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(Combat Cycle on p21)
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.;\-\‘ w» Doors_of _Destiny_(Acts 1-3) “

»\) How To Use: Roll 2D6, and add that square’s door reference to the Active
Encounters List for the Act you are attempting (e.g. if it was Act 1 and you
rolled 1 and 5 you would add door Bl to the list, as it’s in square 1.5).
Repeat this 3 more times for the same Act, and then attempt to complete
the Encounters in the order rolled (the Encounter pages appear in
alphabetical order to make them easier to find). If you survive all 4
Encounters, repeat the same action for the next Act’s Doors Of Destiny.

If the door rolled is already on the Active Encounters List, or has previously
been completed, you may choose any unencountered door in the row of
either dice rolled (e.g. if B1 had been completed, you would choose a door in
either row 1 or row 5). Failing that, roll 2D6 and choose again.

If you manage to complete 12 Encounters in a row (from Act 1, 2 and 3) and
defeat the Boss, put an ‘X’ in the tick boxes in the top right corner of those
door squares completed (so that you don’t accidentally select them again).

Act 1 Doors of Destiny Act 2 Doors of Destiny
150 T S I I I 50 T S I I -
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5.1 Hi5.2 H|5.2 H[5.9 H|5.5 H|5.6 & SII 5.2 H|5.3 H5.94 H|5.5 H5.6 R
Gl|G2|c3|G4| HI |H2 [l G5 | CG6 | G7 | G8 | H5 | He
6.1 Hi6.2 H|6.2 H6.9 H6.5 H6.6 B 6.2 H6.2 Hi6.4 6.5 H6.6 A
H3|H4 | 11 |12 | I3 | 14 H8 | 15|16 | 17| I8

Act 1 Active Encounters List Act 2 Active Encounters List

Act 3 Doors of Destiny Use a pencil to note 4 Encounters down.
] I I A I Ed  If you are defeated before completing

1.2 H[1.2 H|1.4 R (M || all 12 Encounters (Acts 1, 2 & 3) or the
A10 | A11 | A12 -3le}| Boss Fight after Act 3, erase all Active
Encounters Lists, choose a new Hero and
Xl PR PR IR try again. Encounters are only considered
[ o BNe oA NAV MRS VA complete if you defeat the Boss at the end.
Act 3 Item Dropbox ErkeRitebs:
% Act 2 you may leave
1 standard item in
EE the dropbox here for another Hero to collect.
. F9 | F10 Fit | Fiz Act 3 Active Encounters List
5.1 H|5.2 H[5.2 H[5.94 H[5.5 H|5.6 &
& G9 | G10| G11 | G12| HO |H10
_ 6.2 H6.3 H[6.9 Hi6.5 H6.6 B
i H12| 19 | I10 | I11 | 112

If you complete the 12th Encounter, you
must face 1 of 9 Bosses. To do so, turn
to the ‘Boss Fights’ section (p151) and
follow the instructions.
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3X Hero/Foe Will Stats and

5
w . can only be made by a
Might ﬁttac/k}: Flght A Foe Mage/Shaman/Spell Book
SORERE SR O User that has at least

Strength Stats First decide if you’re going one Spell
to attack with Might (St)
or Maglc (Wlll) Reminder:

D if your Hero’s Dexterity
. #ﬁ #ﬁ is equal to or higher than
Note: Roll 2D6 our Foes and you are hit
each spell may M S Nk
for 2 or more damage, you

only be used
y Hero]Foe may use a Dodge (if you have

O”CZEsz“uil(if;bat @ @ any left) to half the damage

(rounded up - so a hit

Add Hero St/Will of 5 would become 3)
to Leftmost dice

and Foe St/Will
Hero A S. is to Rightmost dice. Foe’s A.S. is
Equal to or Higher This is Attack Higher than

than Foe’s A.S. Strength (A.S.) Hero A.S.

>1 Foe

1 Foe uu

Deduct Hero Deduct
A.S. From Foe) [ No. of Foes
A.S. This is Remaining

A
% Attacking

with Magic
(Will)

Attacking
with Might
(Strength)

Ch Damage From Hero
A Spe(ﬁ)S:n?i Deduct Foe A.S = d - I‘;pDo(:'dléze A
apply its From Hero A.S. : e u;‘
Effects This is Damage amage From
Hero Hp or

Remember
If Attacking a Boss,

~ DedUCt you can choose
Damage (lf aDY) to roll for Limb |
From Foe Hp / Damage instead %3% XHero Hero Still
d Alive

use a Dodge

of deducting &Defeate

Foe Hp

J
( Foe St111> ( Foe@%/ All Items/Spells Lost @

(make them available again on
the Items/Spells Chart)
Encounters Reset (remove all

