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Allyssa.  
 

Princess Allyssa is a ‘Fem’ Warrior (Fem is the name of her clan), and currently her mother is 
Queen, ruling over all the clans on Valkyrie Islands where Allyssa is from. Currently she is the island’s 
ambassador to the Kingdom and thus is an important link to help the Kingdom against Morcar. Allyssa 
is as strong as she is beautiful, and she uses her beauty to seduce her enemies in battle. Never 
underestimate the power of a woman warrior with a blade to match, or you might end up dead.   
 
Princess Allyssa*. 
(Use Civilian 2 Figure) 

Quests. 

  
Experience: 170** Konig’s Key. 
Walk:   7  
Offence: 2  
Defence:  3  
Life:   7  
Mind:  3  
Magic:  No  
Alignment: Good  
Type:  Ally/Human  
*Can be used as a Hero, just use the above Statistics. 
** Starting Experience if Princess Allyssa is used as a Hero. 
 
 

Annis.  
 

Annis is one of four female warriors, the others being Celestia, Elysia and Veena, who is in 
search of the Sacred Chalice of Caltha. Like Princess Allyssa, all four female warriors come from the 
Valkyrie Islands. Annis prides herself in her heritage and is always ready to defeat its honour; which 
sometimes gets her into trouble. But she handles it well considering she needs to know when a joke’s a 
joke so to speak. 
 
Annis. 
(Use Civilian 2 Figure) 

Quests. 

  
Experience: 20 Trilogy Series: Amazon Quest. 
Walk:   8  
Offence: 3  
Defence:  2  
Life:   7  
Mind:  3  
Magic:  No  
Alignment: Good  
Type:  Hero/Human   
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Baal Shan. 
 
 Baal Shan is an orc shaman who takes pride in serving the Shada Cult; for years he has been 
protecting and guarding one of the sacred runes for them and their unknown master known as the 
‘mysterious master’. So far he has been successful in killing those who have come to claim back the 
ancient rune for the temple of the elders. “Let them come, let them come”, he cries, “I will teach them 
the meaning of death, since their life means so little”. If all goes well for Baal Shan he may even be 
allowed to join the Shada Cult as one of their brothers…if all goes well. 
 
Baal Shan. 
(Use Orc Shaman Figure) 

Quests. 

  
Experience: 70 The Inner Caves. 
Walk:   7  
Offence: 3  
Defence:  5  
Life:   5  
Mind:  7  
Magic:  Yes  
Alignment: Evil  
Type:  Greenskin   
 
 

Baidorr.  
 

Baidorr is a member of the Undead sect known as the ‘Shada’. This cult has grown to alarming 
numbers over the centuries and threatens the peace of the Kingdom. Baidorr is one of many living in 
the sect-controlled temple in the Realm of Shanzdella. Considering the time, not much is actually 
known about ‘Shada’ or its individual members and followers, thus a certain mystery has evolved 
around this cult. Baidorr is one of many Chaos Mages that help command and control the Undead to 
help terrorize the Kingdom and its citizens.  
 
Baidorr. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 50 The Crypt.  
Walk:   7   
Offence: 2   
Defence:  1   
Life:   7   
Mind:  3   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos   

B 



  
 
 

Barlos.  
 

Barlos became an Outlaw Leader when he was thrown out of King Jochran's service for bribery 
and misdeeds. He was able to recruit others like himself in his cause to inflict as much terror as 
possible to the citizens and the King himself throughout the realm. For years Barlos and his Outlaws 
have been a thorn in King Jochran's side until his eventual defeat within Castle Hellgraine where he 
kept his hideout.  
 
Barlos, Outlaw Leader. 
(Use Chaos Mage Figure) 

Quests. 

  
Experience: 70 Castle Hellgraine. 
Walk:   8  
Offence: 3  
Defence:  5  
Life:   6  
Mind:  4  
Magic:  Yes  
Alignment: Evil  
Type:  Chaos  
 
 

Barnabas.  
 

When you visit Scorville make sure you go to the ‘Hog’s Breath Inn’ for its famous ale. That’s 
right, Barnabas will tell you, and he should know because not only does he own the Inn but also he 
makes the famous Scorville ale, known by the locals as ‘the sweet drop’. Yes sir, there’s nothing like it 
in the entire Realm; even the King has a couple of barrels. Barnabas is really proud that his ale has 
made a good impression throughout the land, “You just can’t beat the taste”. Laughs the Innkeep. 
 
Barnabas the Innkeeper.  
(Use Civilian 1 Figure) 

Quests. 

  
Experience: 10 Caves of Mystery. 
Walk:   7  
Offence: 1  
Defence:  2  
Life:   6  
Mind:  4  
Magic:  No  
Alignment: Neutral  
Type:  Human  
 



  
 
 

Battle Skele.  
 

Battle Skele are the creation of Konig, and are a bit tougher than the ordinary skeletons 
encountered in HeroQuest.  Battle Skele are a little more resilient against Holy Water and Holy Relics 
but are still susceptible to them. Thus are not easily swayed when faced in battle against Clerics, 
Paladins and other heroes who might have devices to use against them. Even being Undead, Battle 
Skele still have their weaknesses, it’s only a matter of time until Konig will be able to improve their 
abilities against the Kingdom. 
 
Battle Skele. 
(Use Skeleton Figure) 

Quests. 

  
Experience: 30 Konig’s Key. 
Walk:   6 Nemezzeena: The Resurrection 
Offence: 4 Trilogy Series: Paladin Quest 
Defence:  4  
Life:   2  
Mind:  0  
Magic:  No  
Alignment: Evil  
Type:  Undead  
 
 

Battle Skele. (Magic User) 
(Use Skeleton Figure) 

Quests. 

  
Experience: 50 Nemezzeena: The Resurrection 
Walk:   8  
Offence: 3  
Defence:  3  
Life:   2  
Mind:  1  
Magic:  Yes  
Alignment: Evil  
Type:  Undead  
 

 
 
 
 

 
 
 
 

 



  
 
 

Beast. 
 

‘The Beast’, I guess that’s what you call it if one sees it for the first time; because that’s the only 
description that would fit. The Beast is a 9-foot high creature of powerful strength. Nemezzeena has 
been experimenting with various forms of monsters to perfect a creature that she could use against the 
Kingdom. So far Nenezzeena has succeeded in developing such creatures-thus ‘The Beast’ is one of 
her creations. 
 
Beast, The 
(Use The Frozen Figure) 

Quests. 

  
Experience: 150 Nemezzeena: The Resurrection 
Walk:   6 The Outpost of Thirza-Ula 
Offence: 12 The Hidden Rooms of Thirza-Ula 
Defence:  12  
Life:   9  
Mind:  3  
Magic:  No  
Alignment: Evil  
Type:  Creature  
 
 

Blood Guard. 
 
 The Blood Guard are the most feared warriors that the Shada Cult has to offer in their quest to 
dominate and conquer all who stand in their way. They are the Shada Cult’s elite army-they know no 
fear and they show no mercy to those who foolishly go up against them in battle. The Blood Guard are 
like to attack in groups, so the only weakness they have is to attack and kill them in single combat; and 
even that can prove difficult, but not impossible. Rumours have circulated that the Blood Guard were 
spawned form the depths of hell itself-but it’s only rumours…right? 
 
Blood Guard. 
(Use Chaos Warrior Figure) 

Quests. 

  
Experience: 100 The Island of Lost Souls. 
Walk:   6  
Offence: 10  
Defence:  10  
Life:   5  
Mind:  5  
Magic:  No  
Alignment: Evil  
Type:  Chaos   
 
 



  
 
 

Blood Warrior. 
 
 Another type of warrior the Shada Cult uses to help them terrorise the Kingdom of the Realm 
are called the Blood Warriors; they are a step down from their other comrades in arms the Blood Guard. 
But don’t be fooled, the Blood Warriors are just as mean and difficult to kill in battle as their stronger 
brothers. In fact a Blood Warrior can become a Blood Guard if it performs well in the field of battle and 
in personal combat against its foe–it’s like a promotion, the more enemies the Blood Warrior kills the 
more closer it gets to become a Blood Guard. 
 
 
Blood Warrior. 
(Use Chaos Warrior Figure) 

Quests. 

  
Experience: 60 The Symbol of Galateia. 
Walk:   7  
Offence: 7  
Defence:  4  
Life:   4  
Mind:  6  
Magic:  No  
Alignment: Evil  
Type:  Chaos   
 
 

Bok.  
 

Bok is a mercenary Captain with attitude; and for the right price, he and his mercenary band of 
cutthroats and killers will do just about anything. Bok is a veteran of many a battle and has fought on 
both sides alongside good and evil. He doesn’t care who wins, just as long as he has gold to fill his 
pockets. He is a very skilled and excellent fighter and has the brain and brawn to match his 
ruthlessness.  
 
Bok, Mercenary Captain.  
(Use Gargoyle Figure) 

Quests. 

  
Experience: 60 Caves of Mystery. 
Walk:   6  
Offence: 4  
Defence:  5  
Life:   5  
Mind:  5  
Magic:  No  
Alignment: Evil  
Type:  Greenskin  
 



  
 
 

Brothers Grimm, The.  
 

If every King has a Fool, then every town has an Idiot. In this case three idiots with brains to 
match; and their names are Huey, Dewey and Louie, collectively known as the Brothers Grimm. 
Stupidity must run in the family because they always seem to get into trouble and with a bit of luck, out 
of it too. They think everything is a game, they run around playing jokes and think they are the 
strongest warriors in the land, God help us all. 
 
Huey, Dewey & Louie.  
(Use Chaos Warrior Figures) 

Quests. 

  
Experience: 40 Caves of Mystery. 
Walk:   7  
Offence: 4  
Defence:  4  
Life:   8  
Mind:  2  
Magic:  No  
Alignment: Neutral  
Type:  Human  
 



 
 
 

Calista. 
 
 Calista is the High Priestess of the Temple of Ria, and as such is only alive because of it. The 
Shada Cult has taken over this temple to use it for their evil purposes, but more importantly it houses 
one of the sacred ancient runes being guarded there. It is hoped that the temple can act as a cover and 
as base of operations for the Shada Cult. Calista constantly prays to her holly gods for salvation and 
hope that one day she and her temple will be librated. “I pray someone will come and help me”, she 
begs.  
 
 
Calista (High Priestess). 
(Use Civilian 2 Figure) 

Quests. 

  
Experience: 10 The Temple of Ria Part 2. 
Walk:   6  
Offence: 1  
Defence:  1  
Life:   5  
Mind:  5  
Magic:  No  
Alignment: Good  
Type:  Human   
 
 

Captain Drokk.  
 

Captain Drokk is one of many Captains commanding forts surrounding Nemezzeena’s castle to 
protect her from Kingdom troops. Captain Drokk is a man that knows the importance of good strategic 
defence against the enemy. Captain Drokk is an expert in fort defences and has proven time again and 
again the effectiveness of his skills against the Royal army; he is a hard man to beat in defensive 
warfare.  
 
Captain Drokk.  
(Use Halberdier Figure) 

Quests. 

   
Experience: 30 The Seven Quests of Nemezzeena.  
Walk:   8   
Offence: 2   
Defence:  3   
Life:   5   
Mind:  5   
Magic:  No   
Alignment: Evil   
Type:  Chaos  

C 



  
 
 

Captain Taar.  
 

Captain Taar was dishonourably discharged from the King’s service for theft and bribery. As a 
Royal Soldier he should’ve known better. But revenge is at hand Captain Taar has collected a band of 
rebels and taken over the Loch’Fern Lighthouse as well as killing the lighthouse keeper. Captain Taar’s 
plan is to make ships crash into the rocks and or run aground to collect its valuable cargo. In this way 
he will teach the King a lesson and get rich in the process. “I’ll do whatever it takes”. Captain Taar 
replies as he prepares his next move. 
 
Captain Taar.  
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 40 Loch’Fern.  
Walk:   7   
Offence: 4   
Defence:  4   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Evil   
Type:  Chaos  
 
 

Cave Gargoyle. 
 
 Cave Gargoyles are really solitary creatures and prefer to live alone; and don’t want to bother 
anyone. They live in mountainous regions especially in caves where they keep to themselves. Now 
having said that Cave Gargoyles will protect and guard what belongs to them as they value their 
possessions very highly. They will also strangely enough if approached carefully guard and protect 
other people’s property as well–if the price is right of course. But beware do not doublecross them as 
they will kill you as much as look at you if you do them wrong.  
 
