D6 STICKER UPDATE GUIDE

are good for bounties, others are good them apa
for hides, and all are good for two coins. ON PAGE 147
There are five monster classes: »  There Place the updated Rogues stats over the

—_— » Theyc  previous stats.
Beasts: extra |
éh Beasts include gnolls (+1 in forest), e T

helthounds (+1 in the forest), and » T = RDgUES'

werewolves (+1 in trails). They a SR )
have a purple border. ﬁ:qf Rogues include bone banshees
> Rogues: The ¢ * (+1in dungeon), owlbears (+1 in
1% Beasts include gnolls (+1 in forest), dungeon), and minotaurs (+1 in
hellhounds (+1 in the forest), and dungeon). They have a blue border.
werewolves (+1 in trails). They
have a purple border.
Bandits:
Bandits include goblins (+1 in hills), Pla
kobolds (+1 in trails), and orcs (+1 Th
in hills). They have a brown border. oth
As

Undead: att
Undead monsters include mummies it.
{+1 in dungeon), skeletons (+1 in Eds
cen‘retery], and vamplres [+1 in Ed

ON PAGE 149

The Buff Coin and HP Coin stickers can be :
placed on the left side of this page. Place the
Flesh Leech sticker at the bottom of the page A buff is a combat advantage that

increases the power of an attack. (It's
represented by the +1 side of the red plastic
coins. )
When a monster is buffed, place a +1 coin on
Eap gg;ts m?dgn Dtgken ho rerrllind players it
i of enery s n [ ing this will increase its

¢ e =  combat total by 1.
Multiple buffs can be placed on a monster at
one time. All buffs are removed after the
first hit is dealt (whether by monster or hero).

next to the last paragraph.

Sometimes a monster will receive one or
more extra HP (usually due to cards or GM
events), and you may have to fiiht it multiple
times! Place a red plastic coin (heart side up)
on the monster's token to represent each
additional HP.
When it takes a hit, the monster loses an HP,
and you should remove its corresponding coin.
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ag | Felnd soafiTaEons
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S | 15 0y 0
HP is lost, see “Death and the Styx
River” on p. 156.)

"~

All enemies hivve one natural HP
This means that if your combat total
Ishwnmuulolmum

Immediately collect two :nh!
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ON PAGE 154
Replace the GM’s Note at the bottom of the
page with the Hero Swapping sticker. (Make

sure the space for the D4 die doesn’t cover the

text above.)

HERO SWAPPING!

Though the ¢lass boards
describe how each skill works,
there's something special about Hero
Swap that's important to note: If
anothar player Haro Swaps with you, you
get a free parsonal gathar rolll (This
shovld take tha skting out a bit, and it's
a good team Strategy.)

Perform a Skill:
In addition to skills common to
all classes {Hero Swap and Animal

Handling), each hero class has

certain skills unique to it. They can Buy Adh
help you to defeat enemies—or in L TR
some cases, escape from them. “The C;
In short, skills provide a range during '
of options a hero may perform Ly

without spending anm
Play Ca
Learnin
GM'S NOTE: play th
Though the class boards go nko datasl vital to
nf:u.t :;ﬂn' tr.ﬁ:-hl‘.i w?rfS. I:lelq.'sz Quest 2
hals Gy manticerer 1t cadlh e instrum
player Hero Swaps with you, you'll collect chance:
a o aF 4 tondolaton prEd, as ﬂ'le t
in the [

ON PAGE 165

Replace the GM’s Note and the paragraph above

with the Monster Transformation Sticker.

1. It allows you to transform a monster
of your choice into a class needed for
a bounty.

1. It gives you the power to make a
formidable enemy more wulnerable {and
therefore easier to defeat in combat).

SALE LAY RS

three bountie

If the game et
drop off all co
fear: You'll sti
bounties left i

1w e h ot

If you transform an enemy into a

monster that would normally receive an
environmental advantage in the space

it's in, it will not receive that advantage.
{The other players, however, are still free
to buff the monster. )

8M’3 NOTE:
Yoia may not transform o monster durmg
anyone's turn bt your own

Thia gpatalty badas trantformation

& 3pall that enly lgats for ona Found

of combat, If the monatar awngs it
waapon (makes i3 attack rell} 23 o e
and doas not e, ik mmadately ravarks
to k3 nakoral eka sy and natural waapon,

