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eed well my words, for | am Mentor, Guardian of :
Loretome. | will tell you of times past, of darker days when the Realm |
was saved against all hope. For | fear the darkness is about to return....

The sinister forces of Zargon, an evil sorcerer, had swept all before them. At
the sight of the Black Banner and the massed hordes of Dread, even the bravest
warriors of the Realm fled, the land was laid to waste, and all peoples despaired.

There then came a mighty warrior prince from the Borderlands—Rogar the | USING TH ls Ru LE BOOK

barbarian. He bore a glittering diamond on his brow—the Star of the West. Hope

returned and people flocked to his standard, leaving their hiding places in the hills If You Are New to The Six Hero Actions....pages 12-20
and forests. Other great heroes joined him: Durgin the fearless dwarven warrior | HeroQUESE ..cceeeeeeemeeeeeneneane page 4 Attack + Cast a spell « Search for trea-
from World's En:d Mountains, Ladril the elven fighter mage from distarjt Elethorn, Wit e e TR e o e s e o e (Fa e e o Seards
and Telor the wizard whose sorcery was to save Rogar on many occasions. O e S s 0 voLISTaLE? for traps - Disarm a trap

For many years Rogar trained his army, being careful to avoid open battle

with Zargon's general until all was ready. He ever harried Zargon's supply lines How Do You Start?....... pages 5-8 The Evil Sorcerer

and wiped out countless orcs and goblins who had allied themselves with the | Choosing your role: Zargon or a hero? Zargun’s Turn.............pages 20-22
SYRSOCEIEE . Game setup - what Zargon needs todo ~ Monster movement and actions

Then came the day for which Rogar had waited. His army had grown strong before you begin playing + Attack « Cast a Dread spell + Dead
and was well practiced. Camping in the high passes, Ladril saw the Dread Hosts heroes « What happens if you run out
from afar and bade Durgin blow the call to arms on his mighty horn. Rogar’s | A Glimpse into the World of monsters?

army poured down upon the enemy from two sides and the battle was joined. of HeroQuest................ pages 9-10

Many foul creatures and good warriors perished that day. Yet, as the light of

day faded, it was darkness that fled the field. But the victory was not absolute. 1
Both Zargon and the evil sorcerer’s general escaped beyond the Sea of Talons, :
and even now they plot their revenge. To Begin the Quest.....pages 11-12

Soon their plots will be ready, and the '_ Reading from the Quest Book « Order of
Realm will have need of a new Rogar. : play « On a hero’s turn « Hero

But where are the heroes to equal him? movement - Looking and opening doors
- How Zargon reacts to hero movement

Ending the Quest..............page 22
What happens between quests? + Lost
artifacts « Unfinished quests

Zargon's story

You have much to learn if you are
to become as great as Rogar and his
companions. | will help all that

| can. The book | protect—
Loretome—was written when
time began. All that ever was and
all that ever will be is recorded in
its countless pages. Through
Loretome | may guide you, but
| may not intervene, lest a greater
evil befall the world, and the evil
forces of Zargon triumph forever.

Take Note
Throughout this rulebook, information is coded with
specific icons depending on whom it is intended for.

!
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WELCOME

The HeroQuest game is a fantasy adventure set deep within a hidden
stone labyrinth. This maze of underground rooms and corridors is
controlled by Zargon and the evil sorcerer’s forces of Dread.

Four valiant heroes have been summoned by Mentor, the good and
ancient sage, to do battle with evil. Theirs is the ultimate heroic
challenge—descend into a treacherous world of the unknown and
restore honor to the Realm. Destroy the forces of Dread!

Bonded by their loyalty to the Realm, the brave heroes unite. Stepping
cautiously, they journey deeper and deeper into a dark, hidden world...

WHAT MAKES
THIS GAME

U

NIQUE?

One player takes the role of
Zargon, the evil sorcerer and
controller of the game; the other
players assume the roles of

the heroes—the barbarian, the
dwarf, the elf, and the wizard.

A game for 2 to 5 players,
HeroQuest is played in 14
sequential gameplay sessions called
quests. Each quest is described

in detail in the Quest Book.

One quest may take an hour or
two to play, with each subsequent
quest increasing in difficulty.

During a quest, a hero may acquire
valuable treasures. These riches
may be used between quests to
purchase powerful weapons and
protective armor from the armory.

The heroes work together to defeat
Zargon and the evil sorcerer’s
forces of Dread. Individual

winning is not the goal. United the
heroes stand. Divided they fall.

GAME CONTENTS

Gameboard

31 monster miniatures: 8 orcs, 6
goblins, 3 abominations, 4 Dread
warriors, Dread sorcerer, gargoyle,
4 skeletons, 2 zombies, 2 mummies

4 hero miniatures: barbarian,
dwarf, elf, wizard

15 furniture pieces:

2 tables, throne, alchemist’s
bench, 3 treasure chests, tomb,
sorcerer’s table, 2 bookcases, rack,
fireplace, weapons rack, cupboard

10 skull pieces
4 plastic rat pieces

21 dungeon doors: 5 closed,
16 open

97 game cards: 24 treasure
cards, 23 equipment cards, 14
artifact cards, 12 dread spells
cards, 12 spells cards, 8 monster
cards, 4 turn order cards

Cardboard tiles: stairs, blocked
squares, pit traps, secret doors,
falling-block traps, skulls

Quest Book

4 character cards: barbarian,
dwarf, elf, wizard

GETTING STARTED

If you are playing for the first time,
punch out the cardboard tiles from
the parts sheet and put them aside.

Choose Your Role

One player must take on the role
of Zargon, the evil sorcerer. The
other players then assume the roles
of the heroes: the barbarian, the
dwarf, the elf, and the wizard.

If fewer than five people are playing,
one person must still play as Zargon.
The remaining players can control
more than one hero. Note that the
quests are more challenging if you are
playing with fewer than four heroes.

The Important Role of Zargon

The role of Zargon is a vital one in the
game. The person who plays as Zargon
serves as the Game Master. This means:

e You sit behind the Game
Master’s screen.

e You control the quest for
the other players.

e You alone know where the monsters,
secret doors, treasures, and traps
are located in the labyrinth.

e You alone have access
to the Quest Book.

Anyone can play as Zargon, but
players who are familiar with the
game may be more comfortable taking
on this important role at first.

If You Are Playing as Zargon

As Zargon, you will be running the
quest. If necessary, read through the
game rules first so you understand
how to do this. (And, as you will see
below, you must read through the
first quest in the Quest Book.)

Remember, the Quest Book is for

HOW ZARGON
SETS UP
THE GAME

Zargon, to set up the game properly,
you must follow these steps:

1. Open the Quest Book and Read
the First Quest
Turn to “Quest 1—The Trial.” This quest

must be played first. Read it silently
to yourself.

- \
Rz

Each quest features three different
sections: the parchment text, the
guest map, and the quest notes.

Parchment Text

The parchment text outlines the heroes’
challenge as well as the reward they

will receive if they are successful. This
section is always read aloud to the hero
players at the beginning of the game.

Quest Map

The quest map shows how the
gameboard is to be laid out as the game
progresses. The map is marked with
symbols that show the starting positions
of the monsters—sinister creatures
under your control. These symbols are
identical to those on each of the monster
cards and are identified on the Game
Master’s screen. The maps also show
you where to place pieces of furniture,
stairs, doors, and blocked-square tiles.
In addition, there are symbols for traps,
secret doors, and treasure chests. These
symbols are shown on the map legend.

Do not place anything on the
gameboard at this time. Only reveal
the layout when the hero figures
have moved to a position on the
gameboard that requires you to do so.

Quest Notes

2 Tgsisdverture :never End.fi" ‘I::I : Game Master’s screen your eyes only. However, there are
addi m;;ua kques Isdare avai al ein RS S L sections of each quest that you must Read the quest notes thoroughly ]:::eﬁ::re
Quest Packs (sold separately). : : read to the players. These passages are the start of the quest. They explain
6 white combat dice noted throughout the Quest Book. what happens in certain rooms and
2 red dice
4 5
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detail the unique situations with which
the hero players have to contend.
Read the notes silently to yourself.

You will later disclose the
information in the quest notes to the
heroes as the quest unfolds and they
move into certain rooms and corridors.

2. Place the Gameboard
on the Table

Lay the gameboard flat on a table. The
HeroQuest logo should be on the right
side of the board as it faces you.

3. Place the Character Cards
on the Table

Spread the four character cards
faceup on the playing table. The
number of dice and starting points
for each hero appear on each card.

Starting Weapon Dagger
matia &
Character Card
Attack Dice

These reflect the fighting power
of the hero’s weapon. During the
quest, the hero's attack strength
is continually changed by events
(e.g. spells, combat, etc.).

