
From the Pen of Concan the Kyrie Warrior, 25th of Dagmar, 281 AMR

My lord Jandar,

It has been nearly three days since our scouts discovered the incursion, 

and as the sun slips below the horizon, it takes with it our last chance for 

a peaceful resolution.

It took all my powers of persuasion to convince Chief Advisor Taelord 

to wait even this long. When our scouts brought word that the forces 

of the Clockwork Combine had breached an arm of the Citadel that lies 

deep below Upper Bleakewoode, he wanted to mount an attack and 

drive them from the tunnels at once. Even after all these years, it seems 

Taelord will always choose violence over dialogue. But in truth, he may 

be right. If we do not repel them now, they will reinforce their foothold 

and there will be no dislodging them.

Perhaps I was foolish to hope diplomacy could prevail. Their negotiator, 

Nishi Souta, seems an honorable man, and his argument is not without 

merit. He contends that because the Clockwork Combine discovered this 

section of Myrkheim, its title is theirs by right. Our position is that the 

territory of Upper Bleakewoode extends below the surface. These two 

doctrines being irreconcilable, we have given them three moons to vacate 

our lands. Three moons have come and gone.

Even now, I am loath to order the attack. Each skirmish we fight chips 

away at the fragile peace that has reigned since Utgar’s fall. Still, we 

cannot allow rival Valkyrie to control 

the tunnel network below our 

territory—the myriad legions 

of Einar backed by Volarak’s 

ingenious tech are too great a 

threat to ignore.

As I write these words, Taelord 

is preparing for the assault. The 

defenders have the high ground, 

but we have two cannons and 

Kha-Re-Ga. To be fighting 

side by side with a Marro 

monstrosity such as that… these 

are strange days indeed. Wish us 

good fortune.

Your faithful servant,
Concan of Laur



Required sets: Battle for Blackscar Battle Box (x1), The Ancient Lands 
of Valhalla (x1), Lands of Valhalla (x1), The Caverns of Valhalla (x1), and 
The Shores of Valhalla (x1)

As you feel your way along a narrow passageway, you begin to hear 
clanking, sawing, and buzzing sounds and you see the dim glow 
of flickering lights around the next bend. You turn the corner and 
the cramped tunnel opens into a spacious cavern, lit by a motley 
assortment of lanterns, torches, and buzzing electric bulbs. Rich veins 
of silver and gold shimmer along the walls, and the racket of mining 
operations fills the air. The mine works themselves seem improvised 
and unstable—as though the scaffolding was constructed with 
whatever materials lay closest to hand. What could they be digging for?
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Online Scenario: Combine Mining Clash (Master Game)
Below the surface of Valhalla lie the labyrinthine tunnels, caverns, and 
ruins of the Citadel, an underground city of incomprehensible size. 
This section has been claimed by the Clockwork Combine and crudely 
reinforced with whatever materials lay closest to hand. Only time will 
tell if the Combine’s tenuous redoubt can hold against the siegecraft of 
the New Alliance.

The boom of cannon fire heralds the New Alliance’s assault, 
answered by the sharp crack of rifle fire from the defenders. A 
mighty war cry erupts from both sides as warriors rush in. Can the 
Clockwork Combine silence the Alliance’s big guns before they 
collapse the cavern? Or will they be driven from the depths at the tip 
of Taelord’s flaming sword?

GOAL: Players 1 and 2 represent The New Alliance and must destroy the Scaffold Support Beam of the Clockwork Combine’s mining structure by the 
end of Round 3. Players 3 and 4 are the Clockwork Combine and must stop the New Alliance.

CANON SETUP: Players 1 and 2 share an Army consisting of Gnarlfur Raiders, Taelord the Kyrie Warrior (SotC), Concan the Kyrie Warrior (SotC), Jeanne 
D’Arc, Kha-Re-Ga, and Isamu (SotC). Player 3’s Army is The Eisen Expedition, Gimbal, and “Blink” Dawson. Player 4’s Army is Nishi Souta, Takanawa 
Kaiga, and Cainak, Private Eye. Place all figures in their indicated starting positions. Jeanne D’Arc starts the game with the Sword of Guether Treasure 
Glyph. Taelord starts the game with the Glyph of Gullöx Treasure Glyph. 

SPECIAL RULES:

Playing as a Team
When rolling for Initiative, each player rolls the 20-sided die as normal. 
The team with the highest single die roll shares that roll. Teams alternate 
revealing Order Markers. When it is time for a team to reveal an Order 
Marker, if they have multiple unrevealed Order Markers with that number, 
they may choose which player reveals their Order Marker. Once all Order 
Markers with a given number are revealed, the team with the Initiative 
reveals an Order Marker with the next number in sequence.

• �For example, Dyllan and Alex are commanding The New Alliance. They 
roll a 17 and a 3 on their 20-sided dice. Lee and William are commanding 
the Clockwork Combine. They roll a 15 and an 18. The Clockwork 
Combine wins the Initiative with their die roll of 18. After discussing their 
battle plans with one another, Lee reveals Order Marker 1 on The Eisen 
Expedition and takes a turn with them. Then, the New Alliance gets a 
chance to activate. Dyllan wants to activate Concan the Kyrie Warrior’s 
Vigilance of Nastralund, so he reveals Order Marker 1 on Concan and 
moves him up to a position where he can buff his teammate’s defense. 
Then it is William’s turn to reveal their Order Marker 1. Play continues in 
this way until all four players have revealed their Order Marker 1’s, then 
repeated for Order Marker 2’s, and so on.

Bond of the New Alliance
Bolstered by their inspiring commanders Taelord and Concan fighting 
side-by-side, the New Alliance team (Players 1 and 2) controls a single 
Army together and may place their Order Markers on any of their shared 
Army Cards. No more than 3 numbered Order Markers may be placed on 
a single Army Card.

