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[NTRODUCTION

Monster Mod cards expands Descent: Journeys in the Dark
Second Edition - Road to Legend by providing small decks of
cards that are used to empower each monster group with
varying properties.

This card pack introduces a way for players increase the
challenge as they grow stronger throughout a campaign.

The heroes may also track their performance by logging
played quests and the power of which Mod decks they've used.
These mod cards require the base game and a green power die.
The cards are balanced with a 4-hero party in mind.

MONSTER MOD DECKS

Before starting each quest, the heroes may choose to set aside a
set of monster Mod decks. A set of monster Mod decks consists
of a Minion deck which is applied to only minien monsters of
a monster group and a Master deck which is applied to only
the master monsters of that monster group.

Each time a new monster group comes into play, players draw
1 Minion Mod card and 1 Master Mod card. These cards are
placed above and below the the Monster card in a particilar
way as shown on the Goblin Archer Monster card to the right.

How to interpret the information on these cards and more

in-depth rules are written further in chis rulebook.

COMPONENTS

8 ONE-STAR MINION 8 Two-StarR MINION

Mob Carps Mob Carps

10 ONE-STAR MASTER
Mob Carps Mob Carps

2 MINION- , 3 MASTER- AND
3 LieuTENANT UNIQUE
Mobp Carps

10 Two-STAR MASTER

W] DOWNLOAD THE APP

To download the Road to Legend app,

B| scarch for “Road to Legend” on the Apple

Bl iOS AppStore™, Google Play” store, Amazon
Appstore, or Stean.
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Exch rime this monster is an
| it moves §space away from
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THREE-STAR MINION
Mob CARDS Mob Carps

10 THREE-STAR MASER 10 Four-STAR MASTER
Mob Carps Mob CaArps
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1 sET oF MOD DECKS WITH AN EQUAL AMOUNT OF STARS
IS CHOSEN. THE OTHER DECKS ARE NOT USED.

See choosing and upgrading Mod cards on page 7.
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MONSTER
TRACKER

REFERENCE

1. Minion Mod card deck (draw pile)................ Page 4.
.2. Master Mod card deck (draw pile)....ccvcvunnecec Page 5.

3. Unique/Licutenant Mod card (draw pile)....Page 6.

4. Regular monster group.......cecveeeveercvennee. Page 4 & 5.
5. Lieutenant MONSter . o verereererserseeessersenene Page 6.
6. Monster group with a Unique monster......... Page 6.
7. Blay arca. B S Sce Road to Legend Rulebook.



HOW TO PLAY

Before starting 2 new quest, the heroes may choose to set aside
a set of Monster Mod decks to use during that quest.

The players a pick:
- A Minion Mod deck, containing 8 small cards
- A Master Mod deck , containing 10 small cards

Both of these Mod decks must have an equal amonnt of stars
indicated on the bottom right corner of their cardbacks.
Each deck is shuffled and placed next to eachother, facedown
close to the area where Monster cards will be placed.

1-sTaR 2-STAR 3-STAR 4-STAR
MOD CARD MOD CARD MOD CARD MOD CARD

DRAWING MOD CARDS

Each time a new monster group is spawned,
they are automatically added to the monster
tracker in the app. When this happens and
that monster group’s card is drawn and
placed on the board, the players draw

1 Minion Mod card and 1 Master Mod
card from the top of cach deck.

MINION MOD CARD

When a Minion Mod card is drawn,

it is rotated depending on the minion count MONSTER
of the “group limits” on that monster’s TRACKER
Monster card. This is a way to balance the added
characteristics beeween smaller and larger monster groups.

, Applied to a monster card
with a group limit of 3-4
minion monsters (c.g. Goblin
Archers and Barghests).

—

Applied to a monster card

B with a group limit of 1-2

B minion monsters {c.g. Extins

* and Hybrid Sentinels).

The players look at the backside of the Monster card.
The amount of minien monsters limited by the monster group

limit in a 4 -Hero game is what determines which side of the
card is applied.

.

