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WotC
Contents
Dungeons & Dragons: The Fantasy Adventure Board Game

Contents
- Player's Guide (12pp, stapled) - INCLUDED
- Dungeon Masters Guide (32pp, stapled) - INCLUDED
- 5 Double-Sided Gameboard Maps - INCLUDED
- 4 Hero Boards with 102 Counters - INCLUDED
- 2 Double-Sided Pages of Map Tokens - INCLUDED
   18x Doors, 19x Chests, 22x Traps, 3x Trees, 6x Pillars, 3x Ooze Tokens, 
   4x Dead Hero Tokens, 1x Skeleton Key
- 40 Miniature Figurines - INCLUDED
   4x Heroes (Redgar the Fighter, Lidda the Rogue, Jozan the Cleric, Mialee the Wizard), 
   36x  Monsters* (4x Bugbears, 5x Gnolls, 4x Ogres, 2x Carrion Crawlers, 6x Goblins, 
   3x Trolls, 1x Lich, 6x Skeletons, 2x Wights, 3x Wraiths)
- 146 Cards - INCLUDED
   39 Monster Cards (4x Bugbear, 2x Carrion Crawlers, 5x Gnolls, 6x Goblins, 1x Lich,
   4x Ogre, 3x Ooze, 6x Skeleton, 3x Troll, 2x Wight, 3x Wraith, 1x Gnoll Leader, 1x Goblin
   Archer, 1x Goblin Scout), 37x Weapon Cards, 10x Artifact Cards, 20x Potion Cards, 
   21x Spell Cards, 7x Booby Trap Cards, 4x Character Cards, 5x Initiative Cards
-10 Dice (4 black, 6 colored) - INCLUDED


* 1 image of each monster figurine
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The Conquest

Four Heroes have 6amfed togetﬁer to defeat the
orces at work in the Dungeon- Many cﬁaffenges (ie aﬁeac{

and the creatures there are vile and dangerous- But the four
are among the few who have the sill and bravery o succeed.

The Dungeon Master awaits, laying out the Dungeon
ameﬁoarofs ﬁffetf with treasure, Monsters and traps. The
Heroes are ﬁattﬁng to comyfete the Oﬁjective in eleven

increasing(y-cﬁ‘ﬁ%uf’c Adventures. They may ﬁmf Jtems

to ﬁeﬁo them in chests along the way- .
defeat

For the Heroes t0 win, they must work togetﬁer to
to destroy them. The

the Dungeon Master, who s tryin

@aneon Master wins tﬁ«@ 8@1’”9 ﬁﬁe ‘]'(61’065 are St%oe §
Will the Heroes win tﬁmugﬁ or is it to be the

Dungeon Master’s victory?

CONTENTS
USING THE GUIDES

5 double-sided
gameboards
36 Monster fi , 4 Hero figur

: gures, 95 Item £5 The guide X

5 Initiative cards ; Remind:rds’ dS 9 Monster cards,  play g:the D]:;)Oklets detail all you need to know t
boards, 104 ‘ cards, 10 dice, 4 H ngeons & Dra ©
- Toodorierd Deatdshife ,4Hero  players, i " gons board game. Al
- ; ts of t b , includin e. All
Guide, Dungeon Master Guide et Jiby & should read sectiof 1 ‘theh Dot

4 in this guide carefull
y.



1 CHOOSIDG YOUR ROLE

The game requires between two and five players. One of you must play
the Dungeon Master, who controls the Adventure boards and the Monsters
in the Dungeon. Everyone else represents a Hero.

If you do not have enough players for each Hero, one person should
play more than one Hero. There must always be a Dungeon
Master and four Heroes being played.

Refer to your Hero’s Reminder card during the game to see
what they can do.

A mighty Human Fighter, Regdar is strong and
powerful in battle.

BASIC ITEMS
LEVEL 1 LEVEL 2 LEVEL3
* Single-handed  « Double-handed ~ * Greatsword
Broadsword Broadsword L
SPECIAL ACTIONS:
« Add 1 to attack score rolled in melée attacks

LIDDA
Lidda is a Halfling Rogue, short on physical strength, but powerful
at using sneak attacks and able to disable traps. A useful ally! See
‘Special Actions’, below, to see why.

BASIC ITEMS
LEVEL 1 LEVEL 2 LEVEL 3

* Yondalla’s Amulet o Yondalla's Amulet Yondalla’s Amulet

* Balanced « Poisoned Blowpipe  * Relentless Bolass
Throwing Dagger

SPECIAL ACTIONS:
* Sneak
« Search for/disable traps

When Lidda disables a trap, take an unused Trap token.

Gathering 3 tokens gives Lidda 2 extra Hit Points.
3



JOZAN

)

Using his skills as a Cleric, Jozan has the power to ‘turn’
undead Monsters, which are indicated by a skull on the
left-hand side of the Monster card. See ‘Special Actions),
below. He is also a magic user, specialising in healing.

BASIC ITEMS
LEVEL 1 LEVEL 2 LEVEL 3
* Greater ; ¢ Greater ¢ Greater
Restoration Restoration Restoration
Spell Spell Spell
. Crosgbow * Mace of Faith Sacred 5
of Faith Crossbow

of Pelor
- et e 2 " —
Jozan must carry the Greater Restoration Spell at
the start of each Adventure.

-
-]

SPECIAL ACTIONS:
e Turn Undead

 Heal (Heal any Hevo you are standing next to.

An Elven Wizard, Mialee knows how to use magic to
her advantage. She is capable of the most powerful
attacks of all the Heroes. However, she needs magic for
her protection too, so use her spells wisely.

BASIC ITEMS

LEVEL 1 LEVEL 2 LEVEL 3
* Magic Missile  « Burning * Fireball Spell
* Shortbow of Hands Spell » Longbow of

the Ancients « Blessed Bow the Elven
of the Elves Lords

SPECIAL ACTIONS:
* None

THE DUNGEON MASTER SHOULD NOW START READING THE DUNGEON
MASTER’S GUIDE. All other players should read points 2 to 8 in this guide.
4



HERO CARDS

LEVEL

Each Adventure has a level (1, 2 or 3). Set your Hit
Point and Spell Point counters to the appropriate
level at the start of each Adventure.

CHARACTER NAME AND SYMBOL
Look out for matching symbols on Item cards.

Both Heroes and Monsters have an Armour
Class (AC) rating, which helps protect them from
damage.

&= ﬂj{}'z-ﬁn¢

@ oo gLl

al follower of Pelons

Some Heroes are magic users. They have a Spell
Point counter. The maximum number of Spell
Points is indicated for each level. Adjust your points
during the game with a Marker token on the Spell
Point counter. You can never go above your original
number of Spell Points for each level.

L_ITTEMS IN USE_

N N HTTSPOTNTECEOTINIFERES

Your Hero has a certain amount of stamina, shown
by Hit Points. They can be lost in combat and may
be regained through Items or Spells. Adjust your
points during the game with a Marker token on the
Hit Point counter. You can never go above your Hero's
original number of Hit Points for each level.

Items you are carrying but
not currently using.

L MAXIMUM ITEMS

Total number of Items your
Hero may possess.

Some Heroes have skills they can use that are
beyond brute strength, as shown. See ‘Special
Actions’.




2. BEGIDDIDG THE QUEST

The Dungeon Master (DM) will now place the Dungeon gameboards on the table and put the first door
in the starting room. The DM will then read out the Adventure, level and Objective for the Heroes.
Take the Hero board of your chosen Hero. If this is your first Adventure, take the Level 1 Basic Items for
your Hero from the Item cards, as shown on pages 3-4 . Set your Hit Point and Spell Point counters to the
correct level. Place all the Hero figures in the starting room. Choose a Hero to open the door and stand
them in front of it. Other Heroes must be on a space in the room.

3 OPEDIDG THE DOOR

Say aloud that you wish to open the door. Turn the door token over and deal out the Initiative cards, face
down. Do not look at them yet. The DM will lay out the new room.

