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Treasure cards

Some of the treasure cards are of gold or jewels. The character player who finds
one of these should record the value of the treasure on his character sheet. The
card is then discarded. It is not returned to the treasure card pile.

Other treasure cards show traps or wandering monsters. These cards should be
read out and the instructions followed immediately. Trap cards and wandering
monster cards are returned to the treasure card pile. The treasure card pile is
then shuffled before another treasure card is taken.

Wandering monsters

Some of the treasure cards do not show treasure at all! Instead they show a
ferocious monster. Each Quest in the Quest Book tells the evil wizard player
which monster miniature to use when one of these cards is found.

If there is no vacant space adjacent to the character who drew the card, the evil
wizard player may place the wandering monster in any vacant square in the same
room or passage. In this case he may not, however, attack another character.

he Quests
Once you have played through ‘“The Trial’’ you are ready to undertake the other
Quests. These should be played in the order they appear in the Quest Book.

As with ““The Trial”’ each Quest begins with the evil wizard player reading the text
in the parchment panel. 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 character players start from the room marked with the stairway tile. In
some Quests, however, the character players start from a different room. The Quest
details will explain what to do in these cases. The contents of the first room (barring
any traps, secret doors, or treasure) should be laid out at the beginning of the game.

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.

Completing a Quest

The character players complete a Quest successfully if they achieve the objectives
described in the parchment text which the evil wizard player reads aloud at the
beginning of the game. If they fail to do so, or if they are all players (and/or new
ones) can always attempt the same Quest again, but the evil wizard player always
starts a Quest with a full complement of monsters. Characters escape the dungeon
by landing on the stairway tile.

Monsters may never land on the stairway tile.

1 Gameboard
1 Quest book
1 Screen

35 Figures:

8 Orcs, 6 Goblins, 3 Fimirs,

4 Chaos Warriors, 1 Sorcerer,

1 Gargoyle, 4 Skeletons,

2 Zombies, 2 Mummies,

1 Wizard, 1 Barbarian, 1 Dwarf
and 1 EIf.

1S Pieces of furniture:

2 tables, 1 throne, 1 alchemists
bench, 3 treasure chests, 1 tomb,
1 altar, 2 bookcases, 1 rack,

1 fireplace, 1 weapons rack and

1 cupboard.

21 Doors:
5 closed and 16 open.

1 Pad of character sheets.

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 EIf, 1 Barbarian, 1 Wizard and

1 Dwarf.

2 Normal dice

4 Special combat dice

8 Single blocked square markers

2 Double blocked square markers

6 Pit trap markers

1 Stairway tile

4 Secret door markers

The plastic monster and hero miniatures have been specially designed by

Citadel Miniatures.

Assembly

Before you can begin to play Hero Quest there are several playing pieces that
need to be assembled. You will find detailed assembly instructions inside the

lid of the box.
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ecret doors and traps

Secret door tiles are only placed on the board if a character player
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.

Pit traps and falling block traps are placed onto the board when found. Spear
traps are rendered harmless when found, so there are no tokens for spear traps.
Trap tiles may be removed from the board by any character who has the Tool Kit
equipment card and is adjacent to the trap. The Dwarf may automatically remove
any trap tile he is adjacent to. He may only remove one trap per turn.

Secret doors may be found by a search on either side of the wall in which they
are placed.

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

raps

Traps are not put on the

board until a character
player either searches for traps
or moves into a square
containing a trap, as shown on
the Quest map.

The evil wizard player must tell
a character player when he has

set a trap off. The character must
stop immediately and can do
nothing else until his next turn.

Monsters do not set off traps.
They may move freely through
squares that contain hidden
traps. Once a trap has been
placed onto the board, however,
monsters must follow the same
rules as characters.

The rules for traps given below
are repeated on the inside of the
screen for reference.

Pit Trap

The pit remains on the board as an obstacle. Any character who stumbles into a
pit trap will automatically lose one Body point. Characters in a pit may attack and
defend, but roll one less die than normal. They may not search whilst in a pit.
The character may move as normal on his next turn.

Jumping a Pt

Characters and monsters may attempt to jump across a pit trap. They must have
enough movement to get across the pit, counting the pit square as one space.
There must be an unoccupied space adjacent to the pit for the miniature to
jump onto.

