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| cus, High Cleric of the Divine Aneres, Prior of the Monastery of Hea\rehﬂlnafand
last living witness of what happened...
And It Is I, the Chronicler, who alone can tell thee of this Saga.
Let me tell you of the days of high adventure!

: _:ﬂ'le elemental plane from which It was summoned. The assembled champlons faced and dﬁtm}'ed the 5
, eﬂ! of smoke and Aames in a battle without equal. When the portal was finally closed, | led the He
F i " to the Heavenshine monastery, to honor the gods In thelr most sacred place. Before the holy altar N

r v VYo ~ + vV -

a&tfti‘dﬂ‘f’#itit #;}
B et Tl v,

Component Lasr

Inside this Sword & Sorcery expansion you will find an extensive set of

R otCHLS. Tokens & Markers:
4 This Storybook ACT 11 ¢ 3 Blessing cards
4 1 Book of Secrets ACT II ¢ 2 Trap cards A T ERS il \BSaLs ¢ 8 Break
4 1 Rules Reference sheet 4 5 Soul Weapon cards ¢ 28 Crowns ¢ 10 Charges
4 1 Wolf Form figure 4 18 Hero Power cards B S s ¢ 6 Magic Shields
4 20 Enemy figures 4 1 Lycanthropy Power card = o TP ¢ 3Blood Gems
4 2 Master Enemy figures ¢ 1 Dark Gift Hero card ¢ 1 Hiding ¢ 1 Spell of Doom
4 14 Double-sided map tiles* 4 3 Vampire Form Power cards ¢ 6 Bleeding ¢ 2 Flying
4 1 Wolf Form sheet 4 18 Emporium cards & e o ¢ 6 Airborne
¢ 2 Master Enemy scrolls ¢ 23 Treasure cards ¢ 12 Hindrance Overlays
4 15 Enemy scrolls 4 5 Event cards
4 25 Enemy cards ¢ 2 Quest cards

L 4

3 Enemy Power cards

*The map tiles: 22B*, 25B*, 26B*, 29B* are characterised by the * in order to be distinguished from the KS version tiles, both versions are equal
in terms of gameplay but with some aesthetic visual differences.
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2. Bre Cnronicres ok Darkness Eanns

Hail, stranger! This manual gives detailed instructions on how to set up
* the quests of your Sword & Sorcery (S&S) Darkness Falls expansion.

This expansion uses all rules from the S&S: Immortal Souls, in addition
to what is detailed in the Darkness Falls Rules Reference Sheet.

Each quest can be played as a standalone game by using the starting values
or as a part of the entire story in a unique and legendary campaign.

In campaign mode, the suggested mode of play, every achievement
modifies the development of future quests, creating a deeper and more
immersive experience in the Sword & Sorcery storyline.

3. Prauine Darxness Faus

The minimum Soulrank required for ACT Ilis lI. No hero can go
below it. This means heroes begin any ACT Il Quest with a minimum
Soulrank Il and, even in case of death, the Soul Gem will never shift
down to Soulrank Il (i.c. a dead Soulrank Il hero remains I and

must pay 3 Soul Poin€s to resurrect using a Shrine). o ARy
The suggested Soulrank limit for this expansion is VI, reaching the

VII can be possible only combining Vastaryous’Lair expansion, but it may

reduce the game challenge.

Heroes may have stored Soul Poin€s from their previous Quests, these
points can be carried to Darkness Falls campaign within a maximum limit
of 10 Soul Points per hero, the exceeding points must be discarded in
order keep the right challenging balance during ACT II Quests.

31 Playing Stanoalone Quests

Playing ACT Il Quests as standalone uses all Immortal Souls rules, but
requires an additional step regarding the Standalone Quest Values:

¢ Treasures. These values indicate how many Treasure cards the
party must draw before the quest begins. No power can alter the
drawn cards. Each ACT Il quest specifies how many cards must be
drawn from both the ACT land ACT Il Treasures. Since there
is a single Treasure deck, if the party draws a non-matching card,
simply reshuffle it into the deck and draw a new one until the values
indicated by the quest are satisfied.
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ACT Il - QUEST I

| e} Nothing I's A5 Gond As It Seems .
INTRODUCTION

The moon shines high, bathing Twin Wyrms in silvery light.
The roads are teeming with life, waiting for the clarion call to begin the festival held in honor of the Immortal Souls.

The crowd cheers as the Heroes march to the Royal Palace, honored guests at the grand banquet held by Count Dalv himself and attended by all the nobility
of the kingdom. Although the castle suffered damage in the siege, it seems as mighty as ever during this happy and glorious night; the Heroes enter the hall
and, as the doors close behind them, Count Dalv proclaims, “Let the dance begin!”

