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Your goal is to seek adventure in and around the city The heart of the game lies in its characters, which

of Gloomhaven. Your party of mercenaries will do you will create from the six starting character classes,
this by venturing out into the wilderness in various though more will become available as the campaign
scenarios. Once a scenario is completed, new scenarios progresses. The game can be played with two to four
become available, which progresses the campaign players, and each player will use a separate character.
narrative, Between scenarios, your party will return to (See p. 57 for solo mode rules.) Each character class,
Gloomhaven to resolve events and acquire new items indicated by a different icon, has a unique set of ability
and abilities. cards that determine how they play.

> Starting Character Classes <€

> Silenikuife <

LOW COMPLERITY LOW COMPLEXITY LOW COMPLEKITY
Straightforward front-line attacker Opportunistic attacker with great Healer and jack-of-all-trades
who can protect themself and push movement who values proper with great stamina, damage,

enemies around. positioning. and support abilities.

=

- Spellmeanr . * TMinathief <€

MEDIUM COMPLERITY MEDIUM COMPLERITY HIGH COMPLERITY
Master of fire and ice magic who Chaotic force of nature who can Attacks from the shadows with psychic
burns through their abilities quickly, manipulate obstacles to damage augments and swarms of rats.
but can get them back. both friend and foe.
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> Creating a Character €

Let’s take a closer look at the components of a character,  § ' 3

Once you have decided which character class you would SMALL TUCK BOX e
like to play, find the small tuck box and large tuck box
for that class and open them up.

Inside the small tuck box, you will find a plastic
miniature, which is used to represent your character
in every scenario.

Inside the large tuck box, you will find several things:

Q} Character Sheets: This sheet is where you
will track all persistent information about your LARGE TUCK BOX
character from scenario to scenario, Write a

name for your character in the Name field and 0’@ Quarryl Tinkerer (7

X000 % 000 x50
. X x4 g
mark that you are level 1. Initial characters start mioxomm b

with 25 gold, so write “25” in the Gold field. There e 325‘5:;4;“:.“.
are multiple sheets in each pad because the same t.:éﬁéitd
class can be played multiple times over the course = 00 s

of a single campaign. However, there can only eamgEae
be one character of each class at a given time, so PR or

you only need one sheet for now. (For more on
character sheets, see p. 49,

@

Character Mat: This mat stays in front of you
during a scenario to help you track important
rules and various aspects of your character.

On the mat, you will find an illustration of

your character, plus their hand size, traits, and
maximum hit point value at different levels.

The back side features a thematic description

of your character and a section number, which is
only read once the character retires (see p. 55).

Q/J Character Standee: This standee is an Hand Size  Hit Point Values Traits
alternative to your plastic miniature. You can use
either the standee or the miniature to represent
your character, based on your preference.

0_/) Summon Standees: If your character has
abilities that can summon allies into a scenario,
you have summon standees for these allies. These
allies do not have miniatures, so you must use the

standees to represent them.

@/i Character Tokens: These tokens are used to
track various abilities belonging to your character.

o'__'_]fmherer

LA e g

e) Initiative Order Token: This token is used 0/
to mark when your turn will occur within

any given round of a scenario. c AN 5




@ Ability Cards: These cards are what make your
character unique. They represent the dynamic
actions you can perform during a scenario, For
now, the most important part of these cards is
their level, which is indicated in the upper left
corner. If you are unfamiliar with the character,
it is recommended that you only play with the
level 1 cards for your first game. There are a
number of these equal to your hand size. If you
are more experienced, you may consider also
using the level X cards, which are typically more
complicated and situational. You can only bring
into a scenario a number of ability cards equal
to your hand size, so adding level X cards to
your hand means removing an equal number of
level 1 cards from your hand. Don’t worry, you
can change your selections for each scenario.
(For more on ability cards, see p. 32.)

ﬁ’/ Advanced Attack Modifier Cards and Perk
"~ Reminder Cards: These cards, marked with
your class icon, are only needed as your character
grows in power, so you won't be using them
for now. (For more on attack modifier cards,
see p. 23)

There are a few more things your character will need
before they are ready:

@ Standard Attack Modifier Deck: There are
six of these 20-card decks in the insert, labeled
individually. There is one deck for each character

(8, o, 9, 0), one deck for scenario allies
(@)

and one deck for the monsters {@).

five 0, five o,

)) Personal Quest: Draw two cards from the
available personal quest deck (quests 01-11). Keep
one and shuffle the other back into the deck.
This card represents your character’s reason for

Each deck contains six

e

coming to Gloomhaven. Once you complete this
personal quest, you will retire your character and
choose a new character, unlocking new campaign
elements in the process. Personal quests can be
secret or public, as the party decides.

@ Character Dial: This dial is used to track your
character’s hit points and experience during
a scenario.

LARGE TUCK BOX

0,

Level 1 Card (Tinkerer)

Level X Card (Tinkerer)

Perk Reminder Card

Advanced Attack
Modifier Cards

INSERT

Attack Modifier Card Back Monster “Null” Card

Personal Quest Cards

O Experience

AN




@ Items: You have 25 starting gold to spend on
items. [tems provide extra bonuses or abilities
for your character. You can purchase any of the
items in the available purchasable supply with
no reputation requirements (items 001-013), If
you are not sure what to purchase, here are some
suggested purchases for each starting class.

With your characters created, it is time to tackle the
rules. If you would prefer not to read the rulebook and
instead watch a video, you can find one here:

cephalofair.com/gloomhaven

The rules are broken up into two main sections; rules
for playing through a scenario and rules for what you
can do between scenarios. To start with, you'll need to
familiarize yourself with the scenario rules, though you
can skip over the Road Events (p. 12) section, as one

is not drawn at the start of the first scenario.

Once you are familiar with the scenario rules, feel
free to jump into your first scenario by following
the instructions of “The Adventure Begins” section
on p. 47. If you are completely new to the
Gloomhaven system, it is not only recommended
that you read through the entire rulebook, but also
that you start the game with scenario 0.

s- Learning the Rules ¢

Class Name Suggested Purchase

Weathered Boots [[I1,

Bruiser Healing Potion [[3%)

Winged Shoes [[Z3,

Silent Knife : ;
Stamina Potion

Winged Shoes [T,

Tinkerer Focusing Gem m
Spellweaver 2
cragheare | "y s B
Mindthief Poison Dagger [H

Stamina Potion

If you are ever unsure about something and need
to find it again in the rulebook, there is an “Index”
section on p. 68 to help with that as well as

an “Important Reminders” section on p. 64 for
commonly overlooked rules.

As with any game of this size and scope, there might
be cases when the rules offer no definitive answer
and multiple interpretations seem equally viable.
Remember this universal rule: The party decides
ambiguity. Just make whatever decision you'd like
about how to resolve the situation. And if you need
extra clarification for something, the official FAQ will
be maintained at cephalofair.com/gloomhaven,




Scenarios are self-contained missions designed to be
played in a single sitting. The campaign of Gloomhaven
spans numerous scenarios, and most of your time

in the campaign will be spent playing through these
scenarios. The scenario book contains 101 scenarios, but
you will not play through them all, and they will not

be played in order. The story contains many branching
paths and detours.

Each Scenario Phase consists of three distinct steps:

0 Beginning a Scenario: In this step, the party
will prepare everything needed for the scenario,
including their own characters, the monsters
they will fight against, and the map layout where
the fight will occur.

9 Playing a Scenario: This step occurs over a
~ series of rounds. Within each round, all figures
on the map, both characters and monsters, will
take a turn. The party will play through round
after round until the scenario is lost or completed.

9 Ending a Scenario: In this step, the party
will resolve the effects of losing or completing
the scenario.

In addition to the scenario book, the section book
will also be important for playing through a scenario.
Any time you see the section book icon ﬁ , read the
specified section in the section book. The number
before the period is the specific page number, and
the number after the period is the specific section
on that page.

G N

SECTION BOOK ICoN

Section Links N

When door @ is opened, read E 16.1.
When door @ is opened, read - I

<

Scenario Book Section Book

Scenario Book
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_Beginning a Scenario

Whenever a scenario is played, the party will

prepare for the scenario by performing the following
steps in order:

(1)

(2)
(3)

1)

(6)
7)

(8)
(9)

Select which scenario to play, open the scenario
book to the corresponding scenario entry, and
keep the section book nearby. The party can only
play a scenario if it has been unlocked and if they
meet its requirements (if any). This does include
scenarios that have been completed previously.

Resolve a road event if necessary (see p. 12).

Set up all map tiles for the scenario as depicted
in the map layout for the scenario entry.

Retrieve the materials (ability deck, stat card,
standees, and initiative order token) for all
monsters shown in the scenario key. Shuffle the
ability decks and insert the stat cards in stat
sleeves so that only the relevant stats are shown.

Retrieve all overlay tiles shown in the scenario key.

Set up the first room of the scenario as depicted
in the main map for the scenario entry.

Retrieve and shuffle all necessary attack modifier
decks (character, monster, and ally decks) and
retrieve all additional attack modifier cards

('C?}, 4, and o cards).

Read the scenario goals, introduction,
and special rules in the scenario entry.

Deal three battle goals to each character.
Decide which one to keep for each character
and discard the others (see p. 15).

Place the token tray nearby:.

Place each of the six element tokens on the inert
column of the element board.

Decide which items to bring for each character
from their pool and apply any negative effects
and start-of-scenario effects associated with those
items (see p. 33).

®

e

@ ;

The scen
eneimbis

Scenario Goals

thia posaind, rvad BH175,

Decide which ability cards to bring for each
character from their pool, selecting a number of
cards equal to their hand size, which is shown
below the portrait on their character mat, Each
character’s selected cards will start in their hand.

Set each character’s red hit point dial to their
maximum hit point value, which is shown below
their current level in the chart at the bottom of
their character mat. Set each character’s blue
experience dial to zero.

Apply any road event effects and scenario effects.

b |4 complete when il
1 It are dead: At the end ol
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Each scenario entry in the scenario book is critical
to setting up and playing that scenario. Most scenario
entries contain the following information:;

3 Gepnario Entries €

m < u fForgotten Crypt

@ The scenario’s name and number.

@ The scenario’s grid coordinates on the map board.
0) Any requirements for playing the scenario.

@ A reference on how this scenario was unlocked.

Q} The complexity of the scenario, on a scale of 1-3,
Higher complexity scenarios will generally
take longer and have more special rules.

F)

(C)
i)

The geographical feature where the scenario
is located (if any).

The designers of the scenario.

The goal of the scenario. When this is achieved,
the scenario is completed, and the specified section
in the section book should be read at the end of the
current round for the conclusion and rewards.

0_) Any scenario effects applied to characters.
0) An introduction to the scenario.

Q) Any special rules for the scenario.
@ Section links, which will describe when you should
reference the section book for additional information
(see p. 7). Important elements such as additional
room setups can be found in these sections. Section
links are read immediately when the condition

described is fulfilled, even if it interrupts an ability,

The configuration of map tiles needed for the entire
scenario, with each map tile labeled. Most of the time,

)

this will be more than the initial room. Do not reference
the setup for any additional rooms, which will be detailed
in the section book, until instructed, However, the map
tiles for the entire scenario can be placed at once,

@ The scenario key, which shows the monsters and overlay
tiles needed for the entire scenario, even if they are not
needed initially. Sometimes monsters in the scenario
key will have a Demon %, Merchant %#, or Military §
faction icon. Those monsters are only used in that
scenario if you have the corresponding “City Rule”
global achievement or if you sided with that faction
for that specific scenario.

1)

> (000

wamp

You answer a summons from the military,
opening the door to an office in the
West Barracks.

“Hey, thanks for coming.” Argeise Gantry,
Spymaster of Gloomhaven’s military,

tilts back on a wooden chair. “You're still

locking for those creepy black-robed guys
who are spying on the military, right?

Take a look.” The Quatryl spreads a map "

onto her desk. *I “borrowed’ this map
from a group called the Vigil,” Argeise’s
lip curls, “They’re a bunch of backward,
intolerant, self-absorbed idiots, but for
some reason they're popular with. ..

well, with some people in Gloomhaven’s
military. 5o, let’s just keep First Shield
Harmon in the dark on this one—y know,
for deniability.”

The map shows incidents in the area
around Gloomhaven, with some clear
focal points. “Check that one out,” the
Quatryl says, tapping a cluster of red.
“And bring me a prisoner to question!”

Back at the Crooked Bone, Hail slings a
small bag over her shoulder. “I'm coming
with yow,” she insists. “The last place

had a rift in reality. Who knows what's at
this one? You'll be lost without me.” You
protest, but the Aesther simply disappears
before your eyes. After a moment, you
hear her voice from outside the tavern:
“Lock the door behind you!™

A short journey later, you find an
overgrown mausoleum on the western
border of the Lingering Swamp. Dark
purple smoke seeps out from under the

-ty

door and cascades over the stone steps.
The elemental orb thrums in Hail’s hand.
“Well, we're in the right place,” the
Aesther mutters. “Let’s find out what's
happening inside.”

The smoke is thicker beyond the
threshold—it clouds your senses, sapping
your strength as figures in black robes
emerge from the shadows.

“¥ou shouldn't have come here,
ghostface,” one of them snarls.

“Ugh,” Hail sighs in disgust and looks
over at you. “Kill that one first, please”

Special Rules

J Hail, represented by a numbered

token, begins at ) and has 4+(2xL)
hit points. She is an ally to you and an
enemy to all monsters. Any character
can lose one card from their hand or
two from their discard pile to negate
one source of damage to Hail She acts
at initiative 99 each round, performing
€ 2 towards the altar ) (on tile
13-A), opening doors and springing
traps if necessary. If Hail dies, the
scenario is lost.

Section Links

B BR.R-B.B Nzl



Each scenario entry also displays a detailed layout

of the initial room of the scenario. This often includes
the following information:

Q) Starting Hexes: The characters can each place
their figure (miniature or standee) in any of these
hexes at the start of the scenario. However, no hex

— can ever contain more than one figure,

Standee Number QJ Overlay Tiles: These are smaller hex tiles placed
on top of the map tiles to create additional map
features (see p. 13).

pping
s

) Money Tokens: These are objects on the map
that characters can loot to gain gold.

e Scenario Hey

e

Monster Placements: These hexes show colored
bars to indicate monster placements by rank.

Living Bones

) =
lan Living Corpse f‘

The top bar is for two characters, the middle bar
is for three characters, and the bottom bar is for
P four characters. Black means no monster, white

means a normal monster, and yellow means an
elite monster. Place each monster standee in a

base whose color matches its rank. All standees
for a monster type are numbered and should be
randomized upon placement,

) Notable Hexes: These hexes, denoted with
letters and numbers, are explained in the special
rules or section links. If the icon is green, place
the corresponding scenario aid token in the hex,
but if the icon is gray, do not place the token.

MONSTER RANK

Black = No Monster
2 Characters ——|

3 Characters ——
4 Characters ——|

White - Normal Monster

T

Bandit Archer . _/

Yellow = Elite Monster

Example: One Living Bones may be added to the map. With two characters, no monster
is added. With three characters, a normal Living Bones (white base) would be placed.
With four characters, an elite Living Bones (yellow base) would be placed instead.

Light Fog
C AN -]

>~
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» Road Events

A road event is a small thematic interaction that takes
place in the world around Gloomhaven. The party will
resolve a road event at the start of each scenario, with
the following exceptions:

® At the start of scenario 0 and scenario 1.

© When replaying a lost scenario without first
returning to Gloomhaven.

€ When moving directly to a new scenario that is
linked to the previous scenario (see p. 46).

& When playing a scenario that takes place within
Gloomhaven itself.

& When playing any scenario in casual mode
(see p. 57).

ROAD EVENT
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Road Event

The party will perform the following steps when
resolving an event card:

0) Read the thematic text on the front of the card.
@) Collectively choose one of the options.
@ Read the thematic text on the back of the card

for the outcome that corresponds to the chosen
option, then resolve the effect written in that
section. Only characters who are participating
in the scenario are affected by the outcome. Do
not read any of the text that corresponds to the
other outcomes.

@ Remove the card from the game without
destroying it. If the return icon #% is depicted
in the outcome, return the card to the bottom of
the road event deck instead.

Some options and outcomes have requirements
associated with them. The most common requirement
checks whether any of the characters has a specific trait
<80 (typically found on the front of character mats).
Other requirements might refer to gold, other campaign
stats you have, or whether specific achievement stickers
are present on the campaign sheet (see p. 50). When

the word “collective” is used, the requirement refers to
the entire party. If the requirement is not met, instead
read the outcome labeled “otherwise.”

Each event also has a reference number 0 . Throughout
the campaign, you will be instructed to add or remove
events from the various event decks. These events are
always referenced by this number so that they can be
easily found. When an event is added to the event deck
or you look through the event deck to remove a specific
event, the deck should be shuffled afterward.

> Map Tiles and Walls

Each map tile is considered to be full of empty hexes
(no overlay tiles or figures). These traversable hexes

are surrounded by walls consisting of border hexes
separated by wall lines. Wall lines cannot be crossed, and
a grouping of hexes surrounded by walls is considered a
room. A hex is considered adjacent to a wall if it shares a
border with a wall line, A hex is not considered adjacent
to a hex on the other side of an adjacent wall line,

-

WALL LINES

Wall

Overlay Tile
(Corridor)

Example: An overlay tile ) is placed on top of two map tiles,
combining the two rooms into one and creating new wall lines.
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» Ouerlay Tiles

Overlay tiles are placed on top of map tiles to provide
additional features for the scenario. The type of
overlay tile is defined by the colored border of the tile,
as depicted in the scenario book, not necessarily the
illustration on the tile.

If the scenario layout depicts an overlay tile covering
the border hex of a map tile, the overlay tile also covers
up any adjacent wall lines. The overlay tile creates new
wall lines between it and any adjacent border hexes
without overlay tiles.

A hex with no overlay tiles (except corridors and
pressure plates) is considered featureless. A hex with
no figure is considered unoccupied. A hex that is
both featureless and unoccupied is considered empty.
Tokens are not overlay tiles.

CORRIDORS

A corridor is placed on the connection of
two map tiles to cover the border hexes
and create a single room out of multiple
map tiles. Corridors are considered
empty hexes and are not considered to
be overlay tiles for the purposes of determining what
other tiles or tokens can be placed in the same hex.

DIFFICULT TERRAIN

A figure requires 2 movement points to
enter a difficult terrain hex, except when
flying or jumping (even if the jump
movement ends there).

