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AN ADVENTURE BOARD GAME
FOR 1-4 PLAYERS



By Jason C Hill

It is the Age of Exploration, and Spanish voyages set out across
the vast oceans, making landfall on the sandy shores of the New
World But these jungle islands and rocky coasts hold more than
new trade opportunities and rumored riches. The local people tell
tales of a magical Dark Stone found in the volcanic mountains, and
strange shimmering gateways that lead to another world A world
ruled by a ruthless civilization of cold blooded Serpentmen that
have been raiding their villages since the black rock was discovered.
Constructing stone forts to defend against these strange creatures, the
Conquistadors sent word back to Spain for reinforcements. But they
did not know the Darkness that had already begun to spread within.

Initially at odds with the nearby Aztec Empire, who had already
been at war with the Serpentmen for some time, it soon became clear
that if humanity had any chance of survival, the Conquistadors and
Aztecs would need to work together to hold back this Darkness from
spreading out across the world,

* 1 Rulebook (44 pages) ¢ 8 Extra Large Reference Cards
* 1 Adventure Book (56 pages) ¢ 10 Spanish Fort Map Cards
* 8 Small White Dice ¢ 20 Gear Cards
* 8 Small Red Dice ¢ 15 Spanish Fort Artifact Cards
1 Eight-Sided Die ¢ 20 Spanish Fort Encounter Cards
* 1 Peril Die ¢ 24 Threat Cards
* 1 Entrance Map Tile * 5 Drowned Dead Enemy Trait Cards
* 5 Unique Room Map Tiles * 8 Growing Dread Cards
* 2 Standard Room Map Tiles  # 10 Darkness Cards
* 3 Passage Map Tiles * 10 Conquistador Personal Item Cards
* 12 End Cap Map Tiles ¢ 8 Loot Cards
* 4 Gate End Cap Map Tiles ¢ 8 Scavenge Cards
* 4 Plastic Hero Figures ¢ 15 Jargono Encounter Cards
* 3 Plastic Conquistador Footmen ¢ 12 Jargono Artifact Cards
e * 10 Jargono Map Cards
* 6 Plastic Drowned Dead « 10 Jargono Threat Cards

* 6 Plastic Serpentmen Archers 15 qisador Team Abilies Carc
* 3 Large Plastic Temple Guard 1} grartin, g Gear Cards

* 6 Plastic Qarnivorpus Plants « 8 Hero Starting Upgrade Cards
¢ 1 XL Plastic Croxin Beast * 2 World Cards

* 4 Hero Character Sheets o 7 Reference Cards

* 7 Enemy Record Sheets « 1 Depth Track

* 2 Ally Reference Sheets ¢ An assortment of Die-cut Counters

Game Overview

Shadows of Brimstone: Valley of the Serpent Kings™ is a
tast-paced, Cooperative, dungeon-crawl boardgame set in the
Age of Exploration and mixed with Unspeakable Horror! Each
player creates a character, taking on the role of a classic Spanish
Conquistador Archetype, such as El Capitan, Explorer, Duelist,
or Soldier. Forming a party of Heroes, the players take their
characters into the §eep jungles and dark haﬁs of abandoned
Spanish Forts, overrun with demonic shadows and raiding
Serpentmen from another world. This Adventure Set includes
an 8 part Valley of the Serpent Kings narrative story campaign,
but that is only the beginning of your Heroes’ expedition.
Missions are designed for maximum replayability as everything
you encounter, including the board layout, 1s dynamicall
generated as the story unfolds. Explore the lost Spanisﬁ
Forts that have fallen into darkness, overcoming dangerous
encounters and fighting ruthless creatures, while collecting
useful Gear and ancient Artifacts to aid in your adventures.
Heroes can even find portals to other worlds, stepping through
to continue their expedition on the other side.

With a robust campaign system, Hero characters can be
kept from game to game, earning experience and going up in
levels to increase their skills and gain new abilities. The Heroes
can also build and customize their Expedition Camp between
adventures, spending their hard-earned loot and re-supplying
for the next mission.

So unfurl the sails, take up your sword, and strap on your
armor, the Serpentmen are coming and the Darkness closes
in, as you set out on an expedition deep into... the Valley of the
Serpent Kings!

Players

Shadows of Brimstone: Valley of the Serpent Kings™ is
a fully cooperative game for 1-4 players. If combining this
Adventure Set with another Core Set or additional Hero Packs,
this can be increased to 5-6 players. All of the players work
together against the game itself and the difﬁculfty is scaled
based on tl%e number of Heroes taking part in each adventure.

GAME COMPONENTS

Dice

The game comes with 16 standard six-sided dice (8 White
and 8 Red) that should be divided amongst the players. There
are two colors of dice included, as often players will want to
roll a group of dice together with some of them being special
(ex. - “the Red dice are for Critical Hits”). Often cards will
refer to the terms D6 and D3, D6 is just another name for
a six-sided die. D3 means to roll a six-sided die using the
following results:

Result
1
2
3

D6 Roll
1-2

3-4
5-6

Re-rolls

There are many things in the game that let you Re-roll
one or more dice. It is important to note though that:

You may not Re-roll the same die more
than once.
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8-Sided Die

The game also comes with an 8-sided die
which is used for some special rolls. This die is
often referred to as a D8.

The Peril Die
There is also a larger, special six-sided die
included called the Peril Die. This die is marked
with the numbers 3, 3, 4, 4, 5, 6. It is most often
used for determining the quantity of Enemies

during an attack, and is represented on cards as a symbol.

Wounds and Sanity Damage
Red Wound Markers are placed on Heroes
and Enemies to keep track of how much
damage they have taken during the game, while
blue Sanity markers are placed on Heroes to
show how much Sanity Damage they have taken.
There are individual Wound/Samty Markers as well
as larger markers representing 5 Wounds/Sanity each.

Ambition Tokens

Conquistador Heroes use a special Ability
Token called Ambition. Similar to Grit, it allows
them a Re-roll, but for just a single die, with a
powerful bonus.

Dark Stone

These markers are used to keep track of Dark
Stone shards that Heroes find on their adventures.

Grit
Grit is a resource that Heroes
have that can be used for Re-rolling dice,
activating special abilities, or adding a burst
of speed to your movement.

Corruption

During the game, Heroes can gain Corruption
Points, slowly pushing them down the path of evil
and mutation.

Shootout and Status Effects
These markers are used for particular
Enemy attacks that are Ranged or have a long
lasting effect on a Hero. This includes Shootout
as well as Bleeding and Poison markers,

Exgloratlon Tokens

hese markers are placed face down in new
rooms discovered as the Heroes explore and,
when revealed, tell the number of exits a room
has as well as if there are any Encounters or

Enemies to be overcome there.
Some also have a Clue Icon.

Side Bags and Side Ba%Tokens
t

Each Hero has a Side Bag that can carry
helpful Tokens for them such as Bandages,
Rum, or Bombs.

Dueling Tactics

An assortment of Dueling Tactics markers are
included to represent the different tactics that Heroes
can practice in Camp to unleash on their foes in

battle. 3

Scavenged Markers
These markers are used to show when a
Map Tile has been successfully Scavenged by the
Heroes for anything of value.

Revive Tokens
These tokens are occasionally used to give
Heroes an extra chance at survival, allowing a
Hero that was just KO’d to get back up
without long-lasting effects.

Creeping Shadows

Creeping Shadows are a type of Enemy, that
emerges from the darkness to swarm the Heroes
and attack them from within their space.

Tentacles
Tentacle markers are provided to represent the
writhing Enemies from the Void that attack the Heroes.

Hero and KO’d Hero Markers

Hero markers can be used for determining a Random
Hero from the group. KO’d Hero markers are placed in the
space where a Hero was KO’d.

De}r)th Track

he Depth
Track 1is used
to show how
far into the
unknown  the
Heroes have

ventured as well

as showing the

progression of the Darkness as it grows in power and gets
closer to escaping, causing defeat for the Heroes.

Darkness Marker

This marks the current position of the
Darkness on the Depth Track and moves up
the track over the course of the game, as the

Darkness tries to escape!

Hero Party Marker
This marks the current position of the
Heroes on the Depth Track and moves down
the track as the Heroes explore the map.

Additional Counters
Several additional counters have been
provided. Most of these are used for specific
Missions, or for Upgrading aspects of the
Expedition Camp (unlocking or Leveling Up
Camp Locations).

XP and Gold
XP and Gold are only needed when keeping Heroes

from one Adventure to the next, and are gathered in large
quantities, so no counters are included for them. Instead, it 1s
recommended that players track their XP and Gold by keeping
a running total of each on a piece of paper.

Figures and Bases . .
“Valley of the Serpent Kings comes with a variety of

miniatures to represent the Heroes and Enemies for the game

as well as plastic bases to mount them on. A full listing of

the ﬁgbures which size base they should be on, and how to

ass?lmble them can be found on the large assembly sheet in
the box.



There are many different decks of cards in the game that
are used for everythmghfrom dynamically generating the board
as you explore it, to the Enemies you encounter, to the cool
Gear and Artifacts you find along the way:.

Keywords

ost cards have Keywords associated with them, listed
just below the title of the card. The Keywords usually do not
have any inherent meaning, but are occasionally referenced by
other cards and rules.

Icons

Many cards contain icons that represent various aspects
of the card. A full list of these icons can be found on the
Reference Summary at the back of this Rulebook.

Remains in Play

Some cards are listed as Remains in Play. As it sounds
these cards stay in play and continue to affect the game until
the end of the Adventure, or they are canceled in some way.

Discard Piles

For each deck of cards in the game there will also be a
discard pile. The discard pile should be formed face up next to
the deck and is where cards from that deck go when tEey have
been used and are no longer in play. Any player may look
through any discard pile at any time. If an?/ deck ever runs
out of cards, shuffle the discard pile thoroughly and reform the

deck face down.

Some of the card decks (such as Loot and Scavenge cards)
do not have discard piles, but rather are fully shufﬂ%
time one or more cards need to be drawn.

CARD TYPES

d every

Gear and Artifacts
Gear and Artifact cards
are special equipment and
relics that the Heroes can
find while exploring. They
represent everything from
common items like hats or
bandages to ancient alien
artifacts and occult books of
lore! When found, these cards stay with the Hero and give
them the bonuses listed on the card.

Starting Gear and
Personal Items

Every Hero  starts
with specific Starting Gear
cards listed on their Hero
Character ~ Sheet. They
also draw a single Personal
Item to give them an extra
bonus and help define their

personality and backstory a bit more.

Hero Starting Upgrades

Each Hero Class also has a set of
unique Starting Upgrades that they get to
choose from. This helps players to start
customizing their Hero character right
from the beginning.

Ma[E Cards

he Map Deck is used to randomly
generate the board layout as the Heroes
explore. This allows every board set up to be
different. There is one Map card to represent
each Map Tile in the game.

Darkness Cards

Powerful bonuses for the Darkness,
these cards cause surprise Attacks and boost
the power level of the Enemies over the
course of the game. Many Darkness cards
are marked as Remains in Play; staying on the
table and having a long-lasting effect.

Encounters

These cards represent all manner of
situations that the Heroes can find themselves
in while exploring. They include everything
from terrifying journal entries and Karred
doors to the corrupting influence of the
whispering voices coming from the dark.

Threat Cards

When the Heroes are attacked, drawing
a Threat card tells you what types of Enemies
and how many are involved. There are 3
different Threat Decks that are scaled for the
number of Heroes playing, as well as Epic
Threats for major Fights,

Loot

Loot cards are used to generate the
rewards that Heroes get for winning a Fight
or overcoming certain Encounters. Unlike
most decks, the Loot Deck has no discard pile
and is fully shuffled before each draw.

Growing Dread

These cards are a representation
of the unspeakable horrors that await
the Heroes as the Darkness grows in
power. They are usually collected over
the course of the game, but not revealed
until the objective is reached.

World Cards

These cards are used as reference
for the global effects of the world the
Heroes are currently in as well as to
draw a random World when the Heroes
find a Gate.

Scavenge
Scavenge cards are used to determine
what a Hero finds when they Scavenge a
Map Tile for anything useful. Much like
the Loot Deck, the Scavenge Deck has no
3iscard pile and is fully shuftled before each
raw.



Team Ability Cards

This deck of cards includes the special
abilities and effects that a group of Team
Heroes has access to, representing their
ability to fight together as a well-trained and
organized team.

OtherWorld Decks
The Valley of the Serpent
Kings set has all of the cards
needed to explore the Swamps
of Jargono  OtherWorld.
There ~ are  OtherWorld
specific decks for Artifacts,
Encounters, Map Cards, and
Threats only found while exploring the murky swamp world.

Enemy Traits

This special deck is only used with
the Drowned Dead Enemies to add extra
variety and theme when encounter these
undead abominations that are often
found within Spanish Forts that have
fallen into shadow.

LARGE CARDS

In addition to the regular-sized card decks, there are
several large Charts and Record Sheets, displaying the Heroes
players can choose from, Enemies that you will face, and
various charts for use on your adventures and while visiting
your Camp between missions.

Hero Character Sheets

There are four large Hero Character Sheets, each detailing
the stats and abilities of a Hero that a player can choose to
play. These Character Sheets have a Male portrait on one side
and a Female portrait on the other, so players can choose the
gender of their Hero.

Enemy Record Sheets
There are also several
double-sided Enemy Record
Sheets showing the stats and
abilities of the various Enemies
that the Heroes might run into
on their Adventures. These
Record Sheets have the normal
version of the Enemy on one
side (green) and the higher level,
Brutalg version of that Enemy on

the back (red).

Reference Charts

These large Charts show the information for the Heroes’
Expedition Camp set up between adventures, including the
various Camp Locations you can visit, as well as an overhead

Camp Map, and charts for Depth Events, Injuries, and
Madness.

The board is made up of a collection of Map Tiles that
hook together with puzzle style connections. There are two
main types of Map Tiles, Rooms and Passages (corridors that
connect the Rooms). There are also small End Cap pieces for
blocking off Room exits that are not Doors and Gate End
Caps for when the Heroes find a portal to another world!
End Caps and Gates are not considered full Map Tiles, they
simply cap off the Map Tile they are attached to.

All Map Tiles are double-sided and have the Spanish Fort
on one side and an OtherWorld on the other side.

A Grid of square spaces is printed on the Map Tiles and
this is used for the placement and moving of models during
gameplay. Note that at every puzzle connection on a Map
Tile, there are two half spaces. When another Map Tile (or
End Cap) is connected, this adds the other half of the two
spaces, creating complete grid spaces, with half on each of the
two Map Tiles.

For game purposes, a model that occupies
one of these half-and-half grid spaces on a

puzzle connection counts as being on BOTH
Map Tiles.




HERO CHARACTERS

Each player must choose what t?/pe of Hero they want to play. These different Hero ‘types’ are called Classes. In this

Adventure Set, all of the Heroes inc

uded are from a single Hero Class - Conquistador. However, the Conquistador Hero

Class is a “Team Hero’ Class meaning that it is a group of Heroes that all share a common background and basic abilities, but
are further defined by having several different Sub-Classes (E! Capitan, Duelist, Explorer, and Soldier). Each of these Sub-Classes
is still considered a Conquistador Hero, but has a unique Character Sheet with all of its basic Skills, Abilities, and Starting Gear
listed on it. Each specific Conquistador Hero is covered in greater detail on page 9 Below is a list of the different elements of

a Hero Character Sheet.

A) Hero Class and Sub-Class

A character’s Hero Class is the main thematic defining
factor for their Skills and Abilities. The Sub-Class for a Team
Hero further defines the theme that sets them apart from other
Heroes of that Class.
B) Kﬁywo rds

A Hero’s Keywords are traits of that character. They do
not have any inherent meaning, but are referenced by other
cards and Abilities (often as restrictions for certain Items).

C) ‘To Hit’ Values

What the Hero needs to roll on their dice to hit Enemies
when making an Attack. There are two different To Hit values,
one for Ranged Attacks and one for Melee Attacks.

D) Combat
The base number of dice that the Hero gets to roll when
making a Melee Attack, even if they have no weapons.

E) Max Grit

The max number of Grit the Hero can have at one time.

F) Skill Attributes

There are 6 different Skills that every Hero has, Agility,
Cunning, Spirit, Strength, Lore, and Luck. These Skills are
used for making tests during the game.

G) Initiative
Initiative determines how quick a character is and how

early in the turn they get to Activate. Each turn models are
Activated in Initiative order, from highest to lowest.

H) Abilities

Every Hero Class has one or more special Abilities that
are an important part of being that Hero Class. These Abilities
are not always beneficial, but fundamentally effect how the
Hero plays.

I) Starting Items
Gear that any character of that Hero Class/Sub-Class starts
their adventuring career with.

J) Health

A representation of the Hero’s physical well being. Health
is reduced by taking Wounds. If your Health is ever reduced
to 0, you are KOd.

K) Defense

Any time the Hero takes one or more Hits, they may
use their Defense as a saving roll against each Hit to prevent
taking Wounds.

L) Sanity

Sanity is just like Health, but for the Hero’s mental well
being, Sanity is reduced by taking Sanity Damage. Just like
Health, if your Sanity ever reaches 0, you are KO’d.
M) Willpower

Just like Defense is to Health, Willpower is a saving roll
for Sanity to prevent taking Sanity Damage or Corruption.

N) Max Ambition
Ambition is a special Ability Token used by Conquistador
Heroes to Re-roll dice with a bonus to the roll. Max Ambition
Q is how many Ambition a Hero may have at one time.
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Grit is a resource that represents a Hero’s
ability to tough out difficult situations and pull
off amazing feats; dodging a fatal blow at the
last minute, scoring a particularly difficult hit,
or activating a powerful special ability to save
the day. In short, it allows Heroes to be heroic!
Every Hero has Grit (they wouldn’t be much of
a Hero without it).

Using Grit
A Hero may use a Grit to do one of three things:

- Use 1 Grit to Re-roll any number of dice that your
Hero just rolled.

- Use 1 Grit to add an extra D6 to your Hero’s
Movement.

- Use Grit to activate a Special Ability or Item that
requires it.

Re-roll Limits

Grit can be very useful for Re-rolling dice when you need
to, but it is important to remember that no single die may ever
be Re-rolled more than once. So, for example, you CANNOT
Re-roll all of your misses with a Grit, and then use an ability or
spend another Grit to Re-roll the ones that still missed.

Grit may only be used to Re-roll dice that have been
rolled for your Hero (not other Heroes, Enemies, etc).

