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This book is a tribute to HeroQuest© and Descent: Journey’s in the Dark®©. Inspired by the huge community of fans, this compilation
came to life. The author is in no way affiliated to MB®, Games-Workshop® or Fantasy Flight Games®.

The rules presented in this book are meant for all fans of the age-old game from MB®.
HeroQuest© by MB® and “Advanced HeroQuest© by Games-Workshop® are both out of print for many years now. You might be
interested in HeroScape© and/or Warhammer®©, both are games currently still in production by both firms. Descent®© it currently still
available at the Fantasy Flight Games® website.

Images from Jesper Ejsing and Gary Chalk have been reused. You can visit Jesper Ejsing’s website at “www.jesperejsing.com”.

All rules presented are free of charge, open source and for personal use only. They’re meant just to have fun.
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“Necessary Components

To play the quests from this “Redescent” Questbook, you will need following extra components. (In addition
to both the basic sets of HeroQuest© and Advanced HeroQuest©.)

- 3 Naga miniatures

- 3 or more Ogre miniatures

- 1 Giant miniature

- 3 Spells of Darkness from MB’s “Wizards of Morcar” expansion set

- 6 Necromancer Spells from MB’s “Wizards of Morcar” expansion set

Optional components that or not necessary to be able to play “Redescent” quests:

- 1 Tree cardboard scenery from AD&D boardgame (You can use a Single Blocked Square tile instead.)
- 1 or more Manticore miniatures (They are optional Wandering Monsters or Characters.)

- 1 Dragon miniature (You could use the AHQ-GW Demon of Tzeentch character token instead.)

- 3 Collapsed Wall tiles from MB’s “Wizards of Morcar” expansion set (Or use Secret Door tiles.)

- IfaHero uses the spell “Pass Through Rock”, you might need a second or third Giant miniature.

- 1 or more Explosion Trap tiles from MB’s “Wizards of Morcar” expansion set.

- Familiar and Companion markers.
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Tutroduction

Across the land, courageous Heroes delve into shadowed dungeons. journey
to lost cities, and explore forgotten ruins. In the darkest corners of the
world. these heroes confront deadly and terrifying monsters. For those few
who survive, the rewards are many. For those that confront Morcar,
master of traps and monsters, in his dangerous dungeon realm and fail ...

only eternal darkness and Morcar's hollow, echoing laughter ..
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Special ‘Rules

Following are new rules for all quests in this Questbook. The Quest Notes will refer to this page.

ﬂ ierce

When attacking, a Monster with the “Pierce” ability ignores all Shields, Helmets and Armour worn
by his target.

irebreathing

Instead of moving, attacking and spellcasting this turn, the Monster with the “Firebreathing” ability
can shoot a fireball at a target in sight. Place a Fireball tile anywhere in sight of the firebreather. All
miniatures (stepping) on the tile are attacked with 6 skulldice each. The tile remains until next the
beginning of the next GM turn.

rapple

The last Hero or Henchman adjacent to the Monster with the “Grapple” ability cannot move.

ong Reach

Monsters with the “Long Reach” ability can attack miniatures that are 2 squares away (not diagonally
however). They may also attack while behind another Monster, as long as the target is still in reach.
They cannot attack from behind a Monster with a base bigger than 1 square.

rushing Blow

A Monster with the “Crushing Blow” ability can attack each miniature in his four front squares once.
(Two of the target squares for the Crushing Blow are diagonal.) Cannot be combined with the “Long
Reach” ability.
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Shown below are the Monsters and Characters that can be encountered in Quests from this book.

Move 8 squares
Attack 7 skulldice
Defence 2 skulldice

Body 10 points
)

Mind 1 points
Long Reach & Crushing Blow {
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Move 8 squares
Attack 4 skulldice *

Defence 3 skulldice J

Body 2 points
Mind 2 points

* Ranged Attack 1 skulldice
All attacks have Pierce
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Move 10 squares
Attack 10 skulldice
Defence 10 skulldice
Body 10 points
Mind 10 points

Move 8 squares
Attack 5 skulldice
Defence 4 skulldice J
Body 6 points
Mind 4 points
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6 Necromancer Spells @
2=

Move 6 squares
Attack 3 skulldice
Defence 4 skulldice J
Body 2 points
Mind 5 points

Ability: Grapple

Move 5 squares
Attack 3 skulldice
Ignore all damage J
*

Mind 1 points

* Killed when attacked with &3 (;
the Black Blade 7\
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ompanions at the Village

Companions are non-magical animals. Any Hero can train an animal while at the Village. Remove a
Companion from the game if its Hero is killed. Only one of each Companion can be in the game at once.

- Companions are represented by Companion Tokens (except Furr the Spirit Wolf).

- Companions begin the Passages and Quests at the same square as the owner.

- Companions move after their Hero's turn is finished. They move up to a number of squares equal to
their speed.

- Companions move like Heroes, except that they can move through enemy figures and can end their
movement in the same square as any other miniature.

- Companions cannot open doors.

- Companions may occupy the same square as any miniature, and miniatures may move through
Companions.

