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New Tiles and Quest Map 
Symbols 
 
Iron Entrance Door 
This iron door is placed on the 
edge of the gameboard. Heroes 
line up outside the iron door to 
begin the Quest. 

  

 
 
Cloud of Chaos 
When surrounded by this mysterious, purple cloud, 
Heroes cannot "see" anything. 

 

 
 
Death Mist 
This mist is a deadly breath of Chaos 
which will harm all who are not evil.  

 
 
Sun Eye Room 

     

 
 
Weapon Packs 
These tiles represent weapons and 
other items dropped by the Heroes 
when they are transformed into 
Wolves. 

 

 
 
Wolf Tokens 
These represent Heroes in Wolf form.  
 
 
 
 
 
 
 

Throne Room 
The large throne room is used by evil rulers such as 
the Witch Lord. 
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New Rules 
Turning Heroes into Werewolves 
If a Hero is affected by a Werewolf's Curse spell or 
injured by the attack of a Werewolf, the Hero 
becomes a Werewolf, cursed to switch between Hero 
form and Wolf form. At the start of every turn, the 
Hero must roll 2 red dice to see if he transforms into 
a Wolf. A roll of 2 through 9 means the Hero 
remains in Hero form and under the control of the 
player; the Hero may move and act normally. A roll 
of 10 through 12 means the Hero transforms into a 
Wolf and Zargon controls him as a monster for 1 
turn (on Zargon's next turn). 
 
When a Hero transforms into a Wolf, replace his 
figure with a Wolf tile. All of his possessions are left 
in the square in which he transformed. Place a 
Weapon Pack tile in the square to represent the 
Hero's former possessions. The Weapon Pack tile 
stays on this space until the Hero returns to pick up 
his possessions. (Monsters cannot take the Weapon 
Pack.) 
 
This Wolf is a true monster, with no Hero abilities 
and all the abilities of monster (moves on Zargon's 
turn, attacks as a Giant Wolf, unaffected by traps or 
pits, cannot open doors, etc.). 
 
At the end of Zargon's turn, the Wolf transforms 
back into the Hero and returns to the player's 
control. The Hero figure replaces the Wolf tile. 
 
The Hero must roll for this transformation each turn 
until he is cured by drinking a Wolfsbane Potion (or 
the Potion of Restoration from the Alchemist's 
Shop). 
 
Large Monsters 
When a monster takes up more than one square (the 
Giant Wolf in this Quest Pack, for instance), that 
monster can attack anyone in any adjacent square 
(including diagonally), even if the monster's figure is 
facing away from the target. 
 
Spell Scrolls 
When a spell scroll is found, the Hero should record 
it on his Character Sheet. After the scroll has been 
used, it must be crossed off the Hero's Character 
Sheet. 
 
 
 
 
 
 
 

Spell Special Effects 
Several of the new spells have special effects which 
can be displayed on the board using the special 
counters. Details of each spell appear on each spell 
card while the general rules of effect are detailed 
below. 
 
Magical Barriers 
Wall of Ice and Wall of Flame spells allow the caster 
to build a solid barrier which will appear on the 
board as a card piece standing on a plastic base. This 
barrier may be placed across two squares on the 
gameboard to form a solid impassable wall that will 
remain on the board until it is destroyed. The wall 
may resist an attack by rolling the number of defense 
dice shown on the specific spell card and counting 
the white shields scored. If the wall takes one Body 
point or more of damage, it is destroyed and the 
piece is removed from the board. 

 

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

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

   
 
If an Earthquake meets a wall, that wall is breached 
and a breached wall token is placed there. Any figure 
may move through a breached wall. If a room which 
has not been explored is breached, the contents 
should be laid out at once. If the Earthquake meets a 
Magical Wall, both spells are cancelled and the 
pieces are removed from the board. 
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New Monsters 
Ogre 
All Ogres occupy one space on the HeroQuest 
gameboard. No other figure may pass through the 
same space as an Ogre figure, whether they are good 
or evil. Once an Ogre blocks a corridor, it stays 
blocked until he moves or is killed. 
 
Elven Archer 
Elven Archers may attack with 4 combat dice against 
any non-adjacent target in their line of sight. They 
attack with only 1 combat die if the target is 
adjacent. If an Elven Archer loses his bow he rolls 
only 1 combat die to attack. 
 

 
 

Chaos Sorcerer Spells 
Below are three new Chaos Spells which 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 a 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 
in hand to hand combat in that turn. If a Chaos 
Sorcerer casts a spell and is killed, that spell stops 
working at once.  
 
For example: If the Chaos Sorcerer uses a spell on a 
character and is killed before that character's turn, 
the Chaos Sorcerer's spell stops working at once. The 
character is free to move on his next turn.  
 
If a character has the Talisman of Lore, he receives 
an extra two Mind points. These Mind points count 
towards that character's Mind Combat total, as long 
as that character has the Talisman.  
 
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 character places 

one Mind Lock token on his character board for each 
turn he is 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 three skulls or more, he may remove 
all remaining Mind Lock tokens on his character 
board. A frozen character may not move, attack or 
perform any other action, but he may defend against 
other attacks using only one defense die.  
 
Dominate  
This spell allows a Chaos Sorcerer to take control of a 
hero for a 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 must score at 
least two skulls in his Mind Attack. If he is 
successful, 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 character as normal and may attack 
the other players with him. A character is only 
Dominated for the duration of the Chaos Sorcerer's 
turn. If the attack is unsuccessful, nothing happens. 
 
Mind Blast 
This spell allows a Chaos Sorcerer to inflict Mind 
point damage on another character 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 Mind Point 
score and add up the number of skulls they have. 
The one with most skulls, be it attacker or defender, 
then inflicts Mind point damage on his opponent 
equal to the number of skulls he has in excess of his 
opponent's score. If both scores are equal, neither 
character inflicts any damage. If a character or a 
monster loses all his Mind points as a result of a 
Mind Blast, he is 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. 
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