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1. Rules Reference Guide
Abilities

All text on cards and Hero sheets are referred to as abilities.
Abilities usually have one or more requirements and special 
associated triggering conditions. If the requirements or 
triggering conditions cannot be met, the ability cannot be used.
An ability can be triggered multiple times each round. Abilities 
including the phrase “each time” specify that the ability may be 
used once per triggering event.
Some abilities have costs which must be paid to use the ability:

––Ŭ: �ese abilities are performed as an action.
––ŭ: A surge (ŭ) must be spent during an attack to use this 
ability.

–– ȇ: �e hero must su�er the listed amount of ȇ to use this 
ability.

–– Exhaust: �e player must exhaust the card to use this ability. 
Unless noted otherwise, any abilities or e�ects on exhausted 
cards cannot be used until the card is refreshed.

–– Discard a token: �e player must discard a class-speci�c 
token (class token) from his hero sheet to use this ability.

–– Spend a movement point: �e player must spend a 
movement point to use this ability.

Notably, an ability that causes one or more �gures to su�er Ȁ 
is not considered to be an attack and does not count toward a 
�gure’s attack limitations.

Related Topics: Hero Turn, Exhaust, Surges, Turn, Fatigue, 
Movement, Trigger 

Actions
During their activation, most �gures are limited to two actions 
that may be performed. Unless otherwise noted, a �gure 
may perform the same action multiple times during the same 
activation.
Heroes: Move, Attack, Use a Skill, Rest, Search, Stand Up, 
Revive a Hero, Open or Close a Door, and Special.
Monsters: Move, Attack, Monster Action, Open or Close a 
Door, and Special.
Allies: Move, Attack, Ally Action, Revive a Hero, Open or 
Close a Door, and Special.
Heroes may use both actions to perform attacks; monsters and 
allies may use only one action that includes an attack per 
activation.
Skill actions and Special actions are denoted on game 
components by the Ŭ icon or “as an action”. When such an 
action contains multiple attacks, or a move and an attack, it 
still only requires one action to perform.
Familiars: may perform one move action and one action 
printed on its Familiar card. In addition, familiars may use any 
of its actions to:

–– perform an action printed on a Condition card (Bleeding, 
Stunned or Burning)

–– climb out of a pit space
Actions other than move actions cannot be voluntarily 
interrupted and must be resolved completely before the �gure 
performs its next action.
A �gure is not required to perform both or any actions.

Numerous game e�ects allow �gures to attack, interact, or 
move without performing an action.

Road to Legend
�e activation window lists potential actions for monsters. 

Related Topics: Activation, Activation Window, Hero Turn, 
Interrupt, Movement, Rounds, Turn

Acts
certain game components (quests, Monster cards, Agent 
cards, Lieutenant cards, Rumor cards and Shop item cards) 
are associated with either Act I or Act II as indicated by a 
corresponding keyword on the campaign log (for quests) or a 
roman numeral (for cards).
In campaign play, players start with Act I quests using Act I 
components and a�er the Interlude transition to Act II quests 
using Act II components.
In single game sessions, quests can be either played with Act I 
or Act II components, however it is recommended to use Act 
II components for Act II quests. In Epic play mode at Expert 
level, Act II components should be used for all quests to ensure 
game balance.

Road to Legend
�e app indicates when Act I components are replaced by 
the corresponding Act II components.

Related Topics: Campaigns, Epic Play

Activation
A �gure or token must be activated in order to perform most 
actions. Unless speci�ed otherwise, a �gure or token is not 
activated during actions that take place outside of the normal 
turn order (see “Hero Turn” and “Overlord Turn” on page 40) 
such as actions which interrupt other �gures’ actions or certain 
quest-speci�c actions.
Each �gure may be activated only once per round.

–– For heroes, step 3. II. (Perform hero actions) of a hero’s turn 
constitutes their activation (see "Hero Turn" on page 41).

–– For monsters, allies and �gures treated as heroes, the 
time each individual �gure performs their standard actions 
constitutes their activation.

–– Familiars are activated immediately before or a�er the step 
3. II. of the hero that controls the familiar; unless noted 
otherwise, it may not activate between hero actions (see 
"Familiars" on page 17).

Monsters are activated in groups; all monsters of a group 
must be activated before a monster of another group may be 
activated. �is is sometimes referred to as “activating a monster 
group”, although each monster in a given group is activated 
individually (see "Overlord Turn" on page 41). 
�e overlord player must activate all monster groups during his 
turn, even if the activated monsters perform no actions.
�e term “when activating” speci�es any time during a �gure’s 
activation.
In some quests, non-player characters are activated “at the 
beginning” or “at the end” of a hero turn, which is still part of 
the hero turn. In some quests, characters are activated “before” 
or “a�er” a hero turn, which is not part of any turn.
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Add or subtract X
See "Modify results of rolls" on page 23.

