


Overview and goal of the gameOverview and goal of the game

So  you 'd  l ike  to  take  ov er  from the  Guardian?

OK,  we'll  start  by g iv ing you a few monsters  and a b it  of  a  dungeon to  work on... .

You can recru it  others  and mov e them to  the  r ight  ro oms to  sati sfy the  demands of  the  illustr ious  Hyac inthe  de  Cav allèr e .  

Hi s  most  v aluable  l i eutenants ,  Marv in,  Herb ert ,  Horous  and Alc ib iade ,  will  c ome to  your  aid  if  you agree  to  throw a few 

monsters  into  the  oubl i ettes .  And if  you don't  want to  find yours elf  inv aded by unwelcome adv enturers ,  r emember  to  get  

r id  of  them from time to  time !

Ready for  the  chall enge?

"Four  b lack  towers ,  the  tall e st  of  which  can b e  s een from ten days walk away... 	  
A l ead do or  hidden in  the  heart  of  foul  swamps ... 	  
Mil e s  of  hallways l ined  with moss  and saltp etre .. . 	  
Ladders ,  go ods  l ifts ,  staircas es  to  the  b owels  of  the  earth... 	  
This  i s  the  dungeon..."

T hat  wa s  a l l  w e l l  and  g o o d ,  b u t  a dv entu r e r s  a r e  in  s h o r t  sup p ly  t h e s e  days .  O r  mayb e  t h e y ' r e  a fra i d  o f  t h e  du ng e on 's  
l e g en da r y  e f f i c i e n c y ?  W hat ev e r  t h e  c a s e ,  w e  n e e d  t o  f i n d  a  s o l u t i o n  t o  g e t  t h e  du n g e on  o u t  o f  t h i s  b a d  p a t c h .  A f t e r  
a  fr u i t fu l  b r a i n s t o r m i n g  s e s s i o n  w i t h  h im s e l f,  a n  i d e a  o f  g e n i u s  g e r m i na t e s  i n  t h e  b r i l l i a n t  m i n d  o f  t h e  g u a r d i a n .   
He  dev is ed  hi s  p lan in  4  acts:

1. Firstly,  we  spr ead  the  rumour  that  the  ke ep er  i s  getting  on  in  years  and  wants  to  pass  on  the  baton,  inev itab ly  attracting 
ambitious  budding guardians  to  the  dungeon.

2. We s el e ct  a  handful ,  l et's  say 4 maximum, taking care  that  they are  not  really  g ifted,  and we make thes e  idiots  b el i ev e  that  
they hav e  a  chance  of  succ e eding the  illustr ious  Hyac inthe  de  Cav allèr e  prov ided  that  they prov e  themselv es .

3. We g iv e  them a b it  of  a  dungeon,  with a  few monsters ,  and we just  wait  for  the  news to  c ir culate ..

4. With that ,  the  adv enturers  are  b ound to  come back in  numbers ,  sure  of  the  dungeon's  predicted  demis e  and the  lov ely,  p o orly  
defended  treasures  that  await  them.  All  that's  l eft  to  do  i s  to  throw our  4  candid  apprenti c e  guardians  into  ob l iv ion  and regain  
control  of  the  dungeon !
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 SET UP  SET UP 

General set up

P lac e  the  Offic e  b oard AA where  all  can s ee  it .  It  will  help  you keep  track of  your  goals  and score  p o ints  at  the  end of  the  game.

P lac e  the  Terra Amata b oard BB and the  Power b oard CC in  the  c entre  of  the  table ,  within  reach of  all  p layers ..
Make  sure  you l eav e  enough spac e  on either  s ide  of  the  b oards  for  your  miniature  res erv es  and di s carded  cards .

Each p layer  cho os es  a  p ersonal  Dungeon b oard DD and p lac es  it  in  front  of  them.

C. The Power board

C1. �Shuffl e  the  16  Swordb earer  cards   and p lac e  them fac e  
down in  their  resp ectiv e  slots .

C2. �Shuffle  the  10 V I P  cards   and p lac e  them face  down on 
their  slots .  Then rev eal  the  first  2  cards  of  thi s  deck  on the  
appropr iate  slots .

C3. �Make  up  a  r e s erv e  w ith  al l  th e  V I P  figur in e s   t o  the  
r ight  of  the  V I P  cards .

C4. �Shuffle  the  16 Mixture  cards   and p lac e  them face  down 
on their  slots .  Then rev eal  the  first  3  cards  of  thi s  deck  on 
the  appropr iate  slots .

A. The office board

�Tak e  th e  4  G o a l  t i l e s  w ith ou t  **  and  p la c e  1  o f  
them,  determining its  s ide  at  random,  on each of  the  
4  slots  prov ided..

  

After a few games

For  more  chall eng ing and surpr i s ing  games ,  you can 
try adding goals  for  exp er i enc ed  guardians ,  identifi-
ab le  by their  ** .

Shuffl e  al l  the  t i l e s  and  p lac e  1  of  each  c o l our,  at  
random,  on each of  the  spac es  prov ided.

If  you prefer,  you can also  agree  on which  goals  to  
use  for  your  games .

CC

C1C1  

C2C2  

C4C4  

C3C3  

AA

AA  

AA  

AA  

AA  
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D. The Dungeon boards

D1. �At  the  entrance   of  each dungeon,  4  monsters       
ar e  r epr e s ent ed ,  ,  ,  ,  or  .  Each 
p layer  takes  the  monsters  in  question  from the  res erv e  
and p lac es  them in  the  entrance  of  their  dungeon.

D2. �Each  p layer  p lac es  1  Group  of  Adv enturers  ti l e   in  
ro om 1  of  their  b oard.

