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Scenario 2 

THE battle of the north 
A war is about to break out… 

Four rival clans fight over Chrysaor, one of Geynum's most prosperous territories. 

In this scenario, you play as Dino. 

You live on an isolated farm with your parents, two younger brothers and six sisters. 

The family farm is located at the centre of the conflict. It must be protected without leaving it, at 

the risk of losing it. You are the youngest of your siblings, but you give yourself a perilous mission. 

You take the road towards the South in order to find weapons. You leave the farm with a 

damaged cart. One of the wheels is struggling to roll, but it will do for your journey. 

Using your trolley, the maximum weight allowed during the entire scenario is limited to 20. 

 

Scenario Setup and rules modifications 

Remove the Territory cards and the Destination card from the game. 

You start the game with the Rope and a random Findings card. 

You start with the Morale gauge at level 3. 

Using your cart, the maximum weight allowed during the scenario is limited to 20. 

 

Objective of the scenario 

You must arrive at your destination with the highest level of Strength possible. Allies are not 

counted in the final calculation. Your destination is your starting point. 

 

  

Scenario game mode additional rules 

Place a cursor on the black cross on page 1. At the end of each day and at the beginning of the 

first day, you must choose one of the pathways to navigate through the available territories. You 

always go through 4 Road cards each day unless on the last day in which you must go through 

12 Road cards (Return trip back to the farm). After going through the Road Cards, you must read 

the script that corresponds to the Territory you were going towards. A day ends after reading the 

script! 



 

  

Scenario 2 

The battle of the north 

Terpsichore (A) 
You pass through the remains of a charred forest. Intrigued by a dark mass coming from the heights, you 

stop to identify your discovery: a cabin in a tree! 

You turn around the trunk to try to find out if the place is inhabited. After a few minutes of careful 

observation, you decide to climb the tree and visit the abandoned place. Inside, a small table and a stool 

roughly hewn from wormy wood, a few broken tools, and rubbish scattered on the floor. You search the 

rest of the cabin, but you don't find anything exciting except dried blood and... Draw a Findings card. 

 

Terpsichore (B) 
You cross a rather calm and green forest. The sound of sawing wood snaps you out of your thoughts. By 

sweeping some brushwood with your hand, you come face to face with a man hard at work. After a cordial 

first exchange, the man explains to you that he is building a cabin high up in a tree, in order to protect 

themselves from wild animals and looters. Even if he seems uninterested in your presence, you tell him 

your story. 

“Ah the battle of the North!” he said. “No one really knows how it started. Let's just say that today 

everything is an excuse to beat each other up. Individual thinking is man's weakness, but also his greatest 

strength.” 

While remaining absorbed in his work, the man talks about the Battle of the North without realizing that 

you have already left. 

 

ERIS (A) 
An unsettling calmness reigns over the territory of Eris. The rocky lands, once a haven of peace, are now 

covered with corpses being torn apart by crows. You take a few seconds to understand it, but your feet 

tread the ground of a still smoking battlefield. The odours emanating from the abundant putrefaction 

make this picture highly morbid. You struggle to move forward with your cart, but you are in a hurry to 

get through this chaos. 

You may discard a card of your choice from your hand to draw a Findings card. 

 

ERIS (B) 
While approaching Eris, screams and explosions are heard. A war is raging across the country. Panicked 

by the situation, you consider to double back, but the stakes of your trip are too high. You cling to your 

cart and run as fast as possible through a passage safe from the detonations. After very long and noisy 

minutes, you are on the other side of the battlefield. 



  

Breathless and frightened, you lean against a low wall to regain some strength. A sharp pain shoots 

through your arm. Blood flows under your clothes. Darn! A stray bullet grazed you in the biceps. You lose 

1 Health. Despite the pain, you get up to continue your journey. As you straighten up, you notice an 

abandoned weapon at your feet. (Write “Partisan” on a piece of paper and add it to your inventory. The 

partisan has a Strength of 3, a Trade value of 3 and a Weight of 3). 

 

ERIS (C) 
Eris is a rather calm and uneventful territory. You are looking for a place to rest when suddenly you hear 

an argument between two people. Curious to know more, you go to meet them. 

The two men are arguing over an apple that miraculously fell from an old, almost dead tree. 

“It's mine, I saw it before you”, exclaims the first with virulence. 

“I picked it up first!” replies the second. 