Adjacent
A space is adjacent to each other space that shares an edge or a 
corner with the space. However, two spaces that share an edge 
that is a map border, a closed door, a wall or an old wall are not 
considered to be adjacent.
A space is not considered to be adjacent to itself. A large �gure 
is not considered to be adjacent to itself.
Adjacent spaces have a distance of exactly 1.
An obstacle space is not adjacent to spaces it shares an edge or 
a corner with.
Two �gures that are in adjacent spaces are adjacent �gures.

Avric is adjacent to spaces marked in red. Neighboring 
spaces separated by a wall ( 1 ) or a door ( 2 ) are not 
adjacent, however spaces separated by an elevation line 
are ( 3 ).

1

3

2

Related Topics: Range, Line of Sight, Movement

Advanced Quest Cards
See "Rumor Cards" on page 32.

Affected
A �gure targeted by an attack is considered to be a�ected by 
the attack. In addition, certain abilities a�ect �gures without 
targeting them.
Figures are considered to be a�ected by an attack from step 
1 (Declare weapon and target) until the attack is resolved, 
irrespective if the attacks misses in later steps. If ± abilities 
cause additional �gures to be a�ected by the attack, these are 
considered to be a�ected from step 4 (Spend surges) until the 
attack is resolved. See "Steps of Combat" on page 6.
A�ected �gures are not automatically targeted by the attack.
Figures a�ected by an attack will be dealt damage and all other 
e�ects associated with the attack.
A�ected �gures may roll their defense pool to mitigate damage 
and e�ects.

Road to Legend
Heroes and monster groups alternate turns and activations. 
Details on monster activation are given in the activation 
window (see below).
A�er a hero or all monsters of a particular type have 
activated, players select “End turn” from the hero's portrait 
or the button at the bottom of the activation window.

Related Topics: Actions, Familiars, Rounds, Turn

Activation Window
�e activation window in Road to Legend is an area of the 
screen where details on monster activations are displayed. 

Special e�ect
�e top part of the activation window shows e�ects that 
provide bene�ts or particular behaviors to monsters of the 
group.
�e listed e�ect takes precedence over any rules prohibiting it, 
e.g. monsters may perform two attacks (even without Ravage) 
and monsters with Shambling may move twice.

Action list
�e action list displays which type of monster (master or 
minion) is activating �rst, followed by a list of potential actions 
(each marked with the Ŭ symbol).
For each monster of the displayed type, players resolve the 
action list from top to bottom. Any actions that the monster 
cannot resolve are skipped (see below). If players get to 
the bottom of the list, they cycle back through it until the 
monster’s activation ends. �e monster’s activation ends a�er it 
has resolved 2 actions or when it cannot resolve any actions in 
the list.
�e keyword "most" includes an amount of 0. For example, a 
monster instructed to engage the hero with the most Search 
cards would engage a hero with 0 Search cards if no hero has 
any Search card. 

Skipping actions
Most monsters cannot attack more than once per activation 
and any actions that contain attacks are skipped if the monster 
would exceed its attack limitations.
Other actions are skipped

–– if an action instructs a monster to move in some fashion, but 
it is already in the space.

–– if an action instructs a monster to target heroes within a 
certain number of spaces and there are no heroes within that 
number of spaces.

–– if an action would cause a monster to be defeated before it 
could otherwise a�ect a hero.

–– if a hero has a skill or ability that stops an action from having 
an e�ect, and that skill or ability is already in e�ect, the 
monster skips that action. However, if a hero has to activate 
such a skill �rst, the monster still performs that action.

Retreating is never required. If a monster cannot retreat, but 
another part of that activation can be resolved, the action is not 
skipped. 

Related Topics: Actions, Modify results of rolls, Retreat,  Turn



5

Ally skills 
Heroes may upgrade their allies through Ally Skill cards, 
usually gained as a reward from a quest.
Ally Skill cards function similarly to Class cards and list special 
abilities and actions available to the ally.

Controlling allies
�e setup section of a quest states which ally is controlled by 
heroes. “�e heroes control their ally” means that the heroes 
control the ally they received earlier in the campaign. If playing 
the quest outside of a campaign, the heroes may choose which 
ally they control.
At the start of a quest the ally’s token is placed adjacent to a 
hero a�er heroes have been placed.
�e ally must be activated either before or a�er a hero has 
completed his turn. �e ally cannot be activated during a hero’s 
turn.
Allies may perform up to two of the following actions: 

–– Move
–– Attack
–– Ally Action (denoted by a Ŭ on the Ally card or on an Ally 
Skill card)

–– Revive a hero
–– Open or close a door
–– Special

Similar to monsters, only one of these actions may include 
an attack. 
Allies can su�er damage and are a�ected by conditions.
Allies recover all damage at the end of an encounter.
When an ally is defeated, it is out of the game for the 
remainder of the encounter.
If quest rules cause an ally to become possessed (e.g. in the 
Labyrinth of Ruin quest “Fountain of Insight“), it is considered 
a lieutenant for all purposes. As long as it is possessed, the 
corresponding Lieutenant card is used for that ally (Ally card 
and Ally Skill cards no longer apply).

