MISSIONS CO-OP

CARDS REMINDER

Starter cards

These are the Starter Cards that can be
. identified with the ® colored icon, each deck
countaining 9 cards.
When placing those Cards during Setup,
randomly set their orientation.

Co-op Cards

These are used for Co-op version, usually they are
Boss or Step Cards. They are identified by their
“B-Number” footnote.

Dungeon Cards

They contain Hallways and sometimes Rooms.
They are identified by their “D-Number” footnote.

RULES REMINDER

e Fach Group can only fulfill an Objective
requirement for 1 type of item.

e A Group Mini cannot have more than 1 Fairy
Token of each type (Rope / Sword / Magic Scroll /
Key) and 2 Spellbook Cards.
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_ JEAN-MICHEL

JeanzMichelftheJgoblin§hasibeeniterrorizingithelregioniforifartoollongyHtiding{deeplwithinlhis
dungeonYhe;simadelanlentirejvillageltremblelinifearfTheivillagersihavelcallediuponlyoultolputianiend,
tolhisfimischiefRYourfourdadventuringigroupsimustijoiniforcesfandicompletefspecificitasksjtolsucceed:
Onejgrouplmustigatherggolditolbribejtheisuardsiatithelentrance¥Anothedmustifindimagicalfscrollsito
castialpowerfulfsleeplspellYAtthirdygrouplbringsjropesitoltielupl/eanzMichellwhilelhelslumbersyFinally:
thellastigroupYarmedjtolthelteethSfinishesjtheljoblandfslaysihim}
Eveny/steplisfcrucialfandfevernyldecisionlcouldlchangelevernything:
Gan)youlcoordinatelyounleffortsitoldefeati/eanzMichel{andjrestorelpeace}?

SETUP

Market: You have $5 to spend.
3 Starter Decks are used

Shuffle and place 22 Starter Cards ® to
the indicated spaces above.

Boss Card

Place the B01 (Jean-Michel) boss card in
the indicated space above.

PLAYERS DECK COMPOSITION

| Quantity | 18 | 5 |

GROUPS
4 Group Minis are used.

The Group miniatures are placed by player
choice, each on a different edge of the
tableau.

MISSION RULES

Each group must bring the required amount of
one icon type to ANY single entrance to Card
BO1.

Note: Remember that each group can only
fulfill a requirement for 1 type of icon.

WIN CONDITION

Defeat the Boss : Jean-Michel is defeated when
all 4 of the routes have been completed in any
order.

VICTORY POINTS
5+ 1/empty space left +1/$5




11.1 JEAN-MI IS BACK 1‘

ThoughljeanzMichelitheYgoblinlwas{defeatedYpeaceldidnitilastilong¥Deeplwithinitheldungeonyhis;
cursealskeletonlstirredYanimatedjbyldarkiremnantsiofimagicyHowjcanithatibezalollaylhimitolrest;
iforeverAthelfourjgroupsimust{unitefoncelmoreyAlprophecyletchedlinfstonelrevealsithelritualihisibones,
mustibejgiftedithelvenylitemsjusedlinlhisidownfallfThejgroup)that{oncelgatheredfgoldimustinowjplace
coinsfinjhisjribcageNnhelmagiciscrollsimustibe]burnedfoverhis{skullYAnothergroupImustibring{ajrare;
aidofiflyingiboots3whilelthellastideliversiancientikeys=withoutithem§histsoullcannot{bellockedfaway
mimelisfshortylfitheyifail¥jeanzMichelisfskeletonlwilllrise®withiwingsSThelvillage:sifatelhangsibyla
thread:

SETUP GROUPS

Market: You have $5 to spend. 4 Group Minis are used.

3 Starter Decks are used. The Group miniatures are placed by
player choice, each on a different edge of
Shuffle and place 21 Starter Cards ® to the tableau.

the indicated spaces above.

Dungeon Card, Boss & Artifact. MISSION RULES

Place the B02 (Jean-Michel 2) card in When a group enters card D29, link
the indicated space above the Artifact to that group wherever

they entered the card.

space above. icon to a correct entrance on the boss card.

D Place the D29 card in the indicated Each group will have to bring the matching

Place the Artifact “Flying boots” on WIN CONDITION

the D29 card. Boss (B02) is defeated when all 4 of his routes
have been completed.

