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The 2 Monster Actions:

Action 1—Attack
A monster may attack any Hero that it
is adjacent to. However, a monster may
only attack once per turn. A monster’s
attack strength is based on its natural
abilities and does not depend on a
weapon.

How A Monster Attacks

¢ An attacking monster rolls the
number of Attack Dice shown in the

Monster Chart on the Information

Screen. Failure to roll any skulls results

in a failed attack.

¢ Each skull rolled is considered a hit,
resulting in 1 Body Point of damage
scored against the Hero. If hit, the Hero
immediately defends by rolling its Defend
Dice. If the Hero’s Body Points reach
zero, the Hero 1s considered dead.
(See Dead Heroes.) Important! If the
Hero has 1 Body Point remaining, and
takes more than 1 hit of damage, his
Body Points are still only reduced to zero.
'\
R

) Skull rolled.

D How A Hero Defends

A defending Hero usually rolls 2 Defend
Dice (less if in a pit or under certain
spells, and more after purchasing armor).
Each white shield rolled by the defending
Hero blocks 1 hit from the attacking
monster.

(7 )

\N 5 /) White Shield rolled.

D Action 2—Cast A
Chaos Spell
As Zargon, you may cast a Chaos Spell

instead of attacking. You must give your
Chaos Spells to specific monsters as

called for in the Quest notes. A monster
can only cast a spell on a Hero that it
can “‘see.”” Important: You may only
cast a spell on your turn. A spell may
only be cast once per Quest. Once a
spell is cast, the spell card is discarded
for the remainder of the Quest. A spell
and its effects are explained in detail on
its corresponding spell card.

Note: Several of the Chaos Spells are not
used in the first 14 Quests. They will be

used in future Quests and can also be used
by you when designing your own Quests.

D Dead Heroes

As a Hero, you die when your Body
Points are reduced to zero, and you do
not have a Healing Spell or Healing
Potion to save yourself.

What Happens To A Dead Hero?

As a Hero, if you die, you are out of the
game for the rest of that Quest. You
may, however, rename your Hero and
play him as a new character in the next
Quest. Armor, weapons, and treasures
that belonged to you prior to death can
be picked up by any other Hero in the
room with you.

Warning! If there are no other Heroes in
the room or corridor with you when you
die, any monster in the room or corridor
with you will claim your possessions. It
may not, however, use them. They are
removed from the game.

How A Hero Escapes Death

As a Hero, if your Body Points have
been reduced to zero, there are two
situations where you can save yourself:

1) If you have a Healing Potion in your
possession, you can immediately drink
it. The potion will instantly raise your
Body Points above zero, restoring you
to life.
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Chest/Furniture Traps

A chest/furniture trap can be a variety
of things, including poisonous gas,
poison needle, explosive latch, or a
shooting dart.

If the room or corridor that the
chest/furniture is located in is being
searched for traps, Zargon will say that
the chest/furniture looks dangerous and
will point to the chest/furniture in ques-
tion. Once a chest/furniture trap is
discovered, a Hero may attempt to
DISARM it on his next turn.

Springing A Chest/Furniture Trap

¢ As a Hero, if you search a room for
treasure, before searching the room

for traps, any chest/furniture traps in the

room will be sprung, ending your turn.

You then suffer the consequences

described to Zargon in the Quest Notes.

¢ If you successfully disarm the trap,
the trap is removed and you may
continue with your move. (See Disarm
A Trap on page 21.) You may search the
disarmed chest/furniture for treasure on
your next turn.

Jumping A Trap

As a Hero, if your path is blocked by a
trap, you may attempt to pass by jump-
ing over it. To jump over a trap, you
must do the following:

¢ You must have at least two squares of
movement remaining, as if you moved

onto the trap square and then onto one

unoccupied ADJACENT square beyond.

¢ You must roll anything but a skull on

1 combat die to jump the trap. If a
skull is rolled, you spring the trap,
suffering the body damage caused by
that particular type of trap. If there is a
corresponding trap tile, it will then be
put on the gameboard by Zargon. You
are then put on the trap square. This
ends your turn.

¢ If you avoid rolling a skull, you can

jump over the trap, expending two
moves. If you have any moves remaining
from your dice roll, you may then
continue your move.

Note: Once a falling block trap has been
sprung, it CANNOT be jumped. The
path is permanently blocked by a wall of
fallen stone. However, once a pit trap
has been sprung, the hole in the ground,
though dangerous, CAN be jumped.

