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A Kingdom in Peril
Ancient scrolls and musty tomes describe the Kingdom of Wanes as a tranquil land, isolated 

from neighboring states for generations by jagged mountains and dense forests. It was home to a 
learned society unconcerned with the wars and destruction consuming the world beyond their bor-
ders.    

What terrible fate befell those enlightened people is not known, but historians believe they were 
eventually discovered by monsters and eaten. Supporting this conclusion, the last complete writing to 
survive the period is a poem entitled “We Should Have Invested in Swords”. The work is lauded for its 
artistry and wealth of practical advice, but critics consider the poem’s climactic final stanza predict-
able and too graphic for younger readers.   

Today, the children of Wanes sing clever songs about hiding from ghouls. The young men and 
women of the Realm spend their days honing battle skills, and their nights scanning the misty dark-
ness for the approach of shuffling zombies. The long shadow of evil has engulfed this once blessed 
land, and the little poetry that is being written, frankly, isn’t very good.   

The latest terror to visit the Kingdom of Wanes is the dreaded Lich. 
Some say the Lich was once a gifted cobbler with a penchant for necromancy. Others say he 

was a genocidal warlock that sold his soul to a demon. Given the Lich’s history of mass murder and 
reanimation of victims to facilitate further murders, most people are inclined to believe the latter.  
Surrounded by his shambling horde of undead minions, the Lich’s wrath has spread far and wide. As 
his evil domain consumes populated areas, one thing has become clear – the undead are the worst 
sort of neighbors.   

Savage zombie attacks. Mummies cursing anyone in earshot. Banshees that simply refuse to stop 
shrieking. Even the hardened folk of Wanes flee their villages before the Lich’s forces, driven by the 
hundreds to the Realm’s capitol. Those staying behind are eaten or pressed into the Lich’s service (of-
ten both). None of this has gone over well with the King of the Realm, as it’s his door these unwashed 
refugees are banging on.    

After ill-fated diplomatic missions exhausted the supply of royal messengers, the King decided 
a violent solution is in order. He announced a massive bounty of gold and riches awaiting the valiant 
hero slaying the Lich. Dozens of intrepid adventurers stormed into the marshes, only to have their 
faces rudely chewed off by the Lich’s hordes. Now, only three mighty champions remain…
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EPIC ROLL is a tale of three fearless adventurers, each racing to be the first to rescue their 
kingdom from the dreaded Lich. Along their journey they must battle through the Lich’s undead 
minions, earning rewards to aid them against their foes. Only by balancing strategy and aggression 
will one of them achieve ultimate victory!

GAME CONTENTS
Game Board
Three Champion Dice – Greff (Blue), Orric (Red), and Dara (Green)
Two Encounter Dice – Basic and Advanced
Two Enemy Dice – Basic and Advanced
Two Power Dice 
Three Champion Tokens
Two glass Health Counters
20 Reward Cards
Three Champion Cards
Instruction Booklet

SETTING UP
1. Select Your Champions

Each player is represented in the game by a champion – Greff the Wizard, Orric the Warrior, or 
Dara the Hunter. Champions are chosen at random by drawing tokens from a bag or cup. However, if 
everyone agrees, you may instead choose your own champions. Once you have drawn or chosen your 
champion, you receive the corresponding token, die, and card.

2. Ready the Game Pieces
Set out the game board and place each player’s token at the beginning of their storyline.  Place a 

health counter at the “6” on the player health meter. Finally, shuffle the Reward cards and put them in 
a stack to the side of the board.

Greff Orric Dara

Basic Advanced Basic Advanced

Champion

Encounter Dice Enemy Dice

Champion Dice

Power Dice

Lich
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1. Greff ’s Starting Position 4. Checkpoint                  7. Player Health Meter
2. Greff ’s Storyline                     5. Battle Spaces (Advanced)       8. Monster Health Meter
3. Battle Spaces (Basic) 6. The Lich!                 9. Mummy Starting Health

3. Begin Play!
Player order moves from top-to-bottom, with Greff taking the first turn, followed by Orric, and 

then Dara. The first player to reach the end of their storyline and defeat the Lich is the winner of the 
game. 

