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And yet another villain war vanquithed, and Arcadia wat safe
once more. And all was right with the world!

« Until midnight.

(Wait, what, again?? Don't tell me it's the Temple thic time. ..
It's natT Whew. That'sa reliefl)

The victorious Guild was holding a tasteful dinner party foi the
victeri (and & comsolation dinner for the loters), They'd leamed
their lesson about a raucous night of too much wine, but, alas;
there s no rest, even for the wary. (See what |.did there?)

At the stroke of midnight on the city's manive clock tower, a
ehilling wind swept through Arcadia, and 3 booming skeletal
raugh rang out acros the cityl 1"&;;, the laugh was skeletal. You
know, kind of hollow, butwith that awesome reverh? . Well, |
dan bhave anadjective for that, 'mea narrator, not 3 thesauras.)

Ad the evil laugh died and the wind rose, crypls, gravey, -and
tombs burst open, and the city was overrun by horon frem
beyond the grave! It didn't take-long for the Guilds' most wiie
and learned schelars to hgure cut what had happened:

The Dread king had risen!
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A mere scrap of a legend; the Dread King had been sll but
eraied from history, Ai the tale went Arcadia wac founded
on the ruin of 2 much older city (barely a few itanding stores
to mark the crypts), Befors that tims, the Dread King ruled a
twilight empire, caught bebween etermal day and night. Az his
reign progressed and his children grew, it became sbundantly
clear that neither of them were fit to rule

His eldest preferred nothing more than dancing away the day
with the elves in the Daylight Woeds, and his youngest would
be gone for weeks on end, marauding with the orcy in the
Mocturnal Mountains. There wain't a scrapof twilightin either
of these twel (Which some still argue is always for the best).

5o, the Dread King conceived asimple plan: he would live foréver!

First; he disowned his children, Easily done with the aid of his
lawyers. And then, he found aspecialiit in immartality (ence
again via his lawyen). ... In fact, one wonden if the lawyen
might not have had & hand in whathappened next. ... Nah,

The dark wizard (for thess were no necromancers at that time)
drew up a contract for the Bread King: He would, indeed, live
forever 1o long as the last itone of hiv kingdom still stood. And
then there was a bunch of fine print, which the Dread King let
his lawyen look over and approve. He dgned his pame, and wai
instantly transformed into the undead harror that still stalks the
world-taday.

It wauld appear that the fine print did indesd contain 3 note or
twe about the condition in which the Dread King would five on
You might say that's the oldest trick in the book, but really that
was the firit time someone tried it. And the Jawyers must have
umply missed that line, right?... I'm informed by our lawyerninot
to speculate further in this line of thought. MOVING ONI

The Deead King's sons returned to the city ina flash] Their father
had become a tesor vpon hiv citizens, He could raive the dead
with a wave of hit hand, and he could make peaple dead with
the slath of his sword, Which he did. Often. At his lawyercoffice,
strangely.

The sont united under the same banner to bind the Dread King
in it roysl erypt, deep bencath the city, There they icaled him
within, ta live out hit remaining contract until the very last
stane of hit kingdom bad indeed fallen:



Te aid this catse, the sons destroyed ai much of the city
ai thought pouible, and then let nature take i course
Humankind was, alas, scattered, until the founding of Arcadia
many canturies later.

When along came a Spider A Dr.
Spider, that h. Once a student of
Arcadia Univenity, Doctor Spiders
bizarre experiments raised eyebrows
to put it mildly, Even Profesor
Morgan, the Dean of Necromantic
Skudies, wai heard to his and draw
sway from the abominations that
Dr. Spidet created. Dr. Spider was
eventually expelled, particulady
after his asutant, Ivan, took the
phrase 'pick my colleaguet’ biraing'
a little too seriouily,

Dr. Spider wanted nothing les
than o cure desth, and grant
immertality to every living soul
in the world. In fact. it was In
puruit of immortality that he ran
across the Dread King's tomb. He
reasoned that if the Dread King did
indeed kill live, then adding flesh
te his skeletal frame should prove
no problem. He tearched long
and far, and- finally discavered the
resting place, right beneath the
Arcadia Mausoleum itself]

Dr. Spider removed thie seals on the tomb, business card in hand,
when the Dread King flung the door aside and emerged, He
laughed, triumphant! For at least one stone of his old kingdom
itill stoed! As ke which stones those were, no one had any idea,
but the Dread King searches for them even now.

Since then, the city havbeen overmin with undead! It wirtually
uninhabitable to the living. Sure, night and day are functioning
Just fine (the Guilds finally figured out how to lack the Temple
doory), but night time is 3 ghaitly affair, with zombies shuffling
through the streets and ghosts pesping in on the few citizans
brave enough to give nofmal life a go:

And, Dr.Spidereven completed ane of il grandest experiments
yet In the form of Fank. a walking mountain of maldering
murder, (| am againinformed by cur lawyers that | sheuld always
avoid alliteration. ... Oopy.)

Semething must be dene!

The Guildy have went forth the call once more, to heroes far
and wide! Return to Arcadia, put a stop to Dr Spidecs vile
schemes, and defeat the Dread King, who sesks to rule from
Beyond The Gravel
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Beyond the Grave ita campaign expansion for Arcadia Quest, It
introduces not only & new campaign with 9 brand new scenarics
for you-and your friends to play, but alio new heroes, monsten
and upgrade cards with new unigue abilfties, new game tiles and
an entirely new game mechanic in the Temistone cards

You will reed the Arcadia Quest core box in order to play
Beyond the Grave: The compenents in thit box can be used not
only to play the Beyond the Grave campalgn contained (n this
book, butakc to bring a different flaver to other campaigns and
scenarios you play, be them official or homemade.

The following chapten explore some of the new spocky features
introduced by this expansion

TOMBSTONE CARDS
(@ o).

That tombstones are a direct connection to the world beyond
the grave i something that Dr. Spider realized early an in his
expenments. But the Guilds eventually did catch on and the
heroes: came to learn how to use thil ‘eene: connection to
their advantage. By performing arcane ritusals on a tombstone,
chanting words of power to ther, or perhaps just bashing the
thing with a hammer at just the right angle, heroeiare able to
stir the fabric that weparates thiv world from the next. The results
of such meddling are always unpredictable (and not necessarily
always welcome), but how can a kero resist the temptation of
taking a peek-iniide when he pasies by 3 tombstone?