You try to calm these two imbeciles by offering to cut the apple in half, but they don't want to listen. You 

part ways leaving behind a quarrel on the threshold of a fight. They will eventually come to an 

agreement... 

 

ERIS (D) 
While crossing Eris, an improbable and unexpected event takes place; an apple falls on your head. 

However, the old tree from which it comes seems already dead. You pick up the fruit and bite into it 

without hesitation. The apple is completely rotten, but that doesn't stop you from finishing it to the core. 

The juicy taste and crunchy aspect take you back to a time lost forever... You gain 1 Morale. 

 

JURMIS (A) 
“Hey, come back you brat, I'm going to kill you!” 

A very angry man pursues a young child who runs away. The little boy is going to run just past you. You 

have the option to stop him or let him pass. 

(Make a choice before reading the corresponding paragraph) 



 

  ➢ Stop him 

You dive violently on the young boy and tackle him to the ground. He struggles as best he can, but his 

small size is no match for you. His pursuer finally arrives. He offers you a breathless thank you along with 

an item that will likely aid you in your quest. Draw a Finding card. You let the tearful young boy receive a 

beating from his victim. You don't wait to find out what this petty thief has stolen and leave the scene 

quickly. 

 

➢ Let him pass 

The man chasing the young boy seems very angry. You prefer to let the child flee for fear of seeing him 

suffer under the fists of his pursuer. 

“Why did you let him go”, the man asks you in a mad rage. 

You don't answer and prefer to look away. The man punches you in the neck and knocks you to the clay 

floor. You lose 1 Health. 

 

JURMIS (B) 
Tired and thirsty, you finally arrive in Jurmis. You rest near an ancient cemetery and even consider the 

idea of spending the night there. In the distance, you see a man urinating on a tombstone. Without a 

sound, a young boy approaches him from behind and gives him a violent blow with a wooden plank on 

the head. The man collapses to the ground. The young boy takes the opportunity to steal an object that 

looks like a syringe. The child runs away. You have the option of running after him or not getting involved 

in this quarrel. 

(Make a choice before reading the corresponding paragraph) 

 

➢ Run after him (You lose 1 Energy) 

Abandoning your cart for a brief moment, you decide to run after the young boy. After a long chase, you 

grab the child by the collar of his filthy T-shirt. He struggles as best he can, but you still have enough 

strength to tackle him to the ground. You take what the kid stole and let him go. Take the Morphine from 

the Findings deck or the Discard pile. This act of false bravery has exhausted you; you decide to keep this 

syringe of morphine. The man to whom it belonged is still unconscious. You pick up your cart and go rest 

a few kilometers further. 

 

➢ Not getting involved 

Geynum's law is difficult, but it is the only law that exists. You let the child flee with his loot and even take 

advantage of the situation to search the unconscious man on the ground. You find an item that may be 

useful in your quest. Draw a Findings card. 

 

 



 

  JURMIS (C) 
The sky is covered with a large blanket of grey clouds. A storm is brewing. Jurmis is not famous for its 

countless shelters, so you hurry to take refuge under the only tree that stands in front of you. It is bent 

enough for the few still leafy branches to protect you. But you are not alone! A young boy is all curled up 

at the foot of the tree. 

“How are you, my boy?” you ask calmly. 

The young boy does not seem to pay attention to you. You gently place your hand on his shoulder and 

repeat your question. The child moves his lips without raising his head. 

“He will die. He will die. I don't want him to suffer”, he said with a sad and fragile voice. 

“Who's going to die?” 

“Jeck. My dog Jeck. He is waiting for me by the river to the south.” 

“Why aren't you with him?” 

The child hesitates before answering. 

“I'm tracking a man. The man in the blue coat.” 

“What can this man do for you?” 

“He has morphine. I need it. I don't want him to suffer. He must not suffer!” 

The child lets out a few tears. At the same time, the storm begins to roar. You search for your words to 

console the young boy. 

“You must not give up. Where's your man in the blue coat?” 

“I saw him heading for the cemetery.” 

You grab a piece of wood from your cart. 

“Take this piece of wood. When you're close enough to this man, stun him directly by hitting hard on the 

skull. I can't stay to help you, as soon as the rain stops, I should leave. I wish you good luck and don't miss 

it.” 

The child thanks you. Geynum is ruthless, but you feel like you did the right thing. 

You gain 1 Morale. 

