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Every year, as we approach the winter solstice,
or Midinvaerne in Elvish, the first snow and frost
on the meadows reminds me of my journey to the
Skellige archipelago. Believe me, dear reader, that
not even last year’s winter, called the ‘winter of the
century’ by many in Kaedwen, can be compared
to the weather on these mountainous islands.
I've only visited Skellige once, and | feel the need
to openly admit that the memories | brought back
with me are a mixed bag.

The islanders are an interesting people. It’s not
easy to form a deep relationship with Skelligans,
as if their thick pelts and furs protect them not
only from the cold, but also from making friends.
Note, however, that once an islander calls you their
friend, you'’ll now have a friend for life.

And a worthy friend it is indeed, for Skelligans
are honorable and loyal. They don’t waste time
playing courtly games or employing stratagems,
but rather resolve their conflicts quickly and firmly,
through force of argument, or force of arms, de-
pending on the matter.

I never saw fighting between the islanders, but
| did witness rival clans - for Skelligan society is
divided into clans - burying the hatchet. | doubt
anyone on the continent could keep up with the

LI

EXPANSION

drinking that occurred on that occasion, and | must
add that the spirits on the archipelago are of the
highest quality. Better moonshine can’t be found
anywhere - except perhaps for the dwarven keeps
of Mahakam. Clearly the biting cold of the islands
has led to the development of spirits that can
warm a man from the inside.

Why then, you ask, are my memories from
Skellige a mixed bag?

The harsh weather makes the people strong,
but also makes various beasts more fierce than
those we see on the Continent. I've heard of were-
wolves that can tear witchers to shreds, and ice gi-
ants that can hurl a block of ice dozens of fathoms.

I also heard talk of Dagon, an underwater crea-
ture many see as a god. Skelligans don’t like to
talk about Dagon. They are brave, but not stupid.
They know there are creatures in this world too
terrifying to face, and Dagon is one of them.

If you decide to visit the archipelago, you are in
for an adventure to remember. Taste the fresh fish,
and feel the warmth of a bear’s pelt, but beware -
the waters of the Great Sea hide many perils.

Chronicles of Benno Kobart, fragment of chapter XX,
Beyond the Continent




COMPONENTS

5 Dagon Trail Tokens

N

30 Skellige Event Cards 5 Dagon Bonus Cards

6 Harbor Tokens

Nt

1 Dagon Monster Card

1 Dagon Miniature and 3 Ship Miniatures

N

1 Skellige Board

N

3 Location Tokens
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GAME SETUP

D —

After the Game Board is prepared (step 1 of the basic
game setup), stop all remaining game setup, and prepare
the Skellige Expansion:

1.

Add the Skellige Board ) on the left edge of the
Main Board.

Add 3 Location tokens @) to the 18 tokens available
in the standard game.

Shuffle Skellige Exploration cards @) and place
them face-down on a designated spot on the Skellige
Board.

Place the Skellige Event cards (@) face-down without
shuffling, on a designated spot on the Skellige Board.
The topmost card should have a number & 1 on its
back.

Place the Dagon miniature 9 on the appropriate
spot of the Danger Track:

Y
a. Ina1-Player game, use the spot marked 1 fé‘;

b. Ina2or3-Player game, 2/ 3%
use the spot marked /3 o

c. Inaékor5-Player game, L/_ 5%
use the spot marked /5 a

6. Shuffle the Dagon Bonus cards into the deck and
place them, the Dagon Monster card, and the Dagon
Trail tokens near the Skellige Board ().

a. The Dagon Monster card has two sides. In a stan-
dard game, keep the side keep the side with the
Special Ability face-up. When using the Monster
Trail Expansion, keep the side with 4 Special At-
tacks face-up.

7. Shuffle 6 Harbor tokens Oface—up (the side with the
anchor up) and place them near those 6 Locations on
the Main Board: Kaer Seren (1), Cidaris (5), Novigrad
(6), Cintra (9), Glenmore (12), Doldeth (13).

8. Look at the bottom part of each Harbor token - 3 of
them have a Ship icon L‘) on them. Place 1 Ship
miniature near each of those 3 Harbors 6 During the
game keep Harbor tokens near carresponding Loca-
tions on the side with the anchor face-up.

Continue the standard game setup. It is possible that 1 or
more Monsters will appear on an Island Location.
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The game structure and the goal of the game remain the
same while playing with the Skellige Expansion. All the
changes in Skellige are explained below

DAGON TRACK
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The Skellige Board for the Skellige Expan-
sion contains a Dagon Track. Dagon min-
iature is used there.