4, IDITIRTIVE CARDS

The order of play is decided by the Initiative cards. They show a number from 1 to 5, with 1 being the first
person to play and 5 being the last. Every time a Hero opens a new door, the order changes. The Heroes’
should shuffle and deal the Initiative cards, face down, one to each character, including the DM. Turn
them over only when the DM has finished laying out the room. Continue play in order of the Initiative
cards until you open a new door.

5% ACTI®DS

Each Hero may take 2 Actions on each turn. You can choose to take 1 or no Actions if you wish.

The following Actions are all possible within the MOVEMENT

ame and use 1 Action each:
& @Each Hero and Monster can move a set

* Movement number of spaces, shown on their Hero or

* Opening a Door Monster card e.g. Regdar = 4. You can move them
+ Combat with Weapon or Spell up to that number of spaces on your turn, either
(see Combat on page 9) horizontally or vertically, but not diagonally.

* Opening a Chest Characters cannot pass though walls, pillars, trees,

* Changing an Item chests or closed doors. A character may not end

SPECIAL ACTIONS their turn on the same space as another Hero or
Only certain Heroes can do some of these Monster.

(see Hero card). Heroes can pass through other Heroes but not
* Casting a Spell normally through Monsters.

* Searching for Traps Monsters can move through other Monsters, but

+ Disabling Traps not through Heroes.

 Turning Undead
* Healing
* Sneak



OPENING A DOOR

Heroes can open doors to new rooms by moving
next to it and saying “Open” out loud and turning
the token over. The Initiative changes immediately.
It is possible that the player who has just had their
turn will now have the first Initiative card and be
required to play again, so be ready to keep going!

Doov Token (closed)

Door Token (open)

Some doors are locked. If this is the case, the
Heroes need a skeleton key that opens locked
‘I_ ! doors. Unlocking a door immediately opens

it. Note: keys do not count as an Item and are

¥ carried by the group, not an individual.
When a door is opened, the DM lays out the next room.

OPENING A CHEST

===% To open a chest you must move on to
» EE the Chest token and have an Action left
n p to open it. (If you cannot open a chest

on your turn, you cannot move on to it.) Item cards
will be in a deck next to the gameboard. Take the
top card to reveal the contents, unless the DM tells
you it contains a Special Item. Remove the Chest
token from the Dungeon.

You can always pick up an Item, but you may have
to discard another Item to keep it. If you set off a
booby trap, follow the instructions on the card.
Your turn ends immediately.

CHANGING AN ITEM

You can change one Item that is ‘in use’ with one
from your Knapsack on your turn. You may also
change an Item with another Hero, but must be
standing next to them. See point 6 ‘Ttems’.

SPECIRAL ACTIODS
CASTING A SPELL

A Hero who can use magic can cast spells. The
number of Spell Points needed to cast a spell is

shown on the Item card. The spell must be in use by £

your Hero and they must have enough Spell Points
available. This may be different for each magic user.
Adjust the Spell Point counter after use. You can
keep spells until you choose to discard them.

SEARCHING FOR TRAPS
Some Heroes, if they have the ability, can check a
room for Traps, by rolling the ‘Search’ die. The
results only apply to the room you are in.

Reveal nearest trap Reveal 2 nearest traps

If the die shows one or two eyes, you discover the
nearest one or two traps. The DM shows them on
the board with a Trap token and reads the trap type

This means your search shows
nothing — but there could still be
traps in the room.

I
=
Q
=
o

Search
unsuccessful
You can try to reveal traps as many

times as you like in each room,
unless you roll this symbol, which
means you cannot search that room

anymore.
Stop searching

DISABLING TRAPS

Discovering a trap does not make it safe, however.
To disable a trap so anyone can walk there, a Hero
with the necessary ability must stand on the trap
and roll the ‘Disable Trap’ die.

If you roll a disable trap symbol, the
trap is disabled.

Rolling this symbol means you spring
the trap and suffer the consequences,
which the DM reads out.



‘TURNING’ UNDEAD

Undead are once-living Monsters
animated by supernatural forces.
Some Heroes, if they have the ability,
attempt Undead
Monsters anywhere in the same room
by rolling the ‘Turn Undead’ die.

can to ‘turn’

Undead Monsters are shown by a skull symbol on
the left-hand side of their Monster card. When a
Hero rolls the same or greater than the number
next to the skull on the Monster's card, that
Monster is ‘turned’ and misses its next turn!

6.

HEALING

Some Heroes have the natural ability to heal other
Heroes. This is shown on their Hero card.

SNEAK

During their movement, a Hero capable of Sneak
can move through a Monster. This does not count
as another action. If they attack the same Monster
afterwards on the same turn, add 1 to the attack.

ITEMS

There are four different types of Item available to
Heroes — Weapons, Spells, Artifacts and Potions.

Item type e.g. Spell

Level

Spell cost for
Wizard Symbol

Spell cost for
Cleric Symbol

Melée Symbol

Ranged Symbol

Items you are carrying should be placed beside
your Hero card. The maximum number of Items
that can be carried is shown. Items on the left hand
side of your Hero card are ‘in use’. You may carry
extra Items on the right hand side of your Hero
card, in your ‘knapsack’.

Potions count as an Item, but can be drunk straight
from your knapsack at any time. They are never ‘in
use’. Drinking a potion does not count as an action.

BASIC ITEMS

Each Hero has a selection of “basic Items”, which
they begin the game with and are restored to after
a Hero has died. These basic Items change with the
Hero’s level. Basic Items are shown on pages 3-4.

8

ITEM CARDS

Heroes can find Items in chests throughout the
Dungeon. Any Items carried by a Hero can be placed
either to the right of their Hero card in their ‘Knapsack’
or to the left, ‘in use’ — the type and number of Items
that you can use is shown. If you pick up an Item, you
may bring it straight in to ‘use’ if you are able.

When an Item is found and the Hero cannot carry
any more, discard either an existing Item or the
new Item. The Item cannot be given to another
Hero on this turn (see ‘Changing an Item’).
Potions can only be used once and should then be
discarded, while Weapons, Spells and Artifacts are
normally multiple use. Only certain characters may
use some Items, as indicated on the Item card.

SPECIAL ITEMS

. This symbol indicates a Special Item. The
=4 DM awards it to the Hero who discovers it.
If you discover a Special Item, add it to the Items
you are carrying. You may need to discard a current

Item to be able to carry it.

Should a Special Item be discarded or lost, it will
not reappear in that Adventure. Put it in the Item
card discard pile, where you might find it in a later
Adventure.

NOTE: if a Hero is dead at the end of an
Adventure, all Items they have collected are lost.



7 COMBAT

Combat involves attacking a Monster with a
weapon or a spell.

Some cards feature a special die. Roll it
at the same time as the attack dice. If
the shows, the consequence takes
place.

RE-ROLL
,.r:—-; Allows you to roll one of the dice again.
POWER ATTACK

Roll the attack dice shown in the Power

", Attack section and the special die instead
* of the normal attack. If this symbol is
rolled, the weapon is lost. Discard the card.

%@ ATTACK TYPES
Each weapon and attacking spell has power shown  There are two types of attack available:
by the attack dice on the card. These are the dice that
should be rolled when attacking with it. Attack
strength is shown by the total number of swords you

roll.
: =, Ranged attacks can be used only over
Some weapons also have a Power Attack, which A greater distances or diagonally. Unless

you can choose to use instead of the normal attack. otherwise stated, ranged weapons fire
This is a more powerful attack, but is more risky. single shots in a straight line. The centre of
the opponent’s square must be in clear
sight of the centre of the Hero firing the
weapon’s square.

7. Melée attacks are close combat attacks that
can only be used when standing next to an
opponent (not diagonally).

You can only attack Monsters. You may not make
an attack when there is no Monster in range.

LINE OF SIGHT EXAMPLE

Pillars, trees and walls block ranged
weapons. A Hero does not block another

Hero'’s shot and a Monster does not block
another Monster’s shot.

WALL
BLOCKING

MONSTERS
BLOCKING

o
1
IN SIGHT



ATTACKING
To attack:
1. Say aloud who you are attacking and with which weapon or spell.
2. Roll the dice, as shown on the matching card.
3. Calculate the damage of the attack (see below).
4. Adjust Hit Points and Spell Points on Character and Monster cards.