TRAPS

A trap is sprung when any figure enters
its hex, except when flying or jumping
(unless the jump movement ends there).
When a trap is sprung, it applies some
effect to the figure who sprang it and is
then removed from the map. Trap effects are varied
and are specified either by the scenario key—if they
are a part of a room'’s setup—or by the ability of the
figure who placed the trap. If part of a trap's effect is
listed as “damage” in the scenario key, the trap will deal
damage equal to 2 plus the scenario level (see p. 15).
When a trap tile is placed on the map, tokens for the
damage and conditions it applies (except curse) should
be placed on the trap tile for easy reference.

HAZARDOUS TERRAIN

If any figure enters a hazardous terrain
hex, except when flving or jumping
(unless the jump movement ends there),
that figure suffers damage equal to

1 plus one-third of the scenario level,
rounded up (see p. 15). Unlike trap tiles, hazardous
terrain tiles are not removed after their effect is applied;
instead they remain on the map indefinitely. Figures do
not suffer additional damage when starting a turn in a
hazardous terrain tile or exiting a hazardous terrain hex.

OBJECTIVES

Objectives are tied to the goals of some
scenarios and typically need to be
destroyed or protected. In either case, the
special rules for the scenario will assign
a maximum hit point value to each
objective, usually based on the scenario level (see p. 15)
and the number of characters. Objectives can be
targeted by attacks and suffer damage, but are immune
to all conditions and forced movement. Objectives

are considered to have initiative 99 for the purpose of
focusing, unless otherwise stated by the special rules
for the scenario, but do not take turns. Any damage an
objective suffers is marked by placing damage tokens
directly on it. When the total damage suffered by an
objective is equal to or greater than its maximum hit
point value, the objective is destroyed, not killed, and
the objective tile is removed from the map. Objectives
are considered figures, and the hexes they are in are
considered occupied. Objectives are not considered
obstacles although like obstacles, figures cannot enter
a hex with an objective except when flying or jumping.
Objectives cannot be commanded.

OBSTACLES

Figures cannot enter a hex with an
obstacle, except when flying or jumping
(unless the jump movement would

end there). Obstacles do not block
line-of sight (see p. 19).

PRESSURE PLATES

A pressure plate’s trigger and all of its
effects are defined by the special rules for
the scenario. Jump and flying movements
still trigger pressure plates. Pressure
plates are considered empty hexes.

~
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A door separates two rooms. Doors
are typically closed to start. When a
character enters a closed door, they
flip over the door tile to its open side,
revealing the adjacent room (see p. 42).

Closed doors do not hinder normal character movement,
but they otherwise act as walls. No figure can enter a
closed door with forced movement (see p. 30). Once

a door is open, it is considered a corridor for most
purposes, but it still separates rooms and is not part of
either room adjacent to it. Door illustrations vary by
environment type, but all door tiles function identically.

ke g
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DOORS

Closed Door Open Door/Corridor

pr-

Closed Door Open Door/Corridor
[= S =}

Like the walls on the border of a map
tile, figures cannot cross the wall lines
into a wall hex by any means, even
when flying or jumping. Any section of
a map tile surrounded by wall lines is
considered to be a separate room,
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TREASURES

Treasure can be looted by characters
(see p. 30). When a treasure is looted,
its effect is applied and the treasure tile
is removed from the map.

Goal treasure is related to the completion
of a scenario, with effects specified in the
special rules for the scenario. Numbered
treasure is more varied, with effects
specified in the Treasure Index (see p. 66).

& If the treasure provides an item, find the copy of
that item in the unavailable supply and add it to
your pool of items. You may then use it normally
for the remainder of the scenario as if you had
brought it into the scenario, even if it puts you
above the limit for that type of item (see p. 33).

¢ If the treasure provides a random item design,
draw one random card from the random item
design deck and add it to the available item
supply (see p. 52). If there are no cards left in
the random item design deck, the party gains
15 collective gold instead.

@ If the treasure unlocks a random scenario, draw
a card from the random scenario deck, read the
section specified on the card in the section book,
and then remove the card from the game, If there
are no cards left in the random scenario deck,
the party gains 15 collective gold instead.

When a numbered treasure is looted, check it off in
the Treasure Index (see p. 66) and cross it out in the
scenario book or section book, because it cannot be
looted again if the party replays the scenario.

OVERLAY TILE ART

Note: Many overlay tiles can function as different types
of overlays. For example, a stone pillar tile can be used
as () an obstacle or ) an objective, depending on

the border shown in the scenario layout and banner
color shown in the scenario key. The type of overlay is
determined by its color and icon, not necessarily the
illustration on the tile or name in the scenario book.

(1)
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As characters grow in power, the scenario level will also
increase to ensure the game is always challenging.

Monster base stats, trap and hazardous terrain
damage, the amount of gold received from money
tokens, and the amount of bonus experience for
completing a scenario are all dependent on the level
of the scenario being played, Refer to the chart for
specific values at each level.

At recommended difficulty, the scenario level is equal to
the average level of the characters divided by 2
(rounded up). For example, if all characters are level 2,
the average level (2) divided by 2 (1) means the scenario
is still level 1. Only once a character reaches level 3
would the scenario level potentially increase.

Battle goals provide an additional challenge in a
scenario for characters to complete, At the start of
every scenario, each character receives three battle goal
cards in secret and chooses one to keep, discarding the
others face down. Characters should keep their battle
goals secret from one another until the scenario is over.

If the scenario is completed and the character meets
the criteria of the chosen card, they will gain the
number of checkmarks specified at the bottom of that
card. For every set of three checkmarks, a character will
gain a perk mark (see p. 54), up to a maximum of

six extra perk marks for 18 checkmarks. If the scenario
is lost, the character receives nothing from their battle
goal, regardless of whether the goal was achieved.

A battle goal card has the following:
ﬁ’/ Thematic title,
Q) Details for how the goal can be achieved.

@ Number of checkmarks gained after achieving
~ the goal while also completing the scenario.

> Geenario Lenel €

This calculation determines the recommended difficulty,
but at the start of any scenario, the scenario level can
be set to any number from 0-7. Decreasing the scenario
level might be helpful if your party is struggling, while
increasing the scenario level can help the game remain
challenging as your party grows stronger.

Scenariolevel 0 1 2 3 4 5 6 7

Monster Level

Gold Conversion

Trap Damage

|| W | w
w | o | |
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W | || O
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Hazardous Terrain
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Bonus Experience

Kill an undamaged
enemy with a single
attack action.

Battle Goal Card Front
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Once a scenario is set up, it can then be played.
Each scenario is broken up into a series of rounds,
and each round consists of the following steps:

QJ Card Selection

_@) Ordering of Initiative

9) Character and Monster Turns
@ End of Round

Before any of these steps occur, apply any
start-of-round effects from the scenario rules,
such as spawning monsters. These effects can be
applied in any order, though all spawning should
happen at the same time (see p. 42).

J. Card Selection

After start-of-round effects are applied, each character Characters should not show each other the cards in
secretly selects two ability cards from their hand to their hand or give specific information about any
play face down in front of themselves. Of the two numeric value or title on these cards. They are,
cards, one should be selected as the initiative card. The however, allowed to discuss strategy and make general
initiative value at the center of that card will determine statements about their plans for the round.
their position in the initiative order (see p. 17).

(= o 3

COMMUNICATION EXAMPLES

P ot v L
< m “I'm attacking this Vermling Priest

near the end of the round.”

m “I'm planning to move here and heal
you pretty early, hopefully before the
——0 Initiative Value monsters attack.”

lz “Can you infuse earth on your turn?
I will try to go after you.”

“You'll need lower than 17 to go before me.”
“I'm going in the first quarter of the round.”

Alternatively, if a character has at least two cards in “I should be dealing 4 damage to the
their discard pile, they can instead declare a long rest Vermling Scout.”

at this time (see p. 36). They will then perform their
long rest on initiative 99 as their entire turn for the
round and will not play any cards. C N =

“I need you there for Flanking Strike.”

-
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After each character has selected two ability cards or
declared a long rest, reveal the selected cards for each
character who will not be long resting. Each character’s
chosen initiative card should be directly on top of the
other card, so that only one initiative value is visible.
All cards can now be openly discussed.

In addition, reveal one monster ability card for each
monster set that has at least one figure currently on
the map. Note that several monster types (e.g., Black
Imps or Forest Imps) may belong to the same monster
set (e.g., Imps), in which case they would all use the
same monster ability deck (e.g.,, the Imp deck).

Determine the initiative order by comparing the
initiative values on all revealed monster ability cards
(located in the upper left corner) and all characters’
initiative cards. Take the initiative order tokens for all
monster types and characters on the map and arrange
them from lowest to highest (i.e, earliest to latest)
initiative, Any character long resting has an initiative
of 99. This indicates the turn order for this round.

ORDERING OF INITIATIVE

Tinkerer Spellweaver

> sl
2nd

¥ Tinkerer

Bandit Scout 4“1

Example: The Silent Knife goes first with initiative 4,
followed by the Tinkerer with initiative 16, the Bandit
Scout with initiative 40, and the Spellweaver with
initiative 70.

. /N

RESOLUING TIES

If there is a tie in initiative between multiple characters,

compare the initiative values of those characters’
second played cards to break the tie. If there is still a tie,
the party decides the order for those characters.

If there is a tie in initiative between a character and a
monster set, the character acts first. In all other tied
cases, the party decides the order.

MONSTER ORDER

During their position in the initiative order, the elites of
a monster type take their turns in ascending standee
number order (before any normal monsters of that
type). Then, the normal monsters of that type take their
turns in ascending standee number order (see p. 38).

CHARACTER SumMmons

Character summons take their turns during the
summoning character’s position in the initiative
order, but immediately before the character. Multiple
summons from the same character take their turns
in the order they were summoned (see p. 29).

SCENARIO ALLIES

Scenario allies, typically represented by numbered
tokens, will have their initiative value specified in the
special rules for the scenario. During their position in
the initiative order, scenario allies take their turns in
ascending token or standee number order (see p. 44).
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Every figure on the map —both characters and
monsters—will get a turn each round. A figure’s turn
starts when the previous figure ends their turn and
concludes when the next figure begins theirs. During
a figure’s turn, they will perform various actions and
abilities based on their revealed ability cards.

Before we tackle the specifics of character and monster
turns, we need to cover a variety of important concepts
related to actions and abilities.

> Actions

An action is a set of one or more abilities, which are
detailed on one half of an ability card.

Summon Rat Swarm

ﬂ o5 - €2

" #*2 G-
Characters will normally perform two actions on their

turn: the top action of one of their played ability cards N L EA #5E
and the bottom action of the other. An entire half of a 4 : \Se i
character ability card is considered a single action.

Top Action

Monsters will perform one action on their turn. An

Bottom Action

entire monster ability card is considered a single action.

noﬂling Special
€+0

ZE+0 5

An action can be referred to by any of its abilities.
For example, if an action contains a “<§ 2” ability
and a “¢& 2" ability, it can be referred to as both

a move action and a loot action.

Monster Action ©

> Abilities

An ability is any grouping of text and/or icons, often

found on an ability card, that a figure can perform to O Ability
interact with the map, themselves, or other figures. O Ability Line
If an action consists of multiple abilities, these will be O Ability
separated from each other by ability lines. Abilities in

an action are always performed in the order they are

written. Figures cannot perform new abilities while

resolving a different ability, with the exception of

abilities from attack modifier cards. O Ability

Character abilities can be skipped, unless they are

mandatory (see p. 35).
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» Line-of-Sight

When any figure or hex is targeted by any ability,

the acting figure must have a clear line-of-sight to the
target in order to perform the ability. Line-of-sight is
established if a line can be drawn from any part of the
acting figure’s hex to any part of the target hex without
touching a wall line, Only walls and closed doors block
line-of-sight. Non-targeted abilities are not affected by
line-of-sight. If an ability allows a figure to perform it as
if occupying a different hex, draw the line from that hex.

[ = v = |

LINE-OF-SIGHT

Example: There is clear line-of-sight to the
Bruiser () from all three Vermling Scouts @),
but not from the Vermling Priest @) due to a wall.

c AN = |

» Target

Abilities accompanied by “Target X” allow the
@ acting figure to target up to X different figures

within the ability’s range. Targeting and range
restrictions, as well as additional effects of the ability,
apply to all targets. It is not possible to target the same
figure multiple times with the same ability, unless
otherwise stated.

If no target is specified on a targeted ability, the target
value is 1, which means it only targets a single figure.
For example, if an effect provides “+1(©),” it would give
an ability with no specified target value “(©)2.”

Attack (p. 23), conditions (p. 26), heal (p. 27),
forced movement (p. 30), commanding figures

3 (p. 31), and manipulating tiles (p. 31) are the
only targeted abilities. Targeted abilities cannot
be performed if there is no valid target.

> lmpgrtan! fibility Coneepts <

> Allies, Enemies, and Self

Characters are allies to other characters, monsters
are allies to other monsters, and characters and
monsters are enemies to each other, Figures are
not their own allies.

In general, negative abilities can only target enemies,
and positive abilities can only target allies or the acting
figure themselves, Some abilities have specific targeting
information that contradicts this rule. An ability
specifying its targets as “all” follows these restrictions,
but an ability specifying its targets as “all figures”
targets both allies and enemies.

If any ability specifies its target as “self]” the effect
can only be applied to the acting figure,

» Range

Most abilities target a figure, and a range

value added to an ability determines how far

away that figure can be. “Range X” means
the acting figure can target any figure within X hexes,
including the acting figure when permitted. Range
cannot be counted through walls but can be
counted through obstacles, figures, or anything else.
Two hexes that share a wall but still have line-of-sight
between them (e.g., through an open doorway) are
considered to be at range 2 from each other.

Non-attack abilities with no specified range value can
target figures at any range. Any ability with a range
value specified in the highlighted section to its right
is considered a ranged ability. Figures treat the hex
they occupy and anything in it as adjacent for
the purpose of targeting.

.

RANGE

Example:

The Bruiser () is
at G+ 2 from the
Vermling Priest @) .




Abilities with an area of effect allow the acting figure
to target several different figures in multiple hexes

at the same time, Rotating and mirroring the depicted
area of effect is permitted.

occupies, Any attack with an area of effect that
includes a gray hex is always considered a melee
attack (see p. 23).

Red indicates the hexes in which figures can be
targeted. Only one red hex needs to be within
the ability’s range. This initial hex does not need

to contain a figure, but it cannot be inside a
wall line, though other red hexes can be inside

: Gray indicates the hex which the acting figure

wall lines. Only figures within line-of-sight can
be targeted. Allies in red hexes are not targeted
by negative abilities, and enemies in red hexes
are not targeted by positive abilities, unless
otherwise stated.

If an ability with an area of effect gains “41@©)”
an additional figure within the ability’s range,
but outside the area of effect, can be targeted.

AREA OF EFFECT

Example: The Tinkerer ) performs the top action
of Flamethrower. The Vermling Scout @) and the
objective @ are both within the ability’s area of effect.

C AN

» Added Effects

Added effects are attached to an ability and modify it in
some way. Common added effects like “ @ b, i @ X7
or conditions are usually listed in a highlighted section
to the right of the ability. All conditional effects—those
dependent on consuming an element (see p. 21) or
paying some other cost—are listed below the ability

in a highlighted section with a dotted line border.

—O0 Added Effect

Add+1 7, 1< foreach hex
bstacle or wall
adjacent to you.

——0 Added Effect

Added effects can be skipped, but the character must
choose to do so before drawing an attack modifier card.
Conditional effects can also be skipped; the character is
not required to pay the cost and, even if they do, they
may still choose not to apply the effect. In the case of a
skippable effect attached to a multi-target attack ability,
they may skip the effect on an attack-by-attack basis, in
each case choosing before drawing an attack modifier
card, unless otherwise stated.

More complex added effects might be written below
the ability, but not all text below an ability is an added
effect. Any text that provides rules for how the ability
is performed (e.g,, a targeting restriction) is an inherent
part of the ability, not an added effect, and cannot

be skipped.

34 Clearthe Way Ly

Relocate one adjacent 1-hex
obstacle tile to an empty hex

within G+ 4 to perform:
O Not Added Effect

-“}}2 " tothe relocated tile, O Added Effect

—0 Conditional Effect

» Conditional Triggers

Some abilities or effects can only occur if something else
happens first. These conditional effects are structured as
“Apply effect A to apply effect B.” Effect A must be applied
for effect B to be applied. If effect A is applied, the acting
figure can choose whether or not to apply effect B.




> Elements

Some actions have an elemental affinity associated
with them (fire, ice, air, earth, light, or dark). If an
elemental infusion is depicted on an action, when the
acting figure performs any part of that action, they
must infuse that element at the end of their turn.
To infuse an element, move its token to the strong
column on the element board. A figure cannot infuse
an element this way unless they perform at least one of
that action’s abilities.

) @ O D ®

Fire Air Earth Light Dark
AN

At the end of every round, all infused elements wane,
moving one column to the left on the element board,
from strong to waning or from waning to inert.

Infused elements can be consumed to add effects to

certain abilities or, in some cases, perform new abilities.

This is represented by an element icon marked with an
€3 and followed by the added effect. If that element is
strong or waning, it can be consumed. Since infusions
don’t occur until the end of the turn, any consumed
element must be already strong or waning at the start
of the turn, prior to any infusions. To consume an
element, move its token to the inert column on the
element board.

If an ability depicts multiple separate elemental
consumptions, the acting figure chooses which ones
to activate. If a single elemental consumption depicts
multiple elements, all of those elements must be
consumed to activate it. The same element cannot be
consumed multiple times in a single turn. If an action
depicts elemental consumptions in the upper left
corner, all of those elements must be consumed

to perform any part of the action.

The wild icon represents any one of the

six elements (but not all of them). A mixed
element icon, which depicts two elements
within the same border, represents one of

Wild

those two elements (but not both of them).

0@ When a wild or mixed element is infused,

el at the end of their turn, the acting figure
N chooses which of those elements to infuse.

ELEMENTAL INFUSION AND CONSUMPTION

Rouni:

]2345&7891[11112

Example: @ The Spellweaver performs the top action
of Fire Orbs, which infuses fire, moving it from inert to
strong at the end of their turn. @) Fire wanes at the end
of the round, moving from strong to waning. @) In the
following round, the Spellweaver performs the bottom
action of Flame Strike and consumes fire, moving it from
waning to inert, to add +1 ,‘Z‘t and @ to the attack.

>~
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> Move

.  ‘Move X" is an ability that gives a figure X
i movement points. That figure may then spend
those movement points to move one hex per

movement point, Figures can move through allies but
cannot move through enemies, obstacles, objectives, or
walls, Traps and other effects of hexes trigger when
a figure enters them. A figure must always end their
movement in an unoccupied hex. A figure must enter
at least one hex to be considered to have performed a
move ability. A figure does not have to spend all of their
movement points. All unspent movement points are
lost at the end of the move ability.