THE PLAYER TURN
  1. Reset health (and ready your champion)
  2. Move forward
  3. Encounter an enemy creature
  4. Fight a battle!
  5. Determine the victor
  6.Continue on, or end your turn
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1. Reset Health (and Ready Your Champion)
You begin each turn with full health. Set the health counter to the “6” position on the health 

meter. If using the veteran rules, return your champion card to the ready position (see “The Veteran 
Rules” section).

2. Move Forward
When your turn begins, move your token to the first space on your storyline. You cannot move 

backwards...such cowardice is unbecoming of mighty adventurers!

3. Encounter an Enemy
Roll the basic Encounter Die and place the enemy health counter at its starting value (indicated 

by the creature’s name above the enemy health meter).

4. Fight a Battle!
It’s time to fight! Roll your die and the basic Enemy Die together. The die facings are explained below:

Dara’s die has only Hits and Blocks, and Greff ’s die has no Blocks, but Orric’s die has all four possible results.

Miss: A blank facing indicates a miss, and has no effect.
Block: A Block prevents all damage from a single source (normally the enemy’s die).
Hit: You strike the enemy, dealing a point of damage and reducing the enemy’s health by one.
Critical Hit: A powerful blow, dealing two points damage. Reduce enemy health by two.

MISS BLOCK HIT CRITICAL HIT

MISS HIT

The basic enemy die has only two possible results:
Miss and Hit.
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Here are some sample rolls using Orric’s die and the basic Enemy die, and the outcome for each:

+ =
ORRIC ENEMY

MISSMISS

Both MISS - No damage.

+ =
HITHIT

Orric and Enemy each lose one health.

+ =
HITBLOCK

Enemy HIT is BLOCKED - No damage.

+ =
HITBLOCK

Orric BLOCKS, but Enemy MISSES - No damage.

+ =
HITCRITICAL

HIT

Orric CRITS and Enemy HITS - Enemy loses two 
health, and Orric loses one health.

Once the dice are rolled, adjust your health and the enemy’s health on the life meters as neces-
sary. Then, continue rolling and adjusting the health totals until either you or the enemy loses their 
last point of health. 
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5. Determine the Victor
 If the enemy’s health is reduced to zero while you still have health remaining, you emerge from 

the battle victoriously and draw a card from the Reward deck. If the defeated enemy was a Skeleton or 
Banshee (the toughest creature in each tier), draw an additional card. You may look at your Reward 
card(s), but be careful to keep them hidden from the other players.

If you lose your last point of health (even if the enemy loses its last health point on the same 
roll), you have been defeated – you return to the beginning of your storyline, and discard any Reward 
cards in your hand. Your turn ends and control passes to the next player. Tough luck, but you will 
begin your quest anew on your next turn. 

Running Away!
If a battle turns against you, you may decide to flee rather than face certain death. If you run 

from battle, the enemy creature gets one last “parting attack” – roll the enemy die (by itself) and apply 
any resulting damage. If you have at least 1 health remaining, you have escaped – move your token 
back one space and end your turn. However, if the enemy’s roll reduces you to zero health, you are 
defeated – return your token to its starting position and discard your Reward cards.

6. Continue on, or end your turn?
After winning a battle you may choose continue onward or end your turn. If you end your turn, 

keep your current position and pass control to the next player. If you decide to continue your turn, 
advance to the next space on your storyline. The Encounter Die is rolled, and a new battle begins. As 
you do not heal until your turn ends, consecutive battles become increasingly risky…but may allow 
you to race out to a lead or catch up with the other players if you’ve fallen behind.

REWARD CARDS
You receive a Reward card whenever you defeat an enemy (or two cards, after defeating a pesky 

Skeleton or Banshee), and you may hold up to three Reward cards in your hand. If drawing cards 
causes you to exceed this amount, cards must immediately be played (Heal cards are useful for this 
purpose) or discarded until you have three or fewer in hand. The use and effect of each Reward card 
is explained on the next page.



