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is, High Cleric of the Divine Aneres, Prior of the Monastery of Hea\fen_s i
last living witness of what happened...
And it is I, the Chronicler, who alone can tell thee of this Saga.

Let me tell you of the days of high adventure!

embering the promise made to my High Master, Claudius, who awakened the Heroes, | decided
'ould be devoted to writing the chronicles of this epic band of heroes, as each legend déservgs

1. Cosmreonent List

Inside this Sword & Sorcery expansion you will find an extensive set of

components:
4 This Storybook ACT I ¢ 15 Enemy cards
4 1 Book of Secrets ACT I ¢ 3 Enemy Power cards
4 1 Rules Reference Sheet ¢ 2 Trap cards
¢ 15 Enemy figures ¢ 8 Emporium cards
¢ 1 Master Enemy figure ¢ 9 Treasure cards
4 1 Master Enemy scroll 4 5 Event cards
4 9 Enemy scrolls ¢ 2 Quest Cards
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2. - Tre CRRODICLES OF AARCADE PORTAL

~Hail, stranger! This manual gives detailed instructions on how to set up Efreets ) Flaming demons so devoted to
" the quests of your Sword & Sorcery (S&S) Arcane Portal cxpansion. destruction they willingly increase their
: 5 attack power by sacrificing their own
This expansion-uses all rules from S&S: Immortal Souls, in addition to Shraka

what is detailed in the Arcane Portal Rules Reference Sheet.
Ancient stories tell that some of them are able

Each quest can be played as a standalone game by using the starting values T ke TS Cs Co e

or as a part of the entire story in a unique and legendary campaign.

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

3. Prauine ARcane PORTAL

Nightwalkers — Mighty Demonic %
spawn used as the defensive front line of

For this expansion, the minimum Soulrank is I, which means heroes the infernal army.
begin any Arcane Portal Quest with a minimum Soulrank Il and, even
in case of death, the Soul Gem will never shift down to Soulrank | (i.c.
a dead Soulrank Il hero remains Il and must pay 2 Soul Poin€s to

resurrect using a Shrine).

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

The maximum limit is I'V. 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 I, the main plot
of the story told in the next Sword & Sorcery expansion... Darkness Falls! Hellspawn — The demon of flame and smoke secking 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!

4. ... ERom ThE ABUss!

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.
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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 due to Abyssal Mastery Il
of the Blue Demonic Cultist.

IT: If activated, the Blue Demonic Cultist attacks Auriel with Arcane Bol€s first 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 Waroen | and Waroen Il Powers of the two
Nightwalkers in his area. The best choice is to attack the Blue Nightwalker, suffering only the -1~ from the Wawroen I Power of the Green Nightwalker.
IV: If activated, the Green Efreet (not wounded) attacks Ecarus with FLame S€rike. Just after the attack, since the area is dominated by enemies,
Ecarus will suffer Fire I due to Blazing Fire | 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 Hano. Then, since it is not engaged with 2+ heroes (only
Ecarus is there), it will use the Guar® Il Power to move to the same area as the wounded Blue Efreet.







