PLAYERS DECK COMPOSITION

VICTORY POINTS
6 + 1/ empty space left + 1/ 2 Barrels.




1 l Y4 KAREN THE FAIRY QUEEN

FordagesAthelkainyiFolkiprovideditheirifleetingimagicallitemsitolaidfadventurers§But{inowXa;
terriblelsecrefhas{comejtollightithelkainyiQueen]herselfisecretlyfsupporntsithelkorcesfofiDarkness?
Gunningfandfelusive¥shelpullsithelstringsifromlthefshadowsXtippinggthelworlditowardlchaosylt:s;
timejtoJput{anlenditolherdbetrayalfmhisftimeSyoulcanitirelylonfthelfainyimagicithat{oncelaidedjyou
=Jlit{isiforbiddenYourfourggroupsimustiventureldeeplintolherddomainlandflocatelthei@®ueenlin
herdhiddenfsanctuany¥@nlyfalwell:coordinatediassaulticanlbringiherddownlandjplacelalnewlqueen
onjthejthroneNDolyoulhavelthelstrengthltoldefeat{alformerdallyiwholhasinowjbecomelalsworn

enemy,%

SETUP

Market:You have $4 to spend, but you can't
X buy any Fairy Tokens

3 Starter Decks are used.

Shuffle and place 22 Starter Cards ® to
the indicated spaces above.

Boss Card

Place the B03 (Karen) boss card in the
indicated space above

PLAYERS DECK COMPOSITION

ﬂ----

GROUPS

4 Group Minis are used.

The Group miniatures are placed by
player choice, each on a different edge
of the tableau.

MISSION RULES

Each group will have to bring the matching icon
to the proper entrance of the boss card.

The FAIRY QUEEN is immune to Fairy Tokens.
WIN CONDITION

The Fairy Queen is defeated when all 4 of her
routes have been completed.

VICTORY POINTS
7 + 1/ empty space left + 1/ $5.
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VLAD
THE NECROMANCE

1<

JeanzMichellwasimerelylalpawnihelwasiraisedifromitheldeadibydVladithejNecromancer
Thisfevillcreaturelkidnappedithelvillagesiyoungipeoplejtolfeedihisjinsatiablelappetite’
Itsitimejtoleradicatejthisivilelbeingiwhollurksiinitheldepthsfofihisfsinisteddungeon®
UnfortunatelyXonelofgyourggroupsiisfrunningilate==iyou;llifhaveltolembark{onithisimission

withlonlyjthreejgroups?

ThelnecromancerghimselfiappearsiweakiandivulnerableNbutihelisjprotectediby two
powerfulimagicalfcnystalsithatimakelhimlinvincibleRYoulmustfirstiexploreltheldungeon:
locatelthejtwolstones¥andfdestroyithemlbeforelyoulcanlconfrontithelMasterlinthisicrypt!
EortunatelyAthelnewjEainylQueenlreopenedihedmarketiforyou?

SETUP

Market: You have $4 to spend.
2 Starter Decks are used

Shuffle and place 15 Starter Cards ® to
the indicated spaces above.

Boss Card

Place the B05, B06 and B04 cards
in the indicated spaces above.

PLAYERS DECK COMPOSITION

GROUPS

3 Group Minis are used.

The Group miniatures are placed by
player choice, each on a different edge
of the tableau.

MISSION RULES

1 group will have to bring 7 swords to
one of the RED Crystal card entrances,
1 group will have to bring 7 scrolls to
one of the BLUE Crystal card entrances,

Then the third Group will have to bring

1 sword to one of the entrances to the
Vlad card.

WIN CONDITION

Defeat the Boss: Vlad

is defeated by a single

sword brought to one of

the entrances on his card.
However, this can only be
accomplished if both Crystals
have been destroyed first.

VICTORY POINTS
7 + 1/ empty space left + 1/ $5.
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MARKUS
. THE COLLECTOR .