Page9

Hit Cards 
Deal 1 point of damage to an enemy. Hit cards can be used at any time while 

you are battling an enemy creature.

Heal Cards 
Restore one lost point of health. You may use Heal cards at any time during 

your turn. Heal cards can even be used when you have been reduced to zero health, 
restoring you to 1 health and allowing you to fight on. Heal cards cannot increase 
your health beyond the maximum 6 points.

Block Cards 
Using a Block card prevents all damage from a single source – usually the 

enemy die. Block cards can be played in response to an enemy’s Hit or Critical Hit 
(even in the case of a Critical Hit, all damage from the die is prevented). Block 
cards may also be used to prevent the damage from an opponent’s ability (see the 
Veteran Rules)

Counter Cards 
Counter cards can be used at any time to cancel the effect of another reward 

card played by an opponent. Counter cards can even cancel out another Counter. 

For example, if you play a Hit card and an opponent plays a Counter to cancel 
the Hit, you may respond by playing a Counter of your own to cancel the opponent’s 
Counter, allowing your Hit card to resolve.
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REACHING THE CHECKPOINT
          The fourth space on each storyline is marked with a banner 
icon, rather than the crossed swords found on the battle spaces.This 
is the “Checkpoint” space. No battle is fought here, and players may 
move to the checkpoint after defeating the enemy in their third battle 
space. You may choose to end your turn on the checkpoint, or venture onward.

Beyond the checkpoint, you no longer roll the basic Encounter Die or basic Enemy Die – From 
this point on, use the Advanced Encounter Die to determine enemies, and the Advanced Enemy Die 
in battle. This means enemy creatures found in the second half of the game are considerably tougher, 
and capable of inflicting greater damage.

During battles beyond the checkpoint, the Power Die is rolled along with your 
champion’s die and the advanced enemy die. A successful roll (star-icon) produces your 
champion’s power die effect. This effect varies depending on the champion being used:

Greff ’s power die effect is a Block – prevent all damage from one source

Orric’s power die effect is a Heal – restore one lost health

Dara’s power die effect is a Hit – deal one point of damage to the enemy creature

Once used, Reward cards are placed in a discard pile next to the Reward deck. If you would 
draw a Reward card but there are no cards remaining, shuffle the discard pile, place it face down as a 
new Reward card deck, and draw normally.

On the next page are some example rolls in battles beyond the check point. Note the 
differing effect of the Power Die for each Champion.
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Defeat beyond the Checkpoint
Once you have reached the checkpoint, you no longer return to beginning of your storyline 

when defeated in battle. Instead, your token returns to the checkpoint space. You still lose any re-
maining Reward cards, just as in the early game.

Enemy loses two health

No effect

Orric heals one health

BATTLING THE LICH
After defeating the enemy in the sixth and final battle-space, you have reached the end of your 

storyline. You may choose to end your turn to heal up, or bravely enter the Lich’s lair for the final 
battle. Once you’ve entered the lair, your token is placed on the image of the Lich.

Orric loses one health, Enemy loses two health

Enemy loses two health

Enemy loses one health
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You may attempt to run away from the Lich as with any other enemy, retreating to the previous 
space on your storyline. As with all battles, if you and the Lich reach zero health simultaneously, you 
are defeated and return to the Checkpoint.

WINNING THE GAME
The first player to defeat the Lich is declared the winner of the game. HUZZAH!! This victory 

can be celebrated in any way seen fit, though local laws and age restrictions still apply.

The Lich rolls its own power die (black with purple markings), along with the advanced enemy 
die. Thus, when fighting the Lich you roll four dice together – your die, the advanced enemy die, and 
both power dice. As with Orric, the Lich heals a point of health (up to its maximum 9) on a successful 
power die result. Here are a few example rolls, illustrating some of the more complex possible results:

Lich loses one health

Orric and Lich each heal one health

Orric and Lich each lose one health

No effect
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THE VETERAN RULES
Once you’ve played through a game or two, we recommend including these optional rules for 

added fun, strategy, and depth of play.

