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Sources: 
1) Official Rulebooks on Hasbro.com 
2) Official Rulebooks on Heroscapers.com 
3) Hasbro Online Scenarios archived on the Internet Archive 
4) Hasbro Online Scenarios archived on Heroscapers.com 
5) Wizards Online Scenario on Wizards.com 
6) Knights of the Dinner Table Scenario archived on Heroscapers.com 
7) Gencon Scenario archived on Heroscapers.com  
8) Heroscapers.com Official Scenario 
9) Lost Scenarios on Heroscapers.com 
 
All Scenarios use Master Set Rules and are two players (unless specified). 
 
1) Table of the Giants.  Required Sets: Rise of the Valkyrie Master Set (RotV) 

a) Attack at Dawn (Basic).  RotV Rulebook. 
b) Clashing Fronts.  RotV Rulebook. 
c) The Long Wait at the Table of the Giants.  Hasbro.com Online Scenario. 

2) The Forsaken Waters.  Required Sets: RotV + Malliddon's Prophecy 
a) Dive the Dark Lakes (Basic).  RotV Rulebook. 
b) Winter Holdout.  RotV Rulebook. 
c) The Killing Fog of Forsaken Waters (4 players in 2 teams).  Hasbro.com Online Scenario. 
d) Skirmish at Forsaken Waters (Basic).  Hasbro.com Online Scenario. 
e) Malliddon's Prophecy at Forsaken Waters (2-4 players).  Hasbro.com Online Scenario. 
f) The Battle for All Time at Forsaken Waters (4 players).  Hasbro.com Demo Campaign. 

3) Durgeth Swamps.  Required Sets: RotV  
a) The Search For Comfrey Plants (Basic).  RotV Rulebook. 
b) Under Tempest’s Cover.  RotV Rulebook. 
c) The Standoff at Durgeth Swamps (2-3 players).  Hasbro.com Online Scenario. 
d) Deadly Waters at Durgeth Swamps (3 players).  Hasbro.com Online Scenario. 

4) Trollsford Swamps. Required Sets: RotV  
a) A Desperate Rescue Attempt (3 players: 2 vs 1).  RotV Rulebook. 
b) A Toxic Mist.  RotV Rulebook. 
c) Quicksand Firefight at Trollsford Swamps.  Hasbro.com Online Scenario. 

5) Migol’s Tomb.  Required Sets: RotV  
a) Mimring’s Fortress (4 players).  RotV Rulebook. 
b) To Take Barrenspur (2-4 players).  RotV Rulebook. 
c) Battle for Mimring (3 Players).  Hasbro.com Online Scenario. 

6) The Meat Grinder.  Required Sets: RotV 
a) Carvin’ Marvin (2-4 players).  Knights of the Dinner Table Webcomic. 
b) The Zombies Of The Meat Grinder (2-4 players).  Knights of the Dinner Table Webcomic.  
c) The Gawds Must Be Crazy.  Knights of the Dinner Table Webcomic Scenario. 

7) Soulrazor Canyon.  Required Sets: RotV 
a) King of the Hills (Basic).  Gencon Scenario. 
b) Lingering Spirits.  Gencon Scenario. 
c) Marked for Death.  Gencon Scenario. 
d) The Grass is Greener.  Gencon Scenario. 
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8) Wellspring of Obsession.  Required Sets: (2) RotV  
a) Melee at the Wellspring of Obsession (2-5 players).  Hasbro.com Online Scenario. 
b) The Stand at the Wellspring of Obsession (3-4 players).  Hasbro.com Online Scenario. 
c) The Unguarded Wellspring of Obsession (2-4 players).  Hasbro.com Online Scenario. 

9) The Forgotten Forest.  Required Sets: Road to the Forgotten Forest (RttFF) & RotV 
a) The Bridge to the Forgotten Forest.  RttFF Rulebook. 
b) The Fall of the Dumutef Bridge (3 players).  RttFF Rulebook. 

10) Wolf Swamp Road. Required Sets: RttFF & RotV 
a) Ambush on Wolf Swamp Road.  Hasbro.com Online Scenario. 
b) A Simple Prisoner Exchange.  Hasbro.com Online Scenario. 

11) Volcarren Wasteland.  Required Sets: Volcarren Wasteland (VW) & RotV 
a) Battle for Obsidian Guards.  VW Rulebook & Hasbro.com Online Scenario. 
b) The Unexpected Battle.  VW Rulebook & Hasbro.com Online Scenario. 

12) Searing Pass.  Required Sets: VW & RotV 
a) Deadly Encounter.  Hasbro.com Online Scenario. 
b) Supply Shortage.  Hasbro.com Online Scenario. 

13) Thaelenk Tundra.  Required Sets: Thaelenk Tundra (TT) & RotV 
a) Storm of Frozen Shards.  TT Rulebook. 
b) The Deadly Frozen Wellspring (3 players).  TT Rulebook. 

14) Bloodred River.  Required Sets: (2) RotV, TT & RttFF 
a) The Treacherous Crossing.  Hasbro.com Online Scenario. 
b) The Struggle for Reinforcements.  Hasbro.com Online Scenario. 

15) The West Barbican of Idona Castle.  Required Sets: Fortress of the Archkyrie (FotA) & RotV 
a) Ambush at the West Barbican (3-4 players).  FotA Rulebook. 
b) The Siege of West Barbican (2-3 players).  FotA Rulebook. 

16) Aaryglynn.  Required Sets: (2) RotV & (2) FotA 
a) The Battle for Aaryglynn (3-4 players).  Hasbro.com Online Scenario. 
b) Total Destruction at Aaryglynn (2-4 players).  Hasbro.com Online Scenario. 

17) Valledonn.  Required Sets: RotV, TT, & FotA 
a) The Curse of the Valledonn Fortress.  Hasbro.com Online Scenario. 
b) Siege of the Valledonn Fortress (3 players).  Hasbro.com Online Scenario. 

18) The Narrows.  Required Sets: Swarm of the Marro Master Set (SotM) 
a) A Long Wait (Basic Game).  SotM Rulebook. 
b) Spring Surpise (Basic Game).  SotM Rulebook. 
c) Exploration Part 1: Ominous Beginnings (SotM Campaign).  SotM Rulebook. 

19) Montiqua Ledge.  Required Sets: SotM 
a) Protect the Waters (Basic Game).  SotM Rulebook. 
b) Deadly Wall of Water (2-3 players).  SotM Rulebook. 
c) Exploration Part 2: The Unexpected Capture (SotM Campaign).  SotM Rulebook. 

20) Xualtiaca.  Required Sets: SotM 
a) Siren’s Call.  SotM Rulebook. 
b) Exploration Part 3: Source of Corruption (SotM Campaign).  SotM Rulebook. 

21) Waters of Life Required Sets: SotM 
a) Waters of Life.  SotM Rulebook. 
b) Rogue Hive (2-4 players).  SotM Rulebook. 

22) The Outpost of Malodorr Swamp.  Required Sets: SotM & FotA  
a) The Abandoned Outpost (2-3 players).  Hasbro.com Online Scenario. 
b) The Return of the Exiled Defenders (2-4 players).  Hasbro.com Online Scenario.  

23) Avorice Stand.  Required Sets: Ticalla Jungle (TJ) & SotM 
a) New Waters.  TJ Rulebook. 
b) Jungle Guardians (3 players).  TJ Rulebook. 

24) Moon Lake.  Required Sets: 2 SotM & 2 TJ  
a) The Battle of Moon Lake (2-3 players).  Hasbro.com Online Scenario. 
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25) Aveniul’s Threshold.  Required Sets: RotV, SoTM, & 2 TJ 

a) Song of the Pillars (2-3 players).  Heroscapers.com Lost Scenario. 
26) Steam Alley.  Required Sets: SotM, VW, & TJ 

a) Obsidian Attack at Steam Alley.  Heroscapers.com Lost Scenario. 
27) Feldspar Pass.  Required Sets: RotV, SotM, & TJ 

a) Utgar’s Invasion at Feldspar Pass.  Heroscapers.com Lost Scenario. 
28) The Catacombs.  Required Sets: 2 BftU 

a) Chaos in the Catacombs (3-4 players).  Heroscapers.com Lost Scenario. 
29) Road to the Underdark.  Required Sets: BftU, RotV, RttFF, & Rankar’s Vision 

a) The Guardian of Blackscar.  Heroscapers.com Online Scenario. 
30) Dungeon Adventure 1: Ancient Sanctum Room 1: The Lair. 

a) Dungeon Campaign. BftU Rulebook. 
b) Ambush (Basic).  BftU Rulebook.  

31) Dungeon Adventure 1: Ancient Sanctum Room 2: Drow Ambush. 
a) Dungeon Campaign. BftU Rulebook. 
b) Crazy Troll.  Wizards.com Online Scenario. 

32) Dungeon Adventure 1: Ancient Sanctum Room 3: The Portal. 
a) Dungeon Campaign. BftU Rulebook. 

33) Dungeon Adventure 1: Ancient Sanctum Room 4: The Ancient Sanctum. 
a) Dungeon Campaign. BftU Rulebook. 
b) Marked for Vengeance.  Wizards.com Online Scenario. 

34) Othkurik’s Throne.  Required Sets: BftU 
a) Raiding Othkurik’s Throne.  Wizards.com Online Scenario. 
b) Controlling Othkurik’s Throne.  Wizards.com Online Scenario. 
c) Raiding Othkurik’s Throne.  Wizards.com Online Scenario.  

35) Dungeon Adventure 2: The River of Blood Room 1: The Descending Stair.  
a) Dungeon Campaign.  Heroscapers.com Online Scenario. 

36) Dungeon Adventure 2: The River of Blood Room 2: The Hydra’s Lair.  
a) Dungeon Campaign.  Heroscapers.com Online Scenario. 

37) Dungeon Adventure 2: The River of Blood Room 3: The Torture Chamber.  
a) Dungeon Campaign.  Heroscapers.com Online Scenario. 

38) Dungeon Adventure 2: The River of Blood Room 4: The Transformation Circle.  
a) Dungeon Campaign.  Heroscapers.com Online Scenario. 

39) Dungeon Adventure 3: Shadow Cavern Room 1: The Forked Path.  
a) Cooperative Campaign: The Forked Path Entrance.  Heroscapers.com Lost Scenario. 
b) Cooperative Campaign: The Forked Path Exit.  Heroscapers.com Lost Scenario. 

40) Dungeon Adventure 3: Shadow Cavern Room 2: Shadow Lake.  
a) Cooperative Campaign.  Heroscapers.com Lost Scenario. 

41) Dungeon Adventure 3: Shadow Cavern Room 3: Valkrill’s Wellspring.  
a) Cooperative Campaign.  Heroscapers.com Lost Scenario. 

42) Dungeon Adventure 3: Shadow Cavern Room 4: Goblin Hill.  
a) Cooperative Campaign.  Heroscapers.com Lost Scenario. 

 
43) Genotech.  Required Sets: Marvel: The Conflit Begins Master Set (MtCB) 

a) Theft At Stark Enterprise.  MtCB Rulebook. 
b) Avengers Assemble! (Basic).  MtCB Rulebook. 
c) Escalating Battle.  MtCB Rulebook. 
d) Hulk Mad!  MtCB Rulebook.  

44) Tribecca Labs.  Required Sets: MtCB 
a) Mayhem in Manhatten! (Basic).  MtCB Rulebook. 
b) Heroes, Villians, Friends and Foes (Basic).  MtCB Rulebook. 
c) A Very Mad Genius.  MtCB Rulebook. 
d) Clash on the Streets.  MtCB Rulebook. 

 

http://www.heroscapers.com/community/downloads.php?do=file&id=3094&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=3097&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=3113&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=3130&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=1985&act=down
http://www.wizards.com/company/downloads/Heroscape_underdark_rules_EN.pdf
http://www.wizards.com/company/downloads/Heroscape_underdark_rules_EN.pdf
http://www.wizards.com/company/downloads/Heroscape_underdark_rules_EN.pdf
http://www.wizards.com/dnd/files/DnD_Heroscape_Othkurik.pdf
http://www.wizards.com/company/downloads/Heroscape_underdark_rules_EN.pdf
http://www.wizards.com/company/downloads/Heroscape_underdark_rules_EN.pdf
http://www.wizards.com/dnd/files/DnD_Heroscape_Othkurik.pdf
http://www.wizards.com/dnd/files/DnD_Heroscape_Othkurik.pdf
http://www.wizards.com/dnd/files/DnD_Heroscape_Othkurik.pdf
http://www.wizards.com/dnd/files/DnD_Heroscape_Othkurik.pdf
http://www.heroscapers.com/community/downloads.php?do=file&id=2582&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=2582&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=2582&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=2582&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=3719&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=3719&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=3719&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=3719&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=3719&act=down
http://www.heroscapers.com/community/downloads.php?do=file&id=1229
http://www.heroscapers.com/community/downloads.php?do=file&id=1229
http://www.heroscapers.com/community/downloads.php?do=file&id=1229
http://www.heroscapers.com/community/downloads.php?do=file&id=1229
http://www.heroscapers.com/community/downloads.php?do=file&id=1229
http://www.heroscapers.com/community/downloads.php?do=file&id=1229
http://www.heroscapers.com/community/downloads.php?do=file&id=1229
http://www.heroscapers.com/community/downloads.php?do=file&id=1229








1

2

3

4

5

6

7

8

9

10

11

12

ROUND
MARKER
TRACK

I

V

D

K

T
G

1:
 T

he
 L

o
ng

 W
ai

t 
at

 t
he

 T
ab

le
 o

f 
th

e 
G

ia
nt

s

MASTER GAME – The Long Wait
Required Sets: Rise of the Valkyrie Master Set
(2 Players)

After taking heavy losses (in the Clashing Fronts), one army is 
victorious. However, news of a more powerful enemy rapidly 
approaching makes the survivors wary. Rather than moving on 
and engaging them in the open plains, the surviving army 
remains camped on the Table of Giants, taking advantage of 
the terrain's defensive advantage. Now the long wait for 
reinforcements begins.

Goal: Take control of the battlefield by destroying all your 
opponent's figures.
 
Setup: Place the glyphs power-side up where shown.

Two Players: Player 1 (attacker) drafts a 400-point army. 
Player 2 (defender) drafts a 260-point army. Player 2 
does not have to place his/her army on the battlefield 
during drafting and may place his/her army after Player 1 
has chosen and placed his/her entire army. 

Player 1 starts in the blue starting zone. Player 2 starts in 
the purple starting zone.

Player 1 must set up first. Player 2 is allowed to set up 
last.

Special Rules: At the beginning of the 6th and 7th rounds, 
if player 2 has at least 1 figure still alive, he/she may roll 
the 20-sided die to determine if reinforcements arrive at 
the beginning of that round. Reinforcements may arrive 
only once in the game on the orange zone. Use the table 
below.

On round 8, if reinforcements have not yet arrived and 
player 2 has at least 1 remaining figure, he/she 
automatically receives a 400-point army for 
reinforcements.

Victory: Player 2 must hold onto the territory while 
waiting for reinforcements. Player 1 must destroy all of 
player 2's army before overwhelming reinforcements 
arrive to win the game. If the reinforcements arrive, the 
last player on the battlefield wins the game. If the battle 
reaches the end of the 12th round, the player with the 
most points on the battlefield wins (see Scoring, on page 
10 in the Master Game Guide).

Round Die Roll Needed
6
7
8 Automatic

11-20
6-20
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MASTER GAME – The Killing Fog
Required Sets: Rise of the Valkyrie Master Set
(4 Players in 2 teams)

Warm waters swirling under cold crisp air create the 
legendary Killing Fog a mist so dense it can be sliced with a 
sword. Crossing this battlefield through this fog is always 
treacherous, especially when the visibility is the length of a 
sword swing. You may hear the enemy, but you cannot see 
them until its too late. 

Goal: Take control of the battlefield by destroying all 
opponents.
 
Setup: Set up the Ruins as shown above. Place the 
Glyph of Gerda, Valda, Dagmar, and Astrid power-side 
up where shown. Then turn the Glyphs of Erland and 
Mitonsoul, symbol-side up. Shuffle them, then place 
one on the space marked with the (?). The other glyph 
is not used and is placed out of play.

4 Players: Each player drafts or brings pre-made 
300-point armies. 

Player 1 and Player 3 are on one team and Player 2 and 
Player 4 are on the other team. 

Player 1 starts in the navy starting zone. Player 2 starts 
in the yellow starting zone. Player 3 starts in the brown 
starting zone. Player 4 starts in the purple starting zone.

Special Rules: Visibility in the fog is extremely limiting. 
Line of sight is reduced to 2 spaces for those figures 
with range attacks or special attacks that use clear line 
of sight. You may fire long range weapons into the fog 
at targets greater than 2 spaces, but you must first roll 
the 20-sided die to determine if you are able to hit your 
target. Targets must be within normal range. If you roll 
16-20 on the die, continue as usual to determine the 
amount of hits to your target.

Due to the dense fog, there can be no flying or 
parachuting. Army cards with "The Drop" special power 
or "Flying" ignore those powers and are placed just like 
other figures. 

Victory: Victory is achieved by eliminating all of your 
opponents. At the end of the 12th round, the fog 
becomes so dense that all fighting ceases due to zero 
visibility. The player/team with the most points on the 
battlefield wins (see Scoring, on page 10 in the Master 
Game Guide).
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BASIC GAME – Skirmish for the Wellsprings
Required Sets: Rise of the Valkyrie Master Set and all 
of the Malliddon's Prophecy Expansion Sets (2 Players)

A small party is guarding the Wellsprings, taking advantage 
of the high ground, when it is suddenly attacked by the 
enemy who splits its forces to attack from 2 sides. The victor 
of this battle will control the Wellsprings and have an 
advantage when the battle of Malliddon's Prophecy takes 
place.

Setup: Set up the gameboard as shown above, placing 
all figures on the the starting zones as marked and the 
ruins where shown.

Victory: When all of your opponent's figures have been 
destroyed, you win.

Player 1 Player 2
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MASTER GAME – Malliddon's Prophecy
Required Sets: Rise of the Valkyrie Master Set and all 
of the Malliddon's Prophecy Expansion Sets (2, 3, or 4 
Players as individuals)

Strands of mists float about the battlefield like lost souls 
looking for revenge from past battles. It is because of 
Malliddon's Prophecy that Forsaken Waters has always been 
an eerie battlefield where even the bravest warriors tiptoe 
through. The Prophecy speaks of a great battle of 
overwhelming force engulfing and destroying everything in 
its path. It also speaks of the dead coming to life and of a 
Gale Force so great that creatures in the sky are swept away 
forever. Malliddon's Prophecy foretells that whoever wins the 
battle at Forsaken Waters, will eventually win the war. Many 
warriors have fought here trying to fulfill the Prophecy, but 
the dead have yet to come back to life.

Goal: Take control of the battlefield by destroying all 
opponents.

Setup: Set up the gameboard as shown above, placing 
all figures on the the starting zones as marked. Place 
the Ruins and Glyphs of Dagmar, Brandar, Lodin, 
Jalgard, Rannveig, and Sturla as shown. Place the 
matching Army Cards next to the figures for drafting.

4 Players: Each player drafts 3 Army Cards.
3 Players: Each player drafts 4 Army Cards.
2 Players: Each player drafts 6 Army Cards

Special Rules: Each player drafts by number of Army 
Cards, not points. See page 4 of the Master Game 
Guide for drafting procedure.

The Glyph of Brandar is used only once, and allows a 
player to immediately remove the Glyph of Brandar and       
any other Glyph from the game even if occupied.

The Glyph of Rannveig calls up the Gale Force 
preventing all figures from flying or dropping while any 
figure is on this glyph.

Victory: Victory is achieved by eliminating all of your 
opponents. At the end of the 12th round, the Killing Fog 
starts to roll in. All warriors retreat in haste. The 
player/team with the most points on the battlefield wins 
(see Scoring, on page 10 in the Master Game Guide).
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Setup: 

Yellow Player 

1 SYVARRIS 

2 IZUMI SAMURAI 

2 IZUMI SAMURA I 

2 IZUMI SAMURAI 

Typical Table Set Up 

Orange Player 

NE-GOK-SA 

KRA V MAGA AGE T S 

• KRAV MAGA AGE T S 

• KRA V MAGA AGE T S 

~ GR IM AK 

0 MARRO WARRIORS 

0 MARRO WARRIORS 

0 MARRO WARRIORS 

0 MARRO WARRIORS 

Purple Player 

fJ DEATHWALKER 9000 

Q TARN VIKING WARRIORS 

ill TARN VIKING WA RRIOR 

ill TARN VIKI G WARRIOR 

Q TARN VIKING WARRIORS 

I . A ssemble the bau lerield as shown on p. 20 & 21 in the Rules Booklet. 
2. Set up the Glyphs as shown above. Astrid= Altack +I : Dagmar= lnitiati \'e +8: Valda = Mo,·e +2 (Sec p. l5 & 17 

for more information on Glyphs). 
3. Place the figures as shown on the gameboard to start. 
...J.. Seat the players around the table. A llow room for roll ing dice. When you arc ready to start. read the introduction 

below. 

Introduction: 
Welcome to the World of Heroscape! 
This is a worl d of treacherous terrain_ dark m)sterics and hidden artifacts. 
It i s a world of cosmic clashes between warriors of unimaginable power. and of hard fought ,·ictorics and desperate 
defeats. T here are endless encounter in this world and ) ou can build and control them all! 

Toda) we'' ill be pia) ing The F3a!!lc of A ll Time at Forsaken Waters. Each player commands a small army. You ha\'e 
come together at thi s battlefiel d to seule an age-old di spute for ownership of the powerful \\'ellspri ngs here. 

The goal is to be the last pla)er on the ball lefield. We probabl) won't be able to fini sh a complete game because there 
may be other pia) ers who also want to lr) the game toda). but you wi ll be able to experience the World of Heroscape. 

© 2005 Hasbro, Pawtucket, AI 02862. All Rights Reserved. 

ROUND 
MARKER 
TRACK 

"· 



QJ What Each Player What Each Player 
~ Does In A Round Does During A Turn .... = ~ =-- Place your Order Markers on ~ 

Reveal ~·our Or·der· ~ 

QJ 00 the Ar·my Cards numbered in 
Marker. Pla~·er with 

e the order that you want to 
the highest Initiative 

play them 
Roll starts each 

~ in the next 
round. 

~ r·ound. 

:.... 
Roll the 20-Sided Die fm· Move :Figur·e(s) on QJ ...... Initia tive. Playet· with the your At·my Car·d if . . rl1 highest Initiative takes the you wish to move. Be ~ first tun1 of the round. sm·e to check for an~· 

~ powers or· advantages 
that affect Moving. 

QJ 
~ =--= ~ Playen; take Turns in Check for· any ~ 
QJ 00 clockwise order from the tirst powers that may be :.... player until each playet· has used after moving 

~ taken I turn fot· each and before 
numbered Order Marker. Attacking. QJ 

~ 
~ =-- Move the Round Market· to ~ Attack another 
~ ~ 

keep tt·ack of how many player. Be sure to 00 .... 
t·ounds have been played in check for an~· = the game. Go back to Step I. powe1·s or 0 advantages that may 

affect your Attack . 

• © 2005 Hasbro, Pawtucket, Rl 02862. All Rights Reserved. - ® 







1

2

3

4

5

6

7

8

9

10

11

12

ROUND
MARKER
TRACKE

Neutral Zone Spaces

D
S

1:
 T

he
 S

ta
nd

o
ff

 a
t 

D
ur

g
et

h 
S

w
am

p
s

MASTER GAME – The Standoff at Durgeth Swamps 
Required Sets: Rise of the Valkyrie Master Set (2 or 3 
Players)

Powerful armies have agreed to meet under an uneasy truce 
to decide how to divide the Durgeth Swamp territories. A long 
drought has dried up the swamp, and the once-deep river is 
just a shallow trickling brook. Water is now more valuable 
than treasures from past victories. The mood of the armies on 
all sides is distrusting and short-tempered. One Hero from 
each army must meet in the Neutral Zone while supporting 
armies, watching from a distance, start to creep up and take 
strategic positions in anticipation of a breakdown in the truce. 

Goal: Be the last army standing.
 
Setup: Glyph of Erland is placed as shown. Each Player 
must place only 1 Hero in the Neutral Zone before all 
other troops are placed. Heroes in the Neutral Zone may 
be placed next to each other, but cannot attack.

Two Players: Each player drafts or brings pre-made 
400-point armies. Each player must have at least 1 
Unique Hero in his/her army to be must be placed in the 
Neutral Zone.

One player starts in the brown starting zone; the other 
player starts in the blue starting zone.