In Addition, Grit may not be used on any roll on a Chart
or the roll to Hold Back the Darkness (more on that later).

Recovering Grit

Grit is a very powerful resource, but is limited. Each
Hero starts every Mission with 1 Grit, but more can be gained
throughout the Adventure. The most common way to Recover
a Grit is by rolling a 1 for your Move roll. This is covered in
greater detail later in the section on Hero Activation.

Max Grit

Every Hero Class has a Max Grit listed on their Character
Sheet. This is generally Max Grit 2 for most new Heroes.
Max Grit is simply the most Grit your Hero can have at one
time.

If you are already at your Max Grit and you would get to
Recover a Grit, though you can’t hold onto it, you are allowed
to immediately spend tKat new Grit instead of just losing it.
This is most often used to activate an ability that costs Grit or
to gain the extra D6 to your Move for the turn.

ABILITY TOKENS

The term Ability Token is used to refer to
any of the various special tokens used by Hero
Classes to trigger their unique abilities.

In the Valley of the Serpent Kings
Adventure Set, the Conquistadors use
Ambition Ability Tokens. Ambition is
used like Grit to Re-roll, but only targets
a single die, adding a bonus to the roll,

and is covered in greater detail on page 8.
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CREATING A NEW HERO

Creating a new Hero is fast and easy. It is often just as fun
to start a fresh new Hero as it is to keep one Hero from game
to game, over a series of Adventures. To create a new Hero,
just follow these simple steps:

Choose Hero Class (and Sub-Class)

The most important choice for a new Hero is what
Hero Class you want to play, and for a Team Hero like the
Conquistadors, what Sub-Class you want to play. ~ Each
Hero Class/Sub-Class has its own unique stats and Abilities,
and a fairly different play style. In this Adventure Set, all of
the Heroes are the Conquistador Hero Class, but there are 4
different Sub-Classes of Conquistador to choose from - El
Capitan, Duelist, Explorer, and Soldier.

Get Startm% Items

Every Hero Class/Sub-Class has a small list of Starting
Items printed on their Character Sheet that they get for free.
Find tﬁese Items for your Hero amongst the Starting Gear
cards. It is important to note that, in many ways, the Starting
Gear of a Hero is just as important a factor as their Abilities
and stats. Note that Heroes may NOT trade or give their
Starting Items to other Heroes.

Draw a Personal Item

Every Hero starts their adventuring career with one
Personal Item that not only gives them a powerful bonus,
but can help to define the bacﬁstory of that Hero. Draw one
Personal Item card for your Hero.

Choose Your Starting Upgrade

When creating a brand new Hero you get to choose one of
the Hero Starting Upgrades available to your Hero Class. Each
Sub-Class of Conquistador has 2 unique Starting Upgrades
to choose from that help to define your Hero right from the
beginning. Choose wisely though as the Upgrade you don’t
pick will not be available later.

Get a Side Bag

and Free Token
Take a Side Bag
marker for your Hero.
Every Hero has a Side
Bag that can hold u
to 5 Tokens in it.
New Hero also gets
to choose one Side Ba
Token to start with for free.
Choose from Rum, Bandages, Tonic,
or Bomb.

Name Your Hero

Lastly, you should choose a
fitting name tor your Hero. And pick
somethinﬁ %ood, you never know if that
name will be spoken of as legend in the
royal courts throughout Spain and the world
at large!



CONQUISTADOR HEROES

The Congquistador Hero Class introduced in this Adventure Set is a Team Hero Class with 4 distinct versions or Sub-Classes
for Players to choose from - the El Capitan, Explorer, Duelist, and Soldier. All of these Sub-Classes of Conquistador have a
similar theme and share the same basic Abilities, but each has its own unique stats, equipment, and Starting Upgrades, making
them play very differently. This section provides an overview of the different Conquistador Sub-Classes, as well as the rules and

Abilities common to all Conquistador Heroes.

Team Hero Class - Conquistador

As a Team Hero Class, all of the Conquistador Heroes
share the same basic Abilities, including the use of Ambition
tokens. They also have access to the use of Conquistador Team
Ability cards, representing their history of training, living, and
fighting alongside one another for years.

Conquistador Personal Items

This set also includes a deck of Conquistador Personal
Items that are meant to be used when creating a new
Conquistador Hero.

Ambition (Ability Token)

Conquistador Heroes ‘are well known for their
Ambition, both in terms of warfare and personal
glory. To represent this, Conquistador Heroes use
Ambition Tokens.

Ambition Tokens are very similar to Grit and
can be used on any roll that Grit could be used on. Ambition
allows the Hero to Re-roll any SINGLE die they just rolled,
but adds +2 to the result of the Re-roll.

This is incredibly powerful for when you really need to
pass a skill test, get that Critical Hit, or add just a little more
Damage to take down an Enemy. Ambition can even Re-roll
a die that has already been Re-rolled (breaking one of the
basic rules of the game)!

However, each Hero may only use 1 Ambition per Turn for
this Re-roll ability (it may still be used for other abilities that
require Ambition in the same turn).

Congquistador Heroes have a Max Ambition which is how
many Ambition Tokens they can hold at one time.

Conquistadors start every Adventure with 1 Ambition as
well as their normal 1 Grit. During the Adventure, whenever
the Hero would Recover a Grit, they may choose to either
Recover a Grit as normal or Recover an Ambition. This works
whether they rolled a 1 for movement, used a Tonic Side Bag
Token, or any other method for Recovering Grit.

Though Ambition and Grit are fairly similar, Players will
discover that each has its distinct uses, and the ability to collect
and use both gives Conquistadors a powerful advantage with
many interesting tactical choices.

It is also important to note that Ambition cannot be used
during a Camp/Town stay, and cannot be used to cancel
Growing Dread cards like Grit can (more on that later).

Ruthless Warfare

All Conquistador Heroes also have the Ruthless Warfare
ability. This allows them to gain $10 and Heal either 1 Wound
or 1 Sanity Damage whenever they kill an Enemy, but also
reduces their Corruption Resistance to only 4 (normally it is
5), meaning that they are more susceptible to being corrupted
by the Darkness and gaining Mutations.

TERM ABILITY CARDS

Team Ability cards are unique to the Team Hero Class
and reFresent the fighting tactics and thematic skills of a group
of well-trained warriors who depend on one another in battle.

Drawm% Team Ability Cards
s noted in their Abilities
box, at the start of each Adventure,
every Conquistador Hero adds 1
Conquistador Team Ability card
to the Hero Party’s Team Ability
Card Pool. These cards are intended
to encourage team play with Players
discussing Eow and when would be
best to use the various cards in the
Pool throughout the Adventure.

Pla%rmg Team Ability Cards

eam Ability cards are generally one-use bonuses for the
Adventure that are discarded after they are used. Each card says
on it when it can be played, who is affected by it, and what the
bonus is for playing the card.

Although all of the Team Ability cards are held in a single
Pool for the Hero Party, whichever Hero added a particular
card to the Pool gets final say on how and when that card is
played.

It is important to note that Team Ability cards are drawn
new at the start of each Adventure, and any unused Team
Ability cards still in the Pool at the end of the Adventure are
discarded.

Team Ability cards do NOT affect Allies such as
the Conquistador Footmen Allies that come with this
set.

ARMOR

Most Conquistador Heroes rely
on Armor to protect them from
wounds. This can come in the form
of a simple breast plate to a full suit
of Conquistador armor, like what a
Soldier would wear. The rules for
Armor are covered in greater detail
on page 17
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El Capltan

A leader of the
expedition, El Capitan is
a skilled swordsman and
explorer of noble lineage.
His armor and helmet are
adorned with gold filigree
and a striking feather
plume, indicative of his
suave nature and regal
stature.

Armor and Sword
El Capitan’s Ornate
Helmet and Congquistador
Armor grant him a built
in extra Armor 5+ save
against each individual
Wound he might take, as
well as increasing his ability to hold and use Ambition. Armed
with a Spanish Sword, El Capitan is also skilled with a blade,
making his Critical Hits deadly with a side step and a thrust.

Ambitious Leader

Ruthless and confident, El Capitan is the military leader of
the group. Selecting the Boundless Ambition Starting Upgrade
lets him make full use of his Ambition, with a chance to
Recover it whenever he kills a foe, and letting him spend up
to 2 Ambition per turn for Re-rolls. The Expedition Leader
Upgrade allows El Capitan to bring an extra Team Ability card
to each Adventure, and to use his experience and Battle Plans
to help his fellow explorers Re-roll a To Hit or Defense die
while nearby:.

Exglorer

he Explorer is an
expert at guiding the
expedition, seeking out the
objectives and treasures the
party is searching for.

Versatile Gear

The Explorer’s Armor
is not as heavy or robust
as that of the Soldier, but
it still grants an Armor 6+
save against Wounds he
would take. In addition,
the Morion Helmet helps
by letting him Re-roll a
single Armor save or a
single die on a Skill test
once per turn. Topped off
with a Spanish Sword for
doing extra damage on
Critical Hits makes the Explorer a good combat fighter as well.

In Search of Discovery

Using the Thirst for Discovery Starting Upgrade, the
Explorer can move faster and gains extra XP fgr Looking
Through Doors and Scavenging the area. It also grants him
bonus Grit for exploring new Map Tiles. The Dark Stone
Hunter Upgrade instead focuses on collecting the magical
black rock. It lets the Explorer carry Dark Stone without being
corrupted by it, and gives him the ability to use Dark Stone to
cance{)Darkness card% during the Adventure.

Duelist

A nimble master of
fencing, the Duelist relies
on speed and her skill
with the blade to carry the
day. Forgomg the heavy
armor of her teammates,
she lunges and thrusts
to skewer her foes, while
parrying their strikes away.

DuelngBl’ades

The "Dueling Blades

of the Duelist are quite

versatile and  can  be

equg)ped as either single-

handed or two-handed.

While just using one

Hand Sfot, they %et you

force an adjacent Enem

to Re-roll one of their To

Hit rolls once per turn.

This allows you to protect yourself, or others that are nearby:
While equipped in both of your Hand Slots, it also grants you
+1 Combat, giving an extra die for your Melee Attack. This
versatility means that the Dueling Blades are great to use on
their own, but can be easily paired with another weapon you
find along the way.

Master of Death

The Duelist’s Starting Upgrade Oﬁtions help her to deal
out death, or avoid it altogether. With Dance of Death, she
ets to roll an extra Combat die whenever she rolls a Critical
it. This can turn a fairly basic Attack into a whirlwind of
destruction. With Laughs at Death, she gets to use a D8 for a
single Defense roll Iger turn (even gettmg to roll against a Hit
that would ignore Defense), and if she needs to use a Revive
Token, she has a great chance of not having to discard it.

Soldier

A stern veteran of
warfare in  Europe, the
Soldier is a hardened
warrior. He is heavily
armored and equipped
for combat, wading into
hordes of Enemies that
would crush a less seasoned
fighter.

Heavy Crossbow
The Soldier is armed
with a heavy Crossbow to
punch through even the
toughest defenses of his
opponents. The Crossbow
uses the D8 To Hit, giving
him much better odds of
getting Critical Hits. At the
same time, he is the toughest of the group, with a high Health
and heavy Conquistador Armor granting him an extra Armor
5+ save against incoming Wounds.

Veteran Mercenary
Using the War Veteran Starting Upgrade, the Soldier has
extra Sanity from already experiencing the horrors of war u
close, as well as a Grizzled Scowl letting him Re-roll one of his
To Hit rolls each turn for free. The Mercenary Upgrade instead
focuses on doubling the Gold you collect just for killing each
Enemy, and giving you Grit back in a more consistent flow

9 (which of course can also be taken as Ambition).



To Set Up for an Adventure, complete the following steps in the order listed. This covers everything needed to start the
basic Mission ‘Scouting Party’, and includes preparing the card decks, shuffling up the Exploration Tokens, placing the Entrance,

Boo

1) Number of Players/Heroes

Decide on the number of Heroes that will be taking part
in the Adventure. Usually this is one Hero per player, but
sometimes it is fun to play a game controlling two or more
Heroes each, for a fewer number of players.

2) Shuffle Card Decks
Thoroughly shuffle all of the card decks and place them
around the table as shown above.

3) Pr%pare Exploration Tokens

Shuffle up all 8 Exploration Tokens and create a stack of
them face down that players can draw from when they find a
new room.

4) Ready Heroes

Prepare each Hero that will be taking part. If these are
new Heroes, make sure each of them is ready to go using the
steps of Creating a New Hero, as detailed on page 7

One Hero gets the Old Lantern card as the Light Source,
in addition to their other Gear. The players may choose who
will take it at the start of each Adventure.

Draw Team Ability cards and add them to the pool.

and Ig(etting the Heroes ready to go. Some later Missions have a slightly different Set Up as noted in their entry in the Adventure

5) Select Mission

Select a Mission to play. For your first game, this should
be the ‘Scouting Party’ Mission described on page 11. For
future games, you can choose a Mission from tﬁose listed in
the Aﬁfenture Book. Note that some Missions have special
Set Up instructions.

6) Prepare Depth Track

Place the Depth Track where all players can see it, and
position the Darkness marker on the Darkness Start space and
the Hero Party marker on the Entrance space.

7) Place Entrance Map Tile
Set the Entrance Map Tile in the center of the table,
where all players can reach it.

8) Place Heroes

Lastly, each Hero model is placed on the Entrance Map
Tile in one of the 8 Starting Area spaces (as shown to the
right). Each Conquistador Hero starts the Adventure with 1
Grit and 1 Ambition.

10



The Starting Area on the Entrance Map Tile includes all
8 spaces in the back two rows (marked here in blue). The
Heroes can be positioned in any of these eight spaces, and
shc1>uld be place(f on the board in Initiative order, from highest
to lowest.

NUMBER OF HEROES

The number of Heroes taking part in an Adventure
determines the difficulty and quantity of Enemies you will
be facing. This is scaled in two ways - with Low, Med,
and High Threat Decks for Enemies as well as with Revive
Tokens to help fewer Heroes survive a little longer.

Difficulty Scaling

The chart below shows the Threat Deck that will be
used as well as how many Revive Tokens the Heroes have
available to them, based on the number of Heroes playing.

Heroes Scaling
1 Low Threats, 2 Revive Tokens

Low Threats, 1 Revive Token

Med Threats, 1 Revive Token

Med Threats

High Threats, 1 Revive Token
6 High Threats

Both Threat Decks and Revive Tokens are covered in
greater detail a little later.

WORLD CARD

Most Adventures start in the
Spanish Fort. This is an Earth-based
World and has a World card that
should be placed face up near the
Depth Trac]g. The World card has a
couple of Global special rules that
are always in effect for Heroes in
this World.

During your Adventures, you
may pass through Gates that allow you to visit strange
alien OtherWorlds. These Worlds each have their own World
card, and are discussed in greater detail in the Advanced Rules
section. Some Missions actually begin in an OtherWorld, as

listed in the Mission Set Up. u

2
3
4
5

YOUR FIRST GAME

Basic Game

For your first game, a couple of the slightly more
advanced elements will be left out to make 1t easier to get the
hang of the things. Epic Threat boss Fights and Gates to
Other Worlds will not be used. Note, it may be tempting to just
use everything right away; but there is enough to wrap your mind
around with getting the basics down that it really is worth playing
a game or two be](g)re diving into the deep end.

‘Scouting Partg/rl’

The introductory Mission is called ‘Scouting Party’. The
Heroes’ expedition has landed on unknown shores and has
sent out a scouting party to investigate the area.

Mission Goals

To scout the area the Heroes must explore
to find 2 Exploration Tokens with Clue
Icons on them. The first Clue is the half-
way point, while the second Clue marks
enough area scouted to safely set up camp.

The Objective Room

When the second Clue Icon is revealed, the
Heroes have found the Objective Room. Ignore any
Encounter or Attack on the token, as well as any Door Icons,
as the Objective Room has no exits. Instead, the Heroes
must draw a Threat card that is one Threat Level higher than
normal to fight (for example, if you would normally draw a yellow
MED threat, instead draw a red HIGH Threat). This represents
the creatures that must be cleared out to secure the area.

Reward

If all of the Enemies in the final room are defeated, the
Heroes have successfully completed the Mission, collecting a
sample of the valuable resources from the area. Each Hero
gains 25 XP and may draw an extra Loot card (in addition to
the Loot for defeating the Enemies).



THE DEPTH TRACK

De p th Track
he Depth Track represents the general path of the Heroes

and tracks how deep the Hero Party has journeyed into the
wild, and how close the Darkness is to escaping and wreaking
havoc on the countryside (resulting in failure for the Heroes).
At the start of the game, the Hero Party marker is placed at the
Entrance space on the far left of the track, while the Darkness
marker is placed on the Darkness Start space on the far right.

During the course of the game, the Hero Party marker
moves down the track every time a new Map Tile is placed,
as the Heroes travel deeper and deeper into the dark. The
Darkness marker moves the opposite direction, up the track,
as the Heroes fail to hold the Darkness at bay.

Staﬁes of the Track

e Depth Track is broken into 3 Stages, and each Stage
has a value printed at the bottom (the Top Stage 7+, Middle
Stage 8+, and Bottom Stage 9+). As the Hero Party marker
moves down the track, it passes through these different Stages,
making it progressively harder for the Heroes to Hold Back
the Darkness.

Holding Back the Darkness

At the start of each turn, the Hero with
the Light Source must roll a Hold Back
the Darkness test. The Hero rolls 2D6
and adds them together. If the number is
equal to or greater than the value needed
(listed at the bottom of the Stage that the
Hero Party marker is currently in), the
Darkness has been held and the marker
does not move this turn. If the roll is
less than the value needed, the Darkness
moves one step forward on the track
(closer to the Entrance). The Hero Party may only have one
Light Source active at a time.

Grit may NOT be used to Re-roll a Hold
Back the Darkness test.

Blood Spatter and Growing Dread

Spaces on the Track
There are two special types of spaces on the Depth Track,
Blood Spatter spaces and Growing Dread spaces.

Blood S}l)atter spaces - When the Darkness marker moves
onto a Blood Spatter space, the Heroes must immediately
draw a Darkness card as the Darkness has grown stronger.

Growing Dread spaces - When the Darkness marker
moves onto a Growing Dread space, the Heroes must draw a
Growing Dread card as the deadly nature of the Hero’s mission
finks in (see Growing Dread cards on page 16 for more on this
ater).

