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Avel is an ancient, magical land whose origins are lost in the mists of time. The sky bends under the weight of countless moons 
inhabited by gods - some known, others already forgotten by humanity and remembered only by beings living in the deepest 
abysses. After years of peace, dark forces are returning to Avel, and evil awakens.

Due to the recent events concerning Shards of Evil, a whole network of ancient tunnels, chambers, and caves have been 
discovered beneath Avel Castle. Countless treasures are hidden there, as well as Dust, an extremely valuable magic source. 
Mining work began immediately. But soon, miners went missing - some disappeared without a trace, while others returned 
transformed into horrible creatures. Sometimes the underground trembles, and whispers of dark secrets can be heard in the 
sticky, cold darkness.

Once again, Avel needs heroes! Queen Sarisa calls! Set out to discover ancient secrets, drive away monsters, and create new 
Dungeon Legends!

Assemble the boxes and place individual components in them as follows:

1 skill use 
marker 1 starting  

fairy token 
(marked with  
a Scout icon)

Knight’s box

1 Knight standee
(attach it to a base)

6 toughness  
tokens

4 Dust tokens

When fully armored and armed, 
a Knight of Avel is an unstoppable force.

10 Knight 
cards

1 skill use 
marker

Smith’s box

1 Smith standee 
 (attach it to a base)

5 toughness  
tokens

6 Dust tokens

� e Smith’s weapon is a tool 
from her workshop.

10 Blacksmith 
cards

1 skill use 
marker

Scout’s box

1 Scout standee 
 (attach it to a base)

5 toughness  
tokens

5 Dust tokens

� is fairy, rescued from a mimic’s claws, 
guides the Scout in the dark.

10 Scout 
cards

1 starting  
fairy token  
(marked with  

a Sorceress icon)

1 skill use 
marker

Sorceress’s box

1 Sorceress standee 
(attach it to a base)

5 toughness  
tokens

5 Dust tokens

� e Mage Warriors of Kor teach 
how to combine swords and sorcery.

10 Sorceress 
cards

1 cave-in standee 
(attach it to a base)

4 trap tokens

1 six-sided die

Game components
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18 fairy 
tokens

Spend 3  to draw a card, OR discard 1 card 
& spend 1  

 to draw a card, OR discard 1 card 
 to take a  

 to draw a card, OR discard 1 card 
from this card. 

During setup, put 2 random 
fairies face up on this card. 

A living � ame endowed 
with malevolent intelligence.

Starts a � re at the ballista.

Firesnake
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Miners especially avoid damp fetid tunnels, 
because arachnids o� en lurk there.

ArachnidArachnid

Sorceress’s box

5 toughness  
tokens

Box  
for universal  
pieces

1 cave-in standee 
(attach it to a base)

4 trap tokens

Box  
for Chapter I 
“Fire”

3 reaver  
standees 

(attach them  
to bases)

3 portal  
standees 

(attach them  
to bases)

1 darkness 
token

21 monster  
damage tokens

1 six-sided die

4 threat 
tokens

15 fire tokens

1 mud token
4 bucket tokens

6 Chapter I 
location 
cards

10 Chapter I 
cards

Spend 4  to reveal the top 2 cards of the 
game deck. Return each (in either order) 

to the bottom or top of the deck. 
(But the magic eater must go to the top.)

From the darkness between the stars, 
something arrived, hungry for magic. 

And magic is abundant in Avel...

Magic eaterMagic eater

Ignores

When this card appears, each player 

puts 3 
When this card appears, each player 

on this card.
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1 sabotage 
token

6 magic storm tokens

4 player boards
Box for advanced 
item cards and 
“U” cards.

Box for fairy tokens 
and skill tokens

Many wars have been fought to obtain 
jewels like this Ring of Kings. 

Do not throw it into lava.

deck of 22  
advanced item 

cards

4 starting 
monster 

cards

deck of  
20 universal  

cards “U” Corrupted knights, full of darkness and fury, 
who reached the edge of the dark abyss.

Knight of DarknessKnight of Darkness

Box  
for Chapter II  
“Lunar Conjunction” 

8 skill  
tracks

6 Chapter II 
location cards

10 Chapter II 
cards
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Box for Chapter III 
“The Crystal Thieves”

Box for Chapter V 
“Heart of Darkness”

Box for Chapter IV 
“The Floor is Lava”

Game mat

Hero path 
divided  

into 7 spaces

Spend 2  to attack the nearby 
monster with 2 

 to attack the nearby 
. 

Extra cartExtra cart

Ignores           .

Put this card in space 1 of the monster 

passage. Put 2 
Put this card in space 1 of the monster 

on it. If this card ever has 

2 adjacent empty spaces on the monster passage, 

move both 2 adjacent empty spaces on the monster passage, 

 to the nearby location 

card and remove the extra cart card.
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25 Crystal  
tokens

1 key 
token

1 gate standee 
(attach it to a base)

1 shortcut 
token

1 bats standee 
(attach it to  

a base)

2 guild 
tokens

1 cardboard cart
You will lose... You have no chance...

Your friends will betray you...
Only in darkness will you � nd solace...

MadnessMadness

4 madness 
cards

5 lava  
tokens

1 exploding 
magma token

1 ancient  
machinery dial

Assembly diagram for cart

Spend 2  and discard 1 card to take 1 .

During setup, put 2 random fairies 
face up on this card.

It is unknown how many of these creatures have 
escaped from the tunnels. � is is important because 

they can survive – albeit brie� y – on the surface.

Messenger of darknessMessenger of darkness
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Born of forgotten nightmares, the Living Darkness 
slithers like a serpent, devouring 

all light and warmth.

Living Darkness HeadLiving Darkness Head

Whispers of darkness bring the promise 
of dissolution and oblivion.

Living Darkness BodyLiving Darkness Body

Darkness has neither beginning nor end. 
It is omnipresent and eternal. And it shall 

consume everything.

Living Darkness TailLiving Darkness Tail

1 Living  
Darkness 
Head card

1 Living  
Darkness 
Tail card

10 Living 
Darkness 

Body cards

2 magic shock tokens

1 fissure 
token

Assembly diagram  
for ancient machinery

During setup, put 2 random fairies 
face up on this card.

Spend 3 to take 1  or 2 cards.

� ese bizarre creatures feed on absorbed 
heat – and also on living organisms.

Lava slugLava slug
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6 Chapter IV 
location cards

10 Chapter IV 
cards

6 Chapter III  
location 
cards 10 Chapter III 

cards

6 Chapter V 
location cards

10 Chapter V 
cards

1

2

3
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“Dungeon Legends” is a cooperative card game set in the world of Avel. Players take on the 
roles of heroes setting out on a dangerous mission in the dark corridors under Avel Castle. 
As they play subsequent chapters, players must reach the deepest levels and defeat the evil 
lurking there. At the same time, they cannot allow any monster to reach the castle.

The game is divided into 5 chapters describing the team’s expedition into the underground. 
The group will struggle with fire, unravel the mystery of ancient machinery, explore aban-
doned mines of magical Dust, escape from a lava flood, and finally confront primordial evil.

All chapters use the same basic game rules, plus each chapter introduces new cards, 
special rules, and victory objectives. Although we recommend playing the chapters in order, 
if you particularly like a chapter, you can play it multiple times. You can also skip one that 
you don’t enjoy. After all, these are your Legends!

Game mat

Hero path 
divided  

into 7 spaces

Fairy token  
market 6 spaces for chapter  

location cards
Space that lets you  

remove a threat token

Advanced item  
card market

Entrance  
to Avel Castle

Spaces for trap 
tokens

Spaces for 
threat tokens

Monster passage  
divided into 6 spaces

Space for the universal 
card deck “U”

1 fissure 
token

Space  
for advanced  

item card deck
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  Each hero has their own deck of cards with their own playing 
style. Before playing, familiarize yourself with the decks and 
choose the heroes that best fit your preferences or the chap-
ter’s requirements.
  During the game, each hero always has their own deck of 
10 cards.

Note: It is not possible to remove cards from these basic decks 
during the game.

The player aid explains the icons on hero cards.

Basic hero cards
The player aid explains the icons on the advanced item cards.

  Advanced item cards allow you to expand your hero’s deck 
with the ability to do various additional actions. You may gain 
advanced item cards from the market, typically by defeating 
monsters. Each such card gives you a choice of 2 actions. 
The top action has no cost. The bottom action requires paying 
a cost in Dust. 

   When you play an advanced item card on your turn, you can 
do 1 of its 2 actions (free OR paid). 

  After completing a chapter, each player must remove all but 
one of their advanced item cards. If you keep one, you’ll begin 
the next game with 11 cards in your hero deck (your 10 ba- 
sic cards + 1 advanced item card). You cannot exchange your 
advanced item cards with other players.

  Fairies are helpers. Players can gain fairy tokens during play.
  After gaining a fairy, place it on your player board. At all 
times, you can only have as many fairy tokens as you have 
slots for them on your board (1-3).
  You can use your fairy’s action any time during your turn. 
You can use several fairies from your player board in the 
same turn.
  You cannot give fairies to other players.
  After doing a fairy’s action, put the fairy in the used fairy 
pile beside the mat. If the fairy pool is empty when a player 
puts a fairy token into the fairy market, or when a card effect 
lets a player take a fairy token, then shuffle the used fairies 
face down to refill the fairy pool.

The player aid (pages 27-28 of the Book of Chapters) explains 
more about how fairies work.

Note: 2 fairy tokens are marked on the 
back: 1 has the Scout icon, and 1 has the 
Sorceress icon. These fairies start the game 
on the indicated hero’s player board - they 
do not go to the general pool of fairy tokens.

� e Smith’s weapon is a tool 
from her workshop.

Forged by the Lady of the Silver Globe 
and imbued with the magic of Dust, 

its light illuminates the darkness.

Character 
icon

Story  
text

Available  
action

Bottom action 
and its cost  
in Dust

Top action

Card back

Advanced item cards

Fairies

Card backStory text

Token 
back

Token  
action
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The universal “U” deck has 20 cards that are used in each 
chapter. When you play each chapter, you will add an extra  
10 specific cards to the “U” deck that are only used while playing 
that chapter (I-V), so the game will have 30 cards in the deck.

There are 2 types of universal cards:

  Vertically oriented cards are monster cards. When you reveal 
a monster, you put it on a space in the monster passage.