Jump

“Jump” is an added effect of a move ability.
Jumping allows a figure to ignore all enemies,
obstacles, objectives, traps, and hazardous

terrain, except for in the last hex. Difficult terrain is
ignored completely when jumping. A figure cannot
jump through walls.

FLYING
! “Flying” is an active bonus (see p. 28).

Flying allows a figure to completely ignore

all enemies, obstacles, objectives, traps, and
overlay terrain, including in the last hex. However, a
flying figure still cannot end their movement in a hex
occupied by another figure (and vice versa). If a flying
figure occupies a hex with an immobilize trap or stun
trap (see p. 27), treat them as an obstacle when
determining the movement of other figures.

If a figure loses flying,
treat them as if entering
their current hex with

a normal movement. In
such cases, if the figure
currently occupies a
hex with an obstacle,
they instead move into
the closest unoccupied
hex without an obstacle,
triggering any effects of
that hex.

> Teleport

- “Teleport X" is an ability that transports a
E figure to any location within X hexes of their
current hex, without evaluating their path

through all of the hexes between. A teleport ability is
not considered a move ability, and teleporting is not
considered movement. Teleportation is not affected by
anything, even walls, in the hexes between. A figure can
only teleport to a valid hex, and any effects of entering
that hex still trigger normally, unless otherwise stated.
A figure cannot teleport into an unrevealed room, but
they can teleport to a hex with a closed door, opening
the door as a result.

TELEPORT

Example: @) The Tinkerer performs the bottom action
of Teleportation Pad, which allows them to teleport to a
hex ) up to four hexes away.

A =]




> Attack

allows a figure to deal a base amount of X

| F “Attack X" is a negative targeted ability that

damage to an enemy within the specified range.

An attack with no specified range value is considered a
melee attack with range 1, capable of targeting adjacent
enemies only, unless otherwise stated. For example, if
an effect provides “+Y (3= to an attack, it would give
the attack with no specified range value “G=1+Y” and
make it a ranged attack.

An attack is a single attack performed against one
target, an attack ability is an ability that consists of
one or more separate attacks, and an attack action is
any action that contains at least one attack ability.

When performing an attack ability with multiple
targets, choose targets one at a time, For example, with
“?} 3, ©) 2’, choose the first target, perform the first

attack, and then choose a second valid target (if possible).

ATTACK MODIFICATION ORDER

When an attack is performed, the base attack value
written on the card can be modified in four different
ways in the following order:

Q,: All applicable attack bonuses and penalties,
~ suchas“t }"} " effects, are applied. If there are
multiple bonuses or penalties, the party chooses
the order in which they are applied.

@ An attack modifier card is drawn from the
attacker’s deck and applied.

@; The target’s shield bonus is applied (see p. 29).
@ Ward is applied (see p. 26).

Once all modifications have been applied, the target
suffers the resulting amount of damage. If the target
has any abilities or effects which can negate a source
of damage, including losing cards to negate damage
(see p. 34), they may apply them now.

These steps are repeated for each individual target
of the attack ability, which means it is possible

for different targets to suffer different amounts

of damage from the same attack ability.

ATTACK MODIFIER CARDS

Any time an attack ability is performed, a separate
attack modifier card is drawn for each individual
target of the attack ability. The modifier shown on
the card is then applied to the attack, possibly reducing
or increasing its value. Once the effects of a drawn
modifier card have been applied, it is placed in its
discard pile.

Attack modifier cards are only drawn for attacks.
They are not used for any other type of effect that
deals damage.

Characters each have their own deck, while all
monsters share a single deck. If a scenario includes
scenario allies, they all use the separate ally deck.
Characters, monsters, and allies start with a standard
1), five o, five 0, one 9, one @,
one @), and one @, but characters can customize
their decks over time through perks (see p. 54),
allowing for other diverse effects.

[= N =

STANDARD ATTACK MODIFIER DECK




An attack modifier card can have the following;

D) Modifier Value: This value modifies the attack
value. The @ modifier reduces the final attack

value to zero. The @ modifier doubles the
current attack value,

@ Added Effects: Some modifiers have elemental

infusions (see p. 21), conditions (see p. 26),

or other added effects, When activated, these
added effects function exactly as if written on

the attack ability.

@) Rolling Icon: When a rolling modifier @ is

drawn, the attacker draws additional modifiers,

one at a time, until a non-rolling modifier is

drawn. The drawn modifiers can then be applied

in any order.

o) Bless / Curse Border: Bless and curse cards are
~ returned to the supply once resolved, instead of
placed in the discard pile. Every curse card has a
o or @ icon to indicate whether it is used in
character and ally decks or the monster deck.

G) Shuffle Icon: At the end of the round in which
a modifier with the shuffle icon @ is drawn, the
discard pile is shuffled back into the deck. This
shuffle is performed immediately if the deck is

empty when a modifier must be drawn.

Q;, Sorting Icon: All standard modifiers have

a o, o, o, @, o, or @ icon for easy

sorting. All modifiers added to a character deck
through perks (see p. 54) have their class icon.
Modifiers added to a deck by another effect have
the ° icon. Add any modifiers with other icons

to the appropriate decks when instructed.

C N

ATTACK MODIFIER CARD FEATURES

ATTACK EFFECTS
An attack effect is an effect attached to an attack. These
effects are applied either during damage resolution

or after the attack resolves. If applied after the attack
resolves, the attack effect is still applied even if the
attack deals no damage (including due to a card).

The attacker must choose whether to apply any attack
effects before they draw an attack modifier card. All
attack effects except “+X (©)“ are applied before any
retaliate bonus (see p. 29). The “+X @“ effect allows
the attacker to perform additional attacks, and each
attack must be resolved completely before another can
be performed.

Timing of Attack Effects

during damage resolution

+X Attack (p. 23) (must be applied)

Pierce (p. 25)

during damage resolution

+X Target (p. 19)

after the attack resolves

Conditions (p. 26) after the attack resolves

Forced Movement
(p- 30)

Other Added Effects

(written below
the attack)

after the attack resolves

after the attack resolves

Elemental Infusions

at the end of the turn
(p-21) f

Some attacks have abilities (e.g., heal abilities)
that aren't attack effects but are still attached to
the attack. These abilities are performed after the
attack is resolved completely (including after any
retaliate bonus).

Some modifiers have added effects, besides modifying
the attack value, and an attacking character can
always choose whether to apply those effects after the
modifier is drawn. If another figure uses a character’s
deck, the character controls the added effects of the
modifier even though the attacking figure applies them.

Modifiers that affect a character’s class-specific
resources or abilities are always applied to that
character, no matter who draws the modifier. Modifiers
that specifically target a character's own summons do
so no matter who draws the modifier.
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ADVUANTAGE AND DISADVANTAGE

Some effects cause an attack to gain advantage or
disadvantage. With advantage, the attacker draws
two modifiers and uses one of them. A monster always
uses the better one, but a character may use either one.
With disadvantage, the attacker draws two modifiers
and always uses the worse one.

If the first draw with advantage or disadvantage is

a rolling modifier (i), the attacker draws additional
modifiers, one at a time, until a non-rolling modifier is
drawn, They then draw one more modifier and
ignore any rolling icon on it.

The first non-rolling modifier and the one after it are
compared. If the attack has advantage, the attacker
uses all initial rolling modifiers and whichever of

the last two modifiers they choose. If the attack has
disadvantage, the attacker ignores all initial rolling
modifiers and uses whichever of the last two modifiers
is worse,

If the first draw with advantage or disadvantage is not
a rolling modifier, but the second draw is, the rolling
icon on the second modifier is still ignored.

When there is ambiguity about which modifier is worse,
the attacker must use the one drawn first. Ambiguity
occurs when comparing the non-numeric effects of
some modifiers (e.g., elemental infusions or negative
conditions). Any non-numeric effect is considered to
have a positive but undefined value.

An attack cannot gain multiple instances of

advantage or disadvantage. If an attack has both
advantage and disadvantage, it is considered to
have neither.

Any ranged attack on an adjacent
enemy automatically gains
disadvantage.

PIERCE

“Pierce X" is an added
effect that reduces the
target’s shield bonus

(see p. 29) by X. Multiple “@ b. &
effects can be combined. For example,

if an attack with “@ 2” gains “6> 3

the effect would reduce the target’s
shield bonus by 5 for that attack.

3 \L.‘?I :

ADVANTAGE AND DISADUANTAGE

Example 1: The attack has advantage, so two modifiers
are drawn and compared, then the +I modifier is used.

Example 2: The attack has advantage, and the first modifier
drawn has a rolling icon, so a second modifier without a
rolling icon is drawn, followed by a third, final modifier. The
initial rolling modifier and the +1 modifier are used.

Example 3: The attack has disadvantage, so two modifiers
are drawn and compared, then the -1 modifier is used.

Example 4: The attack has disadvantage, and the first two

modifiers drawn have rolling icons, so a third modifier without
a rolling icon is drawn, followed by a fourth, final modifier. The
initial rolling modifiers are ignored and the +0 modifier is used.
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» Conditions

A condition ability is a positive or negative targeted
ability, depending on the specified condition, and causes
the target of the ability to gain that condition,

When a monster gains a condition—except bless or
curse—place the matching token on its stat sleeve in
the section corresponding to the number on its standee.
When a character gains a condition—except bless or
curse—place the matching token on their character
mat. Once gained, a condition remains until the
requirements for its removal are met. Neither positive
nor negative conditions can be removed voluntarily.

A figure cannot have multiple instances of the same
condition; however, if a figure gains a condition they
already have, the effect’s duration resets.

If a figure gains a condition during their turn that

is removed “at the end of the figure’s next turn,” the
condition goes into effect immediately and applies
until the end of their next turn. Conditions which are
removed at the end of a figure’s turn are only removed
after all other end-of-turn effects are resolved.

A condition effect can also be added to other abilities
as an added effect, causing all targets of the ability to
gain that condition after its main effect is resolved. If
the ability is an attack, the target gains the condition
even if the attack dealt no damage, but they do not gain
the condition if the attack killed or exhausted them,

or if they are immune. Only bless and curse may be
added to abilities that already have the same condition;
abilities may not have more than one instance of any
other condition.
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POSITIVE ConDITIONS
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Safeguard: The next time the figure would
gain one or more negative conditions, prevent
one of the conditions, and safeguard is then
removed. Players may choose which condition
to prevent if there is more than one, including
when safeguard is on a monster. Safeguard can
prevent a figure from adding a curse card to
their deck, but does not prevent a drawn curse
card from taking effect.

Ward: The next time the figure suffers damage
from any source, they instead suffer half that
amount of damage (rounded down), and ward is
then removed.

Invisible: The figure cannot be focused on or
targeted by any enemy, though non-targeted
abilities remain unaffected. The figure and their
allies can still interact with each other. Invisible
is removed at the end of the figure’s next turn,
Enemies treat figures with invisible as if they
were not there; they can move through figures
with invisible but still cannot end their
movement in the same hex.

Strengthen: The figure gains advantage on all
of their attacks. Strengthen is removed at the
end of the figure’s next turn.

Bless: The figure must shuffle a bless card into
their attack modifier deck. If the figure does
not use an attack modifier deck, bless has no
effect. When a bless card is drawn, it acts as

a @ modifier and is returned to the supply
once resolved, instead of placed in the discard
pile. There are 10 bless cards, which can be
added to any deck. If there are no bless cards
available, bless has no effect.



Wound: The figure suffers 1 damage at the start
of each of their turns. Wound is removed when

the figure is healed.

Poison: All attacks targeting the figure

gain “+1/"? . Poison is removed when the figure
is healed but, unlike wound, poison prevents
the heal from increasing the figure’s current hit
point value.

Immobilize: The figure cannot perform any
move abilities. Immobilize is removed at the
end of the figure’s next turn.

Disarm: The figure cannot perform any attack
‘¥ abilities. Disarm is removed at the end of the
figure's next turn.

% Stun: The figure cannot perform any abilities

or use or trigger any items, but bonuses
previously gained are still active. Stun is
removed at the end of the figure’s next turn.

At the start of the round, stunned characters
still must select two cards to play (or declare a
long rest), but the cards will be discarded with
no effect if stun is not removed by some other
means before the end of their turn. Long resting
still occurs normally for stunned characters.

of their attacks. Muddle is removed at the end
of the figure’s next turn.

0 Muddle: The figure gains disadvantage on all

their attack modifier deck. If the figure does
not use an attack modifier deck, curse has no
effect. When a curse card is drawn, it acts as

' ’ Curse: The figure must shuffle a curse card into

@) modifier and is returned to the supply
once resolved, instead of placed in the discard
pile. There are 10 curse cards with the ° icon,
which can only be added to character and ally
decks, and 10 curse cards with the @ icon,
which can only be added to the monster deck.
If there are no applicable curse cards available,
curse has no effect. Immunity to curse prevents
a figure from adding a curse card to their deck,
but does not prevent a drawn curse card from
taking effect.

Curse Card

> Heal

“Heal X" is a positive targeted ability that
6 allows the target to heal X amount of damage,

increasing their current hit point value.
Characters heal damage by rotating their red dial.
Monsters heal damage by removing damage tokens
from their section of the stat sleeve. A figure’s current
hit point value can never exceed their maximum
hit point value, though it is permitted to heal a figure
that is already at their maximum hit point value.

Heal effects from attack modifier cards function
exactly like heal abilities, If multiple modifiers with
heal effects are drawn, they are considered a single
heal ability.

*

A single heal can remove
both wound and poison
from a figure. However,
if poison is present,

the hit point increase

is prevented.

» Suffer Damage

* Some abilities cause figures to suffer
&P damage without an attack being performed.
This damage is not modified by anything
except ward. Suffer damage is not a targeted ability.
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» Active Bonuses

An active bonus ability is any ability that provides

an active bonus to a figure or their allies, When a
character performs an active bonus ability, the card
is placed in their active area to track the bonus. Cards
in a character’s active area are not considered to be in

their hand.

Active bonus abilities have icons to indicate the
duration of the bonuses they provide. When a bonus
expires, even if the action has other active bonus
abilities, the card is removed from the character’s
active area and placed in their discard pile or lost
pile, depending on whether the action has a lost icon
(see p. 34).

Round Bonuses: These bonuses activate when
E the ability is performed and expire at the end of
the round.

Persistent Bonuses: These bonuses activate
E when the ability is performed and expire when

the specified removal condition has been fulfilled.

If the bonus has limited uses, these are tracked
by a series of use slots. When the card is placed

in the active area, a character token is added to
the first slot. Each time the bonus is triggered, the
token advances by one slot, even if no benefit is
gained. When the token passes an experience icon
4, the character gains that much experience

(see p. 35). When the token leaves the last slot,

the bonus expires.

If no removal condition is specified, the bonus
expires at the end of the scenario,

A character may voluntarily remove a card with a
persistent bonus (but not a round bonus) from their
active area before the bonus expires, but doing so
removes the bonus. This can be done at any time
except during another ability.

Actions with active bonus abilities might also
have other abilities, but these other abilities
are only performed when the card is played.

ROUND BONUS

Gain } the next time
you retaliate this round.

E |

Example: The Bruiser performs the top action
of Eye for an Eye, gaining @ 1and § 1 for all
attacks targeting them until the end of the round.

PAS

PERSISTENT BONUS

% AUGMENT
Add +1 7 to all your melee attacks.

p2y)

Control the target of the attack ability:

135

Example: The Mindthief performs the top action of
The Mind's Weakness, gaining its bonus until the end
of the scenario or until another augment is played.

PAS

N

USE SLOTS

On your next four a l\s targeting enemies §

adjacent to none ir allies, add +3 "‘k lt

=

Example: @ The Silent Knife performs the bottom
action of Single Out, adding a token to the first slot. €
After the second use, they gain 14%. @ After the fourth
use, they gain 13§ and place the card in their lost pile.

AN




There is a wide variety of active bonus abilities.
While these abilities are usually defined by text,
there are three common ones to go over.

SHIELD
I “Shield X" is a positive ability that gives the

acting figure a shield bonus of X. This reduces

the attack value of an incoming attack by X.
The shield bonus is only applied after all attack bonuses
or penalties and modifiers have been applied. Multiple
shield bonuses stack with one another as a single
reduction in attack value. A shield bonus does not
apply to sources of damage that are not attacks.
A shield ability always applies to the acting figure.

RETALIATE

an “Retaliate X" is a positive ability that gives

,' : , 2
“ the acting figure a retaliate bonus of X. This
deals X damage to any figure who attacks

them, if they are within the specified range after all
attack effects are resolved (including push or pull). If no
range is specified, the bonus is only applied to adjacent
attackers. This bonus is triggered by each attack and
occurs after the attack is resolved. A retaliate bonus is
not an attack or targeted effect, therefore the damage
cannot be reduced by a shield bonus. If a retaliating
figure is killed or exhausted by an attack, the retaliate
bonus does not occur. Multiple retaliate bonuses stack
with one another as a single source of damage, but each

retaliate bonus is only applied within its specified range.

A retaliate ability always applies to the acting figure.

summon

Summon is a positive ability that adds other allied
figures to the map. These figures, known as “summons,”
must be placed in different empty hexes adjacent to the
summoner, If there is no adjacent hex available, the
figure is not summoned.

A character summon is considered a persistent bonus,
and their card is placed in the summoner’s active area.
When the summon suffers damage, place damage
tokens on their card. When the summon has suffered
damage equal to its hit point value, the summon is
removed from the map. The summoner may voluntarily
remove the summon from the map at any time

except during another ability. The card is then placed
in the summoner’s discard pile or lost pile, depending
on whether the action has a lost icon (see p. 34).

Each character summon has a corresponding standee,
found in the summoner’s tuck box, that is used to
represent them on the map, using a blue standee base.
When a character becomes exhausted, all of their
summons are removed from the map.

Character summons have stats for their hit point,
attack, move, and range values, along with any special
traits listed on their ability cards. If a summon’s attack
or move value is “-”, then they do not perform that
ability unless granted an ability with a base value.

A character summon’s turn in the initiative order

is always directly before their summoner and is
separate from the summoner’s turn, Summons are
not controlled by their summoner, but instead obey
automated monster rules, performing “-§ +0, /"} +0”
(see p. 39). If a summon has a range stat other than
"" they perform “ i +0, )‘ZK +0 G+ +0 " (see p. 39).
A summon uses their summoner’s attack modifier deck
when attacking. If a character summon cannot find a
focus, the summoner may choose for the summon to
move toward them instead.

A character can have multiple summons on the map at
once, Each new summon’s card is placed to the right of
the previous summon’s card in the summoner’s active
area. In such cases, the summons will act in that order
(from left to right). If there are multiple copies of the
same summon on the map at once, the order in which
they were summoned determines their acting order,
which can be tracked using their standee numbers.

