o

EXPansion OVERVIEW L QP _
Terrors of the Mists is an expansion for BattleLore Second expan SI on Icon

Edition. Introducing the terrifying forces of Waiqar the 5

. Each in thi ion i ki y
Undying, players can now battle the noble Dagan Lords and ac card in thig SXpAnsP IS I e 4
- A | . . with a Terrors of the Mists expansion
bloodthirsty Uthuk Y’llan using the new units, terrain, lore ) .
. icon to distinguish these cards from the
cards, and scenario cards of the Undead. The components . e
4 ol ol . . cards in BattleLore Second Edition.
contained within this box are designed to function smoothly _ i
with the core game, allowing you to begin playing immediately. ‘
b
\ 12 Bone o anshiee 3 Terrain Tiles M
9 Reanimates Horrors 9 Necromancers

6 Barghests

e "

2 Graveyard i
1 Command Tent d

6 Scenario Cards %

16 Deployment 1 Faction Banner 2 Victory Point 8 Damage 3 Phantasm 3 Panic
Cards Marker Tokens Tokens Markers Markers

“10” VP 2 “3” Damage
6 “1” Damage



using this expansion

The faction-specific components included ol
in this expansion belong to neither the
Dagan Lords nor the Uthuk Y’llan.
Instead, they belong to a new faction,
the Undead of Waiqar the Undying.

During the “Choose Faction” step of
“Complete Setup” (found on page 14 of the
core rulebook), players can now choose to
control the Undead (purple) faction.

Undead
Faction Symbol

€Xpansion setup

Before playing with this expansion, players perform the following:

1. Incorporate New Cards: Take the new unit reference,
scenario, army, and deployment cards and add them to the
Undead faction’s pool of available cards, creating a new
pool if necessary.

2. Incorporate Other Components: Add the plastic figures,
terrain tiles, and all tokens from this expansion to their
respective supplies.

lore decks

Included in this expansion is the Terrors of the Mists lore deck
for the Undead faction. This deck consists of 20 lore cards, each
marked with the 7errors of the Mists expansion icon.

During the “Create Lore Decks and Scenario Decks” step of
“Complete Setup” (found on page 14 of the core rulebook),
the Undead player may choose to use either the Undead lore
deck included in 7errors of the Mists or an Undead lore deck
from another expansion. Then, he places the chosen lore deck

facedown in his play area and sets the remaining lore deck aside.

LorRe customization

While mustering armies, players have the option of customizing
their lore decks by replacing a number of cards from their lore
deck with available lore cards.

During the “Muster Armies” step of setup, each player may

secretly remove up to five lore cards from his lore deck and

replace them with an equal number of AVAILABLE LORE CARDS.
¥ Available lore cards are any unused lore cards that belong to a

player’s chosen faction or lore cards belonging to neutral units
. } in his army.

After a player has replaced his cards, he reshuffles his lore deck
and returns it to the play area. Then, he returns all of his unused
lore cards to the game box without showing his opponent.

* A lore deck cannot contain more than two copies of any lore
card with the same name.

Golden rules |

This rulesheet overrides and expands on the rules
information found in the core rulebook and reference
book. If something in this rulesheet contradicts the
core game rulebook or reference book, this expansion
rulesheet takes precedence.

However, if the rules text of a card or other game
component contradicts the text of the core rulebook,
reference book, or this rulesheet, the rules of the card or
component take precedence.

NEW TERRAIN

The Terrors of the Mists expansion adds one new terrain type
that alters the landscape of the battlefield. Through use of
deployment cards, players can place graveyard terrain tiles as
part of their armies. Certain scenario cards also use the new
terrain in unique ways.

* Players cannot choose terrain deployment cards if there are no
corresponding terrain tiles available in the game box.

GRAVEYAR) hexes (terrAIN]

When a friendly minion unit is eliminated,

the player may spend one lore to immediately
deploy that unit in any friendly unoccupied
graveyard hex. Then, remove that graveyard tile
from the game board.

» A player must deploy a graveyard hex on
a clear hex.

* The minion unit is deployed at full health, and all effect
markers in its original hex are removed from the game board.

* If the minion unit was ordered, it is no longer considered an
ordered unit.




NEW MARKERS

Rules clarifications

= This expansion adds new markers and effects to expand the
game experience. Faction banner markers are used by scenario
cards to give players an additional way to gain VP, while panic
is a new effect used by unit abilities and lore cards.

faction BAnneErR MarKeERS

Faction banner markers are similar to the banner
markers found in the core game, but they award
victory points only to the faction they belong to.

» During a player’s VP Step, that player gains
1 VP for each hex containing a friendly faction
banner marker that is occupied by a friendly unit.

* A faction banner marker may share the same hex as a banner
marker. This does not restrict an opponent from gaining VP
from the banner marker in that hex.

panic

When a player resolves an attack for a panicked
unit, each ¥ result produced during the combat
roll must be committed to cause the panicked unit
to suffer one damage after combat resolves. This
damage cannot be ignored.

