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Scarcbing. Gbe world of Valballa is searcbhing.

Afcer the defeat of Gbormun, the Valkyrie generals expected a reprieve. A time
<o rebuild and decermine a fucure for Valballa, With Urgar's vanquisbing

at the bands of Loviatik, followed by the thwarting of the Crimson Fleet's
endgame, the generals once more sought peace and cooperation, meeting at

the Gable once again.

€Encampments were formed around that cracked plateau, with banners flying

side-by-side for the first time: four factions bave emerged among the eight
Valkyrie lords. €ach of these united powers proposed contrasting ideals for

the nascent age of reformation.

But a migbhty storm descended upon this second summit, and all present

were forced to recreat, seeking to reconvene once the chaos of the Wellspring

Storm sectled. et alas, no sectlement came.

At one of my routine envoy meetings in the afcermach, the mighty dragon
Zelrig, delegared ambassador for the Clockwork Combine, declared that

bis lords €inar and Volarak bad declared war on the Umbral Covenant. De
accused the Covenant of withbolding crucial knowledge of an underground
city from the rest of the council and of murdering the Clockwork Combine’s
scouts. Gbyraxis, the Covenant's ambassador, rebuked the Combine’s
aggression in the affairs of ber Umbral lords and stood defiantly, knowing
the dragon would not dare breach our Charcer of Diplomacy to attack while

convened.

Gbis rising tension lefc Concan, ambassador of the New Alliance, and myself,
of the Verdant Pact, with many questions. From what we were able to glean

from the belligerent parties, the Umbral Covenant bad discovered a massive
complex deep within (Dyrkbeim, resembling descriptions of a fabled fortress
from Valballa’'s ancient past. As the council broke, we all knew this would be

the last time we spoke in peace. Gbis Cicadel offers untold opportunicy. and

without an agreement on bow to barness the resources and secrets within,

now all four factions will contend for concrol.

I myself bave declared neucrality in this new conflict, naming the wise
Ewasbia to be my successor as Ambassador of the Verdant Pact. [ now depart
once more from Ullar's realms, this time not as an exile, but as a friend o all

who still believe in peace for Valballa.
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As armies bead into the depths below, many
ke and lefc without enougb aid to rebuild

Gbe Wellspring Storm still rages.

cicies are caugbtin the storm’'s w
or survive. Abandoned by their lords, the people need a protector. Racber

masters delving into the Citadel, my companions

than join the armies of our
¢ surface, seeking to beal and rebuild with the

and I shall operace bere on ©h
blessing of the Verdant Pact.

It is thus thac I now bead to the outcskirts of Crumland, where a recent
spinoff arm of the storm recently tore througb, stealing away all caugbtin
its pach to worlds unknown and leaving strange cravelers from distanc lands
in its wake. Gbac realm is treacherous, and the people in those scant desert
villages will undoubrtedly be a low priority for the Combine to protect. (Dy
companions and I will be <here to resolve tensions, rebuild what s destroyed,
and if need be, put an end to any malevolent beings deposited by the
Wellspring Storm that cannot be reasoned with or pacified.

I wrice this the nigbt before my sojourn. I shall be accompanied by (Dajor Q11
and Sergeant Drake Alexander. Gbe good sergeant especially requested To be
dispaccbed from the New Alliance to assist in this mission. Apparencly, be

bas already befriended some of the first groups of wayward people brougbtin
througb the unstable rifrs, and be would be bappy to be reacquainted with
these soldiers from bis bomeworld. From bis description, they sound reliable,
and could be invaluable allies if things in Crumland become o0 bazardous.

So, as the Valkyrie search below for answers and power, I search above. 1
search for the broken and scattered, the forgotren and the meek. And in the
borderlands I shall face whatever devastation the Wellspring Storm brings.

bope the Verdant Pact's oath to silence the ceaseless tempest

I can only
comes to fruition. War is a constant companion bere in Valballa, but the

magic of these torrential gales and realicy-warping cyclones threatens to
unravel the very planet if icis not stopped.