Summons never take a turn during the round
in which they are summoned.

Summon Ra¢ Swarm
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» Forced Movement

Forced movement is any negative targeted ability that
allows a figure to control another figure's movement
or to teleport another figure. Forced movement must
follow all normal movement rules for the target.

For example, if a flying figure is forced to move,

flying still applies. There are two primary forced
movement abilities:

“Push X" forces the target to move up to X hexes
away from the acting figure. Each individual hex
entered must place the target farther by range
from the acting figure.

“Pull X" forces the target to move up to X hexes
toward the acting figure. Each individual hex
entered must place the target closer by range
to the acting figure.

PUSH

Example: The Bruiser Q) performs the top action

of Fearsome Taunt, which allows them to attack and
push an enemy up to 3 hexes away. After attacking
the Vermling Scout ), the Bruiser chooses to move it
2 hexes away ().

E /AN x|

When a character performs a push or a pull, they
decide the direction and distance that the target moves.
When a monster performs a push or a pull, the party
decides the direction, but the target must move as far
as possible. Push and pull are unaffected by difficult
terrain, but all other normal movement rules are

still applied (including the rules for flying figures).
Immobilized or stunned figures can still be affected by
push, pull, and teleport but not by any other type of
forced movement.
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Push and pull can also be added to other abilities as
an added effect, allowing the forced movement of one
or more targets of that ability after its main effect is
resolved. If the ability is an attack, the target can be
forced to move even if the attack dealt no damage,
but they cannot be forced to move if the attack killed
or exhausted them.

Multiple push or pull effects are combined. For example,
if an ability with “ @ 1” gains “ @ 2" the result is a
€3 ability.

» Loot

“Loot X" is an ability that allows a figure to loot all
money tokens and treasure tiles within range X,
including any in their current hex, This ability is
unaffected by the presence of figures or overlay tiles. If
there are no money tokens or treasure tiles within the
specified range, the ability cannot be performed.

When a money token is looted, it is removed from the
mabp. If the looting figure is a monster, nothing else
happens. If the looting figure is a character, they place
the token on their character mat.

When a treasure tile is looted, it is removed from the
map. Monsters cannot loot treasure tiles. If the looted
treasure tile is a numbered treasure, reference the
treasure’s number in the Treasure Index and apply the
effect (see p. 66). Only the looting character gains the
reward, unless it is a random item design or random
scenario. If a looting character gains another copy of
an item they already own, they must give it to another
character or sell it immediately (see p. 56).

[= v

LooT

Example: The Tinkerer
performs the bottom action of Stun
Shot, which allows them to move
and loot the two adjacent hexes @) .

i /A
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> Recover

“3 Recover is a positive targeted ability that
!(_: allows a character to recover discarded or
lost ability cards (see p. 34). The targeted
character looks through their discard pile or lost pile,
selects cards up to the number specified by the ability,

and returns those cards to their hand.

In some cases, the recover ability might allow a
character to recover spent or lost items instead

(see p. 34), The targeted character rotates or

flips those cards, depending on their usage, so that they
can be used again.

» Commanding Figures

Commanding figures is a targeted ability that allows a
figure to command another figure to perform certain
abilities. There are two ways to command figures:

® Grant: Allows a figure to grant an ability to any
figure. The commanded figure then performs that
ability. If the commanded figure is a character
summon or scenario ally, the commanding figure
decides how the ability is performed.

® Control: Allows a figure to control an ability of
an enemy. The commanded figure then performs
that ability, and the commanding figure decides
how the ability is performed. During this ability,
the commanded figure treats the commanding
figure’s allies and enemies as their own allies and
enemies. When a move ability is controlled, it is
considered forced movement.

If an attack ability is granted or controlled, the
commanded figure uses their normal attack modifier
deck. An attack ability cannot be granted or controlled if
the commanded figure has no valid targets or is affected
by a negative condition that prevents the attack ability.

A figure can be commanded to perform a “;f:‘ X" or
“-§ X’ ability, even if they have no attack or move

stat value. However, a figure cannot be commanded

to perform a “% +X” or ““q £X” ability if they have

no attack or move stat value, ";1(:: X" granted to a
summon is always a melee attack, but “;’/} +X" uses the
summon'’s inherent range value (if any). A commanded
figure retains all of their persistent bonuses and

special traits. A commanded ability is not considered a
separate turn, Objectives cannot be commanded,

1 o -y == =

> Manipulating Tiles
Manipulating tiles is any ability that allows a figure to

alter the layout of overlay tiles on the map. There are
six ways to manipulate tiles:

@ Create: Allows a figure to place an overlay tile.
® Destroy: Allows a figure to remove an overlay tile.

© Relocate: Allows a figure to remove an overlay
tile and place it elsewhere.

© Move: Allows a figure to move an overlay tile
up to the specified number of hexes, much like
a figure would move. Overlay tiles can only be
moved through featureless hexes, including
occupied hexes,

® Replace: Allows a figure to destroy an overlay
tile in order to create a different overlay tile in the
same hex.

© Spring: Allows a figure to destroy a trap and
apply the effects of the trap to themselves,
unless otherwise stated.

No hex can have more than one overlay tile in it
(except corridors and open doors). Traps and obstacles
cannot be placed in or moved into occupied hexes. If
hazardous terrain is placed in an occupied hex, its
effects are not applied to the figure in that hex. When
manipulating obstacles, figures cannot cut off one
area of the map from another, leaving an area that
cannot be entered without going through an obstacle.
Figures cannot manipulate any overlay tile that is
covering a border hex of a map tile,




On a character’s turn, unless performing a long rest
(see p. 36), they will perform the top action of one

of their played ability cards and the bottom action
of the other, They cannot perform two top actions or
two bottom actions, They can perform either action
first; which card was selected for their initiative no
longer matters.

Once played, ability cards can be placed around the
sides of the character mat as shown here: discarded
ability cards to the left, lost ability cards to the right,
and active ability cards above the character mat. Cards
in the character’s hand must be kept separate.

» Character Ability Cards

Character ability cards, which are all unique, determine
which actions a character can perform.

A character ability card has the following:
ﬁ)} Card Name: The name of the card.

Q} Initiative Value: This value determines when
the character acts during the round (see p. 17).

Level: The level of the card. Level X cards
are considered level 1 for all purposes.

()
(D)

Actions: Each card has a top action and a bottom
action. The abilities of an action are performed
from top to bottom, with each ability separated
by an ability line. After the action is performed,
the card is placed in the character’s active area,
discard pile, or lost pile, depending on the card’s
icons. A character may choose not to perform an
action, in which case the card is discarded with

no effect.

Basic Action Icons: An ability card can always
be used for a basic “;‘2‘(2” top action or “ 4§ 2"
bottom action, If a card is used this way, the card
is discarded and no other icons or abilities on the

()

card are activated.

)

Enhancement Marks: Squares, circles,
diamonds, and hexes next to some abilities. Their
purpose will be revealed later in the campaign.

3 Character Tur
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Gain 4} for each
enemy targeted.

Top Action

Bottom Action

——0 Enhancement

Mark
Basic o—
“Attack 2" —0 Basic
Action “Move 2"
Action

Enhancement Mark




> ltems

Item cards offer a wide variety of bonuses and extra
abilities that can be used in addition to a character’s
normal two actions per round. Item cards are acquired
by looting them during the Scenario Phase and by
purchasing them during the City Phase.

An item card has the following;

Q)‘ Item Name: The name of the item. 7z
\ . a During your move ability,
Q; Item Cost: The .amount of gold required add 41 AT S
to purchase the item. \ ability, perform:

0/; Reputation Requirement: Characters can only
buy items with reputation requirements while

their party’s reputation is greater than or equal to
) y i : Item Card Back
that item’s reputation requirement (see p. 50).

L0)

Item Usage: What happens to the item after it
has been used (see p. 34). Some items are only
spent, while others are lost instead. Some items

Item Card Front

can even be used multiple times first,
0/ Item Effect: When the item can be used and ITEm LIIEES I :
ket For s s abiliee the s kR i i All items a character brings into a scenario are placed
y gains. below their character mat and can be used as specified

Q,' Item Type: Each item counts as one of six by the items themselves.

types: ), B, K. 4 &, or @ These types

determine which items a character can bring into A character can use any item as long as it is in

their possession, even if the party no longer has
the reputation needed to purchase it; however,
characters can only bring a limited number of

a scenario.

@' Negative Modifiers: Some items, when brought

into a scenario, add a number of o cards to the items into a scenario. Each character can bring

character’s attack modifier (Iieck. For these items, bl ﬂ item, one g item, one L item, up to
the number of cards to add is shown here. Fosis » o S &) item, and a number of

.I_!" Quantity: A count that indicates how many @ items up to half their level (rounded up).
copies of the item exist in the game and which

. M i A character can own more items than they bring into
number this copy is within the count.

a scenario, but they cannot own more than one copy of

.0/' Index Number: A unique number that identifies any single item, All items that a character owns are
the item. When an item is referenced, using the kept in their tuck box. Different characters cannot own
index icon m, it can be found by its card back. the same copy of the same item. Items cannot be
This prevents the party from inadvertently seeing transferred or traded between characters.
items they have not discovered yet.
= N =
ITEM TYPES
Head Body Feet OneHand TwoHands Small

A 5

4
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ITEM USAGE

Spent Icon: The spent icon means the
item is spent after use, This is indicated by
rotating the card sideways. Spent items can
be recovered the next time the character
performs a long rest (see p. 36).

Lost Icon: The lost icon means the item is lost

Ex after use. This is indicated by flipping the card
face down. Lost items cannot be used again for
the rest of the scenario (unless recovered). If an
item has the @ icon, it cannot be recovered
by any means until the end of the scenario.

Flip Icon: The flip icon means the item is
E\O flipped after use, revealing a different use on
the other side of the card. When the other side
is used, the item is then flipped over back to
its front side to be used again. The specific
timing of when to flip the card is detailed in
its text, Characters should always start the
scenario with these items on the side with the

gold cost.

Some items do not have any of these icons. This means
the item applies a passive effect. There is no limit on
how many times an item with a passive effect can

be used.

Some items can be used multiple times before they are
spent, lost, or flipped. This is indicated by a series of use
slots on the item. Use a character token to track these
uses, When an item with multiple uses is recovered,
even before it has been fully spent, reset the character
token to the first use slot.

Some recover abilities can recover spent or lost items,
just like discarded or lost ability cards. All items are
returned to their original state between scenarios.
No item can ever be permanently lost.

Items with use slots and passive effects must be used
if the item’s requirements are met, All other uses

of items are optional. The following extra restrictions
apply to item use;

¢ Ifanitem affects an attack (e.g., adds a bonus,
an effect, advantage, or disadvantage), it must be
used before an attack modifier is drawn.

< If an item provides an ability, it cannot be used
during another ability.
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3> this card
our turn.

perform:

During your move
ability, add +1 4.

SpentIcon LostIcon  Flip Icon No Icon

» Lost Actions

Lost actions can only be performed once.
E If an action has the lost icon, when any part

of the action is performed, the card must be
placed in the character’s lost pile, where it will remain
until the end of the scenario (unless recovered).

If the lost action was used to perform an active bonus
ability, the card is still considered lost and must be
moved from the active area to the lost pile once the
active bonus is no longer in effect,

Some lost actions have the @ icon. If a character
performs an action with this icon, when the card is
placed in the lost pile, rotate it 180 degrees so that
it is upside down. This card cannot be recovered

by any means until the end of the scenario.




» Mandatory Triggers

If any part of an action is performed, certain abilities
and effects of that action cannot be skipped. In such
cases, the ability or effect is highlighted in a box with

an “1” in front of it. These include;

0 Negative Abilities: The indicated ability creates
a negative effect for the character or their allies.

Elemental Infusions: The indicated elements
must be infused at the end of the turn.

@ ©

Experience: The character must gain
the indicated amount of experience,

=

Active Icons: The card must be placed
in the character’s active area.

e,- Lost Icons: The card must be lost.

>

Additionally, if you choose to perform a non-mandatory
ability, you must perform the entirety of the ability. The
exceptions to this are targeting, where you do not have
to target the maximum possible number of targets, and
added effects, which you may choose not to apply.

» Experience

Experience measures a character’s growth
* and defines when they level up. When an
action depicts an experience icon * in
the lower right corner, if any part of that action is
performed, the character gains the indicated amount of
experience. Experience that a character gains during a

scenario is tracked on their blue experience dial.

Sometimes an ability specifies that experience is only
gained under certain conditions, such as consuming
an element, meeting a requirement, or advancing a
character token past an experience icon #f between
use slots.

Characters do not automatically gain experience by
killing monsters; they must perform specific abilities
during a scenario to do so.

» End-of-Turn Looting

Characters must loot any money tokens or treasure
tiles present in their hex at the end of their turn.
No figures beside characters perform

end-of-turn looting,

ever you attack an adjacent
“v. you may destroy one 1-hex
e adjacent to both you and that
ny to add +2 % to the attack.

G may

Create one 1-hex obstacle tile in an
adjacent empty hex. All allies and enemies
adjacent to the created tile suffer 2it1.

the tile to suffer 3% 1.

Example: The Cragheart performs the bottom action

of Crushing Grasp to create an obstacle. Because they
created an obstacle, the remainder of the ability must be
performed, requiring all allies and enemies adjacent to

Flameswell

On your next four single-target ranged
attack abilities, add +2 7 to the attack.

Conditional 0—,
Experience
(Elemental
Consumption)

—O Conditional
Experience
(Character
Token)
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> Resting

Resting is the main way that a character can retrieve
cards from their discard pile. They have two options

when they rest: a short rest or a long rest. In both cases,
the rest can only be performed if the character has at
least two cards in their discard pile. Resting always
results in losing one card from their discard pile.

During the End of Round step (see p. 44), a character
may perform a short rest. When a character short
rests, they lose one random card from their discard
pile and return the remaining cards to their hand.

If they would like to keep the card that was lost,
they can suffer 1 damage to lose a different random
card instead, but this can only be done once per
short rest.

During the Card Selection step (see p. 16), a character
may declare a long rest. This constitutes their entire
turn for the round, instead of playing two cards, and
it is performed on initiative 99. When a character
long rests, they follow these steps:

0/ Lose one card of their choice from their discard
pile and return the remaining cards to their
hand (mandatory).

@J Perform “Heal 2, self” (optional).

9) Recover all of their spent items (optional).
Items can be used during the same turn
in which they are recovered.

Cards without lost icons in your active area count as
being in your discard pile for the purposes of whether

you can long rest and what is eligible to lose during a
long rest but do not have to be returned to your hand
when resting.
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» Character Damage

When a character would suffer any amount of damage
(after ward is applied), they must either reduce their
red hit point dial by that amount or negate the damage.
Damage can be negated in two ways:

Q,‘ Ability or Effect: The character may use an
active ability or effect which negates damage.

@ Card Loss: The character may lose one card
of their choice from their hand, or two cards
of their choice from their discard pile, to negate
the damage, If they have not yet taken their
turn, the cards they selected during the
Card Selection step are not in their hand or
discard pile and therefore cannot be lost to
negate the damage. Furthermore, cards in the

active area cannot be lost to negate damage.

Even if the damage is negated, effects or conditions
from the source of damage are still applied.

> Exhaustion

A character can become exhausted in two ways:

@ No Hit Points: If the character ever reaches zero
on their red hit point dial.

@ No Cards: If the character does not have at least
two cards in their hand (to play) or at least two
cards in their discard pile (to rest) at the start of
a round. Becoming exhausted this way does not
affect their current hit point value.

When a character becomes exhausted, all of their
ability cards, including any summons and other cards
in their active area, are placed in their lost pile, and
their figure is removed from the map. This can even
occur in the middle of performing an ability.

Exhausted characters can no longer participate in the
scenario in any way, so exhaustion should be avoided
at all costs!

Exhaustion does not reduce the number of characters
in the scenario. If all characters become exhausted
during a scenario, the scenario is lost,




On a monster’s turn, it performs abilities based on the
ability card drawn for its monster set. These abilities
are determined by a combination of its stat card and
the drawn ability card. Monster abilities are automated,
following specific guidelines, so that very few decisions
about monster behavior need to be made by the party.

» Monster Stat Cards

Each monster type has a double-sided monster stat
card, which determines its base stats at every level.
To set the level for a monster type, its stat card is
inserted in a stat sleeve so that only the relevant stats
are shown. Most stat sleeves have a six-section side
and a 10-section side. The side to use for a monster
type depends on whether that type has four to six
standees or 10 standees.

A monster stat card can have the following:
0 Monster Name: The name of the monster type.

) Monster Level: This level, which matches the
scenario level, indicates how to insert the stat
card into the stat sleeve.

0 Monster Rank: These subsections show stat
blocks for normal monsters (left) and elite
monsters (right) of this type.

0 Hit Point Value: This is the total amount of
damage that a monster of this type can suffer
before it dies.

0 Movement Value: This is the base amount of
movement points that a monster of this type
gains when performing a move ability.

0 Attack Value: This is the base amount of
damage that a monster of this type deals when
performing an attack ability.

9 Persistent Bonuses: These are active bonuses
that a monster of this type has for the entire
scenario.

ﬁ. Attack Effects: These are effects that apply to all
attack abilities performed by a monster of this type.

o Condition Immunities: These are conditions
that a monster of this type is prevented from
gaining due to immunity.

(=

Monster Ability Deck

Normal Base

Monster Standees Elite Base

Monster Initiative
Order Token

Monster Stat Card
in Stat Sleeve
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» Monster Ability Cards

Each monster set has a deck of eight monster
ability cards. After the characters have selected and
revealed their ability cards for the round, an ability
card is drawn for each monster set with at least

one figure currently on the map. This ability card
determines when and how the monsters in that set
will act during the round.

A monster ability card can have the following;
@ Card Name: A thematic name for the card,

0) Initiative Value: This value determines when
the monsters in this set act during the round.

@) List of Abilities: This list indicates which
abilities the monsters in this set perform on their
turns, if possible, and in what order.

Q Shuffle Icon: At the end of the round in which
a card with the shuffle icon is drawn, the discard

pile is shuffled back into the deck.

@," Set Name: The name of the monster set is listed
on the card back.

The monsters in a set only perform the abilities
listed on the ability card drawn for the current
round. For example, if their ability card does not list
a move ability, they will not move. If their ability card
does not list an attack ability, they will not attack.

Sometimes the rules in this section might not fully

clear up ambiguity regarding how a monster should act.

In such cases, the party gets to decide the ambiguous
choices. This decision does not have to result in what is
best for the monster.

