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1.ETERDAL WINDTER EXPADSION — DE® RULES

The extension game & played in/the some sy as the original Fintsy Advensure Boand Sime. However
thiere are some new rules vouwwill encoumter tn'the wastelands bl the Eternal Winmer, a5 well ag rerrain that

affects movement, double doorsand menstess whe ly or

roam the fand freely. The Heroes: can climb up-onto
erders-ahd, with the saging Barbarian Gehting slongside
them. they hiave an extres dimension totheir abilites,
The following seetion explains the additional fearures,
new gamepla and exrra rales thar make Dungeons &

Diepgaris — Erernal Winter even mdre of an adventirs!

MOBKAHN THE BARBARIAN
Markshn s en immensely poweriul warrior with
combut flowing through his veins: Aswell as his
slill and discipline it hattle. he 152 madeer of the
willle gspecinlly agile in winoey climares, When
envaged, he fphes with' devastating  force,
making him a truly formidable opponens
Deipite the power of his vage and his
warrior nature, he is humble, loyal and

good, driven on by his deteemination:

fight to the desth, using the Tast ounes
ol hissteength in o rge atock ro congiter
his opponent,

SPECTAL ACTIONS:

o Add 1o arsckstore ralled o all Melés stucks

Rage — an extrs Malée attaclethat ignores the monseet’s Armour Class. Does ot lise an acHon Bt must
taloe place during the Barbarian's mim, Costs 4 Hir Points at the end af his wurn.

« Full moverent of § squiteson anytertiin — not slowed by snow

et

ROAMING MONSTERS

T e D'“E‘-‘“f - Framal Winter contaitis a

pew clase of 'monsters called roaming monsters:

Thesé creatares voam the wastelandsof the Erérmal
Winiter, thirsty Tor hanléand - hunting for someand
— atifoel = to atmck.

Phe roaming monsters: for éach -Adventure -ate
specified on its Adventore Layoot. The Dungeon
Master (M) should separare the relevant caris
Frasm theother monster capdsand plece them face
diowr mek o the gameboard fo form the roaming

monster decl.
At the st of esch turn,-the TR can attempt to
bring in o maming monste, as-Jong as at lease one

of the Herdes 15 ourside {nt ina fmsom)

TO ENTER A ROAMING
MONSTER:

1. Boll the Specis] Die from the

original bodrd “ganie,

% I wou mollia 4 pey MOnEter
appears-in the wasteland: Frn
over the wp cend fom the
roamm g monster decle and bring

the card into pliy a5 normal.

Mace  thié maiching - monsaer

i

figure on, or as closeé as possible.to,
Ry

the entry space s indicated on
ihe Adventure Lo,
The monseer can be  dsed
immediately

i, I o roll a Blank or there are no
Heroes outside ar the start of the
Didd's turn, no. roaming monster

Can erHoT |:".|l.‘ E_E]HL' &1 fhﬂ[ .

Same Adventubes begin with s nomberofroaming
monsters already: on the foose. The Advéniure
Eavour witl tell vou how: many there are. Shuffle
the roaming monster deck #nd furn over the
mumber of cards indicated: Place them on or 35
elase 45 possible w the entry space. "i"

ce o roaming monster-has been {ntrodiced into
the game, 16 acts lde o normal monster-on afl
subsequent | turpe When & roaming fronster is
difeated, place the card fice up nest o the b o
form a discerd pile: T during the game; vou ron
out of cards In the roaming monster declshuffle
the reaming moster discand pile and plece it face
dowm ts forim z new deck. Howvever, 102l roaming
mansters are inphys ne more can be broughr into
the-game until one is defeared,

Note: F’.ér_'].l FOITE PNCRSLETS Sepeirate from che
miin monster deck at all Gmes, When you hive
monster cards laid out in frony of you, lkeep_ the
reataing monsters-on the felt-hand side and maia

mnnsters on the righn

WINTER MONSTERS

Sume monsters have adspred wall 1o the harih
climaee of the wastelands of the Eretnal Winter
and Bave formed winter tribes. These monsters
are- referrad o g 'winter fonsters"and have =
*ﬁym'bui ot their icons. For Wintet Ogres:
Witter Goblins and Winter Gnolls; vse the figuris
(tom the original boasd pame,

Some Weapons, Spétls and Special lrems are

particutarly effective tgainst winter monsters.



