


Thursday, October 22nd 1893

Panic and despair but also great courage, 

which has shown the populations of the 

coastal cities attacked by hordes of sea 

monsters with unspeakable anatomies. 

Liverpool, Edinburgh, Dublin, Stock-

holm, Copenhagen, Gothenburg and other 

industrial coastal cities have been sud-

denly attacked by bands of these marine 

beings commanded by the once respected 

Dr Morsiarty. Never before has a modern 

society faced such a threat. Queen Victoria 

said in a speech to the masses that the situ-

ation will mean “blood, sweat and steam... 

a lot of steam”.

Who  are those infamous  creatures?

Speculations of these exotic marine creatures origins, which incredible testimonies speak of ab-

normalities such as women with octopus legs, shark men or beings of mythological appearance. 

What is certain is that behind these abominations of nature is the self-proclaimed Abbysal Empire, 

a terrorist organization whose symbol is a walrus skull surrounded by tentacles.

This sinister organization was founded by former highly respectable Dr Adam E. Morsiarty, a 

renowned professor in Marine Biology at the University of Vernesburg whose studies on the im-

pact of marine habitats and the use of steam in modern society were mostly rated by his scientific 

colleagues as scaremongers and disproportionate.

Relieved of academic life, his path is lost in London a few years prior, only to reappear behind the 

infamous attack on the progress that civilized nations are being victimized today.

The Abyssal Empire not only considers among its ranks the creatures of marine morphology, but 

also men and women from around the world who have joined their sinister cause. Dazzled by the 

fateful seductive song of Dr. Morsiarty. The Commonsteam Alliance fears even the compliance of 

entire nations that have been waiting and lurking for an act of sabotage seeking to benefit.

Their ultimate goal is still unclear, but what is clear is that this goes to derail the modern world 

from the path of progress and development that has led to the use of steam.

Colonel Clayton: “No one will make us  

renounce our right to steam”
The military leadership of the Com-

monsteam Alliance led by the highly 

decorated Colonel Clayton, gathered 

in an emergency meeting to estab-

lish the strategy against underwater 

troops. The main objective seems 

to be gaining control of the steam 

generation plant. A fundamental re-

source on which the development of 

our modern society is based.

The testimonies of the inhabitants 

of the attacked coastal towns speak 

with horror of creatures half fish half 

person, including human beings who 

may have betrayed their neighbors 

to join the marine threat. Among 

these identified traitors is Magda Von 

Shrapnel, former officer of the Kai-

ser army who disappeared aboard the 

warship Hohenzollern when it was in 

waters near the Arctic Circle. Vanish-

ing without trace two years ago.

This terrible global threat looming over us has nations putting aside their differences to 

come together under the leadership of the Commonsteam Alliance. Anticipating a long and 

costly confrontation in lives and resources, where the civilization will succeed over barba-

rism and chaos.

Commonsteam Alliance troops and Smog Riders Elite Commands are already combating 

the marine threat. Governments of nations not yet affected by the attack are mobilizing 

their armies confident that involvement is imminent. Reservists from all civilized countries 

have been mobilized, and in many cases a State of Emergency has been decreed and every 

measure is being taken to quash any type of internal sabotage or espionage. Both charges 

punishable by penalty of death.

 

THE DEPTHS HAVE REBELLED

Sea Creatures  are spreading terror 

in the main industrial  cities  worldwide
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- Wait a moment Arcturus! Are you telling me that there is an-
other dimension parallel to ours and that our enemy moves at 
ease through it? Have you lost your mind? If it’s an excuse, I hon-
estly expected a more elaborate story from you! What evidence do 
you have?

- I’m telling you I’ve been there. I’ve seen it with my own eyes, 
Colonel Clayton. How do you think the Abyssal Empire was able 
to access our experimental factory without be-
ing detected? There were at least a hundred 
guards at the time of the assault and no one 
saw anything. They appeared in the control 
room, took the engineers by surprise, stole 
the prototype planes and disappeared 
without causing any alarm.

- Is that your theory?

- That is what happened. As I told you earlier, I was there. It 
was not, of course, on the physical plane. I patrolled the Stygian 
plane that ascends to the factory and there I could see them, with 
the clarity  of the day. Well, it’s a saying in the Stygian Dimension, 
things are not exactly clear. But we’ll talk about that later.

- And you didn’t think of stopping them? Did you let them get 
away like that?

- I’m afraid so. I will not lie if I tell you, my dear 
Colonel. My skills in this place are not as 

developed as in our plane.  

THE COMMONSTEAM ALLIANCE
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I doubt very much that I could have prevented the assault. Besides, 
the Empire does not know that we are aware of the existence of 
the Stygian Dimension and that gives us some advantage. The next 
time we’ll be prepared.

- We better be, we’ve lost valuable information in this assault. 
We can’t afford another blow like this. How much time will it take 
you to prepare our men to patrol these new dimensions?

- Calling this dimension new is at minimum 
inaccurate, but I’ll limit myself to answer 
your question. You’ll see Colonel, not ev-
eryone is able to “walk” in the Stygian 
Dimension. It is not about physical 
abilities, anyone in good condition 
could theoretically do so. However 
the mental toll can be very high 
for most individuals. The odds of 
losing sanity in the Stygian Di-
mension are enormous. Those who 
can come in and out without going 
mad are what we call “Walkers” 
and I assure you that I have found 
very few of them. Also, each trip is 
a risk. Training helps but the success is 
never guaranteed.

- Are you saying I will have to put at risk my 
allies whenever I send them there?

-I’m afraid, but let’s face it, we’re at war and every mission in-
volves danger. With proper training I hope that patrolling the 
Stygian Dimension is not much more dangerous than the “real” 
plane. In a couple of weeks I could have a few men able to watch 
key locations.

- You will do more than that, Arcturus. You will train an assault 
group to attack the Abyssal Empire at the heart of it’s industry. If 
they are going to learn that we also have “walkers”, may it be in 
the most devastating way possible. I may not be as educated as 
you in occultism, but have no doubt that I know how to win a war.

With the steam revolution a new era began to developed be-
fore humanity. This new source of energy was capable of feed-
ing the most daring contraptions that the human being could 
conceive. You just had to design it and the steam would run its 
metal veins to make it work. In a short time the demand for this 
new technology grew exponentially and the engineers could not 

satisfy demand. With the idea of making the precious new 
resource of steam energy available to all humanity the 
Commonsteam Alliance emerged. A project founded by 
nations around the world for the sole purpose of propa-
gating steam technology and making it accessible to all. 

Large steam engines in gigantic factories created new steam ma-
chines for various uses. Technology evolved to develop newer  
technologies.

 Some say that the Commonsteam Alliance far from being a 
philanthropic government project was born out of the need to 

appease a huge working class society that was fed up with 
the enormous social inequalities brought by the 

steam revolution. It would not be fair to say 
that steam was the opium of the people 

but undoubtedly it greatly helped in 
flooding the East End of London with 

narcotics. In any case, the advances 
made by humanity were remark-
able and  achievements previous-
ly thought impossible became re-
ality in a few years

 
Behind each advancement it 

was the Commonsteam providing 
the technology and the means to 

reach the next level of progress. Of 
course, this meant that their influence 

and power in just a few decades exceed-
ed that of any government on the planet. 

The Commonsteam remained neutral in the 
conflicts of the nations providing their technological 

services to all parties without developing affiliations or phobias. 
Until the Abyssal Empire emerged.

 
It started with the various acts of sabotage. The Common-

steam factories in several areas of the planet were attacked by 
an unknown enemy. The first claims by a group calling itself the 
“Abyssal Empire” did not alert the all-powerfull technocrats of 
the Commonsteam, confusing them with anarchists; they just 
reinforced security in factories. Possibly the word “Empire” 
sounded so pretentious that it caused more oversight than fear. 
Then the disappearances and the murders began. In a period of 
two weeks 12 high officials of the Commonsteam were killed or 
disappeared. Among them, the President of the Alliance Sir Hen-
ry Charles Cunningham. From that moment, it was decided to 
build the previously neutral Alliance “Commonsteam” and put in 
command Colonel Sir Arthur Perceval Clayton as commander in 
chief of the recently created Commonsteam forces. However, this 
was not very effective either. The enemy was unknown, elusive, 
and seemed to always be one step ahead of the actions of the 
Commonsteam. Colonel Clayton realized that an Army is useless 
to fight shadows in the fog, so he decided to use his experience 
to recruit a group of specialized talents, replacing force by guile 
and fighting on equal terms. So the first steam commands ap-
pear, “The Smog Riders”!