Cave Gargoyle. 
(Use Gargoyle Figure) 

Quests. 

  
Experience: 60 The Inner Caves. 
Walk:   6  
Offence: 6  
Defence:  7  
Life:   6  
Mind:  4  
Magic:  No  
Alignment: Neutral  
Type:  Greenskin   



  
 
 

Crypt Guardian. 
 
 The Crypt Guardians are like the Tomb Guardians; accept they don’t have magical abilities. But 
unlike the Tomb Guardians, they are more intelligent and stronger and are able to make their own 
decisions when faced with dilemmas regarding the crypt that needs protecting. So the Crypt Guardian 
is more adaptable when it calls for situations to be resolved like killing an unknown trespasser it does 
not recognise and thus treats them as an enemy. Crypt Guardians are more for the rich and noble as 
they are more expensive to hire than Tomb Guardians. 
 
Crypt Guardian. 
(Use Chaos Warrior Figure) 

Quests. 

  
Experience: 70 Crypt of the Dead part 2. 
Walk:   7  
Offence: 8  
Defence:  4  
Life:   4  
Mind:  6  
Magic:  No  
Alignment: Neutral  
Type:  Chaos   
 
 

Captain Teer. 
 

Captain Teer is one of many commanders in charge of various garrisons protecting 
Nemezzeena’s kingdom. In this instance Captain Teer is in command of Castle Heftig, which is 
battalioned by the Elite Guard. Captain Teer himself has been newly promoted to the job of commander 
after making his impression felt on the battlefield with his bravery against the Kings of the Realm’s 
armies and as such Count Khrom has given him his own troops of Elite Guard to help protect 
Nemezzeena’s kingdom from future attack. 
 
Captain Teer. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 60 Dekka-Quest.  
Walk:   10   
Offence: 5   
Defence:  5   
Life:   7   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Chaos   



  
 
 

Celestia.  
 

Celestia is one of four female warriors, the others being Annis, Elysia and Veena, who is in 
search of the Sacred Chalice of Caltha. Like Princess Allyssa, all four female warriors come from the 
Valkyrie Islands. Celestia has some battle experience under her belt and knows what to expect when 
the situation arises. She is quick to make decisions, which has proven time and time again to save not 
only her life but her sisters as well.  
 
Celestia. 
(Use Civilian 2 Figure) 

Quests. 

   
Experience: 20 Trilogy Series: Amazon Quest.  
Walk:   8   
Offence: 2   
Defence:  3   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Good   
Type:  Hero/Human  
 
 

Chad.  
 

Chad is a young man in love with the Barmaid Mary who works at the ‘Hog’s Breath Inn’. That’s 
why he spends his time and gold at the Inn trying to get enough courage to ask her out on a date; and 
so far, he’s still trying; but things aren’t that bad. Rumour has it that Mary knows about Chad’s 
intentions, but she’s not letting on. So in the meantime Chad has to learn that if you want to get the girl, 
you got to ask the girl, good luck Chad. 
 
Chad.  
(Use Civilian 4 Figure) 

Quests. 

   
Experience: 10 Caves of Mystery.  
Walk:   7   
Offence: 1   
Defence:  2   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Neutral   
Type:  Human  
 
 



  
 
 

Chaos Captain.  
 

The Chaos Captain is in charge of a small group of bandits that have taken over Blackskull 
Castle. Together with their bandit leader is Luntz, they have been terrorizing the countryside, becoming 
wealthy in the process, from attacking and stealing anything they can get their hands on. The Chaos 
Captain makes sure the castle is secure from attack by inspecting the battlements and making sure his 
bandits are not slacking off in their duties.   
 
Chaos Bandit Captain. 
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 40 Trilogy Series: Barbarian Quest.  
Walk:   6   
Offence: 4   
Defence:  4   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Evil   
Type:  Chaos  
 
 

Clerion.  
 

Clerics are a little bit different than wizards in that they have more healing powers at their 
command. They are like the physicians of the medical world and are able to heal the sick and wounded. 
Clerion is one such cleric who likes to travel the Kingdom healing the sick, but that’s not all he does. 
Clerion does have other magical skills to help him defeat chaos wherever they abide. If you have a 
wizard and a cleric in a group that is a pretty powerful combination to defeat any evil that plagues the 
world.     
 
Clerion the Cleric. 
(Use Wizard Figure) 

Quests. 

   
Experience: 40 Konig’s Key.  
Walk:   7 Trilogy Series: Cleric Quest.  
Offence: 2   
Defence:  2   
Life:   5   
Mind:  5   
Magic:  Yes   
Alignment: Good   
Type:  Hero/Cleric  
 



  
 
 

Count Khrom.  
 

Count Khrom began as a soldier of fortune after leaving the King’s Service in the Royal Army, 
why he left is a mystery. After many years being hired out as a mercenary, the Count found his way to 
an abandoned ruin where, as the story goes released Nemezzeena from prison, which Mentor erected. 
Being ever so grateful, Nemezzeena promised wealth and riches beyond the Count’s dreams, and ever 
since then he has been a loyal servant and eventually became Nemezzeena’s second-in-command of 
all her armies leading them to victory after victory, including with the Elite Guard.   
 
Count Khrom. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 120 The Seven Quests of Nemezzeena.  
Walk:   6   
Offence: 3   
Defence:  3   
Life:   5   
Mind:  5   
Magic:  No   
Alignment: Evil   
Type:  Chaos/Human 
 
 
Count Khrom. 
(Use Merchant Figure) 

Quests. 

   
Experience: 160 Prelude.  
Walk:   8   
Offence: 3   
Defence:  3   
Life:   8   
Mind:  4   
Magic:  No   
Alignment: Evil   
Type:  Chaos/Human (Hero)* 
* For this quest appearance Count Khrom had to be a Hero.  
 
 
 
 
 
 
 
 
 



  
 
 
First Appearance in Dekka-Quest: 
 
Count Khrom. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 130 Dekka–Quest.  
Walk:   7 Nemezzeena: The Resurrection.  
Offence: 3   
Defence:  3   
Life:   8   
Mind:  4   
Magic:  No   
Alignment: Evil   
Type:  Chaos/Human 
 
 
Second Appearance in Dekka-Quest: 
 
Count Khrom. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 170 Dekka–Quest.  
Walk:   6   
Offence: 5   
Defence:  5   
Life:   6   
Mind:  4   
Magic:  Yes*   
Alignment: Evil   
Type:  Chaos/Human 
* Count Khrom had the Krysalis Blade in his possession, which gave him magical ability.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
 

Daenok. 
 

Daenok is a member of the Undead sect known as the ‘Shada’. This cult has grown to alarming 
numbers over the centuries and threatens the peace of the Kingdom. Deanok is one of many living in 
the sect-controlled temple in the Realm of Shanzdella. Considering the time, not much is actually 
known about ‘Shada’ or its individual members and followers, thus a certain mystery has evolved 
around this cult. Daenok is one of many Chaos Mages that help command and control the Undead to 
help terrorize the Kingdom and its citizens.  
 
Daenok. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 50 The Crypt.  
Walk:   7   
Offence: 2   
Defence: 1   
Life:   7   
Mind:  3   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos   
 
 

Darloc.  
 

Who is Darloc? That is the question. This is a mysterious man of many talents, one of which is 
knowing the secret of the fabled horde of gold treasure buried or stored under the mountain of Kaylarr.  
Darloc seems to have eyes everywhere; he is devious, cunning and knows more than he tells. Darloc is 
a merchant by trade and has travelled throughout the Kingdom. If you want to know a secret, Darloc is 
your man, but at a price. “Nothing is free in this world or the next”. Darloc would say, with a grin.  
 
Darloc. 
(Use Merchant Figure) 

Quests. 

   
Experience: 10 Magic Dungeon II.  
Walk:   7   
Offence: 1   
Defence: 2   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Neutral   
Type:  Human   

D 



  
 
 

Dar’rak.  
 

Dar’rak is one of four Wizards, the others being Seth, Talaus and Vaal, who has been asked by 
the villagers of Haslynn to rid them the Undead that roam and terrorize them and their there village. 
Dar’rak is a wizard, who seems to act first and worry about the consequences later, his impulsiveness 
to go head first into situations has gotten him into sticky circumstances that only through luck Dar’ark 
has been able to get out of. How he does it is anyone’s guess. “The gods must be looking out for me”. 
Dar’ark points out, as he goes about his way. 
 
 
Dar’rak. 
(Use Wizard Figure) 

Quests. 

   
Experience: 40 Trilogy Series: Wizard Quest.  
Walk:   7   
Offence: 2   
Defence:  1   
Life:   5   
Mind:  5   
Magic:  Yes   
Alignment: Good   
Type:  Hero/Wizard  
 
 

Dead Spirits.  
 

These particular Dead Spirits were once prisoners of King Hellgraine, when they were alive. 
Now they roam the sewers preying on the living exacting revenge on the flesh for their pain and torture. 
Their only release from their everlasting torment is to kill enough of the living so they can find eternal 
peace and rest from their quest of retribution.  
 
Dead Spirit.  
(Use Zombie Figure) 

Quests. 

   
Experience: 60 Castle Hellgraine.  
Walk:   7   
Offence: 3   
Defence:  4   
Life:   2   
Mind:  2   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos  
 



  
 
 

Death Captain.  
 

The Death Captain has at his command his own squad of troops known as the Death Guard. 
To be a Death Captain one must prove himself in battle and to have personally killed a minium of fifty, 
(50) Royal Soldiers in single combat. Once a Death Guard has achieved his kills, he is promoted to 
Death Captain; he is given command of his own squad. As with Death Guards, the Death Captain 
knows no fear or terror, he enters battle leading his squad to hopefully to victory and success.       
 
Death Captain. 
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 40 Fanegut Orc.  
Walk:   6   
Offence: 4   
Defence:  4   
Life:   3   
Mind:  7   
Magic:  No   
Alignment: Evil   
Type:  Chaos 
 
 

Death Guard.  
 

The Death Guard are probably the second strongest warriors Chaos has of its type; the 
strongest would be Nemezzeena’s Elite Guard, known as ‘Knights’. These Death Guard no know fear 
and go into battle with only death and blood in their eyes. The Death Guard like to attack in huge 
numbers in this way their effectiveness in battle is increased and victory is considered immanent. With 
this in mind it is best to face the Death Guard in numbers to defeat it, going one-on-one is not a very 
good idea, as you will not live long enough to see the next sunrise.    
 
Death Guard. 
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 30 Fanegut Orc.  
Walk:   6   
Offence: 4   
Defence:  4   
Life:   3   
Mind:  7   
Magic:  No   
Alignment: Evil   
Type:  Chaos 
 



  
 
 

Death ‘Dark’ Guard.  
 

These particular Death Guard are very, very strong for their abilities, they have to be 
considering the gold treasure they have to protect; which is owned by their leader Queen Alethia who 
resides within the mountain of Kaylarr. Not much is known about the ‘Dark’ guards of Kaylarr, how they 
came to be, where they are from or even how they can to be of service to Queen Alethia. But 
regardless of ‘Dark’ guards circumstance, they have made their presence felt and are waiting for more 
chances and ways to prove themselves.  
 
Death Guard. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 110 Magic Dungeon II.  
Walk:   5   
Offence: 10   
Defence:  10   
Life:   7   
Mind:  5   
Magic:  No   
Alignment: Evil   
Type:  Chaos/Human 
 
 

Death Legion.  
 

The Death Legion are the 'Elite' of all the Witch Lord's Undead army; the Witch Lord has 
increased the Legion's strength and power to help him dominant and take over the Kingdom. With the 
Death Legion by his side the Witch Lord will surely be unstoppable. 
 
Death Legion. 
(Use Skeleton, Mummy, Zombie 
Figures) 

Quests. 

   
Experience: 40 Return of the Witch Lord.  
Walk:   6 Revenge of the Witch Lord.  
Offence: 5   
Defence:  5   
Life:   2   
Mind:  1   
Magic:  No   
Alignment: Evil   
Type:  Undead 
 



  
 
 

Death Skeleton. 
 

