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This book is a tribute to HeroQuest®©. Inspired by the huge community of fans, this compilation came to life. The author is in noay
affiliated to MB®, GamesWorkshop® or Fantasy Flight Games®. The rules presented in this book are meant for all fans of the agje
game from MB®.

HeroQuestE by MBE and 0Adv aWakshdp®ldre both Qui af grint Eor nagy ye&us noev.sYou might be
interested in HeroScape®© andir Warhammer®©, both are games currently still in production by both firms. Descent®© it currently still
available at the Fantasy Flight Games® website.

Images from Les Edwards and Gary Chalk have been reused. Both artists contributed to the HeroQuest© comityuwith their
graphicalt al ents. You can visit Les Edwards his website at ow

Al l rules presented are free of charge, open source and for p
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Necessary Components

To play the quests from this O0Kellardés Keepd Questbook,
addition to both the basic sets of HeroQuest© and Advanced HeroQuest®©.)

- 60r more extraOrc miniatures

- 60or more extraGoblin miniatures

- 2o0r more extraFimir miniatures

- 1Grinds ferag tile
- 1 Dwarven Forge tile.

- 2 Trapdoor tiles.

- 1 Hand of Chaos tile.

Optional components that are nKetl |ragadlslgdiemegcsessary to b

- 2long Stairs tiles.
- 2 short Stairs tiles
- 4 Stone Map tiles.
- 1 Boulder tile. (You could use an upside down Single Blocked Square tile instead.)
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A Message From Mentor

My friends, | have alarming news. The Emperor and
army are trapped in Kel
bastion of the fortress Karak Varn. This great
Dwarven stronghold lies deep within the heart of th
Worl d¥%s Edge Mount ai n®d,
but | fear that time is
weakens with starvation while the enemy grows strot
by the day. It is up to you, brave Heroes, to rescue 1
Emperor. The great book Lorertome has revealed r
usefull information to me. Manyhbusands of years ag
the Dwarves made their
Mountains. With their great engineering skills, they
build vast cities that cut deep into the rock. The citit
were connected by tunnels that stretched for mile
beneath the mountai@m the eastern side of the
mountains, the Dwarves constructed huge fortresse
guardagainst the evil legions of Chaos. The greates
these fortresses was Karak Varn. The Dwarves livel
for many years in peace, for the Orcs and Goblins di
dare attak the weldefended cities. But during this tir
of peace, the Dwarves became careless. Their army
smaller and their guards less vigilant. Then came Mo
the Evil Sorcerer and commander of all that is evil
Morcar spent years raising a vast armiy@rcs, Goblins
and monsters beyond description. When the attack
there was no warning. The Dwarves fought with gre
valor, but their enemy was too strong. One by one 1
fortresses fell. Only Karak Varn held.

Most of the hidden tunnels near Karak ¥ahave long
been forgotten. However, Loretome has revealed to
hidden passage known as
is named after the Dwarf who first discovered it. Whi
searching for a rich vein of gold, Grin found a narrc
footpath running ahg the edge of an abyss. He explo
beyond and found himself
Keep.Grin carved anap onto a stone tablet so that h
might find the path again. He then broke the tablet it
pieces and hid the fragments throughout the éfalls
Belorn, ancient chambers that lie deep beneath tt
Worl d%s Edge Mount ains
through the Halls of Belorn. These hallowed halls he
been stripped of many of the riches that once adorne
Yet a treasure or two may be foundabero with a
keen eye. But beware! Orcs and Goblins now dwell |
You must make them pay dearly for their trespass. E
LoreTomg@oes not reveal t he
Crag. You must find the
that are scattered ttoughout the halls. Only then can y
travel the path to Kelle
safety. | shall take you to the Great Gate, but from the
you will be on your own. Good luck, my friends. Whel
needny guidance, listen deep within yowgselv

Mentor
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Shown below are the Monsters and Characters that can be encountered in Quests from this book.

Gragor
Chaos Mindslaver

Move 6 squares
Attack 3 skulldice
Defence 6 skulldice J
Body 2 points
Mind 2 points

Can cast unused Spells from any Hero
That Spell remains available to the Hero

AL e

Move 8 squares
Attack 4 skulldice
Defence 6 skulldice J
Body 2 points
Mind 3 points

Can open (Secret) Doors i é""g

il P

Move 6 squares
Attack 3 skulldice *
Defence 4 skulldice

Body 2 points
Mind 2 points

* Or Ranged Auack 2 skulldice

AL A

Ranged damage is to Mind points @

% Grin's Guardian
)

Move 6 squares
Attack 4 skulldice
Defence 4 skulldice
Body 3 points
Mind 3 points

Immune to Spells
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Quest |, TheSpiral Passage

Map:



