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Deliver a,Message

I'm just the messenger!!

H Special

|l A model in your crew may make a (2) Interact Action while
within 2" of one of your opponents’ Masters, or Henchmen

B to Deliver a Message. Insignificant models cannot take this
Action.

i | Victory
Score 4 VP: If one of your models delivered the message in
the first 4 turns.

W Score 2 VP: If one of your models delivered the message
# during the Encounter.

Strategy
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Contain Power|" !

1

You have been assigned to contain the expansion of your
opponent's power.

H Victory

| Score 4 VP: If your opponent has no Masters, Henchmen
and Totems in play at the end of the Encounter.

Score 2 VP: If you have killed at least one of your
opponent’s Masters or Henchmen.

Strategy
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Essential,Play Chart
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o i Start on the side bar table. Then use the table o Ch
Jokers . below for Individual Strategy flips, for shared J°,k°" y

__Player Choice use the same table but flip once for both _Players's Choice

players and used the shared version.

1-2
Treasure Hunt

1

B individual Strategy Chart __Story/Individual

o Black Joker — Opponent’s Choice
DeSt?O?’ the 1 — ALinein the Sand Indi?/‘i?jual
. ‘ﬁd ﬁff — 2 — Claim Jumper -
i = 3 — Contain Power :
i 63 4 — Deliver a Message 912
i __ Reconnoiter | 5 — Destroy Evidence ____Shared
6 — Distract g
-1 7 — Escape and Survive 13
Claim Jump g 8 — Plant Evidence Story/Shared
= 9 — Reconnoiter =
T : & 10 — Slaughter
f 12-13 : 9
11 — Supply Wagon
] Slatoften | 12 — Treasure Hunt

13 — Turf War
Red Joker — Player’s Choice

| You may re-flip your Strategy once b;
reducing Soulstones for crew hire by);.

Strategy Chart Strategy Chart