These special types of spaces on the Depth
Track only matter for the Darkness marker,
NOT the Hero Party marker.

De Kth Events

ny time the Hero with the Light Source rolls natural
doubles for the Hold Back the Darkness test, a Depth Event
has occurred! Even if the roll would normally have failed,
instead of moving the Darkness marker, consult the Depth
Event Chart to see what has happened (the Depth Event Chart
can be found on one of the large reference cards).

There are 6 possible results on the chart, and the Event
that has occurred is the one listed for the double number that
was rolled (double 1s = 1 on the chart, double 2s = 2 on the
chart, etc). This is usually something bad that has happened.

Occasionally something else will require a Depth Event
to be triggered (such as an Exploration Token). When this
happens, simply roll a D6 to see which Depth Event is
triggered.
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Each Game Turn has four steps that are completed in the
following order:

1) Hold Back the Darkness
2) Models Activate in Initiative Order

3) Room Exploration
4) End of the Turn

Once all four steps are complete, a new Game Turn
begins.

Hold Back the Darkness

As noted above, at the start of each turn, the Hero that has
the Light Source must roll the Hold Back the Darkness test
to prevent the Darkness marker from moving forward on the
Depth Track. This test occurs at the start of every turn (even
during a Fight), and the longer the Adventure goes, the harder
it is to hold the Darkness back.

Models Activate in Initiative Order

After the Hold Back the Darkness test is complete, each
model is Activated in order of Initiative, from highest to lowest.
A model’s Initiative can be found in the upper right corner of
their Hero Character Sheet or Enemy Record Sheet.

During most turns of the game, only Heroes will be on
the board as they explore the map. During a Fight however,
Activations will often be intermixed between Heroes and
Enemies, based on their relative Initiative scores (more on
Enemies and Fights later).

Heroes that are tied for Initiative may decide
between them who will go first, and this may be
changed from turn to turn.

Room Exgloratlon

When the Heroes discover a new Room Map Tile, it has
an Exploration Token placed on it. Exploration Tokens like
this are revealed and resolved during the Room Exploration
step (note that Passage Map Tiles do not have an Exploration
Toien as indicated on each Passage Map Card).

End of the Turn

After all models have been Activated and any new Rooms
have been explored, anything that occurs at the End of the
Turn happens. If there are multiple effects that trigger at the
Ili]nd of the Turn, the Heroes may decide what order to do
them in.

&

HERO ACTIVATION

When a Hero is Activated, they may Move and then
either Search or make an Attack. Searching may NOT be
done during a Fight (as the Hero is a little busy).

Hero Movement

At the start of a Hero’s Activation, the first thing they
should do is to roll a single D6 for Movement. The Hero
may Move a number of spaces up to the amount rolled on
the die.

Models have no facing and may move forward, back, side
to side, and even diagonally. Models may NOT move through
other models or through Walls, and may only move into Vaﬁd
spaces on the board (it must be at least 50% of a full space, to
be considered a valid spacei).

The two half-spaces of an open-ended puzzle connection
on a Map Tile are considered to be Doorways and models
MAY move into these half-spaces. (For players that do not like
Roll for Movement style games, an optional rule for Fixed Hero
Movement can be found on page 40).

If a Hero rolls a 1 on their Move roll, they
are allowed to Recover one Grit. This is the
main method for Heroes getting Grit during
the game. If a Hero is already at their Max
Grit, they may immediately use the new Grit
on the spot, usually to add an extra D6 to their
Movement.

Note that using Grit to add an extra D6 to your movement
does not let you Recover another Grit if you roll a 1 on that
D6, as it is simply extra movement, not a Move roll.

MaIp Tile Puzzle Connections

t is important to note that a Hero standing in a puzzle
connection space (between two Map Tiles) counts as being on
both of those Map Tiles. This can be important for Abilities
or effects that target every model on a specific Map Tile.

Barriers

Some spaces on the board have one
or more edges with a thick, white line.
These are called Barriers and usually
represent elevation changes or obstacles
that prevent movement but can be seen
through, such as cliffs or low walls.

Only models that have an ability allowing them to ‘Move
through other models may cross these Barrier space edges
during their move. This usually includes models that can fly;,
models that have the ability to Keap or climb over obstacles, or
XL-sized Enemies that can smash through them.

When a Barrier extends slightly beyond the cross point
of multiple spaces, it prevents normal diagonal movement that
would cross this extended end of the Barrier as well.

Barriers have NO EFFECT on Line of Sight for Ranged
Attacks, adjacency for Escape tests, or Melee Attacks; they
ONLY affect movement. Barriers do NOT prevent random
directional movement using the Bounce chart.

If a model that can’t move through Barriers ever finds
itself trapged in an area surrounded by Walls/Barriers, it may
move through a Barrier to get out.



Hero Movement Example

- Hero A starts its Activation
and rolls a 4 for movement,
They can move up to 4 spaces
in any direction, but may not
move through a space with
another model.

Walls Blocking Diagonal Movement

As noted above, models may not move or see through
Walls (the thick black border around every Map Tile).
Sometimes a Wall will extend into a Map Tile, covering over
the grid cross point between spaces (as sEown below).

Walls like this prevent models from moving diagonally
across that Wall. In addition, because the Wall extends between
these diagonal spaces (covering the cross point of the spaces),
the two spaces are NOT considered to be adjacent to one
another. Walls like this block Line of Sight for Ranged Attacks,
prevent diagonal Melee Attacks across them, and prevent other
things like Fear or requiring Escape tests to move away from
Enemies that are diagonally across the Wall.

The Light Source and Voices in the Dark

The light from the Light Source is the only safety from the
shadows. It illuminates the entire Map Tile that the Hero
carrying it is currently on, as well as adjacent Ma
Tile. (Note that this includes every individual space on each of
these Map Tiles, regardless of Walls, Line of Sight, etc).

Any Hero starting their Activation on a Map Tile that is
not within this light (on the same or adjacent Map Tile as the
Light Source) begins hearing “Voices in the Dark’, slowly
driving them mad. That Hero immediately takes D6 Horror
Hits (see Horror Hits and Sanity on page 17).

Searching

There are two different types of Searching a Hero can do at
the end of their Movement, when not in a Fight - Scavenging
or Looking through a Door. Note that you may do either of
these things, not both.

A Hero may not Search on a Map Tile (Scavenge or Look

Through a Door) while there is an unrevealed Exploration
Token on that Tile (more on Exploration Tokens later).

Scavengin

Any Hero that ends their Move on a Map
Tile (Room, Passage, or the Entrance) that has
not yet been fully Scavenged may attempt to
search the area for anything of value.

To Scavenge a Map Tile, roll 3 dice. If any of
the dice roll a 6, you have successfully Scavenged the area and
found something! Place a Scavenged marker on the Map Tile.
Then draw one card from the Scavenge Deck for each 6 that
was rolled. Note - only 1 Scavenged marker is placed, regardless
of how many 6s were rolled.

As noted before, there is no discard pile for the Scavenge
Deck. Each time a Hero needs to draw one or more Scavenge
cards, shuffle the entire Scavenge Deck to draw the number of
cards needed. Note that the Scavenge Deck is approximately
1/3 good, 1/3 bad, and 1/3 nothing, so Scavenging may not
always end up being a benefit to your Hero (but it’s usually
fun to try).

Each Map Tile may be Scavenged a number of times,
based on how many Heroes are in the Hero Party, before it is
considered fully Scavenged (and may not be Scavenged again).

1-2 Heroes 1 Scavenge
3-4 Heroes 2 Scavenge
5-6 Heroes 3 Scavenge

Looking Through a Door

Open-ended puzzle connections on a Map Tile (not
blocked off with an End Cap) are considered to be Doors. A
Hero that ends their Move on one of these open-ended puzzle
connection half-spaces may Search by Looking Through the
Door, seeing into the next Map Tile.

Draw a Map Card and place the Map Tile shown as the
next piece of the board, connected to the Door that the Hero
is looking through. The green arrow on the card shows the
‘Entrance’ to the new Map Tile that should be connected to
the Door.

If the new Map Tile cannot be placed because it would
overlap an existing Map Tile, rotate the tile to use one of the
other exits as the Entrance. If the tile still does not fit, discard
it and draw a new Map Card to repeat the same process. If the
second Map Tile also does not fit, this exit is not a valid Door
and shouldp be blocked with an End Cap. Any exit that clearly
cannot fit a Map Tile should not be counted when determining
which exits from the Room are Doors (as described in the
section on Exploration below).

Whenever a new Map Tile is placed, move
the Hero Party marker one step forward on the
Depth Track, showing their progression deeper
into the unexplored area.

Any time a Hero Looks Through a Door and places a
new Map Tile, that Hero gains 5 XP for exploring.

The Hero Party marker will no longer move if it ever
reaches the Darkness Start space of the Depth Track.
Note that Heroes may not look through Doors while
there are Enemies on the board as Searching cannot be
performed during a Fight.

Hero Attacks

During their Activation, after moving, a Hero is allowed
to make one Attack. This 1s covered later in the section on

Fights.



EXPLORATION

Exploration is a big part of Shadows of Brimstone, and
allows the Heroes an element of discovery as they pick their
way through the dark halls and rooms of the unexplored area.

Rooms and Exploration Tokens

There are two types of Map Tiles, Passages and Rooms.
Passages are short patﬁways that simply connect different areas
together. Rooms, on the other hand, often hold Encounters or
Enemies that the Heroes must face.

Whenever a Room Map Tile is placed, draw an
Exploration Token without looking at it and place
it face down on that Map Tile. Passages do not
contain Exploration Tokens and are labeled as such
on their individual Map Cards.

Once the Map Tile is placed, the Hero that looked through
the Door will be standing in a puzzle connection space that 1s
half on each Map Tile. As noted above, a Hero on a puzzle
connection space like this is considered to be on BOTH Map
Tiles. This means that during the Room Exploration step of the
turn (after all Heroes have Activated), this Exploration Token
will be revealed as there will be at least one Hero on the Map
Tile with it.

Revealing Exploration
Tokens

When an Exploration Token is revealed
(after all Heroes have Activated), flip it over
so that all players can see what has been
discovered! An Exploration Token has three
important pieces of information — Door / Gate
Icons (showing the Number of exits the
Room has), Encounters or Attacks!, and if
there are any Clues for the Heroes’ current
Mission. There are also Exploration Tokens
that draw a Darkness card (more on Darkness
later) or have the Heroes roll a Depth Event.

Door/Gate Icons
At the top of the Exploration Token you
will find one or more Door Icons. Each Icon
represents an exit from the Room. So if there
are 2 Door Icons on the Token, there will be 2
Random puzzle connection ‘Doors’ left open on
the Room. On the Map Card for the Room, each
Eotential exit is marked with a set of numbers to
elp randomly determine where the Doors are to be left open.
For each Door Icon, roll a die and consult the Map Card
to determine where that Door will be (roll again if there is
already a Door there). Each puzzle connection exit that is not
a Door should be closed off using an End Cap piece.

Note that some Exploration Tokens have a Gate
Icon amongst the Door Icons. In the Basic Game, treat
these as normal Doors in every way, In the Advanced
Game, these Gate Icons represent a portal to an Other
World that has opened andehe Heroes can step through
and continue to explore on the other side!
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Encounters and Attack!
Exploration Tokens will always lead to Encounters or an
Attack, both of which are covered a little later on.

Darkness and Depth Event

Exgloratlon Tokens

he Exploration Token with Darkness
on it requires the Heroes to draw a Darkness
card, while the Token with a Depth Event has
the Heroes roll a D6 and trigger the Depth
Event that corresponds to the number rolled.

Clue Icons
Many of the Exploration Tokens have Clue Icons
on them, representing important bits of information
that help the Heroes on their Mission. Clue Icons have
different meanings based on the particular Mission being
played, as described in the Mission entry of the Adventure
Book (some Missions do not use Clue Icons at all).

Finding the Objective

When the final Clue Icon needed is found (or whatever
the particular Mission calls for is discovered), the Heroes have
found their Objective!

This usuall]y means that the Heroes ignore any Door Icons
and Encounters/Attacks on the final Exploration Token (Note
that the Darkness and Depth Event Exploration Tokens still
trigger the Darkness/Depth Event). Instead, the Heroes have
reached their goal and must face a final fight with a larger or
meaner group of Enemies. In the Advanced Game, this comes
in the form of an Epic Threat boss fight. In the introductory
Mission, ‘Scouting Party’, it means fighting a higher level Threat
card of Enemies than normal.

WINNING AND LOSING

To Win a Mission, the Heroes must find the Objective and
defeat any Enemies guarding it, as detailed in the particular
Mission being playeg For the basic Scouting Party” Mission,
the Heroes simply need to find the Objective room at the
second Clue Icon and defeat the Enemies there.

There are two main ways for the Heroes to Fail any
Mission - if all of the Heroes are KO’d or if the Darkness
Escapes.

All Heroes KO’d

If all of the Heroes are ever KO’d at the same time,
the Mission immediately ends in failure. The Heroes are
considered to escape, but must all still roll for Injury/Madness.

Darkness Escapes

If the Darkness marker ever reaches the Entrance space on
the Depth Track, the Darkness escapes and lays waste to the
countryside. The Mission is failed and the Heroes must head
home 1n defeat.

Running Away

Sometimes things look pretty grim. If all of the Heroes
agree (at least all those that are not yet KO’d), at the start of
any turn, the Hero Party may elect to Flee from the Adventure!
This must be done before anything else in the turn happens.
All of the Heroes (including those that are KO’d) escape and
the Mission is considered to have been failed. Any Heroes that
were KOd still need to roll for Injury/Madness.



DARKNESS AND THE GROWING DREAD

Darkness Cards

Darkness cards are evil events that can cause Enemies to
leap from the shadows, ceilings to collapse, supernatural events
to occur, or allow the Darkness to steadily grow in power with
cards that Remain in Play. Darkness cards are pretty much
always bad for the Heroes.

There are two main ways for Darkness cards to be drawn
during the game, whenever the Darkness marker reaches a
Blood Spatter space on the Depth Track, and whenever a
card’s game text instructs the players to do so (this is usually
caused by Scavenge or Encounter cards).

When a Darkness card is drawn, it is read aloud to all
players, starting with the card title, and then its game effect is
resolved. Once complete, the card is discarded (unless it is
marked as Remains in Play at the bottom of the card).

Growing Dread Cards

Growing Dread cards are dark and powerful events that
can spell doom for the Heroes. Unlike Darkness cards, the
are usually not played immediately when drawn. Instead,

whenever a Growing Dread card is drawn, it is placed face

down, without looking at it, in a stack near the Depth Track.
Growing Dread cards are always added to the top of the stack,
and can be fanned out a little so that players can see how many
cards are in the stack. In this way, it creates an impending
feeling of doom over the course of the game as more cards get
added to the stack, with each being potentially deadly!

Resolving Growing Dread

When the Objective is found for the current Mission, but
before any Threat cards are drawn or Enemies placed, the
cards in the Growing Dread stack are revealed and resolved,
one at a time, starting from the top of the stack. For the
remainder of this Objective, if any new Growing Dread cards
would be added to the stack, instead resolve them immediately.

Canceling Growm% Dread

The Heroes are not helpless though. A Growing Dread
card may be canceled if all of the Heroes in the Party coﬁectively
use 1 Grit each (not including Heroes that are KO’d). This
may be done while a Growing Dread card is still face down
(cancel the top card of the stacl%), or once it has been revealed
(before it takes effect).




HERLTH, SANITY, AND CORRUPTION

There are many ways that a Hero can get hurt while fighting their way through an Adventure fr even just while walking
through the demon-infested wilderness). Every Hero has Health, that measures their ability to take physical damage before
being knocked out, and Sanity, that covers their ability to take mental strain before going mad. It is also possible to be corrupted

by dark influences and even start to mutate from it.

TYPES OF HITS

There are 3 types of Hits that a Hero can take - Hits,
Horror Hits, and Corruption Hits.

Hits
Hits represent physical damage and cause Wounds if not
prevented.

Horror Hits
Horror Hits represent mental strain and cause Sanity
Damage if not prevented.

Corruption Hits
Corruption Hits represent dark influence and cause
Corruption Points if not prevented.

Defense and Willpower

Each Hero has Defense and Willpower marked on their
character sheets. Both of these are saving rolls that allow the
Hero to try and prevent incoming Hits from doing damage.
Defense is used to prevent Hits while Willpower is used to
prevent both Horror Hits and Corruption Hits.

Anytime a Hero takes one or more Hits, they may make
a Defense roll against each, needing to roll equal to or higher
than their Defense value to prevent the Hit. For example, if
a Hero has a Defense of 4+ and takes 3 Hits, they would roll
3 Defense dice with each roll of 4, 5, or 6 preventing one of
the incoming Hits. For each Defense roll that failed, the Hero
would take damage from that Hit.

Willpower works exactly the same way, but is used for
incoming Horror Hits and Corruption Hits instead.

TYPES OF DAMAGE

Wounds
Wound markers are placed on a Hero’s
Character Sheet (or Enemy) to show that the
have taken damage against their Health. Eac
Hit that is not prevented does 1 Wound unless
stated otherwise.

Sanity Damage
Sanity Damage markers™ are placed on
a Hero’s Character Sheet to show that the
have taken damage against their Sanity. Eac
Horror Hit that is not prevented does 1 Sanity
Damage unless stated otherwise.

Corruption Points

Corruption Point markers are placed on
a Hero’s Character Sheet to track how much
Corruption they have gained. Each Corruption
Hit that is not prevente§ does 1 Corruption Point.
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Cover

Sometimes a model will have a special Cover save allowing
them to try and block each incoming Hit they are about to
take. Cover saves work similar to a Defense roll (stopping
an entire Hit when successfully rolled), but are made before
Defense rolls. In addition, a model with a Cover save may still
roll for it, even if the Hit ignores its Defense.

Shields

A Shield is an Item that a Hero may carry allowing them
to block some amount of incoming Damage (as listed on the
Item). A Shield must be equipped to be used and usually takes
one of the Hero’s Hand Slots.

A Shield may be used to prevent Damage
after any Cover and Defense rolls are made, but
must be used before any Armor rolls are made.

Armor and Spirit Armor

Armor helps to protect a Hero, even
after their Defense or Willpower has failed
them. Armor protects against Wounds
while Spirit Armor protects against Sanity
Damage.  Neither one helps against
Corruption though.

