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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 Emissaries of the Vale should
include the ﬁ]]iuwing. If it does not, visit www.alderac.com/

CUstOmer-service Fﬂl’ assistance.

* 13 Location boards

* 13 Randomizers

* 12 Gaia’s Blessing tokens
* 20 Growth tokens

* 98 Card advancements

e | P'|a:ﬂ:r Handbook

INTRODUCTION

Its time we Druids claim our sins in this tale as well. There
are those among us whe were theve in the old days, when the
Wizard King begged for mevcy at Mother Gaia’s feer. It was
our decision that brought the world to this place. Though we
are lpathe to mention it, we know the darkness that lurks in
the Wastes. 1t is closer than any of us would like to believe,
and this time spent in hiding, hoping the dam would hold,

have brought this danger closer still. We owe it to all peoples
to engage in this battle.

- Hempero, Elder of the Dawnseekers

Welcome to the Player's Handbook, your definitive guide
to the locations of the Valley of Life (called the Vale), and
to your games of Edge of Darkness using this expansion,
Informarion conrained herein is broken down into three
primary sections:

* The first section offers one story-based setup, called "Tale”,
This Tale pla:rs out over several games, called “Ehaptr:rs".
and offers a more thematic way to explore the Valley of
Life over a series of consecutive varied setups.

* The second section offers 4 additional stand-alone

recommended setups,
* The final section runs thruugh detailed clarifications for all

the locations and advancements available in Enifcaries ﬂ-f

the Vale. Use this section as needed to cfariﬁ.-' abilities and
eftects as YO ENCOUnLer them.




TALE: WAR BLOSSOMS

For reasons known only to the Guild leaders and their patricians, Aegis has extended the hand of friendship to the
Druids of the Vale. Young Lifewarden Celaeno has completed the Rite of Bonding with the Human delegation, bur the
rest of the Vale is understandably hesirant. After all, it was the Human Wizard King that broughr this Blight upon all

their lands.

CHAPTER 1: FRESH GROWTH W ccindpicmil e

While the debate rages for days arownd the Druidic meeting space,

the Stem of the Clans, a worn hand pulls Celaeno aside. It belongs to
Lafarallin, an ancient wanderer of the wastes who has recently returned
[from his decades long trek through the Forsaken Lands. Gone so long
many presumed bhim dead, Lafarallin sought to learn the secrets of the
Eﬁ:gﬁr, but veturned with fitle to motivate the clans ﬁrr LTEALET Action.
As the counselors continue their deliberations, Lﬂﬁmf.{m MIPES dCtion,

and Celaeno agrees to move. ;ﬂf.l!IJE'}'f.'i'g a _ﬁ'u.' other ﬁre_'}' _ﬁ:fﬂh"f ﬁum
acvoss the Vale, .!t.*';qy set out fbr Aegis twith the Humans, determined to
ril, ef;' the Realm.

Celaenia marvels at the bigh walls of the great city as the party
approaches Aegis. The Hiuman Realm has always been more like a folk
tale, especially to Druids too young to remember the days before the
ﬂ.ﬁ::f;{m This appartunity io rekindle old alliances FRLSPHIET him and the
athers toward bape, blinding them to the storm clowds amassing along
the southern horizon,

Use locations 7, 10, 13, 14, 16, 20, 26, 34, 63, and 72.
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CHAPTER 2: BUDDING RELATIONS DIFFICULTY: LOW

COMPLEXITY: HIGH

Aegis stokes the smiths ﬁn’s as her warriors prepare _ﬁ:nr batrle, discovered, However, she ﬁ nels i ffﬂ'}!‘: EMPLines bas pfﬂfmxrﬂf
Eﬂi{ﬁﬂ'rf'ﬂf ﬂf their readiness to stem the tide. But iﬂf&mﬂm bas thase walls, as {f‘ the very sozil ﬁ_lfhﬁ'f .rr'r_}r has been Empn'mr into the
travelled the world long enongh to know the strength of the enemy, River and carried away by the current.

