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INTRODUCTION: VENTURE into DARKNESS

When looking back, a catastrophic event like the one that
changed our world must have been inevitable but, on that
day, it was not expected. The first wave of the Cataclysm hit
quickly, transforming most living creatures in some way.
Many were killed instantly. A short time later, another wave
struck, altering all life once again. Our reality has been
distorted in ways we could never have imagined.

Learned warlocks who studied the Cataclysm discovered
that our land had been encircled by restrained primordial
forces they refer to as "arcane magiks." In the distant past,
these magiks had been readily accessible, but a curse later
held them at bay, keeping them dammed and building for
millennia. Somehow the curse was broken, and it is this,
they write, that unleashed the great change upon our land.

We heroes have become the new rulers of the Earth. We
live with the repercussions of events that spun civilization
backwards, while propelling the remaining inhabitants
forward dlong various inconceivable and diverse
refractions of space and time. We venture into darkness and
uncertainty, moving among the ruins of progress. The world
has unquestionably become a peculiar and merciless place.
Explore it with us as we struggle to survive!




DARK VENTURE: GAME SETUP

The object of DARK VENTURE is to send one’s HERO on a
journey to complete perilous QUESTS. These quests are
fulfilled by traveling a map that is built while interacting with
other characters. The player whose hero gathers the most
quest points by completing quests over 12 game rounds,
wins a game. (NOTE: Additional SOLO & CO-OP game
rules can be found later in this guide, on pp. 19 and 20).

1. HERO SELECTION: Players draw all HEROES from the
CHARACTER DECK. Each player chooses 1 hero to carry
out their quests then places their hero card onto a HERO
DASHBOARD. Unused heroes are shuffled back into the
character deck.

CHARACTER NUMBER: The number in the upper left
hexagon of the card is the character’s number. After
choosing a hero, players find their heroes’ two-numbered
character tokens and hold on to them.

FACTION: The icon in the circle below the character’s number
is that character’s faction. Some factions restrict specific items
from use or grant characters special bonuses. All factions are

shown on the inside cover of the LOCATION GUIDE.

SCROLL: On the scroll, below the portrait, each hero card
lists the character’s name, the distinction “HERO,” and their
BASE HEALTH (maximum health) score.

CHARACTER ITEMS: There are 3 categories of item cards in
the game: WEAPON, ARMOR & OBJECT. Weapons can
add to a character’s ATTACK BONUS and attributes, and
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armor and shields can add to a character’s ARMOR
BONUS and attributes. Objects have various uses, as noted
on their cards.

Each player draws their hero’s listed WORN and HELD
items from the ITEM DECK, shuffling it after. HERO ITEM
cards have a STAR@ on them for easier retrieval. Weapons
and armor may be equipped to a character by p|c:cing them
on a blue space at the edge of the hero dashboard, or may
be held in a character’s inventory by piling them on the
purple space at the edge of the hero dashboard.

Each character may have 1 item equipped to their head, 1
to the body, and 1 jewel may be equipped. All
weapon-holding characters have two hands that can each
hold a one-handed item, or both hands can be used to hold
a twohanded item. If an item requires an attribute score to
wield in one hand, the necessary score can include the stat
bonus of that item.

All characters may hold a maximum of 8 ITEMS, equipped
or in their inventory. To reduce inventory, a hero or follower
may drop an item by placing a numbered item token onto
the character’s current location and a corresponding token
onto the item card.

SPECIAL ABILITIES: Character abilities for each hero are
listed with the character’s held and worn items. Read them
carefu"y SO you will know how and when to use them.
Usually, abilities can be used only once per battle or turn,
and must be announced to be used, however, some heroes
have special abilities that are always active.
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BASE ATTRIBUTES: On the left side of each character card,
a character’s 4 BASE ATTRIBUTES (POWER, SPEED, MIND
and LUCK) and MAXIMUM HEALTH are displayed.