1<

ThelCGollectorXalcursedibeingAdrawsihisjpowerifromifourdminions¥eachlhiding{inlalremotejpart{ofihis
labyrinthSTollift{hisfcurseSyoulmustifirsticonfrontithesefsenvantsfonejby/one?
Eachlencounteritakesithejformlofialspecifigmission=completelit¥andithelminionjwillifleeNallowingiyoulto;

searchltheirdlairiforlalpreciousfpowersgem:

l'ong{agoXthelCGollectorghimself{receivedjtheselveny/semsifromiVliadybindingithemiwithldarkipurpose’
NowAbringing{allifourilsemsibackitolthelGollectordisithelonlyiwayjtolbreakihisihold{andldefeatihimlonce
andjfordal3WilllyourlGroupsibelablejtolcooperateNovercomeitheltrials¥anditriumphloverthefshadow/ofithe

Collector?

SETUP

GROUPS

Market: You have $4 to spend.
2 Starter Decks are used

Shuffle and place 18 Starter Cards ® to
the indicated spaces above.

Dungeon Cards, Minions, Boss & Artifacts

Shuffle and place randomly facedown
D11,D56, D64, D65 cards in the 4
positions 2B, 8B, 2D and 8D.

Minions: Place the B08 (Darius), B09
(Mattis), B10 (Patrick) and B11 (Sam)
). cards on top of the facedown cards.

Boss: Place BO7 (Markus) in the
indicated position above (5C).

Create a reserve with the 4
artifacts: Pearl, Diamond, Ruby
and Emerald.

PLAYERS DECK COMPOSITION

Type Start | $3 | $4 | $5

Quantity 18 6 5 3

4 Group Minis are used.
The Group miniatures are placed by

player choice, each on a different edge of
the tableau.

MISSION RULES

When a route is completed to 1 of the 4 minions

with the matching requirement, this minion step

card is removed:

® The dungeon card underneath is revealed and
players can decide if they want to orient the
card right side up or upside down.

e Randomly select one of the Jewel Tokens
from the reserve, it is placed on the reveled
Dungeon Card from where the group entered.
This artifact is now linked to that group which
is carrying it.

WIN CONDITION

Defeat the Boss : Collector is defeated when all 4
of his routes have been completed.

VICTORY POINTS
8 +1/empty space left + 1 /2 Barrels.
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_ TWIN KNIGHTS
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Yourggoallisitoygatherlcrucialfltemsitoldefeatitheltwin]BossjKnightsybutithelmazejistsplitiby/alvast¥deadly,
canyonNThelonlyiwaylacrossiisithroughlMagic{CirclesYAtithelcenterdofieachlsidelawaitithejtwin]BossiKnights:
Dan¥cleverdandfelusiveNrulesitheleasternlhalfiwithitrapsfandjillusion?
IJackson¥strongl{and[relentless§¥defendsithe]lwestwith]brutejforce?
Only/byjgatheringithelsacredjitemsijwilllyoufuncoverthelsecretipowerdhiddenldeeplwithinithellabyrinth;sicore’

SETUP

GROUPS

Market: You have $4 to spend.
3 Starter Decks are used.

Shuffle and place 22 Starter Cards ® to
the indicated spaces above.

Dungeon Cards, Bosses & Artifacts

Place the D10 and D11 cards in the
indicated spaces above.

Place the B12 (Dan) and B13
(Jackson) cards in the indicated
spaces above.

Place the Artifact “Flying carpet” on
the D10 card.

Place the Artifact “Medusa head” on
the D11 card.

PLAYERS DECK COMPOSITION

Type Start | $3 | $4 | $5 | $6

8 Group Minis are used.

The group miniatures are placed by
player choice:

- 3 on the Right part of the map (1 on
each edge but not on column 6),

- 3 on the Left part of the map (1 on each
edge but not on column 6),

-1 on card D10 top entrance,

-1 oncard D11 bottom entrance.

Both Groups on cards receive the
corresponding Artifact.

MISSION RULES

No cards may be placed in the spaces marked
with an “X" (you can use facedown Objective
Cards as a reminder).