Appendix B provides a concise, illustrated guide
for how monsters take their turns (see p. 62).

» Monster Acting Order

A monster set acts based on the initiative value on

the ability card drawn for the current round. During
their position in the initiative order, all monsters of the
type act, starting with the elite monsters in ascending
standee number order, then the normal monsters

in ascending standee number order. Each monster
completes its turn before the next monster acts.

MONSTER ABILITIES

Rapid Bolts

Y&-1 @264

Example: The Scout ability card Rapid Bolts has no move
ability, so Vermling Scouts will not move this round. They
will focus on the two closest enemies within (3~ 4 and
perform )‘P} -1 against them.

MONSTER ACTING ORDER

Normal

Elite Normal

Example: The Vermling Priests are next in the initiative
order. The #4 elite monster acts first, followed by the #2
normal monster, then the #5 normal monster.

-



» fFocus

At the start of its turn, a monster finds a focus, This
focus is the enemy it can perform its attack on
using the fewest movement points, Determining
the shortest possible path takes into consideration the
effects of difficult terrain.

For a melee attack, the monster identifies the shortest
possible path to a hex from which it can perform the
melee attack. For a ranged attack, the monster identifies
the shortest possible path to a hex from which it can
perform the ranged attack within the specified range, If
the monster cannot attack on its turn, either because it
does not have an attack ability or because it has disarm,
it focuses as if for a single-target melee attack.

If the shortest possible path would bring the monster
within range of multiple enemies, it focuses on the

one who is closest by range to its current hex, If those
enemies are all equally close, it focuses on the one who
acts earliest in the initiative order.

C N =

FOCUS

Example: Even though the Vermling Scout @) is closer
by range to the Tinkerer (D), it can perform its melee

attack on the Bruiser {}) using fewer movement points,
so it focuses on the Bruiser.

ADDITIONAL FOCI

If a monster’s attack ability allows it to attack multiple
targets, it first finds a primary focus, then finds
additional foci for the extra attacks. The monster does
this by identifying the shortest possible path to a hex
from which it can attack its primary focus and as many
additional targets as the attack ability allows during its
current turn.

PATH PRIORITY

Monsters always prioritize a path that triggers the
fewest negative hexes, even when that means not
maximizing targets. Negative hexes are hexes that
contain traps or hazardous terrain, and monsters treat
all negative hexes the same. Monsters only trigger
negative hexes when there is no other viable path to
attack an enemy. For example, if a monster could attack
by moving two hexes and springing a trap on the way, or
by moving 10 hexes and avoiding the trap, it would take
the longer path,

It does not matter whether the monster can actually
reach the end of the path on its current turn. As long as
there is a path to reach a hex from which to attack

an enemy, the monster can focus on that enemy.

Focus does not require line-of-sight.

Nno FOCUS

It is possible that a monster is unable to find a focus

if it cannot reach a valid hex, given infinite movement,
from which it can perform its attack. In such cases,
the monster does not move or attack but still
performs any other abilities listed

on its ability card.
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» Monster Movement

Once a monster has found a focus and identified its
path to that focus, it then performs the abilities listed
on its ability card in order—the first of which is
usually to move. A monster only moves on its turn if
“<& £ X is listed on its ability card. This move ability
gives the monster an amount of movement points equal
to its base move stat (found on its stat card) modified by
X (either positive or negative).

A monster always uses the fewest movement points
required to maximize its attacks for its current turn, If
a monster cannot attack its focus on its current turn, it
only moves if it can shorten the path to its focus. When
a monster performs a ranged attack on an adjacent
target, it first moves away from that target if possible,
so that the attack does not have disadvantage, When a
monster performs ranged attacks on multiple targets, it
moves to attack the most possible targets (including its
focus), with the fewest possible disadvantaged attacks,
while using the fewest possible movement points.

Having abilities other than ;‘Z'l listed on its ability card
does not affect a monster’s movement in any way. It
will simply move according to the above rules and then
perform its other abilities as fully as possible.

» Monster Attacks

A monster only attacks on its turn if "/":{ +X"is

listed on its ability card. This attack ability allows the
monster to attack using its base attack stat (found on
its stat card) modified by X (either positive or negative).
The range of the attack is specified on the ability

card. If no range is specified, it is a melee attack. If a
monster lists multiple targets as an attack effect on

its stat card, the number of targets can be modified by

“+ ©X” effects.

A monster only attacks its focus (or foci in the case of
multiple targets). When its ability card lists multiple
attack abilities, a monster can perform all of those
attacks on a single focus. If a monster kills or exhausts
its focus and still has attacks remaining, it will use the
focus rules to find a new focus.

»

NO MONSTER PATH

Example: The Bruiser )

is the only character on the
map. The Vermling Scout @)
cannot find a valid hex from
which to perform a melee
attack, because all hexes
adjacent to the Bruiser are
occupied or invalid, so the
Vermling Scout cannot find
a focus and does not move.

BLOCKED MONSTER PATH

Example: The Vermling
Scout @) wants to be
adjacent to the Bruiser {{)
to perform a melee attack.
It has a path to an adjacent
hex, but only 1 movement
point. Since that cannot
bring the Vermling Scout
closer to its focus, it does
not move.

RANGED MONSTER ATTACK

Nothing Special

Example: The elite Vermling Priest @) has 3 movement
points, but only needs I to perform its (3~ 3 attack on either
the Cragheart ) or the Mindthief €) . So the Vermling Priest
moves one hex closer and attacks the Cragheart, who acts
earlier in the initiative order.
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» Other Monster Abilities

® Active Bonuses: Active bonuses from a stat
card are active at all times, even if the monster is
stunned. Active bonuses from an ability card are
only active once the monster has taken its turn,

but they remain active until the end of the round,

even if the monster is later stunned. Multiple
active bonuses, from either type of card, stack
with one another as a single effect.

© Heal Abilities: The monster heals itself or an
ally within the specified range. It always targets
the monster within range that has the greatest
difference between its current and maximum hit
point values,

¢ Loot Abilities: Monsters do not perform
end-of-turn looting, but some monsters have
loot abilities. In such cases, the monster loots
all money tokens within the specified range,
removing them from the map, These money
tokens are not dropped by the monster when it
dies. Monsters are unable to loot treasure tiles.

® Negative Targeted Abilities: The monster
uses the focus rules to find the targets for these
abilities as if they were attack abilities, but this
does not affect how it moves.

Positive Conditions: The monster applies the
condition to itself or an ally within the specified

range. It always targets the monster at the closest
range that does not already have the condition.

If there is a tie for closest range, it targets the
monster that acts earliest in the initiative order.

Summeon Abilities: Some monsters can
summon other monsters onto the map. Monster
summons behave just like other monsters, acting
according to the monster ability cards of their set.

A monster summon must be placed in an empty
hex adjacent to its summoner and as close to an
enemy as possible. If there is no adjacent hex
available, or no standee of the corresponding
monster type, the figure is not summoned.
Monster summons never take a turn during the
round in which they are summoned. When a
summoner is killed, its monster summons remain
on the map.

If a monster summon does not have a monster
ability card drawn for its set this round, draw
one to determine an initiative value solely for
the purpose of determining the focus of other
figures' abilities.

» Monsters and Elements

Monsters can infuse and consume elements. When

a monster ability card depicts an infusion or
consumption, it triggers if at least one monster of

the set performs an ability. An infusion occurs when
the last monster of the set ends their turn, while a
consumption occurs when the first monster of the set
starts their turn and benefits every monster of the set.

If any monsters of the same set act later in the initiative

order, because they were revealed or spawned, they do
not gain the benefit of a previous consumption, but
they can consume an element that was infused in the
intervening time,

If a monster infuses or consumes a wild or mixed
element, the party decides which element is infused
or consumed.

Consume Ice

Hasty Assault
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» Revealing and Spawning Monsters

Other than when summoned, monsters can be added
to the map in two different ways:

@ Revealing Monsters: When the section book
indicates that monsters are revealed in a new
room, add them to the map immediately, along
with any indicated overlay tiles or tokens, as you
would when setting up a scenario.

Q; Spawning Monsters: If the scenario rules
indicate that monsters spawn in specific locations
at specific times, add them to the map when
specified. If a specified location is not empty, place
the monster in the closest empty hex instead.

Unlike monsters that have been summoned, monsters
that have been revealed or spawned act during the
same round in which they were added to the map. If a
newly added monster set does not have an ability card
drawn for the current round, draw one now,

Check the initiative value for the sets of all added
monsters, If their initiative value comes after the
acting figure’s initiative value, their initiative order
token should be in its normal position; they will act
in normal initiative order. If their initiative value
comes before the acting figure's initiative value, move
or insert their initiative order token after the acting
figure's token; they will act next, When multiple new
monster sets would act next, order their tokens based
on initiative values.

When monsters are added to the map, if there are

not enough standees of the right type, place as many
monsters as possible, starting with elite monsters, in
order of proximity to an enemy. Once the standees run
out, do not place the remaining monsters. If there are
not enough bases of the right color, place the remaining
monsters without bases.

» Named Monsters

Named monsters are a special class of monster. For
some scenarios, the goal is to kill a unique variant of
a monster type, which is given a name in the scenario
rules. Place named monster standees in red bases to
identify them. Named monsters are not considered
normal or elite, so they are not affected by abilities
that target those ranks. Named monsters act before
elites of the same type.

REVEALING MONSTERS

73

Greate sme L-hexohetacle i in
the featureleos hex each target
peevisusly oopied.

s Cragheart

+

Example: The Cragheart @) uses a @ 4 ability at
initiative 25 and opens a door after using 2 movement
points. As a result, the adjacent room is revealed.

First, three Bandit Archers must be added to the map, but
there are only two standees left, so only two are placed @) .
The Bandit Archers in the previous room already acted

on initiative 16, but these new Bandit Archers will also

act this round, so their initiative order token is moved to
directly after the Cragheart’s token.

Next, one Forest Imp is added to the map @) . Because

no Forest Imps were in play yet, an ability card must be
drawn for the monster set. The card shows initiative 5, so
their initiative order token is inserted after the Cragheart’s
token but before the Bandit Archer token.

Finally, the Cragheart resumes their turn, using their
remaining 2 movement points and any other abilities.




> Bosses

Bosses are a special class of monster, They use a
different type of stat card and a special boss ability deck.
Place boss standees in red bases to identify them,

Bosses are not considered normal or elite, so they are
not affected by abilities that target those ranks. In
addition to providing stats, a boss’s stat card describes
its special abilities, which are activated by its ability
cards. A boss’s stats might refer to “C,” which represents
the number of characters in the scenario.

If the special abilities of a boss are too complex to
fit on its stat card, the scenario rules will provide
more information.

> Monster Damage and Death

When a monster suffers damage, place damage tokens
on its stat sleeve in the section corresponding to its
standee number. As soon as the total amount of damage
suffered by a monster is equal to or greater than its
maximum hit point value, it dies.

When a monster dies, remove its standee from the

map, clear all tokens from its section of the stat sleeve,
and place a money token in the hex where it died, even
if it was summoned or spawned, unless it was a scenario
ally. Once all 25 money tokens have been placed, do not
place any more during the scenario. No attack effects
can be applied to a monster after it dies. If a monster
dies while performing one of its own abilities, it cannot
perform any other abilities.

KILL CREDIT

Certain battle goals, personal quests, and abilities
require characters to track their kills. Summons pass
credit for their kills to their summoner.

If a monster dies from damage caused by an attack,
retaliate bonus, or suffer damage ability, the figure
who caused the damage gets credit for the kill. If a
monster dies from damage caused by a negative
hex due to forced movement, the figure who caused

':‘("J

4
the forced movement gets credit for the kill.

If a monster dies from damage caused by wound,
another monster, or a negative hex due to
voluntary movement, no kill credit is given.

Objectives are destroyed, not killed, and thus
provide no kill credit.

Z: Move as far from focus as possible
while still within G+ 3 of them

€0
751039

Bandit Commander Boss Stat Card

Boss Rank (Scenario Map)

MONSTER DAMAGE

Example: The #3 City Guard suffers 3¢ 1and stun
from an attack. As a result, a damage token and a stun
token are added to its section of the stat sleeve.

The #6 City Guard already has 1,'9}3, suffered from

a previous attack.

[ [p12adg

z |pradg



oy
‘l

"N
A .1'2‘,';\

T AN

!""
\'7a

N
Seadenl| Pelnst

AN L SNANNTEONINE QLN

n—\,”., o

AL D T o i M )
AN ¢ ZINIPA L TN N ) AN

After all figures on the map have taken a turn

(except figures that were summoned during the round),
the End of Round step begins. Perform the following
operations in order:

(1)
o

Trigger any end-of-round effects in the scenario
rules or on items or character ability cards.

If any drawn attack modifier card or monster
ability card has a shuffle icon, shuffle the
corresponding discard pile back into the deck.

Q,; If any character ability card in a character’s active

area has a round bonus, place it in their discard
pile or lost pile, depending on whether the action
has a lost icon.

Any character who has at least two cards in their
discard pile may perform a short rest (see p. 36).

Move any infused elements one column to the left
on the element board, from strong to waning or
from waning to inert.

Allies: Certain figures are allies of the party. Each
ally is represented either by a monster standee,

in which case their stats are defined by their
monster stat card, or by a numbered scenario aid
token, in which case their stats are defined by the
scenario rules. When multiple numbered tokens
are used to represent allies, randomize them to
determine their acting order. Like summons,
allies are not controlled by any character, obeying
automated monster rules instead, When allies
attack, they use the ally attack modifier deck.

Equations: Certain variables, such as hit point
values for objectives or named monsters, are
determined by equations. These equations

can depend on scenario level (L), number of
characters (C), or maximum hit point value of

an elite monster of the relevant type (H). For
example, if a named Cave Bear has (C x H) hit
points, then its maximum hit point value is equal
to the number of characters multiplied by the
maximum hit point value of an elite Cave Bear.

Escaping: Certain scenarios require the party
to escape. In these scenarios, certain hexes on
the map are designated as escape hexes, If a
character ends their turn in an escape hex, they
may escape. Their figure is then removed from
the map, along with their summons and tokens.
Escaped characters can no longer participate in
the scenario in any way.

Linked Hexes: Certain hexes on the map are
linked to each other. Linked hexes are considered
adjacent for the purpose of movement. There is
no line-of-sight between linked hexes, but figures
can find focus through linked hexes.

Locked Doors: Certain doors are locked at the
start of the scenario. Locked doors cannot be
opened normally. They act as walls until the
specified conditions which unlock them have been
met. Once unlocked, they can be opened normally.

Round Track: If a scenario has effects that occur
at specific times, the rounds can be tracked via

the round track at the top of the element board.
Advance the round marker one space at the end of
each round. You do not need to track the rounds
unless the scenario’s special rules instruct you to.

Scenario Aid Tokens: These numbered or
lettered tokens represent allies or loot or even
act as reminders for special rules, such as where
enemies spawn or when to read a section. These
tokens do not affect the empty status of a hex,

unless they are representing a figure.
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When a scenario ends, it is either lost or completed,
depending on which conditions occur. The scenario is
lost if all characters become exhausted or some other
loss condition listed in the scenario rules occurs. The
scenario is completed if the specific goal listed in the
scenario rules is achieved,

Once the end of the scenario is triggered, play continues
until the current round is over, and then the scenario
ends. If the scenario would be both lost and completed
in the same round, the scenario is lost.

Each character recovers all of their discarded and lost
ability cards, recovers all of their spent and lost items,
and resets their red dial to their maximum hit point
value. All conditions are removed from the characters.
All ©, 0, and ° cards are removed from the
attack modifier decks. All battle goals are shuffled back
into the battle goal deck.

> Lost See

If the scenario was lost, the party chooses between
the following options:

@ Return to Gloomhaven: Characters gain all
experience, gold, and treasure gained during
the scenario. The City Phase occurs (see p. 53).
The party can then attempt any available
scenario, including the scenario they just lost,
and they resolve a road event if necessary.

8

Replay the Scenario: Characters gain all
experience, gold, and treasure gained during
the scenario. The City Phase does not occur.
The party must then attempt the scenario
again, but they do not resolve a road event.

If there are any money tokens or treasure tiles still
on the map when the scenario ends, they cannot
be looted. Looting can only be performed during
the scenario.

Each character notes how much experience they
gained during the scenario. The base experience

is shown on their blue dial. If the scenario was
completed, each character gains bonus experience
based on the scenario level (see p. 15). The total is
then added to the current experience total on their
character sheet.

Each character notes how much gold they gained
during the scenario. Whether the scenario was lost or
completed, this amount is multiplied by the current
conversion rate, which is based on the scenario level
(see p. 15). The total is then added to the current

gold total on their character sheet.

nario
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If the scenario was completed, the party performs
the following steps:

‘_’) Battle Goals: Each character gains any
checkmarks from achieving their battle goal.
Checkmarks are tracked on their character sheet.
For every set of three checkmarks, the character
gains a perk mark (see p. 54).

@ Masteries: Each character gains one perk mark
for any new mastery they achieved during the
scenario. Even if they became exhausted during
the scenario, they can still achieve a mastery if its
requirements were met at the time they became
exhausted. Each mastery can only be achieved
once per character.

@l Scenario Conclusion: Read the conclusion
of the scenario, which is found in the section
indicated by the specific goal for the scenario.

@ Scenario Rewards: Gain any scenario rewards
listed after the conclusion. However, the rewards
from each scenario can only be gained once
per campaign, so skip this step if replaying a
completed scenario. These rewards can include
scenario unlocks, experience, gold, checkmarks,
items, and more. If the party is required to
lose something, they cannot lose more than
they have. If an item is gained, find one copy
of that item in the unavailable supply and add
it to any character’s pool of items. If a random
item design is gained, draw one random card
from the random item design deck and add it
to the available item supply. When a scenario
is unlocked, retrieve its sticker from the
corresponding window of the scenario flowchart
and affix it to the map board at the specified
coordinates, matching up the artwork. Scenario
numbers shown in circles within the story text of
the conclusion are references to help clarify the
story text.

;;- g-; ¢

> (Completed Seenario <

@ Inspiration: Gain inspiration equal to 4
minus the number of characters (see p. 50).
Inspiration is tallied on the campaign sheet.

@ Updated Map: Mark the scenario as completed
on the map board. Completed scenarios can still
be replayed during the same campaign. However,
the scenario rewards and any numbered
treasures can only be gained once.

Even if a character is exhausted, as long as the scenario
was completed, they may still achieve their battle goal
and masteries, gain scenario rewards, and keep all

of the experience, gold, and loot they gained during

the scenario.

After completing a scenario, the party normally returns
to Gloomhaven for a City Phase (see p. 53).