Players 2 and 3 each control a separate Army. Their figures are considered 
Friendly to each other, but they do not control each other’s figures. 

 
Scaffolding
The Clockwork Combine’s mining operations rely on a wooden scaffold 
that holds up their drilling equipment. Destroying it will cripple their 
operation. The stack of five 2-hex tiles supporting the overhang near the 
center of the map is the Scaffold Support Beam. The Scaffold Support 
Beam is treated as a Destructible Object with 2 Defense and 15 Life. 
Figures that are on a space that is within 1 space of the stack of tiles 
and is not on top of the overhang are considered to be adjacent to the 
Scaffold Support Beam. All five tiles that make up the structure are 
considered to be valid hit zones when determining Line of Sight to attack 
the Scaffold Support Beam. The New Alliance must destroy the Scaffold 
Support Beam before the end of Round 3 to win. 

Scaffolding Life Track
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VICTORY: If the Scaffold Support Beam is destroyed before the end of 
Round 3, Players 1 and 2 win the day for the New Alliance. If all of Player 
1’s and 2’s figures are destroyed or the Scaffold Support Beam has not 
been destroyed by the end of Round 3, Players 3 and 4 secure the win for 
the Clockwork Combine.
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Vision of Conquest (Canon Ending)
Kha-Re-Ga slams into the central column of the Clockwork Combine’s 
mine works as a cannonball smashes a support beam to splinters. The 
creak of tortured timber and the rumbling of rock echo across the cavern 
as the column begins to give way.

Their precarious position now in danger of imminent collapse, the 
Combine forces abandon their stations and flee. With a final deafening 
boom, the column collapses, burying the shaft under thousands of pounds 
of rock. The Combine will not be returning to Upper Bleakewoode via this 
route ever again, and the area beneath Upper Bleakewoode has been 
claimed for the New Alliance.

Still, Concan muses, this tunnel is but one of many. Scarcely a fraction 
of the Citadel has been mapped, and each new discovery proves that 
it is vast beyond reckoning. Defending these tunnels from invaders will 
require constant vigilance, and the Alliance’s forces are already stretched 
thin… With any luck, they will find the solution to ending the Wellspring 
Storm down here quickly and be able to leave for the surface. The battle 
may be won today, but their expedition into the Citadel is just beginning.

Vision of Siegebreaking (Alternative Ending)
Gimbal lands her clockwork colossus in front of the mine works and pins a 
Gnarlfur beneath her mech’s claw. A cannon shot clips her wing and shears 
it off, sending it crashing to the ground. Undeterred, she pushes her levers 
forward, and her suit spews a gout of flame at the remaining Gnarlfurs as she 
grins madly. Roars of pain and the smell of singed fur fill the air as the savage 
bears scatter. The cannons go silent as Takanawa Kaiga, fighting like a man 
possessed, drives the New Alliance’s soldiers away from the big guns.

With the momentum of their charge broken, Concan orders the retreat 
and the New Alliance falls back under a withering barrage of rifle fire from 
the ridge. Only Taelord remains, flying into the heart of the Clockwork 
Combine’s forces with a terrible battle cry. For a moment it looks like he will 
single-handedly turn the tide of battle, but his foes’ numbers are too great. 
The last thing Concan sees before he turns away is the light of Taelord’s 
flaming sword sputtering out—extinguished at last after all these years.

Using this Map as a Dungeon Room
Instead of playing out the canon battle, you can use this map as a 
Dungeon Room in the Heroscape: Expeditions game mode. If you do, 
follow the setup rules below and ignore the “Canon Setup,” “Bond of 
the New Alliance,” and 
“Victory” sections on 
the previous page. The 
“Playing as a Team” and 
“Scaffolding” rules are 
still in play.

GLYPHS: Take two 
symbol side-up Treasure 
Glyphs from the Treasure 
Pile and place them 
on the marked Glyph 
locations. 

EXPEDITION PLAYERS:

Two Players
Each player forms a 250-point Army. Player 1 is the Attacker and places 
their figures in the red and blue starting zones and Player 2 is the 
Defender, placing their figures in the purple and green starting zones. 

Three Players
Players 1 and 2 are on a team and are the Attackers. They each form 
200-point Armies and place them in the red and blue starting zones. 
Player 3 is the Defender, forming a 550-point Army and placing it in the 
purple and green starting zones. 

Four Players
Players 1 and 2 are on a team and are the Attackers. They each form 
250-point Armies and place them in the red and blue starting zones. 
Players 3 and 4 are on a team and are the Defenders. They each form 
250-point Armies and place them in the purple and green starting zones.

SCORING SECRETS: At the end of the game, if the Scaffolding has not 
collapsed, the Defenders score 6 Secrets, divided evenly. If the Scaffolding 
has collapsed, the Attackers score 6 Secrets, divided evenly. Players also 
score 1 Secret each time they reveal an unrevealed Treasure Glyph for the 
first time during their Player Turn.

UNLOCKING THE DOOR: The Exit Door Unlocks at the end of Round 3.

TREASURE GLYPH TRAP — UNSTABLE GROUND: When a Hero attempts 
to pick up a symbol side-up Treasure Glyph, roll the 20-sided die. On a 
1–5, an earthquake runs through the chamber as the Combine’s drill dives 
deeper! The Hero does not pick up or reveal that Treasure Glyph and the 
Scaffold Support Beam takes 1 wound. On a 6–20, the Glyph is picked up as 
normal. Turn the Glyph power side-up and place it on that Hero’s Army Card.

Dungeon Room: Combine Mining Clash

EXPEDITION SETUP