Defend Dice

These reflect the ability of the hero
to dodge or absorb enemy hits.
During the quest, the hero’s defend
strength is continually changed by
events (e.g. spells, combat, etc.).

e~

Body Points

These reflect the hero’s physical
strength. The barbarian is the
strongest with eight points; the wizard
the weakest with four points.

Mind Points

These reflect the hero’s wisdom,
intelligence, and resistance to magical
influence. The wizard has the greatest
mental strength with six points; the
barbarian the least with two points.

4. Direct the Hero Players to Fill
in Their Character Sheets

Give each hero player a sheet from the
pad of character sheets, something

to write with, their hero’s character
card, and their hero figure.

Each hero

player should ,%‘ Character Sheet @
fill in their fName s
character . Character

sheet with the [mw =

starting Body | i |

and Mind
Points of their | Armor:
character. If
they wish, they | i
may name (88 I 1 Y 1 o

: Quests Completed (circle):
their character.

':?a-r-Elng F‘-uin:.-:- _H

— - i

Weapons:

Body Points: |
T T T

e ——— = = =

1 2 %3 4 5 6 7 & % 10 1 1z 13 14

During the Gold Colns: | Potions & Other ltems: ]
quest, a hero’s ; | 5
Body and Mind | ¢ 34 __ﬂ____é
Points are —

affected by events. Points can be gained
or lost. Body Points must be charted on
the hero’s character sheet. Any treasure
found on the quest must also be recorded
here. Players should save their sheets

and bring them to each game session.

Charting Body Points

5. Position the Game
Master’s Screen Between
You and the Gameboard.

6. Place the Quest Book
Between You and the Game
Master’s Screen

7. Separate the Game Pieces

Separate the doors, furniture,
monsters, and all of the cardboard
game tiles into four piles.

To identify the monsters quickly, refer
| to the last page of the
" Quest Book.

8. Study the Quest Map and
Place the Pieces in the Starting
Room

Look at the quest map that appears
in the Quest Book, and only place
the pieces that go into the starting
room on the gameboard (usually
the one with the stairway).

Do not put out any traps or secret
! doors. Do not reveal treasure at
"~ this time.

Starting
room of
“Quest1”
with the
stairway
tile and
closed door

&N

9. Sort the Cards

Sort the cards into nine separate
piles: equipment, treasure, artifacts,
monsters, Dread spells, air spells, fire
spells, water spells, and earth spells.

e Treasure Cards
Shuffle these cards
before each quest.
Keep them facedown
in a pile within easy
reach of all players.

e Artifact Cards
These cards are special,
as you will discover in
the quest notes. Keep
these cards behind the
Game Master’s screen.

e Monster Cards
Spread out the eight
monster cards and put
them faceup near the
gameboard so that the
hero players can easily
refer to them. All the
information on these
cards can also be found in the monster

chart on the Game Master’s screen.

e Dread Spell Cards
There are 12 Dread
spells. These spells
belong to Zargon and
are very powerful as
you will discover in
the quest notes. Keep
these cards behind
the Game Master’s screen.

59 Some Dread spell cards will
; only be used with the Quest Packs
(sold separately).

7
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e Hero Spell Cards -
Air, Fire, Water, Earth
There are four groups of hero spells,
each of which represents one of
the four natural elements—air,
fire, water, and earth. Each spell
group contains three individual
spells. The spell groups are divided
between the wizard and the elf.

¢ Dividing the Spells. Direct the hero
players to divide the hero spells. The
wizard first chooses one of the four
spell groups.
Next, the elf
chooses

|
)
)
&
3
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one spell group from the three that
remain. Finally, the two remaining
spell groups go to the wizard. The
spells and their effects are explained
in detail on their corresponding spell
cards. Suggestion: If this is the
players’ first quest, the wizard should
take the fire spells, the elf should take
the earth spells, and the remaining
spells should go to the wizard.

10. Place the Dice

Finally, put three white combat
dice and the two red dice near the
gameboard where the hero players
can easily reach them. Keep three
white combat dice for yourself.

Now you are ready to play. Zargon,
read “A Glimpse into the World of
HeroQuest” aloud to the players.

A GLIMPSE INTO
THE WORLD OF HEROQUEST

elcome, my friends, to the world of HeroQuest—a place unlike any
other.... To gain access, you must first become a part of it. | have taken
on the role of Zargon, the evil sorcerer; the rest of you have chosen your

roles as the brave heroes. As heroes, you must work together to save the Realm
from Zargon's evil forces. Will your valiant efforts be enough? Time will tell all.

Heroes, you begin your journey with “Quest 1—The Trial” from

the Quest Book. Your goal is to seek out and destroy Verag, a foul
gargoyle who hides in the catacombs. Your very survival depends on
your ability to work well together, for no true hero stands alone.

Listen carefully now to these words from Zargon....

“Heroes, your goal has been made clear. I, however, have my own
goal—to destroy you! You begin this first quest in the room with the
stairway. Its location is revealed to you when I place the stairway tile on
the gameboard. On each of your turns, discuss with your comrades where
to move and what to do. Beware! Your decisions affect all players.

“You move square by square along corridors and into rooms. The distance of
your movement is determined by a roll of two red dice. Fate, you see, is really
nothing more than chance. Where you move is within your control. What you
find along the way, however, is within mine, for | control the gameboard. Let
caution be your guide. Danger, you will soon discover, lurks in every shadow.

“As you look down corridors and into rooms, | reveal to you many things,
including closed doors, pieces of furniture, hideous monsters, blocked squares,
and dangerous traps that you have sprung. I then place these items on the
gameboard for you to see. Their locations are known to me long before you,
for they are shown to me on my quest map—a document never to be seen
by your eyes! To discover that which | already know,
you must move cautiously. Peril
lies in each step you take.

"
i
-
—
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“As you venture deeper and deeper into the underworld, you are certain to be
confronted by many foul monsters. These creatures are meant to greatly test
your strength and courage. Some of you may battle them using only your sword
and armor. Your success or failure is determined by a roll of the combat dice, for
these special dice reflect your ability to attack and defend. Others of you have the
mighty power of magic spells to assist you. You must cast your spells wisely!

“While you may use your turn to engage in combat or to cast a spell,
you may instead choose to perform another action. These include
searching for treasure, secret doors, or traps. You may even try to
disarm a discovered, yet unsprung, trap. You must choose your action
carefully, for you may only perform one action on your turn.

“Once each of you has completed a turn, only then is it time for me to take my turn.
Prepare yourselves! My forces strike in great
number. | control every monster present

on the gameboard and may move
all of them on one turn! Heed this
warning. | am also armed with the
power of magic. Dare you test your
magical strength against mine?

“Your journey awaits. Prepare
to meet the unknown! Will you
survive the battles against
my monster forces, or will
your body and mind be
forever weakened? Will
you suffer the damage
of hidden traps, or will
you be able to locate
(k= and disarm them?
JQ'_,Z" Will you be trapped

gn by walls of stone,
or will you discover
secret doorways? Will
you find fortune
through hidden
treasures, or
will greed and
carelessness
be your downfall? We shall
see Where fate takes you.

“Come. Let the
quest begin....”

o _ a = il s . - —— Y, p_—-__"l-.,..-
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TO BEGIN
THE QUEST

Zargon, read the parchment text section
of Quest 1 from the Quest Book aloud
to the heroes. It is important that the
heroes understand the history behind
the quest and the goal set before them.

] 1lll'
% *

\& ~

Only read aloud the parchment text
section. The information contained
In the quest map and the quest
notes must, for now, be kept secret from
the heroes.

Order of Play

Play begins with the hero seated to
Zargon's left and continues clockwise.
After all heroes have completed their
turns, it is the evil sorcerer’s turn. Zargon
may move all monsters currently on the
gameboard. This sequence continues
until the quest is achieved or until

the heroes leave the underworld.

Suggestion: A good starting setup would
be for the barbarian to sit to Zargon’s left,
followed by the dwarf, the elf, and then,
seated to Zargon’s right, the wizard.

On Any Player’s Turn

Whether playing the role of Zargon
or of a hero, a player does one of
¥ the following on their turn:

e Moves their figure(s) and
performs an action

or

e Performs an action and :
moves their figure(s) j
A( ON A HERO’S
w9 TURN

As a hero, you may move
and then perform an action, or
perform an action and then move. You
may not, however, move part way,

perform an action, and then finish
your movement. You may perform
any one of the following six actions:

e Action 1: Attack

Action 2: Cast a spell

Action 3: Search for treasure
Action 4: Search for secret doors

* @ @ @

Action 5: Search for traps
e Action 6: Disarm a trap

These actions are also listed on each
turn-order card for easy reference
and are explained in detail in “The Six
Hero Actions.”