Three Players: Each player drafts or brings pre-made 
400-point armies. Each player must have at least 1 
Unique Hero in his/her army to be placed in the Neutral 
Zone.

Players can start in one of the 3 starting zones: brown, 
blue or purple.

Special Rules: At the start of the game, a truce exists 
between all players. This means their armies are all 
considered friendly and may move through and 
adjacent to other opponent's figures. Until the truce is 
broken, 1) no attacks are allowed between any players; 
2) No figures may enter or exit the Neutral Zone.

Movement through water spaces is treated the same 
as a grass space (due to shallow water). No stopping is 
required when entering or exiting, and movement can 
be more than 1 space per turn. Water is still 1 height 
below the adjacent shore.

From the 2nd round on, each player, before his/her 
turn, rolls the 20-sided die once to break the truce. If a 
player rolls 17-20, the truce is broken and all players 
may now engage and attack each other. The first player 
to break the truce also places the Glyph of Astrid 
(Attack +1) on any space in the Neutral Zone, including 
under his/her own Hero. All figures adjacent to enemy 
figures when the truce is broken, are now considered 
engaged in battle.

Victory: Destroy all of your opponents. At the end of 
Round 12, a fierce and sudden wind storm passes 
through. All armies break off engagements to seek 
shelter. The player with the most points on the 
battlefield wins (see Scoring, on page 10 in the Master 
Game Guide).
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MASTER GAME – Deadly Waters at Durgeth Swamps 
Required Sets: Master Set and Malliddon's Prophecy 
Expansion Set (3 Players)

A powerful Divining Rod that can locate all of the wellsprings in 
Valhalla was thrown into the waters, to prevent it from falling 
into the wrong hands. It is protected by an army that keeps a 
vigilant watch, and by a mysterious swamp monster that can 
easily devour a dragon. Many armies have come seeking the 
Divining Rod, but none have ever returned. Now the Roman 
Army and the Orcs, once bitter enemies, join forces under a 
temporary truce to find the Divining Rod.

Goal: Player 1 must prevent the other armies from stealing the 
Divining Rod. Players 2 and 3 must find the Divining Rod and 
carry it back to their own starting zone.
 
Setup: Place the Ruins and power-side up Glyphs as shown 
above. Place the other 9 glyphs symbol-side up in a group 
along with 1 Glyph of Brandar (Divining Rod) next to the 
battlefield.

Player 1 starts with the Venoc Warlord, the Venoc Vipers, Kelda 
the Kyrie Warrior, the Omnicron Snipers, and Raelin the Kyrie 
Warrior.
Player 2 starts with the Arrow Gruts, the Blade Gruts, Tornak 
and an additional 190 points.
Player 3 starts with the Roman Archers, the Roman 
Legionnaires, Marcus Decimus Gallus, and an additional 170 
points.

Player 1 places his/her army first anywhere in the two Purple 
Starting Zones. Next Players 2 and 3 place their figures on 
their starting zones (Navy or Brown), then draft and place as 
normal. 

Special Rules: 
• Any figure ending his/her move in a water space (including 
figures that stay on the same water space after an order was 

given to them) must first roll a 20-sided die for wounds from 
the swamp monster before attacking or searching.
If you roll a 1, take 2 wounds of damage. 
If you roll a 2-10, take 1 wound of damage.
• The Divining Rod may only be found in unsearched water spaces.
• The searching figure must occupy the space being searched. 
To search, choose 1 glyph from the group of glyphs on the side 
of the battlefield and turn it over. If it is not the Glyph of 
Brandar, place the glyph symbol-side up on the water space 
under your figure as a marker. This water space may not be 
searched again and this marker offers no power as a glyph. If 
it is the Glyph of Brandar, you have found the Divining Rod and 
may carry it by placing it under your figure. The Glyph of 
Brandar travels with the figure wherever it goes.
• If a figure is destroyed while carrying the Glyph, the Glyph 
remains on that space until another figure picks it up.
• If you end your move on the Glyph, you may pick it up.
• A figure may drop the Glyph anytime during its move.
• A double-space figure may search only one of the water 
spaces occupied on a turn. A double-space figure may stay 
and search the other open water space that it occupies on its 
next turn, but must roll for the swamp monster again.
• Figures may either search or attack in water spaces, not both.
• If Marro Warriors clone in the water, they must roll for the 
swamp monster for each clone.
• Players 2 and 3 must honor the temporary truce at least until 
one search is completed (1 Glyph is overturned). Afterwards, 
the truce may be broken without warning.
• At the beginning of round 3, Player 1 receives reinforcements 
of 180 points. At the end of round 6, Player 1 receives 
reinforcements of 110 points. All reinforcements must enter on 
the Main Purple Starting Zone except for those that Drop to 
enter (i.e. Airborne Elite).

Victory: If Player 2 or 3 brings the Divining Rod back to their 
own start zone, they win! At the end of Round 12, if Player 2 or 
3 has not secured the Divining Rod in their start zone, Player 1 
wins the game.

Player 1
Main Purple

Starting Zone 

Group of
10 Glyphs for

searching
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MASTER GAME – Quicksand Firefight
Required Sets: Rise of the Valkyrie Master Set
(2 Players)

Two patrols quickly find themselves face-to-face separated 
only by quicksand. Destroy the Hero that leads the opposing 
army into combat! With the death of their Hero, many of the 
combatants retreat from the battlefield, giving way to the 
victorious Hero.
 
Goal: Take control of the battlefield by destroying your 
opponent's Hero.
 
Setup: Place the Glyphs power side up where shown.

2 Players: Each player drafts 1 Unique Hero plus a 
170-point squad (non-hero). Points for the Hero are not 
counted but players are limited to only 1 Unique Hero 
on their army. When drafting non-hero figures, players 
must count points which can total no more than 170 
points.

One player starts in the brown starting zone; the other 
player starts in the blue starting zone.

Special Rules: The Toxic Mist has risen off the ground 
but lingers just overhead. No figures 9 or higher in 
height can be used in this scenerio. Figures with the 
special powers that fly or drop cannot be drafted. 

Water is still toxic. If a figure is left in the water at the 
end of the round, it takes 1 wound automatically.
All Sand spaces are Quicksand. Figures must roll 11-20 
on one die roll to move out of any quicksand space 
otherwise it becomes stuck in that space until another 
turn. If a figure is left in a Quicksand space at the end 
of a round, it takes 1 wound automatically. Figures with 
double-hex bases are too heavy to travel through 
quicksand and will sink and die crossing any quicksand 
space.

The Glyph of Brandar invokes the evil spirits residing in 
the land. Any player landing on this Glyph must first roll 
the 20-sided die. Rolling 1-4 immediately destroys the 
figure on it. Rolling 5-20 allows the player's figures to 
travel on quicksand as normal grass terrain.

Victory: Destroy your opponent's Unique Hero to win the 
game. At the end of Round 12, any figure left in the 
water immediately dies and the player/team with the 
most points on the battlefield wins (see Scoring, on 
page 10 in the Master Game Guide).

©2004 Hasbro, Pawtucket, RI 02862.  All Rights Reserved.

Online Exclusive
Game Scenarios

®









©2004 Hasbro, Pawtucket, RI 02862.  All Rights Reserved.

1

2

3

4

5

6

7

8

9

10

11

12

ROUND
MARKER
TRACK

Online Exclusive 
Game Scenarios

M
T

1:
 B

at
tl

e 
fo

r 
M

im
ri

ng
 a

t 
M

ig
o

l's
 T

o
m

b

MASTER GAME  Battle for Mimring
(3 Players)
In the battle of Mimring's Fortress, Mimring was 
defeated and entombed in a secret Glyph of 
Brandar. It is understood that whoever finds this 
glyph and frees him from his entombment, 
Mimring will be grateful and forever loyal. Find the 
Glyph of Brandar to free Mimring to join your army 
on the battlefield of Migol's Tomb.

Goal: Uncover the Glyph of Brandar to free 
Mimring. Destroy all of your opponent's figures to 
control Migol's Tomb.

Setup: Mix the Glyphs of Ivor, Erland, Mitonsoul, 
Gerda, Valda, Dagmar and Brandar face down 
then randomly place them as shown.

3 Players: Each player drafts or brings pre-made 
350 point armies.
 
One player starts in the navy starting zone; 
another player starts in the purple starting zone; 
and another player starts in the brown starting 
zone.

2 Players: Each player drafts or brings pre-made 
420 point armies.

One player starts in the navy starting zone; the 
other player starts in the brown starting zone.

Special Rules: Mimring can not be part of any 
player's army at the beginning of the game.

To free Mimring from the Glyph of Brandar, you 
must end the round with one of your figures on the 
glyph. Mimring enters the battlefield by flying onto 
any non-glyph space at the end of the round. The 
Glyph of Brandar is removed from the game when 
Mimring enters the battlefield.

Victory: Destroy all of your opponents. If the battle 
reaches the end of the 12th round, the player with 
the most points on the battlefield wins (see 
Scoring, on page 10 in the Master Game Guide).



The Meat Grinder

In helping KODT celebrate its 100th issue, the Heroscape team got together and created the Meat
Grinder battlefield using a Heroscape game. Now you can live through the agony and the desperation
of entering this ancient battlefield and having your own spleen served to you. The first page tells you

™
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MASTER GAME – Carvin’ Marvin
(2 to 4 players)
Required sets: Master Set

For generations, there has been a legend of
great treasure buried on an ancient battlefield.
Hero after hero has gone in but none have
returned. Today, new groups descend into the
Meat Grinder. What they don’t know is some-
one is already there. And already mad.

GOAL: Get treasure (Glyphs) off the board and
survive. 

SETUP: Only Unique heroes can be played.
However, players cannot play Thorgrim, as he has
already been possessed by Carvin’ Marvin.
Players draft or bring a pre-made army. They can
use any of the yellow starting zones.

Two Players – 340 points
Three Players – 310 points
Four Players - 240 points 

Put Thorgrim on the X space on the board. Put
his army card to one side with the Mitonsoul
glyph on it. Thorgrim has already been pos-
sessed by Carvin’ Marvin. In this scenario, the
Mitonsoul glyph is used to represent who is
possessed by Carvin’ Marvin. It does not have
its usual glyph abilities.

Take the two glyphs of Brandar, and the glyphs
of Astrid, Ivor, Valda, and Gerda, shuffle them,
and put them symbol-side up where shown.
These are treasures in the Meat Grinder. Glyphs
do NOT count as glyphs but as treasure. Glyphs
remain face down until the end of the game.

SPECIAL RULES: When a figure lands on a glyph (or
pile of glyphs) he/she must stop and pick up the
treasure(s). Put the glyphs, face down (without
looking at it), on that figure’s card. If that figure
returns to any hex in your starting zone, remove
the treasure from the card put it in front of you,
face down. If the figure carrying the treasure dies,

place the treasure(s) on any space where that fig-
ure died.

In between rounds, before placing order mark-
ers, if no figure is possessed by Marvin, all fig-
ures roll the d20.
The low roller is possessed by Marvin. Place
the Glyph of Mitonsoul on that figure’s Army
card to show he has Marvin. That figure is no
longer controlled by anyone.

All players roll for initiative, even if they are no
longer controlling figures.

CARVIN’S CHARACTER: Only one character is
controlled by Carvin’ Marvin at a time. 
At the end of the round, after players execute
their last orders, each player, in turn order,
takes a turn with the possessed figure. You still
get to take a turn with the possessed figure,
even if you no longer have any figures in the
Meat Grinder. 

The figure with Carvin Marvin gets the following
to his stats:

Move +4
Attack +4 (adjancent attacks only.
Long-range combat is the same)
Defense –1

This figure loses all special powers (including
flying) but gains Disengage and cannot be
Mind-shackled.

The possessed figure must engage and attack
some other figure, if possible. If there is more
than one figure that can be engaged, the player
who moves him can choose who he will attack.
If no figure can be engaged, the possessed fig-
ure will move his full distance towards a figure
and attack with any range attack. If, after mov-
ing the full distance, there is still no figure that
can be attacked, the possessed figure will then
attack himself with NO defense dice. 

VICTORY: The game is over when, at the end of
the round, all but one figure is dead or all treas-
ures are recovered or six rounds have passed.
Players get points equal to the treasures they
recovered. Glyphs count as much as their
bonus. So the two glyphs of Brandar are worth
0, Astrid and Gerda are worth 1, Valda is 2,
and Ivor is 4. It is highly likely that the game will
end in a tie with no one (but Marvin) winning.

Game Scenarios
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MASTER GAME
The Zombies Of The Meat Grinder

(2 to 4 players)
Required sets: Master Set and a 6-sided die

Sometimes Carvin’ Marvin has a sense of humor.
Instead of possessing people, he merely animates
the dead heroes who have fallen before. Usually that
is enough to take care of meddlers.

GOAL: Eliminate the other players before they
(and the zombies) eliminate you. 

SET UP: Only unique heroes can be played. Players draft

or bring a pre-made army. They can use any of the yellow
starting zones.

Two Players – 340 points
Three Players – 310 points
Four Players - 240 points 

Place the glyphs where shown on the map.

SPECIAL RULES: After placing orders, but before tak-
ing the turn, each player, in turn order, rolls the d20.
On a roll of 14+, zombies appear in the Meat
Grinder. That player may take any unique squad not
in play and put the figures on the board on any
empty sand spaces. If there are not enough empty
sand spaces to put the entire squad, then none of
the figures are placed. Once there are no more
unused unique squads left, then players do not roll

for zombies.

All squad figures are zombies. Keep track of the
order in which the squads appear by putting their
cards on the table in order.

All zombies have the same stats and are controlled by no
one:

ZOMBIES
Move: 8
Range: 1
Attack: 4
Defense: 1
Life: 1
Zombies roll a die if players leave engagement.

At the end of the round, after players execute their
last orders, each zombie will move up to two ran-
dom directions. The zombies move in the order that
the squads appeared. Within a squad, they move in
order as shown by their ‘targeting’ pictures on the
card (either left to right or clockwise from the top left
image). Find the figure and roll the six-sided die.
Move that zombie in a straight line in the direction
shown on the die. Look at the map to see which
way each number will move the zombie. As long as
the zombie does not become engaged, it will move a
second time. Roll the six-sided die again to deter-
mine the direction of the second move.

If a zombie is already engaged it will not move.
If a zombie becomes engaged it will stop.
Zombies follow all movement rules (water, height,
etc).  Use the height of the figure.
Zombies will not move off the board.
Zombies may pass through unengaged zombies.

If engaged, the zombie will attack all heroes that it
can.

Once a zombie dies, it is out of the game. If thereare
no more unused unique squads left, no more zom-
bies appear.

VICTORY: The game is over when only one player has
figures surviving at the end of the round, after all
zombies have had their turns. It is possible that the
game can end in a tie, if the zombies kill all the
remaining heroes.

The Meat Grinder
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MASTER GAME
The Gawds Must Be Crazy

(2 players)
Required sets: Master Set

The Gawds have had enough. They are destroying
the Meat Grinder in a storm of cataclysmic destruc-
tion. Unfortunately, the two task forces who are
treasure hunting didn’t realize this.

GOAL: The Gawds are destroying the Meat
Grinder. Be the last man standing.

SET UP: Place the glyphs where shown. Players
draft or bring a pre-made army worth 450 points. 

SPECIAL RULES: At the end of the round, after the
last order marker is revealed and the turn taken,
remove the entire high level of the battlefield. Any
figures, ruins, and glyphs on this level are
destroyed. 

The only tiles that will not be removed are water
and sand tiles on level 1. When these are the only
tiles remaining, players fight to the death on the
remaining tiles. No more tiles are removed.

VICTORY: The game is over when only one player
has figures surviving. That player wins. It is possible
for the game to end in a tie if both players’ figures
are destroyed by the gawds.

Game Scenarios

okay, sara, gives the “SIGNAL” and
you RUSH into MEAT GRINDER ROCK

confident that her little DIVERSONARY PLOY
worked in distracting TREMBLE’s attention.

unfortunately as you move into the
ROCKS you are confronted by SARA.

she’s holding a WICKED
looking sword and has 
an EVIL glint in her eye.

GAAAA!!!

uh oh...
not again.

sorry guys.

\ hate to do this but...

ONE COMB AT ROUND LATER...

sob!

choke!

bob, did you HEAR me? roll a SIX-
SIDER to see which direction your

HEAD bounced when it hit the ground.

don’t worry, dude.
soon as \ roll up a NEW

CHARACTER, \’ll AVENGE you.









LEVEL 
01 

LEVEL 
01 

LEVEL 
02 

LEVEL 
02 
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WELLSPRING OF OBSESSION BATTLEFIELD
Required Sets: (2) Rise of the Valkyrie Master Sets

There are two types of warriors that think about going into battle at the 
Wellspring of Obsession: those who dream of what victory and glory 
would be like, and those who actually have the confidence and 
fortitude to follow through with their battle plan.  The Wellspring of 
Obsession is one of the most dreaded battlefields in Valhalla, and many 
warriors turn down the opportunity to join an assault for good reason – 
defeated warriors have never returned. 
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MASTER GAME – Melee at the Wellspring of Obsession 
Required sets: 2 Master Sets (2 to 5 Players) 
The Wellspring of Obsession is one of the most powerful 
wellsprings in Vallhalla. Warriors need not drink from this 
wellspring. They simply immerse themselves and grow 
stronger ... and more obsessed with its power. The Wellspring 
of Obsession is under constant battle because of this. 
Occupying warriors never want to leave and new warriors 
arrive hopeful that they can own the power of the wellspring 
through victory. 
 
Goal: Be the dominant army in the wellspring at the end of 
Round 5 or destroy all of your opponents’ figures. 
  
Setup: Place the glyphs power-side up where shown. 
 
Two to Five Players: Each player drafts or brings pre-made 
500-point armies. 
 
All players may start on any Grass or Rock space. Figures 
cannot start on Sand spaces, Water spaces or Glyphs. Figures 
may not be placed adjacent to an opponent's figure. 
 
 
 
 

Special Rules: All figures in a water space receive +1 for 
normal attack and +1 for normal defense.  
 
During each round, after the last #3 order marker is played, if a 
unique hero is on a water space and the "X" order marker is 
on his/her army card, you may either 1) Remove 1 wound 
marker from his/her army card, or 2) Take another turn with 
this hero. When playing the "X" order markers, continue turns 
in order from the last #3 order marker played. Skip any player 
who cannot play. 
 
Victory: When all of your opponents’ figures are detroyed, you 
win. If the battle reaches the end of Round 5, the player with 
the most figures in the wellspring wins the battle. If there is a 
tie, the wellspring begins to consume the warriors. Each player 
rolls the 20-sided die. The lowest roller must eliminate a figure 
from the game. Re-roll any tied rolls. Continue until only 1 
player is left alive. The last player wins the game. 
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MASTER GAME – The Stand at the Wellspring of Obsession 
Required sets: 2 Master Sets (3 or 4 Players) 
The Wellspring of Obsession has been controlled by Syvarris 
and a battle-hardened army destroying all other armies that 
have challenged them. Now it is not a matter of gaining control 
of the wellspring, but of being the first to destroy Syvarris and 
create an everlasting reputation. 
 
Player 1’s Goal: Hold the hillside or destroy all of your 
opponents’ figures. 
 
Players 2, 3, & 4’s  Goal: Destroy all of Player 1’s figures by 
the end of Round 7. 
  
Setup: Place the glyphs power-side up as shown. 
 
Three Players: Each player drafts or brings pre-made armies. 
If using pre-made armies, Player 1 must include Raelin and 
Syvarris as part of the army. If drafting, Player 1 starts with 
Syvarris and Raelin then drafts a 300-point army. Players 2 and 
3 each draft 650-point armies and are considered friendly to 
each other.  
 
Player 1 starts on any of the blue start spaces (any grey rock 
space). All other players start on any of the red start spaces. 
 
Four Players: Each player drafts or brings pre-made armies. If 
using pre-made armies, Player 1 must include Raelin and 
Syvarris as part of the army. If drafting, Player 1 starts by 
placing Syvarris and Raelin on any of the blue start spaces, 

then all players begin drafting an army. Player 1 drafts a 
600-point army. Players 2, 3, and 4 each draft 400-point 
armies and are considered friendly to each other.  
 
Player 1 starts on any of the blue start spaces. All other players 
start on any of the red start spaces. 
 
Special Rules: All figures on water spaces, receive +1 for 
normal attack and +1 for normal defense.  
 
Victory: At the end of Round 7, nighttime has fallen and it is 
too dark to safely identify the enemy. If Player 1 is still alive, 
surviving with at least 1 figure that occupies at least one blue 
start space, he/she wins the game. If Player 1 no longer 
occupies any blue start spaces at the end of Round 7, all the 
other players alive win the game. It is very unlikely, but Player 
1 can also win by destroying all of his/her opponents’ figures. 
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MASTER GAME – The Unguarded Wellspring of Obsession 
Required sets: 2 Master Sets (2 to 4 Players) 
A plague has invaded the wellspring and all that remains are 
ruins, rusting armor and broken weapons. The Wellspring of 
Obsession has remained unguarded for many months. Small 
groups of warriors are routinely sent to scout the battlefield to 
see if it is safe to occupy, some never making it back to base.  
On this day, however, the air is clear and many other rival 
warriors have been thinking the same thing as they all arrive at 
the first light of dawn, looking to drink from the wellspring. It is 
a battle waiting to happen. 
 
Goal: Destroy all of your opponents’ figures for complete 
control of the wellspring before the plague comes back. 
  
Setup: Place the glyphs power-side up where shown. 
 
Two to Four Players: Each player drafts or brings pre-made 
225-point armies. 
 
Player 1 starts on the red starting spaces. Player 2 starts on 
the purple starting spaces. Player 3 starts on the teal starting 
spaces. Player 4 starts on the brown starting spaces.  
 
Special Rules: All figures in a water space, receive +1 for 
normal attack and +1 for normal defense.  
 
At the end of Rounds 1 & 2, all players receive reinforcements 
even if they have no figures alive on the battlefield. Starting 
with the first player from the last round played, each player 

drafts and places reinforcements. Use the standard drafting 
procedure as outlined in the Master Game Guide. Each player 
rolls the 20-sided die and uses the table below to determine 
the amount of reinforcements. 
 
Die Roll:   1-6 Reinforcements: 100 points 
   7-13   125 points 
 14-19   150 points 
    20   200 points 
 
Players may choose from any available army card, including 
those that were just destroyed in battle. Reinforcements  
may only enter the battlefield from the player’s own 
unoccupied starting spaces. Figures may be placed adjacent to 
an enemy figure. 
 
Victory: When you destroy all of your opponents’ figures, you 
win. If the battle reaches the end of Round 8, the plague 
reappears at the battlefield. Starting with the first player from 
Round 8 and continuing clockwise, each player in turn order, 
rolls the 20-sided die. If a 1-13 is rolled, one figure is 
destroyed by the plague and must be removed from the 
battlefield. If you roll a 14-20, nothing happens. Players 
continue rolling in turn order for plague destruction until only 1 
player is alive on the battlefield. The last player alive now 
controls the Wellspring of Obsession and wins the game. 
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WOLF SWAMP ROAD BATTLEFIELD
Required Sets: Rise of the Valkyrie 
Master Set and The Road to the Forgotten 
Forest Expansion Set.

During the long winter months of the north, 
the Wolf Swamp Road is the only viable 
passageway along Western Nastraland and 
Eastern Laur. It runs between the long 
disputed Dark Lakes, and is the fastest path 
among the Ruined Forts of the Archkyrie and 
their many abandoned outposts.



©  2004  Hasbro,   P a wtucket,   RI  02862.   All  Rights  Reser ved.   

LEVEL 
03 

LEVEL 
03 

10

11

11

12

15
LEVEL

04
LEVEL

04

Online ExclusiveBattlefields
®



© 2004 Hasbro, Pawtucket, RI 02862. All Rights Reserved.

1

2

3

4

5

6

7

8

9

10

11

12

ROUND
MARKER
TRACK

W
S

R
1:

 A
m

b
us

h 
o

n 
W

o
lf 

S
w

am
p

 R
o

ad

MASTER SET-Ambush on Wolf Swamp Road 
Required sets:Master Set and Road to the Forgotten Forest Set
(2 player)
You have been ordered to to escort heroes that are vital to the 
cause of your general to the battlefront. Unknown to you, a 
small band of warriors lays in ambush among the ruins of an 
Archkyrie’s outpost. 

Goal: Player 1 must push past the ambush with at least 2 
heroes surviving. Player 2 must prevent this from happening.

Setup: Player 1 drafts or brings a 550-point army. At least 2 
heroes must be selected.

Player 2  drafts or brings a 400-point army.