 

JURMIS (D) 
A large lake is at the entrance of Jurmis. You go around it hoping not to meet anyone. The rain of the day 

before had made the ground impractical; the wheels of your cart struggle to move on the muddy ground. 

As you try to free one of the stuck wheels, a shrill scream pierces your ear. A young child rushes in your 

direction, letting out a roar that sounds like a battle cry. The boy jumps grabbing your neck. You struggle 

and throw him on the ground. At the same time, a dog throws itself at you, ready to tear off your face. 

With an unexpected skilful reflex, you manage to grab one of the weapons of your cart and put a fatal 

blow to the hound before it even touches you. 



 

  

Lying on the ground, the beast moans and hisses. The scene is horrible, you have the strange feeling of 

seeing the soul of this animal leaving its body. The child lets out a cry of pain and dashes towards his 

canine friend. You take advantage of this mess to flee with your cart. You leave behind the crying boy and 

the half-dead beast. 

 

Indra (A) 
Arriving in Indra, you notice a camper trailer in poor condition at the bottom of a ditch. Without hesitation, 

you head towards the vehicle hoping to find some food or weapons. 

A man is resting inside. He seems to be sleeping soundly. A few things are scattered around him. You have 

the option of stealing his belongings or continuing your journey. 

(Make a choice before reading the corresponding paragraph) 

 

➢ Steal his belongings 

Without a sound, you go through the man's belongings. You are quickly intrigued by a strange wooden 

box. Opening it with one hand, your feel stomach-turning! Spoiled limbs are gathered in this devil's box. 

Another mental patient! You quickly close the box and collect the rest of the things lying around the man. 

Draw 2 Findings cards. 

➢ Continue your journey 

The poor man doesn't have much, you prefer to continue on your way. Your good heart will lose you... 

 

Indra (B) 
Arriving in Indra, you notice a camper trailer in poor condition at the bottom of a ditch. Without hesitation, 

you head towards the vehicle hoping to find some food or weapons. A man is resting inside. He seems to 

be sleeping soundly. A few things are scattered around him. Without hesitation, you steal all his 

possessions. Draw 2 Findings cards. Before leaving the place, you also get a strange wooden box. You 

distance yourself from the trailer before opening this treasure. You untie the ropes that seal this chest 

and just throw up your guts. It is filled with what looks like human limbs. You lose 1 Morale. You 

immediately throw the crate at the bottom of a precipice before continuing on your way. 

 

TEZCATLIPOCA 
When you arrive in Tezcatlipoca, powerful sirens sound in the sky. Some survivors take refuge in 

underground bunkers. You grab one of them by the shoulder and ask him what's causing the commotion. 

He replies that the Battle of the North has begun and immediately flees into the flooded underground. 

It's time for you to return to the family farm with your weapons. You have to face 12 Road cards for your 

last journey. Be quick !  

 

 

 

 



 

 

 

Chrysaor 
You arrive to your destination with difficulties.  

If your total Strength is between 0 and 10, read A.  

If it is 11 or above, read B. 

 

A 
It is with worn and rusty wheels that your cart crosses the last field before the family farm. 

The roof of the barn is on fire. You are greeted by two bodies planted on spikes. It takes you a short time 

to recognize your parents. Your tears don't have time to rise as you rush to the barn. After a long battle 

against the flames, you realize that it is too late! Your two little brothers are burning under the fire of hell 

and your sisters are nowhere to be found... The mission you have imposed on yourself to save your family 

will have saved you from this bloodbath, but at what cost? 

Congratulations, you just completed scenario #2 of The Road: The Battle of the North. 

 

B 
You only have a few dozen meters until you reach the family farm, but a bad feeling invades you. The farm 

is deserted! The barn is empty, the animals have disappeared, your family cannot be found... But where 

are they? Did they abandon you or did they flee from death? No clues on the premise to indicate one or 

the other. 

You take your shoes off and lie down on a pile of straw. The sky is staring at you. The purple clouds that 

hover over Chrysaor carry with them great misfortune. You give yourself an hour of relaxation, one and 

only hour. Then, you will have to resume your journey in search of your family. You know in your heart 

that there is little hope of seeing them again, but it is unthinkable for you to continue wandering aimlessly 

in the territories of Geynum... 

Congratulations, you just completed scenario #2 of The Road: The Battle of the North. 

 

 

 


