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PREAMBULE DU TRADUCTEUR

Oyez, oyez !
Le livre que vous tenez entre les mains est sans conteste un « Fabuleux Trésor » !

Hendar23 réunit ic toutes les Quétes & Campagnes parues officiellement dans le monde entier. Tout joueur de
HeroQuest, d'ou qu'l soit, peut a présent y avoir acces en un clin d’ceil, grice a ce livre qui contient méme la Campagne

parue exclusivement au Japon !

Pour ma part, je n'al pris conscience du matériel japonais que récemment, en consultant la page Web HeroQuest
Interactive Wiki (https://heroquest.fandom.com/wiki/HeroQuest_Interactive_Wiki). C’est une mine d’informations. Je
recommande particulierement la Bibliotheque de Mentor (Mentor’s Library) & les Guides, qui mettent en exergue les
différences entre les Regles des multiples Versions de HeroQuest (UK/EU, US, Japon). Que ceux qui lisent

exclusivement en frangais se rassurent, vous trouverez mes traductions sur BGG :

https://boardgamegeek.com/hilepage/228450/loretome-la-bibliotheque-de-mentor

https://boardgamegeek.com/filepage/228625/loretome-appendices

Puisque l'on parle des régles originales, Hendar23 fait ici des choix personnels entre les différentes versions de
HeroQuest. Je précise donc quelques différences lorsque cela est pertinent pour laisser le choix aux lecteurs d’appliquer
telle ou telle version des régles, de la maniere suivante : [NdT. : italique gras entre crochets].

Pour conclure, je me permet ici de sortir du cadre de la simple traduction, en ma qualité d’Archiviste Compulsif, pour
parfaire le titre méme de ce livre « HeroQuest : La Collection Compléte » ! J’ai toutefois fait en sorte de préserver la
pagination initiale en n’insérant que de petites Notes du Traducteur [NdT.] ; le reste apparaissant dans de nouveaux
Appendices (a partir de ’Appendice F) !

Ludiquement votre !

Cyrunicorn
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AVANT-PROPOS

Salutations, Héros !

Je me souviens quand jai eu HeroQuest, alors que jétais enfant. Je devais avoir environ 9 ans. Je ne sais plus si
HeroQuest était quelque chose que javais demandé a mes parents, ou que javais recu a l'improviste, mais je me
souviens avoir instantanément vu dans cette boite le potentiel de mondes entiers. Vous pouviez peindre les Figurines,
concevolr d’autres Quétes. Vous pouviez faire des trucs avec, entre les parties, par vous-méme. C’était un jeu auquel

vous pouviez jouer méme lorsque vous n'y jouiez pas. Ce fut une révélation.

Comme beaucoup de ma génération, HeroQuest fut ma premiére introduction au monde du jeu de loisir. Des années
plus tard, contemplant mon demi-siecle, y’ai acheté un exemplaire sur eBay par nostalgie. J'ai été agréablement surpris
de constater qu'avec seulement quelques ajustements, 1l tenait toujours comme un jeu ; et jai décidé d'essayer de
peindre un beau set. Puis je me suis mis a collectionner tout le matériel HeroQuest que j'ai pu trouver ; et le résultat est

cette compilation.

J'al commencé ce livre parce que je sentais que les Monstres Boss avaient besoin d'un 'boost' de Points de Corps ; et je
voulais juste imprimer mes propres copies de Quétes ; mais 1l s'est rapidement étendu lorsque j'ai réalisé a quel point le
matériel officiel était dispersé et incohérent. Ce que vous voyez maintenant, c'est ce que le projet est devenu ; ma
tentative de faire la version 'ultime' de HeroQuest, avec tout au méme endroit dans un format uniforme. J'ai essayé de
corriger les Regles et les Quétes erronées, en opérant le moins de changement possible. Considérez-le comme un
'mode vanilla', pour emprunter un terme de jeu vidéo.

Jai choisi de prendre Le Labyrinthe comme Premiére Quéte ; mais si vous recherchez L’Epreuve, elle est incluse dans
la section des Quétes autonomes. J'ai fusionné ce que je considére comme le meilleur des Versions US & EU des
Quétes. Le contenu de la Quéte elle-méme est basé sur le Livre de Quétes US ; étant en quelque sorte une Seconde
Edition non officielle, il s'agit clairement d'une amélioration. Esthétiquement, par contre, j’ai opté pour le style
Européen noir et blanc. Non seulement c'est plus facile a imprimer, mais personnellement, je trouve que les Plans
colorés sont laids. Je préfere le noir et blanc, plus intemporel et épuré. Clest simplement ma préférence personnelle.

Enfin, je suis né sur la Belle Tle d'Albion. Je sais donc avec certitude que le Sorcier Maléfique s'appelle Morcar.

Ce livre suppose que vous avez tout le matériel des Extensions, bien que ce ne soit pas essentiel. Le livre est également
destiné a étre utilisé avec les superbes Cartes produites par Sjeng. Les Cartes Sorcier Maléfique (Evil Wizard) rendent
le jeu plus amusant pour Morcar, sans ajouter de complexité inutile. Je ne peux plus imaginer jouer a HeroQuest sans
elles. Ses Cartes EquemenL Artefact, Potion, Parchemin & Sort du Chaos me semblent essentielles, en particulier
pour ceux qui jouent avec une Version UK. Toutes les Cartes sont équilibrées, respectent le style artistique originel ; et
correspondent donc au théme du mode vanilla. Je ne les recommanderai jamais assez. Elles sont disponibles en

téléchargement sur www.yeoldeinn.com.

Ce livre a été possible grice au magnifique logiciel de création de plans Heroscribe et s'appuie sur l'excellent travail de
Phoenix, Sjeng et de tous les autres membres de la communauté www.yeoldeinn.com qui ont maintenu ce jeu en vie.
Merci en particulier 2 lestodante, Pancho et wallydubs qui ont aidé a la relecture et aux suggestions. J'ai, J'espere, donné
tous les crédits en n’oubliant personne. Dans le cas contraire, ou si jai fait des erreurs, veuillez me le faire savoir a

'adresse hendar23@yahoo.co.uk.

Et, bien str, merci a Stephen Baker et a tous ceux de Games Workshop & MB Games qui nous ont offert HeroQuest.
IIs ont inspiré une génération de joueurs.

Amusez-vous !

Hendar23
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"Oyez la parole de Mentor, Gardien de Loretome. et je Vous parlerai dun temps révolu et
de jours sombres au cours desquels [“Empire fut sauvé contre tout espoir. Car je redoute,

en Vérité, le retour imminent des ténébres...

Les féroces légions de Morcar, Seigneur du Chaos. avaient tout balayé devant elles. Au
spectacle de la “Banniére Noire et des hordes massées du Chaos, jusqu’aux plus braves des
guerriers de [“Empereur s'étaient enfuis a toutes jambes, livrant les terres aux ravages

de Lennemi et tous les hommes a un profond désespoir.

Cest alors que survint un guerrier redoutable. “Prince des Terres Frontalieres. qui
répondait au nom de Rogar le Barbare. Comme avant lui. les anciens rois des [égendes. il
arborait a son front un diamant scintillant appelé «LEtoile de [Ouest». Ainsi Lespoir
revint et les hommes sortirent de leurs refuges au sein des collines et des foréts pour se
rallier a son étendard. Le rejoignirent également dautres grands dHéros . Qurgin, le
brave Guerrier “Nain des Montagnes du Bord du Monde : Ladril. [“Elfe Mage des
lointaines contrées O Athelorn : et Telor. [“Enchanteur dont les pouvoirs devaient sauver

(Rogar en de maintes occasions.

Pendant de nombreuses années, “Rogar forma son armée en prenant soin déviter toute
confrontation directe avec le Général de Morcar avant que tout ne fit fin prét : cela ne
Lempécha pas toutefois de harceler continuellement les troupes de ravitaillement de

Lenvahisseur et d'éliminer ce faisant nombre O Orcs et de Gobelins.

Enfin se leva le jour tant attendu par Rogar dont [armée était maintenant forte et
aguerrie. ‘Posté au sommet des Monts. Ladril apercu de loin les détes “Noirs et
enjoignit “Ourgin de somner du cor pour appeler chacun aux armes. Les troupes de ‘Rogar
sabattirent sur [ennemi de toutes parts et le combat fit rage. “Beaucoup de créatures
Viles et d'hommes braves périrent ce jour—la. “Pourtant, a la lueur décroissante du jour, ce
furent les Ténebres vaincues que Lon vit déserter le champ de bataille. La victoire,
cependant, wn'était pas absolue puisqu'il s'avéra que Morcar et son Général avaient
réussi a senfuir au=dela de la Mer des Griffes doir. maintenant encore, ils complotent
leur revanche. Leurs plans seront bientét préts et [“Empire devra se trouver un nouveau

Rogar. Mais oir sont les héros O aujourd hui qui le valent ?

Il vous faudra beaucoup apprendre si Vous souhaitez marcher sur les pas de “Rogar et de
ses compagnons. Je Vous y aiderai dans la mesure de mes pouvoirs. Ce livre qui
m accompagne - Loretome — fut écrit au début des temps et tout ce qui jamais fut et sera
Y est consigné sur ses pages innombrables. Grice a lui. je peux vous guider dans Votre
quéte, mais je me dois de ne pas intervenir de crainte quun péril plus grand encore ne

s abatte sur le Monde et que le Seigneur du Chaos ne triomphe a jamais.
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COMMENT JOUER A HEROQUEST

INTRODUCTION

HeroQuest est un jeu d'aventures se déroulant dans le Vieux Monde, une terre assiégée par les forces du Chaos.
Mentor, le mystérieux et ancien Sage-Enchanteur, a convoqué 4 vaillants aventuriers pour relever le défi de devenir des
Héros et de sauver la contrée.

1 joueur campera le role de Morcar, le Sorcier Maléfique dirigeant les forces du Chaos. Les autres joueurs incarneront
les Héros, alors qu'ils se lancent dans de périlleuses aventures, combattant dimmondes créatures et cherchant de

fabuleux trésors dans les dangereux Donjons du Vieux Monde.

COMPOSANTS

En plus d'l exemplaire de HeroQuest, vous aurez besoin de certaines des superbes Cartes produites par Sjeng. Les
Cartes Sorcier Maléfique (Evil Wizard), Equipemeut, Artefact, Potion, Parchemin (Scroll) & Sort du Chaos sont
nécessaires pour utiliser ce livre et peuvent étre téléchargées sur www.yeoldeinn.com [Si vous souhaitez jouer la
Campagne Rise of the Chaos God (L'Ascension du Dieu du Chaos), vous aurez également besoin des Cartes Artefact
Japonaises]. J'ai trouvé que le plus simple était d'imprimer le recto et le verso des Cartes sur papier, puis de les mettre

dans 1 pochette transparente avec 1 Carte a jouer ordinaire entre les 2 pour les rendre plus fermes. Ce livre suppose
que vous disposez de tous les composants & cartes des Extensions officielles, bien qu'ils ne soient pas essentiels pour
toutes les Quétes.

Je trouve également qu'un sac de Pions vierges est pratique pour garder une trace des Points de Corps & dEsprit durant
une partie (les Pions plats d'un Jeu de Puces sont parfaits et beaucoup moins chers que les Pions de jeu "plus élaborés"

que vous trouverez en ligne).

Si vous ne pouvez pas retrouver 1 exemplaire original du jeu ou ses Extensions, le site Web Ye Olde Inn est également
une excellente source pour tout le matériel épuisé. Bien qu'une boite originale aux figurines magnifiquement peintes
soit 1déal, avec un peu de travail, HeroQuest peut étre joué avec des Figurines de substitution, des Pions en papier, des
Dés ordinaires, des Cartes que vous imprimez... méme des Lego !

PREPARATION DU JEU

Choisissez 1 joueur pour étre Morcar, le Sorcier Maléfique. Ce doit étre 1 joueur a l'aise avec les Regles, car il doit
1déalement étre capable d'interpréter les Notes de Quéte sans consulter les autres joueurs. Posez le plateau sur la table
de maniere a ce que le mot « HeroQuest » soit face au joueur Sorcier Maléfique ; et donnez-lui ce livre.

Choisissez la Quéte que souhaitez entreprendre, mais seul le Sorcier Maléfique
devra vorr les détails de la Quéte ! Gardez ce livre caché des autres joueurs et ne
gachez aucune surprise. Le joueur Sorcier Maléfique doit lire les Notes de la Quéte
pour se familiariser avec ses Regles Spéciales.

Mélangez les Cartes Sorcier Maléfique (Evil Wizard) & Sort du Chaos ; et placez-les
a coté du joueur Sorcier Maléhique. Placez les Figurines des Monstres, les Portes, le
Mobilier et les différents Pions du Donjon a portée du Sorcier Maléfique.

Mé¢élangez les Cartes Trésor, Potion & Parchemin (Scroll) ; et placez-les a portée des

autres joueurs.
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LES HEROS

S'lls ne l'ont pas déja fait lors d'une partie précédente, les autres joueurs doivent choisir 1 Héros. S'il y a moins de 5

Joueurs, quelqu'un devra controler plus d'l Héros. Il y en a 4 au choix :

LE BARBARE (BARBARIAN)

Vous étes le “Barbare. le plus grand guerrier de tous. Mais méfiez—vous de la Magie, car Votre épée sera sans

Points de Corps : 8 défense contre elle.

Points d'Esprit: 2

Mouvement : 2d6

Attaque : Vous débutez le jeu avec 1 Epée Large (Broadsword), vous octroyant 3 Dés de Combat.
Défense : 2 Dés de Combat

LENCHANTEUR (WIZARD)
Vous étes [“Enchanteur. Vous avez de nombreux Sorts qui peuvent Vous aider. Toutefois. Vous étes faible au combat.
Alors utilisez bien vos Sorts et évitez les combats.
Points de Corps : 4
Points d'Esprit: 6

Mouvement : 2d6
Attaque : Vous débutez le jeu avec 1 Dague (Dagger), vous octroyant 1 Dé de Combat.
Défense : 2 Dés de Combat

L’Enchanteur débute chaque partie avec 3 groupes de Sorts (cf. Sorts page 17 pour les détails).

L’ELFE (ELF)

“Vous étes [“Elfe. un maitre a la fois de la Magie et de ['épée. Vous devrez bien utiliser les deux si Vous voulez

Points de Corps : 6 triompher.

Points d'Esprit: 4

Mouvement : 2d6

Attaque : Vous débutez le jeu avec 1 Epée Courte (Short Sword), vous octroyant 2 Dés de Combat.
Défense : 2 Dés de Combat

L’Elfe débute chaque partie avec 1 groupe de Sorts (cf. Sorts page 17 pour les détails).

LI NAIN (DWARE)
“Vous étes le “Nain. Vous étes un Guerrier fort et pouvez toujours désamorcer les “Pieges que Vous trouvez.
Points de Corps : 3
Points d'Esprit: 7

Mouvement : 2d6
Attaque : Vous débutez le jeu avec 1 Hachette (Hand Axe), vous octroyant 2 Dés de Combat
Défense : 2 Dés de Combat

NOTE: Si 1 Héros se retrouve désarmé, il attaque avec 1 Dé de Combat.
OPTION : Combat 3 Mains Nues dans HeroQuest / NdT. : cf. Appendice F |

(Source : https://aginsinn.yeoldeinn.com/unarmed.html)

[NdT. : Vous trouverez 1 Quéte Spéciale pour vous entrainer aux Régles de
Mouvement & de Combat, page 38, mtitulée "L'Aréne Magique'.]
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CARACTERISTIQUES DES PERSONNAGES

Dans HeroQuest, les Héros & les Monstres sont définis par des Caractéristiques représentant leur force ou leur

faiblesse dans différents domaines :

POINTS DE CORPS (BODY POINTS) & POINTS D’ESPRIT (MIND POINTYS)
Les Points de Corps représentent la forme physique et la force d'un personnage. Les Points d’Esprit représentent
l'intelligence, la sagesse et la force mentale. Durant une partie, vous pouvez en gagner ou en perdre, les Héros doivent
garder une trace de leurs Points sur leur Fiche de Personnage. Si ses Points de Corps ou d'Esprit tombent a zéro, le
Personnage est tué ! Les Points perdus peuvent étre restaurés par des Potions ou de la Magie, mais ne peuvent jamais
dépasser leurs valeurs de départ.

MOUVEMENT (MOVE)
Clest le nombre total de Cases qu'l Personnage peut parcourir durant son Tour.
Pour les Monstres, 1l s'agit généralement d'un nombre fixe, mais les Héros lancent 2d6 chaque fois qu'ils se déplacent.
Le Mouvement est expliqué en détail page 15.

ATTAQUE (ATTACK) & DEFENSE (DEFENCE)
Ces scores indiquent combien de Dés de Combat 1 Personnage lance lorsqu'il attaque ou se défend au combat.
Le Combat est expliqué page 15.

LA FICHE DE PERSONNAGE (CHARACTER SHEET)

Une fois que vous avez choisi votre Héros, vous devez prendre la Figurine correspondante et 1 Fiche de Personnage.
Elle peut étre bien imprimée, mais n'importe quel morceau de papier fera 'affaire. Notez les Points de Départ de
Corps & d'Esprit du Héros, ses Dés d'Attaque & de Défense ; et tout son Equipement de Départ.

Pensez a un nom pour votre Héros et notez-le. Le nom peut étre aussi sérieux ou amusant que vous le souhaitez.

A mesure que le jeu progresse, utilisez la Fiche de Personnage pour noter tout Trésor ou Equipement trouvé, ainsi que
tout autre changement apport¢ a votre Personnage.
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DEBUTER 1 QUETE

Les Héros entrent dans le Donjon soit par 'Escalier en colimacon, soit depuis le bord du plateau via 1 Porte d'Entrée
en acier, selon la Quéte. Le joueur Sorcier Maléfique doit consulter le Plan de Quéte, puis placer la Porte ou I'Escalier
par lequel les joueurs entreront, ainsi que toute autre Porte, Mobilier ou Monstre dans la Salle ou le Corridor de
Départ. Quand tout le monde est prét, le joueur Sorcier Maléfique doit lire la description de la Quéte ; et la partie
commence.

TERMINER 1 QUETE

La partie continue jusqu'a ce que les Héros
s'échappent du Donjon via 1 Sortie, ou qu'ils
solent tous tués. Si les Héros atteignent
I'Objectif de la Quéte et s'échappent, ils ont
gagné. Si le Sorcier Maléfique peut tuer les
Héros ou les forcer a fuir le Donjon avant
qu'lls n'aient accompli leur Quéte, alors le

Sorcier Maléfique a triomphé !

TOUR DE JEU

A chaque Round, les Héros agissent en
premier. Les Héros peuvent jouer leur Tour
dans l'ordre qu'ils souhaitent.

TOUR D’UN HEROS

Durant son Tour, le Héros peut SE DEPLACER (page 15) & effectuer 1 ACTION. 11 peut utiliser son Mouvement
en premier puis effectuer 1 Action, ou Agir d’abord puis se déplacer. Toutefois, il ne peut PAS utiliser une partie de
son Mouvement, Agir, puis finir son déplacement.

Actions possibles :
ATTAQUER (page 15)
LANCER 1 SORT (page 17)
CHERCHER 1 TRESOR (page 18)
CHERCHER DES PIEGES OU DES PORTES SECRETES (page 17)

TOUR DU SORCIER MALEFIQUE

Une fois que tous les Héros ont joué leur Tour, c'est au Tour du Sorcier Maléfique.

A chaque Tour, le joueur Sorcier Maléfique pioche d'abord 1 Carte Sorcier Maléfique. S'il a plus de 8 Cartes, il doit
mmédiatement choisir des Cartes a défausser jusqu'a ce qu'l en ait un maximmum de 8. S'il n'y a plus aucune Carte a
piocher, mélangez simplement la défausse pour rafraichir le paquet.

Ensuite, le joueur Sorcier Maléfique peut se déplacer et agir avec n'importe lesquels de ses Monstres sur le plateau.
Les Monstres se déplacent puis agissent, ou agissent puis se déplacent, de la méme maniere que les Héros. Toutelols,
les Monstres ne peuvent jamais Fouiller ni Ouvrir des Portes. Ils peuvent seulement se déplacer, attaquer ou lancer 1
Sort s'ils en ont de disponible.

Une fois que le Sorcier Maléfique a terminé son Tour, le jeu revient aux Héros.
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MOUVEMENT

Le score de Mouvement d’l Personnage détermine le nombre maximum de Cases quil peut parcourir. Pour les
Héros, 1l sera déterminé par 1 Jet de Dés a chaque Tour. Pour les Monstres, il s'agit d'un nombre fixe (cf. Appendice C
page 202 pour les Caractéristiques des Monstres).

Durant son Mouvement, 1 Personnage ne peut PAS :
Se déplacer en diagonale ;
Traverser les Murs ou le Mobilier ;

Franchir 1 Case occupée, sauf si le joueur controlant le Personnage obstruant le permet.

A tout moment durant son Mouvement, 1 Héros peut Ouvrir 1 Porte adjacente. C'est 1 Action Gratuite : elle ne
compte pas comme son Action du Tour. Les Monstres ne peuvent jamais ouvrir de Portes. Les Portes Ouvertes ne
peuvent pas étre fermées : elles restent ouvertes pour le reste de la partie.

Quand 1 Héros ouvre 1 Porte ou pénétre dans 1 Corridor mexploré, il doit suspendre son Mouvement le temps que le
joueur Sorcier Maléfique consulte le Plan de Quéte et place les Monstres ou le Mobilier dans la Salle ou le Corridor
nouvellement révélé. N'oubliez pas que les Portes Secrétes & les Pieges ne sont placés que lorsque les Héros les
trouvent en Fouillant ou tombent dans 1 Piege ! Une fois cela fait, le Héros peut poursuivre son Mouvement.

COMBAT

Pour Attaquer 1 Ennemi avec 1 Arme de Mélée, la Cible doit étre
adjacente au Personnage Attaquant. Les Attaques ne peuvent PAS étre
elfectuées en Diagonale, & moins que ce ne soit spécilié dans la
description des Armes.

Pour effectuer 1 Attaque, lancez le nombre approprié de Dés de
Combat. Pour les Monstres, ce nombre sera leur valeur d'Attaque (cf.
Appendice C). Pour les Héros, consultez la Carte Equipement de 'Arme
qu'ls utilisent (ou 1 s'ils ne sont PAS Armés). Pour chaque Crine
obtenu, I'Attaquant inflige 1 Point de Dégit (Corps), a moins que la Cible
ne puisse se Défendre.

Pour vous Défendre contre 1 Attaque, vous lancez aussi un certain nombre de Dés de Combat. Pour les Monstres, ce
nombre est leur valeur de Défense (Appendice C). Pour les Héros, cela dépendra de 'Armure qu'ils portent, ou 2 par
défaut s'lls n'en ont pas encore acquis. Chaque Bouclier obtenu annule 1 Crane de I'Attaquant. Pour les Héros, seuls
les Boucliers Blancs comptent ; pour les Monstres, uniquement les Boucliers Noirs.

EXEMPLE :
HH L'Elfe rencontre 1 Orc dans 1 Corridor. C'est le Tour du Sorcier Maléfique et c'est donc
' I'Orc qui attaque en premier. En consultant la ligne de Caractéristiques des Orcs, nous

voyons qu'll a un score d'Attaque de 3, il lance donc 3 Dés de Combat pour Attaquer.

@ =
EE,! @ Jet d'Attaque de I'Orc : 1 Crane, 2 Boucliers Blancs.

Comme 1'Orc a obtenu 1 Crane, 1'Elfe subit 1 Point de Dégat (Corps), a moins qu'il

parvienne 2 se Défendre. L'Elfe n'ayant pas encore d'Equipement spécial, il lance ses 2

Dés de Combat par défaut pour se Défendre :



Jet de Défense de 1'Elfe : 1 Bouclier Noir, 1 Bouclier Blanc.

Le Bouclier Noir ne défend que les Monstres et est inutile pour I'Elfe ; toutefois, le Bouclier Blanc bloque le Crane
de 1'Orc, I'Elfe ne subit donc aucun dommage.

A son Tour, le joueur Elfe attaque 'Ore. LElfe étant armé d'l Epée Courte, il lance 2 Dés de Combat pour attaquer.
Jet d'Attaque de I'Elfe : 2 Cranes.

Une bonne attaque ! L'Orc ayant un score de Défense de 2, 1l lance 2 Dés de Combat pour tenter de résister a cette
Attaque !

Jet de Défense de 'Orc : 1 Bouclier Noir, 1 Bouclier Blanc.

Le Bouclier Noir bloque 1 Crine, mais le Bouclier Blanc n'est d'aucune utilité pour les Monstres ; 1'Orc subit donc 1
Point de Dégat (Corps). Nous voyons que 1'Ore n'a qu'l seul Point de Corps, 1l est donc tué ! Le joueur Sorcier
Maléfique retire la Figurine Orc du plateau et I'Elfe poursuit son chemin dans le Corridor, se sentant assez content de
lui.

COMBAT A DISTANCE (RANGED)

Certaines Armes, comme les Arbalétes, peuvent étre utilisées a
Distance. La procédure d'Attaque & de Défense est la méme.
Il n'y a pas de Portée maximale a laquelle les Armes a Distance
peuvent étre utilisées, mais ces Armes ne peuvent PAS étre

utilisées pour attaquer 1 Ennemi adjacent ; et I'Attaquant doit
avolr une Ligne de Vue dégagée vers la Cible (cf. ci-dessous).

LIGNE DE VUE (LDV)

La Ligne de Vue sert a déterminer si 1 Personnage peut en voir 1 autre. Les Personnages ont 1 LDV si vous pouvez
tracer une ligne droite non obstruée du Personnage a sa Cible. Si la ligne traverse 1 autre Figurine, 1 Mur ou 1 Porte
Fermée, alors la Cible n'est PAS wisible. Voir ci-dessous pour des exemples.

CLEAR LINE OF SIGHT
| BLOCKED LINE OF SIGHT == mm mm




SORTS (SPELL)
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Les Cartes Sort sont divisées en paquets (Air, Terre, Feu, Eau ; et si vous avez |'Extension Les Sorciers de Morcar :
Ténebres, Détection & Protection). Lorsque les joueurs Enchanteur & Elfe choisissent leurs Héros, ils doivent

PORTES SECRETES & PIEGES /IR

également choisir leurs groupes de Sorts. L'Enchanteur choisit 1 paquet,
puis I'Elfe choisit son paquet ; et enfin I'Enchanteur choisit ses 2 paquets
restants.

Pour 1 Action, 'Enchanteur ou I'Elfe peut lancer 1 Sort en jouant 1
Carte Sort. Sauf indication contraire sur la Carte, le Lanceur doit avoir 1
LDV sur la Cible du Sort (cf page 16). Le Lanceur de Sort peut toujours
lancer 1 Sort sur lui-méme.

Les Sorts ne peuvent étre lancés qu'l seule fois par Quéte. Une fois qu'l
Carte Sort a été utilisée, elle est défaussée jusqu'a la fin de la partie.

FOUILLES (SEARCHING)

Pour 1 Action, les Héros peuvent effectuer des Recherches. Les Héros
ne peuvent PAS Fouiller s'ils sont a c6té d'1 Monstre ou si 1 Monstre est
dans la méme Salle ou visible dans 1 Corridor. Les Monstres ne
fouillent jamais.

1 Salle entiere ou toutes les Cases visibles d'l Corridor peuvent étre
fouillées en 1 Tour. Les Héros doivent dire au joueur Sorcier Maléfique
ce qu'ils recherchent. Ils peuvent Chercher soit des Portes Secrétes, soit
des Pieges, soit 1 Trésor. Sl y a quelque chose a trouver, le joueur
Sorcier Maléfique doit le révéler. Voir ci-dessous.

Lorsqu'un joueur cherche des Portes Secretes ou des Pieges, le joueur Sorcier Maléfique
consulte le Plan de Quéte pour voir sl y a des Portes Secretes ou des Pieges dans la
méme Salle ou le méme Corridor que le Personnage effectuant la recherche.

Les Portes Secrétes (Secret Door) sont immédiatement placées et considérées comme
Ouvertes. Le joueur Sorcier Malélique doit placer tous les Monstres et le Mobilier,
comme 1l le ferait a I'ouverture d'l1 Porte normale. Une fois trouvées, les Portes Secrétes
restent Quvertes pour le reste de la partie.

Les Pieges (1Trap) ne sont placés sur le plateau que s'ils sont trouvés en fouillant, ou si 1
Personnage les déclenche en se déplacant sur 1 Case Piégée. Certains Piéges ne peuvent
pas étre trouvés en fouillant (consultez 'Appendice B page 199 pour voir ce qui arrive a
chaque type de Piege lorsqu'il est recherché). La plupart des Pieges qui sont placés sur le
plateau pourront ensuite ére Désamorcés et défaussés par le Nain ou n'importe quel
Personnage ayant la Carte Equipement Trousse 3 Outils.

Si 1 Personnage déclenche 1 Pigge, le joueur Sorcier Maléfique doit immédiatement le
dire au joueur. Le Tour du Personnage prend fin et les résultats du Piege sont résolus.
Voir I'Appendice B (page 199) pour plus de détails sur les Pieges spécifiques.
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TRESORS (TREASURE)

Lorsqu'un Héros recherche 1 Trésor, le joueur Sorcier Maléfique consulte le Plan de
Quéte pour voir s'il y a des Trésors spécifiques a la Quéte dans la Salle ou le Corridor
approprié. S'll n'y en a pas, le Héros doit piocher 1 Carte du paquet Trésor et suivre ses

mstructions.

Si 1 Héros trouve de 'Or ou des Bijoux, 1l doit l'imscrire sur sa Fiche de Personnage et défausser la Carte Trésor. Les
Cartes Potion sont conservées par le joueur et peuvent étre utilisées a tout moment (cf. Equipement & Potions ci-
dessous pour plus d'informations sur les Potions).

Les Héros peuvent fouiller 1 Salle ou 1 Corridor un nombre illimité de fois. [NdT. : 1 fois par Héros et par Salle dans

Ia Version US, jamais dans les Corridors]. Lorsque le paquet Trésor est épuisé, mélangez simplement la défausse pour
créer une nouvelle pioche. [NdT. : Puisque certaines Cartes, comme les Monstres Errants, sont remises dans le Paquet
Trésor, je ne vois pas bien comment le Paquet Trésor pourrait s’épuiser !!l].

MONSTRES ERRANTS (WANDERING MONSTER)

Certaines Cartes Trésor révelent 1 Monstre Errant. Les Notes de Quéte détailleront de quel type de Monstre 1l s'agit.
Ces Monstres sont immédiatement placés sur le plateau, adjacent au Héros (ou sur la plus proche Case disponible) et
obtiennent 1 Attaque Gratuite contre le Héros qui fouillait. Cela met immédiatement fin au Tour du Héros. [NdT. :
Selon les Régles US, page 17, le Héros peut ensuite poursuivre son Tour, pouvant donc encore se déplacer aprés son
Action de Foulille, sl ne 1a pas fait auparavant !!!].

ENTRE 2 QUETES

A la fin d'une Quéte, tous les Points de Corps & d'Esprit des Héros sont restaurés 2 leurs valeurs de départ ; et les
Sorts de I'Elfe et de ’Enchanteur sont rafraichis.

Les joueurs doivent noter sur leur Fiche de Personnage toutes les Cartes Trésor qu'ils détiennent, puis remettre les
Cartes dans le paquet. Les joueurs peuvent ensuite utiliser leur Or pour acheter et/ou vendre de 'Equipement et des
Potions ; et pour embaucher des Mercenaires.

Enfin, les joueurs peuvent 'cacher' de 'Equipement, des Objets et de 'Or. Les Objets Cachés sont laissés dans un
endroit str avant que les Personnages ne se lancent dans leur prochaine Quéte. L'Or et 'Equipement cachés sont donce
en sécurité et ne seront pas perdus en cas de Mort. Marquez les Objets Cachés sur votre Fiche de Personnage.

EQUIPEMENT & POTIONS

Les Cartes Equipement & Potion détaillent les Objets que les Héros peuvent
trouver au cours de leurs aventures, ou acheter entre 2 Quétes. Notez que certains

Equipements ont des restrictions quant aux Héros qui peuvent les utiliser.
Bien quil n'y ait qu'l seule Carte pour chaque type d'Equipement [NdT. : La
Version US n'a aucune Carte, mais 1 liste : Armory], il n'y a pas de limite quant au

nombre de Cartes pouvant étre achetées. Apres I'achat, le joueur doit noter le
nouvel Objet sur sa Fiche de Personnage et remettre la Carte dans le paquet.

L'Equipement & les Potions peuvent également étre vendus 2 la moitié de leur

valeur indiquée. Notez que certamnes Cartes Potion nont aucune valeur en Or et

ne peuvent étre ni achetées ni vendues.

Les Potions peuvent étre utilisées a tout moment ; et cela ne compte PAS comme
1 Action. Par exemple, s1 1 Héros recoit 1 coup le faisant tomber a zéro Point de

Corps (ou moins), i1l peut immédiatement utiliser 1 Potion de Guérison pour se

restaurer jusqu'a 4 Points de Corps [NdT. : 1d6 dans lIa Version US]J.
Il peut arriver qu'un joueur soit invité a prendre 1 Potion aléatoire (Random Potion), auquel cas mélangez simplement
le Paquet Potion et piochez 1 Carte.

Au cours d'une partie, les Personnages adjacents peuvent librement échanger des Potions, des Parchemins et de
'Equipement ; ce sont des Actions Gratuites.



~ 19 ~

PARCHEMINS DE SORT (SPELL SCROLL)

Les Parchemins de Sort sont des Objets a usage unique pouvant étre utilisés par n'mporte quel Personnage, quelle

que soit sa capacité magique (méme avec seulement 2 Points d'Esprit, le Barbare doit savorr lire /).

Il peut arriver qu'un joueur recoive 1 Parchemin de Sort aléatoire (Random Spell Scroll), auquel cas mélangez
simplement le Paquet Parchemin de Sort et piochez 1 Carte.

MERCENAIRES

Entre 2 Quétes, les Héros peuvent engager des Mercenaires pour les aider dans leur
prochaine aventure (cf. Appendice D page 203 pour plus de détails sur les différentes classes
de Mercenaires disponibles).

Ces Hommes de main doivent étre payés d'avance pour étre embauchés pour leur lére
Quéte. Si 1 Héros souhaite les garder plus longtemps, chaque Mercenaire doit recevoir 20 po
aprés chaque Quéte ultérieure, ou il partira pour trouver un employeur plus prospére.

Les Mercenaires sont controlés par le joueur qui les a embauchés et effectuent leur Tour

aprés celui du Héros employeur. Les Mercenaires ne collectent aucun Trésor. Les

Mercenaires ne peuvent que se Déplacer, Attaquer et se Défendre (excepté les Eclaireurs, qui
peuvent Détecter et Désarmer les Piéges).

MORT (DEATH)

Les Héros menent une vie dangereuse, et tot ou tard, ils
rencontreront leur destin, réduits a zéro Point de Corps dans un
Donjon oublié. Les Héros Morts sont hors jeu pour le reste de
la Quéte. Tout I'Or que le Héros transportait est perdu ; mais
son Equipement et ses Objets restent 1a ot le joueur est mort et
peuvent étre récupérés (Action Gratuite).

A la fin de la Quéte, le joueur dont le Héros est Mort peut créer

un nouveau Héros pour la prochaine aventure.

CAMPAGNES

Les Campagnes sont une série de Quétes congues pour étre
Jouées dans lordre, les unes apres les autres, afin de raconter
une épopée. Au cours de la séquence dune Campagne, les
Héros découvriront de vastes Trésors, acquerront de nouveaux

Equipements magiques ; et subiront des revers et des défaites.

