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A game by John D Clair for 1-4 players, ages 14+
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COMPONENTS
Your game of Edge of Darkness Cliffs of Coldharbor should

include the ﬁ]]iuwing. If it does not, contact customerservice@

a|dcr:11:.{:um Fur assistance.

* 12 Location boards
¢ 82 Card advancements
* 12 Randomizers

* 1 Player Handbook

INTRODUCTION

This city will be a beacon in the snow, pushing back the
cold with a fire that can come only from the spirit and
determination born from Humanitys collective heart. We
have claimed this land and its treasure for the Realm, and
[from it, we will carve the mivaculows from the mountains
and build a harbor to extend our reach to parts unknown.
Let this city be a testament, a promise, that Humanity

will not be driven back or torn down by either the forces of
natiere, or the enemies of the King. Let them see our light

and know ... Coldharbor will stand forever!
- Harek Grimvaldsson, first Viceroy of Coldharbor, the Second Age

Welcome to the Players Handbook, your dehinitive guide to
the locations of the city of Coldharbor, and to your games of
Edge of Darkness using this expansion. Information contained
herein is broken down into three primary sections:

* ‘The first section offers one story-based setup, called “Tale”.
‘This Tale plays out over several games, called "Chaprers”,
and offer a maore thematic way to explore the Cliffs of
Coldharbor over a series of consecutive varied setups.

* The second section offers 4 additional stand-alone

!JEI.].ELTI.ECEI. SCI.'I.IP'E--

* The final section runs thmugh detailed clarihcations for
all the locations and advancements available in Cﬂr_ﬁ} uf
Coldharbor. Use this section as needed to c[ariﬁ.r abilities

and effects as you encounter them.
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TALE: CRACKS IN THE ICE

The High Council in Aegis is at a standstill. Each member is vying for the Chancellor sear following Marks™ assassinarion,
with the Guilds seizing every opportunity to tip the scales in their favor. In the absence of any decisive leadership from
the top, the Senare is desperately trying to hold the city together, and with it the Realm. Perhaps by strengthening the
connecrions between the city-states of the Realm, they can find a way back to peace, starting with the city of Coldharbor.

CHAPTER 1: A FROSTY WELCOME DIFFICULTY: LOW

COMPLEXITY: HIGH

The Senate in Aegis has sent an envoy to Coldharbor with Use locations 2, 6, 30, 41, 43, 46, 53, 54, 56 and 59.

representatives of the Cruilds in an effort to bring old voices back into . g , .

r of = an o £ You may replace Gates of Dinestar, Beacon of Light and The Scale by
Watchtowers, Monument Park and Almshouse respectively if you do
ot own Sands af Dunestar

the conversation. But change comes slow to the gveat norvthern city, It lies
deep in the monuntains, olating it from the vest of the Realm. Despite
the fact that the Realm hasnt had a king in over a century, Coldharbor;

leader s still called Viceroy, a vestige of an dage ﬁrmg a‘rfpﬁrrm'f

The arrival of Aegis' delegation brings both life and tension to the city,

as all are waﬂa':r'ring what parients ﬂfre:}' .E:.In'ﬂg. The docks and pa:a’um_w
q,l"ﬂ the regLon Spring o ﬁﬁ ar the praspect :gf renewwed trade connections,
especially with Dunestar. But the news of the Chancellors death is
aff'f'pﬁ' .rma:u:r';'-'i.r'ng, and the en i.-'-!.l'_j-'.:' arrival is met with gredt hesitation and
_réq‘:rfffjm. mmiﬂ'.s‘r:’ug o frgﬁfr._,rufu.r{'}r the residents q?‘ﬂflq{_ffj ever trnavel
to Coldharbors frigid climate,

Nevertheless, the 1 1ys elite ave detevmined to TS ths opportunity _ﬁlr i
set @t the table in a'-'fmmfm'ug the Realms _ﬁmm-.

In all the contmotion, ﬁ'z{f Hotice /5 4 ﬂ'rffp Chill Blawws i,

i-ﬁ-—-i-T- i
e |l
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CHAPTER 2: A CHILLING TRUTH

DIFFICULTY: MODERATE
COMPLEXITY: HIGH

A contingent of soldiers from one of the border tower regions has
arrived in Coldbarbor on q#fr.:'ﬂ.!' orders ﬁ'::rm the Citadel The
problem is that no such ovder was ever given. As the troops are
making preparations for the long journey through the mountains
back to their post, a pair of messengers arrive separately with news.