Monster cards marked with the letter “S” are starting cards for 
each chapter. Shuffle them, then deal as many cards as the 
number of players face up onto the monster passage spaces 
closest to the castle: the first card onto space 6, the second card 
onto space 5, and so on.

Cave-in (1 card): When you reveal this card, 
roll the die to find which part of the passage 
collapses. Place the cave-in token to separate 
the spaces with that number on the hero path 
and the monster passage. Heroes on that 

space cannot attack a nearby monster on the other 
side of the cave-in. To remove the cave-in token, 
a hero on the caved-in space must spend 3 [sword].

Shock (1 card): When you reveal this card, 
each player loses 1 toughness token from their 
player board. Any player who thus loses their 
last toughness must immediately return to the 
castle to recover. End the current player’s turn 
and follow the hero return procedure (page 9).

  Panic attack (1 card): When you reveal this 
card, move all heroes 1 space to the left (away 
from the castle entrance). Any hero on the 
leftmost space does not move, but instead hits 
the wall, causing that hero to lose 1 tough-

ness. Any player who thus loses their last toughness must im-
mediately return to the castle to recover. End the current player’s 
turn and follow the hero return procedure (page 9).

The lights are going out (1 card): When you 
reveal this card, roll the die to find which 
location becomes dark. Place the darkness 
token on the location card at that numbered 
space. You cannot use the location while it is 

dark. To remove the darkness, a hero must stand on the hero 
path space beside this location and spend 3 Dust. Removing the 
darkness does not count as using the location, so you can still 
use the location in the same turn after removing its darkness.

Threat (3 cards): After revealing this card, 
roll the die to find which space in the monster 
passage receives a threat token. If the rolled 
space already has a threat token, return the 
new threat back to the pool.

When you attack a monster on a space with 
a threat token, apply the threat effect in ad-
dition to the monster’s own effect. To remove 
a threat token, use space number 7. 

Card back

“If any of you come back from the tunnels 
empty-handed, I’ll tear your arms off!”

Cave trollCave troll

Monster 
name

Reward 
for defeating 
the monster

Toughness

Story text Deck  
identifier

Monster’s 
attributes

Roll the die and place the cave-in token at the 

indicated number on the spaces between the hero 

path and the monster passage. Heroes cannot attack 

a monster on that space. Spend  path and the monster passage. Heroes cannot attack 

 to remove the cave-in.

An earthquake caused a cave-in here. A mass of boulders 
and earth blocks the way to attack the enemy.

  Cave-in  
Immediate  

effect

Deck identifier 
(e.g. “U”)

Event name

Story  
text

Roll the die and place the cave-in token at the 

indicated number on the spaces between the hero 

path and the monster passage. Heroes cannot attack 

a monster on that space. Spend  path and the monster passage. Heroes cannot attack 

 to remove the cave-in.

An earthquake caused a cave-in here. A mass of boulders 
and earth blocks the way to attack the enemy.

  Cave-in  

Each hero loses 1 toughness.

The mines tremble as if something shifted 
deep underground. Stones fall from the ceiling, 

and fissures form beneath your feet.

  Shock  

Each hero moves 1 space farther 

from the castle. Each hero that cannot 

move loses 1 toughness.

Something whispers in the darkness, planting doubt and fear, 
even in the hearts of Avel’s heroes, who must step back 

to regain their courage.

  Panic attack  

Roll the die and place the darkness token on the 

indicated chapter location. Its action cannot be used. 

Spend 
indicated chapter location. Its action cannot be used. 

to remove the darkness token.          

A sudden gust of icy wind blows from the depths of the mine, 
darkening lanterns, torches, and even the glow of Dust.

  � e lights are going out  

Something is helping them, 
urging them to � ght, directing them...

  � reat  

Roll the die and place a threat token next 

to the indicated space of the monster passage.

Universal “U” cards

In each chapter, add 10 chapter cards to this deck for the dura-
tion of that chapter. As the deck runs out, the end of the game 
gets closer. If you must draw a card from the deck, but it is 
empty, you lose! 

Monster cards (13 cards). If you reveal a monster, 
put its card on the leftmost space (number 1) of the 
monster passage. If this space already has a card, 
then first shift that card one space to the right (to-
ward the castle), possibly shifting additional cards 
similarly, as needed.

  Horizontally oriented cards are event cards. When you reveal 
an event, you apply its immediate effect and then discard the 
card to the discard pile.

“If any of you come back from the tunnels 
empty-handed, I’ll tear your arms off!”

Cave trollCave troll

Description 
of effect

Place 2 threat tokens, 1 each on 2 di� erent 

random spaces of the monster passage.

Moist darkness is absorbing the light... Something is lurking 
in the shadows... An attack could come from any direction!

 � reat 
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Player boards track each hero’s toughness and hold their fairy 
and Dust tokens and their skill track.

Each player board has 2 places to store Dust tokens.
Space for inactive Dust tokens: This is your pool of Dust that 

you cannot spend to pay action costs. When you regain a Dust 
token, move it to one of your spaces for ready-to-use Dust. 

Spaces for ready-to-use Dust tokens: You can use Dust on 
these spaces to pay action costs. When you pay Dust to do an 
action, move those Dust tokens to the space for inactive Dust. 
Later during play, you can move those Dust tokens back from 
inactive to ready-to-use.

Each player board has from 4 to 6 spaces for ready-to-use 
Dust tokens.

Each skill track lets you do a special action 3 times during the 
chapter. Use your skills in order from left to right on your skill 
track. You may use more than 1 skill in your turn. Mark that 
you used a skill by advancing your skill use marker to the next 
slot (from left to right).

Players take turns in clockwise order from the starting player.
During their turn, a player plays cards from their hand and 

applies the card effects, attacks monsters, and uses locations.
Note: A player can use each location only once during their turn.
During a turn, put played cards in your played card pool. At 

the end of the turn, those played cards go to your discard pile. 
At the end of the turn, unplayed cards also go to your discard 
pile. After playing your turn, you immediately draw 5 cards from 
your deck. If your deck is empty when you need to draw a card, 
shuffle your discard pile to create a new deck from them, then 
continue drawing cards into your hand.

Each card has icons at the top that show what actions the 
card lets you do. To do the bottom action on an advanced item 
card, you must pay the action’s cost by discarding the indicated 
number of Dust tokens. The player aid has a list of actions and 
how they work.

Reminder  
to convert cards 

into actions

Hero icon

Spaces  
for toughness 

tokens

Spaces  
for ready-to-use 

Dust tokens

Space  
for skill track

Spaces  
for fairy tokens

Space  
for inactive 
Dust tokens

You can do any 1  
of the 4 indicated actions.

You can do the 1 action printed 
next to your skill use marker’s 

current slot.

Player boards

Dust

Skill tracks

Basic game flow
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During your turn, you can do any combination of the follo-
wing actions:

  Play any number of cards to do their actions.

  Discard any 3 cards to your discard pile to do 1 of these 
4 actions: / / / .

  Use your hero’s current location. You can use each location 
only once in a turn.

  Use one or more skills allowed by your skill track.

  Do one or more actions of the fairy tokens on your player 
board.

During your turn, you can play any number of cards from 
your hand. At the end of your turn, place all unplayed and 
played cards in your discard pile. Then reveal the top card 
of the game deck and resolve its effect. Afterwards, you’ll 
draw your 5 new cards and end your turn.

  If you reveal a monster card (vertically oriented), place it 
face up in the leftmost space (number 1) of the monster 
passage. If this space already has a card, then first shift 
that card one space to the right (toward the castle), pos-
sibly shifting additional cards similarly, as needed. If you 
must shift a card from the 6th space to the right, into the 
castle, then the game ends: you lose!

  If you reveal an event card (horizontally oriented), apply 
its effect. Then discard it to the game deck’s discard pile 
beside the mat.

If you or any other player removes the last toughness token 
from their board, do the following hero return procedure:

  At any moment, if any player removes their last toughness 
token, the active player’s turn is interrupted.

  Each player who removed their last toughness regains 
all their toughness and puts their hero on space number  
7 (closest to the castle).

  The active player, whose turn was interrupted, must reveal 
and resolve 2 cards from the game deck, instead of 1 card.

Note: This can cause 2 monsters to appear in the monster 
passage in a single turn!

The game is over when:

  You complete the chapter goal (you win).

  A player should draw a card from the game deck at the 
end of the round but cannot because the game deck is 
empty (you lose).

  Moving cards in the monster passage causes a monster 
to move from space 6 to the castle (you lose).

  A chapter-specific rule can cause the game to end.

Player turns

Hero return procedure

End of chapter

Chapters and campaign mode

You can play any chapter separately, not in campaign mode, 
if you like. If you play a chapter separately, then during setup 
(except for Chapter I), each player adds 1 advanced item card 
to their own deck: in turn order, starting with the first player, 
you each take 1 card from the market and refill the market 
with the top card from the advanced item deck, until everyone  
has taken a card. You each shuffle your selected card into your 
deck before drawing your 5 starting cards.

If you play a campaign, i.e. a series of chapters, then each 
time you finish a chapter, you can each select 1 advanced item 
card from your own deck to keep for the next chapter. Return 
all unselected advanced item cards back to the advanced item 
deck.

You each put your selected ad-
vanced item card into your 
own hero box to use in the 
next chapter. You can 
have only 1 advanced 
item card in your deck  
in this way after a chap-
ter, but you do not have 
to keep the same card 
each time. 

Whether you’re play-
ing an individual chapter 
or a campaign, at the start of 
every chapter, you always select 
a skill track for your hero. This is 
a strategic decision in preparing 
for a given chapter.



10

SETUP FOR CHAPTERS I–V.

Each chapter includes additional specific setup steps for that 
chapter.

1.1.  Place the game mat in the middle of the table.

2.2.  Place the game deck (i.e. the universal deck “U”) face down 
on its space. (You don’t need to shuffle it yet.)

3.3.  Shuffle the starting monster cards and draw as many cards as 
there are players. Then place them face up on empty spaces 
in the monster passage, one per space, starting on the closest 
empty space to the castle.

4.4.  Shuffle the fairy tokens face down in a pool beside the left 
end of the mat. Put 3 random fairy tokens face up on the  
3 spaces of the fairy market on the mat.

