].r have a
hand of 3 (or 4 EFth::}r were instructed to Draw +1 card).

o If b=t th::r use as few 5!-'.5;:!5 as pussthi{: {tf_an}'}. to get one of their cards
with an available slot, When paying to skip, if there is a choice of which
cards to skip, the Voiceless Guild will always skip the card decper into the
Street and take the card closer to the top. Note thar the Voiceless Guild
is always able to skip, so if it is out of Influence to pay to skip, take that
Infuence from the coffers on the Game board instead.



DRAW

SKIP DRAW DRAW

The Voiceless Guild (Carnival of Shadows, so red) has no card in
their Guild Hall, so they are drafting 3 cards. The 4th card in the
Street is owned by the Voiceless Guild, meaning they will skip 1
card so thar they draft their card. When skipping, they will skip

the furthest card(s), so in this example they will skip the 3rd card

P> znd draw the 1st, 2nd, and 4th card. "ﬁ
LA a2

ACTION PHASE - VOICELESS GUILD

First, the Voiceless Guild will choose an advancement if [hr:r have room to sleeve
it. 'J:"hqr will alwa}fs try first to slecve 10 an empy slot on their own card, otherwise
thc*_'r will sleeve in an cmpty slot on a Meutral card in their hand, and I:hr:}' will

EIH]}" S-I.Cl‘_“u"E 01 yiur L'El.l'd_"i j.F [].'ll::r' I'iE.‘l."[' Th '[}d.'.l:f_‘l' L'hﬂi-EL‘.

How the Voiceless Guild chooses which advancement to sleeve works the same as

in the pr-::n] oge.

Look at the current Choice card. [t will indicate a type of action, a position on
the location layout, and a direcdon (clockwise or counterclockwise). The Voiceless
Ciuild will draft an advancement of the indicated type. If there are multiple
advancements in the setup that have that type, the Voiceless Guild chooses the one
that is first encountered when starting at the indicated location and going in the
indicated direction (clockwise or counterclockwise) around the board.

Important:

* if for any reason there are no advancements of the indicated wype for the
Vaoiceless Guild to sleeve (e.g. the piles are empty), it will instead simply take
the first available advancement of any type based on the starting location.,

e |f a Choice card ever has mu]riplc aptions tor the Voiceless Guild to choose
from, and these rules don't account for chling with those options, then you
may make the decision for the Voiceless Guald.,

Exampi::: it the Voiceless Guild had multipln: of irs own cards in is hand
with available slots, you would choose which card to sleeve the new
advancement on.

If there are no empry slots to sleeve an advancement in, the Voiceless Guild wall
sleeve a top slot advancement if available, regardless of the action tvpe of the
Choice card. If mulriplc top slot advancements are available, it Eimp!}r pif_'lcs the
first one based on the sTartng lacation and direction indicated on the Choice
card. The voiceless Guild will only sleeve a top slot advancement if there are no
empty slots to fill in its hand.

After the advancement is sleeved, the Voiceless Guild then resolves the effects on
the cards in their hand.

RESOLVING EFFECTS OF THE VOICELESS GUILD

The Voiceless Guild will always pay you for your Patricians, and will only pay you
tor vour Citizens if it 15 hunting threats this wrn., Thv:}' will, however, pay you tor
all other effects, whether they are useful to them or not. If the Voiceless Guild
does not have enough Coins to pay you, it pays you from the Game board coffers
instead and still resolves the effects.

Important: the effects that the Voiceless Guild resolve however, are not the
effect :lcru-.ﬂf}' listed on the card in their hand, but rather a generic effect tor that
“location type” which is indicated on the Action cards next to their Player board
and matches those listed on the Rulebook p.19.

ﬁ[l::gianl.:r li_
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HE‘JTL‘, [hﬂ.t S0Me Conraces are .lfibil:ll_'i:-l.[f_‘d Wi.TI‘.I [TILlI.l'iIJlC ELTiGH'ng.

For txamp!r_‘, the Millhollow Landowner is associated with a

icon. In this case, the Voiceless Guild resolves all the effects on the
corresponding Action card individually. For example, if the Voiceless
Guild has a Millhollow Landowner in their hand, thc}-' would get to draw
1 card for it, then later also ger 2 a for it. If this were your Millhollow
Landowner, the Voiceless Guild would pay you twice for the single
Millhollow Landowner effect.

L i £
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The Voiceless Guild resolves all effects indicated on cards in their hand in the exact order listed below (paying you for the effects on your cards as necessary).