Related Topics: Actions, Class Cards

Archetypes
Every hero has an archetype that is printed on his Hero sheet. �is 
archetype de�nes what classes are available to that hero.

      Warrior                   Scout                    Mage                    Healer
Related Topics: Classes, Heroes

In general, no �gure may be a�ected more than once by a single 
attack.
See "3.5. Special Situations in Combat" on page 87.

Related Topics: Steps of Combat, Target

Agents
Certain Plot cards allow the overlord to summon a lieutenant 
character as an agent into an open monster group.
Agent cards list the agent’s characteristics, abilities, and attack 
dice.
Agents are considered to be master monsters.
Summoning an agent usually requires the overlord to replace 
master and/or minion monsters of an open group a�er setup of 
an encounter. 
�is reduces the group limit of the open group by the number 
of minion and/or master monsters as indicated on the Plot 
card. �e agent counts as those monsters when considering 
group limits. Notably, the replaced monsters do not need to 
be on the map when replaced (e.g. minion kobolds with Small 
Beginnings).
If the overlord cannot meet the replacement requirements due 
to insu�cient group limit, he replaces the entire open group.
While the agent is on the map, the overlord cannot use the 
monster �gures it replaced as reinforcements.
Agents are considered to be members of the open group for 
all purposes, including monster traits with the following 
exceptions:

–– An agent cannot be placed as a reinforcement, regardless of 
quest rules.

–– When an agent is defeated, the overlord must return the Plot 
card that summoned the agent back to his Plot deck. �e 
card may be purchased again in the next Campaign phase.

Agents cannot wield relics. 
�e overlord cannot summon an agent during the Interlude or 
the Finale.
�e overlord cannot use an agent in any quest that features 
the lieutenant version of that agent. Additionally, the overlord 
cannot use certain agents in speci�c campaigns (with details 
given on the Agent card or in the quest description): 

–– Baron Zachareth - �e Shadow Rune (entire campaign) and 
Heirs of Blood (a�er the overlord sacri�ced the lieutenant 
version of Zachareth)

–– Eliza Farrow - Heirs of Blood (entire campaign)
–– Splig - Heirs of Blood (a�er the Overlord sacri�ced the 
lieutenant version of Splig)

–– Belthir - Heirs of Blood (a�er the Overlord sacri�ced the 
lieutenant version of Bethir)

Related Topics: Lieutenants, Plot Cards, Reinforce

Allies
Allies are special characters that are controlled by hero players.
Hero players may receive an ally as a reward from certain 
quests. 
Allies are treated as hero �gures for the purposes of hero 
abilities, monster abilities and attacks, and Overlord cards. 
Allies are not considered to be heroes for other e�ects.
Ally cards list the ally’s attributes, abilities, characteristics, and 
his attack and defense pool.
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Cursed heroes may still use Hero abilities or Heroic feats that 
require an action as hero skills are de�ned as abilities exclusive 
to Class cards.

Road to Legend
A Cursed monster skips all actions that requires it to 
perform a special action on its Monster card.

Diseased

Card text: At the start of your turn, test ŵ. If you 
pass, discard this card or token. If you fail, suffer 1 ȇ
and keep this card or token.

Doomed
Card text: Each time you su�er 1 or more Ȁ, su�er 
1 additional Ȁ. Each of your attacks gains:ŭ: 
Discard this card or token.

Conditions are applied in step 5 of combat 
when damage is dealt. As Doom triggers when a �gure su�ers 
damage (which takes places a�er damage is dealt), it triggers 
during the attack in which it is applied (See "Steps of Combat" 
on page 6).
Doom increases the Ȁ su�ered by the attack by 1 Ȁ. It does 
not create a separate instance of su�ering damage.

Road to Legend
If a monster performs an attack and has 1 or more ŭ 
remaining a�er spending all ŭ it can (ignoring ŭ that 
have no e�ect and are not needed), it spends 1 ŭ to discard 
“Doomed.”

Immobilized
Card text: You cannot perform move actions or 
suffer ȇ to gain movement points. Discard this card 
or token at the end of your turn.

When a �gure is immobilized all movement 
points regardless of its source are lost.
Any ability that is not a move action may be used while a �gure 
is Immobilized. �is includes abilities that remove a �gure 
from the map and place it in another space, abilities that allow 
a �gure to move an amount of spaces based on its Speed, and 
abilities which allow a �gure to gain movement points.
Errata (GER): �e current errata states that immobilized 
heroes may su�er ȇ to gain movement points. �is is wrong 
and will be changed in the next o�cial errata.

Road to Legend
An Immobilized monster skips all actions that require it to 
perform a move action. 
At the end of each Immobilized monster’s activation, discard 
this condition.

Poisoned
Card text: At the start of your turn, test Ų. If you 
pass, discard this card or token. If you fail, su�er 1 
Ȁ and keep this card or token.

to a �gure that already has the corresponding condition card or 
token, a second instance of that condition cannot be applied 
and in�icting that condition has no e�ect.