A worker ﬁnm the mine .'.’rr.fngs roored nf an attack on one rrf the
r{ﬁmrfﬂ. L:z'rgf ARounls e.:f the n{}-'.r.r:'mf elixir pufﬁfﬂ' ﬁmﬂ the J":_}'
monntains, the f{}%ﬂfﬂmf ﬂf Cotdharbor and their essential contribution

el ﬂl{?f rest qlirf;.ilf' RFJ‘IEF.?L !-I-"E'J"'E'J-'fﬂl!rf'.?‘{. Iﬂﬂfué't"ﬂ' TLETE .??ff!'?'ﬂ'rfﬂ"r:lt Fii".ffﬂﬂﬂff‘i'ff

tfemr_r}w.:i and all ﬂpfm.r.fr:uf_r WETE ému‘gﬁr to i halt

Alis Evinsdottiv, a shadowy woman who travels the lesser known
paths of the region, follows the miner into the Citadel’s great hall
with news of ber own. One of the bovder towers bhas fallen, and
dgenis r.:f the Chill, an insidiows monstrous ﬁ-'mf' that threatens
Coldharbor, have emerged — shades, trolls, and other twisted
creatures. These beasts were responsible for the attack on the mine,
and ﬁ{i'f'_]-' have set their ﬂ;-;;.l"m on the iyl

Can the Guilds 15.-:'{21 ﬂrf'ﬁ'mf Coldbharbor ﬁﬂm the iy _ﬁrf that secks it

destruction? Can .E.E'f_}' secure the mine and t'?rfr{g the citys economy
back ﬁ'ﬂm the brink? Can ?’J'!l?i:“}' rout the Chills ﬁ:rrf_r _ﬁﬂm the rEgioN
.E"Eﬁ?’f ANy More a‘hm::gf is done?

Use locations 2, 9, 27, 41, 43, 52, 54, 57, 59 and 61.

Youe may replace Beacon of Light and The Scale by Monument Park
and Almishowse rf_rpfrriyf{].r :f vou do not own Sands qrr Duunestar,

|S; .



CHAPTER 3: THE BLUSTERY WIND e

In the wake of the attack, there is dissent in the Citadel as the
Cractlels take this apportunity to deepen ties in Coldharboy, working
to bring the city back to peace, To that end, they bave attempted
to bolster the Citys ﬁ'rffs ﬂ:].r enlisti ng .-{FE'.I:D' ﬁ“ﬁ.l'.i':l' other locaitons
rfrmugﬁﬂur the Realm. Warriors and scholars ﬁﬂm cries ﬁzr el
tide are disco VETIRG how their novthern COURIETPATEs SHrvive i
the bitter cold.

However, there is dissent among the locals, A segment of the
popuilace has gathered in the streets, led by esteemed Novthstone
pmﬁﬂan Altani }ﬂ';f:lﬁ'rﬂg, arguing that Viceray Boisen and bis
cabinet are Hr{ﬁ: to lead, me:'ii'g on Misto Ty and a z{:'ﬁ..-zri{ﬁfr.rir:'n
born out from a life spent in the harshest of environments, the
movenent longs for an era gone by ... the days of the Wizard King,
before the Guilds rise to prominence at all.

Such m:m.'??fmg:: arent neww; e.‘.l"Jf_}r seem to crop up ﬁwm time to time
when .F'mm"s-‘n;.u ﬁr.l"ff. and voices, f:rpfffﬂa".i_'].r those ﬂf H!?E'.f";.fr!f.ﬂfﬂ'?f_}'.
bhearken back to the more blessed z:.!':'lr_].-'!-' r;f yore, But mmfr.ﬁfrrg about

this movement is more sinister, as the cries seem to _gm.u.rm’ the
answer within the prﬂﬂffm :'Hf.ﬂf'-__ prr.l’mp: the Chill holds the

oy s IR = I I You may rf‘ﬂ.r.':fff Lﬁrrricffaﬂi}lfr' Encampment and Rattlesnake

Hideout b y Rangers Outpost and f‘]?f.‘rgmmrds rf‘{lnfnfvf.!_'}r {'f:;w;'n
Use locations 9, 13, 16, 17, 39, 50, 51, 58, 60 and 61. do not own Saneds c:r_flﬂ.:mf_rmr.