Stanoalone Quest Values

Soul Points: Crowns: Treasures: Soul Weapons:
13xHero 250 8 {ACT I} 1

Enemy Deck

In Play
Event In Play: The Quest begins with Event card 5 @ in play.

Special Locations

None.

Special Quest Rules
# Day (Event 4): When it enters play, see Paragraph §1.15.
P Night (Event 5): No additional effects.
Quest Fail: The quest fails if all heroes are Ghost Souls, see Paragraph §1.21.
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Quest Setup

i TR
l m &

1x Closed 1x Closed 1x Closed 4x Search
Spawn Gate Spawn Gate Spawn Gate Area

O ¥

1x Chest 2x Locked 1x Magic 1x Closed
Door Lock Shrine

2+ B

0x Shadow  0Ox Shadow

4x Waypoint (1,2,3,4)
Shadow Reserve

COOCT

H

e

r

o

g Enemy |Champion| Quest Quest
2-3

Enemy

4 0 1 1

g 4-5 6 3 1 1 ﬂ

Book of Secrets

Story Events| § Waypoints | §

Story Event 1 1.14 Waypoint 1 1.1

Story Event 2 | 1.16 Waypoint 2 1.7

Story Event 3 1.18 Waypoint 3 1.9

Day 1.15 Waypoint 4 1.11
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ACT Il - QUEST 11

& ——— In The Forest ‘-E'—"
INTRODUCTION

The Heroes, along with Marcus, journey to Moonchild; their path will pass through the forest, avoiding nearby Lone Pine. The journey unfolds without
incident, yet as they catch a glimpse of dense black smoke rising from southwest, the Heroes sadly acknowledge the terrible fate of Lone Pine. While they have
avoided any trouble because of the detour, nobody is actually happy. A problem avoided is rarely a problem solved. As if to confirm the sentiment, the forest
becomes enshrouded in the mountains' dark shadows.

Stanoalone Quest Values

, Treasures:
Soul Points: Crowns: 8 (ACT T} Soul Weapons:

19xHero 275 1 {ACT I - ACT 11} 1

Special Locations
Place Story Event 1 @, Story Event 2 @, and Story Event 3 @ as indicated on the map.

Special Quest Rules
# Day (Event 4): No additional effects.
P Night (Event 5): No additional effects.
Quest Enemy Shadow: If the Quest Enemy Shadow is revealed, go to §2.23.
Quest Fail: The quest fails if the last Event card is resolved OR all heroes are Ghost Souls, see Paragraph §2.26.
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Quest Setup

Mag Tlles 2B, 6B 7B 8B, 11B, 12B, 13B, 16B, 17A, 18B, 27B.

Tokens

@.la

1x Closed 1x Closed
Spawn Gate Spawn Gate

o

1x Chest 1x Closed
Shrine

| © B

4x Shadow  2x Shadow

3x Waypoint (1

2,3)

1x Closed 3x Search
Spawn Gate Area

e e [

3x Story Event (1,2,3)

Shadow Reserve

¥eTeleYean

COT

Enemy |2 Enemies|Champion| Quest
Enemy
2-3 2 1 1
2

g 4-5 2

D |
o

Book of Secrets

Story Events| § || Waypoints | §
Story Event 1 2.8 Waypoint 1 2.1
Story Event 2 2.9 Waypoint 2 2.10
Story Event 3 | 2.18 Waypoint 3 2.11

Miscellaneous
Glass Vial §2.24 || Quest Enemy | §2.23
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ACT Il - QUEST 11l

._—.}.) The Darfiness' Army — —fomm—

INTRODUCTION

The Heroes, together with Marcus, head toward Lone Pine, a small town due south of Twin Wyrms, looking for answers: After several hours on the trail, the
group encounters the first refugees: desperate people trying to escape toward the city of the Immortal Heroes, hoping for solace and help. When the Heroes
question one of the refugees, he tells the tale of his doomed city. “Go no further, the town is cursed! When the dead vise from their graves, there is no place for the
living. Rum, you fools!” As the party approaches the town, more and more refugees flood the road, and the atmosphere becomes tense. In silence, the Heroes
reach the gates of the town and are welcomed by screams from the nearby central square!

Stanoalone Quest Values

Soul Points: Crowns: LEasprgs: Soul Weapons:
19xHero 275 SIAGTH 1
1 {ACT I - ACT II}

Enemy Deck

Ny Shufﬂe ¢=-=J Sy Shufﬂe o~

Special Locations
Place Story Event 1 @ and Story Event 3 @ as indicated on the map.

