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Attack a Goblin Tribe with a
Population of 3 or greater. If : Attack a Goblin Tribe
there is no Goblin player, resolve Reveal t_hls card when 10 or more with a Monster, attack the
IS e A Cave tlle_s hgve beenrevealed. Dragon successfully, or
cards, in any combination, Terrain tiles do not count. attack and kill the Thief.
during one turn instead.

I “Come and get it, you little creeps!” I I “Heeeere dragon, dragon, dragon...” I I “Ididn’t come all this way to die in the dark!” I
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Reveal a Dark tile with a Goblin
Tribe onit, then attack the Tribe on the Attempt to collect a Dragon
G TR RGO NE (C0 e g, Gem. Ifthere is no Dragon Reveal this card when you have at
instead resolve an Ambush tile or Ambush
card, attacking a Monster and losing no player, collect 2 Treasure tokens least two face-up Treasure cards.

Health. (Youmay draw a Monster instead during one turninstead.
of fighting Normal or Tough Goblins.)

" “You never know which trinket stands between
« , 1 « o
I T don’t need to seeyou to strike you down! l I Well, well, what do we have here... l I youand afiery, painful death, I always say.”

Face 3 Encounters, each on a Move 7 or more different Shoot another player with the
different space, during one turn. spaces during one turn. Bow or the Enchanted Bow.

« > » “The best defense is a good offense, p .
! ittt Tyodielzor ! [ but when that doesn’t work, RUN!” oy




QIDEQUEST | | SIDEQUEST | | IDEQUEST

QIDEQUEST | | SIDEQUEST | | IDEQUEST

QIDEQUEST | | SIDEQUEST | | IDEQUEST




Reveal this card when 3 Crystal
tokens have been smashed.

I “Three down, two to g I

T AT
Yet Frog

e

When the Population of this Tribe
reaches 4, ignore any further Goblin discs
that would be added to it. (This Tribe cannot
cause overpopulation.) Also, malaise does
not decrease this Tribe's Strength.

AMBUSH: STR2

This Tribe gets +1 Strength.

AMBUSH: STR 4. You must move to an adjacent, unoccupied

non-Dark space. Then, place the Ogre's Monster token on
the space which caused the ambush, with this card nearby.
Youmust attack and defeat the Ogre to enter the space.

This Tribe gets +1 Strength.

AMBUSH: STR4. Place the Canyon tile ifitis not already
inplay (even ifyou are not using Terrain tiles), then place
the Troll's Monster token on the bridge space, with this
card nearby. You must fight and defeat the Troll to cross.

This Tribe can
move through walls.

AMBUSH: STR 3. Place the Golem face-up onyour

player board. For therest of the game, each use of the
Ancient Map requires 2 Hero cubes instead of 1.
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When this Tribe uses the Reveal
action, youmay place its piece on a
Dark tile with any Tribe's symbol.

After this Tribe plunders a Treasure or Dragon
Gem token, you may place its piece on an
unoccupied Dark tile with any Tribe's symbol.

AMBUSH: STR 3. Discard a Treasure card at random.

While this Tribeis activated but
before it takes an action, you may move
the Knight up to 3 spaces in any direction.
You may only do this if the Knightis visible
to the Tribe, and only once per turn.

AMBUSH: Ignores Strength; always roll for hit.
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’ Bright Beetles ;

When this Tribe scatters, it loses one
less Population. When this Tribe would

lose Population by other effects, you may discard

Bright Beetles tolose one less Population.

AMBUSH: STR 3. Place Bright Beetles face-up
near the Monster deck. Add +1 STR to the next
Monster drawn, then discard Bright Beetles.

Underworm

When you activate this Tribe, during
its movement it can move up to 2 tiles
once in one diagonal direction, ignoring
alltilesand wallsin between.