Ro’Khann created the Death Skeleton and it is a very powerful Undead creature. Only very 
experienced magic users like Ro’Khann can conjure up a potent monster with very strong abilities. 
Luckily these creatures are very rare because it takes a lot of magical energy to create one, and it is 
also time consuming as well. But once created these Death Skeletons are a force to be reckoned with, 
so do not face and or fight these creatures alone. As yet, no one has ever survived an attack with a 
Death Skeleton and lived, so if you come across one, just run as fast as you can to escape it-if you can.  
 
Death Skeleton. 
(Use Skeleton Figure) 

Quests. 

   
Experience: 300 The Crypt.  
Walk:   6   
Offence: 15   
Defence:  15   
Life:   15   
Mind:  15   
Magic:  No   
Alignment: Evil   
Type:  Undead   
 
 

Death Warrior.  
 

Being a wizard Marius has the ability to create special monsters to help him defend his domain. 
Enter the Death Warrior. These warriors of chaos are one very extremely tough individuals to fight in 
battle. You will need all your skill of the sword to try and defeat them, it won’t be easy, but it is possible. 
One will also need a lot of courage and luck, for the Death Warrior’s armour is magically cured to resist 
most weapons of metal and magic.    
 
Death Warrior. 
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 70 The Trials of Marius.  
Walk:   6   
Offence: 8   
Defence:  8   
Life:   5   
Mind:  5   
Magic:  No   
Alignment: Evil   
Type:  Chaos 
 



  
 
 

Desert Beast. 
 
 There are many creatures that inhabit the ancient land, some good, some evil, and depending 
on the terrain they can live almost anywhere. One such creature is the Desert Beast and as the name 
suggests, lives in the desert regions. The Desert Beast has made a home for itself in this harsh 
environment. Not much is known of this giant creature whose strength can break a man in two–or so it 
is said. The best advice given is to avoid the Desert Beast if one can, the good side of any encounter is 
this creature will not attack unless provoked to do so. 
 
 
Desert Beast. 
(Use Frozen Horror Figure) 

Quests. 

  
Experience: 90 Under the Ruins. 
Walk:   8  
Offence: 9  
Defence:  9  
Life:   6  
Mind:  4  
Magic:  No  
Alignment: Neutral  
Type:  Creature   
 
 

Doom Guard.  
 

The Doom Guard are the personal bodyguards to the Witch Lord; he has made it his personal 
quest to improve these Chaos Warriors from Hell to help vanquish anyone foolish enough to try and kill 
him. The Doom Guard are personally handed picked by the Witch Lord himself so he alone has the 
very best protection possible. Not only that, but some of the Doom Guard have gained magical powers 
to protect their master.  
 

Doom Guard. 
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 50 Return of the Witch Lord.  
Walk:   6   
Offence: 4   
Defence:  6   
Life:   1   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Chaos 



  
 
 
Doom Guard. 
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 60 Revenge of the Witch Lord.  
Walk:   7   
Offence: 6   
Defence:  6   
Life:   2   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Chaos 
 
 
Doom Guard. (Magical) 
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 80 Revenge of the Witch Lord.  
Walk:   6   
Offence: 4   
Defence:  6   
Life:   1   
Mind:  4   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos 
 



  
 
 

Drogre.  
 

The Drogre, pronounced as ‘Droh-gurr’ is a highly trained battle ogre especially developed by 
Nemezzeena for her conquest of the Kingdom. These Drogres are heavily armoured and skilled in 
personal combat. It is hoped with these new troops, that Nemezzeena will surprise the forces of Good 
and make her conquest that much more easier than previous attempts. Do not face a Drogre alone in 
single combat, unless you want a quick death. 
 
Drogre. 
(Use Ogre Warrior Figure) 

Quests. 

   
Experience: 90 Nemezzeena: The Resurrection.  
Walk:   5   
Offence: 9   
Defence:  9   
Life:   9   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Ogre 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
 

Elite Guard ‘Knight’. 
 

Not much is known about these fearless creatures. Who were created by Nemezzeena to battle 
the forces of good in her ongoing quest for domination? But what is known is they are one tough warrior 
that commands respect if faced in battle. They are considered to be Undead but that has not stopped 
them against conventional Undead weapons that could be used against them. Their armour is a 'living 
metal’, which is probably why they are hard to kill. 
 
Elite Guard ‘Knight’. 
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 50 Dekka-Quest.  
Walk:   8 Prelude.  
Offence: 5 Nemezzeena: The Resurrection.   
Defence: 5   
Life:   8   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Chaos/Undead   
 
 

Elvenlore.  
 

Elvenlore is the son of the Elf King El’Sovren who commands the Shad’Fer’Gor Forests. He is 
a young elf on a personal quest to rid the Kingdom of the dark forces that plague the land. He is a true 
warrior with honour and courage; and is not afraid to face any danger to prove himself to his people that 
he is worthy to be their next King. As a ‘forest elf’ he is attuned to nature and especially to the trees. He 
says they whisper to him on moonlit nights when the shadows sleep and when the wind is silent.     
 
Elvenlore.  
(Use Elf Figure) 

Quests. 

   
Experience: 10 Castle Hellgraine. Magic Dungeon II. 
Walk:   9 Caves of Mystery. Revenge of the Witch Lord. 
Offence: 2 Dekka-Quest. The Seven Quests of Nemezzeena. 
Defence:  2 Elf Quest. The Trials of Marius. 
Life:   6 Fanegut Orc. Temple of the Undead. 
Mind:  4 Konig’s Keep. Teraptus Castle. 
Magic:  No Konig’s Key. Trilogy Series: Elf Quest. 
Alignment: Good Loch’Fern.  
Type:  Hero /Elf 
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Elysia.  
 

Elysia is one of four female warriors, the others being Annis, Celestia and Veena, who is in 
search of the Sacred Chalice of Caltha. Like Princess Allyssa, all four female warriors come from the 
Valkyrie Islands. Elysia is a young warrior just starting out to gain experience and needs to improve her 
skills if she is to become a great warrior in the eyes of her Clan. She has a good head on her shoulders, 
a no nonsense girl with an excellent memory. 
 
Elysia. 
(Use Civilian 2 Figure) 

Quests. 

   
Experience: 10 Trilogy Series: Amazon Quest.  
Walk:   8   
Offence: 2   
Defence:  2   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Good   
Type:  Hero /Human 
 
 

Evil Eye.  
 

The Evil Eye is a good creature to have when you want an early warning system in place. The 
Evil Eye is a magical creature that acts like an alarm and sentry; it mainly is stationed in rooms that are 
not occupied that often to keep a look out for intruders, but can be placed in corridors as needed. The 
Evil Eye is magically linked to the magic user who created it, so when something alarms it, the magic 
user is also aware of it to and can act according. Evil Eyes can act also as the first line of defence since 
it can attack, only magic can affect it if you want to kill it, physical attacks against it will not work. 
 
Evil Eye. 
(Use Look Script) 

Quests. 

   
Experience: 40        (60)* Trilogy Series: Wizard Quest.  
Walk:   10        (10)* The Castle of Dreams.*  
Offence: 2          (4)* The Catacombs of Varden-Ault.  
Defence:  2          (4)*   
Life:   2          (2)*   
Mind:  2          (2)*   
Magic:  Yes      (Yes)*   
Alignment: Evil       (Evil)*   
Type:  Chaos  (Chaos)*               *Level 2 
 



  
 
 

Evil Wizard.  
 

The Evil Wizard is one of many chaos wizards working for Nemezzeena in her quest to 
conquer the Kingdom. This particular Evil Wizard belongs to a sacred sect known as the ‘Shada’ 
(meaning Shadow). The name is appropriate since this sect likes to work in the dark. The silence of the 
night is their cape, and the dim murky darkness beyond the light of day is their eyes. The Evil Wizard 
has many magical talents and with the promise of building many temples to ‘The Shadows’ when the 
Kingdom is under Nemezzeena’s control is an opportunity not to be missed.  
 
Evil Wizard. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 40 The Seven Quests of Nemezzeena.  
Walk:   7   
Offence: 1   
Defence:  2   
Life:   2   
Mind:  8   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos  
 
 



 
 
 

Fearsome Four, The.  
 

The Fearsome Four comprise of Al’Drez Sin, Seeron’Baal, Sha’Rakil and Mage Or’Khan they 
are in search of the Sacred Chalice of Doom that has been stolen and is now being held at Fort Fury, 
garrisoned by Royal Soldiers. The Fearsome Four has become legendary; their exploits against Good 
are not to be questioned. They are the heroes of Chaos and Evil everywhere, when you are with them 
on a campaign, you know you’re in for an evil time. They are the best of the best as far as Chaos goes, 
for together they make one formable force. Do not cross swords with them alone, otherwise you’ll be 
drinking your own blood.  
 
Al’Drez Sin. 
(Use The Frozen Figure) 

Quests. 

   
Experience: 40 Fearsome Four.  
Walk:   8   
Offence: 5   
Defence:  4   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Evil   
Type:  Chaos (Hero)*  
*In this HQ Adventure you are playing a Hero. 
 
Seeron’Baal. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 50 Fearsome Four.  
Walk:   7   
Offence: 2   
Defence:  3   
Life:   3   
Mind:  7   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos (Hero)* 
*In this HQ Adventure you are playing a Hero. 
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Sha’Rakil. 
(Use Orc Shaman Figure) 

Quests. 

   
Experience: 30 Fearsome Four.  
Walk:   7   
Offence: 2   
Defence:  4   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Evil   
Type:  Chaos (Hero)* 
*In this HQ Adventure you are playing a Hero. 
 
Mage Or’Khan. 
(Use Mage Zanrath Figure) 

Quests. 

   
Experience: 50 Fearsome Four.  
Walk:   5   
Offence: 3   
Defence:  3   
Life:   4   
Mind:  8   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos (Hero)* 
*In this HQ Adventure you are playing a Hero. 
 



  
 
 

Fimir Captain.  
 

Fimirs when they have proven themselves in battle or in any conflict that involves killing and 
death; have the chance to be promoted and gain responsibility of command over others. When this is 
done, fimirs in authority are very hard taskmasters and very hard to please, especially if a fimir captain 
is in charge over other junior fimirs. It is considered a somewhat of an humiliation for a fimir to be 
ordered about by another fimir, so a fimir captain must always dish discipline whenever possible.   
 
Fimir Captain.  
(Use Fimir Figure) 

Quests. 

   
Experience: 40 Konig’s Keep.  
Walk:   6   
Offence: 3   
Defence:  3   
Life:   2   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 
Fimir Captain.  
(Use Fimir Figure) 

Quests. 

   
Experience: 40 The Seven Quests of Nemezzeena.  
Walk:   8   
Offence: 4   
Defence:  3   
Life:   2   
Mind:  4   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 



  
 
 

Fimir Bandit Leader.  
 

Believe it or not but fimirs have very strong social structure within their group, a certain 
hierarchy. When a fimir goes against the order of things and does not learn from his mistake, that fimir 
is banished to teach him a lesson. Thus there are a few renegade fimirs throughout the Kingdom that 
have been cast out. Most are able to survive, others reform and go back, while the rest feel they can 
make it on their own by following a life in crime and by forming and becoming leaders to small groups of 
misfits.  
 
Fimir Bandit Leader.  
(Use Fimir Figure) 

Quests. 

   
Experience: 40 Loch’Fern.  
Walk:   6   
Offence: 3   
Defence:  3   
Life:   7   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 
 

Fimir Slayer.  
 

The Fimir Slayer is not your average fimir; these so-called ‘Slayers’ are actually cousins to the 
fimir we all know and hate. Not much is known about these ‘Slayers’ but what is known is they are 
tougher and stronger and pack a mighty wallop in battle. The Fimir Slayer is a little taller but still has the 
same weaknesses as their ‘smaller’ fimir brothers. So be prepared for a fight if you ever come across a 
Fimir Slayer, chances are if you win, you’ll have scares to prove it.  
 
Fimir Slayer. 
(Use Fimir Figure) 

Quests. 

   
Experience: 30 Trilogy Series: Dwarf Quest.  
Walk:   6 The Twin Towers of Death.  
Offence: 4   
Defence:  4   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 



  
 
 

Fire Golem.  
 

