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INSIDE THE BOX
1 - Rulebook
2 - Enemy Cards (9)
2b - Enemy Draft Cards (8)
3 - Activation Tokens (6)
4 - Pandora Nemesis Card (1)
5 - Pandora Activation Cards (16)
6 - Reward Equipment Cards (6)
7 - Inhibition Tokens (20)
8 - Pandora's Jar Tokens (8)
9 - Blade Traps Tokens (4)
10 - Enemy Tokens (3)
11 - Wound and Bleed Tokens (26)
12 - Tiles (2)
13 - Exploration Cards (32)
14 - Event Card and Gravity Cards (1/9)
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Immunity: The hero gains immunity to all Statuses.

3 AP - target one Hero within 5 square and roll 5 dice. 

For each 2 obtained, discard any negative status 

token from the hero (also applies to Inibition).

Therapeia

RULES

PANDORA
REWARD

PANACEA

ACCESSORY

The Hero with this Equipment chooses a Jar within 3 Squares. That Jar will not be activated until the Hero remains within 3 squares from the Jar.

Hacking Pandora

RULES

CRAFTABLE 
EQUIPMENT

ELPIDA
ACCESSORY

The Hero gains +1 9 and +1 0.

Spirit of Pandora

Immunity: Inibition.

RULES

PANDORA
REWARD

ASPIDA
ARMOR


PREDATOR

ABILITY

SOUL EATER
6i

3e

1r

0t

7y

JAILER

7Bone Crusher: 4AP  RNG:1  DMG:777

Head Hunter: when the Soul Eater starts its 

activation on a sector with the , his Bone Crusher 

attack gains Inhibition.

Superfi cial Wound: a Hero wounded by this Model 

gains a Serious Wound Card. Serious Wound Cards 

obtained through this effect are discarded at the 

end of the Mission.
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SIN EATER

6i

3e

1r

1t

6y

JAILER

7Interdiction Blow: 4AP  RNG:1  DMG:45
Inhibition.
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Anchorage: Immunity: Push.

RUNNER - HORDE 2 
ENERGY WALL

ABILITY7Torment: 3AP  RNG:1  DMG:771

If this attack is executed when a Hero disengages, 

add 7 to its DMG.

SHIELD
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ST
-P

AN

2b

6

9

11

14

5

3

GREATTHUNDERTOOH

ST
-M

TF

SIN
EATER

ST
-P

A
N

SOUL
EATER

ST
-P

A
N

Until the end of their activation, 

every Model gains Fly (see Sine 

Tempore Rulebook, pag. 41).

ZERO GRAVITY

10 PHASES
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All the Heroes can move an 

additional square for every AP 

they spend to move.
Models’ Physical Attacks infl ict 1 

Wound less.

BULLET TIME

5 PHASES
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CONTENT

PANDORA

7Disengage Attack: RNG:1 DMG:8885
Inhibition

PANDORA

6i

9e

2r

2t

20y

AI - NEMESIS

Priority: Most Inhibition / TV / Suffered WoundsAntigravity Shield: Pandora is protected by an impenetrable shield, she can not suffer Wounds in any way. Pandora attacks the nearest 
Hero with Pandora’s Lash, 
ignoring Line of Sight and RNG.

7Pandora’s Lash: 
DMG:447
Weak Attack, Inibition.

CABLE LASH
ap 2

03

7

13

10

12

SHIELD

SIN EATER

PUNISHER



3

S
IN

E
 T

E
M

P
O

R
E

PANDORA

An obscure omen disturbs Jukas’ peace of mind. As his ethereal body flows through the purple 
flames, he suddenly collides with the manifestation of his master, Beli'ar. The visions portray a 
cramped cell submerged in unnatural silence, while faceless beings move slowly through the 
narrow metal corridors, scarcely lit by crystals of light. The weaker Beli'ar’s grip on his mind, 
the more confusing the vision becomes. Two creatures covered in heavy black exo-suits take the 
powerful psionic from his cell, dragging his body, lifeless due to the trance into which he has fallen. 
The last fragment of the vision reveals a large room infested with metal pipes, and at the far end 
of the hall, a female figure instills reverence and fear in the heart of Beli'ar. Silence falls, and Jukas 
opens his eyes, terrified and covered in sweat. Even after returning to our dimension, something 
continues to reverberate in Jukas’ mind, coordinates that have been haunting him for hours.
With the help of Achab and Andromeda, Jukas manages to localize the place where his influential 
mentor is found. The colossal outline of a structure covers the stars before you. The intricate 
complex seems uninhabited and disturbing, due to protrusions similar to faces on the surfaces of 
the orbiting station. Your sixth sense does not suggest anything good to you, but your common 
sense prevents you from leaving Beli'Ar and its immense power at the mercy of unknown forces.



