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I ntroduction

This Quest Pack contains three new adventures for the European
(UK/Australian) edition of HeroQuest:

e ‘Return to the Catacombs’
e ‘A Deal in the Dark’
e ‘Don’t Look Back’

These three Quests require only the contents and rules included
in the HeroQuest box. They are a little more complex than those
in the basic questbook, and are therefore best played near the end
of that book or later.

As they take place in different locations and are mostly unrelated
in narrative terms, the Quests do not need to be played in a
row—each can be played at any appropriate point in a longer
series. However, ‘Don’t Look Back’ is best played last.

Also included are two new Quest Treasure cards—the Spell Ring
(adapted from the North American edition of HeroQuest) and
the less desirable Cursed Spell Ring...
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“Return to the Catacombs

Tt seems that the Gargoyle you faced in your Trial has been replaced by another. This creature. ‘Revag. is

more ambitious than his predecessor and is slowly amassing a large force in order to seize power in the

Land. You must strike quickly before his force can establish itself. ‘Return to the
Catacombs you vVisited in your Trial. and may your memories of that day aid you in your
search for ‘Revag.

NOTES
A This chest contains 50 gold coins.
B This is Vaxatral, an apprentice necromancer who

has been experimenting on himself. Use the Chaos Sorcerer
figure to represent him. He has the following profile:

Attack 3 dice Move 6 squares Body 2
Defend 3 dice Mind 5

If Vaxatral is killed, he will immediately revive as a Zombie. If
the Zombie is killed, it will revive as a Skeleton. If the
Skeleton is destroyed, Vaxatral is gone for good. The door
marked ‘E’ can now be opened.

C This chest is trapped. Anyone who opens it without
searching for traps first will lose 1 Body Point. The chest is
empty.

D The Gargoyle in this room is Revag.
He must be defeated to complete the Quest.
The Chaos Warrior in this room is Revag’s personal
bodyguard and rolls 5 dice in defence. If a player searches for
Treasure in this room, they will find a strongbox hidden
under the table containing 200 gold coins.

E This door has been magically sealed and cannot be
opened until Vaxatral is destroyed.

F The treasure chest in this room is empty. However,
the cupboard contains a Potion of Healing, which will restore
up to four lost Body points.

Wandering Monster: Orc.
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A Deal in the Oark

“You are travelling home through gloomy wilderness when you sense that you are being watched. A harsh
voice bellow's from behind a rock: "Murg wants ya. Heard about how tough yer supposed ta be. “Prove it by

gettin' past his guards and he'll of fer yer a deal ya can't refuse. Follow me trail if ya
darel” You draw your weapons and investigate, but find only tracks leading into a dark ! i i\
crevice in the rocks. Cautiously. you begin to descend the rough stone steps... —

NOTES

A The Fimir in this room is Murg. He carries a spear
and the key to the secret door marked ‘B’. After you place the
contents of this room on the board, Murg tells the Heroes
that he has sealed the dungeon entrance and will not let them
leave until they fetch a ‘speshul ring’ for him. If the players
agree, Murg will give them the key. None of the monsters in
this room will move or attack unless the players refuse Murg
or attack any monster in the room. If they do this, all
monsters in the room will react immediately as if they were
Wandering Monsters. If Murg is killed, the key can be taken
from his corpse.

B This secret door can be found by searching, but will
not open without Murg’s key.

C The Skeleton in this chair was once the apprentice
necromancer Fexafrel, who made a fatal mistake in his
researches. Fexafrel has 1 Body point. He cannot move,

attack or defend himself, but can create one
undead monster per turn on any unoccupied
square in the room. Roll a combat die to
determine which monster is summoned. (Skull = Skeleton,
White shield = Zombie, Black shield = Mummy.)

If the players destroy Fexafrel and leave the room, then enter
again, Fexafrel will revive. Place a new Skeleton model before
his throne and replace all the monsters shown for this room
on the board. This will happen every time the players destroy
him, leave and reenter. It is best not to dwell on his fate.

D Place a dead Orc face-down on this square. The
Zombie is busy eating him and will not attack unless attacked
first. The treasure chest is empty, but a Hand Axe and a half-
empty Potion of Healing that will restore up to 2 lost Body
points can be found on the Orc’s body.

(continued on the next page)

Wandering Monster: Goblin (before opening the locked secret door); Skeleton (after opening the door)



E This Fimir is the last survivor of Murg’s search
party. He is armed with a bow (allowing him to make a
ranged attack with 2 combat dice) and carries the Spell Ring
that Murg seeks. He is frantic with fear and cannot be
reasoned with. The player who kills him should be given the
Quest Treasure card for the Spell Ring. If kept, it cannot be
used until the next Quest.

If the player returns the Spell Ring to Murg and erases it
from their character sheet, he will reopen the dungeon
entrance and let them leave—he values good business
partners.

F These treasure chests each contain 150 gold coins.
Searching for traps and secret doors will reveal a lever on the
wall that will reopen the dungeon entrance (if necessary),
allowing the players to escape via the stairs.