5.5.  Take the monster damage tokens from the box of universal 
tokens and put them beside the upper edge of the mat. Put 
the other tokens beside the lower edge of the mat.

6.6.  Each player takes their selected hero’s player board and box 
of components. Each player shuffles their player deck and 
puts it face down to the left of their player board, then draws 
5 cards for their starting hand.

7.7.  Each player chooses 1 skill track and puts their chosen skill 
track on their player board. Put your skill use marker in the 
leftmost slot of your skill track.

8.8.  Choose the first player – this should be the person who most 
recently played Chronicles of Avel, or the oldest player. The 
first player puts their hero standee on space number 6 of the 
hero path. In clockwise order, the following players put their 
hero standees on spaces 5, 4, 3.

9.9.  Shuffle the deck of advanced items and place it face down on 
its space at the castle entrance. Draw the top 3 cards from 
this deck and place them face up on the 3 market spaces 
beside the deck.

Follow the additional setup steps of the specific chapter you 
want to play.

Game setup    
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Smith setup

  Put 5 toughness tokens on their spaces on the 
player board. Put 6 Dust tokens on the inac-
tive Dust space. Move 2 of these Dust tokens to 
ready-to-use Dust spaces.

 
Scout setup

  Put 5 toughness tokens on their spaces on the 
player board. Put 5 Dust tokens on the inac-
tive Dust space. Move 1 of these Dust tokens to 
a ready-to-use Dust space.

  Put the fairy token marked with the Scout’s sym-
bol on a fairy space.

 
Knight setup

  Put 6 toughness tokens on their spaces on the 
player board. Put 4 Dust tokens on the inac-
tive Dust space. Move 1 of these Dust tokens to 
a ready-to-use Dust space.

 
Sorceress setup

  Put 5 toughness tokens on their spaces on the 
player board. Put 5 Dust tokens on the inac-
tive Dust space. Move 1 of these Dust tokens to 
a ready-to-use Dust space.

  Put the fairy token marked with the Sorceress’s 
symbol on a fairy space.



A one-player game follows the same rules as the basic mul-
tiplayer game, with the following exceptions:

   When setting up the game, choose 2 heroes and their  
2 base decks. Choose 10 cards (from those 20 available) 
to make your single deck of 10 cards.

   You use the 2 player boards of your chosen heroes, track-
ing each hero’s toughness, Dust, skills and fairies sepa-
rately on each hero’s player board.

   You play with those 2 heroes on the mat. Each turn you 
can spend cards and do actions for the 1st hero or the 
2nd or both, as you like.

   If you gain an advanced item card, add it to your deck 
as usual.

   At the end of each turn, draw only 1 card from the game 
deck as usual.

Solitaire play
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You boldly descend. You recall Queen Sarisa’s words: “Do not fear the darkness, for the light of the moons will always be 
with you.” You pass an ancient gate that was destroyed during the recent attack on the Castle by frog-like amphiozes. But 
now, instead of the hordes of monsters you expected, an ominous silence greets you... And it seems too bright here; through 
the openings of various passages, you see an orange flickering glow, and it’s getting hotter... The upper levels of the mine 
are on fire, and monsters are lurking in the flames! If you do not extinguish the fire, further progress will be impossible!

  Take the components from the box for Chapter I “Fire”. Shuffle 
the 6 location cards and randomly place them face up on the 
6 location card spaces. Add the 10 Chapter I cards to the 20 
base game “U” cards on the mat. Shuffle these 30 cards and 
place them face down on the mat.

  Choose the difficulty level you prefer 
and put fire tokens on the con-
flagration card: easy = 6 tokens, 
normal = 7 tokens, hard = 8 tokens. 
Put the remaining fire tokens near 
the mat.

Chapter I setup

To win Chapter I, you must extinguish all fires.

  Take 2 random fairy tokens from the 
pool beside the mat and place them 
face up on the fairy sanctuary 
location card.

  Each player takes a bucket 
token and places it with  
the empty side up above 
their player board.

  You are ready to play Chapter I.

Chapter I goal

Difficulty level 2/5

Chapter I “Fire”

Hint: if your hero has a full bucket but cannot reach 
a fire this turn, you might want to trade buckets with  
a player whose hero can reach a fire to extinguish it.
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Fairy sanctuary: Do 1 of these actions:

  Spend 3 Dust to draw 1 card from your deck 
into your hand.

OR 

  Discard 1 card to your discard pile and spend 
1 Dust to take 1 fairy from this card. Then put 
a random fairy from the fairy pool onto this 
card to refill this card.

Conflagration: This location is the source of the 
fires. To extinguish a fire (remove 1 fire token 
from the mat), a hero with a full bucket must be 
on the space beside the location with the fire. The 
hero empties their bucket (flip the bucket token 
to its empty side).

Each time a player extinguishes a fire (removes 
1 fire from the mat), they can take an advanced 
item card from the market (put it on top of their 
deck) or take a fairy token from the market (then 
replace the taken item or fairy with a newly drawn 
one).

Empty your bucket here to remove 1 � re, 
then take a fairy or advanced item 

card from the market.

During setup, put 6 (easy), 7 (normal), 
or 8 (hard) � re tokens on this card.

Spend 2  to target a monster at range 1-5. 
Roll the die and apply 0, 1, or 2 damage.

Spend 3  to � ll your empty bucket.

Spend 2  to � ll your empty bucket.

Spend 3  to draw a card, OR discard 1 card 
& spend 1  

 to draw a card, OR discard 1 card 
 to take a  

 to draw a card, OR discard 1 card 
from this card. 

During setup, put 2 random 
fairies face up on this card. 

Spend 2 to 5   to put the trap with 
that strength onto an empty trap space.

  At the end of your turn, if your hero is beside a location with 
a fire token, remove 1 toughness marker from your player 
board.

  Heroes in the same space can trade buckets if one has a full 
bucket and the other has an empty bucket. Alternatively, 
both players can simply flip their bucket tokens, so the full 
bucket becomes empty, and the empty bucket becomes full.

Chapter I rules

Location cards

Ballista: Target one monster (on any other space) 
with the ballista. Spend 2 Dust, then roll the die 
to see how much damage (0-2) the ballista causes 
to that monster.

If your hero defeats a monster with this attack, 
you receive rewards as usual.

Ancient fountain: Spend 3 Dust to fill your empty 
bucket with water. (Flip your bucket token to its 
full side).

Underground lake: Spend 2  to fill your empty 
bucket with water. (Flip your bucket token to its 
full side).

Master of Traps: Spend 2 to 5 Dust to place an 
available trap token with that printed number  
(2, 3, 4 or 5) on 1 empty trap space (1 of the  
2 marked trap spaces on the monster passage).

If a moving monster passes over the trap, the 
monster takes damage equal to the trap token’s 
number. Return the trap from the mat to the pool 
and put that many damage markers onto the 
monster card. If this defeats the monster, remove 
it from the mat, but there is no reward when a trap 
defeats a monster.
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Fire: (2 cards). Roll the die to see 
where a new fire breaks out. Put 
a fire token from the pool onto the 
indicated location card.

Example 1

Roll the die. Put a � re 

on the rolled location card.

� e air shimmers, and suddenly the stone walls burst 
into � ames! We must put it out quickly!

  Fire  

Roll the die. Put a � re 

on the rolled location card.

� e air shimmers, and suddenly the stone walls burst 
into � ames! We must put it out quickly!

  Fire  

Put a reaver on the monster closest to the castle. 

(If no monsters, then on space 6.)   

� ese disgusting creatures love fetor and � lth. When they 
� ee, they attach themselves to larger creatures.

  Reaver  

Put a reaver on the monster closest to the castle. 

(If no monsters, then on space 6.)   

� ese disgusting creatures love fetor and � lth. When they 
� ee, they attach themselves to larger creatures.

  Reaver  

Put a reaver on the monster closest to the castle. 

(If no monsters, then on space 6.)   

� ese disgusting creatures love fetor and � lth. When they 
� ee, they attach themselves to larger creatures.

  Reaver  

Roll the die and put the mud token permanently 

on that numbered space of the hero path. 

Entering the mud space costs an extra .

You’re swinging your bucket and spilling water! 
Now the path is slippery and muddy! Be more careful!

  Mud  

Chapter I cards

Reaver: (3 cards). Place 1 reaver 
standee on the monster card clos-
est to the castle. To attack a mon-
ster with a reaver, you must first 
defeat the reaver with a separate 
attack.

Mud: (1 card). Roll a die and place a mud 
token on the hero path space with that num-
ber. Entering the mud space costs 1 extra .  
The mud remains until the end of this chap-
ter and cannot be removed.

Note: If there is no monster in the 
monster passage, then place the 
reaver on space 6. When a monster 
enters space 6, the reaver goes onto 
its card. A monster may have more 
than one reaver.

At the end of Michael’s turn, the monster card drawn 
from the game deck causes the cards in the monster 
passage to move. As the monsters advance, the trap 
deals 2 damage to the Knight of Darkness.

Michael places 2 damage markers on the Knight of 
Darkness, then moves the trap token from the mat 
back to the trap pool, so it can be placed again later. All 
monsters now finish moving 1 space toward the castle.
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Firesnake: (3 different cards). When a fires-
nake appears in the monster passage, put 
a fire token on its card. If the firesnake 
enters the space beside its indicated lo-
cation card, then put the firesnake’s fire 
token onto that location. If the firesnake 
is defeated before it reaches its indicated 
location, then return its fire token to the 
supply.

If a firesnake enters on space 1, and its 
indicated location also happens to be on 
space 1, then place its fire token immedi-
ately onto that location.

At any time, if no location has a fire token, you win.

If a monster enters the castle, or you must draw from the empty 
game deck, you lose. (Pages 7 & 9 of the instructions.)

If you were playing this chapter as the start of the campaign, 
do these steps:

  Each of you selects 1 advanced item card from your hero’s 
deck to keep for the next chapter. Put your deck back in your 
hero’s box. Put any remaining advanced item cards (that you 
did not keep) back in the advanced item deck.

  Return all skill tracks to the pool. When setting up the next 
chapter, you will choose new skill tracks.

  Each of you puts your toughness tokens and Dust tokens 
back into your hero’s box. You’ll start with the same set of 
toughness and Dust tokens in the next chapter.