The Necromancer King and bisz lieutenants arven’t forged of fire and
steel, and it will take far more than the might of Aegis' soldiers to
trismph. There is great untapped porential within the Realm, and
the emissaries of the Vale break across the Human lands in hopes of
recruiting it to their side.

Use locations 21, 38, 46, 48, 52, 53, 56, 60, 66, and 68.

Asandros, the gredt white centaur qf the tundra, mravels with others
to the city of Coldbarbor. Heavily isolated by the harsh mountain
.f.rrmffsmpr. the city hasnt been spﬁrf.-:?' the amsault r{f the EHERTY.
Parties led EJ} the frear minds r;f Narthstone bave #mj{gﬁ?r the city
close ro the brink fr_}r IHULTHE Agents q,l""rfJf Chill in a mad quest
ﬁrr freatness. Asandros ﬁrmfs a ﬁﬂﬂjr welcome, _ﬁrrr.frrg his party to
withdraw to the outskirts until r.i':.:j}r are mer f{}l i ﬁ'ﬂaw autoast.

Meamwhile, Periphoia, one of the more restless denizens of Bog
Town, a sleepy swamp hamlet of the Vitle, sails the Great River to
the sun-scorched heart of Dunestar. It a far ory from home, but
the Ui minerals that line the sandstone walls -r:-_fr.ﬁf' Ity Is
the very same one that rests in the silt beneath Bog Town’ waters,
which bolds special power that ouly the watery Dryads have




CHAPTER 3: THE FRUIT OF ALLIANCE o e

Tragedy has struck Aegis, but you wounldnt know it while walking
the finer streets of the city. Most try not to concern themselves much
with the affairs of Slumtown, as reports of deaths, murders, and
missing peaple ave sadly rather commonplace. But even the most
u.-.:}!':!!'ﬁ;f{}- ignerdni wonld ﬁmi' it hard not to chance a _r:'a'.'f—fj'f o
the grime at the report of a giant sinkhole.

The Pﬁ?fﬂs.'rfpfﬂ have rﬁpa:Jan' in ﬁ:'rrr. bt :.E-r}flrf been mm’::.ﬂ}'
éf‘ﬁpf ng to the putskirts, m'mr'.i.ag.!_r}r more worried about fszp{'ﬂg
Slumrown rur{ﬁrm'f to its borders than ASSISEINg with the aﬁfrmmﬁ.

But some ﬂf the emissaries ﬁnm the Vale have learned that all f{ﬁ
has value, and such occurrences are mrﬂ_'}' caincidence.

Craclira, a manaweaver from the Old Vale, is the first to recognize
Slumtowns significance: the borough lies at a convergence of two
leylines that cross the Realm. These pathways of the deep magic that

f)ﬂi‘r&]‘r.’-' I.'{?E' Ii-'r?ﬂ':dr .I'ﬂgi’l"u"!?!'?' {are fJ'!.li'E' ﬂ]?n!-f]." .FJ'!J!:.F.i'g fi"'ﬂ-t{]-' {'GHFJE'EFJ‘-JI‘E Rfﬁl'r.??f

- : : - by . ] . ..Ir
I o ‘ﬂq_}m Lo ﬂﬂ{}, a few Dirstide are :ﬂjﬂﬁf?ff‘ r{,rf.i'.f‘mfmg ”IH., Desolation, a barren, mﬁ;rgmmg_ jm.:rrm u_}re‘fm Wistes. And as
this party qf Humans and Druids raises its Eyes i the sotth and

EJ'!"'E Jﬂ:'ﬁf-'.l'!? .I'-I'!J{jfﬂ'ﬂ{ Fu't?t' sfarm Eff.-'?ﬂir_f J'fi"f'fl‘.'u‘l.? EHET l'.l'lr?J-'E'?" i Hfgﬁ.