- The mission has been a success Dr. Morsiarty. The planes of the 
prototypes are in our hands. We even brought a couple of their 
engineers. Although I’m afraid they will not be very useful.

- The trip?

- Indeed, the walk through the Stygian 
Dimension has left them rather insane, but 
it was worth trying. I suppose better that, 
than having to kill them in the moment. At 

least they had a chance.

- Get rid of them, we do not 
want 

there to be evidence of what happened tonight.

- I will.

- One last thing, Kelly. Would you mind not trying to insult my 
intelligence and tell me what ‘s bothering you? Your tentacles 
squirm so much that it’s annoying. Why are you nervous?

- Well ... I know it’s not very likely, but ... I could swear there 
was someone else at the time of entering the factory in the Stygian 
Dimension.

- An ancestral? Another walker?

- If it was an ancestor we would probably be dead. No, if it was 
something it would be another walker.

- Arcturus ...

- That’s what I’m afraid of.

- And that’s what worries you? Soon-
er or later this had to happen.

THE ABYSSAL EMPIRE
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- I should have finished him right there.

- You would have jeopardized the mission, you did the right 
thing. With the technology we have stolen, we can eliminate com-
pletely factory workers. Thousands of dead, unmanaged 
factories and working-class revolts will wreak 
havoc on the Commonsteam. When this oc-
curs we will take care of Arcturus.

- If the Commonsteam has more 
walkers it will be harder to find them.

- Do not worry, Kelly. Either I’m 
wrong or they’ll come to us.

The ocean is the sewer of the 
Earth. The hidden face of the 
advances of a society in constant 
progress that dominates the me-
dium and looks to and from the sky 
with infinity of ideas powered by the 
steam. The steam, able to raise society 
to limits never imagined and, in turn, to 
condemn thousands of creatures to a life of 
constant struggle for survival. People who do not 
see themselves, who do not appear in the newspapers but who 
have been living under water since long before the first mammal 
walked on dry land. Until everything changed.

 
Educated in the best surface centers, Adam E. Morsiarty, stood 

out for his academic brilliance and obtained a professorship at 
the University of Vernesburg where he devoted himself to re-
search on the impact of steam on marine habitats. However, 
when he published his thesis two years later, the scientific com-

munity discredited his work calling him an alarmist, dispropor-
tionate and anti - progressive. Morsiarty dropped out of college 
and traveled to London where his trail disappeared completely. 

Few years later one organization calling itself The Abyssal 
Empire began to attack the Commonsteam Alliance 

in different parts of the world. At the head of 
this movement, Dr. Morsiarty claimed the 

mistreatment of the underwater inhab-
itants, but never demanded anything 

in return for ceasing their activity.
 
The decision was taken from 

the beginning. Morsiarty and his 
assistants know that they will 
never achieve victory through 
dialogue. Steam is too valuable 
for nations to give up. If marine 

inhabitants must pay the price of 
progress of the surface society, they 

will also pay their part ... with blood.
 

The Abyssal Empire, contrary to what 
was initially thought, is not a band of crimi-

nals, beggars and freaks rejected by society. It could 
be at some point but now they are organized and have their 

own factories and cities. They even have nations related to their 
cause. And more important, they have a firm purpose: to end the 
Commonsteam. For this they will not hesitate to use violence, 
the hidden arts and even the hated steam.

 
As long as the vapor continues to form mist, The Abyssal Em-

pire will stalk behind it.

THE STYGIAN DIMENSION

The Stygian Dimension is a parallel plane from the reality in 
which we live. It receives the name from the Greek, but there 
are ancient writings that date the knowledge of this plane to the 
ancient Egyptians.

The ancient scholars of Styx could project astrally, leaving 
their body behind and traveling through this dimension inhabit-
ed by the souls of the dead. Hence the name “Styx” because they 
considered this place as the anteroom of Hades.

Despite this, it was not until the renaissance when the first 
writings that claimed it was possible to penetrate the Stygian 
Dimension in bodily form appeared.

Unlike the astral projection, the journey through the Stygian 
Dimension in bodily form is much more dangerous. Normal-

ly the subject is not prepared psychologically for what happen 
there. Also, the physical part of the body can move at a differ-
ent speed than the astral part. This means that it is possible that 
both become uncoordinated, resulting in a loss of the mind when 
returning to the real plane. People who suffer these losses will 
go mad in a greater or lesser extent when finding that part of its 
psychic essence is trapped in the Stygian Dimension.

Those who can move around the Stygian Dimension maintain-
ing the balance between their body and mind are called “walk-
ers”. However, even walkers are not exempt from danger. Any 
distraction within Styx can make them lose their balance and be 
fatal to them.
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7+

+1 or -1 to the die of one of  
his teammates in the room

1            

4+ +1

All his team 
in the room +1

1  + 1            Draw 1 card

SECONDARY SKILL

MAIN ATTACK 1

SPECIAL SKILL
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Draw a card
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SECONDARY SKILL

MAIN ATTACK 1
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8+

Win a   when in Stygia

Transforms 
any die in 423 1+

SPECIAL SKILL

SECONDARY SKILL

MAIN ATTACK 1

Each attacking player chooses 3 characters for his team (See page 12). Once selected, each attacking player receives 
3 lucky markers and the dice that appear in the upper left corner of each of their character cards. The defending player 
starts without defensive/minions characters unless the scenario says otherwise.

INITIAL DEPLOYMENT

Deal 3 lucky points to all attacking players  
and their corresponding dice pool

Shuffle the three types of decks 
and make them available to everyone

Place markers in lots ordered by type,  
and make them available to all players

Start area
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MAIN ATTACK 1
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Each player positions 
their three figures in a 
starting area, different 

for each one

Mount the board as shown on stage, 
or make up one for your game Place the Stygian 

board next to the main 
board

Start area
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CONCEPT OF THE GAME
The Smog Riders - Dimensions of Madness is a game of 

two to four players, in which each player controls a group 
of unique characters competing against each other for the 
control of steam technology and the secrets hidden in the 
Stygian Dimension.

During the game, each player faces their characters 
against the characters of the other players, and the dan-
gers that lurk in the enigmatic and dark Stygian Dimen-
sion. Compliance with the objectives of each mission, the 
search of powerful artifacts and eliminating rivals, will 
award points to each player to achieve victory over the 
rest. In the course of the game, the characters will have to 
prepare themselves, adapt and use the changing environ-
ment to overcome their enemies. Only those who use the 
environment correctly will be the real Smog Riders!

TEAM ORGANIZATION
The first thing to do when starting a game is to cre-

ate the teams. Up to 4 different teams can be formed. In 
a game there will always be two sides, the attackers and 
the defenders. The attackers will always be of the same 
faction (Commonsteam Alliance or Abyssal Empire) and 
the defender of the other. For two players one player will 
be the attacker and the other the defender, but for 3 or 4 
players, a player will be the defender and the rest will be 
the attackers.

An attacker team always consists of 3 characters, how-
ever, the defending player will have all the characters of 
his side available throughout the game.

CHARACTER SELECTIONS
The first attacker chooses a faction (Commonsteam Alli-

ance or Abyssal Empire) with which he and the rest of the 
attackers will play, who may choose its 3 characters only 
among those who make up this faction, leaving the other 
entirely to the defender.

The process of choosing characters is important as it 
will greatly affect the possible strategies to follow during 
the game.

When choosing a method for 3 attacking players we rec-
ommend the following format:

- The first attacker player chooses 1 character.

- The second attacker player chooses 1 character.

- The third attacker player chooses 2 characters.

- The second attacker player chooses 1 character.

- The first attacker player chooses 2 characters.

- The second attacker player chooses 1 character.

- The third player attacker gets the remaining character.

If the number of attackers is less than 3, there will be un-
used characters cards since the teams are always formed 
by 3 characters. In this case remove the remaining cards 
from the game. The defending player must not choose 
characters since he has at his disposal all his side during 
the game. Once all the characters on the team have been 
selected, players place their character cards face up in 
front of them for reference.

CHARACTER CARDS
 Each of the characters in The Smog Riders - Dimensions 

of Madness is unique, with different characteristics and 
special abilities. Players should take this into consider-
ation when choosing their characters.

Character cards have two profiles depending on wheth-
er the character plays as an Attacker or a Defender (See 
Attacker Profile and Defender Profile on pages 13 and 14).

THE SCENARIOS 
The Smog Riders - Dimensions of Madness is played on 

a game board consisting of several tiles arranged together 
according to the scenario map. These tiles represent the 
factories of both factions and also the dark corridors of the 
Stygian Dimension. Each tile is divided into several equal 
squares. These spaces can be occupied by a maximum of 
one character each. The board also shows various decora-
tive elements that do not affect the game in any way and 
they only add atmosphere to the game.