To complete this Quest, the players must escape from the
dungeon, with or without the Spell Ring.

If they take the Spell Ring with them, they will discover too
late that it is cursed. The player who holds the Spell Ring
card must exchange it for the Cursed Spell Ring card.
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Don't Look Back

“You have been captured! “While attempting to infiltrate an Orc=held dungeon. you were surprised and
overwhelmed by a seemingly limitless flood of monsters from deep within the complex. Fortunately. the

Orcs seem unaware of your well-practised lockpicking skills. You must overcome your
jailor, find your equipment and escape. “Proceed With caution. for in your weakened state.
danger lurks around every corner...

NOTES

As this Quest begins, the Heroes have been stripped of all
equipment, gold, weapons and other items (including spells).
They have also each lost 1 Body point. In combat, they roll
the number of dice shown on their character profiles, but
must roll black shields to hit and to defend.

To escape the complex and complete this Quest, the Heroes
must find and leave by the door marked with the arrow on
the right-hand side of the map.

A The Heroes begin in this room. There is nothing of
value here—if a player searches for treasure, they cannot
draw a Treasure card.

B Tell the players that there are two small Potions of
Healing on the table, each of which will restore up to 2 lost
Body points. Any Hero may take them if they are adjacent to
the table—this does not count as an action. The Fimir in this

room has a set of skeleton keys and a Hand
Axe of unusual quality for a monster’s weapon.
These may be taken when he is killed.

(Note that the Fimir cannot throw the Hand Axe.)

The skeleton keys may be used to lock any doors in this
Quest after they have been opened. A monster may try to
force open a locked door. To do so, it must attack the door
and score at least three skulls.

C This cell is full of bones and decaying corpses.
Draw no Treasure card.

D These two Goblins have shortbows. They may
make ranged attacks with 2 combat dice each. The table
represents a fortified barrier that cannot be moved across,
although it can be seen over. Remember that searches cannot
be conducted while monsters remain in the room.

(continued on the next page)

Wandering Monster: Orc.



E This treasure chest contains 200 gold coins.

F The Chaos Warrior in this room is spawning
monsters from evil-smelling vats. Place the two Pit Trap tiles
on the board to represent the vats. On each Evil Wizard turn,
roll a red die. If a 6 is rolled, the Evil Wizard player may
place an Orc, Goblin or Fimir next to one vat. It may act as
normal that turn.

G This is Toxatrul, an apprentice necromancer. Use
the Chaos Sorcerer figure to represent him. He has the
following profile:

Attack 3 dice Move 6 squares Body 2
Defend 3 dice Mind 5

If the players have encountered his brothers Vaxatral and
Fexafrel in previous Quests (‘Return to the Catacombs’ and
‘A Deal in the Dark’), Toxatrul will be so shocked to learn of
their fate that he will miss his first turn. After this he will
attack twice per turn in his rage.

If Toxatrul is killed, he will raise the dead in the complex
with his last vindictive breath. The Evil Wizard player may
then place six undead figures in the room marked ‘C’, using
any combination of Skeletons, Zombies and Mummies.

H This room contains all of the players’ missing
equipment, gold, spells and other items. The first player to
enter this room may claim any or all items (except the spells
if he cannot use magic). Also, if a player searches for
treasure, they will discover the Spell Ring. That player should
take the appropriate Quest Treasure card.



D esign notes

All three of these Quests were originally written in
my childhood and early teens. I’ve revised each
Quest to (hopefully) improve its quality.

‘Return to the Catacombs’

This is a straightforward Quest, set in the same
dungeon as ‘The Trial’ and with much the same
goal—Kkill the boss monster and take the gold! I've
resisted the urge to tinker with it too much, apart
from adding a special character.

‘A Deal in the DarR’

This is the most unconventional of the three
Quests presented here, involving a simple ethical
dilemma for the players—should they cooperate
with the monsters or attack them?

The layout and goals of this Quest have changed
considerably from its original incarnation (known
as “The Liche Mage’), which was another rather
unimaginative ‘find the baddie and kill him’
mission. I’ve kept one important concept from the
original—Orcs who are having a spot of trouble
with unruly Undead neighbours—and elsewhere
taken inspiration from what I hope is an obvious
source.

The Quest also provides a way—or so it may seem
to the Heroes at first—for European-edition
players to obtain a Quest Treasure unique to the
North American edition of HeroQuest: the Spell
Ring.

‘Don’t Look Back’
Originally titled “The Breeding Vats’ and
requiring tiles from the expansion packs, this
jailbreak Quest has been given a thorough
overhaul so that it can be played with the contents
of the HeroQuest boxed game alone. Bravado is
likely to get the Heroes killed in this Quest—they
must be prepared to run for their lives!

The Quest contains a minor bonus (or perhaps
extra challenge) for players who have completed
‘Return to the Catacombs’ and ‘A Deal in the
Dark’.

The true Spell Ring can be obtained in this Quest.
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