Wieh this m*rg.f'.-:{].f cowmes d silver a".;'.r.r:'.rrg. Now able to tap into these
m:;gém:e" SEreams ﬁﬂm the ather side .:_rf the Forsaken Lands as well,
Craelivg 15 able to locate the source q‘:ﬁm evil within the heart qf

them, Craelira is one o frﬁfsf. pinning the cause :.rfﬁf}f' sinkhole on
fri H.r_].r_rrfrf.:rm evil that bas attacked similar ipots beneath the Vale,

devosring the magical forces and severing these ties in the process, Use locations 6, 11, 15, 25, 49, 51, 54, 58, 65, and 73.
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CHAPTER 4: THE HEART OF DESOLATION DIFFICULTY: HIGH

COMPLEXITY: HIGH

War bas once again broken out on the lands surme:mﬂring Hfgﬁ. s
the stormclonds descend to blor ot the sun, but that is not where

the triee batile lies. Believing that the key to victory isn't on the
battlefields of the Realm, a party of hevoes, culled from the homes

of both Human and Druid altke, travels south into the storm in
search of the Desplation.

Iraversing mires qf' death and e;.l!'ﬂ'ﬂ_}' and mnf!jJ roads lined with
rIser rf;ﬂrp O RTAIR _fbrm:m'nrrr_r. r.i'J{}r _ﬁmrf.a!_'].r O ﬁ?-:? to _ﬁ:r.:’
with what can amf_}' be described as a f}f’:"&fsmpf. Streams z:rf ﬁrf' _rpf{'r
the land, void of ':m_}l and all fajﬁ'. The heart o f the storm here is

an _}r::ﬁm iy bt calm, with f.fgﬁrumg bolts ripping Eﬁmﬂgﬁ the air
without rest. And in the middle ﬂf it all, & ruined tower stands
silent amid the unmdmg chaos, with a dark, wi :rgm" :.ET::J.'::.-.’ rm'.!f'mg
overhead to ward ﬂfﬂr{}r intruders,

It may very well be the last hope for answers for both Realm
and Viale. And so with the ﬁi.rf ufﬂeg.fj and the battle there still

wnkeronm, Young Celaeno takes the _,E rit step totward the ﬁfr}f :Jnf.-."f:;.'.
leadi ng these emissaries ufsrfa" .ﬂrﬁ' irtto this pfm‘r that has known

only death,
Use locations 3, 28, 40, 43, 55, 57, 64, 67, 74, and 75.




BRECOMMENDED SETUPS = WEALTH AND WAR

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
& while others may have the ability to get lots of @

It will be up ro the players ro identify and determine the best way to
exploit or deal with the imbalance.

TRADE AND TREASURES ST i COMPLEXITY: MODERATE
e . COMBATIVE

You must own Saeds ﬂf Diunestar to p!':{v this setup.

DIFFICULTY: MODERATE COMPLEXITY: MODERATE

You may own Nanels nf'ﬂmrfﬂnr and f.'f{;jE z._rflﬂbr'r:'iwﬂ':'mr ta ‘.':J.!'.':{v
this setup,

You may rq.t:i'.-:rf Silent ?E‘mpff' with Storm W:.ﬂ'f_].r :_f you do not

wani a Combative setp.




RaL

PROSPERITY AND PESTILENCE

COMPLEXITY: LOW
COMBATIVE

Your muest mwn Sands of Dunestar and Cliffs of Coldharbor to play
this setup.

DIFFICULTY: LOW

§ [ :
DIFFICULTY: HIGH COMPLEXITY: HIGH
COMBATIVE

You mst oren Sands E{fﬂﬂﬂ estar and f.'f{'l.fﬁ r{f'f’j;fﬂrﬁnr#ar o pﬂ:{}r

this setup.

You may replace Sewers with Courthouse if you do not want a
(Combative setup.

You may nﬂpfﬂff Debtors Prison with Storm Fﬂfff:].r :'f:}-'ﬂu o not

want a Combative setup.
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LOCATIONS AND ADVANCEMENTS CLARIFICATIONS

This section contains all the locations and corresponding advancements in Emissaries of the Vale, with their abilities and effect(s) clarified. This

expansion introduces Growth L@- Growth is a resource in the game that can be either on the Locartion boards (generally under t} or in your
coffers. Pay attention to where you spend your Growth from as per the Locartion boards or effects over the course of the game.