T ——————
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CHAPTER 4: AN [MMINENT THAW DIFFICULTY: LOW

COMPLEXITY: HIGH

Chaos bas descended wpon Coldbarbor! The protests against Coldharbor needs? Or has the enemy already claimed a decisive

the lf'ir'.rfm}r have become .z}mm;fng{'}f vialent, .ﬂ"e'mmmrf}.rg that VICTOTY OVeY this crucial ﬂ'ﬂ-r{}'.‘:

ambassadors of the Realm be sent to meet with the shadowy agents . et
of the Chill outside their bavders. Trade for the citys goods among Usé locations 3, 4, 8, 20, 27, 30,42, 56, 57 and 59.

the other cities bas become strained at best, You may replace Mahj Kennels by Grand Library if you do not

_ : . J aumn Sands of Dunestar, -
It the midst q,l‘ all the disorder, strange stories have E-'.fgn:u to . f

wﬂﬁ I]E'Fﬂ&a’g.l!? the streets. Rumors qf_ a dark ﬁ‘g'.'.;rr:* .-,".:u'n':'mg in the = S e—
mam:fig.":r ﬂf the Mued District lead to reparts a:_rf pfupff fare
missing, Rampaging trolls have been J'f?.r'mug the border ﬁ}rrf'_f more
_ﬁf@'ﬂm:{u straining their e;.!'ﬁﬁ-mf's. There are even :tJfstpfﬁ that
the Crone, a somewhat mythical figure among the Aegisian soldiers
common to the Forsaken Lands, has been seen w:zm'z’fr:'ﬂg the

ORI paasses.

But that does not mean Coldharbor is without hope. There is a
reclisive community on an rsland in the Citys i.'::{}'. ]’Ef{}f withdrew
there Jears age ot ﬂfrz.r.w.f'm that the Chill had become corriping
fn_,'f?ufwff' wupan the eEEy frjf.l,'_}'._ rather than Juest d threat _ﬁﬂm the
manntains. Many took their actions ﬁ;r :.ri'ifgﬁfﬁfe'ff i'IH.i!r!'f__}'. bt
with all thats f;r:ppmm" ."E'.'.'E"Fff.ﬂr__]-'. that message hras _ﬁ;rmrﬂl a Hew
voice. Hiran Strande, one of Shovehollow’s more vocal leaders, has
been summoned to the Citadel for @ meeting with Gueilds leaders,

(Can these ideas prove to be the mmf}':'r ﬁ:r friee n{rmfge* that

.” | } :
‘ !;F“ | :
| 4 | . hﬁ
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RECOMMENDED SETUPS ~ STRETCHED THIN

This secrion includes a number of recommended setups if you are
looking for already curated sers. Thar said, not all of these sers will
necessarily be “balanced”.

For example, some of them may cause a fairly tight game in regards to
Coin while others may have the ability to ger lows of Coin, It will be
up to the players o identify and determine the best way to exploit or
deal with the imbalance.

CULTURAL EXCHANGES DIFFICULTY: MODERATE COMPLEXITY: HIGH
e " COMBATIVE

You may replace Shorebollow Iile by Harbor if you do not want a

Combative setip,

.

DIFFICULTY: HIGH COMPLEXITY: MODERATE
COMBATIVE

You may replace Shovehollow Isle by Harbor if you do not want a

Combative setnp.




HEEDING THE CALL

DIFFICULTY: HIGH COMPLEXITY: HIGH
COMBATIVE

Youe st own Sands ﬂf Dhntestar to pefrz [y this setitp.

COMPLEXITY: HIGH



LOCATIONS AND ADVANCEMENTS CLARIFICATIONS

This section contains all the locations and corresponding advancements in Cliffe of Coldbarbor, with their abilities and effect(s) clarihed.

Coldharbor Citadel Coldharbor Barracks

This location has a start of round abilicy.

In the case of the Coldharbor Barracks,

it means that ar the start of each round,

This location has a start of round abilicy.