&8 SETTING UP TOMBGTONE CARDS 3

The description of each icenario indicates how many Tombstone
cards are used fn £ Shuffle all the Tombstone cards and separate
the requested amount, placing the rest back in the box without
laoking at thelr content. Then distribute the cards on the Spaces
indicated on the map, with the text face down.

&& REVEALING TOMBSTONE CARDS 35
Revealing & Tombstone card warks very much like opening a

door or using a portal, During the Movement part of a2 Hero's
activation, he may chooie to spend 1 Movement Point to reveal

]

a Tombstone card that i in his Space. The player takes the card
from the board, reads it, exscutes what the card’s text (ndicated
and then dicardi the card. Unlike an Exploration token, a
Hero s not obligated to reveal a Tombstone card that's in his
Space. It alio doewn’t block Line of Sight or Movement in any

way, A Tombitone card can be revealed even i there's an Enemy
sharing the Space with the active Hero, and revealing it doei
not triggera Guard Reaction in Clole Monisters,

Fa
%2 TOMBSTONE EFFECTS &

The effects described on a Tombstone card must be executed
by the active player immediately when it & revealed (unles
some factor makes it imposible to be executed, in which case it
has no effect), The vast majority of the cardy benefit the-active
player one way or another.

ACTIVATING MONSTERS

Soveral Tombstone cards allow the player to activate a Monster
on the board belenging to-a specific Monster Tier. The player
selects the Monster he wishés to activete and performs its
Movement “andfor its Attack, in any order, following: that
Moniter's normal stats and choowng any Hero a the primary
target. While the Mamster is being controlled by the player, it
dosin’t count as a Hera from his Guild. It cannhot accamplith
Quests, and if it kills anybody, the credit goes to the game
usisal, rot-to the active player.

Arcadia Quest - Begond the Grave |
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EXPANDING

THE UPGRADE DECKS
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This expansion containt new Upgrade carch for the Upgrade
decks at all levely. Theie new cards thould be mixed with thowe
from the core box to create expanded Upgrade decks

When dealing oyt the Starting Equipment, all playen receive
the 5 normal Starter cardy, plur one copy of the new Starter card
“Sickle”. However, gach Guild i allowed fo keep only 5 Starteér
cardy, 10 esch plaver must chooie | of the Starter cands to discard,

FouE

For the other Upgrade decky, playen can wmply add the & new
eardhi ko the narmal Gnes for sach level, oesting Targer decks, To
emsure 3 betier balance of the cards, however, it i recommended
that players remove 1 copy of cach of the following cards from
each deck when adding the new cards from Beyand the Gravi

=S
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REMOVED CARDS

LEVEL1

Trusty Blade, Blesder, Crescent Bow, Wind Blast, Cleave;
O Beater '
LEVEL 2

Decimator, Smmashface, Hate, Hearl of the Unicom.
Biszing Shot, Knight's Plate,

LEVEL 3
Brmstons, Thern, Windblast |, Battle Cry, Nava Bolt |
Sun Ring Il

LEVEL 4
Frostbite, Bloodthirst, Hate Il. Bumninate, King'i Shield.
Heart of the Phoomx,

LEVEL 5
Bomb Apettit, Trueshot, Astral Stoke ||, Buminate: |l (
Emperor’s Plate, Moon Ring 11|
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Beyond the Grave in-
troduces a new clas of
Character with the Dread
King: Huge Characters
The figure of such a
Mgonster has a base o
targe that it occupier 3
whole Space all by itself,
and to it works a little
differently from normal
figures, Basically & Huge Character counts as two Characters
on the board: ity space i always considered Full to its Allles
and Blocked to ity Enemisi It blacks Line of Sight te it
Enemiss, ai well as their Movement

™

L

Some particularly imposing Characters (usually Huge ones) are
able to Shove cthes when meoving, A Characterwith this ability
never has his Movement blocked by other Characten, whether
Ally or Enemy. Whenever he enten a Space, all Charactens in
it are placed in any other Close Spaces. The player contralling
the Shoving Character decides where each Shoved Character
goes They can even be placed in the Space that the Shoving
Chatacter just vazated. Heroes being displaced by a Shove do
not trigger Guard Reaction in Close Monsters,

. — =
E e T Y s T T T

&§ GHOVE

Exampla: Whern the Dread King moves into the occupied Space,
bath the Zombin and Chaz are placed in any availatle Cioss
4paces. The nzarby Ghoit's Guard Reaction is not brigeered.
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Beyeond the Grave, and ity meddling with the afterlife, makes
the Spawn tile‘an even more Lntéglﬁi part of the game. Some
Monster abilities, Tombitone cards of Upgrade cardi allow a
Character to be 1ent straight to the Spawn tile, withoul even
being killed: And yes, even a Hero can be bapished to the
Spawn tilel

When an ability instructyyou to place a Character in the Spawn
tile, Its figure i taken from the board and placed standing up in
the first available slot of the Spawn tile, but that doein't mean
its been killed. It just been bamished to that werld beyond
the grave, awaiting a chance to return. The Character retains all
Wounds he's suffered and a Hero doen't lose any Explomtion
tokens in his possession (who says you can’t carry anything out of
this warfd?). However, any ipedial condition tokens placed on
the Characterare removed

Note: Pay attention to the wenario deicriptions for notes on

ipecthc Moniten that may nat be banithed

o REGPAWNING i~
BANIGHED CHARACTERS W

When the Spawn tile-becames full, players rell 8 Monster Spawn
a wual, incloding any baniihed Characters: I the banibied
Character ic.a Monster, it works just like a normal Manuter Spawn,
with the higure either being placed on a board Space containmg
the Spawn token (but still with any Wounds itsuffered) or being
retumed bo the game box. IF the banished Chamctler i 3 Hero,
however, things wark 2 bit differenthy, I the Spawn roll places the
Hera in a fres space, (i figure goel to that Space on the board
(still with any Wounds it suffered), but if the rall would eliminate
the Hero; his figure B instead placed back on the board eitheron
bis Starting Area or Close to an Ally, a3 f ithad-been Resorrected
(though it still retains any Wounds suffered).

GHOSTS

Ghoits have a very tenuouws relationship with the physical
waorld, which is why they are alle to completely ignore all
blocking elements such as walls, closed doors and hl...u:kv_d |
spaces. For them, it is-as If these elements were nok eves I
there, That meand they can move through walls and attachk

through them. All Spaces sharing an cdge with thein are |
comidered Close to them, regardles of chitacies. [

This also means that their Guard Reaction |y tnggered
when a Hero moves out of iy Space Cloie to them, even |
if there's 5 wall between them, The Hero may not be able

to attack the Ghost, but the Ghost sure can attack him.

