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GAME RULES

Example: Pests of Flesh are very aggressive and mobile creatures
endowed with the Sacriﬁce/1 Aptitude. At the end of a Basic Move,
they can sacriﬁce themselves to inﬂict an automatic Wound on all
enemies in base-to-base contact with them.

HOW THE GAME
UNFOLDS

ARMOUR-PIERCING SHOT/X : Some marksmen are
equipped with special armour-piercing bullets or powerful
weapons that that can pierce even the hardest metals. When these
marksmen hit their targets, they can choose to target a second
enemy. The second victim must be located within the marksman’s
direct line of sight and no more than X squares behind the ﬁrst
victim. The ﬁrst victim is not considered an obstacle when the line
of sight is determined and the second casualty cannot be closer
to the marksman than the ﬁrst.

This chapter is a brief, practical guide to how a game of Hybrid
might unfold. In this section we will revisit, one by one, the
diﬀerent stages detailed in the previous pages. The page numbers
refer to the complete rules associated with each section.
Speciﬁc terms relating to the rules ﬁgure in bold print in the
text. Should you need any further details, turn to the relevant page
for additional information.

longer in play.

is ﬁred.
his Activation round.
TITAN :

normal squares.

aﬀorded to warriors with large bases (2 by 2 squares).

per square.
and doors that are wide enough to let them through.
VELOCITY/X :

equal to X on their SL.

with the Trap.
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Preparation
Before starting to play, the players must decide on the game
they’re going to play by choosing their armies and their missions
(see below).
They then establish their squad lists to include the warriors they
need to complete the missions and the substitute warriors that can
come into play during the game – some missions give the players
more leeway than others in this regard.
The mission instructions set the goals to be met and a diagram
shows which Tiles should be used, how to set them up and where
to place the various counters needed for the game.
The Event cards are then shuﬄed and placed in a pile face
down close at hand.
The players then shuﬄe their Army cards, which are also placed
face down in a pile close at hand, and draw two each without
looking at them. The ﬁrst of these cards is revealed at First
Contact, and the second at First Blood.
The Griﬃn player shuﬄes his Aura cards and draws three at
random. When he has studied them, he discards one and keeps
the other two for the game.
The Scorpion player does the same with his Mutation cards.
The Action cards are then placed in a pile. Each player draws
four at random. Having studied them, a player can choose to
discard all his Action cards and to replace them with three new
cards. The new hand cannot be discarded.
The Tiles are then assembled and the mission counters and
warriors are placed in accordance with the mission diagram.
The ﬁgurines of warriors that require an Access to enter the
laboratories are put to one side.

The ﬁrst ROUND
Each player must make an Activation Roll with a D10. The player
who rolls the lowest score decides who will start (page 16).
The players then determine the Activation Sequence of their
warriors by placing the Activation counters in turn next to their
respective warriors. The counter number 1 is placed next to the
ﬁrst warrior to be activated, counter number 2 is placed next to
the second warrior to be activated and so on and so forth until all
the warriors have been given an Activation number.
Once this has been done, the player who starts reveals his ﬁrst
Activation counter and activates the relevant warrior.
The player in control of the warrior decides which Action mode
he will adopt once activated.
If he chooses the Moving mode, he must immediately specify
a Level of Mastery.
If he chooses another Action mode (Oﬀensive Combat,
Defensive Combat, Firing), he must announce the Level of
Mastery during the Movement.