Player 2 does not have to place his/her army on the battlefield 
during drafting, and may place his/her army after Player 1 has 
chosen and placed his/her entire army.

Player 1 starts in purple starting zone. Player 2 starts in the 
orange starting zone. 

Special Rules: Once a hero has reached the Exit Zone spaces, 
the figure is taken out of play and is to be removed from the 
board.

Exit Zone spaces are marked- 

Victory: Player 1 wins when 2 heroes have reached and exited 
any space within the Exit Zone. Player 2 wins if Player 1’s  
heroes have not reached any Exit Zone spaces by the 10th 
round, or when Player 1 does not have enough heroes to win.
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MASTER GAME – A Simple Prisoner Exchange
Required sets: Master Set and Road to the Forgotten Forest Set 
(2 Players)

Even between deadly enemies, there are times of reason. You 
and your foe have met to parley and to exchange prisoners, but 
something went awry. Now you are now admist a large battle 
to rescue your enemies’ prisoner and bring him home safely.

Goal: Players must rescue their opponents Prisoner and bring 
them back to their Safety Zone.

Setup: Each player brings a premade 520-point army. At least 
one single based hero must be selected.

The player that has rolled the highest die for placement selects 
a single based hero to be his Prisoner from the other players 
army. The player who rolled the lowest die for placement then 
picks a single based hero to be his Prisoner from the other 
players army. The picking of Prisoners place before placing 
both armies. 

Player 1 starts in the purple zone and places his Prisoner in the 
yellow starting zone. Player 2 starts in the orange zone and 
places his Prisoner in the blue starting zone. 

Special Rules: 
Moving a Prisoner:
• Before moving any one figure you control, you may 
   choose an adjacent unengaged Prisoner to carry. After you 
   move the figure that is carrying the prisoner, place the 
   chosen Prisoner adjacent to the carrying figure. 

• A Prisoner can be carried by either player.

• Order markers can not be placed on Prisoner cards. You
   can not attack, or receive disengagement attacks from them.

Player 1’s Safety Zone are marked -

Player 2’s Safety Zone are marked -   

Victory: To win, a players must meet one of three victory 
conditions below-
1) The other player has no figures left on the board (not  
    including Prisoners.) 
2) A player has carried their opponent’s Prisoner back to their 
    Safety Zone.
3) A player has the most points left on the board (not including   
    the Prisoner) after round 10.  

S

S
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Volcarren Wasteland Battlefield
Required Sets:  Rise of the Valkyrie Master Set and The Volcarren Wasteland Expansion Set.

For most life forms, Volcarren is an uninhabitable land of volcanic activity. Rumors of new wellsprings in this part of Valhalla 
tempt only the most foolish of warriors to attempt a search for them. One particularly active volcano along the coast has created 
a penninsula of land that extends into the Molten Sea. This rugged strip of land has become known as the Volcarren Wasteland. 
In spite of its dangerous terrain, this is the only place to land from the Molten Sea.
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MASTER GAME – Battle for the Volcarren Obsidian Guards
(2 Players)

Volcarren is a desolate wasteland of barren rock and volcanic 
activity. There is nothing here that is worth winning in battle 
except for the allegiance of the mighty Obsidian Guards. They 
will ally with any army that controls their sacred Lava Stone 
of Volcarren. Control the Lava Stone and you will control a 
powerful force needed to win the battle for Valhalla.

Goal: Player 2 must secure the allegiance of the Obsidian 
Guards by occupying the Lava Stone of Volcarren (Glyph of 
Brandar). Player 1 must prevent Player 2 from gaining control 
of the Lava Stone.

Setup: Place the Power-side up Glyphs on the battlefield as 
shown. Turn the Glyph of Brandar (Lava Stone of Volcarren) 
and the Glyph of Mitonsoul symbol-side up, shuffle them, 
then place them on the spaces marked with a ?. 

Player 1 drafts or brings a pre-made 500 point army. 100 
points of the 500 points must be spent on the Obsidian 
guards. If the players are drafting, player 1 will draft first and 
must pick and place the Obsidian Guards. Player 1 starts in 
the navy starting zones.

Player 2 drafts or brings a pre-made 600 point army. Player 2 
starts in the purple starting zone.

Special Rules: Be sure to follow all the Master Rules for 
Lava Fields and Molten Lava spaces. Player 1 cannot land on 
the glyphs marked with a ?.

Victory: Player 2 wins by finding (landing on) the Glyph of 
Brandar (Lava Stone of Volcarren). If Player 2 does not find 
the Glyph of Brandar (Lava Stone of Volcarren) by the end of 
round 9, Player 1 wins.  Any player may also win if he or she 
destroys all opponent’s figures.
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MASTER GAME – The Unexpected Battle
(2 Players)

The Firestorms have ended and the Molten Sea is calm 
again, if only for a short while. Through the smoke and 
ashes, Volcarren lies ahead of you, your landing point for 
destinations further inland. However, you are not the only 
army to land that day with the same orders. This unexpected 
encounter alters your plans as you prepare for fierce battle.

Goal: One player must gain control of two of the three zones 
at the end of a round. Each zone is separated by rivers.

Setup: Each player drafts or brings a pre-made 500 point 
army. There are three zones that are separated by rivers. The 
rivers are not part of any zone. One player starts in the navy 
starting zones; the other player starts in the purple staring 
zones. While placing figures at the start of the battle, keep 
in mind this rule: When placement is complete, each player 
must have at least one figure in each of the three zones.

Special Rules: Be sure to follow all the Master Rules for lava 
fields and molten lava spaces.

Victory: A player wins if, at the end of a round, he/she has 
control over two of the three zones. To have control of a zone 
you must have at least one figure, and your opponent cannot 
have any figures, in that zone. Also, if your opponent has no 
figures left on the battlefield, you win. If the battle reaches 
the end of round 12, then the game is over and the player 
or team with the most points on the battlefield wins (see 
Scoring, on page 10 in the Master Game Guide).
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SEARING PASS BATTLEFIELD
Required Sets: Rise of the Valkyrie Master Set and Volcarren 
Wasteland Expansion Set

The land of Volcarren is filled with many dangerous and 
unpredictable conditions, but no area is more deadly than the 
200-mile stretch called the Fields of Fire. Filled with hidden 
geysers of molten lava and cesspools of toxic gasses, this terrain 
requires an unusually brave and resourceful warrior to 
successfully complete any mission here.
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r MASTER GAME –  Deadly Encounter
Required sets: Rise of the Valkeyrie Master Set and 
Volcarren Wasteland Expansion Set (2 Players) 

Goal: Gather a band of warriors to recover the Lava Stone of 
Volcarren, and destroy any opposing force trying to recover the 
it for their own needs.

Setup: Place a unit of Obsidian Guards and glyphs power-side 
up where shown. Keep 10 molten lava tiles near the battlefield 
to be used later. Place the glyphs powerside up where shown.

Obsidian Guards cannot be chosen to be in players’ armies.

Army Cards with “The Drop” special power ignore that power 
and are placed just like other figures.

Each player drafts or brings pre-made 400-point armies. 

One player starts in the red starting zone; the other player 
starts in the blue starting zone.

Special Rules: At the beginning of the 2nd round, the player 
who wins initiative immediately places a molten lava tile on 
any space within 5 spaces from the center molten lava tile. 
This space cannot contain a glyph, a water tile, a molten lava 
tile, or a figure with the “Lava Resistant” special power. Molten 
lava tiles are placed at the beginning of every round thereafter, 
until all 10 lava tiles have been used. Any figure occupying the 
space where a molten lava tile is placed is instantly destroyed 
and removed from the battlefield. 

Instead of taking a turn with an army card that includes a 
figure standing on the Glyph of Brandar (Lava Stone of 
Vocarren), you may take a turn with the Obsidian Guards. If no 
figure occupies the Glyph of Brandar (Lava Stone of Vocarren) 
the Obsidian Guards are neutral. While they are neutral, you 
cannot attack Obsidian Guards or receive a disengagement 
attack from them.

Victory: If the other player has no figures left on the battlefield, 
or at the beginning of any round after 10 you have a figure on 
the Glyph of Brandar (Lava Stone of Volcarren,) you win.
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After Utgar had gained the allegiance of the Obsidian 
Guards through the theft and control of the Lava 
Stone of Volcarren, a troop of Minions was sent 
across the Fields of Fire to the southern army 
carrying the stone. They never arrived. The loss of 
the stone and with it the Obsidian Guards’  
allegiance, could compromise the eastern flank of 
Utgar’s southern army, making it too weak to hold 
out for very long against its enemies. 
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Required sets: Master Set and Volcarren Wasteland Set 
(2 Players) 

Goal: Gather a band of warriors to secure and protect the dry 
goods, and destroy any opposing force trying to recover it for 
their own needs.

Setup: Keep 10 molten lava tiles near the battlefield to be 
used later. Place the Glyph of Brandar power-side up where 
shown.

Remove the ruins from the Searing Pass Battlefield. They will 
not be used in this scenario.

Army Cards with “The Drop” special power ignore that power 
and are placed just like other figures.

Each player drafts or brings pre-made 
450-point armies. 

One player starts in the red starting zone; the other player 
starts in the blue starting zone.

Special Rules: At the begining of round 2, each player rolls 
three combat dice in intiative order. For each skull rolled, place 
a molten lava tile adjacent to any Lava Field Tile or Molten 
Lava Tile. This space cannot contain a glyph, a water tile, a 
Molten Lava Tile, a Lava Field Tile or a figure with the “Lava 
Resistant” special power. Molten Lava Tiles are placed at the 
beginning of every round thereafter in intitiative order, until all 
10 lava tiles have been used. Any figure occupying the space 
where a Molten Lava Tile is placed is instantly destroyed and 
removed from the battlefield. 

Victory: If the other player has no figures left on the battlefield, 
or you have had control of the Dry Goods (Glyph of Brandar) at 
the end of a round for 4 straight rounds in a row, you win.

B

A large store of dry goods has been discovered at the top of 
an unpredictable lava geyser, protected by mystical 
enchantments that keep the food safe from harm. Unfortu-
nately, the Ruins of Rennoc were not protected as well and 
were lost for all time within the constant lava flows. With the 
difficulty of supplying an army in the Fields of Fire, it is 
vitally imortant to control the Searing Pass. The discovery of 
a such a large food source could win the war for the 
Volcarren wellsprings for any Army daring enough to take it.
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BLOODRED RIVER BATTLEFIELD
Required Sets: Rise of the Valkyrie Master Set, (2) Thaelenk Tundra 
Sets, and Road to the Forgotten Forest Set.
Unusually warm currents from Volcarren flow through the Bloodred River, 
separating the frozen wasteland from the temperate forest as if a line 
were drawn between them. On one side: glaciers. On the other side: 
forests. The warriors who inhabit the territories on both sides of the 
bridge have been feuding over the land that surrounds the Bloodred River 
for centuries. Many battles are so fierce that the river becomes a dark 
red channel that flows back into the sea, warning others to stay away. 
Every year the Armies get larger and the battles more fierce. It seems 
that the Bloodred River shall forever live up to its name.
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MASTER GAME – Treacherous Crossing 
Required Sets: Master Set, (2) Thaelenk Tundra Sets, & Road 
to the Forgotten Forest 
(2 Players or 3-4 players in teams)

The Bloodred River never freezes completely. Crossing the 
river over the thin ice is dangerous but necessary, as an 
attack from the bridge is always met with an equally fierce 
defense. The territories owned by the feuding warriors 
surrounding the Bloodred River is constantly changing; but it 
is the bridge that is the symbolic prize possession of battle, 
even though it serves no useful purpose other than bragging 
rights and exaggerated stories at the end of battle.

Goal: Destroy all of your opponent’s figures to take control of 
the bridge and its immediate territory around the Bloodred 
River.

2 Players: Each player drafts or brings a pre-made 500-point 
Army. 

3 Players:  Player 1 plays on Team 1. Players 2 and 3 play on 
Team 2. Player 1 drafts or brings a pre-made 900-point Army. 
Players 2 and 3 each draft or bring a pre-made 300-point 
Army.

4 Players: Players 1 and 2 play on Team 1. Players 3 and 4 
play on Team 2. Each player drafts or brings a pre-made 
500-point Army. 

One player/team starts on any snow space on the Glacier 
Side of the battlefield. The other player/team starts on any 
grass space on the Forest Side of the battlefield.

Special Rules: When counting movement, all snow spaces 
are considered light snow spaces and all ice spaces are 
considered normal ice.

Thin Ice: When a medium or large figure ends its move on 
any ice space that is adjacent to a water space, that figure 
must roll the 20-sided die for wounds. If a medium figure 
rolls a 1-3, that figure receives 1 wound. If a large figure rolls 
a 1-6, that figure receives 1 wound. All huge figures or larger 
automatically receive 1 wound. Double-based figures roll 
once whether they occupy 1 or 2 ice spaces. Small figures 
and figures with any Snow and Ice Enhanced Movement 
Special Powers are not affected by Thin Ice.

Victory: Victory is achieved by destroying all of your 
opponent’s figures. If no player/team has achieved victory by 
the end of the 12th round, the player/team with the most 
points wins the game. See Scoring in the Master Game 
Guide.

Extra Points: If a player/team soley occupies the bridge (any 
one or more of the five bridge spaces), they may add 100 
extra points to their point total.
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MASTER GAME – The Struggle for Reinforcements
Required Sets: Master Set, (2) Thaelenk Tundra Sets, & Road 
to the Forgotten Forest 
(2 Players or 3-4 players in teams)

As the fighting over the Bloodred River continues, many 
warriors are lost in battle and the river turns dark red once 
again. Reinforcements have been arriving for each Army, but 
only a few at a time. It now becomes a struggle just to 
maintain an adequate fighting force.

Goal: Destroy all of your opponent’s figures to take control of 
the bridge and its immediate territory around the Bloodred 
River.

2 Players: Each player drafts or brings a pre-made 500-point 
Army. See Special Rules for placing Armies on the battlefield.

3 Players:  Player 1 plays on Team 1. Players 2 and 3 play on 
Team 2. Player 1 drafts or brings a pre-made 850-point Army. 
Players 2 and 3 each draft or bring a pre-made 300-point 
Army. See Special Rules for placing Armies on the battlefield.

4 Players: Players 1 and 2 play on Team 1. Players 3 and 4 
play on Team 2. Each player drafts or brings a pre-made 
500-point Army. See Special Rules for placing Armies on the 
battlefield.

One player/team starts on the green starting zone. The other 
player/team starts on the orange starting zone.

Special Rules 
Placing Armies: When drafting or using pre-made Armies, 
do not place the chosen Armies on the battlefield as normal. 
Instead, place all of your Army Cards and its figures in front 
of you. Once all players have assembled their Armies, follow 
the rules below for placement:

At the beginning of each round, each player rolls the 
20-sided die. High roller places first. Re-roll any ties. Turns 

pass to the left of each player as they place their Armies. 
Players are allowed to place all figures of up to 2 Army Cards 
from their Armies onto their starting zone.    

All figures entering the battlefield must be placed on the 
player’s/team’s unoccupied starting zone. All of the figures on 
an Army Card may enter the battlefield at the same time. If 
there are not enough starting zone spaces, you cannot enter 
those figures on that round. Once all figures are placed, 
continue with the normal round of play by placing order 
markers, then rolling for initiative.

Snow and Ice Spaces: When counting movement, all snow 
spaces are considered light snow spaces and all ice spaces 
are considered normal ice.

Thin Ice: When a medium or large figure ends its move on 
any ice space that is adjacent to a water space, that figure 
must roll the 20-sided die for wounds. If a medium figure 
rolls a 1-3, that figure receives 1 wound. If a large figure rolls 
a 1-6, that figure receives 1 wound. All huge figures or larger 
automatically receive 1 wound. Double-based figures only 
roll once even if occupying 2 ice spaces. Small figures and 
figures with Snow and Ice Enhanced Movement Special 
Powers are not affected by Thin Ice.

Victory: Victory is achieved by destroying all of your 
opponent’s figures, including any reinforcements waiting to 
be placed. Victory may also be attained by preventing your 
opponent from placing more reinforcements. This can be 
done by occupying all of your opponent’s starting zone 
spaces and destroying all of your opponent’s figures on the 
battlefield.

If no player/team has achieved victory by the end of the 12th 
round, the player/team with the most points wins the game. 
See Scoring in the Master Game Guide.

Extra Points: If a player/team soley occupies the bridge (any 
one or more of the five spaces), they may add 100 points to 
their point total.
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Required Sets: Rise of the ValkyrierM lvaster Set and Fortress of the Archkyrie.

Built primarily as an escape rlute frlm the castle if the main
defense falls, the West Barbican of ldona Castle has never been
attacked. Few enemies know of the existence of this part of the
castle, The access to the West Barbican is known to be a long,
dangerously narrow ledge that falls off steeply from both sides.
Attacking arnies have tried to cross this passageway only to turn
back after losing half of their army, There is a safer pass through
underground caves, but it is a well-guarded secret.
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Master Game - Ambush at the West Barbican (3 or 4 Players)

,', lh the nain castle under a long siege, the call for reinforcenents
-as arrived, ltut the eneny has followed them back to the West
jarbican. As the rernforcements rush to the safety of the forlress, the
= enty outflanks and ambushes them only a short distance away from
^: outer door. For the eneny, destroying the reinforcements neans
-',tshing any hope thatthe castle guards have of surviving the siege.
: -' [he castle guards, rescuing the reinforcements and getting then
;;^tnd the walls means everything.

Goal: Player 1 and Player 2 are on a team and must work together
:o rescue 3 Unique Heroes from the army of reinforcements. Player
3 must prevent 3 Unique Heroes from reaching the safety of the
,'/est Barbican walls. (ln a 4 Player game, Players 3 and 4 team up
':r  this goal.)

Setup: Player 1 controls the Door at the stad of the game and
: aces the Door Card with the other Armv Cards that he/she
: lnlrots,

I ayer 1 must sit directly to the right of Player 2.

Three Players: Player 1 drafts or brings a pre-made 225-point
:'-, ' Player 2 drafts or brings a pre-made 550-point army. Player
:  : ' ' is  or br ings a pre-made 715-point army.

: =,='' starls in the orange starting zone, including any spaces

--r:' :-: 7-Hex and 9-Hex WallWalks within the Barbican. Plaver

1 must also staft with 1 figure on Door Space #4. Player 2 starts in
the blue stafting zone as the ambushed reinforcements. At least 3
Unique Heroes, 2 of which must be non-flying, must be placed on
the blue stafting zone. Player 3 starts in the purple stafting zones.

Four Players: Player 'l drafts or brings a pre-made 225-point army.
Player 2 drafts or brings a pre-made 635-point army. Player 3 and
Player 4 each draft or bring pre-made 31S-point armies.

Player 1 starts in the orange starting zone, including the spaces
under the 7-Hex and 9-Hex Wall Walks within the Barbican. Plaver
'l must also start with 1 figure on Door Space #4.

Player 2 starts in the blue starting zone as the ambushed
reinforcements. At least 3 Unique Heroes, 2 of which must be
non{lying, must be placed in the blue starting zone.

Player 3 and Player 4 start on any space in the purple
starting zones.

Special Rules: When using pre-made armies, Player 2 places
his/her entire army on the blue starting zone first; placement then
passes to the left.

At the beginning of the first round only, do not roll for Initiative.
Player 2 automatically goes first, followed by the player on his/her
left. At the beginning of Round 2, play continues as normal; all
players roll for Initiative.

Strong unknown forces have always intedered with the use of any
summoning powers. Figures that are successfully summoned must
rollthe 20-sided die. lf a 19 or 20 is rolled, the figure is safe. lf a
1-'lB is rolled, the figure is destroyed.

Victory: Player 1 and Player 2 win if:A) Playerl has control of
the Door Card and has at least 1 figure that is within the Barbican
Walls, and B) Player 2 has 3 Unique Heroes, that started in the blue
starting zone, occupying any spaces in Player 1's stafting zone.

lf Player 1 and Player 2 fail to save 3 Unique Heroes by reaching
the inside of the Barbican Wall by Round 12, it is assumed that
darkness has set in and the reinforcements are ovenruhelmed.
Player 3, or Players 3 and 4 win the game.
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Two Players: Player 1 drafts or brings a pre-made 500-point R0UND
army and also starts with control of the Door Card. Player 2 {IRKER
drafts or brings a pre-made 750-point army. TRAGK

Master Game - The Siege of the West Barbican (2 or 3 Players)

A determined army carefully makes their way through the treacherously nanow
ledge that leads to the West Barbican, losing only a few warriors. The guards of
the Barbican are competely surprised and undermanned, but must prepare for
a battle that will determine the fate of ldona Castle and its control over Westem
Nastraland and the Dark Lakes.

Goal: Player 1 must defend the West Barbican and prevent Player($ 2 (and
3)from taking control of the Barbican. Player($ 2 (and 3) must desfoy all of
Player 1's figures or take control of the Barbican by taking down the Flag.

Setup: Place the Glyph power-side up as shown. Player 1 controls the Door
at the start of the game and places the Door Card with the other Army
Cards that he/she controls.

Player 1 starts in the orange starting zone, including any spaces
under the 7-Hex and 9-Hex Wall Walks within the Barbican.
Player 1 must start with at least 1 figure on Door Space #4.
Player 2 starts in the purple starting zone.

Three Players: Player 1 drafts or brings a pre-made 650-point
army and also starts with control of the Door Card. Players 2 and
Player 3 draft or bring a pre-made 325-point armies.

Player'1 starts in the orange starting zone, including any spaces
under the 7-Hex and 9-Hex Wall Walks within the Barbican.
Player 1 must also start with 1 figure on Door Space #4. Player
2 and Player 3 are on a team and each start on any space in the
purple starting zone.

Special Rules: Playe(s) 2 (and 3) are allowed to take down the
Flag to win the game. To take down the Flag, Playe(s) 2 (and 3)
must move a figure onto the orange start space with the X that
is next to the Flag. This figure must be unengaged when taking
down the Flag. After moving, instead of attacking with this figure,
he/she may take down the Flag and remove it from the game.

Uictory: Playe(s) 2 (and 3) must either destroy all Player 1's
figures or take down the Flag to win the game. Player 1 must
prevent the Flag from being taken down or destroy all of his/her
opponent's figures to win the game. lf the game reaches the end
of Round 'l2,Player 1 receives reinforcements from the castle
and the opportunity for Playe(s) 2 (and 3) to take control of the
Barbican has been lost. Player'l immediately wins the game.
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@2006 Hasbro, Pawtucket, Rl 02862. All Righb Reserved. TM & @ denote U.S. Trademarks. U.S. Patenb Pending,

We will be happy to hear your questions or commenb about his game. U.S. consumers
please write to: Hasbro Games, Consumer Affairs Dept., P.0. Box 200, Pawtucket, Rl
02862. Tel: 888-836-7025 (toll-free). Canadian consumers please write t0: Hasbro Canada
Corporation, 2350 de la Province, Longueuil, QC Canada, J4G 1 G2. European consumerc
please write to: Hasbro U.K. Ltd. Hasbro Consumer Affairs. P.0. Box 43, Caswell Way, Newport,
Wales, NP19 4YD; or telephone our Helpline on 00800 22427276.
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AARYGLYNN BATTLEFIELD
Required Sets: (2) Rise of the Valkyrie Master Sets and (2) Fortress of the 
Archkyrie Sets.
Aaryglynn is a stronghold located at a crossroad that leads to a small wellspring 
which seems to become more powerful with every new season. What was once a 
welcoming place for weary travelers is now a hostile, heavily-guarded fortress. 
So protective of its territory is Aaryglynn that it routinely dispatches an Army of 
elite, battle-hardened warriors to expand its borders and annihilate all enemy 
Armies that cross its path. While other castles look to form alliances with their 
neighbors, Aaryglynn defiantly remains isolated, creating an increasing distrust 
among all within reach of the powerful Aaryglynn Army. Those who would enjoy 
the destruction of Aaryglynn know that it is wise to fear their Army, and to 
whisper its name only in secret conversation.

Online ExclusiveBattlefields
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MASTER GAME – The Battle for Aaryglynn 
Required Sets: (2) Rise of the Valkyrie Master Sets, 
(2) Fortress of the Archkyrie Sets. (3 or 4 Players)

A decoy force has lured Aaryglynn to send out an elite 
battle-hardened Army. Now the surrounding territories can 
converge on a less-powerful fortress defense. Despite this 
large converging alliance, the allied Armies are wary of what 
awaits them behind the fortress walls. The size and strength of 
the Aaryglynn force is unknown. Although the allied Armies 
have easily breached the outer walls, the battle for Aaryglynn 
has only just begun. 