BASIC PRINCIPLES



13

4 1

2            +1  

7+

Immune to Stunning

Transforms  
any dice into a 4  
to solve rooms

1+

MAIN ATTACK 1

SPECIAL SKILL

SECONDARY SKILL

A

B

C
D

F

E

G

H

CHARACTER CARD - ATTACKER PROFILE

A. Action Dice: This indicates the number and 
type of dice that a character brings to a specific dice 
pool.

Action dice are divided into several categories: 
Strength (red), Agility (blue) and Magic (purple). 
The type of dice will be important in determining 
special actions and attacks. There’s a fourth group 
of dice called generic (gray) that are not taken into 
account at the time of performing special actions.

B. Health: This number indicates the number of 
wounds required to put the character out of com-
bat. If a character receives as many or more wound 
markers as his Health attribute indicates, the char-
acter is considered to be unconscious or incapaci-
tated. Replace the miniature with its disabled or un-
conscious character marker (see figure on page 26). 
The maximum points of health that a character can 
achieve is marked by the Health number indicated 
in his character card.

C. Faction symbol: Indicates the faction or side to 
which the character belongs.

D. Mind: Indicates the mental strength of the 
character when faced with the horrors of Stygian 
Dimension. If a character receives as many or more 
madness markers as his mind attribute indicates, 
the character is considered to be stunned. The max-
imum points of mind that a character can reach is 
marked by the Mind number indicated in his char-
acter card.

E. Name: This is the name of the character.

F, G and H. Attacks and secondary and special 
abilities: They are specific abilities, weapons, at-
tacks and special features of the character that al-
low him to differentiate themselves. In general, in 
the descriptive text you can see how they work. 
They also indicate if a character performs melee 
or ranged attacks and the number of wounds that 
cause his attacks.
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14

7+

MAIN ATTACK 1

A

E

D

F

CHARACTER CARD - DEFENDER / MINION PROFILE

B

C

A. Faction symbol: Indicates the faction or side 
to which the character belongs.

B. Health: This number indicates the number 
of wounds required to put the character out of 
combat. If a character receives as many or more 
wound markers as his Health attribute indicates, 
the character is considered to be unconscious or 
incapacitated. Replace the miniature with its dis-
abled or unconscious character marker (see fig-
ure on page 26). The maximum points of health 
that a character can achieve is marked by the 
Health number indicated in his character card.

C. Action Dice: This indicates the amount of ge-
neric dice that a defending character brings to a 
specific dice pool. As the dice are generic (gray) 

they are not taken into account at the time of per-
forming special actions.

D. Name: This is the name of the character.

E. Mind: Indicates the mental strength of the 
character when faced with the horrors of Stygian 
Dimension. If a character receives as many or 
more madness markers as his mind attribute in-
dicates, the character is considered to be stunned. 
The maximum points of mind that a character can 
reach is marked by the Mind number indicated in 
his character card.

F. Main Attack: It is the basic attack of the char-
acter. It also indicates if a character performs me-
lee or ranged attacks and the number of wounds 
that cause his attacks. 
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Many rules of the game mentions the word “adjacent” 
Being adjacent to something means to be at a distance of a 
square in any direction (see figure on page 21).

Once the scenario to play is chosen, the board must be 
configured. Each scenario contains a detailed list of all 
components used in it.

1. Tiles: Locate the tiles listed on the map of scenarios 
and place them in position respecting the same orienta-
tion presented in the descriptive diagram.

2. Doors: Place the door tokens as indicated on the sce-
nario map. Remember that some doors tokens begin the 
game with the “closed” facing up, while others start with 
the “open” facing up (see picture page 17).

3. Mission markers: Most scenarios have special goals 
to be represented as a target marker on the board.

4. Defenders: The defending characters or new minions 
appearing in the game are always placed in rooms occu-
pied by attacker characters except some special rule states 
otherwise. Some scenarios will contain a description of 
the location or entry point of the defending characters. 
Place the miniatures of the defending characters on the 
board in the position indicated on the scenario.

5. Stygian Dimension: Place the tile The Stygian Dimen-
sion along the game board. Also place the decks of Magic, 
Room and Defense as well as the tokens, dice and other 
markers reachable to all players (see Initial deployment 
on page 10).

6. Starting and Exit Areas: They are indicated on the 
map scenario. They are the starting zones for each attack-
er team. Each player is randomly assigned one of them. 
It is recommended that players sit around the table in 
the same order as their starting zones. Each player plac-

es their characters in any of the indicated spaces in their 
starting area. From these areas it is not possible to enter 
or leave from Styx.

Everything is ready to begin!

GLOSSARY OF TERMS

FACTION: There are two factions: the Commonsteam 
Alliance and the Abyssal Empire. The characters carry 
a symbol in their character sheet indicating the faction 
to which they belong.

MINIATURE: A character of any faction.

TEAMMATE: Another character of the same team.

ALLY: Another character of a different team but same 
faction.

ENEMY: Any character from a different faction.

WALKER: A character that is within the Stygian 
Dimension.

DICE: Each player has one or more dice pools which are 
mainly composed of those brought by the characters 
under control.

ADJACENT: Being at the distance of one square in any 
direction.

THE TEAM CARD
During the game, the characters will be able to get from the Magic deck 

different types of weapons and gadgets that will increase their abilities. 
Place the team card next to the card of the character you want to equip.

A. Equipment card Indicator: The gear on the top left corner of the 
card indicates that it is an equipment card.

B. Type of attack and damage: Indicates the combination of dice re-
quired to perform the type of attack or skill and in some cases the cost 
in Steam Power necessary to perform it.

DEVASTATING

22
4 

1
3 

22
4 

1
3 

+1

A

B
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TYPES OF DICE

Agility Dice Magic Dice Force Dice Generic Dice

SYMBOLS

- Agility Dice

- Magic Dice

- Force Dice

- Melee attack

- Ranged Attack

- Health Points

- Mind Points

- Wound or Damage

- Madness Point

- Steam Power

- Poison

MARKERS

- Wound or 
Damage - Lucky Point

- Madness Point - Stunned

- Victory Point

- Steam Power - Objective

- Object
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COMMONSTEAM ALLIANCE HEADQUARTERS

Start area

Start area

ABYSSAL EMPIRE LAIR
- Wound or Damage

- Madness Point

- Steam Power

- Poison

Closed door Open door
DOORS
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MAGIC CARDS - ATTACKERS

DEFENSE CARDS - DEFENDER

ROOM CARDS

20

ULTRASENSITIVE ALARM

PENALTY: The defender 
draws 2 cards

REWARD: Draw 2 
cards

18

OCTOPITIS BREEDING

PENALTY:  to the attackers 
in the room. In the defender’s 
phase, remove all the dice on 

the card
REWARD: Octopiti

23

SHOCK DEFENSES

PENALTY: Attackers are 
stunned

REWARDS: Draw 2 
cards

22

LETHAL DEFENSES

PENALTY: 1  to the attackers 
in the room

REWARD: Draw  
2 cards

They provide single use bonuses only to attacker 
characters. They should be discarded after use. 
They can only be used on the attacker’s turn unless 
they are Reaction cards, which can be played on 
the defender’s turn.
There are also objects that can be equipped to 
the characters. Team cards remain in play until 
the end of the game if another effect does not say 
otherwise or the character is unconscious (see The 
Team Card on page 15).
At the end of his turn, the attacker can only have 
5 Magic cards in his hand (the equipment of the 
characters does not apply to this limit). The attacker 
can’t play cards in the Stygian Reaction turn.

Icon indicating that a card is 
Reaction.

They are used by the defending player only 
and allow to improve the defenses of the 
installation and to empower the minions. 
They can be played at any time of the turn 
of any attacker or at his turn of play (but not 
between turns between attackers) and should 
be discarded after use.

Out of his turn or in his own turn, the 
defender has no card limit in hand, except 
when his turn ends, in which he must stay 
with only 5 cards in his hand. The defender 
can’t play cards in the Stygian Reaction turn.

They represent the anti intruder defenses of 
the facilities. The first time an attacker enters 
a new room, it is necessary to draw a Room 
Card from the deck to activate the room. A 
resolved room will not be activated again by 
the entry of new characters, even if they are 
from another team.

The movement of the minions does not 
activate the rooms, although no attacker has 
previously entered them.