La deuxieme partie de ce livre détaille plusieurs Campagnes, par
ordre de difficulté croissante. Il est recommandé de les jouer
dans l'ordre afin que les Héros alent la possibilité de s'équiper
suffisamment pour survivre aux Quétes les plus difficiles. Notez
que certaines Campagnes ont des Regles Spécifiques qui
affectent la facon dont elles sont jouées.

Ce livre contient également plusieurs Aventures autonomes, qui
peuvent étre jouées soit en une simple session unique, soit

msérées dans une Campagne la ot cela a un sens narratif.
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CONSEILS AU JOUEUR SORCIER
MALEFIQUE (EVIL WIZARD)

Avec tant d’interactions possibles, 1l y aura des situations non
couvertes par les Regles. I'n tant que Morcar, vous étes le joueur
qui dirige le jeu : le dernier mot dans l'interprétation des régles
vous incombe. Dans ces cas, vous devez essayer d'étre juste et de
garder le jeu amusant pour tout le monde.

Toutelois, vous devriez toujours faire de votre mieux pour gagner
(dans les regles) ! HeroQuest est a son comble lorsque les Héros
sont sous pression. Conservez les Cartes Sorcier Maléfique pour
les moments ou elles seront les plus efficaces. Ciblez le Héros le
plus faible ; ne vous sentez pas mal a I'idée d'attaquer I’Enchanteur
s1 les autres joueurs le laissent exposé ! Faites votre possible pour
encourager les Héros a se séparer et a devenir avides de Trésors.
Les Monstres individuels peuvent sembler faibles, mais utilisez
leur avantage numérique pour encercler les Héros et maximiser
leurs chances d'attaquer.

En tant que joueur Sorcier Maléfique, vous gagnerez rarement au
sens strict d'anéantir les Héros ; mais si vous pouvez les faire suer
et saigner pour chaque victoire, vous faites bien votre travail.

CONSEILS AUX JOUEURS HEROS

Les joueurs Héros doivent apprendre a gérer les risques et savoir quand ne pas
étre gourmand. Vos Points d’Esprit & de Corps sont vos ressources essentielles,
vous devez les surveiller attentivement. N'oubliez pas qu'il est toujours préférable
de s'enfuir et de recommencer 1 Quéte que de mourir et de perdre votre Or, ou
peut-étre méme tout votre Equipement ! Bien sir, garder toujours 1 Potion de
Guérison 2 portée de main va de sol.

Restez ensemble. Touteforis, 4 Héros regroupés peuvent s’avérer iefficaces ;
donc se diviser en 2 équipes de 2 est généralement mieux. 1 Héros solitaire peut
rapidement étre encerclé et submergé.

Les Héros peuvent Fouiller 1 Salle ou 1 Corridor un nombre illimité de fois
[NdT. : 1 fois par Héros et seulement dans les Salles dans Ia Version US], mais
attention ! Au fur et a mesure que les Cartes Potion sont retirées, le paquet
devient de plus en plus dangereux, les Monstres Frrants et les Piéges épuiseront
progressivement vos Points de Corps.

Plus vous perdez de temps, plus Morcar a de chances d'obtenir 1 Carte Sorcier
Maléfique vraiment méchante ; mais n'oubliez pas de Chercher des Piéges dans
les Coffres et toutes les Salles ou Corridors suspects.

L’Enchanteur est la classe la plus difficile a jouer, mais a le potentiel d'étre tres
puissant. 1 joueur Enchanteur doit apprendre a utiliser ses Sorts a bon escient.
Les autres joueurs doivent s'occuper de I’Enchanteur et s'assurer que les
Monstres n'ont jamais une chance de l'attaquer. L’Enchanteur peut sembler
avolr besoin de beaucoup d’attention, mais vous lui serez reconnaissant lorsqu’il
détruira 1 Monstre boss avec 1 Génie, ou vous sauvera de la Mort avec 1 Sort de
Guérison !
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I’ORAGE MENACANT

Par Stephen Baker
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Le feu brile a belles flammes dans Litre, mais diffuse une faible clarté dans
[étude de Mentor. Les ombres dansantes ne laissent Voir quune partie Oes
innombrables [ivres et parchemins qui remplissent les rayonnages. Mentor se dirige
[entement vers la cheminée.

'"Mes amis. votre apprentissage est maintenant terminé. Toutefois. Vous
n'étes pas encore des déros, car il vous reste a faire vos preuves. Mais laissez-
moi tout Oabord Vous entretenir de Morcar...

"Il y a bien des siecles. Morcar était mon apprenti. Travaillewr acharné, il
assimilait vite. Cependant, [impatience le dévorait et il souhaitait apprendre une
magie plus puissante. Je Lavertis des dangers de sa fougue et Lexhortais a plus de
patience en Lassurant quun jour il deviendrait un Enchanteur de renom. Mais
Morcar nen pouvait plus Oattendre et, chaque nult, forcm’t la porte de mon étude
pour y lire mes [ivres de sorts. Les secrets quils recelaient étaient en vérité bien
grands et Morcar s'enfuit quand il les eut appris.

'"Quand je pus le rattraper, ce fut pour le trouver beaucoup changé. N avait—il
pas prété allégeance aux Grandes “Puissances du Chaos? Inconscient! La magie
n'avait été pour lui que le plus court chemin menant au pouvoir et il en avait usé
sans se soucier Ve la terrible dette dont il devrait désormais s acquitter. Je tentais
e le raisonner. ‘Rien ny fit. Il me rit au nez. puis me jeta un sort terrible que jeus
grand peine a contrer. ‘Plusieurs jours durant nous wous battimes ainsi, mais
Morcar disposait dalliés autrement plus forts que les miens, et je ne pus le
vainere. Finalement. alors que chacun de nous sentait ses forces [abandonner, il
prit la fuite et se réfugia dans les Terres désolées du Chaos septentrional. La, il
pansa ses plaies et peaufina ses Odons, nVoquant Oanciennes puissances avec
lesquelles il pourrait renverser [“Empire.

"Il me faut veiller sur Morcar et évaluer la force de sa magie. Les puissances
exhortées par Morcar nous anéantiront tous si je reliche ma vigilance. Les légions
de Morcar nous ont déja menacés jadis. “‘Rogar alors m'était venu en aide et les
avait Vaincues. Mais les voici de nouveau en marche. <Oéja les Régions limitrophes
ont subi leur assaut. Oui, [“Empire doit se trouver des Héros pour le défendre et
cest a cette fin que je Vous ai formés.

"Chacun d'entre Vous doit mener a bien 14 Quétes [INOT. : 3 dans la Version
FUL Celui qui y parviendra sera proclamé Champion du Royaume et adoubé
Chevalier Impérial. Alors. mais seulement alors. serez—vous véritablement en
passe de devenir Héros. Voila. je Vous parlerai de nouveau a Votre retour - si

Jamais Vous revenez...'
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-Quéte 1 -

Le Labyrinthe

“Voici Votre derniere épreuve avant de partir a Laventure. Veillez a bien utiliser tous les dons que je Vous ai

enseignés. Il vous faudra tenter de sortir de ce labyrinthe o plusieurs monstres ont été placés. Méfiez—vous

deux, car ils feront tout pour Vous nuire. Celui qui sortira le premier de cette épreuve recevra une récompense

de 100 po. Cet argent pourra servir a Lachat d'équipement pour les aventures a vVenir.

Il sagit dune Quéte didactique trés simple [NdT. : Quéte 1 de PEdition 1989], concue pour enseigner les
mécanismes de base du jeu aux jeunes joueurs et a ceux qui découvrent les jeux d Aventure d'Exploration de
Domnjons. N'hésitez pas a sauter cette Quéte les joueurs ont une bonne compréhension des Régles. Ceux
dentre vous qui veulent jouer « L’Epreuve » [NdT. : Quéte 1 de I'Edition 1990] Ia trouveront page 143.

Au début de la partie, disposez sur le plateau tous les éléments que les Héros peuvent voir. Rappelez-vous de ne placer

les Portes Secretes que lorsquun Héros les cherche.
Les "X" indiquent le point de départ de chaque Héros.

Pour terminer la Quéte, tous les Héros doivent atteindre 1'Escalier en colimacon au centre. Le ler Joueur a le faire
recoit 100 po.

Monstre Errant : Orc
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- Quéte 2 -

La <Oélivrance de Sir “Ragnar

"Sir ‘Ragnar, [un des plus puissants Chevaliers de [“Empereur. a été capturé. On a toutes les raisons de croire

qu'il est retenu prisonnier par “Ulag. le Seigneur de la Guerre des Ores. Il Vous incombe de le trouver et de le

ramener sdin et sauf. Le prince magnus sest engagé a verser 200 poa celui qui le délivrera.

Cette récompense pourra étre partagée entre plusieurs aventuriers, mais elle ne sera pas accordée

si Sir “Ragnar périt durant [évasion.”

A Le Coffre est Piégé avec 1 Aiguille Empoisonnée.
Si 1 Héros cherche 1 Trésor avant que le Piege ne soit
désarmé, il perdra 1 Point de Corps. Le Coffre est vide.

B 1e ler Héros qui cherche 1 Trésor dans la Salle
trouvera 60 po a I'intérieur de ce Coffre. Il trouvera aussi
1 Potion de Guérison pouvant restituer jusqua 4 Points
de Corps perdus. [NdT. : Dans la Version EU, ce Cofire

ne contient que 50 po et aucune Potion, mais il ny a que
13 Monstres dans la Quéte au lieu de 21 ]

X. DECOUVERTE DE SIR RAGNAR
Lorsque Sir Ragnar est trouvé, I'alerte est sonnée.

Utilisez 1 Figurine de Sorcier pour représenter Sir
Ragnar. Placez sur le plateau TOUS les Monstres,

Portes & Mobilier restants. Toutes les Portes

sont maintenant QOuvertes. Sir Ragnar doit étre déplacé
par le Héros qui a ouvert la Porte de sa Cellule (Les
Héros ne peuvent pas chercher de Trésor dans la
Cellule). Ce Héros joue d'abord son Tour normalement,
puis lance 1d6 pour déplacer le Chevalier blessé. Sir
Ragnar doit arriver sain et sauf a I'Escalier pour obtenir la
Récompense de 200 po [NdT. : 240 po dans la Version
US] . Sir Ragnar ne peut PAS Attaquer, mais peut lancer
2 Dés de Défense. 11 lui reste 2 Points de Corps.

Monstre Errant : Orc
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- Quéte 3 -

Le Repaire du Seigneur de la Guerre des Ores

“Le Prince Magnus a lancé un ordre de recherche et de mise a mort contre “Ulag. Seigneur de la Guerre des
Orcs. tenu pour responsable de [emprisonnement de Sir Ragnar. Les Héros recevront une récompense de 180
po a partager s'ils mettent fin aux jours de ce misérable [INOT. : 100 po au Tueur & Ulay dans la “Version

FUI Tout Trésor trouvé dans le repaire d“Ulag pourra étre conservé par son découvreur.

A Voici I'Armurerie des Orcs. Le ler Héros i chercher C Ce Coffre est Piégé ; quiconque 'ouvre sans
1 Trésor trouvera 1 Baton (qu’il peut ajouter a sa Fiche avoir cherché des Pieges perdra 1 Point de
de Personnage ou donner a 1 autre Héros). Ce Baton est Corps. Le Coflre contient 100 po.

exactement comme celui décrit sur la Carte Equipement

INdT. : C’est 1 Lance dans la Version EUJ. Ulag Utilisez 1 figurine Orc armé d’l Grande

Epée pour représenter Ulag. Ulag a les
B Le 1er Héros a chercher 1 Trésor trouvera 24 po&1l

caractéristiques suivantes :

Potion de Guérison (pouvant restituer jusqu’a 4 Points de

Mouvement Attaque Défense Corps Esprit
Corps perdus) dans le Buffet [NdT. : 30 po et aucune Ulag 10 4 5 6 3
Potion dans la Version EU, mais 13 Monstres au lieu de
191 [NdT. : Ulag a 1 seul Point de Corps dans la

Version EU ; et seulement 2 dans Ia Version US|

Monstre Errant : Orc
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LOr du Prince Magnus

“Trois Coffres ont été dérobés lors de leur acheminement au palais de [“Empereur. On a of fert une
récompense de 250 po [T : 200 po dans la Version FUI i tout groupe de Héros qui rapporteraient les
coffres et TOUT leur contenu dor. Les Voleurs présumés sont une bande d'Orcs, dont la taniere se situe

dans les Montagnes Noires. Ils ont a leur téte Gulthor. un Guerrier du Chaos.”

A Voici les 8 Coffres. Ils sont marqués du Sceau Royal du Prince. Chaque Coffre est verrouillé et contient

250 po et d'autres Objets de valeur pour le Prince et I'Empereur. 1 Héros peut seulement porter 1 Coffre i la fois,
auquel cas son Mouvement est limité 3 1d6. Les Héros ne peuvent pas garder I'Or contenu dans les Coflres.

[ NdT. : OPTION de Ia Version EU : Si 1 Héros décidait de garder I’Or du Prince Magnus au lieu de Ie rendre
(équivalent de 250 a 350 po par Cofire) il se mettrait Hors Ia loi et ne pourrait plus prétendre au statut de Champion.]

Galthor est 1 Guerrier du Chaos aux Connaissances Arcaniques. Il connait 2 Sorts du Chaos qu'il peut lancer (1 par Tour)
au lieu d'Attaquer. Piochez 2 Cartes Sort du Chaos pour Gulthor. Gulthor a les caractéristiques suivantes :
Mouvement Attaque Défense Corps Esprit
Gulthor 6 4 4 6 3

[NdT. : Gulthor est initialement 1 simple Guerrier du Chaos : Version EU 6/3/4/1/3 ; Version US 7/4/4/3/3 ]

Monstre Frrant : Fimir
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- Quéte 5 -

Le Labyrinthe de Melar

Iy a longtemps. un puissant Enchanteur du nom de Melar créa un Talisman dont les pouvoirs conféraient d son détenteur une

meilleure compréhension de la Magie. “Oe crainte que les alliés de Morcar ne le ui volent et s'en servent.

Melar aurait caché ce Talisman dans son laboratoire. au coeur de son Labyrinthe parsemé de Picges & de Gardiens Magiques.

On prétend méme qu'il est hanté par tous ceux qui auraient convoité le Talisman et péri sans y parvenir.

A Le ler Héros i chercher 1 Trésor trouvera 1 Flasque a
moitié remplie sur I'Etabli d'Alchimiste. C'est 1 Potion de
Guérison restituant jusqua 2 Points de Corps perdus [NdT. :
La Version EU ne contient pas cette Potion 4 demi remplie].

B Cette Chambre contient 1 Gargouille qui semble étre
Statufiée. La Gargouille ne bougera pas en premier ; et prendra
vie seulement quand les Héros auront Ouvert la Porte menant
2 la Salle suivante. La Gargouille ne peut pas étre blessée tant
qu’elle n’a pas bougé ou Attaqué 1 Héros.

C Le Coffre est Piégé — 1l est remph de Gaz toxique !
Si 1 Héros cherche 1 Trésor avant que le Piege ne soit
Désarmé, il perdra 2 Points de Corps.

Le Coffre contient aussi 144 po. 1l n'y a aucun
autre Trésor dans la Salle.

D Le ler Héros qui cherche 1 Trésor trouvera le
Talisman de la Connaissance (Talisman de Lore).

Son utilisation est décrite sur la Carte Artefact correspondante.

E Si 1 Héros cherche des Portes Secrétes, il ne trouvera rien de
chaque c6té du mur.

Cependant, si 1 Héros cherche 1 Trésor, il trouvera la Clef de
Melar. En touchant la Clef, elle disparaitra et le Trone glissera
de coté pour révéler 1 Porte Secrete !

Monstre Frrant : Zombie
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- Quéte 6 -

L Héritage du Seigneur de Guerre des Orcs

‘Grak. Linfime descendant OUlag. a juré vengeance contre les meurtriers de son pere. Au terme de plusieurs longs mois

de recherche. il a finalement retrouvé votre trace et vous a fait tomber dans une embuscade.

“Vous voici donc prisonniers dans ses cachots tandis qu't’l se creuse la cervelle pour Vous [Vtﬂ[ger le pire chdtiment qui solit.

‘[’roﬂ'tant toutefo[s ou sommeil de votre garbl’en, Vous parvenez a crocheter la serrure de Votre geéle avec un Vieil os de rat.

Mais il Vous faut maintenant retrouver vVotre équipement et sortir de la.

Les Héros débutent la Quéte dans 1 Cellule, sur les Cases marquées
dun « X » ; et ne peuvent pas y chercher de Trésor. L Equipement
(Armes, Armures, Potions, Sorts, etc.) de tous les Héros ayant été
conlisqué, 1ls devront le retrouver pour sen servir. 1 Héros sans Arme ni
Ammure lance 1 Dé d’Attaque & 2 Dés de Défense.  [NdT. :
Alternativement, vous pouvez utiliser les Régles Optionnelles de
Combat 42 Main Nue, p. 205].

A Le ler Héros qui cherche 1 Trésor dans cette Salle trouve
I'Equipement stocké dans le Buffet. Chaque Héros encore en vie doit
entrer dans cette Salle pour récupérer ses biens. L'Enchanteur & 1'Elfe
peuvent de nouveau lancer leurs Sorts dés qu'ils entrent dans la Salle et
réclament leurs Pouvoirs Magiques.

[NdT. : OPTION : Le ler Héros qui trouve I’Equipement peut décider
de donner ou de vendre tout ou partie de celui~ci aux autres Héros se
trouvant dans Ia méme Salle ou le méme Corridor. Par contre, il ne Ini
est possible ni de garder ni d’utiliser les Cartes Sort, 3 moins d’étre
PEnchanteur ou Elfe I]

B Cet Escalier conduit a Iair libre. Tout Héros qui parvient 2

se placer sur 1 Case d'Escalier recouvre sa liberté.

GRAK. Utilisez 1 figurine Orc pour représenter Grak.

C’est 1 Orc a Iallure différente qui tient 1 Baton (comme celui

déerit sur la Carte Equipement correspondante). Grak porte aussi

1 Cape de Magicien (Wizard’s Cloak) [NdT. : Cet Artefact

remplace la Carte Equipement Cape de Protection (Cloak of
Protection) dans Ia Version US]J. Si Grak est tué, la Cape sera d’'un
grand intérét pour I’Enchanteur. Grak a les caractéristiques suivantes :

Mouvement Attaque Défense Corps  Esprit
Grak 8 4 4 5 3
[NdT. : Grak a 1 Pt de Corps dans la Version EU, 3 dans la Version US].
Grak connait 3 Sorts du Chaos qu'll peut lancer (1 par Tour) au lieu
d’Attaquer : Peur (Fear), Sommeil (Sleep), Tempéte (Tempest).

[NAT. : Dans la Version US, chaque Héros doit Chercher 1 Trésor dans
Ia Salle A pour y trouver son propre Equipement uniquement]

Monstre Frrant : Fimir
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- Quéte 7 -

L “Fnchanteur “Perdu (Le Chasseur de Pierres)

“Karlen [NT. : Wardoz dans la Version USE] [“Enchanteur personnel de [“Empereur. a disparu.

L Empereur craint qu'il ait été assassiné ou ait succombé aux charmes insidieux de la Magie du

Chaos. Il vous incombe de découvrir ce qui lui est arrivé et. s'il est encore en Vie, de le ramener

en lieu siir. A Votre retour, chacun de Vous recevra 100 po.”

A Tous les Guerriers du Chaos de cette aventure sont faits de
Pierre : ils ont 1 Dé de Défense supplémentaire.

B Voici la Salle des Armes ; le ler Héros qui v cherche 1
Trésor trouvera 'Armure de Borin. Ses effets sont indiqués
sur la Carte Artefact correspondante.

C Ce Coffre est Piégé avec 1 Aiguille Empoisonnée. Si 1
Héros cherche 1 Trésor avant que le Piege ne soit Désarmé,
il perdra 2 Points de Corps. Il y trouvera 1 Flasque remplie
d'un liquide pourpre non identifiable. Ne dites pas au Héros
quel est ce liqmde. Si le boit, en plus d'un goit
épouvantable, le Héros sera temporairement transformé en

Statue de Pierre. 1l sera incapable de se déplacer
pendant 5 Tours (mais ne pourra pas étre blessé durant
ce temps). Apres ces 5 Tours, il reviendra a la vie.

D Le Coffre de Karlen contient 200 po [NdT. : 144 po dans la
Version US|. Le Zombie de cette Salle est paré des robes de
I'’Enchanteur. Clest Karlen. Apres la destruction de Karlen, le
ler Héros qui cherche 1 Trésor trouvera les Pieces d’Or. 1l
trouvera aussi quelques papiers sur IEtabli de Karlen. Ces
papiers prouvent qu’il a été dévoré par la Magie du Chaos qu’il
expérimentait et fut transformé en un stupide Zombie.

Monstre FErrant : Momie
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- Quéte 8 -

Le Mage du Feu

“Les Ores des Montagnes “Noires ont employé la Magie de “Feu dans leurs raids. “Balur, le Mage du Fen,
est suspecté de les avoir aidés. Aucune Magie du Feu ne peut nuire a “Balur et les Magiciens de [ Empereur
sont incapables de contrer ses Sorts. Cest pourquoi Vous avez été choisi pour pénétrer dans sa taniere,
profondément enfouie sous le Pic du Feu Noir. L' Empereur récompensera chaque 41éros de 100 po

pour Lélimination de “Balur.”

Balur Utilisez la figurine de Sorcier du Chaos pour le

représenter. Les Sorts du Feu ne laffectent pas. Il A Le Coffre contient 150 po & le Sceptre du
connait les Sorts du Chaos suivants qu’il peut utiliser 1 Rappel [NAT. : Baguette Magique (Wand of
fois chacun : Boule de Feu (Ball of Flame), Tempéte de Magic) dans la Version USJ. Ses effets sont
Feu (Firestorm), Tempéte (Tempest), Evocation des indiqués sur la Carte Artefact correspondante.
Orcs (Summon Orcs), Peur (Fear) & Fuite (Escape). Le

Sort Fuite le téléportera sur la case marquée "X" dans la

Salle Centrale. Si Balur utilise ce Sort, ne le mettez pas

sur cette Case avant que les Héros n'ouvrent la Porte.

Balur a les caractéristiques suivantes :

Mouvement Att. Déf. Corps FEsprit
Balur 8 2 5 5 7
[NdT. : Initialement, il a 1 Pt de Corps dans la Version
EU, 3 dans Ia Version US]

Monstre Frrant : Fimir
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- Quéte 9 -
Course contre la montre (Le “Piege)

“Un Guide Vous a conduits dans un labyrinthe souterrain qui est supposé abriter un trés grand secret.

Apres Lavoir suivi dans de sombres corridors. vous vous retrouvez dans une salle ayant 3 portes. Cest alors que le Guide

éteint sa torche et se met a rire dans le noir. "Adieu. mes Héros!". lance—t—il O'un ton railleur en b[s/mra[ssnnt.

“Vous réalisez avec horreur que c'était un piege I Vous devez Vous éclmp/)er ou périr dans ce sombre trou oublié.”

A Voici la Salle de Départ des Héros. C Ce Coffre est Piégé : il contient du Gaz toxique. e
Si 1 Héros cherche 1 Trésor avant que le Piege ne
B Ces 2 Coffres contiennent 100 po chacun. soit Désarmé, il perdra 3 Points de Corps.

A l'intérieur se trouve I’Elixir de Vie. Ses effets sont
mdiqués sur la Carte Artefact correspondante.

[NdT. : Ce Coffre & son contenu, ainsi que Ia Porte
Secréte qui donne sur cette Salle, n’existent pas dans
Ia Version EUJ.

Monstre Errant : Fimir
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- Quéte 10 -

Le Chiteau des Mysteres

“Jadis, un Magicien nommé Ollar découvrit Lentrée dune Mine dOr. Grice a ses pouvoirs extraordinaires, il

bitit un Chiteau Magique au—dessus de la Mine pour la protéger des intrus. La chambre inférieure du Chiteau

a de nombreuses “Portes Magiques et est gardée par les innombrables Monstres qui y furent emprisonnés.

Parviendrez—vous a trouver Lentrée de la Mine dOr ? <O'autres avant Vous ont essayé.

mais le Chiteau les en a empéchés a chaque fois.”

Chaque fois qu'l Héros franchit 1 Porte, il doit stopper
Immédiatement & lancer 2d6. 1] scra alors téléporté sur la Case
correspondant au total des Dés. Si cette Case est déja occupée, il
remplace son occupant : Le Héros ou Monstre délogé perd 1
Point de Corps et, sl est toyjours vivant, lance lur aussi 2d6
pour étre téléporté (si le méme numéro de Case est obtenu, il
doit relancer les Dés). Les Héros ne peuvent franchir qu’l seule
Porte par Tour !

A Si ces 2 Guerriers du Chaos sont vaincus, le ler Héros a
chercher 1 Trésor constatera qu'l des Guerriers portait I'Anneaun
du Retour (Ring Of Return). Ses effets sont indiqués sur la Carte
Artefact correspondante. [NdT. : Cet Anneau n’existe pas dans
Ia Version EUJ.

B Voici IEntrée de la Mine. Tout Héros qui entre dans :
cette Salle peut prendre 5,000 po. Toutefois, tant qu'il
porte 'Or, il ne peut ni Attaquer ni se Défendre.

Si le Héros pose 1'Or, celui-ci retournera immédiatement

a la Mine.

La Quéte sachéve quand tous les Monstres ont été tués OU
quand tous les Héros ont regagné [ Escalier en obtenant 2 ou 12.
Quand la partic est terminée, dites aux joueurs que tout I'Or
trouvé a ['Entrée de Ia Mine nest quillusion. Tout autre Trésor
découvert ailleurs est en revanche bien réel.

Monstre Frrant : Le Fantome d'Ollar apparait, éclate dun rire démoniaque ; et disparait !
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- Quéte 11 -

Le “Bastion du Chaos

“Les Terres de [“Est sont infestées dOres & de Gobelins en maraude. L Empereur a ordonné quun groupe de d1éros dignes de ce nom soit

envoyé pour les anéantir. Les Orcs sont bien protégés dans une robuste forteresse souterraine connue sous le nom de “Bastion du Chaos.
Ils sont menés par un petit groupe de Guerriers du Chaos. Vous devrez Vous frayer un chemin dans cette forteresse en tuant tous les

Monstres que vous croiserez. Chaque Héros recevra | “Prime pour chaque Monstre qu'il aura éliminé :

10 po par Gobelin : 20 po par Orc : 30 po par “Fimir : & 50 po par Guerrier du Chaos.”

A Voici 'Armurerie. Le ler Héros a chercher 1 C Ce Guerrier du Chaos a 1 Epée Magique.

Trésor trouvera 1 Bouclier comme celui décrit sur la Celui qui le tue peut s’emparer cette Epée, connue

Fiche Armureric ou la Carte Equipement sous le nom de Fléau des Orcs (Orc’s Bane).
correspondante. Toutes les autres Armes sont Ses effets sont indiqués sur la Carte Artefact

mutilisables. correspondante.

B La Gargouille semble n’étre qu'une Statue en Pierre [NdT. : Dans la Version EU, la Prime par Guerrier dn
immobile. Mais le Coffre est Piégé : Si 1 Héros Chaos tué n’est que de 30 po !]

cherche 1 Trésor avant que le Piege ne soit Désarmé,
la Gargouille s’animera & attaquera immédiatement !
Si 1 Héros désamorce d'abord le Piege, il découvrira ce
qui serait arrivé. La Gargouille ne peut pas étre blessée

tant qu’elle n’a ni bougé ni attaqué 1 Héros.

Monstre Errant : Fimir
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- Quéte 12 -

Darak Tor - Sépulture du Seigneur Sorcier

“La Guerre avec les Ores de [“Est se prépare & [“Empereur doit rallier le soutien des petits ‘Royaumes en vue dun conflit imminent.

A cette fin. vous devez trouver Lantique Eroile de [Ouest. portée jadis par les “Rois de Légende, ainsi que “Rogar lorsqu'il affronta

Morcar. Vous serez récompensés de 200 po (a partager entre les dHéros) quand elle sera en lieu siv. LFroile se trouve a Barak Tor,

lieu de repos du maléfique Seigneur Sorcier. Ce dernier était également connu sous le nom de “Roi des Morts. serviteur tout puissant de

Morcar : Rogar le pourfendit jadis avec le Fer de [“Esprit. la seule Arme pouvant le blesser.”

A Ce sont de fausses Portes ; elles ne peuvent en aucun cas étre ouvertes.
B LEtoile de 'Ouest est dans la main du Zombie.

C Voici 1 Eboulis spécial qui s'effondrera automatiquement apres le
passage du dernier Héros, bloquant alors toute retraite.

D Voici la Tombe du Seigneur Sorcier. Celui-ci en sera délivré des
qu'l Héros entrera dans la Salle. Utilisez la figurine de Sorcier du

Chaos pour le représenter & lisez le texte qui suit aux joueurs :

“Vous avez brisé le Sceau Magique qui retenait prisonnier le
Seigneur Sorcier. Le voici désormais revenu a la vie & il vous
faut le fuir. Seul le Fer de [“Esprit peut Latteindre.”

E Le ler Héros a chercher 1 Trésor trouvera 1 Baton
Magique caché derriere la Bibliotheque.

Clest le Baton de Magicien (Wizard’s Stafi).

Ses effets sont indiqués sur la Carte Artefact correspondante.

[NdT. : Cet Artefact n’apparait pas dans la Version EUJ.

LE SEIGNEUR SORCIER Aucune Arme autre que le Fer de
IEsprit & aucun Sort n’ont d’effet sur Iui. Les Héros devront tenter de
récupérer ’Artefact dans la prochaine Quéte. Le Seigneur Sorcier se
déplace de 1 Case par Tour & lance 2 Dés d’Attaque. Il connait aussi
les Sorts du Chaos suivants : Evocation des Mort-Vivants (Summon
Undead), Peur (Fear), Contréle (Command), & Boule de Feu (Ball of
Flame).

[NAT. : Dans Ia Version EU, le Seigneur Sorcier ne lance aucun Sort ;
et Ia Récompense de 200po revient i celui qui a trouvé I'Etoile de
L'Ouest]

Monstre Errant : Squelette
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- Quéte 13 -

La Quéte du Fer de [“Esprit

"Le Seigneur Sorcier, que Vous avez réveillé. va constituer une sérieuse menace pour [“Empereur dans le conflit a venir !

Il convient donc de le détruire avant qu'il ne lance son Armée de Morts="Vivants a Lassaut des forces de [“Fmpereur.
Mais vous devrez dabord trouver le Fer de [“Esprit, la seule Arme capable ¥ atteindre le Seigneur Sorcier.
Jadis forgée par les “Nains des Montagnes du Bord du Monde. puis refroidie dans la Fontaine Elfique de Leben,

cette Lame antique repose désormais quelque part dans les ruines dun ancien Temple.

Dans cette Quéte, les Régles des Eboulis sont diflérentes. A 1Le ler Héros qui cherche 1 Trésor dans cette
Les Cases marquée d’l Eboulis indiquent les endroits ot Salle trouvera le Fer de I'Esprit (Spirit Blade), dans
le plafond est dangereux. Tout Héros qui passe sur [ telle  yn écrin de lumiere froide & bleue. Ses effets sont
Case doit lancer 1d6 : Sil obtient 4, 5, ou 6, il perdra I indiqués sur la Carte Artefact correspondante.
Point de Corps (51l est équipé d'l Casque, 1l ne perdra ce
Point de Corps que sur un Résultat de 6). [NdT. : Dans
la Version EU, le résultat 4 est sans danger]. Les
Monstres ne sont pas aftectés par ces Cases (ils sont

B 1Le Coffre contient 200 po.

sutlisamment habitués a ces passages éviter les chutes de
pierres). Ne placez PAS ces Pion Epoulis sur le platean.
Ces Eboulis ne peuvent PAS étre Désarmés. Les Héros
ne sont pas bloqués par ces Cases dans cette Quéte.

Monstre Errant : Guerrier du Chaos
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- Quéte 14.-

“Retour a Barak Tor

"Maintenant que Vous étes en possession du Fer de [“Esprit. il Vous faut retourner a “Barak Tor

& en finir avec le Seigneur Sorcier. L'Empereur chevauche déja a la rencontre des Ores de [est.

qu'il affrontera au Col du “Feu “Noir. Si vous échouez. le Seigneur Sorcier [évera son Armée

de Morts—Vivants et surprendra les forces de [“Empereur par Larriere.

“Plus rien alors ne saurait empécher les forces du Chaos dasservir la contrée I’

A La Tombe du Seigneur Sordier est désormais vide. Si le Seigneur Sorcier est vaincu, il disparaitra dans un nuage
de fumée noire & crasseuse. Quand la fumée aura disparue, les
SEIGNEUR SORCIER Utilisez la figurine de Sorcier du Héros entendront un tintement métallique au contact du sol. En
LE SEI tilisez 12 S

baissant les yeux, ils découvriront 'Anneau de Sort (Spell Ring)
que portait le Seigneur Sorcier. Ses effets sont indiqués sur la
Carte Artefact correspondante. [NdT. : L’Anneau n’existe pas
dans la Version EUJ.

Chaos pour le représenter. Aucune Arme autre que le Fer de ’Esprit
& aucun Sort n’ont d’effet sur lui ; et il a repris des forces depuis votre
derniere rencontre ! Il connait les Sorts du Chaos suivants :
Evocation des Mort-Vivants (Summon Undead) (qu'il peut lancer a
volonté !), Peur (Fear) (qu’il peut lancer 2 fois), Boule de Feu (Ball of

o y . Ine fois cette Quéte achevée avec succes, 'Empereur attribue a
Flame), Contrdle (Command), & Tempéte (Tempest). Voicl ses Une cette Quéte achevée avec sucees, pereur attribue

tous les Héros le titre de "Champion du Royaume' ! Chaque
Héros est adoubé Chevalier Impérial.

caractéristiques :

Mouvement Attaque Défense Corps Esprit
‘Witch Lord 10 5 6 6 6

[NdT. : Version EU = 1 seul Pt de Corps & aucun Sort ; Version US
- 4 Pts de Corps & ne lance qu’l fois Evocation des Mort-Vivants]

Monstre Errant : Momie
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EPILOGUE

“Vous avez bien agi. Et pourtant. il semble que votre tiche ne fait que commencer. <De
sombres nuages s amassent aux Frontieres de [“Empire...
"Chevauchant a la téte de son Armée, [“Empereur se dirigeait vVers le Col du “Feu “Noir.
dont le périlleux chemin relie [“Empire aux Terres Frontalieres. Jamais de mémoire
dhomme on wavait vu pareille armée | Quand ils eurent pris position dans les plaines
herbeuses, au pied du chemin montagneux. les hommes attendirent. Avant la tombée de la
nuit, le ciel soudain sobscurcit et un grand vent se leva. <Oes cris et des hurlements a
vous glacer le sang résomnérent en écho depuis le sommet des monts, terrifiant les
chevaux et remplissant de peur hommes et elfes confondus.
"“Puis ce fut le premier assaut. “Oévalant le flanc des monts comme s'il s'était agi de
vulgaires pentes et non de parois quasi Verticales, les Hordes de Morcar s abattirent sur
les “Oéfenseurs de [“Empire. On eut dit un sombre raz de marée contre lequel. pourtant,
chacun maintint sa position avec une Vaillance qui aurait pu laisser présager une Victoire.
"Mais cétait compter sans les Maléfices de Morcar. Celui-ci. debout sur une haute
corniche surplombant le champ de bataille, déclencha les foudres de ses Pouvoirs
Magiques. “Oes Eclairs jaillirent du bout de ses doigts et dénormes DBoules de Feu
explosérent parmi les “Oéfenseurs. “Oes douzaines de bréches s'ouvrirent et Lennemi sy
rua en hurlant de plaisir.
"La Garde du Jugement Oernier — force d'élite des Chevaliers du Chaos de Morcar -
choisit ce moment pour faire son entrée. L' Armée de [“Empereur du coup céda et beaucoup
Ohommes s'enfuirent. Seuls les Gardes personnels de [“Empereur s acharnérent a défendre
leurs positions et nombre d'entre eux firent sacrifice de leur Vie pour assurer sa retraite.
'Ce qui reste de [Armée de [Empereur se terre désormais a ‘Karak NVarn - jadis le
Bastion des Nains. Les hommes n'ont toutefois pas de quoi tenir un long siege. Aussi
nous faut=il agir vite si nous Voulons sauver [“Empereur et son Armée.
"Il y a en outre un autre mal a vaincre en la personne du Seigneur Sorcier revenu a la
vie. Lui aussi dispose de “Pouvoirs Magiques que je ne soupconnais pas et qui Lont protégé
contre le Fer de [“Esprit. Seulement blessé. il est parvenu a regagner son ancienne
retraite dans les Montagnes Noires. Mais il aura bientdt récupéré assez de forces pour
prendre une nouvelle fois La téte de la Légion des “Oamnés.
"“Préparez—vous a Oautres Quétes. mes amis, car [“Empire a plus que jamais besoin de
Vous. Je ne peux moi-méme agir contre ces dangers. car il me faut aller a la rencontre de
Morcar et m'efforcer Vaffaiblir ses Pouvoirs. Aussi. mes amis, ne me reste—t=il plus
qu'a prendre congé de Vous. Faites attention surtout. Adieu...