Player 1’s Goal: Take back the Outer Wall Section of 
Aaryglynn or destroy all of your opponents’ figures.

Players 2, 3, & 4’s  Goal: Take control of the Inner Wall 
Section or destroy all of your opponent’s figures before the 
end of the 12th round.

Setup: Place the glyphs power-side up as shown. Place 5 
wounds on the Inner Wall Door Card.

Three Players: Player 1 drafts or brings a pre-made 
800-point Army. Players 2 and 3 each draft or bring a 
pre-made 1000-point Army. Player 1 starts in the Red 
Starting Zone, including any open spaces under Wall Walk 
Spaces or overhangs in the Inner Wall Section. Players 2 and 
3 start in the Blue Starting Zone, including any open spaces 
under Wall Walk Spaces of the Outer Wall Section. Players 2 
and 3 are considered friendly to each other.

Four Players: Player 1 drafts or brings a pre-made 900-point 
Army. Players 2, 3, and 4 each draft or bring a pre-made 
700-point Army. Player 1 starts in the Red Starting Zone, 
including any open spaces under Wall Walk Spaces or 
overhangs in the Inner Wall Section. Players 2, 3, and 4 start 
in the Blue Starting Zone, including any open spaces under 
Wall Walk Spaces in the Outer Wall Section. Players 2, 3, and 
4 are considered friendly to each other.

Special Rules: The Door in the Blue Starting Zone (Outer 
Wall Section) starts in the open position and is controlled by 
the player who occupies Door Space #4. The Door in the Red 
Starting Zone (Inner Wall Section) is controlled by Player 1 
and starts in the closed position.

Victory: Player 1 wins immediately if there are no opponents’ 
figures within the Outer Wall Section and the Inner Wall 
Section. Player 1 may also win if all opponents’ figures are 
destroyed.

At the end of any round, Players 2, 3, and 4 win, if they have 
more figures within the Inner Wall Section than Player 1. They 
may also win if all of Player 1’s figures are destroyed.

If no player has achieved victory by the end of the 12th 
round, the elite battle-hardened Aaryglynn Army returns to 
defend their castle and destroys all the attacking armies. 
Player 1 wins. 

B BB B B
B

9 99 9 9
9

B

B
B

B
B

9

9
9

9
9

D
O

O
R

B
B

B

B

1

9
9

9

9

B9

D
O

O
R

B
B

B

B
B

9
9

9
9

9

B
B

9
9

B
B

B

9
9

9

9

9
9

6

1

1

9
9

9
9

9
9

9

9

9
9

9
9

9

5

11 1

5
13

Outer Wall SectionInner Wall Section

©2007 Hasbro, Pawtucket, RI 02862.  All Rights Reserved.

A
F1

:  
T

he
 B

at
tl

e 
fo

r 
A

ar
yg

ly
nn

I

D

K

®



1

2

3

4

5

6

7

8

9

10

11

12

ROUND
MARKER
TRACK

MASTER GAME – Total Destruction at Aaryglynn 
Required Sets: (2) Rise of the Valkyrie Master Sets, (2) 
Fortress of the Archkyrie Sets. (2, 3 or 4 Players)

The Door to the Inner Wall has been destroyed and the 
wallwalks have been breached. Aaryglynn now stands at the 
threshhold of defeat. The attacking Armies, sensing a victory, 
charge headlong into the Inner Wall – oblivious to the return of 
Aaryglynn’s Army of elite, battle-hardened warriors just beyond 
the Outer Wall. In this battle, nothing but total destruction 
awaits for one Army.

Goal: Destroy all of your opponents’ figures within the Inner 
Wall Section and Outer Wall Section of Aaryglynn.

Setup: Place the Glyphs power-side up as shown. Remove the 
Door in the Inner Wall Section. 

Two Players: Players 1 and 2 each draft or bring a pre-made 
1500-point Army.  Player 1 starts in the Red and Orange 
Starting Zones and must place at least 700 points of figures in 
the Orange Starting Zone. Player 2 starts in the Blue Starting 
Zone.

Three Players: Players 1 and 3 each draft or bring pre-made 
600-point armies and play as Team 1. Player 2 drafts or brings 
a pre-made 1800-point Army and plays as Team 2. Player 1 
starts in the Red Starting Zone. Player 2 starts in the Blue 
Starting Zone. Player 3 starts in the Orange Starting Zone. 
Players 1 and 3 are considered friendly to each other.

Four Players: Each player drafts or brings a pre-made 
750-point Army. Player 1 starts in the Red Starting Zone. 
Players 2 and 3 start in the Blue Starting Zone. Player 4 starts 
in the Orange Starting Zone. Players 1 and 4 play as Team 1 
are considered friendly to each other. Players 2 and 3 play as 
Team 2 are considered friendly to each other.

Special Rules: The Door in the Blue Starting Zone (Outer 
Wall) starts in the open position. No player controls the Door 
at the start of the game. Place the Door‘s Army Card off to 
the side of the battlefield until a player lands on Door Space 
#4. Control of the Door then plays as normal.

Victory:  At the end of any round, a player/team wins if no 
opponent’s figures are within the Outer Wall Section and the 
Inner Wall Section of the battlefield.

If no player/team has achieved victory by the end of the 12th 
round, each player/team counts the number of figures still 
alive within the Inner and Outer Walls of the Castle. The 
player/team with the most figures wins the game. If there is a 
tie, the player(s)/team defending Aaryglynn wins the game.    
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VALLEDONN BATTLEFIELD

Required Sets: Rise of the Valkyrie Master Set, Thaelenk 
Tundra Set, and Fortress of the Archkyrie Set.

Valledonn sits at the foot of a Glacier in the southernmost part of 
the Thaelenk Tundra with the Dragon’s Head Sea visible to the 
East. Fresh spring water on both sides of the road creates an 
amicable greeting to what is now a deserted fortress. Valledonn 
was once a mighty stronghold, impenetrable to all who laid siege 
to it until it was overrun by a merciless otherworldly force. The 
last defender alive was the Great Valledonn Wizard, whose spirit  
is occasionally seen roaming the walkways, casting spells – to 
defend his home from unwary intruders. 
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MASTER GAME – The Curse of the Valledonn Fortress
Required Sets: Master Set, Thaelenk Tundra, & Fortress of the 
Archkyrie (2 Players)

The door of the Valledonn Fortress has been destroyed and 
the fortress remains empty because of the Valledonn Curse 
that inhabits the grounds of what was once a mighty 
stronghold. The Great Valledonn Wizard had placed the curse 
on his own fortress when it was overrun by an otherworldly 
force that he had never seen before. All who enter will be 
destroyed, unless they break the curse by finding the 
Imperial Staff of Valedonn. For some, the allure of finding the 
staff and seizing Valledonn as their own is too great to resist. 
There will always be warriors willing to risk their lives to take 
control of the once-mighty Valledon Fortress.

Goal: Search for the Imperial Staff of Valledonn to break the 
curse and gain control of the fortress. 
 
Setup: Place the Glyph of Dagmar, Kelda, and Erland 
power-side up where shown. Then turn the Glyphs of Valda, 
Ivor, Gerda, Astrid, Mitonsoul, and Brandar symbol-side up 
and shuffle them. Then randomly place them inside the 
fortress on the spaces marked with the (?). Remove the 
fortress Door from play for the entire game.

2 Players: Each player drafts or brings a pre-made 500-point 
Army. 

Player 1 starts in the blue starting zone. Player 2 starts in the 
red starting zone.

Special Rules: When a figure lands on a symbol-side up 
Glyph, turn the Glyph over. If it is the Glyph of Valda, Ivor, 
Gerda, or Astrid, nothing happens – remove it from the game. 
If it is the Glyph of Mitonsoul, play it as normal. If it is the 
Glyph of Brandar, the Imperial Staff of Valledonn has been 
discovered.

When a player’s figure occupies the Glyph of Brandar, that 
player may use the “X” Order Marker to take a fourth turn in 
the round after all players have completed their third turn. 
The Glyph of Brandar also protects that player’s entire Army 
from the Curse of Valledonn.

The Curse of Valledonn affects all figures inside the fortress 
that are not protected by the Staff of Valledonn. A figure is 
inside the fortress if it occupies any space that is behind the 
fortress walls, including any Door Spaces and any Wall Walk 
Spaces. 

At the end of each round, starting with the player who took 
the last turn, affected players take alternating turns rolling 
the 20-sided die. Players must roll the 20-sided die once for 
each of their affected figures. If a 1-4 is rolled, that figure 
receives 1 wound.

Victory: Victory is achieved immediately by occupying the 
Glyph of Brandar and being the only player with figures inside 
the fortress. You may also win by destroying all of your 
opponent’s figures.

If no player has won at the end of the 10th round, the spirit of 
the Great Valledonn Wizard appears and casts a deadly spell 
over the entire battlefield. Starting with the player who took 
the last turn, each player must take a turn rolling the 
20-sided die. If a 1-10 is rolled, that player must destroy 1 
figure from his/her Army on the battlefield. Players continue 
rolling the 20-sided die until only one player is left. The last 
player alive wins the game.
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MASTER GAME – Siege of the Valledonn Fortress
Required Sets: Master Set, Thaelenk Tundra, & Fortress of the 
Archkyrie (3 Players)

With the Imperial Staff of Valledonn safely in hand, a new 
Army commands Valledonn Fortress. With barely enough time 
to build a makeshift door, two Armies simultaneously arrive 
outside the walls prepared for an all-out seige. Both Armies 
have been bitter enemies in past battles, but have warily 
agreed to storm the castle together and divide the spoils of 
war. What they have not agreed upon is which Army will 
command Valledonn Fortress when it falls – only one Army 
may control the Imperial Staff of Valledonn.

Goal: Players 1 & 2 must take control the Imperial Staff of 
Valledonn and take command of Valledonn Fortress. Player 3 
must defend the fortress and maintain control of the Imperial 
Staff of Valledonn.
 
Setup: Player 3 may place the Glyph of Brandar (Imperial 
Staff of Valledonn) on any orange start space and place a 
figure on it. Once placed, the Glyph of Brandar does not 
move. The Fortress Door is a crude makeshift door that starts 
in the closed position with 6 wounds on its Army Card.

3 Players: Players 1 & 2 each draft or bring a pre-made 
550-point Army. Player 3 drafts or brings a pre-made 
400-point Army.

Player 1 starts in the blue starting zone. Player 2 starts in the 
red starting zone. Player 3 starts in the orange starting zone, 
which also includes any spaces under the wallwalk spaces.

Special Rules: Players 1 & 2 are considered friendly to each 
other at the start of the game for movement purposes, but 
may end this tentative agreement at any time by attacking 
each other to win the game.

When a player’s figure occupies the Glyph of Brandar, that 
player may use the “X” Order Marker to take a fourth turn in 
the round after all players have completed their third turn. 
The Glyph of Brandar also protects that player’s entire Army 
from the Curse of Valledonn.

The Curse of Valledonn affects all figures inside the fortress 
that are not protected by the Staff of Valledonn. A figure is 
inside the fortress if it occupies any space that is behind the 
fortress walls, including any Door Spaces and any Wall Walk 
Spaces. At the end of each round, starting with the player 
who took the last turn, affected players take alternating turns 
rolling the 20-sided die. Players must roll the 20-sided die 
once for each of their affected figures. If a 1-4 is rolled, that 
figure receives 1 wound.

Victory: Only one player can win. Player 1 or 2 immediately 
wins if he gains control of the Glyph of Brandar and is the 
only player occupying any space in the orange starting zone. 

At the end of round 6 and at the end of any subsequent 
round, if Player 3 has control of the Glyph of Brandar and and 
is the only player occupying any space in the orange starting 
zone, he immediately wins.

At the end of the 9th round, the player who occupies the 
Glyph of Brandar wins the game regardless of who occupies 
any space in the orange starting zone. 

If no player has won at the end of the 9th round, the spirit of 
the Great Valledonn Wizard appears and casts a deadly spell 
over the entire battlefield. Starting with the player who took 
the last turn, each player must take a turn rolling the 
20-sided die. If a 1-10 is rolled, that player must destroy 1 
figure from his Army on the battlefield. Players continue 
taking turns rolling the 20-sided die until only one player is 
left. The last player alive wins the game.
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THE OUTPOST OF MALODORR SWAMP BATTLEFIELD
Required Sets: Swarm of the Marro Master Set and 
Fortress of the Archkyrie Set

Deep in the swamp of Malodorr lies an outpost that is 
all but forgotten. The exiled warriors who have been 
sent to Malodorr know it is the last place they will be 
stationed. The swamp is a wretched and stench-filled 
deadwater that assaults the senses with every waking 
moment and threatens to render this outpost 
uninhabitable. Outside the gates is the only source of 
water within a weeklong journey. In the swamp of 
Malodorr, water is as precious as weapons and armor.
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MASTER GAME – The Abandoned Outpost
Required Sets: Swarm of the Marro Master Set & Fortress of 
the Archkyrie Set. Additional expansion sets recommended.  
(2 or 3 Players)

Reports of at least two large Armies approaching the Outpost 
of the Malodorr Swamp have created a panic in the 
undermanned stronghold. The exiled defenders have 
preferred to abandon their outpost for the safety of the 
wretched swamp rather than be surefire targets in an all-out 
battle. As the Armies converge on the outpost, there is a 
tense bewilderment. Where are its defenders? The 
bewilderment lasts only a moment as the battle begins with 
an intensity that the exiled defenders had predicted.

Goal: Take control of the abandoned outpost.
 
Setup: At the start of the game, the Door is open with 5 
wounds on its Army Card and is not controlled by any player. 
Place the Army Card next to the battlefield until a player 
takes control of the Door.

2 Players: Players 1 and 2 each draft or bring a pre-made 
500-point Army. Player 1 may start in any one of the three 
starting zones. Player 2 may start in either of the remaining 
two starting zones.

3 Players: Players 1, 2, and 3 each draft or bring a pre-made 
500-point Army. 

Special Rules: Turn the Glyphs of Ulaniva, Crevcor, Proftaka 
and Brandar symbol-side up and shuffle them. Then 
randomly place them symbol-side up as shown on the “?” 
Glyphs. If a figure lands on the Glyph of Brandar, roll the 
20-sided die. If a 1-10 is rolled, that figure receives 1 wound. 
The Glyph of Brandar is a temporary Glyph.

Victory: Victory is achieved by being the only player with at 
least one figure inside the Outpost of Malodorr at the end of 
Round 5 or any round thereafter. A figure is inside the 
Outpost if it occupies any space within the walls of the 
Outpost including any Door spaces, Ladder spaces and Wall 
Walk spaces. A player may also win by destroying all of his 
opponent’s figures.

If no player has achieved victory by the end of the 10th 
round, the player with the most points wins the game. See 
Scoring in the Master Game Guide.
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MASTER GAME – The Return of the Exiled Defenders
Required Sets: Swarm of the Marro Master Set & Fortress of 
the Archkyrie Set. Additional expansion sets recommended. 
(2, 3, or 4 Players)

After abandoning the Outpost to avoid annihilation by the 
larger attacking Armies, the exiled defenders of the Outpost 
return. As expected, one of the attacking Armies is victorious 
but has been decimated to a fragment of its original size. All 
who remain in this Army are battle-weary, with little desire to 
participate in another onslaught to defend their new spoils of 
war. The exiled defenders know that their chances to retake 
the Outpost of Malodorr are in their favor.

Goal: Control the outpost.
 
Setup: At the start of the game, the Door starts in the closed 
postion with 5 wounds on its Army Card and is controlled by 
Player 1. 

2 Players: Player 1 drafts or brings a pre-made 500-point 
Army.  Player 2 drafts or brings a pre-made 800-point Army.

Player 1 starts on any space within the Outpost walls, 
including any Wall Walk spaces, but cannot start on any 
Swamp Water spaces. Player 2 may start in any one or more 
of the Red, Blue, or Orange Starting Zones.

3 Players: Player 1 drafts or brings a pre-made 800-point 
Army. Players 2 and 3 each draft or bring a pre-made 
500-point Army and play as a team.

Player 1 starts on any space within the Outpost walls, 
including any Wall Walk spaces, but cannot start on any 
Swamp Water spaces. Players 2 & 3 are considered friendly 
to each other, and may start in any one or more of the Red, 
Blue, or Orange Starting Zones. 

4 Players: Players 1 & 4 each draft or bring a pre-made 
500-point Army and play as a team. Players 2 & 3 each draft 
or bring a pre-made 800-point Army and play as a team.

Players 1 & 4 are considered friendly to each other and may 
start on any space within the Outpost walls, including any 
Wall Walk spaces, but cannot start on any Swamp Water 
spaces. Players 2 & 3 are considered friendly to each other 
and may start in any one or more of the Red, Blue, or Orange 
Starting Zones. 

Special Rules: Turn the Glyphs of Crevcor, Proftaka and 
Brandar symbol-side up and shuffle them. Then randomly 
place them symbol-side up as shown by the “?” Glyphs. If a 
figure lands on the Glyph of Brandar, roll the 20-sided die. If a 
1-10 is rolled, that figure receives 1 wound. The Glyph of 
Brandar is a temporary Glyph.

Victory: Players 1 and/or 4 achieve victory by being the only 
player/team with at least one figure inside the Outpost of 
Malodorr at the end of Round 5 or any round thereafter. 
Players 2 and/or 3 achieve victory if, at the end of any round, 
they have twice as many figures within the Outpost walls as 
Players 1 and/or 4. A player/team may also win by destroying 
all of his opponent’s figures.

If no player/team has achieved victory by the end of the 10th 
round, the player/team with the most points wins the game. 
See Scoring in the Master Game Guide.

M
S

2:
 T

he
 R

et
ur

n 
o

f 
th

e 
E

xi
le

d
 D

ef
en

d
er

s

1

2

3

4

5

6

7

8

9

10

ROUND
MARKER
TRACK

D
O

O
R

BB B
B

B
B

B
B

BB
BBB

B
B

B

B

999
9

9
9

9 9
9

9
9

9
9

99

9
9

5
6

BB

B
B

99

9
9

11

?

? ?

®



Avorice Stand Battlefield
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LEVEL
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LEVEL
02

Within the first valley of the Quilato Mountain Range, southwest of the Montiqua 
Ledge, lies a small pool of crystal-clear water. Many of these pools can be seen 
from above and are scattered throughout the mountains, jungles and swamps of 
the area. Many Kyrie of the Ticalla Jungle believe that these waters are shaped into 
ancient symbols of the Green Leaf Tribe and may be the key to finding their  
greatest secrets.

Required Sets: Swarm of The Marro™ Master Set and the Ticalla Jungle.
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Avorice Stand Game Scenarios
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Master Game – New Waters   
(2 Players) 
Your small band of warriors sit at the Kyrie spring, replenishing their 
resolve after the constant battling of these once-tranquil valleys. This 
pool of water is the only fresh source left in the immediate area, and 
it is a relief to be here; but you know that the serenity of the day will 
end when your enemy inevitably arrives to contaminate this pure 
water source.

Goal: Player 1 must protect the pool of water (the eight water spaces). 
Player 2 must enter the eight water spaces, contaminating them. 

Setup: Keep the eight Glyphs near the battlefield to be used as 
Contamination Markers later.

Each player drafts or brings a pre-made 500-point Army.

Player 1 starts in the red starting zone. Player 2 starts in the blue 
starting zones.

Special Rules: Glyphs in this scenario count only as 
Contamination Markers. Do not follow any Glyph rules.

At the end of Player 2’s turn, Player 2 may place Contamination 
Markers symbol side-up on the spaces beneath any figure he 
controls that occupies an uncontaminated water space. A water 
space with a Glyph on it is considered to be contaminated. Placed 
Contamination Markers remain on the contaminated water space 
for the rest of the game. 

Victory: Destroy all of your opponents’ figures to win the game.
Player 2 wins immediately when all eight water spaces have 
been contaminated. Player 1 wins immediately if Player 2 hasn’t 
contaminated all eight water spaces by the end of Round 8.
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Master Game – Jungle Guardians  
(3 Players as individuals) 
“Remember, young warrior, there is a great power within the pools 
of the ancients, a kinship with the planet and its many creatures. 
Each pool is guarded by an ancient animal totem of the Green 
Leaf Tribe. Those who befriend these jungle creatures may drink 
freely of the pools, safe in knowing that these fearsome beasts will 
defend you as if you were one of their own.”    
    – Aquilla of the Moon Tribes.

Goal: Destroy all your opponents’ figures with the aid of the pool’s 
guardian spiders. 

Setup: Place the Glyph of Brandar (Spider Totem) power-side up 
where shown.

Keep 3 Fyorlag Spiders and their Army Card near the battlefield 
to be used later. 

The Fyorlag Spiders cannot be chosen to be in players’ armies.

Each player drafts or brings a pre-made 325-point Army.

One player starts in the red starting zone; one player starts in 
the blue starting zone; one player starts in the green starting zone. 

Special Rules: The player controlling the first figure to land 
on the Spider Totem (Glyph of Brandar) during the battle may 
immediately place the 3 Fyorlag Spiders in any empty space 
adjacent to any Jungle Pieces on the battlefield. 

Instead of taking a turn with an Army Card that includes a figure 
standing on the Spider Totem (Glyph of Brandar), you may take 
a turn with the Fyorlag Spiders. If no figure occupies the Spider 
Totem (Glyph of Brandar), the Fyorlag Spiders are neutral. While 
they are neutral, you cannot destroy the Fyorlag Spiders or 
receive a disengagement attack from them. 

At the start of any round, before Order Markers are placed, 
any player with a figure occupying the Spider Totem (Glyph 
of Brandar) may immediately place any previously destroyed 
Fyorlag Spiders in any empty space adjacent to any Jungle 
Pieces on the battlefield.

Victory: You win immediately if all of your opponents’ figures 
are destroyed before the end of Round 8. If the battle reaches 
the end of Round 8, then the game is over and the player with 
the most points on the battlefield wins (see Scoring, on page 
13 in the Swarm of the Marro Master Game Guide). The Fyorlag 
Spiders never count towards the total points scored.

www.HEROSCAPE.com
 for scenarios, character bios,

journal entries and more!
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Deep in the Jungles controlled by the Valkyrie General 
Aquilla, there lies a lake with a stone Altar. The lake is 
said to have sacred powers, and is guarded by the Kyrie 
of the Moon Tribe. Because of their constant vigilance 
over Moon Lake, few have ever ventured there and 
survived to describe it.

Online Exclusive
Game Scenarios
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Online Exclusive
Game Scenarios

MASTER GAME – The Battle of Moon Lake
Required sets: 2 Swarm of the Marro Master Sets, 2 
Ticalla Jungle Sets (2 Players)

Battles continue to rage throughout Valhalla. While Sgt. 
Drake and his band of travelers have befriended the 
Moon Tribe and their leader Aquilla, no one truly under-
stands the raw power that a single relic can have over 
the fates of the coming battles.

The Kyrie Totem, long thought lost, has been found in 
separate pieces buried deep in the Jungle. The Moon 
Tribe has searched countless generations to unite 
the pieces of the Totem. When united, the being that 
recants the sacred phrases on the Altar of Moon Lake 
will gain control of the Moon Tribe, and all of their se-
crets. It has cost both teams much to gain control of a 
fragment of the Totem. Only true heroes could enter the 
sacred dwellings where the fragments were buried. The 
remnants of those heroic groups have finally converged 
on Moon Lake.

Now, with each group in control of part of the Totem, 
they must battle to unite the pieces, and finally decide 
which side of the conflict the Moon Tribe will fight for. 

Goal: Gain control of your opponent’s fragment of the 
Kyrie Totem, combine that piece with your own frag-
ment to unite the Totem, and make it to the Altar of 
Moon Lake to gain the Moon Tribe’s allegiance. 

Setup: Each player brings a pre-made 450 point Army 
that is only made up of Unique Heroes. Each Army 
must have a Glyph of Brandar (Totem fragment).

Prior to placing order markers for the first round, 
each player must select one Unique Hero they 
control to hold onto their Totem fragment. Place 
the Totem Fragment on that figure’s Army Card. 

Player 1 starts in the red starting zone; Player 2 
starts in the green starting zone.  M
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Special Rules: The Glyphs of Brandar are 
considered to be pieces of the Totem. See below 
on how they are lost or passed between figures. 
Once one figure controls both glyphs, the Totem 
is now considered to be fused together. Discard 
the second glyph from that figure’s Army Card and 
remove it from the game. 

A Hero that controls a Totem Fragment, or the 
complete Totem subtracts 1 from its attack value 
on its Army Card.