  Put all fairy tokens back in the fairy pool. Exception: the  
2 starting fairies (of the Sorceress and Scout) each go into 
their hero’s box.

Put all remaining components in their appropriate boxes.

A living � ame endowed 
with malevolent intelligence.

Starts a � re at the ballista.

Firesnake

Burn! Burn! And when � re consumes 
the world, there will be eternal darkness!

Starts a � re at the Master of Traps.

Firesnake

According to legends, the hiss of extinguished 
� ames expresses the fury of a � resnake whose 

existence was snu� ed out too soon.

Starts a � re at the fairy sanctuary. 

Firesnake

Example 2

Fire elemental: (1 card). This chapter’s main 
enemy! When you kill the fire elemental, you can 
remove 1 fire token from a selected location.

Some say that our world shall 
perish in a sea of � re...

Fire elemental

End of chapter I

At the end of Isabela’s turn, she draws a monster card 
which causes the cards in the monster passage to ad-
vance. The firesnake moves beside the ballista loca-
tion card, and this is the target location printed on the 
firesnake’s card, so Isabela moves the fire token from 
the firesnake to the ballista location card.
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Take the components from the box for Chapter II “Lunar Con-
junction”. Shuffle the 6 location cards and randomly place them 
face up on the 6 location card spaces. Add the 10 Chapter II 
cards to the 20 base game “U” cards on the mat. Shuffle these 
30 cards and place them face down on the mat.

Your goal is to observe all 6 moons in the sky.

Chapter II setup

Chapter II goal

Difficulty level 2/5

Chapter II “Lunar Conjunction”

  You are ready to play Chapter II.

  Take 2 random fairy tokens from the pool beside the mat and 
place them face up on the fairy sanctuary location card.

  Shuffle the 6 magic storm tokens and place them face down 
in a pool beside the mat.

  Place the three portal standees beside the mat.

Moons are an integral part of the world of Avel. They wander continually across the sky, heralding times of abundance  
or disaster. People who know how to interpret their movement can discover forgotten truths and even predict the future. 
In the dungeons, you find a dusty device for observing the sky. Ancient symbols were hidden under the dust, and the 
magic that once filled them has dissipated. You must activate the machine and then use its telescope to locate all the 
important moons in the firmament. If you do this, you will discover secret paths to the deepest underworld. But monsters, 
as if reading your minds, continually attack. At the same time, an elusive figure lurks in the shadows, trying to thwart 
your plans. And finally, from the darkness between the stars, arrives a creature hungry for magic...

  Place the sabotage token beside the mat.

Hint: Quickly finding the 6 moon cards is important in 
this chapter. The Astronomer location is useful for this. 
If a moon card moves from the space where you can ob-
serve it, you can use the star map location to reposition 
that moon farther back.
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Moon cards will appear and occupy spaces in the monster pas-
sage like monster cards. Moons will move toward the castle like 
monsters, but they are satellites moving through the sky, so  
a moon passes over a trap token without activating the trap.  

Master of Traps: Spend 2 to 5 Dust to place an 
available trap token with that printed number 
(2, 3, 4 or 5) on 1 empty trap space (1 of the  
2 marked trap spaces on the monster passage).

If a moving monster passes over the trap, the 
monster takes damage equal to the trap token’s 
number. Return the trap from the mat to the 
pool and put that many damage markers onto 
the monster card. If this defeats the monster, 
remove it from the mat, but there is no reward 
when a trap defeats a monster.

See example 1 on page 4.

Chapter II rules

Chapter II locations

Fairy sanctuary: Do 1 of these actions:

  Spend 3 Dust to take 1 fairy from this card. 
Then put a random fairy from the fairy pool 
onto this card to refill this card. 

OR

  Spend 3 Dust to draw 2 cards from your deck 
into your hand.

Spend 2 to 5  to put the trap with that 
strength onto an empty trap space.

Spend 3  to take a  from this card
OR to take 2 cards from your deck.  

During setup, put 2 random fairies 
face up on this card.

Focusing lens: Roll the die and apply the result:

 lose 1 toughness token;

 or  nothing happens;

 gain 2 Dust tokens;

 gain 3 Dust tokens;

 gain 4 Dust tokens.

Roll the die and apply the result.

Star map: Spend 4 Dust to do 1 of these actions:

  Swap 2 cards in the monster passage 

OR

  Move 1 card in the monster passage to an 
empty space in the monster passage.Spend 4   to do 1 action 

in the monster passage: swap 2 cards 
OR move 1 card to an empty space.

Example 3

The heroes failed to observe the moon Red Son when 
it was in the correct position earlier. The Red Son  
is currently on space 3. Michael (the Knight) decides  
to use the star map location card. He spends the re-
quired 4 Dust and moves the Red Son card from space 
3 to space 1 in the monster passage. Now he can move  
to the observatory location and observe this moon.
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Astronomer: Spend 4 Dust to reveal the top  
2 cards from the game deck. Decide for each card 
(in either order) whether to return it to the top or 
to the bottom of the deck.

Observatory: This card lets you observe the 
moons through a telescope. A hero can use this 
location’s action to fulfill a moon’s requirement. 
As a reward, the hero takes a fairy from the fairy 
market, then puts a new random fairy from the 
pool into the market.

After observing a moon, remove it from the mat 
and put it in a pile of observed moons near the 
mat.

Spend 4  to reveal the top 2 cards of the 
game deck. Return each (in either order) 

to the bottom or top of the deck. 
(But the magic eater must go to the top.)

Observe a moon if you ful� ll its conditions 
and pay its cost. Take 1 . 

Example 4

Marta uses the Astronomer location card and pays the 
required 4 Dust tokens. She reveals the top 2 cards 
from the game deck: sabotage and magic eater. Marta 
decides to return the sabotage card to the bottom of the 
deck. The magic eater card cannot go to the bottom, so 
she puts it on the top of the deck. Therefore, it will be 
the card she draws at the end of her turn.

Example 5

Note: You must return the magic eater card to the top, 
not to the bottom.

It is Isabela’s turn. She decides to observe the moon 
Kurodar, which is in its correct numbered space. She 
is on the hero path space beside the observatory, so she 
spends 1 Dust and plays a card with the symbol  to 
observe Kurodar. She then removes the moon from the 
monster passage and puts it on the pile of observed 
moons near the mat.



9

Moon cards (6 cards): To observe a moon, you must meet 2 
conditions:

  The moon card must be in its indicated space (numbered 
1-6) in the monster passage

AND

  You must use the indicated icons & heroes to position the 
telescope in the observatory location.

Silver Lady: To observe this moon, it must be in 
space 4 of the monster passage, and you must 
spend 2  in the observatory (by any combina-
tion of cards, skill track, and fairies).

Chapter II cards

If you meet both conditions and observe a moon, remove that 
moon from the monster passage and place it in a pile of observed 
moons near the mat, so you can see which moons you have 
already observed.

When a player observes a moon, they take a fairy from the fairy 
market as a reward, then refill the fairy market with a random 
fairy from the pool.

MOON CARDS:

 Red Son: To observe this moon, it must be in 
space 1 of the monster passage, and you must 
spend 1  and 1 Dust in the observatory (by 
any combination of cards, skill track, and fairies).

Kurodar: To observe this moon, it must be in 
space 2 of the monster passage, and you must 
spend 1  and 1 Dust in the observatory (by any 
combination of cards, skill track, and fairies).

Aventurine Shard: To observe this moon, it must 
be in space 3 of the monster passage, and you 
must spend 1  or 1  in the observatory (by 
any combination of cards, skill track, and fairies).

Umber Wyrm: To observe this moon, it must 
be in space 5 of the monster passage, and you 
must spend 4 Dust in the observatory (by any 
combination of cards, skill track, and fairies).

Dancing Comet: To observe this moon, it must be 
in space 6 of the monster passage, and all heroes 
must be in the observatory. After observing this 
moon, each hero takes a fairy from the market 
(and refills the market from the pool) as a reward 
(in whatever order players wish).

Sabotage: Place the sabotage token on the 
observatory location card. The observatory 
has been sabotaged and cannot be used! 
To repair it, a hero at the observatory lo-
cation must pay 5 Dust tokens and then 
remove the sabotage token.

Place the sabotage token on the observatory. 

Its location action cannot be used. 

Spend 5  to remove the sabotage. 

Picked locks, incapacitated guards, wrecked parts of the 
Great Telescope... � is was the work of a professional.

  Sabotage  

Note: If sabotage and darkness tokens are both placed 
on the observatory, then place the token placed later 
on top of the token placed earlier. You must remove the 
later token before you can remove the earlier token.
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Elven paths: Place the large portal standee 
on the hero path between spaces 3 and 
4. Put one small portal standee on space 
1 and the other on space 7 (so that each 
small portal’s color matches the corre-
sponding side of the large portal).

Place the large portal between spaces 3 and 4 

on the hero path. Put the 2 smaller portals 

on spaces 1 and 7.

� e combined magic of the moons causes ancient 
elven paths to reopen.

  Elven paths  
Each time your hero passes through the large portal, you gain  
1 Dust. Portals do not affect the teleport effect  (page 28). Elven 
paths are permanent and remain until the end of the chapter.

Magic eater: This chapter’s main enemy! After 
you place the magic eater card in the monster 
passage, each player must put 3 of their own 
Dust tokens (any combination of inactive or 
ready-to-use) on its card. You can regain your  
3 Dust tokens by attacking the magic eater: regain  
1 Dust token for each damage (up to 3) you deal 
to the magic eater. When the magic eater has 
no more Dust tokens, it is defeated: remove it 
from the mat.

If the magic eater passes over a trap, the trap does not activate 
and remains in place.

Example 6 Example 7

From the darkness between the stars, 
something arrived, hungry for magic. 

And magic is abundant in Avel...

Magic eaterMagic eater

Ignores

When this card appears, each player 

puts 3 
When this card appears, each player 

on this card.

Important: A hero who moves from space 3 to space 
4, passing through the large portal, instantly moves 
instead to space 7. Similarly, a hero who moves from 
space 4 to space 3 instantly moves instead to space 1.

Note: If a hero moves onto space 1 or 7, the small portal 
there has no effect. The portal effect is one-way, only 
from the center to the ends of the hero path.

Isabela uses  to pass through the large portal. This 
teleports her to space 7. She gains 1 Dust because she 
moved through the large portal.