More About Jumping Pit Traps:

There may be as many as 3 possible
squares to jump to on the other sides of
a single pit. However, a pit in the corner
of a corridor has only 1 space open to

jump across to.

]
BRI |

R o [

TR

To successfully jump this corner pit trap, a
Hero must jump across to square X.

In the above illustration, if the X square
is occupied by a monster, and you are a
Hero without any special armory
weapons, you must voluntarily fall into
the pit (suffering damage) and do com-
bat with the monster (at a disadvantage)
from in the pit!

Monsters, with enough Movement
Squares (and a vacant space beyond),
will always successfully jump over a pit.
If they voluntarily enter a pit, they will
suffer no damage.
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A Brief Introduction

Hero Quest is a fantasy adventure game
set deep within a hidden stone labyrinth.
This maze of underground rooms and
corridors is controlled by the Evil
Sorcerer Zargon and his forces of Chaos.

Four valiant Heroes have been summoned
by Mentor, the good and ancient sage, to
do battle with Chaos. Theirs is the
ultimate heroic challenge—descend into
the treacherous world of the unknown
and restore honor to the Empire. Destroy the
evil forces of Chaos!

Bonded by their loyalty to the Empire,
the brave Heroes unite. Stepping
cautiously, they journey deeper and
deeper into a dark, hidden world . . .

What Makes
Hero Quest Unique

¢ One player assumes the role of
Zargon, the Evil Sorcerer and con-
troller of the game; the other players
assume the roles of the Heroes—the Bar-
barian, the Dwarf, the Elf, and the Wizard.

¢ A game for 2 to 5 players, Hero Quest
is played in 14 sequential game play-

ing sessions called Quests. Each Quest is

described in detail in the Quest Book.

¢ One Quest may take an hour or two
to play, with each subsequent Quest
increasing in difficulty.

¢ During a Quest, a Hero may acquire

valuable treasures. These riches may
be used between Quests to purchase
powerful weapons and protective armor
from the Armory.

¢ The Heroes work together to defeat
Zargon and his forces of Chaos.

Individual winning is not the goal. United
the Heroes stand. Divided they fall.

‘ The adventure never ends. . .

Additional Quests, featuring all new
challenges for the Heroes, are available
in Quest Packs™ (sold separately).

Contents:

31 Monsters: 8 Orcs, 6 Goblins,

3 Fimir, 4 Chaos Warriors,

1 Chaos Warlock, 1 Gargoyle,

4 Skeletons, 2 Zombies, and 2 Mummies

4 Heroes: 1 Barbarian, 1 Dwarf, 1 EIf,
and 1 Wizard

15 Pieces of Furniture: 2 tables,

1 throne, 1 alchemist’s bench,

3 treasure chests, 1 tomb, 1 sorcerer’s
table, 2 bookcases, 1 rack, 1 fireplace,
1 weapons rack, 1 cupboard

Miscellaneous Items: Candlesticks,
bottles, scales, skulls, and rats

21 Doors: 5 closed and 16 open

66 Playing Cards: 24 Treasure,

10 Artifact, 8 Monster, 3 Air Spell,
3 Fire Spell, 3 Earth Spell,

3 Water Spell, and 12 Chaos Spell

1 Gameboard

1 Instruction Booklet

1 Quest Book

4 Character Cards: 1 Barbarian, 1
Dwarf, 1 Elf, and 1 Wizard

1 Information Screen

1 Pad of Character Sheets

6 White Combat Dice

2 Red Dice

Cardboard Tiles: Stairs, blocked squares,
pit traps, secret doors, falling block
traps, and skulls.




61

‘sarn den reads ou d1e 213U [, :3JON

"A[2JBS 0110 pasowr
2q ued arenbs a1 pue 194219] du0F
sou st den 1eads oy, "2a0W INOA YIIm
anUNU0d udy) Aew nox “1eads ayl jo
Aem 341 JO 1M0 PIAgpop dARY NOA ‘pIaIys
211YM 10 YIB[Q B 42yN2 [[0I NOA J] “uIn)
INOA Spu? SIY ], "dFewWep Jo IO Apog |
I9JJNS NOA ‘[[nS ® [[0I NOA JT "dTp 1BqWOD
JUO [[oIsnwr noA “arenbs den reads
® 01U0 SUIAOW UIYM ‘OIF] B SY ¢
dexy, readg y Surdundg