Hero Movement

As a hero, you normally begin and end
a quest in the room marked with the
stairway (unless otherwise specified in
the Quest Book). The stairway leads
you down, down, down... deep into
the evil stronghold of Dread. To safely
complete a quest, you must return

to the stairway, for it is only there

that you are truly free from harm.

To determine how many square spaces
to move, roll two red dice. Then, move
carefully along the corridors and into
rooms square by

square. On the
gameboard,
the corridors
are shown by
the areas with
light gray flooring.
Corridors are one
or two squares
wide. The rooms
are enclosed by
white lines (the
walls). Here are the
rules of movement:

e You do not have
to move the
entire distance
indicated by
the dice roll.

1/20/21 9:03 PM



e You cannot pass over monsters, move
through walls, or move diagonally.

e You may pass over other heroes.

e You may only enter rooms
through doors.

e You may not share a square
with another hero or with a
monster except when you are
on the stairs or in a pit trap.

Looking and Opening Doors

As a hero, while you are moving you
may look down a corridor or through

an open door. Looking gives you the
opportunity to see what is directly within
your line of sight, such as closed doors,
blocked-square spaces, and monsters.
Looking is not one of the six actions. On
your turn, you may move adjacent to

a closed door and ask Zargon to open

it. Zargon opens the door by removing
the closed-door piece and replacing it
with an open-door piece. Opening a
door is also not one of the six actions.
Both looking and opening doors are
simply considered to be additional
things you may do on your turn.

All doors start out closed. Once
) a door is opened, it can never
be closed.

Getting caught in a trap, drinking
potions, and picking things up also
do not count as actions. They can be
done at any time during your turn.

@ How Zargon Reacts

doors, blocked-square tiles, and monsters
that are directly within the hero’s line of
sight. (If the line passes through a wall
or a closed door then the miniature or
tile is not visible.) When a hero opens

a door, place on the gameboard the
monsters, treasure chests, and any

other items that belong in that room.

Do not put any traps on secret doors.
Do not reveal treasure at this time.

Blocked-Square Tiles

As Zargon, you must place a blocked-
square tile on the gameboard as soon
as it becomes visible to the hero. These
tiles show where extra walls have been
built. Neither heroes nor monsters
can move through blocked squares.

7> THE SIX HERO

&=7 ACTIONS

A hero may perform any
one of the following six actions on
their turn. (It is possible, however, that
they may not be able to do any.)

EActinn 1: Attack

As a hero, you may attack any monster
that you are adjacent to. You are
adjacent if you are directly to the

side, front, or rear of another square
on which a monster is located. You
may, however, only attack once per
turn. Your attack strength depends on
your attack weapon. The stronger the
weapon, the greater the number of

Attack dice you will use. Some weapons
allow you to attack diagonally or from
a distance. But most weapons do not.

You may only attack with one
weapon at a time.

At the start of the first quest, each hero
is armed with a specific weapon. Refer
to the hero’s character card for their
starting weapon and Attack dice number.

e The barbarian begins with
the most powerful starting
weapon: the broadsword.

e The dwarf’s starting weapon
is a shortsword. They also
possess intuition—a special
knack for disarming traps.

e The elf also starts with a shortsword.
They are a good fighter and have
some knowledge of the magical arts.
The elf begins each quest with three
magic spells (one spell group).

e The wizard starts with a small
dagger. They have great knowledge
of magic and are a master spellcaster.
They begin each quest with nine
magic spells (three spell groups).
However, they are hindered by
their inability to wear normal
armor or use large weapons.

EHnw a Hero Attacks

e As a hero, you must roll the white
combat dice to attack a monster.
The number of dice to roll depends
on the weapon you are using for the
attack. (Check your character sheet

by rolling its Defend dice. If the
monster’s Body Points reach zero,
the monster is considered dead and
is removed from the gameboard.

&2 How a Monster Defends
e A defending monster
rolls the number of
Defend dice shown
in the monster chart
on the Game Master’s 9
screen. Each black shield gjack shield

rolled by the defending  rolled
monster blocks one
hit from the attacking hero.

.

e Many monsters are
killed with only one
hit. Some monsters,
however, require more
than one hit. (Refer
to the monster chart
on the Game Master’s
screen for a monster’s Body Points.)
For those monsters requiring more
than one hit, monster damage is
tracked by the use of skull tiles.
Zargon, for each hit your monster
sustains, you must record the hit
by placing a skull tile under the
monster figure on the gameboard.

Skull tile

If the monster survives the attack, it
cannot attack the hero back until
Zargon's next turn. (See “"How a
Monster Attacks, page 20, and "How a
Hero Defends,” page 21.)

EA Trip to the Armory

As a hero, you may collect valuable

) ¥ toHero Movement oy atackSrength) oufal (S0 I TS
( #&—  AsZargon, you must adjacent to quest. Between quests, you may use gold
=~ ""““ carefully watch a Fﬁiﬁﬂfw e Each skull that you - ~  coins to purchase powerful weapons and
- hero’s movement. | these four roll is considered a protective armor from the armory (see the
Continually refer to the posiichs: hit, resulting in 1 Body equipment deck). You may purchase any
quest map in the Quest Point of damage scored number of items from the deck. The items
Book. When a hero looks against the monster. \_ _/  are always in stock even if a player decides
down a corridor, place If hit, the monster Skull rolled to use the card for a quick reference.
on the gamebgard any immediately defends
12 ' 13
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These weapons allow you to increase
your attack and defend strength, and may
also give you unique combat advantages.
For instance, daggers and crossbows are
special weapons due to their ability to hit
a monster from a distance. Some long
weapons, like the staff and the longsword,
allow you to attack diagonally. The

attack is made and defended normally.

The wizard,
with a staff,
Isin a "Sa}g”
position. The

staff allows
them to attack
the monster
diagonally.
The monster,
however,
cannot attack
the wizard
diagonally.

Lising diagonal weapons allows
more than one hero to attack a
monster blocking a doorway.

Both the
wizard and
the barbarian
may attack
the monster
blocking the
doorway.
The wizard,
with a staff,
may attack
diagonally.
The barbarian,
with a
broadsword,
may attack
adjacently.

For complete information on all of the
| weapons and armor, please refer to
the equipment cards.

e Action 2: Cast a Spell

Some heroes, like the elf and the wizard,
may cast spells instead of attacking. They
may cast a spell at anything they can see,

but only on their turn.

See (Line of Sight)
For a hero to cast a spell, the target

14
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must be visible. Heroes and monsters
are only visible if an unobstructed
straight line can be traced from

the spellcaster to the target.

A Good Rule of Thumb: Draw an invisible
straight line between the center of the
square the spellcaster is on and the center
of the square the target is on. If the line
does not cross a wall, closed door, hero,
or monster, the target is declared visible,
even if the line just touches a corner

or wall edge. The following diagram
shows an example of what is visible.

| Closed door
¥

LY

= Open door

Clear line of sight >
Blocked line of sight =================:

Yo "

As a hero, you may cast a spell on
yourself, another hero, or on a monster.
Once a spell is cast, the spell card is
discarded for the remainder of the
quest. Each spell may be cast only

once per quest. Use them wisely!

A spell and its effects are explained in
detail on its corresponding spell card.

G Action 3: Search for Treasure

Treasure is found only in rooms, not
in corridors. A room may be searched
by all four heroes, but each individual
hero may only search the room once
and may do so only on their own turn.

Some treasures are protected by a
trap. See “Search for Traps,” page 16.

How a Hero Searches for Treasure

As a hero, you may search a room
for treasure only if the room is
uninhabited by monsters.

As a hero, you must first verbally
declare your search. Do so by saying “I
am searching for treasure.” Searching
for treasure means you are looking
around, opening things, searching for
interesting objects and gold coins,
regardless of what square you are

on in the room. Do not move your
hero figure when you search.

If no special treasure is called out in the
Quest Book, you must draw a random
card from the treasure card deck and
read it aloud. The card could offer you
a variety of things, including riches and
magical potions. Record any gold coins
or potions on your character sheet.
These valuable treasure cards (gold
coins and potions) are notreturned to
the treasure deck until the next quest.

If you wish, you may share the gold

! coin treasures with the other heroes.
Later, between quests, you may use
the treasure to purchase additional
weapons and armor from the armory. (See
“A Trip to the Armory, page 13.)

Be careful! Almost half of the
treasure cards contain wandering
monsters and hazards! These types
of treasure cards are returned to the
treasure deck and may be drawn again in
the next treasure search. The treasure
cards must be shuffled before a hero
draws one from the deck.

@ How Zargon Reacts to a
Hero's Search for Treasure

As Zargon, if there is a special treasure
(as described in the quest notes), you
must read aloud the treasure description
once the treasure has been found.

The special treasure is discovered only
once by the first hero who searches

the room for treasure, even if other
heroes later search that same room.