At the end of Marta’s turn, she reveals the top card 
of the game deck. It is the magic eater! She puts it 
onto space 1 of the monster passage as usual, and 
then each player puts 3 of their Dust tokens onto the 
monster’s card.
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Magic storm: Place 6 magic storm tokens 
randomly face down, 1 on each of the  
6 locations. When you use a location with 
a magic storm token, move that token onto 
the game deck. At the end of your turn, 
before you draw a card from the game deck, 

first reveal all magic storm tokens on the deck and resolve them, 
then draw a card as usual.

If you successfully observe all 6 moons, you win.

If a monster or moon enters the castle, or you must draw from 
the empty game deck, you lose.

End of Chapter II

Put a random magic storm token face down 

onto each location.

� e conjunction energizes Crystals until they explode 
in a storm of violent magical discharges.

  Magic storm  

Example 8

Swap the location cards on the indicated 
spaces (2 and 4, or 1 and 6). If a location 
card has any tokens, move those tokens 
with the card.

Each player does a different one of the following 
effects:
* gain 1 toughness;
* regain 2 Dust;
* draw 1 card from your hero deck;
* teleport to any space.

Choose 1 effect:
* each player loses 1 toughness, 
OR
*  reveal 1 additional card from the game deck at 

the end of this turn.

You are summoned to the castle. Move all your 
heroes to space 7.

Regain all Dust on all your player boards.

Julia wants to regain some of her Dust from the magic 
eater, so she attacks that monster. She uses her skill 
to do 2 damage, and so she moves 2 Dust tokens from 
the magic eater card to the inactive Dust space of her 
player board.
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Take the components from the box for Chapter III “The Crystal 
Thieves”. Shuffle the 6 location cards and randomly place them 
face up on the 6 location card spaces. Add the 10 Chapter III 
cards to the 20 base game “U” cards on the mat. Shuffle these 
30 cards and place them face down on the mat.

  Take 2 random fairy tokens from the pool beside the mat and 
place them face up on the fairy sanctuary location card.

  Place the cart figure on space 7.

You need to deliver 16 Crystals to the castle (space 7) by loading 
them into the cart and moving the cart.

The cart will move along the hero path. A hero in the same space 
with the cart can spend  to push the cart 1 space away in  
a selected direction along the path, while the hero remains 
where they are.

  The cart can hold 6 Crystals. You must deliver Crystals to 
the castle. When you deliver Crystals, put them near the mat 
beside space 7.

  If the cart and a hero are beside a location with Crystals, that 
hero can load the Crystals into the cart. This does not count 
as using the location.

  Each location card has 1 or more Crystal spaces to hold that 
many Crystals, 1 per Crystal space. If a card ever receives 
more Crystals than it has room for, put the excess Crystals 
back into the supply by the mat.

Chapter III setup Chapter III goal

Chapter III rules

Difficulty level 3/5

Chapter III “The Crystal Thieves”

The path down to the depths of the earth happens to go through a Dust mine. Even though the Queen ordered it to be 
evacuated, you discover lots of activity here! A gang of ruthless bandits, trolls commanded by sly Mordo “the Bald Key-
master”, are stealing the stockpiled Dust and Crystals. Those supplies are essential for your expedition, and thus essential 
to saving the castle! But that means nothing to the bandits; they’re eager to steal as much as they can. You must recover 
the Crystals, or all will be lost!

  Place the Crystals, key, shortcut, 2 guild tokens, and the gate 
and bats standees near the mat.

  You are ready to play Chapter III.

Beware! This chapter has cards that can move monster 
cards toward the castle, which can cause you to lose.
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Master of Traps: Spend 2 to 5 Dust to place an 
available trap token with that printed number 
(2, 3, 4 or 5) on 1 empty trap space (1 of the  
2 marked trap spaces on the monster passage).

If a moving monster passes over the trap, the 
monster takes damage equal to the trap token’s 
number. Return the trap from the mat to the 
pool and put that many damage markers onto 
the monster card. If this defeats the monster, 
remove it from the mat, but there is no reward 
when a trap defeats a monster.

See Example 1 on page 4.

Chapter III location cards

Spend 2 to 5   to put the trap with that 
strength onto an empty trap space.

Space  
for 1 Crystal

During setup, put 2 random fairies 
face up on this card.

Space  
for 2 Crystals

Spend 2 to move the cart
1 space in either direction.

Space  
for 1 Crystal

When you defeat a monster at this 
location, put a guild token on this card. 

If this card has 2 guild tokens, 
replace them with 2  

If this card has 2 guild tokens, 
.

Space  
for 2 Crystals

Example 9

Michael’s hero is in the same space with the cart. He 
spends 1  and moves the cart to an adjacent space. 
The hero does not move, but stays where he is.

Example 10

Michael’s hero is in the 
same space with the cart. 
The location card beside 
him has 2 Crystals. Mi-
chael moves them from 
the card to the cart.

Fairy sanctuary: Do 1 of these actions:

  Spend 3 Dust to take 1 fairy from this card. 
Then put a random fairy from the fairy pool 
onto this card to refill this card.

OR

  Discard 2 cards to your discard pile to take 
1 fairy from this card. Then put a random 
fairy from the fairy pool onto this card to 
refill this card.

Cart control: Spend 2 Dust to move the cart 
1 space in a selected direction. To do this, the 
cart does not have to be in the same space as 
your hero!

Guild of Monster Hunters: If you defeat a mon-
ster in the monster passage space beside this 
card, put a guild token onto this card. Whenever 
there are 2 guild tokens on this card, return the 
guild tokens to the supply; then refill the card 
to 2 Crystals (put 2 Crystals if it has none; put 
1 Crystal if it has 1; put 0 if it has 2).
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Giant troll (2 cards): The main enemies in this 
chapter. If you defeat a giant troll, put 1 Crystal 
on the location beside the space where you defeated 
it (if the location card has an empty Crystal space). 
Exception: if a trap defeated it, then do not put 
a Crystal, and no one gets a reward.

Chapter III cardsExample 11

Trap lever: Spend 2 Dust to trigger the trap lever. 
This deals 2 damage to the monster in the mon-
ster passage space beside this card. This damage 
can be canceled by the broken sword effect (see 
page 27). If your hero defeats a monster with this 
attack, you receive rewards as usual.Spend 2  to attack the nearby 

monster with 2 
 to attack the nearby 

. 

Space  
for 2 Crystals.

Dwarven mine: Spend 2, 3, or 5 Dust to put 1, 
2, or 3 Crystal tokens on empty spaces of this 
card. If this card has fewer than 3 Crystals, and 
your action increases it to 3 or 4 Crystals, then 
you gain a fairy from the fairy market as a reward.

Spend 2, 3, 5 to mine 1, 2, 3 .
Put 1 per empty space.

Space  
for 4 Crystals.

� e unnaturally strong and aggressive twins 
Munch and Crunch have spent too much 

time around Crystals and Dust.

Giant trollGiant troll

Crystal eater (2 cards): When this monster first 
appears, and after each move, it might eat 1 or  
2 Crystals: take 1 Crystal from the adjacent loca-
tion card (if it has any), and take 1 Crystal from 
the cart (if it has any, and it is adjacent to the 
crystal eater), and put those Crystals onto the 
crystal eater card. A crystal eater’s toughness 
is its printed 4 or 5, plus 1 for each Crystal on its 
card. If you defeat a crystal eater, move its Crystals 
onto empty Crystal spaces of the nearby location 
card. Exception: if a trap defeated it, return all its 
Crystals to the supply.

It is uncertain whether the Selvik brothers 
really eat the Crystals, but they 

clearly crave them.

Crystal eater Crystal eater 

Eats 1 each from nearby 

cart and location.

Move to empty spaces of the 
nearby location or to the supply.

Example 12

The monsters in the mon-
ster passage are moving, 
and as a result, a crys-
tal eater moves into the 
space beside the cart. 
There is a Crystal in the 
cart, and there is also a 
Crystal on the nearby lo-
cation card, so the crystal 
eater takes 1 Crystal from 
each! So its toughness in-
creased by 2.

Julia defeats a monster 
in the monster passage 
space beside the Guild 
of Monster Hunters. 
She removes the mon-
ster from the mat and 
receives rewards as usu-
al. Then she puts a guild 
marker onto the Guild 
location card. There are 
now 2 guild markers on 
the card, so she returns 
them to the supply and 
puts 2 Crystals from the 
pool onto the card.
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Keymaster: When the Keymaster first appears 
in the monster passage, put the gate standee 
between 2 spaces on the hero path: roll the die 
and put the gate between the spaces indicated by 
the die roll (spaces 2 & 3, or spaces 3 & 4). Put 
the key token on the Keymaster card. The gate 
blocks normal hero and cart movement between 
the 2 spaces it separates. (The teleport effect still 
works as usual.)

To open the gate, a hero must defeat the Key-
master and take the key. Then when that hero 
with the key is on one of the 2 spaces separated 
by the gate, they can open the gate: return the 
gate and key to the supply.

Traps do not affect the Keymaster.

Mordo the “Bald Keymaster” runs a gang of thieves. 
� ere’s no lock that he can’t open.

KeymasterKeymaster

Ignore           .

Shortcut: When you reveal this card, roll 
the die and place the shortcut token on 
the rolled space in the monster passage. 
If there is a monster in that space, move 
it 1 space toward the castle. This might 
cause movement of additional monsters 
closer to the castle. If a monster enters the 
castle, you lose!

From now on, every monster that enters the space 
with the shortcut immediately skips through it to 
the next space; the monster passage is now only 
5 spaces long! This effect is permanent.

Example 13

Example 14

At the end of her turn, Isabela reveals the Keymaster 
card from the game deck. She moves the monster cards 
in the passage toward the castle to make room for the 
Keymaster on space 1. She puts the key token on the 
Keymaster card. She rolls the die, and the result is 6, 
so she puts the gate between spaces 3 & 4 on the hero 
path.

At the end of her turn, Marta reveals the shortcut 
event. She rolls the die, and the result is 4. Space 
4 of the monster passage has a monster, so she 
moves that monster 1 space toward the castle, then 
she puts the shortcut token onto space 4 of the 
monster passage.

Roll the die and put the shortcut token on that numbered 

space of the monster passage. If a monster is there, 

advance it. From now on, advancing monsters skip this space.