Rite of Bonding

lhis lecation has twao distiner abilities.

The first one is:

* (O your turn, once per turn, if you have
2 cards in your hand or Guild Hall thar
arc opwned by other players, you gain O

The second ame 15
» Rerurn 2 * from Rice of Bo ru.lina': £O yOLLT
Trained Agents pool and pay T‘ to h

of a Meurral card in your hand. This cost

is reduced by the number ulf"ﬁ you have.

For example, if you have 2 tat the Rite of
Bonding and f!.ﬂ you would need only to

pay 4 ° to be able to ﬁ of a Neuwtral card

in your hand.

Pk e 7
e e i il

s g

Art by feff Browm,

This contact has one effect.

When you resolve i, you dispatch up w 3
* to the Rite of Bonding at no cost.

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

Art by Alaynma Danrrer,

This threar contribures 2 "8 to the tocal ¥
of the card it is sleeved in.

This threat has two rewards, When you
defear i, you:
» [Gain 2

» AND Gain Ji&_

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

Art by Guetllawme Ducos.

Untamed Forest

This location has a reactive ability. This
means that the u.bi]il}' can be used when one

or maore conditions are met.

In the case of the Untamed Forest, the
condition is:
= When a threar areacks you.

When the condition is met, you gain G
Art by Jeff Brown.

This contace has one effect.

When you resolve it, you muse
par 2 (o HE

You may choose to pay 2 Q instead. In that
case, you gain the rewards from defeating
one threar this turn an addictional tme.

For example, if there is a Berrayer of the
Vale in the tower and you defeat thar threat,

if you chose o pay 2 O tokens when you
resolved the Diruid of the Untamed, you

will gain 4 Oand 2 K instead of 2 and 1

respectively.

There are 4 middle and 3 bottom
advancements with this contact.

Art by Ramon Puasa [r.

This threat contribrutes 3‘. to the total '%.

of the card it is sleeved in,

This threat has one reward. When you

defeat i, you gain 3 )l'i.

There are 4 muddle and 3 bottom:
advancements with this threar.

a._—

Art by Jessada Sutthi.




Traveler’s Path

- = -u--.-.u.q.{:

- ﬁnl_'_h

o T e

N oy M 2y R o e

This location has 3 distince abilides:

“The hrse one is a start of the round abiliy:
* |In the case of the Traveler's Pach, it means

that at the start of cvery round, you gain

G

The zecond one is:
= Pay Otu Pt * from the Travelers
Mach to ].rnur'J'E:Li:ncd Agents pnn].

The third one is:

. F:I_',.'@tl’.l place a card you own or that is
MNeutral in your hand or the Street ar the
bortom of the deck.

Art by Jessada Swivhs,

J h]i CONIICT I.'El.i.'i e Ej'FI.'CL

When you resolve it, you dispatch * to the
Traveler's Path at no cosc. This i may be
untrained.

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

Art by Sam Gy,

This threar does not contribute ‘ tor the

total W of the card it is sleeved in. nor does
it give you a reward when it is defeaged.

It does however have a reactive effect: when
you reveal it, each player that has ac least |
untrained agent on the Traveler's Path may

U e l'.I:F Tt’!::‘i: E.EI:TI 4.

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

Art .|5_1.' Martin de LHiego Ladaba

Frosted Plain

ey o ey Bty Pl P
) # e ks

“This location has a reactive abilicy: This

means that the :II:IjJ.i.Ej" can be used when one
or more conditions are met.

In the case of the Frosted Plain, the

condition is:
= If you have 0 or 1 card in your hand at
the end of the Assembly hase.

When the condition is met, you gain G_
Are by [eff Brown.

This contact has two effeces:

You may resolve either, or both

* (Gain ;"{.