M POWRR is a representation of the brute strength and
physical might of a character. The POWER attribute is used

during combat to modify the damage a character inflicts.

slSPEED is a measure of the ability to react quickly to a
situation or a physical challenge. The SPEED atiribute is
used in battle to calculate turn order (FIRST STRIKE).

@ MIND is a measure of the intellectual ability and mental
acvity of a character. When searching locations for items,
the MIND attribute is used as a modifier.

@ LUCK measures the effects of unexplainable, universal
odds that govern the actions of a character. Characters may
be required to make a LUCK ROLL during events and when
gaining a follower’s loyalty.

ATTRIBUTES on the HERO RECORD DASHBOARD: Add the
hero’s BASE ATTRIBUTE score to any ITEM ATTRIBUTE
bonuses and place a cube of each corresponding color onto
the attribute tracks on the dashboard. Place a black cube
onto the health track on the dashboard to represent the
hero’s MAXIMUM HEALTH and a red cube nearby to track
the hero’s CURRENT HEALTH if they lose health in a game.

If equipped items provide an attack or armor bonus, add

the corresponding numbered aftack and armor bonus
tokens to the dashboard in the appropriate spots.
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Place 3 orange ACTION POINT cubes in their positions on
the dashboard. As they are spent on a player’s turn,
remove them from the dashboard. They are returned to their
positions at the beginning of the next round.

2. PLAY AREA SETUP: Choose to play with either
LOCATION GUIDE A and ACTIONS A (Books 2 & 3) or
the “B” versions of these books (Books 4 & 5) for the entire
game (unless a book specifies otherwise). Place the chosen
books in the play area, accessible to all players.

After players have set up their HERO DASHBOARDS, the
FIRST PLAYER is determined; QUEST CARDS are drawn; the
MAP STARTING LOCATION is placed; the CARD DECKS,
DAY TRACK, and QUEST POINT TRACK are positioned;
and player HANDS are drawn; then the game begins.

@ uanni:unuum
i fol=[3]s [8fs [+ s sl DASHBOARD
® sooeoooooo ==

HEROIC QUEST 1-6 G




FIRST PLAYER: Players roll 4dé, rerolling in the event of a tie.
The highest roller is the FIRST PLAYER, the next highest roller
is second and so on.

QUESTS: Heroes must earn as many QUEST POINTS as
they can by completing HEROIC and SIDE QUESTS in 12
game rounds. The hero with the most QUEST POINTS at the
end of 12 game rounds is the game winner.

To begin, the FIRST PLAYER shuffles the HEROIC QUEST
and SIDE QUEST decks, places the decks facedown, draws
3 HEROIC QUESTS, chooses and reveals 1, then shuffles
the rest back. Next, the player draws 3 SIDE QUESTS and
accepts them all; fhey may be revealed or kepf secret. The
next highest roller does the same until all players have 1

HEROIC QUEST and 3 SIDE QUESTS.

COMPLETING A QUEST: A HEROIC QUEST or SIDE
QUEST is complete when the conditions on the card are
met. Then, on any player’s turn, the player holding the

quest card may discard it to instantly earn the QUEST
POINTS noted on the card.

TRADE 3 SIDE QUESTS FOR A HEROIC QUEST: Once per
game, on their turn, at a cost of 1 AP, a player may
DISCARD 3 SIDE QUESTS to draw 1 HEROIC QUEST.

SIDE QUEST RENEWAL: When beginning their turn, a
player may choose to discard 1 SIDE QUEST to draw a new
one, or they may draw 1 additional SIDE QUEST to a
maximum of 3. If the SIDE QUEST deck runs out, shuffle the
SIDE QUEST discard pile and reuse those cards.

NOTE: A hero may have MULTIPLE HEROIC QUESTS active

at one time.
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DECK POSITIONS: Separate CHARACTER, ITEM, and
LOCATION cards into 3 decks; shuffle each; and place them
facedown onto their designated spots on the DECK MAT
beside the play area, with room for character and item discard
piles (locations are never discarded). Place the HEROIC
QUEST and SIDE QUEST decks nearby, facedown.