GIVE BREATH

2  to one of your characters

STUNNER

1   and7+ 

1   
and stunning 
to all the 
targets in a 
straight line

x+2x+1 x +1

stunning

All your characters 
 in a room can move again 

 until 3 squares

TEAM REFLEXES

1  to all of 
your characters

MASS CLARITY

Place a turret or 
transform an existing turret  

into a flamethrower

SCORCH

All the attackers in a room 
are Stunned

SHOCK

Ejects all the attackers 
from Stygia

STYGIAN STORM

1  to all the attackers 
in a room

SLAUGHTER

GIVE BREATH

2  to one of your characters
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MARKERS AND EFFECTS

Wound or Damage: This marker represents the loss of 1 Health point of the character. When a character 
has an equal or greater number of wound markers than the amount of Health indicated on his card, the 
character is considered incapacitated or unconscious. Replace the miniature with its disabled or unconscious 
character marker (see figure on page 26).

Stunned: When an effect leaves a character stunned, place a stunned marker on his card. At the beginning 
of his next turn remove the marker with one of his dice at his choice. That die will not be available until 
next turn.

Madness: This marker represents the loss of 1 Mind point of the character. When a character has an equal or 
greater number of Madness markers than the mind amount shown on his sheet, the character is considered 
stunned. Place a stunned marker on his character sheet to indicate this.

Luck: The Luck points have two functions: a) a point of luck can be used to reroll any number of dice on a 
roll. b) can be used to ignore the effects of a curse (see Curses on page 22). Each attacker player starts the 
game with 3 points of luck.

Steam Power: They are used to carry certain weapons and carry out devastating attacks. Their use and 
how to achieve them will be described in the character card, in the weapon card in question or destroying 
turrets. Destroyed turrets provide the player who destroyed it a number of Steam Power markers equal to 
the Health points of the turret.

Victory Points (VP): They determine the winner of the game. The winner is the player who has scored 
more Victory points.

Object: When a character becomes unconscious or incapacitated, loses all objects with which it was equipped. 
Place the object in question marker on the square where the character was for others to pick it up.

Poison: When an effect leaves a character poisoned, place a wound marker and stunned marker on the card.
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GAME DYNAMICS
The game is played in turns in clockwise direction. The 

first player (always an attacking player, except as stated by 
the scenario) is randomly chosen, receives the first player 
marker and plays his turn. The next attacking player takes 
his turn, and so on.

When all the attacking players have played their turn, 
the defending player takes his turn.

Once the defending player ends his turn, the Stygian 
Reaction phase is performed. Once the Stygian Reaction 
phase ends, the first player marker goes to the next at-
tacking player, starting the attackers round. This sequence 
continues without interruption until a player wins the sce-
nario, ending the game.

The attacking players start the game with 3 lucky points 
each.

GAME ROUND
A game round consists of all players turn. The game 

round is divided into the following turns:

- Attacking players turn

- Defender Turn

- Stygian Reaction

When an attacking player takes a turn, it is divided into 
the following phases:

1. Draw a card from the Magic deck

2. Movement

3. Stygian Dimension

4. Rolling and assign dice

5. Take action

6. Reanimation and recovery of Mind and Health points

The order must be consistent. For example, once the 
dice are rolled, the player can’t move their characters 
unless the effect of a Magic / Defense card or any special 

ability of the character allows him to do so, and only in 
their turn.

1. DRAW A CARD 
The player begins his turn by drawing a card from the 

deck of Magic.

2. MOVEMENT
Each character has 3 movement points (MP). If desired, 

a character can spend one of their Agility dice (if available) 
to get 2 additional movement points per each Agility dice 
used. The dice used in this way will not be available when 
forming a dice pool. Movement points (MP) can be used 
to move, but also to perform actions related to movement. 
Spending movement points, the character can:

a) Move a space

b) Opening a portal to the Stygian Dimension

c) Opening or closing an adjacent door 1MP

d) Pass the equipment to a teammate: 1MP

e) Collect equipment from the ground: 1MP

a) Move a space. As already mentioned, the character 
does not have to use all his movement points available, al-
though the remaining points are not transferred to your 
next turn. Moving a space means displacing the figure 
from its current square to an adjacent one and that action 
consumes 1MP. If there is a wall or a closed door between 
the character and the space you want to enter, that move-
ment is not possible.

ATTACKER TURN

Use the first player 
marker to indicate which 
player starts the turn of 
the attackers.
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In its motion, the characters can pass through squares 
occupied by allied characters, but can’t pass through 
squares occupied by enemy characters. A character can’t 
end its movement in a square occupied by another. All 
squares occupied by unconscious or incapacitated charac-
ter markers (see figure on page 26) can be passed through 
but not occupied.

b) Opening a portal to the Stygian Dimension: The por-
tals allow characters to teleport from one dimension to 
another and can be a way to move farther than they could 
walk normally. A character you want to open a portal to 
the Stygian Dimension can only perform this action in its 
movement phase and can’t have moved before, collected 
objects, etc.

When a character uses a portal, put his Walker in Sty-
gian marker (see figure on page 23) on the square of the 
real world he was occupying and place his miniature in 
any outdoor square (access) of the Stygian Dimension tile. 
If the destination space is locked for the character or oc-
cupied by another, you can’t enter this access. Only if all 
accesses are occupied, the incoming character moves the 
previous to the nearest empty square. The squares occu-
pied by Walkers in Stygian markers can be occupied and 
traversed by all the characters. If a character returns to the 
real world and the square of his Walker in Stygian marker 
is occupied, it will be placed in an adjacent empty square 
or if it’s not possible, in the nearest empty square.

c) Opening or closing an adjacent door: The doors have 
3 positions: open, closed or blocked.

The character can open or close an unlocked adjacent 
door spending one movement point. Closed doors work 
like a wall, they block the movement and the line of sight 
(LOS). Open doors create a passage between two spaces, 
allowing movement and line of sight (LOS). The doors of 
an active room will be considered closed and locked (ex-
cept for the door through which entered) until the securi-
ty system of the room is considered overcome or resolved 
(see 2.1 Rooms below).

d) Pass the equipment to a teammate: A character can 
pass the equipment that it has to a teammate who is in an 
adjacent square spending 1MP.

e) Collect equipment from the ground: A character can 
collect all objects that are on the same square spending 
1MP simply going through the square where they are or 
from an adjacent square, if he’s in his movement phase 
and can spend 1MP for that. When the character picks up 
an object from the ground, he places his object card on his 
character sheet. If the character is unconscious or inca-
pacitated, he leaves the markers of the objects with which 
he was equipped on the square where he’s at that time. 
Any character can pick up an object from the ground even 
if there’s another character or enemy over it (as it can be 
picked up from an adjacent square).

Movement Possibilities of a character and adjacent 
squares.

Possibilities to cross a door.
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2.1 ROOMS
Factories and warehouses of The Smog Riders world 

are protected by anti-intruder automatic defense systems. 
When an attacking player enters a room that has not been 
entered by any attacking character before, he must draw 
the first card from the deck of Rooms to determine what 
kind of room is and whether it is defended by any anti 
intrusion mechanism. From the moment that card is re-
vealed, the room is considered to be active and linked to 
what’s described in the card. An active room will have all 
its doors closed and locked, except that for which it was 
accessed. A room will be considered active until the at-
tacking characters manage to solve it (see Solving a room 
on page 26).

When a room is resolved or overcome, all doors will be 
considered unlocked although closed until a character 
opens them.  If a room that has a door that connects to an 
active room is resolved, this door can be opened from the 
resolved room, but will continue to be considered locked 
for any character within the active room. Only if a charac-
ter opens the door from the resolved room, that door will 
be also considered open from the active room.

2.2 ROOM CARDS
Room cards consist of the following parts:

A. Name: Name of the room.

B. Curse: The rooms can be magically protected against 
intruders. Whenever a player rolls his dice pool in an active 

room, and gets results on the dice that match the number 
or numbers of the curse’s die, the attacking players will 
suffer a penalty depending on the type of existing curse. 
You can use a point of luck to avoid the effects of a curse. It 
should be used a point of luck by each cursed die you want 
to avoid. The point of luck is returned to the general pool 
of counters. There are three types of curses:

B.1. Alarm (orange die): Whenever a dice matches the 
number or any of the numbers of this curse, the defending 
player will steal a card.

B.2. Vortex (blue die): Whenever a dice matches the 
number or any of the numbers of this curse, remove that 
dice momentarily from the game. It is considered that this 
dice is lost and can’t be used until next turn.

B.3 Punishment (brown die): Whenever a die matches 
the number or any of the numbers of this curse, the attack-
ing player shall assign a wound to any of the characters 
from his team in the room.

