
THE MISTRESS OF THE MIST  -  RULES (BETA)
THESE RULES ARE A WORK IN PROGRESS AND WILL BE UPDATED. PLEASE DO NOT PRINT 

THEM AND DO NOT TRANSLATE THEM YET!

The wandering enchantress, always attracted by the building and expanding of 
cities... She was born as the only daughter of a Cloudborn master-builder and her love 

for architecture and building arts remained forever. But the fate brought her later 
to an eastern magical school, where she learned the arts to cover and defend huge 
places with a misty veil, the perfect protection for cities against enemy attacks. 
But every coin is double sided, that’s why sometimes her positive intentions cause 
more trouble than real good...

APPEARANCE
  WHERE:  The mistress always enters the map through a random Stormgate 

(this is a general rule for most of the NPCs). Roll a D6 die. Place the NPC figure 
on the Stormgate number which matches the result of the die. Reroll if the result 
indicates a Stormgate that is not currently in play (e.g. in a game with less than 

6 players). Alternative: place the mistress in the middle of the map if you don’t 
play with the Stormgates expansion, which is possible but not recommended 
(because of the board extension, the D4 die, the Stormgates).

WHEN: This NPC enters the game at the first check-point (this is a general rule for 
all NPCs that cannot be hired through a card combination). Check-points (CPs) are phases in the game between two weeks, when 
certain actions are performed. There is a check-point at the end of every week (standard 7 days or a full Oracle wheel rotation) and 
the first of them is at the end of week one (before first player’s turn of day 1 of the second week - for more details about CPs please 
refer to the Stormgates rule book). Attention: The Mistress of the Mist doesn’t move at her first appearance, so every player could 
prepare for her presence on the map. Her first real movement will be after day 1 of the second week and then continuously after 
each day. Please interrupt the game shortly after the announcement of a new day and after turning the Oracle wheel - then move 
the NPC (in any order if more than one are in play).

MOVEMENT 
When a player builds or upgrades a city, he immediately must move the Mistress of the Mist 2 squares away in any direction 

(horizontally, vertically or diagonally / movement as a chess horse is also possible).

EFFECT
The Mistress spreads waves of mist around her. Her inner desire is to protect the master masons’ and great craftsmen’s work 

from the destructive force of the war. All squares in this figure’s range are considered covered with fog. This have the following 
impact on the game:

 • The space, occupied by the Mistress - This is the center of the figure’s range. The fog at this space is so thick that the Mistress 
unwittingly makes this square a taboo. Nothing can be build or upgraded there. No hero can enter or leave this space. If there is a 
city there, it cannot be attacked. No trade in any form can happen here;

 • The 8 squares around the Mistress - These spaces are also misted. Not so heavily as the center square, but still enough to make 
a lot of trouble to the traveling heroes. Movement through these spaces costs +1 Supply card (or 1 point of horse movement). Cities 
on this squares cannot be attacked. City builds or upgrades and trading activities (like for example trade posts, Starsmuggler, 
Bilkarr) are allowed.

IMPORTANT
 • This figure has NO impact on the movement or effects of any other NPCs (besides CDWs) when played simultaneously.

Playable with: 2, 3, 4, 5 or 6 players on a standard or extended map. 
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