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, U:E:m 2&5 the equipped Hero 4 , & y ' U:-.Em 2&5 the equipped mm_‘o
conjures +1<¢% for each 1 spent W7 WS conjures +14% for each 1\ spent.
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Learn the %3 Spell. Gain _@ OR _q. Learn the 0% Spell. Gain H@ OR _<




Learn the Explore the Water Temple.




Explore the Forest Temple. Learn the .;., Spell. Explore the Fire Temple.




Learn the & Spell.

Explore the Shadow Temple.

(&)
N4
Attack a Goblin.

,,/\,

: Attack a Goblin.

additional for

each (7| rolled.

Gain N@ for
each Hero not

along the Coast.




Gain 2@ for
each Hero you
have outside of
your Castle.

A

Gain 2 for
each Hero you
have outside of

your Castle.

@S
%

Learn the 535 Spell. Explore the Desert Temple. Attack a Goblin.




Roll the Dice and Roll the Dice and
deal #: to a onjure €%, Advance the )
Goblin one of your Magic Token forward 2
_ Heroes is attacking
(&)
Attack a Goblin.

You may spend 2@
to advance one Hero

up to 2 spaces on

(&) a Temple Track.
>~H»nwwmo¢_m=. n




Move another one
of your Heroes up

to 3 Map Cards.
one space on

‘ : (count Map Cards
A a Temple .H-.nn_m. (& orthogonally)

Attack Mﬁcv::. . ‘ Attack v ncv::.

Advance one
of your Heroes

Deal 1% to Conjure 28
a Goblin that one Advance the Magic
of your Heroes oken forward 2 space
is attacking. - on the Magic Track.

L3
Attack a Goblin.
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Roll the Dice and
deal % to a
Goblin one of your
Heroes is attacking

7S
7

Attack a Goblin.
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=< BaccLe cue Twin KRAKeNs 2w

—T0 ComPLETE THIS QUESTC— ‘

Have 2 of your Heroes on opposite

Coasts in the same row or column.

(Neither may be in your Castle)

=< GUARD tHe King's Roab

—T0 ComPLETE THIS QUESTC— ‘

Have all 3 of your Heroes
in a horizontal line,
each on separate Map Cards.
(None may be in your Castle)

w‘”) }hn Oy

—T0 ComPLETE THIS QUESTC— ‘

>

Have 2 Heroes W
in another
player’s Castle. Lt

Move any 1 of your Heroes to
any Map Card of your choice.

Z - 7 R - N {“; — 3
ot SWEEP AUT THE CEMPLES om

—)T0 ComPLETE THIS QUESTC— ‘

Have all 3 of your Heroes on Temples

o< J0In THE BARD'S GUILD 2w

—T0 ComPLETE THIS QUESTC— ‘

Have 1 Hero on a Temple,
1 on an Obelisk, and 1 on a Portal.

e

=< DELIVER THE ROYAL DECREES o

—T0 ComPLETE THIS QUESTC— ‘

Have all 3 of your i

Heroes at least 3 Map

| Cards away from your :* .

Castle. Count Map
Cards orthogonally.[ I :E]
&

< CRamn cHe GRYPHONS >

—T0 ComPLETE THIS QUESTC— ‘
Have all 3 of
your Heroes in a
' diagonal line, each on [:ﬂ ]
separate Map Cards.

(None may be
in your Castle)

= AP tHe LAND D
)10 COMPLECE THIS QUeSTL— |
Haveall 3 of your oy
Heroes at least 3 Map _I_] 1
' Cards away from each Ilt |
other. Count Map

Cards orthogonally.

(None may be
in your Castle)

(|*

=< LIGHT THE CURSED Beacons om

——)T0 COmPLETE CHIS Quest— §

Have all 3 of your Heroes on
separate Map Cards on the Coast.
(None may be in your Castle)







END THE TnL.

70 COMPLECE THIS QUESTL— |

'~ Have all 3 of your
Heroes on separate |
Map Cards not S
connected to =
the Coast.

[ake any Goblin Token in play,
and not attacking another Hero,
and place it in your score pile.
(Do not replace until end of round)

Complete
the Forest
Temple.