Insuch a situation, where 3 Ghosl iy right behind a wall,
it doesn't have its Guard Reaction tiiggered by the Hero |
ignoring him or other Close Momten-and attacking }
iomebody elie, because the Ghost it not conudered to |I
be Close to the Hero (only the Heto 5 coniidered to be |
Clese to the Ghost) J
[
I
|

S—

e

Examples: Darryn and Chaz aré cansidersd to be Cloge
to the Ghoit, éven thaugh there’s o wall and & do@d deor
hetween them

I = When Darryn attempils to move ouf of b Space, hé |
trigeers the Ghotts Guard Recction and-iv attacked

et ix not Close o hirm. However, uncs the Ghoit [ not
cordiderad o be Cloe to him behind thaf ciosed door, (b
Guard Reaclion i not trigeered

o
(& = =)

|
( L - Chazr make: a ranged attack againit a Skelgbone |

If 5 player Resty hiv Guild while hiv Hero is still banished to
the Spawn tile, he-can choose to bring him back to the board
immediately, efther on his Starting Area or Close to an Ally,

MNote: If the Sgawn tits happens to already befull'when = Hero
o baninhed, he i placed itraight inte his Starbing Area or Clawe
to an-Ally,

sl -Qeét-”ﬂ :ﬁi it&e : ! .
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This book contain all nine mﬂm of Arcadia Quest - Beyond

H'ur Graveand provides lll-thn- nemr'_.r m[p-rm.lthn forsetting.
up and playing each scenario, You can play the Scenarios in this:

book either as s Campaign or in Eplsodic Mode.

CAMPAIGN AND EPISODIC MODE
The Areadia Queit - Beyond the Grave campaign is divided into
three stages: the Quter Circle, the Inner Circle and the Final

Showdown, During a campaign, just six of the nine scenarios:

contained in this- Campaign Book will be played, so each new
campaign can take different paths and offer all new scenarios
for the players:

Outer Circle - OF the five scenarios available in the Quter
Circle, three must be completed before the playen move into
the Inner Circle:

Inner Circle - Of the thiee swcenarioy available in the Inner
Circle, twe muit be completed before the playen move to the
Final Showdown.

Final Showdown - All campaigns end with the Final Showdown
SCEnaric.,

At the beginning of the campaign, players choose which of
the Cuter Circle scenarics will be the firgt (it is recommended
that fint-time players begin the campaign with the Haunted
Bartacks scenario), Afterwards, the winner of the previous
itenario chooses which scenario will be played next.

However, if 2 proup of playens desires to simply have some fun
ina ﬁmnn-ecbed way, justgathering wome Heroes and playing 2

scenario without -!-ma.ter répercussions, they can play in Episedic
Mode.

In Episodic Mode, piayetrquechi‘y setup their Guilds, with Heroes
~amd Upgra:l&canﬂs in any fevel of theirchoice, snd go tackle any
\cenario in this Campaign Book. For mere (nfarmation about
the Episodic Mode, vee page 30.in the Arcadia Quest Rulebook,

HOW TO USE THIS BOOK
- Each scenario’s description containi different sections that are
describied b below: See the chapter 'Sﬂmiimrkhrp on page 10
i the Arcadia Quest Rulebook for a detailed description of
how to set up the board &_!ra:mmaﬁnhllfn_piawd

Each scenaric might have a Title connection FROM ather
scenarios: If it doss, this section will indicate which ather
scenarios offer a Title that can benefit 2 player in this scenario,

CONNECTS TO l _

Each scenario might have Title connections TG other scenarios,
ITit does, thiv section will indicate which other scenarios benefit
from the Title that can be abtained in thivscenario.

TITLE

In most scenarios, ene Quest grants a Title to the Guild who
accomplishes it. Each Title offers an ::!\-ani,agc that this Guild
will Be able to enjoy when playing certain whsequent scenarios.
This section specifies which of its Quests i associated with a
Title, what advantage it brings, and which wibiequent scenarios
bernefit from that Title,

Each:scenario possesses a number of Quests that the Heroes
must accomplith in arder to be victoriows, The: specific Quest
cards for each scenario are listed in this description and they're
divided Into two kinds: Player v, Player {PvP) -and Player ws,
Envirenment (PvE), PvP Quests relate to defeating the Heroes
of the_enemy Guilds. PvE Queits are specific feats related to
the scenario at hand, such a3 defeating 3 specific Monster or
performing & specific task. This section also indicates whether
a Quest grants & Reward card or a Tite to the player who

-accomplishes it.

REWARD CARD
Each scenario has one, or more Guests that grant a Reward card,
Thissection indicates what Rewsrd cards can be gained in the

ICENATo.

SPECIAL SETUP
Some wenarias might have specific setup rules. Thiv section
explain thowe rules:

SPECIAL RULES

Each-icenaric hat tome unique rules specific to it. This section
explains those rules, including & more detailed explanation of
what the players need to do in orderts accomplish the scenanic’s

TITLE ADVANTAGES
This ection explain the effects that Titles gained in previow
mnanm hiave i the cusrent scenaris,

MAP KEY
This section detailt which components, and their respective
quantities, are needed Lo play the scenaria: '




CAMPAIGN MAP -
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The map below shown the city of Arcadia. and all nine-available Each scemario lists its relative difficulty and complexity (either
scenarios for this campaign, They are divided into five scenarios Eawy, Medium or Hard), To help plaves viualize the Title
in the Quter Circle, three wcenanios in the Inner Circle and tho connections between wcenanod, each Title i represented by a
Finat Showdown at the center of thecity, wmbal, The Title that can be gained in a senario 7 displayed

above i namz. and the Titlés that offer an advantage in 2
scenano are displayed under it name. Thii way you can quickly
determine which scenanos cannect to each othier.

OLALGHTIR - Q
-HOLNEE SECRET
gy LABORATORY

B B nARD

Arcadia th . Bzgond the Grave .



While zombies snd sheletom can generally get along without

weapons, they're iooo much more entertsining with an.axe or
xaword. Fortunately, the Arcadian Barracks wan chock=full of
cast-off arc weaponit and armiar. The enly problem was getting
Ehe rombies to follow directions long enough for outfitting
But pow inexplicably, newly-riven dead travel to the Haunted
Barracks seemingly of theirown accard. If the Guilds are to have
any chance at re-taking Arcadia; they'd do well to halt the flow
of weapom and cormes COMINg and going from this place.