Passing the Totem: A Totem Fragment, or a com-
plete Totem, may be passed between two adja-
cent figures in the same Army at any time during 
that player’s turn. Place the Glyph on the adjacent 
figure’s Army Card. That figure is now in control of 
the Totem Fragment, or complete Totem.  

Losing the Totem: If at any point a Hero that con-
trols a Totem Fragment, or the complete Totem 
is destroyed by a ranged attack, place the Totem 
on the space that figure occupied. If the figure is 
destroyed by an adjacent figure, place the Totem 
Fragment, or the complete Totem, on that figure’s 
Army Card.

Picking up the Totem: If a figure lands on a space 
with a Glyph of Brandar on it, they must end their 
movement. Place the Glyph of Brandar on that 
figure’s Army Card. That figure is now in control of 
the Totem Fragment, or complete Totem.

Victory: Victory is achieved by eliminating all of 
your opponent’s figures, or by standing on the 
Altar of Moon Lake (orange starting spaces) with 
one of your figures that controls the fused Totem.
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Required Sets: 1 Rise of the Valkyrie Master Set, 1 Swarm of the Marro 
Master Set, and 2 Ticalla Jungle Expansion Sets.
This stretch of Jungle holds an ancient secret.  Multiple signs of a lost and 
overgrown civilization are visible to a sharp observer, but the most obvious 
landmarks are the five stone pillars that jut up out of the ground.  The 
pillars are marked all along their surface with a strange text.
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MASTER GAME-  Song of the Pillars 
Required Sers: 1 Rise of the Valkyrie Master Set, 
1 Swarm of the Marro Master Set, and 2 Ticalla 
Jungle Expansion Sets (2-3 Players)

A deep thrumming pulses through the warriors’ bodies.  The 
thrumming transforms from a wavering noise into a strange 
language.  None here know the language, and yet all grasp 
its meaning.  A clear picture forms in the warriors’ minds.  An 
entrance to a wellspring is near, and the wellspring wants to 
be found.  Five ancient pillars jut up out of the ground and the 
thrumming voice impresses upon the gathered warriors the 
importance of two of the pillars. An ancient spell must be 
completed by reading aloud the glyphs on two matching 
Pillars. But which pillars hold the key?

Fate has conspired to bring warriors from multiple armies to 
battle at this place and at this time.  Control of a wellspring 
hangs in the balance, and there is no more important goal in 
the battle for Valhalla.  If one of the armies can gain simulta-
neous control over the two pillars, the spell will transport that 
army to the wellspring’s hidden location.  The pillars will then 
crumble to dust, never to reveal their secret again.

Goal: Control both Glyphs of Brandar before the end 
of Round 10, or destroy all your opponent’s figures.

Setup: Place the following 5 Glyphs randomly 
symbol-side up where shown: Glyph of Valda, Glyph 
of Oreld, Glyph of Mitonsoul, and two Glyphs of 
Brandar.
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Army Placement: Each player brings a 500 point 
army. Roll the 20-sided die to see which player places 
first. Placement then proceeds clockwise around the 
table. You can place 1 Army Card worth of figures at a 
time. You can only place figures onto spaces on levels 
0 (water & swamp water), 1, and 2.

You may place figures you control adjacent to each 
other, but you cannot place any figures adjacent to 
your opponent’s figures.

If a figure cannot be placed on the battlefield without 
violating those rules, it is destroyed.

Special Rules: The Glyphs of Brandar are the match-
ing pillars. you must control both pillars to win. To 
control a pillar, you must have an unengaged figure on 
it at the end of a round. 

Victory Conditions:  A player wins if he has control 
of both pillars (Glyphs of Brandar) at the end of a 
round. If a player has not gained control of both 
Glyphs of Brandar by the end of round 10, the player 
with the most points on the battlefield wins (see 
Scoring, on page 13 in the Battle for the Underdark 
Master Game Guide).

Wizards of the Coast, Heroscape, Dungeons and Dragons, and their
   logos are trademarks of Wizards of the Coast LLC in the United
   States and other countries. © 2011 Wizards. All Rights Reserved..



Required Sets: 1 Swarm of the Marro Master Set,  1 Volcarren Wasteland 
Expansion Set, and 1 Ticalla Jungle Expansion Sets.
Steam Alley is a minefield of hot steam vents.  The vents belch pillars of boiling 
steam into the air at random intervals, making passage through the alley a 
very dangerous prospect. 
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MASTER GAME- Obsidian Attack at Steam Alley
Required Sets: 1 Swarm of the Marro Master Set, 1 
Volcarren Wasteland Expansion Set, and 1 Ticalla 
Jungle Expansion Set (2 Players)

White vapor hangs in a cloud over the land.  The screams of 
hot steam bursting forth from the ground sound off over and 
over again, sometimes from far off, sometimes dangerously 
close.

Here, in the place called Steam Alley, lays an ancient 
mechanism that has for many millennia kept a flood of lava 
flow from washing over the valley beyond.  Knowledge of the 
mechanism’s existence has recently reached both the forces 
of Utgar and the forces of the allied generals.  Those forces 
now stand assembled on the battlefield, ready to fight for 
control of the mechanism.  If Utgar’s forces are able to trigger 
this mechanism, the long dormant flood gates will open, 
spilling lava across a large area, burning as it goes and 
greatly expanding the area that the menacing Obsidian 
Guards can roam freely.

Steam Alley is a hazardous place, those moving across its 
surface are always in danger of triggering a broiling hot 
steam vent that could badly injure or even kill them.  But the 
task at hand is dire, and risk their lives they must.  If one of 
Utgar’s warriors is able to trigger the lava flows, not only will 
the battle be lost, the entire region will be lost with it.

Goal: Player 2 must control the Glyph of Brandar by the end 
of round 5. Player 1 must stop Player 2.

Setup: Mix the Glyphs of Oreld, Crevcor, and Ulaniva and 
place 2 of them symbol-side up as shown above. Place the 
Glyph of Brandar power-side up as shown above.
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Each player drafts or brings a 500-point Army. Player 1 
starts in the blue starting zone, Player 2 starts in the green 
starting zone. Player 2’s Army must include at least 1 squad 
of Obsidian Guards.

Special Rules: Player 2 must control the Glyph of Brandar 
to win. To control the Glyph of Brandar, you must have an 
unengaged figure on the glyph at the end of a round..

Steam Vents: After taking a turn, roll the 20-sided die.  If 
you roll a 1-4, choose a figure on the battlefield that was 
activated this turn. That figure receives a wound. 

Victory Conditions: Player 2 wins if he controls the Glyph 
of Brandar at the end of any round. Player 1 wins if Player 2 
does not control the Glyph of Brandar by the end of Round 
5. 
Read aloud if Player 1 wins:  The battle swells to a climax.  
The forces of the allied generals have given their all to keep 
the mechanism safe and the flood gates closed.  Their 
efforts are enough.  An ancient magic awakens in the place, 
the warriors feel its power thrumming through their bodies.  
The magic acts to protect itself.  Utgars forces are suddenly 
swallowed up in steam and are never seen again.   The 
earth below the mechanism opens up and swallows it.  The 
lava flood gates remain forever sealed.

Read aloud if Player 2 wins:  One of Utgar’s warriors pulls 
on an ancient lever and the earth begins to quake.  Up in the 
distance you see the long dormant flood gates cracks open.  
The hillside vomits forth a burning red flow of lava.  This day 
Utgar has won a great victory and his influence in the 
southern reaches of Valhalla has clamped down to a 
stranglehold.

Wizards of the Coast, Heroscape, Dungeons and Dragons, and their
   logos are trademarks of Wizards of the Coast LLC in the United
   States and other countries. © 2011 Wizards. All Rights Reserved..
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Required Sets: 1 Rise of the Valkyrie Master Set, 1 Swarm of the Marro 
Master Set, and 1 Ticalla Jungle Expansion Sets.
An ancient passageway into the Ticalla Jungle.  The civilization that built 
this pass has long been lost to the relentless passing of time.  What was 
once a glorious testament to an elder race and the entryway into their 
realm, is now a broken overgrown ruin, a shadow of what once was.
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MASTER GAME- Utgar’s Invasion at Feldspar Pass 
Required Sets: 1 Rise of the Valkyrie Master Set, 1 
Swarm of the Marro Master Set, 1 Ticalla Jungle Expan-
sion Set, and 1 Valkrill’s Gambit “Warriors of Feldspar” 
Expansion Pack (Special Collection 10)
(2 Players)
Utgar’s hordes seek to gain a foothold in a vital area of the 
Ticalla Jungle.  If Utgar is allowed to set up a stronghold in this 
part of the Jungle, he would be able to block the passage of aid 
from the allied generals in the north to the armies of Aquilla in 
the south.  This area is also the only known home of the 
Quasatch, an ancient race that would surely be overwhelmed and 
eradicated as collateral damage in the fulfillment of Utgar’s 
purposes.

The jungle is a cacophony of sounds – a shrill mating call, a 
territorial howl, the sound of a billion insects constantly buzzing 
in the background.  But today, an alien sound echoes through the 
northern reaches of the Ticalla Jungle.

The Quasatch are a primitive race of hunters that fear and resent 
change.  A band of Quasatch Hunters track through the jungle, 
led by the sound and scent that invades their domain.  As the 
Quasatch approach the northern edge of the jungle, the trees thin 
and the hunters come upon the narrow gap known as the 
Feldspar Pass.

Two armies have converged at the pass and a sixth sense, hidden 
at the core of the Quasatch’s nature, tells them beyond doubt 
which of the armies intends to invade and destroy, and which 
would seek to protect the land from these destroyers.

Goal: Destroy all your opponents’ figures. 

Setup: Place the Glyph of Wannok, Glyph of Mitonsoul, 
and the Glyph of Erland randomly symbol-side up as 
shown above. 
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Each player drafts or brings a 500-point Army (see 
below). Player 1 starts in the blue starting zone, Player 2 
starts in the red starting zone.
Player 1 (Allied General‘s Forces): Player 1’s 500-point 
Army must include at least 1 squad of  Quasatch Hunters. 
Player 1’s Army must also include only figures from the 
Allied Valkyrie Generals (Jandar, Ullar, Vydar, Einar, and 
Aquilla).
Player 2 (Utgar’s Forces): Player 2’s 500-point army 
must include only Utgar and Valkrill figures.

Special Rules: None.

Victory Conditions: You win immediately if all of your 
opponent’s figures are destroyed before the end of Round 
10. If the battle reaches the end of Round 10, the player 
with the most points on the battlefield wins (see Scoring, 
on page 13 in the Battle for the Underdark Master Set 
Game Guide).
Read aloud if Player 1 wins:  Utgar’s forces have been pushed 
back to their black fortress at the edge of the Volcanic Waste-
lands.  The Allied Generals have won the day and forged an 
unspoken alliance with the Quasatch.

Read aloud if Player 2 wins:  The forces of the allied generals 
break against the unstoppable tide of Utgar’s hordes.  The 
Quasatch are left to fight a losing battle as their land and 
lives are stolen from them.  The remaining Quasatch are 
forced to flee from the only place they’ve ever called 
home.

Wizards of the Coast, Heroscape, Dungeons and Dragons, and their
   logos are trademarks of Wizards of the Coast LLC in the United
   States and other countries. © 2011 Wizards. All Rights Reserved..
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This web of shadowy tunnels was once a beautiful and 
ancient hall dedicated to honoring fallen heroes with 
lavish gifts.  But what does a long-dead hero need with 
a +1 Attack?  It might as well be yours for the taking!
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MASTER GAME- Chaos in the Catacombs
Required Sets: 2 Battle for the Underdark Master Sets
(3-4 Players)

Deep in the heart of the Underdark lies a network of tunnels known as 
the Catacombs.  None would venture into these murky, monster-laden 
depths if it weren’t for the tales of immense treasure and fortune.

Gather your adventuring party and snag as much treasure as you can 
find, but beware of the monsters that lurk in the shadows, and ancient 
booby traps set to trigger when a treasure is removed from its resting 
place.  

Goal:  Exit the Catacombs with more treasure than your opponents.

Setup: Collect all available Treasure Glyphs and place them in a symbol up 
pile. Randomly select 8 of those Treasure Glyphs and place them symbol-side 
up where shown. Note: Brandar’s Chest will only count towards victory 
conditions.

Each player drafts a 350 point army to act as his adventuring party. Each 
player also drafts an additional 150 points to act as wandering monsters and 
places those monster cards and figures off to the side. This will be considered 
the Wandering Monster Pool. Before proceeding, check to make sure there 
are no duplicate Unique figures in the Monster Pool and make sure that the 
Monster Pool does not have the same Unique figure as any Player’s Army.

Player 1 starts in the Red starting zone. Player 2 starts in the Blue starting 
zone. Player 3 starts in the Green starting zone. Player 4 starts in the  Yellow 
starting zone.

Note: Wandering Monsters do not start the game on the board. Place the 
figures next to their army cards off to the side into the Wandering Monster 
Pool. 

Special Rules: 

Cavern Walls: When playing on maps such as the Catacombs, that depict 
underground tunnels and labyrinths, there are areas of the map that do not 
contain any hex spaces. These “void spaces” are considered dense, rocky, 
solid cavern walls that completely block movement and line of sight. 

Cavern Wall Line of Sight: When determining whether a figure can see 
another figure, if there are void spaces between, count the shortest possible 
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route to the target figure. If  in order to count the shortest route, you are 
forced to count one or more void spaces, then the attacking figure does not 
have line of sight. The target is obscured by an intervening cavern wall. 

Cavern Wall Movement: Some powers will not work across cavern walls. 
All “Lob” powers are not possible across cavern walls. Fireline will not work 
across a cavern wall. Figures cannot move through, or leap or fly over cavern 
walls. However, Underground Movement and teleportation powers will work 
across the cavern wall void spaces.

Wandering Monster Pool: Each player drafted up to 150 points of figures to 
act as wandering monsters at the start of the game. These figures do not start 
the game on the board. During the game, whenever a player reveals a 
Treasure Glyph, the player to the left of that player immediately places the 
figure(s) from one of the Wandering Monster Army Cards in the Pool onto 
any shadow spaces on the battlefield. Double Space figures must be placed so 
that their entire base is on shadow spaces. If a player cannot place all figures 
on the entire Army Card for whatever reason, or there are no more Army 
Cards in the pool, then no figure is placed. Once placed on the board, the 
wandering monsters follow all the rules for Neutral Figures see below. 

Horde of Monsters: Because of the Wandering Monster Pool. If a players 
entire army is destroyed, he is not out of the game. He may continue taking 
turns with Wandering Monsters.
 
Neutral Figure: All players may place order markers on a Neutral figure’s 
Army Card. Order Markers should be placed face down with the top of the 
Order Marker facing the player who placed it on the neutral figure. When 
taking a turn with a Neutral figure, be careful not to accidentally reveal the 
Order Markers on the card. If you have different colored Order Markers, or if 
you mark your Order Markers with a coin underneath them, it will make it 
easier to track which ones each player used.

When an Order Marker is revealed for a Neutral figure, that player
controls that figure for the duration of its turn. After that turn,
the figure becomes Neutral and is not controlled by either player.
While the figure is Neutral, all players treat it as an opponent’s figure. The 
player making rolling the dice for a Neutral figure is always the player to the 
left of the current player. A neutral figure cannot attempt to pick up or 
activate any Treasure Glyphs, but like all figures, it can stand on a Treasure 
Glyph.

Exiting the Catacomb: A figure that carries a Treasure Glyph can exit the 
cave by ending its turn on a starting zone space for an opposing player (that 
includes the 4th players starting zone space even in a 3 player game). When a 
figure exits, place the figure onto its Army Card and place it to the side to 
determine Victory Conditions. All markers and Treasure Glyphs remain on 
the figure’s Army Card.

Treasure Glyph Trap: On a roll of 1-5, do not reveal the Treasure Glyph. 
Instead, roll 3 attack dice. That Hero immediately receives one wound for 
each skull rolled. On a roll of 6 or higher, reveal the Treasure Glyph and place 
it on that Hero’s Army Card.

Victory Conditions: Once all the Treasure Glyphs have been removed from 
the Catacombs, or all player figures have been removed from the board, the 
game ends. Count up all the Treasure Glyphs obtained by your adventure 
party. The player with the most Treasure Glyphs wins. If this condition is not 
met by the end of Round 10, the player with the most Treasure Glyphs in his 
army (including those still on the battlefield) wins. Temporary Treasure 
Glyphs that were used during the game do not count towards victory 
conditions. 
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A long abandoned pathway twists its way through Elswind Forest.  At the end of 
the pathway, in the shadows of an ancient stone structure, lies the entrance to the 
Underdark.  It is a jagged tear in the landscape from which an unnatural darkness 
emanates.  The place has come to be known as Blackscar.
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ROAD to the UNDERDARK BATTLEFIELD
Required Sets: 1 Battle for the Underdark Master Set, 1 Rise of the Valkyrie 
Master Set, 1 Road to the Forgotten Forest Expansion Set.
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MASTER GAME- The Guardian of Blackscar
Required Sets: 1 Battle for the Underdark Master Set, 1 
Rise of the Valkyrie Master Set,1 Road to the Forgotten 
Forest Set, and 1 Raknar’s Vision Expansion Pack.
(2 Players)

Jotun woke with a start, cheek hurting where he had used a fallen 
tree as a pillow. “What’s that smell?”  he thought. Small folks were 
approaching, and with them the telltale stench of magic. “Guard 
the Scar me orders are,” muttered the sleepy giant, and grabbing 
his sword he headed to work.

“If I’m not mistaken, and I never am, the entrance to the 
Underdark known as Blackscar should be just past this bend in 
the road,” said Erevan.

Ana stepped up on tip-toes, one small hand on Tandros’ burly 
shoulder. “Is that a Giant up ahead?” she asked, brushing back 
the tendril of her copper hair the gentle breeze had blown into her 
view.

Darrak Ambershard shoved his way to the front of the party, and 
hopped a few times to catch a view of the yawning giant that 
slowly lumbered toward them. Casting an angry glare at the 
Eladrin Pyromancer, he grumbled through clenched teeth. 
“Ancient lore he says! Follow me he says! What did your ancient 
lore say about giants?”

Darrak was cut short by Tandros’ calloused hand on his back. 
“Perhaps he’s friendly,” Tandros said smiling as he strode 
confidently toward the creature…

Goal: Player 1’s Goal is to defeat Jotun. Player 2’s goal is 
to destroy Player 1’s figures, or keep Jotun alive through 
Round 6.

Setup: Player 1 places Tandros Kreel, Ana Karithon, 
Erevan Sunshadow, and Darrak Ambershard as shown 
above. Player 2 places Jotun onto any of the 3 sets of 
Orange Starting Spaces. 
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Special Rules: none

Victory Conditions: Player 1 immediately wins by 
defeating Jotun. Player 2 wins if Jotun is alive by the end 
of Round 6, or all of Player 1’s figures are defeated. 

Read aloud if Player 1 wins: Tandros let the giant’s eyelid 
shut with a satisfying wet slap. “Yep, he’s out,” he said.

Ana cast a pained look at Jotun’s sleeping face. “It’s fortunate you 
didn’t destroy this one, his kind are usually docile.” 

“Not a thing! said Darrak as he pulled an enormous kerchief from 
the giant’s pocket and squinted disgustedly as he examined the 
map-like stains on it at arm’s length. “This foulness is not a map.”

The three heroes turned with a start to see a winged figure 
descend from the sky. “Ah, I see you’ve met my guard,” said the 
angelic stranger. “My apologies, he can be rather single-minded. I 
hope he wasn’t too much trouble for you.” 

The stranger looked around. “I am Atlaga. I am here to assist you, 
but I was told there were four of you”.

“Never fear, my comrades!” The group turned to see Erevan 
dripping wet, sloshing up the hill. “The water broke my fall.” 

Atlaga gives your adventurers the Bolt of the Witherwood, an 
Ancient Artifact Treasure Glyph. You may give this Glyph to any of 
your heroes for use in their next adventure.

Read aloud if Player 2 Wins: Darrak and Erevan hurried 
toward the ruins which obscured the dark jagged crack in the cliff 
face known as the Blackscar.

“He’s too strong - we must go now to the entrance!” Ana pleaded 
to Tandros.

“Agreed!” yelled Tandros. “You go, I’ll create a diversion.”

Jotun swore as he watched the small folk run toward the 
Blackscar. He swung his massive sword one last time hoping to 
catch at least one of the heroes before they made it to safety, but 
he was too slow. The small folk disappeared into the crack.
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Ancient Artifact Treasure Glyphs: Ancient Artifacts are powerful and rare Treasure Glyphs. 
Ancient Artifact Treasure Glyphs follow all rules for Treasure Glyphs with the following exception: 
an Army may control more than one Ancient Artifact Treasure Glyph, but an Army can never control 
more than one copy of each Ancient Artifact Treasure Glyph. If at any point an Army would control
more than one copy, all extra copies must be dropped or destroyed.
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Battlefi eld and Game Scenarios

CAMPAIGN MASTER GAME RULES
Dungeon Adventure 1: Ancient Sanctum 

An unnatural gust of wind extinguishes your torch. You stumble in the sudden 
darkness. Two of your party members cry out, but their cries are immediately 
muffl ed—then gone. In the silence you call out, and in the distance one of 
your companions responds. There are two of you remaining: Ana Karithon the 
cleric and Tandros Kreel the fi ghter. You were sent to explore, but your goals 
have quickly shifted. You must fi nd your missing party members and make it 
back to the surface with your lives.

Special Campaign Rules:  If you are playing each battle in Dungeon Adventure 
1 in order as a campaign, the following rules apply:

Death: If a fi gure in Player 1’s Army is destroyed in any of the dungeon rooms, 
that fi gure is removed from the campaign. The fi gure does not continue into 
the next room with the rest of the adventurers. EXCEPTION: The adventurers 
carry one Vial of Resurrection with them. Once per campaign, Player 1 may use 
the Vial of Resurrection to revive a party member that had been destroyed in 
the previous room only. The Vial of Resurrection MUST be used when placing 
fi gures onto starting zones for a new room.

Wounds: When Player 1 continues onto a new room in the dungeon, all wound 
markers are removed from each of Player 1’s Army Cards.

Equipment (Treasure Glyphs): When Player 1 continues onto a new room 
in the dungeon, the fi gures in Player 1’s Army retain control of any Treasure 
Glyphs they control, and gain control of any that are power-side up on the 
battlefi eld. Player 1 may redistribute Treasure Glyphs only when placing fi gures 
onto starting zones for a new room.

Random Treasure Glyphs: This Master Set comes with four Treasure Glyphs, 
three of which are mobile: Talisman of Defense, Heroic Rune, and Potion of 
Healing. Rooms 2, 3, and 4 of this campaign each call for a random Treasure 
Glyph. At the beginning of each of those rooms, pick one of the three mobile 
Treasure Glyphs at random. (Do not use the same Treasure Glyph more than 
once per campaign.) Each random Treasure Glyph is kept symbol-side up 
(hidden) until it is revealed.

Connected Rooms: If you look below, you will see that the end of each room 
in the Ancient Sanctum is the beginning of the next. If you own multiple sets 
of this Master Set, you can create all four connected rooms at once. However, 
when playing the campaign, you cannot skip ahead. Player 1 must accomplish 
the victory conditions of each room before venturing into the next room.

Ancient Sanctum Connected Rooms
If you own multiple sets of this Master Set and want to connect the 
rooms in Dungeon Adventure 1, use this guide. Build each battlefi eld 
according to the diagrams on the previous pages, and connect them 
as shown below.

Shared tiles between rooms 1 and 2

Shared tiles between rooms 2 and 3

Shared tiles between rooms 3 and 4
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ROOM 1: THE LAIR
The room is cast in hues of purple from the glow of bioluminescent plants and 
in an eerie green from mystic fl ames dancing along the walls. On the far side of 
the room is a small river, and to the right, darkness.
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BASIC GAME —AMBUSH 
(2 players)
You knew entering the lair of a dragon would be dangerous, but you never 
guessed it would be waiting for you. Almost as if you were the prey . . .

Goal: Destroy all of your opponent’s figures.
Setup: Place figures where shown.
Victory: Destroy all of your opponent’s figures to win.
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CAMPAIGN MASTER GAME
Dungeon Adventure 1: Ancient Sanctum 
Room 1: The Lair
You grope along the walls, feeling your way forward through darkened 
corridors, and notice splashes of green and purple light ahead. As you 
move forward, the narrow tunnel that you’ve been following opens up 
into a larger room. The room is cast in hues of purple from the glow of 
bioluminescent plants and in an eerie green from mystic fl ames dancing 
along the walls. 