EASY-SIDE ACTION CARDS EFFECTS

1. Miscellaneous: The Voiceless Guild gains 1 Infuence.

2. The Voiceless Guild now gains InfAuence and Goodwill for all Parricians in their hand,

paying you Coin as needed.
3. Coin: The Voiceless Guild gains 1 Coin,

4. Train:

HARD-SIDE ACTION CARDS EFFECTS:

1. Miscellaneous: The Voiceless Guild draws 1 card.

2. The Vaiceless Guild now gains Influence and Goodwill for all Parricians in their hand,

paying you Coin as needed.
3. Money: The Voiceless Guild gains 2 Coin,
4. Train:

A. If there is no Agent on the #4 Action card, disparch an Agenr there (lirerally place
an Agent on the Voiceless Guild #4 Acrion card as if ir were a locarion).

If there is no Agent on the #4 Action card, and there is no available Agent o
disparch, the Voiceless Guild simply trains a new Agenr instead.

B. If there is an Agent there, instead return the Agent to their Trained Agents pool
and train a new Agem_

If there are no Agenes left to train, nothing happens.

5. Allegiance:

A. If there is no Agent on the #5 Action card, disparch an Agent there.

If there is no available Agent 1o disparch, rake an Agent from either the #6 or #7
Action card, whichever has more Agents (if tied, rake from #6).

B. If there is an Agent there, instead rerurn the Agent, and place an Allegiance slip
on the Neurral card in hand with the most advancements on it {in case of a tie, the
Voiceless Guild prefers Parricians over Citizens. If there is still a tie, you choose for
the Voiceless Guild).

If there are no MNeuteal cards in the Voiceless Guild's hand, [hey claim M]egiauce ofa
Neutral card in the Streer using the same crireria,

. Defense: Disparch an Agent to this card.

Naote, this works similar to the Warchtower location (see Player Handbook p.33). If a
threat attacks the Voiceless Guild, return as many Agents as needed from this Action
card ro successfully defend the artack. 1F they cannor defend successfully, 1t will rerurn
no agents instead. For each Agent returned, the threar gers -3 damage.

If there is no available Agent ro disparch, nothing happens.

- Bartle Strength: Disparch an Agent to this card,

When the Voiceless Guild is hunting threars, rerurn all Agents on the #7 Acrion card
and the Voiceless Guild has a bonus to Barde Strength as indicated on the card based
on the number of Agents you returned; +1 Bartle Strength for 1 Agent, +2 Bartle
Serength for 2 Agents, +3 Baotle Strength for 3 Agents, and +5 Bartle Strength for 4
Agents, IF there is no available Agent ro dispatch, the Voiceless Guild gains 2 Barde
Strengrh this tum instead when hunring threats.

. Hunt: The Yoiceless Guild will hunt threars this turn, It gains 1 Bartle 5[1‘Eng|:h for

each Cirizen in their hand (paying you for yours even if it doesn't have a use for all
that Bartle Strength), and gains an amount of Barde Strength equal ro the Barde
Strength bonus from the #6 Action card.

They hunt the threar they can defeat thar has the most cubes of their color cube first,
otherwise they hunt the largest threar they can kill.

If there are mulriple threats they could choose from, just go lefr ro righr o break the
tie. After defearing a threar, they will defear anather if possible using the same logic.

A. If there is ne Agent on the #4 Action card, disparch 2 Agents there. Ifonly 1
Agent is available, disparch 1 insread.

B. If there is one or more Agent there, instead return 1 Agent to their Trained Agenis
pool and train a new Agent.

If there are no Agents left ro rrain, nothing happens,

5. Allegiance:

A If there is no Agent on the #5 Action card, dispamh 2 Agents there, |f1}1h1:!.-' ]
Agentis available, dispatrzh | instead.

If there is no available Agent to disparch, rake an Agent from either the #6 or #7
Action card, whichever has more Agents (if ried, rake from #7).

B. If there is one or more Agent there, instead rerurn 1 Agent, and place an
Allegiance slip en the Neurral card in hand with the most advancements on it (in
case of a te, the Voiceless Guild prefers Paricians over Citlzens).

If there are no Neutral cards in the Voiceless Guild's hand, ir claims Allegiance of a
Neutral card in the Streer using che same criteria.

6. Defense: Disparch 2 Agents o this card. Ifonly | Agent is available, disparch | inseead.

MNote, this works similar to the Warchtower location (see Player Handbook p:33). If a
threat atracks the Voiceless Guild, return as many Agents as needed from this Action
card to successtully defend the artack. If they cannor defend successtully, It will rerurn
no agents insread. For each Agent rerurned, the threat gers -3 damage.

If there is no available Agent to disparch, nothing happens.

7. Bartle Strength: Disparch an Agent to this card,

When the Voiceless Guild is hun[ing threars, return all Agenrts on the #7 Action card
and rhe Voiceless Guild has a bonus ro Bartle Strenggh as indicated on the card based
on the number of Agents vou rerurned: +1 Batde Strength for 1 Agent, +3 Bartle

Strength for 2 Agents, +5 Bartle Strength for 3 Agents, and +7 Battle Strength for 4
Agents.