Passive and Activated abilities
Champions have passive and active abilities, in addition to the power die effect covered in the 

basic rules. These abilities are unique to each champion, and their specific effects are detailed on the 
champion’s card.

Your Passive ability provides either a constant effect, or triggers whenever a 
particular condition is met. For example, Greff ’s “Arcane Research” ability allows the 
controlling player to hold an additional card in hand, and Orric’s “You’re Next” allows 
the player to re-roll the encounter die when entering a battle space.

Active abilities require the champion to be “activated” to trigger the effect, and 
are generally used during opponents’ turns. When activating your champion to use an 
ability, turn your card 90-degrees sideways (the spent position) as a reminder that the 
ability has been used. At the beginning of your turn, you must return your champion 
card to the original ready position. Active abilities cannot be used if your champion card 
is already in the spent position.

Focused Effects
While Reward cards can be played individually to great effect, their power is enhanced when 

played in pairs. Playing two identical cards together results in more devastating attacks, more potent 
healing, and other advantageous effects. See below for a listing of Focused Effects, and the Reward 
cards required to achieve them.

Crushing Blow: Deal 3 Damage to the enemy creature.
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Rejuvenation: Heal 3 damage from your Champion.

Reflect Damage: Prevent all damage from the Enemy Die. In 
addition, the enemy creature sustains damage equal to the amount 
prevented in this way.

Steal Power: Counter a reward card played by an opponent. 
In addition, the countered card is added to your hand, rather 
than being placed in the discard pile.

Countering a Focused Effect
A Counter used against a pair of cards played as a Focused Effect only targets one of the two 

cards - the remaining card’s effect resolves normally. As an example, if a Counter is played against a 
Crushing Blow, one Hit card would be countered, but the second Hit card would resolve and deal 1 
point of damage to the enemy creature.

ALTERNATE GAME MODES
Team Games

By combining Epic Roll with Epic Roll: Eclipse or with another Epic Roll set, players can join 
forces and compete as teams.

The two game boards are laid out with the “top” long-edge of one board joining the “bottom” 
edge of the other. Only one set of health counters need be used, along with a single Reward deck.

 
(Players may optionally choose to shuffle two Reward decks together, if they prefer more Counter 

cards and fewer reshuffles of the deck.)
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Players are divided into two teams of either two or three players (2v2 or 3v3). Each player con-
trols a chosen champion, with all teammates sharing the same board. The first team’s champions are 
located on the top board, and second team’s champions on the lower board.

Turn order is top-to-bottom, alternating between the two teams. For example, if using two 
core Epic Roll sets, The Team 1 Greff takes the first turn, followed by the Team 2 Greff, then the Team 
1 Orric, Team 2 Orric, Team 1 Dara, and finally the Team 2 Dara. When any player defeats the Lich, 
that player’s team wins the game. High-fives all around!
Playing Cards in a Team Game 

Unlike the standard game, players are able to play Hit, Block, and Heal cards on their team-
mates’ turns, as well as their own. Cards always affect the active champion (in the case of Heals and 
Blocks) or the creature being fought (in the case of Hit cards). The Team 2 Greff, for example, could 
play a Heal card on the Team 2 Orric’s turn to heal Orric for one Health, or play a Hit card to deal a 
point of damage to the creature Orric is currently fighting. Counter Cards, of course, may be used on 
any player’s turn as normal.
Using Activated Abilities in a Team Game

Some activated abilities – notably “Real Challenge” and “Going Somewhere” – can target any 
player, not just opponents. Thus, while can Orric and Dara use their abilities to hinder their oppo-
nents, they can also use them re-roll unwanted results for their teammates!

Solo Play
When playing Epic Roll solo, you have a limited number of turns to complete your quest, and 

a limited number of “lives”. If you end your sixth turn or suffer a third defeat without defeating the 
Lich, your quest to save the kingdom has been thwarted – welcome to an eternity of despair in the 
Lich’s dungeon. Counter cards should be removed from the deck when playing solo, or you may 
simply discard and re-draw when a Counter is drawn.

For more examples and information, visit summonent.com
© 2017 Summon Entertainment Corp, All Rights Reserved.
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