So this is how criminals smuggled stolen 
Crystals to the surface!

  Short cut  



Sharp turn: Move 1 Crystal from the cart 
(if it has any) to the location card beside 
the cart. Then move the cart 1 space to-
ward the castle.

  If the location card has no empty Crys-
tal space, then return the Crystal to 
the supply.

  If the gate blocks the cart’s move, then 
the cart remains where it is (but still 
loses 1 Crystal).

Brake failure: Move the cart 2 spaces away 
from the castle. If the cart cannot move  
2 spaces, due to hitting the gate or the 
end of the hero path, then return 1 Crystal 
from the cart (if it has any) to the supply.

1  falls from the cart to the location beside it 

(or if no free space, then to the supply). 

Move the cart 1 space toward the castle.

� e overloaded cart jolts and tilts as it turns, 
spilling precious cargo.

  Sharp turn  

Move the cart 2 spaces farther from the castle. 

If it cannot move 2 spaces, it loses 

1 
If it cannot move 2 spaces, it loses 

(back to the supply). 

Crack! Whirrrr... � e cart’s wheels are spinning faster 
and faster, and it’s hurtling toward the end of the line!

  Brake failure  

Example 15

At the end of his turn, Michael reveals the brake failure 
event card. The cart is on space 5. Michael moves it to 
space 4, but then it cannot move farther to space 3 be-
cause it hits the gate. So the cart stops in space 4 after 
moving only 1 space. Michael must remove 1 Crystal 
from the cart and return it to the supply.

16



Bats: Roll the die and place the bats stand-
ee between 2 spaces on the hero path indi-
cated by the die roll (spaces 2 & 3, or 3 & 
4, or 4 & 5). From now on, each time your 
hero moves through the bats, you lose 1 
toughness. A shield effect can cancel this 
effect. The bats stay until the end of the 
chapter.

If you successfully deliver 16 Crystals to the castle, you win.

If a monster enters the castle, or you must draw from the empty 
game deck, you lose.

End of Chapter III

Roll the die and place the bats standee between the 

2 indicated hero path spaces. From now on, a hero 

moving between these 2 spaces loses 1 toughness.

Agitated bats defend their territory!

 Bats 

Extra cart: Place this card in space 1 of 
the monster passage, like a monster, then 
place 2 Crystal tokens on it. If, at any time 
during a player’s turn, the extra cart has 
2 adjacent empty spaces on the monster 
passage, then move its 2 Crystal tokens to 
empty Crystal spaces of the location beside 
the extra cart. (Return any excess Crystals 
to the supply.) Then remove the extra cart 
from the mat and return it to the box. Traps 
do not affect the extra cart.

  If the extra cart reaches the castle, then 
you successfully deliver its 2 Crystals to 
the castle! Then return the extra cart 
to the box.

Extra cartExtra cart

Ignores           .

Put this card in space 1 of the monster 

passage. Put 2 
Put this card in space 1 of the monster 

on it. If this card ever has 

2 adjacent empty spaces on the monster passage, 

move both 2 adjacent empty spaces on the monster passage, 

 to the nearby location 

card and remove the extra cart card.

Note: The cart control location cannot move the 
extra cart.

Example 16

On her turn, Julia defeats a monster next to the extra 
cart. As usual, she receives the rewards and removes 
the monster card from the mat. But now both monster 
passage spaces adjacent to the extra cart are empty! 
So she moves its 2 Crystals to the nearby location (fairy 
sanctuary), but it has only 1 empty Crystal space, so 
she puts 1 Crystal there and returns the other Crystal 
to the supply.

17
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Take the components from the box for Chapter IV “The Floor 
is Lava”. Shuffle the 6 location cards and randomly place them 
face up on the 6 location card spaces. Add the 10 Chapter IV 
cards to the 20 base game “U” cards on the mat. Shuffle these 
30 cards and place them face down on the mat.

  Take 2 random fairy tokens from the pool beside the mat and 
place them face up on the fairy sanctuary location card.

  Set the ancient machinery dial as illustrated (the small win-
dow should show “1”) and place it beside the mat near the 
ancient machinery location card.

  Shuffle the 5 lava tokens and randomly place 1 (lava side up) 
on each of 5 spaces of the hero path beside 5 location cards 
(except for ancient machinery – this location does not have 
lava). Whenever you start your turn with your hero in a space 
with lava, you lose 1 toughness from your player board.

Your goal is to defeat 5 of the 7 lava slugs when they are in 
specific indicated spaces of the monster passage. The ancient 
machinery dial determines the spaces - it always indicates  
2 spaces where you can flip a lava token when you defeat  
a nearby lava slug. You must flip over all 5 lava tokens to win.

Chapter IV setup

Chapter IV goal

Difficulty level 4/5

Chapter IV “The Floor is Lava”

You descend into the depths of the earth. The air shimmers with heat over ancient rivers of flowing lava. In the tangle of 
passages and tunnels, you find another invention of mysterious forgotten sages. It is a magical regulator that allows you 
to control the flow of molten rocks. Dangerous lava slugs, extremely aggressive and enlarged by Dust magic, creep around 
you ...and also some other dark evil entity. You quickly discover that destroying a slug causes a magical explosion that 
can cool nearby lava. Following the directions indicated on the machine, you must destroy the slugs and unblock the 
path to the dark heart of the underworld!

Hint: Correctly setting the ancient machinery dial is 
essential. There are 7 slugs in the game deck, and you 
must defeat 5 slugs, 1 on each space with lava, to win. 
You cannot control the slugs’ movement, so you can 
let only 2 slugs move past the lava spaces.

  Place the exploding magma token on the exploding magma 
location card.

  Place the 4 madness cards near the mat.

  You are ready to play Chapter IV.
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The lava tokens along the hero path are dangerous. Each hero 
who starts their turn in a space with hot lava loses 1 toughness. 
Later, cool lava may hinder movement.

Master of Traps: Spend 2 to 5 Dust to place an 
available trap token with that printed number  
(2, 3, 4 or 5) on 1 empty trap space (1 of the  
2 marked trap spaces on the monster passage).

If a moving monster passes over the trap, the 
monster takes damage equal to the trap token’s 
number. Return the trap from the mat to the pool 
and put that many damage markers onto the 
monster card. If this defeats the monster, remove 
it from the mat, but there is no reward when  
a trap defeats a monster.

See Example 1 on page 4.

Chapter IV rules

Chapter IV location cards

Spend 2 to 5   to put the trap 
with that strength onto an empty

trap space.

Fairy sanctuary: Do 1 of these actions:

  Spend 3 Dust to take 1 fairy from this card. 
Then put a random fairy from the fairy pool 
onto this card to refill this card.

OR

  Spend 3 Dust to draw 2 cards from your deck.

During setup, put 2 random fairies 
face up on this card.

Spend 3 to take 1  or 2 cards.

Mirror of time: Spend 3 Dust to reveal the top  
2 cards from the game deck. Decide for each card 
(in either order) whether to return it to the top or 
to the bottom of the deck.

Spend 3 to reveal the top 2 cards 
of the game deck. Return each 
(in either order) to the bottom 

or top of the deck.

Exploding magma: Spend  +  +  to take the 
exploding magma token from this card. When you 
take the magma token, you must lose 1 tough-
ness. You can use the magma (now or later) to 
attack a monster beside you. The magma does 
4 damage (this could be reduced by some effects). 
After attacking with the magma token, put it back 
onto this exploding magma location card. 

At any time, you can give your magma token to 
another hero in your space, but a hero receiving 
the magma must also lose 1 toughness! A hero 
who defeats a monster by using magma gains 
rewards as usual.

During setup, put the exploding 
magma token on this card.

Spend  and lose 1 toughness 
to take the exploding magma token. 

You can give it to another hero, 
but they also lose 1 toughness.

In a previous turn, Julia paid to take the exploding 
magma token. Now in her current turn, she decides to 
use the magma to attack the nearby Knight of Darkness. 
The Knight of Darkness cancels 1 damage, but the re-
maining 3 damage is enough to defeat him. Julia gains 
rewards as usual, removes the Knight of Darkness from 
the mat, and returns the magma token to the exploding 
magma location card.

Example 17
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Shard of healing: Spend 2 Dust, then roll the 
die and apply the result:

 – nothing happens;

 and   – draw 1 card from your deck;

 and   – regain 1 toughness (if possible);

 –  regain all your toughness (if pos-
sible).

Spend 2 , then roll the die 
and apply the result.

Ancient machinery: In this location, you can ro-
tate the ancient machinery dial to set it to another 
position. To rotate the dial one step clockwise or 
counter-clockwise to the next number, you must 
pay the cost: discard an advanced item card. You 
may rotate several times (paying for each rotation) 
during the same action. After you’ve finished 
setting the dial, immediately teleport your hero 
to the numbered space now shown on the dial’s 
inner circle.

Resetting the dial several times is necessary to defeat 5 slugs 
and thus flip all the lava. You flip a lava token by defeating  
a slug on one of the 2 numbered spaces currently shown on the 
dial’s outer circle.

During setup, put the ancient machinery
dial beside this card, with its inner 

teleport number set to 1.  

Rotate the dial one step (clockwise or 
counter-clockwise) to the next number for 
each advanced item card you discard. � en 
teleport to the number on the inner circle.

Cost to turn  
the dial.

After setting the dial,  
your hero teleports  
to this space.

2 spaces where you can flip a lava 
token by defeating a nearby slug.

Note: Remember that to win Chapter IV, you must 
flip all 5 lava tokens to their side showing cooled lava.  
To flip a lava token, you must defeat a slug on one of 
the 2 spaces currently shown on the ancient machinery 
dial. There are 7 lava slugs in the game deck, and you 
must defeat 5 slugs, 1 on each of the 5 spaces with lava. 
You cannot control the slugs’ movement, so if more than 
2 of them slip past all the lava tokens, you will lose.

Example 18

Julia decides to defeat the lava 
slug in space 2 of the monster 
passage. The ancient machinery 
dial’s current setting shows space 2, 
and so when Julia defeats the lava slug, she also flips 
the nearby lava token on space 2 to its other side, 
showing cooled lava.

