Game Rules



The balance between the peaples of Erune is fragile. It is a time of peace, but will it last?
From the dark corners of the world, Shadows have started to rise.
They will saon spread and try to enslave all life, unless a group of Adventurers manages
to fight them off, sending the Shadows back to the world where they came from.

The Master of Shadows has risen again. He is the ancient incarnation of a forgotten kingdom.
Through the dark magic of Shadows, he controls legions of monsters, as well as powerful
demons that will help him to complete his fiendish plans.

The Adventurers will have to find their way through many dungeons and fight numerous
enemies to thwart the plans of the Master of Shadows who will use his dark magic
to curse and eliminate his apponents.

A mysterious voice echoes in the middle of the chaos: The Spirit of Erune.
It is omniscient and impartial, and embodies the spirit of this world.

The Adventurers will find many artifacts during their quest.
They will have to join forces to obtain them, to develop their abilities,
and to master magic. Only then will they become the heroes that Erune needs,
and match the incredible power of the Master of Shadows.

Legions of monsters, a malevalent entity, a group of valiant heroes,
and a mysterious voice.
This is the world of Erune. This is your world.
Now is the time to fight to preserve its fragile balance
and prevent it from descending into the Shadows.
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Spiritof Erune Phase

To start a new turn, say “. | generate new Events
at the beginning of the turn, keeping in mind your previous decisions and actions.
If an Event affects several Characters, and if you need to choose one, roll a
for each Character. The player with the highest result applies the Event.
Once these Events have been announced and their effects resolved,
it is the Master of Shadows's phase.
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B A Master of Shadows Phase

During this phase, the Master of Shadows plays their active Monsters

deployed on the board. Each Menster may perform up : -

to2 Bagic Actions @@ among the following:
¢4 Move, X Combat Action and ¥E Prepare for Battle. - il a
Once this phase is over, it is the Adventurers’ phase.




The Spiritof Erune

| am the Spirit of Erune. | am omniscient, impartial, and live within all things. | am neither an ally, nor an enemy,
and will not take part in conflicts. | am the guardian of the ancient knowledge of the world of Erune and will
accompany you throughout your adventures, giving you access to the full extent of my knowledge.
| will tell you what your eyes cannot see, and give you the outcome of your decisions.

All you have to do is to talk to me, or type your questions on your phone. Most of the time, I'll answer key sentences.

é Ttell the story

| announce Quest Events: these unique events will be
triggered by key sentences. The choices that you make
when facing these events will affect your story!

Adventurers’ Events are represented
by Event Tokens X placed on the board.
Only the Adventurers may trigger them.

Master of Shadows Events

are indicated in the Quest Book, unknown

to the Adventurers. The Master of Shadows triggers
them during the adventure.

At the beginning of each turn, | will reveal events
to the Adventurers and the Master of Shadows.
These events will affect the game.

a;.s}f T makie you evolve

When you have enough Experience Paints to level up,
| reveal what you gain during Campfire and at the end
of the Quest.
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Tembodyluck @2

| tell you what you find when you search a room or a
piece of furniture, hoping to find treasures.

| describe the effects of the substances that you use.
The same substance may produce different effects
depending on its quality and its user. Expect some
surprises...

When you trigger a trap, | reveal the trap’s effects.

| announce what happens when you destroy a source
of Shadows.

Tama source of ﬁ
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hinowledge

| know all the game rules and all the items

of the world of Erune in detail, such as weapons,
protections, equipment, artifacts, potions, runes,
substances, but also Characters’ specificities:
Monsters, Adventurers, etc.

For instance, | can tell you how many XP you'll get
for killing a Goblin, how to cast a Spell, what is the
purpose of a Mana Crystal, what is a broadsword,

or a minor healing potion...

So if you're curious, or if you have a question
about anything, feel free to ask!




The Spiritof Erune A pplication

To play Erune, you need to download the free application “Erune”,
available for Android and i0S devices.

The Erune Application is a voice-piloted application: you will talk
to the Spirit of Erune, who will answer your questions and remarks.

Every Quest must be started from the application. The Spirit of Erune
introduces the Quest and plays the whole game with you. Decide which
player launches the game - you will use only their phone to communicate
with the Spirit of Erune.

You may save your game in the application at any moment to resume it
later. You may load your saved games to resume the game exactly where
you saved it.