* When a unit becomes panicked, place a panic marker in
that unit’s hex to indicate that the unit is panicked. When a
panicked unit moves, move the panic marker with that unit.
When the unit is eliminated, remove the panic marker from
the game board.

+ Causing a panicked unit to become panicked again has no effect.

* During the Order Step, the active player may spend two lore
to remove the panic marker from an ordered unit. That unit is
no longer panicked.

This expansion contains new rules as described below. The rules
in this section are presented in alphabetical order so players can
easily reference them during gameplay.

compelled (unit aBility)

After a player resolves his Move Step, he may spend one lore to
move a friendly unit with the Compelled ability one hex.

* The unit with the Compelled ability does not need to
be ordered.

* A player can use a unit’s Compelled ability only once per turn.

Influence (unit aBility]

When a player resolves an attack for a unit with the Influence
ability, he may commit any number of ¥ die results to choose
an equal number of friendly minion units. After combat
resolves, each chosen minion unit may move up to one hex and
perform an attack.

* The player may choose not to perform the additional attack.

* The player cannot choose the same minion unit more than once
per attack.

RAISE O€a0 (LORE CaRrYJ

When a player plays the Raise Dead card after an enemy unit is
eliminated, he chooses one friendly minion unit and removes that
unit from the game board. Then, he deploys that unit in the hex
the target unit occupied when it was eliminated.

» The chosen unit must be able to legally occupy the chosen hex.

* The chosen unit is deployed at full health and all effect markers
in its original hex are removed from the game board.

» The chosen unit is not considered ordered, even if the original
unit was ordered.

REGENERATLE (Unit aBiIlity]

When a player resolves an attack for a unit with the Regenerate
ability, he may commit any number of % die results to recover
one health each.

SCENARIO O€cks

The new scenario cards included in this expansion are added to
the scenario deck created during setup. If multiple copies of this
expansion are available, scenario decks cannot contain more

than one scenario card with the same name.



| A shadow assault (Lore card]

When a player plays the Shadow Assault card, he chooses one

\ friendly unit and removes that unit from the game board. Then, he
places that unit in an unoccupied hex adjacent to an enemy unit.
Then, he adds two dice to each of the chosen unit’s combat rolls
during that turn.

* The unit must be able to legally occupy the chosen hex.

» All effect markers and damage tokens in the chosen unit’s
original hex are moved to the chosen hex.

E unyielding (unit asility]

A unit with the Unyielding ability is never weak and cannot
resolve retreat effects.

+ If a unit with the Unyielding ability is forced to retreat, it
suffers damage instead (unless it is supported).

CReEOItS

Original BattleLore Game Design: Richard Borg

BattleLore Second Edition Game Design: Robert A. Kouba

Expansion Design & Development: Derrick Fuchs and
Jonathan Ying

Producer: Derrick Fuchs

Technical Editing: Scott Lewis

Proofreading: Christopher Meyer and Sean O’Leary
Graphic Design: Evan Simonet

Graphic Design Manager: Brian Schomburg
Managing Art Director: Andy Christensen

Art Direction: John Taillon

Cover Figures: Anna Christenson

Interior Art: Yoann Boissonnet, Andrew Bosley,

Jon Bosco, Eric Braddock, Anna Christenson, Simon Eckert,
Nicholas Gregory, Johannes Holm, Dan Scott,

and Allison Theus

Character Art: Anna Christenson

Plastic Sculpting: Cory DeVore, Ben Misenar, Niklas Norman,
David Richardson, and Gary Storkamp

Plastics Coordination: Niklas Norman
Plastics Management: Jason Beaudoin
Quality Assurance Coordinator: Zach Tewalthomas

Playtesters: Simone Biga, Ken Dilloo, Andrea Dell’ Agnese

& Julia Faeta, Matt Harris, Mark Larson, Scott Lewis, Andrea
Marmiroli, Samuel Newman, Lee Peters, Danny Schaefer, Zach
Tedford, and Brandon Zimmer

Production Management: Megan Duehn and Simone Elliott
Production Coordinator: John Britton

Board Game Manager: Steven Kimball

Executive Game Designer: Corey Konieczka

Executive Producer: Michael Hurley

Publisher: Christian T. Petersen

© 2015 Fantasy Flight Publishing, Inc. No part of this product may be reproduced
without specific permission. Fantasy Flight Supply is a TM of Fantasy Flight
Publishing, Inc. Fantasy Flight Games, BattleLore, and the FFG logo are ® of
Fantasy Flight Publishing, Inc. Fantasy Flight Games is located at 1995 West
County Road B2, Roseville, Minnesota, 55113, USA, 651-639-1905. Actual
components may vary from those shown. Made in China. THIS PRODUCT IS
NOT A TOY. NOT INTENDED FOR USE BY PERSONS 13 YEARS OF
AGE OR YOUNGER.

FANTASY FLIGHT SEPPLY

PROTECTIVE

CARD SLEEVES

T ™