D3. �E a c h  p l a y e r  t a k e s  a  s e t  o f  M a l u s  t i l e s     
numb e r e d  1  t o  5  t o  fo rm  a  r e s e rv e  n ext  t o  t h e i r   
dungeon.

D4. �S h u f f l e  t h e  G u a r d i a n  t i l e s   f a c e  d o w n 
and di str ibute  1  to  each p layer,  which  they keep  fac e  down 
in  the  slot  to  the  r ight  of  their  dungeon.

     B. The Terra Amata board

B1. �Cr eat e  the  g eneral  r e s erv e  of  monst ers  w ith  the  sp iders  ,  
brous ,  dragons ,  v ampires   and skel etons ,  on 
the  l eft  of  the  b oard.

B2. �Take  2  ,  2  ,  2  ,  and 2 ,  then randomly p lac e  
3  of  thes e  monsters   in  the  forest ,  and 5 in  the  swamp.

B3. �Shuffl e  the  7  Adv enturer  cards   andp lac e  them all  fac e  
down on  the  r o of  of  the  inn .  Form a  r e s erv e  w ith  al l  th e  
Group of  Adv enturer  til e s   and p lac e  them on the  terrac e  
of  the  inn.  

B4. �D ep ending on the number of players ,  take the Threat cards  
l i sted  b elow and then shuffle  them:  

B5. �Finally,  form a fac e-down p il e  of  Threat  cards   to  use  in  
your  game and p lac e  them on its  spac e  (the  path b etween the  
forest  and the  swamp).

•  2  p layers  and more:  the  12  2-3-4 p layer  cards  (greeni sh)  
• 3-4 p layers:  add the  6 3-4 p layer  cards  (yell owish)
• 4  p layers:  add the  6 4  p layer  cards  (b luei sh)

With 2 or  3  p layers ,  put  the  unused cards  back in  the  b ox.  

DD D1D1  

D2D2  

D3D3  

D4D4  

B3B3  
B1B1  

B2B2  

B5B5  

B2B2  

BB

B3B3  
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Placements and new items

A icon indicates  to  p lac e  monsters   or  adv enturers   to,  or  from a lo cation.
I f  a p r e c e d e s  t h e  i c o n  o f  a   o r  a  ,  t h i s  m e a n s  t h a t  y o u  e a r n  i t .  
   	  
•  A p lac ement can inv olv e  your  entrance   or  the  oubl i ettes  .  For  example:

•  Or  a  ro om ,  as  indicated  in  the  b ottom r ight-hand corner  of  the  i c on.  For  example:

Teleport  
a monster

Each  all ows you to  take  1   anywhere  in  your  

dungeon and p lac e  it  anywhere.

movement of  
monsters

Ea ch  fo o t st ep  a l l ows  you  t o  mov e  any 
monster   in  your  dungeon one  spac e:

•  from the  entrance   to  a  hallway 

• from a hallway  to  a  ro om 

• from a ro om  to  a  hallway 

YOUR  
DUNGEON

I t  consi sts  of:

1 entrance  EE
 

By default ,  thi s  

i s  where  all  your  

monsters   

come.  EE 

 CC
 CC

 CC
 CC

 CC

 SS

 SS

 SS

 SS  SS
5 hallways  CC

 

Ess entially  to   
connect  your  

ro oms.

5 rooms  SS
 

Numbered,  they are  cruc ial  
for  using your  p owers  
and for  your  v ictory 

p o ints   at  the  end 
of  the  game.

T a k e  2  m o n s t e r s   
o f  y o u r  c h o i c e  f r om  t h e  
o ub l i e t t e s   an d  p l a c e  
them in  your  entrance  .

Ta k e  2   f r om 
th e  g en eral  r e s erv e  
an d  p l a c e  t h em  i n  
your  entrance  .

The  
Oubliettes
L o c a t e d  o n  t h e  Te r r a 

Am a t a  b o a r d ,  t h i s  i s  wh e r e  y o u 
throw your monsters   to  use  the  
p owers  of  your  ro oms .  	 

It  i s  also  a  recru itment area,  l ike  the  
forest  or  the  swamp.

groups of  
adventurers

They mov e from ro om to  ro om to  make you los e  
v ictory p o ints  .

Progress of 
a group of 
adventurers

Ta k e  1   p r e s e n t  f r om  t h e  du n g e o n  r o om  
w i t h  t h e  l o w e s t  n u m b e r .  M ov e  i t  fo r w a r d 
the  number  of  ro oms indicated  ,  ,  or  .

Eliminate a group 
of adventurers

Cho o s e  any   in  y ou r  dung e on  and  s end  i t  b a ck  t o  th e  
terrac e  of  the  inn.

T a k e  3   
fr om  your   and  p la c e  th em  in  th e  
r o o m   w h e r e  y o u  h av e  j u s t  
p l a c e d  y ou r  .  (s e e  V I Ps ,  p a g e  11 )   

Take  one   from 
you r  dung e on  r o om   w ith 
the  highest  number  and p lac e  it  in  
your  .

 THE ICONS  THE ICONS 

new group of 
adventurers
Ta k e  1   f r o m  t h e  i n n .  

P lac e  it  in  your  dungeon,  in  the  ro om indicated.

 The Monsters
The icon always indicates  the  monster   

o f  y o u r  c h o i c e .  I n  a d d i t i o n ,  e a c h  m o n s t e r   h a s  
 its  own icon: 	  
 Sk e l e t on s ,  s p i d e r s  ,  b r ous  ,  d ra g on s  ,  
v ampires  ,  and V I Ps  .  

