Introduction

Star Order

One or more players will earn stars each scenario, which
have an impact on future scenarios. The winner of the
campaign is determined by the final scenario.

Mid-Campaign Players

Welcome to the Campaign Book for Pillars of Eternity: Lords
of the Eastern Reach. This book is a series of eight scenarios,
each with special rules for setup, play and victory conditions.
If this is your first time playing Lords of the Eastern Reach, we
suggest you play the standard game in the main rulebook first.

Some scenario rules refer to star order. If so, the player with
the most stars is first, then the player with the next highest
stars and so on. Reverse star order starts with the player with
the fewest stars and then the player with the next most stars
and so on. If two or more players are tied for a number of
stars, roll dice to break ties and the high roll is next.

It is intended that the same group of players will play
through the campaign from start to finish. If a new player
joins midway, they start with a number of stars equal to one
less than the player with the fewest stars.

The campaign scenarios are a mixture of competitive and
semi-cooperative play. In some scenarios, you will be
required to attack your fellow players while in others you
will need to work together to defeat a common foe, but still
work towards individual victory.

Campaign Record

Use a new record sheet (page 10) for each campaign.

How to Play

The scenario winner checks the box.

The campaign scenarios are played in order, starting with
scenario #1. All of the standard game rules are in effect, but
each scenario has unique setup and special rules. When there
is a conflict, the special scenario rules take precedence. Do
not use decks marked with a in setup.

Mark one star on the sheet for each star earned.
When directed, check the box next to the selected
Allegiance. This decision is final.

We suggest that you do not read a scenario until you are
preparing to play it as a group for the first time.

A downloadable PDF of the campaign record sheet is
available from our website.

 A player’s army refers to their army cards in play.
 A player’s city is all of their buildings in play.
 Pillage trophies are destroyed enemy buildings.

Check out our website for gameplay videos,
news, updates, other great games, and more:
www.zeroradiusgames.com
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Scenario #1: Call of Heroes
Craftsmen are up before the dawn to prepare for the day’s work - those buildings will
not build themselves. Guards and archers clean their weapons and armor, preparing
for the day’s training. Peasants move to and fro, bringing in the harvest and carrying
goods across town. But something is missing. Where are those individuals that will
inspire and lead the way against the darkness? Where are the heroes?

Setup

Use the generic Allegiance 8/5
cards. Players do not select specific
Allegiance cards at this time.

Special Rules

The following special rules apply to this scenario:
1. During the Draw Cards step, if a player has four or more buildings,
one of the cards they draw may come from the Hero deck. Players
with three or less buildings cannot draw heroes.
2. If the event roll is Slay or Ravage, each player that destroys a card
gains one soul gem ( ).

Victory Conditions

The game ends as usual at the end of the round when the City deck runs out.
 Pillaged buildings are worth no victory points (VPs).
 Each friendly hero in the army is worth 2 VPs.
 Friendly buildings are worth their normal VPs.
The winner is the player with the most VPs. In case of a tie, the tied player with
the most heroes in their army is the winner. If still tied, the tied player with the
hero with the highest Attack is the winner.

Campaign Scoring

The winner earns two stars. If tied, each tied player earns one star.
The non-winning player with the most heroes in their army earns one star. In
case of a tie, all tied players earn one star.

To prepare the City deck, set aside
all heroes then return these cards to
the box:












Chanter (x8)
Cipher (x10)
Citadel (x2)
Firepit (x2)
Monastery (x4)
Siege Engine (x4)
Stronghold (x4)
Temple (x2)
The Wall (x2)
Training Field (x4)
Wizard’s Hut (x2)

Shuffle the remaining City cards,
then remove about 1/4 of the deck.
Shuffle the heroes to form a separate
Hero deck. Place it on the other side
of the gameboard from the City deck.
Deck
QUEST
HIRELING
DUNGEON
WILDERNESS
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Use Do Not Use

Scenario #2: Enter the Dungeon
Setup

Use the generic Allegiance 8/5 cards.
To prepare the City deck, set aside all
heroes and remove these cards:
















Brewery (x4)
Chanter (x8)
Cipher (x10)
Citadel (x2)
Firepit (x2)
Granary (x4)
Harbor (x6)
Monastery (x4)
Siege Engine (x4)
Stronghold (x4)
Temple (x2)
The Wall (x2)
Training Field (x4)
Treasury (x4)
Wizard’s Hut (x2)

Shuffle the remaining City cards,
then remove about 1/4 of the deck.
Shuffle the heroes and set them aside
to form a separate Hero deck.
Before shuffling the Dungeon decks,
set aside the bosses. After shuffling,
place the bosses for each level on the
bottom of their respective deck.
Remove all gold resources from the
bag and set them aside to form a gold
supply. Players start with one gold
resource token per star.
Deck
Use Do Not Use
QUEST
HIRELING
DUNGEON
WILDERNESS

Dungeons come in all shapes and sizes: caverns, natural hallways and rooms, or
tunnels dug beneath the surface of Eora by races long lost for reasons that will never be
known. The dungeon is an opportunity for riches and experience. A place to harden
men and women; forging them in the hottest of fires. One thing is certain, to enter the
dungeon is to risk life and limb, but failure to do so is an even bigger risk.