The Fire Golem is another creature created by Konig. Although the Fire Golem is a non-
magical creature it is immune to all fire spells and magic. This Makes the Fire Golem very strong 
against magic but is still vulnerable to ordinary weapons if you can get close enough that is. Its rough-
hard body will take a while to penetrate, but if successful that will be one less Fire Golem to worry 
about.     
 
Fire Golem. 
(Use Mummy Figure) 

Quests. 

   
Experience: 40 Konig’s Key.  
Walk:   6   
Offence: 5   
Defence:  5   
Life:   5   
Mind:  0   
Magic:  No   
Alignment: Evil   
Type:  Creature  
 
 

Fire Mage.  
 

Mages are different than wizards in that they study one elemental skill; (Air, Earth, Fire & 
Water) in this way they know all there is to know about their one chosen elemental force. But even so it 
is also a weakness in some respects because each element has its own strengths and weaknesses. 
This has not deterred those who wish to study their elected path; thus when confronted with a Fire 
Mage be prepared for a fight, since fire is the more aggressive of the elements. 
 
Fire Mage. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 70 Konig’s Key.  
Walk:   7   
Offence: 2   
Defence:  4   
Life:   7   
Mind:  3   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos  
 



  
 
 

Foul Beast. 
 

Gargoyles are a specialty for the Great Wizard Marius and he uses these creatures quite a lot 
to help him defend his domain from his enemies. The Foul Beast is Marius’ supreme triumph of many 
years work, in trying to prefect the ultimate monster (well in his eyes anyway). With this in mind, the 
Foul Beast has become Marius’ so-called personal guard. He is quite proud that he has attained his 
goal of monster perfection. But the Foul Beast does have a weakness; its mind is not strong enough to 
resist strong magic. 
 
Foul Beast. 
(Use Gargoyle Figure) 

Quests. 

   
Experience: 80 The Trials of Marius.  
Walk:   6   
Offence: 9   
Defence:  9   
Life:   7   
Mind:  3   
Magic:  Yes   
Alignment: Evil   
Type:  Greenskin  
 
 

Fynn.  
 

Fynn is a young elf on an adventure. When elves come of age they are set on a quest of 
discovery. Through their experiences they learn about everyday life and even death, and how to cope 
with problems that may arise. The ‘Quest of Life’ may take many years, but it is during this time that 
young male and female elves also learn about themselves and where they might fit in-as it were-with 
the rest of their surroundings and us. It is a self-discovery on many levels, which Fynn must accomplish 
if he is to return to his covern (family, clan, tribe).   
 
Fynn.  
(Use Elf Figure) 

Quests. 

   
Experience: 10 Elf Quest.  
Walk:   8   
Offence: 2   
Defence:  1   
Life:   7   
Mind:  3   
Magic:  No   
Alignment: Good   
Type:  Hero /Elf 



 
 
 

Galen.  
 

Galen is one of four magic users, the others being Mai’Gen, Seth and Sheanna; assigned by 
the Kings of the Realm to cleanse an Undead temple and its crypt being occupied by the ‘Shada’. 
Galen is an elf who has studied the magic arts for a long time, and is quite capable of dealing with the 
‘Shada’ whose numbers seem to be growing. Galen knows the ways of the forest and is attuned to its 
life force, and knows the secrets that make it come alive to communicate with it. Galen will need all his 
experience to deal a deadly blow to the ‘Shada’ and its followers. 
 
Galen. 
(Use Elf Figure) 

Quests. 

   
Experience: 40 The Crypt.  
Walk:   8   
Offence: 2   
Defence:  2   
Life:   5   
Mind:  5   
Magic:  Yes   
Alignment: Good   
Type:  Hero/Elf   
 
 

Garbeast. 
 

The Garbeast is the creation of Queen Alethia who commands her domain under the mountain 
Kaylarr. These creatures are very strong and powerful; they have to be in order to help their queen to 
protect her gold treasure for intruders. The Garbeast is quite similar looking to a gargoyle, but because 
these creatures live underground they have lighter skin pigmentation, and their eyesight is weak in the 
sunlight if they venture to the surface, but it is excellent in the dark. 
 
Garbeast. 
(Use Gargoyle Figure) 

Quests. 

   
Experience: 210 Magic Dungeon II.  
Walk:   7   
Offence: 15   
Defence:  15   
Life:   7   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Creature 
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Gargoyle Guardian. 
 

These particular Gargoyle Guardians act as sentries to guard over the entrance to Marius’ 
inner Lair. Marius has been able to improve their abilities somewhat to them protect what belongs to 
him. Creatures created by Marius must be strong and resistant to the blade and magic as much as 
possible if they are to perform their duties and assigned tasks to Marius deal with his enemies. The 
Gargoyle Guardian has a vert tough skin almost metal like, and its mind has been conditioned to resist 
many a spell cast. 
 
Gargoyle Guardian.  
(Use Gargoyle Figure) 

Quests. 

   
Experience: 70 The Trials of Marius.  
Walk:   8   
Offence: 6   
Defence:  7   
Life:   8   
Mind:  8   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 
 

Gate Keeper.  
 

All along some areas of the Kingdom’s shoreline are various Gatehouses that protect the 
Kingdom against pirates, thieves and cutthroats. These fortified structures ensure the protection of the 
Kingdom’s citizen population. They are manned by Royal Soldiers or by retired Royal Soldiers who live 
nearby and help patrol the beach and keep the peace. The Gatehouses are not military outposts as 
such; they act more like police stations ensuring that no illegal activity enters the kingdom and keep the 
unwanted out. 
 
Gate Keeper of Loch’Fern.  
(Use Halberdier Figure) 

Quests. 

   
Experience: 30 Loch’Fern.  
Walk:   6   
Offence: 3   
Defence:  3   
Life:   7   
Mind:  3   
Magic:  No   
Alignment: Ally   
Type:  Human  



  
 
 

General Skulmar. 
 

For helping the Witch Lord to regain his power Captain Skulmar of the Dead Host, has been 
promoted to General; and has taken up command once again to lead his Death Legions into glorious 
battle against the Kingdom and the Forces of Good that will crumble before his feet. General Skulmar 
has waited a long time to exact revenge upon the innocent and the weak; he can hardly wait for the 
death trumpets to blow to begin his campaign of terror. 
 
Captain Skulmar.  
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 60 Return of the Witch Lord*.  
Walk:   8   
Offence: 5   
Defence:  6   
Life:   1* (5)   
Mind:  5   
Magic:  No   
Alignment: Evil.   
Type:  Chaos  
 
General Skulmar.  
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 150 Revenge of the Witch Lord.  
Walk:   8   
Offence: 6   
Defence:  6   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Evil.   
Type:  Chaos  
 



  
 
 

Ghoul.  
 

Ghouls like their Zombie cousins-of no relation, have been magically enhanced to strengthen 
their ability to attack their enemies. They make excellent sentries as a first line of defence against 
invading and or intrusive foes. 
 
Ghoul. 
(Use Zombie Figure) 

Quests. 

   
Experience: 20 Konig’s Key.  
Walk:   4 Nemezzeena: The Resurrection.  
Offence: 3   
Defence:  3   
Life:   1   
Mind:  0   
Magic:  No   
Alignment: Evil   
Type:  Undead 
 
 

Gibble.  
 

Goblins like Gibble are very rare, especially if you are a spy working for the King; and that’s 
what Gibble is all about. Spying is what Gibble does best, and ever since he was young Gobbie (a 
young goblin), he has had a talent of nosing around where he wasn’t wanted. Naturally unseen, so no 
one would be able to catch him or know he was there. With talent like that why waste it, so Gibble 
approached the King to hire himself out; and the rest they say is history. 
 
Gibble, Royal Spy.  
(Use Goblin Figure) 

Quests. 

   
Experience: 10 Caves of Mystery.  
Walk:   10   
Offence: 1   
Defence:  2   
Life:   2   
Mind:  2   
Magic:  No   
Alignment: Good   
Type:  Greenskin/Ally 
 
 
 



  
 
 

Goblin Captain.  
 

Goblin Captains act just like Goblin Leaders although there is a slight deference. Goblins like 
titles and titles reflect a certain status of importance. So a Goblin Leader is naturally higher than a 
Goblin Captain. But try putting them both in the same room to command other goblins is a real 
nightmare, it doesn’t work well. Thus in the end a small band of goblins is commanded by one or the 
other, at least that way things can get done that needs doing. 
 
Goblin Captain. 
(Use Goblin Figure) 

Quests. 

   
Experience: 20 Trilogy Series: Dwarf Quest.  
Walk:   10   
Offence: 1   
Defence:  2   
Life:   2   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 
 

Gobo.  
 

Gobo is a young not-so-bright goblin with attitude. He believes everybody is out to get him for 
something or rather. Gobo doesn’t trust anybody or anything; he believes everybody lies and even if 
they tell him the truth, Gobo thinks there’s a catch in it somewhere. If there is something given to him 
for free, Gobo believes he’ll pay for it later. Gobo likes to question everything and anybody that is hiding 
something from him; even when they’re not, he steels it from them and puts the blame on them for 
taking from him in the first place. Gobo is a very mixed up gobie indeed.  
 
Gobo, Goblin Leader.  
(Use Goblin Figure) 

Quests. 

   
Experience: 20 Elf Quest.  
Walk:   10 Loch’Fern.  
Offence: 2   
Defence:  1   
Life:   1   
Mind:  1   
Magic:  No   
Alignment: Evil   
Type:  Greenskin 



  
 
 

Gorgoyle. 
 

If Gargoyles are bad enough then their stronger brothers the Gorgoyles are even worse. With 
heighten strength and mental abilities thay make excellent warriors and have been known to command 
garrisons and outposts. 
 
Gorgoyle. 
(Use Gargoyle Figure) 

Quests. 

   
Experience: 40 Nemezzeena: The Resurrection.  
Walk:   8   
Offence: 4   
Defence: 5   
Life:   1   
Mind:  5   
Magic:  No   
Alignment: Evil   
Type:  Greenskin   
 
 

Gorn. 
 

Gorn the Orc Mage, along with Sharvonn the goblin leader, has allied himself with the ‘Shada’. 
In doing so, Gorn hopes gain a lot of fame in his personal quest against the Kings of the Realm and the 
Kingdom itself. Gorn is a shaman with a mission, with the help of the ‘Shada, he will be able to develop 
and experiment with his magical arts. Gorn hopes to one day be the ‘Grand Shaman’ and rule over all 
Orc Shamen, but in the mean time he has to help the ‘Shada’ bring down those who oppose them in 
their conquest for ultimate glory and victory against the living. 
 
Gorn, the Orc Mage. 
(Use Orc Shaman Figure) 

Quests. 

   
Experience: 50 The Crypt.  
Walk:   7   
Offence: 3   
Defence: 2   
Life:   6   
Mind:  4   
Magic:  Yes   
Alignment: Evil   
Type:  Greenskin   



  
 
 

Gorn’s Champion. 
 

Like many other Leaders who have the gold to hire or train warriors, Gorn with the help of the 
Shada’s treasury full of gold, has been able to hire a Champion to help protect him and to also help 
guard the ‘Shada’ temple from intruders. Champions are very well trained and are experts in the art of 
war and weaponry, if you come across a Champion be prepared for a fight to the death, because the 
only way you’re going to win and live is if you kill the Champion outright. Champions show no mercy, so 
don’t expect to plead for your life if things don’t go your way. 
 
Gorn’s Champion. 
(Use Gargoyle Figure) 

Quests. 

   
Experience: 40 The Crypt.  
Walk:   6   
Offence: 5   
Defence:  5   
Life:   5   
Mind:  5   
Magic:  No   
Alignment: Evil   
Type:  Greenskin   
 
 

Grand Guardian.  
 

A Grand Guardian is the so-called leader of any collective group of Guardians, and performs 
duties to that effect concerning what needs to be protected and or guarded. The Grand Guardian 
makes sure all is as it should be, and keeps the other Guardians under his command in check. It is also 
possible that when occasion arises some Grand Guardians have been known to possess magical 
abilities to help them defeat any intruders that they encounter. 
 
Grand Guardian.  
(Use Mummy Figure) 

Quests. 

   
Experience: 60 Castle Hellgraine.  
Walk:   5   
Offence: 4   
Defence:  6   
Life:   8   
Mind:  4   
Magic:  No   
Alignment: Evil   
Type:  Undead 
 



  
 
 

Grimarr.  
 