In the case of the Coldharbor Cicadel,

it means that at che start of every odd-
numbered round (1,3,5 and 7), a ‘ 15
placed on tap of each stack of advancements

cach player may dispaich * to the
Coldharbor Bareacks.

Fhi’![ '1T]“ CoRntains at IEESI anc :I.L"r'il.l'll_'E]'I'I.tl'IL.

Art by Jeff Brown,
When a player chooses to sleeve an
advancement from any stack, they get the

. on that stack and add it to their coffers.
Art by [eff Brown.

ol e 3

T e e
....h-‘-..;..a-“_..J.--_._.

lhis contact has one effect. This conrace has owo effects.

"':‘:'rl'tl_"!l'l o n:'.ml'.':: j[. you may !I'C:-'lﬂ]"."f

When vou resalve it , pay 10 . to-claim

either, or bath of them:

" I.]i.'i-].'l-.l[fl'l. * to the Coldharhor Barracks

.‘!'J I.I'.‘gj.:l.l.'ll:l: ﬂ-l'-il NL‘LHIL’II C.JI'IL‘I. in [l'I.I: LOW'ED QT

In your hand, gain ‘ and 4 ‘.

Remember that you must have the requisite e oord
S DF' to pay the effect’s cost, so » ANIMWOR return 4 * to your Irained
while the Councellor o the Viceroy gives you Agents pool o i& at any point this turn.

4 . badk. yoLn mist have the 1D ’ N yOur

Eﬂﬁl.'lﬁ L] I'l:'.'i-l.'ll."n't 'IJ.'.IE f‘.FE;:L'[ in Ihl: FII'SF Fliﬁ.ft'.

You do not have 1o ﬁ immediately when

you use this effect, you may do so later in

Ihere are 3 middle and 3 bottom the turn after resobving other effects or using
advancements with this contact. other abilities.
Art by Dani Hartel There are 4 middle and 4 bottom

_ advancements with this contact.
This threat has a reactive efect: when yvou

¥
reveal it, its owner gains ﬂ Art by Andre Garcia.

This threar concribuotes 2 ", to the total ‘
of the card it is sleeved in.

This threat has o rewards. When Vo dieteat

it, you may choose cither, bur not both:

* (Gain .

= OR disparch 2 t to location of vour choice,

This threat contribures 2 ‘ to the tweal

of the card it is sleeved in.

This threat has one reward. When you
defeat i, you gain 2 ‘

There are 4 middle and 4 bottom

There are 3 middle and 3 bottom advancements with this threar

advancements with this threat.

Art .IEI_}' Ramon Puans, _,.Irr.
Art by Ramon Puasa, fr

a._—




Northstone Academy

Chasm Road

Cdn your turn, you may move one of your
* From any location to the Narthstone
Academy. You cannot move an

from your Trained Agents pool to the
MNorthstone Academy, only from another
Location Board.

Art by Jeff Brown.

Jh]‘i COMTECE hﬂ.‘i RO Ifﬂ'-l.‘l:li.'n-.

You may resolve cither but not both:
= Disparch up to 3 *- to the Marthstone

Academy at no cost,
» (R Rerumn 28 from the MNorthscone

Academy o vour Trained Agents pool

ol

There are 4 middle and 4 bottom
sdvancements with this conract,

Art by Guillawme Ducos.

Jh].‘i '[J'I reat 1.'1'|'I‘I'[Ti|.'!'l.'|[\'."!-i = ‘ ED Fhﬂ [L'II.'I! ﬁ

of the card it is sleeved in,

This threat has two rewarnds, When
yoil defeat ic, you may choose either

but nor both:
* (Gamn '
« ORI

There are 4 middle and 4 bottom
advancements with this threat.

Art by lenardi Therianta,

“This location has no abilio:

You will not be disparching * to the

Chasm Road. It is possible to dispatch one
Or more i here resolving cffecis thar can

“dispatch * anywhere , bur generally there
will not be a beneht to do so.

At &p_frjl_'f'.ﬂmuu:l.

“1]‘1 OO TacK ;'Il'a' e tl‘E‘;‘CT-

When you resolve i, pay l. ter discard
a card in the tower and :rr:p]:u:t it with the
card on which Sp}' is sleeved.

Note that you can replace a Neurral card,

your card or any other player's card. 1f you
discard your card or another players card,

then thar card goes to your or their Guild
Hall, respectively

Ihere are 4 middle and 4 borrom
advancements with this conract,

Art by Mireo Paganesi.