If there is no special treasure in the
searched room, direct the searching hero
to draw a treasure card as described.
However, if the hero draws a wandering
monster or hazard card, do the following:

@ Wandering Monsters

These monsters pop out of holes
and hidden places, and wander into
rooms. (The monster that appears
is listed in the quest notes.)

As Zargon, you must place the monster
next to the treasure-searcher and
immediately roll Attack dice. (Refer to
the monster chart on the Game Master’s
screen for the correct number of Attack
dice to use.) On this round, you can
only attack the treasure-searcher. After
the attack, the wandering monster
remains on the gameboard and can

be moved like other monsters.

If the surrounding squares are
occupied, and it is not possible to
place a monster next to the searcher,
put the monster in the room as close to the
searcher as possible. Then, on your
next turn, the monster can move
and attack like other monsters.

A ¥
0

How Heroes

Respond to
Wandering
Monsters

As a hero, you roll
combat dice to
defend against -::;
a wandering -
monster’s attack.
You may then
continue with
your turn.
(See “How a
Hero Defends,” page 21.)

e Hazards!

As a hero, when you
draw a hazard card from
the treasure card deck,
read the card aloud and
follow its directions.

-
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6 More About Treasures

Treasure can be a variety of
things, including gold coins, magic
spells, artifacts, and potions.

Artifacts

Some of the special treasures are called
“artifacts.” Each is described in detail
on its corresponding artifact card.
These items include weapons, armor,
and items that provide additional
powers. Finding an artifact may also
be the objective of a particular quest.

On their turn, any hero who
has artifacts may give them to
other heroes.

Potions

As a hero, you may drink a potion at
any time. The way a potion works and
how long its effects last are listed on the
potion treasure card, and sometimes in
the Quest Book. You may drink more
than one potion at a time. Healing
potions are very valuable. If your Body
Points are reduced to o, you may drink
a healing potion before you die and save
yourself by restoring 1 or more of your
Body Points. You may give one of your
potions to a fellow hero, but you may
do so only on your turn.

:':_‘_ e Action
- 4:

A 7 Search for
7 i 1l Secret Doors

.,

! -

1
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WA
SR Secret doors are
- hidden portals that
| cannot be seen when
you, as a hero, look into
a room or down a corridor.
These doors are concealed
in a variety of ways,
including sliding panels
and pivoting bricks.
#7 You cannot discover
¥4, asecretdoor unless
3 Yyou search for one.

: ==
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How a Hero Searches for Secret Doors

As a hero, you can only search
for secret doors if there are no
monsters visible to you.

You must first verbally declare your
search. Do so by saying, “I am searching
for secret doors.” Zargon then discloses
any secret doors located in the room or
corridor that you are in by placing a secret
door tile on the gameboard square where
the secret door is located. :
Do not move your hero
figure when you search.

The door is not considered
open until you move
adjacent to it and

declare that you are opening it. Once
the door is opened, Zargon places
the items on the gameboard that are
beyond the secret doorway. Once
opened, the door cannot be closed.

E Action 5: Search for Traps

There are four kinds of traps—pit traps,
falling block traps, spear traps, and chest/
furniture traps. They can be found in

both rooms and corridors. Only Zargon
knows where these traps are hidden.

If, as a hero, you move onto a square

that contains a pit, falling block or spear
trap, you automatically spring the trap,
possibly suffering body damage.

Secret door tile

A treasure chest or piece of furniture
may also contain a trap. If you search
for treasure without first searching for
traps, you spring the trap. Remember, it

often pays to take the time to search.

How a Hero Searches for Traps
e As a hero, you can only
search for traps if there are no
monsters visible to you.

e You must first verbally declare
your search. Do so by saying, “l am
searching for traps.” Zargon then tells
you which squares, if any, have traps.
They do not, however, put any trap
tiles out on the board. At this time,
they are still concealed and unsprung.

e Once a trap is discovered, you may
be able to jump the trap, or on your
next turn, disarm it. (See “Action
6: Disarm a Trap, page 19.)

Warning: There are some traps in a
room that have been placed directly on
the other side of a door. Beware! The
first hero to enter the room through that
door will encounter the trap and suffer
damage! Note: As a hero, you cannot
search for these traps by looking
through the door. You must be in the
room to search for any traps in it.

Monsters do not spring
| hidden traps.

The Four Kinds of Traps

The locations of pit traps, falling
block traps, spear traps, and chest/
furniture traps are marked in gold on
the quest maps in the Quest Book.

Pit Traps
A pit trap is a covered hole in the

floor. If the trap is found during a search,

Zargon says the floor looks weak and
points to the square where the trap is
located. Zargon does noft put a pit trap
tile on the gameboard at this time. It has
not yet been sprung. Once a pit trap is
discovered, a hero may be able to jump
the trap, or on their next turn, disarm it.
(See “Jumping a Trap,” and “Disarm a
Trap,” both on page 19.) If a hero does
not search for traps and moves onto

a pit trap square, they automatically
spring the trap.

Springing a Pit Trap

e As a hero, if you move into a |\
pit trap square, Zargon f.tr::ps
you by saying, “You have _'5 .
just stumbled into a pit!” {4 :

e Zargon then puts a pit
trap tile on that square :
(under your hero figure) 9
and tells you that you |
suffered 1 Body Point
of damage in the
fall. This ends
your turn. You
must then record
your Body Point
damage on your
character sheet.

p\ettﬁ {cirche)s

What Happens to a Hero in a Pit?

e As a hero, once in a pit, you
may search the pit for treasure
or secret doors as if it were a
separate room unto itself.

e When in a pit, you may also attack
and defend, but you must roll one
fewer combat dice when doing so.
(This applies to monsters as well.)

As a hero, your minimum attack or
defend strength is always 1 combat
die, even if the pit penalty would
reduce your dice to O.

e Normally, you can move out
of a pit on your next turn.

=) Once a pit trap is sprung and a pit tile

= placed on the board, the trap cannot

| be disarmed and removed. As a hero,

you may, however, attempt to jump over it.

(See "Jumping a Trap, page 19.)
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M Falling-Block Traps

el Heroes beware! Falling block traps
are very dangerous. Stepping on
one may trigger the ceiling to collapse.

If such a trap is found during a search,
Zargon says that the ceiling looks
dangerous and points to the square where
the trap is located. Zargon does noft put

a falling block trap tile on the gameboard
at this time. It has not yet been sprung.
Once an unsprung falling block trap is
discovered, a hero may attempt to jump
the trap, or may later try to disarm it

on their next turn. If a hero does not
search for traps and moves onto a falling
block trap square, they spring the trap.

Springing a Falling-Block Trap

® As a hero, if you move onto a
falling-block trap square, Zargon
stops you by saying, “You've just
sprung a falling-block trap! The
ceiling is caving in! Look out!”

e Zargon then puts a falling-
block trap tile on the square,
under your hero figure.

Once a falling-block trap has been
| sprung and put out on the board, it
cannot be disarmed or jumped.

e Zargon then gives you 3 combat dice
to roll. For each skull rolled, you
suffer 1 Body Point of damage. You
may notroll Defend dice.

e You must now make
a decision. You can
either move ahead or
move back to an f
empty space. d\gl
Remember,
the trap
space is now
a permanent
block in the game.
Your decision is a
critical one. You could
become trapped forever, or
you could be cut off from
the rest of the heroes.

18
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e Move to the space you have decided
upon. This ends your turn.

=z Spear Traps

¢ | Aspear trap is carefully hidden.
If one is found during a search, Zargon
says that the square looks suspicious and
points to the square where the trap is
located. Once a spear trap is discovered,
a hero may attempt to jump the trap or
disarm it. As a hero, when you step onto
a spear trap square, you automatically
spring the trap. This causes a spear to
thrust out of the wall, floor, or ceiling.

Springing a Spear Trap

As a hero, when you are moving onto a
spear trap square, you must roll 1 combat
die. If you roll a skull, you suffer 1 Body
Point of damage. This ends your turn. If
you roll either a black or white shield, you
have dodged out of the way of the spear.
You may then continue with your move.
The spear trap is now gone forever, and
the square can be moved onto safely.

= |

allfd|

Chest/Furniture Traps

There are no spear trap tiles.

A chest/furniture trap can be a variety of
things, including poisonous gas, poison

needle, explosive latch, or a shooting dart.

If the room or corridor that the chest/
furniture is located in is being

searched for traps, Zargon
says that the chest/furniture

looks dangerous and points to the

chest/furniture in question. Once a

chest/furniture trap is discovered,

a hero may attempt to disarm

it on their next turn.

Springing a Chest/Furniture Trap

® As a hero, if you search a room
for treasure, before searching
the room for traps, any chest/
furniture traps in the room are
sprung, ending your turn. You then
suffer the consequences described
to Zargon in the quest notes.

e [f you successfully disarm the trap,
the trap is removed, and you may
continue with your move. (See
“Disarm a Trap,” page 19.) You may
search the disarmed chest/furniture
for treasure on your next turn.

