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WILD HUNT /

A4 EXPANSION 7

The bearded man stabs the axe into the trunk
and wipes his forehead. As always, he set about
preparing the stock of wood too late. Winter sur-
prised him with frost and white down. Sighing, the
bearded man looks at the children playing in the
distance.

Girls make snowmen in the field. A little further,
the boys compete to see which of them dares to
walk further along the frozen river. A man smiles
as his son excels in the competition.

Suddenly it gets dark, as if a phantom has
devoured the sun. The sky is obscured by a dark
aura, from which a nightmarish cavalcade emerg-
es, a demonic retinue - the Wild Hunt.

The Wild Hunt rides into the field. The ghastly
clamor is mixed with the screams and crying of the

children. Suddenly, a loud crack of shattering ice
breaks through it all.

Itis all over in a blink of an eye. The Hunt dis-
appears into thin air, but the memory of it remains
vivid in the frightened faces of the children and the
fear of the bearded man. Where is his son? Where
is...?

Later in the village, they said that the kid had
drowned. That he fell under the ice and could not
come out. Little did they know that when the Hunt
reappeared in the sky, a tiny ghost could be seen in
the retinue, his face half obscured by an oversized
helmet that fell deep into his boyish skull.

Chronicles of Benno Kobart, fragment of chapter XXI,
Fairy Tales and Folklore
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4 Wild Hunt members
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Nithral Imlerith Caranthir

16 Special Attack cards — 4 per 4 Wild Hunt cards - 1 per

each Wild Hunt member each Wild Hunt member

6 Hounds of the Wild Hunt

6 Hound of the Wild Hunt miniatures - 2 in each
Level (I, II, and III)

6 Hound of the Wild Hunt
tokens - 2 in each Level
(I, 11, and 1)

2 Hound cards - two-sided,
one side for each Player
count (1, 2, 3, 4, or5)

The Hound minature

Even though the miniatures present 1, 2 or
3 Hounds on each - for the entirety of this rule-
book, a single miniature is referred to as: the
Hound. (The number of Hounds presented on
the miniature represents the Hound's level.)

35 Wild Hunt Exploration cards -

20 Stage | and 15 Stage |l cards 35 Wild Hunt Event cards

1 Charge/Bite token 12 Quest tokens
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20 Wild Hunt Shield tokens

(values 1, 5, 10, or 20) 5 Wild Hunt Help cards

3 double-sided Round Tracking boards

and Tracking token
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Game setup is similar to the standard game setup, with
following changes.

SETUP CHANGES

AALP,
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1. Players don't keep track of their Trophies o as col-
lecting them is not a victory condition.

& Important: Players don't suffer Fatigue after gain-
ing a Trophy.
2. Players use Wild Hunt help cards 9 instead of the
standard help cards.

3. Players place Quest tokens 9 anywhere near the
Main Board.

4 Take the Round Tracking board @ with a symbol
matching the number of Players.

" Fight,

‘Movement Meditation, Drawing and Add Hound o
and Action Exploration gaining cards | and/or Monster Witd Hunt Movemssigy
. *
) ;
1 ] 4‘:' Exploration | g +D§ Level | Hound
—8
] +>) %, s i e

a. Select one Player to manage the Round Tracking
Board.

b. Keep that Board near that Player.

c. TheTracking token is placed on the “1" spot in the
top-left corner.

5. Standard Exploration and Event cards are not used.
Instead, use the Wild Hunt Exploration and Event

cards 9:

a. Place the Wild Hunt Event cards face-down with-
out shuffling, on a designated spot on the Board.
The topmost card should have a number 1 on its
back.

b. Create the Exploration deck for that game: place
3 face-down cards from the “Stage II" and 4 face-
down cards from the “Stage I" on top of them.

= 4-or 5-Player game exception: place 3 cards
from the “Stage I” instead of 4.

c. Keep the Wild Hunt Exploration deck (consisting
of 6 or 7 cards, depending on the number of Play-
ers) where the regular Exploration cards are kept
in a standard game.