MAP STARTING LOCATION: Draw THE CROSSROADS
location from the LOCATION DECK, then shuffle. Place it in
the center of a |arge, open play area as the starting location.
The map will expand out from it. The players then place 1 of
their hero’s tokens onto this location.

TRACKS: Place the QUEST TRACK and DAY TRACK on the
edge of the play area. Each player then sets 1 of their hero’s
tokens on the the start area of the Quest Track. Next, place the
SUN TOKEN onto the “1” on the Day Track, at SUNRISE.

STARTING HAND: Each player draws 1 CHARACTER
CARD, 1 LOCATION CARD, and 2 ITEM CARDS into their
starting hand. These cards are hidden from the other players.
A player’s hand can have a MAXIMUM OF 5 CARDS. At
that limit, a player may still draw a card at the beginning of
their turn, but only if the player discards 1 ITEM into the item
discard pile, or places an ITEM into the inventory of one of
their characters.
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3. TURN PHASES: The FIRST PLAYER may begin the first
round of the game with their turn. There are 3 PHASES to
each player’s turn. Once all players have completed their
turns, the GAME ROUND ends.

PHASE 1 - CARD DRAW: A player draws 1 card from either
the ITEM, CHARACTER, or LOCATION pile at the beginning
of their turn. A player may choose to discard 1 SIDE QUEST
to draw a new one at this time, or they may draw 1
additional SIDE QUEST to a maximum of 3.

PHASE 2 - ACTIONS: Players have 3 ACTION POINTS each
that they may use to do things on their turn. PHASE 2 can
end before all points are spent but, once a player spends all
3, PHASE 3 of the turn immediately begins.

PHASE 3 - CHECK QUEST POINTS: Check all HEROIC QUEST
and SIDE QUEST cards, making sure that all QUEST POINTS
have been scored on the point track for all compleied quests,
discarding all completed quest cards.

Once a player completes all 3 phases, their turn ends and
the next player’s turn begins.

),
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BEGINNING A NEW ROUND: When all players have
completed their turns, the SUN TOKEN moves 1 hour to the
right on the DAY TRACK and the next round begins. At this
time, players REPLENISH all 3 AP and gain 2 HEALTH if

they have sustained damage.
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4. ACTIONS: During their turns, players may spend 1 of their
3 ACTION POINTS on 1 of the 8 MAIN ACTIONS, outlined as
follows, or in other ways as noted in location rules, actions, and
on character and item cards. A player may end their turn
without spending all action points.

= posiioncd ADIACENT 1o a ot
: LOCATION || positione o a location
your character is in. They can be
placed horizontally or vertically, but must be placed so that
at least 1 of their entrances meets the entrance of another
location. A map card cannot be placed if it closes off the
last open map entrance or overlaps another location card.
When a location is played, review the number in the blue
circle and follow the rules for that location as described in
the LOCATIONS GUIDE. Refer to that guide for more

information on locations.

For 1 AP, a player may move their

‘E hero or follower 1 location. A hero
or follower entering a location with

a green, numbered hexagon for the first time will trigger an
ACTION described in the ACTION guide. Refer to that

guide for more information on actions.

A player may play a character
EhAXRﬁCTER from their hand into a location
= ADJACENT to their hero’s location

for 1 AP. First, the character's card is placed in the play
area. A character’s health may be tracked using HEALTH
TOKENS placed on the character’s card. The attributes of
the character may be referenced on their card as necessary.
As an alternative, 2 CHARACTER RECORD cards (cont.)
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may be used with attribute cubes and bonus tokens.

Next, players holding items that are noted as EQUIPPED or
HELD on the played character’s card must show these items
to all players, returning them to their hands after.