Alive Defeated

Recharge used Dodge/Spells

Claim Reward and Move
On To Next Encounter

Standard Combat Round Example:
The Hero (a Warrior) decides to attack with
Might (Strength). He rolls 2D6 (two six sided Fix Hero Limb Damage_H
dice) and gets 5 and 3. The Hero takes the Select A Hero & Try Again
leftmost dice (5) and the Foe takes the rightmost dice (3). The Hero adds his Warrior’s
Strength (4) to 5, giving him an Attack Strength (A.S.) of 9. His Foe adds his Strength
(2) to 3, giving him an A.S. of 5. As the Hero’s A.S. is higher than his Foes, he deducts
the Foe A.S. (5) from the Hero’s (9). This leaves 4 Damage to be deducted from the Foe’s
Hp. If the Foe is still alive, the next round of combat will begin (more examples on pl174).

Encounters from the Active

Encounters Lists)
WRefill Hero HP and Dodge
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@ Roll 2D6 and claim the item in either of those squares below (e.g.
for a roll of 1 and 5 you would claim the item in either square 1.5 or 5.1, by
putting an X in its tick box and writing it on your Hero Sheet inventory).
If the item’s already been claimed, roll again.

@E@ Claim any item of the same grade or lower (e.g,@ means you
may claim any item of Grade B or C, by putting an X in its tick box).

If an item has been discarded, lost, traded, or fully used (e.g, a single use
potion) don’t forget to make it available again below (erase the X in its box)
The ‘Items Glossary’ on the next page lists their features.
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Monster Combat Encounter Tables

Transferring Stats

HP

STRENGTH:2  WILL:2

\VAVAVAVAVAY lVAVIT)

DEXTERITY:3
/

M? When a fight
occurs, transfer
the Foe’s stats from
the Encounter to one
of the tables below,
using a pencil.

Put a straight line

Standard
Strength:
Will: 1@%X4 56

Dexterity: | 1 2@%

Foe Damage

When your attack
damages a Foe, use an
X to record the damage on

the hearts, from left to right.

Fighting Multiple Foes

Although not

8

essential, there’s

through any hearts |Foe Type: | Goblin When the Foe has no hearts

beyond t}éehFoe,S VIVVVIV VNS left it has been defeated.

Max Hp (there are

10 hearts per I‘OW).‘*I \VAVAVAVAY, \VAVAVAvAYA A VAV,
Foe Type Foes With Special Attacks

EVIVVIVIVIVIVIANN,

N \WAVI \VAVI IVAVI (VAVEZ)

When fighting more than
1 Foe, you’ll need to copy
across the line separators
between hearts. Use

room for you to

Some Foe’s have a star ygin

Foe that

record the type of
fighting, should

you’re

vertical lines, as below.

you wish to do so.

place of a heart at certain
points in their Hp, where
a Special Attack activates.

To remind yourself, draw
an asterisk inside the heart

ViV ViV VIV.VN,

Standard Monster Stats

Strength: |1 2 3 4 5 6
will:
Dexterity:

Foe Type:

-
N N
W W
L NN N
[V IO

at the same point. %

VAVAVIVIVAVIVAIVAY,

Standard Monster Stats
Strength:
Will:
Dexterity:
Foe Type:

Standard Monster Stats
Strength: |1 2 3 4 5 6
will: 12345
Dexterity:|1 2 3 4 5
Foe Type:

N ™

VAVAVIVAVAVIVAVAVAV,

VAVAViAVAVAVAVAV,

VAVAVAVAVAVIVAVAVAY,

VAVAVIVAVAVIVAVAVAV

33
3

VAVAVAVAVAVAVAV,

VAVAVAVAVAVIVAVAVAV

Standard Mornster Stats
Strength:
will:
Dexterity:
Foe Type:

Strength:
Wwill:

Dexterity:
Foe Type:

Standard Monster Stats

Strength:
Will:

Dexterity:
Foe Type:

VAVAVAVAVAVIVAV,

VAVAVIVAVAVAVAV,

VAVAVIVAVAVIVAV,

VAVAVIVAVAVIVAV,

33
3

VAVAVAVIVAVAVAV,

VAVAVIVAVIVIVAV)

Strength:
Will:

Dexterity:
Foe Type:

Strength:
Wwill:

Dexterity:
Foe Type:

Strength:
Will:

Dexterity:
Foe Type:

VAVAViAVAVIVAVIVAVAY

VAVAViVIVIVAVIVAVAY)