PANDORA
Pandora is an expansion of Sine Tempore, featuring new 
enemies with brand new skills, disturbing models and a 
unique exploration method different from that used in the 
main campaign. Pandora can be played immediately after 
having completed the Primaevus V campaign, or after any 
other expansion. 

How to use this 
Expansion
Pandora will be explored by the Genesis crew 
differently, given they now find themselves 
inside one of the galaxy’s largest prisons, and 
no longer on the endless plains of Primaevus V. 
Each level of the orbiting penitentiary conceals 
hidden traps, Pandora's agents and criminals 
willing to do anything to earn their freedom, 
as you pursue your goal of saving your 
companion. The rooms of the Prison you go 
to explore will be determined randomly by 
the Pandora's Exploration Cards (This is to 
simulate the constant sense of risk and mystery 
accompanying our Heroes). You will use the Exploration Book 
to make choices during the Campaign and will write down the 
progress of your exploration on the Pandora Sheet attached 
at the end of this manual.

The Pandora's Campaign starts with the 
Landing Zone Mission. 
After this Mission, and for the rest of the 
Pandora's Campaign, you can't do the Colony 
Phase as usual (see "Teleporters" below). 
After you have faced the Mission, you must 
use the Exploration Deck card to explore 
further.
Take the Level 1 Start Exploration Card, and 
form a deck (the Exploration Deck) with the 
remaining Level 1 Exploration Cards. 
Read the text on the Level 1 Start 
Exploration Card, and follow the indication 
in bold on the bottom of the card.
Archive: if a text tells you to archive a card, set 
that card aside (note the archived cards on your Pandora 
Sheet). The archived cards represent rooms of the prison you 
have found, but not explored. When a text tells you to draw 
another Exploration Card, you can, instead, draw a card of 
your choice from those archived.
Discard: if a text tells you to discard an Exploration Card, 
remove that card from the game (note the discarded cards on 
your Pandora Sheet); it is no longer possible to draw or read 
that card for the rest of the Pandora's Campaign. 
Elements: you can gain some Elements during the 
exploration of the prison. After you have completely read the 
text of a paragraph on the Exploration Book, the Heroes gain 
the materials represented under the text (note the Elements 
on your Colony Sheet).
Teleporters: you can find some Teleporters around the 
prison, and use them to teleport some characters to the 
Genesis, and then come back. After you have completely 
read the text of a paragraph on the Exploration Book, you can 
teleport one character for each Teleporter icon at the end of 
the text. The teleported character takes a Colony Phase and 
immediately returns to the group to continue the exploration.
Next Level: the Debriefing in the Campaign Missions will tell 
you when you have reached the next level of the prison. When 
this happens, take the next Level Start Exploration Card, and 
form a deck with the remaining next Level Exploration Cards. 
Read the text on the Level Start Exploration Card, and 
continue the Campaign.
Tokens: Some Exploration Cards or Exploration Book 
paragraphs assign to the Heroes some Status or Wound 
tokens. In these cases the Heroes keep the tokens until the 
next Mission; so they will begin the next Mission influenced by 
the effects of the tokens.

Exploration Book Paragraph

Exploration Card

Exploration Card

Indications

Indications

Choice

Elements gained

Teleporters
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CONTROL ROOM
Trying your best not to make any noise, you enter a series of corridors, crossways and rooms, leaving you somewhat disorientated.The dim lights don’t make it any easier to distinguishelements, even time seems to slow down.With each turn you make, your hopes slowly dwindle as a new section of the prison opens before you, which seems to be the same as the last one, as if the corridors were repeated to infi nity.It feels like days since you fi rst landed in the prison.Summoning your last ounces of strength and almost totally hopeless, you urge yourself on.A new cry echoes in your mind; it seems that Beli’ar has perceived your presence and is doing his best to attract your attention to help him escape. As if guided by a light, you begin to walk through new corridors and familiar areas, until you reach the scarcely supervised Control Room.