Beie il ﬂd*-{———o-t -Q—_r;-+

You miat ba sharag & 3pace with the
manatar you tranalorm

Youw gon't kava to e taly troce
m Eha spacialty hdes, you moy @0 50
doring tha foma bern tha 3lots ara
fillad or drmg o Kter torn Whan you
trace tham iy, you medt mmachgtely
thoos mongtar to tranaform. Tha
LRARST B ma Lash 18 IMILARE, SR yOU mLaL

anpage tha mardtar n combat,

C. Bounties:
When you collect a bounty, place it on top
of the gather board (in your backpack).

You can only transform a monster once you're
engaged with it. Once a monster is transformed,
it loses ALL “bonuses™ (its natural advantage,

its environmental advantage, extra HP, GM buffs,
etc.) and becomes a basic D6 for its

immediate combat roll. It can't be given any
bonuses whatsoever in its transformed state.

If the monster wins the combat roll, it will
return to its previous form, regaining any and
all lost bonuses.

EXAMPLE: If you need a Bandit for a bounty but get a Gnoll
(Beast) instead, you can engage with it and then transform it
into a Bandit class (not a specific monster).

Iransformation After Transformation

Once transformed, it s a
basic D6 monster class,

If killed, you can collect
that Bandit bounty or

O place it in the Bandit
hide slat.

This i3 the natural advantage
that will be added to
the monster™s roll. it
This is the environment [ zg21y
in which the menster  [Uahh S
will receive a +1 buff, -

Step 1: Hero announces they're engaging with a monster.

Step 2: Other players can buff monsters/play red-bannered cards.

Step 3: Hero can transform the engaged monster,

Step 4: Hero chooses the weapon they will be using.

Step 5: Combat roll is made.

Step 6: Hero buffs can be added. Dogmud can be used.

Step T: If the hero does not kill the monster, it returns to its
previows form (including all added buffs).
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ON PAGE 167

Place the Heroic Quest and Alliance stickers under the
GM’s NOTE. Use the free space on the right side of the page
for the “One-Time Use” section, with the card icon stickers
fitting underneath

All cards
are one-time use!

" Once a weapon has been PLAYED
(successfully or not), it's discarded.
(Even if you use a skill or chib out,

| that weapon has still been played

| and cannot be reused.)

> That's why hero buffs and Dogmud
are so important. They keep a
weapon active longer, increasing
the odds of a successful attack.

“Critical” allows you to double your roll.
(You don’t roll twice; you roll once and
double your roll.)

HEROIC QUEST CARDS

The Heroic Quest deck contains the most
variety of all the decks. Some cards help
you; some hurt your opponents. Some
cards are played during your turn; others
are played during an opponent’s turm. The
instructions on each card should be fairly
straightforward and explicit. Of particular
note are the intervention cards, which are
fill-in-the-blank cards you'll use to throw
a wrench in an opposing player’s enemy
engagement. Feel free to get as creative as
you want with how you fill in those blanks.
(It's your time to shine, storytellers!)

i Alliance Play BEFORE you roll!
oo | S— | g

rolling. )

Play AFTER you roll!
{This is what to play to
improve your roll.)

This is played to help
yourself or a teammate.




D6 STICKER UPDATE GUIDE

ON PAGE 182
The Village Signs sticker goes in the very back pages.

DOGMUD (the greatest drink the Dogmud Tavern offers)

In the event of a bad roll, you can purchase a reroll by
spending two gold coims. You can reroll any one of YOUR
DICE during your turn. (You may repeat this as necessary,
funds permitting.)

HOLY WATER

For two gold coins, you can purchase Holy Water when
engaged with an Undead monster. This will turn your
natural D6 into a D12 for one combat roll. (You may
repeat this as necessary, funds permitting.)

* RENT A HORSE

When spending an action on movement, you can move
one additional space for the cost of one gold coin.
(Limit one rental per action.)

CASH CUBE

During your turn, you can purchase your Cash Cube for
two coins and place it in any NUMBERED space on the
board. (So...not the Village.) . Y
If there are multiple enemies in a space, a Cash Cube will
always take precedence. (You must engage with it first.)
In Alliance mode (2v2), your Cash Cube will not attack
your teammate.

LIFT CARDS
VOUR First, place the provided ribbon on the back of the
IMAGINAT ION card. Then, place the lift card sticker over the ribbon.

GO ON YOUR POTION BOTTLES
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