Shuffle Waypoint 2 and Waypoint 3 and place them face down in Location A and Location B.

Special Quest Rules
Event Phase: Skip the Event Phase until Story Event 1 is resolved.
# Day (Event 4): No additional effects.
P Night (Event 5): No additional effects.
Dark Raider enemies: When any Dark Raider dies, remove it from the Quest.

Quest Fail: The quest fails if the last Event card is resolved OR all heroes are Ghost Souls, see Paragraph §3.26.
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> ' i : 4 Quest Setup

Map Tiles: 2A, 5A, 7A, 8A, 94, 11A, 124, 13A, 17A, 18A, 19A, 27B.
Wall Tiles: 2A-13A, 2A-11A, Inside 9A.

F Tokens eﬂ : J‘
comE

1x Open 1x Open 1x Closed 1x Closed ;
Spawn Gate Spawn Gate Spawn Gate Spawn Gate s

& om @

2x Search 2x Chest 1x Normal 1x Locked *

Area Door Door
1x Closed

3x Shadow  2x Shadow

415

Shrine

| cifl <

1

5x Waypoint (1,2,3,4,5) 2x Story Event (1,3)

Shadow Reserve

OO

Citizen | Enemy |2 Enemies|Champion

1 1 1 1

1 2 2 1 ﬂ

Book of Secrets

m('DOH:('Dm

SIS
924198

Story Events| § Waypoints | §
Story Event 1 3.1 Waypoint 1 3.5
Story Event 2 3.2 Waypoint 2 3.9
Story Event 3 | 3.15 Waypoint 3 3.12

Waypoint 4 3.13

Waypoint 5 3.14 _;ﬁ
Miscellaneous e | =

Glass Vial | §3.21
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ACT Il - QUEST 1V

R Moonchild ———
INTRODUCTION

At last the Heroes reach the gates of Moonchild. Spectral clouds cover the moon’s silver sickle in the sky, and the walls are manned by torch-bearing guards.
One of them gets sight of the Heroes and yells, “Strangers! You are welcome, but know that this city is expecting an undead siege anytime now, coming from the
South. Entering Moonchild means tempting your own fute!” The gates open, and Marcus introduces the Heroes, asking to speak to the mayor. Yet the guard,
visibly upset, answers, “The town hall will not open until tomorrow movning. You can talk to Inspector Crane, near to the walls of the next block. He is examining

the scene of yet another heinous crime...” See Paragraph §4.1.

Stanoalone Quest Values

Soul Points: Crowns: Decashres: Soul Weapons:
29xHero 300 BtaG LA 1
2 {ACT1I- ACT I1}

Enemy Deck

Special Locations

None.

Special Quest Rules

Emporium: Heroes cannot visit the Emporium before this Quest.
Waypoints: Only heroes not engaged in combat can resolve Waypoints.
Normal Doors: Heroes can open Non-Locked Doors without drawing Trap cards.
Enemy Power deck: During the Quest setup, remove the “Follomer” card from the deck.
Event Cards: Ignore the spawn effect of all Event cards.
# Day (Event 4): Each time the Day Event is resolved, go to §4.12.
P Night (Event 5): Each time the Night Event is resolved, go to §4.24.
Quest Fail: The quest fails if the last Event card is discarded OR all heroes are Ghost Souls, see Paragraph §4.48. A0
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e i Quest Setup
Map Tiles: 2A, 3A, 5B, 124, 15A, 16A, 17A, 18A, 19A, 224, 23A, 27B, 29A, 33B.

Tokens
v E ¢ ﬁ
}-1 'i_;: i (".?
1x Open 1x Open 1x Open 1x Open
Spawn Gate Spawn Gate Spawn Gate Spawn Gate
4x Search 1x Chest 3x Normal  3x Locked
Area Door Door

2

0x Shadow

6x Waypoint (1,2,3,4,5,X)

Shadow Reserve

' OOOD
Cc
0
g Citizen | Enemy Quest Quest
Enemy
2-3 1 3 1 1
g 45| 1 5 1 1 ﬂ
Book of Secrets
Story Events| § Waypoints | §
Story Event 1 | 4.25 Waypoint 1 4.2
Story Event 2 | 4.37 Waypoint 2 4.13
Story Event 3 | 4.46 Waypoint 3 4.16
Night 4.24 Waypoint 4 4.3
Day 4.12 Waypoint 5 4.20
- Waypoint X 4.28
Miscellaneous ;
Glass Vial §4.35|| Ex-Mortis
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ACT Il - QUEST V

INTRODUCTION

The party journeys to Count Dalv’s castle, along the shores of Lake Scythe. With the undead armies engaged in their march toward Moonchild, the Heroes
pass by undetected. The small castle, built on top of a sheer cliff on the sea, is silhouetted against the starry sky like an evil, cloaked figure. A thick shroud

of dark clouds surrounds the castle, isolating it from the rest of the world. Marcus stops the party just outside of the shroud and speaks: “A new day will soon
dawn, yet this cloud blocks our greatest ally against the vampire count... the sun! 1 will not be any help in the castle rooms, but from here —with the help of the gods —
will try to weaken the enshronding sovcery. Should I succeed, you will have wovd from me. May the Three bring you victory!” And so, the Heroes advance toward the

door. Only silence comes from inside, because Death makes no noise.