“BUI[130 10 “I00[J ‘[[em 271 JO 1NO I1SNIY)

01 1eads e sasned sty ], ‘den oy Jurxds
Aqpeonewoine noA ‘arenbs den 1eads e oyuo
dai1s nof uaym ‘0IdH ® Sy M WYUVSIA
10 den aqy g [ o1 adwane Aew 019 ®
‘pa12a02sIp st den 1eads B 20U() "PaILIO]
st deay a1 a1aym arenbs oy 01 1urod

[[I4 pue snotordsns $x00[ arenbs ay1 1By
ABS [[IM UOSIRZ ‘YIIBIS B JULINP pUNoj
J1 “uappry Aqnjaxed st den 1eads y

sdexy, 1eadg /

‘wInl InoA spua sty J, ‘uodn
PapIoap 2aey NoA 30eds 911 01 A0 ‘

“S0IH o)
JO 1821 ) WOIJ JJI0 1N 3q P[nod nok
10 ‘19A210] padden awod3q pinod nox
QU0 [BOTILID B ST UOISIOIP INOX “dwed
A UT ¥J0[q waunuiad & mou st doeds
den a1 “roquuaway -ooeds Aidwd ue 0
3oreq 9A0W IO PBIYR JAOW ISYIIJ UBD
NOX "UOISIJIP B ABW MOU I1SNW NOX ¢

20UJ puafo(q 1104 JON (ot
nog -agewep Jo 1WI0J Apog [ I3JJns NoA

‘PR[IOI [[NS YOrD 10, "[[01 01 JIp
1BQUI0D ¢ NOA 9AIS UdY) [[IM uodiey ¢

‘podwn( 10 pawresip aq 10u
-ued 11 ‘pIeoq Yl uo 1no ind pue sunids
u29q sey demn o0[q 3ul[[e] & 30U() :3ON

21n31y 01
InoA 1apun ‘arenbs ayy uo an den
yoo1q Surre & ind udayl [[im uodiey ¢

¢i3N0 00T jul

Suraed st Surrad ay, jden oo1q Surje)

e Junids isnl 94, nog,, ‘Surdes £q nos
dois [im uoSiey ‘arenbs den ¥o0[q

3ur[[e] ® 0100 JA0W NOA JI ‘OId[] © SY ¢

dexy, yoorg Suney y Suidundg

‘den a

sgurids ay ‘arenbs den ooq 3urfe; e
01u0 sda0w pue sden 10J YoIBds 10U S0P
OI9F B J] "UIN) IXdu SI1y uo 11 WY VSIA
01 An aaie] Aew o ‘den o) JWN [

01 1dwane AeW OIIF] B PAIIA0ISIP

st den yo01q Sur[ey Sunidsun ue dUQ
‘Sunads usaq 194 10U SeY 1] dWN SIYY 1
preoqawesd ay1 uo o den ¥d20[q 3urf[e]
e nd JON [[Im uoSieyz “paedof st den
Y1 A1daym dxenbs gy 01 1utod [[Im pue
snoJaguep $00[ SuI[Iad Yl 181 ABS [[Im
uogiey ‘yoIeds e Junmp punoj st den

e yons J] -asde[[oo 01 3urfrad a1 123311
Aew duo uo surddarg ‘snoxdguep A1da
are sden Yoo[q Surfe.] j2I1eMdQq SI0II[]

sdexy, yoorg 3uijjey m
\}~
Bl

(07 28ed uo dny] Vv Swrdwunf 335) 11 1940
dWn[ o1 adwane ‘1oaamoy ‘Aewl noA
‘OI9F] B SY "PIAOWAI PUB PIWLILSIP 3q
youued denl a1 ‘paeoq Y1 uo paserd dn
ud e pue Sunuds st den 11d & 90u() :9)0N

“uInl 1Xdu INoA uo
1d ' JO 1IN0 dA0W URD NOA ‘A[[BUWION ¢

"019Z 0) dJIP INOA dNPAI pP[nom
Aeuad ard 91 JT U9AD AIp 1BQUIOD |
sAem[e ST 13Ud11s PudJIP 10 yoene
WNWIUI INoA ‘013 B Sy :9JO0N

