


“He was,” Nerak growled from the side of the chamber, baring his teeth. 

In a flash, Raelin alighted on the dais, the twisted tip of her spear pointed at 

Taelord’s neck. He met her gaze coldly. No weapon the blacksmith Gerda had 

ever crafted was as deadly as her own daughter.

“Speak,” she said. 

“Only that for my execution, I wish for a warrior’s death,” he said. “Put a 

sword in my hand and I will face you here and now.” 

Raelin seemed to consider this, then withdrew her spear slowly. 

“As much as you deserve death,” she said, “it is not my choice to make.” 

“Unfortunately, father, I believe you are more useful to me alive,” said 

Loviatäk from the throne, and at her gesture Raelin backed a few steps up 

the stairs. “Utgar sat in his castle and made master plans, but you were 

the one who truly led his armies. You understand the Kyrien clans and the 

offworlders that are united under Utgar’s banner like no other. And retaining 

control of Utgar’s legions is crucial for all that Raelin and I are planning. I 

have summoned you here to make you an offer: you may stay as an advisor in 

my court, or you may die. It makes no difference to me which you choose.” 

“Advisor?” he said. “On what would you have me advise?” 

“Raelin and I have defeated Utgar,” said Loviatäk, “but behind closed doors. 

Few were there to see it. I need to gain the respect of Utgar’s legions, and 

to do this I need to make a show of strength. Publicly. I need to create a 

spectacle that no one can deny.” 

Despite himself, Taelord smiled. Like father, like daughter.

“Ah,” he said. “Yes. I think I know just the way.” 
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High in the volcanic crags of the Kyrien Mountains, there is a stone arena 
said to have been crafted by Mitonsoul herself. It has served as a place for 
rites of passage for generations of Bleakwoode’s tribes. In the early days 
of the war, when the Valkyrie Utgar was just beginning his rise to power, 
he summoned eighty-three Kyrie from the tribes of Bleakwoode to a brutal 
fi ght for the ultimate prize: to drink from a Wellspring and to serve as his 
right hand. Two days of bloodshed later, only the Kyrie warrior Taelord was 
left standing, and so Utgar’s general was chosen. This is possibly the most 
brutal legend that stemmed from this place, until today. 

Map: Mitonsoul’s Coliseum
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Required sets:
1x Lands of Valhalla, 1x Lava Fields of Valhalla, 1x Roads of Valhalla, 
1x Ruins of Valhalla, 1x Glyph Pack, Common Figures (Optional)



Online Scenario 14: Blood and Glory (Master Game)
Thousands of Utgar’s followers have received the 
message: Utgar has been vanquished, and Loviatäk 
of the Spined Armor aims to take his place. She has 
invited anyone from his legions who would dare face 
her in open combat to meet at the coliseum where 
her father Taelord once made his name, with deadly 
stakes: the winner of this battle will be crowned the 
new leader of Utgar’s empire. Although there are 
many who believe they can triumph through strength 
or cunning, or hope to crush Loviatäk for her treason 
against Utgar, there are thousands more who have 
come only to watch fresh blood spilled upon the 
arena’s sands and to cheer for the contender they 
believe most refl ects Utgar’s own brutality.

GOAL: Be the last fi ghter standing or the fi ghter 
who’s earned the most Favor with the audience by 
the end of round 4.

SETUP: Place the Glyphs of Erland and Wannock power-side up where shown. Players will need a method such as pencil and paper to 
keep track of their score of Favor throughout the game. 

WITH TWO TO FOUR PLAYERS: Place a pool of Treasure Glyphs next to the battlefi eld that contains 4 Treasure Glyphs for each player. 

Each player brings a pre-made 450-point Army. In addition, each player may bring 1 Common Army Card and its fi gures to add to the 
Coliseum Monsters pool. Place the fi gures chosen as Coliseum Monsters on their Army Cards next to the Monster starting zone. 

Before placing fi gures on the battlefi eld, each player rolls the 20-sided die. Beginning with the highest roller and passing to the left, 
players take turns choosing Treasure Glyphs from the pool until all Treasure Glyphs have been distributed. When a Treasure Glyph is 
chosen this way, the player may place it on the Army Card of any Unique Hero in their Army. 

Then, continuing in that order, players choose a starting zone and a matching bench area. Each player may place any fi gures they 
choose into their starting zone, and any remaining fi gures that would normally begin on the battlefi eld are placed in any spaces in that 
player’s bench area.
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MASTER SET or BATTLE BOX
TO PLAY

EXPANSION REQUIRES

VICTORY: When only one player’s fi gures remain in the marked Arena area (ignoring Coliseum Monsters), that player wins the game. If 
no one has won by the end of round 4, the player with the most Favor who still has fi gures in the Arena area wins. 

Sudden Death: In the event of a tie, clear the battlefi eld of fi gures and set all the Treasure Glyphs that were used in the pool at the start 
of the game to the side. Each of the tied players chooses 1 Hero that began the game in their Army and places wounds on it until it only 
has 1 Life left. Each player rolls the 20-sided die. Starting with the high roller and passing to the left, they place their chosen heroes in 
the red Monster starting zone and then continue the game by placing Order Markers and rolling Initiative as normal. The player with the 
last remaining fi gure on the battlefi eld wins. There are no Coliseum Monster Turns in the Sudden Death rounds.

SPECIAL RULES:

The Bench
The battlefi eld is divided into the Arena and the benches. All bench spaces are out of bounds for play, and serve as a storage space 
for your fi gures yet to enter the battle. Once the game begins, fi gures cannot be placed on or move through bench spaces. Figures 
on the bench are not in play, cannot be targeted, wounded, or destroyed, cannot be a� ected by Glyphs or Special Powers, and do 
not have any Special Powers. At the start of each round, before placing Order Markers, you may move 
fi gures from your bench to any empty spaces in your starting zone.

Earning Favor
Acts of brutality earn the crowd’s support and favor. Players keep track of their Favor throughout the game, and can gain it in the 
following ways: 

●  Gain 1 Favor for each wound you infl ict on an enemy fi gure, up to the number required to destroy that fi gure.
●  Gain 1 Favor each time you destroy an enemy Hero.
●  After taking a turn with a Unique Hero, you may remove a Treasure Glyph from that Hero’s Army Card to toss 

     treasure into the crowd and gain 1 Favor. If the Chest of Brandar is removed this way, gain 3 Favor instead.

Coliseum Monsters
Coliseum Monsters are let loose into the arena to test the contenders. After all players have completed all their turns each round, 
the player who has the lowest Favor score chooses 1 of the unused Coliseum Monster Army Cards and places the fi gures from it onto 
any empty spaces within the red Monster starting zone. Then, that player takes a turn with all Coliseum Monsters on the battlefi eld. 
Coliseum Monsters are enemies to all players and always make leaving engagement attacks, even while not controlled by any 
player. For each wound a Coliseum Monster infl icts on a player’s fi gure, up to the number required to destroy that fi gure, that player 
loses 1 Favor.

Cooling Lava
Molten lava spaces on this battlefi eld are counted as a type of molten lava 
called cooling lava. Each time a fi gure enters a cooling lava space, it su� ers 1 
wound. If a fi gure starts its turn on a cooling lava space, roll 1 attack die. If the 
result is a skull, the fi gure su� ers 1 wound.

With Five to Eight Players:
This scenario can support up to 8 players by using 2 of each set instead of 1. 
With 5-8 players, build this battlefi eld twice and connect them as shown. 
Up to 2 Coliseum Monster Army Cards enter the battlefi eld each round—1 in 
each Monster starting zone.