If she chose instead to defeat the lava slug in space 3, 
she would not be able to flip the nearby lava token in 
space 3, because the ancient machinery dial’s current 
setting does not show space 3.
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Lava slug (7 cards): If you defeat a slug in one of 
the 2 numbered spaces currently shown on the 
ancient machinery dial, then you flip the nearby 
lava token to its cool side. If you defeat a slug in 
a space without lava, or in a space not shown on 
the dial, or if a slug is defeated by passing over 
a trap, then you don’t flip a lava token.

If you flip all 5 lava tokens to their cool sides, you win.

If a monster enters the castle, or you must draw from the empty 
game deck, you lose.

End of Chapter IV

Chapter IV cards

� ese bizarre creatures feed on absorbed 
heat – and also on living organisms.

Lava slugLava slug

Unexpected teleportation: Roll the die 
and teleport all heroes to that numbered 
space.

Perfect positioning: You each teleport 
your own hero to whatever space you like.

Dark whispers: You each take 1 madness 
card (from the pile of 4 beside the mat). 
Put your card on top of your deck. On your 
turn, when you have a madness card in 
your hand, you must play it at some time 
during your turn and apply 1 of its ef-
fects. At the end of your turn, your played 
madness card goes to your discard pile as 
usual. The madness cards remain in your 
decks until the end of this chapter and 
cannot be removed.

Roll the die and teleport all heroes 

to that numbered space.

� e miscalibrated machine crackles and buzzes, 
emits energy bolts, and opens unexpected portals 

in the underground passages.

  Unexpected teleportation 

You each teleport your own hero 

to whatever space you like.

Secret symbols glow, the wheels of the machine spin,
and everything clicks into place. Yes!

 Perfect positioning  

You each put 1 madness card 

on top of your own deck.

You will lose... You have no chance... 
Your friends will betray you... 

Only in darkness will you � nd solace...

  Dark whispers 

You will lose... You have no chance...

Your friends will betray you...

Only in darkness will you find solace...

MadnessMadness

EFFECTS OF MADNESS CARDS

Attack another hero in your space. Deal damage 
with . The other hero can use a  to defend. 

Discard one of your fairy tokens to the fairy dis-
card pile.

Remove a trap from the monster passage back to 
the trap pool.

Lose 2 toughness.

Reveal the top card of the game deck and apply its 
effects. (At the end of your turn, you must reveal 
the next card from the game deck as usual.)

You will lose... You have no chance...
Your friends will betray you...

Only in darkness will you fi nd solace...

MadnessMadness

„Przegracie... nie macie szans...
Twoi przyjaciele cię zdradzą...

Tylko w mroku znajdziesz ukojenie...”

„Przegracie... nie macie szans...
Twoi przyjaciele cię zdradzą...

Tylko w mroku znajdziesz ukojenie...”

„Przegracie... nie macie szans...
Twoi przyjaciele cię zdradzą...

Tylko w mroku znajdziesz ukojenie...”

„Przegracie... nie macie szans...
Twoi przyjaciele cię zdradzą...

Tylko w mroku znajdziesz ukojenie...”

„Przegracie... nie macie szans...
Twoi przyjaciele cię zdradzą...

Tylko w mroku znajdziesz ukojenie...”
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Take the components from the box for Chapter V “Heart of Dark-
ness”. Shuffle the 6 location cards and randomly place them face 
up on the 6 location card spaces. Add the 10 Chapter V cards to 
the 20 base game “U” cards on the mat. Shuffle these 30 cards 
and place them face down on the mat. 

Place the Living Darkness Head card above space 1 of the mon-
ster passage. Shuffle the Living Darkness Body cards and place 
them face down together in a pile near the mat beside the game 
deck. These cards are the Living Darkness deck. Put the Living 
Darkness Tail on the bottom of this deck; this long monster’s 
tail enters play last, after its 10 body cards.   

You must defeat the Living Darkness – you must defeat all 10 
parts of its body to finally kill it. In desperation, the Living Dark-
ness will try to enter the castle while other monsters protect it. 
You must prevent this by defeating the Living Darkness before 
it or any other monster enters the castle.

  The rules of Chapter V are a bit different from the previous 
chapters. The multi-card Living Darkness moves along a new 
passage above the mat, parallel to the monster passage. At the 
end of each player’s turn, you reveal a card from the game deck 
as usual, but if the revealed card has the Living Darkness 
icon, then you must also reveal a card from the Living Dark-
ness deck: move the Head and other Living Darkness cards  
1 space toward the castle, then place the new Living Darkness 
card on space 1.

  Some game deck cards have events and monsters. Monsters 
go on the monster passage as usual.

Chapter V setup Chapter V goal

Chapter V rules

Difficulty level 5/5

Chapter V “Heart of Darkness”

The passages seem to breathe. Whisper. Promise that dreams will come true. In the depths of the earth, darkness press-
es down on you from all sides, weakening the light from your lanterns and torches. These tunnels were carved out of 
the original building material of Avel, and you discover too late that they were designed as a prison! And now you have 
opened the gates of this prison and paved the way to the surface for its prisoner. The darkness thickens and takes on a 
form you can understand, that of a gigantic, dark serpent. It is the Living Darkness, an ancient entity that desires only 
one thing: that frost, darkness and despair reign everywhere. Here, in the deepest underworld, your Legend will be forged!

  Put the 2 magic shock tokens on their spaces on the magic 
shock location card (with their uncharged black side up).

  Put the fissure token below the mat.

  Take 2 random fairy tokens from the pool beside the mat and 
place them face up on the fairy sanctuary location card.

  You are ready to play Chapter V.

Hint: To win, reveal and eliminate Living Darkness 
Body cards as quickly as possible. You’ll need to use 
the Dust nugget location card. The challenge is diffi-
cult, so it’s worth using that location when you gain an 
advanced item card and thus know what icons are on 
your hero deck’s top card. Monsters will block you from 
attacking nearby Living Darkness Body cards, so use 
the tactical trick location card, which lets you move 
monster cards in the monster passage.



23

  The Living Darkness Head and Tail are immune to all attacks.   
To attack a Living Darkness Body card, the nearby space of the 
monster passage (between your hero and the Living Darkness 
Body card) must be empty. (If that space has a monster card 
there, it blocks attacks against that Living Darkness Body card.) 
Some Living Darkness Body cards are vulnerable only to spe-
cific attacks, so you can damage them only with those attacks. 
After you defeat a Living Darkness Body card, shift all Living 
Darkness cards that were closer to the castle back one space 
(away from the castle) to fill that empty space. There should be 
no gaps between each Living Darkness card.

  If you defeat all 10 Living Darkness Body cards, you win.  
Threat tokens affect only normal monsters in the monster pas-
sage. The Living Darkness moves along its own passage, and 
threat tokens do not affect it.

Crystal snare: This location lets you do 1 of 2 
actions: attack any monster or unprotected Living 
Darkness Body with a crystal snare) OR place 
a trap token on the mat.

  Spend 4 or 5 Dust to deal 2 or 3 damage 
against 1 selected monster or Living Dark-
ness Body card. If you defeat the target, you 
can gain rewards as usual.

  Spend 2 to 5 Dust to put an available trap 
token that deals that much damage onto an 
empty trap space. Traps are in the monster 
passage, so traps do not affect the Living 
Darkness, which moves through its own par-
allel passage.

Chapter V location cards

It is unknown how many of these creatures have 
escaped from the tunnels. � is is important because 

they can survive – albeit brie� y – on the surface.

Messenger of darknessMessenger of darkness

Living  
Darkness 

icon

If the Living Darkness Head is not on space 6: 

advance all Living Darkness cards 1 space toward the 

castle and put the Living Darkness deck on space 1.

� e lights are inexorably going out, and darkness advances.

  Darkness advances  

Note: You cannot use the crystal snare location to at-
tack a Living Darkness Body card that is protected by 
a nearby monster.

Magic shock: This location lets you do 1 of 2 
actions:

  Discard 1 card, then spend 2 or 3 Dust to 
charge the left (2) or right (3) magic shock 
token. You can also charge both tokens in  
1 action, paying both their costs (2 cards  
+ 5 Dust). Flip the charged tokens to show 
their charged (white) side.

  Or you can use a charged magic shock token 
to attack an unprotected Living Darkness 
Body card or a monster card, doing 2 (left to-
ken) or 3 (right token) damage. Flip the token 
to its uncharged (black) side.Charged  

and uncharged 
sides of a magic 

shock token

Example 19

The only Living Darkness Body card you can attack is 
on space 2. Spaces 1 and 3 have monsters protecting 
those Living Darkness Body cards. Space 4 has no 
monster, but it has the Living Darkness Head card, 
which you can never attack.
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You can attack with both magic shock tokens if they are both 
charged. In this case, you can attack the same target with both 
tokens (5 damage), or you can attack 2 different targets (2 dam-
age against one and 3 damage against the other).  

If you defeat a monster this way, you receive rewards as usual.

Dust nugget: Spend 1 Dust and name an icon 
appearing on hero cards. Reveal the next card 
from your deck. If the revealed card has the icon 
you named, add it to your hand. You can use it 
this turn. And you can reveal the top 2 cards from 
the game deck. Decide for each card (in either 
order) whether to return it to the top or to the 
bottom of the deck.

But if the revealed card does not have the icon 
you named, then you simply put it back on top of your deck.

Note: You cannot do a magic shock attack against  
a Living Darkness Body card that is directly behind 
a monster. The monster protects it.

Example 20

Tactical trick: Spend 1 Dust and discard 2 cards 
to move 1 monster in the monster passage to 
another empty space in the monster passage. 
This is very useful when a monster is protecting 
a Living Darkness Body card that you want to 
attack.

Discard 2 cards and spend 1 
to move 1 monster to any empty space 

in the monster passage.

Spend 1  and name an icon that 
appears on hero cards. � en reveal the 
top card of your hero deck. If it has the 

named icon: add that card to your hand, 
then reveal the top 2 cards of the game 

deck and put each back (in either order) 
on the top or bottom of the deck.

Hint: The Dust nugget location is the only way to scan 
the game deck to find the Living Darkness Body cards 
you must defeat to win the chapter.

Remember that when you gain an advanced item card as a re-
ward, you put it on top of your deck – so you know what icons 
are on that card! The named icon can appear beside the top or 
the bottom action of the card.