If there is no available Agent to dispatch, the Voiceless Guild gains 2 Bartle Strength
this turn instead when hum'tug threats.

8. Hunt: The Voiceless Guild will hunt threars this turn, In gains 1 Bartle S{rength for

each Cirizen in their hand (paying you for yours even if it doesn’t have a use for all
that Bartle Strength), and gains an amount of Banle Strength equal to the Barde
Strength bonus from the #6 Action card.

They hunr the threar they can defear thar has the most cubes of their color cube fest,
otherwise they hunt the largest threar they can kill.

If there are multiple threats they could choose from, just go left ro righr to break the
tie. After defearing a threar, they will defear another if possible using the same logic.



GAME END

Scoring at the end of the game is the same in the Voiceless Guald games as in a
normal two-player game (see Rulebook p.17)

ADDENDUM

This section includes a Wiy 1o calculate a Success Score for your game, a guidu to
the locations available for the Voiceless Guild EAMes as well as a way to i:nr::gmt::
the Voiceless Guild in mu!ﬂpla}'tr EAIMES.

Success Score

.H::r"ﬂ'l.'l. want o g0 bf}’ﬂﬂd jU_"i[ winning E.HII_! ll]!il‘lE‘_ You can usc Eh[‘ fﬂlli}iﬁ’iﬂg
I.'.'EI.J.CL'I.IE.IIE{}]'.I | Lu) l..i-L‘tCl'l'l'li.FlC 4 SUCCERs SCOITE,

* Take the difference in the final VP score between you and the Voiceless
Cruild. If yOU WO this should be positive, IF}ruu lost, it should be negative.

» Add 7 if you won.

» Add the Difhiculty Rating of the all Voiceless Guild actions (either casy or
hard side).

» Add the Difhculty Rating of the Locations you used (see "Locations in

Voiceless Guild Games' on this page).

The Voiceless Guild in Multiplayer Games

I you want to, you may also use the Voiceless Guild when playing with other
players to increase the player count (as long as there are a maximum of 4 players

in the game including the Voiceless Guild). There are even enough Choice cards
that vou could play with 2 Voiceless Guild opponents if you wish. When using the
Voiceless Guild in a game with at least 3 players, cach Voiceless Guild gets its own
deck of Choice cards containing 5 A cards (instead of 6) and 5 B cards.

It you are using muitiplc Voiceless Guilds, during the F‘mlug_u:; the Voiceless
Cauilds rake turns revealing | Choice card at a time and selecting the indicated
advancement until each has taken 2 advancements. When they are done, then the
players take turns selecting their advancements.

Edge of Darkness Locations in Voiceless Guild Games

To the righ: is a rable n:ﬁ:r::m:ing all the locations available in E.;.l,"gf rfﬂdrkﬂm
and whether or not I:]'.lt.':l.-' can be used in Voiceless Guald ZAIMCS, a5 well as their
Difﬁculr}' Rating were vou to want to calculate your Success Score.
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15
16
17
18
19

20

21
22
23
24
25
26
27
28
29

31
32
33

35

37

Location Name
Capitol Hall

(Grand Senarte

High Council

Bureau of lnvestigation
Hunter's Guildhall
Ranger's Outpost
War Council

College for Greatness
Fairhollow Academy
Guildmark Universicy
Blackblade Barracks
Blessed Scronghold

Deephollow, Border Town

H'Lgh[hruulwl
Encampment

Peaceforce Huudqum'[en-

Riverhollow, Fishing Town

Almshouse
Cirty Treasury

Explorer's Society
Fairgrounds

Forge

Harbor

Millhollow, Farm Town
Riverside Plavhouse
Slumrown Tavern
Ciry Warch
Livingbark Camp
Treetop Hideour
Warchrowers

Ciry Park

LCity Streers
Courthouse

Grand Library
Labor Exchange

Monument Park

Séwers

Silent 'li:mph:

Voiceless Guild Difficulty
High
Moderare
Moderare
Moderate
Moderate
High
Maoderarte
High
Maoderarte
Moderate
High
Easy

Moderate
Moderare

High
High
Easy

Easy
Moderate

Cannor use in Voiceless Guild
games. Use Almshouse (17) or
Riverside Playhouse (24) insread.

High
Easy
Maoderate
High
Moderate
High
High
High
Easy
Moderate
Moderate
Easy

Eagy

Easy
Moderate

Cannor use in Voiceless Guild
games. Use Harbor (22) or
Riverside Plavhouse (24) instead.
Cannot use in Voiceless Guild
games, Use Millhollow, Farm Town
(23) or Ciry Warch (26) instead.

Diff. Rating
>

I3

Lo B R R R R = R I o I = B

el

¥ ]

]

N/A

]

[

MNTA

N/A
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