Stanoalone Quest Values

Soul Points: Crowns: Teeagutes: Soul Weapons:
35xHero 300 FAOCTh 2
4 {ACT 1 - ACT I1}

Enemy Deck

&—=‘=’3 Shuffle C:'E2 k'=‘=’3 Shuffle C:'“2

Special Locations
Place Story Event 1 @ and Story Event 3 @ as indicated on the map.

Special Quest Rules

Enemy Power deck: During the Quest setup, remove the “Regeneration,” “Follower,” “Arcane Spines,” and “Swif€tness” Enemy Power

cards from the deck.

Emporium: If “Quest 4/Razed Moonchild” was noted during the previous Quest, each Emporium Item costs 10 Crowons more.
Event Cards: Ignore the spawn effect of all Event cards.

# Day (Event 4): When it enters play, see Paragraph §5.4.

P Night (Event 5): No additional effects.
Quest Fail: The quest fails if the last Event card is discarded OR all heroes are Ghost Souls, see Paragraph §5.27.
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5 e Quest Setup

Map Tiles: 4B, 9B, 19B, 22B*, 24A, 31A, 33B. : I e
Wall Tile: 2x Inside 4B. =y F:

g 2
& o

1x Closed 4x Search 1x Chest 3x Normal
Spawn Gate Area Door

3x Locked 1x Magic .
Door Lock

B F ¥

1x Open 1x Closed
Shrine Shrine

o

3x Waypoint (1,2,3) 2x Story Event (1,3)

1x Shadow  1x Shadow

Shadow Reserve

H
€
r
o)
IS
S

Champion|2 Enemies

2-3 1 1
E 4-5 2 1 g

Book of Secrets

Story Events| § Waypoints | §
Story Event 1 5.9 Waypoint 1 5.1
Story Event 2 | 5.12 Waypoint 2 5.14
Story Event 3 | 5.18 Waypoint 3 5.19

Day 5.4

Miscellaneous _ y
Glass Vial §5.21 Ex-Mortis §5.23
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ACT Il - QUEST VI

Cemetery Gates =~ —fommmm
INTRODUCTION

After meeting with Marcus, the party decides to enter the portal opened upon the death of Count Dalv. Black magical tendrils painfully envelop the Heroes,
teleporting them to a distant land, far away from the Count’s castle. The cold stone is lit by weak torches, and the damp, pungent air of the underground, are
all the Heroes see and feel. Without another hint, the party prays to the gods to help them in their quest, and begins exploring the gloomy dungeon forking

just ahead.

Stanoalone Quest Values
Soul Points: Crowns: iesasates: Soul Weapons:

8 {ACT I}
42xHero 350 6 {ACT I - ACT II}

1 1

‘amy ' Shuffle = S~  Shuffle =4 ‘=~ ' Shuffic

Special Locations
Place Story Event 1 @ and Story Event 3 @ as indicated on the map.

Special Quest Rules
Enemies: All Non-Unodead cnemies also count as Undead and ignore Poison and Bleeding cffects during this Quest.
# Day (Event 4): No additional effects.
) Night (Event 5): No additional effects.
Quest Fail: The quest fails if the last Event card is discarded OR all heroes are Ghost Souls, see Paragraph §6.33.
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R Quest Setup
Map Tiles: 5A, 11B, 18B, 19B, 21A, 25B*, 26B*, 27A, 28A, 30A, 31A, 32A, 33A.
Wall Tiles: 27A, 19B-25B*, Inside 26B*.
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Tokens

1x Open 1x Closed 4x Search 3x Chest
Spawn Gate Spawn Gate Area
3x Normal  3x Locked
Door Door
5x Shadow  5x Shadow g Cl'osed
Shrine
1 11 T
I 8.E. 1)1 ii
':Erft f
6x Waypoint (1,2,3,4,5,X) 2x Story Event (1,3)