6 7



The  fi rst  p lay er  c omp l e t e s  th e s e  5  pha s e s  in  o r d er,  th en  th e  n ext  
p layer  clo ckwis e  do es  the  same,  and so  on.  

Th e  tu rn s  c ont inu e  in  th i s  way  unt i l  th e  la st  Thr eat  c ard   i s  
rev ealed  in  phase  1 .  

Onc e  thi s  card has  b een rev ealed,  complete  the  table  round to  the  p layer  to  the  r ight  of  
the  first  p layer,  then score  the  p o ints  (page  14)  to  determine  the  winner.

A.A.  I f  a n  i c o n  i s  p r e s e n t  o n  t h e  
l e f t ,  a l l  p l a y e r s  a r e  a f f e c t e d :  

     

Ta k e  1   fr om  t h e  i nn 
and p lac e  it  in  ro om 1   
of  your  dungeon.

     

 Tak e  1   p r e s ent  i n  y ou r  
ro om with  the  l owest  numb er.  
Mov e it  forward the number of  
ro oms indicated   or .

      

  

      
B.B.  Take  the  2   r epr e s ent ed  on  the  card  from the  r e s erv e  and 
p lac e  them in  the  area  (Forest  or  Swamp) that  has  l e ss  than 5 .  

C.C.  If  there  i s  1  Threat  i c on  on the  card drawn,  turn the  card 
fac e  down and  ke ep  it  t o  the  r ight  of  the  Terra  Amata 
b oard.  Otherwis e ,  di s card it  in  the  c emetery.

If  there  are  at  l east  5 monsters   in  the  Forest  AND in  
the  Swamp ,  go  dir e ctly  to  the  next phase..

I f  there  are  l e ss  than 5 monsters   in  the  Forest  OR in  the  Swamp , 	
 rev eal  the  next Threat  card ,  then foll ow thes e  steps  in  order:

D.D.  W h e n  t h e r e  a r e  a s  m any   c a r d s  t o  
t h e  r i gh t  o f  t h e  Te r r a  Amata  b o a r d  a s  t h e r e  

a r e  p l ay e r s ,  tu r n  ov e r  t h e  f i r s t  I nn  c a r d    

and app ly  it s  effect  to  all  the  p layers  conc erned:  

t o  t h e  p l ay e r (s )  w i t h  t h e  

most  in  their  dungeon

OROR

to the  p layer(s)  with the  

least  in  their  dungeon

E.E.  Ea c h  t im e  an  I nn  c a r d   i s  r ev e a l e d  an d  i t s  e f fe c t  
app l i e d ,  d i s c ar d  i t  in  th e  c emet er y  a l ong  w ith  a l l  th e  Thr eat  
cards    remaining next to  the  Terra Amata b oard.

DD

AA BB CC

cemetery
cemetery

FORESTFOREST

SWAMPSWAMP

OUBLIETTESOUBLIETTES

CEMETERY
CEMETERY

INNINN

 GAME TURN  GAME TURN 

 1. THREAT  1. THREAT 

Each p layer 's  turn compr i s es  5  phases ,  3  of  
which  are  mandatory:  

11.  THREAT �  page  7

22.  GUARDIAN� optional  �  page  8

33.  RECRU ITMENT �  page  8

44.  MOVEMENT �   page  8

55.  POWER optional  �  page  9

I  don't  want adv enturers  in  my offic e ! 	  
 A t  a n y  t i m e ,  i f  1   a r r i v e s  i n  y o u r  
ro om 5 ,  take  the  lowest-v alue   til e  from 
your  res erv e ,  and p lac e  it  to  the  l eft  of  your  ro om 
5 .  At  the  end of  the  game,  each  til e  in  
your  dungeon will  r educe  your  p o ints  by the  amount 
of  its  v alue.  
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E x a m p l e :  J o  h a s  j u s t  p i c k e d  u p  

2  sp iders   in  the  forest .  	  

H e  a l r e a dy  h a s  1  i n  r o om  3   

o f  h i s  d u n g e o n  a n d  i n  a  h a l l w a y .  

He  c an  th er efor e  p la c e  b o th  o f  th em  in  

thi s  ro om AA ,  in  c or r idor  BB  or  s imp ly 

in  hi s  entrance   CC.

1. Once  you 'v e  recru it ed,  count  all  the  monsters   in  your  dungeon	  
of  the  typ e  you 'v e  just  recru ited. 	

2. You get  1  fo otstep  for  each  of  thi s  typ e  pres ent  in  your  entir e  dungeon.

3. Each  all ows you to  mov e any   in  your  dungeon one  square:
 
•  from the  entrance   to  a  hallway 

• from a hallway  to  a  ro om 

• from a ro om  to  a  hallway 

4. Use  thes e  by di str ibuting them freely  among the   in  your  dungeon,  then mov e on to  the  next phase.

DON'T FORGET!
•  You r  mov e s  c an  b e  sp l i t  b e twe en  a l l  th e  

 in  your  dungeon,  not  just  thos e  of  the  
typ e  (colour)  you 'v e  just  p icked up in  phase  3.  
Recru itment.

•  O n ly  y ou r   c an  b e  m ov e d  w i t h ,   
nev er  groups  of  adv enturers  .

At the start of the game,  your Guardian til e  i s  face  down next to your dungeon.  Later,  when you hav e successfully led 5 monsters in room 5,  
the  Guardian's  offic e ,  thi s  til e  will  b e  rev ealed,  g iv ing you 3 p owers  that  you can use  dur ing thi s  phase.

If  your  Guardian til e  has  not  yet  b een rev ealed,  	  
go  dir e ctly  to  the  next phase.