A Wild Hunt Movement pool 0 is created. (Skip that
Step in a 1-Player game.) Each Player places their
Scoring token near the Round Tracking board, creat-
ing the Wild Hunt Movement pool. The Closed Tavern
token is added to the pool. It is used in Phase IV of
each Round (as explained on page 9).

Put all unused tokens back in the box.

Players choose the member of the Wild Hunt 0 that
they will fight against. This character is called Wild
Hunt for short in this Rulebook and in the other game
components.

a. Players have a free choice,
but we suggest fighting them
in a particular order: Nithral,
Imlerith, Caranthir, Eredin.

b. Wild Hunt has 1 card that is
placed with the "A” side )
facing up, near the Round
Tracking board (or anywhere
visible to all Players).

c. 6 Hounds of the Wild Hunt min- !
iatures and face-down tokens ‘
are placed nearby, with 1 Hound
card with the side matching the
Player count face-up.

d. 4 Special Attack cards ) for the chosen Wild
Hunt are placed nearby - those are to be used in
the Final Fight.

e. Wild Hunt Shield tokens € are placed nearby.

f.  Unused Wild Hunt components are placed back
in the box.

The Charge/Bite token e is placed near the Monster
Attack cards.

Players choose a difficulty level. It determines the
number of Monsters on the Main Board at the
beginning of the game, as well as a number of Wild
Hunt Shields that the Wild Hunt uses.

We suggest choosing the Easy or Normal level (see
page b) for the first game.

a. For each Monster, draw an appropriate Monster
token.

= For the first Monster, a face-down Forest Loca-
tion token is drawn.

= For the second Monster (if there is one), a face-
down Water Location token is drawn.

= Reveal both tokens, then place the Manster(s)
on the Main Board following standard game
rules.




P A e A IS S e 1 N R R
=== — — — =% [y
b. Wild Hunt Shield tokens are taken from the pool 10. Place the Wild Hunt@ ool Mo SR |
and placed on the Wild Hunt card. F ] ‘s
a. Draw and reveal a Mountain Location token: place ot
For Example: if it has 28 Wild Hunt Shields, place the Wild Hunt miniature on that Location Action i -
2 tokens with a value of "10” and 8 tokens with text. i
SR e T b. Shuffle the Location token back into the pool. NG
. Each Player draws 5 cards 0 to their hand and plac-
es 3 Gold on their Player Board. N =
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& DIFFICULTY LEVEL 8— <
Num. of Just the Story! Story and Sword! Blood and Broken Bones! Death March!
Players (Easy) (Normal) (Hard) (Very Hard)
a
&
Level | Monster Level | Monster Level Il Monster Level lll Monster
1%
= 5 Wild Hunt Shield tokens 7 Wild Hunt Shield tokens 9 Wild Hunt Shield tokens 11 Wild Hunt Shield tokens
@ -
& 2
Level Il Monster Level | Monster Level | Monster Level | Monster
% + Level Il Monster + Level Il Monster + Level lll Monster
2 A:l
28 Wild Hunt Shield tokens 31Wild Hunt Shield tokens 34 Wild Hunt Shield tokens 37 Wild Hunt Shield tokens
@
&
Level Il Monster Level | Monster Level | Monster Level | Monster §
2 + Level Il Monster + Level Il Monster + Level Il Monster
3% 2
54 Wild Hunt Shield tokens 58 Wild Hunt Shield tokens 62 Wild Hunt Shield tokens 66 Wild Hunt Shield tokens
o
&
Level | Monster Level | Monster Level | Monster Level | Monster
l‘ ;\%\ + Level | Monster + Level Il Monster + Level Il Monster + Level Il Monster -
77 Wild Hunt Shield tokens 82 Wild Hunt Shield tokens 87 Wild Hunt Shield tokens 92 Wild Hunt Shield tokens i
o
& :
Level | Monster Level | Monster Level | Monster Level | Monster ‘
5% + Level | Monster + Level lll Monster + Level Il Monster + Level lll Monster -
97 Wild Hunt Shield tokens 106 Wild Hunt Shield tokens 113 Wild Hunt Shield tokens 120 Wild Hunt Shield tokens
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THE WILD HUNT
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Remember: The term “Wild Hunt" — when
used in this Rulebook, or on any component -

refers to the Wild Hunt member that is being
used in this game.

