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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 Guaroian 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.

4 II: 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).

4 III: Ecarus may choose the target for his attack, but attacking the Efreet means 3%.\ due to Waroen | and Waroen |l Powers of the two

Nightwalkers in his area. The best choice is to attack the Blue Nightwalker, suffering only the 151\ from the Waroen | Power of the nghtwalker ¥
¢ IV: Ifactivated, the Efreet (not wounded) attacks Ecarus with FLame Se€rike. Just after the attack, since the area is dominated by enemies,
- Ecarus will suffer Fire I due to Blazing Fire | Power. Finally, the Efreet moves away 1 area (preferring the empty area).. -

4 V:Ifactivated, the Blue Nightwalker attacks Ecarus (its preferred Victim) with Spectral Hand. Then, since it is not engaged thh 2+ heroes (on i gt
i Ecarus is- there), it w1ll use the Guanb I Power to move to the same area as the wounded Blue Efreet.
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ACT I - QUEST VI
Wishmaster
INTRODUCTION

The pale light of dusk, prelude to a cold winter night, welcomes the heroes to the city of Stonemaiden. Drawn by the spell held in their Soul Gems and by the
shadows of nameless fears whispering of a cult focused on ending the world, the heroes’ path brings them to the slopes of the majestic and imposing Thunder
‘Mountains. The deeds accomplished by the heroes for the city of Twin Wyrms echo throughout the Talon Coast and carn the party a room in Stonemalden s
largest inn, the Inn of the First Home. It is here, on the doorstep of this inn, where everything begins. Go to $8.1.

Stanoalone Quest Values

Soul Points: Crowns: : Treasures: Soul Weapons:
20xHero 275 8 1

Enemy Deck

Special Locations

Place Story Event 1 @ as indicated on the map.

Special Quest Rules

Emporium: Heroes cannot visit the Emporium before this Quest. In a standalone Quest, heroes can only purchase Equipment Items before this Quest.
Waypoints: Only heroes not engaged in combat can resolve Waypoints.
# Day (Event 4): No additional effects.

P Night (Event 5): When it enters play, see Paragraph §8.33.
uest Fail: € quest fails if the last Event card 1s discarde a €roes are ost Souls, see IParagra 40,
Q Fail: The q fails if the last E d is di ded OR all h Ghost Soul Paragraph §8.48
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Quest Setup
MagiTlles 2A, 3A 4A 6A; 8A, 10A, 11A, 12A, 13A, 14A, 15A, 16A, 17A, 18A, 19A, 23A, 33B.
Wall Tiles: 11A—13A 11A-18A, 12A-8A.

Tokens

1x Closed 1x Closed 1x Closed 4x Search 5

Spawn Gate Spawn Gate = Spawn Gate T TGAL R
3x Chest 1x Difficult  3x Normal  3x Locked e
Overlay Door ~ Door e

2+ R

1x Open

1x Shadow  1x Shadow .
Shrine

]

6x Waypoint (1,2,3,4,5,X) 1x Story Event (1)

Shadow Reserve

2 Enemies|Champion

2-3 1 1
E 4-5 1 2 § :

Book of Secnets

Story Events| § || Waypoints
Story Event 1 | 8.35 || Waypoint 1
Story Event 2 | 8.34 || Waypoint 2
Story Event 3 | 8.36 || Waypoint3 | 8.

Night | 8.33 || -WaYPomt 48
3 i e IR B Waypomt 5
i Waypomt X
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ACT I - QUEST IX

hellraiser

INTRODUCTION

- After more than a day spent searching for any trace of the fleeing scarlet cultist and his followers, the heroes find themselves midway between Stonemaiden :
and the Thunder Mountains. The hillock before them marks an invisible border, the end of the areas patrolled - nominally - by the rangers of the city and the
beginning of the wilderness, where the forsaken enemy becomes more threatening.

Stanoalone Quest Values

Soul Points: Crowns: Treasures: Soul Weapons: e 1
23xHero 300 . 9 1 w3

Enemy Deck

20 F 4 3 “18 il 23

Lo [
| ™ I

——=

5]

Shuffe o~ ~~  Shuffle ¢~ ‘>~  Shuffle o~ “~  Shuffle ~~
Special Locations
Place Story Event 1 @ as indicated on the map.
Special Quest Rules p

# Day (Event 4): No additional effects.
P Night (Event 5): No additional effects.
Quest Fail: The quest fails if the last Event card is discarded OR all heroes are Ghost Souls, see Paragraph §9.26.
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o R e s Quest Setup
Map Tiles: 5B, 6B, 13B, 14B, 15B, 16B, 21B.
/7P Keep aside 7B, 8B, 11B, 12B, 17B, 18B, 19B, 22B, 33B.