If a Hero has an Item or ability that
gives them Armor, whenever they are
about to take a number of Wounds (after
Defense rolls and any use of a Shield), roll a D6 for
each individual Wound they are about to take. For each die
roll that is equal to or better than their Armor save, that Wound
is prevented. For example, if a Hero has Armor 5+ and takes two
Hits past their Defense that do 3 Wounds each, the Hero rolls 6 dice.
For every 5 or 6 rolled, one of the incoming Wounds is prevented,

Spirit Armor works the same way, but allows the Hero to
roll of each point of incoming Sanity Damage instead.

A Hero may not apply more than one Armor save at a
time (from different Items/abilities), but only uses the best
Armor save they currently have equipped.

Some Enemies can also have Armor as an ability. This
works just like a Hero’s Armor.

Being KO’d

If a Hero ever has Wounds equal to their
Health or Sanity Damage equal to their Sanity,
they are immediately KO’((i] (Knocked Out),
and no more Wounds/Sanity Damage will be
applied (you cannot fall below 0). Remove
the Hero model from the board and place
a KO’d Hero marker in their space. Other
models may freely move into and through a
space with a KO’d Hero.



Recoverin dg

At the end of any turn when there are no Enemies
anywhere on the board, a KO’d Hero may Recover. That
Hero places their model back on the board, removing the
KO’d Hero marker and pushing any model that was in their
space to an adjacent space. They then roll once on the Injury
Chart if their Health was reduced to 0 or the Madness Chart
if their Sanity was reduced to 0. They also get to Heal 2D6
Wounds/Samity (any mix). This Healing must bring their
Health and Sanity back to at least 1 each.

If a Hero was reduced to 0 in both Health and Sanity at
the same time, they must roll once on each Chart, but then get
to Heal 2D6 Health and 2D6 Sanity.

Revive Tokens

Revive Tokens are a special bonus that
allow the Heroes to overcome otherwise dire
situations. Usually Revive Tokens are held by
the entire Party as a whole rather than by an
individual Hero. Whenever a Hero would be
KO’d, if there are one or more Revive Tokens available, that
Hero may discard a Revive Token to instead be immediately
restored to Full Health and Full Sanity, and Recover 1 Grit.
The Hero does NOT need to roll for Injury or Madness when
using a Revive Token, and ignores any remaining incoming
Hits or Damage from the source that would have KO’d them.

Healing Health and Sanity
Whenever a Hero is allowed to Heal Health or Sanity
Damage, they simply remove that number of damage markers

from their character. When a Hero is allowed to Fully Heal
Wounds or Sanity Damage, they get to remove all damage
markers of that type from their character.

Healing Other Heroes

Any time a Hero Heals Wounds or Sanity Damage from
another Hero (regardless of the method), they gain 5 XP for
each Wound/Sanity healed.

Tokens like Rum and Baud(g]es may be used to Heal other
Heroes that are adjacent to you during a Fight, or even just on
the same Map Tile while there are no Enemies on the board.

CORRUPTION & MUTATION

Fighting nightmarish creatures and working around Dark
Stone can be hazardous, not just to your health and sanity,
but to your soul! As Heroes gain Corruption Points, they

will begin to mutate and change over time. A Hero’s ability to
withstand these effects is called their Corruption Resistance.

Corruption Resistance Value

Every Hero starts with a default Corruption Resistance
value of 5. This means that a Hero may only ‘hold’ up to 4
Corruption Points at a time without any ill et%ect. As soon as
the Hero has 5 Corruption Points (Corruption equal to their
Corruption Resistance value), those Corruption are removed
aﬁd the Hero must immediately roll once on the Mutation
chart.

A Hero’s Corruption Resistance value may be modified by
Items they acquire, events they encounter on their Adventures,
and any number of other things in the game, causing that
Hero to be able to ‘hold’ more or fewer Corruption Points
before they mutate.

Rollinlgl for Mutation
The Mutation Chart can be found at the back of the
Adventure Book.

To roll on the Mutation chart, a Hero must roll a ‘D36,
To roll a D36, roll two dice of different colors, where one
of them is the ‘10’s digit and the other is the ‘I’s digit. For

Example, if your rolled 3 and 5 the result on the chart would
e 35.

Mutation Death

If a Hero ever rolls a Mutation on the chart that they already
currently have, they have instead mutated beyond recognition
and have become little more than a writhing mass of tentacles
and goo. That Hero is considered to be Dead (though they
may still be Resurrected in Camp between Adventures).

R RANDOM HERO

There are many things in the game that require you to
determine a Random Hero. There are two simple ways to do
this - use the Hero Tokens provided to draw one
randomly, or simply roll a die.

A Hero Token for each Hero in this Set
has been provided and these can be used to
draw from without looking to determine a
Random Hero.

Alternatively, it is often faster and easier
to simply point to the different Heroes or Players and assign
each a number set, then roll a die to see which is selected.
For instance, if there are 3 Heroes you could say Hero A is
1-2, Hero B is 3-4, and Hero C is 5-6, then roll a D6. Keep
in mind that the D8 also works great for this if there are 4
Heroes (1-2, 3-4, 5-6, 7-8).
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ENCOUNTERS AND SKILL TESTS

Often times Heroes will come across aspects of the environment or situations that they need to try to overcome or deal with
using their Skills. These are called Encounters and are most often found as part of an Exploration Token while investigating a
room. Encounters can range from a blazing fire to a ghostly apparition, or anything in between.

R HERO’S SKILLS

Every Hero has a set of six Skills that they use to interact
with Encounters, overcome dangerous challenges, and that
define the Hero’s mental and physical prowess.

A Hero’s Skill values range from 1 to 6. Each of these
values may never be modified to go below 1 or above 6.

Agilitc?r
Used for running, jumping, diving, and rolling, Agility is
tested for challenges that require physical dexterity and stealth.

Cunmn%
The ability to understand technology, to outwit opponents,
and to solve puzzles, Cunning is used for challenges that
require the Hero to think their way past a problem.
Spirit

Used for interacting with the supernatural and the Void,

Spirit determines how good the Hero is at overcoming
demonic and ghostly Encounters as well as mental fortitude.

Strength
Physical brawn and brute force, Strength determines how
ood the Hero is at overpowering things and influences how
%ar they can throw an item or how much weight they can carry:

Lore

Knowledge of myth and legend, Lore determines a Hero’s
ability to decipher ancient languages and riddles as well as to
tell stories ancf interact with occult elements.

Luck

One cannot underestimate the power of being lucky. Of
course, this has just as much to do with a Hero’s abifi,ty to
minimize the effects of bad luck while capitalizing on any
good fortune that comes their way.

When the Heroes find an Exploration Token that says
Encounter on it, they must draw a card from the Encounter
Deck to see what they have found. Encounters are situations

9

that the Heroes must overcome
to continue on their Mission.
Usually Encounters will have
one or more Skill tests that the
Heroes need to perform.

Encounters  affect  all
Heroes, not just those that are
currently in the same room
(though some Encounters
are listed specifically as only
affecting Heroes that are on
the MaF Tile). Heroes that are

y

currently in another World
do NOT participate.

Who Takes the Test

Skill tests on an Encounter are
marked with an icon to show who must take the test.

One Hero - One Hero is chosen to make the
Skill test. The Heroes must decide amongst
themselves who will take it.

All Heroes - Every Hero must make the Skill test.

One Random - One Hero, chosen randomly,
must make the Skill test.

Making a Skill Test

To make a Skill test, the Hero rolls a number of dice
equal to their value in that Skill. As long as any one of those
dice is equal to or greater than the target number, the test is
successfully passed.

For exazgp[e, if a Hero needs to make a Lore 5+ test, they roll
a number of dice equal to their Lore Skill. As long as one of those
dice rolls a 5 or higher, the test is passed. If not, the test is failed.

Skill Tests Outside of an Encounter

Sometimes Heroes will be called on to make a Skill test
outside of an Encounter. This most often occurs because of
special Enemy abilities or between Adventures while in Camp.
These Skill tests work the same way, and it should be clear by
the Event or card text who needs to make the test (usually the
Hero that rolled the Event).

Multiple Encounters

Sometimes an Exploration Token will call for multiple
Encounters (For Example - Encounters x2). When this occurs,
draw all of the needed Encounters and resolve them in any
order you like. The only important thing to note is that any
Enemies that Attack as a result of an Encounter will not be
placed or start the Fight until all of the other non-Enem
aspects of the Encounters have been completed (so all Skill
tests, etc. must be taken before Enemies are placed on the
board). This can result in multiple Enemy Attacks at once.



GEAR AND ARTIFACTS

Gear and Artifact cards represent different items and ﬁieces of equipment that a Hero can collect and use to help them on

their adventures. Gear are more common items that can

e found and are often a bit more disposable. Artifacts are more rare

and powerful items that usually have occult or magical origins, or come from another world altogether.

There are a few limiting factors that restrict how many
Items that a Hero may carry and use at any given time.

Hands

Each Hero has 2 Hand slots that they can assign Items
to each turn. This can be up to two different Single-Handed
Items or one Double-Handed Item.

Sinﬁle-Handed
is Item requires one of the Hero’s two Hand
slots to have equipped during the turn.

Double-Handed
This Item requires both of the Hero’s Hand slots
to have equipped during the turn.

At the start of a Hero’s Activation each turn, the Hero
may decide what Items they want to assign to their two Hand
slots. Any of the Hero’s other unassigned Items that require
one or two Hands to use, do not give the Hero any benefit
from their card text.

Note that assigning Items to your Hand slots ‘at the start
of your Activation’ is usually only important during a Fight
anc{ it is assumed that the Hero can swap different Items into
and out of their Hands when there are no Enemies on the
board. You may still only ever use two Hand slots at any given
time though.

Wel\i/[ght and Carrying Limit
any Items have one or more small Weight
icons on them to show that they are limited.

A Hero may only carry 5 + their Strength
in Weight icons at any time.

Keyword Restrictions

Some Items have a red restriction bar that requires a Hero
to have a certain Keyword to be able to use the Item. For
example, if an Item says Strange Only, the Hero must have
the Keyword Strange to use the Item.

Clothing Items

Occasionally an Item will have the
Keyword Clothing followed by one
or more other Keywords that tell the
Clothing Slot that the Item fills (Torso,
Shoulders, Gloves, Coat, etc). These
Items can be very powerful, but a Hero
is limited to only a single Clothing
Item for each unique Clothing Slot. So
a Hero may only have one Clothing
- Gloves equipped at any given time,
as well as one Clothing - Coat and
one Clothing - Hat, etc.

Items with Limited Use

Some Items are limited in how often they can be used.
These Items are marked as ‘Once Per Turn’, ‘Once Per Fight’,
‘Once Per Adventure’, etc. When a Limited Use Item like this
is used, rotate the card or flip the card over to Exhaust it
(show that it has been used). You may Ready that card (un-
rotate or flip it back over to show that it may be used again)
when the time frame of its limitation is complete.

So for instance, a ‘Once Per Turn’ Item should be
Exhausted when used, and then be Readied at the end of the
current Turn, while a ‘Once Per Fight’ Item would be Readied
at the end of the current Fight.

This terminology is also used for some Abilities.

PERSONAL ITEMS

Personal Items are very powerful and characterful cards
that are unique. Every new Hero character gets to draw
one Personal Item to give them a special bonus as well as
to thematically help fill in the backstory of the character. If
a Duelist gets the War Veteran’s Dagger, perhaps she has seen
death up close during the wars in Europe! Or perhaps she
took it as a trophy from the first opponent she ever defeated
in a duel.

Personal Items may never be traded, lost, sold, or
discarded in any way. They help to define who the Hero is
and the Hero will carry it tilf,the day they die.
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DARK STONE ICONS

Some Items have a Dark Stone Icon on them,
usually in the upper left corner. This means that
the Item is charged with Dark Stone energy in
some way and counts as one Dark Stone when

considering how much Dark Stone a Hero is carrying.

Sometimes a Hero will find an Item that they either don’t
want or can’t use because of restrictions or the carrying limit.
Heroes may give, trade, or even sell Items to other Heroes
in the Party (the Gold sell value of most Items is listed in the
lower right corner). A Hero may transfer an Item (or Side
Bag Token) to another Hero adjacent to them (or on the same
Map Tile if there are no Enemies on the board). The only
restrictions are that the text or ability of an Item may not be
used by two different Heroes in the same turn, and Heroes
may not trade or sell their Starting Gear Items.

ITEM UPGRADES

Many Items have the capacity to be upgraded to give
them extra benefits or abilities. These Items have one or more
Upgrade Slots on them, shown at the bottom left of the card.

Uplgrade Slots

tems often have up to 3 Upgrade Slots

on it, with each Slot represented as an empty

circle.  Upgrade Slots can be filled with an

Upgrade Item or with a Forged Dark Stone Upgrade added
to the Item by a blacksmith in Camp. These Upgrades will
have one or more Slot Requirements (filled in black circles)
to show how many Upgrade Slots they occupy

when attached to an Item.

Attaching an Upgrade

As noted above, Upgrades come in two forms, either as
a card that the Hero finds during an Adventure, or as Dark
Stone that is forged directly onto the Item in Town.

An Upgrade card lists on it what it can be attached to as
well as if 1t takes any resources to attach it to an Item (usually
Dark Stone).

When an Upgrade card is
attached to an Item, it fills in a
number of Upgrade Slots equal to
its Slot Requirement and gives that
Item the listed Bonus.

Upgrade cards attached to an
Item can be removed at any time
so that they can be attached to
a different Item, sold, etc. The
resources used to attach the
Upgrade originally are lost.

Dark Stone that is Forged
directly onto an Item in Camp
is a permanent change and may
not Ee removed. It is now part

of the Item. This is covered in
more detail in the Adventure Book.

SIDE BAG

Each Hero has a Side
Bag that is used to carry
helpful Side Bag Tokens
like  Rum, Bandages,
Bomb, Tonic, etc. A Side
Bag may hold up to 5
Tokens on it at a time
and these can be any
mixture of different Side
Bag Tokens.

Side Bag Tokens

Side Bag Tokens are generally small ‘discard to
use’ objects that a Hero may have more than one of. A Side
Bag Token can be identified by its parchment background and
green title bar for the name ot the Token.

Generally, Side Bag Tokens may be used at any time
(unless used as an Attack/Free Attack, which must be during
your Activation).

Bandages
Discard to Heal D6 Wounds.

Rum
Discard to Heal D6 Sanity Damage.

Tonic
Discard to Recover a Grit.

Bomb
Discard to throw as a Ranged Attack. Explodes
with an area of effect to Damage all models in
the same and adjacent spaces to its final position.
When thrown, if the To Hit roll is failed, the Bomb
will Bounce one or more times in Random directions (for
details on throwing Bombs, see page 27, as well as the Bounce
diagram on the gBack of this Rule Book).



Every Enemy Type is represented by a large Enemy Record Sheet that lists its stats and abilities. The Record Sheets are
double-sided and have the normal (green) stats on one side, and the Brutal (red) stats on the other. The Brutal Enemy side is
generally only used for groups of Heroes that are quite experienced and have been through many Adventures.

A) Enemy Type
This tells the name of the specific Enemy Type, such as
Tentacles, Temple Guard, or Drowned Dead.

B) Keyword

All Enemies have one or more Keywords that define the
category they fall into (Demon, Myth, Void, etc). Generally
these Keywords don’t have any built-in meaning, but are often
referenced by other cards or abilities.

C) Size
The Size of the Enemy - Small, Medium, Large, Extra
Large, or even XXL.

D) Initiative
Just like Heroes, every Enemy has an Initiative that tells
when they get to Activate 1n the turn order.

E) Abilities
Most Enemies have one or more Special Abilities that
affect how they fight the Heroes.

F) Move

This is the number of spaces that the Enemy can move
during their Activation. Unli{ie Heroes, Enemies have a fixed
move which makes them predictable and easier to move in
large groups.

G) Escape

When a Hero is adjacent to the Enemy and wants to move
away, they must first pass an Escape test using this Escape
value (more on this a bit later).

H) ‘To Hit’ Values

Just like Heroes, Enemies have a To Hit value for Ranged
Attacks and Melee Attacks.

I) Combat

The number of Combat dice the Enemy gets to roll against
a Hero when making a Melee Attack.

J) Damage

The amount of Damage a Hero takes for each Enemy
Combat Hit they fail to block with their Defense.

K)Defense

Unlike a Hero’s Defense (which is a roll to block
Damage), an Enemy’s Defense is a fixed amount of Damage
that is prevented from each Hit the Enemy would take.

L) Health

The number of Wounds that it takes to kill the Enemy:

M) XP Value

Every Enemy is worth XP to the Hero that kills it.
Many larger or tougher Enemies give XP to a Hero just for
Wounding it.

N) Elite Chart

Every Enemy Type has an Elite Chart of six extra Abilities
that make it harder to defeat or more deadly in a Fight. When
a group of Enemies is Elite, they get to roll on the Chart to
see what extra Ability or Abilities that group of Enemies has.

Brutal Enemy Side

The back side of each Enemy Record Sheet has the Brutal
version of that Enemy Type, displayed with a red background.
These Brutal Enemies are genera]i)ly only encountered by higher
level Heroes that have played many Adventures. This 1s a way
of scaling the Enemies that the Heroes have to fight over the
course of a campaign.
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When the Heroes come across a group of Enemies, their exploration of the area takes a back seat to fighting for their lives.
These engagements are called Fights and cover the time from when Enemies appear until the last Enemy is defeated and the
Fight is over. Fights make up the bulk of the action in the game and are an exciting way for the Heroes to get XP and Loot,

though they can also be quite dangerous.

Attack!

The most common way for a Fight to
begin is by finding an Attack Exploration
Toien while Exploring a Room. When
an Attack occurs, the Heroes must draw a
Threat card to see what has attacked them.
Attacks can also be caused by other things
as well, such as Darkness cards, Encounters, a
Depth Event, etc.

Drawing Threat Cards
When a Fight begins,
the first thing that the
players need to do is find
out what Enemies are
actually attacking  them.
Usually, this means drawin
a Threat card (thoug
sometimes the Attack will
call for a specific Type of
Enemy as listed on the card
or Event that caused the
Attack in the first place).

To draw a Threat card,
you simply take the top card
from the Threat Deck of the
appropriate Threat Level. This
is based on the number of Heroes in the Party.