The Wild Hunt appears on the Main Board at the start
of the game. They travel and affect different aspects of
the game. Players are unable to Fight them until the last
Round of the game (which can be the 7th or 8th Round,
depending on the number of Players, see page 6).

THE GOAL OF THE GAME

AALP,
10 1¢

In the Wild Hunt Expansion, the Goal of the game is to
defeat the Wild Hunt during an epic Fight that takes place
after the last Round.

Before that, Players complete Quests, fight Hounds of the
Wild Hunt, and the usual Monsters.

At the end of the game, Players try to win a Fight against
Wild Hunt together, after the last Round. If they manage
to kill the Wild Hunt, before all Witchers are Knocked-Out,
they win the game together.

If all Players are knocked out in the Final Fight with the
Wild Hunt, they all lose the game.

ROUND TRACKING BOARD

AP,
210 1¢

Players use the Round Tracking Board and the Tracking
token during the game.

During Game setup, the token was placed o on the “1”
spot (representing the First Round of the Game).

Each row has a “Phase II" spot 9/ showing which Wild
Hunt Exploration card is drawn; during the first four
Rounds, a Stage | card is drawn; during the final 3 Rounds,
a Stage Il card is drawn.

Each row also has a "Phase IV* spot 9 showing what
happens at the end of each Round. (New Monster and/or
Hound appears, and Wild Hunt Moves.)

At the end of the 8th round Q (7th round for 4- and
5-Player games), Players fight the Wild Hunt during
Phase IV.

Fighting the Wild Hunt is explained at the end of the Rule-
book (see page 11); gameplay changes are described
next.

Drawing and Ad?,
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ar D Level | Hound

Exploration |
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+Dg Level | Monster | 9
45 Dg Level | Hound +

Level Il Monster
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=
Exploration | é
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Exploration | é +D§ Level Il Hound
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Wild Hunt moves
up to2 Locations

Exploration |

to randomly
chosen Player:
_ activate the Wild
Hunt's Special
Ability.

ar Dg Level lll Monster

8 | Level lll Hound +
i DE Level Il Monster
0. 0

|
Turn Wild Hunt card on side B.
+ P
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Exploration Il

Exploration Il
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No Exploration roceed to the Wild Hunt Fight Preparation. {4

WILD HUNT AND HOUNDS
STRENGTHEN MONSTERS
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The Monsters are affected

by the Wild Hunt and/or Bl > CARANTHIR «—

Hounds that are located on
the same or neighboring
Location as the Monster.

For each Hound and/or the
Wild Hunt on the same or
neighboring Location as
a Monster, the Monster’s
Life Pool is increased by 1.

The Monster’s Life Pool
cannot exceed 20.

TELEPORTATION

When Caranthir enters the
Location with any Player{s),

| each Player on that Location

| draws 1 Location token (of any
Il Terrain Type) and discards all
| their Potions. If the_y do not
have any Potion, they lower
their any Attribute level by 1.
I After, each Player moves to the
| drawn Location. They do put
perform the Location Action.

_ CARANTHIR AND HOUNDS
* STRENGTHEN MONSTERS
For each Hound and/or the Wild Hpnt
on the same or neighboring Location
as a Monster, the Monster’s Life Pool
is increased by 1.




For example: The Monster is neighbored by the Wild Hunt
and a Hound. Additionaly, there is another Hound on the
Location occupied by the Monster. The Monster has its
Life Pool icreased by 3.

WILD HUNT SHIELDS

< ALP.
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The Wild Hunt begins the game with a set
number of Shields. These represent its de-
fense that will absorb Damage received in
the Final Fight.

Wild Hunt Shield tokens are kept on its card (or beside it).

Some Wild Hunt Exploration/Event cards make the Wild
Hunt lose 1 or mare Shields. In such a case, put the
Shields lost back in the box.

