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A Witch's Dut

Most folk think that they only appear on Bogle’s Night but ye should
keep an eye out for those early birds that want to check in on their
- descendants and end up a little ost or worse.

The other thing that a witch ought to know is that it ain’t just friendly
ghosts coming out of the Land of the Dead during this fragile time.
Monsters, bad ‘uns at that, emerge into the shadows. Most folk take to
Guising to fool these spectres but ye may find yerself called upon to use
that wand of yours if'n yer not careful.

A Witch’s Other Dut

Treats can be gained in two ways:

+ Buying 1 Treat for 1 Silver from the village Baker or any other
character you think could provide them.

~ + Using a Reagent that has points of Sweet. €ach point of Sweet is

equal to 1 Treat.

€ach Guiser that makes it gets 1 Treat and you simply draw two cards
to see how many make it through each day. If you don’t have enough
Treats for the Guisers, they play a prank on you. Usually something that
will take a Downtime Segment to undo. What do they do? How do you
feel about it?
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Striking A Deal

They want to feel fear for themselves. They will come to your
cottage on Bogle’s Night as Guisers with a total value of 20.
Your cottage must scare them away completely or you fail the
Deal. How do they react to your decorations? What scares them?
What surprisingly doesn’t?

They want gou to take one of the Manor Residents and let them
live with you until next Bogle’s Night. Who or what is this
resident? Why do they want to live with you? What is it like
having a monster as a house guest? How do your patients react to
them? What problems do they cause? Do you get on with them?
Consider these questions throughout the year.

They want you to host the Spooky Soiree at The Manor this year.
You can spend Downtime Segments to improve the decorations,
teach the monsters how to mingle with people, and organise
things like food, music, and transport.

When the Spooky Soiree comes, draw a card. If the card’s value is
less than the number of Downtime Segments you have spent on
the Soiree, the night is a success! If the value is higher, it is a
disaster.

How does it go? How do people feel about this new situation?
How do you help things along on the night?

Stay with them in The Manor until Bogle’s Night while they try
to win your heart and convince you to stay. You may treat
Hilments as you normally do but must spend all of your
Downtime in The Manor. You may still face Events in The Manor
on your Downtime.



Tools &- Upgrades

Guising

First of all, it ain’t just dressin’ up for dressin’ up’s sake. Guising is a
tradition that dates back centuries, to the time of shadows when dark
‘spirits and fell monsters walked the land and only by disguising oneself,
could a person hope to go unnoticed and unharmed.

Thankfully times are much safer now and Guising is only needed during
the end of Harvest when the barriers between our world and the Realm
of the Dead is at its weakest. While most folk only see the effect of this on
Bogles’ Night, when dead family can come to visit, the truth is that there
are dangerous things out there and you would be best off blending in.

You can buy a Guise (page 6) for 30 Silver.
Or
You can make one yerself by spending 3 Downtime segments on it.

- Trust me, you don’t want to cheap out on this.

Once ye have a guise in place, ye’ll be able to enter the Manor In The
Woods (see The Manor - Guised on pages 22 - 23). Of course, if yer feelin’
brave, ye can go in without one as well (see The Manor - Un-Guised on
pages 24 —25)

Ye'll also be able to go Guising around the various villages and this is
where the other difference comes in. In the lowlands they just call out
“trick or treat” as a sort of cute threat but up in High Rannoc ye’ve tae
earn yer treat. Give them a story, a song, a magic trick, or some other
display tae amuse and ye’ll get some sort of reward. Draw a card after
each Downtime Segment spent Guising and gain Treats equal to its
value.

Who gives the best Treats? Who do you go Guising with? What is the
atmosphere in the village like?

Likewise, ye’ll find folk traipsing down to your door, expecting ghoulish
frights and theatre. It’s a bit of a tradition — and one I expect ye won'’t let
die - that the village witch has the scariest house on Bogles’ Night. So
make sure you're stocked up with treats and think out your own
“haunted house” experience for all the children and adults that come tae
ye (see A Witch’s Other Duty on page 3). '



Mystic Services

. : ST
Don’t make wishes with Mystics!

