


attempts. If caught, the � sh will end up in the Hero's Inventory, otherwise it 
will swim free. A caught � sh can be stored raw to be sold at the Frostgate market 
or cooked and eaten for unique bene� ts. Each � sh {represented by � ve different 
Quest  cards} indicates how many Fate  cards the Hero must guess correctly and 
how many overall attemps the Hero has.

Legendary Powers
Legendary Powers are incredible feats acquired as standard  Powers 
{together with an additional Talent} when a hero reaches Soulrank VII  . 

Legendary Powers can be easily identi� ed by the Legendary icon in place of the 
cooldown icons. These powers can be used only once per Quest. When used, 
leave the card face up and rotate it upside down. This means a Legendary Power 
never � ips and is not affected by the cooldown system.

Legendary Talents
When a Hero reaches Soulrank VII , together with a Legendary Power, he also 
gets an additional Talent. This new Talent can be chosen from the ones available 
in previous S&S expansions or one of the new Soulrank VII  Talents included 
in this expansion. While there are 2 generic 
in previous S&S expansions or one of the new Soulrank VII

 Talents, most of the new ones are 
related to the four Fighting Styles: 
in this expansion. While there are 2 generic in this expansion. While there are 2 generic in this expansion. While there are 2 generic  Talents, most of the new ones are 

. This means only Heroes with at 
least one matching � ghting style can choose them.

Note: No Hero can have more than 1 Soulrank VII  Talent, even using 
Items or Building services.

Werebeast Form 
During Quests, a Hero may acquire a cursed power enabling him to change his 
Human Form into something more wild and deadly... The Werebeast!
When acquired, the Curse of the BeastQuest  card is considered a  and does 
not count against the Soul Gem  limit. When the Hero assumes Werebeast 
Form , replace the Hero’s � gure on the map with the gray Werebeast � gure, then 
take the Werebeast Sheet and follow the instructions detailed on its back side.

Twin Weapons 

01 2

Quest

Dual Swords
Slash - Sword - Twin

: Reroll any Hit Dice

 :
The Enemy gets -1
until Time Phase

: Critical

  100   100   100 

02 1

Dual SwordsDual Swords
Slash - Sword - Twin

:The attacked Enemy ignores 
results of its Defense roll

: Until Time Phase, when 

defending, +1

: Ignore

Twin Weapons are pairs of weapons created to work alone but that can 
express their best qualities if both of them are used together at the 
same time. In game terms, when a Hero acquires a Weapon with the 
“ Twin ” trait, he must immediately acquire the matching “Twin ” 
card from the Quest deck. The acquired Twin Weapon must be 

individually treated as standard Weapon cards; however, they will provide a strong 
advantage if wielded together.

02

Quest

Urrl’s Axes 
Slash - Axe - Twin

:
Can be used at 1
to in� ict +1  

:Bash, K.O.

01 2

Grendel’s Claws Grendel’s Claws 
Slash - Gloves - Twin

VV

: Poison I

: Drain I

If a Hero with both copies of a Twin Weapon equipped {as  and If a Hero with both copies of a Twin Weapon equipped {as 
} performs an attack with his 

If a Hero with both copies of a Twin Weapon equipped {as 
, he must also add the stats { ,

, } and effects {mandatory and optional } of his  to the attack 
as if they were a single weapon. This means that both Twin Weapons 

work together to create a single attack. 

Note: Performing an attack with the  Twin does not trigger this advantage.

Soul Weapons
Soul Weapons have their own deck, and Heroes can only acquire them when they 
are explicitly listed as rewards in the Storybook or B.o.S. A hero wielding one of 
these is destined to become a legend, but he also risks being consumed by it! In 
game terms, any Soul Weapon card can be used and equipped as a normal weapon 
using its front side {with the 

X 2 1 0
X=Soulrank/2

 

:
All Heroes within
1 area may reroll 
any Save Dice

: +1  vsUndead
5

 Avenger’s Blade Avenger’s Blade
Arcane/Slash - Sword

 icon}. But in addition, the owner, during his Hero 
Turn, can decide to spend the required Soul Points indicated to the left of the 

X 2 1 0
X=Soulrank/2

 

:
All Heroes within
1 area may reroll 
any Save Dice

: +1  vsUndead
5

 Avenger’s Blade Avenger’s Blade
Arcane/Slash - Sword

icon to � ip the card to its enhanced side. The Soul Weapon remains in its enhanced 
version until the next Time Phase or if the weapon is no longer present in the Hero’s 

weapon slot, either because it was dropped or placed in Inventory. If this happens, 
it immediately returns to the front side. When a Hero attacks with a Soul eapon he 
must choose which of the two damage types to applies.

Note: When playing standalone Quests reporting Soul Weapons as starting 
treasure values, they must be randomly drawn, regardless of the � ghting 
styles currently available to the Party.

Incapacitating Conditions 
Health Conditions {Blue Side Pyramid  token.                                    

Applied to Heroes only - Discard it at the end of the Hero Turn}

Rank I - Immobilize
An Immobilized  Hero cannot perform his  activity or use any other 
item or power to execute a voluntary movement.
An Immobilized  Hero can still use a Dash to stand up after a “K.O.”

Rank II - Exhausted
An Exhausted Hero cannot perform  activities.

Rank III - Dazed
A Dazed Hero cannot perform  activities.   
Attacks originating from items and powers with different activation 
activities are still allowed.

Enemies Rules and Notes
Airborne

When an Enemy goes Airborne , place the related token on its Enemy 
card. While in this state, it can only be targeted and/or damaged by 
ranged attacks or effects. Flying Heroes ignore this limitation.

Necrosis Rank I/II 
A terrifying new Special Body Condition that may be in� icted on Heroes and 
Companions by Enemies and Traps. When a Character suffers a Necrosis I or II
effect, he must immediately place the Necrosis  token, using the matching effect, he must immediately place the 

Rank  side, on his Character card. While present on a 
card, Necrosis  in� icts on that Character all the 
penalties indicated by the related token side. If the HP
penalty of the Necrosis  brings the wounds of a 
Character to its HP total, that Character dies immediately. 

In each Time Phase, discard any Necrosis I  tokens, and then � ip any   
Necrosis II  tokens to the Necrosis I  side. This means that a Necrosis II
effect lasts for two Rounds, while Necrosis I  affects a Hero only in the current 
Round. Necrosis  effects do not stack; a greater Necrosis Rank  replaces a 
lower one {i.e., increasing the duration to the next Round}, while a second 
Necrosis  effect of the same Rank  already suffered in� icts 1 HP instead.

Enemies’ Power Tokens 

This expansion includes several tokens to keep track of the various effects of the 
new Enemy powers: the increased Enemy presence of the Dryads using their 
Wild Growth  power, Wotan’s legendary lance Gungnir , the Illusory 
Images granted by an 

 power, 
 card, and the Heroes’ lost Soulrank  due to the 

Dark Wilting  power of Nidhoggr.