F Tokens
7

1x Open 1x Closed 1x Search 1x Barrier -
Spawn Gate Spawn Gate Area Overlay - =

b=l

1x Blind Side 1x Normal = 1x Locked
Overlay Door Door

3x Shadow  3x Shadow i O.p vk
Shrine
3x Waypoint (1,2,3) 1x Story Event (1)

Shaoow Reserve

P ¥eTeleYeYan

Citizen | Enemy |2 Enemies|Champion

1 1 1 1

1 3 1 2 §

Book of Secrets

|

i

Story Events| § Waypoints
Story Event 1 9.4 || Waypoint 1
Story Event 2 9.8 || Waypoint 2
Story Event 3 | 9.22 || Waypoint 3

. || Waypoint4 |

‘Waypoint 5

|| Waypoint X |
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ACT | - QUEST X

Fear Of The Dark

INTRODUCTION

“With the Guardian Demon defeated, the party soon finds itself in a thick web of subterranean passages. Before the heroes, the road seems to split exactly in-
two: one side leads to a series of natural caves from which unsettling noises echo forth; the other follows a carved stone corridor ending at a heavy metal door
that, judging from the signs on the ground, has been recently used. Whichever way they choose, the party is confident in the final goal of this adventurc keep
marching through the darkness and stop the ritual before it is too late!

Stanoalone Quest Values

Soul Points: Crowns: : Treasures: Soul Weapons:
26xHero 325 10 1

Enemy Deck

2

Shuffle ' Shuffle

Special Locations

None.

Special Quest Rules
# Day (Event 4): No additional effects.
P Night (Event 5): No additional effects.
Quest Fail: The quest fails if the last Event card is discarded OR all heroes are Ghost Souls, see Paragraph §10.14.
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o : Quest Setup
‘Map Tiles: 9B, 19B, 26B, 30B, 32B.
/7P Keep aside 1B, 10B, 11B, 12B, 17B, 18B, 23B, 24A, 25B, 29B, 31B, 33B.

Tokens
sl

1x Open 1x Scarch. 15 Difficult =~ 1x Locked
Spawn Gate Area Overlay “Door.

2+ R4

1x Shadow  1x Shadow

1x Open 2x Waypoint
Shrine (1,2)

Shadow Reserve

O

Enemy |2 Enemies|Champion

1 1 1

2 1 3 g

m(‘oohz('bm

|

4

Book of Secrets

Story Events| § Waypoints | §
Story Event 1 | 10.10 || Waypoint 1 10.1
Story Event 2 | 10.3 || Waypoint 2 10.2
Story Event 3 | 10.5 || Waypoint3 | 10.6 .

5 e Wayp'bi_n_t":"éi 10.4

N Waypoint 5 | 109
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ACT | - QUEST XI

'I!Iw Rifual Of The Beast

INTRODUCTION

With the Hellraiser defeated, the heroes decide to enter the cave and stop the last ritual, yet an eagle’s cry draws their attention. A flock of raptors appears from
the dusky sky and dives for the party! The largest eagle opens her wings and lands gracefully in front of the heroes, placing a scroll and leather sack before them.
She is soon followed by the other eagles with similar items, until the whole flock, their mission complete, takes off toward Stonemaiden. A pile of items is the only
trace of their visit. See Emporium Special Quest Rules and then Paragraph §11.1.

Stanoalone Quest Values

Soul Points: Crowns: : Treasures: Soul Weapons:
29xHero 350 11 1

Enemy Deck

~~  Shuffe ~~ “~  Shuffle o~ >~ Shuffle ~ =~  Shuffle ~~

Special Locations
Place Story Event 1 @ as indicated on the map.

Special Quest Rules

Emporium: At the beginning of this Quest, each hero can visit the Emporium to acquire up to 2 Emporium card for free (excluding Bounties and
Hollywood Armory cards), Heroes cannot use Buildings except for the Enchanting Anvil, which each hero can use once for free, then no other use or
purchase is allowed.

Event Cards: Ignore the spawn effect of all Event cards.