“This threat does nor contributes ‘ to the
tocal ‘. of the card it is sleeved in, nor does

it give you a reward when it is defeated.

It, however, has an ongoing effect: While it
i5 in the rower, the owner of the card it is

sleeved in has +l_;';. when $

There are 4 middle and 4 boom
advancements with this threat

Art by Mirco Paganessi.
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Mud District

Break Point Bluffs

‘This location has no abilicy.

The associated contact’s effect {Gang

and returning of 8 1o and from the

Boss) will be duir; all the desparching
Mud Districe.

Art by Jeff Brown,

[ FESY e S————
v | e

Ty ey

[his contact has owo effeces.

You may resolve either, but nor both.

L] Ui.&pur_'h up to 5* to the Miuad Discrict
2E MO COSE,

* R return J* from the Mud District to
your Irained Agents pool to gain 2 H

", ;
Remember, X8 is only useful when you

- 50, if you aren't hunting threats chis
turn, this effect will not be useful to you.

' ‘-— Fal
lThere are 3 I.’!I'Ill'.ii..“L‘ .'mfj 3 bottom -
advancements with this contact. e =

ol e W =
Art !:fp- Hawnion Puara, [r e

This threar contributes 2 ‘ to the total ‘

of the card it is sleeved in

lhis threar has one reward. When you
defeat it, you gain 3 ﬂ and *
lhis threat has an ongoing effect. While it s

in the rower, it has -2, when the owner of

the card is 4

There are 3 middle and 3 bottom
advancements with this threat.

Art by Crieiflaveme Ducos.

Thiz lacation has two distnct abilities:

‘The first one is a reactive ability. This means
that the ability can be used when onec or
maore conditions are met.

[n the case of the Break Point Bluffs, the

condition is
= If you sleeve a Srnl.ngh:r contact,

When the condition is met, you must move
down 1 space on your own Defense rrack.

The second one s start of the round abilicy,

In the case of the Break Poine Bluffs, it
means that ar che start of each round, 1.
arc placed on this location; and ' added
tor each player sill in the game. These “
are taken from the coffers.

For :-:.amp]r.', im a —'J-p|a]r'|:r game, if the
Carnival of Shadows player is starting the
round, they add ?‘ to the Break Point

Bluffs at the start of the mund (3 plus | for
cach of the 4 players In the game)

Are by Jeff Broum.

This contact has one effect.

When you resolve it, gain half {roundad

down) the amount nf' on the Break
Poine Bluffs.

For example, if you resolve the effect of
Smuggler and there are _"_.' on the Break
Poine Bluffs, vou gee o. However, if there

are 5’ there, you get l'.

There are 3 middle and 3 bortom
advancements with this conract.

Art by Gang Studies.

This threat has a reactive effect when it is

revealed, place ‘i. on the Break Point Bluffs,
This threat comtributes ‘ to the woral ‘,

of the card it is sleeved in.

This threat has one reward. When yoLl
defeat ir, you gain '

There are 3 middle and 3 bottom
advancements with thiz threat.

A—_'

Art by Gang Studios.




Ice Hills Mine

B b v s el gl
. L

This location has an ongoing ability. These
abilitics are often powerful but generally

VETY * INIERSIVE,

In the case of the Ice Hills Mine, it means
that at the start of each round, place Io
under each * at the lee Hills Mine, from
the Coffers.

Art-by Jeff Brown.

This contace has two effects.

You may resolve either, or both of them:

= Dispatch * to the lee Hills Mine at no cost,

» ANIDVOR return 1 or more * from the
lee Hills Mine to your Trained Agents
pool to gain all the (@ that were placed

Lll'.ld.l'.'[ 1|.'.M.' t T!'I.:I[ were rerurned.

For example, vou have Etﬂ the lee Hills
Mine, 2 of which have 2 under them and
one has 4 ’. If you rerurn the * with 4
o. then you gain those 4’ However, if
you return all 3&. you would gain all 8 “

under the 3 agenis.

There are 3 middle and 3 bottom
gdvancements with this contact.