("17002 sv s4a15U0UW 07 $21]ddD

SuyJ) "0s SUIOp UIYM TP 1BQUIOD SSI|
QUO [[0I 1SNW NOA INQ ‘pudJop pue

yoene osje Aewr noA ard e ur uday ¢

“J[9s1r oxun

wooI eredas B 1M 11 JI SB SI00P
19109 10 d1nsean 10j 1d Y1 yoIeds

Aew noA& 1rd B Ur 90UO0 ‘0IdF B SY ¢

AId V U] 039Y Y O suaddey] jeym

"SAION 1sanQ) Ayl

pue ‘deyy 1sonQ) Y1 IXI[, WWdWYDIRJ Y],

1SUONDIIS JUAIJIP € SAIMIBIJ 1saN() YOrF

“J[9SINOA

01 AUDIS 11 pedy 11y pakerd aq 1snuw
1SN SIY ], ‘JPM] Y [—] 1San() 01 uIn],
yoog 1sonQ) ay ], uwadQ '

:sda1s udAd[d SuImo[[0] Y1 Op IsSnuw
noA ‘Ajrodoad swesd oy dn 13s 01 ‘uodiey

uen YL,
dn Sumos
—uogiez

[oquisg | - ] Joquiig
oy [l uodrez

"90UaI9JaI Yomb 10J yooq Ayl

1NOYSNOIY1 SOqUIAS 2531 10] §0O] "U0JIey
Se NOA 01 urelrad suonddS Yorym pue
$20I9F Y1 01 ure11ad suondIS Yorym nos
[[9) [[IM S[OqUIAS SUIMO[[0] ) 13[}00g
uononnsuy siy Ajridwrs 1oy of,

Y00 1sa1) Y1 IMOYSNOoIYl pajou

are syderSered asay ], "s1aheld 19110 o1
01 PNOJB PBAI 2q 1snW 1BY1 1san{) Yoed
JO SUONDIIS JIB I “TOAIMOF] "A[UO SIAD
INOA 10J ST joog 38aNQ) Y1 IIqUIdWY

“T1 % 01 so3ed uo 1san() 04277 Jo pliog) 2y ]
oy asqui)ry 7 s1oAe[d a1 Jo [ 01 pnofe
pear ‘Aejd urdaq 01 Apeal are nok DU

1sanQ) Iy

uni 01 MOy puelisIapun 01 I9pIo Ul
J19SINOA 01 19[{00¢ UOTIONIISU] INUD
SIY) PRI 1SI1J 1SNW NOA ‘U0ZIRY SY

yood SIYL
Sas uodrez MoH

"uodieyz Jjo 301 Y}

Aerd pnoys noA ‘Aefd 01 19719301 SpUALIJ
INOA parayied aaey pue dwes SIyl Jo
1aseyoand ) 218 oA JJ :uonsassng

300g 1$an) Y1 01 $$IIIE

SBY dUO[e Y SYIULIAQR] ) UT PALI0]
d1e sden) pue ‘SaINSLAI ‘SIOOP 121038
SI9ISUOW ) IYM SMOU JUOJR Y
‘s19Ae1d 19110 ) 10J 183N Y} S[ONUOD
9 ‘UI2IOG UONBUWLIOJUT Y1 pUIydq SIS
9 CISBIN dWEL) Y1 SB SAAIIS JF] "dUO
[e11A B ST uoSIey7 Jo 9701 Y[, :Jueprodury

“JNDIJJIP dI0W $183aN()

YL HBUW [[IM SI0IDL]  URY) SSI] Fuis()
"0} QUO URY) 2I0W [01IUOD 01 PIMO][R
are s1dAe[d Sururewal Ay J, ‘uodiey

JO 9]0 Y1 dwnsse [[1s 1snuw uosiad
ouo ‘3urkerd axe sjdoad ¢ ueyy sy J1

"PIRZIA\ Y1 PUB Y

AY) ‘Jrem(J Y1 ‘uerreqregd Yl :SA0IE
21 JO $9[01 ) dwnsse 1snuwr s1ae[d
IDYI0 Y[, IIADI0G [IAF Y} ‘uodiey
JO 9701 ) dwnsse 1snuwt 14e[d duQ

[0y INOA 9SO0Y)
pa1IeIS SUIIdH
2 AR R T U ]

"X0q ) apIsur paredo| wropierd
pIBOQpIed AU} UO SUOTIBIISA[[T Y1 0]
I9JAI ‘QIMITUINJ PaYSIUT] Y] 18 0O] B I0,]
"PI] X0q dwed Yl Jo dpISUl Yl U0 punoj
9Q UBD SUOIONIISUT A[qQUIdSSE P[IeId(]
‘pajquiasse aq 1snwt $3231d Surded
[81243s ‘1san) 019H Ar[d noA a10Jog

AJqUIdSSY



square that contains a pit, falling block
or spear trap, you will automatically
spring the trap, possibly suffering body
damage.

