@gdiﬂ&f the @gre Dorde (US Adaptation)

cj?/drgcm sal molionless on fhis lhrone gj ' pure /é/’ c/eep i /ﬁcougﬁzf Dis eyes scanned he /'/ﬂdje (3/ " fhe
@ﬂ;ﬁemr’s lands which he had mag/cd/éz/ cozyhrec/ ég/ ore him. De had been so close fo 01‘0/0/3, 50 ﬂedréz/ had fre
/ra}ﬁ}pec/ and c/es/mgec/ lhe (C/;mpemr and his /Zorces in the ancient /Zor/ress (3/ ) mrdk Carn. But he had been
/29/'/05/ al the las! minufe éoz/ the c@m}ﬁcmr s accursed ‘@éamp[oﬂs. T he same /’afe had ég’&/ en fis p@avegpu/ a/{.z/ /he
Witch Lord whose ﬁ)rmoz/ g/ *the Dead had crumbled / b//oce)iﬂg the s/ﬂgfﬂg gj " their leader.

5drgc9ﬂ needed some new and sublle means lo alack lhe @mp/%e and weaken its /brces ée/bre he could
lead his armies agm'ﬂsf them once more. 5%6/6/@7741/ fis gaze Jroze and a smile senl r/pp/es /ﬁmp/(qﬁ the lines g/ ’
his ancienl /ace. & p/ﬁﬂ had come fo him.

(7 month later, czdrgcm dgd/'ﬂ sal édck lo examine lhe scheme he had sel in molion. De had never ég/ ore
considered lhe ancient race of (9(77*@5 as a polential fool. @ hreir Mﬂc//sc*l}'vﬁﬂec/ and random nature made them
unreliable as servants and c/dﬂ(qemus as allics. Dowever, using the magical arls a his disposal, 54/;?0/7 had
p/dﬂfec/ one g/ his lieulenanlts, he mage Festral, within lhe sublerrancan /orfress g/ the ff;/ﬁ/ﬂo%s @/’fgrusﬁ/ (9(7/”0
clan. @raw/ﬂg / rom a /ﬂdg[Cﬂ/ /aoo/ g[ " @haos power, Festral had suéfgy laken control/ (3/ " the @gre clan and
starled them on a series g’ “raids on the ((/:.mperor s /)df‘m/dﬂé/s. T his was Oﬂél/ the éeoq/ﬂm'ﬂoq, /br as the raids
wern! on, olher (Qg/re clans and Ore lribes came lo swell lhe ranks gﬁ lhis new army.

Ogre Background

(Qgres see the world as one /cmg series gf meals; enemies mean lunch or érea@/)ds/, c/epeﬂc//'ﬁg on the lime
gf C/dal/. 7 ore gf len than nol, @yre duels are vas! caling compelitions - d//ﬁ@ﬂgﬁ violen! brawls make a gooc/
subslitute.

(75 enemies, @Oc/res are rulhless /Eoes who show no mercy once their ﬂppe/[/e has been whetled, (77 nyone
brave emwgﬁ lo do ballle with the (Qoqrcs rmust be sure g/f lheir own ﬁgﬁf/ﬂg Prowess. Olherwise, fé@é/ mgﬁ/ nol

just end up dead - /Acy / end up as someone s dinner!

@gres are not evil as such. 07%5/ permanently hungry and /}/géfeﬂ/'ﬂg{'z/ violent @/}‘eﬂ they jus! wander
abont alone. (71 other limes, /ﬁcg/ group foaqefﬁer in clans led éy an (Qﬂc/re Lord - whoever is the meanest. nastiest
and ﬁuﬂgr[e‘s/ al thal parf/'cu/dr lime.

A is p@ssfé/e / or bolh the @-mlyire and the / orces g/ " Chaos to hire @gres as mercenaries, SO /Oﬂg as fﬁeoz/
are guardn/eec/ a gooc/ lime = a brawl and plenty fo eal (usnally as a resull of the /}gé//‘ﬂg). But their habils
make lhem unprediclable and horribly dangerons.