C. Penalty: If at the end of the attackers turn, the room 
is still active, the characters in it will suffer the effects de-
scribed as penalty.

18

RAFTERS BREEDING

PENALTY:  to the attackers 
in the room. In the defender’s 
phase, remove all the dice on 

the card
REWARD: Rafter

A

D

B

C

F

G

E

Octopiti, Rafter and Zuba can 
help by adding Strength, Agility 
or Magic dice to your dice pool 
when they are with you. But 
they are some scary creatures, 
so if the equipped character 
falls unconscious, will flee in 
panic and can’t be picked up by 
another character, so you have 
to return the card to the deck 
of Magic.

PENALTY: 1  to the attackers 
in the room

REWARD: Draw 1 card

22

AUTOMATIC DEFENSES

Alarm Curse Card

23

SHOCK DEFENSES

PENALTY: Attackers are 
stunned

REWARDS: Draw 2 
cards

Punishment  
Curse Card 

19

ASTRAL DEFENSE

PENALTY: 1  to the attackers 
in the room

REWARD: Look for an object of 
your choice in the deck and 

add it to one of your 
characters

Vortex Curse Card
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D. Octopiti, Rafter and Zuba: The player who solved 
the room (placed the last die to meet or exceed the target 
number) receives a Rafter, Octopiti or Zuba team card as 
the room card indicates. When starting the game, sepa-
rate an Octopiti, Rafter and Zuba card from the deck of 
Magic so that they are available when solving the room.

E. Target number: is the minimum number that must 
add up the dice assigned to this card by the attacking 
players to solve the room. As a reminder you can leave 
the assigned dice on the room card if you do not solve it 
in that turn, but remember that this does not affect the 
formation of pools given in the next turns (see figure on 
page 25).

F. Reward: The player who solved the room (who rolled 
the last die to meet or exceed the target number) receives 
the reward indicated in the card.

G. Additional Defenses: Indicates whether the room 
has turrets inside. If so, the defending player must place 
these items immediately when the room card is revealed 
(see Turrets on page 30).

Example: The Attacking Player 1 has Arcturus, Char-
lotte Page and Mapuche in his team. In his turn, he de-
cides that Arcturus, which is adjacent to the door of the 
new room, will go to the Stygian Dimension so he does not 
move him and opens a portal to that dimension. Decides 
to move Charlotte two squares to be adjacent to Mapuche, 
and with the movement point left, Charlotte gives Mapu-
che her equipment. Mapuche, now equipped, decides to 
open the door with a movement point and enters the room 
with the two movement points remaining. Mapuche, see-
ing the picture of the new room, decides to dispense one 
Agility die to be able to move an extra square and move 
away from the ugly minion that appears in the new room. 
Having Mapuche entered the room, the attacking Player 1 
gets the first card of the Room deck and shows it. Bad luck! 
He gets “ Automatic Defenses” which is an Alarm card with 
a die 2 as a curse and will need to score 22 with his dice to 
resolve the room. Each time the attacking Player 1 or any 
player who gets a 2 in that room while the room is active, 
will make that the defending player will draw a card for 
every 2 that has been on the dice roll.

3. STYGIAN DIMENSION 
A character in Stygia, called a “walker” can perform one 

or more of the following actions while he has action dice 
to spend and the square where he is allow him to (see 
Squares in Stygia on page 24). Once the character has 
spent his action dice, the character ends his turn.

a) Astral travel

b) Back up in the real world.

c) Back to the real world.

a) Astral travel: A character can move one square in the 
Stygian Dimension for each of his action dice that he uses 
for it. These dice spent won’t be used for the next dice 
pool turn. He can move in any direction, either to the Eye 
or to the Access.

b) Back up in the real world: A walker can support his 
teammates who are in the real plane, from any square at 
Stygian that is not an Access. To do this, the room where 
he wants to back up in a combat must be at a distance 
of a tile from his Stygian walker marker if in a passage 
(a distance of a tile means connected rooms with a door 
to the room where the character’s entrance marker is) or 
can back up in any room if he is in the Eye. To back up 
in combat, the player selects the Magic dice (purple) that 
has available from his action dice and adds them to the 
dice pool of the selected room when the pool forms. These 
dice will be rolled when the roll for the indicated room is 
made and may be used by his teammates in that room. 
Once the walker decides to back up a fight, he won’t be 
able to make any more actions in the Stygian Dimension 
nor return to the real plane until the next turn.

c) Back to the real world: A walker can return to the 
real world only from the Eye spending a die from his pool 
to move to the real plane to any room of the scenario ex-
cept the areas of start and end.

4. DICE POOLS AND ALLOCATION 
Each player has one or more dice pool which are main-

ly composed of those who are brought by the characters 
under his control. There will be a dice pool for each room 
in which the player has one of his characters. If the room 
is empty of enemies and resolved, the player can create 
a dice pool if he wishes to perform secondary actions or 
attacking an ally. Each character will bring a number and 

When a character goes to 
Stygian, replace his miniature 
with his Stygian Walker marker 
in the real world.
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3

6

C

B

B

A

D

STYGIAN SQUARES
The Stygian Dimension board is composed of six 

squared lines converging in the center. The outer 
squares are 6 and are called Access. The following 2 
squares of each path are called Passage and the central 
one is called Eye.

A. Access: Are the squares where the characters ap-
pear when they open a portal to Styx. From this square 
it’s only possible to perform the action Astral Travel.

B. Passage: In these squares it is possible to 
perform astral travel and back up in the real 
world in any room at a distance of a tile to 
the character’s Stygian walker marker. A dis-
tance of a tile is considered to be those rooms 
connected with a door to the room where the 
character’s access marker is.

C. Eye: The Eye is the central square and in it 
there can concur more than one character min-
iatures. From the Eye it’s possible to back up 
and come back to the real world in any room 
except in the areas of start and end.

D. Punishment gaps: The Stygian Dimension 
is a dangerous place to be. It retaliates with 
those who dare to venture into it. Roll the dice 
used in Stygian and place them in the corre-
sponding holes to the obtained value. Minia-
tures on adjacent paths to those punishment 
gaps get a Madness point (see Stygian Retalia-
tion turn on page 31).

Example: For what it seems, the attacking Player 1 
decides that Arcturus moves one square because from 
the access he can’t back up. He decides to use the Magic 
die he has left to back Mapuche up in the room where he 
is. Places his die in the dice pool of the room where Ma-
puche is. As his entry marker was adjacent to the door, 
he’s one tile away from the room and can back his team-
mates up with his magic dice. The die used to move will 
subsequently be used in the Stygian Retaliation phase to 
see how Stygian attacks Arcturus.

specified set of dice to the pool that will be indicated in 
his character card. The dice of each room pool can only be 
used on characters and events of that room. There are ob-
jects that when equipped can also provide dice to this pool.

Example: The attacking player 1 finds himself having 
two dice pools: Mapuche’s pool and Charlotte’s pool. Arc-
turus has no pool because he decided not to move and back 
up Mapuche from Stygia with the Magic die he had left af-
ter moving.

After ending the Stygian Dimension phase, the active 
player meets all the dice that make up his pools. The play-
er selects a room of his choice where he has any of his 

characters and rolls the dice of his pool for that room. 
Immediately after he must assign the results to the ac-
tions that his characters will perform this turn. For this, 
place on the character card one or more dice taking into 
account the restrictions indicated in the card (see figure 
on page 26). The action should only be made if completed 
the necessary requirements to carry it out, otherwise the 
assigned dice will be lost. In the next section we can see 
the possible requirements in the dice allocation.

Example: The attacking Player 1 decides to roll the dice 
pool of Mapuche that has three dice: two of its own plus the 
Arcturus back up one. Mapuche is so lucky! He gets a 18, 
so he decides to invest all the dice in solving the new room, 
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2
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1
3 

5+

 2+ 

==

4

x x+1 x+2

1+

7+

which costs 18 to solve. The room doors are still closed, but 
are no longer locked and Mapuche can open them as soon 
as he takes off the defender’s ugly minion. Now it’s Char-
lotte’s turn, the player rolls the two dice with that wrist he 
has and gets a 9. He assigns the two dice to Charlotte to 
make a major ranged attack, for which he needs to get 8 or 
more on the dice.

TYPES OF REQUIREMENTS
X or more (X+): Dice assigned to this area must add up 

a value equal or greater than the indicated number. The 
maximum number of dice that can be used will be defined 
in the sheet by the printed gaps. That way, a 6+ with one 
only gap can only be achieved getting a 6 in the die while 
a 6+ with two or more gaps can be achieved with various 
combinations of dice.