When accomplishing an action with a warrior, a player can play
an Action card to increase his chances of success or to render a
manoeuvre more spectacular. The Action card must be shown to
the adversary. Should a player choose not to play an Action card
he must declare this intention to his adversary.
Whether the ﬁrst player used an Action card or not, his
adversary can choose to Hinder the Action by playing one and
only one of his own Action cards. The modiﬁers associated with
this card have a negative rather than a positive eﬀect when played
in this way. If the ﬁrst player did not refuse to play an Action card,
he then has a chance to bring additional Action cards into play
to minimize the negative eﬀects of the penalties incurred by the
Hinderance (page 23)
In the majority of cases, a player has to succeed with a D10
Natural Roll to accomplish an Action. The SL of the roll is
determined according to the warrior’s NV as modiﬁed by the
Equipment at his disposal, the Level of Mastery chosen and
the Action card played, etc. If the result is equal or inferior to
the SL, the Action is deemed successful. A result of 1 signiﬁes
a Perfect Success and a result of 10 (0 on the die) signiﬁes a
Critical Failure.
If the warrior is using a Level of Mastery that delays the eﬀects
of an Action (such as Skilled Firing, which enables a warrior
to ambush an enemy), the player controling him must place
a corresponding counter next to his ﬁgurine. The counter is
removed as soon as the warrior changes his mode or Level of
Mastery. This counter can also be used to determine the order
of action of the diﬀerent warriors in the same mode (if a single
target ﬁnds itself in the sights of several warriors in Skilled Firing
mode at the same time for example).
Once the turn has been completed by the ﬁrst ﬁgurine, it is
the turn of the second player who activates the ﬁrst ﬁgurine in
his Activation Sequence.
When he has ﬁnished, the ﬁrst player activates his second
ﬁgurine…
The players continue in this way until all the ﬁgurines with an
Activation counter have been played.
Any eﬀects that last only one round are then withdrawn and
the next round begins.

The following ROUNDS
The following rounds unfold in the same manner with one
exception: Action cards can now be played during the Activation
Roll in order to increase the player’s chances of success.

The end of the GAME
The winner is the player who fulﬁls all his mission objectives. If
neither player is able to do this, the game is considered a draw.
Are you brave enough to confront a new enemy and to resolve
the dark secrets of the Heresiarch’s laboratories?
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MISSIONS

MISSIONS
The ten missions described in these pages will take you on a
journey of discovery across the Heresiarch’s abominable world.
With the exception of a few missions, the players are free to
assemble their combat groups as they see ﬁt. However, their
choices must respect two parameters:

Mission
diagram legend

Fallen rock
• THE RANK TOTAL: The sum of the warriors’ ranks must
not exceed this mission parameter. In this instance, two Rank 0
warriors count for 1.

Pillar
Trapdoor
Double door
Single door
Double passage
Single passage

• TOTAL NUMBER OF WARRIORS: In order to avoid the
board becoming overcrowded, the total number of warriors taking
part in a game is limited to this number.

Example: a Scorpion player is assembling his warriors, his
choice must take into account the following parameters: rank total
8; total number of warriors 8. He chooses an Aberration (Rank
3), three Hybrid (Rank 1) and four Pests of Flesh(Rank 0). The
four Pests of Flesh total 2 rank points. The rank total is therefore: 3
+ (3 × 1) + 2 = 8, for a total of 8 ﬁgurines. The parameters have
been respected.

1

2

E

Event

3

Objective

DEPLOYMENT:
D
Rank 0 Dirz
D

Rank 1 Dirz

D

Rank 3 Dirz

G

Rank 1 Griﬃn

G

Rank 3 Griﬃn

V

Venerable
Griﬃn
deployment zone
Dirz
deployment zone
Simple entrance
Double entrance
Simple exit
Double exit
Simple entrance / exit
Double entrance / exit
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RETURN TO GLASINHAR
INSTRUCTIONS

LABORATORY SO11
In Akkylannie, one of the Lodge of Hod’s most diﬃcult missions
took place in the quiet village of Glasinhar. After the massacre
of the population by a pack of unknown creatures, a group of
Knights was sent to investigate. These brave men never returned
home. Venerable Ambrosius decided to solve the enigma of their
disappearance himself.

SELECTING COMBAT GROUPS

OBJECTIVES

TRAPS

R ANK TOTAL
TOTAL NO.OF WARRIORS

GRIFFIN

SCORPION

5
5

6
5

Place 1 Trap counter among the 3 Event counters.
Each side must exterminate the other. Any side with at least
one warrior standing, having exterminated all enemy warriors, is
declared the winner.

SPECIAL RULES
There are no special rules for this mission.

D

D D

D

E
D
E

D

GRIFFIN
Entrance

E
G

E

D

D
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MISSIONS

THE SCARLET HIVE
INSTRUCTIONS

LABORATORY SO4
A detachment of warriors from the Lodge of Hod locates a
Scorpion laboratory on the edge of the Syharhalna. Opening the
doors was diﬃcult because they were covered with a thick layer
of sand. The corridors were littered with skeletons, but were
otherwise deserted… But the intrusion hadn’t gone unnoticed.
Suddenly, creatures from another time awoke from their torpor
and started the hunt!
The Akkylannians must escape this trap and call for
reinforcements if they want to survive the encounter.

