pron

RSN,

e aaiiad

For 2 Players



You have chosen the path to adventure on your own. This path is not an easy
one to take but with your skill and a bit of luck, you could overcome the evil
that plagues the land. What lies within the dark catacombs of unexplored
dungeons and forgotten keeps in the heart of the Chaos Army’s empire?

Do you have what it takes to strike it out on your own, find adventure or
riches and become a true Hero? With those questions in mind- your Quest
begins...

This expansion pack is designed to accommodate a single player who will
assume the role of a Hero and another player who will assume the role of
Zargon. The player chooses to be the Barbarian, Dwarf, EIf or Wizard before
game play begins and will use that Hero throughout all three Quest.

Rule Changes:

All standard rules found in the original HeroQuest starter box will apply for
the exception of two rules. Due to the difficulty of this expansion pack, the
Elf Hero will be allowed to pick any one of the four sets of elemental spell
cards from the HeroQuest starter box at the beginning of each Quest. The
Wizard Hero is allowed to use all four sets of elemental spell cards.

Two additional room tiles and four artifact cards are included on the last two
pages of this book to be used only with this expansion pack.
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NOTES:
A. This treasure chest contains 100 gold coins and one Healing C. Froq’s study is in this room. He is busy using the Mage Stone to
Potion. prepare a new evil spell. If disturbed, Froq will immediately cast the

Summon Orcs Chaos spell.
B. The Chaos Warrior in this room is made of stone and will not
move or attack. For the exception of one weapon, all other weapons Froq’s stats are that of a normal fimir and he will fight the Hero until
on the weapon rack are broken, rusted or of no use (see below). he receives damage. Once he does, he will cast the Escape Chaos
spell, fleeing the fort.

If the Hero is the Barbarian, he will find Rohn’s Shield on the

weapon rack. Give the Hero the Rohn’s Shield artifact card. If the Hero searches for treasure, he will find the Mage Stone on
Froq’s alchemist bench. Upon returning to the stairs with the Mage
If the Hero is the Dwarf, he will find Morum’s Axe on the weapon Stone, the Emperor will reward the Hero 200 gold coins.

rack. Give the Hero the Morum’s Axe artifact card.

If the Hero is the Elf, he will find an Arm Band of Healing on the
weapon rack. Give the Hero the Arm Band of Healing artifact card.

If the Hero is the Wizard, he will find Morcon’s Bracers on the
weapon rack. Give the Hero the Morcon’s Bracers artifact card.

Wondering Monster in this Quest: Goblin
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NOTES:

A. This treasure chest contains one Potion of Strength.
B. When opened this treasure chest will shoot a volley of arrows at the Hero causing him to lose 2 Body Points.

C. This treasure chest contains 20 gold coins and a Ring of Return.
Give the Hero the Ring of Return artifact card.

D. Froq is in this room reading from an ancient spell book. As the Hero opens the door or enters the room, Froq will attack on his next
turn if able and will fight the Hero to the death.

His stats are the same of a normal fimir.

Froq can cast the following Chaos spell: Lightening Bolt

Wondering Monster in this Quest: Goblin
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Solo Quest 3

The Jail Break

“While returning from Froq’s lair, you were captured Your captors can be heard shuffling and talking in the
and imprisoned by Chaos forces. You have been adjacent rooms and it sounds like your fait is near.
stripped of your equipment, armor and weapons and Perhaps with a little planning, you might find a way out
awaken to find yourself trapped in a iron cage. of your iron prison?”
This is no way for a Hero to perish!
—— - —_—
NOTES:

A. If the Hero searches his cell he will find the tip of a broken dagger blade hiding in the crevice between two paver stones. The Hero may
make an attempt at picking the lock to his cell three times before the dagger blade breaks sealing his doom. The Hero must roll one combat
dice, resulting anything other than a black shield, he fails. After the third failed attempt the Hero eventually meets his fait via torture and
starvation.

B. If the Hero searches this room he will find all of his original equipment, armor, weapons and spells. Both his Body Points and Mind
Points are fully restored.

C. One of the treasure chests contains 52 gold coins and the other contains one Heroic Brew.
D. The treasure chest in this room contains two throwing daggers.
E. This is a great chasm and the only way out of this prison. The Hero must jump over the pit to escape and is allowed only one attempt to

succeed or he will perish in the depths of chasm. To successfully jump the chasm the Hero must roll the number of combat die equal to his
Mind Points. If the result is equal to or more white shields and/or skulls than black shields the attempt is successful.

@ Wondering Monster in this Quest: Orc



Arm Band of Healing

Restores 2 Body Points once per
Quest. If the wearer’s Body Points
are reduced to zero, use
immediately to restore 2 Body
Points.

©1991,M.B. Co.

Rohn’s Shield

This magical shield allows the user
to throw one extra combat dice
when defending. Once per Quest
the user may deflect one Chaos
spell back at the caster. May only
be used by the Barbarian.

©1991,M.B. Co.

Morum’s Axe

These magical bracers can be worn This magical axe can only be used

only by the Wizard, giving him by the Dwarf. When using it, roll

two extra combat die when three combat dice when attacking
defending. or four combat dice when

attacking a Chaos Warrior.
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