Ogres in HeroQuest

All Ogres occupy one space on the HeroQuest gameboard. No other figure may move through the same space
as an Ogre figure, whether they are good or evil. Once an Ogre blocks a corridor, it stays blocked until he
moves or is killed. Compare the relative strengths of the different Ogres:

Ogre Warrior g Ogre Champion O
Movement 6 Movement 6
Attack 5 Attack 5
Defend 5 Defend 5
Body 3 Body 4
Mind 1 Mind 1
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Ogre Chieftain ‘= S Ogre Lord =
Movement 4 Movement 4
Attack 6 Attack 6
Defend 6 Defend 6
Body 4 Body 5
Mind 2 Mind 5

Stone Doorways

]\‘ Stone doorways are large slabs of rock which must be pushed out of the way using brute force to pass. To
open one of these doors, a Hero must roll two skulls on a number of combat dice. The number of dice he rolls
depends on what type of character he is: the Barbarian rolls three dice and the Dwarf and EIf each roll two. The
Wizard cannot open a stone doorway at all. Once a stone doorway has been opened, it remains open for the rest
of the Quest.

Swinging Blade Trap

AN | A rﬂ

S B0 The trap is sprung when a character lands on a space marked with a dark blade symbol: a huge
blade swings down from the ceiling attacking any Hero in any of the spaces marked with a light or dark blade
symbol. These Heroes will be attacked with two combat dice which they may defend against normally. A
swinging blade trap can only be detected by a search in the room or corridor containing the dark blade symbol.
A Hero with a toolkit (or the Dwarf) may attempt to disarm a swinging blade trap in the normal way by moving

to the space containing the dark blade symbol.

Pj1'Es of Darkness

= The pit of darkness trap works in the same way as a pit trap with the following exceptions: when a Hero
sprmgs a pit of darkness trap, he plummets 30 feet onto hard floor. Once he falls, he may suffer damage based
on the type of armor he is wearing. Heroes not wearing any armor roll one combat die, those wearing chain
mail or Borin’s Armor roll two combat dice, and those wearing plate mail must roll three combat dice. For each
skull rolled, the Hero loses one Body Point. A character may climb out of a pit of darkness on his next turn if
there is a free space on any one side of the pit. Pits of darkness may not be disarmed once sprung, but
characters may jump over them like ordinary pit traps.

Chaos Spells

Two of the new Chaos Spells in this Quest Pack involve making Mind attacks against a Hero. To resolve a
Mind attack, the spellcaster rolls one combat die for each of his Mind Points. The spellcaster scores one Mind
hit for each skull he rolls. If the spellcaster does not roll any skulls, the attack fails. If any hits are scored, the
Hero defends by rolling one combat die for each of his Mind Points. Each white shield rolled by the Hero
blocks one Mind hit. If more white shields are rolled than skulls, the excess white shields have no effect.

Mind Blast — If a Hero or monster is reduced to zero Mind Points from this spell, they are knocked unconscious and placed out of
play for the remainder of the current Quest.



Mind Lock — A “frozen’ Hero defends against attacks with only one combat die, and cannot move, attack, or cast spells. If the
caster of a Mind Lock is slain, any Heroes ‘frozen’ by him are immediately freed of the spell and can move normally on their next
turn.
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Search Jor the @gre Fortress

Vo, my herces, must cﬁrm" Hhe gateway & the (%,?re Fortress which is hidden within the coils of a vast
Cemrer mm;{e;(. Bt tread umé( ﬁr Hie dernizens :gf that Fortress will m{ér fewe ;:l’medr
gﬂdra'?ma arid 151:2;5 & pméecf Fheir domein.

NOTES

A. The chest contains 50 gold coins, but there is a trap on it. If a Hero searches for
treasure before the trap has been dlsarmed the swinging blade trap is triggered. attacking \-.hié
any Heroes in its path.

B. The orcs in this room have longswords and can attack diagonally.

C. This orc is a statue with a magical crossbow. On each of your (Zargon's) turns, it may fire a flaming
arrow at any Hero it can see. The statue is immune to all spells.