Novice Ailments

4-6) Mind Controlled - [SENSES * |[CURSE * | - Timer: 6

The afflicted, despite dozens of cautionary tales, [ooked a vampire in the
eye and has fallen under their control.

Consequence: They carry out the vampire’s bidding. What are they
made to do? Lose 1 Reputation.

10 - Q) Sweetly Sick - [STOMACH * | [TEETH X | - Timer: 4

~ Some people just don’t know when to quit and this patient is one of

them. Their stomach aches and their teeth hurt after devouring their
own weight in sweets.
Consequence: They go to the Doctor instead. Lose 1 Reputation.




10

Intermediate Ailments

4-6) Lost Love - [SPIRIT * % | [MOOD * % | - Timet: 6

This spirit has got it into their head that you are the re-incarnation of
their Iong lost love and refuses to accept otherwise.

Consequence: They stage an elaborate wedding ceremony at your
cottage, using your Silver to pay for it. Lose 2 your Silver. Do you go

through with the ceremony? Do you get them to leave? How do the
guests act?

10 - Q) A Terrible Fright - [MOOD * % | [NERVES * X | - Timet: 6
More common at this time of year than any other, the patient has seen
something so absolutely terrifying that they've taken quite ill.
Consequence: They run off screaming. Are they ever found? Lose 1
Reputation.
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Advanced Ailments

4-6) Lycanthropy

[HAIR % % %] [CURSE %k k| [BLOOD * kX | -Timer: 6

The afflicted has been bitten by a werewolf and now has rampant hair
growth, hygiene issues, and an unhealthy fascination with the moon.
Consequence: They run away to join the monsters in The Manor. How
does their family react to their departure? Lose 5 Reputation.

10 - Q) Al Dolled Up

[CURSE * k| [MAGIC * k% | [SKIN * X |- Timer: 6

HAn unfortunate pulse of magic, lightning strike, or the effects of mad
science has caused this person’s mind to end up trapped in a doll.
Consequence: Their own body is no longer usable, they must live as a
doll from now on. How do they take that news? How do they adapt to
life as a doll? Lose 3 Reputation.

11



12

Expert Ailments

4-6) Vamgirism

[CURSE % k| [BLOOD * k% | [TEETH * kX |- Timer: 6

Vampires love making new vampires, they're like rabbits in that sense.
This patient is the latest member of the coterie but is having second
thoughts. .
Consequence: They've decided its easier to just be a vampire and return
to The Manor. What is their favourite part of it? Lose 4 Reputation.

10 - Q) Resurrection

Requires: Golden Bark & Borrowed Time & Water Of Life - Timer: 10
Woe betide those who try to cheat Death itself, or so the old crones crow.
Truth be told, heroes come back all the time and while it can be a bad
idea, sometimes Death can shove it where the sun don’t shine.
Consequence: They stay dead and Death does not accept rematches.
What words of wisdom does Death share with you afterwards?

€xtra: On top of the Reagent requirements, you will have to challenge
Death itself. You may choose what the challenge is but failure means the
Hilment fails. To determine who wins, draw three cards for Death and
one for you. Two if you're willing to put something of yours on the line,
gears off your own life tends to be a favourite.

Whoever has the highest card wins.

ExPert Ailmeﬁts Cont,

13



14

Other World Re'agems

Other World refers to The Other World in this Expansion

Dark Wood Reagents

Dark Wood refers to the Weaver’s Wood in this €Expansion

Spider Hairs %% - ANIMAL - Dark Woods (7)

The Weavers flick these abrasive hairs at their prey in order to blind them and
make an easy kill. Wear gogales, be loud, and you can get these quite easily.
Hairs can be CRUSHED for [RASH] or [SLEEP]

If the ALERT reaches 5 and you are chased out, gain 1 Spider Hairs
Reagent.