VAVAViAVIVIVAVIVIVAY

VAVAVAVIVAVAVIVIVY

VAVAVAVAVAVAVAVIVAY

VAVAVAVIVAVAVIVIVAV
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Strength: |1 2 3 4 5 6 |[Strength: |1 2 3 4 5 6 |[Strength: |1 2 3 4 5 6
Will: 123 45 6| Wil 123 45 6| Wil 123456
Dexterity:|1 2 3 4 5 © |[Dexterity:|1 2 3 4 5 6 ||Dexterity:|1 2 3 4 5 6
Foe Type: Foe Type: Foe Type:
VAVAVAVAVAVAVAVAVAVI\VAVAVAVAVAVAVAVAVAVI \VAVAVIVIVIVAVAVAVAV,
VAViViVAVAVAVIVAVAV] \VAVAVAVIVIVAVAVIVAVI \VAVIAVIVIVAVAVIVIVAY,
Strength: |1 2 3 4 5 6 |[Strength: |1 2 3 4 5 6 |[Strength: |1 2 3 4 5 6
Will: 123 45 6| Wil 12345 o6 | Wi 123456
Dexterity:|1 2 2 4 5 © || Dexterity:|1 2 3 4 5 6 |[Dexterity:|1 2 2 4 5 6
Foe Type: Foe Type: Foe Type:
VAVAVAVAVAVAVIVAVAVI \VAVAVAVIVIVAVAVAVAVI \VAVIAVIVAVAVAVAVAVAV
VAVAVAVAVAVAVAVAVAVI (ViViViVIVIVIVIVIVVI IVAVAVIVIVIVAVAVIVYAY,
Strength: |1 2 3 4 5 6 |[Strength: |1 2 3 4 5 6 |[Strength: |1 2 3 4 5 6
Will: 123 45 6| Wil 12345 o6 | Wi 123456
Dexterity:|1 2 2 4 5 © || Dexterity:|1 2 3 4 5 6 |[Dexterity:|1 2 2 4 5 6
Foe Type: Foe Type: Foe Type:
VAVAVAVAVAVAVAVAVAVI \VAVAVAVIVIVAVAVAVAVI \VAVAVIVAVAVAVAVAVAV
ViVAVAVAVAVAVAVIVAVI IViViViVIViVIVIVIVAVI IVAVAVIVIVIVAVAVIVYAY,
Strength: |1 2 3 4 5 6 |[Strength: |1 2 3 4 5 6 |[Strength: |1 2 3 4 5 6
Will: 123 45 6| Wil 12345 6| Wil 123456
Dexterity:|1 2 3 4 5 6 |[Dexterity:|1 2 3 4 5 6 ||Dexterity:|1 2 3 4 5 6
Foe Type: Foe Type: Foe Type:
ViAVAViViViVAVAVAVAVIIVAVAVAVAVAVAVIVIVAVI IVAVIVIVIVAVAVAVIVAY,
ViViViVAVAVAViIVAVAVI \VAVAVAVIVIVAVIVAVAVI \VAViAVIVAVAVAVIVIVAY,
Strength: |1 2 3 4 5 6 |[Strength: |1 2 3 4 5 6 |[Strength: |1 2 3 4 5 6
Will: 123 45 6| Wil 12345 6| Wil 123456
Dexterity:|1 2 2 4 5 © || Dexterity:|1 2 3 4 5 6 ||Dexterity:|1 2 3 4 5 ©
Foe Type: Foe Type: Foe Type:
VAVAVAVAVAVAVAVAVAVIIVAVAVAVAVAVAVAVAVAVI IVAVAVIVIVIVIVAVAVAV,
ViViAViViViVAVAVAVAVI IVAVAVIVIVIVIVIVIVAVI IVAVIVIVIVAVAVAVIVAY,
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Boss Monster Combat Encounter Tables

 STRENGTH:3  WILL:5 DEXTERITY:3

circled on the tables. [Strength: |01 2(3)4 5!
Stats may change as will: 0123406
Egﬁeﬁt%hfir%f%:ﬁ:;e’ Dextent?r: 01 2@~ damage on the hearts one
etc) - if so, use a Max Hp: |30 row at a time, from left to
pencil to record any OQOQO*OQ@@ right. When any Boss (other
changes. VA eVIVIVIVIVIVIA G, than the Barrow King) has

run out of hearts it has

_@?OQ*QQ@Q@ been defeated. ROV

Transferring Stats

& Boss stats

have already been Boss Damage

When your attack
damages a Boss, use
an X to record the

Bosses With Special{Xttacks Damaging a Boss’ Limbs
Some Bosses have a star in place Whenever your attack would damage
of a heart at certain points in a Boss by at least 1 Hp you may instead

their Hp where a Special Attack  choose to target a limb. Roll 1D6 to see
activates, whilst others may have  which limb you hit (on a 6 it’s a miss,
a special weapon or conditions. unless fighting the Dragon Lord).
Remember to examine the Record the damage on the Boss Voodoo
‘Special’ box during the fight to Doll by putting an X through the

see if anything has been triggered. leftmost pin in that limb (some limbs
Each Special Attack star is only have more than 1 pin), and alter ?
ever triggered once. the Boss’ stats if affected.