There are 2, 3 or 4 (depending on the
number of Players) spots that mark the
danger level of the sea travels. When Da-
gon is on one of those spots, keep the Da-
gon Miniature on the side of the Skellige
Board.

The topmost spot on the track is called the
Dagon Location and it signifies that Dagon
has emerged. When Dagon reaches that
spot, it actually appears in the game. It
affects sea travel and players may try to
Fight it.

The Player cannot enter the Dagon Loca-
tion until Dagon emerges.

More details on that are explained later.
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NEW LOCATIONS
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There are 3 Locations on the Map Extension. For all game
purposes, all those Locations are treated as any other Lo-
cation. Three corresponding Location tokens are mixed
with the standard Location tokens, so Monsters can ap-
pear on the Island Locations, and resolving Quests may
require the Player to visit one of those Locations.

Location Actions:

Ard Skellig 4 @/@‘/@/@

The Player chooses 1 of the Attributes to Train - Combat,
Defense, Alchemy, or Specialty. They raise the level of the
chosen Attribute by 1.

Isle of Mists + m% /+ G

The Player chooses 1 of the following options:

000000

«  They pick a O-cost card from the 6 cards available on
the Main Board and add it to their discard pile. The
Player cannot perform this Location Action if there is
no O-cost card in the pool. After, replenish the Action
card pool as normal, described in the main rulebook.

« They lose 1 Gold and pick a 1-cost card from the
6 cards available on the Main Board and add it to their
discard pile. The Player cannot perform this Location
Action if there is no 1-cost card in the pool. After, re-
plenish the Action card pool as normal, described in
the main rulebook.
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If the Player has no Level-1 or Level-2 Monster Trophy
cards, the Player randomly picks a Level-1 Monster token
from the pool. Then, they get their corresponding Trophy
card and slide that card under their Player Board, so the
Trophy Ability is visible.

The Monster token is discarded.

The Player do not move up on the Trophy track and they
do not suffer Fatigue.

If the Player has 1 or more Level-1 or Level-2 Monster Tro-
phy cards, they choose 1and discard it.

If it was a Trophy of a Level-1 Monster, the Player randomly
draws a Level-2 Manster token from the pool and follows
the steps as described above.

If it was a Trophy of a Level-2 Monster, the Player random-
ly draws a Level-3 Monster token from the pool and fol-




lows the steps as described above.
New Islands

During their travels, Players may also discover other Is-
land Locations. They may be found in the Skellige Event
cards deck. In that case, the Player places the Skellige
Event card with a new Island Location next to the other
Island Locations shown on the Skellige Board. From now
on, each Player can sail from a Continent Location with
a Harbor Token to one of the newly discovered Island Lo-
cations.

In order not to spoil the surprise for you, the Location Ac-
tions of the Island Locations from the Skellige Event card
deck are described on the last page of this rulebook.

TRAUELLING BY SHIPS

AAD,
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The only way to reach the Island Locations is to travel by
Ship. There are 3 Ships in the game.

There can only be 1Ship on 1lsland or Continent Location.
If a Player finished their Turn on an Island Location, that
Location cannot be visited by any other Player until they
leave it.

The Player can use Ships to travel from the Continent Lo-
cation to one of the Island Locations (or back). The Player
cannot use Ships to travel:

= between two Harbors on the Continent
= between two Island Locations
= between an Island Location and the Dagon Location.

When a Player moves to the Location with a Ship, after
performing the Location Action, they may decide to trav-
el to an Island Location. They may also choose to do so
when they begin their Turn on a Location that has a Ship
on it.

TRAVELING FROM THE
CONTINENT TO AN ISLAND

< ALP,
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The Player may only travel from a Continent Location to
an Island Location from a Harbor Location that has a Ship
on it.

The Player may travel from a Continent Location to an Is-
land Location only once per Turn.

When the Player decides to travel from a Continent Loca-
tion with a Ship, they take the following steps:

1. The Player plays a card with a Terrain Type matching
the Location that they want to reach.

They may also play a card that does not match the
Location and pay 1 Gold or play any 2 cards.

There are 3 Island Locations to choose from, but more

can appear during the game.

The Player moves their miniature to the Ship.

The Player rolls a die and compares the result with

the spot on the Danger Track

by Dagon.

a.

Q currently occupied

If the outcome matches the upper range (&) of
results — the Ship travel is “safe”.

Move the Dagon up by 1 spot (@ on the Danger
Track.

(The results of moving Dagon to the topmost spot
are explained later in this rulebook, see page 9.)

If the outcome matches the bottom range (§) of
results — the Ship travel is "dangerous”.

The Player to the right of the Active Player takes the
top Skellige Exploration card and reads the appropri-
ate section of it to the traveling Player.

a.