Grimarr is a member of the Undead sect known as the ‘Shada’. This cult has grown to alarming 
numbers over the centuries and threatens the peace of the Kingdom. Grimarr is one of many living in 
the sect-controlled temple in the Realm of Shanzdella, he is also the Master of the Tomb Guardians of 
Arcosh Varn. Considering the time, not much is actually known about ‘Shada’ or its individual members 
and followers, thus a certain mystery has evolved around this cult. Grimarr is one of many Chaos 
Mages that help command and control the Undead to help terrorize the Kingdom and its citizens.  
 
Grimarr. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 50 The Crypt.  
Walk:   7   
Offence: 3   
Defence:  2   
Life:   6   
Mind:  4   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos   
 
 

Grizzo.  
 

Grizzo is one of your standard goblin leaders with a small band of misfits at his command. 
Goblins work well in small groups; they are fast, a little cunning for their size, and real pests. But 
occasionally some goblins need to take the lead; and Grizzo is one such goblin that believes being a 
leader is better than being a follower. And he makes sure that his orders are followed to the letter or 
else there will be hell to pay. 
 
Grizzo, Goblin Leader.  
(Use Goblin Figure) 

Quests. 

   
Experience: 20 Caves of Mystery.  
Walk:   10   
Offence: 2   
Defence:  2   
Life:   2   
Mind:  4   
Magic:  No   
Alignment: Evil   
Type:  Greenskin 
 



  
 
 

Guardians.  
 

Guardians are very useful protectors of buildings, especially castles that have been abandoned 
or need guarding (hence the name). Guardians aren't really bad; their sole purpose is to protect any 
buildings valuable contents. They will attack any Hero or Monster alike that disturbs them while they do 
their patrolling to keep the peace. Both White (Light) and Black (Dark) Wizards/Sorcerers can conjure 
these Guardians for their own devices. 
 
Guardian.  
(Use Mummy Figure) 

Quests. 

   
Experience: 60 Castle Hellgraine.  
Walk:   4   
Offence: 3   
Defence:  6   
Life:   8   
Mind:  2   
Magic:  No   
Alignment: Neutral   
Type:  Undead 
 
 

Gul’Amok.  
 

Gul’Amok from the outset decided if he were going to be successful in a life of crime, he would 
need a good hiding place. After a long search he came across the Tombs of Zanhothdar, carved into 
the mountain. From here he could direct and plan various schemes to his heart’s content. Gul’Amok 
some became wealthy enough to hire some very strong cronies to secure his mountain hideaway. 
Gul’Amok can also further develop his magical skills within the safety of the mountain, knowing nobody 
would ever disturb him.  
 
Gul’Amok, Orc Shaman. 
(Use Orc Shaman Figure) 

Quests. 

   
Experience: 70 Trilogy Series: Dwarf Quest.  
Walk:   7   
Offence: 3   
Defence:  5   
Life:   5   
Mind:  7   
Magic:  Yes   
Alignment: Evil   
Type:  Greenskin  
 



 
 
 

Hamal.  
 

When it comes to information on what’s happening around town, Hamal is your man. Hamal the 
merchant knows all, sees all, and hears all. You want it, he can get it; if you want to lose it, and he can 
make it disappear. Hamal travels a lot so he knows the ins and outs of how things work and don’t. With 
his experience nothing ever goes wrong; he is a shrewd and clever man always on the look out to make 
gold pass across his palms and into his pockets.  
 
Hamal the Merchant.  
(Use Merchant Figure) 

Quests. 

   
Experience: 10 Caves of Mystery.  
Walk:   7   
Offence: 1   
Defence:  2   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Neutral   
Type:  Human  
 
 

Harbour Master.  
 

The job of Harbour Master at the Port of Scoville is one taken with pride. The Harbour Master is 
responsible for collecting shipping and cargo taxes, as well as berthing fees. He also receives and fixes 
complaints made by the captains of their respective ships. He has the right to inspect all sea going 
vessels for illegal and banned supplies and equipment. He also has the authority to prevent any ship 
from leaving port if he can justify it. 
 
Harbour Master of Scorville.  
(Use Mage Zanrath Figure) 

Quests. 

   
Experience: 10 Caves of Mystery.   
Walk:   6   
Offence: 1   
Defence:  2   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Neutral   
Type:  Human 
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Harbour Master.  
(Use Civilian 1 Figure) 

Quests. 

   
Experience: 10 Trilogy Series: Elf Quest.   
Walk:   8   
Offence: 1   
Defence:  2   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Neutral   
Type:  Human 
 
 

Habour Pilot.  
 

The Harbour Pilot helps direct ships coming from the sea to dock at port. In this way he guides 
the ships to safety making sure they do not run aground. Especially if they have precious cargo on 
board that needs delivery. Being a Harbour Pilot can be and is at times an exciting job, you get to meet 
different people from diverse lands and exchange news and conversation on what’s happening around 
the Kingdom. The harbour Pilot is an experienced sailor and knows the waters like the back of his hand, 
so the ship’s safety is his prime concern. 
 
Harbour Pilot. 
(Use Civilian 4 Figure) 

Quests. 

   
Experience: 10 Trilogy Series: Elf Quest.  
Walk:   8   
Offence: 1   
Defence:  2   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Neutral   
Type:  Human  
 



  
 
 

Hobgoblin.  
 

These creatures are cousins to the Goblins. They are a bit tougher than their smaller brothers 
who reside in forests mostly, as the Hobgoblins are found in hilly regions as well as mountain terrain. 
 
Hobgoblin. 
(Use Goblin Figure) 

Quests. 

   
Experience: 10 Konig’s Key.  
Walk:   10 Nemezzeena: The Resurrection.  
Offence: 2   
Defence:  2   
Life:   1   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 
 



 
 
 

Ishdore.  
 
 Ishdore is a young man just at the beginning of his training to become a full Paladin warrior. So 
far he has proven himself worthy of his chosen profession, and can't wait to go out into the world and 
do some good for the Kingdom and its Realms. But he has a lot to learn still as he must also learn the 
magical arts if he is to graduate as a Paladin in full. Paladins are an essential part to the Kingdom as 
they are Honour bound to protect the weak and innocent, from all that is evil, and even act as protectors 
when required. 
 
Ishdore. 
(Use Halberdier Figure) 

Quests. 

  
Experience: 20 Trilogy Series: Paladin Quest. 
Walk:   6  
Offence: 3  
Defence:  3  
Life:   8  
Mind:  2  
Magic:  No  
Alignment: Good  
Type:  Hero /Human  
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Jed’Darr. 
 

Jed’Darr is a member of the mystical cult known as Shada. This cult has grown in number with 
one purpose, to overthrow the Kingdom and make its people their slaves to Chaos and the Undead. To 
this end Jed’Darr has taken over a small church near the village of St. Kasteelle in the hopes of 
securing it as a base for Shada. In this way Shada can plan and plot their chaotic moves to terrorise the 
village and the surrounding lands. “For the glory of Shada”, shouts Jed’Darr, as he organises his plans 
for the church. 
 
Jed’Darr. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 70 Nemezzeena: The Resurrection.  
Walk:   8   
Offence: 4   
Defence:  5   
Life:   5   
Mind:  5   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos  
 
 

Julius. 
 
 Julius is almost halfway through his training as a Paladin; he has 1 more year to go before he 
begins his learning in the magical arts. At that stage all young Paladins are assigned a Tutor to help 
complete their training. Paladins are like warrior mages, and can combine their skills in physical and 
mental abilities to bring down their opponent. Julius is a little bit cocky but doesn't let it go too far. When 
it comes to doing battle with the enemy, Julius is the first to swing his blade to help protect his friends 
and allies alike. 
 
Julius. 
(Use Halberdier Figure) 

Quests. 

  
Experience: 30 Trilogy Series: Paladin Quest. 
Walk:   7  
Offence: 3  
Defence:  4  
Life:   7  
Mind:  3  
Magic:  No  
Alignment: Good  
Type:  Hero /Human  
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Karlinn.  
 

Karlinn is a member of the Mages Council of Magic; he along with Mentor who is a member of 
the Wizards Council of Magic, oversee the various realms and the Kingdom, making sure that peace is 
ever present. The Council is always on the lookout for Morcar and his minions, as well as any other 
chaotic influences that may threaten peace. Karlinn like many Mages lives alone so as not to be 
disturbed while he continues his study of magic and improving his magical skills. 
 
Karlinn the Mage.  
(Use Mage Zanrath Figure) 

Quests. 

   
Experience: 80 Elf Quest.  
Walk:   5   
Offence: 3   
Defence:  5   
Life:   4   
Mind:  8   
Magic:  Yes   
Alignment: Good   
Type:  Human  
 
 

Kar’Singe.  
 

Kar’Singe and his brother Ro’Khann, is a member of the Undead sect known as the ‘Shada’. 
This cult has grown to alarming numbers over the centuries and threatens the peace of the Kingdom. 
Kar’Singe is one of many living in the sect-controlled temple in the Realm of Shanzdella. Considering 
the time, not much is actually known about ‘Shada’ or its individual members and followers, thus a 
certain mystery has evolved around this cult. Kar’Singe is one of many Chaos Mages that help 
command and control the Undead to help terrorize the Kingdom and its citizens.  
 
Kar’Singe. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 60 The Crypt.  
Walk:   7   
Offence: 4   
Defence: 3   
Life:   5   
Mind:  5   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos   
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Kerllian. 
 

Kerllian is one of a rare group of wizards from the old times when Good and Evil were at 
perpetual war. Now Kerllian is a Guardian of several of the most feared weapons of that time-the 
Krysalis Blade and the Krysalis Medallion. Kerllian helps guard these special weapons in a vault on 
Sorceron Island. Kerllian is an old and wise wizard who has seen many a battle, and survived to tell the 
tale. Now he along with other Guardians just watch the events unfold within the Kingdom, and only 
intervene when it is absolutely necessary.  
 

Kerllian,  
Guardian of the Krysalis. 
(Use Mage Zanrath Figure) 

Quests. 

   
Experience: 40 Dekka-Quest.  
Walk:   8   
Offence: 1   
Defence: 2   
Life:   4   
Mind:  6   
Magic:  Yes   
Alignment: Good   
Type:  Ally/Human   
 
 

King Fimiron. 
 

In his quest to further the fimir race, and to be recognized as a great monarch King Fimiron has 
allied himself with Nemezzeena in the hopes of fulfilling his dreams of prestige and glory. The fimirs 
have long since wanted an outright war with the ‘whiteskins’ but have not been able to get organized 
enough to do so. So when Nemezzeena proposed an alliance, King Fimiron wholeheartedly agreed. 
Now with the backing of a great sorcereress herself, King Fimiron has united the fimir clans to his 
bidding. “Now I will show the ‘whiteskins’ the meaning of death and destruction”. King Fimiron says 
gloatingly.    
 

King Fimiron. 
(Use Fimir Figure) 

Quests. 

   
Experience: 330 Dekka-Quest.  
Walk:   8   
Offence: 4   
Defence: 4   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Evil   
Type:  Greenskin   



  
 
 

King Jochran.  
 

King Jochran is a warrior King and a protector of the realm in which he has hierarchal ties with 
the rest of the Kings within the Kingdom. His family has been of royal blood for over 500 years and he 
resides at his realm's capital called Loh'Hann (meaning Low Land). From Loh'Hann King Jochran 
administers Kingdom and Realm justice as well as protecting its citizens from any danger that threatens 
their daily lives. 
 
King Jochran.  
(Use Halberdier Figure) 

Quests. 

   
Experience: 320 Castle Hellgraine.  
Walk:   6   
Offence: 3   
Defence:  4   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Good   
Type:  Ally /Human 
 
 

King’s Royal Guard.  
 

The Royal Guard are a different class of soldier in that they act as personal bodyguards to the 
King. Whenever the King goes out of his palace/castle, he is accompanied by a squad of Royal Guards 
for protection to ensure his safety from the public and other possible tragedies like assassination. Being 
a Royal Guardsman to the King is probably the best position a Royal Soldier could get in the service, 
it’s a kind of promotion and there is a certain pride in being a Royal Guard. 
 
King’s Royal Guard. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 30 Trilogy Series: Elf Quest.  
Walk:   7   
Offence: 3   
Defence:  3   
Life:   2   
Mind:  2   
Magic:  No   
Alignment: Good   
Type:  Ally /Human 
 



  
 
 

King, The.  
 