Water of Life %% - WHTER - Other World (3)

The more of this velicious water you vrink, the more you fit into The Other Worl.
010 legends say this has been the end to more than one hero’s tale. Like most
dangerous things though, witches have found its uses in small voses.

Water of Life can be BOILED for [SPIRIT] but any patient who imbibes it
feels the call of The Other World whenever the veil is thinned.
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Black Water * - WHTER - Dark Woods (2)

Eerily silent and black as tar, this frigid water really helps take the edge off a
fever or vull the heat of a fiery reagent.

Black Water can be added RAW for [HOT| and [INFECTION] or [BURN]

Creegy Reagents
Strand of Fate * %k - MAGIC - Dark Woods (13) These can be found in the Laboratory in The Manor or vida the Assistant.
Requires a WHND to Collect

Every now and then, when the convitions are right, the Weaver Queen spins a
alistening web that holds the fate of one unlucky soul. Interestingly, the fates she
weaves are not always arim nor short.

Fate can be used to undo the effects of a Consequence but can only be
collected once per Season.

This can allow you to avoid a patient’s death or other negative effects.

g it
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Manor Reagents

Manor Reagents can be found in either Manor - Guised or Manor -Un-
Guised

Skeleton Dust % — MAGIC - Dungeon (5) - Manor (4)
While reqular skeletons vo work, those reanimated through necromantic rituals
are better as the resioual magic keeps their bones strong for longer which is

what you want.
Bone can be CRUSHED for [TEETH} [BONES] and [HAIR]

Vampire Venom * % — ANIMAL - Dungeon (10) - Manor (8)

Used to be you'v get this by wearing a pig-skin neck with a skein unverneath to
catch the venom but they got wise to it. Now you have to extract it while they're
sleeping.

Venom can be DISTILLED for [CURSE |

Venom can be added RAW for [PAIN] and [MOOD]

Swamp Stuff ** - MAGIC - Manor (5)

Vines, lilypads, reeds, and other such innocent foliage has been infused with the
eerie magic of the creature from the black swimming pool. Wear a noseplug.
Stuff can be BOILED for [STOMACH] or [INFECTION]

Hdds 1 point of POISON

Gargoyle Grime * % — PLANT - Manor (8) - Dungeon (10) :
Gargoyles love witches as we often clean them just to get this useful Reagent.

‘Look for the purplish moss behind their ears, that's the most potent!

Grime can be BOILED for [WHRT] and [RASH]
What does the Gargoyle talk about while you clean them?

Suspicious Sand * % — MAGIC - Manor (9)

Travelling monsters from vistant lands often bring unique opportunities for the
keen eyed witch. Should you find any of this black sand, why not see what it voes?
When you first collect a Suspicious Sand, you must spend a Downtime
Segment to find out what it cures.

- Once you have done this research, choose a [TAG] for it.

It now cures that [TAG]

€erie Laughter %% — MAGIC - Manor (8)

Requires a WHAND to Collect

One of the harvest things to get is a genuine laugh when youw're trying to force it.
Can be added RAW for [MOOD]

Wall Poultry ** — MADE? - Manor (10)

The Keeper of the Manor often complains that fully cooked roast chickens keep
appearing insive the walls. A manifestation of the poultrygeists perhaps?
Poultry can be CRUSHED for [COUGH] [STOMACH] and [BLOOD]
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In this spooky time of year

neighbours take to the time honoured tradition of Guising. Monstrous
outfits, gruesome decorations, frightful jumpkins, and pranks by
children and adults alike.

On the plus side, if ye don’t take yerself too seriously, there’s plenty of
sweets to be had for a scary witch.

You notice that the children of the village are running away from
you. What are they saying? How do you feel about this? Do you
take any action?

A villager asks for your advice or help coming up with a Guise.
What do you think would suit them? Do you help them make it?
If so, Decrease the Timer by 1 but draw a card and gain a Reagent
equal to its value from any Locale.