18

OCTOPITIS BREEDING

PENALTY:  to the attackers 
in the room. In the defender’s 
phase, remove all the dice on 

the card
REWARD: Octopiti

Place on the card the necessary dice to equal or exceed 
the target number to resolve the room.

5. PERFORMING ACTIONS
The rolled dice from a room’s pool are assigned to per-

form the desired actions in that room. Next, a new room 
where there are characters of the player whose turn is 
will be selected. In the case that there are no more char-
acters that can perform actions the turn will pass to the 
next player. Actions can be:

a) Solve a room

b) Attacking

c) Special actions

Exact value (X): The die assigned to this gap must have a 
value equal to the number printed in it.

Same dice (X = X): The two dice assigned to the corre-
sponding gaps must have the same value. For example, 
two twos, two threes ...

Ladder (X, X + 1, X + 2): The dice assigned must form a 
sequence of numbers. For example, get a one, a two and 
a three.

Any number (1+): You can assign any value to this kind 
of gaps.

A circumstance or other with conditions (X / X): You 
can choose one of the two combinations of dice. In this 
case 5+ or 2+ if the die is a Magic one.

A circumstance or other (X / X) (X / X): You can choose 
one of the two combinations, the top or the bottom. In this 
case 1 and 2 or 3 and 4. Remember that combinations 1 
and 4 and 3 and 2 are not possible.
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B

A

C

ED

When a character runs 
out of all Health points, 
remove the miniature and 
places his incapacitated 
or unconscious character 
marker until he is revived.

13

2            Gets 3 movement points

7+

Can’t be targeted by turrets
SPECIAL SKILL

2           

7+

SECONDARY SKILL1

Hits all  characters 
around him

MAIN ATTACK 1

Place the dice on the corresponding gaps 
to perform the attacks.

A. Charlotte Page is not in LOS with Magda Von Shrapnel because Clawfinger Jack interrupts.
B. Charlotte Page is in LOS with Clawfinger Jack because there is no element that interrupts.

C. Charlotte Page is in LOS with Dr. Morsiarty because there is no element that interrupts.
D. Charlotte Page is in LOS with Fu Cat chu because there is no element that interrupts.

E. Charlotte Page is in LOS with Duane Van der Shark because there is no element that interrupts.

a) Solving a room: When a room is active, a player can 
use the number of his rolled dice of his choice to try to 
resolve the room. To do this put the dice on the room card. 
When the sum of the dice on the card is equal to or greater 
than the target number, the room is considered resolved. 
Once the room has been resolved, the player who placed 
the last die on the card gets the rewards indicated in the 
Room card (See section 2.2 Room Cards on pages 22-23). 
Next, place the card on the bottom of the deck of room 
cards, and from this moment all room doors are consid-
ered unblocked.

The target number can be overcome in several turns if 
necessary, although there may be events that require that 
the target number is completed in a single turn. In that 
case, the target number will be the initial one when a new 
turn starts. Rooms can be completed with characters of 
several players if they decide to collaborate.

Example: Mapuche, who was the one who placed the last 
die in solving the room (no matter how much this upsets 
Amelia), receives the rewards of the room, which is: Draw a 
card, so the attacking player 1 draws a card from the deck 
of Magic.

b) Attack: The active characters may try to attack a tar-
get at their choice, either an enemy, a turret or an ally. 
There are several different types of attacks that characters 
can make during the game. To make an attack, the player 
performs the following steps:
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Select the type of attack: The player chooses one of his 
attack actions with dice assigned. There are two basic 
types of attacks: melee or ranged. The type of attack is in-
dicated in the action that is being used to carry it out.

Melee: A melee attack can only aim to the targets 
in a square that is adjacent to the active character 
(see figure adjacent spaces on page 21).

Ranged: This type of attack can be directed to 
targets anywhere on the board, as long as the 
active character has a clear line of sight (LOS) to 

them. Line of sight is defined as the line that can be drawn 
(imaginarily) from the center on either side of the square 
occupied by a character to the center on either side of the 
square the target occupies without there being any square 
occupied or wall that interrupts (see figure on page 26).

A ranged attack has no limitation on the distance, the 
only requirement for this is that there is a free line of sight 
to the target. There’s a free line of sight if this line is not in-
terrupted by any element: a wall, a closed door or a square 
occupied by a character or turret.

Confirm Objective: The player selects a target, making 
sure that the chosen type of attack can reach its target.

Once it is checked that the attack is successful (dice have 
been assigned to perform it and the target is valid) pro-
ceed to add to the target a number of wounds equal to the 
value indicated in the attack.

Example: As we said, the Attacking Player 1 rolls the two 
dice with that wrist he has and rolls a 9. Assigns the two 
dice to Charlotte to make a main ranged attack, for which 
she need to get a 8 or more on the dice. Checks the line of 
sight (LOS) towards the minion and it’s water clear. Char-

lotte, with the 9 rolled with both dice, wounds the minion. 
The defending player gets a wound marker and places it on 
the card of the ugly minion. Also as the dice used by Char-
lotte are one blue (Agility) and one purple (Magic), having  
success with the main attack, actives her second main pow-
er and sends the minion to Styx (see Charlotte’s character 
card). The defending player places the minion’s Stygian 
walker marker on his position in the room and places the 
figure of the minion in an Access square of the Stygian Di-
mension board.

c) Special Actions: Characters can perform actions 
that are not only combat ones that come reflected in their 
character cards or in an equipment card, such as drawing 
a card, win a Health Point or win Steam Power.

6. REANIMATION AND HEALTH AND 
MIND POINTS RECOVERY

At the end of the action phase characters can revive 
fallen comrades. A character occupying an adjacent to a 
fallen character square can automatically reanimate him 
if there is no enemy in the same room. The reanimated 
character removes a wound point on his card and can re-
turn to the game.

Likewise all the characters that are in the real world 
can remove a madness marker of their sheet, if they had, 
during this phase. In Stygian the madness markers can’t 
be removed.

If a character does nothing on his turn (does not move 
and does not attack) in this phase he can remove a wound 
marker.
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EXAMPLES OF MAIN ATTACKS AND SECONDARY SKILLS 

The attacker must roll 7 or more with his dice to produce 1 wound on a melee 
attack. If two of the dice are Strength ones (red) produces one Extra wound.

The attacker must roll 7 or more with his dice to produce 1 wound on a melee 
attack. If one of the dice is an Agility one (blue) and another is a Force one (red) 
he gets 1 Steam Power.

The attacker must have a die with a value of 5 or more in his dice pool to produce 
1 wound in a ranged attack. Only for each Agility die (blue) with a value of 5 or 
more, he gets an extra wound for each assigned die after the first one.

The attacker must roll 7 or more with his dice to produce 1 wound on a melee 
attack. If two of the dice are Force ones (red) he also produces Stunning.

The attacker must roll 7 or more with his dice to produce 1 wound on a melee 
attack. If one of the dice is a Strength one (red) and another one an Agility one 
(blue) he also produces 1 wound to another ranged target in LOS.

The attacker should roll a ladder with his dice pool to produce 1 wound in a 
ranged attack. For each Steam Power spent he causes an extra wound.

The attacker must roll 9 or more with his dice pool to poison an enemy from a 
distance in the room. If one of the dice is a Magic one (purple) all enemies in the 
room are poisoned.

The attacker must roll three equal dice to resolve a room.
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The attacker must roll 8 or more with his dice pool to produce 1 wound in a 
ranged attack. If the two dice are Strength ones (red) gets a Health point.
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CHARACTERS AND MINIONS 
The defending player will have at his disposal a number 

of character larger than the other players (up to 9 charac-
ters). The miniatures controlled by the defender are called 
Minions and have limited skills compared to when acting 
as characters. That is, when a character acts as Minion, 
uses his minion profile, found on the back of the character 
card (see Defender / minion profile on page 14). As you 
can see, the dice contributed by the minions have no col-
or, are generic, so don’t have any special bonuses in their 
actions. Minions not always appear at the beginning of 
the game, but will appear as reinforcements. It is very im-
portant that the defender has this in mind when planning 
his defense. During the first turns he will be in inferiority 
to the attackers, but when the turns progress, reinforce-
ments will tilt the balance in his favor.

TURN OF THE DEFENDER
Once all attacking players have made their turn, it is the 

turn of the defender. The defender will have a slightly differ-
ent turn from the other players. It is divided into the follow-
ing phases:

1. Draw a card

2. Reinforcements

3. Movement

4. Stygian Dimension

5. Taking dice and assign

6. Take action

Draw a card: The defending player takes a card from his 
deck at the start of the turn.