If  your  Guardian til e   has  b een rev ealed,  you can use  ONE of  its  three  p owers  as  foll ows:

A.A.  �Take  the  lowest-v alue  Malus  til e   av ailab l e  next to  your  dungeon and p lac e  it  on the  p ower 
you wish to  take  adv antage  of.

B.B.  App ly  the  effect  of  the  p ower you 'v e  just  ov erlaid.

For  more  detail s  on Guardian til e s   and their  effects ,  s e e  page  14.

CC

AABB??

 2. GUARDIAN  2. GUARDIAN 

 3. RECRUITMENT  3. RECRUITMENT 

 4. MOVEMENT  4. MOVEMENT 

A go od dungeon needs  new blo od !  B etween the  forest  and the  swamp ,  you should  b e  well  s erv ed,  but  if  
that's  not  enough for  you,  you can always dig  up a  few old  crones  from the  oubl i ettes .

1. �From ONE of  the  3  recru itment areas  on the  b oard (Oubl i ettes ,  Forest  or  Swamp),  take  up to  2  mon-
sters   of  the  same typ e  (colour).

2. P lac e  all  r e cru it ed  monsters  :

in  th e  entranc e  

of  your  dungeon  OROR
on any lo cation  in  your  dungeon that  
alr eady  c ontains  at  l east  1   of  
the  same typ e  (colour).

 
Whatev er  the  cas e ,  all  the   you hav e  just  recru ited  must  b e  p lac ed  in  the  same p lac e .

	 A s  y o u  c a n  s e e ,  t h e s e  t i l e s  
      o n  y o u r  b o a r d  w i l l  c a u s e  
      y o u  t o  l o s e  p o i n t s  a t  t h e  
end of  the  game.  	  
A s  each  new ti l e  p la c ed  on  your  b oard 
c au s e s  y o u  t o  l o s e  m o r e  p o i n t s  t han 
the  pr ev ious  one ,  think  carefully  b efor e  
using one  of  your  Guardian's  til e  p owers .

--
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You hav e  the  chanc e  to  b e  supp or t ed  by  p owerful  all i e s  in  the  first  4  ro oms of  your  dungeon.  
D on't  negle ct  them!

After  mov ing  your  ,  you  can  s end  1 ,  and  only  1 ,  to  the  Oub l i ett e s   to  activ ate  the  
p ower of  the  ro om from which  you to ok it .

R o om s   1  t o  4  i n  y o u r  
dunge on  ea ch  o ffer  a  d i ffer ent  
p ower,  as  descr ib ed  on pages  10 
to  13.

1.1. T h r e a t :  T h e r e  a r e  few e r   t h an  5  i n  t h e  swamp ,  s o  Au d r e y  s t a r t s  b y  f l i p p i n g  ov e r  a  T h r e a t  
c a r d  .  F o l l o w i n g  t h e  i n s t r u c t i o n s  o n  t h i s  c a r d ,  e a c h  p l a y e r  t a k e s  1   f r o m  t h e  i n n  a n d 
p l a c e s  i t  i n  r o om  1  o f  t h e i r  du n g e o n .  A d d  1 an d  1 t o  t h e  swamp .  T h e  c a r d  d o e s  n o t  h av e 
any  on its  r ight ,  so  it  i s  di s carded  in  the  c emetery. 	   

2.2. Guardian:  on a  prev ious  turn,  Audrey managed to  l ead  5  to  ro om 5 ,  so  the  p owers  of  her  Guardian 
til e  are  now av ailab l e .  She  uses  the  2nd spac e  of  her  Guardian til e  by p lac ing 1  Malus  til e  - on it ,  which  all ows 
her  to  remov e 2   from her  dungeon (s ee  page  14). 	  

3.3. Recru itment:  Audrey now dec ides  to  take  2   from the  forest .  As  she  alr eady has  1   in  ro om 3  
and  2   in  the  hallways  ,  she  c ould  put  them in  one  of  the s e  p lac e s  rather  than  in  her  entranc e  .  
She  cho os es  to  p lac e  them in  her  ro om 3 .  

4.4. M ov em ent :  Au d r e y  ha s  a  t o ta l  o f  5   i n  h e r  du n g e on 

an d  t hu s  ga in s  5  fo o t s t e p s .  S h e  m ov e s  h e r   an d  h e r  
  fr om  t h e  ent r an c e  t o  t h e  f i r s t  ha l lway ,  t h en  h e r  

to  ro om 1.  She  therefore  has  2  l eft ,  which  she  us es  to  mov e 
1   fr om  t o   v ia  th e   that  c onne c t s  th em.   

5.5. P o w e r :  N o w  s h e  c a n  u s e  t h e  p o w e r  o f  a  r o o m   

i n  wh i c h  s h e  h a s  a  ,  s e n d i n g  i t  t o  t h e  o ub l i e t t e s  .   
She  cho os es  the   in  ,  and s ends  it  to  .  From the  V I P  
cards  av ailab l e ,  she  cho os es  Kadmion (s ee  page  11)  which  all ows her  
to  p lac e  1   anywhere ,  along with one   of  her  cho ic e ,  taken 
from .  She  p lac es  b oth of  them in  ,  which  ends  her  turn.

The guardian's 
advice
 
P a r t i n g  w i t h  a n  u n fo r t u n a t e  
cr eatur e  can  s e em cru e l ,  or  ev en 

e xp e n s iv e .  W h e n  y o u ' r e  j u s t  s t a r t i n g 
out ,  you may b e  reluctant  to  do  so.  	  
Bu t  b e l i ev e  my  exp e r i en c e ,  m o s t  o f  t h e  
t im e ,  th e  b en efi t s  you  ga in  w i l l  b e  we l l  
worth the  sacr ifi c e !page  10		         page  11          page  12         page  12-13

Straight to the point?
Aside  from scor ing p o ints ,  you now know ev erything you need  to  know to  b e  ab le  to  start  p lay ing.