In this made, players may talk to the Spirit of Erune without starting

a game. The Exploration Mode can be useful if you want to ask questions
without interfering with the game flow; simply launch it from another phone,
instead of using the phone that already manages the game that you launched.
You may use the Exploration Mode to ask rule questions to the Spirit of Erune.
These actions do not impact your current game session.

Players may use the application to save their Character (Adventurer
or Master of Shadows). You may save all information relevant to
your characters on your phone: their level, their skills or spells, their
equipment, and all their completed quests.




The Master of Shadows

The Monsters are regrouping. There is no doubt about that: they answer the Master of Shadowsss call.
This nameless, faceless entity, is the incarnation of the Shadows themselves. He leads his legions of Monsters
to the end of the world of Erune to protect his precious Sources of Shadows, from which he abtains his power.

One of the players plays the Master of Shadows, against the other Adventurer players. | -
F) i

The Master of Shadows owns:
-« A Skill Deck of 24 Cards that includes the Basic Skills (a/so accessible to the Adventurers - see p.15), but also the following specific Skills:
- =@ Retribution, &) Intrepid, & Ambush, (5= Roaming Monsters (and its Curses), (== Bad Luck, [== Weakness and (== Unlucky.
- <10 Monster Cards Rat, Goblin, Goblin Archer, Gargoyle, Skeleton, Skeleton Archer, Orc, Living Armor, Witch and Banshee.
% [ 1Screen (with their abilities) that allows them to hide their Quest Book from the Adventurers. ; |
« The Pact with the Shadows Board and its Shadows Cards must be within easy reach of the Adventurers.
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W The Quest Book

The Quest Book includes a series of double-page spread Quests called Quest Sheets. Each Quest is a game of Erune.
Each Quest Sheet includes the Dungeon Map with its Monsters and Traps and Key Sentences that you must announce
to the Spirit of Erune for each Quest Event (Adventurer, NPC or MoS Event).

£ €

ha
L
N |
=
[l
e
-
I

Master of Shadows Events
These Events are triggered by the Master
of Shadows and revealed when the necessary
conditions have been met.
Example: 0 When someone opens this door, say
“The Room of Shadows has been opened”.@ When
the Witch is killed, say “The Witch has been killed".

Non-Player Characters (NPC) Adventurer Events
These Events are triggered by the Adventurers ~ These Events are triggered by the Adventurers
when they pronounce the matching key sentence. when they pronounce the matching key sentence.
Example: ‘[ Your Adventurer] talks to the Knight”.  Example: ‘[ Your Adventurer] pulls the lever”.



Health Points
Experience Points (XP)

Number of Experience Points
granted when killed

Move
P may move diagonally

I * 0m  wBr
Attack Roll / Defense Roll Aack Definse

o : Melee Attack “l@|Ble U |Ge
P Diagonal Attack S
/ : Ranged Attack -

2 Hybrid Attack

Skills and Monster Types
Some Monster master passive Skills that they can use for free without spending Stamina Points RS

9 Small Monsters : Tables, barrels and "7 Green Skins master [==) Group Attack. 9 Major Monsters master & Intrepid,
chests must be treated as obstacles (&=’ Magic Resilience. Their Terrifying

Demons master & Retribution. : .
between a small Monster and any other Presence increases the cost of any Skill

Character. " Animated Monsters master & Intrepid. used against them by 1 R

.ﬁ Spellcasters have blue abilities
that allow them to cast Spells.




The{{larrior The Archer

«Honor in battle», such is the
Warrior's motto. She was born
without any magical gift, yet she
remains a formidable opponent in
melee, strong and powerful - better
have her as an ally than an enemy!
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@®  Experience Points (XP)

You can gain a level during a Quest, thanks to a Campfire,
and at the end of a Quest, when coming back to town.
When a Character gains a level, | announce the following:

« their new characteristics (Z2(3 , ©"¥{ and @, [

weapons ranks, protection ranks, Fate Points)

- their number of new Skills: the Character chooses  /
a new Skill among the Skills from their deck, provided
they master the prerequisites on that Skill  /

« their new Spells: the Character chooses a Spell Field matching v v
their new level (or of a lower rank).

« the number of remaining XP after gaining that level

If you're not in-game, you can also use this procedure
in the “Saving Character” part of the application.