Blue Demonic Cultist: When the Blue Demonic Cultist dies, remove it from the Quest.
# Day (Event 4): When it enters play, see Paragraph §11.17.
) Night (Event 5): When it enters play, see Paragraph §11.3.
g play grap
: Ql}est Ea_il: The quest fails if the last Event card is discarded OR all heroes are Ghost Souls, see Paragraph §11.32.
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Rt | Quest Setup

‘Map Tiles: 11B, 17B, 18B, 19B, 20A, 21B, 228, 23B, 28B, 30B, 32B, 33B.
Wall Tiles: 18B-22B

Tokens

v 2

1x Open 1x Closed 1x Closed 1x Closed
Spawn Gate Spawn Gate Spawn Gate  Spawn Gate

) (A

4x Search 3x Chest Ix Difficult  3x Locked
Area Overlay * Door

@B Y O

1x Open 1x Magic
2x Shadow  2x Shadow Shrinie Lock

1]2] | ol

5x Waypoint (1,2,3,4,5) 1x Story Event (1)

Shadow Reserve

mnownm

Enemy |2 Enemies|Champion

1 1 1
e

Book of Secrets

NS
249N
p—
@)

Story Events| § Waypoints | §
Story Event 1 | 11.13'|| Waypoint1 | 11.2
Story Event 2 | 11.14 || Waypoint2 | 11.4
Story Event 3 | 11.16 || Waypoint 3 | 11.10

Night | 11.3 || Waypoint 4 |11.21
" Day | 11.17| Waypoint5 |
1 || waypoint X | 1125
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~ TAKE CONTROL OF UF TO 5 GO AGENTS, EACH WITH LNIOUE POWERS, ITEMS AND WEAFONS AND .~
' FIGHT AS A TEAM AGAINST THE IMCOMING ALIEN MENACE! N e
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WITH UNIQUE POWERS,JANO FIEH_T-"AGAINST,_THEIFAUEN\
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OPERATION
:STHIKEBAEK

EXPANSON FOR GALAX Y DEFENDERS
- > .

EXTINCTION
PROTOCO

AN EXPANSIN FOR GALAXY

L T

GALAXY
EFENDOERS

WA AL AR Y- CEFENDERS. COR

GALAXY DEFENDERSTQ
A COOPERATIVE MINIATURES BOARD GAME
BY GREMLIN PROJECT PUBLISHED BY ARES GAMES
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- CREDITS: SWORD & SORCERY

- Design & Development:
Gremlin Project, a board game design studio
by Simone Romano & Nunzio Surace

Ar€t Direction:

Simone Romano

ARE: www.sword-and-sorcery.com : RRETC

Alberto Dal Lago, Fabrizio Fiorentino, 5 :
Alessio Cammardella, Marco Matrone A game created by Gremlin Project

Figure Sculpting:
GT Studio - Fausto Gutierrez & Pedro Gutierrez

Graphic Layout:

Nunzio Surace

Graphic Design:

Adriano D’ippolito & Francesca Michelon {www.matrioskart.it} www.gremlinproject.com

Map Design:

Mario Barbati {www.0onegames.com}

Published and distributed by Ares Games Srl

This project use images created by David Gurrea published at PP -G
http://www.davegh.com. These images are subject to certain e
Terms and Conditions of Use that can be read at the same site

Rules & Game Text€: Via dei Metalmeccanici 16, 55041, Capezzano Pianore (LU), Italy

: WWWw.aresgames.cu
Simone Romano &

Editing & Supervision:
Roberto Di Meglio, Fabio Maiorana, Leonardo Rina, Fabrizio Rolla

English Editing:
Jim Long, Byron Campbell, Marco Signore, Michael Becker

Proouction:
Roberto Di Meglio

Contributing Playtesters:

Marco Brugnoni {the first Dragon Slayer!}, Serena Galli,

Claudio Quaranta, Anna Patrone, Byron Campbell, Massimiliano Cretara,
Carmine Laudiero, Antonio Faggioli, Fabrizio Fava, Marco Inzerilli,
Luca Perniciaro, Antonio Lamboglia, Luigi Marcone, Paola Mongillo,
Rosa Monarca, Leonardo Rina, and... Sally & Sunny!

Special Thanks:

- Serena Galli; Marco Signore, Claudio Quaranta, Paola Giunta,
Elisa Barchetta, Silvio Torre, Lucia Vergaglia, Andrea Fanhoni,
Christoph Cianci, Massimiliano Calimera {gioconomicon.net},

Stefano Castelli, Andrea Ligabue, Richard Ham, the “La Buzzicona”
and “La Bettola” restaurants, and all our families and friends.
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