If the travel is “safe” they read the upper section
G of the Skellige Exploration card.

If the travel is “dangerous” they read the bottom
section G of the Skellige Exploration card.

B You step ashore after a calm sea voyage and yous
[ tention is immediately drawn by the smell of freshi
 cooked fish on the stone jetty. There is no one to b
found nearby. It would be a shame to leave someane!
meal to the seagulls.

I8 You finish eating to see a group of people in long robes |
lunes. y

emerge
i Our offeri

You man:
| come change after the last few days.
[ | Draw 1 card from your deck.

JOURNEY
(] As you come ashore you see a group of people in long
robes gathered around a stone plinth. ‘Behold, the

b1 offering for Dagon comes to us! they shout at your  |{}

|| sight. While you manage to escape, a dog belonging

k| toone of the cultists leaves a deep wound in your calf. [i}

| © Dress the wound yourself.

| © Find someone who can help.
Bog————

L | © You are left with a nasty scar.

4| Discard 2 Potions.

1@ The wound starts to rankle before you can reach
i d.

the settlement. This isn't goot
During Phase Il draw 1 card less.

€

Travel is
llsafell

=
o

Travel is
“dangerous”

B




5. Unless the Travel Action is affected in any way, the
active Player reaches the Island Location that they
declared to be the destination in Step 1.

a. Then, the Player may perform the Location Action
and resolve any Quests or Trail Quests they have.

b. The Player may decide to continue their Phase
| by traveling back to the Continent or end their
Phase | there (either to Fight a Monster that is
there or because they simply decide to do so).

One Exploration Limit:

When the Player has a Skellige Exploration card read to
them, when they Travel from the Continent to the Island
Locations, they do not Explore in the Phase Il of their Turn.
If they were to do so, they simply skip that step and move
to Phase lll.

The Player may get a Skellige Exploration card and then
Fight or Meditate during Phase II.

TRAUELING FROM AN ISLAND
BACK TO THE CONTINENT

AOAD.
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When the Player travels from an Island Location back to
the Continent they take the following steps:

1. ThePlayer plays a card with a Terrain Type matching the
Harbor Location on the Continent that they want to
reach.

They may also play a card that doesn’'t match the Lo-
cation and pay 1 Gold or play any 2 Cards.

There are 6 Harbor Locations on the Continent but re-
member that there can only be 1 Ship in each Harbor.

2. Thenthe Player moves their miniature to the Ship, moves
the Ship to the chosen Location, and places the min-
jature there.

Remember: You do not read the Skellige Explora-

tion card during the travel back to the Continent.

The Player may perform Location Action of that Loca-
tion, following standard rules, and they may continue
with their Phase |.

The Player can perform that Travel up to two times in one
Turn. It may happen only when they begin the Turn on the
Island Location, Ship back to the Continent, Ship to one of
the Island Locations, and then back to the Continent.
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The Player still has 1 card left in their hand. They play it.
There is a Water Terrain icon on this card. Since there are
Ships in Kaer Seren and Glenmore, the Player cannot move
there. They move the Ship miniature with their Witcher
miniature to Cidaris and perform the Location Action.
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The Player’s hand is empty, so they decide to end Phase |
of their Turn. Since they have the Skellige Exploration card
read, they do not Explore during Phase Il of their Turn. They
proceed to Phase |ll.

Moving Dagon to the topmost spot of the
Danger Track

!‘/ When Dagon is on the last spot that
»" is outside of the Skellige Board, and it

" moves to the top spot (the Dagon Lo-
cation) it emerges.

N 2
i

It may happen when a Player is

traveling to an Island Location and
) the Player rolls 5 or 6 on the die

(step 3 of traveling from Continent
to an Island). In that scenario:

9

= The Sea Travel is “safe” and the Player to their right
read the upper section of the Skellige Exploration

card.

+

= The Active Player is also affected
by the Dagon emerging. The Play-
er lowers their Shield level to 0 and
gains a Dagon Trail token.

= Then the Player reaches their destiny and continues
their Phase I.

It may also happen as an effect of a Skellige Exploration
card. Then the Player that is now performing a Sea Travel
to the Island Locations loses all their Shields and gains
a Dagon Trail token, and reaches their destiny continues
Phase |.

Dagon can also emerge as a result of an Event card or
different special effects. If that happens, and no Player is
performing a Sea Travel, Dagon emerges but no one is
affected.

| Dagon Location Clarifications

Dagon Location is a spot on the top of Dagon
Track. Players cannot move to Dagon Location
until Dagon reaches that spot. Players cannot
move to Dagon Location from an Island Location;
itis possible to get there only from a Continent
Location.