CONNECTS TO
- Black Shrine
= Mill of Sowls

TITLE

When a Hero Hin ancther player’s Starting Area, and has no
enemie onany Space of that Starting Area, he accomplishes the
“Irvestigate the Quarten”™ Queit and becomss the "Speaker for
the Dead”, When playing the "Black Shrine™ or "Mill of Sguls”
wenanos, all of his Heroes will get =1 Reroll per Character inthe
Spawn tile

| B 2
m Campaign Baok;- Arcadia Quest.

QUESTS

PVE

= “Investigate the Quarters® - Grants Title

- "Secure Weapon Cache®. Colléct 1 Quest token, = Ganty
Reward card

PVP

= "Kill Blue” Kill | here from opposing Blue Guild

= "Kill Red”, Kill 1 kero from opposing Red Guild

= "Kill Green®, Kill 1 hero from cpposing Green Guild

- "Kill Crrange”, Kill 1 hero from cppating Orange Guild

REWARD CARD
Spinal Tap (x2)

SPECIAL RULES

—'When a Heroenters a Space containing either the Red, Green,
Blue or Orange Quest takens, and has no Enemiel o the same
Space, he accomplishes the “Secure Weapons Cache” Quest and
exchanges-the token for one of the Reward Cards. The same
plaver cannot collect more than one Quest token. While it &
possible for all players to complete this QGuest, only the first 2
will get Reward cards. The Quest "Secure Weapons Cache”® will
sl be avallable to other playens, but aftér completing it, they
will not get the assccrated Reward Card

= When a Hero i in ancther player's Starting Area. and hasno
enemieson any Space of that Starting Area; he accomplishen the
“Inveitigate the Quarters” Quest.
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SLAUGHTER
HOUSGE
e

Outer Circle

Even zombies gotta eat. There jint aren't encugh citizens still
around to take care of the food supply problems. The Guilds
keep sendirig in fresh troops, but reiurrection vanishes the
corpsei straight from zombie handi. Fortunately, not every
carpse in Arcadia can anywer the Dread King'y call, and that's
where the Slaughterhowse comer in. Zombies labor day and
night to unearth and haul “fresh’ supplies from the graveyards
and crypts fo thi macabre meat factory. Ivan ipends a lot of
time here, poking through the fresher meat for new braim for
his collection,

CONNECTS TO
- Mill of Souls
- Seeret Labarato ry

TITLE

If a player defeats van, that player completes the Quest “Kill
van” and becomes the "Maitermind”. When plaving the "Mill
of Seul™ ar "Secret Laboratory” ucenarios, when that player
triggen any kind of Reaction on 3 Meniter and there-is snother
Hero Close to it the monster will attack that Herg instead, If
there s mole than one Hero Cldie to the active Maoniter, the
"Mast=tmind™ player chooses which Hero will be attacked,

| Cﬂumsﬁ ﬂﬂﬂkg + Avcadia Quest
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QUESTS

PVE

= "Kill lvan®™ = Grantz Title

= “Destroy Food Reserves”. Destroy | Guest token - Grants
Reward card

PVP
= "Kill Blue™. Kill 1 here from opposing Blue Guild

- "Kill Red”, Kill T hero from opposing Red Guild

= "Kill Green”. Kill 1 hero from oppesing Green Guild

= "Kill Orange". Kill 1 hero from opposing Orange Guild

REWARD CARD
Aaming Chain (x2)

SPECIAL RULES

- The Heroes may attack any of the four Quest tokent as if
they were 5 Character, If the attack rolls any CRIT, the token
i destroyed. The Hero completes the Quest "Destroy Food
Reserved” snd exchanges the token for one of the Reward
Cards, The 4ame player cannot destroy more-than ane Quest
teken, While itis possible forall players to complete this Quest,
only the fint 2 will get Reward cards. The Quest "Destroy
Foed Reserves” will still be available to other players, bot after
compieting it, they will notget the aisociated Reward Card,

- If a player kilth lvan, he immediately completes the Quest *Kill
lvan”

= In this seenario; lvan ignores any effect that-would place him
in the Spawn tile:
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CRYPTS:

The Arcadian nobility have long interred their deceased in this
lenely. place. As nobles themielves, they resisted the Dread
Kingi call far better than the common peasantry which make
up mast of the Lhurpers undead horde, For these resistant
cerpses, a more persanal touch n reguired. The Dread K;ng han
tasked hit Necromancers to-bring Arcadia’vancient nobility back
to kneel in allegiance at hi feet {and serve as Wave Two in bk
mpandfng p?E{\s]. The Guilds face not anly an imminent threat
but enormeuw political presure to keep the current arivtocracy’s
relativey safe and (n-their crypls. Besides, if any of them wake
up, wouldn't their titles revert back to them? Averting the legsl
nightmares alonefs wocth ten times the effort

COMNNMNECTS TO
- Black Shrine
= Jocret Laberatory

TITLE

The player who taker his own Quest token to one of the
designated areai eompletsi the Quest "Cleame the Noble
Crypts™ and becomet the "Purifier” When playing the "Black
Shrine” ot "Secret Laboratory™ scenarias, that plaver will not
need to Rest to Resurmrect a-dead Herp;: he mav-do it freely on
kg tuarn

IIN campaign Book - Arcadia Quest
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QUESTS

PVE

- "Cleanse the Moble Crypt”, Take your Guild's Quest token
to the designated Space. — Grants Title

= "Kill Mecromancer” -~ Grants Reward card

PVP
= "Kill Blue”, Kill 1 hero from eppoiing Blue Guild
="Kl Red”, Kill 1 herafrom oppasing Red Guild

= "Kill Green®. Kill 1 hero from eppoing Green Guild

- "Kill Orange”. Kill | hero from opposing Orange Guild

REWARD CARD

Soulitone {x2)

SPECIAL SETUP

- All playen start the scenaric in postesion of their Guild's Quest
tokeni. The player must place the token on one of his Heroes'
cards. During the scenario, players can never take 3 Guild token
belonging to an ocpposing Guild,

= Thiv icenario starts with some Monileri on the Spawn tile, 24
Indicated an the etup map:

SPECIAL RULES

= If 3 player kills 3 Necromancer he completes the Quest “Kill
MNecromanicer” snd gets the Reward Card. The wame player
cannet kill more than one Necromancer, The Necromancer i1
not placad fn the Spawn tile, but retumed to the game box, o
a maximum of 2 player will be able to complete the Quest and
get the Heward Card,

