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he Maze

Turn to the Quest called The Maze. This is a final test for the player

characters before they begin their adventures proper. The evil wizard
player reads the text in bold type to the other players. This is how all the
Quests start. The evil wizard player should also read through the other notes
before the game begins. In some Quests these notes will contain details of special
rules that only apply to that Quest.

To play the Maze, each player character places his model in one corner of the
board. The evil wizard player checks the map and places on the board any
pieces (doors, furniture, monsters, blocked squares) that are visible to any of the

player characters. Do not put out any secret door or trap tiles. The player characters can

only find these by searching.

As the players move their models, the evil wizard player must keep checking the
map and put out any pieces that become visible.

Play through this trial Quest as many times as you like. At the end of each game,
the characters are restored to full strength and the evil wizard player gets a new
set of monsters.

he Quests
Once you have played through the Maze, you are ready to undertake the
other Quests. These should be played in the order in which they appear.

As with the Maze, each begins with a section in bold type which the evil
wizard player reads out loud to the other players. He should also read through
the other notes which detail, for example, where certain special treasures are
hidden, how powerful a monster is, and whether there are any special rules
that apply to that Quest.

Setting up a Quest

Usually the player characters start from the room marked with the stairway tile.
In some Quests, however, the player characters start from a different room. The
Quest details will explain what to do in these cases.

The stairway leads out of the stronghold to safety. Place the stairway tile in the
room shown. The player characters place their models on any square next to the
stairway. The contents of this room (barring any traps, secret doors, or treasure)
should be laid out at the beginning of the game. All doors are closed. No

pieces outside this room are placed on the board. These should only be

set up when the player characters can see them by moving into a new room

or passage.

Quest Treasures

There are five special Quest treasure cards: the Wand of Recall, the magical
sword Orcs Bane, the Talisman of Lore, Borin’s Armour, and the Spirit Blade.
Do not mix these cards in with the ordinary treasure cards. They can only be found
according to the notes in the Quest book.

C ontents

35 Citadel Miniatures:

31 Monsters - 8 Orcs, 6 Goblins,

3 Fimir, 4 Chaos Warriors, 1 Chaos
Sorcerer, 1 Gargoyle, 4 Skeletons,
2 Zombies, 2 Mummies;

and 4 Heroes - 1 Wizard,

1 Elf, 1 Dwarf, 1 Barbarian

I Quest book
1 Gameboard
1 Screen

15 Pieces of furniture:

2 tables, 1 throne, 1 alchemist’s
bench, 3 treasure chests, 1 tomb, 1
sorcerer’s table, 2 bookcases, 1 rack,
1 fireplace, 1 weapons rack and

1 cupboard

21 Doors:
S closed and 16 open

8 Single blocked square/falling block
trap tiles

2 Double blocked square tiles
4 Pit trap tiles
1 Stair tile

4 Secret door tiles

64 Playing cards:

3 Fire spells, 3 Earth spells, 3 Water
spells, 3 Air spells, 5 Quest treasures,
25 Treasure cards, 14 Equipment
cards, and 8 Monster cards

4 Character boards :
1 Elf, 1 Wizard, 1 Dwarf, and
1 Barbarian

1 Pad of character sheets
2 Standard dice

4 Special combat dice

The plastic monster and hero models have been specially designed by

Citadel Miniatures.

Assembly

Before you can begin to play Hero Quest, there are several playing pieces which
need to be assembled. Detailed assembly instructions can be found on the inside

of the game box lid.

HeroQuest is a trademark owned by Games Workshop Ltd. Used with permission.
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oving Around the Board

As the characters explore Morcar’s dungeons, they enter new rooms

and passages. If you are the first player to enter a new room or
passageway, you should give the evil wizard player enough time to consult the
Quest book and place onto the board any visible monsters and furniture.

Opening Doors
Characters and monsters can only enter and leave rooms through open doors.
Monsters cannot open doors.

You can open a door by moving onto the square in front of it. You do not have to
open a door if you do not want to. Opening a door does not count as a move.
Having opened a door, you can keep moving, if you have any spaces left to move.

As soon as a door is opened, the evil wizard player must place any pieces shown
for that room or passage on the map in the Quest book (apart from traps and
secret doors). Once opened, a door remains open for the rest of the game. The
evil wizard player should remove the closed door piece and replace it with an
open door.