Special Rules

The following special rules apply to this scenario:
1. During the Combat step, when adventuring, the active player draws
one hero card and adds it to the party. Discard this hero at the end of
the adventure to a discard pile next to the hero deck. If the hero deck
is empty, shuffle those discards to form a new deck. Heroes do not
count against the army limit. Heroes drawn this way do not count as
being hired.
2. Players take one gold from the supply, if available, for each adventure
trophy (defeated monster and claimed treasure) they earn. Hero
Items may be equipped by troops.
3. Do not reshuffle the Dungeon decks.
4. Gold resources may be used when needed and do not need to be
passed to the next player during the Build & Hire step. When used,
Gold is returned to the gold supply and not the resource pool. Cards
that convert may take Gold from that supply, if available.

Victory Conditions

The game ends at the end of the round when the City deck is emptied or when
two of the three Dungeon decks are emptied.
The winner is the player with the most adventure trophies. In case of a tie, count
the VPs on the tied players’ adventure trophies.

Campaign Scoring

The winner earns two stars. If tied, each tied player earns one star.
The non-winning player with the largest army earns one star. In case of a tie, all
tied players earn one star.
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Scenario #3: Buying the Farm
No city can survive without a source of food. Farming is a difficult and dangerous
enough task without the occasional stelgaer hunting for food or wandering ogre killing
for pleasure. With enough farms, an army can expand and protect the city from
danger. Without enough food, a city can starve.

Special Rules

The following special rules apply to this scenario:
1. Only players with five or more buildings may be attacked.
2. Farms do not count against the building limit.
3. If the Circle event is rolled, each player must draw one Wilderness
card and resolve it as normal except each monster also has Revenge 1.

Setup

Use the generic Allegiance 8/5 cards.
Before preparing the City deck,
give each player three farms, two
craftsmen and two guards. Players
start with these cards in play.
To prepare the City deck, remove the
following card types:





Chanter (x8)
Stronghold (x4)
The Wall (x2)
Treasury (x4)

Victory Conditions

Shuffle the remaining City cards,
then remove about 1/4 of the deck.

The winner is the player with the most buildings in their city; each Farm counts
as two buildings. In case of a tie, count the VPs on the tied players’ buildings.

To prepare the Wilderness deck,
remove all three bosses and return
them to the box before shuffling.

The game ends as usual at the end of the round when the City deck runs out.

Campaign Scoring

The winner earns two stars. If tied, each tied player earns one star.
The non-winning player with the most farms earns one star.

Deck
QUEST
HIRELING
DUNGEON
WILDERNESS
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Use Do Not Use

Scenario #4: Dungeons & Devastations
Setup

Players do not use Allegiance cards.
To prepare the City deck, do not
remove any cards before shuffling.
After shuffling remove about 1/4 of
the deck.
Players draw two resource tokens
from the bag for each star they have.
The remaining resources from the
bag are placed in the resource
discard pool.
Return the resource bag to the box; it
will not be used this scenario.

Not all dungeons are the Endless Paths. Throughout and beneath the Eastern Reach
are small caves and lairs that need to be cleared to maintain safety and order. This
vital task falls to the heroes and troops that make up the regional armies. Without
constant vigilance, the towns and cities of the Eastern Reach may be menaced by these
underground threats.

Special Rules

The following special rules apply to this scenario:
1. Each player has an army limit of 10 cards.
2. Players may not attack other players during the Combat step. They
may only adventure or pass. If a player adventures, they roll the event
die at the end of the combat step and they alone suffer the effect. This
represents the dungeon traps and challenges. Ruin has no effect.
3. Do not reshuffle the Dungeon decks.
4. At the start of the Draw Resources step, the active player discards all
buildings from their hand. For each card discarded this way, they take
one resource listed on that building’s cost from the pool.
5. Unused resources are not passed or discarded. Players keep all
resources they do not use. Players cannot build buildings.
6. Skip the Event step at the end of each round.