Jumping a Trap

As a hero, if your path is blocked
by a trap, you may attempt to pass
by jumping over it. To jump over a
trap, you must do the following:

e You must have at least two squares
of movement remaining, as if
you moved onto the trap square
and then onto one unoccupied
adjacent square beyond.

e You must roll anything but a skull
on 1 combat die to jump the trap.

0O If you roll a skull, you spring the
trap, suffering the body damage
caused by that particular type of
trap. If there is a corresponding
trap tile, it is then put on the
gameboard by Zargon. You
are then put on the trap
square. This ends your turn.

O If you do not roll a skull,
you can jump over the trap,
expending two moves. If you
have any moves remaining
from your dice roll, you may
then continue your move.

Once a falling-block trap has been

L4 sprung, it cannot be jumped. The
path is permanently blocked by a wall of
fallen stone. However, once a pit trap has
been sprung, the hole in the ground,
though dangerous, can be jumped.

There may be as many as three
possible squares to jump to on the
other sides of a single pit. However, a
pit in the corner of a corridor has only
one space open to jump across to.

If the X square
is occupied by

a monster, and
you are a hero
without any
special armory
weapons, you
must voluntarily
fall into the

pit (suffering
damage) and
do combat with
the monster (at
a disadvantage)
from in the pit!

Monsters, with enough movement
squares (and a vacant space
beyond), always successfully jump
over a pit. If they voluntarily enter
a pit, they suffer no damage.

E Action 6: Disarm a Trap

As a hero, to disarm an unsprung
trap, you must first know its location,
and you must possess a tool kit (or
be the dwarf). A tool kit may be
purchased between quests at the
armory. (See the equipment cards.)

How Heroes (Except the Dwarf)
Disarm a Trap with a Tool Kit
e As a hero, before you move, you
must announce that you are moving
onto the trap square to attempt
to disarm and remove the trap.

e You must move onto the trap
square and roll 1 combat die.

O If you roll a skull, you
have sprung the trap,
suffering body damage.

O If you roll either a black
or white shield, the trap is
disarmed. A disarmed trap is
considered gone and is not
put out on the gameboard.

19
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How the Dwarf Disarms a Trap

As the dwarf, you never need a tool kit to
disarm a trap! Your odds of succeeding
are great due to your innate skills. To
disarm a trap, you must do the following:
e Before you move, you must

announce that you are moving

onto the trap square to attempt

to disarm and remove the trap.

e Roll 1 combat die.

O If you roll a black shield,
you have sprung the trap,
suffering body damage.

O If you roll anything except a black
shield, the trap is disarmed.

Note: A disarmed pit trap is considered
to be a regular gameboard square.

544 THE EVIL
& SORCERER
ZARGON’S TURN

Zargon, only after all four heroes have
completed a turn, is it your turn. You may
then move every monster currently on
the gameboard. Like heroes, monsters
may move and perform an action, or
may perform an action and then move.

A monster cannot move part way,

w perform an action, and then
\ its movement.

403 AN X0, [lded fo Oin. XN, i 2021

Each monster may perform one
of the following two actions:

o Attack
e Cast a Dread spell

3 Only certain monsters may cast a
| spell. Refer to the quest notes in the
Quest Book for more information.

T LR

Monsters may not:

e Search for treasure

e Search for secret doors
Move or attack diagonally
Pass over heroes
Move through walls
Open or close doors

Share a square on the gameboard

8} Monsters do not spring hidden traps.
¥ Therefore, they have no need to
search for them, or to disarm them.

y Monster Movement
and Actions

Unlike heroes, monsters do not move

by dice roll. Each monster’s maximum
movement per turn is listed in the
monster chart on the Game Master’s
screen, and also on the eight monster
cards. Monsters do not have to move the
entire distance indicated on the monster
chart. There are two monster actions.

Action 1: Attack

A monster may attack any hero that it is
adjacent to. However, a monster may only
attack once per turn. A monster’s attack
strength is based on its natural abilities
and does not depend on a weapon.

How a Monster Attacks

e An attacking monster rolls the
number of Attack dice shown in
the monster chart on the Game
Master’s screen. Failure to roll any
skulls results in a failed attack.

e Each skull rolled is 4 N
considered a hit,
resulting in 1 Body

Point of damage scored E
against the hero. If hit, S/
the hero immediately e aaroled
defends by rolling their Defend
dice. If the hero's Body Points reach
0, the Hero is considered dead.

(See “Dead Heroes,” page 21.)

If the hero has 1 Body Point
remaining, and takes more than 1 hit
of damage, their Body Points are still
only reduced to zero.

6 How a Hero Defends

A defending hero usually
rolls 2 Defend dice (less
if in a pit or under certain
spells, and more after

purchasing armor). Each
white shield rolled by the
defending hero blocks

1 hit from the attacking monster.

White shield
rolled

Action 2: Cast a Dread Spell

As Zargon, you may cast a Dread spell
instead of attacking. You must give your
Dread spells to specific monsters as called
for in the quest notes. A monster can only
cast a spell on a hero that it can see.

You may only cast a spell on your
turn. A spell may only be cast once
per quest. Once a spell is cast, the
spell card is discarded for the remainder
of the quest. A spell and its effects are
explained in detail on its corresponding
spell card.

Several of the Dread spells are not

| used in the first 14 quests. They are
" to be used in future quests and can

also be used by you when designing your
own quests.

E Dead Heroes

As a hero, you die when your
Body Points are reduced to O, and
you do not have a healing spell or
healing potion to save yourself.

What Happens to a Dead Hero?

As a hero, if you die, you are out of
the game for the rest of that quest.
You may, however, rename your hero
and play them as a new character in
the next quest. Armor, weapons, and
treasures that belonged to you prior
to death can be picked up by any
other hero in the room with you.

Warning! If there are no other heroes
in the room or corridor with you

when you die, any monster in the

room or corridor with you claims your
possessions. It may not, however, use
them. They are removed from the game.

How a Hero Escapes Death

As a hero, if your Body Points have
been reduced to o, there are two
situations where you can save yourself:

e [f you have in your possession
any potion that can restore life to
you—such as a healing potion—you
can immediately drink it. The potion
will instantly raise your Body Points
above 0, restoring you to life.

e [f you are a spellcaster with a healing
spell, and you have not already

performed an action on your

turn, you can be healed

by casting the spell

on yourself.

-
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0, you can never be saved by a

fellow hero’s spell or potion. It will
be too late. You die by the time it is your
fellow hero’s turn—the only time when
they can cast a spell or give you a potion.

@ What Happens If You Run
Out of Monsters?

Some quests may require more monsters
than are available in the game. This could
happen if the heroes fail to kill monsters.
Killed monsters may be used again later
in the quest if the Quest Book calls for
their placement. However, if all the
monsters of a particular type are already
on the gameboard and you, as Zargon,
need to place another one, you may use
any monster that is of the same color as
the one that should have been used.

ENDING THE
QUEST

As a hero, you successfully complete

a quest only when you have achieved

the quest goal and have returned to the

safety of the stairway. A quest may be
. ended early by the players voluntarily
- returning to the stairway before
completing the quest, or by all
: four heroes dying in their attempt
to complete the quest.

@ After your Body Points have reached

There is usually a

y final treasure, or a
reward associated with

successfully completing

a quest. Your valiant

efforts are rewarded

by splitting the

reward among

all the heroes.

After successfully
completing the quest, circle the
corresponding quest number
on your character sheet. Keep
your sheet as you will record
all of your quests on it.

¥
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WHAT HAPPENS
BETWEEN
QUESTS?

As a hero, your starting Body and Mind
Points are automatically restored once
you have successfully completed the
quest and have returned safely to the
stairway. All spells are then returned

to the heroes who cast them.

Finally, you may now visit the armory
and purchase new weapons and
armor with the gold coins you have
accumulated. Be patient. It may take
a few quests before you have enough
money to purchase anything.

Wizard: Since there are so few things that
you can buy from the armory, it would
be wise for you to save your money.

You keep any treasures found and

take them with you on your next

guest. Remember, heroes, to
subtract from your character sheet any

gold coins spent. Save this sheet between
quests and use it again!

Lost Artifacts

It is sometimes required that the heroes
have a specific artifact in their possession
before they continue on to the next quest.
Zargon, if a hero dies while in possession
of an artifact, and your monsters steal the
artifact, you must include the artifact as

a special treasure early in the next quest.

Unfinished Quests

Zargon, if a quest ends with disastrous
results (such as death for all four
heroes), or goes unfinished, you should
modify the quest before it is replayed.
You can do this by creating a new
adventure using the blank map and
symbols at the end of the Quest Book.
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he fire burns warmly, but casts little
light into Mentor’s study. The flickering
shadows only hint at the vast number
of books and scrolls that fill the many
shelves. Slowly, Mentor walks over to the fire.