Finally, the item pile is searched for the character’s
EQUIPPED or HELD items that are not currently in players’
hands. Place the found items under the character’s card and
shuffle the item pile.

Characters who enter the game out of a player’s hand or
through location rules and actions have 2 AP that can be
used to move them, unless it is noted otherwise on the
character’s card, or in a location rule or an action.

For 1 AP, the current player may

E have their hero or follower trade
1 item with any player’s hero or a
follower who is in the hero’s location. In some cases, trades
can be made with other characters who have been played

or have appeared on the map.

For 1 AP, a player may have their

N . @ play Y

X E%%ﬁ% INT hero or follower engage another
character in combat who is in their

location. It does not cost an action point if an *AGGRESSIVE*
character automatically engages a hero or follower in combat.

It costs nothing to drop an item onto
E erE]:I?Tlé[F:A the map but a p|cyer's hero or
follower must spend 1 AP to pick
something up that has been dropped.
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Players may use either their heroes

or their heroes’ followers to search

a played location. While a player’s

charucrer is in an unsearched location, spend 1 AP to score

8 or more on a roll of 1d6 + MIND to draw 1 ITEM CARD.

After a location has been searched, place a SEARCH

TOKEN onto it; it cannot be searched again. NOTE: BEAST
FACTION characters may not search locations.

Only EQUIPPED items change a
. character’s attributes. Weapon and

armor cards that are in a player’s
hand can be played into their hero’s or follower’s
inventories at no AP cost, but 1 AP must be spent to EQUIP
with either a weapon or armor. Obijects in a player’s hand
can also be played into a player-controlled character’s
inventory at no AP cost, but 1 AP must be spent to use them.

5. OTHER CHARACTERS and ENEMIES: Other characters
may arrive on the map, placed according to location rules
or location actions. See the section “PLAY A CHARACTER”
on p. 10 for more information regarding the placement of
new characters onto locations.

At the beginning of a round, heroic quests, location rules, or
actions might require multiple players to place characters onto
the map. Under these circumstances, characters are placed in
player order and combat will be resolved, as necessary, when
each character is placed.

Some placed characters will remain at the location where
they are played; some will require players to move them.
The player who PLACES A CHARACTER is usually in charge
of moving them (if movements are required), unless a
different course of action is specified elsewhere. (cont.)
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Characters who enter the game through a location rule or an
action have 2 AP that can be used to move them, unless
noted otherwise in a location rule, action, or on their cards.

NOTE: Enemies will target the player-controlled character
with the HIGHEST ATTRIBUTE TOTAL if attacking first (roll 4dé

on a tie), or will target the last character to attack them.

6. AGGRESSIVE CHARACTERS: Some characters are labeled
as *AGGRESSIVE* on their character cards. If another
character enters the map location of an aggressive character,
or the aggressive character enters the location of another
character, combat begins immediately. Aggressive characters
of the same fype WILL NOT attack one another. Also,
characters that engage in combat with one another will remain
*AGGRESSIVE* to one another for the rest of the game.

7. FOLLOWERS: A follower roll can be made by the active
player at any time during their turn while the player’s hero
is in the same location as an unclaimed follower. Each
follower has specific FOLLOWER ROLL requirements; these
can be found on each character’s card. Once a follower is
allied with and following a hero, players are no longer
required to make follower rolls for that follower (unless
attempting to INFLUENCE the follower; see p. 14).

Heroes may take only 1 FOLLOWER at a time. If a player
would like their hero to chcnge followers, ihey may attempt
the follower roll for a new follower and, if successful, may
switch the old follower for the new one. A hero may switch
or recruit old followers without a roll for 1 AP, except when
INFLUENCING a follower that is currently allied with
another hero (see p. 14).
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Followers begin with 2 AP, which they can use to take
actions and move independently, controlled by the followed
hero’s player for normal AP costs, or they may move and
engage in combat along with a player’s hero they’ve joined
at NO AP COST. A follower’s AP is replenished along with
the hero’s AP at the beginning of each round.