= In this scenario, the Necromancern igriore any effect that
wirlld place them in the Sgawn tile,

= If a player takes his own Guest token to one of the Spaces
designated with.a "!" and has no Enemies on the same Space, he
completes the Quest "Cleanse the Noble-Crypts” and discards
the token.
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BRIDGEOF

«w THE DAMNED

Outer Circle

The Bridge of the Damned (which i iti actial namet) ha
long had 3 history & THE place from which foriorm lovers hurl
themselvey to end theirangit-driven vapon. Tower battlements
are just toe high for a proper spectacle, and, plus, the: river
really it THAT far down. And yet, a2 few tragic wouls still never
make it to the wrface, Poor Frank hai been fishing from the
bridge ever since he heard about its history, He't really hoping
to find his woul-mate’s body somewhere down in the depths
Unfortumately, his canstant weeping and iniveling is driving the
few surviving citizens mad. They're locked in their howses by
night, -and by day, nothing can dislodge poor Frank from the
bridge. Ith up to the Guild to either find what he's lesking for,
gr dfive him off for goed!

CONNECTS TO
- The Unhaly Maosoleum

16 | Campaign Book « Arcadia Quest

TITLE

A Hero may callect his Guild's Quest token snd take it back ta
hisown Starting Area. i the Heio earrying bt Guild's token i
in his Starting Area and hat ne Enemies sharing the same Space
he completes the Quest “Gather Frank's Bride”, The first player
to do it hecomes the "Matchmaker” and, when playing the final
scenario "The Unholy Mauscleum”, every time he kills 1 onemy
he may activate Frank, performing it movement andior attack
agaimnst-any Hero or Minion of his choice:

QUESTS

PVE

- "Gather Frank's Bride” Recover your Guild's Quest token and
bring it to your Starting Area: - Grants Titie

= "Kill Frank”™ - Grants Reward card

PVP

- "Kill Blue®, Kifl 1 hero from oppaosing Blue Guild

= "Kill Red”. Kill 1 hero frem opposing Red Guild

= "Kill Green™, Kill 1 hera from opposing Green Guild

- "Kill Qrange", Kill 1 hero from opposing Orange Guild

REWARD CARD

Power Hameu (x1)

SPECIAL SETUP

—epanate all the Quest tokens and place them face up on the
side of the board oppotite to their respective Guild's starting
areas; ac indicated on the map.

SPECIAL RULES
- If & player kills Frank, he completes the Guest “Kill Frank® and
gets the Reward Card,

= In thit scenario, Frank ignores any effect that would place him
in the Spawn tile

- A Hero may take his Guildy Quest token and bring it-to his
own Jtarting Area. When the Hero icin any Space of his Stacting
Area and has no Enemies sharing the same Space, he completes
the Quest “Gather Frank’s Bride” and discaidy the token
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FHE GRAVEYARD
e e
Outer Circle

The Graveyard wai ence beyohd Arcadia’s city walls, but has
since bean enclased, It was built on the site of a famouws battle
whermin thouandy upon thowands are 1aid to have perished,
And that's ALL the encouragement Dr.Spider needs bo carry cut
his grandest expenment yet. Combining mad magic and insane
golence, he's'devited a-meam & raise both armies st the same
timel Even the Dread King might have trouble reigning over the
risen hardes, but who can iay na te instant legicn? The herpes
must re-bury the tkull being wed before Dr. Spider succeeds, or
rick being completely overrunl

CONNECTS TO
-The Lirholy Mausoleum

TITLE

If a: Hero collects any of the four Death tokens placed on
the board during setup, he must take it to the central space
of the Graveyard. When the Hero carrying the token bk at the
indicated Space and hat no Enemies tharing the same Space, he
comipletes the Quedt "Stop the Ritual®, Only the fint player to
do it becomes the "Undertakesr” and, when playing the final
scenarie "The Unholy Maoseleum”, may remove Death Cone
cardsfrom his Heroes by paying oply | Coin per card,

T Comnpaign Book - Arcadia Quesst

QUESTS

PVE

- "Stop the Ritual”. Take 1 Death token to the central Space of
the graveyard. - Grants Title

= “Kill D, Spider” — Grants Reward card

PVP

= “Kill Blue™ Kill 1 hera from oppating Blue Guild

- "Kill Red” Kill | here from opposing Red Guild

= "Kill Green”, Kill 1 hero from oppesing Green Guild

= "Kill Orange”. Kill | hero fram oppesing Orange Guild

REWARD CARD
Tomtstone Shield (x1)

SPECIAL SETUP
= Thisscenaria starts with some Monsters on the Spawn tile, as
indicated on thesetup map.

= Separate all Quest tokeny, thuffle them and place them, face
down, in the Spaces indicated on the map.

- Place:4 Death tokems on the board as indicated, Instead of
their normal uie, they behave the ame as Quest tokens:

SPECIAL RULES

- If.a Hero is on a Space containing one of the 4 Quest tokens
and has no Enemies on the same Space; the content of the token
is-revealed, [f 3 Hero find: the Red Quest token; it & replaced
by Dr. Spider. If 3 Hero finds the Blue, Crange or Green Quest
tokens, it i replaced by a Ghost, who immedistely sttacks the
Hero who found i, (*)

« If 3-Hero kills Dr. Spider he-completes the Quest "Kill Dr
Spider” andgets the Reward Card

~In this scenario, Dr, Spider ignores any effect that would place
im in the Spawn tile.