= AMD/OR pay 2 @ to give each threat in
the tower -1 ﬂ

Remember, ;ﬁ_ ts only useful when you
#. o, if you aren't hunting threaes this

LT, IETIiS EH'-EE[ ‘Fri“ nor |.'.II: 'I.L'i-L"FLl'. Lo 0L,

“There are 3 middle, 3 bottom and | top
advancements with thiz contact.

Art by lenardi Theriants,

Thizs threar concribures ‘. to cthe tocal ‘
of the card it is sleeved in.

This threat has one reward. When vou
defear it, you gain 2 K

“This threat has an ongoing cffect: If you
defeared anocher threat this'turn, this threat

has -2 *.. this turn.

There are 3 middle, 3 bottonyand 1 top
advancements with this threat.

Art by Carlas NCT.
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Mushroom Forest

Earth Cradle

12

‘This location has a reactive ability. This
means that the ability can be used when one
nr more conditons are mer.

In the case of the Mushroom Forest, the

condition is:

* When you sleeve an advancement into
the last unfilled slot on a card.

When the condition is met, you gain O

MNote thar top slots with Citizens or
Patricians are considered hlled. You do
not need to replace them with a top
advancement to be able to meet this
condition. This condirion can only be met
onee per card.

Ari by Jeff Broum.

lhis contact has one effect.

When you resolve i, pay any number of
to gain the same number of <battle strength.

Remember, K is only usehul when you

. S0, if you aren't hunting threats this
turn, this effect will not be useful to you.

There are 3 middle, 3 bottom and | top

advancements with this contact.

Art by Nikolay Siwoypanow,

‘This threat has a reaceive effect. When you
reveal it the owner of the card this threat is

0N gains O

This threar conrriburtes i‘ to the roral ‘,
of che card it is sleeved in.

This threat has one reward, When you

defear i, you gain ],;i_
There are 3 middle, 3 bottom and | top

advancements with this threat:

Art by Nikolay Stovanor:

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

YEIY Inre I'lEII'l.'E.

In the case of the Earch Cradle, it means

that ANYTHME YOU My need to Py &, you
can instead use When youl do, K% can

be used as 1, 2 r_'nrj..
Art by Felicia Cano.

I] |'|.i5 COLERCT hﬂ.‘i e I:['I'.l."l.'l"i'.i.

You may resolve either but not

both of them:

= Dispatch upto 3 * tiv the Earth Cradle
at no cost,

*« (OR return * from the Earth Cradle to
vour Irained Agents pool to gain 2 G

There are 4 middle and 4 bottom
advancements wich thiz contact.

Art by Kikes Moch Rizky

This threat has a reactive effect. When you

reveal it, all players gain 1 Q
This threat contribures 2 ‘ to the toral ?l.

of the card it is sleeved in.

This threat has one reward. When you defeat
' . )
ity you gain l}:{,.

There are 4 middle and 4 bottom
advancements wicth thiz threat.

Art by Nikalay Stoyansr.




“This location uses a new layout and a new
way to disparch ® ooar introduced with the
Cliffs of Coldharbor expansion.

Cnce each rum, you may dispatch 8 to the
Bog Town and assign them specifically ro
an ability slot. You may not assign i to an
ability that already has * assigned to it or
if you had 8 assigned there at the start of
your turmn. If you use an effect that lets vou
disparch or move agenrs “anywhere” they
may be moved to this location, but they

are not placed on one of the 6 actions slots,
they do not activate any of those actions,
and do nor block any of those slots; they are
just on the location and do nothing,

This location has six abilities, Each abilicy
can only be used once per turn:

= Gain ()

Pay {3 1o gain 4@
Pay 3 to gain 3 @
Pay 2 () to ﬁ

Pay 3 G to defeat a chreat,
I’:r_,r 3 Q 0 MOVE youUr Defense track up

L]

L]

| space.

Note, you only get the ability the mum you
place an * there.

For example, you do not get O af no cost
every turn for having placed an agent on the
frst slot on a previous trn.