Reinforcements: Look at the table of reinforcements 
and place the elements for the shift that is being played 
(see table Reinforcements and Turns in page 30).

The other phases are played as in the Attackers turn 
with the following exceptions:

a) The Minions can open or close any door although it is 
locked to the other players.

b) The Minions use generic dice, so they can’t use Agility 
dice for additional movement.

c) The Minions can only be placed as reinforcements in 
any square in the rooms where there are attacking charac-
ters and are unoccupied squares.

d) Turrets can’t block doors, except that some scenario 
allows it.

Similarly, having no Magic dice, the minions will not be 
able to back up from Stygian.

 

TURN THE DEFENDER

1
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MAIN ATTACK 1

2
3

7+

MAIN ATTACK 1

2
3

7+
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To save space, you can place 
the defender character cards 
top of each other showing only 
character’s attributes.
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Example: After the attacking player 2 has played his last 
character, Amelia Steam, with which he used her gun Steam 
Justice and managed to exterminate another minion, the 
attacking players have finished their turns. The defender’s 
revenge turn has come. Draw a card, first of all to see what 
you get, and then query the table of reinforcements ... let’s 
see, we are 4 players, we are in turn 5 so I have to take ... 
Two minions and two turrets! The defender rubs his hands 
thinking of the evils that can make to the attackers. Minions 
can only be placed in rooms where there are characters, so 
he decides to place one near Amelia Steam and another one 
near Mapuche.

TURRETS 
Turrets are a key defensive element for the defending 

player. Turrets can be part of a room defenses (see Room 
Cards in page 22), be a part of the reinforcements or be the 
effect of a card. Turrets in a room generate dice that the 
minions add to their dice pool.

In any case, the procedure for placing them is always 
the same: the turrets should always be placed next to a 
wall in a square that is not occupied, and can’t be placed in 
front of a door. No character can cross or occupy a square 
occupied by a turret. Once destroyed the turret marker is 
removed and the square is free.

There are three types of turrets in the game:

Basic Turrets (Level 1): They 
have 1 Health point. They add a 
generic dice to the defender’s pool 
in the room where they are. They 
cause a wound to an enemy in LOS 
with a 5+ roll of one only die. When 
a player destroys a basic turret gets 
1 Steam Power marker.

MKII Turrets (Level 2): They 
have 2 Health points. They add a 
generic dice to the defender’s pool 
in the room where they are. They 
cause a wound to an enemy in LOS 
with a 4+ roll of one only die. When 
a player destroys a MKII turret gets 
2 Steam Power markers.

Flamethrower Turrets (Level 
3): They have 1 Health point. They 
add a generic dice to the defender’s 
pool in the room where they are. 
They cause a wound to all the ene-
mies in LOS in the room with a 5+ 

roll of one only die. When a player destroys a flamethrow-
er turret gets 1 Steam Power marker.

REINFORCEMENTS AND TURNS

FOR 2 PLAYERS:

- Turn 1: 1 card

- Turn 2: 1 turret

- Turn 3: 1 minion

- Turn 4: 1 turret and 1 card 

- Turn 5: 1 minion and 1 turret 

- Turn 6: 2 Minions

- Turn 7 hereinafter: 1 Minion (provided there 
is available) or one letter and one turret

FOR 3 PLAYERS:

- Turn 1: 1 card and 1 turret

- Turn 2: 1 turret 1 minion and 1 card

- Turn 3: 2 and 1 letter Minion

- Turn 4: 1 and 1 turret minion

- Turn 5: 1 and 1 card Minion

- Turn 6: 1 and 1 turret minion

- Turn 7 hereinafter: 1 Minion (only if available) 
or 1 card and 1 turret

FOR 4 PLAYERS:

- Turn 1: 2 cards

- Turn 2: 2 turrets

- Turn 3: 2 Minions

- Turn 4: 2 turrets and 2 cards

- Turn 5: 2 Minions and 2 turrets

- Turn 6: 4 Minions

- Turn 7 hereinafter: 1 Minion (only if available) 
or 1 card and 1 turret
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STYGIAN TIDE
The Stygian Dimension is a confusing and frightening 

place that has its own flow that continually pushes away 
its inhabitants from the vortex eye. When the defending 
player’s turn finishes, all characters in Stygian must forci-
bly step back one square towards its access. Any character 
can lose a Mind point to avoid this mandatory movement.

Example: Arcturus and the ugly minion are in the Stygian 
Dimension at the end of the defender’s turn, so the Stygian 
Tide makes them step back one square towards the Access of 
the path where they are. Both could avoid this move if they 
wanted by losing a mind point.

EJECTING FROM STYGIAN DIMENSION
A character ejected from Stygian will return to the square 

where his Stygian walker marker is in the real world. The 
ejection from Stygian may be caused by the following rea-
sons.

1. Stygian Tide: A character that is at the Access and 
finds himself forced to perform the movement of Stygian 
Tide will be ejected if he does not spend a Mind point to 
avoid it.

2. Effects of a card: There are cards that can eject char-
acters from Stygian. This effect can’t be countered spend-
ing mind points.

3. Lose all mind points: If a character loses all his mind 
points while in Stygian, will be ejected. Also, this character 
will be considered as stunned in the real world while his 
minds points continue to be 0.

Example: The attacking player 3 has played badly his 
characters. At the end of his turn he has left Magda Von 
Shrapnel in the Eye. Suffering Stygian Tide she’s bound to 
lose a mind point if she wants to stay in the Eye to get out 
anywhere on her next turn. If she decides to not lose that 
mind point, she will be forced to move one square back to-
wards a Passage. Another of his characters who is in the Ac-
cess should lose one mind point if he wants to stay in Stygia, 
or will be ejected to the real world again.

STYGIAN RETALIATION
The Stygian Dimension is a dangerous place and any dis-

turbance will make it react. After performing the Stygian 
Tide movements, roll as many dice as used by the charac-
ters at Stygian to move. Values will indicate how will Sty-
gian attack to the walkers that stay inside. A die placed 

The punishment gap 2 affects Arcturus, 
Charlotte Page, Vikka and Kelly Kraken. 
Everyone gets a madness point.

The punishment gap 1 affects Kelly Kraken 
Vikka and Hans P. Krüger. Everyone gets a 
madness point.

In this phase of Stygian Retaliation, Hans P. 
Krüger, Arcturus and Charlotte Page they 
would have obtained a madness point, 
while Kelly Kraken and Vikka would have 
obtained two.

STYGIAN REACTION
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in a gap in Stygian will affect both Passages and Access 
between where it is (see figure on page 31). If there are 
no gaps available where to assign a retaliation die, the die 
result will be ignored, that is, if there are several dice with 
the same score only one of them will be considered, the 
rest are ignored. The Eye square is special: the characters 
who are there won’t suffer the effect of Stygian Retaliation.

Example: Viewing the situation, the attacking player 3 
decides to let Patty Wrench, who is located in the access, be 
ejected from the Stygian Dimension because he notices that 

he used four dice to move in Stygian. The dice used for mov-
ing are rolled and they show a 2, 3, 4 and 4. The die with 
the 2 is placed in the punishment gap with a 2 and the same 
with the die with the 3. Having rolled a double (two 4) one is 
placed in the gap with a 4, the other one is ignored. Once the 
dice are placed, you see that Amelia, despite being moved by 
the Stygian tide to the Passage, is adjacent to the retaliation 
gap number 2, so she gets a madness marker. The ugly min-
ion is adjacent to the punishment gaps 3 and 4, so he gets 2 
madness markers ... what a ride he has taken in one turn!
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The scenarios represent different missions that will 
have to be performed by the Smog Riders in their struggle 
to master the power of steam. The description of each sce-
nario contains several sections to prepare the game board.

You can play all missions choosing the board that rep-
resents the headquarters of the Commonsteam or the 
Abyssal Empire’s Lair depending on which side you want 
to be the attacking side and which the defending side.

Victory Conditions: Conditions of the scenario that 
must be met to declare the end of the game. Normally, it is 
achieving one or more missions or reach a certain number 
of victory points.

Main Mission: Each scenario will have a mission that 
will be the main indicator between victory and defeat for 
each faction.

Secondary Missions: In addition to the main mission 
there are several secondary missions that will give fewer 
victory points but can make the difference at the end of 
the game and determine the winner.

Special Rules: Apart from the general rules of the game, 
the scenarios may have some specific rules.

Components: Components List of the Smog Riders - Di-
mensions of Madness box that you’ll need to play the sce-
nario.

