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1. COMPONENT LIST

Inside this Sword & Sorcery expansion you will � nd an extensive set of 
components: 

 ♦ This Storybook ACT I  
 ♦ 1 Book of Secrets ACT I 
 ♦ 1 Rules Reference Sheet  
 ♦ 15 Enemy � gures  
 ♦ 1 Master Enemy � gure
 ♦ 1 Master Enemy scroll
 ♦ 9 Enemy scrolls 

 ♦ 15 Enemy cards
 ♦ 3 Enemy Power cards
 ♦ 2 Trap cards 
 ♦ 8 Emporium cards
 ♦ 9 Treasure cards
 ♦ 5 Event cards
 ♦ 2 Quest Cards

COMPONENT LIST
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2. THE CHRONICLES OF ARCANE PORTAL

Hail, stranger! This manual gives detailed instructions on how to set up 
the quests of your Sword & Sorcery (S&S) Arcane Portal  expansion.

This expansion uses all rules from S&S: Immortal Souls, in addition to 
what is detailed in the Arcane Portal Rules Reference Sheet.

Each quest can be played as a standalone game by using the starting values 
or as a part of the entire story in a unique and legendary campaign. 

In campaign mode, the suggested mode of play, every achievement 
modi� es the development of future quests, creating a deeper and more 
immersive experience in the Sword & Sorcery storyline.

3.  PLAYING ARCANE PORTAL 
For this expansion, the minimum Soulrank is II, which means heroes 
begin any Arcane Portal Quest with a minimum Soulrank II and, even 
in case of death, the Soul Gem will never shift down to Soulrank I (i.e. 
a dead Soulrank II hero remains II and must pay 2 Soul Points to 
resurrect using a Shrine). 

The maximum limit is IV. No hero can go beyond it. Once all heroes have 
reached this limit, additional soul points can be spent in any way except to 
enhance the Soulrank over the limit. At the end of this expansion, the 
remaining soul points can be stored for use during ACT II, the main plot 
of the story told in the next Sword & Sorcery expansion… Darkness Falls!

4. ... FROM THE ABYSS!
This expansion introduces new, infernal enemies, summoned to bring 
chaos & death to the Talon Coast!

Demonic Cultists – Humans with 
a corrupted will, their only focus is 
bringing the infernal abyss to all the 
Talon lands. 

Their dark rituals have provided them 
with unnatural and demonic powers.

Efreets – Flaming demons so devoted to 
destruction they willingly increase their 
attack power by sacri� cing their own 
defenses.

Ancient stories tell that some of them are able 
to make wishes come true.

Nightwalkers – Mighty Demonic 
spawn used as the defensive front line of 
the infernal army.

Their ethereal existence makes them 
extremely resistant to non-arcane 
attacks.

Hellspawn – The demon of � ame and smoke seeking to cross the Arcane 
Portal to reach the Talon’s lands. Once accomplished, only the Immortal 
Heroes can attempt to stop it, preventing the worst, infernal scenario! 
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4.1 Infernal Interactions!
These new, menacing enemies are especially designed to interact with each other to defeat any hero who dares to cross their path! The examples represent a 
series of “what if” situations that may happen during play with this expansion. Before each bullet, imagine resetting the combat scene as shown.

 ♦  I: Auriel cannot attack the Blue Demonic Cultist because the Guardian Power of the Red Nightwalker prohibits attacking any other enemy in its 
area, so Auriel is forced to attack the Red Nightwalker. This enemy will reroll all Def Dice not showing 

 Nightwalker prohibits attacking any other enemy in its 
 due to Abyssal Mastery II  

of the Blue Demonic Cultist.
 ♦ II: If activated, the Blue Demonic Cultist attacks Auriel with Arcane Bolts � rst and then, since there are 2 heroes within 1 area (Auriel and 

Ecarus), it uses the Summon Demon Power (discarding 1 Charge) to activate the highest Rank Demon in play (Red Nightwalker). Finally, the 
Blue Demonic Cultist moves away 1 area (preferring the empty area).

 ♦ III: Ecarus may choose the target for his attack, but attacking the Efreet means -3  due to Warden I and Warden II Powers of the two 
Nightwalkers in his area. The best choice is to attack the Blue Nightwalker, suffering only the -1

 due to Warden I
 from the Warden I Power of the Green Nightwalker.

 ♦ IV: If activated, the Green Efreet (not wounded) attacks Ecarus with Flame Strike. Just after the attack, since the area is dominated by enemies, 
Ecarus will suffer Fire I due to Blazing Fire I Power. Finally, the Green Efreet moves away 1 area (preferring the empty area).

 ♦ V: If activated, the Blue Nightwalker attacks Ecarus (its preferred Victim) with Spectral Hand. Then, since it is not engaged with 2+ heroes (only 
Ecarus is there), it will use the Guard II Power to move to the same area as the wounded Blue Efreet.


