The Wild Hunt may also lose Shields when any Player
successfully Fights a Hound (see page 10) or Defeats
the Monster (see page 9).

If the Wild Hunt has O Shields, any additional Shield loss
that it might suffer before the Final Fight is ignored.

TURN SEQUENCE

208

The Turn sequence in the Wild Hunt Expansion changes
in many ways. It's best to take things slowly at first and
get to know gameplay basics in the first few Rounds.

All of the Phases play out differently, and there is an Ad-
ditional Phase IV when the Wild Hunt is activated.

Phase |

= Players perform Movement and Actions during
Phase | in any Player order.

= Players may freely discuss the order of their Move-
ments and Actions. Each Player may complete all
of their Actions in a row, or alternate taking Actions
with other Players as they see fit.

= Phase | ends when all Players collectively decide to
end it (or they can't perform any more Movement or
Actions).

Wild Hunt /Hound on the Location

You can not take a Location Action if a Hound and/or the
Wild Hunt is currently placed there; however, you may
freely enter and leave such a Location. (Keep the Wild
Hunt and Hounds on the Location Action to remember
that they 'block the Action’).

Fighting a Hound of the Wild Hunt

When Hounds appear during the game, you can Fight
them!

= You can Fight a Hound alone or together with other
Witchers, if you all share the same Location with the
Hound.

= Fighting a Hound is considered to be a part of Phase |
and does not end Phase | (see page 10).

= When the Hound Fight is over, each Player on the
Location may decide to take the Location Action and
continue their Turn, if they are able to.
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Exchange Action - two or more Witcher meet

When two (or more) Witchers are at the same Location,
at any time during Phase |, any of them can perform Ex-
change Actions.

Each Witcher (sharing the same Location) may freely
exchange (or simply give away) any of the following be-
tween themselves, any number of times each: Gold, Po-
tions, Bombs (Monster Trail Expansion), Trail tokens, and
Trail Quests (that have 1 Gold on them). (Each Witcher still
has a 4-Potion and 4-Bomb limit.)

Location Actions - Dice Poker

The only Location Action that is different while playing
the Wild Hunt Expansion is Dice Poker. You cannot play
Dice Poker against other Players during the Wild Hunt
expansion.

The Player choosing to take the Dice Poker Location Ac-
tion pays 1 Gold, rolls 5 dice, and they may perform 1 reroll
(of any number of dice). Then, the Player compares the
result with the table on the “Wild Hunt help card” to gain
Gold (possibly 0).

Your Result Reward

Nothing 0 Gold

Pair ][] 0 Gold

Two Pairs ][] 1Gold
Three of a Kind CICIE 2 Gold
staight | [ (3 3 Gold
FultHouse | [ =) L) B e | 3o

I 4 Gold

Four-of-a-Kind

FICIEIEIED | 5600

Five-of-a-Kind

Phase Il

Phase Il begins when all Players decide to end Phase | (or
they can't perform any Movements or Actions).

First, all Players who want to, perform a Fight. Players are
not allowed to Fight each other.

= Players resolve their Fights in any order.

= If two (or more) Players are at the same Location,
they decide together which one of them actually
Fights the Monster (alone).

= The other Player(s) (sharing the same Location)
may Support the Player fighting the Monster.

Supporting a Witcher:

Any number of Players sharing a Location with
a Player fighting a Monster may choose to Sup-
port them.

Players may Support the fighting Player only if
they have at least 1 card in their hand.

Supporting is optional; some, all, or no Players
need to do so.

To Support a Witcher:
1. Discard any number of cards from your hand.

2. Decrease the Monster's Life Pool by the num-
ber of cards discarded.

3. After creating the Life Pool, the Player Fight-
ing the Monster draws a number of cards
(from their deck) equal to the number of cards
that were discarded.

4. When you Support a Player (by discarding any
number of cards), you get the Witcher Trophy
from the Player Fighting the Monster.

You may only have 1 Trophy from each other
Player.