WIN CONDITION

Defeat both Boss, a Boss Knight is defeated
when all 4 of their routes have been completed

VICTORY POINTS

Quantity 18 515|312

6 + 1/ empty space left (ignore column 6) + 1/ $5.
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_SPIDER & RIVER

1<

Withl/acksonldefeatedfandfhisitokenstsecuredftwo)groupsfstandlatitheledgelof{aldarkirivewinding;
throughjthelwesternimazeYAlcrudelraftiwaits§Theirtask:{crossithelwatersiandlreachithellairof;
KankralthelSpidergBossqTheylknowjthatitheylcannotifacelthelSpidedaloneNiwolmorejsroupsiare;
makingitheigwayjthroughfseparate]paths¥onelGrouplcarnyingiaifatalfpoisonlcraftedifromithe,

MedusalHead;sijvenomifoundliniDan;sidomain!
Onlyjunitedicanjthelfourggroupsipoisonjthe
beast{anadldestroyjit?

%

SETUP

PLAYERS DECK COMPOSITION

Market: You have $4 to spend.
3 Starter Decks are used.

Shuffle and place 19 Starter Cards ® to
the indicated spaces above.

Be sure that a Starter Card with
number 2 is in location 6C.

Dungeon Cards, Raft, Boss & Artifact

Place the D56 card in the
indicated space above.

Place the Artifact « Poison » on the D56
card.

Place the Raft (B15) card and the

Spider Kankra (B16) card in the
indicated spaces above.

GROUPS

Type Start | $3 [ $4 | $5 | $6 | total

Quantity 18 6| 5|43 36

MISSION RULES

- The Barrier : No cards may be played in the
spaces marked with an “X".

- When a route is completed to the Raft (B15), the
raft moves 1 space to the right (any Minis on the
Raft move too).

Once both routes are completed, the associated
Group Minis are placed on the Starter Card 2 (6C)
on the left top and left bottom entrances.

- When the Raft has moved, cards can be played on
previous locations.

IMPORTANT : Magic Circles (and any teleporter)
will not teleport the Path from left-to-right or
right-to-left across the line of the barrier (column 5).

WIN CONDITION

4 Group Minis are used.

The Group Minis are placed by player

choice:

-1 on an edge on Right part of the map,

- 2 on different edges on Left part of the map
-1 on top entrance of card D56, this one receives
the Poison Artifact.

The Raft must be moved 2 spaces to carry 2
Groups. The Spider Boss is defeated once all 4
routes have been completed.

VICTORY POINTS

8 + 1/ empty space left (ignore column 5).
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THE FOGGY KNIGHT 1:

ThelfourdGroupsfarelnowjventuring{deeperiintolthelmazeYAlthickunnaturaljfogiclingsjtolthe
igroundfasiwallsfshift{silentlyfaroundithem¥Somewherefaheadiwaitsithelnextiguardianyhidden
behindllayersfoffillusionlandimistyToldefeatiHoudinifthelaaventurersimustilocatelanaldeliver
different{items¥0@nlyibylcommunicatingiwelllandfsolvingithelshifting{pathsicanlyoulhelplthe.
Groupsfreachithefguardianfandfsunvivelwhatifol/ows?

GROUPS

SETUP

Market: Too much fog, you cannot find the
market, sorry...

3 Starter Decks are used.
Shuffle and place 24 Starter Cards ® to

Starter locations, 3 leftover cards will be
used as Fog Cards (see below).

FOG Cards

Shuffle and place randomly facedown 5
Dungeon Cards (values : 1 of $3, 1 of
$4, 1 of $5, 2 of $6) and 3 Starter Cards
(from above) in the 8 indicated spaces
above (4C-5C-6C-4D-6D-4E-5E-6E).

The Foggy Knight
Place the Boss Houdini (B29) card in the

indicated space above

PLAYERS DECK COMPOSITION

Type |[Start| $3 | $4 | $5 | $6 | total

Quantity | 18 | 5 | 4 | 2 | 1 30

4 Group Minis are used.

The Group miniatures are placed by
player choice, each on a different edge of
the tableau.

MISSION RULES

Flip the neighboring Fog card when a Card

is played in the adjacent empty space
(5B,6B,3C,3D,7D,7E,4F,5F).

The revealed card can be rotated 180 degrees
or swapped with another already revealed Fog
card. The previous Fog card you're swapping
with cannot be rotated.

IMPORTANT : Cards with a Path traced on it
cannot be swapped anymore.

WIN CONDITION

Houdini, the Foggy Knight, is defeated when all 4 of
their routes have been completed.

VICTORY POINTS

3 + Number of Empty Spaces + 3/ Rope (unused).