The only thing protecting the room is the maze leading to it, and the poorly armed guards - who are very surprised to see you - quickly surrender.
If you don’t already have it, take the Keyword VENTILATION DUCT FANS, then draw another Exploration Card.
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FORESTRY
As you move cautiously through the corridors of this fl oor, you stumble across a door from which a strange liquid is leaking. You examine it carefully; it seems like water and on closer inspection, it doesn’t seem to be dangerous.
As soon as you touch the door, it springs open. A wave of hot and humid air envelops you, full of smells and sounds.
What you see through the opening is a spectacular greenhouse, plants and mini waterfalls erected in a blaze of colour.
All around you, all types of animals are trying to hide from your gaze.

• Visit the Greenhouse: discard this card and read 2.01 of the Exploration Book.• Keep exploring: archive this card and draw another Exploration Card.
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EXPLORATION BOOK

3.01
Having found the room with the secret passage, you type the code directly into its panel. As your fi ngers touch the wall, various symbols with a celestial light appear to compose a sequence.

Once the operation is complete, the panel slides open, disappearing into the metal wall to reveal a platform that seems formed by a faint light.
As you climb onto the platform, the panel closes behind you and starts to move, leading you down to the lower fl oor.

Discard all the Level 1 Exploration Cards, and the Exploration Deck.
Take on MIRACLE BLADE Mission,

Pandora Rulebook pg. 12.

3.02
At the end of the corridor you fi nd a control console, it’s exactly what you were looking for! By hacking into its security codes, you manage to deactivate the ventilation system on this fl oor of the prison and activate some old teleports.

If you don’t already have it, collect the Keyword VENTILATION DUCT FANS, then draw another Exploration Card.

  



GRAVITY EVENT CARD
Within Pandora gravity can undergo strange alterations. 
The new Altered G Event Card (which you can freely mix 
with the other Event Cards of the game for all your Missions, 
even those set in places different from Pandora) requires 
the use of the Gravity Deck, composed of 9 Gravity Cards. 
When this event is drawn or when a Mission 
requires the use of Gravity Deck, draw a Gravity 
Card from it, and apply its effects by the number 
of Phases indicated on the bottom of the card. 
The drawn card must be placed at the last Phase of 
the Momentum that will influence (counting the Phases 
starting from the first active sector for the Mission). As 
soon as the Phase Hand exceeds the sector in which the 
card is placed, discard it and immediately draw another 
one, applying its effects and placing it again at the last 
Phase of the moment that will influence (counting the 
Phases starting from the sector following the one in where 
the discarded Gravity Card was placed).

New Enemies
Disturbingly frightful wardens will greet the crew in this 
mission, which is so risky it should be considered suicide. 
Monstrous faceless creatures will use their bio-weapons 
against you, inhibiting your skills in attempts to lock you 
up. You will fear the constant clickety-clack of the metal 
legs of these spider-like creatures, whose ugly faces 
resemble those of humans. You will be mercilessly hunted 
by Pandora's most lethal and tireless agents, known and 
feared in all corners of the Galaxy: The Blessed Weapons. 
Will you be able to resist the inquisitive gaze of the 
Sphinx? Will your heart be strong enough to admit your 
failings? Until finally, provided you're not already rotting 
away in a cell somewhere in this silent prison, you find 
yourself standing before her, revered like a goddess inside 
the metal walls of this enormous complex: Pandora, the 
lady of chains.

New Rules and Tokens

Inhibition Token Pool: For each Hero, create a 
pool of 5 Inhibition tokens. 
Make sure that each Hero has 5 different tokens 
so that they reflect all 5 skill slots in the Hero 
sheet.
Inhibition token: A Hero that is assigned a status 
token must draw a random Inhibition token from 
the previously created pool. The back of the 
token shows the skill slot on which it needs to be 
positioned. That slot and any related skill are considered 
blocked until the end of the mission.
E.g. A Punisher attacks Jukas and inflicts at least one 
wound. Jukas is therefore assigned an Inhibition token. The 
player controlling Jukas draws a token from his/her own 
Inhibition Pool. Looking at the back of the token, he/she 
discovers that the blocked skill slot contains the "Energy 
Blow" skill; therefore he/she swaps the skill token with the 
Inhibition token. For the rest of the mission, Jukas cannot 
use the "Energy Blow" skill. If the player were lucky and 
drew an Inhibition token indicating an empty skill slot, he/
she would have positioned the token without blocking any 
skills.