Art by Jelf Brown.

This contact has one effect.

When you resobve i, retarn all * from Bog
Town to their owner’s Trained Agents pool
{including other pfa}r: rs ). You gain ofm

cach 2 * rerurned this way

For l.'.'::l.mplc, 2 pl:l}-'tr.‘-i have 6 f total at Eug
Town. When you resobee the effect of E-ug

Town Shaman, cach player returns their
respective * to their Trained Agents poal
and you gain 3 O

There are 3 middle and 4 bortom
advancements with this conracr.

Art by Mirco Paganen.

"This threat has a reactive effect; When you
reveal it, the owner of the card this threat s on

gains 3 '

This threat contributes 2‘ o the potal %L of
the card it is sleeved in.

This threar has one revard. When you defear
it, you gain 2 ﬁ

There are 3 middle and 4 bottom
advancements wich this chreat,

Art by Jeviada Sutthi,




Stem of the Clans

—

“This location has two distince abilities.

* You may use the hrst one exactly once,
-l:furil:lg vour ."’I.‘i?i\'.':l'l'l".‘ll}-‘ Phase. For every 5
ﬁ vou drew, gain Q

* The second one is a reactdve abilicy. This
means that the ability can be used when

0N or marc EHHEI.ITiL'IﬂS arc mdeL.

In the case of the Stem of the Clans, the
condition is:

When a threat artacks you,

When the condidon is mer, (even if it is
not your tum) you may discard a G under
onc of vour * there. If you do, that threat

gets -2‘.-

You may also return t If vou do. that
threat gets -l‘&. but you discard all o

Llﬂljl:!' [J'IBE '

For example, if vou have i with 2 Ound-:r
them and you are attacked by a threar with 3

W\ vou can first discard G under your agent

to give the threat -l‘. and then return this
*. discarding the remaining ﬂ under them

to give the threat another -I"ﬁ. You would
then su-;:ct:isfu“}' defend against the threar

and gain ;{.

Art by [eff Browm.

| 4
o . /
-

o

This contact has one effect.

When you resolve it, dispatch * tor the
Stem of the Clans. You then phr_'l: any

number m‘_a under the agent you just
dispatched there.

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

Art by Glabriel Blain,

This threat has a reactive effect, When you
reveal it, the owner of the card this threat is

on gains {:.
This threat contribures 1‘. toe the togal ‘.

of the card it is sleeved in.

This threat has one reward, When you
defeat it, you gain | ;i

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

Art E:}l Kk Moch Iﬁf.-'l'_;-:




Ent Grove

Thiz lacation has 2 distincr abilities.

The first one is an End of Game abiliy.
]Juring the rest of game it cannot be used.
* The player with the most {}at the Ent

Girove gains 2

The second ability is an ongoing ability:

“These abilities are often ]:ruwrrﬁ.ll but

generally very 8 intensive:

* You may usc P under }':Jurg at the Enr
Cirove as iF it were in vour cobers. When

Yo :.'prm:l @ from the Ent Grove, you

can consider iris 1 or 2 0. 1 ox2 ﬂ or
l:or2 ' instead.

This means you can spend growth here
to use other locations abilities or coneaces
cifects, skip cards in the Street or pay tor
costs of abilities or effects.

Art by Sam Cruay

This contact has two etfects.

You may resolve etther, or both of them:

* Dispatch * to the Ent Grove,
s ANDYOR plm:r: up ol G under each of

vour agents at Ent (inove,

Note that since cach effect can be resalved,
and effects are resolved in any order, you
may dispaech } and place under this
agent as well a5 under your 8 you already
have at Ent Grove,

There are 4 middle and 3 botrom
advancements with chis contact.

Art by Mical Epstein.

This threat has a reactive effece: when it
is revealed, each pla}r::-r maiy pay O[h:}-‘
have under their agents at Ent Girowe

to gain 2 ..
This threat contributes 1‘ to the toral ‘

of the card it is sleeved in,

This threar has one reward. When you
defeat ir, you gain 1 H

There are 4 middle and 3 bottom
advancements with this threat.