1-2 Heroes use the Low Threats (green), 3-4 Heroes use the
Med Threats (yellow), and 5-6 Heroes use the High Threats

(red).
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Attacks by Specific Enemies

When a card or event calls for an Attack by a specific
Enemy Type, there is no need to draw a Threat card. Instead,
the Type and number of Enemies is pre-set and listed in the
text for that card/event.

Number of Enemy Models

Sometimes the number of Enemy
models that will be taking part in the Fight
is simply listed on the card. Many times,
however, it will be a variable number of
Enemies that the players must roll for, using
a D6, D3, or the Peril Die.

The Peril Die is a special 6-sided die that has
faces marked 3, 3, 4, 4, 5, and 6. This allows for a
variable number of Enemies to show up, but never
less than 3 at a time.

The Peril die is represented on cards and text as
the symbol:

Sometimes multiple Peril Dice will be used to find
the number of Enemies for an Enemy Type that favors
larger groups. For instance, Tentacles often show up with
up to 12 Enemies at a time, and will frequently be listed

on a Threat card as:

Tentacles

In these cases, the Peril Die should be rolled twice and the
two numbers added together to find the total.



Placing Enemies on the Board

Once you have determined what Types of Enemies are
taking part in the Fight, and how many there are of each
Type, it is time to place them on the board. Enemies from an
Attack Exploration Token are placed on the Map Tile where
the Token was revealed.

Enemies are placed on the board in reverse
order of Initiative, from lowest to highest. So
the slowest Enemies are always at the back of
the group.

Starting with the lowest Initiative Enemy Type, models
are placed on the Map Tile in every other space, forming a
checkerboard pattern starting in the row farthest from the Map
Tile Entrance, all the way to the back left (as shown in the
diagram below). This includes any puzzle connection half-
spaces.

Once all of an Enemy Type has been placed, continue
on to the next lowest Initiative Enemy Type, until all Enemies
have been placed on the board. It more than one Enemy
Type shares the same Initiative, roll randomly between them
for which is placed first.

Skip over any spaces that are not valid map spaces (less
than 50% of a space) as well as any spaces that already have
a model in it.

So for example,
if you needed to place
2 Temple Guard and
6 Serpentmen Archers,
the Temple Guard
(Initiative 3) would be
placed first on spaces 1 and 2, while the Serpentmen
Archers (Initiative 6) would be placed on spaces 3, 4,
56,7 and 8

If there are more Enemy models to place than will fit in
the checkerboard pattern on the Map Tile, return to the back
row and begin placing models to fill in the spaces between.

If there are more models than will fit on the Map Tile,
even with every space filled (which is rather rare), overflow
models should be placed onto the Map Tile connected to
the Entrance of the Room (most likely filling in around the
Heroes) until they have all been placed.

Not Enouglh Models

If you are called on to place more Enemies of a particular
Enemy Type than you have models available (for instance, you
must place 2 Temple Guard, but you only have 1 model as the
rest are already on the board), place all of the models that you
do have available, and ALL Enemies of that Type gain a free
Elite ability for the duration of this Fight.

Elite Enemies

Sometimes the Heroes will encounter a particularly nasty
group of Enemies that are stronger, tougher, or more dangerous
than normal. This is represented by Enemies having one or
more Elite abilities.

When a group of Enemies is Elite, you must roll once on
the Elite Chart at the bottom of the Enemy’s Record Sheet to
see what extra ability they have. This Elite ability is applied to
ALL Enemies of that Type for the duration of the Fight (so if
you have 4 Tentacles on the board and 2 more show up that are
Elite, all Tentacles on the board will get the Elite ability rolled).
You may place a marker or die on the Enemy Record Sheet to
keep track of which Ability they have gained (1-6).

It is possible, especially as Heroes gain experience and go
up in Hero Level, that a group of Enemies may have more
than one Elite ability (double Elite or even triple Elite, etc).
This just means that you must roll multiple times on the Elite
Chart to see what abilities those Enemies have. If the same
Elite ability is rolled more than once, Re-roll (unless noted
otherwise in the text of that Ability).

There is a bonus to ﬁﬁ?hting Elite Enemies, however, in
that Elite Enemies are worth +5 XP for each Elite Ability they
have.

AMBUSH ATTACKS

Sometimes an Enemy Attack will be listed as an Ambush
Attack. This means that the Enemies have surprised the
Heroes and are able to spring from the shadows to attack.

In an Ambush Attack, instead of being placed in the
standard checkerboard pattern at the back of a room, Enemies
are placed directly adjacent to the Heroes! If there are different
Initiatives with the Enemies being placed in an Ambush Attack,
the Enemies with the highest Initiative are placed first (so that
the faster Enemies have priority on selecting targets).

Ambushing Enemies are placed adjacent to
the Heroes and gain +2 Initiative during the first
turn of the Fight.

If a new group of Enemies is placed by Ambush while a
Fight is already going on, the new Enemies get the +2 Initiative
during the first turn of the Fight they are involved in, as do any
other Enemies already in the Fight that are the same specific
Type as the Ambushers (Tentacles, Drowned Dead, etc).

Enemy Placement

To determine exactly where the Ambushing Enemies are
placed, start with the highest Initiative group of Enemies and
place one model in any space adjacent to a Random Hero.
That Enemy is said to be targeting that Hero to attack.



The next Enemy model is placed in any space adjacent
to a Random Hero with the least number of Enemies of that
Type targeting it and has at least one open space adjacent to
it. In this way, the Enemies are placed to be evenly spread,
targeting all of the different Heroes (though some Heroes will
likely have more Enemies placed adjacent to them than others,
due to limited open spaces). This process continues until all of
the Ambushing Enemies are placed targeting Heroes.

Any Enemies that cannot be placed adjacent to a Hero,
due to lack of open spaces, are placed as close to the Heroes
as possible. These Enemies are not considered to be targeting
any specific Hero, yet.

Ambush Enemy Placement Example - There
are 3 Heroes that stumble across an Enemy
Ambush. The first 3 Enemies get placed
adjacent to and targeting a different Hero each.
The next 2 Enemies are placed next to Random
Heroes to continue spreading them evenly, At
this point, there are no more adjacent spaces to
the Heroes and the last 2 Enemies are placed as
close to the Heroes as possible.

Enemies Appearing Mid-Turn

On rare occasion, a new group of Enemies will Ambush
Attack during the Models Activate in Initiative Order portion of
the turn, usually by way of a Hero Scavenging and finding a
Darkness card.  When this happens, the Enemies are placed
and the current turn immediately ends! A brand new turn
begins, starting the Fight. Note that this is not the case if
Enemies Ambush during the Hold Back the Darkness phase, as
the Activating of models has not vyet started.

TURNS DURING A FIGHT

Turns work much the same during a Fight as they do
when Enemies are not on the board, the main difference is
that the Enemies get to Activate as well as the Heroes. Also,
the Heroes will actually be attacking during their Activation,
instead of just moving and exploring.

Initiative Order
Models still Activate in Initiative order, from highest to
lowest, but this now includes the Enemies as well as the Heroes.

Enemies get to Activate first if their Initiative
is tied with a Hero.

All Enemies of a specific Type (such as Tentacles or Temple
Guard) are Activated at the same time, as a group. If more
than one Enemy Type have the same Initiative, roll randomly
between them each turn to see which gets to Activate first.

When a Type of Enemies is Activated, they will get to
Move and Attack just like a Hero would; they just get to do so
as a group. This is covered in detail below.

FEAR, TERROR, AND

UNSPEAKABLE TERROR

Some especially scary creatures will cause Horror Hits
on Heroes just for being near them! These Enemies have an
Ability called Fear (x), Terror (x}, or Unspeakable Terror
(x), and are defined on the Enemy’s Record Sheet.

Fear does Horror Hits to adjacent Heroes, Terror does
Horror Hits to Heroes that are on the same Map Tile as it,
and Unspeakable Terror does Horror Hits if the Hero is on the
same or even adjacent Map Tile to the creature. The (x) is the
number of Horror Hits done.

These abilities can be very effective at reducing a Hero’s
Sanity, as they stack up for each Enemy that causes them, and
they do the Horror Hits every turn as long as the Enemy is
alive.

Note that Horror Hits only do 1 Sanity Damage each
unless specifically noted as doing more on the card or ability.

HERO MOVEMENT DURING A FIGHT

Heroes move normally during a Fight, with one exception.
If a Hero ever has an Enemy in an adjacent space to them,
the Hero must first try to Escape before starting or continuing
to move.

Escape Tests

Every Enemy has an Escape value listed on their Record
Sheet. When a Hero is adjacent to that Enemy and wants to
move, they must first roll an Escape Test.

To make an Escape Test, roll a D6. If the result is equal
to or higher than the Enemy’s Escape value, the test is passed
and the Hero may move for the rest of this turn ignoring any
adjacent Enemies that have that Escape value or lower.

For example, if a Hero is adjacent to an Enemy with a 4+
Escape value, they must roll a 4, 5, or 6 on a D6 to be able to move.
Once they do, however, for the rest of the turn, that Hero may move
past any adjacent Enemy with an Escape value of 4+, 3+, or 2+.

If the Hero becomes adjacent to another Enemy with a
higher Escape value (ie - 5+ or 6+ in the previous example),
they must stop their move and make a new Escape Test with
the higher difficulty to keep going.

No Searching or Room Exploration

As noted in the section on Hero Movement, Searching
and Room Exploration may not be done during a Fight (this
includes Scavenging as the Heroes are a little busy).
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HERO ATTACKS

After a Hero has moved, they are allowed to make one
Attack. This can be a Melee Attack using their basic Combat
value, or a Ranged Attack using a Ranged Weapon like a
Crossbow or Gun.

Melee Attacks

Every Hero has a built-in Melee Attack available to them
in the form of their Combat value. This represents the Hero
punching, kicking, or using simple improvised weapons. A
Melee Attack uses the Hero’s basic Combat value, which is
usually 2, as well as any bonuses they may have from Items or
Abilities. A Melee Attack may only target adjacent Enemies,
so you will need to get up close to use it.

A Hero’s Combat value is the number of dice
they get to roll when making a Melee Attack.

A Hero can use any number of Items and Abilities they
have to add bonuses to their Melee Attack as long as they
observe all relevant restrictions (such as having no more than
2 [#] worth of Items equipped, etc).

Ranged Attacks
Ranged Attacks are provided by a Ranged Weapon the

Hero has, such as a Bow or Gun. These Items are listed as
having a Range as well as a number of Shots.

Range is the number of spaces away that an Enemy can
be and still be hit by the Attack.

Shots is the number of dice the Hero gets to roll for a
Ranged Attack made with that Weapon.

Roll ‘To Hit’

Every Hero has two different “To Hit' values listed on
their Character Sheet - Melee To Hit and Ranged To Hit. Melee
To Hit is used when making a Melee Attack and Ranged To
Hit is used when making a Ranged Attack.

The Hero rolls their dice and each roll that is equal to or

%reater than their alz{propriate ‘To Hit’ value counts as one Hit.
ny dice that rolled a 6+ counts as a Critical Hit and gets a
special bonus when rolling for Damage.
Assiigning Hits

After all of the Hero’s dice have been rolled and the

number of Hits determined, the Hero is allowed to assign
those Hits, one at a time, to any Enemies within Range.

Hits may always be assigned and resolved
one at a time, or in groups. It is your choice.

For Melee Attacks, Hits may only be assigned to adjacent
Enemies.

For Ranged Attacks, Hits may be assigned to any Enemies
within the Range of the Weapon and within the Hero’s Line
of Sight. However...

If there are Enemies adjacent to you, you
must always assign and resolve Ranged Hits
against them first.

If your initial Hits kill all Enemies adjacent to you, you
may then begin assigning subsequent Ranged Hits to other
Enemies.

Line of Sight

To be able to see an Enemy and assign Hits to them,
you must be able to draw a straight line from the center of
the Hero’s space to the center of the target’s space without
it crossing a Wall (the thick black border of the Map Tiles).
Only Walls block Line of Sight; other models have no effect
on 1t.

Line of Sight Example - To see an Enemy; the Hero must be able
to draw a straight line to 1t, from the center of his space to the
center of the target’s space, without that line crossing a black Wall
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Rolling for Damage

Each successful Hit that the Hero scored on an Enemy
does D6 Damage to that Enemy. These Damage rolls are
made separately fgor each Hit (though all Damage rolls for Hits
assigned to a single target may be rolled together so that the
Hero may use 1 Grit to Re-roll any number of them).

Enemy Defense

Enemy Defense works a little bit differently than Hero
Defense. Instead of being a saving roll that
the Enemy gets (which would be a little
cumbersome), an Enemy’s Defense value is
simply subtracted from the Damage that each
incoming Hero Hit would do. The remaining
Damage after Defense is the number of
Wounds actually done to that Enemy.

So, for example, if a Hero scores 2 Hits and rolls a 3 and a 5 for
Damage, an Enemy with Defense 3 would take a total of 2 Wounds
(Damage 3 - Defense 3 =0 and Damage 5 - Defense 3 =2).

Critical Hits

As noted above, any Hero To Hit rolls of 6+ count as
Critical Hits! These special Hits allow you to ignore an
Enemy’s Defense and apply all of the Damage that Hit does
directly to the Enemy’s Health. This can be very powerful,
allowing you to wound or kill an Enemy, even if it has a fairly
high Defense value.

Wounding and Killing an Enemy

When a Hero does one or more Wounds to an Enemy,
Wound markers should be placed by that Enemy model to
track how much damage it has taken. These Wounds stay on
that Enemy until it is killed.

An Enemy is killed as soon as it has a number of Wounds
equal to its Health. When an Enemy is killed, it is immediately
removed from the board and the Hero that caused the last
Wound gains XP.

Enemies With Armor

Some Enemies have an ability that gives them Armor (Note
that the ‘Armor’ ability is different from normal ‘Defense’).
Applying damage to an Enemy with Armor requires an extra
step. After you have determined how much Damage a Hit has
done to the Enemy, and subtracted the Enemy’s Defense value,
you must then roll an extra D6 for each individual Wound you
are about to cause. For each roll that is equal to or higher than
the Enemy’s Armor value, that Wound is prevented.

For example, a Hero does 2 Hits to an Enemy model that has
Defense 4 anc}D Armor 5+ The Damage rolls for those 2 Hits are 5
and 6. This would normally cause 3 Wounds total to the Enemy (5 -
Defense 4 = 1 Damage, and 6 - Defense 4 = 2 Damage, for a total
of 3 Damage). But [)qefore the Damage is applied, the player must
roll 3 dice /%r the Enemy’s Armor (one for each individual point of
Damage). For each roll of 5 or 6 (Armor 5+), that individual Wound
1s prevented by the Armor.

Collecting XP

Every Enemy has an XP value listed on its Record Sheet,
just below its Health. For smaller Enemies, this XP value is
the amount of XP gained by a Hero that kills it (causes the last
Wound which removes it from the board).

For larger Enemies, this XP value works a bit differently
and is marked as a Base number of XP ‘45 Each’. For these
larger Enemies, Heroes gain XP just for Wounding them. This
allows all of the Heroes to get XP for doing their part in

helping to take down a larger creature.

During a Hero’s Attack, the Base XP is gained once if the
Hero does any Wounds at all to the Enemy model, and the 45
Each’ is gained for each Wound done to that Enemy model
across all of the Hero’s Hits during the Attack.

For example, if a Hero scores 2 Hits on a large Enemy with
Q0XP +5 Each’ as its XP value, and those Hits do 2 Wounds and 4
Wounds after the Enemy’s Defense, the Hero would gain a total of
40 XP (10 XP for Wounding the target as well as +5 XP for each of
the six Wounds actually caused: 10+30 = 40 XP).

As noted earlier, Elite Enemies are worth +5 XP per Elite
ability they have. This is only added to the base XP value for
larger Enemies that give XP per Wound.

Free Attacks

Some cards and abilities give
a Hero a Free Attack. A Free
Attack is a special type of Attack
that a Hero may use during their
Activation, and is in addition
to their normal Attack. It can
be made either before or after
making a normal Attack.

No more than 1 Free
Attack may be made by a
Hero in a single turn.

A Free Attack is Exhausted when used
(unless discarded)and lists in ( ) how often it may be used
(that 1s, when the player may Ready the Item or Ability that
grants the Free Attack). This is usually Once per Fight or Once
per Adventure.

Free Attacks are always listed as either a Ranged Attack
or Melee Attack.

Ranged Free Attacks have a Range as well as number of
Shots used for the Attack.

Melee Free Attacks have a listed Combat value that is
used instead of the Hero’s Combat value. They do NOT gain
any Combat bonuses or modifiers that would normally affect
the Hero’s Melee Attacks, such as those granted by other Hand
Weapons that are equipped.

Throwing a Bomb
A Hero may throw a Bomb Token as a
Ranged Attack. The Range of the throw is up
to the Hero’s Strength +3 and it may be thrown
at ANY space in Range as long as the Hero has
Line of Sight to that space (even if
Enemies are adjacent to the Hero).
Roll once To Hit. If successful,
the Bomb lands in the targeted space
and explodes. If the To Hit roll was
missed, the Bomb will instead Bounce
D3 times in Random Directions before
exploding. Use the D8 to determine
the direction of each space the Bomb
Bounces into.
When the Bomb explodes, it does
D6 Wounds, ignoring Defense, to each model in the same
and adjacent spaces to it. Roll the Damage for each model
separately.



ENEMY MOVEMENT

When a Type of Enemy is Activated, they get to Move and
then Attack as a group.

Actlvatmg an Enemgf Type

As discussed above, all of the Enemies of a specific Type
are Activated together when their Initiative comes up in tEe
turn order. When Activated, the first thing that the Enemies do
is to Target Heroes and move towards them to Attack.

Ta%%etln Heroes and Movement

ough all of the Enemies of a specific Type are Activated
together, they choose their targets and move one at a time,
starting with the Enemy model that is closest to the Heroes. If
more than one are at equal distance to the nearest Hero, you
may choose the order that they are moved in.

The first Enemy model targets a Random Hero that they
can reach - within tzeir Move (%stance (printed on the Enemy
Record Sheet) and with a clear path to get there. That Enemy
is said to be targeting the selected Hero to Attack and is moved
as far as it can be to a space adjacent to that Hero. This will
usually have the Enemy move to the far side of the Hero,
getting in behind them and making way for other Enemies.

It is often a good idea to have the Enemy models physically
turned to face the Hero they are targeting so that it is very clear
where each Enemy is placing its Attacks.