Word spreads fast about a haunted house in the village,
apparently its even scarier than last year’s. Some kids dare you to
go in. Wager 1 to 3 Reputation, depending on how brave your
witch acts and then draw a card:

& - something makes you jump. What was it? Lose your wagered
Reputation.

¥e& - you keep your cool. Gain Reputation equal to your wager.

HAn old jumpkin leaps at you, spraying you with seeds and smelly
mulch. You can Decrease the Timer by 1 to go get cleaned up.
How do people react to the mess in the meantime?

A monster from The Manor is making a nuisance of themselves in
the village. What type of monster is it? What are they doing? How
do you get them to leave? Gain 1 Reputation.

Hyoung child taps you on the leg, they’re scared by all the
guisers. They need to go somewhere in the village, do you take
them?If so, Decrease the Timer by 1 but gain 1 Reputation.

S50

The ghost of the ex-ex mayor comes to you for help. Hpparently a
number of spirits have gone missing! They believe they've went off
to explore their old favourite places in the other Locales.
Whenever you're out Foraging, draw a second card for each Event.
If it is a Face Card, you find one of the missing spirits! What were
they doing? How do you convince them to return to the village?

A spirit has returned whose family aren’t around anymore or who
haven’t made it back this year. Do you keep them company? Do
you have any news you can pass on to them?

Some of the villaers invite you to sit round the campfire with
them. Its clear that they want you tell a scary story. What story
do you tell? How do they react?

Someone gives you a Treat! Quite the compliment if you are
wearing your Guise, otherwise... not so much.
Gain 1 Treat.

You have an unexpected encounter with The Doctor. They ask if
they can visit you at your cottage later to learn about some
Hilments. What has prompted this sudden interest? Do you invite
them over? How does the evening go?

€ach time you get this result, think about how your relationship
with The Doctor develops or changes.

Someone comes to you dfter getting a bad fortune from a Bogle’s
Night tradition. What was their fortune? What folksy tradition
did they get this news from? How do you respond?

You spot someone who either has a very convincing guise or is
actually a monster wandering around the village. Do you follow
them around? What do they get up to? Do you confront them?

For extra uncertainty, draw a card and place it face down until
you confront them. ¥4 — they are a guiser. #4 — they are a monster.

- L)




The Other World is full of fallen heroes but bumping into one who
can see you is rare indeed so lucky you. Who have you met? What
legendary deed are they known for? What do you ask them about

their deeds? Do they live up to the tales about them or are they
different in person?

You have a stunted conversation with a friendly spirit. What do
you talk about? What difficulties are there in communicating as
you both see each other as spectres? Are there any
misunderstandings?

€ach time you get this result, consider how you both get better at
communicating across the veil of death.

You overhear some spirits saying they aren’t passing through the
gate this year. Why? Do you try to convince them?

HAnimals are often lauded for their ability to see beyond the veil of
3 death and it seems it works in reverse as well. What type of
animal is it? How does it react to you?

A spirit greets you and offers to let you see the world as they see it,
J  just for a minute. How do they manage this? What do you see?
Who is this spirit?

dead are havmg their own Bogle’s Night celebration, how
s it diffe our own? What can you make out as a spectral
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"The Manor — Guised

The great Gothic manor house known locally as just - The Manor, -
sprawls across its grounds. From its blood red shingling to its moss
choked greenhouses, the grand ballroom and its dancing spirits to the
hallways flanked by living suits of armour, The Manor is what every
haunted house strives to be. Thankfully, while wearing your Guise, the
monsters think you are one of them and can be surprisingly friendly.

You find the office of the Manor’s keeper, a decadently decorated
space full of wonderfully macabre trinkets. They invite you in,
H seeing through your Guise, and offer you a seat. What do they
ook and sound like? How do you feel in this place?
They are willing to strike a Deal (page 4) or chat if you've met.