Note that, because you may not move through the same square twice
in one move, if you move through a door, you may not pass through it again
until your next turn.

earching
Characters may always search instead of making an attack or casting a
spell. The search can be made before or after moving. Characters may not
search if they are next to a monster or if there is a monster in the same room or
visible in a passage. Monsters never search.

A whole room or all visible squares of a passage may be searched in one turn.

Players must tell the evil wizard player what they are looking for. They may
search for either secret doors and traps, or treasure. If there is anything to be
found, the evil wizard player must reveal it. Searching for treasure will not reveal
traps or secret doors and vice versa.

Secret Doors and Traps

Secret door tiles are only placed on the board if a player character finds them by
searching. Trap tiles are only placed if found by a search or if triggered by a
character moving onto the trapped square.

Spear traps are always disarmed when found, so there are no spear trap tiles. Pit
traps and falling block traps are placed onto the board when found. They may
later be disarmed and removed by the Dwarf or any character with the Tool Kit
equipment card.

Once found, secret doors remain open for the rest of the game.

Character Boards and Sheets

The character boards tell the players how many dice to roll, and the character
sheets are used to record each character’s progress during the game. Each board
has a picture of the character, plus the following details:

Character Type:
Copy this into the box provided on the character sheet. This will be ‘“Wizard”’,
““Barbarian”’, ‘‘Dwarf”’, or “‘Elf”’.

Body:

This is a measure of your character’s physical strength. Copy the number shown
into the Body box on your character sheet. During the game you may gain or lose
Body points. Keep track of your current score on your character sheet. If the total
ever reaches zero, your character is dead. Lost Body points can be healed by magic
(spells and potions). This magic will never take the total above its starting level,
however: it will only restore lost Body points.

Mind:

This is a measure of your character’s wisdom. Copy the number shown into the
Mind box on your character sheet. During the game you may gain or lose Mind
points. Keep track of your current score on your character sheet. If the total ever
reaches zero, your character is dead. Mind points will become more important in
future expansions to the Hero Quest game.

The rest of the information on the character board (Attack, Defend, Move', is
explained later in this rulebook.

Now you must think of a name for your character and write it in the box provided
on your sheet. For example, the Elf might be called Ladril, the Dwarf could be
Grugni, the Wizard might be Zoltan, the Barbarian Sigmar, and so on. Use
whatever name you feel is appropriate.

Finally, a blank shield is provided on each character sheet for you to design your
own coat-of-arms and motto.

The Quest Book

This book should be kept hidden from the player characters. It contains details of a
number of Quests - showing the evil wizard player which monsters he has to
control for each Quest and where they start on the board. You will not be using
this book until you have learned how the rest of the game works. How to use the
Quest Book is explained later in these rules.

Monster Cards
These cards are used by the evil wizard player. There is one card for each type of
monster. They show how many dice to roll during the game.




RIEERRN

S, 19Ae[d pIBZIM [IA9 3U) UO UMOUS OS[B AIB SJOQUIAS S ], "SISAYD AINSEAI] PUB ‘SIOOP
191038 ‘sde11 10J SOQUIAS 3I€ 31311 ‘WONIPPE U] "S3[N d1enbs paxyd0[q pue ‘s100p
¢$2031d armiruIng oY1 20e[d 01 a19YM MmoYs os[e sdeur ay [, "SpIed IASUOUI Y] JO

(OB UO ISOY] SB JUIBS dY1 dIB SJOQUIAS 959y T, IoAe[d pIezim [1A9 9yl AQ PI[[0IIUOD
3Ie Yorym siaisuowr 3yl jo suonisod Sunieis ayl SUIMOYS S[OQUIAS YIIM Py Tew

are sdewr ot T, -ooe[d soxe1 uonoe 9yl a1oym proySuolis punoigiapun 3yl jo

dew & smoys 1saNQ) Yory "UIM 0] I9PIO UT JAINYDE ISNW SIAOeIeyd Jokerd 9yl 18yl
SIATIOA(QO USSP YIIM SIINIUIAPE - $18anQ) 31eTedas ] SUTEIUOD H00q 1SaNY) YL,

3004 1s9n0) 2yl uado 01 1aAe[d pIeZIM [1A9
31 10J AWMl ST 1] "SAINIUIAPE JNOA UO 1IeIS 0] APEI ISOW[E IE NOX

yoog 15anQ) a2y

Im02G a3 Jo Ay, oy €1 S1y3 NIY $400Q 224395 30ds 03 ]
A0 "0UNSPIAY HIQUY SS1 “SdVad Buyuund s avaaon; 03u) 1Jp] noht