~{fa Hero it on a Space containing one of the Death tokem and
has o Enemies on the same Space, he collects the token, This
Death token works just like 3 Quest taken, with the difference
that it it placed on the Heros figure instead of on his card, The
Hers must now take the token te the céntral Space of the
graveyard. When the Hero carmying the Death token i an the
central Space of the Graveyard and has no Enemies tharing the
1ame Space; he discards the token from the game and completss
the Quest "Stop the Ritual”.
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. BLACK

% SHRINE
e —

Inner Circle

The former Cathedral has been defiled by the Dread King
and his Mecromancers into 2 wile Black Shrine to the forces of
darknen: Wore, they've been rounding up. the few remaining
citizers a5 new recruits’ to the Dread Kings undead ammy,
Which, yes, meany terrible, terrible deathy fellowed by even
more temible undesths, HFthe Guilds could only get there first!
it they could only arm those same citizens and transform them
into new militia leader! IF only there were herces hardy encugh
to undertake wich s taskll ... Oh waitl There arel What a happy
coincidencel And yet they must beware, for the Dread King
himielf occasionally inspects the new recruits in their., er, pre-
mmistied itste,

CONNECTED FROM
=Haunted Barracka
=Lrypts

l Campaign Book-Am&aQym
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CONNECTS TO
- The Unholy Mauscleum

TITLE

i a player callects and ewcorts one of the members of the
Miiitia (Red, Green, Orange or Blue Quest token) to the exit,
he completes the Quest "Reccue the Militi™ and becomes
a "Captain of the Militia® When playing the final scenario,
The Unholy Mausoleum®, the Militia will share with his Guild
the secret of the magic back door to the Temple of Dawning
Twilight, giving him-access to the porial inside,

QUESTS

PVE

= "Rescue the Militia", Escort one Quest token to the sxit -
Grants Title

= *Kill Frank” - Grants Revard card

= "Kill van” - Grants Reward card

PVFP

= "Kill Blue™: Kill 1 hero from-opposing Blue Guild

- "Kill Red”. Kill 1 hero from eppoding Red Guild

~"Kill Green”. Kill 1 here from opposing Green Guild

- "Kill Crange". Kill | hero from opposing Crange Guild

REWARD CARD

Holy Water (x2)

SPECIAL RULES
= If a player killi Frank, he campletes the Quest “Kill Frank”™ and
gets 2 Reward Card

- If-a player killy Ivan, he completes the Quest "Kill Ivan™ and
gets a Reward Card.

= In this wenaric, Frank and Ivan dgmore sny effect that would
place them in the Spawn tile.

- If a Hero takes any of the Quest tokens to one of the 3 exits of
the Black Shrine (as indicated on the map) and has no Enemies
tharing the same Space, he completes the Quest "Rescue the
Militia", discarding the token

TITLE ADVANTAGES

= if-a player got the "Speaker forthe Dead” Title by exploring
the quarters in the "Haunted -Barracki™ dcenario, all of his
Heroes get+1 Rercll per Character currently on the Spawn tile.

= If a player got the "Punfier” Title by cleaming the noble cryptsin
the “Crypb™ scenano, he dossnot need ta Rest his Guild in order
to Rewurrect a dead Heto; he may do it freely during his turm.
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Thoie corpses that have resisted the Dread King'v call through

force of will rather than random chance are nol taken to the
Slaughterhouie for the zombie army’s sustenance, Instead, they
aro grist for the Mill of Souls, 3 cunning engine ef necromantic
power that can rend asoul through even the most tenuous
attachment to its former body, The resulting Ghests are rueful,
angry, and burning with vengsance, which fi sxactly what the
Bread King wants. Each bends knee to their undead overlord
before punsuing the living throughout the city. If the heroet can
stop the Mill (and survive the Dread King himself), they'll be yot
one itep clower to freeing Arcadial

CONNECTED FROM
= Haunlesd Barmacks
= Slaughterhouse

CONNECTS TO
= The Unholy Mausoleum

TITLE

If 2 player kills the Dread King, the player completes the "Kill
the Dread King® Quest and becomes the "Master of Death”
When playing the final icenaro, "The Unholy Mausoleum”,
every Hme the player killk 3n Enemy he reveals one of the
unued Tombstone cards

QUESTS

PVE

="kill the Dread King" - Grants Title

- "Kill Skelebone”™ - Granty Reward card

[ZH Campaign Book « Arcadia Quest
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PVP

= "Kill Blue™, Kill 1 herg from opposing Blue Guild

- "Kill Red”, Kill | hero from cpposng Red Guild

= "Kill Green’. Kill | hero from epposing Green Guild

- "Kill Orange”. Kill 1 hero from oppoding Crange Guild

REWARD CARD
Skull Helm (x2)

SPECIAL SETUP
- This scenario starts with some Mensters on the Spawn tile, ai
ndicated on the setup map,

- Separate all the Quest tokens and place them face up on the
Space on the board opposite-to their respective Guild's Starting
Area, at indicated on the map

SPECIAL RULES
= If a player kiils the Dread King, he completes the Quest “Kill
the Dread King"

- The doors to the Spacei contalning the Skelebones eannot
be opened of closed normally by wing 3 Mevement Point
Whern 3 Hero is on the Spsce containing hit Guild token, he
chooses one of these doors to open. As long as there’s a Hero
of his Guild standing on the Quest token, the door remains
open, otherwise it closes immediately. Whenever a Hero enters
the Space contalning his Guild’s Quest koken, he may choose
another door to keep dpen (closing any other that was being
kept open by hit Guild), The Guild tokeni cannotbe collectad.

= If a-Hero killy & Skelebone, he completes the Quest “Kill
Skelebene” and gets a Reward Card, if there's one ikl available.
The same player cannot kill more than one Skelebone. The
killed Skelebone s not placed fn the Spawn tile, but retumed
to the game box.

—In this scenaric, the Dread King and Skelebones ignore any
effect that would place them In the Spawn tile.

TITLE ADVANTAGES

= lf-a player got the “Speaker for the Dead” Title by exploring
the guarters in the "Haunted Baracks™ scenanc. =il of his
tiercesget +1 Reroll per Character currentdy on the Spawn tile

—1if a player got the "Mastermind” Title by killing lvan in the
“S[aughterhﬂme" icenario, when ane of hiv Heroes triggen any
kind of Reaction on a Monstes and there l another Hero Close
to it, the monster will attack that Hero instead, If thers it more
than one Hero Close to the active Monster, the "Mastermind”™
player chogsey which Herm will be sttacked
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SECRET
LABORATORY \

Inner Circle

At last! The [air of the vile Dr. Spider himselft Finally the heroey
can put 3 stop to his mad experiments once and for all. And yet,
this is no. normal laboratory! Science and magic combine here
inte an intricate tapestry of infinite fascination and imminent
death: One wrong move, and BOOM! (Cr even one RIGHT
move and itill booml) But, many of the artifacts and chemicaly
found in thi lab are among the most rare and unusual that can
be found anywhere in the world, Why, the heroes may stumble
upcn & moit potent secret weapon octwo, And yet, they must
bewate mixing noxious compounds at random, for Dr. Spider
iei no labely, and would only enjoy the chaos that 5 bad
mixture might cause.