You may Fight any Monster (that you share a Location
with) following the standard rules, with some exceptions:

= For each Hound and/or the Wild Hunt on the same
or neighboring Location as a Monster, the Monster's
Life Pool is increased by 1.

= The Monster's Life Pool may not exceed 20 cards.

= The choice for Charge/Bite is done by flipping the
Charge/Bite token after the card is revealed.

= If the Monster is Defeated or Driven Away: Do not
draw a new Monster (new Monsters only appear as
an effect of the Wild Hunt's activation, see page 9).

= The rewards and consequences of Defeating, Driving
Away, or being Defeated are the same as the base
game with two exceptions:




= You do not suffer Fatigue if you kill a Monster.

= [|f the Monster is Defeated or Driven Away, the
Wild Hunt loses a number of Shields equal to the
Level of the Monster.

For example: When Player defeats a Griffin
(Level 2), they discard 2 Wild Hunt Shields.

Then, any Player that did not Fight a Monster may Medi-
tate; but remember, you do not suffer Fatigue when play-
ing the Wild Hunt Expansion.

You can Meditate regardless if you Supported a Fight or
not.

After all desired Fights and/or
Meditations are done, any Player
draws the top Wild Hunt Explo-
ration card from the Exploration
deck (it may be a stage | or stage
[l card, as shown on the Round
Track).

Exactly one card is read (regard-
less of the number of Players in
the game).

The entire card is read by any Player;; It may contain a:

Quest (to be completed by one or more Players during the
following rounds).

= Follow the card’s instructions and keep it face-
up near the Main Board. (If you have other active
Quests, these remain in play.)

Choice (to be made collectively by the group of Players).

= Discuss the possible options together and come to
a common decision. (If there is a need to break a tie,
the youngest Player at the table makes the final de-
cision.)

Location tokens

= When drawn due to an Explo-
ration card's effect, keep them
beside the card.

Quest token on  When any
Player enters this Location, reveal and read
&8 7 for him.

= Return them face-down to
the pool when their associat-
ed Quest is resolved.

Quest tokens

= Use them on the Map as a reminder for
ongoing Quests. (Remove them when
their Quest is resolved.)

Remember: As with the standard Exploration

cards, the used ones should be kept in the game

box and shuffled back only after the Players have

used all of them once during multiple play ses-
. sions.

After reading one Wild Hunt Exploration card (and pos-
sibly the Event card connected with it) Players move to
Phase IlI.

During the 8th Round (7th round for 4 and 5 Players)
no Exploration card is read.

Phase Il

Players play Phase Ill as in a standard game in any order.
They may discuss the cards that they wish to get with one
another.

After a Player gets a new card, the pool is moved to the
right and a new card is drawn.

After each Player has completed Phase Ill, move to
Phase V.

Phase IV

Follow the Round Tracking board and perform two steps:

1. New Monster and/or Hound appears

When a Hound appears,
take one Hound (from the
supply) and place it at the
Wild Hunt's Location (cov-
ering the Location Action).

Add Hound
and/or Monster

Drawing and
gaining cards

+

Level | Hound

Ol

as
O]

If there is already a Hound
there, place it at a neigh-
boring Location with no
Hound, chosen by the Play-
ers.

Level | Hound +
Level Il Monster

E Level | Monster

(o | G [ 0 o
O

+

O

l Level Il Hound l

The Hound card (on the side of the board) shows the ba-
sic information about Hounds, depending on their level.

If a new Monster appears, do the following in order.

1. Draw arandom Monster token (from the pile with the
Level shown on the Round card).

2. Draw a Location token. The Players choose which Ter-
rain type, but each Terrain type can only ever have one
Monster on it.

For example, if there is a Monster on a Mountain Lo-
cation, Players may only choose a Forest or Water
token to draw.
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3. Reveal both tokens; then:

a. Place the Monster token (that was drawn during
step 1) near the Location on the main Board, that
corresponds to the Location token drawn in step
2,

b. Place the matching Monster card and the Location
token in the Monster section of the Game Board.