Completed Quests

\ Mt A e , t For each completed Quest, write down the name of the Quest, the winner
< C,G-ﬂ"l‘[’_l.ﬂed ng,';"”’“ . Mostered Shils™ of the Quest, and the number of XP that you won during this Quest.

ues! nam

Mastered Shills

Write down the Skills that you learnt and that you can use during
a Quest. Unmastered Skills cannot be used.

Mastered Spells

Write down the Spell Fields that you learnt. (Spellcasters only)
In order to tell apart the Telluromancy Fields of the same rank,
write down the name of the first Spell of the Spell Field.
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¥ Cost of a Permanent
Curse

Lifta Permanent Curse

During the MoS Phase, the MoS may free a Cursed Adventurer
from a Permanent Curse. The MoS pays the Instant Cost of the
Curse and recovers the card from the Adventurer, who is no longer
cursed. The MoS may immediately use the recovered Curse.



Master of Shadows, when an Adventurer walks
on a trapped square , say:

| will then announce the effects of the Trap.
The Trap Token is removed from the board.
If the Trap Token is a pit, apply the effects, then place a .
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Combat Actions
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Melee Attack
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Destroya Source of Shadows

Sources of Shadows have their own @' (on their tile) and cannot

Sources of Shadows are breaches defend themselves.
between the world of Erune and the To destroy a Source of Shadows, the Adventurers must inflict
Realm of Shadows. You need to destroy damage to it and reduce its ® to 0.

them to weaken the MoS and protect
the world of Erune.

When you destroy a Source of Shadows,

tell me: “

Tell me:

| announce the loot that you find: write it down on your Character Sheet.
Example: “The Guardian searches the wardrobe”
“The Archer searches the table”
“The Wizard searches the chest”
“The Warrior searches the room"...




To trigger an Adventurer Event | tell me:

Example: “The Guardian activates the lever”,
“The Archer speaks to the prisoner”..

v ¥ ®Z

Adventurers, to use the Campfire, you must be together
in a Room empty of any Monster. Then, put the Campfire Token
on 4 free squares, and tell me:

Each player gives me the number of XP gained by their Character
so that | can announce to every player whether
they gain a level or not, and the effects of the Campfire.




©®  DuskePotion/tseaRme
Bivs+

W [qch Character can only have one active Rune at a time.
Activating a new Rune cancels the effects of the previous one.

When you take a substance, say:

Example: “The Guardian drinks mead”,
“The Warrior drinks a Dwarf Beer”, “The Wizard uses a Mana Crystal’,
“The Archer takes some Leeloodoo”, “The Warrior takes some Wissteck”,
“The Guardian smokes Pipe Weed".

:l! Successfully disarming a Trap grants your Adventurer 2XP.

¥ e
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A Trap has been triggered
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" Matica Pact with the Shadows

An Adventurer may make a Pact with the Shadows at any time during When an Adventurer makes a Pact with the Shadows,
their Phase. The three Pacts are: they must take the indicated number of Shadows Cards
« Hidden Resources: +2 @ or +] & and place them on the Stamina reserve of their Character Sheet:
« Purification: The Adventurer lifts a Permanent Curse afflicting Each ¥ that the Adventurer already had (or generates)
them. The MoS can no longer use this Curse until the end of the must be moved to the Shadows Card(s) and can no longer be used.
Quest. When there are 3 ¥ on a Shadows Card, it is completed and must
« Resurrection: An Adventurer without any ® recovers all of their be moved on the Shadows Cards Deck.
@ This Pact reduces the XP gained thanks to the Quest Objectives The MoS recovers the 3 ¥ from the Card.
for this Adventurer, and gives XP to the Master of Shadows. Shadows Cards must be completed one after the other.

e e e e

When an Adventurer makes a Pact of Resurrection, say:

Example: “The Guardian makes a Resurrection Pact.”




“The Turn 5 begins. Adventurers, your wounds get infected. Each wounded Adventurer rolls 1

and loses 102 if theyrolla . Master of Shadows, your Monsters may use &1 Good Fortune
for free on this turn.” The Guardian's and Warrior's wounds get infected. They lose 10.

