


Legendary Powers Most Enemies in Abyssal Legends have an Abyssal Fear value that can be 1, 2 or 3.

Each time a Hero directly attacks one of those Enemies, at the end of the attack,

Legendary Powers are incredible feats acquired as standard Powers unlessSave , he acquires the related number oFear tokens.

{together with an additional Talent} when a Hero reachesSoulrank VII
Legendary Powers can be identi ed by the Legendary icon in place of the cooldown Deep one Nightgaunt Abyssal Tentacke
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 . 2 e

When a Hero reachesSoulrank VII , together with a Legendary Power, he also B s 1 7
gets an additional Talent. This new Talent can be chosen from the ones available S
in previous S&S expansions or one of the ne@oulrank VIl Talents included Gaining the Fear tokens can be avoided if:

in this expansion. While there are 3 generic  Talents, most of the new ones are x The Save roll attempted at the end of the attack succeeds.
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related to the four Fighting Styles: . This means only Heroes with at x The attack kills the Enemy. In this case n&ave roll is needed.

least one matching ghting style can choose them. Or Reduced, if:
Note: No Hero can have more than 1Soulrank VI Talent, evenby using x The Hero already possesses a number d?Phobia cards. In this case, each
ltems or Building services possessePhobia card subtracts 1 from theFear tokens suffered.

Soul Weapons {belonging to the previous expansions} Fear tokens can also be granted to Heroes as part of an Enemy's attack or power,

. . or by game events. Even in these cases, the Herd3hobia cards each reduce the
Soul Weapons have their own deck, and Heroes can only acquire them when the)ﬁear byl each

are explicitly listed as rewards in the Storybook or B.o.S.. A Hero wielding one of ) ) o

these is destined to become a legend, but he also risks being consumed by it! |kleroes do not acquireFear tokens for Enemies struck by indirect attacks such as

game terms, anySoul Weapon card can be used and equipped as a norma\OE effects.

Weapon using its front side {with the . icon}. But in addition, the owner, For instance, if a Hero who already has Phobia card attacks &eep Oriemy,

during his Hero Turn, can decide to spend the requiredSoul Points indicated no Fear tokens is taken {regardless of th&ave roll and the outcome of the

tothe leftof the iconto ip the card to its enhanced side. TheSoul Weapon attack} because the Abyssal Fear value of that Enemy is 1 {and it is reduced to 0 by
remains in its enhanced version until the next Time Phase or if thd/eapon is the Phobia card, 1 -1 = No Fear tokens}. @
no longer present in the Hero's\WWeapon slot, either because it was dropped or If the same Hero attacks aNightgaurEnemy instead, he may gain 1 {2 -1 = 1}

placed in Inventory. If this happens, it immediately returns to the front side. When unless his attack kills the Enemy or he succeeds at E;Bave roll.

a Hero attacks with aSoul Weapon , he must choose which of the two damage ]
types to apply. Note: In Campaign mode, Fear and Phobias are permanent, so they

carry over between Quests. Heroes may need to remove them usiljtg!ms
or places, such as theireplace of the Heroes' RaserSanatorium of the
Heavenshine Abbey

Note: When playing standalone Questasing Soul Weapons as starting
treasure valuesthey must be randomly drawn, regardless of the ghting
styles currently available to the Party.

Enemy Rules and Notes Fighting the Abyssal Lord

Abyssal Fear The two sides of each Master Enemy scroll represent two independent versions of
_ _ _ . _ . the Abyssal Lorthat must be defeated {and then looted} separately. ThElder
Discovering the truth behind the Abyss may crush a Hero's psyche. Despite divinggjge is less powerful and does NOT have theVengeful ” trait, so it doesnt

aid and fate, going insane is a real possibility. use the menace token to identify the preferred victim. During the nal showdown,
Fear tokens represent small doubts that lurk in the Hero's mind, this Enemy could gain 2 to 3 additional powers thanks to it?Abyssal LorHower
doubts that twist and multiply as he battles the creatures of the Quest cards.

abyss until they become uncontrollable phobias. Each side of these cards represents a different power tAdyssal Lorehay gain.
In game terms, a Hero {Companions and Familiars are immune} can accumulatelhese cards are always randomly drawn, while the sidedr || } is indicated by the
Fear tokens {by placing them on his sheet} up to hiSoulrank value -1 B.o.S.

When the number of Fear tokens reaches the Hero'sSoulrank value, he With this system, ghting the Abyssal Loreffers a different experience each time.
discards allFear tokens in his possession an taked2hobia card.

Note: I_n case of death, a Hero discards all hisear tokens but retains his
Phobia cards