DRACONS

Mever belore have the Hevoes kad o faee a

creamure so formidable g5 0 Dragon! Skeget
wicked White Degon, has arned Rallion 1o
b wineey wasteland, whire his: evil desgon kin

T TORITER 'i'.T1':'

o mighty to be under chriar
from orhes creatures, they plunder and pillage
at will wnd kil for sheer plessure. At home in
thie ey wastiland, they spréad their massive
wirgs and-Hy. birand feee. Akhough hoge
these creatures can give chase and
follenw the Meroes inside, but they
are  far - less gracefil on - the
grotind, where they find thetr

movément cramped.
DRAGON
MOVEMENT

A Diespon may only, enter rooms o1 puass

1 2 ¥
!LII'I'IL'I_E'H d\.-:'.-re which afe gl denst two

sqares wide A Diapon reqiires asquire
arei of 2 spaces by 2 spaces fo move in and
may ot pass theeugh' pillers) tees or

chises, 1t can move over traps, in-the same

mannerts-all monsiors

Although they aeed double the area of arhes

MONDEEETS TO IHOVE, I.‘-'r.'j;"-”'-" G0 N0l o 9

doubie count of spaces: For examplea move af 385
- gust 3 spaces, not e, slthough the Deigon mst hise
cent-ropm 1o move through each of the
ceswith'iis 3 by darea:

BREATH ATTACK

i : * : g
Dicagong have 2 powerful Broath-Aneck, which blasts a strewm. of icy hreath' twe speees wide and an

pndimired number of spaces: Ferward It muy Bedirecred ina st I line emanating brom the Deggpon in

anoneof thefour diveétions tharnord bty ) and lpnoees a Hero's Armonr Class

Dragen's Rezath AHack passes thorough IF|.|.' .r.m.:ruiﬂ' and
hits both Lidda and Morkaln, bilind ke Miales 15
behind the pillar,

The Dragon's ey breath is o powarful that Hevoes

standing onein frentof the other for profection will

all b imiured by its artack. However, such amacks

can b bldcked by solld obfecrs such 9 walls, towers

or trees, The Diag beeath passes. through
mipnsters; but dos net-alfect them, Any defensive

Lrern o Spell which provects frism-Ranged Atacks

will alsorprowect rom Breath Atacks

OTHER MONSTER ATTACKS
WINTER WOLF
Winter Wolves have o Breath Arack-similar 1o 2
Dirpgon's, With & ranpe of 3 spacesand 7 widrh ofa
single space, the Winser Wiolf's Breath Arlack can

3

b directed steaiphe forward: i one of the-k

veveer dizgonally. It ignoresa He

direcrong, bt

Armour Class:as the Dogon's daes, btitcan omiby

infure the nearest Flers iE o o mome aTe standing

in-a-line. Any defensive liem or Spell which

|"i_-_l"l"-".'-5 from fl;!l'.i-_n'lI: ALLACKS '-'-'“ 'Il.“'-' progect

frovm Brenth Aq

’: —— St

-
Ty

‘ Wilpter Walf 1

lﬁ%} e Winiter Wall

Wiiniker Wolf 1's Breath Attack hits Lidda, and vhe ok as
i shield for Morkakin. Mialee is oot of range af Winker

Wolf 2's Breath Attack

FROST SALAMANDER

Asweellas the abelity to dp thelt prey apart with
powetful cluwsand teeth Frost Selamanders cdan
pse o Gold Ausa Ansck which fmores-a Herd's
Arpwour Cliss and affects 3 spaces all around them
a5 shown, Any defensive Iiem ar Spel which
progeces- from  Ranged' Attacks: will also protect
from Cold AursAtacks,

Unlilea all ‘otheramacks; Cold: A 15 effective

thiough walls ind other solid abjects.

wiall: Lidda ts oul of rangs.