If there are 3 Monsters present on the Board, and you
must draw a 4th, the Monster is not drawn. Instead, add
Shields to the Wild Hunt equal to the Level of the Monster
that was supposed to appear multiplied by 2.

For example, if Players were supposed to add a Level
2 Monster, and there are 3 Monsters in the game, they
add 4 Shields to the Wild Hunt instead.

2. Wild Hunt Movement

If there are any Players on the Wild Hunt's Location, it per-
forms no Movement. Proceed to step 3.

Otherwise, one Player takes all the tokens in the Move-
ment Pool and randomly draws one of them.

If it is a Player’s Scoring token, the Wild Hunt moves up to
2 Locations towards that Player, using the shortest way. If
there are two shortest ways, Players choose one of them
together.

The Wild Hunt immediately ends its Movement when:
= |t enters a Location with any Player, and/or
= [t moved 2 Locations.

If it is the Closed Tavern token, the Wild Hunt moves up
to 2 Locations towards any Player (chosen collectively by
all Players).

10 & =

Solo Mode:

While playing the Wild Hunt solo, you don't draw a token
from the Pool, but the Wild Hunt always moves 2 Loca-
tions towards your Location.

Wild Hunt builds up its power

If the Wild Hunt enters the Lo-
cation with 1 (or more) Witchers,
the Wild Hunt's Special Ability is
activated.

—= IMIERITH &—

Players follow the Special Ability
description on the Wild Hunt card.

Phase IV End

Move the Tracking token to the
next row on the Round Tracking
board, and begin the next Round.

~ IMLERITH AND HOUNDS

i * STRENGTHEN MONSTERS
For each Hound and/or the Wild Hunt il
ont neight

FIGHTING HOUNDS

A AP,
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Players that occupy the same Location as a Hound may
decide to Fight it together.

This does not count as a “Maonster Fight” (as you would
perform during Phase Il); it's completed immediately
during Phase |.

Players may try to Fight each Hound once during Phase I.

Fight preparation

Based on the information shown
on the Hound’s card, according
to the Hound's level, each Player
who chooses to Fight does the
following:

= draws a number of cards
from their deck to their hand,
and

= lowers their Shield level.

Attacks

Each Player fighting the Hound creates a card Combo to
try to deal as much Damage as possible. Each Player who
chooses to Fight have to play at least 1-card Combo.

= Damage symbols deal Damage to the Hound.

= Shield symbols raise the Player's Shield level (up to
their Defense Level).

= All other symbols are ignored.




Result:

After each participating Player played their card Combo,
check the total Damage done to the Hound:

If greater than its Life Points (as shown on the Hound
card):

= The Wild Hunt loses Shields
equal to the inflicted Dam-
age exceeding the Hound's
Life Points.

= Reveal a random Hound token of level matching the
level of the killed Hound - and each Player (that par-
ticipated in this Fight) gains the bonus. (After, return
the token to the box).

= Players gain the Bonus in any chosen order.
= Remove the Hound miniature from the Main Board.
If equal to its Life Points:

= Reveal a random Hound token of level matching the
level of the killed Hound - and each Player (that par-
ticipated in this Fight) gains the bonus. (After, return
the token to the box.)

= Players gain the Bonus in any chosen order.

= Remove the Hound miniature from the Main Board.

G/®/@
N

p )

+(d

Draw the top 1 card from your deck to your hand.

Add any 1 of the revaled Action cards of
cost 0 to your discard pile.

000000

(If there are no O-cost cards available, reveal
cards one by one from the top of the pile un-
til one is found. All other cards are shuffled
back.)

After Player gets a card, the pool is immedi-
ately moved to the right, and the pool is re-
plenished.

Add any 1 of the revealed Action cards of
cost 1to your discard pile.

o
B
+[1;
a
[}

+]1 O/0/O/<  Raise any Attribute by 1 Level
+] 1.:

EEE Raise your lowest Attribute by 1 Level.

o/ ofeXe’

All other rules apply, as described above.

[f less than its Life Points:

= Each Player fighting the Hound discards all the cards
that they have.