Note that monster groups with an amount of minions greater
than 4 are not affected by minion Mod cards (¢.g. Kobolds).

When the correct half of the minion Mod card is chosen, it is
placed so the Monster card is overlapping the inactive half of
the Minion Mod Card, like the image below.

The characteristics on the minion Mod card and the top part of
the Monster Card arc then added rogether to determine the
power of every Minion monster in that monster group, even

potential reinforcements (Page 5).

Example.

§ Each minion Goblin
8 Archer has 6 Speed,
5 Health and a gray
defense die.

Mob carDp Back Mob cArRD FrRONT

1. Name: This area displays the name of the Mod card.

2. Star level: This area displays which minion Mod deck
this card belongs to.

|I 3. Monster group minion amount: This area displays
which part of the Mod card that should be added to the

Monster card, depending on the group limits.

Extra attack dice: This arca displays the power dice
added to the minion monster’s attack pool.

Extra Characteristics: This area displays the amount of
Speed, Health and Defense added to the minions of
that monster group.




MASTER MOD CARD

Unlike minion Mod cards with different halves depending
on group limits, all information on a master Mod card is
applied to the master monsters of a monster group,

no matter the group size {even in cases where a monster
group has multilpc master monsters ¢.g. Fire imps and
Reanimates).

The Master Mod card consists of characteristics that are
added only to the master monsters of a Monster group.
In addition, the Master Mod cards have a section for
addirional abilities and effecs.

Example:

This master Ettin has

3 Speed, 11 Health and a
defense pool of 1 black,
and 1 gray die.

An attack pool of 1 blue,
2 red and 1 green die.

In addition, when che
master Ertin is defeared,

When this monster is defeated,
move each hero 1 space toward
this monster. Then this monster
performs an artack that affeces
cach hero adjacent to it

cach hero is moved 1 space.

ANOTIAD

then, the master Ectin performs
a multi rarget attack before it
is removed from the map.

MASTER MOD CARD ABILITIES

Master Mod cards have different abilities and effects

that may change the way a hero would deal with 2

specific master monster. The abilities described on

the Mod card works the same as the original abilities shown
on the front of the monster card. Mod cards usually only
provide 1 fully described ability, buy may provide muriple
abilities.

MasTer Mop Carp
WITH MULTIPLE ABILITIES

" LvawoD 1o e

After this monster is artacked,
it moves 1 space away from the
figure thar resolved the arack.

If any official cards or rules come in direct conflict
with the abilities shown on a master Mod card, the
official cards and effects take precedence over the
abilities on that Mod card.

When resolving these abilities players frequently have
multiple options. When this happens, it is up to the
players to decide how to resolve it within the confines
of the provided instructions. How the decision-making
is approached is largely up to the play group and should
match the decision making when it comes to the

app’s instructions.

Regardless of how players approach them, these decisions
should be made as quickly without excess deliberation.
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MASTER MOD CARD ANATOMY

s arcacked

If chis ¢

by 2 hero wi

Mob carDp Back Mob cArRD FRONT

1. Name: This arca displays the name of the Mod card.

2. Starlevel: This arca displays which master Mod deck this
card belongs to. The more stars, stronger the monsters.

3. Extra characteristics: This area displays the amount of
Speed, Health and Defense added to the master monster’s
original characteristics.

4. Extraattack dice: This area displays the power dice
added to the master monster’s atrack pool.

5. Extra Ability: This arca displays any extra abilities the

master monster gains.
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DISCARDING MOD CARDS

The active minion Mod Card is discarded when ecach monster

of a2 monster group is defeated and the players select “Defeat group”
on the app’s monster tracker.

DEFEAT GROUT

As soon as the first Master monster

of a monster group is defeated.

The active master Mod card is discarded.
In groups that contain more than 1 master

monster, the remaining master monsters
lose cheir added bonuses {c.g. Fire Imps, Reanimates and Kobolds).
When the last card is drawn from a Mod deck’s draw pile, the players
shuffle cach discarded Mod card back into new draw piles.