CALCULATING DAMAGE FROM COMBAT
To work out the damage of an attack:
* Add up the number of swords rolled by the dice (plus any extras),
¢ Minus the Armour Class for that Monster or Hero.

The total is the number of Hit Points that Monster or Hero loses. Once all their Hit Points are gone, that
Hero or Monster dies and does not continue in that Adventure, unless brought back to life.

COMBAT EXAMPLE:

Lidda is fighting a Goblin and attacks with her Balanced Throwing Dagger. She rolls 2 swords. The Goblin’s
Armour Class is 1, so it takes 2 - 1 = 1 Hit Point of damage.

DEAD HEROES

8 Ifa Hero dies during an Adventure, put their Hero token on the board where they die and remove
their figure from the board. If brought back to life by another Hero, the Hero returns to the same
space. Otherwise, they take no further part in the Adventure.

All Heroes completely recover before the next Adventure. Dead Heroes lose all the Items they have
collected in past Adventures (unless brought back to life). They return with their basic Items for the
appropriate level of the next Adventure — taking them back from another player if necessary. Lost Items are
discarded to the current Item card discard pile.

To have the best chance of completing the Adventures, try to keep as many Heroes alive as possible.

8. CODTIDUIDG PLAY

Keep playing until the Adventure ends in one of  part in this Adventure. Items still in the Heroes’
two ways: possession can be distributed amongst themselves
1. The Heroes win when at least one Hero  before starting the next Adventure. Skeleton keys

completes the Objective as described by the ~ must be discarded.

Dungeon Master, or Now play the next Adventure (or repeat this one if
2. The Dungeon Master wins when the the DM wins). The series of Adventures is a

Adventure Objective can no longer be  campaign which you should battle through to win.

completed. If you complete an Adventure but will not
As soon as the Heroes complete the Objective, that ~ continue the game until later, make a note of the
Adventure ends and no further chests can be  Items each Hero has, to carry on when you play the
opened. Any remaining Monsters cease to playany ~ next Adventure.

10
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Fear is rising throughout the land of
Rallion, as dark forces wreak destruction
wherever they roam. Rumours abound that a
once-defeated lich Lord has returned to
mastermind the terror.

Four Heroes — Regdar, Jozan, Lidda and
Mialee — have banded together to find the
source of this evil and destroy it for all eternity.

They set off, each ready to face whatever perils may

lie ahead. ..

PLAYIDG THE DUDGEOD MASTER

You have chosen to be the Dungeon Master
(DM). You play the unseen hand that guides
the creatures of evil in each Adventure. You
take control of all the Monsters, traps and
doors in the Dungeon. Your aim is to
prevent the Heroes from completing the
Objective for each Adventure.

Each Adventure plan details the layout of the
Dungeon for that particular Adventure and
shows the Monsters you will need to take into
the Dungeon with you. Only the DM can
look at the Adventure layout and the
Monsters involved.

Follow the steps in this guide from 1 to 5.




1. STARTIDG THE GAME

1. Place the Dungeon gameboards on the table as
shown in the Adventure layout on page 9 of this
guide. Do not put anything on them yet. Each
board is numbered to help you identify it easily.

N

. Put a closed door token in the starting room
where shown. Tell the Heroes this is the starting
room and let their figures be placed there.

W

. Separate the cards into three piles — Item cards,
.. Special Item cards and Monster cards.
Keep the Monster cards and Special Item cards
beside you. You'll need these to introduce
Monsters and these Items into the game as the

Adventure takes place. Do not mix Special Items
in with other cards.
4. Announce the level of this Adventure (1, 2 or 3),
as shown in the top left of the Dungeon layout
page. Take all of the Item cards for any level
higher than this and remove them from the deck,
out of play. Shuffle and place the remaining cards
next to the gameboard in easy reach of all the
players, to form the Item card deck.
Read out the Adventure and Objective.
6. Check the Heroes have taken their Basic Item
cards for this Adventure.

A

2 SETTIDG AP A ROOM

The Heroes will open the first door and deal

the Initiative cards, face down. Do not look at

your card.

You must set up only the new room. Do not set up

the whole Dungeon. It develops room by room.

Look at your layout, then:

* Position closed door tokens (if any) in the new
room where shown.

e Place any chests, trees and pillars on the
appropriate spaces.

* Place any Monsters in the room (see ‘Placing
Monsters’ in section 3).

* Lay out the matching Monster cards in front of

you, with the correct number of Hit Point tokens

beside each.

Secretly look to see where any traps are in the

room, but do not tell the Heroes.

OPENING DOORS

Heroes open the door to a new room by moving

next to it and saying “Open”.

LOCKED DOORS

Some doors are locked. Tell the Heroes only when
they try to open it and tell them that they need a
skeleton key to do so. Once they have the key, they
must return to the door and open it as normal.
Unlocking a door immediately opens it.

CHESTS, PILLARS AND TREES

Place these items on the squares shown on the
Adventure layout.

Chest



Heroes can open chests, where they may find
useful items or booby traps. The Hero must draw a
card from the Item card pile to see what is in the
chest. They cannot be opened by Monsters.

30

This symbol on your adventure layout
shows a special chest. It uses the same
token as other chests, to keep it secret
from the Heroes. When a Hero opens it,
give them the Special Ttem described.

TRAPS

This is a trap symbol. There are different
types of traps in each Adventure.

When a Hero stands on a trap, shout “Trap!”. The
Hero must stop on that space. Read out the trap
description to the Hero. The trap may do damage
to them, or cause something else to happen. The
Hero’s turn ends.

Heroes can search for traps, by rolling the ‘Search
for traps’ die. The results only apply to the room
that Hero is in.

Reveal nearest trap Reveal 2 nearest traps
Place that number of Trap tokens on the nearest
trap space(s) to the Hero.

Then read the trap type aloud.

If there are no traps in the room, you must tell them.
The search is unsuccessful — do not
show the Hero any traps that may be
in the room. If there are no traps, do
not tell them.

Search
unsuccessful

The Hero cannot search that room
anymore.

Stop searching

DISABLING TRAPS

A trap that has been searched out by a Hero is still
not safe. To make the trap safe, they must roll the
‘Disable Trap’ die.

The trap is disabled. Turn the Trap
token over to show it is safe.

The Hero has sprung the trap. Read
out the consequences.

Turn the Trap token over to show it
has been sprung or disabled. This
space becomes a normal space.

Your Monsters can pass through Trap spaces
without setting the trap off. However, they can
be affected by the consequences of a Hero
springing a trap e.g. fireballs.




This is how a game in progress might look. Item Deck

Trees
Undead Die Chests

Adventure outline
and Objective

Traps
Unused Room

Door

No. of Monsters in room Special Item card Monsters available



Open Door Herg Card

Combat
Dice

Special
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Hit Point Counters @ Trap ,
F:F; Special Chest n Pillar 5



3. dSIDG MODSTERS

There are many foul and vicious Monsters. Each
has their own type and number, e.g. Goblin 1.

Each Monster has a figure or token to show their
position on the board and a matching Monster
card. The number of each Monster is shown on the
back of the figure and on its card. It does not matter
which order you use Monsters in — all Monsters of
one type are the same. See back page of this guide
for Monster types.

Each Monster also has an Armour Class, Hit Point
and Movement value. Some Monsters also have
special abilities. Use them well!

Monster’s symbol, name and number

Undead Value

Armour Class

Hit Points

Movement

Special Ability

PLACING MONSTERS

The Adventure layout shows how many Monsters
and of what type must be placed in each room. You
may put most Monsters anywhere in a room,
except for a space in front of a door. Sometimes a
Monster has to go on a specific gameboard space.
This will be shown in the Adventure layout.

Put a Monster on the board and place its
matching card in front of you. Put the correct
number of Hit Point counters beside it.

<

They can move through other Monsters, but not
through Heroes, pillars, trees, chests, walls or
closed doors. A Monster may not end its turn on
the same space as another Monster or Hero.