As you cross into the room, you see the back of a hulking green troll bent 
over an iron cage. The troll looks like it comes from your home world. 
It seems that you and your fellow adventurers were not the only beings 
summoned from Toril. 

The troll shifts its weight, and you catch a glimpse of Erevan Sunshadow, 
the eladrin wizard from your adventuring party. He is locked in the cage, 
his eyes closed, as the troll pokes at him with the end of a wooden stick. 
You call out Erevan’s name, and his eyelids jerk open, revealing the 
purple orbs of his eyes. The troll growls in irritation and turns to face you. 
As it turns, it reaches out its arm and bats the cage backward into a pool 
of water. 

Erevan Sunshadow is trapped under the water. He can’t breathe. You 
must save him and defeat the feral troll.

Player 1’s Goal: Player 1 must try to save Erevan from drowning by the 
beginning of Round 5. Player 1 must also defeat the Feral Troll to advance 
into the next room.

Player 2’s Goal: Player 2 must destroy Player 1’s fi gures.

Setup: Place fi gures where shown. The Brandar’s Chest Treasure Glyph is 
placed symbol-side up. Erevan Sunshadow is part of Player 1’s army, but 
he does not start on the battlefi eld.

Special Rules: Brandar’s Chest represents the cage that holds 
Erevan Sunshadow. To free Erevan, Player 1’s Hero must activate 
Brandar’s Chest and not set off the trap. Player 2’s Heroes cannot 
activate Brandar’s Chest. At the end of Round 4, if Player 1 has not 
successfully activated Brandar’s Chest, remove it from the game. 
Erevan has been destroyed.

Treasure Glyph Trap: If you roll a 1–5, Player 2 can remove one 
unrevealed order marker (if any) from the fi gure that just attempted to 
activate Brandar’s Chest, and Brandar’s Chest stays symbol-side up. 
If you roll a 6 or higher, place Erevan Sunshadow on any empty space 
adjacent to the fi gure that successfully activated Brandar’s Chest.

Victory: Player 2 wins when all of Player 1’s fi gures have been 
destroyed. Player 1 wins when the Feral Troll has been destroyed. Note: If 
Player 1 destroys the Feral Troll before Round 5 and Erevan Sunshadow 
has not yet been freed, Player 1 may continue taking turns for each round 
to attempt to free Erevan (the trap still takes effect on a roll of 1–5). If 
Player 1 cannot activate Brandar’s Chest before the beginning of Round 
5, Erevan Sunshadow is still destroyed.

CAMPAIGN CONTINUES: If at least one of Player 1’s Heroes survived the 
battle, you may continue the campaign by playing Ancient Sanctum: 
Room 2 on page 25.
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ROOM 2: DROW AMBUSH
The room has no naturally occurring light. It is a complete mystery.
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Special Rules:

Light Source: The room is pitch black. In this scenario the Brandar’s 
Chest Treasure Glyph represents a glowing stone that can be picked up 
just like a normal Treasure Glyph. It starts the game power-side up, so 
there is no trap to roll for when picking up the stone. Player 2’s Heroes 
cannot pick up Brandar’s Chest. Every figure that is not within 4 spaces 
of the stone (or the figure carrying it) has no visible Hit Zone. At the 
end of each round, any figure in Player 1’s army that is not within 4 
spaces of the stone (or the figure carrying it) is attacked by an unknown 
creature skulking in the dark. Roll 1 attack die against each figure in 
Player 1’s Army that is outside the reach of the stone’s light. If the result 
is a skull, that figure takes 1 wound.

Darrak: Before placing order markers at the beginning of Round 4, 
Player 1 places Darrak Ambershard on any unoccupied shadow space 
(he used the distraction of the battle to escape).

Treasure Glyph Trap: If you roll a 1–5, the figure attempting to pick 
up the Treasure Glyph receives 1 wound, and the Treasure Glyph stays 
symbol-side up. If you roll a 6 or higher, reveal the Treasure Glyph and 
place it on the corresponding Army Card for the figure that attempted 
to pick it up.

Victory: Be the last player with at least one figure on the battlefield
to win.

CAMPAIGN CONTINUES: If at least one of Player 1’s Heroes survived 
the battle, you may continue the campaign by playing Ancient 
Sanctum: Room 3 on page 27.

CAMPAIGN MASTER GAME
Dungeon Adventure 1: Ancient Sanctum 
Room 2: Drow Ambush
The troll lurches forward. It groans and then collapses to the ground with 
a booming thud.

As you wipe away the sweat on your brow, you hear a voice in the 
distance. You move toward the voice, and as you do, it grows clearer. 
“Hey! You let me out of this blasted thing! By Avandra, I will gut you 
creepy freaks when I get out of here. Are you listening to me? You will all 
taste the sting of my blade before this day is through!”

The voice is that of Darrak Ambershard, a dwarf rogue and the fourth 
member of your party. You move through the cavern, following the sound 
of Darrak’s angry ranting. 

As you move forward, the light behind you begins to fade away. Soon 
you find yourself in total darkness. You reach out your hand to feel your 
way along, but as soon as your fingertips touch the wall you recoil as 
dozens of small spiders crawl up your arm. Repulsed, you frantically 
swat at the crawling sensations.

Just as you feel like you’ve rid yourself of most of the spiders, you see a 
purple glow emanating from a small stone. The unnatural light outlines 
the shadow of a figure in the dark. At the edge of the ring of light you 
see the unmistakable dark skin and white hair of a drow. It begins to 
back out of the light, and you can hear movement in the darkness, but 
you cannot see to attack. You must get to the stone and use its light to 
your best advantage.

Goal: Destroy all of your opponent’s figures.

Setup: Place figures and Treasure Glyphs where shown. Brandar’s Chest 
is placed power-side up. Darrak Ambershard is part of Player 1’s army, 
but he does not start on the battlefield.

Campaign Setup: If you just played Ancient Sanctum: Room 1 and you 
are continuing the campaign, place only Player 1’s Hero figures that 
survived Room 1. Any wound markers on the surviving Heroes’ Army 
Cards are removed.
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MASTER GAME—Crazy Troll 
(2 Players) 

Required Sets: 
1 Battle for the Underdark™ Master Set 

Guttural wails echo maddeningly through the underground cavern. 
The heroes of Toril and the Deepwyrm drow race toward the head-
splitting sound. 

As they burst upon the source of the noise, the warriors fi nd an awful 
sight. A feral troll screams and thrashes at the air around it, its huge 
eyes rolling in their sockets. 

Pelloth, the leader of the drow, shouts to be heard above the cries 
of the troll. “The brute must have found the artifact. Do you see what 
trying to understand its power does to a dull mind? Go, recover the 
artifact. The topsiders must not be allowed to possess it!” 

Player 1’s Goal: Player 1 must end a round with one of his or her 
Heroes carrying the Brandar’s Chest Treasure Glyph.

Player 2’s Goal: Player 2 must end a round with Pelloth carrying 
the Brandar’s Chest Treasure Glyph. Player 2 also wins by destroying 
all of Player 1’s fi gures. 

Setup: Place fi gures where shown. Randomly choose three Treasure 
Glyphs and the Brandar’s Chest Treasure Glyph, mix them up, and 
place them symbol-side up in a pile beside the board. Take the top 
Treasure Glyph off the pile and place it symbol-side up where shown. 

Player 1 starts with Ana Karithon, Darrak Ambershard, Tandros Kreel, 
and Erevan Sunshadow. Player 2 starts with Pelloth and 1 Squad 
of Deepwyrm Drow. At the start of the game, neither player controls 
the Feral Troll. Place the Feral Troll’s Army Card within reach of 
both players. 

Special Rules 

Crazy Troll: The Feral Troll has gone mad trying to understand what 
the artifact does. Because of that, treat it as a Neutral fi gure. 

Neutral Figure: Both players may place order markers on a Neutral 
fi gure’s Army Card. Order markers should be placed to either side of 
the Neutral fi gure’s Army Card so they are not accidentally revealed 
as the fi gure changes hands throughout the game. 

When an order marker is revealed for a Neutral fi gure, that player 
controls that fi gure for the duration of its turn. After that turn, 
the fi gure becomes Neutral and is not controlled by either player. 
While the fi gure is Neutral, all players treat it as an opponent’s fi gure. 
A Neutral fi gure cannot attempt to pick up or activate any Treasure 
Glyphs, but like all fi gures, it can stand on a Treasure Glyph.

Local Insight: For every order marker on the Feral Troll’s Army Card 
at the beginning of a round, add 1 to Player 2’s initiative roll. 

Reinforcements: Each time a Deepwyrm Drow fi gure is destroyed, 
place it back on one of the three spaces in its starting location. 

Treasure Glyph Trap: Roll the 20-sided die. If you roll a 1–5, do 
not reveal the Treasure Glyph. Instead, remove the fi gure from the 
space containing the Treasure Glyph and place it back on its starting 
location. The fi gure will not take any leaving engagement attacks. 
If you roll a 6 or higher, turn the Treasure Glyph power-side up and 
place it on that Hero’s Army Card. If the Hero was able to pick up the 
Treasure Glyph, at the end of that Hero’s turn, place the next Treasure 
Glyph from the pile symbol-side up on the space that Hero occupies. 

Victory: Player 2 wins when all of Player 1’s fi gures have been 
destroyed. Either player wins if, at the end of a round, one of their 
Heroes is carrying the Brandar’s Chest Treasure Glyph. 

If neither player has won by the end of Round 10, the player with 
the most points on the battlefi eld wins (see “Scoring” on page 13 
in the Battle for the Underdark Master Game).
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ROOM 3: THE PORTAL
Hundreds of spiders crawl along the floor and the walls. A stagnant pool of 
water fills the center of the room. The smell of death and decay lingers here.
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Special Rules: For the first round, do not roll for initiative. Player 1 
goes first.

Player 2’s Heroes cannot pick up the symbol-side up Treasure Glyph. 
However, if it is dropped and is power-side up on the battlefield, Player 
2’s eligible figures can pick it up. 

Treasure Glyph Trap: If you roll a 1–5, the figure that is attempting 
to pick up the Treasure Glyph loses the rest of its turn, the Treasure 
Glyph stays symbol-side up, and Player 2 may take a free turn with the 
Deepwyrm Drow if there are any still on the battlefield. If you roll a 6 
or higher, reveal the Treasure Glyph and place it on the corresponding 
Army Card for the figure that attempted to pick it up.

Victory: Be the last player with at least one figure on the battlefield 
to win.

CAMPAIGN CONTINUES: If at least 1 of Player 1’s Heroes survived the 
battle, you may continue the campaign by playing Ancient Sanctum: 
Room 4 on page 29.

CAMPAIGN MASTER GAME
Dungeon Adventure 1: Ancient Sanctum 
Room 3: The Portal
As the last of your enemies fall, you hear one of the drow warriors cry 
out in its death throes, “Pelloth will avenge us! You will not live to see 
daylight again!”

The darkness of this room is overwhelming and disorienting. It crowds in 
on the light from the stone, and despite your experience with enclosed 
spaces, you feel a sudden pang of fear—as though the walls are closing 
in around you. You move to one of the walls, following it wherever it 
leads, wanting only to get out of the darkness.

As you move forward, you see a familiar purple glow coming from more 
of the luminescent plants that you encountered earlier. They start off as 
sparse thin vines, but as you move forward, more and more of the plants 
entwine with one another until the walls and floors are thick with them, 
lighting the entire room ahead in a purple glow. In your driving desire to 
leave the darkness behind, you rush toward the light. As you break upon 
the room, your heart sinks. The room is filled with more drow and yet 
another troll.

A drow dressed in dark robes and carrying a staff steps forward. “Kill 
them!” the drow spits in a hatred-laced voice. “The portal is nearly open. 
We cannot allow them to interfere.”

Goal: Destroy all of your opponent’s figures.

Setup: Place figures and the Treasure Glyph where shown.

Campaign Setup: If you just played Ancient Sanctum: Room 2 and you 
are continuing the campaign, place only Player 1’s figures that survived 
Room 2. Any wound markers on the surviving Heroes’ Army Cards are 
removed, and any Treasure Glyphs (excluding Brandar’s Chest) that 
were held by Player 1’s surviving figures or were power-side up on 
the battlefield at the end of Room 2 can be placed on any of Player 1’s 
Army Cards.
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ROOM 4: THE ANCIENT SANCTUM
The room’s walls are lined with bright glowing lines of script, in a language 
that you cannot read but do recognize. It is the same script that encircled the 
wellspring used to summon you into this world. This room contains power. 
That much is clear.
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CAMPAIGN MASTER GAME
Dungeon Adventure 1: Ancient Sanctum 
Room 4: The Ancient Sanctum
Your limbs burn with exhaustion. You slump against a rock outcropping, 
breathing heavily. What could have brought so many villains to this 
one place? Could the portal that the drow mentioned be one of the 
wellsprings that Jandar spoke of?

Your thoughts are cut short as a brilliant white-blue light flashes through 
an entryway in the wall. The ground begins to shake, and a deafening 
tone reverberates through the room.

The tone dies down to a low rumble. Bits of the ceiling begin dropping 
down from all around you. You get up and race for the source of the light, 
dodging falling rubble as you go.

The entryway opens onto a large room. The room’s walls are lined with 
bright glowing lines of script, belonging to a language that you cannot 
read but do recognize. It is the same script that encircled the wellspring 
used to summon you into this world. 

At the back of the room a black dragon unfurls it wings as it stands up on 
its hindquarters. The dragon speaks in a triumphant voice. “Utgar will be 
pleased. The secret of the ancients has been unlocked.” 

A green liquid sprays out from the dragon’s maw. You narrowly dodge 
the spray and watch as the bubbling fluid eats its way through the solid 
stone floor.

Goal: Destroy all of your opponent’s figures.

Setup: Place figures and the Treasure Glyph where shown. 

Campaign Setup: If you just played Ancient Sanctum: Room 3 and you 
are continuing the campaign, place only Player 1’s figures that survived 
Room 3. Any wound markers on the surviving Heroes’ Army Cards are 
removed, and any Treasure Glyphs that were held by Player 1’s surviving 
figures or were power-side up on the battlefield at the end of Room 3 
can be placed on any of Player 1’s Army Cards.

Special Rules: Player 2’s Heroes cannot pick up the symbol-side up 
Treasure Glyph. However, if it is dropped and is power-side up, Player 2’s 
eligible figures can pick it up.

Treasure Glyph Trap: If you roll a 1–5, the Treasure Glyph stays symbol-
side up, and Player 2 may add a squad of Deepwyrm Drow to his Army 
and place them onto any unoccupied space adjacent to any of Player 1’s 
figure(s). If you roll a 6 or higher, reveal the Treasure Glyph and place it 
on the corresponding Army Card for the figure that attempted to pick it 
up. Player 2 can no longer place Deepwyrm Drow onto the board.

Victory: Be the last player with at least one figure on the battlefield
to win. 

VICTORIOUS HEROES 
The dragon writhes in pain and rage as it declares, “This is not over. The 
sanctuaries of the ancients spread out under the surface of this land like 
a web. Their knowledge and power will belong to Utgar.”

As the dragon finishes speaking, the script on the walls shines out even 
brighter, dazzling your vision. The light then dies back down and goes 
out completely. The dragon has vanished.

A tingle prickles up your spine as you consider the dragon’s words. 
You leave this place with a deep understanding that the war in Valhalla 
has changed drastically. How many more of these places has Utgar 
discovered, and what secrets do they hold? 
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MASTER GAME—Marked for Vengeance 
(2 Players) 

Required Sets: 
1 Battle for the Underdark™ Master Set 

The black dragon Othkurik thrashes in his sleep. He dreams of his 
own death. 

The dragon is startled awake by a reporting minion. “Lord Othkurik, 
topsiders have invaded the Underdark, killing and looting as they go.”

 “It is as I feared,” growls Othkurik in his booming voice. “While I 
slept, I had a premonition of my death. We must kill the warrior who 
slew me in my dream. We must keep this prophecy from coming to 
pass.” 

Player 1’s Goal: Player 1 must have the Marked Hero (see “Setup” 
below) exit the cavern by moving onto an exit zone space.

Player 2’s Goal: Player 2 must destroy the marked Hero before it 
exits the cavern. 

Setup: Choose one of the following two options.

Master Set Only: Player 1 starts with Ana Karithon, Darrak Amber-
shard, Tandros Kreel, and Erevan Sunshadow. Player 2 starts with 1 
Squad of Deepwyrm Drow, Pelloth, and Othkurik. 

Master Set and Expansion Sets: Player 1 drafts or brings a pre-made 
400-point Army that must include at least two Unique Heroes and 
cannot include Othkurik. Player 2 drafts or brings a pre-made 
310-point Army that must include Othkurik. 

Whichever setup option you choose, Player 1 starts in the blue start-
ing zone. Player 2 starts in the purple starting zone. (Note: Othkurik is 
not placed at the start of the game.)

Place the Talisman of Defense Treasure Glyph symbol-side up where 
shown. 

Marked Hero: Before placing order markers for the fi rst round, 
Player 2 randomly chooses one Unique Hero in Player 1’s Army and 
secretly writes the name of that Hero on a piece of paper. Place that 
piece of paper off to the side of the battlefi eld out of sight of Player 1. 
That Hero is now the Marked Hero. 

Special Rules 

Chased by Othkurik: Player 2 does not place Othkurik at the start 
of the game. At the end of Round 3, Player 2 places Othkurik on the 
2 spaces behind Player 1’s starting zone as shown. 

On the Run: When a fi gure in Player 1’s Army moves onto an exit 
zone space, that fi gure is immediately removed from the battlefi eld. 

Exit Zone: Exit zone spaces are marked on the map with an .

Treasure Glyph Trap: Roll the 20-sided die. If you roll a 1-5, do not 
reveal the Treasure Glyph. Instead, the fi gure that set off the trap 
ends its turn, and all unrevealed order markers are removed from 
that fi gure’s Army Card. 

Victory: Player 2 wins when the Marked Hero fi gure is destroyed. 
Player 1 wins when the Marked Hero fi gure moves onto an exit 
zone space. 

If neither player has won by the end of Round 8, the player with the 
most points on the battlefi eld wins (see “Scoring” on page 13 in the 
Battle for the Underdark Master Game).
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OTHKURIK’S THRONE  BATTLEFIELD

Required Sets: 
1 Battle for the Underdark™ Master Set 

The black dragon Othkurik enjoys collecting treasure. 
He takes it back to his “throne,” a small cavern nestled 
deep in the Underdark, where he hoards his collection. 
The cavern is both a safe area to rest and a good 
launching point for raids. While he sleeps, the dragon has 
his minions stand watch against any adventurers foolish 
enough to invade his lair.
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MASTER GAME—Raiding Othkurik’s Throne 
(2 Players) 

Required Sets: 
1 Battle for the Underdark™ Master Set  

Ambushes have plagued the northern pass in recent months. 
With them come whispers of drow assassins in the night, pillaging 
the wealth of travelers and leaving behind nothing but bones and 
blood. Among the areas raided was a key strategic post of the allied 
generals. Maps of their strongholds in the Underdark were stolen. 

You have been sent to investigate a cavern to the north, believed to 
be the raiders’ base of operations, and recover the maps at any cost. 

As you step into the cavern, the damp moss-covered walls seem 
to come alive, shaking in a low rumble as if drawing breath. You light 
your torches, and by their glow you see the den of a black dragon just 
beyond a shadowy lagoon. The dragon’s scaly chest rises and falls as 
it breathes, and vile plumes of acidic smoke rise from its nostrils. 
Your torchlight also refl ects off piles of golden treasure, but you have 
no time to examine them—a horde of the dragon’s minions approach 
to defend their master and his den of greed. 

With your backs to the cavern mouth, you ready yourselves for battle 
and pray that the dragon is not a light sleeper. 

Player 1’s Goal: Player 1 has two ways to achieve victory. 

Before Othkurik Awakes: Player 1 must destroy all Player 2’s fi gures, 
or have one of his or her fi gures exit the cavern with the Brandar’s 
Chest Treasure Glyph. 

After Othkurik Awakes: Player 1 must destroy Othkurik, or have 
one of his or her fi gures exit the cavern with the Brandar’s 
Chest Treasure Glyph.

Player 2’s Goal: Player 2 must destroy Player 1’s fi gures. 

Setup: Choose one of the following two options.

Master Set Only: Player 1 starts with Ana Karithon, Darrak 
Ambershard, Tandros Kreel, and Erevan Sunshadow. Player 2 
starts with 1 Squad of Deepwyrm Drow, Pelloth, and 1 Feral Troll. 

Master Set and Expansion Sets: Player 1 drafts or brings a pre-made 
400-point Army. Player 2 drafts or brings a pre-made 300-point Army. 
Neither Army can include Othkurik. 

Whichever setup option you choose, place Othkurik where shown. 
Player 1 starts in the blue starting zone. Player 2 starts in the red 
starting zone. 

Randomly choose two Treasure Glyphs and the Brandar’s Chest 
Treasure Glyph, mix them up, and place them symbol-side up 
where shown. 

Special Rules 

Exiting the Cavern: A fi gure in Player 1’s Army that is carrying 
the Brandar’s Chest Treasure Glyph can exit the cavern (and win) 
by ending its turn on one of the 5 grass spaces in its starting zone. 

Othkurik: Othkurik starts the game asleep. He is on the battlefi eld 
but not under anyone’s control, and he cannot be targeted or affected 
by any attacks. Any fi gure adjacent to Othkurik can move away from 
him without taking any leaving engagement attacks. If Othkurik has 
not awoken (see “Treasure Glyph Trap” below) by the end of Round 4, 
Player 2 gains control of Othkurik.

Hands Off: Player 2’s fi gures (including Othkurik, if under his or her 
control) cannot attempt to pick up any symbol-side up Treasure Glyphs. 

Treasure Glyph Trap: Roll the 20-sided die. If you roll a 1–5, the 
fi gure attempting to pick up the Treasure Glyph receives 1 wound 
and, if Othkurik is not yet awake, the trap wakes Othkurik. Do not 
reveal the Treasure Glyph. Player 2 now gains control of Othkurik, 
but he or she cannot place order markers on him until the beginning 
of the next round.  

Victory: Player 2 wins when all of Player 1’s fi gures have been 
destroyed.

Player 1 wins when one of his or her fi gures carrying Brandar’s Chest 
Treasure Glyph ends its turn on a grass space in its starting zone, 
or when Othkurik has been destroyed. Player 1 also wins by destroying 
all of Player 2’s fi gures before Othkurik awakes. 

If neither player has won by the end of Round 10, the player with the 
most points on the battlefi eld wins (see “Scoring” on page 13 in the 
Battle for the Underdark Master Game).
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MASTER GAME—Controlling Othkurik’s Throne 
(2 Players) 

Required Sets: 
1 Battle for the Underdark™ Master Set  

Tales of dragon treasure have drawn two competing parties of 
adventurers into the heart of the Underdark. The two groups, follow-
ing different paths, arrive at the same time in the throne room of the 
black dragon. Othkurik is away, but the walls of the cavern drip with 
the dragon’s green acid. 

The opposing sides are not about to share the treasure laid out 
before them. A battle ensues, with adventurers looting as they fi ght. 
The combatants soon fi nd out that dripping acid and rival warriors 
aren’t their only concern. Much of the treasure here is cursed.

Goal: Take control of Othkurik’s throne by destroying all your 
opponent’s fi gures. 

Setup: Each player drafts or brings a pre-made 400-point Army. 
Player 1 starts in the blue starting zone. Player 2 starts in the 
red starting zone.

Randomly choose three Treasure Glyphs and the Brandar’s Chest 
Treasure Glyph, mix them up, and place them symbol-side 
where shown.

Special Rules 

Acid Drip: At the end of each round, roll one attack die for each 
fi gure that is not on a water space. If you roll a skull, that fi gure 
receives 1 wound. If Othkurik is in either Army, he is never affected 
by the Acid Drip. If a fi gure is carrying the Brandar’s Chest Treasure 
Glyph, that fi gure and all adjacent friendly fi gures are not affected by 
the Acid Drip. 

Cloak of Acid Resistance: If a fi gure is carrying the Brandar’s Chest 
Treasure Glyph, that fi gure and all adjacent friendly fi gures are not 
affected by the Acid Drip. If Othkurik is in either Army, the fi gure 
carrying the Brandar’s Chest Treasure Glyph also adds 1 automatic 
shield to whatever is rolled when defending against Othkurik’s Acid 
Spray Special Attack. 

Treasure Glyph Trap: Roll the 20-sided die. If you roll a 1–5, do not 
reveal the Treasure Glyph. Instead, the fi gure attempting to pick up 
the Treasure Glyph receives 2 wounds.