11. 8 THE KNIGHT

OF DESTRUCTION l

WithithelfogiliftingAthelmazejtremblesjandfopensiafscorchedjpassagelleadinggtolthelnextithreat?
Thejeroundlisiblackenediwallsfshattered=nothingfsunvivesineardthisfdestructiveiforceyAtithe
centerofithemazelstandsithelGuarndian§ihelfourdGroupsisteplforwardyknowingibrutefstrength
alonejwonitibelenoughSihisibossimustibeldefeatealquicklyXorgthelmazelitselfiwilllcollapseNOne,
adventurergcarriesfafsacredfgobletifillediwithimilk{recoveredifiomlKankialthefSpidedBossyBefore
thejfinallblow/canlbelstruckAKitty/needsitoldrinkithelspidedmilkiZlonlyithenlwillfthejpathlaheaad,

bejrevealed:

an

SETUP

PLAYERS DECK COMPOSITION

Market: Market was destroyed, sorry...
3 Starter Decks are used.

Shuffle and place 21 Starter Cards ® to
the indicated spaces above.

Dungeon Card, Boss & Artifact

Place the D31 card in the indicated space
above.

Place the Artifact “Goblet” on the D31
card.

Place the Boss Kitty (B28) card in the
indicated space above.

GROUPS

4 Group Minis are used.
The Group miniatures are placed by
player choice, each on a different edge of
the tableau.

Type Start | $3 | $4 [ $5 | $6
Quantity 18 4141132

MISSION RULES

After the 4th card has been played to the
tableau, an additional step is added to the
player turn : After a card has been played to the
tableau, the player who played the

card chooses and removes 1 card from the
tableau.

IMPORTANT : The Kitty card, Dungeon Card
(D31) and cards on which a path has been
drawn cannot be destroyed.

WIN CONDITION

Kitty, the Knight of Destruction, is defeated when
all 4 of her routes have been completed.

2 Scissors icons must have been
encountered by the Group fulfilling this
& Objective.

VICTORY POINTS

9 + Number of Empty Spaces + 1/ Barrel (they
are full of milk !)
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_THE JAILBREAK
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ThelGroupsiareitaskediwithlalnew/missiongrescuelfouriprisonersyButieachprisonerdcomesjwithla;
lpeculiardchallengeN@neldespisesimagicyAnotherghastspentisollonginichainsithat{evenjthelsound,
ofiallock{sendsjhenlinto)panicanhelthirdjisfanlelderlyiwoman]withlicketylkneesqihellast{ione
tremblesfatithelideafofinearnby/monstersyiolsucceedstheladventurersimustisplifupYchoosejtheir
lpathsicarefullyXandjguideleachlprisonerithroughlajroutelsensitiveltoltheirifears?

I'm afraid of
Monsters!

Keep those
Locks away!

No Stairs
young man...

EXIT EDGE

SETUP

PLAYERS DECK COMPOSITION

Market: The market is back! You have $4 to
spend.

3 Starter Decks are used.

Shuffle and place 19 Starter Cards ® to
the indicated spaces above.

Dungeon Cards (Cells) & Prisoners
Shuffle and place randomly faceup

h the D10,D14, D24, D56 cards in the
4 indicated spaces above, those are

T the cells. For this Mission, these Cards
function as Step Cards.

Randomly place Minis (Purple, Red,
Yellow and Green) on each of those 4
cards (the cells).

These Minis represent the Prisoners.

Take card B17 (backside) as a reminder.

[

GROUPS

4 Group Minis are used.

The Group Minis are placed by player
choice, on different positions on Top or
Bottom of Columns 7/8/9, or on the
Right of Column 9.

Type Start [ $3 [ $4 | $5 | $6 | total

Quantity | 18 4 | 3 2 2 29

MISSION RULES

Each Group will have to escort a prisoner to the
exit edge on the RIGHT of the Tableau.

When entering a cell, place the prisoner at the
place you've entered the card. Now

that group is escorting them.

Each prisoner has certain restrictions in their
movement:

* Terrified Man: Cannot encounter any
Monsters.

ﬁ Old Woman: Cannot go to the
Underground (Yellow) level.

* Lock-fearing EIf Woman: Is afraid of
Padlocks & cannot pass thru them.

* Halfling Monk: Is afraid of magic. Cannot
use any kind of Teleportation.