The ‘movement’ number on a Monster
card shows how many spaces that Monster
can move.

Place any further Monsters for the current room
onto the board, with their matching card in front
of you.

UNDEAD MONSTERS

Some Monsters are ‘Undead, foul creatures that
have returned from the grave, shown by a skull on

the left-hand side of their card.

Q

The number next to the skull shows their
‘undead value’. An undead Monster can be
stunned for one round by a Hero with
powers to ‘turn’ undead creatures. If one of
your undead Monsters is ‘turned’, it must
miss its next go.

YOU CAN NOW LOOK AT YOUR
INITIATIVE CARD.



4. CODTIDUIDG PLAY

Play takes place following the order of the Initiative cards (1 goes first).

MOVEMENT AND ATTACK

~On your turn, you can do up to two things with every Monster currently on the board, in any order:

+ Movement — a Monster can be moved any number of spaces up to its maximum allowance (shown on
its card). This can be horizontal and/or vertical, but not diagonal.

« Attack — choose whether to send your Monster into combat. See ‘Combat’ on page 9 of the Player’s Guide.

You must finish one Monster's Movement and Attack before you begin another's.

You can decide not to move or attack with a Monster or not to attack and take a double move. If you have .-

no Monsters to move, play passes on to the next Hero.

‘TAPPING’ MONSTER CARDS

On your turn, once a Monster has been used, turn
its card horizontally to indicate this. This is called
‘tapping’. At the end of your go, turn each used
Monster's card back to the vertical position. If the
Monster has been defeated, remove the figure and
its card from play for the rest of the Adventure.

If a Monster is forced to miss its next turn, ‘tap’ its
card to show this.

5. RUDDIDG THE GAME

We recommend that you play the Adventures
through in order.

Ensure you read out the Objective at the start of
each new Adventure. Keep watching for traps and
remember, as Dungeon Master it is your Dungeon
and you must control it.

Keep your eye on the Objective for each
Adventure. As soon as the Objective can no
longer be completed (e.g. all the Heroes die or
they lose an Item they need etc.), you win!

If at least one Hero succeeds, they win the
Adventure. Read out the conclusion at the end of
the Adventure, which leads you on to the next one.

EXTRA PLAY
There is a blank layout in the middle of this guide
for you to photocopy when you have completed
all eleven Adventures. Use it to create more
fiendish, devious Dungeons following these tips:
* Make sure you don’t put more features (e.g. trees)
into an Adventure than there are in the game.
* Try to keep the Heroes guessing — don’t make the
Adventures too obvious.
* Give the Heroes a good challenge with a chance
of winning to keep the game interesting.

* Check out www.danddgame.com for more tips.

Being the Dungeon Master is a vital part of the game. Be aware of what is happening in your
Dungeon at all times, but most of all enjoy yourself!
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LEVEL 1 Adventure 3: The Haunted Village

The Heroes meet an old man, who tells them the tale of the ‘Orb of True Seeing, which lets its
owner see for miles avround. So they knew the Heroes were coming! Once used, however, the Orb
vanishes, usually reappearing somewhere nearby. Rumours abound that it is in the village of
Yeland’s Cross, which has been overrun by Angor’s henchmen.

Objective: find the Orb to prevent it falling into the wrong hands...

SPECIAL ITEM -
ORB OF TRUE SEEING

PIT TRAP
Hero loses 1 Hit Point

~ EVIL RESURRECTION TRAP
“ last Monster killed reappears anywhere
in its starting room. |

- & e D _ & —

i1t
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3

?? START
B

...the Heroes got there in the nick of time! Well done! Next to the Orb, they find a half-scribbled
ransom note that was never delivered. It seems the Sheriff is close!

12



LEVEL 1 Adventure 4:
The Key of Kallictakus

The note the Heroes discovered suggests the Sheriff
of Holbrook is still alive and captive in an
abandoned watchtower nearby. The tower is
quickly found, but it has been magically locked.

Objective: release the Sheriff by finding
the Skeleton key of Kallictakus and
opening the watchtower...

SPECIAL ITEM - SKELETON
KEY OF KALLICTAKUS.
WHEN THIS CHEST IS
OPENED, MONSTERS
APPEAR IN START ROOM.

MONSTERS IN THIS ROOM
MUST BE PLACED IN THESE
SPACES.

...the Sheriff is grateful for his release. The Heroes
have done well, but the Sheriff has a dark tale to tell
of a gathering army of Monsters. Can it be true?

Congratulations your Heroes have now
gained in experience and have risen to

level 2!
13




LOCKED DOOR

—~WATCHTOWER

2xﬁ 1Xw 2x$

THESE MONSTERS APPEAR IN START
ROOM WHEN SKELETON KEY IS FOUND.

PIT TRAP
Hero loses 1 Hit Point.

FIREBALL TRAP

;._?I,..-’" all living things in the room lose
1 Hit Point. Does not affect undead.

% @ POISON DARTS TRAP

Roll Lﬂ tﬂ Hero loses that many
Hit Points.

e e et e el - ST




LEVEL 2 Adventure 5:
The Army of Darkness

While the Sheriff was imprisoned, he overheard
that Angor's Monsters were part of an army now
gathering in an old fort on the Forest's northern
edge. The Sheriff must return to protect Holbrook,
but if the Heroes use the element of surprise they
can wipe out this army of darkness before it
becomes too strong.

Objective: attack the fort immediately
and defeat all the Monsters...

... At last the fort is cleared of Monsters! A fine result.
Outside the fort, some movement catches the Heroes
eye. Who could be running off into the forest?

EVIL RESURRECTION TRAP
last Monster killed reappears anywhere
in its starting room.

.~ POISON DARTS TRAP

W Roll LF LF Hero loses that many
Hit Points.

15
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CREATE YOUR OWN DUNGEON

Photocopy this sheet, cut out Monsters and create Adventures of your own by drawing on the Dungeon |

17
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LEVEL 2 Adventure 6: The Pursuit

Deciding to give chase to whatever ran from the fort, the Heroes follow a path through the forest,
arriving at the two towers of Malbuck. This site is the final resting place of Thangrin the Bold, who
defeated an entire demon army wearing the legendary Cloak of Boccob. Perhaps the cloak is still
here! If so, it must be kept from enemy hands.
Objective: find the Cloak of Boccob...

SPECIAL ITEM — | l

SKELETON KEY ~ @

3 2 x 1 x
@ SNARLING ROOTS TRAP ]

Hero misses next turn.
TREAT GRASSED

EVIL RESURRECTION TRAP
. last Monster killed reappears anywhere
in its starting room.

STRAN_GLING CREEPERS TRAP
@ Roll L-:ﬁ' l}ﬁ Hevo loses that many
Hit Points.

R = B
19



SPECIAL ITEM - CLOAK OF BOCCOB

/ LOCKED DOOR

i B
Méﬂ 'PT @ &
B
& B 8 8
® @| START

o] 0}
&2

el

' AREA AS ONE ROOM.

... The Heroes have battled bravely to find the Cloak of Boccob at Thangrin’s shrine. However, the
warrior's magic sword has been stolen! Whoever yields it has much power. ..
20



LEVEL 2 Adventure 7:
Lair of the Troll

Thangrin the Bold’s armour and sword, the
Disobedient Servant of Kord, held a special bond. The
magic power of the sword draws the armour to it and
the Hevoes are led to the ancient temple of Gallamet
on the edge of the forest. The temple has been taken
over by Skurduk, a Warrior Troll, the one who
defeated Thangrin many years before, and only the
sword can harm him.

Objective: find the Disobedient Servant
of Kord and use it to defeat Skurduk...

SKURDUK

...A magnificent effort! The Heroes have recovered
Thangrin's treasure, and find themselves outside
the temple of Gallamet itself. From the depths of
the temple the stench of the undead fills the air!

@ STRANGLING CREEPERS TRAP

Roll ‘_"H' '._-'SEI' Hero loses that many
Hit Points.

* - SNARLING ROOTS TRAP
“" Hero misses next turn.