Conditions can be removed:
1.	 When a figure is defeated all conditions are discarded.
2.	 During the cleanup step of the Campaign phase all 

conditions are discarded.
3.	 Actions on the Condition card, abilities (e.g. Cleansing 

Touch) and other game e�ects allow the removal of 
conditions. Prerequisites to successfully remove a 
condition are speci�ed with the ability or the e�ect.

Condition cards o�en specify e�ects related to a �gure’s turn. 
For monsters, familiars, allies and other �gures that do not 
have their own turn, “turn” should be read as “activation” 
instead.
A �gure that otherwise has restricted actions (e.g. familiars, 
�gures treated as heroes) may use any of its actions to perform 
actions printed on Condition cards. Currently, actions of this 
kind are present on the Condition cards Bleeding, Burning, 
and Stunned.

Condition cards and tokens are not limited by supply.

Bleeding
Card text: Ŭ: Discard this card or token. For each 
other action you resolve while you have this card or 
token, su�er 1 ȇ.

Road to Legend
If a Bleeding monster cannot perform any other action, it 
performs the special action to discard “Bleeding.” 

Burning
Card text: You or a �gure adjacent to you may 
perform an action to discard this card or token. At 
the end of your turn, you and each friendly �gure 
adjacent to you su�ers 1 Ȁ.

If the Burning condition is discarded before the end of a 
�gure's turn, the Burning �gure does not su�er the damage.
Figures treated as heroes may perform the special action to 
discard Burning from itself or an adjacent hero.

 

Road to Legend
If a Burning monster cannot perform any other action, it 
performs the special action to discard “Burning” from itself 
or an adjacent monster
If a monster has multiple monsters from which it can discard 
“Burning“, it discards “Burning” from the monster with the 
least Health remaining.

Cursed
Card text: You cannot use monster actions, hero 
skills, Ally actions or ally skills denoted with a Ŭ. At 
the start of your turn, test ų. If you pass, discard 
this card or token. If you fail, keep this card or token.

Errata (GER):  Should read “You cannot use monster actions 
or skills denoted with a Ŭ.”
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Rumor Cards
Rumor cards provide the overlord special abilities in campaign 
play and are the way additional quests are introduced into a 
full campaign.

Rumor deck
�e Rumor deck combines all Rumor cards from expansions 
that players have access to. Note that Advanced Quest cards are 
not part of the Rumor deck.
When starting a campaign, the overlord shu�es the Rumor 
deck and draws three Rumor cards.
If the overlord is instructed to draw a Rumor card and there 
are no Rumor cards le� in the deck, he does not draw a Rumor 
card. If the Rumor deck runs out of cards, the overlord does 
not shu�e discarded Rumor cards to create a new Rumor 
deck.

Playing Rumor cards
Each Rumor card lists when it can be played together with its 
e�ect. Some Rumor cards are restricted to a particular Act of a 
campaign (see Act icon on the upper le�).
Only a single Rumor card may be played during each 
Campaign phase.
Usually heroes must immediately resolve the e�ect of a played 
Rumor card, however Rumor cards may also feature quests that 
become available when played.
At the start of Act II, all Rumor cards restricted to Act I are 
discarded from the overlord hand or the play area (including 
any Quest cards). Discarded cards are not replaced or put back 
into the Rumor deck.

Quest Cards
Quest cards include Rumor Quest cards and Advanced Quest 
cards (see below).
Quest cards may be  restricted to a particular Act of a campaign 
(see Act icon on the upper le�).
If the overlord plays a Quest card it is placed in the play area 
and he gains 1 threat token.
Each time a player chooses a quest during step 6 (Choose Next 
Quest) of a Campaign phase (see "Campaigns" on page 8), 
he may choose a quest from a Quest card in the play area or 
from the campaign sheet.
During the travel step, players refer to the travel icons on the 
top of the Quest card and resolve these icons from le� to right.
Quest cards remain in play until completed or discarded by a 
game e�ect.
Errata: Heroes do not have to attempt a quest from a 
Quest card in play before proceeding to the Interlude. �e 
corresponding rule included in the Lair of the Wyrm and �e 
Trollfens expansions has been revoked. 

 Completing Quest cards
�e quest description corresponding to the Quest card lists all 
rewards for winning each quest.
�e “Additional Quest Rewards” section in Quest Guides is 
only relevant for mini campaigns and not for quests played 
from Quest cards.
Quests on Quest cards do not count toward the number of 
quests required to complete the current Act and players ignore 
all quests from Quest cards when determining how many 

2.	 Replace hero token with the corresponding hero �gure. 
If another �gure occupies the space containing the hero 
token, the hero places his �gure in the closest empty space 
to his hero token of that hero player's choice. �e player is 
allowed to choose a space on the other side of an elevation 
line.

For e�ects that trigger in step 1 (with triggers such as "when a 
hero recovers Ȁ"), spaces are counted to the hero token (rather 
than to the space the hero �gure is placed in step 2).
Heroes recovering Ȁ by means (Healing Potion, Prayer of 
Healing, etc.) other than by a revive action are not considered 
to be revived.
Monsters cannot perform revive actions (e.g. on knocked out 
lieutenants).