REINFORCEMENTS

The app often instructs players to reinforce monsters groups already
on the map by respawning one or more recently defeated monsters.
In this case, the new minion monsters are affected by a potentially
active minion Mod card.

If a master monster is reinforced, ic will not cause a new master
Mod card to be drawn since it has been discared when che first
master monster was defeated. This can lead to a reinforced master
being weaker than a minion if a strong minion Mod card is in use.

If the Reinforcements mechanic causes a defeated group that was
just removed from the app’s monster tracker to reappear on the
monster tracker, do not draw and apply new Mod cards to that group
of reinforcements. In this case it is treated as the same group that has
been defeated eardier.

However if a group of the same monsters reappears later in a quest
as a completely new group and obviously not due to Reinforcements
mechanics, draw and apply new Mod cards to that group as usual.



UNIQUE MOD CARDS

When a unique monster is featured in a quest and added to

the monster tracker, do not draiw and apply a regular Mod card
to that unique monster.. Instead, apply 1 of the unigue Mod
cards to that monster. There is a unique card for cither

unique master monster, which is most common, and there

is also a card for unique minion monsters.

The app usually provides the unique monster with additional
Health, which is displayed in the lower-left of its portrait.
The addicional Health added by the app, 4nd unique Mod
cards are added together.

There is no deck of different unique Mod cards.

Each copy of these cards provide the same characteristics.

UNIQUE MONSTER
WITH +4 HEALTH

Master UNIQUE Mobp CARD

Example:

During a game where a set of
3-star Mod decks are used,

a unique Flesh Moulder appears.

Instead of drawing a card from
the master Mod deck, players
instead apply the master unigue
Mod card to this monster.

That monster’s total Health is:
T+6+4=17

Monster card 27 ) + Unigque Mod card (6)
+ extra Health on the app’s monster tracker (4)

LIEUTENANT MOD CARDS

When a Licutenant Monster is featured in a quest,

the Lieutenant unique Mod card is applied to

that monster. The layout of this side matches the
Licutenant card and has slightly different characreristics.

LLIEUTENANT ON THE
MOoNSTER TRACKER

Discarpbing UNiQUE Mobp CarDs
When a Unique/Licutenant monster is defeated and che players
select the “Defeat Unique” button, the Unique/Lieutenant Mod

card is discarded.
DEFEAT
UNIQUE

If you have purchased any Licutenant pack and added it to your
collection, an Agent can appear as a random Major Peril in Road
fa Lieutenant and have a

to Legend. This agent uses the figure o

very similar monster card.
However, a Licutenant Mod
card should #e# be applied to
an Agent card. When an
Agent card is drawn and put
into play, no kind of Mod
card is applied to thar
Agent card. .
AGENT CARD  LIEUTENANT CARD

g ; L

UNIQUE /LIEUTENANT MOD
CARD ANATOMY

LiEUTENANT UNIQUE
Mob CarD

MasTER UNIQUE
Mob Carp

MinioN UNIQUE
Mob Carp

| 1. Name: This area displays the name of the Mod card.

2. Star level: This arca displays which part of the card
that belongs to which Mod deck. Apply the part of the
Licutenant/Unique Mod card with the same amount
of stars as the active master and minion Mod decks.

3. Extra characteristics: This arca displays the amount of
Speed, Health and Defense added to the Lieutenant/
Unique monster’s original characteristics.

4. Extra attack dice: This area displays the power dice added

to the uniqe monster’s attack pool.

.




CHOOSING AND
UNLOCKING MOD DECKS

Before starting any quest, players can decide
to increase the challenge by setring aside a set 1-STAR MOD ICON
of Mod decks. The first Mod deck ever used (STARTING DECK)

by the heroes during a campaign is always
the set of 1-star Mod decks.

Soul to Save

A beloved priest has been kidn;ippcd b__\' one of his

former acolytes.

From this view, when players choose 1o travel to a new guest,
is when the players may choose ro pur a ser of Mod decks inro play.

If players want to apply Mod decks on the introduction quest
ofa campaign, they may place the 1-Star decks in their play
area when they have chosen heroes, and are about to stare the
new campaign.