A treasure chest or piece of furniture
may also contain a trap. If you search for
treasure without first searching for

traps, you will spring the trap. Remember,
it often pays to take the time to search.

How A Hero Searches For Traps
& As a Hero, you can only search for

traps if there are no monsters visible
to you.

¢ You must first verbally declare your

search. Do so by saying, ‘I am
searching for traps.”” Zargon will then tell
you which squares, if any, have traps. He
will NOT, however, put any trap tiles out
on the board. At this time, they are still
concealed and unsprung.

¢ Once a trap is discovered, you may

be able to JUMP the trap, or on your
next turn, DISARM it. (See Action 6—
Disarm A Trap on page 21.)

Warning: There are some traps in a room
that have been placed directly on the
other side of a door. Beware! The first
Hero to enter the room through that door
will encounter the trap and suffer
damage! Note: As a Hero, you cannot
search for these traps by looking through
the door. You must be in the room to
search for any traps in it.

Note: Monsters do not spring hidden traps.

The 4 Kinds Of Traps

The locations of pit traps, falling block
traps, spear traps, and chest/furniture
traps are marked in gold on the Quest
Maps in the Quest Book.

| K
= Pit Traps

A pit trap is a covered hole in the floor.
If the trap is found during a search,
Zargon will say that the floor looks weak
and will point to the square where the
trap is located. Zargon will NOT put a
pit trap tile on the gameboard at this
time. It has not yet been sprung. Once a
pit trap is discovered, a Hero may be
able to JUMP the trap, or on his next
turn, DISARM it. (See Fumping A Trap
on page 20, and Disarm a Trap on page
21.) If a Hero does not search for traps
and moves onto a pit trap square, he
automatically springs the trap.

Springing A Pit Trap
¢ As a Hero, if you

move onto a pit
trap square, Zargon
will stop you by
saying, ‘“You have
just stumbled into
a pit!”’

¢ Zargon will then put a pit trap tile on

that square (under your Hero figure)
and will tell you that you suffered 1
Body Point of damage in the fall. This
ends your turn. You must then record
your Body Point damage on your
Character Sheet.
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Parchment Text

The Parchment Text outlines the Heroes’
challenge as well as the reward they

will receive if they are successful. This
section is always read aloud to the Hero
players at the beginning of the game.

Quest Map

The Quest Map shows how the game-
board is to be laid out as the game pro-
gresses. The map is marked with symbols
that show the starting positions of the
monsters—hideous creatures under your
control. These symbols are identical to
those on each of the monster cards, and
are identified on the Information Screen.
The maps also show you where to place
pieces of furniture, stairs, doors, and
blocked square tiles. In addition, there
are symbols for traps, secret doors, and
treasure chests. These symbols are shown
in the Identification Guide on the card-
board platform.

Important: Do not place anything on the
gameboard at this time. You will reveal
the gameboard layout only when the
Hero figures have moved to a position on
the gameboard that requires you to reveal
something.

Quest Notes

Read the Quest Notes thoroughly before
the start of the Quest. They explain what
happens in certain rooms and detail the
unique situations the Hero players will
have to contend with. Read the notes
silently to yourself. Important: You will
later disclose the Quest Notes informa-
tion to the Heroes as the Quest unfolds
and the Heroes move into certain rooms
and corridors.

2. Open the gameboard and lay it flat on
a table. The words HERO QUEST must
face you.

3. Character Cards
Spread the 4 Character Cards faceup on

the playing table. The number of dice and
starting points are charted on each card.

Wizard

You are the Wizard.
You have the power to
cast many different
spells. In combat,
however, you are weak.
You cannot wear armor
or use large weapons.
Therefore, you must

cast your spells wisely : =2
and avoid physical combat. (P

Auack | Defend Starting Points
Dice | Dice v Mind

1 | 6
Movement

Starting Weapon. ... Dagger
Starting Armor.

Character Card

Attack Dice

They reflect the fighting power of the
Hero’s weapon. During the Quest, the
Hero’s attack strength will continually

be changed by events (spells, combat, etc.).