Related Topics: Actions, Damage, Elevation, Fatigue, Tainted

Rounds
A round consists of each player taking one turn, beginning 
with one of the heroes. Each player completes his entire turn 
before another player begins his turn.
Each round, the hero players decide as a group on the order 
in which they wish to take turns. �is order may be changed 
during the course of a round and may be di�erent each round.
A�er all heroes have completed their turns, the overlord’s turn 
begins.
A�er the overlord player completes his turn, the round ends 
and a new round begins with the turn of the �rst hero.

Road to Legend
Turns of heroes and activations of monster groups alternate.
A�er a hero completes his turn, the app randomly selects a 
monster group and displays activation instructions.
A�er all heroes have taken their turns and all monster 
groups have activated, the next round begins.

Related Topics: Activation, Heroes, Turn
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–– Note that hero turn steps 3.I., 3.II., and 3.III. are not 
included in the o�cial rules and have been introduced to 
clarify the timing of the activation of familiars.

Related Topics: Rounds

Two-Player-Game
When playing with two heroes only, the heroes receive an 
additional advantage: 

–– During the “3. Perform Actions” step of the hero turn (see 
"Hero Turn" on page 41), each hero may perform one 
attack that does not require an action. 

–– �is attack must be a regular attack action, no special action 
that includes an attack. 

–– It can be performed before or a�er either of his actions.
–– At the end of each hero’s turn, if that hero did not or could 
not perform the free attack during his turn, he may instead 
recover 2 Ȁ.

Upgrade Phase
See "Stages" on page 36.

Valor Tokens
�e Champion class has several skills that 
interact with valor tokens. Valor tokens are 
limited to 12 by supply.
Each time a player is instructed to gain one 
valor token, he takes one valor token from the supply and 
places the token on his hero's Hero sheet.
Each time a player spends a valor token (normally to trigger an 
e�ect from one of the Champion’s Class cards), he removes it 
from his Hero sheet and places it back in the supply.
Valor tokens remain on Hero sheets if a hero is defeated and 
between encounters but are discarded at the end of a quest.
Figures treated as heroes (including allies) may gain and discard 
valor tokens to trigger e�ects from the Champion’s Class cards 
just like heroes. However, they discard all valor tokens when 
they are defeated, when they are voluntarily removed from the 
map, and at the end of each encounter.
An image token may gain and discard valor tokens. When 
discarding valor tokens it may activate Champion skills, e.g. 
Glory of Battle (to add 1 Ů when defending) or No Mercy (to 
perform an attack). However, as image tokens do not have an 
attack pool, the attack result would be 0 if no Ȁ or die would 
be added by another e�ect.

Related Topics: Class Tokens, Defeated

Villager Tokens
Villager tokens represent di�erent characters 
that heroes can encounter in quests, such as 
villagers, guards, or other characters important 
to a particular quest. 
Quest descriptions list any special rules regarding these tokens.

Water Space
See "Terrain" on page 38.

Weakened
See "Conditions" on page 10.

Week
During campaign play in Road to Legend certain activities 
advance the campaign by one or more weeks. When players 
resolve these activities, it decreases the number of weeks 
remaining until an available story quests must be started.
When a story quest has no weeks remaining, players must 
resolve it next; they cannot resolve anything that requires one 
or more weeks.

Related Topics: Quests
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Advance
�e Knight �rst moves then 
performs a standard attack.
�e Knight may skip the move or 
the attack when using Advance.
Advance is considered to be an 
interrupt.
�e movement cannot be 
interrupted by an action without 
a speci�c trigger as it is not a move 
action.
"3.5. Special Situations in Combat" 
on page 87

Challenge
Challenge can only be exhausted 
during the knight's turn. 
If a monster has a hero token due 
to Challenge and the Knight uses 
Challenge on another monster, he 
takes the hero token from the �rst 
monster and places it on the second 
monster.

Oath of Honor
�e Knight performs the following:
1.	 Choose another hero within 

3 spaces that is adjacent to a 
monster. Choose a monster 
adjacent to the hero.

2.	 Place the Knight in the closest 
empty space from his current 
position that is adjacent to the 
chosen monster. If there is no 
adjacent empty space, place 
the Knight in an empty space 
within 2 spaces of the chosen monster which is closest to 
the Knight's current position. 

3.	 If possible perform an attack against the chosen monster.
See "3.5. Special Situations in Combat" on page 87.

Guard
Errata: �is card should read: 
“When a monster moves into an 
empty space adjacent to you, exhaust 
this card to interrupt that monster’s 
activation and perform an attack 
with a Melee weapon. A�er this 
attack is resolved, if the monster was 
not defeated, it may continue its 
activation.”

Defense Training
�e Knight may exhaust Defense 
Training and then exhaust his shield 
during the same attack.