Art 15_1.' Cardos NCT

This threat has a reactive efect. When it
attacks a player. thar player may pay 3‘ e}

reduce the W\ of char threar againse them 1o
0. "This means they would successtully defend

against the trear and gain @,

MNore :h:u Ihl.'. I'I':C'.UE'E]IZZIH IZZIT- ‘*ﬁ_ IZZII1|.:|.' .:I.E'lfl.'ti

the player that paid H" If the threat s
attacking multiple players, then each of

them have the pption to pay Sa and those
who do reduce the 'ﬁﬁ . Those who don't are

El[HC;-ZE'IJ I?:r' [J'I-E El'I.II:.ll ar II'-LI.“ ﬁ

This threat contribuces 2 ‘, ta the toal ‘,

of the card it is sleeved in.

‘This threat has one reward. When you defeat
it, you gain 2 9.

There are 3 middle and 3 botrom
advancements with this threar.

Art by Cruillasme Ducos,




Border Towers

“This location has two distince abilities.

* You may use the hrst one exactly once,
during your Action Phase, When you
do, you may dispacch f to the Border
Towers.

* The second one is a reacive ability. This
means that the ability can be used when
one or more conditions are met.

In the case of the Border Towers, the
condition is:
* When a threat attacks you.

When the condidon is mer, (even if it is
not your trm) you may return O or more
* from the Border Towers to your Trained
Agents pool and remove 1 or more of your

colored E from the Border Towers (these

IZL'I:l.'I-E'n e F!JCCI:I '.’r'i.T!'.l [J'II‘.' I.'!IIhE']' IIJ:I:-iI'.'J.I'l..‘I{.‘IL‘I

cubes). For each %ﬂrurﬂtd ar ﬂ remoneed,

that threar gers -1 ¥\,

Far example, you have E* and _1@ at the
Border Towers when you get attacked by a 4

‘ threat, You can retum Jt and remove 3

@ ar l* and lﬁ oy reduce the % ta 0

.ll'.I-IJ. ﬁﬂl'_'cli‘.'ﬁil'-ﬂ ll:r li.'l.i'.‘l:l:']'ll{ Ajfdinst it, Because

YOL SLCCCES F!.I”j l'.'I-:FE]'Ill.I’.“Ij. You gain '

Another example. You stll have Ef and }@
at the Border Towers when you ger arracked
by a 3* threar and a 3% threat. You can
retum f}i and remove I tor successiully
defend against the first threat and then you
can return 2 * and n:'m::l'.'r_'ﬁ tor successtully
defend against the sccond threar. Because you

successfully defended owice, you gain 2 ‘

Art by feff Broum.

This contact has two cfects.

You may resolve either, or both of them:

= Dispatch t to the Border Towers at
nio COST,

o CAMNIWOR remove @ from the tower or
a Threat Zone and place it on the Border
Towers.

There are 3 middle and 3 bottom
advancements wich this contact.

Art by Carlps NCT.

This threat contributes 4 ¥ to the toral *,
of the card it is sleeved in.

This threat has one reward. When you

defeat it, you gain 3 '

This theeat has an ongoing effect. 1f you
defeared 2 different threat this turn, lee Troll
pets -3\ uncil the end of the turn. Asa
restele, it contributes only ‘. to the toral

‘. of the card it is sleeved in. For example,
if you ﬁ? and defeat another threat, if lee
Troll is on a different threat card, it now gets
-3 ‘ so if you have enough _H still left,
you could now also defear the lee Trall card
mare casily.

There are 3 middle and 3 bottom
advancements with thiz threar.

Art by Guillannie Ducos,

‘



Coldharbor Docks

“This location uses a new layout and a new

way to disparch -t ({3 [

Once each tum, you may diﬁparv:h? b
the Coldharbor Docks and assign them
specihcally to an ability slot. You may not
ARSI t to-an ability that already has
assigned to it or if you had 8 assigned there
at the start of your turn.  If you use an
effect thae lers you disparch or move agents
“anywhere” they may be maved to this
location, bur they are not placed on onc of
the 6 actions slots, they do not activate any
of these actions, and do not block any of
thase slots; they are just on the location and
da nothing.

This location has six-abilities; Each .1|:n:|Jir_'.'
Can un!}r be used once per turn:
* Fay }" to claim Allepiance of a Neutral

card in your hand,

e Pay "?. o %

* Fay ﬁ. o :

* Pay ’r' to gain I;i_.