Then, the next closest Enemy model will target a different
Random Hero with the least number of Enemies of that Type
targeting it and is within reach. In this way, the Enemies are
moved to be evenly spread, targeting all of the different Heroes
(though some Heroes will liﬁely ave more Enemies reach
them than others, due to paths being blocked or not enough
movement). This process continues until all of the Activating
Enemies have been moved.

Any Enemies that cannot reach a Hero will move as far
as they can toward the nearest Hero. These Enemies are not
considered to be targeting any specific Hero yet.

Enemy Movement Example

- All three Enemies are equal

distance to the Heroes, so they

may decide what order to move the Enemies in.

Moving Enemy 1 first, it randomly selects Hero B

to target as all four Heroes are within its Move distance and have
a clear path to reach them. Enemy 1 moves as far as it can to
reach its target. Next, Enemy 2 randomly selects Hero D to target
(ignoring Hero B that already has an Enemy of that Type) an
moves as far as it can to reach him. When it is time for Enemy

3 to select a target, there is only one choice, Hero C. (the path is
blocked to Hero B and A by Enemy 2, and Hero D already has an
Enemy of that Type targeting it, wg;reas Hero C does not). Once
Enemy 3 moves up to the space in front of Hero C to target him,
any other Enemies in that room will only be able to readé’7 Hero D

Sta(glng on Target

nce an Enemy targets a Hero, it will continue to target
and attack that Hero until they are KO’d or until the Hero is
no longer adjacent. Enemies do NOT change target based on
who is attacking them.

Choosing a new Target

If the Hero being targeted by an Enemy moves away or is
KO’d, at the start of the Enemy’s next Activation it will select a
new Hero using the same process described above.

In this way, if a Hero is feeling overwhelmed, they can
always try to Escape and run away in the hopes that the
Enemies targeting them will choose a new and different target
during their next Activation.

Large Enemies

Large Size Enemies have a special built-in ability to brush
aside and push past smaller Enemies to reach the Heroes.
Whenever a Large Size Enemy (or bigger) is selecting a
target Hero, they may move through other Enemies that are
Medium or Small Size that would normally block their path.
As the Large Enemy moves, it may enter a Medium/Small
Enemy’s space, displacing that smaller Enemy into the space
that the Large Enemy just left. In this way, the Large Enemy
swaps places with the smaller one to push past it and get closer
to the Hero.

Large Enemies may displace any number of Small/
Medium Enemies like this during their move to reach their
target Hero. They may not, however, displace other Large
Size Enemies or Heroes to reach their target.
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ENEMY ATTACKS

Once all of the currently Activating Enemies have targeted
a Hero and been moved, it is time for each of them to Attack!

Rolling ‘To Hit’

Rolling To Hit for Enemy Attacks works just like it does
for a Hero Attack. The only difference is that Enemies DO
NOT get Critical Hits on rolls of 6+. Some Enemies do,
however, have special Abilities which might be triggered by
To Hit rolls of 6+ (such as Tentacles with tl%eir Smash Ability).

Each Enemy rolls a number of dice equal to their Combat
value against the Hero it is targeting. Every die that successfully
rolls equal to or greater than the Enemy’s “To Hit’ value causes
one Hit on the Hero.

Note that as the game itself is playing the Enemies, it is
up to other players to actually roll the dice for the Enemies’
Attacks. A player should not roll the Enemy Attacks on their
own Hero (that would be bad form). Instead, one of the other
players should roll the dice for the Enemy Attacks against you.
It 1s usually good to simply always roll the Enemy Attacks
against the player to your left, or to just exchange (“Tll roll the
Enemy Attacks on you and you roll the Attacks against me™).

As a general rule, all of the Attacks on a Hero from
models in the current Enemy Group should be rolled at the
same time (as one big group of dice).

Hero Defense Rolls

For each Hit a Hero takes, they must make a Defense roll
to attempt to block it.

If Attacked by multiple models from the same Enemy
Group, it is recommended that the Hero rolls all of their
Defense dice at the same time (to speed up game play and
allowing you to Re-roll all of your missed Defense rolls for
those Attacks with a single Grit).

Taking Damage

For each Hit that the Hero failed to block with their
Defense, they take a number of Wounds equal to the Enemy’s
Damage value.

COMPLETING A FIGHT

Once all of the Enemies on the board have been defeated,
the Fight immediately ends and it is time for the Heroes to
Catch Your Breath, Recover from being KO’d, and collect Loot
for the Fight.

This immediately ends the current turn, as
well as the Fight itself.

Catch Your Breath
Each Hero is allowed to Catch Your Breath at the end of
every Fight, Healing D3 Wounds/Sanity (any mix).

If the Fight ended before a Hero got to Activate, or take
any Actions, that Hero instead gets to Heal D6 Wounds/
Sanity (any mix) or Recover 1 Grit. This is an extra bonus for
each Hero that didn’t get an Activation in the last Fight round.

Recoverin% From Being KO’d
Any Hero that was KOd during the Fight now gets to
Recover, placing their figure back on the board and

Healing 2D6 Wounds/Sanity (an
mix) They do, however, also need to roll
once on the Injury Chart or Madness Chart
(Injury if their Health was reduced to 0,
Madness if their Sanity was reduced to 0). This represents
any long-lasting effects of being KO’d.

In the event that both a Hero’s Health and Sanity were
reduced to 0 at the same time, they must roll an Injury and a
Madness, but they are allowed to Heal 2D6 Health and 2D6
Sanity.

Drawin%‘ Loot Cards
1

After a Fight, the Heroes get Loot for their hard work.

At the end of a Fight, every Hero is allowed
to draw one Loot card for each Threat card that
added Enemies to the Fight (to a max of 3 Loot
Cards each).

This also includes each instance of Enemies that were
added to the Fight by other means, such as a Darkness or
Encounter card, or the Depth Event chart.

The Loot Deck has no discard pile and should be fully
shuffled before the Heroes draw one or more cards from it.
All of the Heroes draw from the Loot Deck at the same time.
If there are not enough Loot cards to cover all of those that
need to be drawn by tﬁe Heroes, the Loot Deck would need to
be shuffled before the remaining Heroes could finish drawing.

Dark Stone and Gold

Dark Stone and Gold are
the two main currencies of
the game and are the most
common reward that can be
found in the Loot Deck.

Gold represents a mixture
of coins and raw ore that can
be found on an Adventure.
The Gold prices listed on Items
are meant to reflect the abstract
nature of having a generalized
‘money’ currency an§ the over-
inflated economy of a region
engulfed in chaos, where equipment is in
short supply.

Gold is really only used when keeping Heroes from
game to game and can be spent when visiting Camp between
Adventures. Dark Stone is mainly used for the Campaign
game as well, for forging Items and Upgrades in Camp,
though several Items and abilities are fueled by Dark Stone

even during an Adventure.
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VALLEY OF THE SERPENT KINGS - ENEMIES

The Enemies in the Valley of the Serpent Kings set have a variety of different stats and abilities that make each one unique
to fight. This section covers any special notes or rules for the Abilities listed on the Enemy Record Sheets for each Enemy Type.

Drowned Dead

Tainted by the Darkness,
the Drowned Dead are Spanish
explorers from previous expeditions
that have been corrupted, rising
from their watery graves for
revenge upon the living,

Trait Cards

Because Drowned Dead are
a common Enemy to face while
exploring the dark halls of a Spanish
Fort that has fallen into shadow, these
Enemies have a special deck of Enemy Trait
cards that modify them in some way to add
variety in how they fight and the abilities they
possess. These Trait cards are usually called on
to be drawn for the Drowned Dead based on
the Threat cards that spawn them.

Each Enemy Trait card includes all of the modifiers,
abilities, and any extra XP granted for defeating the Enemies.
Only one of these Trait cards may be in play on the Drowned
Dead at a time (if another would be drawn, ignore it).

Endless Hordes
As Undead monstrosities that rise up out of the water to
shamble through the halls of the fort, Drowned Dead have
the power to bring on additional models at the end of each
turn with their Endless Hordes ability. Note that if there are
not enough models to place, Endless Hordes
does NOT add Elite abilities to the Enemy
Group (as you might do if multiple Threat
carcfs tried to spawn them without enough

models).

Creeping Shadows
Creeping Shadows emerge from
the darkness to swirl around the Heroes,
whispering with their dark voices.
Abilities
With a Flowing Shape, these
Enemies move through other models
and can even end their move in the same space as another
model (limit 1 Creeping Shadow per space at the
end of their move). When moving to attack, a
Creeping Shadow will try to get into the same
space as its target if it can. As tokens, it is
easier for them to occupy the same space with
another model, simpl [l))ein placed under the
base of the other model in the space.

Creeping Shadows also attack every model
in the same and adjacent space to them, making
them extra dangerous if the Heroes are grouped
up too close. However, they are also burned by the
Lantern’s light, diminisfling their Defense based on how
close they are to the Hero that has the Light Source.

One of the more dangerous aspects of the
Creeping Shadows is that each of their To Hit rolls
of 6+ also causes Voices in the Dark to the target Hero
(D6 Horror Hits).

Tentacles
Erupting from the Void, these writhing tentacles are
a common but dangerous foe, flailing and smashing the
Heroes.

Enemy Tokens
In this set, the Tentacle Enemies are represented by
die cut tokens in the shape of a Tentacle. 12 of these
tokens are included allowing you to face a massive
and deadly horde of these Tentacles all at once.

OtherWorld Variant - Swamp Tentacles
This set also includes a new OtherWorld
Threat variant for the Tentacles, unique to
the Swamps of Jargono - the Swamp
Tentacles. Threat cards for these can be
found in the Jargono OtherWorld Threat
Deck, and the back side of the die
cut counters for the Tentacles
has art for this swampy variant.

Carnivorous Plants

Though they are
Immobile, these man-eating
plants use their long, animated
vines to wrap around the
Heroes and pull them in for

the kill.

Living Vines

As the Carnivorous Plants are writhing
masses of snapping mouths and twisting vines, they each attack
all Heroes w1tEin 2 spaces, and may %e attacked with Melee
Attacks by Heroes from up to 2 spaces away. This means that
at a distance, you may be safe (until they pull you in with their
vines), but up close they will eat you alive.

Croxin Beast

Massive reptilian creatures, the Croxin are used by the
Serpentmen as beasts of war. They have a thick hide giving
them the Endurance ability to limit the amount of damage they
can take from each Hit, and they have a brutal Smash letting
their To Hit rolls of 6+ ignore Defense. This is especially
deadly with their extra Tail Attack that they roll using a D8,
after their normal Combat dice (this Tail can also get a Smash

on a To Hit roll of 6+ on the D8).

But perhaps the most terrifying ability of the Croxin

is its Tenacious (3). This grants it an extra +3 Combat
on each consecutive Melee Attack targeting the same Hero.
So if a Hero is targete§ ang Attacked by the

Croxin, and then

the Hero chooses

not to Escape and

move away on their

Activation, the Croxin

will get +3 Combat during

its next Melee Attack on that

Hero (or +6 on the third turn,

etc). Note that the extra free

Tail Attack is not affected by

the Croxin’s Tenacious ability.



Serlpentmen Tribes

he Serpentmen Enemies in this Set all include a
Standard Ability called Serpentmen Tribes listed at the
top of their Abilities Box. If you have the Serpentmen
of}argono Deluxe Enemy Pack Expansion, it includes
cards and rules for different Tribes of Serpentmen.
This rule just allows the Serpentmen Enemies in the
Valley of the Serpent Kings set to also use the cards
and rules for being from different Tribes.

If you do not have this Expansion, it is assumed
that all of the Serpentmen in this set are from the
Yellow Tail Tribe that do not have any special rules.

Serlpentmen Archers

he Serpentmen Archers have tribal
bows to make Ranged Attacks at the
Heroes using the Standard Ability called
Shootout. TEis modifies how they set

up, target, and attack, as follows.

Shootout
Models with Shootout will generally
attempt to stay back, away from the
Heroes, and attack them from a distance.
The rules for Shootout are summarized on
the Shootout Reference card, but are also covered
here in greater detail.

Ambushing

When a group of Enemies with the
Shootout Stand%ird bility needs to be placed
in Ambush, they are not placed adjacent to
the Heroes like other Enemies. Instead, select
a Random Hero and place all of the Shootout Enemies from
that group on the selected Hero’s Map Tile, as far from any
Heroes as possible. This usually allows them to sneak in from
a side passage or get placed at the end of a hall or room,
maybe even Eehind the Heroes. If there are not enough empty
spaces on that Map Tile, any remaining Enemies are placed as
far from the Heroes as possible on any Map Tiles ad[]?acent to
the selected Hero.

Retreat

When an Enemy with Shootout starts its Activation
adjacent to one or more Heroes, it will usually try to move
away. Roll a D6 for the Enemy model. On the roll of 4, 5,
or 6, the Enemy immediately makes a Free Move along the
shortest distance to no longer be adjacent to any Heroes. This
Free Move is outside of the Enemy’s normal Move and does
not count against its Movement allowance for the turn.

Melee Attacks

Any Shootout Enemy that failed to Retreat (or was stuck
adjacent to a Hero, and could not move away), will make a
normal Combat Attack against a Random adjacent Hero this
turn, instead of their Ranged Attack.

Shootout Markers

Shootout markers are used to denote which
Heroes have been targeted, and by how many
Enemy Ranged Attacks. Any suitable markers can
be used for this. Shootout markers are a simple
way to keep track of which Heroes have already been
targeted, and by how many of the Enemies.

3

Targetmg
fter any Retreat moves, the Shootout Enemies that
are not adjacent to a Hero, will each find a Target for their
Ranged Attacks. Step through the Shootout Enemies, one by
one, completing the following procedure for each of them.
Select a Random Hero that does not have a Shootout
marker on him yet (or that has the fewest Shootout markers
if all Heroes already have one) and move the shortest distance
to get within Range and Line Of Sight to that Target. The
Enemy may not end its Move adjacent to any Heroes. The
Enemy MAY move through other Enemies from its group
during this movement, as they make way for one another.

t the end of this Move, if the selected Target is within
Range and Line Of Sight, place a Shootout marker on that
Target. If not, select a new Random Hero that is currently
within Range and Line Of Sight to the Enemy (prioritizing
those with the fewest Shootout markers) and place a Shootout
marker on him instead.

Then proceed to the next Enemy in the group.

Making Ranged Attacks
Once all of the Enemy Group has moved and
placed their Shootout markers, roll Ranged Attacks
from the Enemies against each Hero equal to
the number of Shootout markers on that Hero.
Then, remove all of the Shootout markers.

Temple Guard
Massive and brutish Serpentmen, the Temple Guard

are terrifying foes to behold. Trained from a hatchling in

the ways of the ancient warriors, these hulking reptiles

rotect tge sacred temples and shrines throughout the Valley

of the Serpent Kings.

Abilities

Temple Guard have Ceremonial Armor giving them extra
protection from each Wound they might take (see page 27 for
the rules on Armor for Enemies). T%xey also wield powerful
clubs to Crush intruders, ignoring a Hero’s Defense on their
To Hit rolls of 6+ (note that this 1s similar to the Smash ability
of Tentacles, but has an extra caveat in case the Temple Guard
already ignore Defense).

Lastly, the Temple Guard's
Gortek’a Training abiEty allows
them to Re-roll their To Hit
rolls of 1, even multiple times
within the

same Attack.

This means

that Temple

Guard  will

never have a

1 To Hit roll,

as they will

continue

to Re-roll

it until it is

nota 1.



ADVANCED RULES

The following are Advanced Rules that are meant to be integrated into the game after you are comfortable with the basics
and want to add in the rest of the game features. These mainly include the Epic Threat boss enemies, the Campaign system of
keeping Heroes from game to game, and stepping through gateways to OtherWorlds!

Epic Threat cards represent much larger
and deadlier boss Enemies that are rare to
come across and hard to defeat. These are
most often used only for final Objective
Room fights as noted in the details of each
individual Mission.

1 or 2 Heroes

With Hero Parties of only 1 or 2
Heroes, anytime an Epic Threat would be
needed, draw a High Threat card instead. Fighting the
massive boss Enemies often found on Epic Threats can be
overly difficult for only 1 or 2 characters to handle. Of course,
if you are ambitious, you can use Epic Threats anyway, but
you have been warned!

STATUS EFFECT MARKERS

Sometimes an Encounter or Enemy Attack will continue
to affect a Hero for some time after the initial event. These
effects are represented by Status Effect markers which are
placed on a Hero and have on ongoing effect.

Poison
Poison is a deadly and long lasting effect that can wear a
Hero down over time. A Hero may gain 1 or more
Poison markers from Encounters, Enemy attacks, or
even environmental effects; such as moving through
a cloud of toxic gas.
Every turn in which a Hero has one or
more Poison markers on them at the start of their
Activation, they must roll a D6 for each Poison marker
they currently have. On the roll of 1 or 2, the Hero takes 1
Wound, ignoring Defense (as well as any Armor/Shield). On
the roll of 3, 4, or 5, there is no effect for that marker. On the
roll of 6, the Poison has worn off and the marker is discarded.
If a Hero is KOd (or at the end of the Adventure), all Poison
markers on them are automatically removed.

Bleeding
Bleeding markers represent deep wounds or particularly
nasty burns by acid or steam. For each Bleeding marker
a model has, it is -3 Health. Note that because this
is a negative modifier to the model’s actual Health
value, 1t cannot be Healed like Wounds.

A Hero may
spend a Grit at any
time to remove a

Bleeding marker (note
that Ambition may
NOT be used for

this).

IMMOBILE ENEMIES

Though not very common, some Enemies have an Ability
that makes them Immobile, meaning that they cannot move.
Immobile Enemies usually will either have a Ranged Attack
to use against the Heroes, or be a Spawner, generating new
Enemies for the Heroes to fight until the Spawner can be
destroyed.

Ambush with Immobile Enemies

When placing Immobile Enemies during an Ambush
Attack, roll a Random Hero’s Map Tile and place the Immobile
Enemies on that Map Tile in spaces that are as far from any
Heroes as possible (not in the standard Checkerboard fashion).
It is assumed that they were already there and that the Heroes
did not see them until it’s too late.

Ambushing Immobile Enemies should be placed before
any other Enemies.

Escaping From Immobile Enemies

While Immobile Enemies are the only Enemies on the
board, Heroes may Explore (Look Through Doors and
Scavenge) during the Fight. At the start of any turn, remove
any Immobile Enemies trom the board that are not within 18
spaces of a Hero. These Enemies do not count as having been
d%feated and no XP or Loot card is gained from them.