Defend
When the Knight uses Defend 
against an attack that targets 
multiple adjacent heroes, he may 
choose one targeted �gure and 
declare himself as a new target.
If the Knight uses Defend and was 
targeted himself as part of a multi-
target attack, the attacks a�ects him 
twice and he rolls his defense dice 
once each instance.

Stalwart
Stalwart may be interrupted by 
Advance before the Knight is 
knocked out by Stalwart.

Shield Slam
�e ± ability of Shield Slam does 
not require the Knight to deal 
damage to the chosen monster. �e 
chosen monster is stunned in step 
4 (Spend surges) of the attack (see 
"Steps of Combat" on page 6).

Knight
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Vampiric Blood
If the Necromancer or his 
Reanimate defeats multiple 
monsters in one attack, the 
Necromancer recovers 1 ȇ dmp c_af
kmlqrcp bcdc_rcb,

The Reanimate does not gain an 
additional yellow die while the 
Necromancer is knocked out.

Road to Legend

Grim Fate
�is card has no e�ect.

Soothing Insight
Soothing Insight may be used to give 
the insight token to a hero who 
currently has the insight token.
Soothing Insight may be used on and 
by a hero who has not su�ered Ȁ.
Soothing Insight cannot be used to 
place the insight token on a knocked 
out hero as the card's e�ect is not 
primarily healing but placing the 
token. Knocked out heroes can only 
be a�ected by abilities that primarily 
restore Ȁ.

Focused Insights
A knocked out hero recovers 1 ȇ 
along with 1 Ȁ if adjacent to the 
hero that gains the insight token. 

All-Seeing
Using All-Seeing the Prophet places 
the insight token on any hero of 
his choice except the hero who 
discarded the insight token.

Victory Foretold
If a hero can target or a�ect multiple 
monsters with the attack, the hero 
selects one of those monsters to be 
a�ected by Victory Foretold, before 
rolling dice.

Prophet
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Shadow Walker
Faithful Friend

If the Shadow Soul is already on the 
map, it is removed from its current 
location and placed within 3 spaces 
of the Shadow Walker.

Shadow Soul
Errata (GER): �e �rst sentence 
should read: “�e Shadow Soul may 
occupy any space containing �gures 
or terrain.”
�e Shadow Soul increases the Ȁ 
su�ered by the attack in step 5 by 
1 Ȁ. It does not create a separate 
instance of su�ering damage. 

Soul Bound
If the Shadow Soul is already on the 
map, it is removed from its current 
location and placed adjacent to a 
targeted monster.
�e Shadow Soul a�ects the 
attack used to place it. It is placed 
immediately a�er resolving the last 
step of an attack that may cause the 
attack to miss.

Carve A Path
Carve A Path does not target any 
monster. It a�ects only monsters 
in spaces the Skirmisher moved 
through.
�e attack occurs from the space the 
Skirmisher ends his movement.
If the Skirmisher is defeated before 
the attack is performed, Carve A 
Path immediately ends (with no 
attack roll being made).
Errata (GER): �e last sentence 
should read: “�is attack a�ects each monster you moved 
through during this action.”

Deep Wounds
If an attack targets or a�ects 
multiple monsters Deep Wounds 
a�ects only one of those monsters, 
hero's choice.

Dual Strike
If Dual Strike is used with only one 
or no equipped Melee weapons, no 
± is added to the attack.
Dual strike may be used in attacks 
with bare hands. If two Melee 
weapons are equipped during an 
attack with bare hands, a ± is 
added to the attack.
Only ŭ abilities from both 
weapons may be used, additional 
abilities can only be used from the 
weapon declared during step 1 (Declare weapon and target) 
of the attack ("Steps of Combat" on page 6). Prerequisites 
for all _`gjgrgcq qrgjj lccb rm `c kcr. 

Unrelenting
�e monster targeted with 
Unrelenting must have been a 
target of the attack used to trigger 
Unrelenting.

Skirmisher
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Ancestor Spirits
Errata: �is card should read: 
“Exhaust this card when 1 or more 
monsters su�er Ȁ from 1 of your 
class skills. Each of those monsters is 
Poisoned. Exhaust this card when 1 
or more heroes recover Ȁ or ȇ from 
1 of your class skills. Each of those 
heroes recovers 1 Ȁ and 1 ȇ.”
An attack that damages multiple 
monsters used in combination with 
Ancestor Spirits will Poison of those 
monsters, and any ability that allows Ȁ or ȇ recovery for 
multiple heroes will recover an additional 1 Ȁ and 1 ȇ.

Road to Legend

Cloud of Mist
While Cloud of Mist is exhausted, a 
monster that attacks a hero within 
3 spaces of the Spiritspeaker 
spends its �rst ŭ to prevent a 
miss.

Stoneskin
�e gray die may be added once 
during a single attack.
�e hero which receives the 
additional gray die must be a target 
of the attack in step 1  (Declare 
weapon and target) of the attack 
(see "Steps of Combat" on page 
6).

 Ambush
If a monster moves adjacent to a trap 
when Ambush is used, both Ambush 
and the trap trigger simultaneously.