TOWERS

O-tlietr jouraey; the Heroes will comeacross 4

1
i

number of towers O them, there could beantole

trengures o bediscovered, or mortal dangerin thi

shape ol a monster or Drsgon,
Yol can nenie upoon 1o the rowertop or down o
pround Level Theower i an obstacle in its own

cight on gronnd level and line ofsight ricles apply

v it fec-Heroes and monsters can: hide behind it
liks & eoete- o piid L

A TARETTOR 1S never A ‘naom - in-its ewn tight
Wrhenpver in e’ of the gameboard contains -2
rower, the DM should reveal: all the chess-or

mOnsIiers 1|'|:'-'\-'-'I': on ll'.'F" L||. iC-as 5300 as thnat

sameboaid a

vealed, Trapsin ahydrea must

siuy hidden untibdiscovired by the Horges.

Fhe grea of gameboard covered by the rower

canmnot. be docessed



LINE OF SIGHT ON A TOWER

The usual rules for line of sight apply to rowers. A
claracter o top of & tower can fire at a tatget on

the ground as if they were on the same level or fire

up to the towertop level when they are on rthe

ground. This means that trees, pillars and walls can

still block line of sight and be used as efféctive

shelters.

You must be outside to fire 2 ranged weapon at a
target on the towertop — vou cannot fire ac the
towertop from inside rooms,

Exception to Line of Sight Rules: on ground
level, there is a path a single square wide around
the base of the rower which cannor be attacked
from above. Similarly, vou cannot arrack at a targer
on the towertop when standing on one of these

‘safe’ spaces.

‘Safe’ spaces at the base of a fower.
SCALING A TOWER

There are twio ways of scaling a rower: climbing or
flying. To climb up onto a rtower, you must be
standing onone of the ‘safe’ squares: directly
beneath it, and you must stand on one of the edge
squares in order to climb down again.

When ﬂy’ing, you can move from any space on one
level to any space on another. (see 'Flying' section).

ATTACKING FROM
DIFFERENT LEVELS

If attacked from below while standing ona tower,
any monster of Hero will add 1 point to their
Armour Class as they are more difficult to attack in
this instance.

FLYING
Monsters or Heroes with the ability 1o fly, or an
Item enabling flight, are able to move from ground
level onto the l’c-wertc:::p and back:
In most cases you must roll the Flight die in order
to:do this: Rolling the Flight die uses up one action

There are three possible ourcomes from rolling the
Elight die and you must carry out whichever one
you roll, if it is possible:

ASCEND

Fly: up from anywhere on ground

level to any free square on the
towertop. You may not attack whilst
in flight 1f you arealready on the
tower and the Flight die tells you to
fly up, you cannot move your Hero

Qrmonster.

=== DESCEND
Fly down to any ground level space
@ from anywhere on the towertop.
You may not attack whilst in flight.
If you are already on ground level
and the Flight die rells you 1o fly

d(}‘-‘-"ﬂ, you, cinnol move your Hero

or monster.

FLY
Fly and land anywhere on the same
level You may not artack whilst in
fight.

Using the Flight die'counts as a movement action;
s0 you can attempt to fly @ maximum of two' times
on each turn. Heroes and monsters move as normal
if they do not wish ro fly.

Elight is possible only outdoors. Even flying
mensters such as Dragons can move only on foot
when indoors. The top of a tower is considered an
outdoor space.

MOVEMENT ON SNOW
Snow underfoot makes moving difficult for all
Heroes except the Barbarian, Their movement is
reduced by 1 for each turn they begin on snow. If
they start on another surface and then move onto
snow they can take their full movement quota.

Only spaces fully covered in snow er ice are snow

spaces.

PASSAGEWAYS

In certain Adventures, this symbol will
indicate that there is a passageway
leading from one part of the gameboard

to anather, Passageways are similar 1o doors,

although they do not change the initiative.

Moving berween one end of a passageway and the
other countsas one space. You can move through a
passagewayin either directon. Meither Heroes nor
monsters may block access 1o a passageway by
ending their turn on 4 passageway space.

