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"T believe that these four Sorcerers will succeed where you so
miserably failed. And it is they who will punish you for your failure.’

With this final word, Morcar disappeared into the shadows. From
here he watched with great satisfaction as his four sorcerous Lieutenants
erased all trace of Festral and his followers.

Morcar smiled. These were indeed the ones who would finally
destroy the Emperor's heroes forever.

ntroduction
Wizards of Morcar introduces two new elements to the Heroquest game.
Firstly, this add-on pack gives the Evil Wizard player four Evil Sorcerers,
each of whom have their own new spell cards which will be used against the
Hero players.

Secondly, to make sure that the Heroes can put up an effective resistance against
these awesome new spells, the pack introduces Men-At-Arms — warriors who
will join the Heroes on their Quests for a share of the spoils.

ontents

16 finely detailed Citadel Miniatures featuring:

4 new Evil Sorcerer Figures 1 Lightning Bolt Tile

. 4 Breached Wall Tiles
i i e 1 Cloak of Shadows Tile
24 Weapons 4 Fireburst Tokens

6 Blocked Square Markers

24 Evil Sprcerer Spell Cards

3 Magical Barrier pieces (Stone, ggnmxfaﬁr;:%:igssmn Cards
Fire and Ice) S

1 Earthqualé<Tite 8 new Treasure Cards

1 card sheet including:
1 Magic Reference Chart
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Lair of the Orc Shaman

Yonder dark cave in the hillside is the entrance to the lair of Grawshak. Orc Shaman of the “Northern

Tribes. To reach him you will need scores of brave men. for he has surrounded himself with his fiercely
loyal elite bodyguard. They will fight to the death before they allow you to reach their master.

J

L1

NOTES
All Orcs in this Quest are members of Grawshak’s elite bodyguard. They attack with 4 dice

and defend with 3 dice.

A All the Orcs in these corridors are armed with bows and may make ranged attacks with .
2 attack dice. Sead

B Anyone who searches this room will find 2 golden crowns beneath the tomb worth 200 gold coins
each.

C This is the lair of Grawshak, the Orc Shaman. He has all 6 Orc Shaman spells. His characteristics
are:

Move 7

Attack 5 dice

Defend 5 dice

Mind 7

Bdy [ [ [ EH

All Orecs in this room are armed with bows and may make 2 dice ranged attacks. The chest in the
corner contains 400 gold coins.

Wandering monsters: 2 Orcs with bows.
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& The Forces of Morcar
@ 3 Wizards of Morcar introduces four powerful new adversaries for the Heroes. Each of these
- ‘g‘ new opponents is a Sorcerer and has his own set of sorcerous spells which he may use

in the same way as the Wizard and the EIf.

Each Sorcerer has his own special set of six spells which only he may use. For example,
only the Necromancer may use the Necromancer spells and only the Orc Shaman may
use the Orc Shaman spells.

@
O

Each Sorcerer may only cast one spell in a turn, instead of attacking. Each spell may
only be used once in each Quest.

Each new Quest starts with a full set of six spells for each Sorcerer in that Quest.

New Spells for the Emperor’s Heroes

There are also three new sets of spells for the Wizard and Elf: Spells of Protection, Spells
of Detection and Spells of Darkness. These may be added to the existing sets of spells
which the Elf and Wizard draw on, but they may still only choose one and three sets of
spells respectively. They may still change their spells between Quests.

G

pell Special Effects

Several of the new spells have special effects which can be displayed on

the board using the special counters on the card sheet. Details of each spell
appear on each spell card while the general rules of effect are detailed below.

&)

1\

Magical Barriers

Wall of Ice, Wall of Flame and Wall of Stone spells allow the caster to build a solid
barrier which will appear on the board as a card piece standing on a plastic base.
This barrier may be placed across two squares on the gameboard to form a solid
impassable wall that will remain on the board until it is destroyed. The wall may
resist an attack by rolling the number of defence dice shown on the specific spell
card and counting the white shields scored. If the wall takes one Body point or
more of damage, it is destroyed and the piece is removed from the board.

Lightning Bolts and Earthquakes

When a player casts either of these spells, he or she takes the relevant card piece
and places one end in a square in front of the sorcerer and then lays the piece in a
straight line from there. That spell then affects anyone along that line, unless a wall
blocks the way, in which case a Lightning Bolt attack will stop there, attacking only
those in front of the wall.