The Master of Shadows resolves the Actions of the active Monsters that are on the board.
82 (@) Basic Action: Move. The Goblin and the Orc move.
¥ @ Basic Action: Combat Action
@@ The Goblin and the Skeleton Archer attack the Elven Archer. They use [==) Group Attack (-2 )
and [=®) Good Fortune. They obtain 2€® on their Attack Roll (3 5% 2 &%)
The Elven Archer defends and rolls: 2@ 1 . He uses @ Riposte.
The Goblin suffers 1Lightning Damage and is killed. The Archer gains +2XP.
(%, The Orc attacks the Warrior (151 &%) and rolls: 3@ 1 ¥ . The Mo$ gains 1 ¥.
The Warrior defends and rolls: 2@ 1 . She loses 1® and gains 1%,
The Orc uses his Bloodthirsty Ability to use =) Chained Attack. He attacks the Guardian
and rolls 1€ 2€s.
The Guardian defends and rolls: 1@ 2 ¥ . He loses 1 ¥ and gains 2%,
@ Ba§ic Action: Prepare for Battle. The Skeleton Archer gains R§-4

D I - — .55:‘:_.-\_.— h“-'-_“‘{“—-r—_"_‘?_:-'—i‘hd"-_'
otion. The Warrior drinks a Minor Healing Potion and gains 2 © . #
She melee attacks the Orc (Attack Roll 38 ) and rolls 2€% 1@. o

n the Attack Roll turns into a €%
@. The Orc is killed and the




e ArenalNode

Adventurers fight hordes of Monsters in the Arena. '
They must survive as long as possible and collect trea
E | : ~ and rare equipment! |
The Arena Mode can be played in Master of Shadows M
and in Solo/Co-op Mode. ﬁ
The Combat rules and the Set Up remain unchb;lxq.fd.
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| will reveal Turn Events, announce
when Monsters spawn, and tell you the treasures

that you'll collect.



“Leave the Quest Book aside; I'll be your guide”.

Each door has a specific name. To open it, say

" "

The Detecting Trap Action reduces the risk
Example: The Wizard opens Door A. of triggering Traps. When an Adventurer detects Traps, say
When you open a door, | give you the map of the room 4 "

(or corridor) behind it. | also inform you about The more you perform this action, the less you will trigger Traps.
new doors and events ~ , if any. Open doors that lead to new parts of the dungeon increases
Place the revealed game components, then resume playing. the risk of triggering Traps.

maste;_;dehddows (MoS) Phase

In Solo/Co-0p Mode, the Adventurers resolve the Monsters’ Combat, Monsters’ Behavior

Defense and Move Actions for the MoS. During the MoS Phase, each active Monster on the board must perform
their Basic Actions:

The MoS has no Stamina reserve. Monsters do not generate !

Stamina on their Defense Rolls, and cannot use Pre(:mre for Battle. . Ho X Combat Action

If the MoS obtains ¥ (thanks to Shadows Cards, Monster Abilities, Monsters will adopt a specific behavior depending

or other game effects), these ¥ must be placed in the common on their Attack Roll.

reserve. Monsters that have a Melee Attack Roll 2" do not play as Monsters

that have a Ranged Attack / Hybrid Attack Roll /XK.

During the MoS Phase, the Spirit of Erune reveals the Skills

mastered by the Monsters. These Skills can be used for free (no Monsters play during the MoS Phase according to the following steps:

¥ cost). 1: Spellcasting Monsters - resolve a Success Test to define
their Combat Action and behavior for this turn;

2 : Monsters with a Melee Behavior ¢ choose their target and
move.

3 : Monsters with a Ranged Behavior /" choose their target and
move.

4 : All Monsters perform their Combat Actions .

Golden Rules define the behavior of a Monster. Then, Monsters follow
tiebreakers to target their enemies (@, then @, then @). Apply each (@,
then @, then @) in order to define the target of each Monster.




Spellcasters

a\ Each turn, Spellcasting Monsters -~ resolve a Success Test
e that defines their Combat Action and their behavior
ik (Melee Behavior or Ranged Behavior).

&
Resolve a Success Test &«:

X: Standard Attack Roll ¥ : First Spell ¥ ¥ : Second Spell
If it is not possible to cast the first Spell, the Monster casts the other Spell.
If no Spell can be cast, the Monster performs their standard Attack Roll.

If the Spell is a Melee Spell, the Monster adopts a If the Spell is a Ranged Spell, the Monster adopts a Ranged
{ Melee Behavior . / Behavior /.