“Well, my friends, your training is complete. You
are not yet true heroes; you have yet to prove
yourselves. But first, let me tell you of Zargon....

“Many centuries ago, Zargon was my apprentice.
The young sorcerer worked hard and learned quickly.
But impatience devoured Zargon, who wanted to
learn more powerful magic. | spoke of the dangers,
and cautioned patience, for in time my apprentice
would become a great sorcerer. But Zargon could not
wait, breaking into my study each night to read my
spell books. The secrets held within them were great
indeed. Upon learning these secrets, Zargon fled.

“When | caught up with Zargon, | found my former
apprentice greatly changed, having pledged allegiance
to the great powers of Dread. Fool! Zargon saw magic
only as a shortcut to power and paid no heed to the
terrible price that would have to be paid. | tried to
reason with Zargon, but to no avail. The evil sorcerer
laughed in my face and then unleashed a terrible

spell that | was hard-pressed to counter. For many

days we battled, but Zargon had allies stronger even
than |, and | could not defeat them. In the end, as we
both weakened, Zargon fled and sought refuge in
the Northern Dread Wastes. There the evil sorcerer
licked battle wounds and honed skills, conjuring
ancient powers with which to overthrow the Realm.

“l must observe and measure the strength of Zargon's
magic. The powers the evil sorcerer has called upon will
destroy us all if | relax from this vigil. Zargon'’s legions
threatened us once before. Then it was Rogar

who aided me and defeated them. Now

they are on the march again; already

they have assailed the Borderlands.

The Realm must again look

for heroes and to this end

have | trained you.

“Each of you must

complete fourteen

quests. If you do this, you

will be acclaimed as champions of
the Realm and dubbed Sovereign
Knights. Only then will you be on
the road to becoming true heroes.
| shall speak with you again on
your return. If you return....”
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- B. This treasure chest is empty.

-
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At the beginning of each quest, only the parchment text should be read aloud to all players.
QUEST 1

The Trial

“You have learned well, my friends. Now has come  that hides in the catacombs. This quest is not easy,

.- the time of your first trial. You must first enter and you must work together in order to survive.
g the catacombs that contain Fellmarg’s tomb. You This is your first step on the road to becoming
¥ must seek out and destroy Verag, a foul gargoyle true heroes. Tread carefully, my friends.”

Zargon, you may tell everyone that there are no traps or secret doors in this first quest.
However, you should also warn them that this is a tough adventure. It is meant to show the
players that their chances of survival depends on how well they work together.

e, — g — S - ' — —S

NOTES

A. The weapons on this weapons rack are
chipped, rusted, and broken. There is nothing
here that the heroes would want.

D. The first hero who searches for treasure finds
84 gold coins in this treasure chest.

E. The first hero who searches for treasure finds
120 gold coins in this treasure chest.

O

This mummy is the guardian of Fellmarg’s tomb and was
once a mighty warrior. It rolls 4 Attack dice instead of 3.

Wandering Monster in this Quest: Orc

s A . i - L i i
1‘! ] (. . = ’

In each quest, notes prefaced with a capital letter correspond to a matching letter location on the quest map.

t—F



TRt

p

“ RTTGoR

| Wd OL'6 LZiog/L

@Tj
_____H :

IR

]

———t e
|
e R
| |
] {
1

L
IR |

s . . . ‘J-l___.__._ =
lllllll-l:-llllIIII-lllllll-l:-IIIIIIII-llllllll:-IIIIIIIIIIIllllll--llIIIIII-llllllll-IIIIIIII-IllllllI-IIIIIIII-Illlllll-lIIIIIII-Illlllll-IIIIIIII-IIIlllll-IIIIIIII-IIIIIlll-IIIIIIII-IIIIllll-llIIIIII-IIIllllI-IIIIIIII-IIIIIIII-HIIIIII

N :ﬁ:j_ﬁ__iﬂ:__ﬁ,ﬂETTTEHEjE_u__|___J_____|____L___
L} J;JL LJ —| | g

| i |
L1

] |

1T

TINNNENEEEIINInn

(00 BRURRNRNN JRIR]]

IEIIEEn

o

NS

||
|
|
] e
1
i
1

\—l’— || ____l____._.___._

_]____I_ = _____.! : -
A

-szj[ Q; J u

L] LllllIIH-IIIIIIII-llllll"-IIIIIIII-lllllllt-IIIIIIII-llIIIIII‘-IIIIIIII-llllllll-IIIIIIII-IllllllI-IIIIIIII-IlllIIII-IIIIIIII-IIIIIIll-IIIIIIII-lIIlllll-IIIIIIII-IIIlllll-HlllIII-IIIlllll-'IIIIIIII-IIIIlllI-IIIIIIII-IIIIIIII-HIIIIII‘

-‘- L '. J:-.‘_‘- 'h.-; i_ --I1'lt‘|:‘ &
?%l o .ff:.‘;i .'F AT '*P'?‘--'f""-

. - .'I*-.‘_- ﬂr. £4

QUEST 2

The Rescue of Sir Ragnar

“Sir Ragnar, one of the King’s most powerful
knights, has been captured. There is reason
to believe that he is being held prisoner by
Ulag, the orc warlord. You are to find Sir
Ragnar and bring him back to the stairway.

- NOTES
A. The treasure chest has a trap with a poison needle

in it. If a hero searches for treasure before the trap is
disarmed, they lose 1 Body Point. The chest is empty.

. The first hero who searches the room for treasure
finds 60 gold coins inside this chest. They also
find a potion of healing, which restores up
to 4 lost Body Points when consumed.

Prince Magnus offers a reward of 240 gold
coins, to be divided among the heroes, if
they rescue Sir Ragnar. No reward is earned
if Sir Ragnar is killed during the escape.”

Finding Sir Ragnar: When Sir Ragnar is found, an
alarm sounds. Use the plastic Dread sorcerer figure to
represent Sir Ragnar on the board. Place all remaining
monsters, doors, and furniture on the board. All doors
are now open. Sir Ragnar should be moved by the hero
who opened the door to his cell. (Heroes cannot search
for treasure in the cell.) That hero takes their regular
turn first, then rolls 1 red die to move the wounded
knight. Sir Ragnar must be moved back to the stairs
alive in order for the heroes to collect the reward (see
parchment text above). Sir Ragnar may not attack but
may roll 2 Defend dice. He has 2 Body Points left.

Wandering Monster in this Quest: Orc
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QUEST 3

Lair of the Orc Warlord

» “Prince Magnus has ordered that the orc

_ warlord, Ulag, who was responsible for the

A imprisonment of Sir Ragnar, be sought out and
| destroyed. When Ulag is destroyed, the heroes

]

- NOTES
~ A. This is the orc’s armory. The first hero who searches
for treasure finds a staff weapon that they may add to

‘ their character sheet or may give to another hero. This
staff is exactly like the one described in the armory.

B. The first hero who searches for treasure finds 24 gold
coins and a potion of healing in the cupboard. The potion
- restores up to 4 lost Body Points when consumed.

| L ¥ =
L sl o 0| ; £ 1 sl ‘ ol il 3 N Ll
¥ *

I-. 'r.. 3 ! o 5

are to be rewarded 180 gold coins to be divided
among them. Any treasure found in Ulag’s

stronghold may be kept by the finder alone.”

ULAG:

Use the orc figure with the large sword to represent Ulag.

Ulag has the following stats:

MOVEMENT
10

ATTACK
4

DEFEND

5

BODY

3

e i

\2y Wandering Monster in this Quest: Orc
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QUEST 4
= »
Prince Magnus’ Gold
“Three treasure chests have been stolen the gold. The thieves are a well-known band
while being taken to the King. A reward of of orcs whose lair is in the Dark Mountains.

240 gold coins has been offered to any group They are led by Gulthor, a Dread warrior.”
of heroes who return the chests and all of

 NOTES

~ A. These are the three chests. They are marked with

the prince’s royal seal. Each chest is locked and
contains 250 gold coins and other items of value
to Prince Magnus and the King. A hero can carry
only one chest at a time. When carrying a treasure
chest, a hero can only roll 1 red die for movement.

aw.! Wandering Monster in this Quest: Abomination
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The heroes cannot keep the gold inside the treasure chests.
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QUEST 5

Melar's Maze

“Long ago, a powerful wizard by the name
of Melar created a Talisman of Lore that
enhances the wearer’s understanding of
magic. It is rumored that Melar hid the
talisman in an underground laboratory

- NOTES
- A. The first hero to search for treasure finds a half-filled flask

: :Ir'_l_".I.l - af
»

sitting on the alchemist’s bench. It is a potion of healing
that restores up to 2 lost Body Points when consumed.