If another scenario is force-linked JIlEES® to the
completed scenario, they must skip the City Phase and
play it. If this was not the first time the scenario was
completed during the same campaign, all scenario links
are ignored and the party must return to Gloomhaven
for a City Phase.




The Adventure Begin

The second part of this rulebook covers how to interact
with the city of Gloomhaven and how to manage the
overall campaign, none of which is necessary for your
first scenario. When you are ready to start playing and
officially begin your campaign, you can immediately
unlock scenario 0. Open the corresponding window of
the scenario flowchart, retrieve the sticker, and affix it
to the map board at the specified coordinates, matching
up the artwork.

SCENARIO 0 AND 1

If you are new to the Gloomhaven system, play scenario
0 now. This is a short, low-stakes scenario with
minimal rewards, and it is meant to familiarize you
with your characters and give you a chance to practice
the rules you've just learned. If you are already familiar
with the Gloomhaven system, you can skip scenario

0 and read the introductory text of the campaign on
page 3 of the scenario book, which unlocks scenario 1,
the first official scenario of the campaign.

Once you have completed scenario 1, you are ready
to read the rest of this rulebook and learn about
the City Phase, which occurs between scenarios.
There is no City Phase between scenarios O and 1.
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Example: @ When scenario 0 is unlocked, open the
corresponding window of the scenario flowchart, which
reveals the scenario details. @) After removing the
window, find the corresponding sticker on the back of it.
@ Finally, locate the specified coordinates on the map
board and affix the sticker.
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Campaign Dverview

The campaign represents the entire scope of the game,
played across many Scenario Phases and City Phases.
The collective group of characters you play is referred
to as “the party.” New characters will join the party and
old characters will leave the party, but it is always the
same party throughout the campaign.

Over the course of the campaign, you will adventure
through a multitude of scenarios, encounter a variety
of events, level up, purchase gear, retire your characters,
create new ones, and improve the city of Gloomhaven.
There is an eventual ending to the campaign narrative,
but you are welcome to continue past that point,
replaying scenarios and exploring further to unlock
content you have not yet discovered.

The scenario flowchart shows how the scenarios are
connected to each other, When a scenario is unlocked,
open and tear off the corresponding window of the
flowchart. On the back of the window will be a sticker,
which should be affixed to the map board at the
specified coordinates.

The revealed section of the flowchart will have
information about the scenario, including its name,
number, coordinates, and geographic location. See the
icon key on the back of the flowchart for more details.

The colored bar beneath the name of each scenario
indicates which scenario chain it is part of, and
between the various windows on the flowchart are
arrows that show how the scenarios are connected to
each other. These make it easier to track your path
through the campaign.

During the campaign, some unlocked

scenarios might become locked
out, which means they are
no longer available, When
this happens, affix a red
lockout sticker €9 to the
corresponding section

of the ﬂowchart.
-
m Y

5> Seenario Flowehart <

For a summary of noteworthy people and organizations
in Gloomhaven, see Appendix H on p. 70.

Campaign information is tracked mainly by
the following:

® Scenario Flowchart: This provides a more
detailed overview of unlocked scenarios.

< Map Board: This provides a visual representation
of which scenarios have been unlocked.

® Character Sheets: These track each character’s
progression and supply.

© Campaign Sheet: This tracks all of the other
campaign variables,

c N J

SCENARIO FLOWCHART

sl

Example: An example scenario flowchart window,
with @) number, @ name, @ coordinates,

@ scenario chain color, @ force-linked scenario,
@ requirements, @ lockout sticker section,

and @) connecting arrows.
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The map board tracks which scenarios are available
in and around Gloomhaven.

SCENARIO STICKERS

When a scenario is unlocked, retrieve its sticker

from the corresponding window of the scenario
flowchart and affix it to the map board at the specified
coordinates, matching up the artwork. When a scenario
is completed, mark the checkbox on its sticker.

GLOBAL ACHIEVEMENTS

Occasionally, you will earn a global achievement.

To track these, find the corresponding sticker on the
sticker sheet and affix it to the top of the map board
in the matching space.

Each member of the party has a separate character
sheet that tracks a variety of information related to
the progression of their character, Each pad contains
multiple sheets, but only one character of each class
can exist at any given time,

Quatryl Tinkerer

Perks @
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s. Character Sheet ¢
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GLOBAL ACHIEVEMENT STICKERS

Exumple: The global achievement Peace Through
Bloodshed is earned, so its sticker is added to the
matching space at the top of the map board.

[= AN

A character sheet has the following:
@ Class: The icon and name of the character’s class.

@ Name: A space to write the name given to
the character.

@ Level: A track to mark the character’s
current level, which also shows the experience
requirement to reach each level.

Q) Experience: A space to record the character’s
current experience total.

@/) Gold: A space to record the character’s
current gold total. Gold cannot be transferred
between characters.

@) Notes: A space for general notes like battle goals
and personal quests.

@ Masteries: A list of two masteries, unique to
the character’s class, that can be achieved to gain
perk marks (see p. 46).

0) Checkmarks: A track for up to 18 checkmarks.
For every set of three checkmarks, the character
gains a perk mark (see p. 54).

0) Perks: A list of character perks, unique to
the character’s class, that can be gained
by spending perk marks (see p. 54).
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The party has a single campaign sheet that tracks a
variety of information related to the campaign. The pad
contains multiple sheets, in case they are needed for
any reason, but only one campaign can be in progress
at any given time.

The campaign sheet has the following:

@ Party Name: A space to write the name you
choose for your party.

0) Faction Reputation Tracks: There are three
factions vying for control over Gloomhaven: the
Demons ¥, the Merchant's Guild %, and the
Military §. You start with zero reputation with
each of these factions, and your actions can
increase or decrease your reputation with them,.
Initially, the maximum reputation value you can
have with any of the factions is 12. Any additional
reputation gains above that value are lost.
Similarly, you cannot have less than -10 reputation
with any faction. Further decreases are ignored.
There is a section number associated with
reputation level 9, 16, and 20 with each faction.
The first time you reach each of these reputation
levels, mark the box and read the corresponding
section immediately. For more information on
these factions and their leaders, see Appendix H
on p. 70.

Q) Additional Reputation Sections: When you
have reached 6 or 12 reputation with a faction and
have completed the specified scenario(s), mark the
box and read the specified section immediately.

=)

) Inspiration Value: This marks the party’s
current inspiration. When the party receives
“t+X inspiration,” adjust this value accordingly.
When the party completes a scenario, they gain
inspiration equal to 4 minus the number of
characters. Characters can spend 12 inspiration
when retiring to complete an additional
personal quest (see p. 55).
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Prosperity Track: This marks Gloomhaven’s
current prosperity, The prosperity level
determines the maximum starting level for
new characters (see p. 56) and the items
available for purchase. When the party receives
“+X prosperity,” mark the next X boxes. Each
time a numbered box is marked, the prosperity
level increases and new items are added to the
available supply (see p. 52). If a section number
is also in the box, immediately read it. When
the party receives “-X prosperity,” erase the
previous X boxes, but never erase a numbered box
or further.

Imbuement Track: Ignore this track until the
game instructs you to use it.

Temple of the Great Oak Track: Every time
any character donates 10 gold to the Great Oak
(see p. 56), mark the next box on the track.
Every fifth box you mark, Gloomhaven gains

1 prosperity.

Retirement Table: This serves as an ongoing
record of retired characters. When a character
retires (see p. 55), record their information

in this table. The number of characters a player
has retired during the campaign determines how
many bonus perk marks are gained by newly
created characters (see p. 56).

Classes Unlocked: This serves as a record of
which classes you have unlocked in the campaign.
Each time you unlock a new character class, mark
the box next to their class icon.
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Whenever you reach a value with a section
number on the reputation, prosperity, or

imbuement tracks for the first time, read that
section. Additionally, when your first character
retires, read the section in the retirement table.
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New classes are unlocked through personal quests.
There are 12 new classes that can be unlocked. Each
new class has two corresponding sealed tuck boxes,
labeled with a class icon. (Note: One locked class has
two small tuck boxes because it uses two miniatures.)

When a class is unlocked, you are free to open its
tuck boxes and inspect the contents, including the
higher-level ability cards. That class is now available
when a player creates a new character (see p. 56).

> lInlocking lew Classes <
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Sealed Tuck Boxes
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Items that are not in a character’s pool are split into
two groups: the available supply and the unavailable
supply. These two groups are kept separate in the game
box with a divider card. Items can be added to the
available supply in the following ways:

¢ Prosperity: When Gloomhaven reaches a new
prosperity level, move the listed items in the table
to the right from the unavailable supply to the

available supply.

Selling: When a character sells an item for
gold (see p. 57), return the item to the
available supply.

Retiring Characters: When a character retires
(see p. 55), return all of their items to the
available supply.

Gaining Random Item Designs: When the
party gains a random item design, draw one
random card from the random item design deck
and add it to the available supply.

3 Jtem Supplies ¢

Prosperity § Item Number

Level 1 001-016
Level 2 017-024
Level 3 025-032
Level 4 033-040
Level 5 041-048
Level 6 049-053
Level 7 054-058
Level 8 059-063
Level 9 064-068

Items are only returned to the unavailable supply
when a game effect specifically instructs the party
to do so.




After each Scenario Phase, the party must return to
Gloomhaven and perform an City Phase except in the
following situations:

® If the scenario was lost, the party may replay the
scenario immediately (see p. 45).

® Some scenarios are force-linked JEEE®  in
which case the party must play the indicated
linked scenario immediately (see p. 46).

The City Phase involves spending time in Gloomhaven

to resolve events, acquiring new items and abilities, and f ] S :

retire. Each City Phase consists of two distinct steps: e | L \ r\\
‘_!) City Event
@ Downtime

> . City Coent ¢

When you return to Gloomhaven, resolve a city event
by drawing the top card of the city event deck and
resolving it, City events are resolved exactly like road
events (see p. 12).

> 2. Downtime €

After the City Event step, characters may perform >» Leuel Up

downtime activities in any order they would like.
If a character’s experience total is equal to or greater

® Level Up (p. 53-54) than the experience requirement of their next level,

Donate to the Great Oak (p. 56)
If a character’s level is lower than half the current
prosperity level (rounded up), they may level up during

& Retire a Character (p. 55) they must level up during the Downtime step.
Leveling up has an experience requirement, as shown

® Create a Character (p. 56) on the character sheet, but not an experience cost.

& Purchase Enhancements (p. 56) A character’s experience total does not reset when
they level up.

®

@

Purchase and Sell Items (p. 57)

the Downtime step without meeting the experience
requirement, even multiple times, as long as their

level does not exceed half the current prosperity level
(rounded up). After they level up, set their experience
total to match the experience requirement of their new
level. This method of leveling up is optional, unlike
leveling up through experience.
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Leveling up can only be done during the City Phase.
Characters cannot level up during a scenario or even

between scenarios if the party does not return to
Gloomhaven for a City Phase (e.g., when the party
attempts a linked scenario).

When a character levels up, they must do
the following:

¢ Add Ability Card: Add one new ability card to

their pool. The card they choose must match their
class and must be of a level equal to or lower than

their new level. For example, when a character
reaches level 2, they can add one of their two
level 2 ability cards. Then, when they reach level
3, they can add one of their two level 3 ability
cards or their other level 2 ability card. This does
not increase their maximum hand size, it simply
increases the pool of cards available to them at
the start of a scenario.

< Increase Hit Points: Increase their maximum
hit point value. On the level track at the bottom
of their character mat, the number printed in
red below their new level indicates their new
maximum hit point value.

® Gain Perk Mark: Gain one new perk mark X.
The new perk mark is applied to the list on the
right side of their character sheet by marking one
corresponding box. Additional rules for gaining
perks are outlined below.

PERKS

Perks allow characters to fine-tune their attack
modifier decks by adding and removing cards
permanently. When a character gains a perk mark,
they choose a perk from the perk list on the right
side of their character sheet, mark the corresponding
box, and resolve any change to their attack modifier
deck. The effects of a perk are resolved as soon as the
perk is gained, even when it is gained outside of the
Downtime step.

The number of unlinked boxes shown next to a perk in
the perk list indicates the maximum number of times
that the perk can be gained, with each box requiring
one perk mark. Some perks instead have multiple
linked boxes, and all of these boxes must be filled with
perk marks to gain the perk once.

O| wh you perform an
action with |, you may @
Whenever you long rest, you
may perform: §2,(3+3

o o]
Three Boxes Single Box Two Boxes
(Unlinked) (Linked)

The “ignore item @ effects” perk only applies to

the added o attack modifier cards denoted in the
lower left corner of some items (p. 33). The “ignore
scenario effects” perk only applies to effects labeled as
scenario effects in the scenario book, If a perk provides
the character with any other benefit unrelated to their
attack modifier deck, they can keep the relevant perk
reminder card in their active area as a reminder.

Once each scenario, one adjacent
ally may use one of your pr_:ﬂ'rrrr'ﬂ

items during their turn without the
item becoming .

Perk Reminder Card

Perk marks can be gained in four ways;

© Leveling Up: Each time a character levels up,
they gain one perk mark.

® Gaining Checkmarks: Each time a character
completes a set of three checkmarks, they gain
one perk mark.

¢ Creating Characters: Each time a new character
is created, they gain a number of perk marks
equal to the number of characters previously
retired by that player during the campaign,

® Achieving Masteries: Each time a character
achieves a new mastery, they gain one perk mark.

Sometimes, a character will be instructed to lose
checkmarks. However, perk marks cannot be lost, so
checkmarks can only be lost back to the last complete
set of three checkmarks. For example, if a character has
eight checkmarks, it is possible for them to lose up to
two checkmarks, but no more.




» Retire a Character

If a character has fulfilled the requirements of their
personal quest, they must retire during the Downtime
step, though they can perform all other downtime
activities they would like to before doing so. Having
achieved what they set out to do, they are no longer
motivated to explore the monster-filled wilderness.
Retired characters can no longer participate in the
campaign with the rest of the party.

When a character retires, the completion of their
personal quest gains the party 2 prosperity, unlocks

a new class specified on the personal quest card, and
adds a new personal quest to the available deck from
the unavailable deck. If a specified class is already
unlocked, the party instead gains a random scenario
(or 15 collective gold if that deck is depleted) and a
random item design (or 15 collective gold if that deck is
depleted). If a specified personal quest is no longer in
the unavailable deck, instead add one at random.

The retiring character may spend 12 inspiration once
to draw two personal quests from the unavailable
personal quests deck and choose one to complete
immediately, without fulfilling its requirements, and
shuffle the other back into the unavailable deck. Ignore
all additional instructions on the selected personal
quest card, such as gaining items, unlocking scenarios,
or reading sections. This gains the party 2 additional
prosperity and unlocks another locked class. The effects
of completing two personal quests upon retirement are
resolved simultaneously, so that they do not influence
each other.

A personal quest card has the following;
@ Title: A thematic title for the quest.
@ Description: A short description of the quest.

@ Requirements: The specific requirements
for completing the quest.

@' Rewards: The class unlocked by completing
the quest.

When completing a second personal quest
through inspiration, make sure to draw the
two additional personal quest cards from the
unavailable deck, not the available deck!

Personal Quest Card Back

Personal Quest Card Front

AFTER RETIREMENT

For each class, there is a section number found near the
bottom on the back side of the character mat. Unless
instructed not to do so, read this section when the
character retires (unless it has already been read due to
a previous retirement of the same class).

As characters retire, record them in the retirement
table on the campaign sheet, noting the character name,
player name, and the other indicated information.
When a new character is created, they gain one perk
mark for each character previously retired by that
player. If a single player is playing solo with multiple
characters (see p. 57), count each character’s lineage
separately for this purpose.

After a character retires, their personal quest is
removed from the game, as well as any additional
personal quest they completed upon retirement. Their
character materials are put back in the corresponding
tuck boxes. Their items are returned to the available
supply and their gold is lost.

Retirement can only be done during the Downtime
step. Characters cannot retire during a scenario or
even between scenarios if the party does not return
to Gloomhaven for a City Phase (e.g., when the party
attempts a linked scenario).




» Create a Character

After a player retires their previous character, or if they

simply wish to try something new, they can create a
new character during the Downtime step.

If their previous character has not yet been retired, the
player can either set the character aside to play again
later or abandon the character. When set aside, their
personal quest, items, and gold are all kept. When
abandoned, their personal quest is shuffled back into
the available deck, their items are returned to the
available supply, and their gold is lost.

When creating a character, a player may choose any
class without an active character. This includes classes
that have already been played during the campaign, as
long as all previous characters of the chosen class have
been retired or abandoned (not merely set aside). As the
campaign progresses, new classes will be unlocked.

INITIAL BENEFITS

The new character draws two personal quests from the
available personal quests deck, choosing one to keep
and shuffling the other back into the deck. It is possible
to eventually deplete the available personal quest

deck. When this happens, any new characters created
during the campaign do not receive personal quests
and instead may retire upon reaching 585 experience
(gaining 2 prosperity as normal). Players can still set
aside or abandon such characters whenever they wish.

The new character starts with (10 x P + 15) gold,
where “P” is the current prosperity level.

» Purchase Enhancements

Enhancements for ability cards can be purchased once
you have unlocked the “Power of Enhancement” global
achievement. Characters purchase an enhancement by
spending gold equal to the enhancement’s calculated
gold cost. The purchasing character takes a matching
enhancement sticker and adds it to an ability card

in their pool. The sticker represents a permanent
enhancement for that ability.

Enhancement stickers must be placed on enhancement
marks, There are five different types of enhancement
marks, which have different restrictions for the types of
enhancement stickers that can be added to them.

[0 Square: This type of mark can only receive
a +1 sticker. However, if directly attached to a
non-summon move ability, the mark can receive a
jump sticker instead.

Circle: This type of mark can receive any square
enhancement sticker or any element sticker
(including a “wild” element sticker).

Diamond: This type of mark can receive
any square or circle enhancement sticker
or any negative condition sticker.

®

Diamond+: This type of mark can receive
any square or circle enhancement sticker
or any positive condition sticker.

o

Hex: This type of mark can only receive
a hex sticker.

Treat any enhancement dot on a Forgotten Circles or

The new character gains a number of perk Jaws of the Lion ability card as a diamond, diamond+,
marks equal to the number of characters or hex enhancement mark.
reviously retired by that player durin
= y_ ¥ B g Once an enhancement has been added to an
the campaign. ; i Vi
ability card, it is never removed. Even after
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PROSPERITY LEVELING

Since a new character always starts
at level 1, they may immediately level
up without meeting the experience
requirement, even multiple times, as
long as their level does not exceed
half the current prosperity level
(rounded up). After they level up,

set their experience total to match
the experience requirement of

their new level.
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a character has been retired or abandoned,

enhancements added to their ability cards persist
for all subsequent characters of that class. For all
enhancement costs, see Appendix D on p. 65.