EVIL RESURRECTION TRAP
last Monster killed reappears anywhere
in its starting room.

21

SPECIAL ITEM - DISOBEDIANT SERVANT
OF KORD (THANGRIN'S SWORD)

1x
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MONSTERS IN
THIS ROOM MUST
BE PLACED IN
THESE SPACES.

BOTH DOORS

OPEN AT THE
SAME TIME.




LEVEL 2 Adventure 8:
Temple of Terror

The rotting stink indicates a strong undead
presence within the once-holy temple of Gallamet.
As the Heroes enter the temple, they discover many
Monsters, undead or otherwise, ready to destroy all
the villages around the forest.

Objective: the Heroes must defeat all the
Monsters in this foul place...

... With great skill, the Heroes destroy the last of
the Monsters. A splendid victory. Yet as the last
Monster dies, a portal appears in the room and a
terrible undead being laughs, “You fools will never
stop me from rising again. Come to the Keep of
Shadows and you shall see! Ha, ha, ha!”.

Congratulations your Heroes have now
risen to level 3!

WEB TRAP
Hero misses next turn.

}rh _ POISON DARTS TRAP
. o S
. ::': Roll Lﬁ y 'Lﬁe' Hero loses 1 Xw

that many Hit Points.
EVIL RESURRECTION

TRAP 4
last Monster killed reappears 1 XM

"
#

*
_i

————

anywhere in its starting room.
i S B 3 o
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MONSTERS

APPEARIN
START ROOM |




LEVEL 3 Adventure 9:
Assault on Castle Borash

The Heroes remember the Sheriff of Holbrook
warning that the Keep of Shadows, in Castle Bovash,
is the home of the evil lich, Lord Necratim. For many
moons Necratim has been weak, but now he is
feasting on the destruction his Monsters ave causing
in the forest. The Heroes must find Necratim and
defeat him before his power grows too strong. They
travel to the Castle but are confronted by three
guardian Wraiths.

Objective: defeat the 3 Wraiths to open
the inner gate to the castle...

... The Hevoes stand victorious as the Wraiths fall,
and the gate to the inner castle opens. Stepping
inside, the gate slams shut behind the Heroes. Now
the only way out lies ahead!

CURSE OF HEAVY BURDEN
the movement of each Hero is reduced
to 1 space per action until the Initiative
changes or another Trap is sprung.

4 CURSE OF VULNERABILITY

“ = each Hero's Armour Class is reduced by 1
point until the Initiative changes or
another Trap is sprung.
CURSE OF THE HOARDS
all Monsters add 1 to their attack until
the Initiative changes or another Trap
is sprung.

25




MONSTERS IN
THIS ROOM
MUST BE
PLACED IN
THESE SPACES.

TREAT GRASSED
AREA AS ONE
ROOM.




LEVEL 3 Adventure 10:
Spiral of Doom

The Heroes find themselves in a small room, deep in
the heart of the castle. They stumble across a journal
from an unfortunate Hero long lost in the Keep. It
mentions four, lost magical Items that together could
defeat Necratim.

Objective: find and keep the four magical
Items... if the Heroes fail their Objective
but are still alive, restart the level with the
Items they currently possess.

... The Heroes have become legends by winning this
battle. As they find the fourth magical item, the
doorway to Necratim’s inner lair opens in front of
them. A stone stairway leads down into deeper
darkness. ..

OPENS ALL REMAINING DOORS~—.

AS THIS DOOR IS OPENED.

:L;] ENTROPIC SHIELD
- Shield absorbs energy from Monsters.

DRAGON'’S FURY
~L~ Powerful bow
- YHARBINGER OF PAIN
Powerful sword
FLAME STRIKE
Spear-shaped points of fire.

~ SKELETAL ARROWS
“w Roll G Hervo loses that many Hit Points.

The floor drops away. Hero reappears

@ FLAGSTONE SLIDE
anywhere in the grassed area.

GHOSTLY HANDS
a chilling grip forces Hero to miss a turn.

- =

e s - = o

D7

FIRST SPECIAL ITEM —
ENTROPIC SHIELD

% || w
Q|| &




THIRD SPECIAL ITEM -
HARBINGER OF PAIN
FOURTH SPECIAL
1x ITEM - FLAME
STRIKE SPELL
SECOND SPECIAL

ITEM - DRAGON’S
FURY

THESE MONSTERS |
APPEAR IN START
ROOM WHEN
TRIGGER DOOR

3 | ISOPENED.

TRIGGER DOOR.
WHEN THIS
DOOR OPENS,
MONSTERS
APPEAR IN
START ROOM.




LEVEL 3 Adventure 11: Necratim Ascendant

The Heroes have reached the chambers where the lich Lord Necratim dwells. It is a dark, dank place, and
nothing is to be trusted. The Heroes must battle their way through the gloom, to veach Necratim and
destroy him for good. If successful, the land of Rallion will be saved.

Objective: 6 10
defeat the
Lich Lord,

Necratim... [2 3 .‘J 'rz 3 Q ]

~ GHOSTLY HANDS
" a chilling grip forces Her

SKELETAL ARROW
@ Roll G Hero loses th

EVIL RESURRECT:!
last Monster killed reap
in its starting room.

—_—
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...As he is defeated, the other Monsters wither away. Congratulations! You have outfought Necratim
and the people of Rallion thank you. Peace reigns again. Yet even as he falls, Necratim mutters a final
curse. Before the Heroes can react, a portal opens behind him and he is sucked through! The portal slams
shut, leaving a deathly silence to fall over the castle. ..

e
30{%’.7 @
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\ OPENING ONE —”
DOOR OPENSALL [1X @I

OTHER DOORS IN
THIS ROOM AT

THE SAME TIME. \E
g 9| onceaLL
SURVIVING
HEROES ARE
_THROUGH
| THIS DOOR
J IT LOCKS
BEHIND
MONSTERSIN |2 THEM.
THIS ROOM
MUST BE
PLACED IN
THESE SPACES.

1x ", w _NECRATIM

-l1x \
: \
ro to miss a turn.
@ 2x g [\ ALLTHREE

V'S |__—| DOORS OPEN

t many Hit Points. S T e v AT THE SAME
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Carrion Crawlers feast on decaying
flesh but will attack anything with
their paralysing tentacles.

ﬁ\ @ 11t W

.7 = PARALYSE. HERO MISSES NEXT TURN.

@
]
-]
o
¥y
T
AL
o
o
o

.
C:frriun Crawlers feast on decaying
flesh but will attack anything with

their paralysing tentacles.

g

.7 = PARALYSE. HERO MISSES NEXT TURN.

‘0igseH £€00¢ @

Formless yet fearsome ghostly creatures,
Wraiths despise all living things. They
are powerless in sunlight.

Cannot move into grassed areas.
Can move through Heroes.

A

INCORPOREAL ATTACK
Ignore the Armour Class of Hero.

Formless yet fearsome ghostly creatures,
Wraiths despise all living things. They
are powerless in sunlight.
Cannot move into grassed areas.
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Formless yet fearsome ghostly creatures,
Wraiths despise all living things. They
are powerless in sunlight.

Cannot move into grassed areas.
Can move through Heroes.
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INCORPOREAL ATTACK
Ignore the Armour Class of Hero.




The Lich is an insane, undead spellcaster
who feasts on destruction.
é\h’ —
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%
When the Lich attacks he gains the Hit Points
the Hero loses (cannot go above 12 Hit Points).
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Ogres are huge, ugly, greedy
creatures that live for raiding
and scavenging.
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creatures that live for raiding
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Ogres are huge, ugly, greedy
creatures that live for raiding
and scavenging.
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TruHs' are massive, powerful and putrid.

They know no fear and attack when
hungry — which is all the time.

Regenerates 1 Hit Point each turn it is
still alive (can not go above 10 Hit Points).
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TmIIs are massive, powerful and putrid.
They know no fear and attack when
hungry — which is all the time.

Regenerates 1 Hit Point each turn it is
still alive (can not go above 10 Hit Points).

AP T

Trulls' are massive, powerful and putrid.