Defend Dice

They reflect the ability of the Hero to dodge
or absorb enemy hits. During the Quest, the
Hero’s defend strength will continually be
changed by events (spells, combat, etc.).

Body Points

They reflect the Hero’s physical strength.
The Barbarian is the strongest with 8 points;
the Wizard the weakest with 4 points.

Mind Points

They reflect the Hero’s wisdom,
intelligence and resistance to magical
influence. The Wizard has the greatest
mental strength with 6 points; the Barbarian
the least with 2 points.
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i I| Action 3—Search

For Treasure
Treasure is found only in rooms, not in
corridors. A room may be searched by
all 4 Heroes, but each individual Hero
may only search the room once, and
may do so only on his own turn.

Note: Some treasures are protected by a
trap. See Search For Traps on page 17.

How A Hero Searches

For Treasure

¢ As a Hero, you may search a room
for treasure only if the room is

uninhabited by monsters.

¢ As a Hero, you must first verbally

declare your search. Do so by say-
ing, “I am searching for treasure.”
Searching for treasure means you are
looking around, opening things, search-
ing for interesting objects and gold
coins, regardless of what square you are
on in the room. Do not move your
Hero figure when you search.

¢ If there is no special treasure called
out to Zargon in the Quest Book,
you, as a Hero, must draw a random
card from the Treasure Card deck and
read it aloud. The card could offer you
a variety of things, including riches and
magical potions. Record any gold coins
or potions on your Character Sheet.
These ““‘valuable’” Treasure Cards (gold
coins and potions) are NOT returned to
the treasure deck until the next Quest.

Note: If you wish, you may share the
gold coin treasures with the other Heroes.
Later, between Quests, you may use the
treasure to purchase additional weapons
and armor from the Armory. (See A Trip
To The Armory on page 14.)

Be careful! Almost half of the Treasure
Cards contain Wandering Monsters and

Hazards! These ‘‘bad’ Treasure Cards
ARE returned to the treasure deck and
may be re-drawn in the next treasure
search. IMPORTANT'! The Treasure
Cards must be shuffled before a Hero
draws one from the deck.

How Zargon Reacts

To A Hero’s Search
= For Treasure

As Zargon, if there is a special treasure
(as described in the Quest Notes), you
must read aloud the treasure description
once the treasure has been found. The
special treasure is discovered only once
by the first Hero who searches the room
for treasure, even if other Heroes later
search that same room.

If there is no special treasure in the
searched room, direct the searching
Hero to draw a Treasure Card as
described. However, if the Hero draws
a Wandering Monster or Hazard card,
do the following:

Wandering Monsters

These monsters pop out of holes and
hidden places, and wander into rooms.
(The monster that appears is listed in
the Quest Notes.)

As Zargon, you must place the monster
next to the treasure-searcher and
immediately roll Attack Dice. (Refer to
the Monster Chart on the Information
Screen for the correct number of Attack
Dice to use.) On this round, you can
only attack the treasure-searcher. After
the attack, the Wandering Monster
remains on the gameboard and can be
moved like other monsters.

Note: If the surrounding squares are
occupied, and it is not possible to place
a monster next to the searcher, put the
monster in the room as close to the
searcher as possible. Then, on your next
turn, the monster can move and attack
like other monsters.

16

Artifact Cards

These cards are special, as you will
discover in the Quest Notes. Keep these
cards behind the Information Screen.

Monster Cards

Spread out the 8 Monster Cards and put
them faceup near the gameboard so that
the Hero players can easily refer to them.
All the information on these cards can
also be found in the Monster Chart on
the Information Screen.

Chaos Spell Cards

There are 12 Chaos Spells. These spells
belong to Zargon and are very powerful, as
you will discover in the Quest Notes. Keep
these cards behind the Information Screen.

Note: Some Chaos Spell Cards will only be
used with the Quest Packs (sold separately).

Hero Spell Cards

There are four groups of Hero spells,
each group representing one of the 4
natural elements—Air, Fire, Water,
Earth. Each spell group contains 3

individual spells. The spell groups are
divided between the Wizard and the EIf.

Dividing The Spells

Direct the Hero players to divide the
Hero spells. The Wizard must first
choose one of the four spell groups.
Next, the EIf must choose one spell
group from the three that remain.
Finally, the two remaining spell groups
become the possessions of the Wizard.
A spell and its effects are explained in
detail on its corresponding spell card.

