The Alchemical Machines

Victory Conditions

At each end of turn, players' determine which one of them controls each machine.
Victory Points are accumulated as follows:

1 VP for each Controlled machine.

2 VP for each Activated machine.

4 VP for each Awakened machine.

If at the end of any turn, one player has 16 VP, he or she achieves victory.
If no player has reached 16 VP before time runs out, or if both players achieve 16 VP or more in the
same turn, or any player has no more miniatures in play, the game is a draw.

Maximum number of VP to win: 31

Setting up the Battlefield

I) This scenario is intended to be played on a 48&#8221;x36&#8221; table.

2) The players then define the gaming areas:

Players split the table into 4 quarters. Diagonally opposite quarters, are assisned to each player (randomly
determine which player chooses his table quarters).

Players then place 4 tokens the size of a Jin Post or a small base on each median line, I3 inches away
from the centre. Those tokens stand for the alchemical machines.

Players then mark four deployment areas, one at each corner of the table. Each area is exactly I3 inches
away from the closest machines.

3) The players must then place at least 8 scenery elements, according to the following rules:

—lScenery elements cannot be placed less than 3 inches from any table edge, objective or other scenery
element.

- The players alternate placing the scenery elements. Randomly determine which player places the first
scenery element.

4) The players then place their component tokens, according to the following rules:

- The tokens must be placed on scenery elements, at least 5 inches from any other token.

- The players place I token in each of their table quarters and one in each of their opponent&#8217;s
quarters (alternating between each player).

- Players MUST be able to place all their tokens (if that is not possible, alter the number and position of
the scenery elements).

Deployment

The player with more cards ‘starts deploying his miniatures. If both players have the same number of cards,
the one who chose the deployment area starts deploying. FEach player must deploy so that he or she has,
as much as possible, the same number of miniatures in each of his areas at the end of deployment.

Once deployed, players randomly determine to which element each machine is bound: one to water, one to
earth, one to air and one to fire.

Special Rules

Fields of Alchemical Stones:

Once per turn, during its activation and if it is out of its deployment area, any miniature may spend 1 AP
in order to pick up an alchemical stone of a randomly determined element. An Alchemist miniature picks
up as many stones as its focus level plus one. For example, an Alchemist with Focus Level 2 picks up 3
stones by spending only 1 AP.

When a miniature picks up alchemical stones, roll a white dice in order to determine the type of each
collected stone:

I-4: element of its affinity

5-6: player&#8217;s choice

A non-alchemist miniature can carry only one stone collected in this manner. If the miniature is removed
from play, the stone is removed along with it. A miniature may choose to drop one alchemical stone for
free at the beginning of its activation.

Alchemists may carry as many alchemical stones as they wish.

Alchemical stones collected by alchemists may only be used for their formulas if they belong to their
affinity. Collected stones which do not belong to their affinity may not be used for their formulas
(whether for enhancements or substituting components).

The Alchemical Machines:
The machines are considered to be neutral at the beginning of the game. They are Size I.

Controlling a machine
Duringi afturn, a miniature I inch or less from a neutral machine may spend I Action Point to take
control of it.

Activating a machine



A neutral machine (or one previously controlled by a friendly miniature) may be activated by a miniature
I inch or less from it by spending I AP and using one alchemical stone - the stone is destroyed in the
pProcess.

Awakening a machine

A neutral machine (or previously controlled or activated by a friendly miniature) may be awakened only
by an Alchemist miniature within I inch or less by spending I AP and using one alchemical stone of the
same element as the machine (it may be a collected stone or one from their own stores) - the stone is
destroyed in the process.

Neutralising a machine

A miniature within I inch or less may neutralise a machine which is Controlled by the opponent by
spending I AP and an alchemical stone of the element associated with the machine.

A machine loses its &#8220;activated&#8221; or &#8220;awakened&#8221; status as soon as it becomes neutral
again.