The King is worried about his daughter Princess Anne who is trapped on a ship at dock. The 
ship’s crew have been processed by demons. He has summoned some help and an Elf Hero has 
answered the call. He now waits patiently by the dock to see his daughter again safely in his arms. The 
King has been around a long time and his daughter is the next heir to the throne, so the king is very 
anxious to see that nothing happens to her. The King is a just and kind monarch and his subjects love 
him and praise his authority and wisdom. 
 

King, The. 
(Use Mage Zanrath Figure) 

Quests. 

   
Experience: 260 Trilogy Series: Elf Quest.  
Walk:   6   
Offence: 1   
Defence:  2   
Life:   5   
Mind:  5   
Magic:  No   
Alignment: Good   
Type:  Ally /Human 
 
 

King Theon. 
 

King Theon is one of the ‘Kings of the Realm’ who help govern the Kingdom at large and is one 
of a leading realms opposing Nemezzeena’s conquest for domination. Thus when his daughter 
Princess Kira was kidnapped by Nemezzeena’s minions, King Theon needed to get her back as soon 
as possible. Luckily the princess was returned to him in safety. King Theon is a wise, courageous man 
and has fought against Chaos for many years. He hopes that the war between Good and Evil will end 
soon, but Nemezzeena will make sure it will continue. “One must be vigilant in these times of great 
despair”. King Theon responses, as he prepares to meet new dangers ahead.     
 

King Theon. 
(Use Citizen 1 Figure) 

Quests. 

   
Experience: 310 Dekka-Quest.  
Walk:   7   
Offence: 2   
Defence: 2   
Life:   5   
Mind:  5   
Magic:  no   
Alignment: Good   
Type:  Ally/Human   



  
 
 

Klogg. 
 

Klogg like many ogres has joined Nemezzeena in her quest to conquer the Kingdom, with the 
promise of tasty morsels for all ogres if they can stomach it. Naturally it was an offer too good to refuse, 
plus add some gold into the mix, and Nemezzeena was able to have new allies join her ever-increasing 
army. Klogg was given the post to help guard one of the various battlements that protect Nemezzeena’s 
castle from attack and is very proud to be in charge of such an important post. 
 
Klogg the Ogre Captain. 
(Use Ogre Champion) 

Quests. 

   
Experience: 60 Nemezzeena: The Resurrection.  
Walk:   6   
Offence: 6   
Defence:  5   
Life:   3   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Ogre  
 
 

Konig.  
 

Not much is known about Konig, but what can be revealed is that his mentor was Morcar 
himself and thus the heir apparent to Morcar’s domain and minions if ever Morcar were to ‘disappear’. 
Having said that, Konig has been doing his master’s bidding when required and also has been planning 
his own sense of cruelty and chaos within the Realms and Kingdom. Along with his younger sister 
Nemezzeena, who also shares his passion for death and destruction, Konig is a chaos sorcerer to be 
reckoned with, with extreme caution.   
 
Konig the Sorceror.  
(Use Chaos Mage) 

Quests. 

   
Experience: 40 Konig’s Keep.  
Walk:   6   
Offence: 2   
Defence:  2   
Life:   4   
Mind:  6   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos  
 



  
 
 
In his second appearance in HeroQuest Konig has stronger statistics. 
 
Konig the Sorceror.  Quests. 
(Use Chaos Mage)   
 
Experience: 50 

 
Konig’s Key. 

 

Walk:   10   
Offence: 3   
Defence:  3   
Life:   4   
Mind:  8   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos  
 
 

Krac.  
 

Krac is one of many Chaos Mages that constantly go up against the forces of Good in an 
eternal fight for control and dominance. “They seem to plague us to no end”. Mentor remarks. Krac is a 
leader of a small band of Undead warriors that he uses to attack unsuspecting travellers who happen to 
come his way. Krac has recently joined forces with Captain Taar and help take over the Loch’Fern 
Lighthouse. In so doing, the ships that pass by will run aground and their cargo will there for the taking.  
 
Krac the Mage.  
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 70 Loch’Fern.  
Walk:   7   
Offence: 2   
Defence:  4   
Life:   3   
Mind:  3   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos  
 
 
 
 
 
 
 
 
 



  
 
 

Krasis.  
 

Krasis along with his cohorts, Ruth’arn the Arch Mage and Skelbane the Arch Priest have taken 
over a priest’s temple and made it their own place of worship. Krasis can’t believe how easy it was to 
attack the temple, he’s not really complaining, but it would have been good if the priests could have put 
up a fight. But as always Krasis showed no mercy, why should he? Krasis’ plan is to destroy all the 
temples within the Kingdom and covert them all to the worship of the Undead. “I shall make flesh burn, 
and the flames of chaos blaze brightly”. Krasis laughs, as he slaughters the last remaining priest, 
begging for mercy. 
 
Krasis the High Arch Mage. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 60 Temple of the Undead.  
Walk:   10   
Offence: 4   
Defence:  4   
Life:   4   
Mind:  6   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos 
 
 

Krilloc.  
 

If you are a mercenary, you either work with other mercenaries or you work alone. Krilloc is one 
who likes to work by himself; he believes he has no equal, with over 100 kills to his name, would you 
argue? Even other mercenaries avoid him just to be on the safe side. No one really knows where he 
came from; fimirs aren’t really the mercenary type, so there is a mystery. Krilloc keeps to himself a lot 
but when it comes to fighting, he’s the first to take out his sword and go a-killing.  
 
Krilloc ‘Lone Wolf’ Mercenary.  
(Use Fimir Figure) 

Quests. 

   
Experience: 40 Caves of Mystery.  
Walk:   6   
Offence: 4   
Defence:  3   
Life:   7   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Greenskin 



  
 
 

Ky’Gora. 
 

Ky’Gora is one of Count Khrom’s best Chaos Mages to command a battalion of Elite Guards. 
Knightingall is one of the major teleporting sites for nemezzeena and her army, and as such is one that 
is heavily protected. Ky’Gora is an experienced magic user and knows how to deal with those who 
‘displease’ him. With Knightingall under his command Ky’Gora has been favoured. “Let’s hope it stays 
that way”, Ky’Gora tells himself, as he inspects his troops. 
 
Ky’Gora the Chaos Mage 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 70 Nemezzeena: The Resurrection.  
Walk:   7   
Offence: 5   
Defence:  5   
Life:   3   
Mind:  7   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos 
 
 
 
 



 
 
 

Larz. 
 

Larz is one of four barbarians, the others being Osiris, Thor and Ulysses, who has been 
commanded by the King to get rid of the bandit Luntz at Blackskull Castle. Larz is a young barbarian 
out to prove that he can mix it with the best. His prowess with the sword has seen him gain valuable 
experience; but he’s still got a lot of learning to do, if he is to become a great warrior with the reputation 
to match his strength and courage.  
 
Larz. 
(Use Barbarian Figure) 

Quests. 

   
Experience: 20 Trilogy Series: Barbarian Quest.  
Walk:   8   
Offence: 3   
Defence:  2   
Life:   7   
Mind:  3   
Magic:  No   
Alignment: Good   
Type:  Hero/Human  
 
 

Lava Bear. 
 
 There are many strange creatures that have to be experienced to be believed. One such 
creature is the Lava Bear. Its favourite habitat is roaming around volcanoes where lava has escaped. If 
lava pools are formed, chances are Lava bears will be near, establishing their territory and dens. They 
are not the most friendly of creatures and will attack anyone or anything that’s in their way–usually with 
fatal results. The Lava Bear also has magical abilities which probably helps and assists them in 
surviving the harsh extreme heat of the lava. 
 
Lava Bear. 
(Use Polar War Bear Figure) 

Quests. 

  
Experience: 80 The Shrine of Druzel-Yre. 
Walk:   6 The Inner Sanctum. 
Offence: 8  
Defence:  8  
Life:   8  
Mind:  2  
Magic:  Yes  
Alignment: Evil  
Type:  Creature   
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Lava Beast.  
 

Within the domain of Marius there runs a river of lava that helps protect it by making a fiery 
walled barrier. Not only that but Marius has conjured up a few Lava Beasts from the lava itself and 
made them into guards. The Lava Beasts are immune to all ‘Fire’ and ‘Earth’ Spells. One must not get 
too close to these creatures as their skin radiates heat and any unprotected flesh will burn, so it is wise 
to attack at a distance with ranged weapons if one can.  
 
Lava Beast. 
(Use The Frozen Figure) 

Quests. 

   
Experience: 110 The Trials of Marius.  
Walk:   6   
Offence: 9   
Defence:  8   
Life:   7   
Mind:  5   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos  
 
 

Loc’Varn.  
 

Loc’Varn is a member of the Undead sect known as the ‘Shada’. This cult has grown to 
alarming numbers over the centuries and threatens the peace of the Kingdom. Loc’Varn is one of many 
living in the sect-controlled temple in the Realm of Shanzdella. Considering the time, not much is 
actually known about ‘Shada’ or its individual members and followers, thus a certain mystery has 
evolved around this cult. Loc’Varn is one of many Chaos Mages that help command and control the 
Undead to help terrorize the Kingdom and its citizens.  
 
Loc’Varn. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 60 The Crypt.  
Walk:   7   
Offence: 4   
Defence: 3   
Life:   5   
Mind:  5   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos   



  
 
 

Loc’Varn’s Champion.  
 

Like many other Leaders who have the gold to hire or train warriors, Loc’Varn with the help of 
the Shada’s treasury full of gold, has been able to hire a Champion to help protect him and to also help 
guard the ‘Shada’ temple from intruders. Champions are very well trained and are experts in the art of 
war and weaponry, if you come across a Champion be prepared for a fight to the death, because the 
only way you’re going to win and live is if you kill the Champion outright. Champions show no mercy, so 
don’t expect to plead for your life if things don’t go your way. 
 
Loc’Varn’s Champion. 
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 40 The Crypt.  
Walk:   7   
Offence: 5   
Defence: 5   
Life:   5   
Mind:  5   
Magic:  No   
Alignment: Evil   
Type:  The Frozen   
 
 

Lonn.  
 

Lonn is one of four dwarven warriors, the others being Morven, Toft and Whitebeard, who is 
searching for treasure in the mountain Tombs of Zanhothdar. Dwarves like gold more than most, or to 
put it another way, any kind of precious metals and jewels. “I can almost smell it”. Lonn declares, as he 
readies himself for another adventure. Lonn is a little cautious when going for gold, so he likes to be 
prepared for anything and anyone that might get in the way.  
 
Lonn. 
(Use Dwarf Figure) 

Quests. 

   
Experience: 10 Trilogy Series: Dwarf Quest.  
Walk:   6   
Offence: 2   
Defence:  2   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Good   
Type:  Hero/Dwarf  



  
 
 

Luntz.  
 

As Luntz has put it, “Life couldn’t be better”. Well that’s what he thinks anyway, when he and 
his bandits were able to capture Blackskull castle killing everyone they could find and making the castle 
their new home. Life has been sweet, and Luntz is enjoying a well-earned notoriety for his efforts. Luntz 
is cunning and cruel to a certain extreme, and really makes a meal from his victims, which he likes to 
torture every now and then.  
 
Luntz, Bandit Leader. 
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 60 Trilogy Series: Barbarian Quest.  
Walk:   6   
Offence: 7   
Defence:  7   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Evil   
Type:  Chaos  
 



 
 
 

Mai’Gen.  
 

Mai’Gen is one of four magic users, the others being Galen, Seth and Sheanna; assigned by 
the Kings of the Realm to cleanse an Undead temple and its crypt being occupied by the ‘Shada’. 
Mai’Gen is a very experienced magic user, with centuries of study under his cape. His power of magic 
has proven him in good steed over time. Mai’Gen is a member of the Mage Council and is up for 
election to become the Master Mage. His ability to assess problems and situations has become crucial 
in any battles against Chaos.  
 

Mai’Gen. 
(Use Mage Zanrath Figure) 

Quests. 

   
Experience: 40 The Crypt.  
Walk:   6   
Offence: 2   
Defence: 1   
Life:   2   
Mind:  8   
Magic:  Yes   
Alignment: Good   
Type:  Hero/Human   
 
 

Marius. 
 