Q0
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The Earthquake tile covers 6 squares, each of which counts as a pit trap except that
they are all joined up. Players may move in the normal way along the bottom of the
quake but can only leave it by climbing out onto a clear square adjacent to it.
Figures in the quake area may fight and cast spells as normal but may only do so
with figures inside the quake area.
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en-at-Arms

Once a Hero has become a Champion and his deeds are talked about in §

taverns and around camp fires all over the land, he will want a band of
followers to aid him in even greater feats of heroism.

(

(2)E)

Such men are found in towns and cities all around the country. Men willing to
follow a great Champion and fight for him as long as he will pay for their upkeep.

There are four types of Men-at-Arms. Each has his own strengths and weaknesses
and each has his own price.

O OO OO OO o

The Crossbowman
The Crossbowman has a low number of attack

0000 OO OO OO OO OO OO OO OO OO OO L OO T T O O O T

dice but has the power to make ranged attacks.
n This allows him to shoot at monsters who are
waiting behind hidden traps or are too far away
to attack in close combat.

N
e

The Swordsman

The Swordsman is a great offensive fighter able

to take on more powerful creatures such as the

Gargoyle, Mummies or Chaos Warriors.

However, he is slow and cannot join in any fast

t@ sorties, although his high defence capability
makes him useful against any massed attacks.

The Scout

The Scout’s low attack dice reduce his chances
of doing huge amounts of damage to monsters,
but he moves fast and has the ability to search
for and disarm traps.
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The Halberdier
The Halberdier has equal attack and defence
capabilities. This and his relatively high
movement capability make him a versatile
companion to take on an adventure.
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en-at-Arms in the Game

Once a player has hired any Men-at-Arms, he can take them with

him on his next Quest. Each player begins the Quest in turn by placing
all his figures on the stairway tile or in any adjacent squares and then takes his turn
before the next player sets up.

— On their turn, each player moves his hero and then moves all of his Men-at-Arms.

— Each Man-at-Arms may move and fight in the same way as the Heroes, using the
movement and combat values printed on the Man-at-Arms Card.

— When defending, Men-at-Arms count the white shields.

— Men-at-Arms can open closed doors and jump over pit traps.

— Men-at-Arms may not search for treasure, use any equipment or treasure cards
and only scouts may search for and attempt to disarm traps.

— Any money given to a Man-at-Arms cannot be retrieved, even after his death.
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The Tower of the High Mage

The first of Morcar's sorcerous Lieutenants you must defeat is Zanrath. High Mage of Sarako.

He lives in a magical tower high in the Tarak Mountains. where he is guarded by his elite army
of Chaos “Warriors. ‘Prepare yourselves. my Heroes. for a fearsome battle against steel and magic.

Il

NOTES
All Chaos Warriors in this Quest are part of Zanrath’s elite force. They attack and defend
with 5 dice.

A This chest is empty.

B The chest on the left contains 300 gold coins and a potion of healing which will restore 2 Body
points to the first figure who drinks it. The second chest is empty.

C This is the chamber of Zanrath. He has all 6 High Mage spells.
His characteristics are:
Move 5
Attack 5 dice
Defend 5 dice
Mind 8

Bdy [ [ ][ E3

Anyone who searches the room will discover 400 gold coins in a secret drawer in the table.
Wandering monsters: 2 Elite Chaos Warriors.



Scanned by: drathe

Permission to be hosted at:

WWWw.
¥Ye Ofde-lan’}
) _‘4

Aot

HeroQuest is © 1989, 1991, 1992, 1993 Milton Bradley Company.
All Rights Reserved
A Division of Hasbro, Inc.
Developed with Games Workshop.

Use of the HeroQuest Logo, Theme and Images are not intended as a challenge or
threat to their Copyrights. This document is made available for the sole purpose
of private use and may not be otherwise altered or sold, in whole or in part,
without the explicit permission of the Copyright holders.



http://www.yeoldeinn.com/hqforum/memberlist.php?mode=viewprofile&u=2
http://www.yeoldeinn.com/
http://www.yeoldeinn.com/

	Slide 1