Art by Kkt Moch Riziy

Eye of Gaia

Thiz locartion has 2 distiner abilities.

“The hrst one is a reactive ability. This means
thar the u.hill't].r can be used when one or
maore conditions are met.

In the case of the Eye of Gaia, the

condition is:

= When you sleeve an advancement on a
card you don't own {Meurral or another

players).
When the condidon is met, you gain G
‘The second one is an ongoing abilicy. These
abilities are often powerful but generally

very & intensive:
* Pay @ choose an *- with a G token
under it. It may be counted asa 1 ar 2

For the rest of the round.
Art by fessada S,

‘This contact has one effect.

When you sleeve this contact, you must

place 0 on one of your * This * can be

on any lecation board.

There are 4 middle and 4 bottom

advancements with this contact.

Art f-'_}' ikt Moch H:'m";:p.

This threat contributes I‘ ko the total ‘.
of the card it is sleeved in.

“This threat has 2 rewards. When you defear

it, you may choose either, bur not both:

* Gain p,

= OR dispatch i to the location of your
choice.

There are 4 middle and 4 hattom

advancements with this threat.

Art by Martin de Dicgo Sadaba.
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Leyline of the Old Vale

This location has a reactive ability. This
means that the nl:uilirj.r can be used when one
or more conditions are met.

In the case of the Leyline of the Old Vale,

the condition is:
* Whenever a threar attacks you.

When the condition is met, you must return
all }'uur? from the Leyline of the Old Vale
te your ‘Irained Agents pool,

This location uses a new layour and a new
way to disparch & to it introduced with the
Clifls of Coldharbor expansion.

Oinee cach murn, you may dispatch 8 1o the
Bog ‘Town and assign them specifically to
an ability slot, You may not assign * to an
ability that already hu! assigned to icor
if vou had & assigned there at the start of
your turn. If vou use an effect thar lets vou
dispatch or move agents “anywhere” they
may be moved to this location, bur they
arc not placed on one of the 6 actions slots,
they do not acrivate any of those actions,
and do not block any of those slots; they are
fust on the location and do nothing.

This location has six abilities. Each ability
can only be used once per turn:

» Gain Q)

= Pay Otu gain E'-‘
* Pay 2Py,

» Pay 2 Qo ﬁ

= Pay _ﬂm <claim allegiances of a
Neutral card in your hand,

* Pay any amount uFGm gain that
amount of Battle Stn:ngth.

MNore, vou only gee the ability the tum you
F:ﬁ:u:l: an * there, For ::-m.n1|:|-]:. lf}'uu have
on a previous turn disparched an * to the
Gch ability slot and spent 4 (:" o gain 4
m. you do not have access o that i)
a lager turn when you dispatch an i- to the

4th slot and pay 2 0 to $
Art 5_]-' Niﬁaﬂf_p Era_].u:r:rﬁu

This contact has ane efect.

When yvou resolve it vou gain a number of
{3 cqual 1o the number of [[) on this card.

For Example, if the card the Leyline Protector

15 sleeved on has 6 ol @ on it when you
resolve the Leyline Protector, you gain 6 G.

I”'Ii:'lu'l." arc 4 mid&l: i]l'l.d ﬁ |JI'.'IH'IJITI

advancements wich this contact.

Art by Radial Studin.

'This threat conrribures l‘\‘. to the toral ‘.

of the card it is sleeved in.

This threatr has 2 rewards. When youl
defeat it, you:
s Gain 3 2K,

« AND gin

‘This threat has an ongping effect. For
every 2 growth the playver has, this threat

contribures -1‘,-

There are 4 middle and 4 bottom

advancements with this threat.

Art by Carlos NCT.




Storm Valley

Thiz lacation has 3 distince abilities.