CONNECTED FROM
= Slaughterhouse
= Crypis

CONNECTS TO
- The Unholy Maualeum

TITLE

If a-Hero killy Dr. Spl'de{, he cempletes the "Kill Dr, Spider™ Quest
and becomes the "Alchemist”, At the start of the "The Unhaoly
Mauspleum™ scenaric he gets | Healing Potion, 1 Refreshing
Potion and 1 Bxtea Turn Potion from the Expleration tokens
These are placed next-to his dashboard, can be spent by any of
his Hefoes and cannot be stolen

2N campaign Bduk;- Arcadia Quest

=

QUESTS

FVE

= "Kill Br., Spider” - Grants Title

- "Brew the Syerum” - Callect and take 2 Quest tokems to one of
the deiignated Spaces: — Grants Reward card

PVP

= "Kill Blue™, Kill T hero from opposing Blue Guild

= "Kill Red”, Kill | hero from oppesing Red Guild

- “Kill Green™. Kill 1 hera from opposing Green Guild

= "Kill Qrange”, Kill 1 hera from opposing Orange Guild

REWARD CARD
Hulking 5erum (x2)

SPECIAL RULES
= f-a player kills Dr. Spider, he completes the Quest "Kill Dr.
Spider”,

- Inthis scenario; Dr. Spider ignores any effect that would place
him in theSpawn tile

- I & player takes 2 Queit tokem to one of the Spaces indicated
by a "!" on the map and has no Enemies tharing the same Space,
he completes the Quest "Brew the Serum” and gets a Reward
card, discarding the 2 Quest tokem. The 1ame player cannot do
thin twice

TITLE ADVANTAGES

- IFa player got the "Punifier” Title by cleaniing the noble erypls
in the "Crypts” scenario, he does not need to Rest his Guild in
order to Resurrect-a dead Hero, he may do it fresly during his
turrm

= I a player get the "Mastermind™ Title by killing van fn the
“Slaughterhowe™ scenario, when ene of hiv Heroes trigeens any
kind of Reaction on & Monstet and there 5 another Hero Clae
to it the monster will attack that Herg inttead. If thare i mare
than one Hero Close to the active Monter, the "Mattermind”
plaver chooses which Herowill be attacked.

- J
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The Diead Hfl'lg'! seat of power it not 3 grand thrane room; but
rather the entrance to the vistunderground catacombs beneath
thiz mausoleum, Hese his darkness fi at its height, and the Guilds
will be iorely tested bo oust him from this-evil throne. Not only
are hit powen-exalted in this curred place, but the Guildy are at
their wesket, Redurrections are tricky to say the least. Death
lingzss here, ina very real semse, IEy 50 €pic battle fo the finish,
to destroy the Dread King and release him from his dreadful
compact. The last surviving Guild shsll emerge triumphant! And
all will be right with theworid

CONNECTED FROM
- Bridee of the Damned
- The Graveyard

= Blsck Shrine

- Mill of Scuk

= Secret Laboratory

QUEST
PVE
- “Kill the Dread King®

SPECIAL SETUP

- If a player pot the “Alchemit” Titlein the "Secret Labaratory”
scenatio, give tim | Healing Potion, | Refreshing Potion and 1
Extra Turn Potion before placing the Explomation tokem on the
board. He keeps these tokens next to his Guild dashboard.

THE UNHOLY

MAUSOLEUM
REE——

Final Showdown CONTINUED ON PAGE 28

- If a player got the "Master of Death” Title in the"Mill of Sould”
scenario, give him & face down Tombstone cards before placing
the rest on the board
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SPECIAL RULES
- "The Unholy Mausoleum® scenanio has only one Quest that
offers ne Rewards or Titles. When a player kills the Dread King,
the scenaric -and the campaign- end.

- Whenever a Hero die), he receives one Death Curte card
(in addition to the usual Death token), The Death Curses are
cumulative and the Hero must keep all he receives. Atany time,
however, a player may remove 2 Death Curse card by divcarding
the same number of coins as the value of the Death Cune card,
For example, if a Death Curse card's value & 3, the piayer has to
discard 3 coins to remove it The player may ako discard Treasure
Chest tokens to remove Death Cune cards. Removed Death
Curse-cards go to a discard pile; If the Death Curse deck runs
cut, reshuffle the discard pile and make a new deck,

TITLE ADVANTAGES

- If 2 player got the "Matchmaker™ Title by being the fist to
gather the parts for Frank's Bride in the "Bridge of the Damned”
icenanio, every time his Heroes kill an Enemy he may activate
Frank, performing (n any order its movement andlor attack
againit any Hero or Minion of his choice.

= If 2 player got the "Undertaker” Title by being the first to
step the ritual in the "The Graveyard” scenario, removing Death
curse cards costs him only 1 Coin per card, regardless of it value.

= If a player got the "Captain of the Militia" Title by tescuUing a
member of the Mifitia in the "Black Shrine” scenario, his Heroes
consider the locked door at the back of the Temple of Dawning
Twilight to be alwayr open, while the other Guilds consider it
to be always closed, His Heroes are able to attack through the
locked doorand move through it, gaining acceu to the portal
inside the temple.

= If 3 player got the "Master of Death” Title by killing the Dread
Kingin the "Mill of Souls® scenario, every time his Herces kil an
Enemy he reveaks: 1 of the Tombstane cards that were given to
him during 1etup.

- If 3 player got the "Alchemist™ Title by killing Dr. Spider in
the "Secret Laboratory” scenario, any of his Heroes can use the
potiom he was given during setup as if they were on their Hero
cards; though they cannot beitolen,

TH CampaigaBook'- Ascadia Quest

HEROES

&s DARRYN &P

"What's that, dear? Why yes. you do seem a bit
thirrty.”

Darryn loves his iword. Perhaps 2 bit too much. Not only does
he talk to it, he holdi long, meaningful conversation with it,
When asked about this peculiarity, Darryn insists he's just talking
ARCUND the sword. Not TGO the sword: (Yes, that's much les
disturbing.) Regardless, Darryn ti juit about the most enthusiastic
warriof around. He'll wade straight into any fray, preferring
unwounded enemies to those on their last legs- And, if his blade
really 15 talking to him, well, at least it's not distracting him from

his wiark.

A5 A

wg CHAZ w

"Don't hate me because 'm baautiful.”