WIN CONDITION

Release each prisoner from their cell and escort
each of them to the exit edge of the tableau.

VICTORY POINTS

9 +1/empty space left + 1/ $5.




11.10 WANDERING JEAN-MI
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Thoughlonceldefeated{and]laidjtolrestiwithjtributeN/eanzMichelisfskeletonlstirsiagain=thisitimeYnotiwith
rageNbutiwithlaimlessimotionyNollongerldrivenlby/maliceNjeanzMichelfseemsjlostNas]ifisearchingifor
something{helcannotinameYAncientitexts{speak{ofiaifinallrelicz=alcompassithat{ioncelbelongeditol/eans
Michellin]life§pointing{notinorth¥butihomeXOnlybyjplacingiitiinlhistskeletallhandlcan]hisjrestlessfsoulifind,

peaceNBut{thelmoving{boneslarelunpredictable}
anditimelisfshortyIfithelgroupsifailitofindlhimland,
offerdithelcompass¥hisiwandering{may,

neverdend™

SETUP

Market: You have $4 to spend.
3 Starter Decks are used.

Shuffle and place 21 Starter Cards ® to

the indicated spaces above.

Dungeon Cards, Boss & Artifact

Take the Versus Objectives Cards and
create a deck.

Place the B14 (Jean-Michel 3) card in the
indicated space above.

Use the card B17 for reference.
Place the D81 card in the indicated
space above.

Place the Artifact Compass on card D81.
The first Group entering this card finds the
Artifact Compass, linking it to this group.

GROUPS

4 Group Minis are used.

The Group miniatures are placed by
player choice, each on a different edge of
the tableau.

PLAYERS DECK COMPOSITION

Type Start | $3 | $4 | $5 | $6

Quantity 18 4 4] 4 2

MISSION RULES

Each turn BEFORE the active player plays
their card, they draw a card from the VERSUS
Objectives Deck to determine which way

the Wandering Jean-Michel moves (see chart
above).

Then Jean-Michel moves 1 space in the
corresponding direction (may cover an already-
played card).

Players choose movement direction with Objective
icon not on the chart above.

If a move would lead to Jean-Michel leaving the
tableau or covering card D81 then it moves in the
exact opposite direction.

Once 1 of his routes is completed The Wandering
Jean-Michel will not wander anymore.

The Cross Path route requires that the
path crosses itself twice in order to
complete the route.

Only the Group completing this objective
can ignore the “no crossing” rule twice.
Spellbook SB-06 cannot be used in this
Mission.

WIN CONDITION

Jean-Michel is defeated when all 4 of his routes
have been completed.

VICTORY POINTS
10 + 2 / empty space left.
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OWEN THE DRAGON
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Atithelheart{ofitheldungeon¥flamesjflickedandfsmokelcoilsithroughlbrokenfstone?
Aldragonlhasfawoken=massiveNancient¥andlenragedyltsjpresencelwanpsitheivenylairyand,

itsifirelthreatensitolconsumejthelvenry/rock?

Eourdadventurersfsteplfornward¥eachlwithlajvitalirolelinithisibatt/eNOnelmustideliverdeight;
ancientibarrelsifillediwithldragon:luring{incense¥Anothe@musti{carnyleighticoinsfofigold:
oncelusedjbyjkingsitoitamejfirelspiritsyAlthirdfhaulsfeight{fenchantedfswords¥eachiforged,
tojpienceldraconiciscalesqihellastimust{activateldldistantiMagiciCinclesitolweakenjthe
dragon;sjwingsimid:flightyTheigtimingimustbelperfectitheigpathsipreciseX@nlylifiallifour
completejtheirtasksicanithelDragonlbeldefeatedlandithelmazelfinallylcalmed:

SETUP

PLAYERS DECK COMPOSITION

Sorry, the market was incinerated by Owen the
Dragon!

3 Starter Decks are used.

Shuffle and place 22 Starter Cards ®
to the indicated spaces above.

Boss Card

Place the B27 (Owen) card in the
indicated space above.

GROUPS

4 Group Minis are used.

The Group miniatures are placed by
player choice, each on a different edge of
the tableau.

Type Start | $3 | $4 [ $5 | $6

Quantity 18 5141312

MISSION RULES

The Magic Circles route requires that

the path encounters Magic Circles 4

times in order to complete the route.