STATUE:
MOVEMENT ATTACK  DEFEND  BODY MIND
0 3 5 2 0

Wandering Monsters in this Quest: 4 Goblins
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Ghe Outer Caves

Now have ﬁﬂﬁa" the entrarce t e @éme Tortress. SVou must rnow strike af their rafa‘?rzg parfies arid

a’e&e&wg Hhe spblerrarearn Eeacz"?ﬁanbra where ﬁeg ;x’mr Fheir reaids by af'ee{n}rf the cortral chamber
Gfr@e :gf monskrs ﬂﬁr at least one furn.

NOTES

A. This chest contains an emerald worth 300 gold coins.

B. The Orcs in this room have crossbows and can make ranged attacks.
C. This is the Ogre raiding headquarters. To complete the Quest, the Heroes must be the only
occupants for one entire turn. The first Hero to search for treasure in this room will find 600 gold
coins and a Potion of Healing on the table. The Potion will restore up to 6 lost Body Points.

D. This secret door cannot be found by normal searching. When a Hero crosses the square marked
"D." the door opens and the monsters in the room are activated.

@ Wandering Monsters in this Quest: 2 Chaos Warriors
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NOTES

<

A. The chest contains 200 gold coins.

B. On each of your (Zargon's) turns, if any Heroes are in any of the corridors marked "B."
roll one red die. If a 1 or 2 is rolled. the door to the central chamber is opened and the

monsters within are activated.

Lair :gf the @‘gre Dorde

cht order & reach e hear? of the_fortress, you must make your way through the Lhitr Hhat houses the
m{f/}z‘ gf Fhe @gre Porde. Be wery ol 1 alert these ﬁm& ko gour preserce ﬁr SUCH oM m{gﬁ:‘ e
rard ;ﬁmaa@dr Fio] cfgféﬁf‘ art enfire army.

C. This is the chamber of Tograk. the commander of the Ogre forces.

D. This is the chamber of Nexrael, an apprentice Chaos Warlock. Nexrael knows the Mind
Blast spell and can cast it on four separate turns. Nexrael stands on the square marked "D"

E. The chest on the right is trapped. If a Hero searches for treasure before the trap has been
disarmed, a spear springs from the wall. Roll one combat die. If a skull is rolled. the Hero

MOVEMENT  ATTACK

NEXRAEL:
DEFEND  BODY MIND
4 2 5

8 3

loses one Body Point. The two chests contain 900 gold coins.

@ Wandering Monsters in this Quest: 3 Orcs




Ghe Carrion Dalls

New are new em&arf.rzg fhe inmer reaches g:f Hhe ﬁrz.’rﬁaa. ﬁgﬁm Lou carnt recch ary :.gf your @éﬁcﬁb@a,
gou must pass Hrough fhe @émea’ cating halls where ey pursue one of their favorite pasfimes.

NOTES

A. If a Hero opens the door on the right, the swinging blade trap will be triggered. ‘_ _
attacking any Heroes in its path. e

B. The chest contains 200 gold coins.
C. These two Goblins are armed with bows and can make ranged attacks.

D. The first Hero to search for treasure in this room will find a cache of 5 diamonds hidden
behind the fireplace. Each diamond is worth 100 gold coins.

@ Wandering Monsters in this Quest: 2 Fimir
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NOTES

Ghe it :gf € baos

Gread mﬂﬁ;ﬁj Aeroes, aﬁ'r o sense that Lo are now &,

Eﬁg a cerier :gf  haos ower.
destray this source by finding Festrals King of Power and hurling it ink the Pt

;HDH #rs?

A. In the center of this chamber is the Pit of Chaos. Any Hero who moves into the Pit
mstantly falls under Zargon's control forever. This is the domain of Zargon's lieutenant
Festral. Festral knows the spells Mind Lock, Mind Blast, and Dominate. and can cast each
spell three times. He stands on the square marked "A."