INFLUENCING a FOLLOWER: If a follower who is allied
with a hero is in a location without their allied hero (if the
hero has been defeated in combat or the follower has
moved away from their hero), another hero can attempt to
INFLUENCE the follower to join them. The new hero must be
in the same location as the follower, then the hero’s
controlling player may attempt a FOLLOWER ROLL with a
-2 penalty to the roll. NOTE: A follower will become
*AGGRESSIVE* to and will not follow a hero if they have
been damaged by that hero in combat.

8. THE DAY TRACK: The SUN TOKEN is moved along on the
DAY TRACK, 1 number for each round of play, to track the 12
GAME ROUNDS in a game of DARK VENTURE.
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SUNRISE: On the first turn, place the SUN TOKEN onto the
“1” on the DAY TRACK. Move it to the next space on the
track each time all players have finished their turns and a
game round has been completed.

MERIDIAN: Every day, at the MERIDIAN hour, the sky
darkens and an arcane energy engulfs the planet. At this
point in the game, the beginning of the éth round, each
hero experiences a TEMPORAL EVENT. Players alternate,
drawing 2 HEROIC QUEST CARDS each. Each chooses 1
and the others are shuffled back into the deck.

SUNSET: By the 12th round, the sun sets. The heroes finish
their day and head for home.

GAME END: When SUNSET has fallen and all players have
finished their turns on the 12th game round, the hero with
the most QUEST POINTS is the victor!

If no hero has gathered any QUEST POINTS after all
p|oyers have comp|efec| the 12th round, the game ends with
NO WINNER. Broken and bewildered, the heroes leave
this harsh land. On another day, they must return and
attempt to complete their quests.

QUEST POINT TIE: In the event of a tie, create a VICTORY
SCORE based on items held by a player’s hero and follower:
WEAPON = 3pts; ARMOR =3pts; OBJECT = 2pts. The player
with the highest YICTORY SCORE wins. In the event of a
VICTORY SCORE tie, the tied player with the highest number
of completed HEROIC QUESTS wins. If players remain tied,
the tied player with the highest number of completed SIDE
QUESTS wins. If players are still tied, their heroes regale one
another with wondrous tales of their escapades while
rejoicing in a shared victory over this harsh land!
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9. COMBAT: Combat occurs if a player chooses to have
their hero or follower attack another character, if in a
location with an *AGGRESSIVE* character, or if directed
by a location event.

One player controls their hero or a follower; another player
must control the opposing combatant and do so TO THE
BEST OF THEIR ABILITY!

Combat involving 2 or more characters is resolved in
2 PARTS as follows, unless otherwise specified:

PART 1: FIRST STRIKE (Determining Battle Turn Order)
At the beginning of combat, all involved characters roll to
determine battle turn order as follows:

Y (SPEED) + 2dé6 + FIRST STRIKE BONUSES

The highest scoring character has the first battle turn, the
next highest scoring has the next battle turn, and so on.
Reroll on a tie.

PART 2: ATTACK DAMAGE (The Damage Dealt)

Next, the attacking character’s damage is calculated:

M (POWER) + 2dé + 4 (ATTACK BONUS)

SUBTRACT the Y9 (ARMOR BONUS) of the defending
character, then reduce the @ (CURRENT HEALTH) of the

defending character by this score.



After damage is dealt, the next character in the turn order
may begin their battle turn.

10. ITEMS & FLEEING in COMBAT: In addition to doing
damage on a combat turn, a character may FLEE or USE
and EQUIP items.

USING or EQUIPPING ITEMS in COMBAT: To use or equip
an item in combat, before damage is calculated, roll 2d6. If
the roll is 2 - 3, equip or use the item, but reduce attack
damage by 2dé. If the roll is 4 - 7, use or equip the item, but
reduce attack damage by 1dé. If the roll is 8 - 12, equip or

use the item and attack as normal.