A charming vampire stops you and invites you to join them in the
masquerade tonight. Do you go? If so, what is it [ike? Do you stick
2 with your date or mingle with others? What sort of dances do
these monsters do? What is the music like? How does it end?

If gyou refuse, how do they take it?

Uh-oh, your Guise gets ruined! What happened? Caught on a door?
Splashed by a fountain?

Switch to The Manor - Un-Guised (pages 24 - 25) until you leave
and repair your Guise (page 13) or find a new one.

The sound of weeping guides you to d despondent spirit
4 blubbering about how they aren’t scary enough and asking for
advice. Do you have any haunting tips for them?

Heads turn as a monster from d far off land makes their entrance.
5  What are they? What do they look like?

You come across another guiser mingling with the monsters.
6 What gives them away to gou? Do you talk to them? Can you tell
who it is under the costume?

10

You feel a presence just behind you - the Butler. They offer you
refreshments and ask if there is anything they can do for gou.
Choose an €vent instead of drawing a card for the next €vent.

You emerge onto a balcony to find a gargoyle watching a crowd of
monsters below. They fill gou in on the latest gossip. What do they
share? Do you talk about anything else while you're there?

H werewolf approaches you with a suspicious look in their eye.
They say you don’t smell right. How do you try to convince them
otherwise? Draw a card: ¥ or ¢ —They believe you! # - It lets out a
howl, telling everyone what you are. Your Guise is ruined! Switch E
to The Manor - Un-Guised (pages 24 - 25) until you find a new one! '
& —They’ll keep your secret, for aprice. What do they want? If you .
refuse, use the & result. k-

You have a close encounter with Death, the grim reaper itself. 7"
What does Death Iook like to you? €ach time you get this event,

the conversation grows deeper. What do you talk about? What is
Death like? How do its views differ from yours on matters?

Bubbling vials and mysterious machines greet you as you enter a
creepy laboratory. If this is your first time, the helpful but eerie
seeming assistant offers to show you around and to help you with
patients at your cottage. If you agree, gain the Assistant (page 6).
If you've been here before, gain a Creepy Reagent (page 15).

You pass through a curtain into a room filled with roiling smoke
and Iow chanting. Through the haze you see a glowing skull sat in
the centre with a hooded figure sat behind. They introduce
themselves as the Mystic and invite you to sit.

They offer their services for some silver and blood.

See page 7 for a list of their services.

The lights go dim and the stage is set for the Monster Awards!
€ach monster takes it in turn to go up and tell of their spookiest
deed of the week while the panel of judges decide who is the
Monster Of The Week! What is your favourite story you hear?
What do you say when you inevitably get shoved up on stage?

[
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The Manor — Un~Guised

€xploring The Manor without a Guise requires stealth, cunning, and
speed should any of the resident monsters spot you. It is more dangerous
to wander but sometimes misfortune catches us all.

€xploring like this will let you see a lot more of the quiet rooms in The
Manor, as well as the inside of cupboards, closets, under beds, and other
great hiding spots.

less appily tending to

| fon't seem to realise you're

[p tending their strange steeds.
Hair (page 14). The Headless
elp groom, what do they say?

A hungry vampire thinks you're part of the catering. Draw a card:
+&4 -You get away. How did you manage to lose them?

¥ - You wake up back in your Cottage, Decrease the Timer by 1 and
start the Drunk Ailment (Hpothecaria, page 12) alongside any
other commitments. Until it is cured, you do not gain Foraging
Points.

stra
athing

Cliches abound as you stumble into the ghostly masquerade. €erie
waltzing music fills the air as ghostly dancers surround you. A
pair of hands takes yours, who is gour dance partner? What
strange sensations do you feel during your time amongst the
dead? How do you make your exit? Decrease Timer bg I

You spy another guiser alone on a balcony. You can try and
convince or force them to give you their Guise. If gour Reputation
is: 10 or more - then they will give you their Guise for 20 Silver.

22 or more — then they give you the Guise for free.