25'0] 1141{\,105‘170 aq 02 Li,lVJ] ISHI HOA’ 'SJJV}(/ S'HOJJBMVQ QM” 7J}7Q Aupu

493U 1M HnoA' SIAMIUINQY ANOA HQ ‘UAVI) 03 J]IYS d40Ut JUO IAVY NOY,

G wegap Jo Ay, oy,

"$1910BIBYD J9AB[d 9Y1 Op SB 9AOWI uUdyl PUR 7NN 10 “YOBIIB UdY! JAOW
1841/ ABW SISISUOI "UIN] U J3ISUOW YOBI SIAOW I PIBOGRUIed 911 U0 A[IUdLIND
SIJISUOW SIY JO 770 10 2ui0s dA0W AW IoAe[d pIezim [1A9 3y ‘uIni s1y uQ)

9A0W INOA ySTUTy
uay1 ‘1431 -‘aowr InoA Jo 11ed el 70u ABW NOX "dA0W w2yl 1sizf 1yS1y 10 1Sy
uay1 ‘1s41f sa0W AeW NOX “7ySif pue 20w 10q ABW NOA UIN] INOA ST 1T UIY X\

*3SIM00[0 FuInunuod pue JaAe[d piezim [1ad Yl JO
1J91 9y1 01 19Ae[d U1 Yam 3urrels ‘uinl ut sasow JaAe(d yoeqg

A} fo 4apa

wquiod Jo 34v a3
UAPI] ISHI HOA ININANS 03 24V MOR [T $3)quio7 Qup S102I]IYG
RUN, VIR 14423 03 )4, IY1QAVZI) Quv €24 MO wod] - sud3sUOM
#3 = pJ D
- sno1043] Auvus ynm Qa1)1) 24v avda0\\; Jo sqpoyPucais Quroiiaqun dy |,

40114V, oy Jo Avpn, 9y,




asting Spells
When it is their turn, the Wizard and Elf characters have the option of
casting a spell instead of attacking. A spell may be cast before or after
moving. You cannot use part of your move, cast a spell and then move again.

Spells can be cast at monsters or characters provided they are visible to the spell-
caster. Models in the same room as the spell-caster are always visible. Models in
passages or in different rooms are only visible if you can trace an unobstructed
straight line from the spell-caster to the target. If the line passes through

another model, through a wall, or through a closed door, then the target model is
not visible.

CLEAR LINE OF SIGHT ﬂ

BLOCKED LINE OF SIGHT mm

If a player character tries to cast a spell at a model which is not visible to the
caster, the spell has no effect and is wasted. The spell-caster may always cast a
spell on himself. Each spell may be cast just once during the course of each Quest.
Once cast (or wasted), the spell card is discarded and cannot be used again in that
game.

eturn to the Arena
To try out your newly acquired magical powers you must now re-enter
Mentor’s Arena. The Wizard and the Elf choose their spells. Each player
puts his model in one of the corners in the large room in the centre of the board.
The evil wizard player places 5 Goblins anywhere in the room. The player to the
left of the evil wizard player goes first.

Once again it is a fight to the death. The last character (or monster) left alive wins.
At the end of the fight, the magic of the Arena restores all characters to full
strength. All wounds are healed. You should practice in the arena as many times as
you need to feel confident with the Way of the Wizard.

Movement

The squares on the board are divided into two types of area: rooms and passages.
The rooms are enclosed by white lines (the walls). The passages are shown by the
areas with light grey flooring. Passages may be one or two squares wide.

The character boards show how many dice to roll to determine how many squares
can be moved. Characters do not have to move the maximum distance indicated by
the total of the dice.

The monster cards simply show the maximum number of square that may be
moved by each monster of that type.
When moving, characters and monsters may not:
move diagonally;
) move through the same square twice;

move onto an occupied square. Characters and monsters may, however, pass
through an occupied square, provided that the player controlling the obstructing
model allows you to pass; otherwise you must take another route or stop. Only
one model can occupy a square.

Once a character or monster has finished moving, he may attack if he has not
already done so. Play then passes to the next player on his left.

Having rolled a S, the EIf character finds two
of his possible routes blocked by Orcs. The
Wizard will let him pass, however.
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