Many centuries ago the Great Wizard Marius retired from the world to live in his own world; a 
domain where he could live in peace and create and practice his magical arts. He took with him all his 
treasures that he accumulated through his lifetime. Thus the legend was born, and ever since then 
many a traveller has tried to solve the trials (traps) that Marius has set to protect himself from the 
outside world. Marius is an ancient and powerful wizard with many centuries of experience under his 
cape. He is cunning, intelligent and sly; one must be on their guard at all times when Marius is in the 
room. 
 

Marius, Great Wizard.  
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 170 The Trials of Marius.  
Walk:   6   
Offence: 10   
Defence:  10   
Life:   12   
Mind:  12   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos  
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Margullus. 
 
 Margullus is one of the Shada Cult’s best mage’s and as such is part of group known as the 
‘Inner Circle’. It is this Inner Circle that commands and decides the Shada Cult’s movements. 
Information about the Inner Circle is virtually non-existent because no one has penetrated the Shada 
Cult successful to gain information about them. Margullus is a crafty, cunning and astute magic user 
and will use whatever means at his disposal to gain advantage over his foes and to promote the Shada 
Cult as a force to be reckoned with. 
 
 
Margullus the Mage. 
(Use Chaos Mage Figure) 

Quests. 

  
Experience: 80 The Temple of Ria Part 2. 
Walk:   8  
Offence: 5  
Defence:  6  
Life:   6  
Mind:  4  
Magic:  Yes  
Alignment: Evil  
Type:  Chaos   
 
 

Mary (Lighthouse Wife).  
 

Mary is a lighthouse wife, and helps her husband, man and run the Loch’Fern Lighthouse, 
which is one of many lighthouses that dot various positions around the shores of the Kingdom, to help 
keep the ships from running aground and sinking. It can be a lonely life but Mary is use to it, and prefers 
to be alone and in the country rather living in the city. Mary likes the smell of sea air and taking walks 
along the beach and collecting different seashells that wash up on the shore.  
 
Mary (Lighthouse Wife).  
(Use Civilian 2 Figure) 

Quests. 

   
Experience: – Loch’Fern.  
Walk:   8   
Offence: 1   
Defence:  1   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Neutral   
Type:  Human  



  
 
 

Mary.  
 

Mary is one of those innocent, sweet, kind girls of rarity. So why is she working at the ‘Hog’s 
Breath Inn’? “Life is an experience, experience is life” is her answer. As a young girl she always wanted 
to travel, by working at the Inn, Mary can get information about far off lands from travellers abroad. With 
this in mind Mary is saving up her gold to ‘see the world’ and its wonders and what about Chad? “If he’s 
not man enough to ask me out, what sought of man is he?” 
 
Mary the Barmaid. 
(Use Civilian 2 Figure) 

Quests. 

   
Experience: – Caves of Mystery.  
Walk:   7   
Offence: 1   
Defence:  1   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Neutral   
Type:  Human 
 
 

Messerleiter. 
 

Many centuries ago the Great Warrior Messerleiter and his great armies were the conquerors 
of the Kingdom. When he died a grand tomb was built for him in honour of his impressive exploits. It is 
said that Messerleiter did not die, but is in a deep sleep, awaiting to be awakened once more if the 
Kingdom was in trouble. It is also said that many a treasure could be found in his tomb, but alas no one 
has ever returned from the tomb alive to tell the tale of its existence. Beware of the Messerleiter, a great 
warrior, a great leader and above all a great mystery. 
 
Messerleiter, Great Warrior. 
(Use The Frozen Figure) 

Quests. 

   
Experience: 60 Dekka-Quest.  
Walk:   10   
Offence: 6   
Defence: 7   
Life:   5   
Mind:  5   
Magic:  No   
Alignment: Neutral   
Type:  Chaos   



  
 
 

Mes-Torr. 
 
 Predominantly the Shada Cult is comprised of the Undead, but that doesn’t mean others with 
ambition mirroring the Shada Cult’s aims can’t be recruited. One such recruit is Mes-Torr, an Orc 
Shaman willing to help the Shada Cult–and himself to the glories and riches the Kingdom of the Realm 
has to offer. He is quick-witted, sharp and clever, and his knowledge of the magical arts has proven him 
well and favourable to the Shada Cult’s needs. “I do what I can to advance the cause–and myself for 
better days ahead”, admits Mes-Torr.  
 
 
Mes-Torr. 
(Use Orc Shaman Figure) 

Quests. 

  
Experience: 80 The Symbol of Galateia. 
Walk:   7  
Offence: 4  
Defence:  6  
Life:   4  
Mind:  8  
Magic:  Yes  
Alignment: Evil  
Type:  Greenskin   
 
 

Mind Beast.  
 
 Marius is one kind of wizard who likes to experiment and improve monster and creature 
abilities. His favourite monster is the Gargoyle, and with that, Marius has come up with a new type of 
creature called the Mind Beast. The Mind Beast is immune to all Mind Spells and can even cast them.  
These Mind Beasts are very strong physically and can defend themselves quite well, so it’s going to 
take more than just magic to defeat them in battle. 
 
Mind Beast. 
(Use Gargoyle Figure) 

Quests. 

   
Experience: 80 The Trials of Marius.  
Walk:   8   
Offence: 6   
Defence:  6   
Life:   6   
Mind:  6   
Magic:  Yes   
Alignment: Evil   
Type:  Greenskin  



  
 
 

Mind Mage.  
 

Mind Mages are fairly new to the scene in that they use their magical skills to attack the mind of 
their victims. When confronted with a Mind Mage, be prepared for some chaotic mental experiences. 
Usually other mages, wizards and sorcerers can fight off Mind Mage attacks because they have higher 
mental abilities than most. But if you are just an ordinary hero, you’re going to have trouble right from 
the start. In any case wearing a talisman to protect you from a Mind Mage would be a very good idea.  
 
Mind Mage. 
(Use Orc Shaman Figure) 

Quests. 

   
Experience: 70 Konig’s Key.  
Walk:   8   
Offence: 2   
Defence:  5   
Life:   3   
Mind:  7   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos  
 
 

Mordant.  
 

Mordant is an ex-soldier of the Kingdom, disillusioned about life in the King’s army; he left to 
pursue other interests of the heart. After many adventures he decided to become a soldier-of-fortune, 
this of course led to his life in crime, and over the years Mordant has built a small army of his own, with 
reputation to match. This of course has not gone unnoticed, and the King has decided to get rid of 
Mordant and his so-called ‘Marauders’, before it is too late.    
 
Mordant the Conqueror. 
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 40 Caves of Mystery.  
Walk:   7   
Offence: 5   
Defence:  4   
Life:   4   
Mind:  4   
Magic:  No   
Alignment: Evil   
Type:  Chaos  
 



  
 
 

Morven.  
 

Morven is one of four dwarven warriors, the others being Lonn, Toft and Whitebeard, who is 
searching for treasure in the mountain Tombs of Zanhothdar. When adventure calls Morven will not 
hesitate to step forward, he likes to travel and seek out new horizons as he puts it. And he likes 
mysteries as well, so when he heard about the Tombs of Zanhothdar, well he just had to go. “There’s 
got to be something there worth taking, don’t you think?” Morven asked, as he prepared himself for 
tomorrow’s journey. 
 
Morven. 
(Use Dwarf Figure) 

Quests. 

   
Experience: 20 Trilogy Series: Dwarf Quest.  
Walk:   6   
Offence: 3   
Defence:  2   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Good   
Type:  Hero/Dwarf  
 
 

Mountain Greenskins.  
 

There are various creatures that inhabit various parts within the Realms and Kingdom of 
HeroQuest; or put simply various different types of creatures that have adapted to their particular 
environment. One such environment are mountains that dot the HeroQuest landscape. The three 
creatures represented here are: Mountain Goblins, Orcs and Fimirs, and each of them inhabit their own 
territories within the mountains and around it. They are basically the same in stature but their skin is 
slightly more dark green than their ‘country’ brothers. When the Tombs of Zanhothdar were constructed 
and completed, the mountain greenskins dug secret hidden passageways into the tombs to see what all 
the fuss was about. Later when Gul’Amok moved in to make the tombs his home, he offered the 
mountain greenskins protection and food if they agreed to help protect him from intruders.   
 
 
 
 
 
 
 
 
 



  
 
 
Mountain Goblin. 
(Use Goblin Figure) 

Quests. 

   
Experience: 10 Trilogy Series: Dwarf Quest.  
Walk:   10 The Caves of Gorvault.  
Offence: 2 The Inner Caves.  
Defence:  1   
Life:   1   
Mind:  1   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 
Mountain Orc. 
(Use Orc Figure) 

Quests. 

   
Experience: 20 Trilogy Series: Dwarf Quest.  
Walk:   8 The Caves of Gorvault.  
Offence: 3 The Inner Caves.  
Defence:  2   
Life:   1   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 
Mountain Fimir. 
(Use Fimir Figure) 

Quests. 

   
Experience: 20 Trilogy Series: Dwarf Quest*.  
Walk:   6 The Caves of Gorvault.  
Offence: 3 The Inner Caves.  
Defence:  3   
Life:   2* (7)   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Greenskin 
 
 
 
  



  
 
 

Mountain Guardians. 
 

The Mountain Guardians were left over from the forgotten wars of old, their purpose was to 
protect various secret passes into the ‘Kingdoms of the realm’ from the ‘Dark lands’ and the enemies 
that came from there. Only Mentor knows of these Guardians and their function; although they are not 
magical beasts, the Mountain guardians when defeated in battle re-emerge fully healed to continue 
their watch. 
 
Mountain Guardians. 
(Use Gargoyle Figure) 

Quests. 

   
Experience: 50 Nemezzeena: The Resurrection.  
Walk:   4   
Offence: 5   
Defence:  5   
Life:   8   
Mind:  2   
Magic:  Yes   
Alignment: Evil   
Type:  Greenskin/Chaos  
 
 

Mummy Beast.  
 

Many chaos wizards have tried to create an Undead with magical powers but without success. 
If chaos wizards do succeed in the research of making an Undead that has magical ability, it is very 
limited. Krasis in one such mage, that has had limited success with such experimentation. Enter the 
Mummy Beast; the Mummy Beast has limited magical resistance to magic users, but not only that the 
Mummy Beast can repel/reflect back the same spell cast towards it to the magic user. Making it every 
dangerous for the magic user, luckily the Mummy Beast is very rare.  
 
Mummy Beast, 1st Level. 
(Use Mummy Figure) 

Quests. 

   
Experience: 70 Temple of the Undead.  
Walk:   5   
Offence: 4   
Defence:  5   
Life:   4   
Mind:  1   
Magic:  Yes   
Alignment: Evil   
Type:  Undead 



  
 
 
Mummy Beast, 2nd Level. 
(Use Mummy Figure) 

Quests. 

   
Experience: 80 Temple of the Undead.  
Walk:   6   
Offence: 5   
Defence:  6   
Life:   5   
Mind:  1   
Magic:  Yes   
Alignment: Evil   
Type:  Undead 
 
 

Mummy Captain.  
 

Mummies can be many things if given the opportunity to prove themselves. This is such a case 
when a mummy is promoted to command. When the Undead are given responsibility over others of their 
kind, the Undead are easier to control. Perhaps this is because the Undead don’t like taking orders from the 
living. In any case this arrangement works well for all concerned, and with the Undead under better control it 
is much easier for Chaos to do the evil deeds necessary to the Kingdom at large. 
 
Mummy Captain. 
(Use Mummy Figure) 

Quests. 

   
Experience: 40 Caves of Mystery.  
Walk:   4   
Offence: 3   
Defence:  4   
Life:   3   
Mind:  1   
Magic:  No   
Alignment: Evil   
Type:  Undead 
 
 
 
 
 
 
 
 
 



  
 
 

Mumoid. (Magic User) 
 

A Mumoid is a rare Undead monster that Nemezzeena has been able to create using her ‘Dark 
Magic’. She has experimented with the idea of giving the Undead magical powers. And in so doing the 
Mumoid was her first real success. Followed by giving some Battle Skele some magical powers also; but 
the mumoid so far has been her favourite creation. These creatures are one tough monster to defeat in 
battle, so avoid them at all costs-if you can. 
 
Mumoid. 
(Use Mummy Figure) 

Quests. 