Victory Conditions

The game ends when all the Dungeon decks or the City deck run out of cards.
The winner is the player with the most VPs from adventure trophies and . If
tied, the tied player with the most cards in their army is the winner.

Campaign Scoring

The winner earns two stars. If tied, each tied player earns one star.
Deck
QUEST
HIRELING
DUNGEON
WILDERNESS

Use Do Not Use

The non-winning player with the most adventure trophies from Dungeon Level
3 earns one star.
After campaign scoring, take the Allegiance cards and place them character side up. In
star order, each player selects one Allegiance card to use for the rest of the campaign and
checks the appropriate box on the campaign record sheet.
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Scenario #5: As the Wheel Turns
The souls of exceptional beings can grant exceptional powers and abilities. On death,
some souls reincarnate immediately while others slumber for years. They can be
fractured, pure or awakened. There is still so much to learn about souls. No matter the
specifics, some souls are worth more than others. Even worth fighting over…

Special Rules

The following special rules apply to this scenario:
1. When attacking, instead of destroying buildings, the attacker takes all
unassigned from the defender if there is any excess damage after
the defender’s damage pool is resolved.
2. During the Combat phase, do not return from destroyed army
cards. The attacker takes from destroyed defender cards and the
defender takes from destroyed attackers.
3. On Circle of Peace events, each player takes one

from the supply.

Victory Conditions

Setup

Players use their Allegiance card.
Before preparing the City deck,
remove all Siege Engines (x4) and
Strongholds (x4) from the deck. Give
each player one Siege Engine and one
Stronghold. Return any unused cards
to the box.
Shuffle the remaining City cards,
then remove about 1/4 of the deck.
Each player starts with

.

This scenario uses both the Dungeon
and Wilderness adventure decks.
The active player may choose which
adventure deck to explore during
their Combat step.

The game enters the final phase when the City deck is emptied. After the last
round, each player may be able to take one final turn. In turn order, each player
rolls 2d6 (two dice and total the result). If the result is greater than or equal to
the total number of they control, that player immediately takes one turn. Skip
the Event step in this bonus round.
Do not use victory points. Each assigned is worth one soul point and each
unassigned is worth two soul points. The player with the most soul points is
the winner. If tied, the tied player with the most adventure trophies is the winner.

Campaign Scoring

The winner earns one star. If tied, each tied player earns one star.
The player with the most assigned
player earns a star.

earns one star. In the case of a tie, no tied

The player with the most troops and heroes in their army earns one star. In the
case of a tie, no tied player earns a star.
No player may earn more than two stars.
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Deck
QUEST
HIRELING
DUNGEON
WILDERNESS

Use Do Not Use

Scenario #6: Grumbling Grognards!
Setup

Players use their Allegiance card.
Reveal one each of the following
cards from the City deck:






Chanter
Cipher
Monk
Paladin
Six different random buildings
(excluding the Farm)

Veteran soldiers are the lifeblood of any successful army. Alas, with all that experience
sometimes comes a decided lack of enthusiasm. Some days, the men and women of an
allegiance just refuse to show up for work. This can be a test of even a seasoned lord or
lady who must find a way to adapt without some of their usual tools.

Special Rules

The following special rules apply to this scenario:
1. Players may not build the reserved cards of other players. If an
illegally played reserved card is discovered, that card is placed in the
reserved player’s city or army.

In reverse star order, each player
picks one building and one troop to
reserve. Reserved cards are placed
under a player’s Allegiance card so
that the card names are showing.

2. During the Combat phase, in addition to attacking, adventuring
or passing, the active player may choose to spy on one target enemy
player. When spying, the active player looks at the target player’s hand
and steals all copies of the active player’s reserved cards plus one card
of their choice.

These two cards are “reserved” for
that player. Players may not select
the same card type as another player.
After all players have reserved their
cards, shuffle all remaining City cards,
then remove about 1/4 of the deck.

3. During the Discard step, reveal all discarded cards. Players may take
their reserved cards that are revealed and add them to their hand.
4. Reserved buildings do not count against the building limit. Reserved
troops do not count against the army limit.

Victory Conditions

The game ends as usual at the end of the round when the City deck runs out.
The winner is the player with the most VPs. If tied, the tied player with the
largest army is the winner.

Campaign Scoring

The winner earns one star. If tied, each tied player earns one star.
The player with the most total copies of their reserved cards in their city and
army earns one star.
Deck
QUEST
HIRELING
DUNGEON
WILDERNESS

Use Do Not Use
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Scenario #7: Warden’s Bounty
With the exception of their fellow lords and ladies, there is no greater threat to a
burgeoning city than those fiercest of monsters - the boss monster. These monsters hide
behind waves of minions, directing their plots and advancing their own agendas.
From the deepest of dungeons to the most savage of lands, the boss monster is to be
feared by one and all. You have tasked your generals and heroes to seek out these
threats and eliminate them. For the good of everyone, not to mention the stacks of
wealth and loot.