On pages  10 to  14,  you 'll  find the  effects  of  each ro om's  p owers ,  as  well  as  a  descr iption  of  each of  the  cards  you 'll  find there .  You don't  need  to  
read them in  detail  to  start  running your  dungeon,  and can only  refer  to  them when you start  using a  ro om's  p ower.  You can therefore  go  straight  to  
page  14  if  you want to  get  started  now.

Of cours e ,  if  you 'd  l ike  to  get  through all  the  rules  in  full  b efore  you start ,  don't  hesitate  to  read on !

 5. POWER  5. POWER 

  EXAMPLE OF A TURNEXAMPLE OF A TURN    

44

2222

22

11

4455

5533

11

22

11
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Mixtures
A go od necromancer  always has  something on hand to  p lay with l ife  and death. 	

Horous'  mixtures  all  hav e  1  or  2  b enefic ial  effects  for  the  p layer  using them.

Cho os e  one  of  the  3  v is ib l e  mixtures ,  app ly  its  effect(s),  di s card it  and rev eal  a  new mixture  to  rep lac e  it .

I f  there  are  not  enough Mixtures  cards  l eft  to  renew the  offer,  shuffle  the  di s card p il e  to  reconstitute  the  deck.

 HOROUS' LABORATORY  HOROUS' LABORATORY 

Take the 2 indicated monsters  
in  th e  g en era l  r e s e rv e  and  p la c e  
them in  the  entrance   of  your  
dungeon.

G et  4  to  mov e your  monsters  in  your  dungeon.

			   AND	
R e m ov e  1  g r o u p  o f  a dv e n t u r e r s   f r o m  a n y  
ro om  of  your  dungeon.

Take  1  skeleton  from the  general  res erv e  and p lac e  
it  anywhere  in  your  dungeon.

			   AND	
R e m ov e  1  g r o u p  o f  a dv e n t u r e r s   f r o m  a n y  
ro om  of  your  dungeon.

Tak e  2  s k e l e t on s   fr om  th e  g en era l  r e s e rv e  and 
p lac e  them EACH anywhere  in  your  dungeon.

Take  1  ske l et on   and  1  other  monst er   
of  your  cho ic e  from the  general  res erv e  and p lac e  
them b oth in  the  entrance   of  your  dungeon.

Take 1 monster  of your choice from the oubliettes   
and place it in the entrance  of your dungeon.

			   AND	
R e m ov e  1  g r o u p  o f  a dv e n t u r e r s   f r o m  a n y  
ro om  of  your  dungeon.

Ta k e  2  m o n s t e r s   o f  y o u r  c h o i c e  f r om  t h e  
oub l i ett e s   and  p lac e  them in  the  entranc e   
of  your  dungeon.

Tak e  1   anywher e  in  you r  dung e on  and  p la c e  i t  
anywhere  in  it .

			   AND	
R e m ov e  1  g r o u p  o f  a dv e n t u r e r s   f r o m  a n y  
ro om  of  your  dungeon.

Ta k e  1  m o n s t e r   o f  y o u r  c h o i c e  f r o m  t h e   
oubl i ettes   and p lac e  it  anywhere  in  your  dungeon.

Take  the  monster   indi cated  
in  the  general  r es erv e  and p lac e  
it  anywhere  in  your  dungeon.
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Les VIPs v ery important  p ersonaliti es
When we need  to  call  in  a  sp ec ial i st  for  a  sp ec ifi c  job ,  Marv in i s  i s  always there  to  tell  us  
who to  s end.

1. Ta k e  1   f r o m  t h e  P o w e r  b o a r d  a n d  p l a c e  i t  i n  y o u r  d u n g e o n ,   
in  the  ro om  of  your  cho ic e .

2. Ta k e  a  fa c e -u p   V I P  c a r d  fr om  t h e  P ow e r  b o a r d  an d  b e n e f i t  fr om  i t s  
effect .  Then di s card thi s  card and rev eal  a  new one  to  rep lac e  it . 	  
PLEASE NOTE:  If  there  are  no  V I P  cards  l eft  to  renew the  offer,  just  make do  with what's  l eft ;  V I Ps  are  l imited  in  number.
 
A l l  V I P s  h av e  p o s i t i v e  e f f e c t s  t h a t  o n l y  a f f e c t  y o u .  S o m e  a l s o  h av e  n e g a t i v e  e f f e c t s  f o r  a l l  o t h e r  p l a y e r s .  
The  colour  of  the  bubble  in  which  the  effects  app ear  indicates  to  whom they app ly:

This  effect  only  app l i e s  to  you This  effect  app l i e s  to  
all  other  p layers

T h i s  i c on  r em ind s  y ou 
that  V I P  effects  always 

a p p l y  t o  t h e  r o om  t h e y  a r r iv e  i n .  S o  
c h o o s e  y o u r  V I P  an d  h i s  a r r iv a l  r o om 
wis ely.

 MARVIN'S REFECTORY  MARVIN'S REFECTORY 

You:  Remov e 2    in  the  ro om  where  you hav e  
just  p lac ed  your  .

You: Remov e 1    in  the  ro om  where  you 
hav e  just  p lac ed  your  .

All the other players: Take  1   fr om the  inn  and 
p lac e  it  in  ro om 1   of  your  dungeon.

You: Take  up to  3   from your entrance  and p lac e  them 
in  the   where  you hav e  just  p lac ed  your  .