In this way, the Heroes may decide to escape from
Immobile Enemies rather than stay to fight them.

Note that, because many Immobile Enemies are Spawners,
as soon as an Enemy model is Spawned onto the board that
is not Immobile, the Heroes lose the option to Explore and
escape like this until that new Enemy model is defeated.

Sometimes a model will be Immune to a certain type of
Damage, Critical Hits, or even particular types of Status Effect
markers.

Immune to <Keyword>

If a model is Immune to a certain Keyword (such as Fire
or Weather), that means that the model may ignore all of the
effects and Damage from any Source that is using an ability or
Item with that Keyword.

Immune to Critical Hits
Some Enemies have the Tough ability, making them
Immune to Critical Hits. For these models, Critical
Hits from a Hero do not ignore the Enemy’s Defense,
though any other special bonuses triggered for rolling a
Critical Hit may stll take effect.

Immumtgl and Status Effect Markers

If a model is Immune to a certain type of Status Effect
marker, that means that markers of that type are never placed
on that model.
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EXTRA LARGE ENEMIES

Some Enemies are so large and menacing that they take
up multiple spaces on the game board! These are usually boss
creatures and are part of an Epic Threat Fight.

Extra Large Base Size

Extra Large Size Enemies actually take up four spaces on
the board in a 2x2 square. When one of these Enemies is being
placed on the board, it uses a single one of its four spaces as
the anchor space for placement and should be positioned so
that the rest of the base is placed into spaces that are viable and
have no other models in them.

Movement

When moving, once again the Enemy uses a single one of
its four spaces as an anchor space for counting movement and
distance to a Hero.

Just like Large Size Enemies, an Extra Large Enemy may
brush aside and push past any Small or Medium Size Enemies
in its way, swapping spaces with them as it goes (it just usually
moves them two spaces back, instead of one, to account for its
larger base size).

Overflowing the Board

In some cases, the only way for an Extra Large Enemy
to reach a Hero is to smash through the walls to get to them.
This is called Overflowing the Board and allows the Enemy to
hang off the edge of the Map Tiles to fit into a smaller space
than their base would normally allow. The Enemy must Eeep
at least half of its base on the board at the end of 1ts move.

Area Effect and Extra Large Bases

Even though an Extra Large Enemy takes up multiple
spaces on the board, they are only ever affected once by
weapons and abilities that target an area (like a Bomb for
instance). Even if the explosion would cover two or more
spaces that the Enemy base is in, the Enemy is still only
affected by it once.

Extra Large Enemy Movement Example - This Extra Large
Enemy could randomly select to target either of the two Heroes
shown. If targeting Hero B, the Enemy moves as far as it can,
while keeping its /gll base on the board at the end of its move. If
targeting Hero A, it will stop in front of him so as to keep its full
base on the board.
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ENEMY RANGED ATTACKS

Some Enemies have Abilities that give them a Ranged
Attack to battle the Heroes with.

TarEgetlng Heroes and Movement

nemies with a Ranged Attack will target a Hero as
normal, however they wil% use the Range of their Ranged
Attack, rather than their Move value, to choose their targets.
This means that they will target a Random Hero based on the
Range of their Attack and Line of Sight rather than on their
Move and a clear Path, like a normal Enemy would. If there
are one or more Heroes adjacent to the Enemy;, it will attempt
to target those Heroes first.

Another aspect of this is that Enemies with a Ranged
Attack will re-target each turn instead of staying with a single
target that they keep attacking.

These Enemies will generally not Move unless there are
no viable Hero targets for them to Attack. When this is the
case, the Enemy will move toward the nearest Hero until they
are in Range and Line of Sight, then select a target.

Ranged or Melee

If an Enemy has both a Ranged Attack and a Combat
value, it will only make a Melee Attack if there is an adjacent
Hero to it (the Enemy will not move to make a Melee Attack).
When choosing a target each turn, the Enemy will first select
a Random target from any adjacent Heroes, and if there are
none, it will then select a target at Range.

Extra Ranged Attacks

Some Enemies have a Ranged Attack as part of a special
ability that they perform in addition to their normal Melee
Attack (usually at the beginning of their Activation or at the
end of their move). These extra Ranged Attacks do not change
the Enemy’s normal behavior and do not effect how the Enemy
Targets and moves to make its normal Melee Attack.

Extra Large Enemy Overflow Example - In this example, the
Extra Large Enemy randomly selects Hero B to target. The only
way to reach him is to Overflow the board and smash through the
wall leaving half of its base off the board. It moves as far as it can
to reach him and ends in the spaces on the far side of the Hero.



HELPING A KO’D HERO

When a Hero gets KO’d during a Fight, it can often be
a slippery slope to defeat for the rest of the party. There are
some ways though that the other Heroes can try to help the
fallen get back into the fight!

Recovering a KO’d Hero mid-Fight

A Hero that 1s adjacent to a KO’d Hero marker may give
up their Attack to help that Hero Recover. This may only be
done as long as there are no Enemies on the same Map Tile
as the KO’d Hero marker. The KO’d Hero immediately rolls
on the Injury/Madness chart as appropriate and Heals their
2D6 Wounds/Sanity (any mix) as normal. Their figure is
placed back onto the board, but they do not get an Activation
in the same turn that they Recover (they are still a bit dazed).

Dragging a KO’d Hero

Any Hero in the same or adjacent space to a KO’d Hero
marker may drag that Hero with them while they move. To
do so, simply use 1 extra movement point for each space you
want to move while dragging the KO’d Hero (so 2 move per
space).

The KO’d Hero marker will be moved along with you as
you go and left in your space (if you started dragging them
while in the space with the marker), or the last space you
moved from if you were adjacent to them. This can be useful
for getting a KO’d Hero to the safety of a Map Tile with no
Enemies so that you can try to help them Recover.

PLAYERS

Shadows of Brimstone can be played Solo or expanded to
support up to 5 or 6 Heroes.

A 5 or 6 Hero Game

A'5 or 6 Player game can be achieved by getting a second
Core/Adventure Set or additional Hero Classes to play as.
This works the same as all of the rules detailed so far, and the
difficulty scaling is already listed for the higher player count on
page 11. It is not recommended that you try playing with more
than 6 Heroes as the difficulty scaling does not work very well
with that many Heroes, and the game will start to drag with
so many players.

Solo Game

The game can easily be played Solo and is fun whether
controlling a single Hero or a full party of your own! One
Hero makes for an exciting, albeit deadly, game. This method
makes use of the Revive Tokens to keep you going and can be
looked at almost as extra lives. Does your Hero have what it
takes to go it alone?

Multiple Heroes of the Same Class

One thing that can be very fun is to play a Hero Party
with more than one of the same Hero Class/Sub-Class, or
even a Party where all of the Heroes are the same Hero Class.
Having a Party of Duelists fence their way through every battle
or a group of Explorers setting out on a mission to locate a
lost relic can create a lot of cool gameplay and story moments!

HERO ATTACK DICE LIMIT

There is a limit on the number of dice a Hero may roll
for a single Attack. This is called a Hero’s Attack Dice Limit.
Heroes have an Attack Dice Limit of 8, which means:

A Hero may not roll more than 8 Combat or
8 Shots for a single Attack.

This includes extra Combat or Shots gained during the
Attack, through Abilities and Items.

Abilities that let a Hero do a number of Combat/Shots to
specific Enemies (such as ‘all Enemies adjacent’, etc) do not
count against the Hero’s Attack Dice Limit.

DUAL WIELDING RANGED WEAPONS

Normally a Hero is only allowed to make a Ranged
Attack with a single Ranged Weapon. However, a Hero that
has two Single-Handed Ranged Weapons may fire both as
a single Ranged Attack! This is called Dual Wielding. (Note
that the term Dual Wielding only applies to using two Ranged
Weapons, NOT for a Melee Attack with 2 Hand Weapons).

There is a penalty to Dual Wielding though:

The Attack may NOT get Critical Hits for
either of the two weapons.

Rolls of 6+ count as normal Hits, though they may still
trigger special abilities or effects.

In addition, the Hero must choose one of the Ranged
Weapons as being fired with their primary hand. The other
Ranged Weapon 1s considered to be in the Hero’s Off-Hand.

Dice rolled for Off-Hand Ranged Weapons
need to roll 1 higher than normal on To Hit rolls.

So shots that would normally need a 4+ To Hit would
need to roll 5+ with an Off-Hand Weapon. Natural To Hit rolls
of 6+ may still trigger special effects.

It is a good idea to roll two different colors of dice for a
Dual Wielding Ranged Attack, where different colors of dice
are used for the Shots from each weapon.



GATES TO ANOTHER WORLD

Finding a Gateway to another World can be a ver

exciting an§ dangerous event. This usually happens throug

an Exploration Token with a Gate Icon or an Encounter that
adds a Gate to a Room.

Gate Icons
Gate Icons on Exploration Tokens work
just like Door Icons, but instead of leaving
the ]Iauzzle connection open, a Gate End Cap

is placed there.

Gate End Caps

Gate End Caps work very similar to Doors. Rather than
standing in one of the puzzle connection half-spaces to look
through the Doorway though, the Hero stands in the half-
and-half connection space adjacent to the blue swirling Gate
(half on the Map Tile and Half on the Gate End Cap) to look
through the Gate.

Looking Through a Gate

When a Hero looks through a Gate, they are seeing
through the portal and into another World, across space and
time...maybe even into another dimension! The Hero must
draw a World Card to see where the Gate leads.

Drawing a World

World Card
represents a different World

that is available to the Heroes

to explore. The Valley of the

Serpent Kings Set comes with

the Spanish Fort and one
OtherWorld.  While in the
Spanish Fort, the Spanish Fort World

Card should be face up near the Depth Track to show that it
is a World that Heroes are currently in. When a Hero looks
through an unexplored Gate, they must draw a World Card
randomly from those not currently in play. Because this Set
only includes one OtherWorld, the Swamps of Jargono - Valley
of the Serpent Kings, this will always be the World that you find
on the other side of a Gate.

The newly drawn World Card should be placed face up on
the table near the Depth Track as well. There should be one
World Card in play for each World that one or more Heroes
is currently in. When there are no Heroes in that World any
longer, the card should be returned to the World Cards Deck.

OtherWorld Map Tiles

The OtherWorld Map Tiles are printed on the reverse side
of the Spanish Fort Map Tiles. There is also a full Map Deck
for the OtherWorld that represents each of the Map Tiles for
that World (just like the Spanish Fort Map Deck).

Once you have determined the OtherWorld that is through
the Gate, you should draw a Map Card for that World and
put it into play. Then place a Gate End Cap for that World
attached to the Entrance of the newly placed OtherWorld Map
Tile. These two Gate End Caps are connected.

Break in the Map

To represent the distance through time and space that the
Gate spans, there is a break in the map whenever the Heroes
find a Gate. One side of the map ends in a Gate End Cap and
the other side begins with a connected Gate End Cap. These
two sections of the board do not need to touch and can be
positioned anywhere on the table relative to one another.

The two spaces on one Gate End Cap are
considered to be adjacent to the two spaces on
the other Gate End Cap.
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Gate Placement Example - When a Gate is found, a Gate End
Cap is attached to the Map Tile and an OtherWorld Gate End
Cap is placed to represent the other side of the Gate.. This creates
a Visuafbreak in the board, but remains connected by way of the
Gate itself. In this example, spaces A and B are considered to be
fully adjacent to spaces C and D

Exploration Tokens on the Other Side

f the Other World Map Tile placed on the far side of the
Gate is a Room, it will get an Exploration Token placed on
it as normal. Unlike finding a Room in the World you are
already in though, the Hero is simply looking through the
Gate, not actually standing on the new Map Tile (the Hero is
standing on their own side of the Map Tile/Gate End Cap, not
on the new Map Tile/Gate End Cap).

Because of this, the Exploration Token will not be revealed
until a Room Exploration phase in which a Hero is actually on
the Map Tile with it. So a Hero will actually have to step
through the Gate to Explore the Room on the other side.

Movement Through a Gate

Because the two spaces on each side of the Gate are
considered to be adjacent to each other, models may move
through the Gate just as though the spaces on either side were
directly next to one another.

Seeing/Attacking Through a Gate
This works the same way for Attacking. Because the
spaces on either side are considered adjacent, a model may
ttack through the Gate. So if you are standing on one side of
the Gate, you may target Enemies on the other side.

Line of Sight for Ranged Attacks, however, may not be
traced through the Gate unless you are standing on the Gate
End Cap itself looking directly through. This means that you
cannot stand back and just shoot across the room into another
World, but you can move up to the Gate and look through to
start taking shots,

Ad{acent MaE Tiles

f the Hero with the Light Source is standing on a Map
Tile with a Gate End Cap, the light will cover the Map Tile on
the other side of the Gate, as it 1s considered to be an adjacent

Map Tile. This works the same for other effects that reach to
adjacent Map Tiles such as Unspeakable Terror, etc.

An Enemy with Terror will affect Heroes in the two spaces
directly on the other side of that Gate, even though they are
not technically on the same Map Tile.

Encounters, Depth Events, and
Ambush Attacks with Two Worlds

When an Encounter is drawn, only the Heroes that are
currently in the same World as that Encounter are affected by
its game text and involved with taking the tests on that card.

Similarly, when an Ambush Attack occurs, the Enemies
will only be placed adjacent to and target Heroes that are in
the same World as the Ambush. If the Ambush was caused b
something that is not located in one World or another (suc
as a Darkness card), select a Random Hero and the Ambush
takes place in the same World as that Hero.

Depth Events are always assumed to take place in the
same World that the Light Source is in and will only affect
Heroes that are in that World with it. Note that each Other
World has its own unique Depth Event Chart to be used when
the Hero with the Light Source is in that World.

OTHERWORLDS

Each OtherWorld is intended to have a distinct look and
feel to it as the Heroes explore and find new, wondrous, and
sometimes deadly things there. This is achieved through
having a unique set of Map Tiles as well as Global Effects for
anyone in that World. There is also a small set of card decks
that are unique to that World. Each Core Set focuses on all of
the details of one of these OtherWorlds (as described in the
Adventure Book). More OtherWorlds can be found in other
Shadows of Brimstone Core Sets and Expansions.

World Cards and Global Effects

Every World (including the Spanish Fort) is represented
by a World Card. This World Card lists the Name of the
World as well as any Global Effects that apply to any Heroes
currently in that World.

Map Cards, Encounters, Artifacts, and

OtherWorld Threats

Each OtherWorld has unique card decks for Map Cards,
Encounters, Artifacts, and OtherWorld Threats. While in
that OtherWorld, these card decks should be used in place of
the normal versions of these decks. When a card would be
drawn from one of these decks, simply use the OtherWorld
version of that deck instead. This is a relatively obvious switch
'fIc‘)li each of these decks, with the exception of the OtherWorld

reats.

OtherWorld Threat cards represent Enemies that are
unique to the alien world you are in. Unlike the normal
Threat Decks that are split into Low, Med, and High Threats,
there is only one OtherWorld Threat Deck and each card in
it lists the result for Low (Green), Med (Yellow), and High
(Red) Threats. Normal Epic Threats are used for Other Worlds
as well, but any additional Threat cards they have you draw

should be from the OtherWorld Threat cards.
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Loot Cards for Gear and Artifacts

You will likely have noticed that the Loot cards that allow
a Hero to draw a Gear card or an Artifact card have a special
note on them. While in an OtherWorld, these card effects are
actually reversed, so the Loot card that normally lets you draw
a Gear will give you an Artifact and vice versa. This is because
it is more likely for a Hero to find Gear in an Earth-based
world, while it is more likely to find an Artifact in a strange
alien environment.

SWAMPS OF JARGONO -

VALLEY OF THE SERPENT KINGS

Every OtherWorld has a set of unique Encounters,
Artifacts, Map Cards, and OtherWorld Threat cards, as well as
one or more Global Rules that make adventuring in that world
more distinct. The Global Rules are listed on the World Card
for each OtherWorld.

In the Valley of the
Serpent Kings Set, the
OtherWorld featured is
the overgrown murky
waters of the Swamps
of Jargono. First
introduced in  the
Swamps of Death Core
Set, this Adventure
Set allows Heroes to
explore a new region
of the swamp - the Valley of
the Serpent Kings.

Where most of Jargono is
covered in a dense canopy of
jungle swamps, the Valley of
the Serpent Kings is a vast
stretch of marshlands
and rivers, nestled
between winding
mountainous
ridges.  Ruled
over by the
warring
tribes of the
Serpentmen
and their
powerful Kings,
the valley is dotted with
stepped pyramids, sacred
temple courtyards, and golden cities of untold riches and
danger.

Global Rules
There are two special rules on the World card used while
exploring the Valley of the Serpent Kings.

Sacred Valley requires that whenever the Hero Party
marker crosses into a new Stage of the Depth Track, every
Hero currently in Jargono takes 1 Corruption Hit. As there
are only 3 Stages on tﬁe track, this doesn’t come into play too
often, but can corrupt your Heroes slowly over time, as they
explore deeper into the valley.

Untold Riches makes Scavenging in the Valley of the
Serpent Kings extra profitable, adding a bonus +$10 Gold to
every Scavenge card drawn while in Jargono. This accounts for
the extra trinkets and treasures that can be found in abundance,
scattered throughout the Serpentmen’s settlements and temples.
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CONQUISTADOR FOOTMEN ALLIES

Conquistador Footmen Allies are extra fighters that you
can bring along with you on Adventures. These Allies can hel
battle Enemies and have special abilities to aid in warding off
the Darkness. Because they are not full-fledged Heroes though,
their abilities and actions are a bit more Emited than what a
Player Hero could do. They also are not nearly as tough as
Heroes and are far more likely to succumb to the horrors
encountered along the way. No one ever said the life of a
Congquistador Footmen would be easy:.

Conquistador Footmen Allies may be hired to join the
Hero Party between Adventures during the Camp Stay. The
Gold cost to hire an Ally is listed in the lower right corner of
the medium sized Ally reference sheet. As noted on the card,
Conquistador Footmen may only be hired by a Conquistador
Hero or a Hero that is Keyword Tribal. All of the Heroes in
this set are Conquistadors, but when adding other Expansion
Heroes, this becomes more important.

Allies come in two varieties - Basic or Advanced.