They know no fear and attack when
hungry — which is all the time.

Regenerates 1 Hit Point each turn it is
still alive ( cannotg:ahmlDHltPcums).
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Wights are twisted forms of undead
men, who seek to destroy all life by
draining their energy.

AP0,

ROLL DICE FOR EACH HERO IN
@ @ THE ROOM. Y7 = HERO LOSES
THAT MANY HIT POINTS.

Wights are twisted forms of undead
men, who seek to destroy all life by
draining their energy.

ADDD,

ROLL DICE FOR EACH HERO IN
@ @ - THE ROOM. 17 = HERO LOSES
THAT MANY HITPOINTS.
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Part-hyena, Gnolls are evil, human- Part-hyena, Gnolls are evil, human- Part-hyena, Gnolls are evil, human- Part-hyena, Gnolls are evil, human- Part-hyena, Gnolls are evil, human-
sized carnivores that wander in sized carnivores that wander in sized carnivores that wander in sized carnivores that wander in sized carnivores that wander in
loose tribes. loose tribes. | | loose tribes. loose tribes.
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Goblins are small humanoids that
many consider little more than a
nuisance. However, they can be
dangerous in gangs.
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Goblins are small humanoids that
many consider little more than a
nuisance. However, they can be
dangerous in gangs.
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Bugbears are large, muscular and
aggressive. They stop at nothing

to fulfil their greed.

Bugbears are large, muscular and
aggressive. They stop at nothing
to fulfil their greed.
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Bugbears are large, muscular and

aggressive. They stop at nothing
to fulfil their greed.
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Bugbears are large, muscular and
aggressive. They stop at nothing
to fulfil their greed.
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Skeletons are undead Monsters, Oozes are slimy, shapeless masses Oozes are slimy, shapeless masses Oozes are slimy, shapeless masses These lightweight creatures
animated bones that obey the orders that live only to eat. They attack with that live only to eat. They attack with that live only to eat. They attack with are fleet of foot and cause
of their evil masters. an acid touch. | an acid touch. | an acid touch. annoyance by simply getting
in the way.
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DISOBEDIADT MARBINGER OF PAID | HAMMER OF LIBERTY DRAGODN’'S FURY

SERUADT OF KORD A weapon of almost unlimited power. | Crafted deep underground by A bow carved from a single dragon bone, FREEDO®M
A powerful magic sword which dwarven hands, this weapon has capable of devastating attacks. A longbow with magical properties.

e a core of mine rock. R . .
cannot be trusted. @ A J | Protects from paralysis when in use.
= - ] . 9

| g Protects from paralysis when in use. @ .
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BLADE OF THE SMORTBO® OF THE ' FAITHFUL AXE OF CROSSBO® OF FAITH FLASH PELLETS
BADISMED KINGS ADCIEDTS DWARVED KIDD Strengtheiiod sith I Hened Explodes with a starburst of green and

A finely-worked blade with ornate gilding, Made of the oldest yew in the ' A trusted weapon of the dwarves, to fly straight and true. d}felluw spa;ks, wb'?d:i :'tﬂﬂict i:lgrtif
crafted using techniques long since lost. Ancient Elven Forest. famed for its accuracy. amage and can blind temporarily.
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THE MASTER’S AKE

Used for slashing and hacking, the double-
forged steel blade is razor-sharp.
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BROADSM®ORD

A weighty blade forged from the
strongest steel, requiring much skill
and physical strength.
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BODE CLEAVER
A brutal blade that stops at nothing.
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PHOEDIX BO®

Fires arrows flighted with Phoenix
feathers that catch fire in flight.

Gains +1 in attack for its user
against Gnolls.

PH2

WEAPOI

POISODED BLO® PIPE

Lightweight and effective, firing
darts tipped with venom from the
Black Rider scorpion.
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SI LE-HADDED BLE'?SGD BO® | TORTURED SWORD MACE OF FAITH BALADCED
BROADSWORD OF TME ELVES OF SLAUERY A heavy mace that strikes THROWINDG DAGGER

Originally used by slave traders, this blade vicious blows.

A light, yet | bl ith Smaller and lighter than most bows, it uses
ight, yot pewerfu DUt o L — contains the souls of the tormented,

excellent handling, ideal for magic elven twine for tremendous accuracy.
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Finely-tuned for deadly accuracy.
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AUGER
OF TORMEDT

A sharpened point with a twisting
corkscrew blade. It ignores Armour
Class, but costs 2 Actions to use.

POD

WEAPO

MACE OF
DELIVERADCE

Weighted heavily at its top, the mace has a
devastating effect when it makes contact.
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(WEAPO!

GREAT SOORD

A flat, shimmering blade with sharp
edges and fearsome strength.

MERPO

.-

RELEDTLESS BOLASS

Chokes victim and does not let go.

i i

POWER ATTACK
ROLL DICE 3 TIMES. COMBINE TOTAI
DISCARD AFTER USE.
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LODGBO® OF THE
ELUED LORDS

An ancient bow once used to defend the
magical strongholds of the elven leaders.
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SKULL-SPUTTeﬁ GAUDTLET OF | EXPLODINDG CLUSTERS SACRED CROSSBO®W COMPOSITE LODGBO®

This weapon has finely-sharpened MISERY Explode on contact. Can inflict serious OF PELOR Formed from two lightweigbt but |
blades that cut deep. Haunted by the great Hero who wore it | wounds with a direct hit. Shoots magic bolts that twist extremely strong materials, this bow is

s in Ts ﬁnaLbﬂﬁl;, I:he gmimﬂﬂt carries on impact. highly flexible and very powerful
EEB is might and his restless spirit. |
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HEAPOD

SCREAMING BANDSHEE

An ancient bow that fires an arrow
which screams as it flies.
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WERPOD

DEATH-BRINDGER
One of the most powerful blades

in existence.
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POLERKE

A highly-sharpened blade and the
weapon’s length make it excellent for
holding enemies at bay.

 Yike
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KORD'S AXE OF WRATH

This fearsome weapon is used by the
defenders of Kord's faith.
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POWER
ATTACK
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THE LIBERATOR

The favoured weapon of
Carrion Crawler hunters.

Protects from paralysis when in use.
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POTIOD _ | ' _ POTIOD

I 5 MH' . | I‘ | : T
POTIOD OF IDITIATIVE POTIOD OF CURE | POTIOD OF GRERATER POTIOD OF POTIOD OF WERAKDESS
Drink this to change the LIGHT ®OUDDS RESTORATION KORD’S BLESSIDG Drink this to weaken a Monster.

order of play. Drink this to revive strength. | Bring a Hero back from the dead Drink this to bless one of your weapons.
and restore to 4 Hit Points and to 4
Spell Points if possible.

Reduce one Monster's Armour

Doubles the power of the chosen Class to 0 until the start of the

Swap Initiative cards with any Restore up to 3 Hit Points. |
weapon’s next attack. DM’s next turn.

other player including the DM.
Stand next to Hero to restore.
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LESSER POTIOD OF POTIOD OF POTIOD OF HIDEOUS POTIOD OF THE POTIOD OF
RESTORATIODN SHADO® SMOKE LAUGHTER FORCEFUL HADD OLIDAMMARA’S

Drink this to revive magical power. Drink this potion to cast a thick cloud | Drink this to make one Monster in Drink this to summon a helping hand. HIDDSIGHT

over all the Monsters in the room. the room collapse helplessly. : : :
Restore up to 3 Spell Points. o i Move any Monster anywhere Drink this when a trap is sprung.

Every Hero in the room may have Monster misses its in its current room.

Trap has no effect.’
one free movement. next turn.
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POTIOD OF
STOP TIME

Drink this to stop time for enemies.

All Monsters in the room
miss one turn.
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POTIOD OF
ADREDALIND BOOST

Drink this to speed up
your reactions.

Make an attack immediately
(even if it is not your turn).

POTIOD OF
SUDDED ATTACK

Drink this to inflict instant
damage on a Monster.