You: Take  up to  2   anywhere  in  your  dungeon and 
pu t  th em  in  th e  r o om   wher e  y ou  hav e  just  
p lac ed  your .

You: Take  any  from the   and put  it  in  the  
ro om  where  you hav e  just  p lac ed  your  .

You: Tak e  up  t o  3   i n  t h e  r o om   wh e r e  
you  hav e  just  p lac ed  your   and  p lac e  them each 
anywhere  in  your  dungeon.

You: Take  1   from the  general  res erv e  and p lac e  it  
in  the   where  you hav e  just  p lac ed  your  .

			   AND

Remov e  1    in  th e  r o om  wher e  you  hav e  
just  p lac ed  your  .

You: Take  1  extra  from the  general  res erv e  and p lac e  
it  in  the   where  you hav e  just  p lac ed  your  .

You: Take  1   from the  general  res erv e  and put  it  
in  the   where  you hav e  just  p lac ed  your  .

All the other players: Take  1   from your   with 
the  lowest  number  and mov e it  forward 3 .

You: Take  2   from the  general  res erv e  and p lac e  them 
in  th e   wher e  y ou  hav e  just  p la c e d  y ou r  .  
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Back AND FORTHS
Scrutinising his  orbs and his  g iant's  eye ,  the dungeon gnomonist  has ev erything he needs to 
to  mov e crowds of  monsters . 	  

G et  7 fo otsteps .  Thes e  can b e  used  in  exactly  the  same way as  descr ib ed  in  phase  4.  Mov ement (page  8).  You 
can therefore  div ide  them up freely  b etween all  the   in  your  dungeon.

ALCIBIADE'S CRYSTAL ALCIBIADE'S CRYSTAL 
BALLS ROOMBALLS ROOM

 HERBERT'S BEDROOM  HERBERT'S BEDROOM 
ThE bearers of the sword of destiny	 

The b elt  buckle  on the  Sword of  D estiny worn by Herb ert  summons anc i ent  b earers  to  the  rescue !   
They are  all  p owerful  warr iors .. .  or  almost .

Draw the  first  card from the  Swordb earer  deck  to  find out  which  one  i s  coming to  your  aid,  then app ly  its  effects .  Next ,  di s card the  
card drawn.  If  there  are  no  cards  l eft  in  thi s  deck,  shuffle  the  di s card p il e  to  create  a  new deck..

All  b earers  all ow you to  remov e 1  to  3   from your  dungeon.  Sometimes  they also  hav e  other  effects  that  only  conc ern you.  .  Some 
also  hav e  effects  for  all  the  other  p layers .  The  colour  of  the  bubble  in  which  the  effects  are  wr itten indicates  to  whom they app ly:

This  effect  app l i e s  
to  you only

This  effect  app l i e s  to   
all  other  p layers

You: Remov e  3   from any  ro om(s)   of  your  
dungeon.

			   AND
	
Send any  in  your  dungeon to  the  .

You: Remov e 1   from any  of  your  dungeon.

			  AND
	
Tak e  1   anywh e r e  i n  y o u r  du n g e on  an d  p l a c e  
it  anywhere  in  it .

All the other players: Take  1   from the  inn and p lac e  
it  in  ro om 1   of  your  dungeon.

You: R emov e  2   fr om  any  r o om (s )   o f  y ou r  
dungeon.

			  AND
	
Tak e  1   anywh e r e  in  y ou r  du ng e on  and  p la c e  i t  
anywhere.

All the other players: Take  1   anywhere  in  your  dungeon and p lac e  
it  anywhere.

You: Remov e 3  from any ro om(s)   of  your  
dungeon.

All the other players: Take  1  ske l et on   from the  
g e n e r a l  r e s e rv e  an d  p l a c e  i t  anywh e r e  i n  y o u r  
dungeon.
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You: Remov e 1   from any  of  your  dungeon.

All the other players: Take  1   from your   with 
the  lowest  number  and mov e it  forward 3 .

You: Remov e 1   from any  of  your  dungeon.

			   AND
	
Take  any   from the  general  r e s erv e  and  p la c e  it  
anywhere  in  your  dungeon.

You: Remov e 1   from any  of  your  dungeon.

			   AND
	
Tak e  1  s k e l e t on   fr om  th e  g en era l  r e s e rv e  and 
p lac e  it  anywhere  in  your  dungeon.

 All the other players: Take  1   from your   w ith  the  
lowest  number  and mov e it  forward 1  . 	  

You: Remov e 1   from any  of  your  dungeon.

A l l  t h e  o th e r  p lay ers :  S e n d  a n y   i n  y o u r   
dungeon to  the  .

You: Remov e  2   from any  ro om(s)   of  your  
dungeon.

			   AND
	
Take  one  of  the   in  your  ro om  w ith  the  
highest  number  and p lac e  it  in  your  .

All the other players: Take  1   from the  inn and p lac e  
it  in  ro om 1   of  your  dungeon.

You: R emov e  3   fr om  any  r o om(s)   o f  you r  
dungeon.

			   AND
	
Tak e  on e  o f  th e   in  you r  r o om   w ith  th e  
highest  number  and p lac e  it  in  your  .

You: Remov e  3   from any  ro om(s)   of  your  
dungeon.

All the other players: Remov e  1   from any  of  
your  dungeon.

You: Remov e  2   from any  ro om(s)   of  your  
dungeon.

You: Remov e  2   from any ro om(s)   of  your  
dungeon.

			   ET
	
Tak e  on e  o f  y ou r   fr om  you r   w ith  th e  
highest  number  and p lac e  it  in  your  .

All the other players: Take  one  of  your   from your   
with the  highest  number  and p lac e  it  in  your  .