Required sets: Lands of Valhalla (x1), Age of Annihilation Master Set
(x1), and The Forests of Valhalla (x1)

After giving your supplies one final check, you set off on your expedition.
With your companions by your side, you head into the unknown. As

the forest thins, you see it, just as described by your scouts: a sinkhole
collapsing into the depths below. Many paths lead into Myrkheim, but
until now, only the Blackscar chasm was known to lead toward the
gates of the elusive Citadel. This new path downwards into the caverns
is a prized resource, and soon the full might of the Valkyrie will wrestle
for control of this sunken hollow. Let their armies come, for you and your
companions will have already slipped inside. The Citadel awaits!
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Online Scenario

Online Scenario: Path to the Citadel (Master Game)

Round
The discovery of the Citadel has turned the eyes of the Valkyrie Marker
Generals to Elswin, whose gnarled forests obscure a road to Track

@ 2-Player Start Zone
@ 3-4 Player Start Zone
(O ENTRY DOOR SPACE
& EXIT DOOR SPACE

Myrkheim called Blackscar. The sheer force of the Wellspring Storm
has changed the landscape of Elswin, tearing open new entrances
to the caverns hidden below. As expeditions surge into the Citadel,
many rival parties vie for access to these new paths into the
wondrous fortress. Such encounters become a mad dash to secure
an early lead and lay first claim to whatever secrets are yet to be
discovered. As the swiftest forge ahead, those trailing behind see
an opportunity to thin the competition here and now, before anyone
even makes it to the ancient gates.
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GLYPHS: This Dungeon Room does not use any Glyphs.

EXPEDITION PLAYERS: Expedition players each build 400-point Armies with no more than 7 figures from their Expedition Parties. With 2 players, use only
the starting zone spaces marked in pink. With 3—4 players, also use the green starting zone spaces.

Placement is Heat of Battle, but only in the starting zone spaces (see Heat of Battle Placement in the Heroscape: Expeditions rulebook). Any figures that
cannot be placed are held in reserve and can only be placed using the Reinforcements special rule.

SECRETS: Score 1 Secret each time one of your Unique Heroes exits the battlefield via the Exit Door (see Entry Doors and Exit Doors in the Heroscape:
Expeditions rulebook). At the end of the game, proceed to point scoring (as described on Page 19 of the Age of Annihilation Master Set rules). The player
with the most points remaining on the battlefield establishes control of the path and scores 1 Secret. In the case of a tie, the one with the highest remaining
total Life in their Expedition Party scores this Secret instead.

UNLOCKING THE DOOR: The Exit Door is unlocked from the beginning of the game. The game ends at the end of Round 4.
SPECIAL RULES:
Reinforcements

At the end of each round, in Initiative order, the players may take turns placing any unplaced figures from their Army that were held in reserve in the
marked starting spaces, following the same placement rules used during setup.
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Sonlen,

While you bead for Crumland, I bave begun my journcy to the Cicadel.

An old mentor of mine bas been delegated as one of Einar's top administrators
for the Clockwork Combine's efforts in (MDyrkbeim. Ne specializes in weather
forecasts, shadow magic, portents. and just about any other topic be can
learn abouc. I don't know if be bas any insight on bow to stop magical
dimension-rending tsunamis, bucif anyone in €inar's court would bave

an idea of what we can do to weaken the Wellspring Storm, it will be bim.
Perbaps be bas some theories that the Combine’s scientists baven't approved
yet for research.

I shall report back with my findings. So far, my brief bomecoming to €inar’s
lands bas been surprisingly uneventful. I know €inar would love to bave me
banged publicly for desertion, but my association with you bas afforded me

a cercain celebricy status as one of those who belped defeat both Utrgar and
Ghormun. Sxill, it is best I not overstay my welcome, so down into the Cicadel
I go. My friends from €inar’s courts bave informed me that the reach of the
law bebaves... differencly down there.
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- Shiori