Do 2 Hit Points’ damage to any
Monster in the room.
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POTIOD OF
RESTORATIOD

Drink this to revive magical power.
Restore up to 4 Spell Points.
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POTIOD OF CURE
MODERATE WOUDDS

Drink this to revive strength.

Restore up to 4 Hit Points.
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POTIOD

POTIOD OF GREATER
RESTORATIOD

Drink this to revive
magical power.

Restore up to 5 Spell Points.
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POTIOD OF CURE
SERIOUS WOUDDS

Drink this to revive strength.

Restore up to 5 Hit Points.

POTIOD

POTIOD OF
GREATER WERAKDESS

Drink this to weaken Monsters.

Reduce the Armour Class of all
Monsters in the room to 0 until
the start of the DM’s next turn.

POTIOD

i 2\
POTIOD OF THE
HEALIDG CIRCLE

Drink this potion to form a restorative
circle around all Heroes.

Restore up to 2 Hit Points
to each Hero.
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POTIOD
OF MIDDSIGHT

Drink this to step back in time.

Force the last dice roll to

be re-rolled.
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GREATER RESTORATION
JOZAN ONLY

BURDING HANDS MAGIC DISSILE
from your fingertips,burning from the hand- o
Wl ey touch 1
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¢ TRAPS THE MONSTER.
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o cause another Hero to suffer
it
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BRUTAL BETRAYAL CALL FROM THE VOICES OF CHOKIDG MIST BLIDDIDG

A dark sl s nlsshed. GRAVE HE DAMDED A s desnis, mabing LIGHT
[ — Aghoty pover.

Revive the Mo i
you defeated. DM places it lose 1 Hit Pe

ntense flash,

‘ot affect undead.
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BOOBY TRAP.

==y

LOSE MAGIC

You have entered a i
magic weakes,

Lose 4 Spell Points.
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MEDUSA’S
PETRIFYIDG BO®

Can petrify a Monster, turning them
to stone for one turn.

@ "ﬁ
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Y% = THE MONSTER ATTACKED
MISSES ITS NEXT TURN
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HAMMER OF
SUBMISSION

A shaft hewn from oak, crowned
with a double-headed hammer.

(1
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MERPO!

l‘l B

o &
BAG OF BODES
Attacks all undead Monsters
in the current room.

B »
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MORD OF €UIL SAMMODS

The mournful sound made by
blowing this ancient horn draws
any Monster in the current room

to a space next to you.
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MAGICAL REDEMAL

Drink this potion to exchange
your Hit Points for Spell Points.

1 Hit Point = 1 Spell Point
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%27 GOBLID ARCHER (=¥ GDOLL LEADER

o)

YN [

- A L | B = R e ,
_ ! The strongest of the pack, the Gnoll Leader
Goblin Archers make up for their reigns wrgthfeﬁr. B}fnrgnﬂisiﬂgthe pack, FLAME STR[KE €NeE RG‘[’ SHIELD
Wfﬂ}_i armour and cowardly nature _b}’ he helps them manoeuvre further. The Monster attacked is engulfed Glowing brightly, this shield absorbs
keeping out of the way and unleashing in flames. energy from Monsters. Protects all

fearsome ranged attacks. Heroes from ranged weapons

e and spells until the end of the
~ T T
A @ While Gnoll Leader is alive,

/2‘ @ T 9 DM's next turn.
all Gnolls have a movement of 5.

4

0iqseEH £€00¢ @
'0IQSEH €00¢C ©

©
NI
O
-,
@
I
i
N
o
s |
o

'0IGSEH £00¢ ©




@LIDDR 5 bunGeon mmrck

fum, and s p
Tum Undead

i — Armour Class < Ml Spll poats
on i ol e s asikei 5 P i o smour Clas drops from.

Ul s ren Sl T
el e b Ao Clos s

B e e e iy okl
b Heroe b waping i Syl Pty







WA

13

‘: :.. i b
" s ‘nu " o
R O & A e P R
s ' ! >
. " . P ’ 3 J













P

AN

A
w

! e
- L MM e e o R mm:.n

| MERVTI WINPT T EY R W
&

-4




. R SR N W S W TR

g & . ,.,‘




030347869




#
2

3
5

ok
q

2 LR el o e B o aees a

" N A TR e










¥ miALEE

ELUVED WIZARD

Mialee is still learning how to cast spells

e

Her goal is to become a master wizard,
so she's always eager 1o test her magic
against enemies. Mialee's responsibility

§

on an adventuring team is w use her
powerful spells to support her team-
mates and help them deal with
Monsters.

ACK |
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.‘ L‘J Mialee's Armour class (AC) weakens
A when her Spell Points drop below 3.
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#)REGDAR

HUMAD FIGHTER

Regdar is a champion of good, pledging
his mighty sword to the cause of justice.
He adventures to put down evil and o

g

gain skill and experience that he can
use in his crusade. Regdar's task on an
adventuring team is to kill the Monsters
and protect his team-mates.

&5566

*
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g
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special.actions:

+1 to attack score rolled in Melée attacks.
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LEVEL
(MAX)

JOVALIAY X 3

66566666
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&)JOZAN

MUMAD CLERIC

Jozan is a loyal follower of Pelor, a
mighty sun god devoted to the cause of
good and justice. Pelor expects Jozan to
serve him by fighting evil monsters
whenever he finds them. Jozan's role on
an adventuring team is to protect his
team-mates with spells and help kill the
Monsters,

Special actions:
* Turn Undead
* Heal®
*Heal a single Hero you are standing next to or yourself.
Each Hit Point costs 1 Spell Point.
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: they tend to be sneaky. Lidda is no

%9 LIDDA

HALFLIDG ROGUE

Lidda is a halfling. Shorter than people,

exception. Her task on an adventuring
team is to handle tricky things, such as
finding and disabling traps. In combat
she does well if she can sneak attack her
opponents,

special actions:

_ * Sneak

* Search for/disable traps®
* When Lidda disables a trap, take an unused Trap token.
Gathering 3 tokens gives Lidda 2 extra Hit Points.
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_THE CODPQUEST

The land of Rallion is in the grip of the dark
| forces of the Dungeon Master, who causes havoc
¢ & '\ everywhere. Four Heroes have banded together
J - to search out this evil and stop it once and for all.
Y The quest begins...

, 5\ CHOOSE YOUR ROLE
o ¥ You can decide to be one of the four Heroes
mission it is to battle through the
defeating vicious monsters. Or will you
be the Dungeon Master, controlling
the forces that lurk in the dank depths, trying
~ tostop the Heroes in their quest?

CO-OPERATIVE PLAY

2 to 5 players
Age:10years & up
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% )REGDAR

HAMAD FIGHTER

Regdar is a champion of good, pledging
his mighty sword to the cause of justice.
He adventures to put down evil and to
gain skill and experience that he can
use in his crusade. Regdar's task on an
adventuring team is to kill the Monsters

and protect his team-mates.

special actions:

+1 to attack score rolled in Melée attacks.
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??S/ Thain

Dwarven Warrior

Thain is a crubby old dwarf, but always
a good friend in need. He has left the
mines of his childhood decades ago, and
now he is wandering on the surface,
looking for new adventures every day.
Nothing can make him happier than a
mug of dwarven ale after a good fight.

&) |
& & @

Special. actions:

» Furious Attack - if you use both of
your actions to melee attack, you can
give +2 to each, then you have to discard your weapon.

« Defensive Stance - For one round you can increase your AC by 1. This uses
up one of your actions for this round.
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3@/ Sir Roderick

Human Paladin

Sir Roderick was a noble Paladin
for all his life, After decades spent
serving Pelor in wars, he decided to
start a family. But his enemies never
forgot him, and one cloudy day his
family was murdered, his castle
demolished. Now Sir Roderick is
after the murderers...

' & i e e
@ & & @,

NORSTY
, g\g Special actioNs:
h * Lay On Hands - Sir Roderick can

= Heal anyone standing next to him with his magical power.
\2\) For 1 Spell Point he heals 1 Hit Point.