SCENARIOS AND VICTORIA
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SCENARIO 1 - ASSAULT TO THE FACTORY

The new prototype of the Poseidon cannon is the jewel in the crown of the handheld weaponry of the enemy’s 
infantry. The rival faction sees their supremacy in deep waters threatened and fears that thanks to this advance 
their plans may be slowed down or completely restrained. If the enemy gets to mass-produce this weapon, the 
battle will move also to the aquatic environment, forcing both armies to fight on several fronts at once. It’s needed 
to act quickly and decisively. The plans of this new weapon have been located in a heavily guarded factory and the 
mission is clear: steal them at all costs.

Main mission:
- Retrieve and borne off at least one of the design plans of the weapon, represented by objective markers that 

can be carried, delivered, etc. as an object. To be considered borne off the scenario, the attacker must take the 
character who carries the plans to his exit area. A player can’t get more than one copy of a plan.

- Plans are treated as an object. If the character that carries them is incapacitated, the plan falls to the ground as 
an object that can be picked up even by another team.

Secondary mission: 
- Sabotaging the main boiler of the factory. The boiler has its own flamethrower turret and it will be considered 

destroyed when that said turret is destroyed. 

Victory conditions for attackers and defender:
- 5 VP for each carried out plan to its area by an attacking player.
- 3 VP for destroying the flamethrower turret of the main boiler.
- Each time an attacking character becomes incapacitated; the defending player gets 1 VP.
- 1 VP for each attacker to return to its exit area at the end of the game.
- 2 VP for the defender for each copy of the plans that has not been carried out.
- The attacking player must complete the mission before the end of the 8th turn or the defender will be consid-

ered as winner.
- The game will automatically finish at the moment when one of the players gets 7 VP (Victory Points).
- The game also ends if all the attackers end up incapacitated.
 
The player who scored more VP will be declared the winner.
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One of the enemy’s gold deposits has been discovered! It’s time to deprive him of those resources while increas-
ing the assets of the attacker. But beware! It is known that gold exerts a strange influence on the most sensible 
people ...

Special rules:
- The defender begins with 2 MKII turrets in the marked central hall.
- In each marked room there is a chest with gold, represented by objective markers that can be carried, delivered, 

etc. as an object. They are heavy, so the character that carries it can’t carry more equipment.
- The gold chests are treated as an object. If the character who carries it is incapacitated, the chest falls to the 

ground as an object that can be picked up even by another team.
- Exit areas are the same as the Entrance ones. The attackers may leave the playing area through the exit they 

want.
- It’s a “hit-and-run” operation, the attacker must get in and out in 10 game turns. At the end of the 10th turn, the 

exits are blocked and guards capture the remaining attackers.

Attacker victory conditions:
- 2 VP extra for the attacker that gets more gold chests.
- Gold Rush: 2 VP for each attacker who gets incapacitated by the player by “friendly fire”.
- 1 VP per gold chest.
- 1 VP per room with gold chest resolved.

Defender victory conditions:
- 2 VP for each chest that remains on the scenario at the end of the 10th turn.
- 1 VP for each attacker left in the scenario at the end of the 10th turn.
- 2 VP for incapacitated attacker.
 
The player who scored more VP will be declared the winner.

SCENARIO 2 - ASSAULT TO THE VAULT
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Collaborators of the attacker side have been captured by the defender and are held in an enemy prison complex, 
where they will be inevitably questioned.

 
Before that happens they could reveal sensitive information, attackers must release prisoners, both for the safe-

ty of its own operations and because it is the right thing: Do not leave anyone behind.

Special rules:
- Inside each cell there is a prisoner, represented by an objective marker. This marker is an object and it’s carried 

by an attacker who should take it off. As the prisoner is unconscious he can’t enter the Stygian.
-  Prisoners are treated as objects. If the character who carries it is incapacitated, the prisoner falls to the ground 

as an object that can be picked up even by another team.
- The defense begins with 2 minions at his choice in the room that gives access to the cells.
- At the end of the 9th turn defender reinforcements arrive and the game ends.

Attacker victory conditions:
- 2 VP for taking the prisoner of the scenario.
- 1 VP for incapacitated defender.
- 1 VP for resolved cell.

Defender victory conditions:
- 2 VP per prisoner that remains on the scenario at the end of the 9th turn.
- 1 VP for incapacitated attacker.
 
The player who scored more VP will be declared the winner.

SCENARIO 3 – THE JAIL
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The attacking teams appear messy in the marked room after finishing successfully a dangerous mission and listen con-
cerned as they begin to arrive, defender reinforcements. They must leave the fortress before they catch them.

Special rules:
- Marked on the map there is a turret with a Cavorite limiter that prevents access from Stygian to any room. The attackers 

must destroy it so the characters in that dimension can return to the real world in a different spot than the one where they 
entered the plane.

- There are 2 rooms that have sealed doors, marked with an A and a B in the plane. In these rooms there are the keys, rep-
resented by objective markers, of the sealed door marked with a C in the plane. These rooms are only accessible from 
Stygian.

-   The keys are treated as an object. If the character that carries them is incapacitated, the keys fall to the ground as an object 
that can be picked up, by both teams.

- The sealed door, marked with a C in the plane, can only be opened with one of the keys.
- In the rooms where the keys are, when picking them up the corresponding sealed door opens automatically, marked with 

an A and a B in the plane.
- THIS SCENARIO IS HARD, RECOMMENDED ONLY FOR 4 PLAYERS. ATTACKERS MUST COOPERATE TO SOLVE IT.

Special rules:
- Cavorite Limiter: this device is represented by the turret marked in the map. Its effect is that while it is active (the turret 

has not been destroyed) characters can normally enter Stygian but can’t return to the normal plane except through where 
they entered.

- From the 7th turn, the defender may add a defender and / or an extra turret in his reinforcement phase.
- The game ends if all the attackers get off the scenario, if they are incapacitated or if they fail to complete the mission at the 

end of the 12th turn.

Attacker victory conditions:
- 3 VP for destroying the Cavorite limiter.
- 2 VP for taking a key.
- 1 VP for fled attacker.
- 5 VP for taking the entire team of the scenario before the 10th turn.

Defender victory conditions:
- 2 VP for attacker on the scenario at the end of Turn 12.
- 1 VP for incapacitated defender.
- 5 VP if no full team of attackers has left the scenario before the 10th turn.
 
The player who scored more VP will be declared the winner.

SCENARIO 4 – THE LEAK
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The attackers must go from one end to the other of the tunnel before passing 10 turns, at which time the struc-
ture collapses and those who have not left will be trapped inside. The defender will try by all means to hold them 
to ensure that his hated enemies are buried under tons of rock.

Special rules:
- The defender begins with two operational turrets. Each turret protects the opening system of the correspond-

ing door that leads to the anteroom of the exit area. Until the turret is not destroyed, the corresponding door 
can’t be opened.

- The game ends at the end of the 10th turn.
- Because Cavorite emissions, rooms marked with an A and a B in the plane, are inaccessible from Stygian.

Attacker victory conditions:
- 3 VP for disabling each turret marked on the map.
- 2 VP for attacker fled before the 8th turn.
- 1 VP extra per resolved room.
 
Defender victory conditions:
- 2 VP per attacker killed.
- 2 VP per attacker caught in the collapse at the end of the 10th turn.
 
The player who scored more VP will be declared the winner.

SCENARIO 5 - TUNNEL
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Reports of the spies have revealed that the leader of the rival organization will be in one of their barracks on a 
specific date. The attackers set an operational strategy ... this mission can’t fail! You have to capture the leader of 
the defenders and win this war once and for all. But only one attacking team can gain recognition of the enemy 
leader capture. Perhaps the “friendly fire” is inevitable.

Special rules:
- The defenders leader figure (Morsiarty / Clayton) is located in the room marked in the plane. This room is only 

accessible from the Stygian.
- The door A is sealed and can only be opened from the inside.
- The defender begins with two flamethrower turrets in the marked central room.
- As an exception, the defender can assign reinforcements to the central room although there is no presence of 

attackers in it.
- Once the leader is incapacitated, his miniature is replaced by his incapacitated or unconscious character mark-

er, becomes an object and can be moved.
-  Rival leader is treated as an object. If the character who carries it is incapacitated, the rival leader falls to the 

ground as an object that can be picked up even by another team.
- Attackers must take the rival leader, but being an unconscious living organism, it can’t be done through Stygian.
- Being a bulky object, the character who carries it can’t carry more objects.

Attacker and defender Victory conditions:
- The team that takes the enemy leader before turn 12 wins.
- If no one succeeds, the defender wins.

SCENARIO 6 – CHECK TO THE KING
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