SELECTING COMBAT GROUPS

OBJECTIVES

SPECIAL RULES

The Griﬃn player must succeed in evacuating the equivalent of
4 ranks. He can evacuate his warriors by any of the 5 exits.

TRAPDOORS

R ANK TOTAL
TOTAL NO.OF WARRIORS

GRIFFIN

SCORPION

7
6

8
8

No traps are associated with the Event counters in this
mission.

This mission incorporates four Trapdoors. These are opened
at the beginning of the game. At the beginning of each round,
the player who won the Activation Roll rolls a D10 for each of
the Trapdoors. If the result is even, the designated Trapdoor
remains open or opens, if the result is odd, the door closes or
remains closed.

The 4 ranks must be divided as follows:
Two Rank 2 warriors
OR
One Rank 2 warrior and two Rank 1 warriors

•
•

The Scorpion player must stop the Griﬃn player from achieving
his goal. Let the massacre begin!

DIRZ
Entrance
DIRZ
Entrance

E

E

E

DIRZ
Entrance

DIRZ
Entrance
DIRZ
Entrance
E

E
E
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THE HERESIARCH’S PRISON
SPECIAL RULES

LABORATORY SO9
An ambush during a routine Syhar prisoner transfer turns to
carnage. Venerable Ambrosius is captured and imprisoned in the
city of Tenseth. The Hod warriors rally to save their leader but ﬁnd
only the corpses of his captors.
Nearby, the sun’s hot rays reﬂect oﬀ a shiny steel door
embedded in the desert sand. A laboratory! Has Ambrosius
chosen to take shelter here or has his destiny been changed
forever by the intervention of a bloodthirsty creature?

OBJECTIVES
The Griﬃn player must free Venerable Ambrosius and help him
escape from the laboratory.
The Scorpion player must eliminate all enemy warriors ranked
2 or higher.

INSTRUCTIONS
The Objective counters 1 act as switches that enable you to
unlock some of the doors in the laboratory. They are shown in
the mission diagram. Once these doors have been unlocked,
they can be opened. Once opened these doors can never be
locked again.
When a door is opened, one of the entrances to the laboratories

Fallen Rocks: Venerable Ambrosius is being held captive in
a laboratory that has become dilapidated over the years. Large
cracks have appeared in the walls and the pillars could cave in
at any moment. The visit of the Knights of Hod and the ensuing
battles have only made matters worse…
A block of rock falls from the ceiling at the end of each round.
The player who won the Activation Roll rolls a D10 to determine
which zone is aﬀected (refer to the mission diagram for the
zone numbers). Roll the dice a second time using 2D10. One of
these gives the value for the vertical axis (see below), the other
determines the value of the horizontal axis. Place a Fallen Rocks
counter on the square at the intersection of these axes.

1

2 3 4-5 6-7 8 9 10

1
2
3
4-5
6-7
8
9
10

D10. If he rolls an even number, the exit in the 1 zone closes.
If he rolls an odd number, the exit in the 2 zone closes.
SELECTING COMBAT GROUPS
R ANK TOTAL
TOTAL NO.OF WARRIORS

GRIFFIN

SCORPION

7
7

8
8

Fallen Rocks are viewed as elements of the scenery in their own
right and as such, they follow a set of rules. If a warrior is located in
a zone where rocks are falling he suﬀers a Wound that cannot be
avoided. If this happens, do not place a Fallen Rocks counter on
the aﬀected square. If the rocks fall on an Event counter, replace
it with a Fallen Rocks counter..

AMBROSIUS’S CELL
Venerable Ambrosius must take part in this game. He is placed
on the V square at the beginning of the game.

TRAPS
No traps are associated with the Event counters during this
game.