*\3 « Turn Undead
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g create and Undead Warrior to fight for him. The Undead Warrior cannot

JE

9)CHARON
2 HUMAN NECROMANT

As a boy, Charon wanted to be a Wizard.
As he grew older, he became obsessed
with the limitless power of vital energy,
and he started to experiment with the

) living. It did not take long for him to leave
the peaceful path of the wizards, and

. become a necromant.

(Jiu_ el
/JJ 4
\.u 2) &)
SPEciaLacTIOHs:
* Turn Undead

« For 3 Spell Points the Necromant can

leave the room in which it was created, and vanishes as soon as the
Necromant leaves that room.

B
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LEVEL 2
(MAX)
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9 MALFLIDG ROGUE

they tend to be sneaky. Lidda is no

| IOVAIINV X Z |

9 LIDDA

Lidda is a halfling. Shorter than people,

exception. Her task on an adventuring
team is to handle tricky things, such as
finding and disabling traps. In combat
she does well if she can sneak attack her
opponents.

special actioNs:
* Sneak
» Search for/disable traps*
* When Lidda disables a trap, take an unused Trap token.

Gathering 3 tokens gives Lidda 2 extra Hit Points.

_ KNAPSACK
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* &)JOZAD
MUMRKAD CLERIC

Jozan is a loyal follower of Pelor, a

mighty sun god devoted to the cause of
good and justice. Pelor expects Jozan to
serve him by fighting evil monsters
whenever he finds them. Jozan’s role on
an adventuring team is to protect his
team-mates with spells and help kill the

Monsters.

O
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@ specialLactions: =
; * Turn Undead -
@ o Healt @

, 3 *Heal a single Hero you are standing next to or yourself. 3

Each Hit Point costs 1 Spell Point.
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ELUED WIZARD

Mialee is still learning how to cast spells.

}

Her goal is to become a master wizard,

so she’s always eager to test her magic
against enemies. Mialee's responsibility
on an adventuring team is to use her
powerful spells to support her team-
mates and help them deal with
Monsters.

NOdVAM X1

LOVALIYVX T |

‘ h-;) Mialee's Armour class (AC) weakens
e when her Spell Points drop below 3.
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Sun Temple in Atrans - Ruins

Goal: Kill all monsters.
Mission experiance: 6

Required: The Crypt

Start: Wheile Mazxcus has to defend the city hall,
he sent you to clear the temple of sun god pelor.

End: City has now won the battle. Many died.
Marcus 1s now worried, if they will come again
and has to prepare better defence.

Marcus: "Wizard is gone. He must have been
taken during the attack. Please find him!"

@ =
()

Ruined floor:

. S ey it is discovered by searching traps.(instead of a trap.)

Optional:

When a hero stands on this ruined floor,
Tree asks hero ariddle: (all can try to answer
if they are in same room)

10 knights are sitting around a round fable,
Each got a glass of vine. Eaclh than clinks weith

@ o ZX%F ] one on his left and with the one on liis riglt.

| @ Howwe maniyf clinks Iave happened.
For wrong answer, hero loses 1 Hit Point.
3 ' Curse of Weakness: = Aunstoer is 10,
+« Ghostly Hands: ' Hero now has AC reduced by 1. : : : _ :
0. : - ; If hero answers correct answer,
“»" Hero misses next turn. (Curse 15 only removed when another curse

: lied tth 4 o PR ss teleport him to the secret room.
= Rk = e : 2 e O g Hecan teleport back on a runeslot

anytime it 1s empty.
Burning Floor:
All heroes and monsters b -
loses 1 Hit Point. i
SR~ R o (1f they got it, than this 1s a normal chest.)

When heroes open this chest,
give them a ressurection potion item.



The Crypt

Goal: Find Skeleton Key and escape back to the starting room with all living heroes.
Mission experience: 4

2 O 5
L [ 1X g }
{o}
[ } START
~5 Zx é
oL :
'Y
g W | = ey y |
~1 I
Of0. |0
@ e These door can
@ only be opened
2X @ @ with Skeleton Key.
(host Mind:
Hero that sprung this trap rolls his -

. current weapon's dice and damages
"% the closest hero. (ignore range and
vision matter.}{armor is not ipnored.)

=8| &)

s o =

Evil Ressurection Tl'ii-l-pé When hero opens that door,
Revive last monster that died these monsters appear in the

@an}rwhere in the room where shown spaces.
trap has been sprung.
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Required: Temple of Spades
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Start: Wizard sent you to find the skeleton key,
which should be in the crypt of Atrans. He told
you that the Key opens some secret chambers.

5 | _ When a hero opens this chest,
N2 give that hero a skeleton key.

End: Wizard thanks you for retrieving the key.
Wheile you were in Crypt a large army of monsters
attacked Atrans. You are needed!

(Heroes lose the skeleton key]



Old Tomb

Goal: Loot all chests in the tomb.
Mission experience: 4

- Ruined Floor:
Roll§ +  Hero loses that
6 many Hit Points. Hero than

appears on an off game map

(board &) He can get back to

starting room when he leaves
- thetrap room

Pt ———— e — ,_-_.--"’-
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ras Pit Trap - Hero loses
1 Hit Point

When hero steps on a red trap,

~ he appears on one of these four
tiles.

When hero steps on a this spot,

he appears here in the start room.

This runeflor 1s always visible
for heroes inside the room.




Goblin Caves.

Goal: Loot all Chests!
Mission experience: 3

O, |
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Pit Trap:

Hero loses 1 Hit Point

e e = 5 —

Roll kﬁ Hero loses that
many Hit Points. |
- Arrow Trap:




Abandoned Forest Estate.

Goal: Loot all chests. ' Ghostly hands:

Mission experience: 3 @ Hero is stuned this
turn and next turn.

" Pit trap:

gRull l_/l_/Hern lnses

that many Hit Points.

ek B : r = -

These goblins run 1n
the chest area behind them
when heroes enter their room.




Goblin Outpost.

Goal: Loot all chests and kill all goblins!
Mission experience: 2

Start: Sir Marcus sent heroes on a journy to local goblin

- Arrow Trap: outpost, to kill goblins that raided a village near city Atrans.
+ Roll L‘i‘_- Hero loses that
% many Hit Points. - End: After completing the quest Marcus gave, he said that he

- got three more problems with nerby populace. He asked you
to solve it by looting all they have.

Missions opened:
Goblin Caves, Abandoned Forest Estate, Old Tomb.



THE SKELETONS KEY

LEVEL 2
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THI® MOMSTER AFPEARS o
1} START ROON WHET | 3 ‘u" ~ - GHOSTLY HAPS
THIS POOR IS OPENED

e gt S T

@ ALL LiVING ﬂ[ms in HHE ROON LOSE 1 Hit -
Point, DOES net AFFECH UNOEAd i
FLAGSTONE SLIDE :
THE FLOGR OROPS AWAY, HERD REAPPEARS
ANYWHERE i §tART ROOM

H CHlLI,lnG GRIF FORCES 1 THE HERB 10 Miss A ‘|‘URI'|

e P T e

THE HERQES Fino THEMSELVES il A SNMALL ROOM
OLEP WITHIN A CASTLE oUNGEOD.

THEIR ONLY WAY OUY i8 10 RETRIEVE THE KEY
WHICH I8 HiooEl i A CHESt SONMEWHERE iy THE
DunGeern,

ORIECHVE:
RETRIEVE tHE KEY




BPECTAL TTEN - FLawE

¥ WHERETHESLIMELIVE

SNARLING mm TRAP ~ DecioinG 10 vENTvRE into THE FOREST, THE HEROES ARE
oo ' disTURBED 1O FiNO it i$ NO LONGER tHE PEACEFVL GLASE THEY
ﬂ;ﬁiﬁ“ﬁiﬁﬁm - ONCE KNEW. THE AREA HAS BEEN INFESTED WitH PUOJLES OF

' LIVING OOZE
Roll ‘:l:ﬁ" ‘Eﬁ’ Hero loses that many

I:I STRANGLING CREEPERS TRAP
: Hit Pomnis.

J OBJECHVE: FiNo THE FLANME STRIKE SPELL ANo CLEAR THE AREA
OF ALL NNIonSTERS.
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