FESTRAL:
MOVEMENT ATTACK  DEFEND  BODY MIND
4 5 8

The Chaos Warriors in this room are all members of Festral's personal guard and roll an extra

die in attack and defense.

B. The first Hero to search for treasure in this room will find Festral's Ring of Power and 10
diamonds hidden in the bookshelf. Each diamond is worth 75 gold coins.

C. Any Hero or Monster who steps into the pit in this room dies.

@ Wandering Monsters in this Quest: 3 Chaos Warriors
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Fortress of the (Qgre Lord

(7% [zst sou have reached He hear? of the @gz‘e Fortress, where the lord of the @émas p‘e&fa’es over Ais
ol c?y ot et Aill Hhe @gr@ Lord Lo will dreak the prtidy :gf fhe @gf‘@ Porde and seve the
Emﬁm fmm Hheir Hireat

NOTES

A. These two Orcs are armed with crossbows and can make ranged attacks. (|

B. This is the chamber of Xenloth. Festral's assistant. Xenloth knows the spells Mind Lock and
Mind Blast. and can cast each spell five times. Xenloth stands on the square marked "B."

XENLOTH:
MOVEMENT ATTACK DEFEND  BODY MIND
§ 2 4 2 4

C. Each chest in this room contains 700 gold coins, but they are all trapped. If a Hero searches
for treasure before all of the traps have been disarmed, a spear springs from the wall. Roll one
combat die for each chest that has not been disarmed. For each skull rolled. the Hero loses one
Body Point.

D. This is the Great Hall of the Ogre Lord. If he is killed, the first Hero to search for treasure will
find his jewel-encrusted crown. which is worth 450 gold coins.

E. When the Heroes locate the stairway. inform them that this is the exit.

= Wandering Monster in this Quest: Ogre Warrior
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Flight to the Surface

(7 Hhousand praises my herces! Now have cfeaf?‘ﬂgea! the Oé?re Lord and shattered the might .:gf the
('%m; Porde. But beware Jor we canrof refoice et Nose are sl a"eep within Bhe @gf‘e Jorfress
and the alarm fhas beern raised cvou must escare, ard gf 4on cet recch the aﬂrfm o will be able
b load the fm{z@mﬁs ﬁms aguirist the remmants gf the @gf‘e Porde.

NOTES

il
On each of your (Zargon's) turns. roll one red die. On a roll of 6. activate two rooms. On -
any other roll. activate one room. When a room is activated. its doors may be opened and ‘i
all furniture and monsters within are placed on the board. Any monsters activated in this

fashion may move immediately.

A. On each of your (Zargon's) turns after all Heroes have left this room. you may place up to
three Orcs on the stairway. These Orcs can move immediately.

B. When a Hero opens this door. a falling rock trap is triggered on the square marked "B."
This functions in all respects identicallv to a normal falling rock trap, except that it cannot be
searched for or disarmed.

C. Once a Hero passes through this door outside, they are safe. No monster can follow them
there.

Wandering Monster in this Quest: Activate one room



Mind Blast

[hiz spell attempts to inflict Mind

Pevimt damaee on a Hero withon the
spellcaster’s line of sight. Both the
Feero and the spel lcaster rall ome
combat die lor each of their Aimd
Perini=. W hoever rolls more skuzlls
inflicts ome p.linl o Mlind damape

for each skull inexcess of the other's
pertal I bt todals are Lhae same,

this spell has oo el

Mind Lock

This spell allows the spellcaster
lo make a Mind altack agains
ang Hero in his line af sighl.

The Hero is “frozen’ for one lurn

per Mind hit scored by the
apellcaster. Al the beginning al
each turn, a “frozen’ Hero rolls
one combal die for each of hia

Mind Points, I he rolls theee or

maore skulls, the spell is broken.

Dominate

This spell allows the spellcaster
lo make a Mind altack againsl
ane Hera in his line of sightl, U
bwa or mare Mind hils are
zoored, the Hero is pul under
Larpon's control. Zargon can
immedialely move, atlack, and
casl spells with the Hero as if he
were a monster. Al the end of

Zargon's lurn, the spell end=.
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