If there are fewer than five players, you may decide to take more Ehan one character
each, or use fewer than the four characters. This will make the game harder for the
character players, although the rewards will be split between fewer characters.

etting up the Game
Each of the character players should take the following:

The appropriate plastic miniature and matching character board,
plus a character sheet from the pad.

The evil wizard player takes:

The screen, the Quest Book and the playing Cards; he should also
have all the monster figures and furniture pieces close to hand.

The evil wizard player sits behind the screen, and arranges the board so that the
words Hero Quest face him.

He sorts the cards into their various categories: treasure, monster, equipment,
spells and Quest treasures. The shuffled treasure cards should be placed, face-
down, within reach of the player characters. The monster cards should be kept,
face-up, behind the screen.

The Quest Book and the other playing cards will be explained later, put them to
one side.

Finally, the character players fill in their character sheets according to the details
on their character boards.

haracter Boards and Sheets

The character boards tell the character players how many dice to

roll. The character sheets are used to record each character player’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”’, ““Elf”’ or ‘““Dwarf”’.

Body:

This is a measure of your character’s physical strength. Enter the value for Body
onto 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 eliminated. Lost Body points may be healed by
magic (spells and potions). However, this magic will never take the total above
the starting level, it will only restore lost Body points.

Mind:

This is a measure of your character’s wisdom. Enter 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 eliminated.

Mind points are not used in the initial Quests. They will become more important in
future expansions to Hero Quest.
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Once the result of the defence has been determined, the player who was attacked
must reduce his Body point score on his character sheet by one point for every
skull for which he failed to roll a shield. When a character’s Body points reach
zero, the character is eliminated. Since all monsters only have one Body point,
they are eliminated by any roll of a skull for which they fail to roll a round black
shield.

Eliminated characters and monsters are immediately removed from play. Any
Equipment or gold the eliminated character had may be picked up by another
character, who searches for treasure in the room or passage in which the
character was eliminated. However, the evil wizard player may also claim the
Equipment and gold if, on his next turn he moves a monster into the same room
or passage, in which the character was eliminated.

If a monster picks up the possessions of the eliminated character they are removed
from the game, the monster may not use either the Equipment or the gold.

The attacker may now move if he has not already done so. Play then continues
with the player on his left.

he Trial

You are now ready to play your first Quest. One player must take the

role of the evil wizard player. He must read aloud the parchment text for
the first adventure in the Quest Book, ‘“The Trial’’. He should then read through
the notes (these are not read aloud to the character players). The game then begins
with the player to the left of the evil wizard.

he Full Game

Now you have played your first Quest you are ready to learn the rest of
the game rules.

agic
There are two characters in the
game who may use magic, the

Elf and the Wizard. Sort the 12 spell cards
into their four sets. There are three cards
in each set. Each set corresponds to a
different aspect of magical energy: Earth
magic, Water magic, Air magic and Fire
magic.

Choosing your Spells

At the start of each game the Wizard may
choose three sets of spells (9 cards) and the
Elf may choose one set of spells (3 cards).

The Wizard chooses one set of spells first,
then the EIf chooses his set, and finally the
Wizard takes the remaining two sets.

(i11) Notes

Finally there are a number of notes for each Quest. The evil wizard player
should quickly glance through these at the start of each Quest. The notes will
explain what happens in certain rooms and provide unique situations for the
character players to deal with.

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.

The Screen

The maps in the Quest book use the symbols shown on the inside of the screen
to represent the various pieces of furniture, monsters and traps. The inside of
the screen also contains the rules for the different types of trap. Traps are not
used in the Basic game. They are dealt with in the Full game rules.

The Introductory game allows you to play your first adventure. The
Introductory game does not use any of the playing cards other than the
Monster cards. Read the rules through carefully before you begin to play.

Introductory Game

Preparing for play

The stairway i1s the entrance into and out of the stronghold. The character players
place their miniatures on any square next to the stairway tile. The contents of this
room should be laid out at the beginning of the game. All doors should be closed.
No other pieces outside this room should be placed on the board. These should
only be set up when they become visible to the characters.

rder of play
Each player moves in turn, starting with the player to the left of the evil
wizard player and continuing clockwise.

When it is your turn, you may both move and fight. You may move first, then fight,
or you may fight first, then move. You may not take part of your move, fight, then
finish your move.

On his turn, the evil wizard player may move some or all of his monsters currently
on the board. He moves each monster in turn. Monsters may first move then fight,
or fight first and then move as do the player characters.

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. Character players do not have to move the full distance indicated by
the total of the dice.
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