= Pay Z. to draw a card,

* Exchange any amount ::f‘ for {3 or

LAY MLt ﬂl'-ﬂ FCIF ’.

Remember, ,;i_ is only useful when you $

- 50, if you arent hunting threaes this turm,
the fourth abilicy will not be useful to you.

MNote, you only get the ability the marn you
place an t- there. For example, you have *
already on the fourth ability from a prior
tum (gain 2 ;’i, and you dispatch & o

the Coldharbar Docks to the third ability
slot {pay ‘3' te *:I. In this case you don't
also get o use the gain 2 ;‘.‘_ from the other
ability this rurn, since that * was placed
their on a prior turn,

Art by Jelf Brown,

This contact has toro effects.

You may resolve either, or both of them:

= Gain @
« ANDVOR return * from the Coldharbor
Dacks to vour Trained Agents pool.

There are 3 middle and 3 bottom
advancements with this contact.

Art by Radial Seudio.

"This threar has a reactive effect: when ic is
revealed, all players return their * from
the Coldharbor Docks to their respective
Trained Agents pools.

This threat contributes 3 % io the total ﬁ
of the card it is sleeved in.

"This threat has one reward. When you
defeat it, you gain 3 *

There are 3 middle and 3 hottom
advancements with this threat.

Ari by Martin de Dicgo Sadaba.
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Coldharbor Homesteads

‘This location uses a new layour and a new

Wy i djil.‘ﬂ:lll:h i R

Crace each murn, you may disparch * to
the Coldharbor Homestcads and assign
them specifically to an abilicy slor. You may
noet issign i- to an abilicy that already has
t assigned to it or if vou had ? assigned
there at the seare of your turn. 1F you use an
effece that lets you dispatch or move agents
“anywhere” they may be moved to this
location, bur they are not placed on onec of
the 6 actions slots, they do not activare any
of those actions, and do not block any of
those slots; they are just on the location and
do nothing.

Thix location has stx abilities. Each ahlli'r_'r'
camn ::n|}' be used once per [urm;

» ay ?a to have other playees give vou
' each or move them down 1 space on
their respective Defense Track,

* May -“-ia I ﬁf

* Pay _:I-a to gain 2;5{-.

* lay Id to gain _:ln‘.

e Jay Q o gain '

+ (iain ‘;‘i

Remember, ,:'i_ is only useful when you

- Sa, if you arent hunting threaes this
turn, the third and sixth abilities will not be
uscful to you,

Mote, you only ger the ability the murn you
rI-J:I.C-I:' At * thers, For c:nmplr:, you have
* already on the sixeh ability from a prior

turn {gain ;‘i} and ¥OU -I'JI!I.'i]]':IH.'I'E t o
the Coldharbor Homesteads 1o the second

ahilicy slot (pay fjﬂ to $]. In this case
vou dont also get to use the gain ;i_ from

the other ability this turn, since that t WS
placed their on a prior tum.

Art by Jeff Broun.

This contact has rwo effeces.

[f you resolve one, vou must resalve

the other:

= All players recurn all their * from
Coldharbor Homesteads to their
respective Trained Agents pool, if
passible,

* AND gain J&.

Remember, ;i is only useful when you

. So, if you aren't hunting threats
this turn, the second ahilir}r will not be
useful o YOI

lhere are 3 middle and 3 bottom

advancements wich this conrac.

Art by Radial Studio.

'This threat coneributes 2 ‘ to the total ﬁ.
of the card it is sleeved in.

This threat has one reward. When you

defear it, yvou gain 2 ‘

There are 3 middle and 3 bottom
advancements with this threat.

Art by Guillaume Discos.




Coldhollow, Northmost Town

“This location has two distinct abilities.

* When you successfully defend against or
defeat a threar, take of your choice
from the tray asseciated with thar threat
and place them in your @ coffers.

* 'The second one is an End of Game
ability. At the end of the game, each
player gains 1VT for cach cube color
they have the most of among all players
(including ties). For example, ina
2-player game, if the Anointed player has
2 white, 2 purple, and one black, and the
Fede Cartel player has 1 white, 1 purple,
and 1 black, then the Ancinted player
would score 3 VI for having the most in
all 3 colors, and the Fede Cartel player
would score VI for having tied for the
maost black cubes.