This chamber contains a gargoyle that appears to
be a stone statue. The gargoyle does not move at
first and only comes to life after one of the heroes
opens the door that leads into the next room. The
gargoyle cannot be harmed (takes no damage)
until it has either moved or attacked a hero.

The chest is filled with poisonous gas—it is a trap! If a
hero searches for treasure before the trap is disarmed,
they lose 2 Body Points. The chest also contains 144
gold coins. There is no other treasure in this room.

Wandering Monster in this Quest: Zombie

at the heart of his maze, fearing it might
be stolen by the evil minions of Zargon.
As you search for the talisman, beware
of many traps and deadly monsters.”

D. The first hero who searches for treasure finds the
Talisman of Lore. The talisman is a magical artifact.
Its use is explained on the matching artifact card.

E. If a hero searches for secret doors, they find
nothing on either side of the wall. However, if a
hero searches for treasure they find Melar’s key.
Upon touching it, the key disappears and the
throne slides sideways, revealing a secret door!
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QUEST 6

) Legacy of the Orc Warlord

“Ulag’s foul offspring, Grak, has sworn revenge  dungeons while he decides when and how

on those who killed his father. Although it you will meet your fate. While the guard

has taken him several months, he has finally sleeps outside your cell, you manage to pick

tracked you down and captured you in an the lock with an old rat bone. You must find :
ambush. Now you are all held prisoner in his your equipment and escape to the stairway.”

NOTES
Heroes begin their quest in the room marked, “Cell.” escaped. Use an orc figure for Grak. He is an extra »
Heroes cannot search for treasure in the cell. All of the tough-looking orc who holds a staff exactly like the one .
heroes’ equipment has been taken. They may not use any described in the armory. Grak also wears a Wizard's 3
equipment (weapons, armor, potions, etc.) or cast any Cloak. Its use is explained on the matching artifact
spells until they locate their equipment. A hero with no card. If Grak is killed, the cloak is of special interest to
weapons or armor rolls 1 Attack die and 2 Defend dice. the wizard. Give them the matching artifact card. :
A. The heroes’ equipment is stored in the cupboard in GRAK:
this room. When the room is searched for treasure,
the equipment is found. Each remaining hero must MOVEMENT | ATTACK | DEFEND | BODY | MIND s
then enter the room to collect their belongings. S |
The heroes may again cast spells once they enter 4 4 3 3 r_
the room and reclaim their magical powers. Grak knows 3 Dread spells that he may cast (one per
B. These stairs lead out of the dungeon to freedom. Any turn) instead of attacking. The spells are: fear, sleep, and
hero who manages to move onto the stairway tile has tempest. (Refer to the Dread spell cards for details.)

“! Wandering Monster in this Quest: Abomination
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QUEST 7

The Lost Wizard

“Wardoz, the King’s personal wizard, has
disappeared. His Majesty fears the wizard
has been murdered or succumbed to the

- NOTES
-'-1 A. All the Dread warriors in this quest are made

of stone and may roll 1 extra Defend dice.
This is the weapons room. The first hero who searches

for treasure in this room finds the magical artifact Borins  D.

lures of Dread magic. You must find out what
happened to Wardoz. You are each to be paid
100 gold coins, upon returning to the stairway.”

Armor. Its use is explained on the matching artifact card.

. This chest has a trap with a poison needle in it. If a hero

searches for treasure before the trap is disarmed, they
lose 2 Body Points. They then find a flask filled with
an unidentifiable purple liquid. Do not tell the hero
what the liquid is at this time. If they drink the liquid, it
tastes terrible and causes the hero to temporarily turn

into a stone statue. They are unable to move for five of
their turns. However, during that time they cannot be
harmed. After five of their turns, they come back to life.

Wardoz's treasure chest contains 144 gold coins.
The zombie in this room is dressed in wizard’s
robes. It is Wardoz. After destroying Wardoz, the
first hero who searches for treasure finds the coins.
They also find some papers on Wardoz's bench.
These papers prove that Wardoz was consumed

by the Dread magic he was experimenting with
and was turned into a mindless zombie.

“" Wandering Monster in this Quest: Mummy
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QUEST 8

The Fire Mage

“The orcs of the Dark Mountains have been

using Elemental fire magic in their raids. Balur,

the fire mage, is thought to be responsible
for helping them. No fire magic can harm
Balur and the King’s wizards are unable to

NOTES

~ Use the Dread sorcerer figure for Balur. Fire spells

do not affect him.

Balur has the following spells, which he may use once
during the quest: ball of flame, firestorm, tempest,
summon orcs, fear, and escape. (Refer to the Dread
spell cards for details.) The escape spell teleports

him to the square marked “XX” in the middle room.
If Balur uses the escape spell, do not put him onto
that square until the heroes open the door.

counter his spells. You have therefore been
chosen to enter his lair, deep beneath Darkfire
Crag. His Majesty offers each hero a reward
of 100 gold coins for Balur’s destruction.”

A. The treasure chest contains 150 gold coins and
the artifact called the Wand of Magic. Its use is
explained on the matching artifact card.

BALUR:
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MOVEMENT

8

s/ Wandering Monster in this Quest: Abomination
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QUEST 9

Race Against Time

“A guide has led you into an underground
maze that is rumored to hold a great secret.
He has led you down many dark corridors
and finally you find yourself in a room with
three doors. Suddenly the guide puts out his

- NOTES
-'-1 - A. This is the room where the heroes begin their quest.
- B. These treasure chests each contain 100 gold coins.

torch and in darkness you hear him laugh.
‘Farewell, my heroes, he taunts as he makes
his escape. You realize to your horror that it is
a trap! You must escape (make it back to the
stairway) or perish in this dark, forgotten hole.”

C. This chest has a trap with poisonous gas. If a
hero searches for treasure before the trap is
disarmed, they lose 3 Body Points. Inside the
chest is the artifact called the Elixir of Life. Its use
is explained on the matching artifact card.
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QUEST 10

Castle of Mystery

“Long ago, a wizard named Ollar discovered guarded by a host of monsters who were
the entrance to a gold mine. Using his great trapped in time. Can you find the entrance
powers, he built a magic castle above the to the gold mine? Others have tried, but
mine to protect it. The lower chamber of the castle thwarted them every time.”

the castle has many magical doors and is

~ As soon as a hero moves through any door, they must stop . This square is the entrance to the mine. Any player

immediately and roll 2 red dice. They are then teleported to who enters this room may take 5,000 gold coins.

- the square with the same number as the dice total. If that However, as long as they are carrying the gold, they

square is already occupied, they land on the hero or monster may not attack or defend themselves. If the hero puts
in the square. The hero or monster that is landed on loses the gold down, it disappears back into the mine.

1 Body point, and, if still alive, must roll 2 red dice to see _ A
where they are teleported. If the same square number is The quest is over when all of the monsters are killed or when

R d, roll again. The first teleported hero remains on the all of the heroes have left the quest by returning to the stairs

square. Heroes may only pass through one door per turn! on a roll of 2 or 12. When the game is over, tell the players
‘ that all the gold found at the mine entrance is fool’s gold

A. If both of these Dread warriors are defeated, the first hero  and is worthless. Any other treasure that is found is real.
to search for treasure finds that one of the warriors was
wearing the magical artifact called the Ring of Return.
Its use is explained on the matching artifact card.

Wandermg Monster in this Quest Ollar’s ghost appears, chuckles mldly, and dlsappears
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“Lands to the east have been plagued by

QUEST 11

Bastion of Dread

are led by a small group of Dread warriors.

marauding orcs and goblins who have allied You must fight your way in and kill all of the

themselves with Zargon. The King has

monsters you find. A hero earns a bounty

ordered that a band of worthy heroes should of 10 gold coins for each goblin killed; 20

be sent forth to destroy them. The orcs are
well-protected in a strong underground

gold coins for each orc killed; 30 gold coins
for each abomination killed; and 50 gold

fortress known as the Bastion of Dread. They coins for each Dread warrior killed.”

~ NOTES

y

~ A. Thisis the armory. The first hero to search for treasure
finds a shield exactly like the one described in the
armory. All the other weapons here are unusable. C.

L
L

B. The gargoyle appears to be a stone statue that does
not move. The treasure chest is a trap. If a hero
searches for treasure before the trap is disarmed,

had searched for treasure. The gargoyle cannot be
harmed until it has either moved or attacked a hero.