Ambrosius’s cell is located in the 3 zone. It can only be
opened if the control panel corresponding to Objective counter
1 has been activated. This doesn’t stop Ambrosius from trying to
escape on his own!
At the beginning of the second round, the Griﬃn player rolls a
D10. If he rolls a “1”, the door is unlocked. If the roll results in a
failure, the player can try again in the next round. In this instance,
the player must roll a “1” or a “2” to unlock the door. Each attempt
to unlock the door results in a cumulative +1 SL modiﬁer.
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D D

V

E
D

3

D
Exit

1

D
D

E

D
D

E
D

D
2

D

E
1

GRIFFIN
Entrance / Exit
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THE DARK JEWEL
INSTRUCTIONS

LABORATORY SO5
Research has shown that the infernal machinery that drives the
laboratories depends on one or several Gems of Darkness for
energy. These magical, almost hypnotic stones pervert metal and
ﬂesh alike and make it easy to mix these elements to produce
Dirz clones!
Scouts have uncovered a hidden laboratory deep in the
inaccessible canyons of Bran-Ô-Kor. Its Gems of Darkness
must be neutralized if a bloodbath is to be avoided. But the
laboratory’s defenders have devised a trap, hidden in the
ventilation system…

The Objective counter 1 designates the location of the
laboratory’s defence mechanism and can only be activated by a
Scorpion warrior.
The Objective counter 2 designates the location of the Gem of
Darkness and can only be activated by a Griﬃn warrior.
SELECTING COMBAT GROUPS
GRIFFIN

SCORPION

7
5

8
8

R ANK TOTAL
TOTAL NO.OF WARRIORS

OBJECTIVES
The Griﬃn player must capture the Gem of Darkness that
generates the energy that powers the clone tanks.
The Scorpion player has to activate a defence mechanism
freeing a virus capable of killing any being that hasn’t been
inoculated against it.
The winner is the ﬁrst player to fulﬁl his objectives.

TRAPS
Place one Trap counter among the Event counters that will be
used during the game

SPECIAL RULES
There are no special rules associated with this game.

2

1

E

E
DIRZ
Entrance

E

GRIFFIN
Entrance

E
E
GRIFFIN
Entrance
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PROWLERS !
SO–NEMESIS LABORATORY

INSTRUCTIONS

According to the information contained in Dirz’s diaries, the SO
Nemesis laboratory was among the prototype laboratories that
were abandoned along with the Hybrid Project. The buildings are
completely outdated, but built in a particularly robust alloy. The
Dawn Ritual that reactivated the Heresiarch’s laboratories also
brought the SO Nemesis back to life, to the extent that even the
Syhars discovered its existence.
A small army of Syhar scouts was sent to investigate ahead of
a much larger force. They arrived at the same time as a squad of
Griﬃns.

The Objective counter 1 represents the Gem of Darkness. A
warrior who ends a Movement on this counter possesses the gem.
When this happens, place the gem on the relevant warrior’s base.
The gem follows the carrier in all his movements.
If the carrier is eliminated, the treasure is dropped and the
counter is placed on the square occupied by the warrior (or if the
warrior occupied several squares, on one of the occupied squares)
when he was destroyed.
The two exits represented by Objective counters 2 and 3
open up when the gem (Objective counter 1) is picked up by a
warrior. If the warrior manages to escape the laboratory through
one of these exits, the game is won.
After the Activation Roll in the ﬁfth round, the player who
activated the Objective counter 4 must roll a D10. If the result is
an even number, nothing happens. If the result is an odd number,
the 2 and 3 exits slam shut forever. In this instance 4
opens and becomes the only laboratory exit.

OBJECTIVES
Time is of essence: a huge Gem of Darkness powers the
enormous laboratory clone tanks and the winner is the ﬁrst player
to safely evacuate a warrior from the laboratory with this gem.

TRAPS
SELECTING COMBAT GROUPS

Add a Trap counter to the 5 Event counters.

R ANK TOTAL
TOTAL NO.OF WARRIORS

E

GRIFFIN

SCORPION

7
5

8
8

SPECIAL RULES

E

There are no special rules associated with this game.
1

E
E

E

4

2

3

G

D
D

D
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THE HERESIARCH’S DIARIES
LABORATORY SO3

TRAPS

The Hod warriors have made a vital discovery: the various
laboratories form a network with a special research laboratory
at its centre. It is even possible that Dirz himself performed
experiments within its walls… Invaluable information concerning
the Heresiarch’s work is surely hidden there.

No traps are associated with the Event counters for this
game.