There may be more than 1 Ship on the Dagon
Location (which means that there may be more
than 1 Player on that Location).

If Dagon is driven away and placed back on the

bottom spot of its track, Players cannot move to

this Location until it emerges again. They can
~only move from this Location back to a Continent
- Location.

Dagon Emerged

Until Dagon is on the Dagon Location (i.e.
it emerged onto the seas), Players do not
roll the die while traveling to Island Loca-
tions since the Travel is always considered
‘dangerous”. The bottom section of the
Skellige Exploration card is read.




TRAVELING TO FIGHT DAGON
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When Dagon has emerged (reached the Dagon Location),
the Player may decide to board a Ship on the Continent
and sail to Fight it.

Remember: You cannot enter the Dagon Loca-

tion until Dagon emerges.

To Fight:

= The Player has to be on Location on the Continent,
that has a Ship on it.

= The Player places their miniature on the Ship and
plays a card of any Terrain Type (as shown on the
Dagon Location on the Track).

= The Skellige Exploration card is not read.

= The Player moves the Ship with their miniature to
the Dagon Location.

= The Player proceeds to Phase Il of their Turn and
Fights Dagon, following all the standard Fight rules.

The Dagon card shows its Level, Life Pool, Special Ability,
and Fight outcome.

Monster
Life Pool;

" ‘Before the Dagon'’s first
- Attack, the Player discards
- 1random card from their
~ hand and lowers their Shield |

level by 1 per each Trophy -
card they have.

—— N

+2& +@®

Monster
Level Special Ability

Fight Outcome

The Player may only get a Dagon Trail token in one of two
ways:

= They travel to one of the Island Location, and during
that Travel Dagon emerged,

= They fought Dagon and lost.
Dagon Fight outcome:

As shown on the Dagon card, there are two possible re-

sults of the Dagon Fight:
1. Dagon is Driven Away if:
a. The Player manages to win the Fight. Q

b. The Player is defeated but Dagon has only O or
1 cards left in the Life Pool{Z)

In that case, Dagon miniature (e Se—=—————
is placed on appropriate spot N -

of the Danger Track which de- M}/ MUJ 9
pends on the number of Play-
ers. The Player is rewarded
with: (@

= 20old

= Any chosen 0-cost card
from the pool of the
6 available.

= The top card from the
Dagon Bonus cards and
places it with the Trophies
that they have.

The Player do not move up on the Trophy Track and they
do not suffer Fatigue. @

2. The Playeris completely defeated, if they have O cards,
and Dagon has 2 or more cards in the Life Pool. G

In that scenario, Dagon re-
mains in the game on the Da-
gon Location on the Danger
Track, and the Player gets: G

= The Dagon Trail token (if
they don't have one).

= Any chosen 0-cost card
from the pool of the
6 available.

Also, during Phase Il of this
Turn, the Player draws 1 card
less@

In both scenarios, the Player follows all the other “Fight
outcome” steps and moves to Phase IIl of their Turn.




NEW LOCATIONS FROM THE SKELLIGE EVENT CARDS
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If the Player has O or 1 Level-1 Mon-
ster Trophy card, the Player draws
a Level-1 Monster token from the
pool. Then, they get their corre-
sponding Trophy card and slide
that card under their Player Board,
so the Trophy Ability is visible. The
Monster token is discarded. The
Player does not move up on the
Trophy Track and they do not suffer

Fatigue.
HUANDRE HEVUANGI LoC GweN
0B 0B
The Player randomly draws a Lev- The Player gains 3 Gold.

el-1, 2, or 3 Monster token from
the pool. Then, they get their cor-
responding Monster card. After,
the Player immediately proceeds
to Phase Il of their Turn and they
Fight the drawn Monster. Apply the
normal Fight outcome with one
change: if the Player is defeated,
shuffle the Monster token back to
the pool.

\ 9
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The Player draws 4 Potions. If they
exceed the limit of 4 Potions, they
discard any chosen Potion(s) down
to 4.

PAwWEN Y CREVUAN
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The Player gains (up to)
1 of each Trail token.




SKELLIGE AND OTHER
EXPANSIONS
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The Skellige Expansion may be combined with
some other Expansions. During the first game
with this Expansion, we suggest not to use any
other Expansion. When Players are familiar
with this Expansion, they may use the Skellige
Expansion with:

= Mages Expansion

= Legendary Hunt Expansion

= Monster Trail Expansion

= Adventure Pack Expansion.

If Combining the Skellige and Monster Trail Ex-
pansions, remember that Dagon uses its Spe-
cial Attacks during a Fight but it has no Weak-
nesses and Weakness tokens have no impact
on the Fight with Dagon.