Victory: Player 2 wins when all of Player 1’s fi gures have been 
destroyed. Player 1 wins when all of Player 2’s fi gures have 
been destroyed.

If neither player has won by the end of Round 7, the player with the 
most points on the battlefi eld wins (see “Scoring” on page 13 in the 
Battle for the Underdark Master Game).
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Dungeon Adventure 2: 
THE RIVER OF BLOOD

Campaign Master Game Rules

Required Sets: 1 Battle for the Underdark Master Set 1 full set of 
Champions of Forgotten Realms (Collection D1)
(2 Players)

The Underdark .None in Valhalla knew that such an expansive world lay 
just below the surface of their own.  Somewhere in that twisting 
underground maze might lay the secrets of the lost civilization that built 
the wellsprings.

You are the leader of an adventuring party, sent into the Underdark to 
unravel its most recent mystery.  Along one of the well-scouted passages, 
lies an underground lake.  Recently a horrific number of mutilated 
corpses have been discovered floating in its waters, apparently carried 
there by a river that feeds into the lake.  Now christened the River of 
Blood, it stretches back into an unexplored region of the Underdark.  
You have been tasked with following that river and discovering the 
source of the bodies that float down its current. 

Special Campaign Rules: If you are playing each battle in Dungeon 
Adventure 2 in order as a campaign, the following rules apply.

Player 1’s Adventuring Party: Player 1 drafts or brings a pre-made 
Army (the adventuring party) to use throughout the campaign. Before 
starting play, Player 1 chooses a 500-point Army that can contain only 
figures who follow the 5 allied generals (Jandar, Ullar, Vydar, Einar, and 
Aquilla).  Note: Player 1 cannot select the Greenscale Warriors.

Player 2’s Armies: Player 2 has a wide choice of figures for use in each 
room of the Dungeon Adventure including figures who follow the allied 
generals. (Although they were initially allies of the adventurers, those 
figures have become slaves to the River of Blood and its master.) 
However, two drafting rules apply to Player 2’s Armies for this 
campaign. 

1: Player 2 cannot select a duplicate of any Unique figure that was in 
Player 1’s adventuring party at any point in the campaign. 

2: Whenever Player 2 uses a Unique figure in a room, he or she forfeits 
the use of that figure in a future room. (This rule does not affect 
Uncommon figures). 

For example, Player 2 selects Pelloth, and 2 Deepwyrm Drow squads for 
Room 1. If Player 1 defeats that Army and advances to the next room, 
Player 2 would be able to select the Deepwyrm Drow for future rooms, 
but not Pelloth, because he is Unique and has been destroyed. Note: 
Because of this rule, Othkurik, Estivara, and Torin cannot be used until 
rooms 3 and 4. Please read through each room’s scenarios before 
deciding which Unique figures to use in each room. 

Wounds: When Player 1 continues on to a new room in the dungeon, all 
wound markers on figures that were not destroyed in the previous room 
are removed from each of those figures’ Army Cards. The figures start 
the next room at full health. 

Death: If a figure in Player 1’s Army is destroyed in any of the dungeon 
rooms, that figure's fate is not yet decided. See “Second Wind” below.

Second Wind: When setting up figures in a new room, set aside any 
figure that was destroyed in the previous room. Roll a number of attack 
dice equal to the destroyed figure's Life. That figure starts the next room 
with 1 wound for every skull rolled. If you roll a skull on every die for 
that figure, it is removed from the campaign and cannot roll for Second 
Wind in the following rooms if Player 1 continues to advance. If all of 
Player 1's units are destroyed in a room, Player 1 cannot continue to the 
next room using Second Wind. Player 2 wins the campaign. 

Equipment (Treasure Glyphs): When Player 1 continues onto a new 
room in the dungeon, the Unique Heroes in Player 1’s Army retain 
control of any Treasure Glyphs they carry, and gain control of any that 
were power-side up on the previous battlefield. Player 1 may redistribute 
the Treasure Glyphs only when placing figures onto starting zone spaces 
for a new room.

Random Treasure Glyphs:  This Dungeon Adventure can possibly use 
all 7 non-Brandar’s Chest Treasure Glyphs included in the required sets 
(see above). However, if you have additional Treasure Glyphs and want 
to add them to the pool, feel free! Take at least 7 non-Brandar’s Chest 
Treasure Glyphs and put them in a symbol-side up pile to the side of the 
battlefield. Each time a random Treasure Glyph is required for a room, 
use the top Treasure Glyph from the symbol-side up pile. 

Deep in the Depths: Figures with The Drop special power cannot use 
that power, and always start each room in their player’s starting zone.

Connected Rooms:  If you look on the next page, you will see that the 
end of each room in the River of Blood is the beginning of the next. If 
you own multiple sets of the Battle for the Underdark Master Set, you 
can create all four connected rooms at once. However, when playing the 
campaign, you cannot skip ahead. Player 1 must accomplish the victory 
conditions of each room before venturing into the next room.

1



Insert Image of Room 4

River of Blood Connected Rooms
If you own multiple sets of this Master Set and want to connect the rooms in Dungeon Adventure 2, use this guide. 

Build each battlefield according to the diagrams on the following pages, and connect them as shown below.

Room 2

Room 1

Room 3
Room 4

9

5

7

7

7

7

7

7 7

9

5

7

7

95

7

7

7

7

9 5

7

7

Shared tiles between rooms 1 and 2

Shared tiles between rooms 2 and 3

Shared tiles between rooms 3 and 4

2



7

The River of Blood travels under the stair via a narrow gully 
and spills out into a massive lake.  Few have ventured this 
far north.
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MASTER GAME- The Descending Stair
Required Sets: 1 Battle for the Underdark Master Set 1 full set of 
Champions of Forgotten Realms (Collection D1)
(2 Players)

Room 1: The Descending Stair:
As you enter the cavernous area of the underground lake, you pick up a 
slight smell of sulfur in the air.  Kneeling down, you cup some of the 
lake’s water in your hands.  The water burns to the touch- it is definitely 
the source of the smell.  Something is contaminating the water.  You 
warn the others in your party to stay clear of it.

You quickly spot the newly-named River of Blood flowing into the lake 
from a tunnel.  Like a dark omen, just as you set your gaze on the river’s 
entrance, the pale dead eyes of a floating corpse meet your own, as the 
body drifts lazily out from the river and into the lake.

You follow a narrow passage that leads over the river’s tunnel. After a 
time, the narrow passage opens up onto a natural stair that descends into 
the darkness.  At its bottom your torch illuminates flashes of agile 
movement.  There are drow here guarding the stair.  You smile grimly.  
“That didn’t take long,” you mutter as you draw your weapon.  

Goal:  Destroy all of your opponent’s figures.

Setup: Randomly select 1 non-Brandar’s Chest Treasure Glyph and 
place it symbol side up as shown.

Player 1 drafts or brings a pre-made 500 point Army of figures from the 
5 allied generals (Jandar, Ullar, Einar, Vydar, and Aquilla). Player 2 
drafts or brings a 250 point Army that must include at least one squad of 
Deepwyrm Drow. 

Player 1 starts in the Blue starting zone. Player 2 starts in the Red 
starting zone. 
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Special Rules: 
 
River of Blood: Any figure that ends its turn on a water space must roll 
a 20-sided die. For Squad figures, only figures that were activated on 
that turn are affected. If you roll a 1-4, that figure receives 1 wound from 
the traces of acid in the water. Note: The River of Blood takes effect 
after all end of turn powers have resolved. 

Stalactites: If a figure uses the Flying special power to move, place 1 
wound marker on that figure as it starts its move. Figures with Stealth 
Flying are not affected by Stalactites.  

Treasure Glyph Trap: Roll the 20-sided die. If you roll a 1-5, do not 
reveal the Treasure Glyph. Instead, the Hero attempting to pick up the 
Treasure Glyph receives 1 wound. If you roll a 6 or higher, turn the 
Treasure Glyph power-side up and place it on that Hero’s Army Card.

Victory:  Be the last player with at least one figure on the battlefield to 
win. If neither player has won by the end of Round 10, the player with 
the most points on the battlefield wins (see “Scoring”, on page 13 in the 
Battle for the Underdark Master Set game guide). Player 1 must defeat 
all of Player 2’s figures to continue onto the next room.

CAMPAIGN CONTINUES: If at least one of Player 1’s figures survives 
the battle, and all of Player 2’s figures have been destroyed, you may 
continue the campaign by playing River of Blood: Room 2 on page 6.
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The river of blood rushes back towards the stair with a torrent of speed. 
Mired in shadow, the Hydra’s lair sits atop a perch of rock that tell all who 
enter who controls this area.
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MASTER GAME- The Hydra’s Lair
Required Sets: 1 Battle for the Underdark Master Set, 1 full set of 
Champions of Forgotten Realms (Collection D1)
(2 Players)

Room 2: The Hydra’s Lair:
Your enemies lie at your feet.  One badly injured drow still draws breath.  
He uses that breath to curse you in his native tongue.  You press him for 
information about the bodies floating out into the lake, but he expires 
with a final hiss. At least, you thought the hissing came from him-but 
there it is again.

You stand and follow the river as it curves sharply to the left.  As you 
move ahead, the hissing becomes louder.  Just beyond an outcropping of 
rock you catch a glimpse of writhing snake like necks and heads.  It is a 
hydra! And you have crossed into its lair.

The river gurgles to your left; it is moving faster here. A scream bursts 
forth from the hydra’s many throats, drowning out the sound of the 
rushing river.  The monster has spotted you, and its screams have 
summoned its minions. 

Goal:  Destroy all of your opponent’s figures.

Setup: Randomly select 2 non-Brandar’s Chest Treasure Glyphs and 
place them symbol side up as shown.

Player 1 drafts or brings a pre-made 500 point army of figures from the 5 
allied generals (Jandar, Ullar, Einar, Vydar, and Aquilla). Player 2 drafts 
or brings a 300 point army that must include only one Fen Hydra.  

Player 1 starts in the Blue starting zone. Player 2 starts in the Red 
starting zone. Player 2’s Fen Hydra starts on the space marked 

Campaign Setup: If you just played River of Blood: Room 1 and you 
are continuing the campaign, place only Player 1's figures that suvived 
room 1. Figures that used Second Wind (see the campaign Master Rules) 
might start with wound markers already on their Army Cards.
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Special Rules: 
 
River of Blood: Any figure that ends its turn on a water space must roll 
a 20-sided die. For Squad figures, only figures that were activated on 
that turn are affected. If you roll a 1-4, that figure receives 1 wound from 
the traces of acid in the water. Note: The River of Blood takes effect 
after all end of turn powers have resolved. 

Stalactites: If a figure uses the Flying special power to move, place 1 
wound marker on that figure as it starts its move. Figures with Stealth 
Flying are not affected by Stalactites.

Rapid River: At the end of each round, each Treasure Glyph that is on a 
water space moves 1 water space closer to Player 1's starting zone, if 
possible. A Glyph can move off, or onto a space a figure occupies, but it 
does not move if the next water space is currently a non-water space (for 
example, an ice space created by a Greater Ice Elemental). If a Glyph is 
on the last water space in Room 2 when it would be moved by the Rapid 
River, it is removed from the battlefield.

Treasure Glyph Trap: Roll the 20-sided die. If you roll a 1-5, do not 
reveal the Treasure Glyph. Instead, the Hero is sucked underwater and 
pulled with the current (see “Water Current ”below). If you roll a 6 or 
higher, turn the Treasure Glyph power-side up and place it on that Hero’s 
Army Card.

Water Current: Whenever a Hero is sucked underwater by the 
Treasure Glyph trap, immediately move that Hero along the water 
spaces towards Player 1’s starting zone until one of the following 
conditions is met:
*The Hero moves onto a non-water space (for example, an ice space 
created by a Greater Ice Elemental).
*The Hero would move onto a space occupied by another figure.
*The Hero reaches the last water space in Room 2.  
The moved Hero does not take any leaving engagement attacks while 
moving along the River of Blood, nor does it stop or trigger any powers 
based on movement until it meets one of the above conditions. 

Victory:  Be the last player with at least one figure on the battlefield to 
win. If neither player has won by the end of Round 10, the player with 
the most points on the battlefield wins (see “Scoring”, on page 13 in the 
Battle for the Underdark Master Set game guide). Player 1 must defeat 
all of Player 2’s figures to continue on to the next room.

CAMPAIGN CONTINUES: If at least one of Player 1’s figures survives 
the battle, and all of Player 2’s figures have been destroyed, you may 
continue the campaign by playing River of Blood: Room 3 on page 8.
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The River of Bloods rapid flow begins here, where the river is 
choked between rocks stained in blood. to the west a leveled
off area looms where those controlling the chamber can look 
down upon those they control.
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MASTER GAME- The Torture Chamber
Required Sets: 1 Battle for the Underdark Master Set, 1 full set of 
Champions of Forgotten Realms (Collection D1)
(2 Players)

Room 3: The Torture Chamber:
Your chest heaves as you pull air into your burning lungs.  The battle 
was hard won and your body cries out for rest, but the fresh streaks of 
crimson flowing down the river tell you that your job is not yet done.

Your party continues its trek upstream.  After a short distance you enter 
into an area where giant stalactites loom overhead. Rocks jut up on both 
sides of the river, stained red with layers of drying blood.  In the 
shadows beyond the rocks you see a pair of glowing yellow eyes.  The 
eyes move forward into the light, revealing the face behind them.  You 
immediately recognize the creature from the growing number of tales 
told about it: This is the black dragon Othkurik, Utgar’s champion of the 
Underdark.  With the dragon is a band of Greenscale Warriors.  Knowing 
that the lizardfolk were summoned by the Valkyrie Ullar, you call to 
them but their blank expression tells you that they are no longer allies.

Goal:  Destroy all of your opponent’s figures.

Setup: Randomly select 2 non-Brandar’s Chest Treasure Glyphs and 
place them symbol side up as shown.

Player 1 drafts or brings a pre-made 500 point army of figures from the 5 
allied generals (Jandar, Ullar, Einar, Vydar, and Aquilla). Player 2 drafts 
or brings a 350 point army that must include Othkurik and at least 1 
squad of Greenscale Warriors. Besides any Greenscale Warriors, Player 
2’s Army can only include Utgar figures. 

Player 1 starts in the Blue starting zone. Player 2 starts in the Red 
starting zone. 

Campaign Setup: If you just played River of Blood: Room 2 and you 
are continuing the campaign, place only Player 1's figures that suvived 
room 2. Figures that used Second Wind (see the campaign Master Rules) 
might start with wound markers already on their Army Cards.
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Special Rules: 
 
River of Blood: Any figure that ends its turn on a water space must roll 
a 20-sided die. For Squad figures, only figures that were activated on 
that turn are affected. If you roll a 1-4, that figure receives 1 wound from 
the traces of acid in the water. Note: The River of Blood takes effect 
after all end of turn powers have resolved. 

Stalactites: If a figure uses the Flying special power to move, place 1 
wound marker on that figure as it starts its move. Figures with Stealth 
Flying are not affected by Stalactites.

Rapid River: At the end of each round, each Treasure Glyph that is on a 
water space moves 1 water space closer to Player 1's starting zone, if 
possible. A Glyph can move off, or onto a space a figure occupies, but it 
does not move if the next water space is currently a non-water space (for 
example, an ice space created by a Greater Ice Elemental). If a Glyph is 
on the last water space in Room 3 when it would be moved by the Rapid 
River, it is removed from the battlefield.

Tortured into Submission: At the start of the game, Player 2 controls at 
least 1 squad of Greenscale Warriors who must select either Othkurik or 
another eligible figure in Player 2’s Army as their Lizard King. As soon 
as Player 1 destroys that Lizard King, Player 1 gains control of all 
remaining Greenscale Warriors for the rest of the campaign. Player 2 
removes all unrevealed order markers on the Greenscale Warriors’ Army 
Card(s) and passes them over to Player 1. Note: Player 1 cannot name a 
new Lizard King for the Greenscale Warriors (if possible) until the 
beginning of Room 4.

Treasure Glyph Trap: Roll the 20-sided die. If you roll a roll of 1-5, do 
not reveal the Treasure Glyph. Instead, roll 2 attack dice. That Hero 
immediately receives one wound and removes one random unrevealed 
order marker from its Army Card for each skull rolled. If you roll a 6 or 
higher, turn the Treasure Glyph power-side up and place it on that Hero’s 
Army Card.

Victory:  Be the last player with at least one figure on the battlefield to 
win. If neither player has won by the end of Round 10, the player with 
the most points on the battlefield wins (see “Scoring”, on page 13 in the 
Battle for the Underdark Master Set Game Guide). Player 1 must defeat 
all of Player 2’s Utgar figures to continue on to the next room

CAMPAIGN CONTINUES: If at least one of Player 1’s figures survives 
the battle, and all of Player 2’s Utgar figures are destroyed, you may 
continue the campaign by playing River of Blood: Room 4 on page 10.
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The rocks in this room form a circle surrounding the area where the
River of Blood begins. Fed from underground streams, it bubbles up 
around the rock outcrops and flows gently to the south. 
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MASTER GAME- The Transformation Circle
Required Sets: 1 Battle for the Underdark Master Set, 1 full set of 
Champions of Forgotten Realms (Collection D1)
(2 Players)

Room 4: The Transformation Circle:
Othkurik is slain. You fall to your knees in relief.  This has been the 
hardest challenge of your life, but you have overcome it.  You have not 
failed the Valkyrie.

You get wearily to your feet and start back toward the lake. Suddenly, 
you hear a deep thud.  You feel a prickle run up your back.  Another thud 
sounds out, and with it a flash of bright blue-white light.  You hear the 
distant sound of a female voice chanting rhythmically.

Your heart sinks.  You turn and move towards the chanting.  Your legs 
feel more weighted with every step.

The chanting becomes louder and louder until you spot its source.  A 
female drow stands in ceremonial-looking garb, she is surrounded by a 
circle of glowing symbols. Her long white hair and robes twist and fly in 
all directions, as if she is standing in the midst of a tempest.  Her 
chanting swells to a new fervor.  At her feet lies a Kyrie.  At first you 
think he is injured, but as you study him, you see he is smiling.

A tall brute of a cyclops stands nearby the drow.  His single large eye is 
fixed on you.  He growls out, “Stop them.  Estivara’s ritual must not be 
interrupted.”

Player 1’s Goal: Destroy Estivara by the end of Round 6.
Player 2’s Goal: Destroy all of Player 1’s figures, or keep Estivara alive 
untill the end of Round 6.

Setup: Randomly select 2 non-Brandar’s Chest Treasure Glyphs and 
place them symbol side up as shown.

Player 1 drafts or brings a pre-made 500 point army of figures from the 5 
allied generals (Jandar, Ullar, Einar, Vydar, and Aquilla). Player 2 drafts 
or brings a 500 point army that must include Estivara and Torin. 

Player 1 starts in the Blue starting zone. Player 2 starts in the Red 
starting zone. Estivara starts on the spot marked        and Torin starts on 
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the spot marked

Campaign Setup: If you just played River of Blood: Room 3 and you 
are continuing the campaign, place only Player 1's figures that suvived 
room 3. Figures that used Second Wind (see the campaign Master Rules) 
might start with wound markers already on their Army Cards.

Special Rules:

Casting the Ritual: Estivara is standing atop a pedestal in the middle of 
the ritual circle. She cannot move from that space while she performs the 
ritual, but she can take turns to attack and use other powers while 
casting. Estivara cannot be moved from the pedestal by any special 
power on any Army Card or Glyph. 

Stalactites: If a figure uses the Flying special power to move, place 1 
wound marker on that figure as it starts its move. Figures with Stealth 
Flying are not affected by Stalactites.

Treasure Glyph Trap: Roll a 20-sided die. If you roll of 1-5, do not 
reveal the Treasure Glyph. Instead, that Hero is immediately attacked by 
the Venom Trap (see Venom Trap below).If you roll a 6 or higher, turn 
the Treasure Glyph power-side up and place  it on that Hero’s Army 
Card.

Venom Trap: Roll 3 attack dice. The Hero affected by the Venom Trap 
rolls defense normally. If the Venom Trap inflicts at least 1 wound, roll 
the 20-sided die for Venom Damage. If you roll a 1-9, the Hero receives 
no additional wounds for Venom Damage. If you roll a 10-20 add 1 
additional wound marker to the defending Hero’s Army Card, and roll 
again for Venom Damage. 

Victory Conditions:  Player 1 wins by destroying Estivara before the 
end of Round 6, endint the ritual. Player 2 wins when all of Player 1’s 
figures have been destroyed, or if Estivara is still on the battlefield at the 
end of Round 6. 

Read aloud if Player 1 wins:

Estivara screams as rays of brilliant light shine out from her eyes and 
mouth.  She falls to the ground, and the room goes dark except for the 
light of your torch.  Your remaining enemies stumble around in a dazed 
stupor.  Having lost the will to fight they flee into the dark tunnels 
leading away from the area.  The smiling Kyrie lying at the center of the 
symbols rolls over and bounds to his feet.  His smile is gone.  He cries 
out in a wordless scream of anger and disgust, then he too vanishes down 
a darkened corridor.  You lack the energy to chase him, but you are 
satisfied, knowing that what must have been a great evil was stopped 
here today. 

Read aloud if Player 2 wins:

The last words of Estivara’s long chant echo off the cavern walls.  
Silence lingers for a moment, and then the room begins to quake.  
Estivara steps out of the ring of symbols, and the Kyrie lying there gets 
to his feet. He drinks a goblet of sparkling water and, as he does, his 
body begins to shift.  He grows, his bones crack, his face distorts, his 
features grow hideously large, and his wings become leathery.  Standing 
in the symbols is a new monstrosity – an evil new Archkyrie is born! 
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Campaign Master Game Rules 

Dungeon Adventure 3: Shadow Cavern Campaign Master Game Rules 

Required Sets: 2 Battle for the Underdark Master Sets and 1 complete set of Warriors of Eberron (Collection 
D2) 

Down beyond the blighted forests of Bleakwoode, in the province of Braunglayde, lies an entrance into the 

Underdark.  A new Valkyrie has recently been born by means of a dark ritual and stirrings in this area suggest that 

the new Valkyrie may have taken up residence here, seeking to establish a seat of power for himself.   

You are to lead a party of adventurers on a scouting mission.  Discover what you can about what lies below the 

surface of Braunglayde and escape with your lives to report your findings. 

Playing the Shadow Cavern: 
Start with the Forked Path Entrance scenario. From there, you can branch into rooms 2, 3, and 4 in the order 
the scenario dictates. Finally, you will finish the adventure with the Forked Path Exit scenario. Note that the 
entrance and exit scenario use the same battlefield (the Forked Path).  

 Special Campaign Rules: If you are playing each battle in Dungeon Adventure 3 in order as a campaign, the 
following rules apply.  

This campaign can be played with 2-4 players. Player 1 will be in control of the Evil dungeon inhabitants. 
Player(s) 2-4 will be in control of the Adventuring Team (and teamed together in a 3-4 player game).  

Army Selection for Room 1: 

Player 1 drafts or chooses a pre-made Army for room 1 first. Player 1 selects a 400 point army that can 
contain only figures from Utgar, Valkrill, or Vydar. After Player 1 has decided which figures will be in his 
Army for Room 1, Player(s) 2-4 can select their Armies for the Dungeon Adventure that can contain only 
figures from Jandar, Einar, Ullar, Aquilla, and Vydar. The amount of points that each player has available is 
determined by the number of players: 

2 players: Player 2 selects a 600 point Army. 

3 players: Players 2 and 3 each select a 300 point Army. 

4 players: Players 2, 3, and 4 each select a 200 point Army.  

No player can draft a Unique figure that any other player has already drafted (Note that Uncommon figures 
are not included in this rule and players may draft any number of them).  Player 1 will be drafting new Armies 
for each room of the dungeon, while players 2-4 will continue on with their Adventuring Team as they delve 
deeper into the dungeon (see wounds, death, and second wind below).   

Wounds: When the Adventuring Team (Players 2-4) continues on to a new room in the dungeon, all wound 
markers on figures that were not destroyed in the previous room are removed from each of those figures’	
  
Army Cards. The figures start the next room at full health.  

Death: If a figure in the Adventuring Team (Players 2-4) is destroyed in any of the dungeon rooms, that 
figure's fate is not yet decided. See Second Wind below. 



Second Wind: When setting up figures in a new room, set aside any figure that was destroyed in the previous 
room. Roll a number of attack dice equal to the destroyed figure's life. That figure starts the next room with 1 
wound for every skull rolled. If you roll a skull on every die for that figure, it is removed from the campaign 
and cannot roll for Second Wind in the following rooms if Adventuring Team (Players 2-4) continues to 
advance. In a 3-4 player game, if all of a	
  player’s units are destroyed in a room, but one of their teammates 
was able to complete the room with figures left, the other player(s) can roll for second wind even though all 
of his or her figures were destroyed in the previous room.  If	
  all	
  of	
  the	
  Adventuring	
  Team’s	
  figures	
  are	
  
destroyed in a room, Player 1 automatically wins the campaign.  