- Mentor
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- Quéte 0-

L Aréne Magique

"Avant daccomplir les missions du Livre des Quétes. Mentor met a Votre disposition une Aréne

magique /JOMI’ Vous entrainer tant aux béplacements qlAd [ﬂl’f bM combat.

“Utilisez pour cette lutte a mort le plateau de jeu (Voir les “Notes pour le placement des

ﬁgur[wes). Le Joueur a gm/tche de Morcar débute la partie.

Le dernier survivant de cette lutte — Héros ou Monstre — en sera le Vainqueur.”

A L’Enchanteur & I'Elfe choisissent leurs Sortileges.

Chaque Héros place sa figurine dans un coin de la Salle Centrale.
Morcar place ensuite 5 Gobelins sur les Cases de son choix dans la méme Salle.

Au terme de ce combat, la Magie de I’Aréne restitue a chacun des Personnages sa force initiale. Toutes les blessures sont guéries. 11
importe de s’entrainer dans ’Areéne autant de fois que nécessaire pour se sentir a 'aise dans la peau du Héros.

[NdT. : Edition Européenne ©1989]

Monstre Errant : Aucun !
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LS COMNRS,

LE DONJON DE KELLAR
(KARAK VARN)

Par Stephen Baker
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‘Comme Vous le savez, mes amis. [“Empereur est assiégé dans le “Oonjon de Kellar, la
“Forteresse souterraine de ‘Karak NVarn. La “Forteresse est bien défendue, mais je crains
que le temps ne wnous fasse défaut. La Garnison saffaiblit. faute de Vivres, tandis que
[ennemi se renforce de jour en jour.

"“Nous avons un moyen de les aider. Le grand [ivre. Loretome. m'a révélé un Passage
Secret oublié depuis longtemps. Il Vous faudra trouver ce “Passage et mettre [“Empereur a
Labri. Ce “Passage s appelle le Pic de Grin. portant le nom du “Nain qui le premier en fit
[a découverte. Grin était un solitaire qui consacré sa Vie entiere a la recherche dun filon
dor. Il en trouva jamais aucun. Mais en prospectant, il a trouva un sentier étroit
longeant le bord dun abime. Il explora au-vela et se retrouva dans les Cavernes
inférieures du Donjon de Kellar, le Bastion souterrain de Karak NVarn (le grand
“Bastion des “Nains qui git au coeur des Montagnes du Bord du Monde). “Pour étre sivr de
retrouver le chemin, Grin en grava le “Plan sur une Tablette de “Pierre, qu'[[ remit a son
Seigneur, “Belorn.”

"Les Montagnes du Bord du Monde s'étendent le long de la frontiere orientale de
[Empire. Il y a des milliers dannées que les “Nains y élurent domicile. Avec leurs
grandes compétences en ingénierie. ils bitirent de Vastes Villes en creusant profondément
dans la roche. Les villes étaient reliées par des tunnels qui s'étendaient sur des kilometres
sous les montagnes. Ou coté oriental. ils érigérent dimmenses Forteresses pour se
protéger des Terres Noires. La plus grande d'entre elle était ‘Karak NVarn''

"Les “Nains vécurent de nombreuses années en paix, car les Orces et les Gobelins n'osaient
pas leur chercher querelle aprés leur terrible défaite a la “Butte “Rocheuse de “Keloth.
Mais durant ce temps de paix, les “Nains laisserent leurs Forteresses se délabrer. Les
Garnisons devinrent plus petites et les Gardes moins Vigilants. Puis vint Morcar. 1l
avait patiemment attendu, le temps de lever une nouvelle Armée dOrcs et de Gobelins.
Lattaque survint sans avertissement. Les “Nains [uttérent avec une grande Vaillance,
mais leurs ennemis étaient trop nombreux. Une a une, les villes tomberent. Seul Karak
Narn résista’

"“Vous devrez parcourir les Halls de “Belorn, danciens passages profondément enfouis
sous les Montagnes du Bord du Monde. Ces galeries ne sont plus que ruines. Elles ont
été dépouillées des richesses qui ornementaient autrefois les nombreux “Passages et les
Chambres. Seuls les Ores et les Gobelins y résident désormais. Vous devrez leur faire
payer cher cette intrusion.”

"‘Méme Loretome ne peut indiquer Lemplacement précis du “Passage Secret. “Et le “Plan de
Grin est a présent dispersé en 4 morceaux dans ces galeries. Vous devrez les réunir pour
localiser le chemin vers le “Oonjon de “Kellar. Si vous échouez. notre cause sera perdue. Je
Vous guiderai jusqua la Grande Porte. mais au-dela. vous serez seuls. “Préparez—vous,
car nous partons demain a [aube.’

- Mentor
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Les Quétes du Donjon de Kellar se jouent généralement de la méme maniére que dans la version de base HeroQuest.
1l est trés important de jouer ces Quétes dans P'ordre. Comme dans L'Orage Menacant, les Héros récupérent leurs
forces (Pts de Corps & d’Esprit) entre les Quétes. Le Donjon de Kellar comporte quelques variantes au jeu de base :

1. Débuter 1 Quéte : Les Héros n’abordent plus les Quétes depuis I'Escalier, mais entrent par 1 Porte en Fer en
bordure du plateau. Cette Porte est indiquée sur le Plan de Quéte avec 1 Fléche Entrante ; et est toujours placée au
début de chaque Quéte. Les Héros se placent en file indienne derriére la Porte & demandent a Morcar de Fouvrir.

2, Achever 1 Quéte : Les Héros ne peuvent quitter le plateau qu’en localisant la Porte de Sortie en Bois & une autre
extrémité du plateau, ou en trouvant I'Escalier qui apparait dans 1 des Quétes. Cette Porte en Bois est mndiquée sur le
Plan de Quéte avec 1 Fléche Sortante.
Note : A I'instar des Portes réguliéres, 1 Porte de Sortie ne sera pas placée sur le plateau par Morcar tant que les Héros
nauront pas regardé dans le bon Corridor. 1 Porte de Sortie s’ouvre généralement comme 1 Porte normale, sauf’
mdications contraires dans les Notes de Quéte.

8. Trésors : Pour éviter tout conflit entre les Héros, les grandes quantités d’Or trouvées dans les Coffres devraient étre
partagées équitablement parmi les survivants.

4. Nouveaux Artefacts :

e Anneau de Feu & Dagues de Jet Magique : Ces Artefacts sont similaires a ceux du jeu de base. Quand 1 Héros
trouve 1 de ces Artefacts, 1l doit le noter sur sa Fiche de Personnage. Toutefois, contrairement a ceux du jeu de base,
ces Artefacts ont un nombre d’utilisation limité avant de disparaitre.

e Parchemins de Sort : Ces Cartes Artefact sont utilisées comme les Cartes Sort du systéme de jeu. Toutelors, 1
Parchemin de Sort peut étre utilisé par N IMPORTE QUEL Héros (pas seulement IElfe & I"Enchanteur). Quand 1
Héros trouve 1 Parchemin, Morcar doit mélanger face cachée toutes les Cartes Parchemin de Sort, puis le Héros en
pioche 1. Le Héros doit alors noter le Parchemin sur sa Fiche de Personnage & remettre la Carte correspondante dans
le paquet. Une fors utilisé, le Parchemin doit étre rayé de la Fiche
du Héros.

Note : Durant son Tour, n’importe quel Héros ayant des

Artefacts peut les donner aux autres Héros.

COMMENT JOUER AU DONJON DE KELLAR

Les aventures du Donjon de Kellar dépeignent le voyage
continu des Héros a travers les sombres & périlleux halls
d'une Forteresse Naine abandonnée.

Si vous suivez cette situation a la lettre, les Héros n'auront
aucune  possibilitt  dacheter de I'Equipement,
d'embaucher des Mercenaires ou de ranger du Matériel
entre les Quétes. Vous pouvez jouer de cette maniere,

mais cela rendra le défi beaucoup plus difficile pour les
Héros. Une autre Option consiste a restreindre les Achats

aux seules Potions, OU carrément d'autoriser un acces
limité aux Boutiques.

Discutez-en avec vos joueurs avant de débuter la
Campagne. S1 vous ne parvenez pas a vous mettre

d'accord, je vous recommande les "Potions uniquement'.

[NdT. : La Version EU estime que seules les 3 derniéres
Quétes de Karak Varn se suivent (comme les 8 derniéres
Quétes du Jeu de Base) ; les instructions de Ia Version US
sont en haut de cette page]
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- Quéte 1 -

La Grande “Porte

“Je ne peux Vous accompagner plus loin. “Une fois cette Porte franchie. vous serez seuls. Le chemin Vous meénera

aux Galeries de “Delorn. Je veillerai sur votre progression & Vous aiderai dans la mesure du poss[lole. “Portez

ces Cristaux sur Vous a tout moment. Si [un O'eux se met a briller dune lueur rouge. scrutez-le profondément.

Cest ainsi que jentrerai en contact avec Vous si le besoin s'en fait sentir.

A Le Coffre est vide. C La Gargouille semble n’étre qu’une Statue de
Pierre immobile. Le Coffre contient 200 po, mais

B Ces 38 Portes Secrétes sont contrdlées Magiquement il est Piégé.
Si 1 Héros cherche 1 Trésor avant que le Piege ne

& ne peuvent PAS étre découvertes par une Fouille ) ) i
soit Désarmé, la Gargouille s’anime & attaque

normale. Le Sorcier Maléfique peut en placer 1 ou

plusieurs sur le plateau au début de n’importe quel Tour immédiatement.

. , s b MY T A 7 o ; ~
de Morcar. Quand vous placez 1 telle Porte, déclarez-la Si 1 Heros. desaIIlqrce d’abord le Piége, il découvrira ce
Ouverte & placez les Monstres qui se trouvent de qui se serait produt.

haque coté. Vous pouvez déplacer ces Monstres durant La Gargouille ne peut PAS étre blessée tant qu’elle n’a

T ni o¢ ni attaqué 1 Héros.
votre Tour. bougé ni attaqué €ros

Monstre Errant : Orc
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- Quest 2 -

The “Warrior 4alls

“Another great door lies before you. The crystal Mentor gave you glows red. You look into it and see him. Beyond are the “Warrior
Aalls, ancient halls wherein all the great <Owarven Warriors are honoured. Fach has his deeds carved into the walls, so that none may
forget their valour. Tread carefully. for these halls were designed to test the bravest and most cunning of the “Owarven “Warriors.

Beware of traps and magical opponents as you search for the door that leads to safety.”

A You may tell the Heroes that these 4 Chaos Warriors are actually enchanted suits of armour. They were used

centuries ago to test the fighting skills of Dwarven Warriors. They have the same stats as real Chaos Warriors.

B This is the secret armoury of the Dwarves. The first Hero to search for treasure in this room will find 2 Magical

Throwing Daggers. (See the new Artefact Card.) The daggers may be divided between 2 Heroes.

‘Wandering Monster: Fimir
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- Quest 3 -

The Spiral “Passage

“Another great iron door lies before you. Deyond. a series of staircases will eventually lead to the Great Citadel. Tt seems
that those who journey through these passages are forever going down and around into the very heart of the mountain.
Your goal is to find the spiral stairway. Tt will bring you deeper into the heart of the mountain - and closer to the Great

Citadel. “Beware! The Orcs may have laid traps to guard against attack.

A When the last Hero passes the square marked “A”, a giant B All of the traps in the corridors marked “B” are so

stone boulder will fall from the ceiling. Place the round boulder well hidden that any Hero who searches for traps will

tile on the square marked “A”. On your (Morcar's) next turn find only one trap - the one closest to him. After a

and subsequent turns, roll 2d6 to see how far down the corridor discovered trap has been sprung or disarmed, the next

the boulder rolls (to the right, toward the Heroes). The boulder trap can be found if searched for. (The Heroes will have to
will eventually crash into the wall at the end of the passage, on discover this on their own.)

the corner square marked with a starburst. The passage will
then be blocked for the rest of the Quest. Tell each Hero hit by
the boulder to roll 5 Combat Dice. For each Skull rolled, a
Hero loses 1 Body Point. (No Defend Dice are rolled.) The
boulder trap cannot be searched for or disarmed.

C Place the wooden exit door here to fool the Heroes into

thinking that this 1s an exit.

‘Wandering Monster: Orc



- Quest 4 -

The Owarven Forge

“The greatest of the Owarven crafts is metalwork. Few can match the Owarves for their skill and understanding of the metals they
work. The weapons they forged at the dawn of time have become legendary. the beauty of their jewels sought by King and thief alike. Tt
is said that. though the Orcs have long since dwelt in the Halls of “Belorn. they have yet to find the “Owarven Forge. You must find the

Forge. for it is written that part of Grin's stone map lies somewhere nearby. Once you find part of the map. you must find the wooden
g 15/ Y Y Y

exit door to continue on your journey.”

A When this Ore is killed, he screams out and the door he was

guarding opens. The monsters in the room must then be placed on the
gameboard.

B The Fimir in this room knows the Chaos spell Rust. (See the Chaos
Spell Card in the Game System.) It can cast this spell on 3 separate
turns. The first Hero to search for treasure in this room will find a
beautiful fire opal hidden under the table. The opal is worth 100 Gold
Coins.

C The first Hero to search for treasure in this room will find a Fire Ring

in the chest. This powerful ring is explained on the Artifact Card.

D This is the Dwarven Forge. The heat from the forge is

intense, for the embers burn with a magic fire brought from

the depths of the earth. Burning embers blast out of the forge,
threatening any Hero in the room except the Dwarf. Any Hero
(except the Dwarf) who ends his move in this room must
immediately roll I Combat Die. If a Skull is rolled, the Hero loses 1
Body Point.

E This chest is trapped with a poison dart. If a Hero searches or
treasure before the trap has been disarmed, he will lose 2 Body Points.
One part of Grin’s stone map is inside the chest. The Hero who finds it
should take one of the stone map tokens

F The first Hero to search for treasure in this special room will discover
300 Gold Coins in the chest.

‘Wandering Monster: Fimir
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- Quest 5 -

Aall of the Owarven Kings

“The “Owarves have had many great Kings. “®elorn built the great Citadel and was honoured with a great burial hall. His

descendants have all proved themselves, and each is buried alongside his forefathers: Kings such Holgar. who led his warriors at

the battle of “Keloth's Hill: and Garin, who fought to the last with his brothers when Morcar's legions attacked the halls. Let no

man say that the ‘Owarves are without courage. for their valour has no equal. Tt is here in their burial hall you must find

another part of Grin's stone map and then escape through the wooden exit door to continue your journey.”

A When the last Hero passes the square marked “A”, read the following

sentence aloud:

“The distant sound of Warriors echoes down the passage. There can be no

doubt that a war party has been sent after you. dHurry. for time is short!”

Morcar, beginning on your turn (and on each of your future turns), roll 1d6
to see how many monsters enter the corridor through the iron door. You
may choose any monsters except the following: the Chaos Warlock, the
Gargoyle, 1 of the Zombies, 4 of the Skeletons and 3 of the Goblins. After
moving the new monsters into the corridor, you may then move any other

monsters present on the gameboard, as usual.

B When one of the doors (with a skeleton behind it) is opened, all of the
other doors in this room will open at the same time. All of the monsters
behind the doors are then placed on the gameboard. The Zombie will

move and attack as usual on your (Morcar’s) next turn. However,
the Skeletons will not move or attack until one of the Skeletons
has been attacked. Then on Morcar's next turn, they will all attack.
These Skeletons are those of ancient Dwarven Kings and are more
powerful than “regular” Skeletons. If they are attacked, they will

fight and move as follows:

Move Attack Defend Body Mind
Elite Skeletons 6 3 4 2 0

C The first Hero to search for treasure in this room will find the second part
of Grin’s stone map in the chest. This Hero should take another of the map

tokens.

‘Wandering Monster: Fimir
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The Great Citadel

“The Great Citadel lies at the centre of the dlalls of “Belorn. “This is where most of the Ores now dwell. You will find
them here in great numbers. as they amass for their attack on the Empire. They are led by Gragor. an evil magician. So
prepare yourselves well. for victory is not certain. The third part of Grin's stone map lies hidden within the Great Citadel.

’YOM must IL‘[Vlb the map /)l’e(‘(’ {/IVIb th(’l’l (’5(‘{/![)(‘ through the w’ooben ex(t boor to continue your qlA?St‘“

A This door has been locked for many years. To open the door, a
Hero must stand next to it and roll 2d6. If he rolls LESS than his
starting number of Body Points, the door will open. If he fails to open
the door, his turn ends.

B The first Hero to search for treasure in this room will find 2 Potions

of Healing in the chest. Each potion will restore up to 4 lost Body
Points.

C The first Hero to search for treasure in this room will find the third
part of Grin’s stone map, as well as a spell scroll and a Magical
Throwing Dagger! (See the Artefact Card.) The Hero who finds these
items should take another one of the remaining map tokens, draw a
spell scroll at random from the scroll cards and list it on his Character
Sheet, and finally list the dagger on his Character Sheet.

D The tomb in this room contains the skeletal remains of a
great Hero. The first person to search for treasure in this room
will discover a sturdy crossbow among the bones. The crossbow
is described on the Equipment Card.

E Use the Chaos Warlock figure to represent Gragor. He has the
following stats:
Move Attack Defend Body Mind
Gragor 6 3 4 5 3
He also knows the following spells: Summon Orcs, Fear, Rust, Ball of
Flame and Lightning Bolt. The first Hero to search for treasure in this
room will find 2 spell scrolls on Gragor’s table. This Hero should draw

2 spell scrolls at random from the scroll cards and list them on his
Character Sheet.

‘Wandering Monster: Fimir



~ 48 ~

The “Eastern “Passage

“The East Gate marks the end of the Halls of “Belorn. Dut to get there you must first negotiate the Eastern

Passage. The passage is guarded. take care. The foe will be many. so you must fight your way through to the
East Gate. The last part of Grin's stone map is to be found here. Find it. and make your escape through the

wooden exit door.

A The leader of these Orcs is Ograk, the infamous Orc Captain who
led his evil marauders into the border provinces of the Empire. Use the
Orc with the large notched sword to represent Ograk. On any one of
your (Morcar’s) turns, you may place the secret door tile on the
gameboard and move Ograk through the secret door. Ograk has the
following stats:

Move Attack Defend Body Mind
Ograk 8 5 6 6 3

B When a Hero tries to open this door, tell him that the door just won’t

budge.

C The first Hero to search for treasure in this room will find an Elixir of
Life in the table drawer. The Elixir is described on its matching Artefact
Card.

D The Gargoyle in this room is a stone statue that cannot

harm anyone and cannot be harmed. Of course, don’t reveal
this information right away. Sit back and watch the Heroes try to
figure it out.

E The first Hero to search for treasure in this room will find the last
part of Grin’s stone map in the chest. This Hero should take the
remaining map token.

F This wooden exit door leads to Belorn’s mine. Tell the Heroes that

there are Dwarven danger symbols on the door.

‘Wandering Monster: Chaos Warrior
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Belorn's Mine

"Morcar has blocked the main passage to the Fast Gate. It is written in Loretome that another passage leads
through “Belorn's mine to the Gate. This mine Was once the richest of all. The tunnels have long since been
abandoned and are likely to collapse. Monsters often wander through the mine. searching for the gold that was

hidden there. “You must find the wooden exit door leading out of the mine.”

A The Gargoyle in this room is alive and ready for battle. C Both of the trap doors are linked by a tunnel.

The 3 chests in this room have poisonous gas traps on Any Hero or monster landing on one of these

them. If a Hero searches for treasure before all 3 traps squares immediately moves to the other trap door
have been disarmed (one at a time), all of the Heroes in square. The connecting tunnel 1s dangerous and any
the room will lose 2 Body Points. Each chest contains Hero moving through it must roll 1 Combat Die. If he
200 gold coins. rolls a Skull, he loses 1 Body Point. After moving from

one trap door square to the other, the Hero’s or

B This group of monsters is looking for the gold. monster’s turn is Over.

D Dwarven symbols on this door indicate that it leads to
the East Gate.

‘Wandering Monster: Chaos Warrior
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The “East Gate

“You have done well and journeyed far to reach this point! “Now you must find the East Gate if you are to

reach Grin's Crag and the Emperor. The Gate will undoubtedly be guarded. for you are now closer to ‘Kellar's

Keep than you have ever been. Beyond the Fast Gate. you will need the stone map. so protect the 4 pieces with

-
your lives!

A This monster is a shape changer and is currently in the shape of a
Fimir. Every time it is killed, shuffle all the monster cards and take the
top card. This is the new shape the monster takes. Place the new
monster in the space where the old one was killed. The monster can be
permanently Killed only if the new card drawn matches the monster’s
most recent form. Of course, don’t reveal this information to the
Heroes until after it happens.

B Petrokk has the following stats:

Move Attack Defend Body Mind
Petrokk 6 3 4 5 3

Petrokk has a very special and deadly magical power. On each of his
turns, he attacks the “mind” of any Hero in the same room or corridor
and in his line of sight. To do this, Petrokk rolls 2 Combat Dice. For

each Skull he rolls, the victim of the attack loses 1 Mind Point.
If a Hero reaches zero Mind Points, he 1s knocked unconscious
for the remainder of this Quest, unless he has an Elixir of Life.

C This treasure chest is empty.

D The East Gate was locked many years ago by special Dwarven magic.
It is not easily opened. If the Barbarian, Elf or Wizard attempts to open
the Gate, tell them to roll 2d6. That Hero may pass through the gate
only if the total number rolled is equal to or less than his current
number of Mind Points. If the Hero fails to open the gate, his turn
ends. The Dwarf needs to roll only 1d6 as he has some knowledge of
the magic used to lock the door.

‘Wandering Monster: Fimir
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Grin's Cray

“Now you have Grin's map you may find the way to Grin's Crag. Remember your task. <Oo not stray from it. for the

enemy are too numerous. The hour of Victory is close at hand. Once you have passed Grin's Crag you will be able to

lead the garrison of Karak Varn to safety. “Bewarel Grin's Crag is guarded. You must tread carefully!”

A This room s filled with the blinding Cloud of Chaos. Any Hero who
enters this room cannot see the other doors in the room, so do not place
them on the gameboard at this ime. (Monsters may not enter this
room.) If a Hero enters the room, he must stop and roll 1d6:

. If a Hero rolls a 1 or 2 on the die, he ends up back in the
corridor on the square marked “1/2”.

. If a Hero rolls a 3, 4, or 5, place one door in the position
shown next to the square with the corresponding number
rolled. Then move the Hero through the door to the
corresponding number. If the square is occupied, the Hero
moves back into the room and treats his roll as a 6. See
directions that follow.

. If a Hero rolls a 6, the Cloud of Chaos attacks and the Hero
must roll 1 Combat Die. If a Skull is rolled, he and any
other Hero in the room lose 1 Body Point.

B The chest contains 250 Gold Coins. It also has a trap with
an exploding lock. If a Hero searches for treasure before the
trap has been disarmed, he will lose 3 Body Points.

C This cliff corridor is Grin’s Crag. The first player who moves

onto the square marked “C” will activate the Guardian of Grin’s Crag.
Place the Gargoyle on an adjacent square. On your (Morcar's) next turn,
the Gargoyle moves, attacks and defends as a normal Gargoyle would,
but it is also immune to all spells and has 8§ Body Points.

D This wooden exit door is magically locked and will not open until the
Gargoyle is dead. After the last Hero passes through the door, read
aloud the conclusion on the following page.

‘Wandering Monster: Fimir
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EPILOGUE

“The door opened into the darkness of Kellar's Keep. From far above came the
thunder of battle. The forces of Morcar were making their last, remorseless,
assault. This time there could be no holding them. The Emperor assembled his
captains. determined to organise one last line of defence. Then came the news: a

group of Champions had found a way through from the Halls of “Belorn.

“Without hesitation the Emperor ordered his captains to fall their men back
towards Grin's Crag. The guard would take the rear and fight their way back
to the passage. thus giving time for the rest of the army and the wounded to
reach safety. The guard fought with such strength and courage that the Orcs
and Goblins of Morcar's army fell back, not daring to close with such fearsome
foe. Morcar looked to his left. then pointed menacingly towards the Emperor's
guard. The Ooomguard stirred from their silence. and moved forwar?.

The Emperor's guard slowly fell back before them until the gate was reache?.
Then it fell to one man to hold the enemy while the passage behind him was
destroyed so that none could pass. ‘Kenaron. the captain of the guard stood in
the gate. Time and again the heavily clad warriors of the “Ooomguard surged
forward to be felled by Kanaron's sword. Morcar watched for a while, and
smiled wryly at “Kenaron's courage and skill-at-arms. A moment later his
patience Was spent. ‘Kenaron fell before the storm of flame that burst against
the gate. but it Was too late. Morcar's Warriors howled in anger for the

passage wWas destroyed. The Emperor and the last of his army had escaped.

"“You have done well. The Emperor has asked me to express his gratitude. Each
of you Will receive 500 gold coins for your efforts. “But do not let this victory
deceive you. A dark cloud still hangs over the Empire. The army is in need of
rest. “Yet the forces of chaos still advance from the Fast, nothing stands
before them. “We are in need of time. I shall look to how might delay Morcar's
adVance. ‘Rest well my friends. Once I have consulted Loretome I shall summon

you.” - Mentor
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RETURN OF THE WITCH LORD

By Stephen Baker
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Mentor's head hung low as he entered the room. There was sadness in his
voice when he spoke.

“Worthy companions, the “Witch Lord is not dead. “We must act fast,
for his power grows with the passing of each day. Tt will not be long before
he has recovered from his imprisonment. Once his power has fully awoken he
Will raise again the legions of the dead. These warriors are a fearsome foe.
Only men of great courage. or those with powerful magic. can stand against
them. They know no fear and will fight relentlessly until they are
destroyed.

Loretome has shown me that the “Witch Lord has moved from Darak
Tor to the fallen city of “Kalos. Long ago the city was destroyed by Morcar
and given to the “Witch Lord to rule. “Beneath the ruins the “Witch Lord
built for himself a great stronghold. for the light of day was too pure for his
foul creatures to endure. “When he was defeated. the stronghold's gates were

shut and no one ventured in or out. “Now he has returne?.

As he sits upon the High throne of ‘Kalos. the “Witch Lord may look

upon the “Plains of “Oeath and see any who approach: none can escape his
gaze. The High throne is one of three thrones that wait for those who
would also preside over the Court of the Oead. If the “Witch Lord is not
stopped soon, the other thrones will be taken: one by Skulmar the Captain of
the <Oead dHost: the other by ‘Kessandria the “Witch Queen. “When these
two sit alongsidve the “Witch Lord it is said that the bones of all fallen

warriors wWill be summoned together under the “Black “Banner.”

Many days of travel have brought you across the Plains of Oeath.
The journey has been hard. for the land here is barren. scorched by the
relentless sun. Throughout your journey you have felt an uneasy presence.
Ever since you entered the Plains. the “Witch Lord has watched your
progress. awaiting your arrival. Finally. you have reached the great ruins.
The skeletal remains of a once resplendent city that rose from rich and

fertile Land lies parched and dust—clogged.
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HOW TO PLAY RETURN OF THE WITCH LORD

The adventures of Return of the Witch Lord follow the Hero’s harrowing journey through the Witch Lord’s
stronghold under the ruined city of Kalos.

The Heroes n this situation would have no opportunity to purchase equipment, hire mercenaries or stash gear
between quests. You may wish to play this way if you wish, though it will make for a far harder challenge for
the Heroes. Another option is to restrict purchases to only potions, or you may choose to allow unrestricted
access to the shops.

Discuss this with your players before you being the campaign. If you cannot come to an agreement, then I

recommend ‘potions only’.
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-Quest 1 -

The Gate of “Ooom

“The entrance to the “Witch Lord's stronghold is not hard to find. for no attempt has been made to disguise it.

The outer gate lies open and you see evidence that many creatures have passed through in the last few days.

You must work your way through treacherous tunnels to find the Gate of “Ooom. Your destiny lies beyond.
Tread carefully my friends. The enemy has had many days to prepare your welcome.”

A The 2 doors marked “A” are false doors. They cannot D The first player to search for treasure in this
be opened. room will find 2 pouches on the mantle above the
fireplace. Each pouch contains a handful of the
B The first Hero to search for treasure in this room will Dust of Disappearance. (See the Artefact Card.)
find 200 Gold Coins in the chest. The pouches may be divided between 2 Heroes.

C The monsters in these 4 rooms have been warned of
the Heroes’ arrival and have prepared an ambush. When
a Hero first enters any of these rooms, all monsters in all
four rooms will be activated and all doors in the four

rooms will open immediately.

‘Wandering Monster: Chaos Warrior
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- Quest 2 -

The Cold Halls

“These icy passages are the resting place of the dread Spirit ‘Riders who once led the “Witch Lord's skeletal

cavalry into battle. They now lie dreaming of past glories. waiting to be summoned to the “Black “Banner once

more. You must find your Way to the Spiral Stairway to reach safety and continue on your quests.”

A Place the Revolving Room tile on the gameboard as soon as one of
the doors numbered 1-4 has been opened. This tile covers two rooms
and overlaps a third room to make one large room. When a Hero
attempts to leave this room, he must first roll 1d6 to see which door he
will use to exit:

If he rolls a 1 or 2, he exits through door 1. If he rolls a 3, he exits
through door 2. If he rolls a 4 or 5, he exits through door 3. If he rolls
a 6, he exits through door 4.

B The first Hero to search for treasure in this room will find a vial of
Holy Water behind a large book in the cupboard. This liquid may be
used to destroy any regular Skeleton, Zombie or Mummy.

C This chest contains 300 Gold Coins. It also has a poison needle trap

on it. If a Hero searches for treasure in this special room before the

trap has been disarmed, he will lose 3 Body Points.

D If a Hero searches for treasure in this room, ask him if he

wishes to pry open the tomb of a great warrior. If he says yes,

a sparkling mist fills the room as the tomb is opened. No Body -
Points are lost, but any Hero in this room (or any Hero who later enters)
with Borin’s Armour or the Orc’s Bane will see those weapons crumble
into powder. (Of course, don’t tell the Heroes this until after it
happens.) There is no treasure in the tomb.

E The Skeletons in these 4 rooms are the Spirit Riders. Their stats are
as follows:
Move Attack Defend Body Mind
Spirit Riders 8 4 4 3 3

‘Wandering Monster: Zombie
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The Silent Passages

“These passages have been silent for over a thousand years. The last voices that echoed through these

hallowed halls were those of “King Agrain and his subjects as they rushed to defend the city. It is
said that ancient and terrible magic is at Work here. Tread carefully. my friends. as you search for
the exit door that leads to safety!”

A At the beginning of the Quest, the Death Mist tile is placed on the
gameboard as shown next to the square marked “A”. This mist is a
breath of Chaos which will harm all who are not evil. The Death Mist

tile moves up to 6 squares on each of your (Morcar’s) turns and can only

move within the shaded corridors.

When the Death Mist tile passes over a Hero, he loses 1 Body Point.
The mist may affect 1 or more Heroes each time it is moved on your
(Morcar’s) turn. It will not affect monsters.

The mist cannot move onto the same square twice in 1 turn. It also

cannot end its turn on the same square with a Hero. The mist 1s not
affected by normal weapons. It can only be destroyed by a Tempest
spell or by the Spirit Blade. (Don’t tell this to the Heroes!)

B The chest has a trap on it. If a Hero searches for treasure
in this room before the trap has been disarmed, he will lose 1
Body Point from a dart that shoots out from the wall. This
chest contains 2 Magical Throwing Daggers. (See the Artefact
Card.) The daggers may be divided between 2 Heroes.

C The first Hero to search for treasure in this room will find 100 Gold
Coin in the chest. He will also find a Potion of Healing which will
restore up to 4 lost Body Points.

D If the Spirit Blade was lost in a previous Quest then it can be found
in the tomb. (See the Artefact Card.) If one of the Heroes already
carries the Spirit Blade, then the tomb is empty.

‘Wandering Monster: Skeleton
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- Quest 4 -

The Halls of Vision

“King Agrain was one of the greatest of all rulers in a time before Chaos. Although he was a powerful and

feared warrior. he Was also known for his fairness. Agrain dabbled in magic and created the Halls of “Vision. a

maze of magical rooms. The secret of the Halls lies in the ‘Keys of Agrain. You must find these valuable Keys

and reach the safety of the exit door.”

A The four magical rooms marked with an “A” were built
to protect King Agrain’s secret laboratory. Each room 1s
guarded by a Mummy. If one of these Mummies is
killed, immediately remove the door that’s marked with

the arrow from the same room as the Mummy just killed.

B This is the magical laboratory of King Agrain.

The first Hero to search for treasure in this room

will find 2 spell scrolls:  Fire of Wrath and Ball of
Flame. He will also find 4 gold keys on the bench. \
They are the Keys of Agrain. If these keys are found by a
Hero, Morcar must immediately replace any doors that
were removed when Mummies were killed. The 4 keys
are each worth 200 Gold Coins. They may be divided
among the Heroes. The Mummies in this Quest will not
attack anyone holding one of the keys (but don’t tell the
Heroes this). Skeletons and Zombies will stll attack.

‘Wandering Monster: Mummy
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The Gate of “Dellthor

“dHere begins the true domain of the “Witch Lord. In these deep caverns, he has created his own subterranean

fortress from which he plans the destruction of the Empire. Loretome has told me of a terrible guardian,

Bellthor, who watches over the Gate. If “Bellthor is to be defeated. you must all confront him together.”

A The first Hero to search for treasure in this room will find 500 Gold

Coins in each chest.