..,m
2 EouipBow -

During Night, the equipped Hero may
% a Goblin from an adjacent Map Card,
as long as it is not attacking another Hero.|
(Hero may not be in a Temple or Castle)

Complete
the Water
Temple.

At the end of the Day, 7
immediately roll the Dice and

gain 1§ for each (V] rolled.

70 COMPLECE THIS QUESTL—

Have 2 Heroes

on the center EE]

Map Card.

Advance your Spell Token 189

in the Spell Library.

Complete
the Forest
Temple.

ZTEPARY

Instead of moving normally,
the equipped Hero may move
up to 3 Map Cards to a Grotto.

Count Map Cards orthogonally.

Complete
the Desert

e equipped Hero may ——

lv spell level higher than
what is granted by the Magic Track.
(This Hero must be at the Spell’s Obelisk)

Scuby wicd Foreien WizarDs

70 COMPLECE THIS QUESTL—

. Have your Heroes on 3 Map Cards that create
i this formation. (None may be in your Castle)

i

Advance your Spell Token 189

in the Spell Library.

Complete
the Water
Temple.

LT CurRey

When the equipped Hero enters
a Temple, immediately advance it to
the first space of the Temple Track.

Complete
the Desert

ZEPCane

Instead of moving normally >
the equipped Hero may
always move By Foot.
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First: Second:

-8

Take Damage Gain Power Conjure Magic /
Take Damage

In any order after:

i ol ’
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2 x| \

Torch Scroll  Attack Goblin
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First: Second:

56

Take Damage Gain Power Conjure Magic /
Take Damage

In any order after:

i ~5 4

'

) 7@ = s
2 x| \

Torch Scroll  Attack Goblin

(
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First: Second:

G-8-

Take Damage Gain Power Conjure Magic /
Take Damage

In any order after:

i ol ’

‘

LS - -
2 x| \

Torch Scroll  Attack Goblin




o< DISCOUER L0ST TREASURE Om
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Complete
the Ice

When the equipped Hero is a

a Goblin Portal, each & you've ||

taken deals 138 to that Goblin.

—T0 ComPLETE THIS QUESTC—

.

Complete
the Fire

When the equipped Hero moves to
a Portal, immediately roll the Dice
and deal 178 for each [V rolled.

All your Heroes on Portals,
on Obelisks, or on the last space of a
Temple Track MUST return to your Castle.

For each Hero returned gain 1¢9 OR 17} .
(all your other Heroes MUST stay)

Instead of moving normally,
the equipped Hero may
always move By Gryphon.

Complete
- the Shadow

When the equipped Hero moves to a
Map Card immediately roll the Dice |

and gain 1V for each (V] rolled.

All your Heroes on Portals,
on Obelisks, or on the last space of a
Temple Track MUST return to your Castle.

For each Hero returned gain 1¢9 OR 17} .
(all your other Heroes MUST stay)

—T0 ComPLETE THIS QUESTC—

e

Complete
the Fire

The equipped Hero only needs to

spend 1 to advance 1 Q &
instead of spending 2°¥.

H
5
;, DISCOUER L0ST TREASURE

Complete
- the Shadow

At any time, you
may convert @ into W
(But not the other way)

All your Heroes on Portals,
on Obelisks, or on the last space of a
Temple Track MUST return to your Castle.

For each Hero returned gain 1¢9 OR 17} .
(all your other Heroes MUST stay)
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First: Second: Third:

66 68

Take Damage Gain Power Conjure Magic /
Take Damage

In any order after:

S

&

Torch Scroll  Attack Goblin




All your Heroes on Portals,
on Obelisks, or on the last space of a
Temple Track MUST return to your Castle.

For each Hero returned gain 1¢9 OR 17} .

(all your other Heroes MUST stay)







dvance your mwm: Toke Deal 3% to each
2 8P in the Spell Librar ol

ONLY if you have a Hera X ki
. on that Spell’s Obelisk. O ero attacking.
Attack a Goblin. Attack a Goblin.

Goblin you have a

top of the deck E:_
its reward.

Attack a Goblin.









