
 



Blood and Sand O1 – All Over the Map

Special Rules
Players can decide which goal they are work
ing  towards:  they  can  either  steal  one  or 
more maps from one of  the bookcases,  or 
they can focus on killing monsters. They can 
even  change  their  minds  partway  through 
the scenario!

The three  bookcases contain valuable maps, 
each of which shows the location of a Ruins 
in which can be found a treasure of the very 
type that character is looking for. Place Ob
jective Tokens, face down, on each bookcase 
as shown in  the scenario  map,  to  indicate 
these maps. Use tokens 1 and 2 for two play
ers, tokens 1, 2 and 3 for three players, and 
all four tokens for four players.

The bookcases are locked, but any character 
adjacent to a bookcase who forfeits the bot
tom action of a card can pick the lock. As 
soon  as  a  bookcase  is  unlocked,  turn  the 
token(s) on it face up.

Once a bookcase is unlocked, the map inside 
it may be stolen by any character who for
feits a bottom action while adjacent to the 
bookcase;  one  such  forfeit  is  required  for 
each  map  taken.  Alternatively,  a  character 
may  perform a  loot  action  to  remove  the 
map(s).  When  a  map  is  taken,  move  the 
token  on  the  bookcase  onto  that  player’s 
character mat.

Should a character carrying a stolen map be
come exhausted, leave their miniature on the 
map as an obstacle.  (This  obstacle may be 
pushed or pulled.) Any character adjacent to 
the exhausted character may forfeit the bot
tom action of a card (or use a loot action) to 
steal the map from the body.

Those who steal a map must escape through 
the front door if they want to keep it; they 
do this on any round when the character’s 
movement takes them onto the door space. If 
they do not reach the front door by the time 
the scenario ends, they are caught; any map 
tokens they are carrying are removed from 
the game.

A character who has stolen a map can always 
change their mind, and return to the goal of 
killing  all  enemies  instead.  In  order  to  do 
this, the character needs to drop the map by 
forfeiting the bottom action of a card (one 
forfeit  for  each  map  dropped).  The  token 
that  represents the map is  then placed on 
any adjacent empty hex next to the charac
ter. If there are no empty adjacent hexes, this 
action cannot be performed.

Each bookcase is guarded by a stone golem. 
Each remains inert until  the bookcase it  is 
guarding has its lock picked. It then activates 
as  if  spawned,  taking  a  turn  that  round. 
Once activated, the stone golem regards all 
characters as enemies. Prior to activation, the 
stone  golems may  not  be  damaged  in any 
way.

Should a Dust Demon perform a loot action 
within range of  an unlocked bookcase that 
holds a map, or within range of a dropped 
map, the map is swept up in the whirlwind 
and lost – it is out of the game.

Those who choose to kill monsters may con
tinue  to  do so  even  after  other  characters 
have  stolen  maps  and  left  –  although  the 
fewer characters there are in the shop, the 
tougher the job will be!

The scenario ends when all of the monsters 
(dust demons and sand spiders) have been 
killed, or when all characters have either ex
ited the shop or become exhausted. It is not 
necessary to kill the stone golems.

Conclusion
If all  monsters are killed and no characters 
have stolen a map, Adera rewards each char
acter  with  10  gold.  In  addition,  she  gives 
them a blank map of  the Red Desert  (the 
Party Map). The party gains +1 Reputation.

If  all  monsters are killed and one or more 
characters have stolen a map, Adera rewards 
each character who did not steal a map with 
5 gold. (Characters inside the shop who are 
still carrying a map at the end of the game 
do not receive this reward.) In addition, she 
gives them a blank map of the Red Desert 
(the Party Map).

If the characters did not succeed in ridding 
the shop of monsters (one or more monsters 
is alive at the end of the scenario),  no re
ward is given. They must buy a blank map of 
the Red Desert for 1 gold (the Party Map). In 
addition, if any characters stole a map, the 
party suffers -1 Reputation.

Regardless  of  whether  any  characters  stole 
maps,  if  any of  the  bookcases  still  contain 
maps at the end of the scenario, and if char
acters still remain in the shop (exhausted or 
otherwise), Adera offers to sell these maps to 
them for 20 gold per map.  Characters still 
inside the store may pool their gold to pur
chase maps. As each map is purchased, play
ers must vote on which type of treasure the 
Ruins  on  the  map  contains  –  an  Artifact, 
Trophy,  Relic  or  Heirloom.  If  a  consensus 
cannot be reached, the player of the charac

ter who contributed the most gold gets to 
decide.

Characters who successfully stole a map now 
know the location  of  a Ruins containing a 
treasure of the type that character is seeking. 
That player may choose whether the treasure 
is an Artifact, Trophy, Relic or Heirloom.

The Party Map
The location of the Ruins shown on the spe
cial maps that characters either steal or buy 
should be plotted on the Party Map. To de
termine the location of  each Ruins,  do the 
following:

First, use Objective Tokens 1 to 6. Randomly 
draw one. This will determine the direction 
in which the Ruins lies. (Do not re-use the 
token that was drawn if direction needs to 
be determined a second time; this will pre
vent subsequent Ruins from winding up in 
the same hex.)

Next, use Objective Tokens 3, 4 and 5 and 
randomly draw one. This will determine how 
many hexes away from Lahl the Ruins are.

Mark each of the Ruins on the Party Map by 
writing an “R” in the hex, together with a let
ter indicating the type of treasure the Ruins 
holds: “R-A” (Artifact), “R-T” (Trophy), “R-R” 
(Relic) or “R-H” (Heirloom).
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