B Once all Heroes have entered this room, the door will disappear,
trapping them inside with Bellthor, a foul Gargoyle. Bellthor will not
move or attack on his turn until all of the Heroes are in the room
together. Bellthor cannot be harmed until after he attacks. His stats are

as follows:

Move Attack Defend Body Mind
Bellthor 6 4 6 5 3

Bellthor also has poisonous breath and will breathe on any

one Hero in the room (once per turn) after he has attacked.

To do this, he rolls 6 Combat Dice. For each Skull rolled, the

defender loses 1 Mind Point. If a Hero is reduced to zero Mind

Points in this situation, he is not killed but knocked unconscious. \-
The Hero should be removed from the gameboard until the next Quest.
If Bellthor is killed, he will explode, filling the room with poisonous gas
which will knock everyone in the room unconscious. All of the Heroes
have now been captured by the Witch Lord! There is no successful way
to exit from this adventure. (A Ring of Return will not work here.)

Turn to the next Quest.

‘Wandering Monster: Skeleton



~61~

o [

6 EO
18\

©
E

L)

®

Vz
(2[2]2)

o
0006
@06
006
©OO
006

- Quest 6 -

The Halls of the Dead

The “Wizard and OwWarf wake up in a prison cell. Shaking off the effects of the poisonous gas. they hear Mentor's voice
deep within themselves... A terrible fate has befallen you! “You have become prisoners of the “Witch Lord. Your

companions, the Elf and “Barbarian, have been taken to a secret place where the “Witch Lord plans to feed them to his pets.

‘\/OM must rescue Your (‘OWI/)!WI[OVIS {/IVIb 65(‘61‘/)9 to th(‘ 5/)[/’[{[ Stdlrl’\)V{/l\l].~

Tell the Heroes that the Wizard and Dwarf will be the only Heroes
taking turn and moving on the gameboard untl the Elf and Barbarian
are found.

A Place the Wizard and Dwarf in this room at the beginning of the
Quest. Place a closed door where shown. Explain to the 2 Heroes that
this 1s their prison cell. Tell them that Mentor has just cast a powerful
spell and the cell door has burst open. Then replace the closed door
with an open door. Tell the Wizard and Dwarf that any weapons,
Artefacts, Spells and Potions that they owned are on the floor outside
the door, but their gold and gems are gone. They must cross off any
gold or gems that are on their Character Sheets. Both Heroes start with
full Body Points.

B This is the Hall of the Witch Lord. The Barbarian and EIf start in

This room on the spaces marked. They should not be placed

on the gameboard untll either the Wizard or Dwarf opens the

door to this room. The Barbarian and Elf are chained up and

all of their weapons, Artefacts, Potions, gold and gems have been
taken. Both Heroes start with full Body Points and the Elf has his
Spells. As soon as the Wizard or Dwarf enters this room, the Witch
Lord curses them and disappears amidst a howling storm. The
Barbarian and Elf are then free and may move normally.

C The first Hero to search this room will find the Barbarian’s and EIf’s
weapons, Artefacts and potions in this chest. However, their gold and
gems have been stolen and should be crossed off their Character Sheets.

D Do not place the spiral stairway on the gameboard until one of the

Heroes looks into this room.

‘Wandering Monster: Skeleton
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-Quest 7 -

The Forgotten Legion

“You have escaped from the “Witch Lord. but it will not be long before he pursues you. The halls through which
you now pass are guarded by the Forgotten Legion. the elite of the “Witch Lord's army. They are led by
Skulmar. In combat they are to be feared. for they bear the scars of a thousand battles. each one a victory for
Chaos. You will be safe only when you find the exit door.”

The Heroes enter on the spiral stairway.

C Skulmar stands on the space marked “C”. Use the

Chaos Warlock to represent Skulmar. His stats are as
A When a Hero opens this door, place monsters where shown follows:

in the room. Explain to the Heroes that these monsters are the

Forgotten Legion, encased in a magical ice that cannot be Move Attack Defend Body Mind
broken with any weapon. b 6 5

B When a Hero opens this door, the magical ice will shatter If the Heroes are destroying a lot of the monsters, Skulmar

and the Forgotten Legion will move to attack on your (Morcar's) should try to escape. To do this, he must reach the spiral

turn. (Don’t tell the Heroes this until after the door has been stairway, at which point he is removed from the gameboard. If

opened.) Skulmar 1s killed, the Heroes will find his treasures: the Rabbit
Boots (new Artefact Card) and the Pass Through Rock spell
scroll.

‘Wandering Monster: Chaos Warrior
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- Quest 8 -

The Forbidden Caverns

“No man has ever entered the Forbidden Caverns before. Even Loretome can tell little of what lies before you.

It is said that the passages are filled with the walking dead. mindless servants of Morcar. “You must also be

wary of the caverns themselves. for they are ready to collapse at any time. “You must find the exit door to

continue your Quests.”

The Heroes enter on the spiral stairway.

At the beginning of each of your (Morcar’s) turns, you may pick
2 Skeletons, Zombies, or Mummues that are available and place

them on any two of the spaces marked with an “X”.

A The first Hero to search for treasure in this room will find
360 Gold Coins in this chest. He will also find 2 Anti-poison
Quills. (See the new Artefact Card.) The quills may be divided

between 2 Heroes.

B This chest is empty.

C The first Hero to scarch for treasure in this room
will find the Heal Body and Courage spell scrolls on the
sorcerer’s table. The scrolls may be divided between 2

Heroes.

D This chest is trapped with a poison needle. If a Hero
searches for treasure in this room before the trap has been
disarmed, he will lose 3 Body Points. The chest contains 2
shortswords and 2 longswords. These weapons are exactly like
the ones described on the Equipment cards. They may be

divided among the Heroes.

‘Wandering Monster: Chaos Warrior
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- Quest 9 -

The Last Gate

“This. my friends. is the last gate before you reach the Court of the “Witch Lord. “The passages beyond the gate

are guarded by Chaos “Warriors from the “Ooomguard. Geware! They are more powerful than other Chaos

“Warriors that you have already defeated. They stand guard here in the chambers of “Kessandria. the “Witch
ueen. “You must find the spiral stairway which leads directly to the “Witch Lord.”
/ © Y

A This is the abode of 8 Doomguard Chaos Warriors. Doomguard are
elite warriors who defend using White Shields. They have the following
stats:
Move
Doomguard 8

Attack Defend Body Mind
4 5 3 3

The first Hero to search for treasure in this room will find 240 Gold
Coins in the chest. He will also find an Arm Band of Healing. (See the
Artefact Card.)

B The Chaos Warrior in this room has the same stats as the ones in the
room marked “A”. The first Hero to search for treasure in this room
will find 2 Magical Throwing Daggers on the weapons rack. (See the
Artefact Card.) The daggers may be divided between 2 Heroes.

C This is the chamber of Kessandria, the Witch Queen. She
is immune to all spells except Fire spells. She has the following

stats:

Move  Attack Defend Body Mind

Kessandria

Kessandria also knows the following Chaos spells: Lightning Bolt,
Tempest, Fear, Sleep and Cloud of Chaos. She has a Potion of Speed
which will allow her to move 12 squares on the turn in which she drinks
it. If Kessandria’s Body Points are greatly reduced, she should attempt
to escape by going through the secret door (which she can open) and by
trying to reach the spiral stairway. As Kessandria retreats, she may open
doors as needed. If she succeeds in escaping remove her from the

gameboard.

‘Wandering Monster: Chaos Warrior
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- Quest 10 -

The Court of the “Witch Lord

”rhe /Wl't(‘h [()I’b hdS w’atcheb your /)I’Ogl’?SS. He hdS tr[eb repeateb[y to bQStI’O\V you

but you have thwarted him every time. “Now he has fled to his throne room. There you

must do battle with him. This time there must be no escape for him.

The Heroes enter on the spiral stairway.

A These 4 Orcs are magical statues which do not move and cannot attack or
be harmed. They completely block the corridors. They cannot be climbed
over or passed. If'a Hero attacks any of these statues, his weapons will break
(even a magical throwing dagger or other ranged weapon will break). He
then loses that weapon and must cross it off his Character Sheet. The only
exception to this rule is the Spirit Blade, which is so powerful that it will not
break. However, it still will not harm the statue.

B The first Hero to search for treasure in this room will find 2 Potions of

Healing in the chest. Each potion will restore up to 4 lost Body Points.

C Here the Witch Lord awaits the final conflict. Place the large Throne

room tile in this room only after a Hero opens the door to the room.

Use the Chaos Warlock figure to represent the Witch Lord. The

2 Chaos Warriors in this room are members of the Doomguard
and their stats are listed in the previous Quest. The first Hero to
search for treasure in this room will find 500 Gold Coins in a secret
compartment under the stone. The Witch Lord’s new stats are as

follows:

Move Attack

Defend Body Mind
‘Witch Lord 10 5 6 5 3

The Witch Lord can only be harmed by 4 things at this time: The Spirit
Blade, the Fire of Wrath spell, the Ball of Flame spell and the Magical
Throwing Dagger. The Witch Lord knows the following Chaos spells:
Summon Undead, Firestorm, Tempest, Lightning Bolt, Fear and Command.

If the Witch Lord is killed, read aloud the text on the next page.

‘Wandering Monster: Mummy
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EPILOGUL
“The “Witch Lord has been defeated and his army of the dead remains

asleep under the earth. The magic that animated them has been weakened.
Yet this victory could herald our downfall if we relax our struggle. ‘Now
is the time for our efforts to be renewed. ‘Now the foe is weaker, our
blow must be all the stronger. The minions of the “Witch Lord who escaped
are still active and wWill surely strive to have revenge on those who
defeated their master. Indeed. Loretome has shown me that Skulmar, who
we believed to be slain. has escaped from the ruins of “Kalos with many of
the “Witch Lord's most powerful spell books. He was aided by the
traitorous Sir ‘Ragnar who you once rescued from the forces of Chaos but
who has now been corrupted by that same influence. I fear that it will not
be long before you will have to confront Skulmar and attempt to end this

threat forever, although Sir ‘Ragnar has been captured and executed.

But for the present you have earned yourselves a rest. So come, my
friends. the Emperor awaits you in the Grand Palace. Tonight you are to
be honoured for your incredible feats of heroism in the presence of the
nobility of the whole Empire!” - Mentor
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AGAINST THE OGRE HORDE
By Stephen Baker
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Morcar sat motionless on his throne of pure jet. deep in thought. His
eyes scanned the image of the Emperor's lands. which he had magically
conjured before him. He had been so close to victory. so nearly had he
trapped and destroyed the Emperor and his forces in the ancient fortress
at ‘Rarak NVarn. But he had been foiled at the last minute by the
Emperor's accursed Champions. The same fate had befallen his powerful
ally the “Witch Lord whose Army of the Vead had crumbled following the
slaying of their leader. Morcar needed some new and subtle means to
attack the Empire and weaken its forces before he could lead his armies
against them once more. Suddenly his gaze froze and a smile sent ripples
through the lines of his ancient face. A plan had come to him.

A month later Morcar again sat back to examine the scheme he had set
in motion. de had never before considered the ancient race of Ogres as a
potential tool. Their undisciplined and random nature made them
unreliable as servants and dangerous as allies. However, using the
magical arts at his disposal, Morcar had planted one of his Chaos
sorcerers, Festral, within the subterranean fortress of the infamous
Oirgrusht Ogre clan. Orawing from a magical pool of Chaos power,
Festral had subtly taken control of the Ogre clan and started them on a
series of raids on the Emperor's farmlands. This was only the beginning.
for as the raids went on, other Ogre clans and Orc tribes came to swell

the V&IVIkS Of‘h[S new army.
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HOW TO PLAY AGAINST THE OGRE HORDE

Chaos Sorcerer Spells

Below are three new Chaos Spells that use Mind Points to affect their targets. Mind Points are a measure of a
character's wisdom and a measure of a character's magical aptitude. They show how well they can use magic
and more importantly, how well they can resist it. These new Chaos Spells have spell tokens which monsters
will use when allocated them in the Quest notes.

Chaos Sorcerers may only cast one spell per turn. A spell can be cast at any character to which the Chaos
Sorcerer has a clear line of sight. A Chaos Sorcerer who casts a spell may also move, but may not engage n
hand to hand combat in that turn. If a Chaos Sorcerer cast a spell and 1s killed, that spell stops working at

once.

For example: If the Chaos Sorcerer uses a spell on a Hero and is killed before that character's turn, the Chaos
Sorcerer's spell stops working at once. The Hero 1s then free to move on his next turn.

Mind Lock

This spell allows a servant of Chaos to freeze a Hero's mind and prevent him from taking any action. The
Chaos Sorcerer makes a Mind Attack against his target by rolling a number of Combat Dice equal to his Mind
Points. His target defends with as many Combat Dice as he has Mind Points. The defender is frozen for one
turn for each Skull scored by the attacker. If no Skulls are scored against the target, the spell has no effect. A
Mind Locked Hero places one Mind Lock token on his Hero board for each turn he 1s affected, removing
one on each of his turns. Having removed a token, a frozen character may attempt to break the Chaos
Sorcerer's hold by rolling one Combat Die for each Mind Point. If he manages to roll 3 Skulls or more, he
may remove all remaining Mind Lock tokens on his Hero board. A frozen Hero may not move, attack or

perform any other action, but he may defend against other attacks using only 1 Defend Die.

Dominate

This spell allows a Chaos Sorcerer to take control of a Hero for 1 turn. The Chaos Sorcerer must attack his
target by rolling a number of Combat Dice equal to his Mind Points while the defender does the same to
defend himself. The Chaos Sorcerer places a Dominate counter on the character's board and may move that
character immediately. He may move, cast spells and fight with the Hero as normal and may attack the other
players with him. A Hero 1s only Dominated for the duration of the Chaos Sorcerer's turn. If the attack 1s

unsuccessful, nothing happens.
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Mind Blast

This spell allows a Chaos Sorcerer to inflict Mind Poimnt damage to a Hero without having to be next to him or
physically attacking him. A Chaos Sorcerer with this spell receives the number of Mind Blast tokens specified
in the Quest. Each time he attacks, he must discard one of the tokens. He may only use as many Mind Blasts
as he has tokens.

To attack with a Mind Blast, both characters roll a number of Combat Dice equal to their current Mind Point
score and add up the number of Skulls they have. The one with the most Skulls, be it attacker or defender,
then mflicts Mind point damage on his opponent equal to the number of Skulls he has i excess of his
opponent's score. If both scores are equal, neither character inflicts any damage. If a Hero or monster loses
all his Mind Points as a result of a Mind Blast, he 1s knocked unconscious and remains out of play for the rest
of that Quest. Mind Points are recovered between Quests in the same way as Body Points.

PLAYING THE CAMPAIGN

At the start of the first Quest, each Hero should receive five healing potions, each of which will heal the
character up to his maximum Body Points once. Take a note of these potions on the character sheets and
cross them off as you use them. Any number of potions may be used in any one Quest.

Heroes that use magic may replenish their spells between Quests, but they must keep the same spells they
chose right at the start of the first Quest.

Heroes may not buy new equipment between these Quests but may keep anything they have found in those
Quests.

As normal, Morcar should reshuffle the Treasure Deck between each Quest, returning any used Treasure
Cards from the previous Quest to the pack.

FIfneTTARIN
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-Quest 1 -

Search for the Ogre Fortress

“You. my Heroes. must find the gateway to the Ogre Fortress which is hidden within the coils
of a vast cavern complex. Out tread warily for the bdenizens of that Fortress will surely

have placed guardians and traps to protect their domain.”

A The Gargoyle in this room has the following stats: C All the Ores in this room are armed with spears

Move Attack Defend Body Mind and may attack diagonally or with their normal
Gargoyle 6 4 5 5 4 Combat Dice if they wish.

B This Swinging Blade Trap will only be triggered by D This Orc is a magical statue, which is able to cast a

someone opening the chest or someone attempting and Fireball of 3 Combat Dice, every turn. It has 5 Combat

failing to disarm the trap. The chest contains 50 Gold Dice in defence and 2 Body Points. It is unable to move

..
Coins. and 1s immune to all spells. Players may only pass this

statue once 1t has been destroyed.

‘Wandering Monster: 4 Goblins
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- Quest 2 -

The Outer Caves

“You have found the entrance to the Ogre Fortress. You must now strike at their

raiding parties and destroy the subterranean headquarters where they plan their raids.

Purge the central chamber of monsters. then press on to the exit door.

A This chest contains Emeralds worth 300 Gold Coins. this room of monsters and be the sole occupants
for one turn. The two chests contain the loot from
the Ogres' latest raid, a total of 600 Gold Coins and
a Potion of Healing which will heal up to 4 Body

B The Orcs in this room have crossbows. They will pick

off adventures while the Ogre prevents them from

crossing the Pit Traps. Points.
C These are the headquarters for the Ogres' raiding D The first Hero to land on or pass the space marked
squads. To complete the Quest, the Heroes must clear with an "X" will activate the occupants of this room and

will open the secret door.

‘Wandering Monster: 2 Chaos Warriors
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- Quest 3 -

Lair of the Ogre dHorde

Tn order to reach the heart of the fortress. you must make your way through

the lair that houses the might of the Ogre dorde. “Be wary not to alert these forces

to your presence for evVen you might be hard pressed to defeat an entire army.”

A This chest contains 200 Gold Coins. D This is the chamber of Nexrael, an apprentice
Chaos Sorcerer. Nexrael can use the Mind Blast
B Whenever there are any Heroes in any of these spell and has 4 tokens for it.

corridors during Morcar's turn, he must roll 1d6. On a Nexrael has the following stats:
roll of 1 or 2 all the monsters in the central hall are Move

activated and the doors opened. A roll of 3-6 has no Nexrael

effect. Morcar may roll every turn that there is somebody
in the central hall. E This is the Horde's plunder room. There are 400

Gold Coins 1n the first chest. The second chest conceals

me A Y TATNQ
C This is the chamber of Tograk, the commander of the a spear trap and contains 500 Gold Coins.

Ogre forces. He is an Ogre Chieftain. He has 10 Body
Points.

‘Wandering Monster: 3 Orcs
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The Carrion Halls

“You are now entering the inner reaches of the fortress. Before you can

reach any of your objectives, you must pass through the Ogres eating halls

where they pursue one of their favourite pastimes.”

A If a Hero opens the door on the right, they will activate C These two Goblins are both armed with

the swinging blade trap marked on the board. It cannot shortbows. They may each make ranged attacks

be activated any other way. with 2 Attack Dice.

B This chest contains 200 Gold Coins and some old D A search of this room will reveal a cache of 5

bones. diamonds worth 100 Gold Coins each, hidden behind the
fireplace.

‘Wandering Monster: 2 Fimir
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The <Pit of Chaos

“Tread carefully deroes, for T sense that you are now approaching a source of Chaos power. “Before you can
Y Y g Y

continue, you must destroy this source by finding Festral's Ring of “Power and hurling it into the Pic. Then you

may find the exit and continue your journey.”

A In the centre of this chamber is the Pit of Chaos. Anyone B Hidden in the bookshelf is a hollow book containing
who moves into the pit will instantly turn to Chaos and fall Festral's Ring of Power and 10 diamonds worth 75 Gold
under the control of Morcar forever. This is the domain of Coins each.

Festral, the Chaos Sorcerer, whose stats are as follows:

Move  Attack Defend Body Mind C The centre of this room is a bottomless pit, over which onée
Festral 6 4 5 ) 8 small bridge stretches. Any character or monster that falls into
Festral knows all three of the Chaos Sorcerer spells and has the Pit dies.

three tokens for each.

D This treasure chest is empty.
The Chaos Warriors in the room are elite members of Festral's
personal guard and have the following stats:

Move  Attack Defend Body

Mind
Elite CW 7 5 5 3 ¢

3

‘Wandering Monster: 3 Chaos Warriors
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“Fortress of the Ogre Lord

"At last you have reached the heart of the Ogre Fortress where the lord of the Ogres
presides over his clan. If you kill the Ogre Lord. you wWill break the unity of the Ogre
AHorde and save the Empire from their threat’

A Both of these Orcs are armed with crossbows, which C Here lies the treasure of the Ogre Lord. Fach
may make ranged attacks with 3 Combat Dice. chest contains 700 Gold Coins, but all the chests
conceal traps. Anyone opening one of them 1s
B This is the chamber of Xenloth the Chaos Mage, who attacked by a spear trap. Roll 1 Combat Die. If a
1s Festral's assistant. Xenloth 1s able to use the Mind Lock Skull is rolled, the Hero loses 1 Body Point of damage.
spell and the Mind Blast spell. He has 5 tokens for each
spell. Xenloth's stats are as follows: D You have finally reached the Great Hall of the Ogre
Move Attack Defend Body Mind Lord. Here he sits with his general, an Ogre Chieftain
Xenloth 6 2 4 4 4

and his finest warriors. If he 1s killed, the first Hero to
search the room will find his jewel-encrusted crown,
which 1s worth 450 Gold Coins.

‘Wandering Monster: Ogre Warrior
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-Quest 7 -

“Flight to the Surface

“A thousand praises my Heroes! You have destroyed the Ogre Lord and shattered the might of the
Ogre dHorde. “But beware for we cannot rejoice yet! “ou are still deep within the Ogre Fortress and

the alarm has now been raised. “You must escape! If you can reach the surface you will be able to lead

the Emperor's forces against the remnants of the Ogre dorde.”

On cach of his turns, Morcar may activate all the B The first Hero to open this door will trigger a
monsters in one or two rooms, whether the door to that falling rock trap which will fall on the space

room has been opened or not. He rolls 1d6. On aroll of . ked with an "X". This works in the same way

1-5 one room may be activated; on a roll of 6’ he may as a normal Falling Block Trap. The chest inside the
activate two rooms. The contents of the room(s) are then room is empty

laid out and the door is opened. Any monsters in that

room may move on that turi. .
“ ) C Once a Hero passes through this door onto the

. overground tile, they are safe. No monsters may follow
A On each turn after the Heroes have left this room, them there.
Morcar may place up to three Orcs on the stair tile,
depending on how many he has available. The Orcs may

move immediately.

‘Wandering Monster: Morcar may activate one room.
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WIZARDS OF MORCAR

By Stephen Baker
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A Glimpse of Chaos

As the rain lashed down and
thunder rumbled across the sky. a brief
flash of lightning idlluminated a be-
oraggled group of travellers. Their slow

climb up the rocky slopes to the
foreboding tower at the summit seemed
to last an eternity. At last the figures
escaped the storm and entered a dark
hallway. As they peered into the
shadows, they saw a sinister figure on a
rocky throne.

A solitary traveller stepped
forward from the huddled and dripping

group and addressed the presence on the throne.

"My Lord Morcar, we come bearing grave tidings. “We must report
the failure of your plan to raise the Ogre Horde against the Empire. Once

again we were routed by his accursed Champions and once again we were

forced to flee.

The figure on the throne shifted and a voice like death broke the

silence.

T am aware of your failure. “Festral. “But as in all things T have
learned from my failures. Firstly. T have learned not to underestimate the
Emperor's deroes. Secondly. I have learned not to rely on fools. T have
therefore conceived a new scheme to destroy the Emperor's deroes
forever. I have chosen four Lieutenants to carry out my plan. Come forth

my Lieutenants.”
“With that command, four silhouettes stepped from the shadows.

“Let me present Zanrath, High Mage of Sarako.”
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An ancient bearded man wearing a pointed hat and carrying a staf}
topped With a crescent moon bowed down towards Festral and his retinue.

“Fanrax, the Malicious.”

At the mention of his name, an evil-looking man adorned with skull
symbols and toying with a wickedly sharp dagger gave a sneering smile at
the group.

“Boroush, the Storm Master.”

With a sweep of his oaken staff. a ragged and bearded figure greeted
the refugees.

"And fnally. Grawshak, Orc Shaman of the “Northern Tribes.”

The last of the four Lieutenants, an orc decorated in skins, feathers
and skulls, carrying a massive totem wand growled what might have been a

greeting or a curse at the party.

T believe that these four Sorcerers will succeed where you have so
miserably failed. And it is they who wWill punish you for youwr 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 deroes forever.
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-Quest 1 -

The Tower of the dHigh Mage

“The first of Morcar's sorcerous lieutenants you must defeat is Zanwrath. High Mage of Sarako.

HHe lives in a magical tower. high in the Tarak Mountains where he is guarded by his army of elite

Chaos “Warriors. ‘Prepare yourselves my Heroes for a fearsome battle against steel and magic.”

All Chaos Warriors encountered in this Quest are part of C This is the chamber of Zanwrath. He has all 6

Zanwrath’s elite force. Therr stats are as follows: of the High Mage Spells.
Move  Attack  Defend Body Mind His stats are as follows:
Elite CW 7 5 5 3 3

) ) Move Attack Defend Bod Mind
A This chest is empty.

B The chest on the left contains 300 Gold Coins and a

healing potion which will restore 2 Body Points to the first

Any Hero who searches the room will discover 400 Gold

. . . Coins 1n a secret drawer 1n the table.
Hero who drinks it. The second chest is empty. € € i

‘Wandering Monster: 2 Elite Chaos Warriors
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- Quest 2 -

Crypt of the “Necromancer

“Summon up your courage my dHeroes, for you must journey to a most terrible place to find your next
enemy. Fanrax the Malicious. e dwells in an ancient crypt that lies in the Vast and nameless
graveyard swamp beyond the Shuddering Forests. Be doubly careful. for Fanrax commands both the
forces of the living and the forces of the dead.”

All Skeletons in this Quest are special creations of Fanrax B This room is filled with a magical darkness.
himself. Their stats are as follows:
Move  Attack Defend Body Mind
Elite Sk. 6 3 3 1 0

Any figures in the room other than Skeletons,
Zombies or Mummies will attack and defend with

2 less Combat Dice. No ranged attacks may be used
o _ ) at all.

A This is the magical statue of a Chaos Sorcerer. At the
beginning of e.ach of A\./Iorcg‘ s turns, it will fire aﬁdeath .ray C Fach of these chests contains 150 Gold Coins.
down the corridor which will attack any and all figures in

the corridor with 2 Attack Dice, which they may defend

Lo . D This is the Crypt of Fanrax the Necromancer. He has
against in the normal way. This statue cannot be harmed

all 6 Necromancer Spells. His stats are as follows:
Move  Attack Defend Body Mind

n any way.

Fanrax 6 4 6 5 7

‘Wandering Monster: 2 Elite Skeletons
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- Quest 3 -

“Eyrie of the Storm Master

“digh atop the loftiest peak in the dark mountains lies the eyrie of “Boroush. the Storm Master. de
is the next Lieutenant of Morcar you must defeat. You have had to scale the sheer heights of the

mountdins to get to this eyrie. “Now You are here you must move qm’ckly, for “Boroush commands great

elemental forces with which he can easily overcome unwary intruders.

A This chest contains 250 Gold Coins.

B This is the home of Boroush. He has all 6 Storm Master Spells. His stats are as follows:

Move Attack Defend Body Mind
Boroush 7 6 5 5 6

Heroes searching this chamber will discover 3 huge gems worth 150 Gold Coins each.

‘Wandering Monster: 2 Fimir
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- Quest 4 -

Lair of the Ore Shaman

“Yonder dark cave in the hillsidve 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

[oya[ elite boby guarb. frhey will ﬂ'ght to the death laefore they allow Jou to reach their master.”

All Ores n this Quest are members of Grawshak’s elite C This is the lair of Grawshak, the Orc Shaman.
bodyguard. Their stats are as lollows: He has all 6 Orc Shaman Spells. His stats are as
Move  Attack Defend Body Mind follows:
Elite Orc 8 4 3 1 2

) ) ) Move  Attack Defend Body
A All the Orcs in these corridors are armed with bows Grawshak 7 5 5 5 7

and may make ranged attacks with 2 Combat Dice.
All Orcs in this room are armed with bows and may make
B Heroes searching this room will find 2 golden crowns ranged attacks with 2 Combat Dice. The chest in the

beneath the tomb worth 200 Gold Coins each. corner contains 400 Gold Coins.

‘Wandering Monster: 2 Orcs with bows
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- Quest 5 -

The Final Conflict

"Alas! Morcar has deceived you and saved his four Lieutenants from the jaws of death. dHe has now brought
them together in his citadel of darkness. dHowever, the effort has cost him much. You must take advantage of

this moment of Weakness to assault his citadel and ftnally vanquish his evil Lieutenants.”

Morcar, on your first round you must put out all of the contents of the central chamber. All 4 sorcerer figures
start from the central chamber. They may then open and move through doors and secret doors. Lay out the
contents of any rooms which they enter. When all four sorcerers are killed, the quest ends immediately. The 4
sorcerers each have therr 6 Spell Cards and have the following stats:

Zanwrath 5 5 5 5 8

Fanrax 6 4 6 5 7

Boroush 7 6 5 ) 6

Grawshak 5 5 5 5 7

A The chests in this room contain 500 gold coins each.

‘Wandering Monster: One of the Sorcerers
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THE FROZEN HORROR
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“Welcome, mighty barbarian. to the land of your youth! Tt seems only
yesterday that the tribal leaders gave you leave to explore the many
wonders of the warm lands to the south. “You return now as a renowned
warrior, tall and strong. well-versed in the skills of battle. Happy though
Your homecoming is, bitter tidings are on the minds of the tribal elders.
They wearily tell you why you have been summoned back to aid your
people in their time of need. An ancient evil, long thought banished, has
arisen to threaten the “Northlands once more. The Frozen Horror has
burst forth from the icy tomb where it has rested these last centuries,
recovering its strength and awaiting Morcar's signal. At last, its
master has called it. and the Frozen Horror has returned to its ancient
Seat of Power deep within Ice Mountain. Tt has regained the Sceptre of
Glacial 2Majesty. an evil artefact of vast power. As we speak. the
Frozen Horror is reviving its minions and enacting its plans to cover the
“Northlands and the Empire in a shroud of deadly ice. Your people seek a
champion to oppose the evil of the Frozen dorror. You have been called
in hopes that you might prove to be that champion. To determine your
worthiness, the elders have set before you three dangerous Quests. These
must be undertaken by you alone. If you survive this test. lead your
companions into the depths of Tece Mountain. There you must find and
destroy the Sceptre of Glacial 2Majesty before it achieves its full power.
Only when the Sceptre is no more can you confront the “Frozen dorror
and destroy it forever. You must call upon all of your courage and skill
Barbarian! The greatest perils you have ever faced wait within Ice
Mountain. Great, too, is the treasure that will be yours if you succeed.
Among the many riches to be found is the Amulet of the North. an
ancient artefact that is said to grant its wearer marvellous powers. Good

luck. mighty warrior. The fates of many depend on you! =

- Mentor



- Quest 1 - Solo Quest -

Xanon Pass

‘Good luck, “Barbarian. on this. your first of three trials! Servants of the “Frozen d1orror have

overrun the fortress that guards Xanon ‘Pass. This is the only pass over the Cyberian “Range. which

Yyou must cross to reach Iee Mountain. An iron door is your entry into the fortress. “You must find
the wooden exit door that leads out to the far side of the pass.”

A If the Barbarian searches for treasure in this room, 75 C If the “Barbarian searches for treasure in the
Gold Coins are found in the chest. room, a shield is found in the tomb.

B The evil Crossbowman does not move but fires his O If the “Barbarian searches for treasure in this
crossbow at the Barbarian once during each of Morcar’s room. a Longsword is found in the weapons rack.

turns until the Barbarian reaches him. If the Barbarian
moves next to the Crossbowman and attacks, the
Crossbowman surrenders immediately, offering his
crossbow in exchange for his life. The Crossbowman
then runs away. The Barbarian should add the crossbow
to his Character Sheet.

‘Wandering Monster: 2 skeletons



- Quest 2 - Solo Quest -

Trial by Ice

"Xanon “Pass leads to an underground outpost on the slopes of the Cyberian “Range. This outpost is a base of
operations for minions of the Frozen Horror. It threatens several nearby villages. “You must enter the outpost
and slay one of the Frozen Horror's lieutenants. a Chaos “\Warrior named ‘Krag. The only way in or out is

through the Ice Cave entrance. “Your Quest begins and ends there.

A This ice tunnel is connected to the ice tunnel in the D If the Barbarian searches for treasure in this

other room “A” The Barbarian or any monster landing room, 120 Gold Coins are found in the chest.
on one of these squares immediately moves to the other
ice tunnel square. E The Chaos Warrior Krag is in this room. His stats
are as follows:

B This treasure chest is empty. Move Attack Defend Body Mind

C If the Barbarian searches for treasure in this room, a

Potion of Warmth is discovered atop the sorcerer’s table.

‘Wandering Monster: 2 Goblins



e e
1]

ek
Ba=nl ‘r_!{‘-. ]

AT

- Quest 3 - Solo Quest -

The Rescue

“The minions of the Frozen dlorror have captured Gothar, the “Barbarian tribe's Great Elder. dle has been taken to

an evil Chaos stronghold near Ice Mountain. Gothar has great wisdom. but he is old and frail. Ae cannot survive
g g

long in the cruel hands of the creatures of Chaos. “Your final solo test is to enter the stronghold. find Gothar, and

bring him out safely. “Begin on the spiral stairway and return to it to end your Quest.”

A If the Barbarian searches for treasure in this room, the

weapons rack holds a Battle Axe.

B If the Barbarian searches for treasure in this room, 70 Gold

Coins are found in the chest.

C If the Barbarian searches for treasure in this room, a Helmet

1s found in the chest.

D This chest has a poison needle trap on it. If the Barbarian
searches for treasure before the trap 1s disarmed, he loses 1
Body Point. 150 Gold Coins are found in the chest.

E The two Chaos Warriors have just tied Gothar down
on the rack. If the Barbarian kills the Chaos Warrlors,
Gothar is freed. Use any available Hero figure for
Gothar; place him next to the Barbarian. Gothar is under \
the Barbarian’s control and moves after him. Gothar’s stats are
as follows:
Move  Attack Defend Body Mind
Gothar 6 1 2 2 4

The Barbarian must bring Gothar to the spiral stairway to fulfil
this final solo Quest. Any monsters encountered attack only the
Barbarian, as they are under orders to capture Gothar alive. If
the Barbarian dies, Gothar 1s automatically captured.

‘Wandering Monster: 2 Orcs
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“You have done well. “Garbarian! The tribal elders have appointed you their champion to oppose the

“Frozen dorror and its minions. “Now you and your companions are ready to assault Ice Mountain.

An Tron door is your entry into the outer chambers of the Frozen Horror's subterranean fortress.

“Find the wooden exit door to enter the deeper recesses of the mountain.”

A The first Hero to search for treasure in this room finds the Snowshoes of

Speed lying atop the tomb. (See the Artefact Card.)

B The Heroes see a locked cage in the centre of this room. There is an Ice
Gremlin inside. It pleads with the Heroes to free it, saying that the Frozen
Horror has left it there to die and it wants revenge. If a Hero announces that
he’s freeing the Ice Gremlin and moves adjacent to the cage, the cage opens.
The Ice Gremlin leaps out and steals one item from the Hero who freed it.
The Ice Gremlin decides which item to steal, but it cannot be the armor or
shield a Hero is using, nor the weapon he is wielding. The item stolen
should be crossed off the Hero’s Character Sheet. The Ice Gremlin
immediately disappears through a hole in the floor.

C The first Hero to search for treasure in this room finds a spell scroll
hidden in the bookcase. The Hero draws a spell scroll card at random and
lists it on his Character Sheet.

D This chest has a trap with an explosive device. If a Hero
searches for treasure before the trap is disarmed, all Heroes in
the room lose 2 Body Points. The chest contains 600 Gold Coins.