Exploit
As Weakened can be in�icted even 
if no damage is dealt, it is applied in 
step 4 (Spend Surges) of the attack 
(see "Steps of Combat" on page 
6) and thus reduces the defense 
result rolled for the Exploit attack 
by 1 Ů.

Hunters Mark
�e hero token is removed from 
the monster’s base a�er a hero 
performed an attack a�ecting the 
marked monster

Makeshi� Trap
Makeshi� Trap may also be triggered 
by Lay of the Land or �aiden 
Mistpeak's Hero ability.

Stalker

Spiritspeaker
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Befuddle
�e 1 Ů is added to all rerolls of that 
attribute test.

Blinding Speed
When a warrior fails both attribute 
tests, the monster gains 6 movement 
points.

Bloodlust
Errata: �e card should read: “Play 
this card when a hero is knocked 
out. Draw 2 Overlord cards. �is 
is in addition to your normal 1 
Overlord card (or treat token) 
drawn for defeating a hero.”
Bloodlust cannot be played a�er a 
�gure treated as a hero is defeated as 
these �gures are not “knocked out“. 
If the overlord draws Bloodlust 
because a hero was knocked out, he 
may immediately play Bloodlust on that hero in order to draw 
two Overlord cards.

Blood Rage
�e overlord can play Blood Rage on 
a monster a�er it was reinforced at 
the end the overlord turn.
�e overlord can play Blood Rage 
on a monster before reinforcing a 
monster from the same monster 
group at the end of the overlord 
turn.
�e two attacks generate separate 
triggering conditions (e.g. Dirty 
Fighting may be played twice, one on 
each attack).
Flurry may be used a�er either attack granted by Blood Rage 
before the monster is defeated.

Call of the Ravens
When the overlord exhausts Call 
of the Ravens he cannot choose a 
Raven Flock on the map to su�er 
the Ȁ and then place it adjacent to 
its original space.
�e Raven Flock may be summoned 
from a monster that would not 
su�er Ȁ in the process
See "Servants" on page 34

Contaminated
When Contaminated is used to 
discard an infection token from a 
hero during a multi-target attack, 
the whole attack gains +1 Ȁ,
As the attack is the triggering 
condition, only 1 infection token 
can be discarded per attack, even if 
the attack targets multiple infected 
heroes.

Airborne
Airborne can be played on a monster 
group set aside but currently not on 
the map.
Infection tokens can only be placed 
on heroes targeted by an attack.
If Airborne is used to discard an 
infection token from a hero that 
performs an attack targeting or 
a�ecting multiple �gures, each 
a�ected �gure gains 1 Ů

2.4. Overlord Cards
Adaptive Contagion

Adaptive Contagion may be used to 
put an infection token on a �gure 
that is already Poisoned or Diseased 
or a �gure that is immune to the 
in�icted condition.
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Merrick Farrow - Cursed by 
Power
Cabal

When a monster uses the Overseer 
ability during an attack targeting 
or a�ecting multiple �gures, other 
monsters within 3 spaces of any 
a�ected �gure count towards the 
total Ȁ added to the attack results.

Mystic Might
�e overlord may use this card 
multiple times in step 2 (Roll dice) 
of an attack. 

Raythen - Skulduggery
Petty �e�

If a game e�ect causes a monster 
carrying search tokens to be no 
longer considered a monster, the 
search tokens are placed in the space 
the monster occupied before it 
stopped being considered a monster.

Rylan Olliven - Inner Corruption
One of Us

One Of Us is considered to be an 
interrupt when used a�er a failed ŵ 
test during an attack. It may cause 
the hero to increase the distance to 
the target of the attack. However, 
a Melee attack does not miss as the 
target was valid in step 1 (Declare 
weapon and target) of the attack. 
Range required for a ranged attack 
is only a�ected when One of Us is 
played before step 3 (Check Range) 
of the attack (see "Steps of Combat" on page 6).

Serena - Silent Protector
Brethren 
Brethren does not allow a monster to 
perform an additional attack if that 
would exceed the monster's limitation on 
the number of attacks per activation.

Oath of Silence
A monster under the e�ect of 
Oath of Silence may perform only 
move actions. It cannot perform 
other actions (including actions on 
Condition cards, climb out of pit 
spaces, special actions from quest 
rules, etc.).

Shared Burdens
If a monster would su�er XȀ, 
Shared Burdens may be used to 
reduce that damage by an amount 
between 1Ȁ and X-1Ȁ,

Skarn - Twisted Soul
�underous Fall

�is card may be used when a huge 
or massive monster has Ȁ tokens 
equal to its Health and is defeated.
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Troll
Errata: “Sweep”, �rst sentence should read: 
“Perform an attack. �is attack a�ects each 
other �gure within 2 spaces and line of sight of 
this monster.”

Ynfernael Hulk
Charge: “Start of the turn” should read “Start of 
its activation” instead. 

2.7. Monster Abilities
Air
Errata: Card text: “ȃAir: Until the start of your next turn, this 
monster can only be a�ected by attacks from adjacent �gures.”