AMBUSH: STR 2. Move diagonally to the nearest
Dark tile (place oneif needed) and thenreveal
thetile as part of the same Encounter.
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During this turn, when any

If this Tribe uses the Attack ‘
This Tribe gets +1 Strength. revealed Tribe uses only the Move
action, you may place its piece on

action against the Knight, the
Knight also loses 5 Grit. AMBUSH: STR 4. Ifyour Strength is 3 or
lower, youlose another Health. any unoccupied Dark tile, rather
than following normal rules.

AMBUSH: STR 3. Lose 5 Grit.

When a Tribe uses the Attack action ;

Collapse a number of tiles up to
against the Knight, she must also place a Hero q i

cube on the Entrance tile. If the Tribe's Strength During over popu ation, you I_nay

prevent a Tribe from scattering.

the Eye Tribe's Population. The
collapsed tiles cannot contain was greater than the Knight's by two or more,
other players or Crystal tokens. she places 2 Hero cubes instead. She regains
these tokens by moving onto the Entrance tile.

Gohlm ﬁ""ﬂ ; k Blind Furg ; ‘2
| Pick a Tribe. During this turn,

Place this card face-up on the table.
—1Perception (All Tribes) P . . .
Once per turn, immediately after drawing War, PlC.k aTribe. During thls'. turn, it gets +2 Strength. If it uses the Attack
Monster, or Secrets cards, you may discard it moves through Lit tiles B i o T e e
and redraw one card. Discard this card when without losing Population. ) ng ’ ;
any Tribe's Population decreases to 0. 1ts Populatlon toOafter resolvmg.
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Choose a player to hex. In each effect, “

Xequals the Eye Tribe's Population.

Knight: Lose X Grit
Dragon: Discard X Power cards (Dragon chooses)
Cave: Discard X Omen tokens (Cave chooses)
Thief: Decrease Stealth by X until the Goblins' next turn.

Place this card face-up on the table.

When any Tribeis attacked it gets +1 Strength
and +1 Perception until the attack resolves,
then discard this card. When any Tribe
istargeted by a Dragon power, you may
discard this card toignore that power.

Ahidden Tribe may use
the Attack action against the
Knightif sheis on or adjacent to an
Ambush tile. During this action, do
not apply any effects from Monster
cards or other Secrets cards.
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When used, your next attack may
target the Dragon while he isunderground
without using a Bomb, and you gain +1
Strength on your next attack. Remove the
Javelin from the game after resolving its
effects. (Doesn't require a Hero cube to use.
Cannot be used on the same turn as a Bomb.)

"/‘ .

 The, ft': rite M}éaﬁm of Jodbar the Left-Handed. Believed to
be lost forever when, ]o‘dixgr threw it twelve miles on a dare.

+1 Perception.

+1 Strength during your turn only.

x—m; E\V'tSh Sword ; x— M'le - ;

+1 Strength during your turn only.
When attacking the Dragon, you may
discard the Hero cube on this card to remove
another Health. (Cannot be used with a Bomb.
Place the discarded cube on the Discarded
Hero Cubes space onyour player board.)

h sigils of, great power,
d heavy—strangely heavy...

3 ¥

Discard the Hero cube on
this card and remove this card from
the game to regain 2 Health. (Place the
discarded cube on the Discarded Hero
Cubes space on your player board.)

n Cocktail, and lizardnoodle soup.

i "yei‘ijes {or healing salve, the Crystal ]

Heroic¢ Bootg

+4 Movement.

f 7 the?SM}lff Wgre these. It seems now the
nystery of her disappearance is solved...

+1 Movement.
+1 Perception.







tnchanted Bow

Shoot the Dragon or Thiefupto 5 tiles |
awayinastraightline, evenifunderground orif
there are walls or Dark tiles between. The Dragon
chooses and discards Power cards equalin number
toyour Strength -1 (Max: 3). The Thiefis killed
ifyour Perception is greater than his Stealth.
(May be used before, during, or after movement.)
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! ade fram the bone;.gf some ancient
2 re: Odd(y warm to the touch.

corner, ideal for creeping.

edge, great for sneaking.