Collecting Treasure: Each battlefield has 3 water spaces near the edge that go through 2 rock outcrops. They 
are marked with (e) in the scenario guides. If a Treasure Glyph is placed onto any of those spaces (either by 
dropping them or the controlling figure getting destroyed), that glyph immediately disappears and is placed 
to the side of the battlefield. When setting up figures for any future rooms, Player 1 retains control of any 
Treasure Glyphs removed in this way and may give them to any eligible Hero in his Army.  

Equipment (Treasure Glyphs): When the Adventuring Team (Players 2-4) continues onto a new room in 
the dungeon, the Unique Heroes in the Adventuring Team’s	
  Army	
  retain	
  control	
  of	
  any	
  Treasure	
  Glyphs	
  they	
  
carry, and gain control of any that are power-side up on the battlefield. The Adventuring Team may 
redistribute the Treasure Glyphs only when placing figures onto starting zones for a new room, and may pass 
Treasure Glyphs to friendly figures if agreed upon by both controlling players. 

Random Treasure Glyphs:  This Dungeon Adventure uses 7 non-Brandar’s	
  Chest Treasure Glyphs. Take at 
least 7 non-Brandar’s	
  Chest	
  Treasure Glyphs and put them into a symbol-side up pile to the side of the 
battlefield(s). Each time a random Treasure Glyph is required for a room, use the top Glyph from the symbol-
side up pile. If you have additional Treasure Glyphs and want to add them to the pool, feel free! 

Deep in the Depths: Figures with the Drop special power cannot use that power, and always start each room 
in	
  their	
  player’s	
  starting	
  zone. 

Cooperative Campaign:  

If you are playing Dungeon Adventure 3 with 2 players, order markers are placed normally. However, if you 
are playing with 3-4 players, players 2-4 are playing cooperatively as teammates. In a cooperative campaign, 
one player takes on the role of the Dungeon Master and controls the evil monsters inhabiting the Underdark. 
The other players each play a small part of the Adventuring Team. The players must work together to defeat 
the Dungeon Master Player. 
 
Order Markers in a Cooperative Campaign: 
Order markers are used a little differently in a Cooperative Campaign. At the beginning of each round, before 
rolling initiative, place all 16 available order markers (2 master sets worth) into a bag or box. Each player 
randomly draws a number of order markers from the bag based upon how many players are playing: 
 
3 players: Each Adventuring player takes 3 Order Markers; the Dungeon Master receives 5 Order Markers. 
4 players: Each Adventuring player takes 2 Order Markers; the Dungeon Master receives 5 Order Markers. 

Note: There are always going to be order markers left in the bag.  
 
When placing Order Markers, the Adventuring Players may trade Order Markers among themselves, but at 
the start of the round, they must have the same number of Order Markers that they drew. In a 4 player game, if 



an Adventuring player no longer has any figures in play, the remaining Adventuring Players draw 3 order 
markers each round. When only one Adventuring player has any units left in play, the game reverts to 
standard	
  play	
  just	
  like	
  a	
  regular	
  2	
  player	
  game	
  for	
  the	
  duration	
  of	
  the	
  room’s	
  adventure.	
  If	
  the	
  remaining	
  
Adventuring Player is able to defeat the Dungeon Master Player, the other Adventuring Players will be able to 
rejoin the campaign in the next room (see second wind above) 
 
Revealing Order Markers: 
Players reveal Order Markers in clockwise order starting with the player who rolls highest for initiative A 
player may have 2 or more of the same numbered Order Marker. When revealing Order Markers, if a player has 
more than one of that number, the player may choose which one to reveal. After all the players have had a chance 
to reveal that number in initiative order, the players may then reveal another Order Marker of that same number 
again going in initiative order.  After all players have taken their third turns for the round, in initiative order 
any	
  player	
  that	
  has	
  2	
  unrevealed	
  ‘X’	
  order	
  markers	
  on	
  an	
  Army	
  Card	
  can	
  reveal	
  them (in initiative order) to 
take an additional turn with that figure. 

Order Marker Limitations: 

No player can ever have more than 2 copies of the same numbered Order Marker on any Army Card (or cards 
if you have more than one common card for that unit). 

Connected Rooms:  If you look below, you will see that the end of each room in the Shadow Cavern is 
connected in a circle. If you own more than 2 sets of the Battle for the Underdark Master set, you can create 
more than one connected room at once. However, when playing the campaign, you cannot skip ahead. Players 
2-4 must accomplish the victory conditions of each room before venturing into the next room. 

 

Shadow Cavern Connected Rooms 

If you own multiple sets of the Battle for the Underdark Master Set and want to connect the rooms in 
Dungeon Adventure 3, use this guide. Build each battlefield according to the diagrams on the 
following pages, and connect them as shown on the next page.  
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The Entrance to the Shadow Cavern holds many secrets.  Rock outcrops 
litter the landscape and an uphill climb on both sides leads to 2 exits.
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MASTER GAME- The Forked Path Entrance
Required Sets: 2 Battle for the Underdark Master Sets 1 full set of 
Warriors of Eberron (Collection D2)
(2-4 Players)

Across the cavern you spot two tunnels forking off in different 
directions.  Somehow just looking at the twin misshapen entryways 
makes you feel uneasy.  It’s like looking into a pair of eyes, black 
pupil-less eyes, filled with a cold calculating malice.  You look at the 
ground and then over at your fellow adventurers, trying to avoiding 
contact with those dark avenues, trying to shake the feeling that they are 
watching you.

One of the members of your party pushes an elbow into your side.  
Thankful that they pulled you back from leaning over the ledge of your 
own maddening thoughts, you look in their direction and down the 
length of their pointed arm.  Just at the edge of your vision you see what 
they are pointing at.  Light reflects off the slimy skin of a goblin.  The 
goblin is scurrying along with something in its hands.  The goblin tosses 
his prize.  It lands with a splash and a blast of white iridescent light.  A 
large pool of milky white water lights up as it accepts the treasure tossed 
into it.  Another goblin tosses in a green gem, and another a golden 
talisman.  With each new treasure the pool glows brighter.

One of the goblins suddenly shrieks in dismay as it spots you and the 
whole group takes off at a run, their bare feet slapping on the stone and 
echoing through the cavern as they run off down the tunnel to the right.  
The sound of those fading footsteps is soon swallowed up by the boom 
of some new thunderous crashing footfalls.   A fire giant emerges from 
one of the tunnels and stands to its full height.  With the towering hulk 
come others, and it is clear that whatever secrets this place holds, prying 
them loose won’t come easy.

The Fire Giant reaches up and breaks a stalactite loose from the ceiling.  
He hurls it across the room.  It breaks against a pillar of rock in the 
center of the cavern.  The pillar cracks and splits in two.  The room 
begins to quake as chunks of the ceiling begin caving in.

Goal:  Destroy all of your opponent’s figures.

Setup: Randomly select 1 non-Brandar’s Chest Treasure Glyph and 
place it symbol side up as shown.

See the campaign rules for specific questions on Army limitations. 

Player 1 drafts or brings a pre-made 400 point army of figures from 
Utgar that must include Shurrak. Players 2-4 draft or bring a pre-made 
army from the 5 allied generals (Jandar, Ullar, Einar, Vydar, and 
Aquilla). 

Player 1 starts in the Red starting zone. Players 2-4 starts in the Blue 
starting zone. 

Special Rules: 

Crumbling Structures: When a figure ends its turn adjacent to a Rock 
Outcrop, roll the 20-sided die. If you roll a 1-5, that figure takes a 
wound.

Stalactites: If a figure uses the Flying special ability to move, place one 
wound marker on that figure as it starts its move. Figures with Stealth 
Flying are not affected by Stalactites.

Treasure Glyph Trap: On a roll of 1-5, do not reveal the Treasure 
Glyph. Instead, the figure attempting to pick up the Treasure Glyph is 
stunned by a piece of falling debris. That figures turn immediately ends. 
Remove all order markers from that figures Army Card. On a roll of 6 or 
higher, reveal the Treasure Glyph and place it on that Hero’s Army Card.

Victory Conditions:  Be the last player with at least one figure on the 
battlefield to win. If no player has won by the end of Round 15, the 
player with the most points on the battlefield wins (see Scoring, on page 
13 in the Battle for the Underdark Master Set Game Guide). Players 2-4 
cannot continue on the Dungeon Adventure campaign unless they defeat 
all of Player 1’s figures.

If Players 2-4 win: As your last enemy falls a choice looms ahead.  
Which of the menacing passages will you take?  To the west you hear the 
sounds of lapping water to the east you smell the distinct reek of goblins.

CAMPAIGN CONTINUES: If at least one of Players 2-4’s figures 
survives the battle, and all of Player 1’s figures are destroyed, you may 
continue the campaign by moving onto the room to the west- Shadow 

Cavern: Room 2- Shadow Lake, or to the east- Shadow Cavern: Room 4- 

Goblin Hill. 11
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MASTER GAME- The Forked Path Exit
Required Sets: 2 Battle for the Underdark Master Sets 1 full set of 
Warriors of Eberron (Collection D2)
(2-4 Players)

As you come upon the room you realize that you’ve looped around back 
to where you started.  The room looks decidedly different though.  The 
ceiling has quit raining down rubble, but it is cracked and bowed in the 
center.  The rock outcroppings that littered the area have crumbled as 
well.

Despite the fact that the room looks like it could collapse in on itself at 
any second, you are glad to see it.  If you’ve looped back around that 
means the exit is just up ahead along a mostly straight corridor back the 
way you came in.

You begin moving forward and your heart sinks in your chest.  You see a 
group of figures blocking your way out.  One of them steps forward into 
the light and your heart rises again.  You recognize the woman as Mika 
Connour.  She was summoned from Toril by Vydar.  Vydar must have 
sent reinforcements to aid you.

“Sorry friend,” Mika begins, “Valkrill changes things.  Vydra can no 
longer bet it all on Jandar’s high hopes.  He’s going to have to start 
following his own agenda now, and unfortunately, you alerting Jandar 
and the others about this wellspring, is not on the agenda.  
As if to drive home Mika’s point an Iron Golem lumbers forward and 
stands by her side.

Player 1’s Goal:  Destroy all of your opponent’s figures.
Players 2-4’s Goal: Destroy all of your opponent’s figures, or get one of 
your figures onto one of the exit spaces by the end of Round 6.

Setup: As illustrated above, Remove all rock outcrops from the Path 
Forks battlefield, leaving their shadow bases in place.

See the campaign rules for specific questions on Army limitations. 

Player 1 drafts or brings a pre-made 400 point army of figures that can 
be made up from figures from Utgar, Valkrill, and Vydar, but must 
include Mika Connour and at least one Iron Golem. Players 2-4 draft or 
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bring a pre-made army from Jandar, Ullar, Einar, Vydar, and Aquilla. 

Player 1 starts in the Red starting zone. If players 2-4 just encountered 
room 2, they start in the Blue starting zone, otherwise they start in the 
green starting zone.

Campaign Setup: If you just played a previous room in Shadow Cavern 
and you are continuing the campaign, place Players 2-4's figures as 
shown. Figures continuing the campaign after using Second Wind may 
be starting with wound markers already on their army card.  

Special Rules: 

Low Ceiling: If a figure uses the Flying special ability to move, place 
one wound marker on that figure as it starts its move. Figures with 
Stealth Flying are not affected by low ceiling.

Treasure Glyph Trap: There are no symbol-side up Treasure Glyphs in 
this scenario.

Victory Conditions:  The Adventuring team wins if at least one of their 
figures ends its turn on one of the 2 exit spaces marked with a V by the 
end of round 6 or by destroying all of Player 1’s figures. Player 1 wins 
by destroying all of the Adventuring team’s figures, or if the Adventuring 
Team does not have a figure on one of the exit spaces by the end of 
round 6.. 

If Players 2-4 win: You’ve escaped certain death as you feel from 
Valkrill’s new hideous army.  You can now relay the revelations you 
have discovered here.  The information is invaluable, but you don’t feel 
much like a victor.  The battle of all time has never looked so bleak for 
the forces of good.

If Player 1 wins: You are able to send one of the mind shackled allied 
troops back to the allied generals to seed dissent among them and further 
degrade the alliance. 
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floor to ceiling in a giant carven motif of thousands of 
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MASTER GAME- Shadow Lake
Required Sets: 2 Battle for the Underdark Master Sets 1 full set of 
Warriors of Eberron (Collection D2)
(2-4 Players)

A black spire juts up from a lake in the center of the cavern.  The water 
here smells sickly sweet.  Your stomach churns.  You reach out a hand to 
steady yourself against a wall.  The rock feels oddly shaped behind your 
hand.  Lifting your hand you see a face carved in the stone.  The face 
appears to be contorted into an expression of extreme agony.  You gasp 
as the light from the milky lake brightens to reveal a horrible scene.  The 
walls are covered from floor to ceiling in a giant carven motif of 
thousands of suffering agonized souls being tortured by demonic 
creatures.  Only they’re not carvings are they?  They are too 
well-rendered.  The agony on their faces is too real.  And out of the 
corner of your eyes it looks like they are moving.  Only every time you 
shift your gaze to look to where you saw the movement, the movement 
still seems to come from just to the side of your vision.  You feel panic 
tighten around your throat like a cold, clawed hand.

Goal:  Destroy all of your opponent’s figures.

Setup: Randomly select 2 non-Brandar’s Chest Treasure Glyph and 
place them symbol-side up as shown. Take 2 Brandar’s Chest Treasure 
Glyphs and place them power-side up as shown.

See the campaign rules for specific questions on Army limitations. 

Player 1 drafts or brings a pre-made 400 point army of figures from 
Utgar that must include at least one Werwolf Lord. Players 2-4 draft or 
bring a pre-made army from the 5 allied generals (Jandar, Ullar, Einar, 
Vydar, and Aquilla). 

If Players 2-4 just came from Room 1, Player 1 starts in 12 the Blue 
starting zone spaces and Players 2-4 start in the Green starting zone. If 
Players 2-4 just came from Room 3, Player 1 starts in 12 the Green 
starting zone spaces and Players 2-4 start in the Blue starting zone.

Campaign Setup: If you just played a previous room in Shadow Cavern 
and you are continuing the campaign, place Players 2-4's figures as 
shown. Figures continuing the campaign after using Second Wind may 
be starting with wound markers already on their army card. 

Special Rules: 

Slipping Sanity:  The gruesome images all around you threaten your 
sanity.  At the end of each round, each Player must roll a 20-sided die.  
On a roll of 1-10, one of their figures receives a wound.  Note: In a 3-4 
player game, Players 2-4 collectively only roll 1 die and only have to 
distribute 1 wound total. 

Light’s Relief:  There are two spots in the cavern where natural light 
shines in through cracks in the ceiling.  When standing in the light it 
washes away the grip this place has on your sanity.  You stand as a 
beacon of relief to your entire team.  If a figure you control (or a friendly 
figure in a 3-4 player game) is on a Brandar’s Treasure Chest Glyph, you 
are not affected by Slipping Sanity.  The Brandar’s Treasure Chest 
Glyphs cannot be moved by any power on any Army Card or Glyph, and 
cannot be picked up like normal Treasure Glyphs.
 

Treasure Glyph Trap: On a roll of 1-5, do not reveal the Treasure 
Glyph. Instead, the figure attempting to pick up the Treasure Glyph 
recieves a wound. On a roll of 6 or higher, reveal the Treasure Glyph and 
place it on that Hero’s Army Card.

Victory Conditions:  Be the last player with at least one figure on the 
battlefield to win. 
If you have not yet encountered Room 3: If no player has won by the end 
of Round 15, the player with the most points on the battlefield wins (see 
Scoring, on page 13 in the Battle for the Underdark Master Set Game 
Guide). 
If you have already encountered Room 3: If no player has won by the 
end of Round 10, the player with the most points on the battlefield wins 
(see Scoring, on page 13 in the Battle for the Underdark Master Set 
Game Guide). 
Players 2-4 cannot continue on the Dungeon Adventure campaign unless 
they defeat all of Player 1’s figures.

CAMPAIGN CONTINUES: If at least one of Players 2-4’s figures 
survives the battle, and all of Player 1’s figures are destroyed, you may 
continue the campaign by moving onto the next room in the campaign. If 
the previous room you encountered was Room 1, move onto Room 3- 
Valkrill’s Wellspring, if the previous room you encountered was Room 3, 
you may now move onto Room 1 again to attempt to exit the dungeon 
with the Forked Path Exit. 11
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The ceiling here opens up, extending upwards out of sight.  
A waterfall crashes down from high above into a small pool.  
The sight would be beautiful in another place, but here it feels 
perverse. 
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MASTER GAME- Valkrill’s Wellspring

Required Sets: 2 Battle for the Underdark Master Sets 1 full set of 
Warriors of Eberron (Collection D2)
(2-4 Players)

The ceiling here opens up, extending upwards out of sight.  A waterfall 
crashes down from high above into a small pool.  The sight would be 
beautiful in another place, but here it feels perverse. 

A large grotesque mutation of a Kyrie stands in the center of the pool.  
His eyes are closed in concentration.  More artifacts are being thrown 
into the water around the Kyrie.

You see a Mind Flayer moving toward you.  The Flayer’s mind reaches 
out towards yours, probing for weakness.  As its mind brushes against 
yours a great deal of what is going on down here becomes suddenly clear 
to you.  This is a wellspring.  The Kyrie in the water is in fact the newest 
Valkyrie General.  His name is Valkrill.  He is working to summon an 
army.  The artifacts being thrown into the water are from the same 
ancient race that built the wellsprings and they hold some of the same 
magic that the wellsprings do.  They are feeding them to the wellspring 
to increase its power, to aid Valkrill in his attempt to summon his first 
warriors to Valhalla.

You grab for a bow and fire an arrow at the Valkyrie.  The arrow hits 
home sinking deep into the thing’s chest.  Valkrill does not move.  He 
doesn’t even open his eyes.  You see the arrow begin to move and work 
itself back out of Valkrill’s flesh and then fall into the water.  The wound 
it made knits itself shut.

Goal:  Destroy all of your opponent’s figures.

Setup: Randomly select 2 non-Brandar’s Chest Treasure Glyph and 
place them symbol-side up as shown. 

See the campaign rules for specific questions on Army limitations. 

Player 1 drafts or brings a pre-made 400 point army of figures from 
Utgar that must include at least one Mind Flayer Mastermind. Players 
2-4 draft or bring a pre-made army from the 5 allied generals (Jandar, 
Ullar, Einar, Vydar, and Aquilla). 
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If Players 2-4 just came from Room 2, Player 1 starts in 12 the Blue 
starting zone spaces and Players 2-4 start in the Green starting zone. If 
Players 2-4 just came from Room 4, Player 1 starts in 12 the Green 
starting zone spaces and Players 2-4 start in the Blue starting zone.

Campaign Setup: If you just played a previous room in Shadow Cavern 
and you are continuing the campaign, place Players 2-4's figures as 
shown. Figures continuing the campaign after using Second Wind may 
be starting with wound markers already on their army card. 

Special Rules: 

Healing Waters: If a wounded Hero you control ends its turn on one of 
the water spaces  that make up the waterfall to the north, you may roll 
the 20-sided die. If you roll an 1, the figure is destroyed as it slips on the 
mossy rocks and is pulled into the falls. If you roll a 2-17, you may 
remove one wound marker from the figure’s Army Card. If you roll an 
18 or higher, you may remove up to 2 wound markers from the figure’s 
Army Card.

Treasure Glyph Trap: On a roll of 1-5, do not reveal the Treasure 
Glyph. Instead, roll 2 attack dice. The figure attempting to pick up the 
Treasure Glyph recieves a wound for each skull rolled. On a roll of 6 or 
higher, reveal the Treasure Glyph and place it on that Hero’s Army Card.

Victory Conditions:  Be the last player with at least one figure on the 
battlefield to win. If no player has won by the end of Round 10, the 
player with the most points on the battlefield wins (see Scoring, on page 
13 in the Battle for the Underdark Master Set Game Guide). Players 2-4 
cannot continue on the Dungeon Adventure campaign unless they defeat 
all of Player 1’s figures.

If Players 2-4 wins: Valkrill’s eyes burst open.  They glow with the 
same white light as the water.  All sorts of unspeakably vile creatures 
begin to claw their way up out of the pool.  They are undead and 
demonic things.  At first there are just a few, but they keep coming, soon 
there are hordes of the things.  An entire army is beginning to issue forth 
from the water. 

All thought flees from you.  All thought save a single white hot word – 
RUN!

CAMPAIGN CONTINUES: If at least one of Players 2-4’s figures 
survives the battle, and all of Player 1’s figures are destroyed, you may 
continue the campaign by moving onto the next room in the campaign. If 
the previous room you encountered was Room 2, you may now move 
onto Room 4- Goblin Hill, if the previous room you encountered was 
Room 4, you may now move onto Room 2- Shadow Lake15. 
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In the center of the Goblin’s den is a large mold and moss 
coverend hill that almost seems to shift under its own weight.
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MASTER GAME- Goblin Hill

Required Sets: 2 Battle for the Underdark Master Sets 1 full set of 
Warriors of Eberron (Collection D2)
(2-4 Players)

Goblins swarm among a small hill that rises out of the ground here.  
Most don’t look very dangerous, grunts being used for labor, but some 
wield nasty looking spears.  This is the goblin’s den.  They are the 
backbone of the great labor being carried out here.  

The smell here is shockingly offensive.  It dawns on you that this hill is 
not a natural occurrence.  The goblins have been down here living 
among their own waste for longer than you care to imagine.

You see a goblin dart into a shadow and disappear in a puff of black 
smoke only to reappear elsewhere.  There is some kind of magic at work 
here in the darkness.

Goal:  Destroy all of your opponent’s figures.

Setup: Randomly select 2 non-Brandar’s Chest Treasure Glyph and 
place them symbol-side up as shown. 

See the campaign rules for specific questions on Army limitations. 

Player 1 drafts or brings a pre-made 400 point army of figures from 
Utgar that must include at least one squad of Goblin Cutters. Players 2-4 
draft or bring a pre-made army from the 5 allied generals (Jandar, Ullar, 
Einar, Vydar, and Aquilla). 

If Players 2-4 just came from Room 1, Player 1 starts in 12 of the Blue 
starting zone spaces and Players 2-4 start in the Green starting zone. If 
Players 2-4 just came from Room 3, Player 1 starts in 12 of the Green 
starting zone spaces and Players 2-4 start in the Blue starting zone.

Campaign Setup: If you just played a previous room in Shadow Cavern 
and you are continuing the campaign, place Players 2-4's figures as 
shown. Figures continuing the campaign after using Second Wind may 
be starting with wound markers already on their army card. 

Special Rules: 

Unstable Shadows: If a figure you control ends its turn on at least one 
shadow space, you must roll the 20-sided die. If you roll a 1-5, your 
opponent may move that figure onto any empty shadow space within 4 
spaces of its current location.

Treasure Glyph Trap: On a roll of 1-5, do not reveal the Treasure 
Glyph. Instead, a rogue Goblin reaches out from the shadows and steals 
your prize. Select an opponent. That player may move the Treasure 
Glyph to any empty shadow space within 4 spaces of its current location. 
On a roll of 6 or higher, reveal the Treasure Glyph and place it on that 
Hero’s Army Card.

Victory Conditions:  Be the last player with at least one figure on the 
battlefield to win. 
If you have not yet encountered Room 3: If no player has won by the end 
of Round 15, the player with the most points on the battlefield wins (see 
Scoring, on page 13 in the Battle for the Underdark Master Set Game 
Guide). 
If you have already encountered Room 3: If no player has won by the 
end of Round 10, the player with the most points on the battlefield wins 
(see Scoring, on page 13 in the Battle for the Underdark Master Set 
Game Guide). 
Players 2-4 cannot continue on the Dungeon Adventure campaign unless 
they defeat all of Player 1’s figures.

CAMPAIGN CONTINUES: If at least one of Players 2-4’s figures 
survives the battle, and all of Player 1’s figures are destroyed, you may 
continue the campaign by moving onto the next room in the campaign. If 
the previous room you encountered was Room 1, you may now move 
onto Room 3- Valkrill’s Wellspring, if the previous room you encoun-
tered was Room 3, you may now move onto Room 1 again to attempt to 
exit the dungeon with the Forked Path Exit. 
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