Descent 2.0 is a tactical skirmish game
oP all Heroes versus one Overlord
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~ | Each game oP Descent 2.0 is an

encounter which [asts about
45 Minvtes.
Each encounter has vnique
objectives.




While the Heroes'
cbjective is to kill
Mavoler.

For example, in the Pirst encovnter, |
First Blood, the Overlord's
objective is to escape Pive goblins.

OVERLORD TURN
SUMMARY
1. Start of turn:
L. Start of turn abilitics
I. Draw 1 Overlord card
II1. Refresh cards
2. Activate monsters:
L. Choose monster group
IL. Perform 2 actions with
each monster in the group

Each hero takes their turn, in no Pixed
order. Hero players decide the order.

HERO TURN
SUMMARY
1. Start of turn:
. Start of turn abilities
[1. Refresh cards
2. Equip items
3, Perform 2 actions:

o Attack o Search 1L R.e;?ear steps for cach
» Move o Special 3 Eremalmng monster group
» Rest o Stand up e .End '°f ro'und;

o Perform a A abilicy or skill ~ e
« Open or close a door
¢ Revive a hero

4. End of turn:

o Flip this card over

APter all heroes activated, the turn is passed to
the Overlord. APter the Overlord completes his
torn, one game round is completed. Game
continves vntil one side achieves their objectives.

On a hero's (that's you!)
torn, you get two actions.

80 of what you'll be doing
involves Move and Attack.
50 listen vp.




IP Yoo spend one action, Yoo get
Movement points (MP) equal to
your 4peed.

Blocked ©




SoMme terrain has special rules. For example in First
Blood, you require Z MPs to move into water spaces

(outlined in blue).
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Next, Abba ; ¢ C(HIPPED GREATAXE

“Takejthis!

= Melee , ~ "‘2
There are two types of attack. K
1 Melee, and Ranged. v
’
| 4— Rangéd"

- = t #2. You choose a weapon. Gather your dice
el &l based on weapon and roll.
| #1. Check that your hero is adjacent Important: An "X" result on the blue die is a
e to an enemy Pigore. Miss. Ignore results of other dice.

#4. 4pend surge.
This lightning symbol is call surge.

i ~
m,@%;%e,.




Look at your character card,
weapon card, or skills. Yoo will
5ee Ways to Lse surge.
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: 3 5@+ pM+p-39
For example: The Axe has 2 surg 5@ +P+¥-39
abilities. Each allows Yoo to vse =749 -39
‘ 150rge to add 1 heart. =4 Wounds

Important: Yoo only decide how to
vse surge aPter all dice are rolled.
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Look at this stat. This is your
character's Health. When you take
woonds equal to your health, you are
knocked out. There is no player
elimination in this game. Don't worry.

Note that sometimes, You have an ability call Reach. Like in First Blood, Mavler has
Reach. This allows him to conduct a melee attack on any heroes two spaces away!
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#1. delect bargeb : A &
In Descenb, you can only target a space With an
enemy Figure. You cannot target an empty space.




But iP the line rons along one edge of a
block space, You do not have LOS.




Evn t target enemy space
blocks LOS!
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APter determining you have LOS, combat is | |#3. You ¢hoose a weapon. Gather your dice
the same as Melee. Except You have to roll based on weapon and roll.
equal or higher on your dice Por range. #4. Roll dePense dice.

Lo | - s
= 3 " 2+2=4rangeHitl 2= = 3irange = Not.enough!
Rememberan “Xt onjthe blue die 1
istalwaysiamisS. s -~ 4

39 - (39 +Pierce 2)
=39-19
5

#6. Spend surge

You can use a surge to
=1 (REN)S)

kb

39 -(19 +Pierce 2)
=39 -09
= 3 Wounds
T' 1 T
Wihat's this?
Pierce X = allows attacker to

ignore X shields Prom the
dePense dice roll.




With Z actions, you ¢an attack twice on your
tourn. Only heroes can do this. Monsters can
only perPorm one attack each turn.

What if You are one space away Prom an
enemy and you're melee? Instead of
attacking twice, you will need to spend 1
actlon t.o Move, and 1action to attack once.

But be carePul, sometimes the Ovenrlord
¢an play a nasty card to allow the
Mmonster to attack twice. S0 watch ovt!

Good news! The game gives You a bonus.

You can also take a Patigue to gain one
Movement point.
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You ¢an only take Patigue vp to yoor How do You recover Patigue?
stamina. IP the Overlord plays a There are Z basic ways.

nasty card and cavse you to take a

Patigue When you're at Maximum, Yoo

ak.e a woundmebead

First way is to take a Rest action.
Your hero recovers all Patigue at the end of yoor
torn.