However, it is #ot recommended to use mod decks before
cach hero has recieved at least 2 XP to spend.

If a quest with active Mod decks is completed, without failure.

The Heroes unlock the option to choose a monster deck with 1
additional star on further quests.

Once a sct of decks is unlocked, the players may still choose to
use mod decks with fewer stars of no mod decks at all.

1-STAR 2-STAR 3-STAR 4-STAR
Mob DEck Mob DEeck Mob DEeck Mob DEeck

bE@EB

Players start Complete a Complete a Complete a

with this deck  quest with quest with quest with
available al-StarMod  a2-Star Mod  a 3-Star Mod
Deck Deck Deck

Example: Unlocking Mod Decks

The heroces choose to start a quest using the 1-Star Mod decks.
The quest is completed.

On their next quest, the heroes may now choose to cither:

- Not use any set of Mod decks
- Use the 1-star mod decks again
- Use the 2-star mod decks

If the heroes choose the 2-Star Mod decks and complete it,
the 3-star Mod decks are unlocked. Once a quest with a set of
3-Star decks is completed, the 4th and final Deck is unlocked.

FANTASY FLIGHT SUPPLY

PROTERTIVE
CARD SLEEVES

TRANING

STAR TRACKER

As the players complete quests throughourt the campaign, they
can write down their results in the tracking table at the end of
this rulebook.

Separete printable tracking sheets can be found on the forum
thread for this expansion.

Here, players will fill out which set of Mod decks was during
cach quest. This helps keeping track of which decks have been
unlocked.

At the end of the campaign, the heroes add the total stars

of all quests they have won and get a final score {Star scorce).
Quests where the heroes lost, are not added to this score.

Example: Filled out tracking rable

#1
#2
#3
#4
#5
#6
#7
#8
Total Star Score:

XP REFUND POINTS

Each hero gains 1 XP Refund point the first time a quest is
completed using a Mod deck with a new amount of stars.
This means that a hero has gained 4 XP Refund points if
quests have been completed using all 4 levels of Mod decks.
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In between quests, a hero may spend XP Refund points equal
to any of his Class cards to return a chosen card to the game
box and regain XP equal to the XP cost of that card.

Example: A hero spends 2 XP refund points to regain 2 XP
from toggling off Counter Attack and Cripple in the Training
Screen. Then, spcnds 2 XP to purschase Weapon Mastery.

Berserker
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CAMPAIGN:
DIFFICULTY SET IN THE APP,

O NORMAL

NAME:

U HARD

QUEST
NUMBER

WIN

LOSS

*
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#1

7=

#2

#3

#4

#S

#6

#7

#8

#9

#10

#11

#12

#14

#15

#16
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Total Star Score:

XP REFUND POINTS

Each hero gains 1 XP Refund Point
the first timne a quest is completed
while using a new level of Mod decks
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UNLOCKING MOD DECKS

1-STAR
Mob DEeck

2-STAR
Mob DEeck

3-STAR
Mob DEeck

4-STAR
Mob DEeck

‘N

Players start

Complete a

Complete a

Complete a

with this deck  quest with quest with quest with
available asetof 1-Star  asetof 2-Star  a set of 3-Star
Mod Decks Mod Decks Mod Decks
DRAW DISCARD
When the players choose
MINION “Defeat group” on the app’s

When a new monster
group appears in the

Monster Tracker

app’s monster tracker When the first Master
MASTER monster of a monster
group is defeated
When 2 Untiquels When the players choose
UNIQUE/ Lxeutcnz?nt monsti::r "Defeat Unique” on the
LIEUTENANT| appearsin the app’s

monster tracker

REINFORCEMENTS

If the Reinforcements mechanic causes a defeated group that was just

app's Monster Tracker

)
removed from the app’s monster tracker to reappear on the monster tracker,

do not draw and apply new Mod cards to that group of reinforcements.

However if a group of the same monsters reappears later in a quest as a

completely new group and obviously not due to Reinforcements

mechanics, draw and apply new Mod cards to that group as usual.