You: Remov e  2   from any ro om(s)   of  your  
dungeon.

			   AND
	
Tak e  1  s k e l e t on   fr om  th e  g en era l  r e s e rv e  and 
p lac e  it  anywhere  in  your  dungeon.

All the other players: Tak e  1  sk e l e t on   fr om  th e  g en era l  
res erv e  and p lac e  it  anywhere  in  your  dungeon.

You: Remov e  2   from any ro om(s)   of  your  
dungeon.

			   AND
	
Get  3 for  your  .

All the other players: Get  3 for  your  .

You: R em ov e  2   f r om  a ny  r o om (s )   o f   
your  dungeon.

			   AND
	
Take  any   from the  general  r e s erv e  and  p lac e  it  
anywhere  in  your  dungeon.

All the other players: Take  any  from the  general  res erv e  and 
p lac e  it  anywhere  in  your  dungeon.
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Ex emp l e  :  Ca r o  ha s  a l r e a dy  u s e d  
one  of  the  Guardian's  p owers  on  a 
p r ev i ous  tu r n  by  p la c ing  h e r   
ti l e  on  it .  Thi s  turn,  she  wants  
to  use  the  p ower on the  r ight ,  
s o  s h e  p la c e s  h e r   t i l e  
on thi s  slot .

Take  up to  3   alr eady in  your  
dungeon,  and  p lac e  them anywhere  
you l ike .

Ta k e  1   o f  y o u r  c h o i c e  
f r o m  t h e  .  P l a c e  i t  o n 
the  lo cation  of  your  cho ic e .

G e t  5   t o  d iv i d e  b e twe en 
your   to  mov e them.

Ta k e  2   o f  y o u r  c h o i c e  
from the  .  	  
P lac e  them b oth on your  .

Take  1   of  your  cho ic e  and 
1   from the  res erv e.  P lac e  
them b oth in  ro om 3

E l i m i n a t e  2   f r om  a n y 
ro om(s)  of  your  dungeon.

Now use  your  scorepad to  record  each p layer 's  p o ints  :

-  Score  the  VP corresp onding to  the  4  Objectiv e  til e s  us ed  dur ing your  game.  If  you hav e  any doubts ,  they are  all  detail ed  opp osit e .
-  Score  7 VP p er  ro om in  which  you hav e  at  l east  4   of  different  typ es  (colours).
-  Los e  as  many VP as  the  sum of the   in  your  dungeon (to  the  l eft  of  your  ro om 5  and on your  Guardian til e).
-  Finally,  for  each  pres ent  in  your  dungeon,  los e  as  many VP as  the  number  of  the  ro om in  which  it  i s  found..

The  p layer  with the  most  VP wins !  They are  the  most  worthy succ essor  to  the  Keep er  (ev en if,  in  the  end,  it's  far  from clear  that  the  Keep er  i s  really  
ready to  g iv e  up hi s  p osition...).
In  the  ev ent  of  a  ti e ,  no-one  des erv es  the  Keep er 's  attention...  it's  time for  another  game ! !

When the  last  Threat   card i s  drawn,  complete  the  round of  the  table  to  the  
r ight  of  the  p layer  w ith  the  Fi rst  P layer  t oken ,  th en  pro c e ed  t o  Sc or ing  Po int s .  
 I f  y o u  n e e d  n e w   c a r d s  t o  c o m p l e t e  t h i s  f i n a l  r o u n d ,  c o l l e c t   
t h e   c a r d s  f r o m  t h e  c e m e t e r y  a n d  s h u f f l e  t h e m  t o  f o r m  a  n e w 

 deck,  which  you p lac e  on its  dedicated  spac e . 	  

Exemple  :  Tom draws the  last  Threat   card  at  the  start  
of  hi s  turn,  tr igger ing  the  end  of  the  game.  We then  co ll e c t  
a l l  t h e   c ar d s  fr om  th e  c em et e r y ,  s huffl e  th em  t o  r e -
c onst itu t e  a  de ck  and  c ont inu e  p lay ing  unti l  Caro ,  s itt ing  t o  
th e  r i ght  o f  Jo  (who  star t ed  th e  game),  fin i sh e s  h er  tu rn .   
Then it's  time to  score  the  p o ints .

 THE GUARDIAN'S OFFICE  THE GUARDIAN'S OFFICE 

  END OF THE GAME    END OF THE GAME  

 SCORING POINTS  SCORING POINTS 

  Monsters  all  ov er  the  offic e  always put  the  Guardian in  a  go od  mood !

A s  s o o n  a s  y o u  h av e  5   i n  t h e  G u a r d i a n ' s  o f f i c e  ( r o o m  5 ) ,   
fl ip  ov er  the   til e  to  the  r ight  of  thi s  ro om to  di s cov er  its  3  p owers .
From now on,  dur ing  each  of  your  2 .  Guardian  phas e ,  you  can  us e  one  of  the  3  
p owers  av ailab l e  on thi s  til e  as  foll ows:  	

A.A.  �Take  the  lowest-v alue  malus  til e   next to  your  dungeon and p lac e  it  on 
the  p ower  you  wish  to  take  adv antage  of  (at  the  end  of  the  game ,  you  will  
l os e  as  many VPs as  its  v alue).

B.B.  �App ly  the  effect  of  the  p ower you 'v e  just  ov erlaid. 	