1 a passageway leads 1o a new, unexplored area, the
DM suspends play and lays out the new ares a5
soon a3 the Hero appears through the passageway.
The Herpmay then complete the restof their turn.

All mongsters; except Dragons, can use passageways
as long as they lead to areds which have already
been explored.

DOUBLE DOORS

Double doors work in exactly the same way as
single doors. A Hero needs only to stand by one of
the door spaces to be able to open the whole door.
Line of sight for ranged weapons is the same
through double doors as single doors; but one
space wider.

SNOW CHUTES
If 2 Hero lands on 4 Snow Chute trap,
they disdppear and land outside on the
special space as shown and their mrn
ends. If the area has not yet been E‘Kplom'd.-ii‘l'e DM
lays out the room before the next player's turn.
However, s with passageways, the initiative
remains unchanged.

STARTING SPACES

Heroes do not necessarily begin an Adventure in

a room — you may be rold the start position is
outside, Place the Heroes on the starting spaces in
any orderand deal the initiative cards as normal,

WINNING THE GAME

As in the main game, each Adventure is:
successfully completed by the Heroes when che
Objective read out by the DM .at the start is
completed.

The DM wins the Adventure if the Heroes are
prevented from completing it



9. BEFORE YOU START

1. You will need to combine yaur-miginal Dungeons & Dragons Fantasy Adventure Board Game with the
Eternal Winter Expansion Set to play these new adventures. Make sure you have both games to hand.

2. Morkahn replaces one of the Heroes from the main game. Decide between you who he will replace.

3. Choose your characters as usual and place their Hero card in front of you. There must still bea Dungeon
Master (DM), who controls all thie monsters in the game and is responsible for laying and overseeing the
gamebbards.

4. All Advehtures in the Erernal Winter are set at Level 3. Set the levels on the Hero cards accordingly,

5 'l?a'ke't:_he_ new cards from the Erernal Winter Expansion set and separate the monster cards from the item
cards. The DM removes the Special Items from the item cards and puts thém aside, within easy reach.

6. Shuffle the remaining item cards together with item cards from the main game and place them beside
the board to form the item deck.

7. The Starting Weapons for seme Heroes have changed and are shown below. The DM deals out the
correct Starting Weapons to whichever Heroes will accompany Morkahn,

& The DM pulls out the relevant roaming monster cards for the Adventure as shown en the Adventure
layour, The remaining monster cards from both games ave set aside.

9. The DM lays out the gameboards for Adventure 1, as shown on page 11, and reads out the Adventure and
the Objective.

TURD THE PAGE TO BEGID YOUR QUEST...

3,  CREATE YOUR O®WD ADUEDTURES

Create exciting new Adventures of your own, Photocopy these icons, and the Adventure Layoutand icons
from the original board game, to design your own fantasy Adventures. There’s no limit 1o whatyou can dol




LEVEL 3 Adventure 1: Aldkor Hovel

Heading north towards Aldkor, you emerge from the woods fo find a hovel hidden between

OPENING ANY DOOR TO THIS
ROOM OPENS ALL 4 DOORS

two granite boulders. You try the handle, but not even the mighty Barbarian can force open

the sturdy oaken door.
Objective: Open the locked door of Aldkor Hovel. ..
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LOCKED DOOR

... Well done! The door creaks open and light floods in. The Prince is nowhere to be found, but
he has been here. On the far wall, scrawled in blood, you can just make out an arrow pointing
West towards a castle. It isn't much, but it’s all you have to go on....



LEVEL 3 Adventure 2;
Hall of the Wyrm

As you journey due West, the air

grows ever colder. After two weary
days you see a castle in the distance
and hear a mighly roar which shakes
the ground. Could it be that you have
found Skraethor — and the Prince?

Objective: Find and destroy
the Dragon!...

= = e rva—

| —="
| 'Jﬂ..,f*—fdd-ﬂ"“J

... proud battle! You have slain

a fearsome White Dragon and freed
its prisoners, but it wasn't Skraethor,
and the Prince has niot been here. All
is not lost: The prisoners tell of the
beautiful Dragon Heart Amulet,

stolen from the castle by Goblin
Marauders on the backs of Great
Dark Eagles. Legend has it that this

Amulet has in it a scale from
Skraethov's crystalline back and
glows blue when he is near. The
Amulet must be found!