» Donate to the Great Oak

Each character may pay 10 gold to the Temple
of the Great Oak once per City Phase to start
the next scenario with @, . Also mark

the next box on the Great Oak track on the
campaign sheet.




» Purchase Items

Items can be purchased from the available item supply.
Some items require a certain amount of reputation
with one of the three factions (& /%#¢/§). While

the reputation threshold is met, these items can be
purchased as normal, and doing so does not reduce
your reputation.

> Sell Iltems

Items from a character’s pool can be sold during the
Downtime step. When a character gains another

copy of an item they already own, they must sell it
immediately. When a character sells an item, they gain
gold equal to half its gold cost (rounded down). Return
items to the available supply when sold.

Game Uariants

» Casual Mode

In casual mode, the party can play any unlocked
scenario, regardless of its requirements. When a
scenario is played in casual mode, all campaign effects
are ignored. No event is resolved and the party does
not gain any experience, loot, treasures, checkmarks,
personal quest progress, rewards, unlockables, etc.
The outcome of the scenario has no impact on

the campaign. However, completed scenarios can
be replayed as part of the campaign (i.e,, not in
casual mode) as long as the party still meets their
requirements.

» Crossover Classes

Any unlocked class from another Gloomhaven game
can be chosen when creating a new character in
Gloomhaven. Conversely, any unlocked class from
Gloomhaven can be chosen when creating a new
character in another Gloomhaven game, Classes may
keep all of their previous enhancements, but doing

so might cause imbalance. New character sheets for
Forgotten Circles and Jaws of the Lion crossover classes,
which include traits and other useful additions, are
available at cephalofair.com/gloomhaven.

Event cards in Gloomhaven fully support crossover
classes from Frosthaven, and some events feature
crossover outcomes if you are playing a Frosthaven
ancestry. If the name of a Frosthaven ancestry
(Algox, Lurker, or Unfettered) appears anywhere in
the narrative text of an event card, that card features
a crossover outcome, If you are playing the matching
ancestry, you may read the crossover outcome by
referencing ﬁ XX.1, where XX is the event number
(either city or road). Event cards that do not feature
crossover outcomes are resolved normally.

» Temporary Enhancements

With this variant, enhancement stickers are removed
when a character retires, This can be facilitated by
affixing the stickers to card sleeves, instead of directly
to the ability cards, or by applying reusable stickers
(which are sold separately). Temporary enhancements
have a reduced cost: First, calculate the normal
enhancement cost, including any discounts. Next,

if the action has at least one previous enhancement,
reduce the cost by 20 gold. Finally, reduce the cost

by 20 percent (rounded up).

> Solo Mode

A single player can play solo by controlling two or more
characters. Because playing solo reduces uncertainty
and makes coordination easier, increase the difficulty
by calculating the scenario level differently for solo
mode. Take the average level of all characters in the
scenario, then add 1 before dividing by 2 and rounding
up. For example, on recommended difficulty with

three level 4 characters, the scenario level would be

(4 +4 +4)+ 3+ 2) =2, but in solo mode it would be
((@+4+49)+3)+1)+2)=3.

» Open Information

With this variant, parties who want fewer restrictions
can share exactly which cards they have in hand and
discuss specific details about their plans during card
selection, which is normally disallowed by the limits
on communication. This is not the recommended way
to play the game, but some parties may prefer this play
style. Because playing with open information reduces
uncertainty and makes coordination easier, increase
the difficulty by calculating the scenario level as you
would for solo mode.
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>» Reduced Randomness

With this variant, parties who want less randomness

can reduce the range of outcomes caused by attack
modifier cards. Treat all and 0 cards as e cards
instead, and treat all @ and cards as 9 cards
instead. Even though these cards no longer have the
same modifiers, the effect of the shuffle icon still
applies. Any item effects or other game effects that
refer to @ or @ cards are unaffected.

> Permanent Death

With this variant, the specter of death looms large
for parties who want higher stakes. When a character
drops to zero hit points, they die instead of becoming
exhausted. Characters can still become exhausted

if unable to play two cards or perform a long rest,

but they survive and can still participate in future
scenarios, even if the current scenario is lost.

When a character dies, they are removed from the
campaign at the end of the current scenario. Their
personal quest is shuffled back into the deck. Their
character materials are put back in the corresponding
tuck boxes. Their items are returned to the available
supply and their gold is lost. The player whose
character died must create a new character during
the Downtime step of the next City Phase (or, if the
next scenario is force-linked, immediately before the
scenario begins).

When a character becomes exhausted, all normal
exhaustion effects still occur, except their figure now
remains on the map and can still be targeted by monster
attacks and other abilities. Exhausted characters still
cannot act in any way, and they are considered to have
initiative 99 for the purpose of focusing.

» Character Respeccing

With this variant, parties who want more flexible
characters can pay to change their builds. During the
Downtime step of the City Phase, any character may
spend gold equal to 10 times their current level in order
to respec. This allows them to reset all of their previous
ability card choices. When a character respecs, they
return all ability cards from their pool that are not
level 1 or level X, then make a new choice at each level,
following the normal rules for leveling up, until they
reach their current level.

> Random Dungeons

With this variant, the party can attempt a random
dungeon instead of an official scenario, either as
part of the ongoing campaign or as a one-off session
in casual mode. In either case, no road event is
resolved beforehand.

Each random dungeon has three randomly generated
rooms, and the party must clear the monsters from
all three rooms in order to complete it. These rooms
are revealed one at a time, with each new room only
revealed when a character opens the door, Generate
each room by drawing a random room card and a
random setup card.

RANDOM ROOM CARD

A random room card contains the following:

@ Noun Title: A noun title, When combined with
the adjective title from the random setup card,
this creates the full title of the room.

Q} Map Tiles: The map tiles for the room. Any
required overlay tiles will be shown, as well as
12 map designations for the placement of various
features shown on the random setup card. If
the overlay tiles of a specific type run out by the
second or third room, use any comparable overlay
tiles instead.

@ Entrance and Exit Locations: The locations of
the entrances and exits to the room. These always
correspond to the closest border hex of the map
tile with a puzzle connection. In the first room,
each character starts on any empty hex within
two hexes of the entrance. If the first room has
two entrances, the party must choose only one,

=

Entrance and Exit Types: The types of the
entrances and exits to the room. These are
labeled “A” or “B.” When a room has two exits,
the party must choose only one, When a room
has two entrances, the party must use the
entrance that matches their chosen exit from
the previous room, If the back of the next room
card does not show a matching

entrance, discard until a
card with a matching
entrance appears.




Random Dungeons, CONT.
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Penalties: The penalties for revealing the room.
For recommended difficulty, apply no penalty for
the first room, the minor penalty for the second
room, and the major penalty for the third room.
The party can scale the difficulty as they wish

by adjusting the number and severity of these
penalties. If the penalty of the first room refers to
the character who opened the door, the party can
decide who it applies to.

RANDOM SETUP CARD

A random setup card contains the following:

(h)

Q .

0

Adjective Title: An adjective title. When
combined with the noun title from the random
room card, this creates the full title of the room,

Setup Features: A list of monsters, tiles, and
tokens in the room. Place these features in their
indicated hexes in the room by referencing the
12 map designations shown on the random room
card. As in the normal setup for a scenario, the
placement and rank of monsters is based on the
number of characters in the party.

Elemental Infusion: When this room is revealed,

infuse any depicted element at the end of the
current turn,

Treasure Contents: The contents of any
treasure tiles in the room. Specific loot that is
important to the campaign will never appear
in a random dungeon.

Trap Types: The types of any traps in the room.

Random Setup Card Front

Random Setup Card Back

| Miner: Each character gains 3 .
Major: At the end of each character's attack.
ability, they gain €} .

Q_m” Ui .&@ —‘@9 Random Room Card Back

Random Room Card Front

C Vo =]

ENTRANCE AND EXIT TYPES

0 b <O w0

Entrance A Entrance B Exit A Exit B

= AN =]




Delcome 1z Hlopmianen]

4 item summon standees

170 overlay tiles

HIDDEN CONTENT?

Envelope contents are not included in this
inventory. For a complete list of these contents,
visit cephalofair.com/gloomhaven.

4 sealed envelopes

1 scenario book

699‘36099‘*
000000000

sommEm 5
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Joeressssesevee

2 sticker sheets

L 000

1 element board with
1 round marker and
6 element tokens
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1 pad of campaign sheets
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4 scenario flowcharts

19 small tuck boxes
containing character
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90 character
tokens
267 character attack

{ @ modifier cards

533 character S st st B, e e

ability cards 25 special : — B = O o=

character tokens T
N 1 . N [
E E > 54 perk reminder cards
1 1
1 I
1 1
l l | Tnkerer o
' 1 =
9 small cards 18 character 41 character 18 character initiative
from locked classes standees summon standees order tokens 18 pads of character sheets
- AN -
.
177 event cards 22 personal quest cards 18 random room cards 22 random setup cards
208 item cards 16 random item cards 60 battle goal cards 8 random scenario cards 4 divider cards
@ 9
248 monster ability cards 175 attack modifier cards 31 monster initiative 17 scenario aid tokens 25 coin tokens

order tokens

1 token tray with lid
-
1 tile tray with lid
@
4 character dials 2 card trays

28 boss stat cards 36 monster stat cards 6 monster stat sleeves

%%

80+ condition tokens 60+ damage tokens 30+ plastic bases

missIinG PARTS?

> If you discover that you are missing any parts
from your game, you can request replacements
at cephalofair.com/contact.
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Movement Valid Invalid Attack Enemy Attacked Initiative
Path Movement Movement Hex Focus Enemy Value

1. Initial Check
0) Check for Conditions and Attack Ability

< Any monster with &:‘b or without an attack
ability finds a focus and moves as if for a
single-target melee attack.

¢ Any monster with @ ignores all
move abilities.

¢ Any monster with @ cannot find a focus,
will not move, and ignores all abilities.

@ Check for Movement Paths
Check for movement paths to attack hexes (i.e,,

hexes from which an attack can be performed).
These hexes are shown with the (J icon in

di If b ki kK The Bandit Scout focuses on the The Bandit Scout focuses on the
fASEatus, L1 no path exists, the monster cannot enemy it can attack while springing  enemy it can attack while using
find a focus and will not move or attack, the fewest traps. the fewest movement points.

2. Find Focus

The monster finds an attack hex and focuses on
an enemy with the following priority list:

0) A hex with a movement path that triggers
fewer negative hexes.

@ A hex with a movement path that requires
fewer movement points.

@) An enemy closer by range.

@ An enemy earlier in the initiative order,
following the normal rules for breaking ties
for initiative (see p. 17).

S Move 2 P R Y-

The two enemies require equal The two enemies are equally close
movement paths, so the Bandit by range, so the Bandit Scout
Scout focuses on the enemy closer focuses on the enemy earlier

by range. in the initiative order.

-
""@\|
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3. Perform Monster Abilities

The monster performs all of its abilities from top to
bottom (move, attack, and other abilities). For move
abilities, observe the following rules:

@) The monster must end its movement with a
shorter path to its attack hex than it had before
or else it will not move,

QJ The monster chooses a movement path that
triggers the fewest negative hexes.

Q) The monster moves to an attack hex from which
it can attack its focus. If it can target multiple
enemies, it instead moves to a hex from which it
can attack its focus and the most other enemies.

@ The monster moves to a hex from which
it can attack the most possible targets
(including its focus) with the fewest possible
disadvantaged attacks.

@

§) If the monster could move to multiple hexes that
maximize the previous priorities, it moves to the
hex that requires the fewest movement points.

@ In cases where monster movement is still
ambiguous, the party decides.

::'-.' Move 2
Attack 1
Target 2

P

o

The Hound can attack two enemies, The Bandit Archer moves to the

so it moves to the only attack hex closest attack hex from which it can
from which it can attack both of attack all three enemies and only
those enemies. have one attack with disadvantage.

The Hound needs 2 movement
points to shorten the path to its
attack hex, but it only has 1, so it
does not move.

*, Move 2
Attack 1§
Range 3 V)

The Bandit Archer has muddle and
thus will attack with disadvantage
regardless, so it does not move
away from its focus.

The Hound has enough movement
points to shorten the path to its
attack hex, but only if it springs

a trap, so it does not move.

The Bandit Scout has two equally
viable attack hexes, so the party
decides which of those attack hexes
it moves to.

-~
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» Attacks and Damage

& A separate attack modifier card is drawn for each

®

®

@

target of an attack ability.

A shield bonus only reduces damage from attacks,
not from other sources, but the bonus applies to
all incoming attacks while active.

Even if an attack deals no damage (e.g., when
a @ card is drawn), all added effects of the
attack are still applied.

A character can negate all damage from one
source by losing one card from their hand
or two cards from their discard pile.

> Bless and Curse

When there are two opposing sides for the
monsters in a scenario, they use two different
attack modifier decks ( @ and 0) and thus are

affected by bless and curse separately.

Immunity to curse prevents a figure from adding
a curse card to their deck, but does not prevent a
drawn curse card from taking effect.

Bless and curse cards are returned to the supply
once resolved, instead of placed in the discard pile.
They are removed from all decks at the end of
each scenario.

» Monsters

A monster ability card is drawn each round
for each set of monsters on the map. All monsters
of a single set will use the same ability card.

A monster only performs the abilities listed on
its ability card for the round.

A monster does not apply any active bonuses
from its ability card until its turn.

If a monster cannot find a focus, it will not move,

If a monster will not be performing an attack on
its turn, or has disarm, it finds a focus as if for a
single-target melee attack.

» Characters

© Characters initially use 20-card starting decks of

attack modifier cards, labeled o, 0, 9, e

Advanced attack modifier cards are added by
gaining perks.

A character cannot perform two top actions or
two bottom actions. For the basic actions, “?}i 27
is always a top action, and “<§ 2” is always a
bottom action.

Exhaustion does not reduce the number of
characters in the scenario, for variables like
monster hit points or scenario effects.

» Summons

< Summons must be placed in empty hexes

adjacent to the summoner. If there is no adjacent
hex available, the figure is not summoned.

Summons are not directly controlled by their
summoner. Most summons instead obey
automated monster rules.

» Loot and Elements

All monsters, except scenario allies, drop a money
token when they die.

All characters loot the hex they occupy at the
end of their turn, not the end of each movement.
Monsters and summons do not perform
end-of-turn looting.

Since infusions don't occur until the end of the
turn, any consumed element must be already
strong or waning at the start of the turn, prior to
any infusions.

» Scenario Details

® The recommended scenario level is half the

average character level (rounded up).

Characters can each bring into a scenario a
number of small items equal to half their level
(rounded up).

The end of a scenario can only occur at the end
of a round.




ﬂppenmxl] Enfiancement Costs

> Stop! Do not read this appendix until
“The Power of Enhancement” is unlocked.

Each type of enhancement has a base cost, which

is determined by the following cost chart. The cost
might then be modified based on which ability is
being enhanced. If applicable, apply the following cost
modifiers, one at a time, in order:

Q ) If the ability targets multiple figures or tiles,
double the cost. This applies to abilities that
summon or affect multiple allies or tokens and to
abilities that can target multiple figures or tiles.
This does not apply to target, area-of-effect hex,
or element enhancements.

@) 1f the action has a lost icon and is not a summon
action, halve the cost.

9/,; For each level of the ability card above level 1,
add 25 gold to the cost.

Q; For each enhancement already on the action,
add 75 gold to the cost.

Some enhancements do not fall neatly into the
categories on the cost chart. When determining their
base cost, treat damage traps as ";2: +1” enhancements
(50 gold), treat healing traps as “@+1” enhancements
(30 gold), and treat the movement of tokens and tiles
as ““§ +1” enhancements (30 gold).

Enhancement Base Cost

Move +1 30 Gold
Attack +1 50 Gold
Range +1 30 Gold
Target +1 75 Gold
Shield +1 80 Gold

Retaliate +1 60 Gold

Pierce +1 30 Gold

Heal +1 30 Gold

Push +1 30 Gold

Pull +1 20 Gold
Teleport +1 50 Gold
Summon HP +1 40 Gold
Summon Move +1 60 Gold
Summon Attack +1 100 Gold
Summon Range +1 50 Gold
Ward 75 Gold
Strengthen 100 Gold
Bless 75 Gold
Wound 75 Gold
Poison 50 Gold
Immobilize 150 Gold
Muddle 40 Gold
Curse 150 Gold
Element 100 Gold
Wild Element 150 Gold
Jump 60 Gold
200 Gold divided by
Area-of-Effect Hex the number of existing
hexes (rounded up)
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Appendix €: Treasure Index

Stop! Do not read this appendix except to
4 reference the contents of specific numbered
treasures when looted.

01. (] Gain Magma Waders m

02. [ Suffer 13}3, then gain @

03. [ Gain Star Earring m

04. [ Gain Cloak of Phasing .

05. [ Gain Pendant of Dark Pacts .
06.
07.
08.
09.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.

L] Unlock a random side scenario.
O Gain Thief's Hood [FIlJ.

| Suffer!ﬁ}& then gain 4.

] Gain 20 "

] Gain 30 gold.

] Unlock a random side scenario.
U Gain1 J

U Gain1 J

] Gain 40 gold.

] Gain 20 gold.

U] Suffer 23}3, then gain @

] Gain 15 gold.

] Gain Unstable Explosives m ;
U] Gain Drakescale Boots m
] Gain 25 gold.

U Gain 2 J

(] Gain Helm of the Mountain m and gain
Mountain Hammer .

] Gain 15 gold.

[ Gain Warding Rod m
U Gain1 J

L] Gain a random item design.
| Suﬁ'erl,g}& then gain 0
U Gain2 J

23.
24.
25.
26.
27.
28.

29.
30.
31.
32.
33.
34.
35.
36.
37.
38.
39.
40.
4].
42.
43.
44,
45.
46.
47.
48.
49.
0.
s1.
s2.
83.
54.

SS.
6.
87.
58.

(] Gain Charged Boots m

O Gain 20 #¢.

(] Gain Wave Crest .

(] Unlock a random side scenario.
(] Gain Cure Potion m .

(] Gain Drakescale Helm m
(] Gain Rod of Transference m
(] Gain a random item design.

(] Gain Shoes of Happiness .
] Gain1 J

(] Gain 20 *

(] Gain Fueled Falchion .

] Gain 15 gold.

] Suffer 13}5.

(] Gain a random item design.

(] Gain a random item design.

(] Gain 2 J

(] Gain 15 gold.

(] Suffer 13}3, then gain @

(] Gain a random item design.

(] Gain 15 4.'

(] Gain Steam Armor .