Chaz i Darryn's brother (and they're known collectively 3
the Black Brothers, thanks to a marketing deal with the Biack
Armory who wpplies their-armor), Chaz’s dlaim to fame h his
Power Stance and Stunning Hair When (n hiv Power Stance
(and that's nearly all the time, aven sleeping) he's an umtoppable



swrdiman of wipreme skill. Unless someone muwses his Stunning {:‘ SLAGHER ZOMBIES :}
Hair. Then, he might be better described as.a fretting nitwit, as he
struggles-to comb b hair back inbo place mid-battle Thus, ith a
mark of hit prowess that the Guilds give him any work at all, (And
the kickback fram the Black Armery don't hurt anything either),

THE ENEMY

"They're not mindlass minions, Ses? The proof is right
therel That noodiey part...” =Dr. Spider

Dr. Spider imsists therey absolutely nothing wrong with his basic
rombies. They may not be able to speak, or move temibly fast,
or follow complex Instructions (ar ANY instructions beyond ‘Eat
Hero Bramy'). And yet, they're a cheap, plentiful. and effective
barmmier to Guild invasions. And have we not mentionsd the
Zombie Spring Cotillion? Such a grand affair, if somewhat lacking
In conversation. Although, the zombies have discovered a rather
ingenicus method of leaming what the others are thinking
Simply ywap braim.

&3 AXE FLINGER ZOMBIES §p

Skelebenes jusl tan't getany rest Scavengen dig them up, mad
scientists animate them, and they're constantly wbjected to
the wont humor regarding caloum intaks, empty heads, and
poor dentistry, 1ty almaost as if the heroes can't resit, snd it's no
weonderSkelebones are always so angry. By way of compeniation,
they prey on adventurens to tecure-as much clothing, armor, and
weapan at their bony frames can cammy. As troops, thcy're the
ironic ‘brains’ of the foot swoldiers, vince zombies can't be relied
upon to do more than shuffle towards the enemy,

"Such entertaining minlons! If only the casualty list wasm't
50 high from their practice drills.” -The Dread King

When the Dread King began arming his zombie hordes, he
knew they were terrible markimen: Thus, he isued swords
axes, hammen, and other meles weapons. LitHe did ke suspect
that the 'livelier’ rombiet would art flinging their axes at
enemy heroeil The new spplication wa immediately apparent.
although arming every zombie with a dozen. axer proved
imprachical. A special kind of enchantment was devized to
teleport the axe to the zombie’s hand after flinging. Note: this
enchantment is 3 marked improvement over the 'boomerang
axe’ desizn, which proved hilarfous, but... mesy,




@ GHOBTE &P

"Peaaaath! DEEAAATH awalts yooooouuu! 1! |
mean... obviciusly, You're mortal, right? Right then. |
stand by my statement.”

Ghaosts have been brought back from beyond the veil of death
to haunt the living and scare the pants off heroes. They claim
tremendous insighti into the Grest Beyond, and often adopt the
air of philosophers and oracles And yet, when plied for spetifics,
they tend to get . hazy, As loval miniors to the Dread King
and Dr. Spider, Ghosts like toserve 33 thock” troopy, although
they're mare like 'jump scare’ troopd in practice. SHll, heroes
would do well not to underestimate these wispy enemies, since
they have little to fear from death itself,

& NECROMANCERS 45

"OFf courxe this racket will raise the dead. That's the
whole point, you philistine!”

MuostNecromancen began theircareers ai a4 piringmusiciansand
singers attending Arcadia Univeruty's prestigious Canservatory
program, flai, not everyane i destined for greatness,.. oreven
medigcrity. In fact, most Necromancers can be quite rightfully
labeled ai the worst musiciamt and sungen in the realm, and.
like all fatled artists; have turned to dark magics to exact their

n CampmgnBook, . Arcadm Quest
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vengeance upon thelr gritics, Even those with the slightest
magical talent can use their disharmenic gifts to raise the dead
from theircrypts and call back spirits long banished acron the
veil of death.

& IVAN &

"This brain? Ummi.... | think it belongs to 'Abby’
someaanea....”

While a perfectly capable lsb assistant and toady, lvan has never
been overburdened with an abundance of brain... until nowl
He discovered kil fove of brain collecting early in service to Dr.
Spider, and now roams graveyards and maorgues the world over
1earching for perfect specimens for his collection. Mind you,
only lvan can say what makes fora "pedect brain’, but he'll wax
eloquent on the merits and faults of every brainin his bag, seme
of which have been there for a considerable time. I fact, it
good that most of hit cempanians are undead, and thw in no
danger of being bored to death

& FRANK §»

"Frank just want big hug!”




While Frank & one of Dr, Spider’s most successful experiment,
thit hulking monstrosity wal implanted with a brain too small
and a heart too big. Frank wants nothing mere than to be
loved. Alas, he hai concluded that he'll never find 2 seulmate to
match him, so he'll do the next best thing: build-his ownl Often
feund sccompanying lvan, the ducwill scavenge graveyard after
graveyard looking for the right party, Ivian keeps the braini, and
Frark keeps whatever he needs, Unfortunately for any heroe
that happen upon him, Frank will brook no interference in this
mighty guest-of his-ownl

&& DR.SPIDER &9

“No, not 'Spider’ like the arachnid. W't pronounced
SPEEDER. Yes, the 'I' is a long 'E". | think | hknow how
my own name 5 propnounced, thank youl™

Mobody paid-muth sttention when Dr. Spider was expelled from
Arcadia Univeniity for excenive expermenb into Neoomanoy,
Even Lord Fangignored him aftertaking over the city; and the bad
Dictor pillaged the cemeteries and mauioleums of Arcadia for test
subjects. Ohsesied with his expenments, Dr, Spider retreated to his
secret lab and worked longhiours to tease the secret of immartality
from the univene, and to prove, once and for all, that he should
have fame, fortune, and (most impartantly) tenurel

(¥ THE DREAD KING &9

"Wizards. Worse than lawyers. We won't be needing
either when I'm bach on my throne.”

Cince the great and hooorable king of his realm, the Dread
King longed to exténd his life and continue to rule. Hemade a
pact with & dark wizard that would grant him immortality. Alas,
dark wizards are known for their treachery, and dark pacts are
known for their fine print. The Bread King was (ndeed grant=d
immortality, but only In a twisted undead form, The Wizard
tound him to the crypts deep below Arcadia. Many centuries
later, with the Dread King completely erased from history, Dr.
Spider’s deranged experiments [and indane, cackling laughter)
Rave finally thattered the fast remnants of the decaying binding:
Mow, riven once mote, the Dread King teeks to establish his
kingdom from the ‘trespassers’ in-Arcadia, and rule for éternity
fram beyond the grave!
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