E The ice ledge that surrounds the crevasse is very slippery. When a

Hero steps through a door and moves onto his first square in this room, he
must roll 1 Combat Die. The Hero is safe and can continue moving if a
Skull or White Shield is rolled. If a Black Shield is rolled, however, the
Hero begins slipping into the crevasse, suffering 1 Body Point of damage.
The Hero must immediately roll another Combat Die. If another Black
Shield is rolled, the Hero plummets into the crevasse, never to be seen again.
Any other roll means the Hero returns to the square in which he entered the
room, ending his turn. At the beginning of any turn in which a Hero is in the
room, he must first roll to see if he slips into the crevasse.

‘Wandering Monster: 2 Fimir
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- Quest 5 -

The Oeadly Depths

“Throughout Ice Mountain, alarms are sounding and the evil servants of the Frozen dlorror are awakening. “Your way into the

stronghold becomes harder after this. The Chaos “Warlock known as “Vilor awaits you in this Quest. Enter through the iron door

and search for the wooden exit door. You have far to go before you confront the “Frozen dHorror itself. Consider hiring

Mercenaries on the rest of the Quests, for the dangers may be too great for you to survive without help.”

A This ice tunnel is connected to the ice tunnel in the other room “A”. Any Hero
or monster landing on one of these squares immediately moves to the other ice
tunnel square.

B As soon as all the Heroes enter this room, the 2 doors marked “B” close and

disappear. Remove the doors from the gameboard.

C This door does not appear until the doors marked “B” have disappeared.
Leave it off the gameboard until then, even if the Heroes walk right past it. When
a Hero opens this door, the ice encasing the monsters cracks and they leap out to
attack on Morcar’s turn. The tile squares with monster images on them are

considered empty spaces once the monsters move off those squares.

D The first Hero to scarch for treasure in this room finds 400 Gold Coins and a
spell scroll. The Hero draws a spell scroll card at random and lists it on his
Character Sheet.

E The first Hero to search for treasure in this room finds the Ring of
Warmth. (See the Artefact Card.)

F The first Hero to search for treasure in this room finds 2 Potions of
Healing.

G The Chaos W arlock, Vilor, guards this room. Vilor knows the following Chaos
spells: Chill, Ice Storm, Lightning Bolt, Sleep and Tempest. Vilor’s stats are as
follows:

Move Attack

Defend  Body Mind
Vilor 8 4 3

‘Wandering Monster: 2 Mummies
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- Quest 6 -

The Frosted Path

“The iron door leads you into hallways that have lain empty for many centuries. ‘Now the hallways

are inhabited once again with the foul creatures of Chaos. The Frozen Horror's minions are gathering
to stop you from finding the wooden exit door. “But find it you must if you are to Venture deeper into
the heart of Tce Mountain.

A The first Hero to search for treasure in this room finds 120 Gold
Coins, a Longsword and a spell scroll. For the spell scroll, the Hero
draws a spell scroll card at random and lists it on his Character Sheet.
This Hero also finds any items previously stolen by Ice Gremlins.

B The first Hero to search for treasure in this room finds a set of Plate

Mail Armour in the weapons rack.

C The first Hero to search for treasure in this room finds 250 Gold

Coins and a Potion of Healing in the chest.

D The first Hero to search for treasure in this room finds a Crossbow
and a gem worth 300 Gold Coins.

E The first Hero to search for treasure in this room finds 2
spell scrolls. For each spell scroll, the Hero draws a spell scroll
card at random and lists it on his Character Sheet.

F The chest in this ice vault room has a poison gas trap on it. If a
Hero searches for treasure before the trap is disarmed, all Heroes in the
room lose 2 Body Points. The chest is empty.

G See room E of Quest 4 for information on moving along the ice

ledge.

‘Wandering Monster: 2 Chaos Warriors



The Halls of Kelvinos

“Know Mighty Heroes. that “Kelvinos was a Barbarian of great power and fame. Centuries ago. he drove the “Frozen

dHorror from Tce Mountain. ending the reign of terror. Sadly. Kelvinos did not retuwrn from that final battle: his body

Was never found. Some say that he walks again, but as an undead servant of Chaos. “You shall start at the iron door and

explore until you find the wooden exit door that leads you closer to the Frozen Horror.”

A The first Hero to search for treasure in this ice vault finds 500 Gold

Coins in the chest.

B The first Hero to search for treasure in this room finds 2 Potions of

Healing in the chest.

C The Barbarian Hero, Kelvinos is now a monster, an undead slave of

the Frozen Horror. He is in the square marked with the barbarian icon.

His stats are as follows:
Move  Attack Defend Body Mind
Kelvinos 8 4 4 4 0

The first Hero to search for treasure in this room finds the Amulet of
the North in the chest. (See the Artefact Card.)

D Few things are as they appear in the living fog room.

Monsters and fog likenesses of monsters are all over this room.
Whenever a Hero attacks a monster, the Hero first rolls a

Combat Die to see if he attacks a fog likeness instead of a real

monster. On a roll of Black Shield or Skull, the Hero is confused b
and attacks a fog likeness. (The Hero wastes his attack.) Only on a roll
of a White Shield does the Hero see a real monster. The Hero may
then roll his normal attack and the monster defends as usual. The
monsters always see the Heroes correctly.

‘Wandering Monster: 2 Yeti
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- Quest 8 -

The Search for the Sceptre

“You have come far. Heroes. but there is still far to go. “Nearby is the resting place of the Sceptre of Glacial Majesty.

the source of much of the “Frozen Horror's power. “ou must find it and destroy it. After you enter through the iron

door. search for the sceptre. As long as it exists. the Frozen dHorror cannot be killed. Once you have destroyed the

sceptre, ﬁnb the wooden exit door and 40 through it to reach the ﬁ'nal battle dagainst the Frozen dHorror.”

A This ice tunnel is connected to the ice tunnel in the other room “A”.
Any Hero or monster landing on one of these squares immediately
moves to the other ice tunnel square.

B The first Hero to search for treasure in this room finds a spell scroll
hidden in the bookcase. The Hero draws a spell scroll card at random
and lists it on his Character Sheet.

C This chest has a poison needle trap on it. If a Hero searches for
treasure before the trap is disarmed, that Hero loses 2 Body Points. he
chest contains 200 Gold Coins and 2 Potions of Healing.

D This ice tunnel is connected to the ice tunnel in the other room “D”.
Any Hero or monster landing on one of these squares immediately
moves to the other ice tunnel square.

E This ice tunnel is connected to the ice tunnel in the other
room “E”. Any Hero or monster landing on one of these
squares immediately moves to the other ice tunnel square

F See room E of Quest 4 for information on moving along the ice

ledge.

G The Sceptre of Glacial Majesty rests in the upper right corner square.
The sceptre is frozen into the wall. The Heroes can neither move it nor
use it. Morcar, tell the Heroes that to destroy the sceptre, a Hero must
be adjacent to it, attack it and roll at least one Skull on the Combat Dice.
The sceptre explodes when it is destroyed, inflicting 2 Body Points of
damage to all in the room. (Do not tell the Heroes this until it happens.)

‘Wandering Monster: 3 Ice Gremlins
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- Quest 9 -

The Heart of Tee

“Now that the Sceptre of Glacial Majesty has been destroyed. the Frozen dHorror is vulnerable. The time to

destroy it is now! Start from the iron entrance door. “First. you must find the spiral stairway that leads to the

“Frozen Catacombs. There you will find the Crystal key. This key will open the final door. the door to the Seat of

Power. where the Frozen Horror awaits. “Be sure to take Mercenaries along on your Quest!”

Quest 9 1s a double sized quest spread across two boards. The Heroes will be C This ice tunnel is connected to the ice tunnel in the other

moving back and forth between these two maps. Mind and Body Points are not

«w . .
room “C”. Any Hero or monster landing on one of these
restored when the Heroes cross between maps. Reset the gameboard when the y ‘ s

Heroes cross between maps. Monsters killed previously do not reappear. squares immediately moves to the other ice tunnel square.

.. . . D In the ice vault room, this chest has an exploding latch trap on
A This is the spiral stairway that leads to room “G”. When a Hero ’ I s !

. - . it. If a Hero searches for treasure before the trap is disarmed, that Hero
moves onto the stairway remove that Hero’s figure from the gameboard.
Tell the players that they cannot enter the next map untl all the Heroes

have moved onto the stairway. Once all Heroes have moved onto the

loses 1 Body Point. The chest contains 400 Gold Coins and 2 Potions
of Healing.

stairway, remove the current setup from the board and set up room “G”.

E The first Hero to search for treasure in this room finds a spell scroll
and a Potion of Healing on the Alchemist’s Table. For the spell scroll,
the Hero draws a spell scroll card at random and lists it on his Character
Sheet.

B See room “D” of Quest #7 for more information about the living fog

room.

‘Wandering Monster: 2 Polar Warbears
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F The door to the seat of power room will not open until a Hero with
the crystal key moves adjacent to it and opens it. The Frozen Horror has
the following stats:
Move  Attack Defend Body Mind

Frozen Horror 8 5 4 7 4
In addition, the Frozen Horror can cast the following Chaos Spells:
Chill, Ice Storm, Ice Wall, Mind Freeze, Skate and Soothe. Morcar can
choose an additional 6 Chaos Spells for the Frozen Horror from any of

the Chaos spells, with the exception of the Escape spell.
NOTE: Once the Frozen Horror 1s destroyed, the quest ends
immediately.

G This stairway is also the way back to room “A”. The Heroes must

return here once they find the crystal key.

H This ice tunnel is connected to the ice tunnel in the other room “H”.
Any Hero or monster landing on one of these squares immediately
moves to the other ice tunnel square.

I This ice tunnel is connected to the ice tunnel in the other room “I”.
Any Hero or monster landing on one of these squares immediately
moves to the other ice tunnel square.

J The first Hero to search for treasure in this room finds a spell scroll
and 2 Potions of Healing hidden behind the bookcase. For the spell
scroll, the Hero draws a spell scroll card at random and lists it on his
Character Sheet.

K The Ice Gremlin treasure room tile is placed over the two small
rooms to make one larger room. If the crystal key was stolen from the
Heroes by Ice Gremlins, the key will be here and can be reclaimed by
the Heroes.

L This ice tunnel is connected to the ice tunnel in the other room “L.”.
Any Hero or monster landing on one of these squares immediately
moves to the other ice tunnel square.

M This chest has a poison needle trap on it. If a Hero searches for
treasure before the trap is disarmed, that Hero loses 2 Body Points.

The chest contains the crystal key and a Potion of Healing. Give the
crystal key tile to the Hero who found it.

‘Wandering Monster: 2 Polar Warbears




~ 99 ~

‘Congratulations, mighty Barbarian! “Vou and your companions
have destroyed the Frozen dorror, saving the Empire from an
ice=shrouded doom. Morcar's plans in the Northlands have been
thwarted. thanks to your cunning, bravery and skill. In
appreciation of your heroism, the tribal elders have awarded you
and your fellow Heroes 1.000 Gold Coins each. “We have won this
battle. but we must remain vigilant. Morcar's power grows still.
The Frozen dorror returned once before when the “Forces of Good
thought it dead. and it may well retuwrn again. “For now. though.
the danger has passed. “our people will sing your praises forever,
Barbarian! Centuries from now, your descendants may have to
fnd another champion to defend them against the agents of Chaos.
May they [ind a Hero as worthy as you! Morcar's plans in
other regions remain unchecked. The Empire is sorely pressed on
many fronts. Soon your services Will be needed again. I fear that
many dangerous tasks still lie ahead of you. “But for tonight. you
and your companions are honoured guests at a great feast. Tales
of Valour will be told. and there will be much rejoicing. Come
receive the thanks of youwr kinsmen! = - Mentor
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THE MAGE OF THE MIRROR
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"Ahl, you're here at last. my Elven friend. Our time together must be
brief. for your skills are needed urgently. The Elven kingdom is in
turmoil, as you may have heard. Queen Terrellia's five-year—old daughter,
Millandriell. has been kidnapped. The Queen has secretly informed me
that she has received a ransom note from her evil sister, the Archmage
Sinestra. Sinestra has always been Vain and proud. paying more attention
to her mirrors than to the advice of the wise. der Vanity has led her to a
diabolical plan. The note demands that the Queen abdicate the throne and
turn all power over to Sinestra. Only then will Millandriell be returned
unharmed. The Queen has asked me to find an Elven Hero who has the
strength and courage to lead a small band of Heroes into Sinestra's
stronghold to rescue Millandriell. “Because the girl's Life would be forfeit
if such a rescue mission failed. Queen Terrellia insists that the chosen
hero first prove his worth. The Queen has decided upon three Quests for
this “Elf to undertake on his own before she will agree to the rescue
attempt. 1 have chosen you to lead the rescue party. If you survive the
three solo Quests the Queen proposes, your heroic companions will re-join
Yyou and you Will all embark on the mission to rescue Princess
Millandriell. You must succeed in this mission. for your entire race is in
danger should Sinestra gain the throne. The safety of the Empire is also
at stake, if what I fear is true. I suspect that Morcar is lurking behind
Sinestra's schemes. As a Willing servant of Morcar, she may call upon
the forces of Chaos to thwart your mission. Do not underestimate the
importance of the tasks before you. brave “Elf. If you fail. the Emperor
will lose the power and strength of the Elven people to Morcar. That
wWill surely mean the end of the Empire. " - Mentor



- Quest 1 - Solo Quest -

The Avenger ‘Returns

"As a test of youwr abilities. Queen Terrellia wants you to retrieve a family heirloom that was recently stolen. “No
Y Y Y Y

ordinary heirloom. this is the legendary sword known as The Avenger. The sword was stolen by agents of Morcar and taken to a

small fortress along the southern border of the Empire. The iron door is the only way in or out of the fortress. Once

you have found The Avenger. leave through the iron door and bring the sword to Queen Terrellia’

A Both of the trap doors are linked by a tunnel. Any Hero or monster
landing on one of these squares immediately moves to the other trap
door square. The connecting tunnel is dangerous. After the Elf moves
through it, he rolls 1 Combat Die. If a Skull is rolled, the Elf loses 1
Body Point. After moving from one trap door square to the other, the
Elf's or monster's turn is over.

B If the EIf searches for treasure in this room, there is an Elixir of Life
hidden in one of the bookcases. (See the Artefact Card for more
information.)

C When the EIf enters this room, tell the player that the monsters here
are immobile and are unaffected by the Elf's actions. (The room may be

searched for treasure as long as the monsters aren't activated see note
“p”)

D This chest has a trap on it. If the EIf searches for treasure

before the trap is disarmed, the monsters in room "C" become
activated and enter room "D" on Morcar’s next turn. If the EIf
searches for treasure after the trap is disarmed or the monsters

are defeated, the chest is empty but the tomb holds The Avenger
sword. Tell the Elf he has found what he sought, and that he may now
return to Queen Terrellia.

E The treasure chest contains two potions of healing.
Alter the Quest has been completed, tell the Elf that Queen Terrellia

rewards his success with a set of magical Elven Bracers. See the Artefact
Card for more mformation.

‘Wandering Monster: Mummy
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- Quest 2 - Solo Quest -

On Sacred Ground

“Your second trial requires that you rescue two of the Queen's attendants who were kidnapped recently. Foul creatures of
Chaos have taken these two Women to an underground cavern south of the Elven Kingdom. The only entrance to this
stronghold of Chaos is a spiral stairway that descends far underground. Starting from this stairway. you must fight your

Way to the women, free them, and then bring them back out through the stairway.

A If the EIf searches for treasure in this room, 300 Gold C If the Elf searches for treasure in this room, a
Coins are found in the chest. Tell the Elf that several Potion of Healing is found in the bookcase.
dresses and smashed pieces of jewellery are strewn about

on the floor. Neither the dresses nor the jewellery has D The EIf finds the two attendants in this room.

any value. After the monster in the room 1s killed, the Elf may lead

the women to the spiral stairway.
B If the EIf searches for treasure in this room, a

protective Helmet is found. After the Elf returns to the stairway, tell him that Queen

Terrellia has a special reward of 150 Gold Coins for him.

‘Wandering Monster: 2 Orcs



- Quest 3 Solo Quest -

Terrellias Maze

“As your final test. Terrellia has decreed that you must traverse a dangerous maze of her own devising. She has placed

captured monsters wWithin this maze. promising them their freedom if they can kill you. “You will pass the test only if you

find a golden book and leave the maze to tell of it. Terrellia's guards will bring you to the iron door that leads into the

maze. “Return to the iron door to leave the maze and end the test.

Tell the Elf that the treasure cards are not used in this Quest and that there

are no wandering monsters mn this Quest.

A If the EIf searches for treasure in this room, a note on the table is found

that says, "All is not as it seems."

B Both of the trap doors are linked by a tunnel. Any Hero or monster
landing on one of these squares immediately moves to the other trap door
square. The connecting tunnel is dangerous. After the Elf moves through it,
he rolls 1 Combat Die. If a Skull is rolled, the Elf loses 1 Body Point. After
moving from one trap door square to the other, the Elf's or monster's turn is

over.

C This chest has a poison needle trap on it. If the EIf searches for treasure
before the trap is disarmed, he loses 1 Body Point. The chest contains 200

Gold Coins.

D If the EIf searches for treasure in this room, a secret

compartment in the bookcase opens to reveal a Potion of Healing.

E If the EIf searches for treasure in this room, the golden book he

has been looking for is in the bookcase. The book tlts forward,

causing the bookcase to move up. This reveals a secret door. The room
beyond this door holds a weapons rack. A sign above the rack says, "Choose
one." If the Elf moves next to the weapons rack, he may choose any one of
the weapons from the Equipment cards.

F This chest has an explosive trap on it. If the EIf searches for treasure
before the trap is disarmed, the Elf loses 2 Body Points. The chest contains
300 Gold Coins.

‘Wandering Monster: None
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- Quest 4 -

The “Elven “Prospector

“Your companions now join you as you begin the first part of your mission to rescue Millandriell. The Queen wants you to
free the royal “Prospector. who has been imprisoned inside an old mine by Morcar's minions. Only this “Prospector can

entify Moonsilver. a magical substance that is critical to rescuing the “Princess. You must enter the mine through the

iron door. find the “Prospector. and then leave with him through the wooden exit door.”

A The door marked "A" has a trap on it. If a Hero opens this C The first Hero to search for treasure in this room
door before the trap is disarmed, the portcullis in this room rises finds a Treasure Without Doom spell scroll, a brass key,
and the Ogres attack on Morcar's turn (along with the monsters and 800 Gold Coins in the chest. Hand the player the
in the next room). brass key tile. Only one scroll is found, even if the

Heroes must return to this room to regain the key.
B The Prospector is behind a locked portcullis. He tells the
Heroes that they must find the brass key to free him. Once the D The weapons on this rack are rusted beyond repair. There is
Heroes return here with the brass key, they can open the nothing here the Heroes would want.
portcullis. Hand the Prospector tile to the Hero who had the
brass key (and take the brass key tile back). If that Hero gets
killed, the Prospector and brass key are returned to their
original locations. If the Heroes need to retrieve the Prospector,

two more Chaos Warrlors are guarding him.

‘Wandering Monster: 2 Chaos Warriors



- Quest 5 -

The Alchemist's Laboratory

“The evil High Alchemist's laboratory on the western border of the Elven lands contains the only known supply of
Moonsilver. You must take the “Prospector to the laboratory and find a flask of Moonsilver. Only Moonsilver can open
an entry into the ‘Realm of “Reflection where the Princess is held captive. Enter the laboratory through the iron door

and find the wooden exit door to leave once you have located the flask of Moonsilver.

If the Hero who holds the Prospectors tile 1s killed during this Quest, B This chest has a poison dart trap on it. If a Hero searches

monsters will take the Prospector to room 'D". Don't reveal this

for treasure before the trap is disarmed, that Hero loses 2
mformation to the Heroes until they enter room "D’ Body Points. The chest contains a brass key and Elven Boots.
(See the Artefact Card for this item.) Hand the player the brass
A The High Alchemist is in this room. His stats are as follows: key tile.

Move Attack Defend Body Mind

High Alchemist 8 : 3 4 1

C The first Hero to search for treasure in this room finds 2 Potions of

The High Alchemist knows the following Chaos spells: Mind Blast, Healing and 750 Gold Coins inside the chest.

Restore Chaos, Summon Wolves and Werewolf's Curse.

- . . : . D If the Prospector has been captured, he will be imprisoned here. The
The first Hero to search for treasure in this room sees hundreds of 1 . aj ’ I

Heroes must have the brass key (from room "B") to open the portcullis.

bottles containing silver liquids. Only the Prospector can tell which
If the Heroes need to rescue the Prospector more than once, there are

bottle contains true Moonsilver. If the Prospector is with the Heroes,

. . - - Alwave S . e Warriore i .
hand the Moonsilver tile to the first Hero to search for treasure. always 2 new Chaos Warriors on guard here.

‘Wandering Monster: 3 Zombies



~ 108 ~

- Quest 6 -

Tormuk's Guests

Sinestra has struck again! One of her servants. Tormuk the “Necromancer. cast a spell upon two of Queen Terrellia's bodyguards.
the finest Elven Archers in the kingdom. The Archers now fight alongside Tormuk. The Queen wWants you to find the Archers.
Once they are alone with you. the spell will be broken. Scouts say that Tormuk's base is in an old castle south of the Elven

lands. “Enter the castle through the iron door and leave through the wooden exit door.”

A The first Hero to search for treasure in this room finds 2 Potions of Tormuk knows the following Chaos spells: Command, Mirror
Healing in the cupboard. Magic, Mind Blast, Reanimation, Summon Wolves and
‘Werewolf's Curse.

B Each chest in this room has a trap on it. If a Hero searches for ) _ o N
The first Hero to search for treasure in this room finds a Treasure S d

treasure in this room before all three traps are disarmed, the Hero loses .
Without Doom spell scroll on the table.

2 Body Points for each trap that hasn't been disarmed. The first Hero

to search for treasure finds 1000 Gold Coins and the Ancient Staff. (See ) o

the Artefact Card for this item.) D The Elven Archers fight the Heroes to the best of their ability as long
as the other monsters in this room are alive. Once the Heroes have

CT e e f et ot ac f . killed the other monsters in this room, Tormuk's spell is broken. If the
Tormuk is in this room. His stats are as follows:

Move  Attack Defend Body Mind I ) o ) o .
To 3 n n 0 6 remainder of this Quest only. They are under the control of the Elf,

and they move and attack after him.

Elven Archers are still alive, they fight on the Heroes' side for the

‘Wandering Monster: Fimir
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-Quest 7 -

Gliness “Fen

“The time has come to assault Sinestra's stronghold. She lives deep within the marshes of Gliness Fen. “You must enter
her castle to begin your search for Princess Millandriell. Spies report that the gateway to the Realm of Reflection is in
the castle's deepest dungeon. A spiral stairway winds down to the first level of the castle. Search for another spiral
stairway to reach the next lower level. Millandriell's life is in your hands. my friends.”

A The Heroes begin the Quest on this spiral stairway.

B This chest has a poisonous gas trap on it. If a Hero searches for treasure in this
room before the trap is disarmed, each Hero in the room loses 1 Body Point.
This chest contains 650 Gold Coins.

C The first Hero to search for treasure in this room finds a tool kit in the weapons

rack. This Hero also finds a brass key. Hand the player the brass key tile.
D The porteullis will not open unless a Hero has the brass key from room "C".
The first Hero to search for treasure in this room finds 2 Potions of Healing in the

chest.

E The first Hero to search for treasure in this room finds 2 Wolfsbane Potions.

F The trap door is linked by a tunnel to the trap door in the other

"

room "F'. Any Hero or monster landing on one of these squares
immediately moves to the other trap door square. The connecting
tunnel is dangerous. Alter a Hero moves through it, he rolls 1 Combat
Die. If a Skull is rolled, the Hero loses 1 Body Point. After moving from

one trap door square to the other, the Hero's or monster's turn is over.
G The first Hero to search for treasure in this room finds the Sky Orb under the
table. Give the Hero the Sky Orb Artefact Card, tile and tokens. The spiral

stairway leads down to the second level of Sinestra's castle.

H This chest is empty.

‘Wandering Monster: Giant Wolf
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- Quest 8 -

The Gathering Storm

“Sinestra now knows of you mission. She is gathering her evil servants to oppose you. “You must hurry on

despite her efforts. “The closer you get to the lowest level of the castle. the greater the danger to Millandriell.

Speed is your only ally now. From the spiral stairway that brought you down from the first level. search this

second level f‘or another sp[rd[ stairway [eab[ng lower still”

A The Heroes begin the Quest on this spiral stairway. As the Heroes

step off the stairway, read the following aloud:

"As you enter this subterranean level. your feet sink slightly into the
sogay ground. A wet. mouldy smell permeates the air.”

B The first Hero to search for treasure in this room finds a Bone Wand
and 500 Gold Coins in the chest. (See the Artefact Card.)

C The Gargoyle in this room can cast spells. It knows the Chaos spells
Command and Firestorm.

Dividing the room is a quicksand pit. To reach the other side of the
quicksand pit, a Hero must stand adjacent to it and try to jump over the
quicksand. The Hero rolls 1 Combat Die in the attempt. If a Black

Shield is rolled, the Hero successfully lands on the square

directly across from the square he left. Any other result means

the Hero lands in the quicksand and starts to sink. To avoid a

messy death, tell the Hero to immediately discard any 2 items
(weapons, armour, potions, scrolls, etc.). This ends the Hero's

turn. On the Hero's next turn, the Hero climbs out of the quicksand
onto the square across from the square he left. This ends the Hero's
turn.

The first Hero to search for treasure in this room finds a gem worth 900
Gold Coins in the chest.

D The first Hero to search for treasure in this room finds a bottle of

Heroic Brew.

E This spiral stairway leads down to the next level.

‘Wandering Monster: Chaos Warrior
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- Quest 9 -

Hidden Realms

“You have reached the depths of Sinestra's fortress. Look for a large mirror. Tt is the entry to the ‘Realm of Reflection

where Millandriell is imprisoned. Rub the Moonsilver on the Mirror's surface to gain entry. Then enter the Realm to

rescue Millandriell. dHowever, Sinestra must be dealt with also. Find the Elven Bow of “Vindication. a magical weapon

that will help you destroy her. Start at the spiral stairway and search for Millandriell and Sinestra.”

Morcar, this quest is spread over two maps, representing the movement
nto the Realm of Reflection. The Heroes will be moving back and forth
between these two maps. Mind and Body Points are not restored when
the Heroes cross between the two maps. Since the two maps use
different parts of the gameboard, leave the board set up when the
Heroes enter the mirror and cross over to the other side.

A The first Hero to search for treasure in this room finds a brass key

among the weapons on the rack. Hand the player the brass key tile.

B Place the mirror with the image of Millandriell on the square marked
"MIR", with Millandriell's side facing the Heroes. When the Hero with
Moonsilver moves adjacent to the mirror, the mirror turns black. Turn
the mirror tile so the dark side is facing the Heroes. Tell the players that
any Hero can now pass through the mirror into the

Realm of Reflection. (A Hero who enters the mirror is placed
on the square marked "G". That Hero can continue to move
if he has movement left.) Heroes cannot return to room "B"
via the mirror.

C The first Hero to search for treasure in this room finds an Elven
Potion of Speed on the bench. This potion grants the Elf 12 squares of
movement and 2 attacks per turn until the Elf suffers at least 1 Body
Point of damage.

D The first Hero to search for treasure in this room finds an Elven
Potion of Vision hidden in the bookcase. This potion enables the Elf to
see all secret doors and detectable traps within his line of sight. This
effect lasts until the Elf suffers at least 1 Body Point of damage.

‘Wandering Monster: 2 Chaos Warriors
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E This trap door is linked by a tunnel to the trap door in room "K". Any
Hero or monster landing on one of these squares immediately moves to
the other trap door square. The connecting tunnel is dangerous. After a
Hero moves through it, he rolls I Combat Die. If a Skull is rolled, the
Hero loses 1 Body Point. After moving from one trap door square to
the other, the Hero's or monster's turn is over.

F This is Sinestra's inner sanctum. Place the inner sanctum room and
wall on the gameboard when a Hero enters this room. Use the Elven
Archmage figure to represent Sinestra. Sinestra's stats are as follows:

Attack Defend Body Mind

Move
Sinestra 8 4 4 5 9

Sinestra knows the following Chaos spells: Dispel, Firestorm, Mind
Blast, Mirror Magic, Reanimation, Restore Chaos, Summon Wolves
and Werewolf's Curse.

G Millandriell is in this cell. Hand the Millandriell tile to the first Hero
into the cell. She is overjoyed to see the Heroes, as you might expect.
The brass key will open the portcullis, but if the Heroes don't have the
key, a Hero must roll less than his Body Points on 2d6 to force the
portcullis open. Fach Hero may try once per turn until the portcullis
opens.

H The first Hero to search for treasure in this room finds a large ruby
worth 800 Gold Coins in the chest.

I This chest has a poison needle trap on it. If a Hero searches for
treasure before the trap is disarmed, the Hero loses 3 Body Points. The
chest contains an Elven Potion of Speed. This potion grants the Elf 12
squares of movement and 2 attacks per turn until the Elf suffers at least 1
Body Point of damage.

J The mirror in this room has the image of the Bow of Vindication. If
the Hero with the Moonsilver moves next to the mirror, the Hero can
reach into the mirror and grab the bow. Hand the player the Bow of
Vindication card. (At the end of this Quest, Queen Terrellia takes the
bow, as it is a treasure of the Elven kingdom.)

K The trap door is linked by a tunnel to the trap door in room "E". Any
Hero or monster landing on one of these squares immediately moves to
the other trap door square. The connecting tunnel is dangerous. After a
Hero moves through it, he rolls I Combat Die. If a Skull is rolled, the
Hero loses 1 Body Point. After moving from one trap door square to
the other, the Hero's or monster's turn is over.

Note: Once Sinestra has been killed and Millandriell found, this Quest
1s over. Go to the conclusion on the next page.

‘Wandering Monster: 2 Chaos Warriors
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“Fearless Heroes, a great celebration is about to be held in your
honour. Queen Terrellia wishes to thank you for rescuing the
“Princess of the Elven people from a horrible fate. Decause of
Yyour Valiant efforts, peace and order have been restored to the
kingdom. “You have ended a dire threat to the Elven people. at
great risk to yourselves. You fought a mighty battle against the
forces of Chaos and emerged victorious. Queen Terrellia has
decreed that your names be written down in the ancient “Book of
Elven deroes, for your deeds have truly earned you a place among
the most famous in their long history. Your names shall become
synonymous With heroism and justice. Legends and songs will
praise you for as long as Elves have voices to tell of your deeds.
The Queen is also thankful that you have returned the sacred
Elven “Bow of Vindication. As a token of her kingdom's
gratitude, she has asked me to give you this ancient chest. Inside,
Yyou Will find 2000 Gold Coins. Take this treasure and divide it
among you. Go now. and join in the celebration. “Until we meet

again, take care my friends. " - Mentor
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THE DARK COMPANY
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The Emperor gazed at the assembled Lords as he listened to the man
crouched before him. They stood impatiently. looking intently upon the frail
figure. their eyes filling with rage as his story unfolded. They were

restless. uncomfortable at hearing of such treachery.
“Listen not to this poison my Lord!”
"Silence!” “The Emperor's voice echoed angrily around the vaulted hall.

“Teor. though it Wounds our hearts, these words we must all hear.” The

Emperor turned again to the man before him. “Please continue.”

Eshlil looked nervously about him. e glanced again at the Emperor before

continuing. his voice low and uncertain.

“Thus 1 served with Hinsgrim. 1 have stood within the ranks of the Oark
Company and there can be no mistake. Hinsgrim has succumbed to darkness.
dHe and his men have sworn allegiance to Chaos. The Captain of your Elite

Guard is youwr would-be assassin.

“No one dared speak. Many wished to cut Eshlil down. as though this would
redeem their dear companion, refute this lie. “Yet the spy's words had rung

true. The Emperor gathered his robe and stood before his council.

“This is a sad day for us all. T have watched Hinsgrim fall from honour,
Mentor warned us of this, yet we have been too slow. Hinsgrim has fled
beneath the old city along with the “Oark Company. The task falls to you
my Lords to find deroes that can purge us of this evil’

“By your leave my Lord! Give me but one legion and T shall lead an assault
that will rid you of these scum.”

T want no more of my Lords turned against me Lorric! “Vou are a brave
knight but neither you nor youwr Warriors can beat this evil. “Find me the
men 1 need. bring to me Warriors, men of stout heart. Champions! The

Oark Company must be destroyed. 1 want Hinsgrim <OELADOI
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“You have been chosen from all the champions whose names were put forward. The

Emperor has commanded you. Enter the dungeons below the old city. Find Hinsgrim and

slay him. Succeed. and you Will all be rewarded with a “Ring of “Orilliance.”

HOW TO PLAY THE DARK COMPANY

The Dark Company quest 1s spread over four interconnected maps. The Heroes begin the adventure on the
spiral stairway tile as usual, and must find the door on the edge of the board that leads to the next section.
These doors may be opened in the normal way, unless otherwise stated. When all the Heroes have gone
through the door, remove all the pieces from the board and begin the next stage of the adventure.

NOTE: Monsters may never move through a door from one stage of the adventure to another.

BETWEEN STAGES

Heroes do not replenish their Body and Mind points between stages, nor can the Elf and Wizard replenish
their spells. However, all players may keep the potions and treasure they have found. All discarded Treasure

Cards should be shuffled back into the deck.

BEGINNING A NEW STAGE

Heroes enter the next stage of the adventure by passing through the same door which marked the end of the
last stage. The first Hero moves through the door, at which point the Morcar should place onto the board

everything that the Hero can see. The new stage of the adventure 1s then played in the normal way.

RE-ENTERING A STAGE PREVIOUSLY PLAYED

If the Heroes return to a stage they have already played, all the monsters will return and they will have to fight
them all again. However, whilst the players may still search for treasure, some special treasure mentioned in
the notes may not be found again.
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DARK COMPANY WARRIORS

These treacherous warriors work like other monsters, but whenever Morcar places a Dark Warrior onto the

board, they may arm them in one of four ways depending on the weapons available. See below.

DARK WARRIORS IN COMBAT

The Dark Warriors are an elite group of fighters who defend using White Shields rather than Black.

THE DOOMGUARD

The Chaos Warriors in this adventure are members of Morcar's elite regiment, the Doomguard. These
monsters defend using White Shields in the same way as the Dark Warriors. They also have better attributes

than regular Chaos Warriors. See below.

Attack Defence Body Mind

Movement . ) . )
Dice Dice Points  Points
..
(a) Doomguard 8 4 5 3 3
@ Dark Warrior 6 3(2) 3 9 9
- Crossbowman
The Crossbowman wields a crossbow. When adjacent to a foe, the Crossbowman attacks with a shortsword.
f Dark Warrior
@ Halberdier 6 3 3 2 2

The Halberdier wields a halberd that allows him to attack diagonally.

Dark Warrior 9 9 3 9 9
- Scout

@ Dark Warrior 5 4 5 9 9
-1 Swordsman
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MAP 1 NOTES

A This secret door may be opened by you, Morcar, on your
turn. The monsters in the room are placed onto the gameboard
and may immediately move and attack.

B When this door is opened, Mentor appears as a spectre to
the Heroes and says the following before disappearing: “Beware
the ghost of Vadim Gorfell. Fight him not.”

C This treasure chest contains 50 Gold coins.

D A Hero searching for treasure in this room will find a magic
scroll of spells. If the Elf or Wizard finds this they may choose
to miss one turn and read the scroll. Once the scroll has been
read, it disappears. The reader may then regain all the spells he
had at the beginning of the adventure.