Example: Burn of the Shadows Spell (Witch) Example: Armor Summoning (Witch)

INelee Behavior # INeleeRanged Behavior /X

® Target ® Target

Gargoyle: uses its Harassment Ability to end its mave on the square
that is the farthest from each Adventurer after the attack.

Combat X

Performs the Combat Action against the target Adventurer.
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-~ During your adventures,
v I ’ b you will find rare or legendary items that cannot be sold
I . by Erune merchants. Ask me about them
~ v so that | can tell you their characteristics and effects.
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When an Adventurer takes a substance,
| reveal the substance’s effects.

SELL

SELL




Adventurers, ask me your questions about equipment:
“Who can use a Round Shield?”
“Who can wield a Longbow?”
“What are the characteristics of a Dagger?”
“What is the Attack Roll of a Broadsword?”

“What is the Defense Roll of a Breast Plate?
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Credits§ Special Thanks

This game is dedicated to Thibault Letout.

Itis in the heart of a small village in Normandy that Erune took its first steps, in the year 2010 of our era,
when a group of friends was formed at a crossroads, entrenched in a dark dungeon that looked like a garden hut.

From the passion of this joyful party of adventurers, an unbreakable friendship was born.

These friends set out on a quest to create the game that would meet all their requirements...

Seasons and years passed, federating adventurers into a community, strengthening the ranks around the founders,
in search of inventing, writing, testing and finally delivering to you the gem that you now hold in your hands: Erune.
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RuleReminder

TheTurn Phases

Each Game Turn plays in 3 phases.
Each Character may perform their Actions in the order of their choice.
Spirit of Erune Phase
Each new turn, tell the Spirit of Erune

“A new Turn begins”.

Master of Shadows Phase
Each Monster performs 2 Basic Actions @@ among:
e Move / X Combat Action / ¥Z Prepare for Battle

Adventurer Phase
Each Adventurer performs 2 Basic Actions @@
and the Free Actions # of their choice

Basic Actions
) Move

Once a Turn.
Move your Character by as many squares as allowed by your Move Roll.
You may open a door while moving.
Active Monsters can only open doors and hatches if they are connected to
part of the Dungeon revealed by the Adventurers.

X @) Combat Action

Once a Turn.

D&

@

Melee Attack: against a Character in your Attack Zone.

Ranged Attack: against a visible ~ Character.

@ Cast a Spell: apply the effects of the Spell

DetectTraps

i
<)

Roll the @.

Each  reveals a Trap (starting from the closest).

Search

[Your Adventurer] searches
the room/ table/ wardrobe/ chest/ barrel

Of «
<

) Prepare for Battle

Your Character gains T  that they can use until the end of their next
phase, and their turn ends.

O ¢

Resthythe Campfire

Once per Quest.
Adventurers need to be in the same room without Monsters. They may
regain strength and gain a level.

i

We are lighting a Campfire

Combat

Each  rolled on an Attack Roll inflicts one damage.
Each  rolled on a Defense Roll blocks one
Each  rolled on a die generates one ¥.

Mastered Skills can be used at any moment and cost ¥.
A given Skill can only be used ence on the same Action.

Sources of Shadows
When a Source of Shadows has lost all of its €2, tell the Spirit of Erune

A Source of Shadows has been destroyed

|I

TriggeringTraps
When a Character (except Monsters) triggers a Trap,
tell the Spirit of Erune:

A Trap has been triggered

Free Actions
O Trigger an Erune Event

You must be on an attached square. Pronounce the key sentence and
mention the Adventurer that triggers the Event X

L o)

il
>

[Your Adventurer] triggers the Event

g Drintia Potion / Use aRune

Once a Turn.
Apply the Pation or Rune effects.
Once used, it's removed from the Inventory.

Q@ » Take a Substance

$ [Your Adventurer] takes the substance.

Once a Turn.

Once used, it's removed from the Inventory.

(® & DisarmTraps

Once a Turn.
Roll the @.

Each  rolled disarms the Trap on an attached square
and brings 2 XP to your Adventurer. Otherwise, the Trap is triggered.

© #»  MakeaPactwiththe Shadows

An Adventurer may make a Pact with the Shadows at any moment during
their phase and receive Shadows Cards in exchange. As long as they don't
have more than 3 Shadows Cards after this Pact.