What iP you have vnspent MPs7 You are
allowed to Move, attack, then move the
rest of your unspent MPs on your torn.




#1. Replace your Mminiature with your Hero
Token. Hero Token does not block
Movement and does not block LOS. Hero

Token I6 consldered empty space.

#3. Your' tur'n ends ummednabely

Note: The Over'lor'd also draws a card.
This i5 bad Por you!

When your hero is knocked ob, he only action
he can take is to stand Up. Yoo roll two red

dice. Remove 1wound Por each heart rolled.
Remove 1Patigue Por each surge rolled.

Place your miniature back on to the
Mmap. Your turn ends.

Another way to save a knocked oub her'o l‘5 Por
your Priend to help you.
This is done via the Revive Hero action.
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4ame as stand Up, Yoo roll two red dice This i more ePPicient Por the heroes team
becavse the other hero still has 1 action left to
= act. The revived hero has 2 actions and can
activiate the roond he is revived!
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an one card Prom the Search deck.
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Whe a hero standing on a search token, or Netar
5 ote that the search token does not
adjacent to a efear'ch tioken, he can use 1 block movement and does not block LOS.
action to 8eanrch.

Example: The Rage skill has a 4 symbol. You

Abilities with @ = 5y Mol Means Yoo can ¢an vse 1action to vse this skill. The Patigue
p o symbol at the bottom means you need to
vse 1 rfor, bility.
£l aeHlon ko perrant Grie abilty bake 1Patigue to use this skill as well.
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Next up, Large Monsters 7 \f g P
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-l | You choose one of the spaces and move

— . . Prom the chosen space as if the Pigure
‘ rge monsters movement s v
| Large mo be _ ent i5 very simple occupies one space.

—

When movement ends,
expand out such that the
large monster covers

the last space. Chosen spaee
Note that all the spaces
MUSE be empty in order
Por the monster to
expand out.

Option: 1

| :
All empty spaces, OK
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Note that the large
monster is only considered
to have entered the last
space. Not the other
spaces it expands into.
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Mauler cannot While Mauler occupies these 3 spaces;
expand into this'space itis not considered to have Y P
ientered into these spaces.

Attacking a large monster is straight, Porward.
As long as you can target any one of the space
it i occupying, You can attack it.
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Now you know the basics, it's time to choose
a Hero! A hero is made vp oF‘ two par'ts.

\

It's ¢color coded, 50 only certain ¢lasses are
available to the character you ¢hoose.

You need to know 4 things about your character. #3. Hero Ability. This is
‘ available to you all the time.

#1. Characteristics.
You already know these. !
e — Each time you recover
fatigue from pulormmsa
Test action, you may also

discard 1 Condition card
from yoursclf.

A
/(3 #4. Heroic Feat.

#2. Abbributes. Sometimes the Overlord will throw nasty Yoo can vse this only

traps at You, requiring you to take an attribute test. You WA el s G
need to roll one black die and one gray die. To pass the APz er'pusin g f.ﬁp your'.
test, Yo need to roll equal or less. Ahapaaben aand.
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When choosing class, You should look at the basic cards. Notice that most cards have a red
number. This means that these skills require experience points (XP). For the Pirst game,
just take the two (or three) basic cards without any red nombers.

FLERUNIC Kook g

& Verform uumck- & 9
with a Rune weapani 5
I'he attack gainy Blut- :

M1 Range
o Picree 2

For example, you can Choase Ler'ouc oP the Bool«. He's a Mage (Yellow). 50 available
¢classes are Runemastenr, Necromancer, Geomancer, Hexer.
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Goblins has 4camper. It means heroes do not block their movement!
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Impossible!

The heroes'
The Over’lor'd 5 Objerlve l5 ﬁO ef?cape B objective is t:o kill
Pive goblins. _
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Heroes Quickstart Guide to Descent 2.0

Version 2.2

This guide is meant as an aid for new players to quickly get into the first game of Descent, with the help of at
least 1 experienced player as the Overlord.

Do note that there are a few more quirks of the game not covered here. Your more experienced buddy will
explain these to you after your first game, or as and when they are encountered.

Not covered:

¢ How Reinforcements work

e Start of Turn

e Equip Items

e Doors (no doors in first encounter)
e How Quests work

e Campaign rules

e How to gain and spend XP

e Other Terrains

e Conditions

e Trading
e How to use Search items
e Blast

e Familiars

Descent: Journeys in the Dark Second Edition is © & TM or ® Fantasy Flight Games