E A Hero stepping into this room will notice how warm it is.
Any Hero who finishes his move standing in the room must roll
1d6. If he rolls equal to or greater than his Mind points, he falls
mto a Wasting Sleep and loses 1 Body Point. On his

next and subsequent turn, he must attempt to roll equal to or
lower than his Mind Points on 1d6 or remain asleep and lose
another Body Point. If he does awake, he may take his turn in
the normal way.

F This is a Shrine of Strength. Once all the monsters in the
room have been defeated, the Heroes can attempt to rebuild full
strength through meditations. On his next turn, the Hero rolls
1d6. If he rolls equal to or less than his Body Points, he can
regain all the strength he possessed at the beginning of the
Quest. If he rolls a number greater than his Body Points, he is
gripped by a magical vortex and loses 1 Body Point. When a

player meditates, he may do nothing else on his turn.
G This treasure chest contains 100 Gold Coins.

H This secret door may be opened by you, Morcar, on your
turn. The monsters in the room beyond are placed onto the
gameboard and may immediately move and attack.

‘Wandering Monster: Dark Warrior
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MAP 2 NOTES

A This treasure chest contains two daggers. The weapons on

the rack are of poor quality and no use to the character players.

B A Hero searching for treasure will find a crossbow on the
weapons rack. However, there are only 6 quarrels. Each time
the Hero fires the crossbow, mark oft one quarrel on the back
of your Character Sheet. If you run out of quarrels, you may

not use the crossbow again until you find some more.
C This treasure chest contains a Potion of Healing.

D This is the Tomb of Vadim Gorfell. The Zombie, who
represents his restless spirit, cannot be defeated in combat. If
any Hero attacks the Zombie, roll the Defend Dice in the
normal way, but then inform the player the Zombie has
survived. The only way the Zombie can be killed is by a spell
that inflicts 1 Body Point of damage or with the Spirit Blade.

E If a Hero searches for treasure in this room, read out the

following:

“You notice upon the altar a magic ‘Rune book. As you read the
pages you feel raw power flowing through your body. “our
strength increases and you see great spells before you.
Movement! A growing shadow! The Gargoyle strikes. leaping

from the pages. You lose one “Body point.”

Place the Gargoyle anywhere in the room. The Gargoyle makes
one more attack immediately.

‘Wandering Monster: Dark Warrior
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A This treasure chest contains 100 Gold Coins and a Potion of

Healing.

B This treasure chest is a trap. If a Hero opens the chest, it will

explode and cause the Hero to lose 2 Body Points. It is empty.

C This treasure chest contains 1 magic crossbow quarrel.
‘When fired at a monster, it automatically inflicts 1 Body Point
of damage. There 1s also an unlimited supply of normal

crossbow quarrels.
D This treasure chest is empty.

E If a Hero searches for treasure in this room he will find a

Potion of Healing.

F If a Hero opens this chest, the secret door will slam shut.

The room then begins to fill with a green gas. The Hero must
roll a White Shield on 1 Combat Die to force the door open
again. 'The Hero can attempt one such roll each turn. If the roll
1s unsuccessful he loses 1 Body Point. Heroes outside the room
may not attempt to open the door.

G This treasure chest is empty. If a Hero searches for treasure

mn this room, he will find an Elixir of Life on the table.

H In this room is Hinsgrim, the Chaos Warrior and Delzarron,
a Chaos Sorcerer. Like the Doomguard, Hinsgrim defends with
‘White Shields. Delzarron may cast a spell, once per turn. This
spell will summon one undead creature (Zombie, Skeleton or
Mummy) which may be placed anywhere in the room and may
attack and move immediately.

Move Attack  Defend Body Mind
Hinsgrim 6 ! 5 5 3
Delzarron 7 4 4 3 3

Once Hinsgrim and the other monsters in the area have been
defeated, read the following to the Heroes:

“There is a whirl of blue light in the corner of the room and
mentor appears to you. You have done well my Champions. Each
of you shall be rewarded with a ‘Ring of “Orilliance. Come now!

I shall return you to the Emperor.”

There is a blinding flash as you are thrown through a gate of
teleportation. The Emperor rewards each of you with a Ring of
Brilliance. (See the Artefact Card for details.)

‘Wandering Monster: Dark Warrior
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A This chest contains a trap which will be found if a Hero
searches for traps or secret doors. If the Hero opens the chest
he will lose 1 Body Point.

B This treasure chest contains 100 Gold Coins.

C This chest s a trap. Even if a Hero searches for traps and
secret doors, he will not find the trap. If any Hero opens the
chest, he will lose 1 Body Point.

D This is a Shrine of Learning. Once all the monsters in the
room have been defeated, the Elf or the Wizard can attempt to
rebuild a full complement of spells through meditations. On his
next turn, the Hero rolls 1d6. If he rolls equal to or less than his
Mind Points, he can regain all the spells he possessed at the
beginning of the Quest. If he rolls a number greater than his
Mind Points, he 1s gripped by a magical vortex and loses 1 Body
Point. When a Hero meditates, he may do nothing else on his
turn.

E All the Dark Warriors in this room are armed with

Crossbows.

F If a Hero searches for treasure in this room he will find a

Potion of Healing hidden in the bookcase.

G This treasure chest contains a trap. If the chest is opened,
three darts shoot from the lid. Roll 3 Combat Dice and for each
Skull rolled, the Hero who opened the chest loses 1 Body Point.

‘Wandering Monster: Dark Warrior
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RISE OF THE CHAOS GOD

Localised by Bastian, translated by majkayo

This campaign origmally appeared 1n the Japanese version of Heroquest. To play
this campaign you will need a copy of the Japanese Artefact cards.
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"My [riends, T hope you are well rested from your last adventures, for it
seems you have quite the journey ahead of you. I have learned from
Loretome that all is not well in the lands to the Far East. In ages long
past this archipelago was once besot by one of the Chaos Gods. known as
Grimdead in some lands. He was the cause of many evils and much
destruction. He had wiped out the races of Elves and “Owarves so
completely in those islands, they are now thought to be but the stuff of

legends in those lands.

And yet even a Chaos God can be conquered! Though invulnerable to most
anything. Grimdead was defeated and buried by a legendary band of four

AHeroes, whose names have since been lost to time.

Alas. after an era of peace, a new evil has bequn haunting that lands, for

many creatures known only to Chaos have begun teeming in those islands.

And that is not the worst of it: it would there is a force working to
resurrect the dead Chaos God. I needn't tell you that should this unholy
plan succeed it wWould be not only the eastern empire laid to waste under
his hands, but likely our entire world. Such would be the wrath of an
avenging god! And while he might have been defeated in that era long past,
the secret to his defeat has been lost to time's dust. Should Grimdead be

resurrected, we are all of us surely doome?.

I ask that you journey to the Far East and that at all costs you prevent
the resurrection of the dead Chaos God!

Sail first to “Nifon Island. the lord there will welcome you in friendship
and set you on the right path.

Good luck. my friends. And remember: when need you need my guidance,
listen deep within yourselves.”

- Mentor
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-Quest1 -

Summoning of Strength

"“Nifon Island has three enchanted treasures that were handed down by the Emperors of old. These treasures were
recently stolen whilst the island was under siege by a group of monsters led by “Berag. a fearsome Fimir. The Lord of
“Nifon Island tasks you with the mission of Venturing into their hideout at the base of Mt. Fyuji. defeating Berag. and
recovering the three lost treasures. Should you succeed. you will each be rewarded with 100 gold coins.

A, B, C One of the sacred treasures of Nifon Island is locked within each of these chests. The first
Hero to search for treasure must carry it back to the stairway to return it to the Lord of Nifon. A Hero

can carry only one chest, and due to their heavy weight, the Hero can roll only ONE red die whilst
carrying it.

D The Fimir in this room is Berag. His stats are as follows:

Move  Attack Defend Body Mind
Berag 6 4 4 3 3

‘Wandering Monster: Orc
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- Quest 2 -

“Fortress of Digos

"“The Lord of “Nifon Island was overjoyed at your success. and seeing your prowess. he feels confident that he can entrust
you with his secret: his lovely daughter, Princess Miku. has been kidnapped and taken to the land of Yushiel. Tt is likely

that she is held in “Oigos Fortress. If you find her location. do what you can to return with the news. The reward will

again be 100 gold coins for each. Out should you safely return her the reward will be even greater!”

A Scratched into the wall is a note in the language of D There are 50 gold coins in this chest.

Nifon Island which reads: "It 1s I, Princess Miku. I saw a

chance and made a run for it. I am hiding in the dungeon. E A jewel and a message from the Princess are
ase save mel” . . . .

Please save me! found in the chest. "I have been hiding here for a

) o ] long time, but I was finally discovered. I overheard the

B There are 100 gold coins within this chest. o i . S o

monsters say that they were going to take me to a scary-
sounding place called The Fortress of Pain. I offer you

C The Chaos Warrior in this room cannot leave, When .. .
this jewel, valued at 100 gold coins. Please, come rescue

it is defeated the fireplace makes a sound and begins to mel"
collapse. When it 1s reduced to rubble it reveals a secret

door hidden behind where it once stood. Remove the

fireplace and place a secret door tile on the square

marked by the triangle on the map.

‘Wandering Monster: Orc
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- Quest 3 -

‘Fortress of “Pain

"As you learned. the “Princess Miku is being held in the fortress known simply as “Pain. You now stand at its gate.
knowing you must discover her whereabouts and return her safely. dler father is offering you each a reward of 150 gold
coins, but the Hero who finds her first and safely escorts her back to the stairway will receive an additional 100 gold coin

bonus. If she perishes mid-escape your reward is forfeic. Good luck. dleroes!’

A This chest contains 100 gold coins.

B This is Princess Miku. Use the Chaos Warlock to represent her on the board. When her cell door

Is opened, an alarm 1s sounded. Place ALL remaining monsters, doors, and furniture on the board. All

doors are now open. Princess Miku should be moved by the Hero who opened the door to her cell. Princess
Miku can only roll one red die for movement, so the assisting Hero may also roll only one red die to keep her
pace. She must be moved back to the stairs for the reward to be collected. Princess Miku may not attack, but she
may roll one die to defend. She has 3 Body Points remaining.

‘Wandering Monster: Orc
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- Quest 4 -

Ruins of “Way

“Upon returning ‘Princess Miku to “Nifon Island. she revealed that it wWas a man named “Borough who had carried her off: he sought the

Talisman of Life and knew that she alone knew of its whereabouts. She has chosen to pass it into your care. It seems this “Borough calls

himself "the “Wizard of “Oarkness. Tt would seem he is the one attempting to resurrect the Chaos God. Should he succeed. your road will
be nearly impossible. dead to “Way. an ancient city. once the training grounds for heroes. now overrun by monsters. Only there might

you learn how to slay a god.’

The Artefact Card for the Talisman of Life should be
handed out to the Heroes.

A The first Hero to search for treasure in this room will

find a shield in good condition hanging on the Weapons
Rack.

B This chest contains 200 gold coins.

C This chest is trapped. The first Hero to search
for treasure without first disarming the trap will
cause an explosion and lose 2 Body Points.

D The first Hero to search for treasure will find a scroll
which reads:

"In times when the powers of Chaos return and cause
great sufferig among the people, this scroll shall be
opened. To the Heroes traveling this land: the chaos
God's revival is nigh. There is but one way to defeat
Grimdead: Fire then Water then Silver."

‘Wandering Monster: Skeleton
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- Quest 5 -

The Castle of “Oread

"“The riddle in the note you discovered at “Pain remains a mystery. Rumour has it that “Borough has discovered the forbidden
incantation and is now trying to revive the dead Chaos God. Should “Borough succeed. this world is surely doomed. for the way to
defeat a Chaos God has been lost to the dusts of time, save the riddle you found. Hurry. Heroes. to the place known as the Castle

of Oread. said to be the resting place of that dead Chaos God. You must stop his resurrection!’

A A sinister presence can be felt on the other side of the door. The door is locked by a magical force and cannot

be opened.

B This chest contains a small red jewel known as a Dragon Eye. Give the corresponding Artefact Card to the Hero
who discovered it.

C The body lying at rest in the tomb is the dead Chaos God. There is a "clang’ sound and then the god turns its head to look
at the Heroes. A malevolent voice issues from its decayed face: "At long last, I am revived! You think to harm me? Fools!

Your weapons are useless against a god! Run, mortals!"

THE CHAOS GOD: It is affected by no weapon or spell. It moves 1 space per turn and rolls 2 combat dice when attacking.

‘Wandering Monster: Skeleton
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- Quest 6 -

The Ghost Ship

"“With the revival of the Chaos God. I fear your task has doubled in difficulty. T know of no way to harm such a god. Those

who succeeded so long ago lived in “Way and are now long dead. dlowever. that riddle you discovered in “Way just may help

us yet. dead to the coast and board a ship bound for “White Mountain. For there lives an Oracle T once knew who may

unravel that clue. “But beware Heroes! It is said that there lurks a ghost ship on that coast!”

With two days left in their ship voyage before reaching the C The first Hero to search for treasure in this room will
mainland, the Heroes are awoken from their slumber by one of discover a golden bracelet worth 200 gold coins.

the ship's crewmen asking for assistance with a fatally 1ll
shipmate. Upon entering the sick bay, the crewman turns and

D The first Hero to search for treasure will discover a

laughs: "Never mind! I forgot: he's been dead these past decades! . .. - .
. . . . .. . purse of money containing a paltry 50 gold coins.
Just like all of us on this crew! Just as you will be too, if you can't

escape!” The figure vanishes, leaving the Heroes in the central X
OO, E These monsters cannot move, but can attack and defend as

normal.

A This chest contains 100 gold coins.

F The Captain. Use the Chaos Warlock figure to represent

B This chest contains 200 gold coins. him.
Move Attack Defend Body Mind

The Captain 8 4 4 4 0

‘Wandering Monster: Skeleton



~ 133 ~

-Quest 7 -

Trial of “White Mountain

"You have arrived at “White Mountain, but a challenge yet awaits you here. The Oracle of “White Mountain says that

while he certainly can unravel the cryptic message you discovered on how to slay the Chaos God. he must first test your

wWorthiness with a challenge. HHe says that the wisdom he would impart regarb[ng the riddle would be useless [f YJou were so

feeble that you could not even manage the simple matter of passing through the threshold and returning.

All treasure chests are empty. X These doors may be entered only from within

the room. When done so, the Hero is returned to

A When a Hero exits through this door, they are instead the central room. When all four Heroes have passes \=— — (

trans- ported to the following locations: through the doors marked with "X" they hear the ;
voice of the Oracle:

The Barbarian is transported to B. "You passed the challenge, Heroes! Now I can explain

The Wizard is transported to C. your cryptic message to you. It mentions three ancient

The Dwarf is transported to D. artefacts of this land mentioned in our legends: a weapon

The Elf is transported to E. of fire, a weapon of water, and a weapon made of silver. It

would appear these weapons together can fell the Chaos
God. Seek the Lord of Godor Castle, for his family has
long been entrusted with their location.”

‘Wandering Monster: Orc
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- Quest 8 -

Malediction of Varkness

"You've reached Castle Godor but T have terrible news: it would appear that a horrific curse has befallen this land and its
people. including Lord Godor. “Before he can tell you the locations of those three weapons needed to fell the Chaos God. you

will need to break the curse. It is important that you not harm him. for if you kill him you will never learn the locations of

those legendary weapons. You must instead slay the monsters controlling him. Only then will he be freed.”

A There is a magical barrier preventing Heroes and

monsters alike from passing these squares.

B A faint noise can be heard in this room. If a Hero
searches for treasure in this room, he will instead find a
lever below the rack. If he pulls the lever, the whole castle
will shake, tremble, and then go quiet. The magical

barrier described in A 1s removed.

C These chests contain priceless heirlooms of the Godor

family; it would be uncouth for the Heroes to take them.

D This is Lord Godor. He is under a curse and attacks

with 2 Combat dice. He is unable to leave this
room. Use the Chaos Warlock figure to represent
him on the board.

E These four Chaos Warriors cannot move, but can
attack and defend as normal. If all four are defeated, the
curse will be lifted from Lord Godor and the monsters

will flee the castle.

DEFEATING THE CHAOS WARRIORS: The Lord
of Godor gives the Heroes the Flame Axe, one of the
legendary weapons, but explains that the others have long
ago fallen into enemy hands.

‘Wandering Monster: Orc
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- Quest 9 -

“Valor Valley

"My [riends, you must now make your way from Castle Godor and across the land of “Ricarm to Valor Valley. for Loretome

tells that deep in that mysterious place exists a map detailing the locations of the legendary treasures. “But bewarel For
Loretome speaks of a guardian. a fearsome Gargoyle known as Ginim. from whom spews a powerful curse which floods all of
NValor Valley. affecting both mind and body. Those weak of mind may find the way quite difficult.

Due to the curse of Ginim, in this quest each Hero must C This chest contains 100 gold coins.
roll the number of combat dice equal to his Mind Points
at the start of each of his turns. If no White Shields are - - S
Sttt of ¢ st i S s D The first Hero to search for treasure in this room
rolled, the Hero loses one Body Point. S ) X .

will find a gem in a drawer of the Alchemist's Bench.

.. . o . It 1s worth 200 gold coins.
Single blocks marked with an "X" are falling rock traps

which have already been sprung and so should use the

) ) E This is Ginim, whose stats are the same as a regular
falling rock tile.

Gargoyle. Once he is defeated, the curse ends.
A This is the room in which the Heroes begin this quest. . . . .
F Inside the chest is a timeworn map covered in gold
. . . dust. The gold dust 1s worth 300 gold coins. Having
B This treasure chest contains 100 gold coins. . .
retrieved the map, the Heroes must now make their way

to the stairway.

‘Wandering Monster: Fimir
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- Quest 10 -

The Black Mountain

"Heroes, did you notice the five scratch marks on the map made by Ginim's claws? They seem to mark the locations of the
ftve legendary treasures. As you can see. they mark Nifon Tsland, Godor, “Black Mountain, Star Lake, and “Nofin Island.
“Verily. these must be the secret hiding places of the legendary treasures. “First. head to the “Black Mountain. “But take
heed. for it is the home of “Borough. the wizard responsible for the Chaos God Grimdead's resurrection.’

A The first Hero to search for treasure will open the While he can cast only one spell per turn, he can
chest and become surrounded by a mysterious energy, reuse those same spells over and over again.
restoring any lost Body Points. Borough 1s immune to the Flame Axe and Fire
Spells.
B The first Hero to search for treasure in this room will Moe Attack Defend BOY Md
Borough 6 4 4 5 6

discover a Potion of Healing on the bookshelf.
‘When Borough is defeated, he shouts a spell and
C This is Borough. Use the Chaos Warlock figure to
represent him. He is determined to remain before his
throne. Borough knows the following spells: Ball of
Flame and Firestorm.

vanishes. The floor crumbles and collapses. Move the
stairs tile to the four squares marked "X". The Quest is
over when all of the Heroes have left the Quest by taking
the stairs. The next quest follows on directly, so do not let
the heroes rest or shop between quests!

‘Wandering Monster: Mummy
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- Quest 11 -

“Dorough's Resistance

'T fear there is no time to rest. my friends. “Whichever legendary treasure it is that dwells in the “Black

Mountain, you can be certain that the wizard Borough will protect it with his life. ‘Oescend. my friends. deep

down into “Borough's basement. the caverns far below the “Black Mountain. But beware “Borough. He now

knows you are after the legendary treasure.”

As the Heroes have not had a chance to rest, they begin

this quest without recovering their lost Body Points. They

will also not be able to visit the armoury until this quest 1s

complete.

A The first Hero to search for treasure in this room will

find a Potion of Healing.

B This is Borough Use the Chaos Warlock to represent
him. As he i1s wounded from the previous battle, his stats
are as follows:
Move  Attack Defend Body Mind
Borough 4 3 3 3 4

Borough knows the following Chaos Spells: Ball
of Fire and Firestorm. While he can cast only one
spell per turn, he may cast these same spells again
and again. He 1s immune to Fire Spells and the
Flame Axe.

BOROUGH DEFEATED: The wizard Borough held
one of the legendary treasures. Give the Staff of Memory
Artefact card to the Hero who defeats Borough.

‘Wandering Monster: Mummy
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- Quest 12 -

Mystery of Star Lake

"On the map of the legendary treasures you will see that one of Ginim's claw scratches mark a body of water known as Star

Lake. so called due to its nearly perfect five=pointed shape. The locals say that this lake was carved by the hand of a god in times

long gone. At the bank of one of its sides is an ancient staircase leading deep under the lake. Tt is here where the treasure must

be. but go with caution. for it is said that the legendary wizard Ollar had a hand in the charms of this place.’

As soon as a Hero moves through any door, he must stop A The first Hero to search for treasure will find

immediately and roll two red dice. He will then be 900 gold coins in the chest.

teleported to the square with the same number as the dice

total. If that square is already occupied, he will land on B The first Hero to search for treasure will find 800

the Hero or monster in the square. The landed-on Hero .
gold coins in the chest.

or monster will lose 1 Body Point, and if still alive, must
roll two red dice to see where he/it is teleported. If the

same square number is rolled roll again. The first C The first Hero to search for treasure will find a gem in
same sque ain. s

B AW, ] ~ 1et'e ~ OV [ ~OMTQ
teleported Hero remains on the square. Heroes may only a drawer in the Alchemist’s Bench, worth 500 gold coins.

pass through one door per turn!
D The first Hero to search for treasure in this room will

find the legendary weapon known as the Silver Blade on
the Weapons Rack.

‘Wandering Monster: Orc
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- Quest 13 -

Temple of Ice

"At long last your journeys are nearing an end. You have but one last legendary weapon to locate. As you can see from Ginim's

claw mark. that last treasure should be hidden on “Nofin Island. sister island to “Nifon. Already a colder climate than most. the

sea surrounding “Noftn Island has frozen over as of late. I fear this is linked to the rising power of the reviving Chaos God. The

landscape of “Nofin Island is dominated by the Temple of Ice. It is there where the final legendary treasure must lie.

A The treasure chest is trapped. If a Hero opens the
chest before searching for traps, he will be stuck by a
poison needle and loses 1 BP. In addition, the poison
paralyzes the Hero's body and he must skip his next turn,
during which he also may not defend.

B The first Hero to search for treasure in this room will
find an imitation of the Silver Blade on the Weapons
Rack. The metal is too soft to be uses as a weapon, but it
1s worth 350 gold coins.

C The first Hero to search for treasure in this
room will find 500 gold coins on the Alchemist's
Bench.

D This Chaos Warrior holds the Freeze Bow. It use

the bow to make ranged attacks with 4 Combat Dice. The
Hero who defeats this Chaos Warrior will receive the
Freeze Bow.

‘Wandering Monster: Chaos Warrior
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- Quest 14 -

The Final Battle

"“The time for the final battle is now! You have collected all of the legendary weapons, the only things in this

wWorld which can harm a Chaos God. even a weakened one. Should you fail to defeat Grimdead. the world will

surely perish under his hand. ‘Return now to <Oread Castle and slay the Chaos God before he has a chance to
return to full power. Good luck. Heroes!"

A The tomb of the Chaos God is empty. C The first Hero to search for treasure will find a
key in the corner. This is the key which will unlock
B Use the Chaos Warlock to represent Grimdead. "You the central room.
fools dare return? You think mere mortals can harm a
god? Come, feel the power of a Chaos God!" Grimdead 1s D This door can only be opened by key from room C
immune to all spells and attacks except by these specific

weapon causing at least 2 Body Points of damage in this E Grimdead's stats are the same as before. After two

specific order: Flame Axe, Freeze Bow, Silver Sword. If successful rounds, he is defeated, and vanishes in a pull of

the sequence is broken or any one of those attacks results foul. black smoke
, black s .

in less than 2 Body Points of damage, Grimdead remains
mmmune. After a successful round, Grimdead will use the Move Attack Defend Body Mind

chaos Spell Escape and will later appear in the central Grimdead 8 6 6 D o

room when its door is opened. He attacks twice per turn.

‘Wandering Monster: Chaos Warrior
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‘Congratulations, Heroes! You have not only saved the land of my friends
but this entire world as well. Had Grimdead been allowed to regain his
full power there would have been no stopping him. not even by Heroes
such as yourselves. And had he re—gained his full power. his vengeance
would have been fearsome, indeed I fear the world would have been
consumed by his Chaotic wrath.

My friends. you have once again proved your—selves as true Heroes. And
in thanks, the lords of the eastern empire have pooled together a reward of
500 gold coins for each of you for your efforts. Tt might not be much, but
it is the most that this ravaged land can offer. so 1 hope you will take it
in good faith to honour them.

I hear that ‘Princess Miku herself was quite taken with each of you and
has begged her father to of fer her hand in marriage to any of you who
might accept it. but worry not. I have assured the Lord of “Nifon that you
each are otherwise entangled back in your own homelands. “Whether or not

that is the truth is none of his concern.

“While it would please me greatly to suggest that you take a well-
deserved rest and enjoy the pleasures that the eastern empire has to of fer
in its times of peace, I cannot. The Emperor of our own land has asked
that you make your sea Voyage swiftly home to our western shores. It
wWould appear he has some secret mission with which to entrust you brave
dHeroes. What it is he has not yet told me, nor has Loretome given me
any clue as to its purpose, but T am sure once you have made your return
I shall have the details of this secret mission for which to provive you.

“For now. rest as much as you may as you sail back to our Empire. my

friends. I shall summon you on your return.

- Mentor
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THE STAND ALONE QUESTS

The following quests (and min1 campaigns) may be played as single adventures or
as part of a campaign, 1n any order you wish.
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LEpreuve

"Mes amis, Vous avez beaucoup appris. Le temps est Venu maintenant de Votre premiére épreuve. Vous devez
d'abord pénétrer dans les catacombes qui abritent la tombe de /Fe[[marg, et détruire ‘W/erag, [infecte

Gargouille qui sy cache. Votre tiche ne sera pas aisée : et Vous devrez ceuvrer ensemble pour survivre. Ceci

est votre premier pas sur le chemin qui fera de vous des dHéros.. Avancez prudemment. mes amis.'

Cette Quéte peut étre utilisée pour remplacer la
lére Quéte de L’Orage Menacant, une
alternative bien plus difficile que Le Labyrinthe.

A Les Armes de ce Ratelier sont toutes rouillées ou

brisées. Il n’y a rien ici que les Héros puissent récupérer.

B Ce Coffre est vide.

C Cette Momie est la Gardienne de la Tombe de
Fellmarg ; et était autrefois un puissant Guerrier.
Pour attaquer, elle lance 4 Dés de Combat au lieu
de 3.

D Le ler Héros qui cherche 1 Trésor trouvera 84 po
dans ce Coffre [NdT. : 150 po dans Ia Version EUJ.

E Verag est ici ! Le ler Héros qui cherche 1 Trésor
trouvera 120 po dans le Coffre [NdT. : Dans Ia Version
EU, ce Coffre se trouve dans la Salle avant 'C' et ne
contient que 100 po].

Monstre Errant : Orc
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THE HALLS OF DURRAG-DOL

By Ken Rolston
First published in White Dwarf Magazine #134
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In the First “War, <Oimrond—a—Ourrag. Larl-"King of Clan Ourrag
Was a mighty warrior in the armies which cast down Morcar, Lord of
Chaos. and the Legions of the ‘Black “Banner. Oimrond and his clan
perished in that great battle and were Laid to rest in “Ourrag—Dol. Clan
Ourrag's home and hearth deep beneath the roots of the “World's Fdge

Mountains.

Ourrag—Dol now lies in ruins, occupied by the vile Skaven, ratman
servants of the Lord of Chaos. “You must go there and retrieve Oimrond's
magical hammer, Sognirstane, and the other treasures of “Ourrag—Ool. If
placed upon the Altar of the Living Ancestors in “Ourrag—Ool. the Clan
Ourrag treasures may be dedicated anew to the war against Oimrond's

ancient enemy Morcar.

Sognirstane lies among the Farl-"King's burial treasures. HHowever, do
not disturb <Oimrond's remains! And if you take any treasure from
Ourrag—Dol without dedicating it on the Altar of the Living Ancestor,
Yyour Mentor warns, you risk the Curse of the ‘Owarven Ancestors.
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NOTES

Any character that takes treasure from Durrag-Dol and has not first blessed it on
the Altar of the Living Ancestor and dedicated it to the war against Morcar will
sufler the Curse of the Dwarven Ancestors. The cursed character defends with one
fewer delence dice than normal until treasure taken from Durrag-Dol is
surrendered as an oflering to the Avenging Ancestors of the Dwarves.

A Tomb of Dimrond-a-Durrag
The likeness of Dimrond is carved in stone upon the tomb. If a Hero opens the

tomb to search, a Skeleton appears in a vacant square adjacent to the tomb.

B Secret Treasure Vault

The chest is trapped. Unless the trap is disarmed, anyone opening the chest will
lose 1 body point. The chest contains 100 gold coins and Sognirstane (see the
Artefact Card for details).

C The Rat Kennel

Place two rats on top of the cupboard. Any Hero that ends his move next to the
cupboard is attacked by the rats with one attack die; the Hero may defend
normally. The rats are too numerous to kill, they ignore any attacks.

D The Main Shaft

The large central room is the main shaft running down to the Dwarven workshops
and mines. Explain to the players that there is no wall around the central room.
Instead, they see a pit shaft dropping away into darkness. They can also see the two
Skaven across the shaft. These Skaven may attack with their slings over the shatft.

E False Door Trap

This is a false door which cannot be opened.

F The Gauntlet
The Rat Ogre and Skaven know about the falling block trap and do not move into
the trapped square.

G The Kinhearth
The fireplace is decorated with stone carvings of the Clan Durrag's exploits in the
first great war against Morcar

H The Hall of the Ancestors

In the bookcase the characters find the chronicles and family records of the
Durrag Clan. Bringing these records out of the Durrag-Dol to the Dwarf League
earns a reward of 50 gold Coins.

I The Temple of the Living Ancestor

Heroes entering this room hear an eerie chorus of hoarse, whispering voices say,
"Dedicate your treasure on this altar and receive our blessing." Any treasure taken
from Durrag-Dol and not dedicated on this altar earns the Curse of the Dwarven
Ancestors.

J The White Seer's Chamber
When a Hero enters this room, a globe of poison gas smashes to the floor, filling
the room with an acidic, stinking green vapour. For three combat turns any
creature in this room except the White Seer (who is immune to the poison) is
attacked with one attack dice of poison in Morcar’s turn. A rolled skull means the
victim loses 1 body point; the victim cannot roll defence dice against this poison
attack. The White Seer may also attack normally in each turn.

Attack  Defend Body Mind
‘White Seer 3 3 5

Instead of an action, the White Seer may take one spell at random from the Elf or
Wi
later.

ard if they are in line of sight. He may use the spell immediately, or save it for

K The Earl-King's Hall

The chest is magically locked and trapped. The trap cannot be disarmed or the
lock opened by the Dwarf. Any Hero touching the chest receives a three dice
attack against mind points - he may not roll defence dice. A Hero reduced to 0
mind points by this attack falls unconscious - he should then be removed from the
board. A Hero seated in the Earl-Kings Throne and possessing Sognirstane can
open the chest without triggering the trap. The chest contains 100 gold coins.

‘Wandering Monster: Skaven Warrior
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THE EYES OF CHAOS

By Carl Sargent
First published in White Dwarf Magazine #1445
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Those who fell battling the forces of Chaos in the mountains bordering the
Empire and the western land of “Oretonnia are celebrated each year with
a memorial service at their tombs, known as the Tombs of the “Phalanx.
This time. a force of Ogres ambushed and killed the mourners. Only one
man surviveo, ‘Pierre Chancier, and he begs the deroes to rid the Tombs
of the Ogres who slew his friends. However, all may not be as it seems.
OLd rumours tell of a force of Chaos magic below the Tombs, latent for
many years. das it been awoken? Surely something more intelligent than
mere Ogres directed their cunning and lethal ambush. “Within the Tombs,
perhaps some of the dead have stirred with the dire magic deep below them.
“Who can say? The mystery is for the dHeroes to solve. However, they
must not rob any Tombs within the dungeons, for this would surely bring

a powerful curse down upon them.

PIERRE CHANCIER

Pierre Chancier is a Bretonnian knight who will accompany the Heroes 1f they want him to. In any event, he

will lead them to the entrance to the Tombs of the Phalanx.

Attack Defend Body Mind
Pierre Chancier = Throw 2 Red Dice 2 2 S 3

THE EYES OF CHAOS

These powerful emanations of evil magic may affect the Wizard or Elf Heroes during the Quest. Whenever
the Heroes enter a room, roll a normal dice. If you roll 1, 2 or 3, the Wizard Hero must give up one of his
spell cards. If you roll a 4, the Elf Hero must give up one of his spell cards. If you roll a 5 or 6, there 1s no
special effect. If an affected Wizard or Elf has no spell cards left, he 1s unaffected. The player of the Hero may
choose which spell he will give up. Some Eyes of Chaos have special effects which are described for particular
rooms. Eyes of Chaos appear as small green glowing skulls floating in mid-air, with brilliant red eyes. They
disappear in a puff of smoke when they have 'stolen a spell' from a Hero.



-Part 1 -

The Outer Tombs

Prerre Chancier accompanies the heroes on their journey to the
Vault Mountains and guides them to the entrance to the tombs.
The heroes should enter in single file through the doorway
marked on the lefi-hand edge of the map. Pierre tells them that
there are stairs down to the lower catacombs but he doesn't
know therr location.

THE CURSE

If a Hero opens a tomb, trying to steal from it, he is struck by a
curse and loses 1 body point permanently until the Quest 1s
completed. If he loses all his body points through curses, he
immediately turns into a Zombie and is played by the Evil
Wizard player!

A OGRE GROUP

Instead of stealing a spell, the Eye of Chaos here makes the
Ogres more powerful. All Ogres in this room attack with 1 extra
Combat Dice.

B OGRE AND GOBLINS

The Goblins here are armed with crossbows. Unfortunately,
they're shoddy goblin crossbows and are so badly made that they
cannot be used by the Heroes, They do allow the Goblins to roll
3 attack dice, however.

C ENTRY TO THE DEEP CATACOMBS

The Heroes are allowed to draw two Treasure cards when they
open the Treasure Chest here. However, when they open it, a
cloud of smoky gas instantaneously fills the room and each
Hero must roll one combat dice. If he fails to roll a shield, he
loses a body point. The cloud clears just as swiftly, and the
Heroes see a Troll standing in the room, ready to attack them!

The steps down to the next dungeon level are dangerous and
trapped in their own right. As the Heroes descend the steps,
Falling Blocks drop from the ceiling behind them and start to
roll down the steps after them! The Heroes have to run before
the heavy fall of rocks. Each Hero must roll his standard 2
Move dice twice to get two numbers (between 2 and 12). Any
roll of two dice totalling 6 or below is a failure and the Hero is
hit by Falling Blocks as per the normal trap. If both rolls are
failed, he 1s hit twice! After the Heroes reach the bottom of the
steps, they are trapped in the lower level, since the rock fall
completely blocks the steps back up. They have to find the only
other way out of the dungeon!

‘Wandering Monster: Goblin



A ENTRY ROOM

The Heroes begin their exploration of the catacombs in this room. The
rock filled area represents the trapped staircase that has just collapsed
behind them.

B FALSE CHEST TRAP

This trap has been left for the unwary! As soon as the lid is opened, the
door to this room shuts automatically and is jammed. Stinking, reeking
acid fumes cloud into the room from a huge smashed glass vial within
the chest. To break down the door, the Heroes must smash it and roll a
total of three or more skulls on attack dice. Each time they are
unsuccessful or fail to do anything, any Hero inside the room loses 1
body point automatically.

C OGRE GUARDS
The Goblin here carries a crossbow and so rolls 3 attack dice, but the
crossbow is so badly made that no Hero would be able to use it.