“The first one is a Setup ability. Dunng the
rest of the game it cannot be used.
= If the Storm Valley is part of your setup,

then select 1| addidonal location with o
icon and add it to the TAMme

The second one is an ongoing ability. These
ahilities are often powerful bur generally
very B intensive:

* At the cnd of the tum, if you have 3 or

o rl.'a :H'JIE'.O here.

The last one is a reactive abilicy. This means

that the ability can be used when one or

maore conditions are mer. In the case of the

Storm Valley the conditions are;

= Once per turn, during your Assembly
I"hase.

= AND if ar least G is on the Storm Valley.

YWhen both conditions are met, :xactl_'r'
DOCE, YOU May gain o from here.

This means that you move the @ from the
Location board to yvour coffers.

Art .E'_].' j.r.-‘:rrr.:f'.r:r Seatirr,

This cantace has 2 effects:

You may resolve either or both of them:
* (Gain
= ANIDVOR pay 2 £3 to gain

g

There are 3 middle and 4 bortom

advancements with this contact.

Art by Martin de Diego Sadaba.

This threar does nor contribure ?ﬁ tor the

toral % of the card it is sleeved in, nor does

it give you a reward when it is defeated.

It does however have an ongoing effect: all
other threats on this card are duplicated.
Only one such effect .

There are 3 middle and 4 bortom
advancements with this threat.

Are by Kiki Mach Riziy




Thiz location has an End of Round
ability. During the rest of the game it

cannot be used.

It a threat in the middle tray in the tower
was never defeated this round, the threac

currently in the middle tray atracks now

Thisx means that if ar least 1 chreat thar was

in the middle tray got discarded; or removed

in any other way from the tray, the chrear

that is in the middle tray at the end of the

]'l:'IUIi]-'.‘I. i iICLL'«- LWy,

Art by Stba Gasier.

This conract has ane effecr.

When you sleeve this contact, you

irm rm.'di.'utl:.' defeat a threar in the tower

However, you only gain 1 of its rewards,

o matter how many” !'I'."n-'-'..’l]'(il.‘:- [|1.|.' Th]’r_'.:lr

iL1.'['Ll:I.|.|._'!.' |'E..’l!i LR |

You .35:-;“ ﬁLLIIL'EHHI:'-Llu}" 1J.I'.'Z|':EF.IL‘I [|1|: nexe .IFI.'I.-L'L'.

against you this round.

This means you will get | W the nexe time

¥l are at [3'..']-".!'.'-!." l'l'l].‘i HPLH'I'L‘I..

There are 4 middle and 4 bottom

advancements with this contacr.

Art by Kiki Moch Rizky

I”'lE:-T T]'I At Cﬁl.".Tl']l'I-Lll.'E'ﬁ- o ‘ 48] [l'l.E Ti.'lT.l|.

‘. of the card it s sleeved in.

This threat has one reward, When you

defeat it, you gain 6 @

'This threat has ongoing effects:
# You do not need to have the al'li|i|::..' to $

to attack this threat.

* This threat cannot be defeated by the

effect of Vanguard of the Vale. However,

for each Vanguard of the Vale in your

hand, this threat gets -2 ‘ g

There are 4 middle and 4 batrom

advancements with this threar.

Art ."3_}' Maritr ode e Kaelaba.




EMISSARIES LOCATIONS IN VOICELESS GUILD GAMES

Below is a table referencing all the locations available in Ewmissaries of the Vale and whether or not they can be

used in Voiceless Guild games, as well as their Difficulty Rating were you to want to calculate your Success

Score (see Voiceless Guild Rules).

Location Name Voiceless Guild Difficulty Difficulty Rating
63 Rite of Bonding Moderate 2
64 Untamed Forest Easy 1
65 Traveler’s Path High 3
66 Frosted Plain Moderate 2
67 Mushroom Forest Moderate 2
s e
69 Earth Cradle Easy 1
70 Stem of the Clans Moderate 2
71 Ent Grove Moderarte 2
72 Eye of Gaia Moderate 2
73 Leyline of the Old Vale | Easy l
74 Storm Valley Moderare 2

bt

75 The Desolation Moderate