Suggestion: If this is the players’ first
Quest, the Wizard should take the Fire
spells, the EIf should take the Earth
spells, and the remaining spells should
go to the Wizard.

11. Finally, put 3 white combat dice
and the 2 red dice near the gameboard
where the Hero players can easily reach
them. Keep 3 white combat dice for
yourself.
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At the start of the first Quest, each
Hero is armed with a specific weapon.
Refer to the Hero’s Character Card
for his Starting Weapon and Attack
Dice number.

The Barbarian begins with the greatest
starting weapon, the broadsword.

The Dwarf’s starting weapon is a short-
sword. He also possesses an inner
strength—a special knack for disarming
traps.

The EIf also starts with a shortsword.
He is a good fighter and has some
knowledge of the magical arts. The EIf
begins each Quest with 3 magic spells
(one spell group).

The Wizard starts with a small dagger.
He has great knowledge of magic and is
a master spellcaster. He begins each
Quest with 9 magic spells (three spell
groups). However, he is handicapped by
his inability to wear normal armor or
use large weapons.

How A Hero Attacks
¢ As a Hero, you must roll the white
combat dice to attack. The number
of dice to roll depends on the weapon
you are using for the attack. (Check
your Character Sheet for your attack
strength.) Failure to roll any skulls
results in a failed attack.

‘ Each skull rolled is considered a hit,
resulting in 1 Body Point of damage
scored against the monster. If hit, the
monster immediately defends by rolling
its Defend Dice. If the monster’s Body
Points reach zero, the monster is
considered dead and is removed from
the gameboard.
(7 @
Qs

) Skull rolled.

l:] How A Monster Defends

¢ A defending monster rolls the
number of Defend Dice shown in
the Monster Chart on the Information
Screen. Each black shield rolled by the
defending monster blocks 1 hit from the
attacking Hero.

O ] Black Shield rolled.

¢ Many monsters are killed with only
1 hit. Some monsters, however, re-
quire more than 1 hit. (Refer to the
Monster Chart on the Information
Screen for a monster’s Body Points.)
For those monsters requiring more than
1 hit, monster damage 1s tracked by the
use of skull tiles. Zargon, for each hit
your monster sustains, you must record
the hit by placing a skull tile under the
monster figure on the gameboard.

®

Skull Tile

Note: If the monster survives the
attack, it cannot attack the Hero back
until Zargon’s next turn. (See How A
Monster Attacks and How A Hero Defends
on page 22.)

A Trip To The Armory

As a Hero, you may collect valuable
treasures, such as gold coins, during a
Quest. Between Quests, you may use
gold coins to purchase powerful
weapons and protective armor from the
Armory. (See cardboard platform.)

These weapons allow you to increase
your attack and defend strength, and
may also give you unique combat
advantages.

“*As you look down corridors and into rooms, I will reveal to
you many things, including closed doors, pieces of furniture, hideous
monsters, blocked squares, and dangerous traps that you have
sprung. 1 will place these items on the gameboard for you to see.
Their locations are known to me long before you, for they are shown
to me on my Quest Map—a document never to be seen by your eyes!
To discover that which I already know, you must move cautiously.
Peril lies in each step you take.

“‘As you venture deeper and deeper into the underworld,
you will be confronted by many foul monsters. These creatures will
greatly test your strength and courage. Some of you will battle them
using only your sword and armor. Your success or failure will be
determined by a roll of the combat dice, for these special dice reflect
your attack and defend strength. Others of you will have the mighty
power of magic spells to assist you. You must cast your spells wisely!

““While you may use your turn to engage in combat or to
cast a spell, you may instead choose to perform another action.
These include searching for treasure, secret doors, or traps. You may
even try to disarm a discovered, yet unsprung, trap. You must choose
your action carefully, for you may only perform one action on your turn.

““Once each of you has completed a turn, only then will I
take my turn. Prepare yourselves! My forces strike in great number. I
control every monster present on the gameboard and may move all of
them on one turn! Heed this warning. I am also armed with the
power of magic. Dare you test your magical strength against mine?

““Your journey awaits. Prepare to meet the unknown! Will
you survive the battles against my monster forces, or will your body
and mind be forever weakened? Will you suffer the damage of hidden
traps, or will you be able to locate and disarm them? Will you be
trapped by walls of stone, or will you discover secret doorways? Will
you find fortune through hidden treasures, or will greed and
carelessness be your downfall? We shall see where fate takes you.

“‘Come. Let the Quest begin . . .""

11
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