OBJECTIVES
The Griﬃn player must ﬁnd the coordinates of several secret
laboratories. When he has done this, he must evacuate the
warriors who possess this vital information safely. Alas, a toxic
gas leak has poisoned the air inside the laboratory and the
Griﬃns cannot escape until the valve that controls the gas has
been closed. The Griﬃn player wins the game if he manages to
fulﬁl both objectives.
The Scorpion player has to stop his enemy from stealing Dirz’s
diaries and must ensure that the poison gas valve remains open.

SPECIAL RULES
When a poison gas valve is opened at the beginning of a game,
a toxic cloud inﬁltrates the laboratory corridors. Place the toxic
cloud Template in the zone occupied by the valve (Objective
counter 1).
The player who won the Activation Roll rolls a D10 at the
beginning of each round when a cloud is in play to see whether it
moves and, if so, where to. Refer to the diagram below and apply
the corresponding movement to the D10 result. If the roll results
in a 9 or a 10, or if the direction indicated can’t be applied, the
cloud stagnates.

1-2

INSTRUCTIONS
The Objective counter 1 represents the poison gas valve. The
counter is not discarded when the valve is activated since it can be
opened and closed several times during a game.
At the beginning of a game, the valve is open. It can be closed
or reopened by any warrior who reaches the Objective counter 1.
The Griﬃn warrior(s) in possession of the Heresiarch’s diaries can
only escape if the valve is closed.
Objective counters 2 and 3 represent the Heresiarch’s
diaries that contain vital information written by Dirz himself. By
activating either of these counters, a warrior takes possession
of the documents that they represent. Both Counters must be
activated to capture all the documents but they can be activated
by diﬀerent warriors.

SELECTING COMBAT GROUPS
R ANK TOTAL
TOTAL NO.OF WARRIORS

GRIFFIN

SCORPION

7
6

8
9

7-8

9-10

3-4

5-6
All warriors located in the zone aﬀected by the toxic cloud
incur a –1 modiﬁer on all Success Levels associated with Natural
Value or Action modes.
The cloud disappears as soon as the valve is closed. If the valve
is opened again, the cloud reappears in the zone occupied by
the valve.
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D D D

D

E
D

GRIFFIN
Entrance
1

E
E
E
E

E
D
2

3

D
DD
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DEADLY MATRIX
LABORATORY SO21
SELECTING COMBAT GROUPS
The incomprehensible formulae and the indecipherable notes
found in the Heresiarch’s diaries revealed a second secret: the
location of a mass production laboratory named SO21 designed
to produce large numbers of clones. The Heresiarch seems to
have had special plans for this particular laboratory located close
to the border of the Alahan kingdom.

GRIFFIN

SCORPION

8
6

8
9

R ANK TOTAL
TOTAL NO.OF WARRIORS

TRAPS
No traps are associated with
the Event counters during this
game.

GRIFFIN
Entrance

SPECIAL RULES
OBJECTIVES
The Griﬃn player must neutralize the accelerated
cloning tanks by accessing the main control panel. He
must also activate the laboratory’s self-destruction
mechanism.

The Scorpion player cannot
draw an Action card when
one of his Rank 0 warriors is
eliminated. When this happens,
an identical clone is placed in
the tank of the player’s choice.
The new clone is incorporated
into the Scorpion player’s next
Activation Sequence.

E

The Scorpion player’s mission is to stop the Griﬃns
from destroying the laboratory. Sadly, most of the
laboratory’s doors are locked.

INSTRUCTIONS
The Objective counter 1 represents the main control panel for
the accelerated cloning tanks. All the doors to the laboratory are
unlocked (but not opened) as soon as a Griﬃn warrior enters the
room occupied by the Objective counter 1.
Once activated, the Objective Counter 1 is discarded. All the
tanks are neutralized: all the creatures in the tanks as well as any
Rank 0 Scorpion warriors present in the zone, are immediately
eliminated. The Objective counter 2 represents the switch that
activates the laboratory’s self-destruct mechanism. To activate
the mechanism, a warrior must inﬂict 2 Wounds on the switch
(the switch is considered to be in direct contact with the warrior
in question). Long-distance attacks also work on the switch. A
Scorpion warrior who positions himself on the square occupied
by the Objective counter 2 blocks all access to the switch for as
long as he chooses to stay.