Pandora's Jar: Pandora sends her agents to 
the ends of the universe in search of criminals, 
or even creatures with special powers, using 
them as research material. For this reason, from 
the special spawning points, you'll find during 
your recovery mission, various Enemies may appear that 

you have already encountered in your adventures.
The Missions that use the Pandora's Jars are described in 
the special rules to use them.             

Blade Traps: The Blades are the most 
treacherous traps used inside Pandora’s orbiting 
penitentiary.  
They are managed by complex circuits 
arranged in strategic points of the structure. 
A Model cannot move through a square occupied by this 
token.
The Missions that use the Blade Traps are described in the 
special rules to use them.

Regeneration X: an Enemy with this skill discards X 
Wound tokens at the start of his activation.

Sharpshooter: an Enemy with this Skill behaves as if he 
had the Shooter ability but does not spend AP to perform 
Movement actions.

Energy Wall: all Enemies within two squares of a model 
with this ability gain +1r.
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Altered G Event Card

Gravity Cards

EFFECT
Use the Gravity Deck during this 
Mission. See the special rules on 
Pandora Book pag. 5.

ALTERED G
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All the Heroes can move an 
additional square for every AP 

they spend to move.

Models’ Physical Attacks infl ict 1 
Wound less.

BULLET TIME

5 PHASES
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A
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PANDORA

Nemesis

Nemesis missionS
The Pandora's Nemesis Missions is the final mission of the 
Pandora's Campaign.
The clashes with Pandora take place differently from the 
standard Missions.
Pandora has its own card (Nemesis Card) and a deck of 
action cards (Nemesis action cards).
On the Nemesis Card, you will find on one side its 
Characteristics and special Skills, which work similar to 
those of a regular Enemy.
On the other side, you will find instead the list of rewards 
that Pandora will leave on the battlefield once defeated.
Once you reach the last campaign Mission, Pandora can 
be faced more than once, so regardless of the result of 
the Mission, you can play her Nemesis Mission again to 
obtain better results and better rewards, without playing 
the entire Campaign again.

Nemesis Action cards 

and Nemesis Deck
Each Nemesis has a deck consisting of a variable number 
of Action cards. Each card provides the action that the 
Nemesis will play during its activation and its cost in AP. 
Apply the effect described in the card and then move its 
Activation token of a number of sectors equal to the AP cost 
of the Nemesis Action card (the  of a Nemesis is used 
only to establish the activation order within a Momentum 
sector). 
With each new activation draw a new Nemesis Action Card.
The first time you face a hunting mission we advise you to 
keep the order of the Action cards, following the number 
at the bottom right, to activate all the combinations in 
sequence. From the following hunts, you can shuffle the 
deck to increase the unpredictability of the Nemesis. If 
the Nemesis defeats you, or if you have not been able to 
kill her within the time set by the Mission, the Nemesis 
escapes by taking away the chance to get her rewards.

7Disengage Attack: RNG:1 DMG:8885

Inhibition

PANDORA 6i

9e

2r

2t

20y

AI - NEMESIS

Priority: Most Inhibition / TV / Suffered Wounds

Antigravity Shield: Pandora is protected by an 

impenetrable shield, she can not suffer Wounds in 

any way.
Pandora attacks the nearest 
Hero with Pandora’s Lash, ignoring Line of Sight and RNG.7Pandora’s Lash: DMG:447Weak Attack, Inibition.

CABLE LASHap 2
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Reward Cards

The Hero gains +1 9 and +1 0.

Spirit of Pandora

Immunity: Inibition.

RULES

PANDORA
REWARD

ASPIDA
ARMOR

The Hero with this Equipment chooses a Jar within 3 
Squares. That Jar will not be activated until the Hero 
remains within 3 squares from the Jar.

Hacking Pandora

RULES

CRAFTABLE 
EQUIPMENT

ELPIDA
ACCESSORY

Immunity: The hero gains immunity to all Statuses.

3 AP - target one Hero within 5 square and roll 5 dice. 
For each 2 obtained, discard any negative status 
token from the hero (also applies to Inibition).