D THE OGRE CHIEFTAIN AND HORDE

The Ogre Chieftain in this room has a glowing red sword which flashes
light in the same way as the Eye of Chaos. Until he is killed, the Ogre
Chieftain may re-roll any one combat dice (attack or defence) of the Evil
Wizard player's choice from his full set of rolls. The Eye of Chaos may
also steal' a spell from a Wizard or Elf Hero in the normal way. The

- Part 2 -

The Oeep Catacombs

E TREASURE ROOM

The huge, ugly Ogre who fights in this room 1s the Ogre Chieftain's
trusted Lieutenant. The Treasure Chest here allows the Heroes to draw
two treasure cards, and also allows the Wizard or Elf Hero to take one
spell card of his own choice because a magical scroll is among the
treasures (from his own set of spells; if he hasn't cast any spells yet, he
doesn't get this), Lastly, this Chest contains a huge Brass Key, which is
the only way to open the door to Room H

F STORE ROOM

This room contains all kinds of mildewed stores hoarded by the Ogres-
spare clubs, rocks, rancid meat, mouldy cheeses, sacks of rubbish and
the like. If the Cupboard is opened, it triggers a Spear trap from inside
it. The Spear trap is spring-loaded and the Hero opening the Cupboard
must roll two combat dice and lose 1 body point for each skull rolled.
Inside the Cupboard is a bag with 80 gold crowns. The Weapon Rack
contains a Spear which may be taken and used by the Heroes.

G ORCNEST

The three Orcs behind the front three all have crossbows from which
they fire red-tipped crossbow bolts. The tips glow in the same way as the
Eye of Chaos does. The Eye of Chaos here doesn't steal any spells, but it
adds 1 to the attack dice total for Ores using crossbows within this room.

‘Wandering Monster: Roll a Red Dice. On a 6 an Ogre appears, otherwise an Orc
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H LAIR OF THE CHAOS SORCEROR

This is the evil genius who is behind the Ogres! The elements of the

room are:

THE CHAOS SORCERER

Each time a spell is cast against him, roll two combat dice. If the Chaos
Sorcerer rolls a shield on either dice, the spell does not affect him. The
Chaos Sorcerer has the Ball of Flame, Firestorm, Fear and Summon
Greenskins spells. He also has a bottle of a magical green liquid which
he can drink, instead of attacking, at any time. Drinking this allows him

to recover 3 body points.

Move Attack Defend Body Mind
Chaos 8 4 4 5 4
Sorcerer
THE EYE OF CHAOS

The Eye of Chaos here blinks and glows brightly during the whole
combat. It adds 1 to the defence dice total for all evil creatures here for
the first three rounds of combat, then disappears in a puff of smoke and
the fire in the Fireplace flares brightly.

THE TREASURE CHEST
This allows the Heroes to draw 3 treasure cards, and ignore any
‘Wandering Monster results.

THE FIREPLACE

The magical fire glows brightly hot, and hanging above it is a magical
Fire Ruby on a chain. It can be taken by any Hero, but the Hero loses 2
body points from heat damage. The Fire Ruby 1s worth 200 gold crowns.

As soon as the Chaos Sorcerer is killed, the entire room shakes slightly
and begins to vibrate. Half a dozen small Eyes of Chaos appear in the
room and look about them. They begin slowly to move towards the
Heroes. Allow the Heroes time to search the Chest, and then they must
run (make this clear to them). Rocks begin to fall from the ceiling. The
place is falling apart! Little sparks and buzzes of Chaotic magic begin to
fly everywhere. The Heroes may now enter up to two rooms they
haven't entered before this place collapses completely and kills them all!

I exiT

This bare room contains the only set of steps out, which lead to safe
haven back in the mountains after a secret trap door at the top of the
stairs 1s lifted open.
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REVENGE OF THE WEATHER MAGE
By Ken & Jo Walton

First published in Heroquest - A Marvel Winter Special
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“Revenge of the “Weather Mage

"Many years ago. my friends. the ‘Keep of the Windmaker was inhabited by a “Wise “Weather—"Wizard.

Gwynt. The evil sorcerer, /Erong[[ Corpsemaster, came to his castle one bay and tried to /}ersuabe him to join the
cause of Chaos. “When he refused. Erongil killed him and took the keep. You must free the ‘Keep from Erongil

and his creations, so that Gwynt's soul can rest in peace. So speaks. Mentor”

The wandering monsters in this quest are Death Reapers. Use the
skeleton miniatures to represent them. When a Death Reaper appears
the air goes cold around it. Any character hit by a Death Reaper risks
being frozen, Roll 1 Combat Die. If you roll a Black Shield, you are
frozen. At the start of your turn, roll 1 Combat Die again. If you roll a
‘White Shield you are thawed out and are free to move once more. They
have the following characteristics:

Move  Attack  Defend

Body Mind
Death Reaper 8 3 3 ¢

3 0

A This room contains and enchanted blizzard. At the beginning of their
turn, anyone in the room will take 1 Body Point of damage from
frostbite. The snow is blowing too thickly for anyone to search for
anything.

B This chest contains 100 gold coins.

C The gargoyle in this room is an Ice Gargoyle. Fire spells do

double normal damage to this creature. It has the following

characteristics:

Move Attack  Defend  Body Min

Ice Gargoyle 6 6 5 6 4

D This is a Fire Door. Anyone passing through it loses 1 Body Point.

E All the skeletons in this room are Death Reapers.

‘Wandering Monster: Death Reaper
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F This is the Tomb of Gwynt. If anyone enters the room before Erongil
has been killed, the ghost of an old man will appear and say "Beware, no
magic can cross the Circle of Power”. If anyone enters the room after
Erongil has been killed, the ghost will $say "You have done well. Look
beneath the tomb, and you will find your reward.” A Search for Treasure

(after Gwynt has said this, but not otherwise) will reveal 500 Gold Coins.

G This is a fiery chasm. Anyone attempting to cross must roll one
Combat Die. If he gets a Skull, the player falls into the Chasm, but
manages to hang on by his fingertips. The player loses one Body Point.
It is impossible to climb out unaided. For each round the Player remains
in the Chasm, he loses 1 Body Point. The Player must be rescued by
another player standing in a square next to the Chasm. If he states that
he is rescuing the one in the Chasm, he must back one square to allow
room for the rescued player's figure.

H Erongil the Sorcerer is here, standing in the middle of the Circle of
Power tile. As long as he stays in the Circle, no magic can harm him. If a
player attempts to cast a spell on him (or anyone else in the Circle) the
Spell Card will be lost and nothing will happen. Also, no magic weapons
or items can enter the Circle. (e.g. the Spirit Blade). Any player
attempting to enter the Circle with a magic item will find it falls to the
floor behind him.

Erongil has the following characteristics:
Attack

Move
Erongil 4 2

Defend Body Mind
6 5 4

He 1s wearing magical armour, which will protect him while alive, but
will crumble to dust as soon as he is killed. Also he has the ability to
summon | undead creature per round. Roll 1 die. Erongil will summon
the following:

1-2 Zombie

3-4 Skeleton

5-6 Mummy

The Undead creature can be placed on any empty square in the room
that Erongil 1s in.
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A GROWL OF THUNDER
A SOLO QUEST FOR THE BARBARIAN

First published m the novel The Tyrant’s Tomb by Dave Morris
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You have travelled far and wide, seeking adventure in all corners of the
world. but it is always the wild heaths and tangled pine forests of your
“Norscan land where you are really at home. One day. returning to Visit
Yyour tribe. you are alarmed by a smell of wood—smoke in the cold air.
Hurrying over the next bluff. your worst fears are confirmed: the great
stave=hall of your people is engulfed in flames! You race to the hall and
help your clan—cousins drag swvivors out of the burning wreckage. Ol
Thidrand. your father's steward. stands coughing. e is blackened in soot
and his face is raw with burns, but he is trying to get back into the
burning hall. “The lord is still in there!” he wails. You dive through the
doors without hesitation and battle through the heat and smoke until you
catch sight of your father. Lord Thunrir. He is pinned by a smouldering
timber beam that has fallen across his legs. “With every ounce of strength.
Yyou heft the beam up and drag him clear. Straight away you can see that
he is not long for this world. Gazing up at you with stern eyes. he says.
Tt was the orces of Stalac Tor. They attacked without warning, having
used fell sorcery to blind our sentries. You must avenge your people — and
more than that, you must recover the three sacred treasuwres of the
Thunder God which the orcs have stolen!”

Those are his last words in this world. You waste no time on lamentation.
Leaving the women and the wounded to bury the dead. you take up your
wedpons and set out dcross the moors to the ancient mound where the orcs
have their lair. Soon you see it looming ahead. The wind whips your cloak
behind you, making you look like an avenging demon in the blood— drenched

sunset.

You stride towards the mound.
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A In the north side of the mound is the door that leads
into the orcs' lair. Note that the two orc sentries in the
entrance passage are aware of the spear trap directly
beside the doorway.

B As the Barbarian approaches the door in the south-
west corner of the room he will hear the guttural speech
of orcs from the other side, answered by a deep voice

which rings with an eerie metallic echo.

C The chest here contains a magical belt with a buckle in
the shape of a thunderbolt. This 1s the Thunder God's
Belt, the first of the three stolen treasures of the Thunder
God. See the Artefact Card for details.

D These three goblins are part of the retinue of Balor
(see room I) and have been told to wait here while he

consults with the orc chieftains. They are guarding the
weapons rack, which contains the second of the stolen

treasures: the Thunder God's Gloves. See the Artefact

Card for details.

E This is the central chamber of the mound, which was
originally the burial mound of Grashlyg, an ancient orc
warlord. The orcs know better than to enter this chamber,
since the act of opening the door will awaken Grashlyg as
an undead wight (use the mummy figure):

Move Attack Defend Body Mind
Grashl{g 4 4 4 3 3

Once awake, Grashlyg will stalk through the mound
attacking anyone who gets in his path friend or foe!

F These four orcs are savagely beating a human Wizard
whom they've captured. If the Barbarian keeps the orcs
busy for three consecutive turns, this gives the Wizard a
chance to recover and join in. This Wizard (whose name
is Balash) has already used some spells but still has those
of Water and Earth. He has the normal attribute values of
a player wizard.

‘Wandering Monster: Orc
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G This is where the orcs sleep, and these four are
slumbering contentedly having just returned from
torching the stave-hall of the Barbarian's tribe. Fach needs
to roll a six at the start of their turn to wake up, or will
wake up instantly if attacked. (Their clothing still smells of
smoke and there 1s dried human blood on their axes, so
the Barbarian should be in no doubt what they've been up
to.)

H These two Chaos warriors are the honour guard of
Balor the Chaos sorcerer, and bear his personal coat-of-
arms on their shields: four serpents intertwining to form
an eight-pointed star.

I Balor the Chaos sorcerer is deep in discussion with the
elders of the orc tribe. On the table in front of them 1is
Thor's Hammer, the third of the stolen treasures. The
orcs summoned Balor here to give him the hammer
(hopefully for a lavish reward of gold) so that he could
take 1t back to his dread master Morcar. But they have a
problem: no-one has been able to move the hammer
since it was brought back here. What they haven't yet
realized 1s that only someone wearing the Thunder God's
gloves (room D) can lift the hammer. If the Barbarian has
these, he will be able to snatch up the hammer and use
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it himself. As soon as he does this, sparks of lightning
shoot from the hammer to strike the orcs, killing them
mstantly. Balor, though, 1s made of sterner stuff:

Move Attack Defend Body Mind
Balor 7 5 4 4 4

Draw three random Chaos spells for Balor. He may cast
these on his turn instead of attacking.

If the Barbarian is successful in slaying Balor and
returning the three sacred artefacts to the exit read aloud
the following:

The “Barbarian returns to his tribe with the three sacred
treasures. “Nothing can restore the slain to life. but at
least they can rest with honour now. The arbarian is
the new chieftain. and under his direction the task of

rebuilding the hall begins
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RUNNING THE GAUNTLET
A SOLO QUEST FOR THE WIZARD

First published mn the novel The Screaming Spectre by Dave Morris
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You have been shipwrecked while crossing the Sea of Claws. “Battered and
half=drowned. you found yourself seized and brought to a gilded palace of
great marble domes and towers. There you were nursed back to health. but
despite the luxury of your surroundings you began to feel uneasy. ‘Rather
than being an honoured guest. it Was as though you were being fattened
for the kil Today your hosts came to you. They are tall men in long silk
robes. “From their lead—coloured skin and yellow eyes you suspect them to
be Cabiri. a sorcerously powerful race descended from a union between men
and sea—nymphs in ancient times. The Cabiri lords escort you to al
stairway winding down into the labyrinth beneath their city. By
telepathy they speak to you: “Below lies a great treasure, the “Wand of
QGalimnatias, a mighty wizard of ages past. Find it and retuwrn here. Then
Yyou wWill have proved your power as a wWizard and you will be free to leave

our shores.
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A The room has three doors, each bearing an
mscription:

The door in the west wall reads: VXU.

The one 1n the south reads: VJSII.

The one in the east reads: UPL

Some code perhaps?

B Two goblins sit at dinner, stirring a bowl in which
float steaming human hearts. The item they are
using to stir this gruesome feast i1s a finely-wrought
artefact covered with runes. If the adventurer thinks

to examine this, he discovers it to be a Wand of
Recall.

C Fog swirls around the floor of this dank chamber
as the Chaos warrior strides forth. If he 1s defeated,
the adventurer can examine the treasure chest in the

corner: 1t contains one hundred gold pieces.

D These two fimir are squatting on the ground
playing knuckle-bones, and it will take them one
turn to react to the adventurer's appearance (getting
up, grabbing their axes, etc), during which time he
could either prepare for battle or turn and flee. If
the fimir are defeated, the adventurer can take the
twenty-five gold pieces they were gambling with.

E Chiselled into the flagstones of the floor here is
the following mscription:

PORT

PUX

STARBOARD

MEVIS

F This room consists of a ledge leading out on to a
narrow stone bridge (one square wide) across a
bottomless pit. (Use cards to mark off the area of the
pit.) The gargoyle in the middle of the bridge will
posture and growl, but will not actually move to
attack until the adventurer either (1) attacks it with

spells or (i1) steps on to the bridge himself.

G Tell the adventurer that the door here is
unusually low and narrow - a human being could get
through 1t, but a large monster such as a gargoyle or
Chaos warrior could not.

H This is a torture-chamber where an orc is
stretching a barbarian on a rack. (Remember that the
gargovle, 1f in pursuit, cannot get in through the
door.) If the adventurer kills the orc, he has the
option of releasing the barbarian. The barbarian will
say nothing unless he 1s released, at which point he
will announce that he 1s Munzuk the Hun, and he
now owes the adventurer his life. Use the barbarian
figure for Munzuk. He will accompany the
adventurer as a comrade and fight for him.
However, after any battle in which he loses at least
one Body Point he will demand a payment of fifty

gold pieces, otherwise he wanders off.

I Here, amid the clutter on the bench, lies the
Wand of Galimatias. Immediately upon taking up
this item, the adventurer recovers all the spells he
has used so far in his quest through the labyrinth.
The Wand also gives a bonus of two Mind Points.

Aftermath

The Wizard can return to the surface (possibly with
the barbarian Munzuk in tow) where the Cabiri lords
await him. If he 1s tempted to keep the Wand rather
than hand it over, advise him that the Cabiri have a
fearsome reputation for sorcery. If he still insists on
keeping the Wand, fight the battle using the central
chamber of the HeroQuest board. The Cabiri lords'

characteristics are:

Move Attack Defend Body Mind
Cabiri Lord 6 1 2 4 4

FIRST CABIRI Has all AIR spells.
SECOND CABIRI Has all WATER spells.
THIRD CABIRI Has all FIRE spells.
FOURTH CABIRI Has all EARTH spells.

‘Wandering Monster: Skeleton
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THE INN OF CHAOS

By Greg Fewer

First published in Adventures Unlimited Magazine #5
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After five days of marching. your band of Heroes happily sight the Inn of
the Weary Traveller. an isolated building on the foothills of a
mountainous region at least one week's march from the nearest human
settlement. It is the only place where travellers may rest in comfort on
their way through this region and the inn is renowned for its good food and
service. Smoke rises welcomingly from its central chimney. You are all
tired from your travels and look forward to a good hot meal, some drinks

and a comfortable night's sleep in a be?.

Your happiness soon turns to a sense of unease as you move closer to the
inn. “No sound can be heard in its vicinity. whether made by birds. animals
or people — there is not even any wind! Close to the inn are some wooden
outbuildings and a walled pond with a stone jetty. The inn itself rises for
two storeys and is built with strong stone walls and a tiled roof with
only one stout wooden door at the ground floor level. This is a building
meant not only to withstand the harsh winter weather but also to throw
back a modest assault by some of the lesser monsters spawned by Chaos.
The door however is wide open...

Just three days earlier, a Chaos Sorcerer pretending to be a travelling
merchant and accompanied by six henchmen (actually Chaos “Warriors)
gained entrance to the inn and murdered the innkeeper and his wife. The
Chaos Sorcerer turned the bodies of the innkeeper. his wife. their daughter
and a servant into zombies. He then animated four human skeletons from
bones which he had previously dug up in a distant graveyard. These eight
monsters form the beginnings of an undead army which the Chaos Sorcerer
wishes to build in order for him to rule the surrounding territory for
himself. The Chaos Sorcerer and his minions are now lying in wait for the

dHeroes whom they have spotted walking towards the inn....



~ 169 ~

L

g
g ENTRANCE

GROUND FLOO

SETTING UP THE MAP

Unlike other Quests, this adventure does not take place in a dungeon.
The Inn is a two story building in a clear yard. The grey areas on the
map are outdoors; ignore all walls in those areas. When the Heroes
move upstairs, set up the upper floor in the top right area of the board.
The Heroes begin on the ground floor squares marked with X

OUTSIDE

A and B Stables

There are no living animals inside but the bodies of two horses have
been skinned and cut up for food.

C Tool Shed
The tool rack (use a weapon rack piece for this on the board) contains a
pitchfork which can be used by the Heroes as if it were a spear.

D Out House

This is a very smelly room with a woodworm-infested toilet in the
middle of it. If a Hero sits on the seat, it collapses into the pit below;
treat 1t as a pit trap.

E Walled Garden

This contains a few rows of cultivated vegetables and fruit- bearing plants
which were used by the innkeeper and his wife to cook meals for visiting
travellers.

F Pond
Use rubble counters to indicate the area of the jetty. The pond is full of
fish which were bred by the innkeeper as food.

THE INN: GROUND FLOOR

G- Magic trap

A roaring fire burns in the large fireplace in one side of the room. When
a hero steps on the square just in front of the door beside the fireplace,
the entrance door to the inn magically slams shut while the doors to the
rooms containing the zombies and the skeletons open. These monsters
will attack the Heroes during the Evil Wizard Player's turn. Only the
Wizard or the Elf Hero will discover the existence of the trap if either

searches for traps in the room.

H Store Room
The cupboard contains forty bottles of wine worth 1 Gold Coin each
and four casks of strong beer each with a value of 5 Gold Coins.

T Concealed Room

The first chest contains twenty-one bottles filled with liquid. If the
Heroes examine each bottle more closely, twenty of them will be found
to contain wine while the other holds a magical green potion. Instead of
attacking, a Hero who drinks from this bottle during combat will regain
up to three body points. This bottle will only be found if the Heroes
examine all the bottles in the chest. The bottles of wine are worth I Gold
Coin each while the potion (if not used by the Heroes) is worth 50 Gold
Coins.

J Rack

The two Chaos Warriors here are trying to turn an old bed into a torture
rack. One of its levers still has to be put on before the rack will work
(place one of the levers of the rack on the floor of the room to show
this). Also in the room are three chests, one of which contains treasure,
while the other two hold different types of food such as salted meat and
apples.

‘Wandering Monster: Magic Skull - See Quest Notes
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THE INN: THE UPPER FLOOR
K Weapon Rack

This holds two spears which may be used by the Heroes.

L Guard Room

The cupboard contains old and worn backpacks and sacking used by the
Chaos Sorcerer and the Chaos Warriors while travelling. A pouch
containing 10 gold coins lies amongst them.

M Chaos Sorcerer’s Library

Place two skulls on the top of each bookcase. Any Hero who searches
for treasure in this room will be attacked (on the Evil Wizard Player's
turn) by a number of magical skulls which keep appearing and
disappearing. These skulls attack with two dice (the Heroes may defend
normally) but are either too numerous, or disappear too quickly, to kill.
Heroes can only evade them by leaving the room. However, the skulls
will not follow the Heroes out of the room. Heroes will find the
following treasure just before the skulls attack. The treasure includes a
bottle of clear liquid which is marked as a Potion of Resilience. There 1s
also an old dusty scroll of parchment which has the spell Swift Wind
written upon it.

N Chaos Sorceror's Study
If the table is searched, a sheet of parchment will be found with the
following words written on it:

Undead Army List of Recruits

No. 1. Skeleton from a graveyard.

No. 2. Another skeleton from a graveyard.
No. 8. Yet another skeleton from a graveyard.
No. 4. Another skeleton.

No. 5. The innkeeper.

No. 6. The innkeeper's wife.

No. 7. The innkeeper's daughter.

No. 8. The innkeeper's servant.

No. 9. A wizard.

No. 10. A dwarf:

No. 11. An elf

No. 12. A barbarian.

The ink used for the last four lines is not yet dry.

O Chaos Sorceror's Lair

The Chaos Sorcerer has a set of the three Fire Spells and a set of the
three Earth Spells. The Chaos Sorcerer will concentrate on using the
Fire Spells first during combat. If, however, he has been wounded so
that he only has 1 Body point left, he will cast Pass through Rock before
walking through the wall towards the stairs leading down to the ground
floor. The entrance door on the ground floor will open automatically for
the Chaos Sorcerer and will remain open for the duration of the game.
Once outside, the Chaos Sorcerer will attempt to flee from the vicinity of
the inn. He will be considered to have escaped if he is able to walk
further than the edge of the board. The Chaos Sorcerer carries the
Talisman of Raise Dead which allows him to turn corpses into zombies.
This is the objective for this adventure. As it is an evil magic item, it
should either be destroyed or handed over to Mentor.

Attack
Chaos Sorcerer 3*

Defend

*When fighting in the room with the Sorcerer s Table, he attacks and
defends with four combat dice (whether in normal combat or whenever
spells are cast), while each Hero rolls one die less. This effect is caused
by the evil magic power radiating from the Sorcerer's Table.

The Sorcerer's Table This is carved with pictures of evil gods and
monsters and was transported here by the Chaos Warriors from the
mountains where the stone had been mined. Its magical power will
disappear if the table 1s broken thereby re-opening the entrance door on
the ground floor. A throw of three skulls on the attack dice arc needed
to break the table. When this happens, a bright green flash will light up
the room temporarily blinding the Heroes for 1-6 turns (roll a normal
die for each Hero to see how long they are individually blinded)

Treasure Chests One of these contains robes and vestments belonging
to the Chaos Sorcerer. The other contains 200 Gold Coins.

‘Wandering Monsters
Any wandering monsters met by the Heroes will be a Magical Skull
which will remain in the room that it appears in, unless it is killed.

M

Attack Defend
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THE PLAGUE OF ZOMBIES

Recreated from the Adventure Design Kit box by Slev and Phoenix



The “Plague of Zombies

“The peaceful farmlands of the Empire have been disturbed by a growing tide of attacks by undead

creatures. The source ofth[s evil (s in a series of caves in the h[gh[anbs. “Now Jou must enter the

caverns to find and destroy the source of this evil undead plague.”

The increase i undead activity is due to a Chaos Sorcerer known as the
Deathmaster. He has learned many powerful spells allowing him to raise
and control the dead, and plans to use these to damage the food sources
of the accursed Emperor’s armies. The Deathmaster’s power is spread
throughout the caverns and therefore if any living creature (I.e. not a
Zombie, Skeleton or Mummy) is killed in the caves, Morcar may
replace it with an active Zombie or Skeleton figure. This imcludes the
Heroes and any Mercenaries. Any Undead which are killed remain
dead.

A These four Ores have Crossbows, giving them a ranged Attack Dice

of 3.

B No traps will be found in this room. If the left-hand Chest is
opened, the Hero will be teleported into room C. The Chests
contain a vial of Holy Water and 50 Gold Crowns.

C The Hero that opened the chest in room ‘B’ will be transported

here.

D This is the Deathmaster. He has the following stats:

Move Attack Defend Body Mind
Deathmaster 6 4 4 3 3

He also knows the following Chaos Spells: Reanimation, Command,
Dominate, Summon Undead.

‘Wandering Monster: Zombie



~173 ~

THE CREATURE HUNT
By Roberto De Moraes, translated by The Admiral

First published in S6 Aventuras Magazine #1


https://rpggeek.com/rpgissue/95898/so-aventuras-issue-9
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-Quest 1 -

The Chaotic Sword

"Morcar is plotting against the Empire again. e has discovered the existence of a creature that has been asleep for

centuries. de plans to awaken it and put it under his command. If he succeeds the Empire will be lost! The creature

sleeps in the ruins of the old castle outside the city. You must go there and stop Morcar. Only with the help of the

Chaotic Sword will it be possible to destroy the creature. Your first task is to find this magic weapon.'

A The first Hero to search this room for treasure will find the
Chaotic Sword on the weapons rack. The Chaotic Sword 1s a

magical shortsword.

Chaotic Sword

This sword is strengthened by Chaos powers. Each time you
attack and enemy roll 1d6 first. The result will be the number of
combat dice you will use to attack, with a mimimum of two.
However, if a Black Skull is rolled during an attack, the wielder
loses one Mind Point as the dark powers erode their sanity. If a
Hero loses their last Mind Point in this way, they fall to Chaos
and are controlled by Morcar for the rest of the quest, a slave to
darkness forever...

B The chest contains 300 gold coins.

C The first Hero to open this chest will be attacked by

a wandering monster. The chest is empty.
D The chest contains 150 gold coins.
E The first Hero to search for treasure in this room will find the

Wizard's Staff hidden behind the cupboard. Its use is explained
on the matching Artefact Card.

‘Wandering Monster: Orc



- Quest 2 -

The Axe of Destruction

“Now you must find the Axe of Oestruction. Like the Chaotic Sword, this weapon is
touched by the Oark Powers and should be capable of harming the Creature.

A The chest in this room contains 20 gold coins.

B The first Hero to search this room for treasure will find the Wand of
Recall inside the chest. Its use is explained on the matching Artifact
card.

C This empty chest is a magical trap. If a Hero searches for treasure
before the trap is disarmed, he will lose one magical item they are
carrying. Morcar chooses the item to be lost, but may not choose the
Chaotic Sword or the Axe of Destruction.

D There are 2 Potions of Healing on the Alchemist's Table.

E The weapons on this Weapons Rack are rusted and broken.

There is nothing here that the Heroes want.

F The first Hero to search this room for treasure will find a

Potion of Strength and a Potion of Defence in the cupboard.
G On the table in this room lies the Axe of Destruction.

Axe of Destruction

This is a powerful Hand Axe that attacks with 10 combat dice, but after
this blow it returns to a normal Hand Axe. To restore the magic power,
the axe must be touched with a magic artefact. The artefact will lose its

power forever, and the axe will be recharged for a new destructive blow.

H The first Hero to open this chest will be attacked by a Wandering

Monster. The chest is empty.

‘Wandering Monster: Zombie



~176 ~

SazAY
e

s |

1 + | 1+ -. ‘.
=y

©
M

&
e

g
E
iJ

- Quest 3 -
The Creatures Lair

"“With possession of the Chaotic Sword and the Axe of “Destruction. you now have the

means to destroy the dreaded Creature. You must enter monsters lair and find where it

sleeps its ancient slumber.’

A The chest in this room is filled with a poisonous gas - it's a trap! If a The Creature knows the following spells: Rock Skin,

Hero searches for treasure before the trap is disarmed, all Heroes in the Command, Rust, Firestorm, and Summon Greenskins. The

room will lose 2 Body Points. The chest also contains a magic Spell Creature can only be harmed by the Chaotic Sword and the

Ring. Its use is explained on the matching Artefact card. Axe of Destruction.

B This is the place where the creature slept. It sleeps no longer because C If a Hero searches this room for treasure they will find the Talisman
the Heroes arrived too late - and the beast was awakened by Morcar! of Lore inside the chest. Its use is explained on the matching Artefact
Use the Chaos Sorcerer figure to represent the Creature. Card.

Move Attack Defend Body Mind
The Creature 7 6 7 10 4

‘Wandering Monster: Chaos Warrior
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THE RESCUE OF THE PRINCESS
Translated by Drathe

First published i Dragao Dourado Magazine, Annual 2, Issue 5



The ‘Rescue of the “Princess

The Empire is in deep sorrow. The beautiful princess Gwendolyn. daughter of the Emperor. has been imprisoned by the evil wizard
Morcar. She must be rescued quickly. as she is to be sacrificed in a grand ceremony conducted in the ancient temple. “Bangor Swann. This
temple is known as the refuge of a terrible servant of Chaos. the irascible Anders. The Emperor will be generous to those who bring

back his beloved Gwendolyn. A reward of 500 gold coins awaits those who rescue the Princess and destroy Anders.

A The Princess is held captive in this room, waiting for the B Anders is preparing the ceremony in the Temple.

He may cast the following Chaos Spells: Summon

the heroes as a fighter. A daughter of Sigmar, Gwendolyn 1s a Greenskins, Fear, Escape, Ball of Flame (2 times), and
gifted swordswoman. She has the following stats:

sacrificial ceremony. When released, she will battle alongside

Firestorm. No fire magic can harm Anders. His stats are as \ "\ 3
Move  Attack Defend Body  Mind follows: '
Gwendolyn 10 4 4 7 9

Move  Attack  Defend Body
Anders 8 3 6 5 9

‘Wandering Monster: Orc
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ATTACK ON THE SLEEP WIZARD
By Roberto De Moraes, translated by The Lestodante and Pancho

First published 1 Dragiao Magazine #8
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After travelling for several weeks, you finally return to the lands of the
Empire. You soon realize that something is wrong. The streets are
deserted. “Where is everyone? “What happened to the merchants, farmers,
children and minstrels? You decide to go to the old tavern. to search for

news.

Upon arrival, the usual frequenters of the tavern are there. Some are
bent over tables while others are lying on the floor. Are they dead? You
examine the bodies you see that none of them have died, rather they have
fallen into a deep sleep. Attempting to awake them doesn't work at all.

“While you are trying to wake them from their slumber. something strange
happens. The embers in the fireplace suddenly burst aflame and a figure
takes form within the fire. His face is well known to you. It is Mentor.
The fiery apparition speaks:

"My friends. the Empire is the victim of a terrible sorcery. Everyone is
sleeping deeply. An awful black cloud. like a tempest. covered this whole

region. And once t Odisappeared
everyone had fallen asleep. Only the
ones that were away in that moment,
such as yourselves, have been spare?.
This is for sure the work of Lengrati,
a powerful wizard who serves
Morcar. It is necessary to break the
spell and this is only possible with the
help of the legendary Magic Horn. Tt
is hidden in Lengratis wunderground
lair. an old ruin, not so very far from
here. As soon as the dHorn is played.
everyone wWill awake. <Oo not hesitate,
my [riends. go now and retrieve the

horn.




~ 181 ~

T ey
e AL

st

-Quest1 -

The Rescue of the Crown

“Your first task is to regain the Emperors Crown. stolen by Lengrati's

goblins whilst everyone was sleeping.”

A The chest in this room contains 30 gold C If a hero searches for treasure here,

coins. they will find the Emperor's crown hidden
mside the tomb.

B The unlucky hero who opens this chest will

be immediately attacked by 2 Goblins. Place the D This is a very old and damaged fireplace.

goblins as you would a wandering monster. When a hero searches for treasure n this room,

a stone will fall on his head causing 2 BP of
damage!

‘Wandering Monster: Goblin
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- Quest 2 -

The Sleep “Wizard

“Now you must find Lengrati. the Sleep “Wizard. and ensure that he will

never dgain cast any more of his sleep magic.”

A On the Wizard's table there are two magic scrolls: Genie and Swift F This is Lengrati's room. It is filled with a thick dark cloud
ind. 1at makes the Heroes feel drowsy and confused. Lengrati
‘Wind that makes the H feel di y and confused. L t
immediately shapeshifts into the form of anyone hero, with the
B The hero who searches for treasure in this room will be attacked by a same attack, defence, BP, MP, weapons, armour and all his other
wandering monster. equipment; the heroes will not be able to discern Lengrati from == ]

their mimicked companion. Each time a hero attacks Lengrati he must
C On the alchemist's bench there is a bottle of Heroic Brew. roll a combat die: if he rolls a black shield he will wrongly attack his
companion (who will need to defend against the attack in the usual way)
instead of Lengrati. Obviously, the mimicked hero will not need to roll

D The hero who searches for treasure here will find 50 gold coins . .. o .
< ¢ 8 the die to pass the test. In addition, on each of his turns Lengrati can cast

hidden in the cupboard. a Sleep spell.

E All of the weapons on the rack are in a bad state, except for one, a
magic sword: it 1s the same as a broadsword but is able to cast a Tempest
spell, once per quest (even if its bearer is not a magic-user).

‘Wandering Monster: Fimir
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- Quest 3 -

The Magic 4HHorn

"Lengrati has been defeated. It only remains to discover the Magic Horn
that will awaken the entire Empire. [reeing it from the evil sleep.”

A In this room, sitting upon the alchemist's bench, D The cupboard in this room is a trap. If a

lies the Magic Horn. hero searches for treasures here, a magic
explosion will cause 2 BP of damage to all the

B The weapons on the rack are rusted and useless. heroes in the room.

C The bookshelf seems to be full of useless old E Each chest in this room contains 50 gold coins.

scrolls, but when a hero searches for treasures he
will find a small gem rolled up mnside one scroll. It is F On the wizard's table there is a Healing Potion.

worth 60 gold coins.

‘Wandering Monster: Gargoyle
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"After climbing a nearby hill to gain a “Vantage point over the
surrounding lands you blew mightily upon the Magic HHorn. hoping its
spell Would carry a greater distance. Tt Was not until you returned to the
town that you could know that your efforts had been successful. Sure
enough, the streets were bustling once more with the usual merchants,
farmers, artisans and other townsfolk. On the way up to the castle you
passed the tavern, and it was good to hear the same old raucous shouts of

revelry. as if the sleep sorcery had never happened.

At the castle the Emperor greeted you Warmly and showered you
gratitude for saving the realm once more, de has granted each of you 200
gold coins for defeating the Sleep—Sorcerer. and a further 200 gold coins
for the return of his Crown (Which may be split between you if desired).

As for Lengrati, he has paid for his crimes by having to himself face the
eternal sleep of death!

You are now free to retwn to the tavern and celebrate with the folks
whose [iVes have saved. Live well my friends, until T call upon you once

more.