Aura
Card text: “Aura X: Each time a hero enters a space adjacent to this 
monster, that hero su�ers X Ȁ.”

Aura abilities from di�erent monsters a�ecting the same space 
are additive.

Bewitch
Card text: “ȃ Bewitch: Move each adjacent Cursed hero up to 2 
spaces in any direction of your choice.”

�e direction may be switched a�er the hero was moved 1 
space.

Cause Fear
Card text: “ȃCause Fear: Choose a hero adjacent to this monster. 
�at hero must test ŵ. If he fails, he moves 2 spaces directly away 
from this monster and is Immobilized.”

�e active player moves the hero. He may switch the direction 
a�er the hero was moved 1 space. However, the distance to the 
monster must increase with each space if possible.

Cry Havoc
Card text: “ȃ Cry Havoc: Belthir performs a move action 
and then attack action. �e attack targets every �gure he moves 
through.”

Cry Havoc is considered to be a move action as well as an 
attack action. �e attack targets enemy and friendly �gures 
Belthir moved through.
Belthir cannot interrupt Cry Havoc to perform another action.
If Belthir has unspent movement points when performing Cry 
Havoc, he must spend the movement points from Cry Havoc 
�rst. Only �gures moved through with these movement points 
are targeted by Cry Havoc. A�er resolving Cry Havoc, Belthir 
may spend any remaining movement points.

Death Omen
Card text: “ȃ Bc_rf Mkcl8 Afmmqc / fcpm gl rfgq kmlqrcp%q
jglc md qgefr,�at hero may choose to su�er 2 Ȁ. If he does 
not, he su�ers 1 condition of your choice.”
Errata (GER): �e hero may choose to su�er 2 Ȁ,

2.6. Monsters
Bandit

Errata (GER): “Pillage”, second sentence 
should read: “If that hero is knocked out by this 
attack, choose 1 of his Search cards and shu�e 
it into the Search deck.”

Bol'Goreth
Errata (GER): Act II, the ± ability should 
read:“ŭ +2 Ȁ.”

Changeling
Errata (GER): Act II “Hideous Laughter” 
should read: “(to a minimum of 1).”

Crow Hag
Errata (GER): “Death Omen” should read: 
“�at hero may choose to su�er 2 Ȁ. If he does 
not, he su�ers 1 condition of your choice.”

Elemental
Errata: “Air” should read, “Until the start 
of your next turn, this monster can only be 
a�ected by attacks from adjacent �gures.”

Giant
Errata: “Sweep”, �rst sentence should read: 
“Perform an attack. �is attack a�ects each 
other �gure within 2 spaces and line of sight of 
this monster.”
Errata (GER): “Sweep” requires a Ŭ instead of a ŭ.

Goblin Witcher
Errata (GER): “Bewitch” should read: “Move 
each adjacent Cursed hero up to 2 spaces in any 
direction of your choice.” 

Kobold
Small Beginnings prevents the placement 
of minion monsters only during setup of an 
encounter. If a monster group is reinforced 
during an encounter, minion and master 
monsters are placed.

Road to Legend
"Spawner" places minions at the start of the Kobolds' 
activation. Place the minion Kobold in an adjacent space 
that is the closest to the closest hero.
Small Beginnings: Minions are not placed when setting up a 
new area of the map. However, if a group is placed outside of 
setup (such as at the end of a round or a�er interacting with 
an element on the map) place the minions.  

Tristayne Olliven (Agent)
Errata: Act II: �e attack type icon should be a 
Ranged icon, not a Melee icon.
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3.5. Special Situations in Combat

For a Reach attack both line of sight and a distance of 1 or 2 spaces have 
to be ful�lled. Both have to be measured to the same space, but in case of 
a large �gure not from the same space. �e ettin can attack Ashrian here.
As obstacles cannot be counted through, the ettin cannot target Ashrian 
with Reach in this example.

1

2

Line of sight and range for a Ranged 
Attack  are counted to the same target 
space but not necessarily from the same 
space. �e crypt dragon only needs a 
range of 2 or more (not 3 or more) to 
successfully hit Tomble.

1 2

3

A Blast attack targets a speci�ed number of spaces 
(space 2  in this example). In addition, all �gures on 
spaces adjacent to targeted spaces (across elevation lines, 
through portcullis’ and overgrowth) are also a�ected by 
the attack ( ). 

4

4

3

Grisban may use Advance a�er defeating the goblin archer 
to move up to his Speed (3Ű) and attack the zombie. As 
the distance moved is determined by counting spaces not 
by spending movement points, entering water spaces has no 
additional cost.

7

7
When using Oath of Honor the Knight chooses a 
hero (or �gure treated as a hero) within 3 spaces who 
is adjacent to a monster. �en, the Knight is placed 
in the empty space which is closest to the Knight and 
adjacent to the monster and attacks that monster.
When the targeted hero is adjacent to more than 
one monsters, one of those monsters is chosen (the 
ynfernael hulk here). 

5

6

5 6
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