FLEEING FROM COMBAT: On their battle turn, a character
may attempt to flee from the conflict. All involved
combatants will roll SPEED + 2d6, but a player controlling
their fleeing HERO or FOLLOWER may choose to spend

1 AP to ADD 1 DIE to their roll to a maximum of 4 total dice.
Reroll with the same number of dice on a tie.

If the fleeing character has a higher score, this character is
successful and may move up to 2 adjacent locations and the
current player’s turn continues. If the roll fails, a player can
SPEND 1 AP to roll again with the same number of dice,
attempting to flee another time, or the battle turn ends.

NOTE: If it is not currently a player’s turn, and they are
attempting to flee from combat, the player can spend AP
from a previous or upcoming turn to add dice and reroll the
flee attempt.

11. WINNING COMBAT & DEFEAT: Characters who are
engaged in combat may alternate turns until the health of one
combatant is reduced to zero, meaning that character has
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been defeated. Defeated heroes cannot die; they fall
UNCONSCIOUS (see = CONSCIOUSNESS  ROLL).
Non-hero characters DIE when defeated.

If a DEAD CHARACTER has items, the fallen character’s
token is flipped and remains at the location where they died
(unless dragged), until all of their items have been taken
from them. Then, the fallen character’s token is removed
from the map and their character card is laid to rest in the
discard pile.

A player’s character can move to the location of a dead or
unconscious character to LOOT 1 item per turn from the
fallen character for 1 AP. A dead or unconscious character
may be dragged by a p|c1yer-contro||ec| hero at no cost.

12. CONSCIOUSNESS ROLL: The player controlling a
defeated, unconscious character can roll a 15 or greater
using 3d6 + @ (MIND) on their next turn (once per turn) to
allow the character to regain consciousness, restoring 12 HP.

If successful, the character loses 1 AP and can immediately
move 1 location, ignoring any *AGGRESSIVE* enemies in
their current location, and then continue their turn.

If this roll fails, the character remains unconscious. If the
player is not controlling any other characters, their turn
ends. If the player controls other characters, they can be
played before ending the turn.

GOLDEN  RULE: Should one encounter RULE
INCONSISTENCIES or CONFLICTS between the cards and
the CORE RULES, LOCATION GUIDES, or ACTIONS
BOOKS, what is written in the BOOKS always overrides
what is written on the CARDS.
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13. SOLO GAMES

The following cards should be removed when playing ALL
SOLO GAME MODES:

Heroic Quests 1 (NOBLE PACT), 7 (FIND THE CURE), 16
(CATASTROPHIC INCIDENT). Also, the DIMENSIONAL
JEWEL and THE HAMMER OF THE BURNLANDS items.
NOTE: When playing as HAGLOR the GHOSTLY in a SOLO
game, he wears the CRYSTAL HELM instead of holding the
DIMENSIONAL JEWEL.

MODE 1: SOLO RANKED GAME

A player must gather as many QUEST POINTS as possible,
completing HEROIC QUESTS and SIDE QUESTS, by
SUNSET, in 12 GAME ROUNDS. At SUNSET, the player is
ranked based on the number of QUEST POINTS they have
earned in this day using the chart below.

QP TITLE QP TITLE

0-1 HOPELESS CASE 13 CLOAKED OUTLAW

2 LOST SOUL 14 HIGHWAYMAN

3 SURVIVOR 15 RANGER

4 WASTELANDER 16 REVERED ADVENTURER
5 WILD WANDERER 17 CAVALIER EXPLORER

é BANDIT 18 LEGIONNAIRE

7 TRADESMAN 19 LONE KNIGHT

8 APPRENTICE SQUIRE 20-22 | LORD PROTECTOR

9 SQUIRE 23 - 25 | FABLED WARRIOR

10 STUDIED TRAVELER 26 -28 | MYTHIC CHAMPION

1 GUIDED PATHFINDER | |29 BANISHER OF THE UNLUCKY
12 HEROIC HUNTSMAN 30 LEGENDARY HERO




MODE 2: SOLO QUESTING GAME

The WIN CONDITION in the QUESTING GAME is based
on gathering a set number of QUEST POINTS before a set
TIME OF DAY. All rules outlined in the CORE RULES, with
the exception of the revised rules below, apply in a solo
game. At the beginning of the éth round, in either SHORT
or LONG GAMES, a solo player may still draw A NEW
HEROIC QUEST.