Switch to The Manor - Guised (pages 22 - 23) from now on. What
happens to them?

-

L .

rom out of nowhere, a hand grabs y the should

Butler has caught you and forces you to leave. Do yo

scene? Just who do they think they are?! How do yo

in? Decrease the Timer by 2. *

You hear monsters approaching the room you're in. Where do you
hide? As you're hiding you overhear a private conversation. What
are they talking about? Do you make your presence known? If so,
gain 1 Reputation for honesty but Lose 4 Foraging Points as you
escape.

i g, <%

Hwerewolf has your scent and is hunting you throug
Draw a card at the start of each subsequent event. If i
suit as the previous card, the werewolf has found ]
fend it off? Return to your cottage to tend your wo
Decrease the Timer by 4.

st 1 =
You hear the clanking of d living suit of armour getting closer Too
late to run, it enters and introduces itself as The Baroness before
promptly challenging you to a duel. Draw three cards for yourself
and 4 for the Baroness, highest wins. If you win - Gain 10 Silver.
How did you best your foe? If you lose - Decrease the Timer by 1 as
she chases you out of The Manor.

You pass through a curtain into a room filled with roiling smoke
and low chanting. Through the haze you see a glowing skull sat in
the centre with a hooded figure sat behind. They introduce
themselves as the Mystic and invite you to sit.

They offer their services for some silver and blood.

See page 7 for a list of their services.
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Weaver's Wood /|

You stumble into a Weaver’s web, sticking firmly the second you
touch it. Draw cards until you find a 4. The more cards you drew,
the worse the experience. What was the spider doing while gou
struggled? What did it say? How did you escape? How close did it
get? Increase ALERT by 1.

You find an item half covered by webs. Someone must have
dropped it, hopefully they got away. What is the item? What clues
about its owner’s fate can you see around you?

You come across a web covered ruin. What do you think it was? Do
you enter? If so, what does it look like inside? What does it tell you
about the history of this land? Draw a card, if you get an Ace, you
find something valuable. What is it? Draw a card and multiply
the value by 10 to get the item’s value in Silver.

}

A spider calls out from within a webbed hollow asking for your
help. What does it want from you? Do you trust it? Do you enter?
Draw a card: Ye& -1t is sincere. Start a new Hilment at your
Reputation Level with this spider as your patient. Gain a Weaver
Companion (page 6) if you succeed.

& -Ttwas a trick. How do you escape? Increase ALERT by 1.

Thick mist descends upon you, leaving you lost and turned
around. When you finally emerge, you find yourself in the vast
gardens of The Manor. If gou have a Guise, use The Manor - Guised
(pages 22 —23). If not, use The Manor — Un-Guised (pages 24 — 25)

Haunting string music calls out through the woods as the
Weavers send cryptic messages to each other.

Draw d card;

¥ or ¢ - it is not about you. What does it mean?

% or 4 -Increase ALERT by 1.

You hear screams from deeper in the woods. Someone has been

caught by the Weavers. If you want to help, draw a card for you

and a card for the Weavers. If yours is higher, you rescue the

person. Increase ALERT by 1. If yours is lower, the person has been

bitten. You can rescue them but will have to make a potion that
[POISON % %% | - Timer: 4. Increase ALERT by 1.
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Guiding The Dead

H Lost Pet — Other World (5)
Who has asked gou to find their pet? What type of animal is it? What is
its name?

H Parent - Other World (7)
What happened to them? How long have they been dead? What is the
first thing they ask you?

A Friend - Other World (9)
How did they die? What stories do they tell you about the villager who
asked for them? What new stories do they have about this world?

HAn Ancestor - Other World (1x)
What did they do for High Rannoc in their day? What still bears their
mark? Who are they related to?

H Lover - Other World (13)

The sad truth is that they aren’t that hard to find but we all weave lies to
protect those we care about. Heartbreak needs time to mend and seeing
old flames returned is rarely healthy for anyone involved.
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