The Knight may discard a Hero
cube toregain 2 Health. (Place the
cube on the Discarded Hero Cubes

space on the Knight's player board.)

A shaft of: sun}zght from
 theworld above.

Vantage l’omt

Reveal all Dark tiles
surrounding the Knight.
(The revealed tiles are worth
Grit as if they had been revealed
normally. Place Event tokens
on any Event tiles revealed.)

high outcropping with
a long clear view.

The Knight may spend a Hero cube
toregain 1 Health. She regains
the cube on her next turn.

A’breeze, smelllpg of spring
p. ~ airand, growing things.

A\

The Knight may spend a Hero cube
toregain 1 Health. She regains
the cube on her next turn.

clear, gplash;ug stream,
~ cooland pure. t
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The Knight regains 1 Hero
cube from the Discarded Hero
Cubes space on her player
board. (If none available, take
one from the highest-numbered
space on the Grit track.)

The Knightloses 2 Grit.

Q«; k«;

The Knightloses 2 Grit.

y |

The Knightloses 2 Grit.

The Cave draws 2 Omen tokens.
If there is no Cave player,
the Knight gains a
Treasure card instead.

The Cave draws 2 Omen tokens.
If there is no Cave player,
the Knight gains a
Treasure card instead.

The Cave draws 2 Omen tokens.
If there is no Cave player,
the Knight gains a
Treasure card instead.

Attheend of yourturn,insteadof 2
drawing and placing 1 Darktile, draw
and place Dark tiles equal in number
to the greatest of the following:

ALL: The number of revealed Crystal
tiles (including collapsed tiles).

Knight: The number of Hero cubes you
have available to place or have placed.

Goblins: The Population of your largest Tribe.
Dragon: Your Spirit statistic.
Thief: Your Movement statistic.

Ifthe Collapse has begun, remove the same
number of tiles instead. When selecting
tiles to collapse, always choose Crystal
tiles first, then Dark tiles, then Lit tiles.

The Dragon gets +1 Armor
(maximum4). Goblin Tribes may
use the Attack action against the

Dragon: reduce the Dragon's Health
by 1, reduce the Goblins' Rage by 1,
and scatter the attacking Tribe.

“Come, come. We knows where
tasty dragonmonster sleeps!”
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Choose aspaceandrollthe Dragon @i
die. Reveal all Dark tiles affected by the
roll, with the selected space as the center.

The Knight may target any space on the map,
once per turn (does not use an Encounter).
A Goblin Tribe may target its
current space withoutusingan
action, before or after moving.
The Thiefmay target his current space,
spending 1 Action cube each time.

(Tiles revealed by the Knight are worth Grit
as ifshe had revealed them normally. Place
Event tokens on any Event tiles revealed.)

“May this be a light for you,
when all else falls dark.”

Whenever you mustresolve an
Ambush tile or Ambush Event card,
resolve the attack by comparing your
Strength to the ambusher's Strength, as
below. (You may assign more Hero cubes
to Strength before resolving the attack.)

A.Normal Goblins: STR 2

B.Tough Goblins: STR 3
C.Monsters: Draw a Monster, see AMBUSH

Your Strength Is Higher:
Lose no Health. Do not resolve Monster text.
Strengths Are Equal: Roll the Dragon die.
Ifit affects the center tile, lose 1 Health and
resolve the Monster’s Ambush text (if any).
Your Strength Is Lower: Lose 1 Health and
resolve the Monster’s Ambush text (if any).

“Goblins? There are no goblins in this cave!”

At the end of your turn, place a
Treasure token on any Dark tile with no
components on it. If there is no such tile,
draw a new tile and place it next to any

Dark tile, then place the Treasure token on
the new tile. (If all Dark tiles have collapsed,
place the token on a Lit tile instead.)