This Dread warrior has a magic sword. Whoever kills
the Dread warrior may take the sword as a prize.
The sword is the artifact known as Orc’s Bane. Its
use is explained on the matching artifact card.

the gargoyle springs to life and immediately attacks.
If a hero disarms the trap first, they discover (are
told by you) what would have happened if they

L

Wandering Monster in this Quest: Abomination
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QUEST 12
Barak Tor—Barrow of the Witch Lord
[ “War with the eastern orcs is brewing and the  the Star of the West is returned to safety. The
King needs to unite the lands for the conflict to  Star of the West lies in Barak Tor, the resting
come. To do this, you must find the ancient Star place of the evil Witch Lord. He was defeated
of the West as worn by the Rulers of Legend in by the magical Spirit Blade long ago. This
ages past. A reward of 200 gold coins is offered blade is the only weapon that could harm him.”
(to be divided evenly among all heroes) when
- e
NOTES

A. These are false doors and cannot be opened at all.
B. The Star of the West is in the zombie’s hand.
C. This is a special falling-block trap that collapses

automatically after the last hero passes by it. It is not
sprung by the heroes as they move onto the square. After

it falls, it forever blocks that path back to the stairs.

D. This is the tomb of the Witch Lord. The Witch
Lord is released from his imprisonment when the
first hero enters the room. Use the Dread sorcerer
figure to represent the Witch Lord on the board.
Read the text that follows to the players.

“You have broken the magic seal that kept the Witch
Lord imprisoned. Now he has awoken, and you
must run. Only the Spirit Blade can harm him.”

E. The first hero to search for treasure finds a
magical staff hidden behind the bookcase. It is
the artifact known as the Wizard'’s Staff. Its use
s described on the matching artifact card.

The Witch Lord: The Witch Lord is not affected by
any weapon or spell. Only the Spirit Blade can harm
him. The heroes must try to recover the Spirit Blade in
the next quest. The Witch Lord moves 1 space per turn
and rolls 2 Attack dice. He also knows the following
spells: summon undead, fear, command, and ball of
flame. (Refer to the Dread spell cards for details.)

@ Wandering Monster in this Quest: Skeleton
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QUEST 13

Quest for the Spirit Blade

“You have awoken the Witch Lord! He poses a
most serious threat to the King in the coming
war. The Witch Lord must be destroyed before
he can bring his army of undead to attack His
Majesty’s forces. Your goal in this quest is to
find the Spirit Blade and return it to safety.

~ NOTES
~In this quest, the rules for falling-block squares are different.

~ Any player who moves onto one of these squares must roll 1
~ reddie. If they roll a 4, 5, or 6, they lose 1 Body Point. If the

player is equipped with a helmet, they only lose 1 Body Point
on a roll of 6. Monsters are not affected by these squares.

Do not place the falling-block tiles onto the gameboard.
~ Heroes are not blocked by these squares in this quest.

Only this ancient weapon can harm the Witch
Lord. The Spirit Blade was forged by the
dwarves of the World End Mountain and cooled
in the elven Fountain of Leben. The sword now
lies somewhere in an ancient ruined temple.”

A. The first hero who searches for treasure finds
the Spirit Blade. It is a magical artifact. Its use
is explained on the matching artifact card.

B. The treasure chest contains 200 gold coins.

Wandering Monster in this Quest: Dread Warrior |
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QUEST 14

Return to Barak Tor

“Now that you have found the Spirit Blade, you fail, the Witch Lord will lead his army of
you must return to Barak Tor and defeat undead and attack His Majesty’s forces from
the Witch Lord. The King has ridden forth the rear. Then nothing remains to prevent the
to meet the eastern orcs at Darkfire Pass. If forces of Dread from overrunning the land!”

- NOTES
f: A. The Witch Lord’s tomb is now empty. THE WITCH LORD:

~ Use the Dread sorcerer figure for the Witch Lord.
- The Witch Lord is not affected by any weapon or MOVEMENT. | /ALTACK
spell other than the Spirit Blade. The Witch Lord 10 5 6 4
- has grown stronger! (See stats.) Also, he knows
- the following spells: summon undead, fear (which If the Witch Lord is defeated, he vanishes in a puff
- he can cast twice), ball of flame, command, and of foul, black smoke. When the smoke clears, the
~ tempest. Refer to the Dread spell cards for details. heroes hear the tinkle of metal skittering across the
| - floor. On the floor, they find an artifact—the magical
Spell Ring—that the Witch Lord was wearing. Its
use is explained on the matching artifact card.

After this quest is successfully completed, all surviving
heroes are awarded the title of “Champion” by the King.

“ Wandering Monster in this Quest: Mummy
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Design Your Own Quest Adventures

Create your own exciting quests! Simply photocopy the Mark the map with the various monster, furniture,
blank map shown above, along with the symbols shown and trap symbols. Then write a short paragraph to
below, and use them to design your own games. Permission explain the adventure and you're ready to play.

is granted to photocopy this document for personal use.

Gobins G G O G G G GG Doublebloded () (R Bookcase
SqUHTES 1 T el
. %7 wd. ¥ %

-w. W -.. ” A r"-l. . 4 T . .." r'- ; i Y % oy . 3
Orcs & \&J 4 4 4 4 Sorcerer’s table
Secret doors A2 =

Skeletons @ &;9

Zombies {Eﬁ;ﬁ ﬁ?‘-&}

Abominations @ @ Spear traps ﬂﬁfﬂjﬂﬁf Throne

Alchemist’s

Stairs bench

Fireplace

M AN A
ummIES? @) Pit traps lf_ﬂlﬁ 'ﬂlﬁ‘ Cupboard

Tables AR = ! Tomb

Rack
Chests

Doors Weapons rack

Blocked
squares
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_The Monsters

Goblins

These green-skinned
creatures are small
and quick. Despite
their stature and
lack of brute
strength, they are
dangerous foes.

Dread Warriors

These humans have
become monsters—
minions of darkness.

They are always heavily
armored and often bear
weapons enchanted with
Dread magic. These Dread
warriors strike fear into all
but the bravest (or most
foolish) of opponents.

Mummies

Embalmed and preserved
by secret and magical arts,
mummies are controlled
by a more powerful
version of the magic

that animates zombies
and skeletons. They are
very hard to overcome in
single-handed combat.

ou have done well. And yet it seems
your task has hardly begun. Dark
clouds gather at the borders....

The King rode with his army toward
Darkfire Pass, that perilous mountain route linking
the Realm and the Borderlands. No such army has
ever been raised in living memory. They drew up
their battle lines on the grassy plains at the foot of
the mountain road and waited. Ere nightfall, the sky
darkened, and a great wind arose. Spine-chilling
shrieks and howls echoed from the mountain tops,
terrifying the horses and filling warriors with fear.

Then came the first assault. Pouring down the
mountainside as though it were a gentle slope
rather than an almost vertical cliff, the hordes
of Zargon fell upon the Realm’s defenders. Like
a black wave they came; but the lines held,

and it seemed we should win the day.

But | had not reckoned with Zargon’s magic. The
evil sorcerer stood high on a ridge overlooking the
battlefield and unleashed terrible magic. Lightning

Orcs

Orcs are related to goblins
but are larger and much
more powerful. They
form the rank and file of
Zargon's armies. Those
who are allied with the
evil sorcerer are fierce
and deadly warriors

who should never be
underestimated.

Skeletons

The animated remains
of long dead warriors,
skeletons form the bulk
of the armies of the
undead. They are slow
but relentless, controlled
by Dread magic.

Gargoyles

These foul creatures are
also produced by Dread
magic. In essence, they
are stone statues of
great monsters, brought
to life through arcane
rituals. Their stone skin

Y makes them very hard

to wound in combat.
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Abomination

Little is known of

these monsters. The
hulking amphibious
humanoids are used by
Zargon to enforce his %
tyranny and are quite
dangerous even when
encountered individually.

4
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Zombies

Like skeletons, zombies
are magically animated
corpses. Unlike
skeletons, some still
bear traces of decaying
flesh and muscle. Their
movements are slow
and awkward, and they
carry the stench of the
grave wherever they go.

Dread Sorcerer

This figure will be
used as several
different characters
(both good and bad)
in various quests.

personal guard held their ground, and many sacrificed
themselves to ensure His Majesty’s safe retreat.

The remnants of the King's army are now holed up in
Kaba Karn—the ancient dwarven stronghold. They do
not have provisions for a long siege, however, so we
must act swiftly if we are to save the King and his army.

Yet there is another evil to be confronted. The Witch
Lord lives. He too had magic | had not foreseen and
was protected from the Spirit Blade. He was sorely
wounded, however, and fled to his ancient retreat in
the Dark Mountains. But soon he will have recovered
enough to lead a legion of the undead once more.

Prepare for future quests, my friends. The Realm has
great need of you. | myself cannot act against these
dangers, for | must move against Zargon and strive
to weaken the evil sorcerer’s power. Until we

meet again, take care my friends. Farewell.

flashed from Zargon’s fingertips and exploded among

the defenders. Our lines were breached in a dozen
places at once and the enemy howled in delight.

Then came the Doomguard—Zargon'’s elite force of

Dread knights. Our army broke and ran. Only the King’s
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