= [he Hound remains on the Main Board.

WILD HUNT FIGHT

208

Wild Hunt Fight Preparation

1. Players prepare for the Fight

= Each Player keeps their
hand of cards and shuffles
their discard pile with their
deck.

= The Wild Hunt card is turned
over on side “B” to show the
Abilities it has during the
Fight.

Before creating the Life Pool:
each Player lowers the level of any 4
Attribute by 1 per each Quest token g

Ml  on the Game Board and on Monster |8

Bl -ards. The Player may lower levels of

one or multiple Attributes.

2. The Wild Hunt Life Pool is prepared

Shuffle all 20 Monster Attack
cards and discard 4 of them back
into the box. Then shuffle the 16
cards with 4 Wild Hunt Attack
cards. That is the Life Pool for the
Wild Hunt.

WILD HUNT TERROR
Before creating the Life Pool:
each Player lowers the level of any.
Attribute by 1 per each Quest token
©on the Game Board and on Monster
cards. The Player may lower levels of
one or multiple Attributes.

5 16“@“+;E| |
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Wild Hunt Fight General Rule

[f the Wild Hunt has any Shields, Players must

remove them first: for each Damage dealt to

the Wild Hunt while it has any Shields, reduce

its Shields by 1. (Once all Shields are removed,

immediately start dealing Damage as normal
~ to the Wild Hunt, with remaining Damage,
| ifany)
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Wild Hunt Fight

Fight Structure:

1. All Players that are at the same Location as the Wild
Hunt each perform a Fight Turn (in any order).

= When a Player performs a Fight Turn, they per-
form all steps as they would during a regular
Fight.

2. All Players not at the same Location as the Wild Hunt
are directly moved to the Wild Hunt's Location (they
do not perform a Fight Turn).

3. The Wild Hunt performs a Fight Turn.

4. All Players (that are not knocked-out) take a Fight
Turn (in any order).

Repeat steps 3 and 4 until any of the following is true:
= The Wild Hunt is defeated,
= all Witchers are Knocked-Out.

Player’s Fight Turn

= Players choose the arder in which they perform their
Fight Turn.

= Each Player must complete their full Fight Turn be-
fore the next Player can start their Fight Turn.

= Damage dealt to the Wild Hunt always removes
Shields first. When the Wild Hunt has no Shields re-
maining, the Damage discards cards from the top of
their Life Pool deck.

Passive Ability on Special Attack cards

If one or more of the Wild Hunt's Special Attack cards
are discarded during a Player’s Turn (by dealing Dam-
age or any Ability), then the “Passive Ability” on each of
those cards is activated.

b - FREEZE
- All Players take 4 Damage.
Charge/Bite j
‘they cannot raise their Shield level |
~ (Mages cannot gather Protection, &

Y = I e W
" FROST ARMOR
+ Before the next Player’s Fight Turn:
| Imlerith gains 1 Shield

= per each Player.

% Passive
¢ Ability

Wild Hunt Fight Turn

= When the Wild Hunt performs their Fight Turn, any
Player discards the top card from the Wild Hunt's
deck face up; if it's a:

= Special Attack card:

= Each Player applies the same effect (as shown on
the top part of that card).

= Standard Attack card:

= Each Player flips the Charge/Bite token separately
and applies the corresponding effect.

Being Knocked-Out

If a Witcher has O cards in their hand and deck, they are
Knocked-Out.

= They don't perform any further Fight Turns, nor apply
Wild Hunt Attack effects.

The remaining Witchers continue the Fight.
Winning / Losing
If all Witchers are Knocked-Out, all Players lose the game.

If the Wild Hunt Life Pool deck is empty, and there is
at least one Witcher standing, the Fight is over and the
Witchers win!

The Witchers that were Knocked-Out during the Final
Fight have also done their part; and therefore all Players
are considered Winners.

Wild Hunt and other Expansions

The Wild Hunt 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 fa-
miliar with this Expansion, they may use the
Wild Hunt Expansion with:

= Mages Expansion

= Monster Trail Expansion
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