Shadow Reserve

H
€
r
o)
IS
S

Enemy |2 Enemies|Champion| Quest
Enemy
2:3|ML53 1 1 1
% 4-5| 6 2 2 1 g
Book of Secrets
Story Events| § Waypoints | §
Story Event 1 6.6 Waypoint 1 6.1
Story Event 2 | 6.23 Waypoint 2 6.2
Story Event 3 | 6.24 Waypoint 3 6.9
Waypoint 4 6.16
Waypoint 5 6.22
Waypoint X | 6.25
Miscellaneous
Glass Vial §6.14 Ex-Mortis §6.29
Quest Enemy | §6.20 || : R

e e b e

-*-;*a—

X OO SIS +I#:

*
4

-”_w - -
e elelelole ‘a-‘p




ACT Il - QUEST VI

-——-}-) Pemple OF Doom!  —Eommmmmm
INTRODUCTION

Finally, the entrance to the temple, a pyramid of fear, the dominion of the nameless evil, lies within reach. Just before stepping through the threshold, all the
Soul Gems light up and each hero has a vision of his god appearing as an ethereal presence, silent and grave; the divine avatars. Each avatar bestows items to
the hero he communicates with, holy gifts for the imminent battle. Then, the vision fades as the gods nod in benevolent farewell. (See Emporium Special
Quest Rules). Marcus witnesses the scene, then kneels down and prays. Then the cleric utters solemn words, “T'he gods ave with us. Beyond that door you

will find your freedom and the salvation of the Talon Coast! We ave not alone at the end of this journey! Holy gods, please be our guides, before and after this last
endeavor. We are your soldiers serving the light, forever fighting brave and proud!” With these words, and bathed in the benevolent light of the Three, the Heroes

step into the darkness of the temple of doom...

Stanoalone Quest Values

: Treasures:
Soul Points: Crowns: 8 {ACT I} Soul Weapons:

54xHero 400 8 {ACT I - ACT 1T} 3
Enemy Deck

Special Locations
Place Story Event 1 @, Story Event 2 @, and Story Event 3 @ as indicated on the map.
Special Quest Rules

Enemies: All Non-Unodead enemies also count as Undead and ignore Poison and Bleeding cffects during this Quest.

Enemy Power deck: During the Quest setup, remove the “Regeneration,” “Follower,” “Arcane Spines,” and “Swif€tness” Enemy Power
cards from the deck.

Emporium: At the beginning of this Quest, each hero can visit the Emporium to acquire any Emporium card for free (excluding Bount€ies and
Hollywood Armory cards), up to his maximum Inventory capacity. Each hero can also use any Non-Tavern Building for free.

Event Cards: Ignore the spawn effect of all Event cards.

: 4 Day (Event 4): No additional effects.

P Night (Event 5): When it enters play, see Paragraph §7.27.
Quest Fail: The quest fails if the last Event card is discarded OR all heroes are Ghost Souls, see Paragraph §7.34.
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% Quest Setup
Map Tiles: 21B, 23B, 24B, 27A, 28B, 30B, 31B, 33B.
Wall Tiles: 27A-30B, 27A-31B.

Tokens

1x Opcn 1x Opcn 1x Open 1x Opcn
Spawn Gate Spawn Gate Spawn Gate Spawn Gate

3

4x Search 3x Chest 3x Locked
Area Door

2+ B4

2x Shadow  2x Shadow

1x Open
Shrine

| lfl coifl

4x Waypoint (1,2,3,X) 3x Story Event (1,2,3)

Shadow Reserve

Enemy |2 Enemies|Champion
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0 1 2

SIS
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2 1 2
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Book of Secrets

Story Events| § Waypoints

Story Event 1 7.2 Waypoint 1

Story Event 2 | 7.10 Waypoint 2

Story Event 3 | 7.14 Waypoint 3

Night R Waypoint X

Miscellaneous

Glass Vial | §7.15 Ex-Mortis
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- TAKE CONTROL OF UP TO 5 GO AGENTS, EACH WITH UNIQOUE POWERS, ITEMS AND WEAFONS ANO .
FIGHT AS A TEAM AGAINST THE IMCOMING ALIEN MENACE! a5
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y | CREDITS: SWORD & SORCERY

Design & Development:

Gremlin Project, a board game design studio
by Simone Romano & Nunzio Surace

Ar€t Direction:

Simone Romano

ARE: www.sword-and-sorcery.com

Alberto Dal Lago, Fabrizio Fiorentino,
Alessio Cammardella, Marco Matrone, Josie De Rosa A game createo b;y Gremlin Pno;ecf

Figure Sculpting:
GT Studio - Fausto Gutierrez & Pedro Gutierrez

Graphic Layout:

Nunzio Surace

Graphic Design:
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