Basic Allies

The Basic version of an Ally is represented
by a token and is more akin to a ‘one use’
item that can be discarded for a unique bonus
during the Adventure. The various uses of a
Basic Conquistador Footman Ally are listed on
the Basic side of the medium Ally reference sheet.
As listed on the sheet, any individual Hero may only have up
to 2 Basic Conquistador Footmen Allies at a time.

Advanced Allies
An Advanced Ally is closer to

an actual Hero (though not nearly
as strong). They have a model that
moves around the board and fights
just like a Hero, with their own
special abilities and gear. This also
means that they can be killed in a
Fight, or by the various dangers of
an expedition.

The stats, abilities, and gear of
an Advanced Conquistador Footman

Ally can be found on the Advanced
side of the medium Ally reference sheet.

It is important to note that the Hero Party may never have

more than 8 models total on the board, including Heroes and
Allies.

Advanced Conquistador Footmen Allies are Activated just
like Heroes and should be moved, rolled for, etc by the Hero
Players (most likely by the specific Hero that hired them to
come along on the Ad}\]/emure).

An Advanced Conquistador Footman Ally is treated as
a Hero for all purposes, except for the following limitations:

- May not get Critical Hits on Attacks

- May not carry or equip Items

- May not gain or use Grit or Ambition
- May not draw Loot cards

- May not Explore (Look through Doors
or Scavenge)

- Do not gain normal XP (they use Ally
XP instead)

- Are Targeted by Enemies normally, but
are never included for Skill tests

Once you have hired a Conquistador Footman Ally, they
stay with the Hero Party until killed, or you decide not to bring
them on an Adventure.

Ally Upgrades and

Mutations
Advanced Conquistador
Footmen Allies do not gain normal
XP during an Adventure. Instead,
they gain 1 Ally XP at the end of
each successful Adventure that they
survive through. For a Conquistador
Footman, each Ally XP earned may be
spent to gain an Upgrade - roll a D6 and
consult the medium size Conquistador
Footmen Upgrade Sheet for details on this. In
this way, Conquistador Footman Allies can gain new abilities
and stat boosts if you can keep them alive long enough from
game to game.

Similarly, an Advanced Conquistador Footman Ally has
a Corruption Resistance of 2 listed on their sheet. When they
have colfected 2 Corruption Points, remove them and roll once
on the Conquistador Footmen Mutation Chart found on the
back of the Upgrade Sheet.

Death of an Ally and Camp

When an Advanced Ally is reduced to 0 Health or 0
Sanity, he is not KO’d, but rather killed and removed from the
board. Allies that are killed may NOT use Revive Tokens.

An Ally that is killed may instead be ‘Revived’ between
Adventures by paying its Cost to Hire again, plus an additional
$200 for eacﬁ Upgrade it has. This Ally retains all Upgrades
and Mutations.

Between Adventures, Allies do NOT participate in a
Camp Stay with the Heroes (it is assumed that they have gone
off to tend to their own affairs or are quietly following along
without taking part).

Veteran Advanced Allies

As the Heroes advance in Level and begin facing Brutal
Enemies, normal Advanced Allies may be too fragile to be
viable. To account for this, once the Heroes reach Hero Party
Level 5, they now have the option to Hire Veteran Conquistador
Footmen which are double the Gold cost to Hire, but have
double their basic Health and Sanity values.

If you are familiar with other Allies in Shadows
of Brimstone, you should note that these Congquistador
Footmen Allies work a little bit differently in that they are
very focused combat fighters. They do not have any Ally
Specialties and do NOT count toward the Hero Party
Size for determining Threat Level, etc. They also operate
under somewhat streamlined Ally Rules to make them
easier to use, as detailed above.
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CAMPAIGN PLAY

Creating new Heroes and playing a single Adventure can
be a lot of fun, but keeping your Hero from game to game and
watching them grow over several missions in a Campaign is
an extremely rewarding process that allows the story and game
world to really shine. This also allows you to build and grow
your Expedition Camp between Adventures, as well as go up
in Hero Levels and get new Abilities and gear as you go!

At the End of Each Adventure

When playing a Campaign with your Heroes, at the end
of each Adventure, every Hero must do the following, in order:

- Recover if KO’d (rolling on the Injury/Madness Chart)
- Fully Heal your Health and Sanity

- Remove any Status Effect markers

- Resolve any Reward/Failure results of the Mission

- Roll for Corruption from Dark Stone

- Discard any unused Team Ability Cards

- Re-set your Hero Ability Tokens (Remove all Ambition)
- Re-set your Hero to 1 Grit for the Camp Stay

Rolling for Dark Stone Corruption

At the end of an Adventure, each Hero must roll a D6
for every Dark Stone they are currently carrying (including
Items with a Dark Stone Icon). For every roll of 1, 2, or 3,
that Hero takes 1 Corruption Hit from the dark influence of
the Dark Stone. Willpower saves may be used to prevent these
Corruption Hits as normal.

Setting Up Your Camp Stay

One exciting element of Campaign play is having the
ability for your Heroes to build their Expedition Camp. The
Camp can be visited between each Adventure to re-stock and
re-supply, as well as to spend your resources on powerful new
gear and bonuses by upgrading the Camp over time. Visiting
your Expedition Camp and Upgrading the Camp are covered
1n detail in the Adventure Book starting on page 30. The Camp
Daily Event Chart can be found at the end of the Adventure
Boo}i on page 46.

At the Start of Each Adventure

After completing your Camp Stay, the Heroes will be
ready to start their next Adventure. To do so, the Heroes must
do the following steps, in order:

- Select the next Mission to be played. If playing through
the Valley of the Serpent Kings Campaign this will usually be
the next Mission in the narrative.

- Re-set your Hero Ability Tokens (Conquistadors
generally start each Adventure with 1 Ambition).

- Re-set your Hero to 1 Grit for the new Adventure

- Note that any Wounds and Sanity Damage taken during
the Camp Stay remain with the Hero for the start of the
next Adventure.

- Draw Team Ability Cards
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INJURIES/MADNESS/DEATH

As noted previously, any time a Hero is KO’d during an
Adventure, they must roll on the Injury or Madness chart to
determine how bad off they really are (depending if they were
KO’d by loss of Health or Sanity). The results on these charts
range from getting the wind knocked out of you to being torn
to pieces and killed.

Healing Injuries and Madness in Camp

Injurtes and Madness can have significant effects on a
Hero’s ability to keep Adventuring. Good news though,
there is a way to try to Heal or remove most of these long-
lasting effects by returning to your Expedition Camp between
Adventures and visiting the Anchored Ship or the Camp Fire.

At the Anchored Ship you can get Surgery to attempt to
repair an Injury or have an unwanted Mutation removed. This
can be somewhat expensive and there is no guarantee that it
will work, but hey, if you want to keep adventuring into the
dark halls of the Spanish Fort with a Broken Leg or a Void
Infection, that’s up to you.

Much like the Anchored Ship, visiting the Camp Fire allows
you to try to Exorcise Madness that plagues your mind. This
Location also offers ways to remove Corruption before it turns
into a full blown Mutation.

Death of a Hero

On rare occasions, a Hero will actually be killed. This is
a harsh reality of being an explorer, especially when you are
fighting off demons and madness at every turn. When a Hero
is killed, it is assumed that the rest of the party brings their
body back to Camp to try to get them resurrected (or at least
for a proper burial). A Dead Hero may not be looted for their
Items and equipment.

Resurrection in Camp
One of the options available to a party that has lost one

of their own is to visit the Anchored Ship in Camp and pay to

have that Hero Resurrected. It can be quite expensive though!
Any or all of the other Heroes in the party may contribute

Gold toward the cost for the Resurrection, including the Dead

Hero himself (selling his Items if need be to pay for the cost).
Resurrecting a Dead

Hero is not time-sensitive

(though they may start

to smell a bit), and if

need be, you can even

start a new Hero and

try to build up enough

Gold to pay for your

other Dead Hero’s

Resurrection after

some time.



OPTIONAL RULES

This section covers Optional Rules that can be added to the game as long as all of the players agree before the game begins.
These Optional Rules are all independent of one another and should each be considered on an individual basis. The rules for
Fixed Hero Move and Hard-Core Mode are not recommended, but are made available for players that want them.

Fixed Hero Move
(Makes the game Less Difficult)

As an option for players that do not like the idea of rolling
for movement each turn, they may use the Fixed Hero Movement
Optional Rule. With this rule, all Heroes are allowed to move
4 spaces each turn (plus any bonuses or negatives for Items,
Abilities, or Injuries/Mutations they may have).

As many aspects of the game are based on your Movement
roll each turn, it is still necessary to roll a die at the start of each
of your Hero’s Activations. This roll becomes the Roll For
Grit (as that is the most frequent use of the move roll other
than actual movement). Any rule or game element that refers
to a Heroes move roll now uses the Roll For Grit instead.
The Roll For Grit each turn is mandatory, even if your Hero
is already at Max Grit.

Advanced Encounters
(Makes the game More Difficult)

Every Unique Room Map Tile

has a specific theme to it, and there
is a matching Encounter card in the
Encounter Deck that shares that
theme. At the bottom of each Map
Card that represents a Unique Room
is a red band that lists the specific
Encounter associated with that
room.

When using the Advanced
Encounters Optional Rule, an
time a Unique Room is Explored,
the listed Advanced Encounter is
added to that Exploration. Search
the Encounter Deck (and discard
Pile if needed) to find the listed Encounter card
(shuffle the deck afterword?. This is in addition to any other
Encounters or Attacks listed on the Exploration Token. Also,
Advanced Encounters like this cannot be canceled or re-drawn.

Below the Darkness
(Makes the game More Difficult)

One way to make the game more deadly is to use the
Below the Darkness Optiona? Rule. Whenever the Darkness
marker passes the Hero Party marker on the Depth Track
(positioned on a higher numbered step than the Hero Party
marker), from that point forward, all Enemies get a free Elite
Ability as the Darkness has grown ever stronger!

Hard-Core Mode
(Makes the game Much More Difficult)

For players that want a truly Hard Core experience, you
may play Hard-Core Mode. In Hard-Core Mode, any time
a Hero would be KO’d they are instead killed unless they
Recover before the start of the next turn.

This is a very unforgiving play style and will likely lead
to one or more players having to sit out the remainder of
the game while the rest of the group keeps adventuring (not

enerally very fun). It is also especially dangerous for ﬁigher
evel Heroes, as one bad situation can kill the character you
have been playing for months. Ouch!

For a slightly softer version of Hard-Core Mode, you
can use the above, but allow Heroes to still be Resurrected
between Adventures in Camp.

Themed Threat Decks

(Can make the game More or Less Difficult)

As more Enemy Types become available and players start
making their own Missions, one fun way to create a Themed
Adventure is to tailor-make your Threat Decks to only include
cards with certain Enemy Types. In this way, you could make
an area that is overrun with nothing but Serpentmen Enemies
or perhaps have a theme of only Void creatures that have spilled
out of a portal and are pouring out of the shadows.

This can be done with just a single Adventure Set, but
really opens up once you have more Enemy Types available
to you. It is also very simple to do as the Threat Decks are all
card based and can easily be Themed or shuffled back together
at the start of each Adventure.

Dangerous Bombs
(Makes the game More Difficult)

Black powder bombs can be a very powerful tool to
take out groups of Enemies or do some (f;mage against high
Defense targets. Thematically though, it is a dangerous thing
to just be carrying around in your Side Bag with you.

To represent this extra element of danger, you may elect
to use the Dangerous Bombs Optional Rule. Any time a Hero
takes 10 or more Wounds from a single source, they must roll
a D6 for each Bomb Token they have in their Side Bag. For
each roll of 1 or 2, that Token immediately explodes, centered
on the Hero’s space.



SHADOWS OF BRIMSTONE GAME SYSTEM

Shadows of Brimstone is an expansive game system, offering players a wide world to explore. There are many different ways

to expand your collection and add variety to your Adventures.

Combining Sets

When combining this Adventure Set with other Adventure
Sets (such as the Gates of Valhalla), all of the components can
be seamlessly added together, shuftling card decks that have the
same card back together and allowing for a mixed Hero Party
from different genres, having crossed through portals to team
up against the Darkness..

The only components not recommended to be mixed
together when combining Adventure Sets are the Loot Deck,
Scavenge Deck, and the stack of Exploration Tokens.

You will also note that several of the card decks, such as
Gear, Darkness, and Growing Dread, have a unique icon in
the upper left corner of the card face that denotes the genre it
is from (Viking, Conquistador, Feudal Japanese, etc). These
cards do share the same card back across sets, and can be fully
mixed together, but they can also be kept separate to be drawn
only while in the corresponding environments to maintain the
theme, if desired.

When combing this Adventure Set with one of the larger
Core Sets (such as City of the Ancients), you will find that
the Loot Deck, Scavenge Deck, and Exploration Tokens are
different. These are designed so that you can choose to use just
the Loot Deck from the Adventure Set (8 cards), just the Loot
Deck from the Core Set (12 cards), or combine them into a
single larger Loot Deck (20 cards). The same applies for the
Scavenge Deck and the Exploration Token stack.

Core Sets

The Core Sets for Shadows
of Brimstone are intended as an
entry point to the game, includin
everythin% you need to play. Eac
Core Set focuses on a different genre
}such as the Old West or Feudal
apancf, and is packed with a different set of content
including 4 Heroes, a host of ruthless Enemies, a full Map Tile
Set featuring a different alien World, 12 Missions, and all of the
rules, cards, and counters to start your Adventures.

Adventure Sets

Slightly smaller than a Core Set,
Adventure "Sets feature a group of Team
Heroes (such as Vikings or Conquistadors)
that are a trained fighting force of warriors
and explorers. These sets can be used as
an entry point to the game, and include
everything needed to play. Featuring a host of deadly
Enemies, cards, and counters, each Adventure Set is based
around an 8 Mission narrative campaign and allows the
Heroes to build and grow their Expedition Camp throughout
the campaign.

OtherWorld Expansions

These large boxed expansions add new
alien Worlds f(gjr the Heroes to adventure in.
With a full new set of Map Tiles, new Enemies
themed for the new World, 6 new Missions,
and a Host of new cards and counters, each
OtherWorld Expansion is literally a whole new
World to explore.
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Town Expansions

Greatly expanding on the Town Stay
between Adventures from the Core Sets, these
large boxed Expansions (such as Frontier Town
and Feudal Village) offer new Town Locations
to visit, different types of Towns that can be
encountered, and even add 6 new Missions and a large game
board for playing Adventures in the Town itself. Also included
are a new group of Enemies that are themed for the Town.

Enemy Packs

There are many different Enemy Packs
for Shadows of Brimstone, each adding new
hordes of foes to your game, or even larger
Enemies as Epic boss encounters. These
Enemy Packs include all of the miniatures, cards, counters, and
rules needed to add the new Enemies to your games. Many of
the larger Enemy Packs even include Missions as well.

Hero Packs

Hero Packs introduce new Hero Classes
to the game that can be added to your Hero
Party, and are a good way to increase the
Player Count of the game up to 5-6 Players.

There are two types of Hero Packs -

New Heroes and Alt Gender Hero Packs. New

Heroes have all of the cards, rules, and Upgrade information
for playing as that new type of Hero, as wel[g as both the Male
and Female Miniatures for them. Alt Gender Hero Packs are a
pack of 4 Heroes originally introduced in one of the Core Sets
or Adventure Sets, but include the alternate gender miniatures
for the Heroes that came with the associated Core/Adventure
Set. These Alt Gender Hero Packs also contain all of the
cards, rules, and Upgrade information needed to play as those
Heroes, allowing you to have a second player use the same
Hero Class, or to add these Heroes to your games, even if you
don’t yet have the Core Set/Adventure Set it 1s associated with.

Mission Packs

Each Mission Pack is a deep dive into a
new type of Enemy, including new Artifacts,
Gear, Encounters, Darkness, and Enemy
Trait cards themed for those Enemies, as
well as the miniatures and counters for them.
A special Adventure Card is also included,
allowing you to change existing Missions to
be themed for the new Enemy type. One of the main features of
each Mission Pack is a story-driven 4 Mission mini-campaign
heavily focused on the theme of these new Enemies.

Card Supplements

On the official Flying Frog website gwww.ﬂyingfrog.net)
you can find additional content not available in stores. This
includes Dark Stone Forge resin terrain pieces with exciting
and thematic new Missions, miniatures for specific characters
of unique Enemies or Allies, and additional themed Card
Supplement packs that add new game mechanics and variety
to your Adventures.
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REFERENCE SUMMARY

Difficulty Scaling
Heroes  Scaling

Low Threats, 2 Revive Tokens
Low Threats, 1 Revive Token
Med Threats, 1 Revive Token
Med Threats

High Threats, 1 Revive Token
High Threats

Using Grit

A Hero may use a Grit to do one of three things:

- Use 1 Grit to Re-roll any number of dice
that you just rolled (not including Hold
Back the Darkness or any Chart roll).

- Use 1 Grit to add an extra D6 to your
Movement.

- Use Grit to activate a Special Ability or
Item that requires it.

The Game Turn

1) Hold Back the Darkness

2) Models Activate in Initiative Order
3) Room Exploration
4)

End of the Turn
Icons
@ Peril Die
X Weight
Dark Stone Item
Single-Handed

Double-Handed

Clue Icon
Door Icon
Gate Icon
“€O» Upgrade Slots
Upgrade Slot Requirement
Skill Test - All Heroes
Skill Test - Choose One Hero
Skill Test - One Randorp Hero

SIDE BAG TOKENS

Bandages - Discard to Heal D6
Wounds.

Rum - Discard to Heal D6 Sanity
Damage.

Bomb - Discard to throw as
a Ranged Attack. Range:
Strength+3, Does D6 Wounds,
ignoring Defense, to each model
in the same and adjacent spaces.

Tonic - Discard to Recover 1 Grit.

Flash - Discard to make all Enemies
-2 Initiative until end of the turn.

Swamp Fungus - Discard to Heal
D6 Wounds and D6 Sanity

LIMITED CAMP ITEMS

Salted Pork - (Campaign Max 10)
Discard to Heal 2 Wounds and 2
Sanity Damage, and to Recover

1 Grit on the D6 roll of 4+.

Holy Scriptures - (Campaign Max 5)
Holy Heroes Onlz
Discard to cancel a Darkness or

Growing Dread card on the
D6 roll of 4+.

Bomb Bounce

If the To Hit roll misses, the
Bomb will bounce D3 times.

For each bounce, roll a D8 for
direction and move the Bomb 1
space.

If the Bomb would move into a
wall, instead cancel that bounce,