Therapeia

RULES

PANDORA
REWARD

PANACEA
ACCESSORY

Priority Target
During the battle against Pandora, more than one Hero 
could be targeted by some of her attacks or skills. In these 
cases apply the following priority scale to break the ties 
and determine which Hero should be chosen as a target:
1.	 Most Inhibition: the Hero with most Inhibition tokens
2.	 TV: the Hero with the highest TV 
3.	 Suffered Wounds: the most wounded Hero  
This sequence is also presented in the Nemesis card.

Disengage Attack: when a Hero tries to Disengage from 
Pandora, he suffers this attack.

H

B C

I
K

E F

G - Card Number
H - Name
I - AP Cost
K - Action Rule

A - Name
B - Traits
C - Characteristics
D - Skills
E - Disengage Attack
F - Rewards

7Disengage Attack: RNG:1 DMG:8885
Inhibition

PANDORA
6i

9e

2r

2t

20y

AI - NEMESIS

Priority: Most Inhibition / TV / Suffered Wounds
Antigravity Shield: Pandora is protected by an 
impenetrable shield, she can not suffer Wounds in 
any way.

Kill Pandora
Earn the Panacea Reward Card.

Kill Pandora before drawing the twelfth Nemesis Action card
Earn the Aspida Reward Card.

PANDORA

NEMESIS REWARD

PANDORA’S JAR
ap 3

01

Perform an Enemy Draft for the 
Red and the Green Jar. Then, 
Pandora attacks a Hero with 
Sentence, ignoring Line of Sight 
and RNG.

7Sentence: 
DMG:555
Weak Attack.

When a Hero attacks an enemy 
with the “Jailer” trait, roll one 
die less. The effect lasts for 3 
phases.

OLOGRAPHIC RESILIENCE
ap 1

02

Pandora attacks the nearest 
Hero with Pandora’s Lash, 
ignoring Line of Sight and RNG.

7Pandora’s Lash: 
DMG:447
Weak Attack, Inibition.

CABLE LASH
ap 2
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LANDING ZONE
PANDORA'S MISSION 01 START MISSION:

END MISSION:
2.6
4.12

H

H
H

H

Your Stealth shuttle silently settles in 
the docking space inside the Orbiting 
Station. Your landing has not encountered 
any problems, and this leaves you with 
a sense of restlessness. Does your 
Stealth technology work or is someone 
or something preparing a deadly trap for 
you?
In any case, you must secure the landing 
area so you will not have any surprises 
when you have to escape from this 
terrifying place.
Unfortunately, the metallic ticking that 
you hear approaching tells you that it will 
not be an easy job.

Victory Condition
•	 Destroy both Spawning Points and defeat 

all Enemies before time runs out.

Defeat Condition
•	 Standard defeat conditions.

ENEMY’S OBJECTIVES
•	 Attack the Heroes.

BRIEFING

DEBRIEFING

D.Z.
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THE GREEN
PANDORA'S MISSION 02 START MISSION:

END MISSION:
3.1
6.1

BRIEFING
You enter the lush vegetation with your nerves prickling 
your skin. This abrupt passage of environments has 
disturbed you, and this place seems to be immense. Your 
sensors indicate movement all around you and electrical 
signals from the North. Follow the signal by moving silently 
through the vegetation. Arriving near the source of the 
signal you spot a slim figure dressed in black that seems 
to be dissecting a big dead feline, perhaps it is one of the 
sadly famous scientists of Pandora, devoted to infamous 
research on any living being in the universe. Unfortunately, 
you cannot get any closer. The gloomy scientist turns to 
you, widening his eyes, you see him fumbling with a wrist 
computer, and immediately after the forest around you is 
filled with barking and chilling roars. Just afterward, the 
scientist disappears into the vegetation. A thought runs 
through your mind... perhaps he had the code to access 
the second level of the prison? You have to chase him... 
trying not to get killed from what he's unleashed against 
you.

Victory Condition
•	 Defeat the Scientist before time runs out.

Defeat Condition
•	 Standard defeat conditions.

ENEMY’S OBJECTIVES
•	 Attack the Heroes.

D.Z.

SCIENTIST
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DEBRIEFING

SCIENTIST
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D.Z.