E

D
D
D
1

D

D

D
D

D
2

E
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THE SCORPION’S VENOM
SELECTING COMBAT GROUPS

LABORATORY SO19

GRIFFIN

SCORPION

7
6

8
8

R ANK TOTAL

This time the laboratory doors have been barricaded on the
inside. When they enter the laboratory, the Templars of Hod
discover a sickening spectacle: numerous dead creatures frozen
in grotesque positions, the terror etched on their faces like an
echo of the agony of their demise.
An invisible death prowls these corridors. It must not escape!

The Scorpion group must include at least two Rank 0 warriors,
one Rank 1 warrior and one Rank 3 warrior.

OBJECTIVES

TRAPS

The Scorpion player secretly designates a Rank 1 warrior who
must escape from the laboratory at any cost. This anodyne clone
has been infected with a deadly virus that makes the plague look
like a common cold!
All Rank 0 Scorpion warriors begin the game in accelerated
cloning tanks. A tank can only house 1 ﬁgurine at a time. Since
the tanks aren’t operational at the beginning of the game, their
occupants are not immediately incorporated into in the Activation
Sequence.
The Griﬃn player must catch and eliminate the infected
warrior before he escapes.

The laboratory is riddled with unstable chemical products and
the strains of terrifying viruses. Add two Trap counters to the 4
Event counters to represent these dangers.

INSTRUCTIONS

TOTAL NO.OF WARRIORS

SPECIAL RULES
It is possible to eliminate Rank 0 warriors before they awake. To
do this, simply place a warrior on an adjacent square and engage
in hand-to-hand combat with the warrior still inside his tank.
The tank can also be destroyed by a long-distance attack (shot,
etc.). If the tank suﬀers a Wound, it and the dormant clone are
destroyed.

The accelerated cloning tanks are not activated at the beginning
of the game. A Scorpion warrior can start them by activating the
Objective counter 1. When this has happened, the warriors can
be included in the next Activation
Sequence.
When the Objective counter 1
is activated, one of the four exits,
to be chosen by the Griﬃn player,
is closed for the remainder of the
game. Remove the corresponding
Access – Exit counter.
E

D

D
D
E

D
D
E
D
E
E

D

1

D

E

D
G

G

D
D
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INVISIBLE WAR
INSTRUCTIONS

LABORATORY SO25 – Part 1
The Knights of the Lodge of Hod have uncovered a laboratory
that is proving especially diﬃcult to destroy – the lab SO25. For an
unknown reason, the warriors created in this laboratory appear to
have some form of social organisation and are able to coordinate
their attacks to repel intruders. Venerable Ambrosius assembles
his ﬁnest warriors: time is running out and all this agitation will
soon attract the attention of the authorities
Everything must be destroyed immediately.

SELECTING COMBAT GROUPS
R ANK TOTAL
TOTAL NO.OF WARRIORS

GRIFFIN

SCORPION

8
9

9
9

TRAPS

OBJECTIVES

No Traps are added to the Event Counters for this mission.

To win the game a player must obliterate all his adversary’s
warriors.

SPECIAL RULES
There are no special rules for this mission

D

D
E

E

E
E
E

D

G

E
G
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THE HEROES’ TWILIGHT
LABORATORY SO25 – Part 2

INSTRUCTIONS

There are still some surprises in store for Ambrosius as he
throws himself hell-for-leather into the exploration of laboratory
SO25. As his troops are setting the charges that will destroy the
lab once and for all, he hears moaning in the distance.
He uncovers a secret passage and steps inside. Many old friends
and battle companions who he believed were dead are imprisoned
there, waiting patiently for someone to free them from their
morbid destiny. But still the guards must be vanquished.

When the Objective counter 1 is activated, all the prisoners’
cell doors are unlocked (but not opened). Once unlocked, these
doors cannot be locked again.
The Objective counter 2 represents the controls that open
the two escape hatches. When it has been activated, place two
Access – Exit counters as indicated in the mission diagram and
remove the Access – Entrance counter.
SELECTING COMBAT GROUPS

OBJECTIVES
The Griﬃn player’s mission is to free the prisoners. He must
open the escape hatch and release at least one warrior who will
go in search of reinforcements.
At the beginning of the game, only Griﬃn warriors ranked 2 or
more can move freely. The others are placed in cells as shown in
the mission diagram.

R ANK TOTAL
TOTAL NO.OF WARRIORS

GRIFFIN

SCORPION

7
5

8
8

TRAPS
Add 1 Trap counter the 5 Event counters.