WARN ING:  a  p ower i s  only  av ailab l e  if  it  i s  not  cov ered  by any  til e .  
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Dragons lov e  p il e s  of  

gold  and don't  share  

them:  

Only  1   p er  

At the end of the game,  with the objectiv es opp osite  and these  monsters in her dungeon,  Audrey scores  a total  of 39 VP:  
   •  �6 p o ints  for  the  2  ro oms   et   that  hav e   

on all  gold  p il e s .
•  �4  p o ints  for  ro oms with  only  1    and  ,  

and  10  p o int s  fo r  2  r o oms  w ith  at  l e a st  2     
and .

•  �0 p o ints  for  the  :  ther e  are  6  of  them in  her  dungeon,  b u t  u n fo r tu na t e l y  n o t  
all  of  them are  in  ro oms (only  4).  

•  12  p o ints  for  her  3  pairs  of   and  in  ,  ,  and .
•  21  p o int s  for  her  3  group s  of  4  differ ent   in  ,  ,  and  .  
•  -6 p o ints  for  the  3  til e s  - -1 ,  -2 ,  and -3  pres ent  in  her  dungeon.

•  -8  p o ints  for  the   pres ent  in  ,  ,  and . 	

 THE OBJECTIVES  THE OBJECTIVES 

  EXAMPLE OF SCORING   EXAMPLE OF SCORING 

I n  e a c h  r o o m ,  4  V P  i f  
a t  l e a s t  1  s p i d e r   a n d 
1  brou .

15  V P  i f  a t  l e a s t  6  v amp i r e s  
 in  the  whole  of  the  ro oms.

3  VP p er   on 1 .
Pe r  r o om  w ith  1   on 

all :
0  ro om = -12 VP
1  ro om = -5 VP
2 ro oms = 0 VP
3 ro oms = 7 VP
4 ro oms = 15 VP

P e r  r o om  w i t h  1    
on each :
1  ro om = 1 VP
2 ro oms = 6 VP
3 ro oms = 15 VP
4 ro oms = 24 VP

Per  ro om with:
1   on 1 = 2 VP
1   on b oth = 8 VP

1 2  V P  fo r  t h e  p l ay e r (s )  
with the  most   in  the  
whole  of  the  ro oms. I n  e a c h  ha l lway ,  4  V P  i f  a t  

l east  1  v ampire  .

In  each ro om:  
1  s ingle  brou  = 2 VP
At l east  2  brous   = 5 VP

At least 1  in:	  
1  hallway = 2 VP
2 hallways = 6 VP
3 hallways = 12 VP
4 hallways = 20 VP
5 hallway = 30 VP

I n  e a c h  r o o m ,  4  V P  i f  
a t  l e a s t  1  s p i d e r   a n d 
1  dragon .

In  each  ro om,  4  VP  if  at  
l east  2  brous  .

In  the  whole  of  the  ro oms:
3  brous   = 5 VP
6 brous   = 13 VP
9 brous   = 24 VP

I f  a t  l e a s t  1  b r o u   i n  : 
4 rooms = 13 VP	  
5 rooms = 20 VP	

I n  e a c h  r o o m ,  4  V P  i f  
a t  l e a s t  1  s p i d e r   a n d 
1  skel eton .

I n  e a c h  r o o m ,  4  V P  i f  
a t  l e a s t  1  s p i d e r   a n d 
1  v ampire  .
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 TURN SUMMARY  TURN SUMMARY 

 ICONOGRAPHY  ICONOGRAPHY 

Each p layer 's  turn compr i s es  5  phases:  

11.  THREAT:  if  there  are  fewer than 5  in  the  forest  or  swamp ,  draw a  card and resolv e  all  it s  effects �  page  7

22.  GUARDIAN optional :p lac e  1   on your  Guardian til e   (if  rev ealed)  to  activ ate  one  of  their  3  p owers �  pages  8  and 14

33.  �RECRU ITMENT:  from the  oubl i ettes ,  forest  or  swamp ,  take  up to  2   of  the  same typ e.   

Put  them in  your  ,  or  in  any or   with at  l east  1   of  the  typ e  recru it ed �  page  8

44.  MOVEMENT:  1  p er   of  the  typ e  recru ited,  to  b e  di str ibuted  freely  among all  their  �   page  8

55.  POWER optional :  s end 1  of  your   to  the   to  activ ate  the  p ower of  its  ro om  (except  for  ) �  pages  9 and 10 to  13

THE MonStERS 
Your cho ic e ,  or: 	  

:  sp ider  	  

:  brou	  

:  dragon	  

:  v ampire

:  skel eton		   

:  V I P  

MOVEMENT  
OF monstERs

Ea ch  fo o t st ep  a l l ows  you  t o  mov e  any 
monster   in  your  dungeon one  spac e:

•  from the  entrance   to  a  hallway 

• from a hallway  to  a  ro om 

• from a ro om  to  a  hallway 

HALLWAY

 

Teleport  
A monster

Each  all ows you to  take  1   anywhere  in  

your  dungeon and p lac e  it  anywhere  in  it .

The OUBLIETTES

You  c an  th r ow  y ou r   t o  us e  

th e  p owers  o f  you r  r o oms  .  I t  i s  a l s o  a  

recru itment area  for  .

Placements

Indicates  to  p lac e   or   to,  or  
from a lo cation.

NEW  
ElEments

I f  a p r e c e d e s   o r  a  
i c on,  earn that  el ement.

A s  s o on  a s  a   i s  mov ed 
into  your  ,  take  a   
t i l e  f r om  t h e  s i d e  o f  y o u r  
dung e on  and  p la c e  i t  on  th e  
spac e  prov ided.

ENTRANCE

 

ROOM

 

NEW GROUP of  
ADVENTURERS

PROGRESS OF A GROUP 
OF ADVENTURERS

eliminate a group  
OF ADVENTURERS

GROUP of 
ADVENTURERS
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