YOU CAN FLY
PANDORA'S MISSION 03 START MISSION:

END MISSION:
2.3
4.6

BRIEFING
Embracing you plasma rifles and energy weapons, the 
feeling of the ground falling away from under your feet 
breaks your concentration. You find yourself floating due 
to the sudden change in gravity. From above you have 
the chance to see the Scientist frantically fiddling with the 
holographic panels of the console. It is surprising to note 
that the effects of gravity do not affect your host and his 
guards who point towards you. Probably their equipment 
creates a proper gravitational field, able to resist external 
variations. You have just a few moments to realize all this 
because the gravity changes again and you end up falling 
to the ground ruinously. You have to get rid of the console 
if you want to reach the scientist and find out how you can 
leave this place and continue in your search.

Victory Condition
•	 Defeat all Enemies and deactivate the Console before time 

runs out.

Defeat Condition
•	 Standard defeat conditions.

ENEMY’S OBJECTIVES
•	 Attack the Heroes.

SIN EATER

PUNISHER

SHIELD

H

H

H

H
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MIRACLE BLADE
PANDORA'S MISSION 04 START MISSION:

END MISSION:
3.12
5.6

H

H H

H
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D.Z.

PINK ZONE

PINK ZONE

RED

ZONE

RED

ZONE

SOUL EATER

PRISONER

TILE 1TILE 2

BLADE TRAP

CONSOLE
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BRIEFING

DEBRIEFING

The platform shines with a pulsating green light. The 
ancient elevator seems to have not been used for years. 
Your plan to use the most hidden paths of the Prison to 
access the lower level appears to have been successful.
Your journey to the lower level ends when the elevator 
stops and the large metal doors open. You are in a long 
corridor wrapped in the usual nauseating green light.
A small mouse-like pet looks at you in terror and runs 
away from you towards the end of the corridor.
A terrifying metallic noise precedes the gruesome vision of 
a series of blades which, coming out of nothing, dissects 
the small animal, and then disappears again into the walls 
of the corridor.
You have underestimated the prison's defensive 
capabilities, and now you will have to cross this corridor 
hoping not to find yourself in a deadly trap.
Notice the cells from which complaints come... maybe 
interrogating the prisoners you could find out useful 
information to stay out of trouble.

Victory Condition
•	 Enter into either of the Green Zone squares with at least 2 

Heroes before time runs out.

Defeat Condition
•	 Standard defeat conditions.

ENEMY’S OBJECTIVES
•	 Attack the Heroes.

EVENT: SUCCESS EVENT: FAILURE
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RIDDLE
PANDORA'S MISSION 05 START MISSION:

END MISSION:
4.7
7.7

BRIEFING
The rough landing leaves you shaken, but you cannot 
waste time! Recover your forces quickly and prepare for 
combat. Your arrival could not go unnoticed, and the Prison 
security system has already set in motion. You are here to 
find the access keys to the Power Supply, and nothing will 
stop you.
The plan is simple: track down the scientists who have the 
access codes, "convince" them to yield them and leave the 
area as soon as possible without a scratch... very simple 
right?

Victory Condition
•	 Remove the 3 Scientists from the game and deactivate the 

Terminal, then at least 2 Heroes must leave the field using 
the capsules by entering a square of the Green Zone.

Defeat Condition
•	 Standard defeat conditions.

ENEMY’S OBJECTIVES
•	 Attack the Heroes.

H

H

H H

BLUE
D.Z.

GREEN

ZONE

GREEN

ZONE

RED
D.Z.

DOOR

DOOR

SOUL EATER

SCIENTIST

DOOR TILE
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DEBRIEFING
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HACKING
PANDORA'S MISSION 06 START MISSION:

END MISSION:
6.6
9.6

BRIEFING
Enter the usual claustrophobic and dimly lit room, just a 
cold light is coming from monitors and large condensers 
that flicker through the accumulated energy. Several 
guards patrol the area, while some scientists move 
frantically from one room to another through teleporters.
It seems that the environment in which you find yourself 
produces energy from the floor. Sabotaging the work of 
scientists could help you isolate the plan and thus free the 
mysterious informant.

Victory Condition
•	 Turn off the Power Generator control panel with an Interact 

action on the Terminal.

Defeat Condition
•	 Standard defeat conditions.

ENEMY’S OBJECTIVES
•	 Attack the Heroes.

H
HH

H

DOOR

SOUL EATER

SIN EATER

BULLSEYE

SHIELD

SCIENTIST

D.Z.