Example 21

Michael uses the Dust nugget location. He names the 
icon . He reveals the top card of his hero deck, and he 
was right: the card has this icon on it! So he adds this 
card to his hand. Then he reveals the top 2 cards from 
the game deck and decides for each of them whether to 
return it to the top or the bottom of the deck.

Julia uses the magic shock location to attack. She uses 
the left charge to attack the phantom, doing 2 damage. 
She uses the right charge to attack the Living Darkness 
Body, doing 3 damage. Then she flips both magic shock 
tokens to their uncharged (black) side.



25

Fairy sanctuary: Spend 2 Dust and discard 1 
card to take 1 fairy from this card. Then put a 
random fairy from the fairy pool onto this card 
to refill this card.

Fissure: Roll the die and place the fissure 
token on the hero path space with that 
number. Entering the fissure space costs 
1 extra . The fissure remains until the 
end of this chapter and cannot be removed.

Darkness strikes: The Living Darkness 
Head attacks the nearby hero path space 
and adjacent hero path spaces. Each hero 
on a space within a range of 1 from the 
space with the Living Darkness Head loses 
1 toughness.     

Chapter V cards

Spend 2  and discard 1 card to take 1 .

During setup, put 2 random fairies 
face up on this card.

Mysterious well: Spend 1 Dust, then roll the die 
and apply the result:

 Lose 1 toughness.

 
Move your hero to space 7.

 
 Draw 1 card from your hero deck. 

 
 Draw 2 cards from your hero deck.

 
Regain 2 toughness (if possible). 

 
 Regain all your toughness (if pos-
sible).

Spend 1 , then roll the die 
and apply the result.

Roll the die and place the � ssure token 

on the hero path space with that number. 

Entering the � ssure space costs 1 extra on the hero path space with that number. 
.

� e ground rumbles, and a gaping black 
abyss opens at your feet.

  Fissure  

� e Living Darkness Head attacks 

all heroes within range 1. Each hero in any 

of these 3 spaces loses 1 toughness.

A dark cloud rises, extending icy tendrils 
of oblivion, eager to swallow more souls.

  Darkness strikes 

Darkness advances: Advance the Living 
Darkness Head and each Living Dark-
ness Body card 1 space toward the cas-
tle. Move the Living Darkness deck onto 
space 1. From now on, Living Darkness 
cards enter on space 2!

     Exception: if the head is on space 6 (and 
so it would enter the castle), then this 
card has no effect.

If the Living Darkness Head is not on space 6: 

advance all Living Darkness cards 1 space toward the 

castle and put the Living Darkness deck on space 1.

� e lights are inexorably going out, and darkness advances.

  Darkness advances  

Example 22

At the end of Julia’s turn, she reveals the Darkness 
strikes event card. Michael and Julia are each within 
1 space of the Living Darkness Head, so they each 
lose 1 toughness.

Reinforcements from the castle: Each 
player chooses to regain 2 toughness or 
3 Dust.

Powerful tremors: Choose 1 effect:

  each player loses 1 toughness, 
OR

  reveal 1 more card from the game deck 
now.

Powerful tremors: Remove all traps from 
the mat and return them to the trap pool 
beside the mat. You can set them again. 
(If no traps are set, then no effect.)

Each of you chooses to regain 2 toughness or 3 Dust.

Healers and supplies from the castle! Gileada still 
remembers you, despite the struggles on the surface!

  Reinforcements from the castle 

Choose 1 e� ect:

Each player loses 1 toughness, OR

reveal 1 more card from the game deck now.

� e darkness penetrates the stone crevices 
and rattles the rocks like a sheet of paper!

  Powerful tremors  

Remove all traps from the mat.

Dark threads tangle the mechanisms and block 
the gears, rendering these traps useless!

  Powerful tremors 
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LIVING DARKNESS CARDS VULNERABLE  
TO SPECIFIC TYPES OF DAMAGE

  This Living Darkness Body card can only be 
damaged by the crystal snare location.

  If you successfully defeat all 10 Living Darkness Body cards, 
you win.

  If a monster or Living Darkness card enters the castle, or 
you must draw from the empty game deck, you lose.  

End of Chapter V

Living Darkness cards   

Basic Living Darkness Body cards. They can be 
defeated like normal monsters.  

It � ows into the cracks of the real world, 
intruding, craving light and warmth.

Living Darkness BodyLiving Darkness Body

From the abyss came an incomprehensible 
anomaly of existence, bringing only horror.

Living Darkness BodyLiving Darkness Body

Vulnerable Vulnerable 
only to:only to:

  This Living Darkness Body card can only 
be damaged by the magic shock location.

An embodiment of terror whose dark 
tendrils shall crush all hope.

Living Darkness BodyLiving Darkness Body
Vulnerable Vulnerable 

only to:only to:

  This Living Darkness Body card has 2 sec-
tions, each vulnerable to a different type of 
damage (crystal snare and magic shock). 
You damage each section separately. After 
you defeat both sections, you remove the card.

No matter how fast he runs, he always � nds 
that darkness has arrived earlier 

and is already waiting.

Living Darkness BodyLiving Darkness Body

Vulnerable Vulnerable 
only to:only to:

Vulnerable Vulnerable 
only to:only to:

  These Living Darkness Body cards must be 
defeated with a single ranged attack (doing 
2 or 3 damage) or sword attack (doing 4 or 
5 damage).  

� e Living Darkness writhes and whispers, 
unfathomable and thoroughly disturbing 

in its essence.

Living Darkness BodyLiving Darkness Body

� ose who gaze into the dark abyss � nd 
themselves in an endless labyrinth of despair.

Living Darkness BodyLiving Darkness Body

Example 23

At the end of Isabela’s turn, she reveals the Darkness 
advances event card. This will not cause the Living 
Darkness to reach the castle, so the card takes effect: 
she moves each Living Darkness card forward 1 space 
toward the castle. Then she moves the Living Darkness 
deck onto space 1. 
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Do 1 point of damage to the monster beside your hero. 

Cancel 1 point of damage done to you by a monster.   

Regain 1 Dust (move a Dust token from your inactive 
Dust space to a ready-to-use Dust space).

Move your hero to an adjacent space on the hero path. 

Do 1 point of damage to a monster within the indicated 
range, e.g. “1” = 1 space away; “1-2” = 1 or 2 spaces 
away. You cannot range attack a monster directly be-
side you (range 0).

Draw the indicated number of cards from your deck 
to your hand.

Teleport your hero directly to any space on the hero 
path.

Regain 1 toughness (if your hero is missing any).

Regain all toughness (if your hero is missing any).

Normally, you can use each location once per turn, but 
this effect lets you use one location a second time (e.g. 
use Master of Traps twice to place 2 traps).  

Use all of a selected icon (shield, Dust, sword, boot) as 
another icon.

Use the effect on your own hero or another hero (if the 
other player agrees).

The monster does 1 damage to a hero who attacks it 
by sword .  

The monster cancels 1  damage when a hero attacks 
it by sword.

When a hero attacks this monster, the hero loses  
1 toughness. There is no way to cancel this effect.

The reward or effect applies to all players. Resolve in 
player order, starting with the player who caused the 
effect.

After defeating this monster, take 1 advanced item card    
from the market and put it face down on top of your 
deck. (So you will draw it next.)

After defeating this monster, take a fairy token from the 
market. After you take each one, replenish the market 
with a randomly drawn fairy from the fairy pool, unless 
the pool is empty. After playing a fairy token, discard it 
to the used fairy pile. You can only have 1–3 fairies on 
your player board, so do not take a fairy if you already 
have the maximum number.

Icons on monster cardsIcons on hero cards  
and skill tracks

Player aid
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At the end of the turn that you use this fairy, do not 
draw a card from the game deck.

Draw 2 cards from your hero deck.

Move 3 of your inactive Dust tokens to ready-to-use 
Dust spaces.

Move twice and use one location twice. (In any order.)  

Use the effect of one played card twice (also paying any 
relevant cost twice). This is the Sorceress’s starting fairy.

Teleport to any space on the hero path. This is the 
Scout’s starting fairy.

Teleport to any space and use one location twice.  
(In any order.)

Regain 4 toughness; you may distribute the regained 
4 toughness among all heroes as you wish.

Trade places with another hero.

Instead of rolling the die, you choose the result (from 
1 to 6).  

Reroll a die roll. Then regain 2 Dust.     

Swap the spaces of 2 monsters. 

Range attack  at range 1 twice.

Regain all your toughness and regain 1 Dust.

Remove 1 threat token.  

 Search your deck or your discard pile and take 1 card 
from it into your hand, then shuffle the cards (deck or 
discard pile) that you searched.

Regain 3 Dust; you may distribute the regained 3 Dust 
among all heroes as you wish.

Reveal the top 2 cards from the game deck, then put 
them back on top in either order.

Cancel the effect of 1 monster icon. (This cancels 1  
and 1 .)  

Regain 1 Dust and use one location 2 times.

Icons on fairy tokensIcons on advanced  
item cards  

Attack  for 2 damage, OR
spend 1 Dust to attack  for 3 damage.

Draw a card from your deck, OR
spend 1 Dust to draw 2 cards.

Move to an adjacent space twice, OR
spend 1 Dust to teleport  to any space and then 
range attack  for 1 damage. (In any order.)

Teleport  to any space, OR
spend 1 Dust to teleport  to any space and attack 

 for 2 damage. (In any order.)

Regain 2 Dust, OR
spend 1 Dust to regain 4 Dust.

Cancel 2 damage that a monster does to you, OR
spend 1 Dust to attack  for 1 damage and cancel  
2 damage to you.

Range attack  at range 1, OR
spend 1 Dust to range attack  for 1 damage and 
draw 1 card. (In any order.)

Range attack  at range 1 to 3, OR  
spend 1 Dust to range attack  at range 1 to 3 twice.

Regain 2 toughness, OR
spend 1 Dust to regain 2 toughness, then you or an-
other hero regains 1 toughness.

Regain all your toughness, OR
spend 1 Dust to regain all your toughness and use 
one location twice. (In any order.)

Use  or  or , OR
spend 1 Dust to use +  or  +  or + .

Use  + , OR
spend 1 Dust to use  +  and teleport  to any 
space. (In any order.)

Range attack  at range 1 twice, and attack   for 1 
damage, OR
spend 1 Dust to range attack  at range 1 twice, and 
attack  for 2 damage.


