Welcome to EMbREN
2024 Quest Pack OpeN Oeta Version |

el ot S TN R SR R R i, A8, NG S A S AR &,

We want to give a big "Thank you!" to everyone has checked out Sunshard:Embren! With the first
wave of rewards from our Kickstarter getting out into the world, and some organized play events
under our belts, we decided it was a good idea to create an introductory scenario (Quest) pack for our
community.

Why not just use Quests in the rulebook? We've found that while the Quests in the rulebook are great
for more experienced players, new players can be overwhelmed by the shear number of game and
Quest rules. We know once players get acclimated to the rules, they'll find them fun, accessible, and
provide a ton of replay value. That said, as a starting point, the full variety of rules can be
overwhelming. No one wants to get to an event and get stressed out by the rules of a game. So, we
designed this Quest pack as a way to help ease new players into the game.

This document contains six Quests as an alternative to those found on pages 37-60 of the
Sunshard:Embren rulebook. When playing these Quests, the following modification should be made to
the game rules:

- Players only use their Alignment's Deeds. When playing these Quests. Common Deeds are not used.

In the attached six Quests, no Battlefield Rules are used. We use only two sets of terrain rules for the
Objectives: one representing large columns and one representing a hazardous patches of rubble.
There are only two ways Objectives are set-up. By minimizing the variation in these rules, we hope
game's complexity is more approachable to new players. We also split out "Scoring VPs" as its own
section, for ease of reference at the End of the Round/End of the Game.

These Quests are intended for 15-20 point games.

~ — ™\




1. SALVAGE RUN

q Player 10eployeNT Zone

Player 2 OeployToeNt ZoNe q

Battlefield Size: 2'x2’

Set-up: Before the start of the game, players take
turns deploying 3 Objectives in Contested Ground.
These Objectives must be placed at least 4" from a
table edge, at least 4" away from other Objectives.

Objective Rules: Columns (HGT 6, Heavy Cover,
Impassible)

Game Rounds: 4

Quest Rules: At the start of the game, place a
Supplies marker on each Objective. Starting on
Round 2, models in contact with the an Objective
with a Supplies marker or a Supplies marker on the
Battlefield, can spend 2 AP to make a Salvage special
action.

Salvage: Remove the Supplies marker from the Objective
or the battlefield. This model gains a Supplies marker.

If a model with a Supplies marker becomes Downed
or is Killed, it’s owner must immediately place the
Supplies marker on the battlefield in base contact
with the Downed /Killed model when the model is
Downed /Killed before removing that model from
the Battlefield. If possible, the Supplies marker must
be placed such that it’s base is not overlapping
another model’s base or terrain with the Impassable
terrain rule.

Scoring VPs: At the of the Round, a player scores 2
VPs if they control more models with Supplies
markers than their opponent.

Additionally, at the End of the Round, if a player's
opponent's Leader model was Killed this Round,
score an additional 2 VPs.

At the End of the Game, the player with the most
VPs is declared the winner. If the players have the
same number of VPs, the game is a tie.




2. breakthrough

q Player 10eployeNT Zone

PLAYER 2 DEPLOYTDENT ZONE q

Battlefield Size: 2'x2’ At the End of the Game, the player with the most
VPs is declarted the winner. If the players have the
Set-up: Before the start of the game, players take same number of VPs, the game is a tie.

turns deploying 3 Objectives in Contested Ground.
These Objectives must be placed at least 4" from a
table edge, at least 4" away from other Objectives.

Objective Rules: Rough Rubble (HGT 0, Rugged,
Hazardous)

Game Rounds: 4

Quest Rules: N/A

Scoring VPs: Starting on Round 2, at the End of the
Round, players score 2 VPs if they control more
models without Downed tokens at least partially
within Contested Ground.

Additionally, at the End of the Game, players score 2
VPs if they control any models without Downed
tokens at least partially within thier opponent's
Deployment zone.




3: SURVIVE

q Player 10eployeNT Zone

PLAYER 2 DEPLOYTDENT ZONE q

Battlefield Size: 2'x2’

Set-up: Before the start of the game, players take
turns deploying 3 Objectives in Contested Ground.
These Objectives must be placed at least 4" from a
table edge, at least 4" away from other Objectives.

Objective Rules: Columns (HGT 6, Heavy Cover,
Impassible)

Game Rounds: 4

Quest Rules: At the beginning of the game, after
deployment but before the first round, players place
a Survivor marker on three models they control. If a
model with a Survivor marker is Killed, removed
the marker from the game.

Scoring VPs: At the End of the Game, players score 2
VPs for each model without a Downed token with a
Survivor marker that they control.

Additionally, at the End of the Game. players score 2
VPs if their Leader is not Downed or Killed.

At the End of the Game, the player with the most
VPs is declarted the winner. If the players have the
same number of VPs, the game is a tie.




q Player 10eployeNT Zone

PLAYER 2 DEPLOYTDENT ZONE q

Battlefield Size: 2'x2’ At the of the game, the player with the most VPs is
declarted the winner. If the players have the same
Set-up: Before the start of the game, place 3 number of VPs, the game is a tie.

Objectives in Contested Ground as shown in the
diagram above (one in the center of the board
centered on the Centerline, one Objective 4" to the
left and right of that, on the Centerline).

Objective Rules: Rough Rubble (HGT 0, Rugged,
Hazardous)

Game Rounds: 4

Quest Rules: N/A

Scoring VPs: Starting on Round 2, at the End of the
Round, players score 2 VPs if they have more
models within Objectives than their opponent.

Additionally, at the End of the Game, players score 2
VPs if they have Killed more models than their
opponent.
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q Player 10eployeNT Zone

Player 2 OeployToeNt ZoNe q

Battlefield Size: 2'x2’ Additionally, at the End of the Game, players score 2
VPs if their opponent has two or less models on the

Set-up: Before the start of the game, place 3 Battlefield.

Objectives in Contested Ground as shown in the

diagram above (one in the center of the board At the End of the Game, the player with the most

centered on the Centerline, one Objective 4" to the VPs is declarted the winner. If the players have the

left and right of that, on the Centerline). same number of VPs, the game is a tie.

Objective Rules: Columns (HGT 6, Heavy Cover,
Impassible)

Game Rounds: 4

Quest Rules: N/A

Scoring VPs: At the End of the Round, players score
1 VP if they have killed an enemy model this turn or
if their opponent has no models on the Battlefield.
Players score an additional 2 VPs if the opponent's
Leader was one of the models Killed that round.




. holo Ground

q Player 10eployeNT Zone

Player 2 OeployToeNt ZoNe q

Battlefield Size: 2'x2’ Scoring VPs: At the End of the Round, Players score
2 VP if they control more Objectives than their

Set-up: Before the start of the game, players take opponent.

turns deploying 3 Objectives in Contested Ground.

These Objectives must be placed at least 4" from a At the End of the Game, the player with the most

table edge, at least 4" away from other Objectives. VPs is declared the winner. If the players have the

same number of VPs, the game is a tie.

Objective Rules: Rough Rubble (HGT 0, Rugged,
Hazardous)

Game Rounds: 4

Quest Rules: At the End of the Round, Players
determine which Player, if anyone, controls each
Objective. To control an Objective, a player must
have more models without Downed tokens in
contact with or within the Objective. If no player has
a model without a Downed token in contact with or
within an Objective, no player controls that
Objective.