In a short game, a player must gather 10 QUEST POINTS
by MERIDIAN, ofter completing 6 ROUNDS, to win the
game. In a long game, a player must gather 20 QUEST
POINTS by SUNSET, after completing 12 ROUNDS, to win
the game.

14. COOPERATIVE GAME MODE

When playing cooperatively, each player must gather 20
QUEST POINTS EACH before the end of the day (12
ROUNDS) to WIN THE GAME. All rules outlined in the CORE
RULES, with the exception of the revised rules below, apply in
a cooperative game. Setup for a cooperative game is similar to
the setup for a competitive game, except that each
cooperative player is granted 1 HEROIC QUEST and only 1
SIDE QUEST to start. At MERIDIAN, each player sitill
receives 1 NEW HEROIC QUEST. Players’ hands and side
quests are REVEALED, available for all to see. Trading items
between characters and cooperatively defeating enemies is
strongly encouraged. In order to win, the heroes must help
one another to complete their quests in any way possible!

TURN PHASES and ROUNDS: Rounds in a cooperative
game play similarly to a competitive game. Each player has
3 PHASES and is granted 3 ACTION POINTS for (cont.)
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their turn. Players may use their actions outside of their turn
if they wish. When all players have ended their turns, the
round ends and the SUN token is moved.

SHARED MOVEMENT: All players’ heroes and their
followers may choose to MOVE TOGETHER as a party,
spending 1 AP to move the whole group 1 LOCATION.
Alternuﬁvely, players may choose to move their controlled
heroes and followers as individuals, separately.

SHARED COMBAT: All involved characters roll FIRST
STRIKE to determine attack order. The highest scoring
character has the first battle turn, the next highest scoring
has the next battle turn, and so on. Reroll on a tie. Players
state their characters’ targets each battle round. Enemies
will target the player-controlled character with the HIGHEST
ATTRIBUTE TOTAL if they attack first (roll 4d6 on a tie), or
will target the last character to attack them.

NO PVP COMBAT: In this mode, a player’s heroes and
followers may NEVER engage in combat against one another
unless specifically directed to in a game instruction or action.

CREDITS
Game design, graphics and illustrations by Robert Lemon
Edited by Erica Velis

Thanks to the many people whose feedback and support
made this game possible.
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PLAYER TURN PHASES: 3 :
1: CARD DRAW  2: ACTIONS  3: QUEST POINTS

ACTIONS: PLAYERS HAVE 3 ACTION POINTS TO USE
ON THEIR TURN. 1 ACTION POINT MAY BE USED TO:

2 PLAY A
@Rl LOCATION

LAY A TRADE
HARACTER AN ITEM

MOVE 1
LOCATION

el

PICK UP

7zl ENGAGE IN
AN ITEM

OMBAT

SEARCH LOCATION HE R EQUIP
8 1d6 +@: 8 or MORE )(/ AN ITEM
COMBAT PART 1: FIRST STRIKE (Battle Turn Order)

At the beginning of combat, all involved characters roll
A (SPEED) + 2d6 + FIRST STRIKE BONUSES

COMBAT PART 2: ATTACK DAMAGE (Damage Dealt)
M (POWER) + 2dé ++4 (ATTACK BONUS)

SUBTRACT the defending character’s §§ (ARMOR BONUS)
then reduce their @ (CURRENT HEALTH) by this score.