For example, if you defend againsca

threar you may take 1 cube from the cray
associated with the threar If multple
players successfully defend against the same
threar, then starting from the active player
and going clockwise, those players take
cubes from the tray.

PMease note that black cubes are a :ip-::;:lﬁc
color once they are in your ' colfers and

do not add o each other color’s total.

So if you have 2 red, 1 green and 3 black,
this means that you do not have 5 red
and 4 green.

Art f:l_]-' .I’e_'_f.i'-ﬁmr:'.l.'.

This contacr has ane effect.

When you discard this contact ar the end of
the rurmn, you may put it at the bottom of the
deck, instead of in the Discard pile.

Mote, if you need to shuffic the Discard pile
to £reate a new deck at the end of your tum,
if you choose to resolve this cffect, it resolves
first, before shufling, and simply becomes
the lefrmost card in the Street.

There are 4 middle and 4 bottom
advancements with this contact

Art by Mirco Paganesi,

This threat contributes ‘. to the ol 'ﬂlh ot
the card it is sleeved in.

This threat has one reward. When you defeat
e, you gain .

‘This threeat has an ongoing effect: When e
attacks the owner of this card, it gets

"‘. meaning it is much easier for the
owner of the card to defend successfully,

There are 4 middle and 4 bottom
advancements with this threat.

Art by Andre Garcia.



Shorehollow Isle

‘This location has a reactive abiliey: This
means that cthe ahlfir_‘; can be used when one
or mare conditinns are met.

In the case of the Shorehollow Isle, those

conditions are:

= Any time a card is discarded from a
player’s hand (this includes discarding a
card to the Discard pile or to a player’
Cruild Hall},

« AND a Shorehollow Pricstess is on chat
card.

When both condinions are mer, you will
gain a benehi based on the number UF*
vou have at the Shorchollow lsle; if you
have Ui' there, you gain nothing; if you
have * there, ¥Oou gain ‘; if you have 2

* there, you gain E': if you have 3-*
there, you gain 2' OR you can sleeve

an advancement on any card in the Sereer;
hnally, if you have 4—* there, you can choose
any other reward listed on the card, or
return _:5* from the Shorchollow Lsle to your
Trained Agents pool to claim Allegiance of
another players card in your hand or in the

Street, lt_}'uu do so, that player gains *

Maote thar this location is the only location
in the game thar allows o claim .-“Llli:gi.mc:
of another player's card, As a result, if vou

play with it, make sure everyone is ok with

that kind of effect in the game before the

SIS SELCTS.

Art by Jeff Brown,

This contact has one effect.

When you sleeve this contact on a card you
dont own, dispaich t to the Shorehallow

lsle ar no cose.

There are 4 middle and 4 battom

advancements wich this contact.

Art 5_}' Fenwarady Theriamto.

'This chreat coneributes ‘. to the total ‘
of the card it is sleeved in.

This threar has owo rewards. When

you defeat it, you may choose either,
bur not both:

= (Gain ‘.
« OR dtspatch * to the location of

vour choice.

There are 4 middle and 4 bortom

advancements with this threat.

Art by Carlos NCT.




COLDHARBOR LOCATIONS IN VOICELESS GUILD GAMES

Below is a table referencing all the locations available in Cliffs of Coldharbor and whether or not they
can be used in Voiceless Guild games, as well as their Dithculty Rating were you to want to calculate

your Success Score (see Voiceless Guild Rules).

Location Name Voiceless Guild Diﬂicult}f Diﬂ:i::ult}' Rating
51 Coldharbor Citadel Easy |
t 52 Coldharbor Barracks High 3
53 Morthstone Academy Moderate Z
54 (hasm Road Moderate 2
55 Mud Districe Moderate 2
56 Break Point Bluffs Easy |
57 lce Hills Mine Easy |
58 Border Towers Moderate 2
. i Cannot use in Voiceless Guild games,
59 Coldharbor Docks Use a random advancement inseead., N/A
Coldharbor Cannot use in Voiceless Guild FAMES, ,
60 Homesteads Use a random advancement instead. N/A
Coldhollow, .
61 Northmost Town Easy l
62 O b llo Tala (Eannut use in Voiceless Guild games, NJA
: Use a random advancement inseead., =