Damage Chart 7 \ .
& ; _ \ 1 will

= No PN

m Damage W\ hi

T Kenny Senior Boss Stats

VAVAVAVAVAVAVIVIVV
VAV,

(5-) -1 Dex

Defeated

B

POLLEN DAMAGE -1 Hero Hp per turn

Damage Chart ] : -1 Will
B WS

m Egr?lage

] Bandit Leader Boss Stats

Strength: [01 2 3(4)5 6

wi:  [01®3 45 6

S L) h K Armour Dexterity:(01 2 3 (@5 6
< _’__a St Max Hp: |30
x Poison Blade @QO@QO@@@Q

Armour VAVAVAVAVAVAVAVIVAV

L';z;ated T 5 N\ -1Dex @@@@QO@@QQ
x Armour , ’

POISON BLADE -1 Hero Hp per turn after Boss Attack first hits Hero

-1 Dex (¢
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Boss Monster Combat Encounter Tables B-E

B Coblin Queen Boss Stats
Strength: [01 2 3(4)5 6
Will: 0121®456
Dexterity:{01 2 3 4(5) 6
Max Hp: |34

VAVAVAVAVAVIVAVAVAV.

VAVAVAVIVIVAVAVAVAV

VAVAVAVAVIVIVIVAVAV

VAVAVAV.

Damage Chart
@£
m Damage

THE IMPALER Q§p Hero qf"ﬁ when Boss Attack hits for 3+ Damage

x The
Impaler

Defeated

Y

c Kung Thulhu Boss Stats
Strength: |01 2 3 4 5(6
Will: 012 3 4 5(®
Dexterity:|01 2 3 4 5@
Max Hp: |40

VAVAVAVAVIVAVAVAVAV.

VAVAVAVAVIVIVIVAVAV

VAVAVAVIVIVAVAVAVAV

VAVAVAVAVAVIVAVAVAV.

VNN

VAVIVIVIVIV)A sViVIV

VAVAVAVIVAV

Damage Chart
@S
m Damage

X Thick
Hide

-1 StGK‘
)

S

VNV,

VAVAVAVIVIVAVAVAVAV

VAVAVAVAVAVIVIVAVAV

TRANSFERENCE HELM Boss gains +2 Hp on Boss Limb Damage
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F Nosferatu Boss Stats Damage Char ¢IE
Strength: |0 1 234 5 6 5’%
Will: 0123 4@ 6|3 bgﬁage
Dexterity: |01 2(3) 4 5 6

‘m\?\'\‘}

"
é:‘
A\

\
U

Max Hp: |30 ; \ -1t
VNV, a /3
VANV

VIV, 1D Defuned

~

/ S

< A
% Special:REGENERATION Qg Boss »==¢ If limb already 9= +2 Boss Hp

\ \ LN Arn):our
gg:: el VvV VivIViV,
Bl VNIV VY,
VNVIVVVIVIVIVIY,
o VIVIVVIVIVIVIVY,

* Special:SLASH AND BURN Qg Dexterity (#8 -2 Hero Hp &Qp 2§

H Cerberus Boss Stats Defeated Takes Max () i gaki?
Strength: [01 2 3 4(5)6 - A [ I?:rl;a;e
wil:  [01(@3 4 5 6 HOIONSOY e
Dexterity:]01 2 3 @ 5 6 = i 2~ Attacks)
Max Hp: |40 gﬁ? A\ , !2 7 16
ViVAVAVIVAVIVAVIVAY, — (o= R
ViVVIVIVIVIVIVIVY] N7\
VAViIVAVIVAVAVIVIVA, 1 Dex
VAVIVAVIVIVIVIVIVAV,

Takes Max 1 Hp damage per turn with 3 heads, Max 2 Hp with 2 heads

By
Bl Darmage
g

SLOW FADE
-2 Boss Hp

per turn. “ OOOOOO*OQ@
Only defefﬁed VAVIV) *VIVIVIVIVIY,
Yol S ‘Rl 2R VIVIV VIVIVIVIVIY,
" ' AAVAVAVIVIVIN) VIV