- Companions do not block line of sight.

- Companions cannot carry any Equipment or Treasures unless their description states otherwise.

- Companions are unaffected by traps and cannot be affected by any attack or harmed in any way.

- Companions cannot jump over Pittraps.

The following Companions can be trained by Heroes at the Village:

Companion Speed  Cost  Special Rules
Mata & Kata Mata and Kata are each represented by Tokens that move independently. They

6 200 | can each be given or pick up and carry 1 Equipment or Treasure card. They can
the Ferrets X ) ; .
give a carried card to an adjacent Hero (or each other) for 1 move point.
Ben is a familiar that does not follow all rules for Companions. Ben does not
move on his own, but Heroes can carry him. A hero can give Ben to an adjacent
Ben, n/a 250 Hero by spending 2 move points. When a Trap Threat Token is played to spring
the Monkey a trap within 3 squares of the Hero carrying Ben, the GM must pay 1 extra
Threat Token of any type. Otherwise the Trap Threat Token is spent without any
further effect.
Furr can attack once per turn (before, after, or during his movement), rolling 1
Skulldice. In addition, Furr can only attack when his owner has a line of sight to

Furr, 7 300 | him. Furr cannot move through enemy miniatures and may not share the same
the Wolf . ,
square as any miniature. T hat ' s why Furr starts
his Hero. Furr is killed by successful attacks made by Monsters or by Spells.
Pico Pico does not follow all normal rules for Companions. Pico cannot move on her
. n/a 350 | own, but Heroes can carry her. Give Pico to an adjacent Hero for 2 move points.
the Racoon : . .
Any Hero carrying Pico rolls one extra Skulldice on all melee attacks.
Skye may move through obstacles as if they weren't there. However, he cannot
end his move in a square containing an obstacle that blocks movement. Skye
Skye, hi . 2 . le that infli
the Hawk 5 400 | may end is turn in a square containing a pittrap or an obstacle that inflicts
damage without effect. Monsters adjacent to or in the same square as Skye
cannot use ranged attacks, and their Defence is reduced by 1 Skulldice.
Boggs, The GM cannot place Monsters within line of sight of Boggs by using an

the Rat “ 450 Ambush Threat Token.

Sharr may move through furniture as if they weren't there. However, she cannot
Sharr, 5 500 end her movement in a space containing furniture. Sharr may end her turn in a
the Brightwing square containing a pittrap without effect. If Sharr ends her move in the same
square as a friendly miniature, that miniature recovers 1 lost Body point.
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Quest T | The Brothers Durnog

"“Please great deroes. you must help us. The “Brothers “Ournog have been enraged

and have begun to terrorize the countryside. The Emperor ask that you slay these

Giants and promises that you wWill be well rewarded. Your goal is to kill all three

Giants while collecting as much treasure as possible.”

Route: Two Passages.

Notes:

Stoneheart — The two eldest brothers have removed
their hearts from their bodies and hidden them. As
long as their hearts are safe, they cannot be
permanently killed.

ONo heart, no death. I still have breath! »

Remove the miniature from the board and put 2
wound counters next to it. At the end of your turn,
remove a counter. If you cannot remove a counter,
put the Giant back at the board, at least 8 squares
away from any Hero.

Sleepy - Character Threat Tokens will not be used to
summon Giants in this Quest.

A. If a Hero Kkills this Ogre Champion; “Althrough
the Ogre is dead. you can still hear its heart. “With your
knife. you quickly find the enchanted heart of “Nakir,
hidden in the Ogr e¥ws
should now be able to kill “Nakir permawentl\y”.

c he

B. A Trap Threat Token can be played in this
corridor section to activate a Pittrap.

C. The Giant in this room is Munkar.

D. In addition to one Potion of Strength and 160 gold
coins, the Hero who opens this Treasure Chest
discovers a large, still beating heart that belongs to
Munkar. The Hero quickly destroys it. Munkar can
now be killed for good.

E. This is Narthak. He will not leave this room.
When Kkilled he crashes down, collapsing the
indicated wall sections. The Heroes can now move
through the wall there. (Use Collapsed Wall tiles to
indicate this.)

F. Nakir carries around his neck the Brass Key to
open locked door “C”. It is found when searching for
Treasures or Secret Doors after killing Nakir.

G. This Portcullis blocks all movement and cannot
be opened. It does not block line of sight or ranged
attacks.

Characters:

Narthak, Giant. His heart is not replaced.

Munkar, Giant. Stoneheart: his heart can be found in the Chest in “The Bloody Room”.

Nakir, Giant. Stoneheart: his heart can be found in the chest of the Ogre Champion.

Denizens:

“Ogre Lair”.
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The “Road to Legend

It Was a time of epic clashes between the forces of light and dark. In generations to
come, mothers would put their children to sleep with bedtime stories about the
creatures that threatened the surﬁlce wWorld and the brave heroes who strugg[eb
against them. Although it was a dangerous era. the Empire Was never richer with

opportunity for the Valiant men and women who dared to walk the road to legend.