13 {4



: PASSAGE WAY ;
Hama and monsters can move .'

LEVEL 3 Adventure 3: Eyrie of Evil

Carried on the backs of Great Dark Eagles — powerful beasts captured
as fledglings through Goblin frickery and kept in slavery — Goblin
Marauders terrorise the skies from a hideaway in the foothills of the
Alfaan Mountains. After journeying acvoss a treacherous sea of ice,
you see smoke rising from behind a ridge. You have found their
Hideout, The Amulet is near!

Objective: Find and retrieve the Dragon Heart Amulet. ..

... Sugcess! You have outwitted the Marauders and the Amulet is
yours. Its strange radiance seems to penetrate to your core, drawing
you eastwards, ifs bluish glow growing stronger with every step. The
Dragon'’s Lair must lie' to the East!

WHEN ANY DOOR IN THIS ROOM IS
OPENED, ALL DOORS ARE OPENED

GIANT THORNS i)
Rall @ Hero loses that maﬂyHru’mnhi )
i

FRGST BITE
 Hero loses 2 Hit Points.

’ 'r%r.._ SPECIAL ITEM - mm&nﬁw Speiti

l
!

o A o
A’ ROAMING MONSTER START

ind to another marked area.
i g ,__/’ P A
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LEVEL 3 Adventure 4: Skraethor's Lair

The Amulet guides you on a tarturous path through the foothills of towering
mountains which block your path. You are guided towards a small opening at
their base. As you creep closer, a mighty roar shatters the silence... A White
Dragon, more terrible than the last, is guarding the door.

B i

Objective: Open the locked door to Skraethor's Lair and get all = o 3
surviving Heroes inside the pillared hall... | 4 pl « P HALL
.. mighty achievement! The Dragon lies dead and as you climb over ifs | L. N < e e i o
carcass into the cavernous lair, a sprawling complex opens out in front of you, =l S - S e
its walls lined with exquisite jewels. But where is the Prince? And where is = ol SN o 3 ;’L o "
Skracthor? R f 4 a4

LOCKED DO—OR-S/? I TOWER

L8



LEVEL 3 Adventure 5: Dragon Blood

A mighty rumbling shakes the ground beneath you. Avalanche! As

snow and ice crash down from the mountainside, the arched entrance
through which you entered gives way and the ceiling caves in, blocking the
entrance with snow and rubble. You shall never pass through there again!
As the noise dies down, you hear a voice from far away, shouting for help.
Could it be the Prince? But where is it coming from?

Objective: Search the Lair and find the Prince...

...An incredible feat! After defeating a barrage of vicious creatures, you
have released the Prince of Magerath from his chains, but can you get

him out alive? And you must still defeat Skracthor if Rallion is to be
liberated from his Eternal Winter curse.

WHEN THIS DOOR IS OPENED, A WHITE
DRAGON APPEARS ON TOP OF TOWER




LEVEL 3 Adventure 6; The End of the Curse

The grateful Prince wants to help ¢ | ‘gt the Dragon, but WHEN THIS
after his ordeal, he is too weak fo f; Hc can lead you DOGRIS

to Skracthor, but the roar of a mig lgé]jragnn tells you S

he may nof need to. 2

ON DRAGON
TEMPLE.

1f Skracthar
appears before
Whife Dragon

s destroyed, White
Dragon is removed
from the game.

Objective: Find and Defeat 5 ‘_'.aethor...
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LOCKED DOORS
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melts away and all around, a
om the cold grip of a barren

ALL DRAGONS START IN THE

... You have triumphed! As Skraethor's icy heart beats its last, the scale within the Dragon Heart A/ : :
DRAGON TEMPLE

thaw sets in. Not only is the Prince of Magerath rescued and his secret safe, but you have released Rall!8
Eternal Winter. The sun will bless the long journey home, where a warm welcome awaits you.
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