DOOR TILE
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THE SPHINX
PANDORA'S MISSION 07 START MISSION:

END MISSION:
10.5

1.1

BRIEFING
An enigmatic figure seems to be in a state of solitary 
contemplation in this mysterious, dark area of the prison 
you have just reached.
The mechanical creature with a vaguely female form is 
connected to tubes from which it hangs mid-air. As you 
make your way closer, its face, covered by a heavy mask, 
turns curiously to look at you.
The creature slowly descends from the suspended tubes, 
with them desconnecting from its body with puffs of smoke.
The silent figure unsheathes a number of swords hidden 
on its body as it threateningly approaches you; prepare 
for battle!

Victory Condition
•	 Defeat the Sphinx before time runs out.

Defeat Condition
•	 Standard defeat conditions.

ENEMY’S OBJECTIVES
•	 Attack the Heroes.
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SOUL EATER

BULLSEYE

SHIELD

D.Z.

ALERT!
PHASE 11.5

DOOR TILE

DOORDOOR

SPHINX

PRISONER SPRIGGAN

PRISONER HUNTER

PANDORA'S JARS
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FIND THEM
PANDORA'S MISSION 08 START MISSION:

END MISSION:
2.2
4.7

Blessed Weapons always seem to be a step ahead of you. 
The shots of your plasma rifles explode in the distance 
behind the agents, who are not worried at all. The two 
warriors spare you a quick glance, then start the assault. 
Their movements are precise and fluid; their attacks are 
incessant. Understand that your ambush failed, passing 
irremediably from the role of hunters to that of prey.

Victory Condition
•	 Defeat both Blessed Weapons before time runs out.

Defeat Condition
•	 Standard defeat conditions.

ENEMY’S OBJECTIVES
•	 Attack the Heroes.

BRIEFING DEBRIEFING
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AMBUSHED
PANDORA'S MISSION 09 START MISSION:

END MISSION:
12.7
2.1

H

H

H
H

You are able to put the two Blessed Weapons in the 
corner. Realizing they are trapped, the twins stop and 
wait for you to come out of the shadows. You come 
out into the open, and you and the two agents look at 
each other in silence. The Blessed Weapons wield their 
weapons and look you in the eye. When a cold smile 
appears on Omega's face, the battle begins.

Victory Condition
•	 Defeat both Blessed Weapons before time runs out.

Defeat Condition
•	 Standard defeat conditions.

ENEMY’S OBJECTIVES
•	 Attack the Heroes.

BRIEFING

DEBRIEFING

D.Z.

D.Z. D.Z.

OMEGAALPHA
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QUEEN OF CHAINS
PANDORA'S MISSION 10 START MISSION:

END MISSION:
7.3

-

BRIEFING
An overwhelming blinding light welcomes you in a vast 
hangar. Wherever your eyes rest, notice the presence 
of grotesque faces coming out of the walls. The metal 
cables that have accompanied you throughout your 
journey inside the prison are suffocatingly present inside 
the hall. Here the psionic call of Beli'ar is tremendously 
strong, you understand that you are in the right place. 
Two panels slide along the walls creating small dark 
entrances, within them a flash of white light runs along 
the uniforms and weapons of the bystanders, revealing 
old acquaintances. A whisper, powerful and calm at 
the same time, creeps into your minds upsetting them. 
The voice tells you: "You dared to contaminate my 
Sanctuary, with the insolence of wanting to free one 
of MY finest pieces. On the other hand, I should thank 
you for sacrificing your freedom to contribute to my 
research. My children will take care of you." 
Confused, you focus your senses, trying in vain to 
understand where the voice comes from, while the Blessed 
Weapons take up positions inside the hangar, just before 
two glitzy entrances. Pandora must be a little further on, 
solve your outstanding accounts and free Beli'ar... the 
moment has come!

SETUP
Before the start of this Mission, in addition to the Nemesis 
Activation deck, prepare an Enemy deck using all Enemy cards 
with the Jailer trait you find in this expansion; this deck will be 
called the Jailer deck. Also, prepare an Enemy deck using all 
the other Enemy cards at your disposal; this deck will be called 
the Prisoner deck.
Distribute all the Elpida cards in your possession to the 
Heroes.”

Victory Condition
Defeat Pandora before the Nemesis deck ends the cards.

Defeat Condition
•	 Standard defeat conditions.

ENEMY’S OBJECTIVES
•	 Attack the Heroes.
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EPILOGUE



"MOTHER WANTS YOU HOME..."
XAMUS, PANDORA'S AGENT 
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