“You’d be surprised what you can find in
places like this if you keep your eyes open.”

The Dragon starts at 7 Health. If no Dragon,
youmust smash 6 Crystals, and smashing
requires 4 Strength instead of 3.

The Dragon starts at 5 Health.
If no Dragon, you must
smash 5 Crystals.

The Dragon starts at 6 Health. If no
Dragon, you must smash 6 Crystals.

The Dragon starts at 4 Health.
If no Dragon, you must
smash 4 Crystals.

The Dragon starts at 3 Health.
Ifno Dragon, you must smash 4
Crystals, and smashing requires
2 Strength instead of 3.

The Knight starts at 9 Health.

DIFFICULTY: EXPERT
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The Knight starts at 8 Health.

DIFFICULTY: HARD

The Knight starts at 7 Health.

DIFFICULTY: STANDARD

The Knight starts at 6 Health.

DIFFICULTY: EASY

The Knight starts at 5 Health.

DIFFICULTY: EASIEST

You must have 13 Wakefulness
to awaken, and you must
have used your Shriek power
onthree separate turns.

DIFFICULTY: EXPERT

You must have 13 Wakefulness
to awaken.

DIFFICULTY: HARD

You must have 11 Wakefulness
to awaken.

DIFFICULTY: STANDARD

You must have 9 Wakefulness
to awaken.

DIFFICULTY: EASY

You must have 7 Wakefulness
to awaken.

DIFFICULTY: EASIEST
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Place 8 Hatred tokens near your board. Place 4 Hatred tokens near your board.
When you use the Hatred omen while any When you use the Hatred omen while any
Hatred tokens remain, you may ignore Hatred tokens remain, you may ignore The Cave collapses when 5 Crystal
its effect to instead remove a token. its effect to instead remove a token. tiles have been removed.

The Cave collapses when 5 Crystal tiles The Cave collapses when 5 Crystal tiles
and all Hatred tokens have been removed. and all Hatred tokens have been removed.

DIFFICULTY: EXPERT DIFFICULTY: HARD DIFFICULTY: STANDARD
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Remove 1 tile of each Remove 2 tiles of each
type during setup. type during setup.

You must stash 8 Treasure
tokens. Do not place the first two
The Cave collapses when 4 Crystal The Cave collapses when 3 Crystal tokens on upgrade spaces.

tiles have been removed. tiles have been removed.

DIFFICULTY: EASY DIFFICULTY: EASIEST

You must stash 7 Treasure
tokens. Do not place the first
token on an upgrade space.

T

You must stash You must stash
6 Treasure tokens. 5 Treasure tokens.
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The Cave places 1 tile on its turn.

Ifthere is no Cave player, each player places
1tile at the end of their own turn.

Flip this card over when the last Cave tile is
placed. The Collapse begins on the next turn.
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The Cave collapses 3 tiles on its turn.

Ifthere is no Cave player, each player collapses
3tiles at the end of their own turn.

If5 Crystal tiles have collapsed, the Cave
wins and all other players lose.

Remove tiles that touch only 1 tile first,
thenremove tiles that touch only 2 tiles.

The Entrance tile can never be collapsed.

Ifany other tokenis on a collapsed tile,
itisreturnedto its player's supply.
Crystal tokens removed by collapsing tiles
do not count toward any victory conditions.

For more details, see The Collapse
onpage4 oftherulebook.




+1 Strength during your turn only. Reveal this card immediately if kept.

Ifyou attack a Goblin Tribe, they discard When you move to the Entrance tile,

1Secrets card. If you attack the Dragon gain 8 Gritand thenremove this card
successfully, he discards 1 Power card. If you from the game. If the Thief pickpockets

smash a Crystal, the Cave discards 1 Omen. you, he must take this card, and then
Ifyoukill the Thief, gain 2 extra Grit. immediately set his Loot Drop Level to 3.
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