- Mentor
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THE SLAVE CITY

translated by Phoenix

Roberto De Moraes,

By

Annual 1, Issue 4

b

First published 1 Dragao Dourado Magazine



N You are in the local tavern,

[ telling tales of how you once
again fouled the plans of the Evil
Wizard, Morcar. Suddenly. a

booming voice that seems to come

from nowhere stuns the group:

"My [riends. T need your help

again! “Everyone in the tavern

¥ becomes scared and an icy silence
falls over the room. At first you
hesitate, but immediately
| recognize the voice of Mentor
and ask everyone to calm down,
reassuring them that there is no
danger. Sudvenly. a bright light
appears in the middle of the
tavern and begins to take the
form of a portal. The voice speaks

N dgain:

"Morcar is acting up again. He has enslaved the inhabitants of a small
town located just north of the Empire. All are being forced to work in a
mine, extracting the ore needed to forge a rare magical metal called
Maktrom. Once mined and forged. it Will create thousands of weapons to
equip the armies of Morcar. To prevent any slave revolt. Morcar has
magically raised a fortress next to the mine. Time s of the essencel “Now,
cross into the portal and liberate the townsfolk from Morcar's control

and prevent the creation of these weapons, before it is too late!l"

“Without delay. you step into the magic portal and are transported into
the fortress.
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-Quest1 -

The Search for the Ingredients

"“You need to ﬂ'nb and bestroy the chests containing the magic [Vlgreb[ents to be mixed with the

Maktrom ore. This is the first step to prevent Morcar from arming his legions.’

A Searching for treasure in this room will reveal the C If a Hero searches for treasure, they will
four components necessary to create the special uncover a Potion of Healing in the Cupboard.
Maktrom metal.

D This Treasure Chest contains a gem worth 600
B Scarching for treasure in this room, a Hero will Gold Coins.
find a Magical Throwing Dagger hidden among the
useless items on the Weapons Rack, The Treasure
Chest contains 100 Gold Coins.

‘Wandering Monster: Goblin
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- Quest 2 -

The Golden “Key

"“Now.. you must find the Golden “Key. It opens the door to the secret laboratory of the evil sorcerer
Grinlam, one of Morcar's minions, responsible for the creation of the Maktrom weapons. Armed with

the new key. you will be able to access the wizard's lab.’

A A Hero searching for treasure in this small room, D This room contains a trap. By searching

will find 300 Gold Coins in the treasure chest. for treasure, the Hero sets off an alarm that
will cause a Wandering Monster to appear

B In the chest is a Healing Potion and a Veil of behind them.

Mist Spell Scroll.

C Hidden in one of the tombs is the Golden Key to

Grinlam's laboratory.

‘Wandering Monster: Orc
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- Quest 3 -

The Secret Formula

"“We have already destroyed the magic ingredients for the creation of the magical ore
and we have in our hands the key that opens the door to Grinlam's Laboratory. “We

must now [ind the formula for the forging of the metal and destroy it.

A If a Hero searches for treasure, the chest in this room D On the Bookshelf are books about the life

contains a cursed ring, Andel's weakness. Any Hero that of Morcar. The first two Heroes that search for §

puts it on will lose 1 Combat Die in attack. The ring will treasure will find a random Spell Scroll hidden
not come off, and can only be removed by a wizard in

amongst the books.
town for 200 Gold Coins.

B The Weapons Rack contains old weapons, that E On top of the Alchemist's Bench are a handful of

have no value to the Heroes. rolled parchment with a black ribbon. All of them
are portions of the formula containing the necessary

C When searching for Traps or Secret Doors, a Hero material for the foundry, and must be destroyed.

will find a Secret Door hidden in the false bottom of the

Cupboard. This Secret Door will whisk the Hero to the

starting Stairway.

‘Wandering Monster: Mummy
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- Quest 4 -

Confronting the General

“To free the city from Morcar's control. we must find and defeat General ‘Rantler. T
believe that defeating the General will create havoc and his minions will flee. The

prisoners Will then be free and able to return to their normal lives.

A This large room is the headquarters of General Rantler B In this room a Chaos Warrior is torturing one of the
commanding his troops of monsters. Upon entering the room, townspeople.

the Heroes will face the General sitting in his throne.

Immediately he stands (on the Chaos Sorcerer icon), shouting
"Death to all who do not follow Morcar!"

D This cell is holding the children. Once released, they

will leave with their mothers.

Move Attack Defend Body Mind

E. On the Weapons Rack are some of the weapons used by

8 4 5 4 6 . . . - .. -
Rantler General Rantler's army. All are in perfect condition. (The first
searching Hero may select one weapon from the Armoury
B This is a cell that is holding the wives of the city residents Sheet.)

captive. Once they have been released, they will refuse to leave

because their children are being kept in the Room D. When the F Within these cupboards are General Rantler's personal
children are released, the mothers will take them out of harm's clothes. The cupboards contain nothing else of value.
way.

‘Wandering Monster: Fimir
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The Secret Laboratory

“This is the last adventure. You. Heroes, have nearly succeeded in preventing

Morcar's plans once again. “Find the wizard's laboratory and destroy it. Only

then can we celebrate with the townspeople!”

A Searching for treasure in this room will cause a Wandering Monster E The Weapons Rack contains weapons used by Morcar's
to appear. The Treasure Chest is empty. army. All are in good condition and the searching Hero may
select one weapon from the Armoury Sheet
B The Bookshelf and Table are empty.
F The Cupboard contains a trap. When a Hero searches for
C The Cupboards are full of food for Orcs, unsuitable for human treasure or secret doors, he will immediately be attacked by a
consumption. Any Hero that attempts to eat the food will suffer 1 Body Wandering Monster.
Point of damage, except the Dwarf, who has a stronger body.
G This room has a secret door that can only be opened with the

D On the bookshelf is a very intriguing book. Ask the Hero if he wishes Golden Key, found in Quest 2. Beyond this room is the secret

to examine it. If so, he will learn that the book is cursed and is forced to laboratory of the infamous sorcerer, Grinlam.

gaze into it for 10 rounds. The Hero may not Move, Attack or perform Move Attack Defend Body Mind
any other action. He is, however, able to defend with 2 Combat Dice. Grinlam 9 3 6 4 7

Grinlam knows the following spells: Fireball, Fire Storm, Tempest,
Sleep and Summon Greenskins.

‘Wandering Monster: Chaos Warrior
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THE RESCUE
By Dr’Follkyer, translated by j_dean80, lestodante & Hendar23

First published i Dragao Magazine
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The dWarf absently watches the candlelight through his beer glass. his
mind elsewhere, remembering past adVentures. 4is is roused from his

thoughts by a knock at the door.

It is a messenger. They thrust a letter into the dWarf's hands, and with a
brisk nod they are gone. back into night.

The letter bears the seal of Mentor. The dwWarf sighs and puts down his

Orink before reading the message.

"My friend. T must once again bring you grave news. Your old foe.
Commander Chups, has once again attacked your ancestral home! de has
shown more cunning than usual however, for he and his foul henchmen have
kidnapped Lord ‘Kerg. “Without their leader, the dwarfs of your homeland
are struggling to hold back Chups warband. You must take your friends and

free him. There is not a moment to losel — Mentor”

“Pausing only to snatch up his weapons, the dwWarf storms out into the
night. Lord ‘Kerg is not merely a leader, he is the dwWarfs mentor and
friend. The thought of him languishing in some dungeon. while the servants
of chaos rampage through the dwarfs homelands, is too much to bear. By
the time the dwarf [inds the others, he is apoplectic with rage. and it is
only when he thrusts the letter into the hands of the elf that his friends
understand what has happened.

“Without hesitation they set of | towards Chubs fortress.
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-Quest1 -

The ‘Key

Commander Chups has imprisoned Lord Kerg behind a magical lock. You must search
Chups fortress for the magical bone key which can free old dwarf Lord. Slipping past the

outer 61/14”55 dVlb enter[ng thI’OMgh the sewers, you beg[n your 5€6ll’Cll.

A The first Hero to search for treasure in this room will

find 50 Gold Coins and a Potion of Healing in the
cupboard.

B The first Hero to search for treasure in this room will

be attacked by a wandering monster popping out from the
cupboard.

C Hidden inside the tomb is a vial of pearly white liquid.
It 1s an Elixir of Life.

D On the table lies the bone key which will open

Kergs cell.)

E On the rack is a dwarf priest. As soon as the

Heroes enter the room, he’ll start screaming for help,
which will attract a wandering monster. If freed, the priest
will reveal that he was captured along with Kerg, but the
monsters separated them and he doesn't know where
Kerg has been taken. He then wanders off.

‘Wandering Monster: Fimir
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- Quest 2 -

The Battle

Commander Chups has been a threat to your people for too long. Find his lair. and end

his foul plans once and for all.

A The first Hero to search for treasure in this room will suffer from a
magic trap which will make all his equipment disappear. The equipment
1s, in fact, teleported to room D.

B Here is Commander Chups. Use the chaos warlock figure to
represent him. Remember Chups is an ancestral foe of the dwarves, as
such he will try to kill the dwarf first - unless the other Heroes keep his
hands full. Once Chups is vanquished, the Heroes may search the room
for treasure. In the fireplace, under the ashes, lies a Wand of Recall.
Chups has the following stats:
Move Attack Defend Body Mind
Chups 10 5 7 8 5

C If a Hero opens the cupboard he will see a long corridor
instead of the back. This is a magic shortcut that leads to other
places in the castle. Each time a Hero takes it he must roll a red
die:

1 or 2- he goes to room A

3 or 4- he goes to room B

5 or 6- he goes to room D

D In this room, on the table, is the equipment lost by the Hero who

suffered from the magic trap in room A.

E The weapons on the rack are rusty and broken. There is nothing of

value in here.

‘Wandering Monster: Fimir
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- Quest 3 -

The Oungeon

“With Chups destroyed. you are now free to search the castle for Lord ‘Kerg and free

him from captivity. There is not a moment to lose.

A In this room, on the table, are two Spell Scrolls: Ball of
Flame and Vell of Mist.

B On the table is a vial of pearly white liquid. It looks like
a Potion of Healing, but is in fact a poison. If a Hero
drinks it he will lose 2 Body Points.

C The first Hero to search this room for treasure is
attacked

by a wandering monster.

D This rack holds a helmet, dagger, and a shield.

E In the cupboard are two bottles: A Potion of
Healing and a Potion of Strength.

F This is the room where Kerg is being tortured.

The door can only be opened with the bone key from
Quest 1. If the Heroes do not have it, they must go back
and play Quest 1 again and then back to play Quest 3.
(Without re-playing Quest 2.

‘Wandering Monster: Mummy
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APPENDICE A - LEGENDE DES PLANS DE QUETE

1 Porte en bois

ordinaire. Commence @
- =

Fermée lorsqu'elle est
placée sur la table.

h

1 Porte de Sortie en
bois. Si elle apparait sur
&=L lec Plan, cest par la que l&

< les Héros pourront a4

quitter le Donjon.

1 Porte Ouverte.
Comme la Porte
ordinaire, mais
commence le jeu
Ouverte.

Cette Porte est a la
fois 'Entrée & la
Sortie du Donjon.

Les Portes en Pierre sont de grandes dalles de roche qui
doivent étre écartées par la force brute pour pouvoir passer.
Pour ouvrir 1 de ces portes, 1 Personnage doit lancer un certain

nombre de Dés de Combat et obtenir 2 Crines. Le nombre de
Dés lancés dépend du type de Personnage : le Nain & ['Elfe
lancent 2 Dés, le Barbare en lance 3 ; 'Enchanteur ne peut
PAS ouvrir 1 Porte de Pierre. Une fois qu'une Porte de Pierre a
été Ouverte, elle le reste jusqu’a la fin de la Quéte.

Ftabli d'Alchimiste Bibliothéque
(Alchemists Bench) (Bookcase )
Cheminée Chevalet/ Table
(Fireplace) de Torture (Rack)
Escalier
(Stairway)
: '_1 !_j« : Tombe / Tombeau [@ Coffre au Trésor
= !ﬁ (Tomb) (Treasure Chest)
A 5l )
Tombe (Grave) @ Trappe (1Trapdoor)

@ Cases Obstruées
@ - Obstacle infranchissable

1 Porte d'Entrée en acier.

< Si elle apparait sur le
% Plan, c’est par cette Porte

i |
N2

que les Héros entreront
dans le Donjon.

Porte a Herse. Une Porte
Scellée, les Notes de
Quéte indiquent
comment cette Porte peut
étre Ouverte.

TH]

Porte Secrete. Elles ne
sont placées sur le plateau

(f—’ que lorsqu'un Héros les
trouve en Fouillant. Une
fois placées, elles sont
considérés Ouvertes pour
le reste de la partie.

& Armoire/Buffet
= = (Cupboard)

Pupitre de Sorcier
(Sorceror’s Table)

Ratelier d'Armes
(Weapons Rack)

Uﬁﬁ Tréne Ogre
(Ogre Throne)
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APPENDICE B - PIEGES

Piege hérissé de Lances (Spear Trap)
Tout joueur pris dans 1 Piege hérissé de Lances perdra 1 Point de Corps s'l obtient 1 Crane
sur 1 Dé de Combat. Ce Piege n'affectera que le ler Personnage a entrer dans la Case.

Quand vous cherchez des Pieges - Les Pieges de Lances sont automatiquement Désarmés
lorsqu'ils sont trouvés [NdT. : Dans la Version US, il faut encore tenter de les Désamorcer].

Eboulis de Pierre (Falling Block)

Le ler Personnage qui se déplace sur 1 Case Eboulis déclenche le Piege. Le Bloc tombe
dans la Case marquée d’1 Fleche, bloquant le passage. Tout Personnage (ou Monstre) dans
cette Case doit lancer 3 Dés de Combat. La victime perd 1 Point de Corps par Crane

obtenu, puis doit se déplacer sur 1 Case adjacente inoccupée. Si la vicime ne peut pas se
déplacer sur 1 Case adjacente, elle est tuée sous 'Eboulis.

Quand vous cherchez des Pieges - Les Eboulis sont placés sur le plateau lorsqu'ils sont
trouvés [NdT. : Option : Le joueur Sorcier Maléfique peut se contenter d’indiquer du doigt
les Cases Piégées]. 1ls peuvent ensuite étre Désarmés & supprimés par le Nain ou tout autre
Personnage ayant la Trousse a Outils.

Oubliette (Piege a Fosse) (Pit Trap)

Tout Personnage qui tombe dans 1 Oubliette perd automatiquement 1 Point de Corps. Le
Personnage pourra se déplacer normalement lors de son prochain Tour. Les Personnages
dans 1 Fosse peuvent Attaquer & se Défendre, mais lancent 1 Dé de moins. L’Oubliette
reste sur le plateau comme un obstacle. Les Personnages et les Monstres peuvent tenter de
sauter par-dessus 1 Fosse. Ils doivent avoir suffisamment de Mouvement pour traverser la
Fosse ; et la Case de l'autre coté doit étre inoccupée. Tout Personnage/Monstre qui tente le
saut doit lancer 1 Dé de Combat. S'l obtient 1 Crine, 1l tombe dans la Fosse et perd 1 Point
de Corps. S'l obtient 1 Bouclier, 1l est autorisé a continuer son Mouvement. Comptez la
Case de la Fosse comme 1 Case normale lorsque vous comptez la distance parcourue.

Quand vous cherchez des Pieges - Les Oubliettes sont placées sur le plateau lorsqu'elles sont
trouvées. Elles peuvent ensuite étre Désarmées & supprimées par le Nain ou tout autre
Personnage ayant la Trousse a Outils.

Oubliette Longue (Long Pit Trap)

Si 1 Héros veut sauter par-dessus cette Fosse dans le sens de la longueur, 1l doit lui rester au
moins 3 Cases de Mouvement apres s'étre déplacé adjacent a la Fosse. Le Héros lance
ensuite 1 Dé de Combat. 1 Bouclier Noir signifie que le Héros a sauté en toute sécurité,
utilisant jusqu'a 3 Cases de Mouvement ; 1l peut ensuite continuer a se déplacer s'l lui reste
du Mouvement. Tout résultat autre qu'l Bouclier Noir signifie que le Héros tombe dans la
Fosse, subissant 2 Points de Dégats (Corps). Le Héros devra obtenir un 5 ou un 6 sur 1d6 a
un Tour ultérieur pour sortir de la Fosse. Lorsqu'il est dans la Fosse, le Héros lance 1 Dé de
Combat de moins lorsqu'll Attaque ou se Défend (mais jamais moins de 1 Dé). Note : Ces
Pieges peuvent étre franchis dans le sens de la largeur comme des Oubliettes ordinaires.

Quand vous cherchez des Pieges - Les Oubliettes Longues sont placées sur le plateau
lorsqu'elles sont trouvées. Elles peuvent ensuite étre Désarmées & supprimées par le Nain
ou tout autre Personnage ayant la Trousse a Outils.

Oubliette Ténébreuse (Fosse des Ténebres) (Pit of Darkness)

La Fosse des Ténebres fonctionne de la méme maniere qu'une Fosse normale, avec les
exceptions sutvantes : Si 1 Personnage traversant 1 Case Fosse des T'énebres obtient 1 Crane,
il tombe de 9 metres sur un sol dur. Les Dégits de sa chute dépendent du poids de son
Armure. Les Personnages ne portant aucune Armure doivent lancer 1 Dé de Combat pour
vorr s'ls perdent 1 Point de Corps ; ceux qui portent 1 Cotte de Mailles ou 1 Armure de
Borin doivent lancer 2 Dés de Combat ; et ceux qui portent 1 Armure de Plates doivent
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lancer 3 Dés de Combat. 1 Personnage peut sortir d'l Fosse des Ténebres lors d’1 Tour
ultérieur sl y a 1 Case libre de n'importe quel coté de la Fosse. Les Fosses des Ténebres ne
peuvent PAS étre Désarmées, mais les Personnages peuvent sauter par-dessus comme des
Oubliettes ordinaires.

Quand vous cherchez des Pieges - Les Fosses des Ténebres sont placées sur le plateau
lorsqu'elles sont trouvées. Elles ne peuvent PAS étre désamorcées, mais les Personnages
peuvent sauter par-dessus comme des Oubliettes ordinaires.

Monstre Errant Embusqué (Piege a Monstre Errant) (Wandering Monster Trap)

Quand 1 Héros se déplace sur la Case Piégée, dites au joueur que le Héros doit s'arréter sur
cette Case. Le ou les Monstres listés comme Monstres Errants de cette Quéte apparaissent
sur n'importe quelle(s) Case(s) adjacente(s) au Héros, ou aussi pres que possible. Les
Monstres attaquent immédiatement et le Héros se défend (Si le Héros n'a pas encore
effectué d'Action ce tour-la, 1l pourra le faire apres s'étre défendu). Chaque Piege a Monstre
Errant ne peut étre activé qu'l seule fois. Les Monstres ne peuvent pas l'activer.

Quand vous cherchez des Pieges - Les Monstres Errants Embusqués sont si bien dissimulés
qu'ils ne sont PAS Détectés lorsqu'l Héros cherche des Pieges.

Lame Dansante (Piege 3 Lame Oscillante) (Swinging Blade Trap)

Le Piege est déclenché lorsqu'l Personnage marche sur 1 Case marquée d'l1 Symbole Lame
Noire : 1 énorme Lame se balance du plafond, attaquant tout Personnage occupant 1 des 3
Cases marquées d'l Symbole Lame Blanche ou Noire. Ces Personnages sont attaqués avec 2
Dés de Combat contre lesquels ils peuvent se Défendre normalement. 1 Piege a Lame
Oscillante ne peut étre Détecté que par une bralure dans la Salle ou le Corridor contenant le
Symbole Lame Noire.

Quand vous cherchez des Pieges - Une fois découverte, tout Personnage ayant 1 Trousse a
Outils peut tenter de Désamorcer 1 Lame Dansante. Pour ce faire, 1l doit obtenir n'‘importe
quel Bouclier sur 1 seul Dé de Combat. S’1l obtient 1 Crane, le Piege se déclenche. Le Nain
peut la Désarmer automatiquement une fois qu'elle a été découverte.

Hache Dansante (Swinging Axe Trap)

Quand 1 Héros pose le pied sur cette Case, 1 énorme Hache s’abat a partir d’1 alcove
secrete du plafond. Le Héros jette alors 2 Dés de Combat & perd 1 Point de Corps par
Crane obtenu (PAS de Jet de Défense). 1 Piege Hache Dansante peut étre Détecté &
Désamorcé. Tant qu’elle n’est pas Désarmée, 1 Hache Dansante affecte tout Héros posant le
pied sur la Case Piégée. Les Monstres ne Déclenchent pas les Pieges Hache Dansante.

Quand vous cherchez des Pieges - 1 Hache Dansante peut étre Détectée & Désamorcée.
Tant qu’elle n’est pas Désarmée, 1 Hache Dansante affecte tout Héros posant le pied sur la
Case Piégée.

Piege Magique : Explosion de Feu (Fireburst Trap)

Lorsqu'l joueur entre dans 1 Salle contenant ce Piege, placez 1 Pion Explosion de Feu au
centre de la Salle. Il restera en place jusqu'au début du Tour du joueur Sorcier Maléfique ; 1l
explosera alors, attaquant chaque Figurine dans la Salle avec 3 Dés d'Attaque. Ce Piege ne
peut étre Désarmé qu'avec 1 Sort Tempéte (Tempest).

Quand vous cherchez des Pieges - Les Pieges Magiques ne peuvent PAS étre détectés.

Piege Magique : Ouragan (Hurricane Trap)

Ce Piege doit étre placé dans 1 Corridor. Dés qu’l Personnage passe sur la Case marquée
"x", 1 Ouragan jaillit du bout du Corridor marqué du Symbole du Piege. Toutes les Figurines
dans ce Corridor sont obligées de reculer de 8 Cases le long du Corridor, ou jusqu'a ce

qu'elles heurtent 1 Mur ou déclenchent 1 Piege.

Quand vous cherchez des Pieges - Les Pieges Magiques ne peuvent PAS étre détectés.



(Apparait dans
différentes
tailles)
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Piege Magique : Téléportation (Transport) (Teleport Trap)

Tout joueur terminant son Mouvement sur 1 Case marquée du Symbole A est
mstantanément transporté sur la Case marquée du Symbole B, ailleurs sur le plateau.
Marcher sur 1 Case au Symbole B n'a aucun effet. Des qu'l Personnage a été téléporté, 1l est
désorienté et son Tour est terminé.

Quand vous cherchez des Pieges - Les Pieges Magiques ne peuvent PAS étre détectés.

Piege a Stalactite (Stalactite Trap) - 1 Lance de Glace mortelle préte a tomber sur des
victimes imprudentes. Traitez-les comme des Pieges hérissés de Lances.

Givre Glissant (Shippery Ice)

Ne placez aucune Tuile Givre Glissant sur le plateau jusqu'a ce qu'l Héros marche sur la
Case appropriée. Chaque fois qu'l Héros se déplace sur 1 Case de Givre Glissant, 1l lance 1
Dé de Combat : Sur 1 Bouclier Blanc, 1l glisse par terre et son Tour est terminé. Tout autre
résultat signifie que le Héros peut continuer a se déplacer (le cas échéant). Le Héros doit
faire 1 Jet pour chaque Case de Givre Glissant atteinte. 1 Héros a terre ne peut PAS
effectuer d'Action ni se Défendre contre des Attaques jusqu'a son prochain Tour. Les
Monstres ne sont pas affectés par le Givre Glissant. Une fois placé sur le plateau, on peut
sauter par-dessus comme 1 Oubliette.

Quand vous cherchez des Pieges - 1 Case de Givre Glissant ne peut PAS étre Détectée, ni
Désarmée. Une fois sur le plateau, on peut sauter par-dessus comme 1 Oubliette.

Coulée de Glace (Ice Slide)

Ne placez pas la Tuile Coulée de Glace sur le plateau jusqu'a ce qu'l Héros marche sur la
lere Case de la Coulée. Tout Héros qui marche sur cette goulotte de glace glissante est
emporté dans la direction indiquée par la Fleche. Le Héros se retrouve immédiatement sur
la derniere Case de la Coulée (plusieurs Héros peuvent occuper la Case de Sortie). Ceci
termine le Tour du Héros.

La glissade n’est pas sans danger : Quand 1 Héros glisse le long de la Coulée, 1l lance 1 Dé
de Combat et perd 1 Point de Corps s'll obtient 1 Bouclier Blanc. Les Monstres ne peuvent
pas se déplacer sur les Cases de la Coulée de Glace. Les Héros ne peuvent pas remonter la
pente de la Coulée de Glace, c’est-a-dire dans le sens opposé a celui de la Fleche.

Quand vous cherchez des Pieges - La Coulée est cachée et ne peut PAS étre Détectée, nm
Désarmée.
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APPENDICE C - MONSTRES

Ptsde Ptsd'

Corps Esprit
..

(3) Guertier du Chaos 7 4 4 3 3

Regle Optionnelle : Lorsqu'il place 1 Guerrier du Chaos, Morcar peut choisir son Dieu du Chaos :
Khorne - Fureur Berserk - Peut relancer tous ses Dés d’Attaque. Doit accepter le second Jet.
Nurgle - Résilient Dégoiitant - Se Défend avec les Boucliers Blancs au lieu des Noirs.
Slaanesh - Douleur Revigorante - Gagne 1 Dé d'Attaque supplémentaire par Point de Corps perdu.
Tzeentch - Savoir Arcanique - Recoit 1 Sort du Chaos aléatoire.

Mouvement Attaque Défense

@, Archer Elfe 6 40" 2 3 2

@: Guerrier Elfe 6 4 3 3 2

Fimir 6 3 3 2 3

=3 Gargouille 6 4 5 3 4

Regle Optionnelle : Fureur Berserk - Peut relancer tous ses Dés d’Attaque. Doit accepter le second Jet.

Loup Géant 9 6 3 1 1

& Gobelin 10 9 1 1 1

s

{é;‘ Archer Gobelin 10 2)* 1 1 1
Gremlin des Glaces 10 2 3 3 3

Durant le Tour de Morcar, chaque Gremlin des Glaces peut soit Attaquer 1 Héros ou 1 Mercenaire, soit voler 1
Objet a 1 Héros (choist par Morcar). L'Objet Volé ne peut PAS étre I'Armure ou le Bouclier utilisé par le Héros, ni
I'Arme qu'll brandit. Dés qu'l Gremlin a volé 1 Objet, 1l s'enfuit a toute vitesse. Les Héros peuvent pourchasser le
Gremlin a leur Tour. S'ls le rattrapent et le détruisent, ils récuperent 'Objet Volé. Si aucun Héros ne peut voir le
Gremlin au début du Tour de Morcar, 1l s'est échappé avec I'Objet, qui doit alors étre rayé de la Fiche de Personnage
du Héros. Retirez ensuite cette Figurine Gremlin du plateau de jeu.

@ Momie 4 3 4 2 0
Champion Ogre 6 5 5 4 1
@ Chef Ogre 4 6 6 5 9
@ Seigneur Ogre 4 6 6 6 5
@ Guerrier Ogre 6 5 5 3 1
Fem a1

@ Orc 8 3 2 1 2
g Orc .

— e Archer/Arbalétrier 8 3(1) 2 1 2
@ Ours de Guerre Polaire 6 3/3 3 4 2

L'Ours de Guerre Polaire attaque 1 fois avec sa puissante Patte & 1 fois avec sa Massue a4 Pointes. Les 2 Attaques
peuvent étre faites contre 1 Adversaire OU chaque Attaque distincte peut étre faite contre 2 adversaires différents.

Rat Ogre 8 3 3 2 1

©
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Attaque  Défense Corps Esprit

Mouvement

I A
1 Guerrier Skaven 12 12" 2 1 1

Regle Optionnelle : Attaquant de Ia Horde - Lorsque vous placez 1 Guerrier Skaven sur le plateau, lancez 1 Dé de
Combat : Si 1 Crane est obtenu, placez 1 autre Guerrier Skaven adjacent au précédant. Répétez le processus jusqu'a ce
qu'l Bouclier Noir ou Blanc soit obtenu, ou qu'il y ait un total de 8 Guerriers Skavens sur le plateau.

@ Squelette 6 2 2 1 0

@ Troll 6 3 4 4 1

Regle Optionnelle : Régénération - Régénere 1 Point de Corps perdu par Tour tant qu'il est en vie

@ Yét 8 3 3 5 2

Chaque fois que I'Attaque du Yéti fait perdre au moins 1 Point de Corps a 1 Héros, le Yéti saisit le Héros. Cette
Etreinte inflige 1 Point de Dégit (Corps) au Héros au début de chaque Tour de Morcar subséquent, 2 moins que le
Héros n’obtienne 1 Bouclier Blanc sur 1 Dé. Ni le Yéti mi le Héros ne peuvent bouger ou faire d'autres Attaques
durant 'Etreinte, qui continue jusqu'a ce que le Héros meure ou que le Yéd soit tué par les compagnons du Héros.

@ Zombie 5 2 3 1 0

*Ces Monstres peuvent Attaquer a Distance. Le ler nombre indique les Dés d'Attaque a Distance, le 2nd (entre

parenthéses) est le nombre de Dés lancés en Mélée.

APPENDICE D - MERCENAIRES

Attaque Défense Corps Esprit Co

Mouvement ott d'Embauche
7’1 Arbalétrier 6 3(9) 3 ) 9 75 po
L'Arbalétrier brandit 1 Arbaléte (Quand il est adjacent a 1 Ennemi, il attaque avec 1 Epée Courte).
g Hallebardier 6 3 3 2 2 75 po
Le Hallebardier brandit 1 Hallebarde, qui lui permet d'Attaquer en Diagonale.
!Q Eclaireur 9 2 3 2 2 50 po

L'Eclaireur a la capacité de Détecter et de Désarmer les Pieges (comime le Nain).

g Epéiste 5 4 4 2 2 100 po

Les Mercenaires ne collectent aucun Trésor. IIs ne peuvent que se déplacer, Attaquer et se Défendre (excepté les
Eclaireurs, qui peuvent Détecter & Désarmer les Pieges). Le Cott d’Embauche est pour 1 seule Quéte. Si 1 Héros veut
garder 1 Mercenaire pour plusieurs Quétes, il doit payer 20 Pieces d'Or par Mercenaire qu'il souhaite conserver.
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APPENDICE E - CREATURES SPECIALES

Voial les diverses créatures qui n'apparaissent que dans 1 Quéte, ou qui ont des Attributs spécifiques.
Lorsque ces Créatures apparaissent sur le Plan de Quéte, reportez-vous aux Notes de Quéte.

Nain zgj Elfe @ Enchanteur
Millandriell @ Prospecteur Elfique

Horreur Gelée @ Orc Boss

Nécromancien {?&9 Maitre des Orages @ Chaman Orc
4
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APPENDICEF - OPTION :
Combat a Mains Nues dans HeroQuest

(Source : https://aginsinn.yeoldeinn.com/unarmed.html)

Merci a John Burnham pour son aide ! Dans le Pack de Quétes Le Retour du Seigneur Sorcier, Quéte #6
Les Halls de la Mort, le Seigneur Sorcier a capturé les Héros. Le Sorcier et le Nain se réveillent dans une
petite cellule, séparés du Barbare et de I'Elfe. Leurs Armes sont a I'extérieur de la cellule. Que se passe-t-il
s'lls cherchent 1 Trésor et obtiennent 1 Monstre Errant avant de récupérer leurs Armes ? Plus tard, ils
retrouvent le Barbare et I'Elfe dans le Hall du Seigneur Sorcier. Eux aussi sont désarmés ; leurs Armes sont
dans 1 Coffre et ne peuvent étre récupérées avant de vaincre tous les Monstres de la Salle. Dans les 2 cas, les
Héros sont sans Arme. Le jeu de base contient 1 Sort, Rouille (Rust), que le joueur Sorcier Maléfique peut
utiliser pour détruire I'Arme d'l Héros. Que se passe-t-1l s1 I'Arme est détruite ? Comment le Héros attaque-
t-1l ? Peut-1l continuer a effectuer des Attaques durant cette Quéte P Les seules réponses a ces questions se
trouvent dans le Livre de Quétes du jeu de base, Quéte #6 L'Héritage du Seigneur de la Guerre des Orcs
(au moins dans la version US ; je ne sais pas si c'est la méme chose dans la version EU). Les Héros débutent
la Quéte dans une cellule et tous les objets de leur inventaire sont stockés dans une autre Salle. Les Notes de
Quéte indiquent ‘1 Héros sans Arme ni1 Armure lance 1 Dé d’Attaque et 2 Dés de Défense’. Les 2 Dés de
Défense ont du sens puisque chaque Héros débute le jeu ainsi, sans Armure. L'unique Dé d'Attaque me
dérange en revanche, pour 2 raisons. La premiere est qu'l Dé d'Attaque a Mains Nues soit identique au Dé
d'Attaque pour 1 Dague, avec laquelle débute '’Enchanteur. 1 Dague peut étre lancée sur 1 Ennemi en
Ligne de Vue, infligeant 1 Dé d'Attaque de Dégat, mais elle est alors perdue. En donnant aux Héros 1 D¢
d'Attaque de base lorsqu'ils sont désarmés, le scénario suivant est possible : L’Enchanteur (ou tout autre
Héros utilisant 1 Dague) attaque 1 Monstre adjacent avec sa Dague, infligeant 1 Dé d'Attaque de Dégat.
Apres avoir éliminé son ennemi, 1l apercoit 1 autre Monstre a plusieurs Cases de lui. Il lance sa Dague,
infligeant 1 Dé d'Attaque de Dégat. I’Enchanteur peut maintenant continuer a attaquer avec 1 Dé d'Attaque,
alors qu’il n’a plus sa Dague. C’est illogique. Pourquoi s'embéter avec des Dagues st le Héros bénéficie du
méme nombre de Dés d'Attaque sans Arme ? La seconde raison est qu’l seul Dé d’Attaque pour tout
Héros désarmé est tout aussi illogique. 1 Barbare désarmé, utilisant uniquement la force de ses muscles,
causerait-l les mémes Dégits qu'un Enchanteur désarmé P Les Barbares sont censés étre grands et forts. Ne
pourraient-ils pas éliminer un ennemi a mains nues plus facilement qu'un Enchanteur ? Apres en avoir parlé
pendant longtemps, John et moi proposons les Regles suivantes :

Pour le Combat de base 2 Mains Nues, les Héros lancent ce nombre de Dés d'Attaque :

Barbare : 4 Nain: 3 Elfe : 2 Enchanteur : 1
Pour Toucher a Mains Nues, le Héros doit obtenir 1 BOUCLIER NOIR au lieu d'1 Crane !

Jai testé ces regles dans plusieurs parties ; et elles semblent fonctionner assez bien. Lorsqu'on est désarmé, il
est beaucoup plus difficile de toucher 1 Monstre, mais pas impossible. Le Barbare est récompensé pour étre
plus fort avec 4 Dés d'Attaque a Mains Nues, tandis que I'’Enchanteur n'en a qu'l. Un deuxiéme probleme
qui pourrait survenir est de savorir si I'Elfe et I’'Enchanteur peuvent ou non lancer des Sorts lorsqu'ils ne sont
pas armés. Dans la Quéte L'Hértage du Seigneur de la Guerre des Orcs mentionnée ci-dessus, les Lanceurs
de Sort ne peuvent pas en lancer tant que les objets des Héros ne sont pas récupérés. Dans la Quéte Les
Halls de la Mort du Retour du Seigneur Sorcier, il est indiqué que les Sorts de 'EEnchanteur se trouvent a
l'extérieur de la cellule dans laquelle 1l débute la partie. Rien n'est mentionné sur les Sorts de 1'Elfe dans cette
Quéte, toutefois. Ces 2 Quétes semblent impliquer que les Sorts d'un Lanceur de Sort sont contenus dans
quelque chose de son Inventaire, comme un Livre de Sorts, qui doit étre en possession du Héros pour qu'l
Sort puisse étre lancé. Le Livre de Regles n’en fait aucunement mention. Il semblerait que lorsque tout
I'Inventaire d'l Lanceur de Sort lui est retiré, cela inclut ses Sorts. Dans un cas comme celui-ci, 1l ne peut pas
lancer de Sort. Sl perd simplement son Arme, toutefois, 1l conserve sa capacité de lancer des Sorts.
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