Setup

Special Rules

This scenario uses the Wilderness
deck and all three Dungeon decks.

The following special rules apply to this scenario:
1. Players may not attack other players in the Combat step. Players
choose which deck to explore when adventuring.
2. If a player does not adventure, they reveal the top card from one
Dungeon deck of their choice and the top card from the Wilderness
deck. Ignore the random encounter ability cards revealed this way. If
a revealed card is a boss, it stays in play. If it is not a boss, discard it.
Multiple bosses may be in play at the same time.
3. At the end of a Combat step, add two to any newly revealed boss
cards that were not defeated this turn. Return one at the end of
each round. When the last is returned, shuffle that boss card back
into the adventure deck. Return remaining if the boss is defeated.

Players use their Allegiance card.
After shuffling the City deck, deal
one row of six cards face up for each
player. In star order, players select one
available row, take those cards and
start with them in play.

Shuffle each adventure deck without
sorting out the bosses (i.e., bosses are
not shuffled into the bottom half of
each adventure deck).
Bosses
DUNGEON 1
DUNGEON 2
DUNGEON 3
WILDERNESS

#
1
2
1
3

Points
2
3 each
4
4 each

There are seven bosses total.

4. Do not reshuffle empty adventure decks.
5. If the City deck runs out of cards, reshuffle the discards to form a
new deck.
6. Skip the Event step at the end of each round.

Victory Conditions

The game ends when the seventh and last boss is defeated.
Only boss monsters are worth points. The player with the most VPs from boss
monsters is the winner. In case of a tie, the tied player with the most is the
winner. If still tied, all tied players share the win.

Campaign Scoring

The winner earns two stars. If tied, each tied player earns one star.
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Deck
QUEST
HIRELING
DUNGEON
WILDERNESS

Use Do Not Use

Scenario #8: The End Times
Setup

Players use their Allegiance card.
Set aside all Strongholds (x4), one
Archers, and one Guards.
Shuffle the remaining City cards, then
remove about 1/4 of the deck.
Instead of the normal number of
cards, deal one card to each player for
each star they have. Players do not
discard cards if they have more than
their hand size.
Determine the Dominance player (see
special rule #1).
The Dominance player starts with one
Stronghold per Alliance player, one
Archers and one Guards in play. The
remaining Strongholds are returned
to the box.
The Alliance players take 12 from
the supply and divide them evenly
(e.g., with three Alliance players, each
player takes 4 ; with two Alliance
players, each player takes 6 ).

Finally, the true nature of one of your own is revealed. Their undisguised grab for
power can no longer be hidden from you and your peers. The time to form an alliance
and strike down this dominating figure has come. Yet, even as you and your allies
prepare to march on their stronghold, you can’t help but feel that only one of you can
ultimately emerge victorious from the coming war. The end is here!

Special Rules

The following special rules apply to this scenario:
1. The player with the most stars is the Dominance player. If two or
more players are tied, the tied player that won the most previous
games is the Dominance player. If still tied, tied players roll a die to
break the tie. The non-Dominance players are the Alliance players.
2. The Alliance players can only attack the Dominance player. At the
end of each Alliance player’s turn, they may give one readied army
card to another Alliance player.
3. The Dominance player skips their Combat step.
4. The Dominance player is the first player and play continues clockwise
around the table. There is no last player. Play alternates between the
Alliance players and the Dominance player (i.e., the Dominance
player takes a turn before each Alliance player).
5. During the Build & Hire step, the Dominance player does not pass
unspent resources. The Alliance players do not pass unspent resources
to the Dominance player but still pass to the other Alliance players.
6. Skip the Event step. Instead, at the end of each Alliance player’s turn,
that player rolls the event die and only that player suffers the effect.

Victory Conditions
TIP: The turn order in this scenario is
unusual. Pass the event die to keep
track of the current Alliance player.

Deck
QUEST
HIRELING
DUNGEON
WILDERNESS

Use Do Not Use

The game ends immediately when the City deck runs out.
The Dominance player earns double VPs from buildings in their city. The player
with the most VPs is the winner. If the Dominance player is tied for the most
VPs, the Dominance player is the winner.

Campaign Victory

 If the Dominance player wins this scenario, they also win the campaign!
 If an Alliance player wins, the Alliance players (only) add +2 VPs for each
star they have earned to their score. The Alliance player with the highest
score is the campaign winner! If tied, players share the victory!
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