The Group completing this Objective
does not have to use the Magic Circles.

WIN CONDITION

Owen the Dragon is defeated when all 4 of his
routes have been completed.

VICTORY POINTS

1/ 1 coin (unused).
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THE BARONESS
& THE ENCHANTRESS
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InlthisfscenarioNeveny/movelisicrucialyPlayersimusticompleteitheldlobjectivesiofiOliviaithe]Enchantressiin
anlever-changing{labyrinth§Withleachlcompletedjpath¥ajpiecelofitheldungeon]movesyredefining{pathsiand,
revealing{new/strategiesitoladoptiOncelallf4lobjectivesiofi@liviajthelEnchantressihavelbeenlcompleted;
blayersicanjfinallyjfacellannahlthe]Baroness/sichallengesjThelultimatelgoalitolrestorelHannahjthe
Baroness;sjpoweriby/handing{overdhercrown§but{onlyithoselwholcanladaptiandiworkitogetherwillitriumph?

SETUP

PLAYERS DECK COMPOSITION

Type Start | $3 | $4 [ $5 | $6

Market: You have $5 to spend.
2 Starter Decks are used.
Be sure that Starter Card with number 4

is in location 4B and Starter Card with
number 8 is in location 6B.

Shuffle and place 10 Starter Cards ® to
the indicated spaces above.

Shuffle 3 Starter Cards with D49 and
place randomly faceup in the indicated
spacesin row A.

Boss Cards and Artifacts

Place the B19 (Olivia),
B20, B21, B22, B23 and
B18 (Hannah) cards in the
indicated spaces above.

Place the artifact Crown on card D49,

the first Group entering this card, gets
the Artifact Crown linked, wherever it

entered the card.

GROUPS

8 Group Minis are used.
The Group Minis are placed by
player choice, 2 on each different
edge of the tableau.

Quantity 18 4 (4| 2|1

MISSION RULES

No cards may be played in the spaces marked
with an “X".

Immediately when a route is completed

to Olivia the Enchantress (B19), the

player chooses which sliding card (B20 /

B21/B22/ B23) to slide up/down to its
u final position. Cards can now be played
in the space previously occupied by the Sliding
card.

When both sliding cards of a pair have matched
up, the entire pair and its Discoveries can now
be used to complete routes to Hannah the
Baroness (B18) card.

A path cannot be drawn on a Sliding Card until
it has been slid into position.

WIN CONDITION

Complete all 4 paths to Olivia the Enchantress
(B19) to slide all 4 Sliding Room Cards. Only then,
help Hannah the Baroness (B18) by completing
all 4 of her routes.

VICTORY POINTS

12 + 2/ empty space left
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Atithelcenterjofithelfinalimaze]liesithe
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SETUP

Market: The Market was swallowed by the abyss,
sorry...

3 Starter Decks are used.

Shuffle and place 27 Starter Cards ® to
the indicated spaces above.

Boss Cards (the Pillars) & Artifacts

Place the B24, B25 and B26 cards
in the indicated spaces above (top
of cards towards top of tableau.

Place the 3 Artifacts, Duck, Flower
& Compass, one on each Pillar
card on the black “X".

GROUPS

3 Group Minis are used.
The Group miniatures are placed by player
choice, each on a different edge of the
tableau.

PLAYERS DECK COMPOSITION
Type Start | $3 | $4 | $5 | $6

MISSION RULES

No cards may be played in the spaces marked
with an “X” (you can use facedown Objectives
cards to avoid playing there).

IMPORTANT: Starting on the 3rd turn & every
3rd turn thereafter, after playing a card, the
active player removes 1 card on a space with
(if there is one). If such a card has a path traced
on it, the mission is lost!

WIN CONDITION

Create an unbroken path from each Pillar to
the next Pillar to form a rough circle around the
Abyss using no teleportation.

In the process, each Artifact must be moved
from its starting Pillar to the next Pillar

in a clockwise direction, the pillar's route
requirement must be completed too.

IMPORTANT : Once a Group Mini takes an
Artifact, this group cannot use any type of
teleportation.

VICTORY POINTS

Quantity 18 41321

13 + 2/ card left in the Players Deck.
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