The Scorpion player must simply stop his adversary from
fulﬁlling his mission objectives.

SPECIAL RULES
The imprisoned Griﬃn warriors are only included in the
Activation Sequence in the round that follows the activation of
the Objective counter 1
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EPILOGUE
We have been locked up for two whole weeks, the machines
have stopped and silence now reigns supreme.
We tried to contact S04 and SO28 but without success, as if
our equipment had given up the ghost or the laboratories had
simply ceased to exist… Our Gems of Darkness reserves have
been exhausted and our Immortal gems are too weak to be of
any use to us. What has happened? Is there still life outside the
laboratories?

~
I had to kill my last slave.
I’m hungry and we have no food left. My brothers-in-arms
have all done the same. In accordance with the rules, we locked
ourselves in our quarters with our slaves in chains. Their sacriﬁce
gives us the food necessary to survive until reinforcements
arrive.
I must admit that I had become attached to the little Barhan
girl. She believed in my redemption until the very end. She will
never know how much I am indebted to her.

~
This morning, Ybhan Kern tried to force his way into my quarters.
First he begged me to open the door, to give him something to
eat. Then he threatened me. He stayed there, banging on the
door… The paranoid imbecile had fashioned himself some sort
of weapon. Thankfully, he never got in.
I will surely starve to death. What irony! To think that my
creators endowed me with an organism capable of surviving on
three litres of water a week…
I’m beginning to understand the importance of the little
Barhan’s sacriﬁce. I forget her name. I have a fever.

~
Two days. It’s been two days since I killed her. I have nothing
left to eat. My body is rotting away at a terrifying rate. It’s been
so hot and humid since the machines stopped.
Ybhan Kern banged on my door again today with a heavy metal
object. He was laughing like a demon and talking gibberish.
Condemned to err the laboratory’s corridors, I think he’s lost
his senses.
I tried to wake up a Yersina clone in the hope that it would
protect me should I get out of this place. I didn’t succeed – when
the tank opened, the creature simply collapsed… Without the
power of our Gems of Darkness, it’s become impossible to
awaken the clones. Irony of ironies, their ﬂesh is inedible.

~

In a few hours the hunger will have gotten the better of me and
there’ll be only one solution left open to me. Indeed, I fear Ybhan
Kern has already chosen this way out.
I will inoculate myself with a Hybrid treatment. I’ll become a
predator and, who knows, maybe I’ll be able to defeat the last
survivors in the complex. Their bodies will provide me with food.
What will happen then? I don’t know, but by then I too will have
lost my mind.
I have lived, as I will die, for the glory of Arh-Tolth and our allpowerful Emperor Dirz.

~
With a tired gesture, Venerable Ambrosius closed the book and
looked around the room. The slaves’ skeletons still lay at the foot
of the wall, their chains padlocked to a ring in the wall.
Why did the Hybrid Project’s laboratories suddenly stop,
condemning those who worked in them to death? This was
the ﬁfth lab puriﬁed by the Lodge of Hod and still the enigma
remained intact.
Always the same tragedy: a nauseating complex; piles of bones
strewn on the ﬂoor; and creatures that only the sick mind of the
Heresiarch Dirz could have imagined. Each time he discovered
the location of two new laboratories of the same type. How many
were there? Tens, hundreds… Would the inhabitants of Aarklash
one day discover what their destiny might have been?
While examining the Technomancer’s texts, Ambrosius
discovered that each of the laboratories was capable of
producing 10 clones per day. What would happen if the Alchemists
rediscovered and activated the project? Would it mean the end of
Aarklash? A shiver ran down his spine.
“The zone has been cleansed and the machines have been
neutralized,” reported Seneschal Demian through the crack in
the door. Two Puriﬁers and Misericord, her face hidden behind a
metal visor, stood beside him.
“I have to study the last archives and then we’ll leave this place.
Set the charges.”
Life went on, and the men would soon blow up the entrance
to the laboratory. Tonight, Demian would grumble about
Misericord’s indiscipline and they would move on to another
laboratory.
Ambrosius unravelled the parchment and studied it carefully.
He found the coordinates of two new laboratories, SO4 and
SO28. Suddenly his eyes widened and he read the coordinates
for SO28 a second time in disbelief.
“It’s just not possible, how am I going to tell them?”