) Gain15 ‘.’

(] Unlock a random side scenario.
(] Gain1 J

[ If a character brought Steel Ring m

into the scenario, gain 15 gold. Otherwise,

gain Steel Ring .
1 Gain 20 ‘.’
(] Gain 15 gold.
(] Unlock a random side scenario.

1 Gain 20 gold.
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59. [ Gain Shield of the Righteous .
60. [ Suffer 3¢ 5.

61. [ Gain Boots of Bracing m

62. [ Gain 20 gold.

63. [ Gain a random item design.

64. [ Gain a random item design.

65. [ Gain Ranger’s Hood m

66. [ Gain , (3}, and [ two cards

from your discard pile.
67. [ Gain Doomed Compass m

68. [ Gain a random item design.

ANl
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. 1 Gain 25 gold.

. 1 Gain a random item design.

. 1 Gain2 J

. [ Gain 25 gold.

. [ Gain Necklace of Teeth .
. [ Suffer 23}3, then gain @

. [ Gain Drakescale Armor .
. [ Gain a random item design.

. [ Gain 30 gold.

. [ Gain 20 gold.

. [ Unlock a random side scenario.

Stop! Do not read this appendix until instructed
to do so!

At the start of each scenario, you may choose to imbue
the monsters for increased difficulty and rewards:

¢® Imbuement: Remove three o cards from the
monster attack modifier deck and shuffle in the

five @ cards.

If you successfully complete a scenario using
imbuement, mark the next box in the “Imbuement”
section of the campaign sheet. Every fifth box you
mark, Gloomhaven gains 1 prosperity. Every tenth box
you mark, read the indicated section.

> I Stop! Read no further until instructed to do so.

You may now choose to apply a stronger imbuement
to further increase difhiculty and rewards:

® Advanced Imbuement: Remove one o card,
three o cards, and two €[l}) cards from the
monster attack modifier deck and shuffle in both

the five @ cards and the five ‘@ cards.

If you successfully complete a scenario using advanced

imbuement, mark two boxes in the “Imbuement”
section of the campaign sheet instead of one.




Ability 10, 13, 18, 19-43, 43, 62-64

Ability card (character) 5, 8, 16—18, 28,
32,44, 54, 58, 64

Ability card (monster) 8, 17-18, 37, 38,
3942, 44, 62-64

Action 18,21, 23, 28, 32, 35-36, 44, 64

Active area 28, 29, 32, 35-36, 44, 54

Active bonus 28-29, 36

Added effect 20, 21-22, 24-26, 30

Adjacent 13-14, 19, 23, 25, 29, 40-41,
44,64

Advantage 25, 26

Area of effect 20

Attack (ability) 19,23, 24-27, 31-32, 34,
37-40, 62—-64

Attack modifier card 5, 8, 18, 20, 23-24,
25-27, 29, 31, 33-34, 44-45, 54,
58, 64

B

Basic action 32, 64
Battle goal 8, 15,45-46
Bless 8,24, 26, 45, 58, 64
Body (item) 33

Boss 43

Boss special 43

c

C (equations) 43, 44

Campaign 3,7, 12, 46-47, 48, 49-51,
54-59

Campaign sheet 12, 46,48, 50-51, 55,
67

Card selection 16, 36, 57

Character 3,4-6, 8, 10-12, 15-20,
23-36,43-48, 50-59, 64

Character dial 5, 8, 27, 35-36, 45

Character mat 4, 8,12, 26, 32-33, 54-55

Character sheet 4,45-46,49, 53-54, 56

Character token 4, 28, 34-35

Checkmark 15,46,49 ,54, 57

City (event) 53

City phase 53, 54-57

Class (character) 3,4-6, 24, 50, 52,
54-57

Commanding figures 31

Completed (scenario) 3, 7-8, 10, 15, 45,
46,48, 57

Complexity 3, 10

Conclusion (scenario) 10,46

Condition 13, 19, 24, 26-27, 31, 36-37,
41,43 45, 56,62

Consume (element) 21,41, 64

Control 30, 31

Corridor 12,13

Create (character) 4—6, 51-52, 53-55,
56, 58

Create (tile) 31

Curse 24, 26, 27, 64

fippendix G: Index

D

Damage 13, 23-24, 26-27, 29-30, 36,
38,43, 64

Dead 37,43, 58, 64

Destroy (tile) 31

Difficult terrain 13, 22, 30, 39

Difficulty 15, 57, 59

Disadvantage 25, 27, 40, 63

Disarm 27, 39, 64

Discard 8, 16, 23-24, 26-29, 31, 32, 36,
38,44-45, 64

Door 14,22, 31, 44, 58-59

Downtime 53, 55-58

E

Element 20, 21, 24, 35, 41, 44, 56, 64

Elite (monster) 11, 17, 37, 38, 4244

Empty (hex) 13, 29,41-42, 44, 58, 64

End of round 16, 36, 44

End-of-turn looting 35, 41

Enemy 19, 20, 22-23, 25-26, 31, 39-42,
60-61

Escape 44

Exhaust 26, 29-30, 36, 40, 45-46, 58, 64

Experience 5, 8, 15, 28, 35, 45-46, 50,
53, 56-57

F

Faction 10, 51, 57

Featureless (hex) 13, 33

Feet (item) 33

Figure 7, 11-14, 17-24, 26-31, 35-36,
38,41-44, 58, 64

Flip (item) 34

Flying 13-14, 22, 30

Focus 29,39,40-41, 44, 62-63

Force-linked (scenario) 46, 53, 58

Forced movement 14-15, 21, 26, 32, 33,45

G

Geographical feature 10

Global achievement 10, 48, 56

Goal (scenario) 10, 13-14,42,45-46

Gold 4,6, 11, 14, 15, 33-34, 45-46, 49,
52, 55-58, 65

Grant (ability) 31

H

H (equations) 44

Hand (item) 33

Hand (of cards) 4-5, 8, 16, 28, 31, 32, 36,
57,64

Hand size 4, 5, 8, 54

Hazardous terrain 13, 15, 22, 31, 39

Head (item) 33

Heal (ability) 19, 24, 27, 36, 41

Hex 11,12, 13-14, 19-20, 22, 26, 29-31,
35, 39-44, 56, 58-59, 6265

Hit point 4-5, 8, 13, 27, 29, 36-37, 41,
43-45,54

Imbuement 50-51, 67

Immobilize 22, 27

Immune 13, 26, 37,43, 64

Inert (element) 21,44

Infuse (element) 21, 41, 44, 59

Initiative 13, 16, 17, 29, 32, 36, 38-39,
41-42 58, 62

Initiative order token 4, 8, 17, 37, 42

Inspiration 46, 50-51, 55

Introduction (scenario) 8, 10

Invisible 26

Item 8, 14, 30-31, 33-34, 46, 51-58, 64

J

Jump 13-14, 22

K

Kill credit 43

L

L (equations) 44

Level (character) 4-6, 8, 14, 3233, 35,
48,49, 53-54, 5658, 64

Level (scenario) 6, 13, 15, 37, 44—46,
57-58, 64

Level up 35, 53-54, 56, 58

Line-of-sight 19, 20, 39

Linked (scenario) 46, 53, 58

Linked (hexes) 44

Locked (door) 44

Long rest 16-17, 27, 32, 34, 36, 58

Loot (ability) 14, 18, 30, 35, 41, 64

Lost (card) 28-29, 31-35, 36, 44-45

Lost (scenario) 12, 15,45, 53

m

Mandatory 18, 35, 36

Manipulating tiles 19, 31

Map (scenario) 8

Map board 10, 46-438, 49

Maptile 8, 10,12, 13-14, 31, 58

Mastery 46,49, 54

Melee 20,23, 39-40, 62, 64

Mixed (element) 21,41

Money token 11, 15, 30, 35, 41, 43, 45,
64

Monster 5,7-8, 11, 15-19, 23-27, 29-30,
35,37, 38-44, 58-59, 6264

Monster movement 37-39, 40, 62-64

Monster stat card 37,43

Monster turn 37, 38-43,62-63

Move (ability) 13-14, 18-19, 22, 24,
26-27, 29-32, 37-40, 4344, 62-64

Move (tile) 31

Movement point 13, 22, 37,
39-40, 62-63

Muddle 27




Named monster 42,43

Negate (damage) 23, 36, 64
Negative hex 39,43, 62-63
Normal fmonster) 11,17 37, 38

0

Objective 13, 14, 22, 31

Obstacle 13, 14, 19, 22, 31

Occupied (hex) 13, 22, 31

Ordering of initiative 16, 17,42

Overlay tile 8, 10-11, 13, 14, 22, 31,42,
58

P

Party 3,6, 8,12, 14-15, 17, 23, 30, 33,
37-38, 41, 44-46, 48, 50-55, 57-59

Perk 5,23-24,49, 54

Perk mark 15, 46, 49, 50-51, 54, 55-56

Persistent bonus 28, 29, 31, 37

Personal quest 5,43, 50-51, 55, 56-58

Pierce 24, 25

Poison 27

Pool (of cards) 8,14, 46, 52, 54, 56-58

Pressure plate 13

Prosperity 50-51, 52-53, 55-56, 67

Pull 30

Purchase (item) 33, 48, 51, 57

Push 30

R

Random item design 14, 30, 46, 52, 55

Random scenario 14, 30, 55

Range 19, 21,23, 15, 29-30, 39-41, 62

Recover 31, 34, 36,45

Relocate (tile) 31

Replace (tile) 31

Reputation 33, 50

Retaliate 24, 29 43

Retire (character) 48, 51-54, 55, 56-57

Reveal (reom) 14, 22, 42

Rewards 30, 46, 55, 57, 67

Road fevent) 6, 8, 12, 45, 58

Rolling (modifier) 24, 25

Room 8,10-11,12,13-14, 22,42,
58-59

Round 7,10, 16, 17-18, 21, 24, 27-29,
36, 38, 41-42, 44-45, 64

Round bonus 28, 44

Round track 44

Safeguard 26

Scenario 3-6,7, 8, 10-17, 23, 28, 30,
33-37, 42-49, 51, 53-55, 57-59, 64

Scenario aid token 11,44

Scenarioally 5, 8, 23-24, 27,44

Scenario book 7, 8, 10-11, 13-14, 47, 54

Scenario effects 7-8, 10, 54, 64

Scenario flowchart 47, 48

Scenario goal §, 10

Scenario key 8, 10, 13-14

Section book 7, 8, 10, 14,42, 44, 55

Self 19

Sell (item) 30, 52-53, 57

Set (monster) 17, 37-38, 41-42, 64

Shield 23,25, 29, 64

Short rest 36, 14

Shuffle 5,8, 12, 14, 24, 26-27, 38,
44-45, 55-56, 58, 67

Small (item) 33, 64

Spawn 16,42, 44

Special rules 8, 10, 11, 13-14, 17, 44

Spring (trap} 13, 31

Standee 4, 8, 11, 17, 26, 29, 37-39,
41-44

Starting hex 11

Sticker (achievement) 48

Sticker (enhancement) 32, 65

Sticker (scenario) 46-47, 48, 49

Strengthen 26

Strong (element) 21, 44, 64

Stun 22,27

Suffer (damage) 13, 23, 26, 27, 36-37, 43

Summon (ability) 4, 29, 41
Summon (figure) 4, 17, 24, 29, 31,
36, 42-44, 64

Target 19, 20, 23-27, 29-31, 35, 39-41,
62-64

Target prierity 39, 62

Teleport 22, 30

Token 4, 8, 11, 13, 15, 17, 21, 26-28, 30,
34-35,41-45, 59, 64

Token tray 8

Trait 4,12, 57

Trap 13,15, 22, 26, 31, 39, 59

Treasure 14, 30, 35, 41, 45-46, 57, 59,
66

Tuck box 4-5, 29, 33, 52, 55, 58

Turn 4,7,13, 16-17, 18, 21, 26-29,
31-32, 35-41, 44, 59, 62-64

Type (monster) 11, 17, 37-38, 41-42, 44

U

Useslot 24, 28, 34-35

w

Wall 12, 14, 19-20, 22, 44
Waning (element) 21, 44, 64
Ward 23, 26, 30, 36

Wild (element) 21, 41
Wound 27,43
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> People

Bonecruncher

A local loanshark who is always there to spot you some
cash if you need it.. and his hulking Savvas bodyguard
will always be there to collect.

Candlekeeper Olenna Trice

As the de facto spiritual and militaristic leader of The
Vigil, she holds the title “Candlekeeper.” Trice looks down
on non-humans with great disdain,

Councilman William Greymare

A member of the oldest human noble family in
Gloomhaven, The Greymare's are incredibly wealthy and
have been in Gloomhaven since the founding of the city.
He is a strong supporter of the Merchant's Guild on the
City Council.

Councilwoman Victoria Vale

A no-nonsense Valrath who drives toward military might
through her actions on the City Council. She is in frequent
opposition to Councilman Greymare.

Demitri Cass, Leader of the Merchant’s Guild
The leader of the Merchant’s Guild. He works closely with
Jekserah and is interested in furthering the power of the
city’s merchants.

Dominic Scrim

A small, bearded human who officially watches over the
town's records in an auxiliary library at the University. He
is passionate about researching the complicated history of
Gloomhaven and discovering its many secrets.

First Shield Nithran Harmon

First Shield of the City Guard, a high-ranking human
commander of the Gloomhaven military. They

believe in the importance of the military in keeping
Gloomhaven safe, but are constantly under-resourced and
under-staffed—which is why they often hire you to help.

Hail

A powerful but aloof Aesther who has made her home in
a derelict tavern called The Crooked Bone. If you come
across interplanar portals, powerful artifacts, or anything
else beyond your understanding, she’s your expert... if you
can pique her interest.

-
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Jekserah

The Valrath merchant who first sought your mercenary
services. She could be a mighty ally, but be careful. She's
only interested in what's best for her—and her purse,

Nilba

A Savvas who represents the mysterious organization
known as The Sect. Nilba knows a suspicious amount
about demons and routinely offers information in
exchange for assistance with unpleasant tasks.

Prime Demon Ka'athrash

An ancient being who rules over all demons in the
elemental planes. But there are things out there that even
Ka'athrash fears.. What could be that dangerous?

Spymaster Argeise Gantry

A Quatryl spymaster for Gloomhaven’s military. She
reports to Nithran Harmon, and frequently supplies
you with critical information as to the whereabouts of
troublemakers the military needs you to deal with,
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» Organizations

The Merchant's Guild
The Merchant's Guild controls most of
the governments that make up human
e hat make up h
9 civilization, but Gloomhaven is still ruled by
the military. For now...

The Military
Gloomhaven is on the frontier of civilization,
and the frontier is a dangerous place. The
Military runs Gloomhaven and strives to keep
it safe, although some are unhappy about the
harsh rules they employ to make that happen.

The Sect
A mysterious organization who serves a
powerful individual concerned about the rise

(c_'(é)’, in cultists summoning demons. The Sect wants

to save Gloemhaven, but can be a little vague
on what exactly that means..

JEKSERAH

Sin-Ra Syndicate

A criminal organization comprised of many independent
sleeper cells. Members can identify each other by revealing
a Black Card. The Sin-Ra keeps a low profile, but their
thieves and assassins operate with ruthless efficiency.

Temple of the Great Oak

A religious order dedicated to serving all those who need
protection. Practitioners believe in the blessings bestowed
by the Great Oak they worship.

The Vigil

A secret society of human-supremacists who believe they
alone are capable of stopping the return of a great evil.
They are popular within the military.
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> Quick Reference

7/ BEGINNING A SCENARIO (p. 8) ENDING A SCENARIO (p. 45)
© Select a scenario. Whether Scenario Lost or Completed...
< Resolve a road event if necessary. © Recover all discarded and lost items and ability cards.
% Setup the map tiles for the scenario. 4 Reset ‘ dials to maximum.
< Retrieve all monsters for the scenario 4 Remove all conditions.
and shuffle their ability decks. % Remove all o 0 [ >/ 0 cards from attack
% Retrieve all overlay tiles for the scenario. modifier decks.
& Set up the first room of the scenario. & Gain experience from 4.‘ dials.
< Shuffle all attack modifier decks. ¢ Gain gold from money tokens.
¢ Read the scenario entry. :
If Scenario Lost, Choose One:

¢ Deal and select battle goals. L !

© Return to Gloomhaven for a City Phase.
P et carhy, © Replay the scenario immediately.
< Select which items to bring.
©  Select which ability cards to bring. If Scenario Completed...
@ Set @ dials to maximum and ¥ dials to zero. & Gain checkmarks for achieving battle goals.
< Apply any event and scenario effects. €  Gain perk marks for achieving masteries.

4 Read the scenario conclusion.

SCENARIO PHASE [[J 16) & Gain all scenario rewards.

0 Card Selection 4 Gain bonus experience based on the scenario level.
9/ Ordering of Initiative 4 Gain (4 — C) inspiration.
@) Character and Monster Turns ¢ Update the map.

© Return to Gloomhaven for a City Phase

Q,. End of Round
(or play a linked scenario immediately).

CITY PHASE (p. 53
; ) TIMING OF ATTACK EFFECTS (p. 24)
@) City Event

@ Downtime &  +X Attack (p. 23) — during damage resolution

& Pierce (p. 25) — during damage resolution
&  +X Target (p. 19) — after the attack resolves
TARGETED ABILITIES (p. 19
(p ) & Conditions (p. 26) — after the attack resolves
® Attack (p. 23) & Forced Movement (p. 30) @  Forced Movement (p. 30) — after the attack resolves
% Conditions (p. 26) & Commanding Figures (p. 31) € Other Added Effects (p. 24) — after the attack resolves
% Heal (p. 27) € Manipulating Tiles (p. 31) & Elemental Infusions (p. 21) — at the end of the turn
ATTACK MODIFICATION ORDER (p. 23) Scenariolevel 0 1 2 3 4 5 6 7
@) Apply all attack bonuses and penalties. Monster Level olal213|als!lel7
9/ Draw and apply an attack modifier card. -
9 Apply the target’s shield bonus. Gold Conversion e|2]8|3|A]a]|s5]s
@ Apply the effects of ). Trap Damage 2|3|a|5|6|7|8]9
Hozardous Terrain (1 | 2 |2 (2 (3| 3|3 | 4
END OF ROUND (p. a4) R
) Bonus Experience | 4 | 6 | 8 |[10]12 |14 |16 (18
g Trigger any end-of-round effects.
Q; Shuffle all decks with revealed @ icons.
9/ Remove all round bonuses from active areas. SCENARIO LEVEL (p 15]
@,- Perform short rests if desired. ¢ Recommended Scenario Level:
Q,' Move all infused elements to the left. Average Character Level + 2 (rounded up).