   
Experience: 130 Nemezzeena: The Resurrection.  
Walk:   6   
Offence: 10   
Defence:  10   
Life:   5   
Mind:  5   
Magic:  Yes   
Alignment: Evil   
Type:  Undead 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
 

Nemezzeena.  
 

Along with her older brother Konig, Nemezzeena dreams of power and prestige. The origins of 
where Nemezzeena and Konig came from are shrouded in mystery. But their appearance has been 
timely considering that chaos has been defeated and demoralize by the forces of Good for many years. 
Now Chaos has new champions to follow, and Nemezzeena has taken up the banner to strike fear, 
desolation, terror and death into the hearts of the innocent and the Kingdom. “I shall make death their 
eternal friend”. Nemezzeena has promised, as she plans her next move.  
 
Nemezzeena. 
(Use Citizen 2 Figure) 

Quests. 

   
Experience: 50 The Seven Quest of Nemezzeena.  
Walk:   8   
Offence: 2   
Defence:  2   
Life:   7   
Mind:  3   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos/Human 
 
First Appearance: in Prelude. 
 
Nemezzeena. 
(Use Citizen 2 Figure) 

Quests. 

   
Experience: 50 Prelude.  
Walk:   6   
Offence: 2   
Defence:  3   
Life:   4   
Mind:  8   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos/Human (Hero)*  
* For this quest appearance Nemezzeena had to be a Hero. 
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First Appearance: in Dekka-Quest 
 
Nemezzeena. 
(Use Citizen 2 Figure) 

Quests. 

   
Experience: 40 Dekka-Quest.  
Walk:   8   
Offence: 2   
Defence:  2   
Life:   4   
Mind:  8   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos/Human  
 
 

Nemezzeena.  
 

Nemezzena has returned once more from the dead; but did she really die? That’s the question 
on everybody’s lips, as news of her comeback has spread throughout the Kingdom. The Kings of the 
realm have commanded Mentor to find out the truth; and where there is truth, there is death awaiting its 
next victim. 
 
Nemezzeena. 
(Use Citizen 2 Figure) 

Quests. 

   
Experience: 70 Nemezzeena: The Resurrection.  
Walk:   7   
Offence: 5   
Defence:  5   
Life:   4   
Mind:  8   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos/Human 
 
 
 
 
 
 
 
 
 
 



 
 
 

Ogre Marauder. 
 
 The desert can hide many secrets; for the sands of time show no mercy when they drown 
those foolish enough to search for those secrets. Be that as it may there is one secret that isn’t–the 
Ogre Marauder, the scavengers of the desert. Tough, fierce, brutal, these Ogre Marauders prey on the 
unsuspected who travel through the desert. No one knows there true number, they hide and use 
abandon buildings for protection, like forts as their home. The Ogre Marauders know the desert like the 
back of their hands, and can even survive without water for days. 
 
Ogre Marauder. 
(Use Ogre Warrior Figure) 

Quests. 

  
Experience: 50 The Ruins of Valen-Roc. 
Walk:   6  
Offence: 6  
Defence:  6  
Life:   2  
Mind:  1  
Magic:  No  
Alignment: Evil  
Type:  Ogre   
 
 

Ogre Marauder Leader. 
 
 As with all groups, bands, or whatever, there has to be a leader to lead, organise and to keep 
things in order. A Marauder Leader is chosen by personal combat; the two combatants fight it out fist by 
fist–no weapons allowed for three rounds. The best of two rounds wins; if there is more than one Ogre 
Marauder contesting the leadership, the fights are done by elimination until one is victorious. The leader 
chosen by fight is for life, but the Marauder Leader can be challenged for his leadership every three 
years.  
 
Ogre Marauder Leader. 
(Use Ogre Champion Figure) 

Quests. 

  
Experience: 60 The Ruins of Valen-Roc. 
Walk:   6  
Offence: 7  
Defence:  7  
Life:   2  
Mind:  2  
Magic:  No  
Alignment: Evil  
Type:  Ogre   
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Orc Captain.  
 

Being an orc may be tough, but being an Orc Captain is tougher. Orcs are a rowdy lot and to 
some extent tend to be uncontrollable at times. So to make sure they do as they are told and obey 
orders an Orc Captain is assigned to the group or from within the group itself. And that’s when the real 
fun begins; Orc Captains really have a job on the hands and have to dish out discipline when required 
to gain respect and trust. Oops! Did I say trust? Well that’s right, orcs won’t follow their Orc Captain 
unless they can trust him to lead them into battle to come back out of it alive. 
 
Orc Captain#1. 
(Use Orc Figure) 

Quests. 

   
Experience: 40 Trilogy Series: Dwarf Quest.  
Walk:   8 The Trials of Marius.  
Offence: 4   
Defence:  3   
Life:   2   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 
Orc Captain#2. 
(Use Orc Figure) 

Quests. 

   
Experience: 30 The Seven Quests of Nemezzeena.  
Walk:   10 Dekka-Quest.  
Offence: 3   
Defence:  3   
Life:   2   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 



  
 
 

Orc Trader.  
 

Not all orcs are evil or chaotic, some just want to get on with life as they know it and make the 
best of it. And if the right situation or opportunity comes along, then they can earn a ‘decent’ living. 
Such is the case with orc traders who travel around the Realms and Kingdom picking up bits here and 
there to sell or barter to the merchants who then sell the goods to their customers. Orc traders are the 
‘middlemen’ of trade and even go to places where even humans fear to go to get that special gift or 
bargain. 
 

Orc Trader. 
(Use Orc Figure) 

Quests. 

   
Experience: 10 Caves of Mystery.  
Walk:   8   
Offence: 2   
Defence:  2   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Neutral   
Type:  Greenskin 
 
 

Orkro. 
 

Orkro has been lucky with his band of rebel orcs, especially when it came to stealing the 
‘Falcon Shield’ from the Fem warriors on Valkyrie Islands. But his luck is about to change as Princess 
Allyssa has followed him to retrieve the ‘Falcon Shield’. In any case he’s ready to face any opposition to 
protect what he stole, as Orkro considers the shield his by ‘right of appropriation’ as he calls it, which is 
a pretty big word for him to say considering his intellect. Orkro maybe cunning and greedy but when 
word gets around about the ‘Falcon Shield’, everybody who is anybody will try and steal it from him. 
Then Orkro will have his hands full for sure.  
 

Orkro, Orc Rebel Leader. 
(Use Orc Figure) 

Quests. 

   
Experience: 50 Dekka-Quest.  
Walk:   10   
Offence: 4   
Defence: 4   
Life:   4   
Mind:  3   
Magic:  no   
Alignment: Evil   
Type:  Greenskin   



  
 
 

Osgann. 
 

Osgann is a student of the magical arts; he has been studying to become either a Mage or a 
Wizard. But has not decided which path to take as yet; this has proven a hurdle for him when it comes 
to making decisions. Especially when he needs to decide what to do when a situation presents itself. 
Take the right or left path? Go this way or that way? Osgann will need to work things out as he makes 
his journey through the ‘Quest of Life’.  
 
Osgann. 
(Use Elf Figure) 

Quests. 

   
Experience: 40 Elf Quest.  
Walk:   7   
Offence: 2   
Defence:  1   
Life:   5   
Mind:  5   
Magic:  Yes   
Alignment: Good   
Type:  Hero/Elf 
 
 
Osiris.  
 

Osiris is a warrior by nature and has the physical skills to match his abilities; he is not easily 
defeated in a fight of battle. The only problem is his intelligence is a little bit lacking; he may be strong 
but brainpower is not his best quality. Having said that, Osiris isn’t that dumb, he just likes to question 
from time to time why this or that is done so he can understand what’s going on. Osiris believes in the 
power of the sword and not in magic to defeat his enemies; but if wounded, a little magical healing 
won’t go astray.    
 
Osiris.  
(Use Barbarian Figure) 

Quests. 

   
Experience: 20 Castle Hellgraine. Temple of the Undead. 
Walk:   7 Caves of Mystery. Teraptus Castle. 
Offence: 3 Dekka-Quest. Revenge of the Witch Lord. 
Defence:  2 Fanegut Orc. The Seven Quests of Nemezzeena. 
Life:   8 Konig’s Keep. The Trials of Marius. 
Mind:  2 Konig’s Key. Trilogy Series: Barbarian Quest. 
Magic:  No Loch’Fern.  
Alignment: Good Magic Dungeon II.  
Type:  Hero/Human  
 



  
 
 

Outlaw Captain.  
 

If or when Outlaws become a group, an Outlaw Captain is elected by combat (through the 
Outlaw code). Only the toughest warrior can ever be the leader, in this way discipline can be 
maintained within the ranks. But any warrior can challenge the right to be Captain, if done; it is usually 
to the death, for only the strongest can ever hope to be successful. Captains always watch their backs 
because it is not uncommon that they mysteriously die in their sleep, especially with a dagger in their 
back. 
 
Outlaw Captain. 
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 40 Castle Hellgraine.  
Walk:   7   
Offence: 3   
Defence:  4   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Evil   
Type:  Chaos 
 
 

Outlaws.  
 

These are one-tough bad guys, harden criminals, outcasts and even disgraced soldiers that 
have no home, fear or respect for anybody accept themselves; and even that is debatable. They roam 
the Realm and Kingdom seeking out innocent citizens to prey upon, stealing food, gold and or whatever 
takes their fancy. And if the price is right can be hired as mercenaries to do any job that needs doing. 
Their only allegiance is to themselves as they live from day to day. 
 
Outlaws. 
(Use Chaos Warrior Figures) 

Quests. 

   
Experience: 40 Castle Hellgraine.  
Walk:   6   
Offence: 4   
Defence:  3   
Life:   5   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Chaos 
 



 
 
 

Pah’Tok  
 

Pah’Tok is a member of the Undead sect known as the ‘Shada’. This cult has grown to 
alarming numbers over the centuries and threatens the peace of the Kingdom. Pah’Tok is one of many 
living in the sect-controlled temple in the Realm of Shanzdella. Considering the time, not much is 
actually known about ‘Shada’ or its individual members and followers, thus a certain mystery has 
evolved around this cult. Pah’Tok is one of many Chaos Mages that help command and control the 
Undead to help terrorize the Kingdom and its citizens.  
 
Pah’Tok. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 70 The Crypt.  
Walk:   7   
Offence: 5   
Defence: 4   
Life:   4   
Mind:  6   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos   
 
 

Palace Guard. 
 

The Palace Guard are Royal Soldiers assigned to guard and protect the royal palaces and 
castles, as well as their monarchs from intruders, spies, assassins and the like. The Palace Guard are 
responsible for also maintaining order within the walls, as they patrol various buildings in and around 
the palace and or castle. They differ from the Royal Guard in that they do not leave the palace or castle 
grounds for which they are responsible. Their sole duty is to make sure the royal family is safe within 
the confines of their palace or castle.  
 
Palace Guard. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 50 Dekka-Quest.  
Walk:   6   
Offence: 3   
Defence: 3   
Life:   7   
Mind:  3   
Magic:  No   
Alignment: Good   
Type:  Ally/Human   

P 



  
 
 

Princess Anne.  
 

Princess Anne has come home from a long holiday abroad, and is looking forward to seeing 
her father again. But along the way unknown forces possessed the ship’s crew and thus the Princess 
has locked herself in her cabin. She was able to send for help via a homing pigeon. Now she waits to 
be rescued from her dilemma. Princess Anne is a young and beautiful girl, but a little snobbish for her 
age, but it is hoped that she will grow out of it in time, perhaps this experience will hasten the process.     
 
Princess Anne. 
(Use Civilian 2 Figure) 

Quests. 

   
Experience: 150 Trilogy Series: Elf Quest.  
Walk:   8   
Offence: 1   
Defence:  1   
Life:   3   
Mind:  3   
Magic:  No   
Alignment: Good   
Type:  Ally/Human  
 
 

Princess Kira. 
 

There’s no much to say about Princess Kira as far as Royalty goes; she has been brought up 
like many other Princesses of the Kingdom in the hope that she will marry and strengthen the royal 
lineage between 2 Realms. Having said that Princess Kira is a young, pretty and impulsive girl not 
always thinking things through before she does them, or informing the Palace Guard for instance when 
she leaves the Palace to go riding without an escort. Thus that is how Count Khrom kidnapped her. 
Well there is not much else to say except next time, she better think more clearly in the future. 
 
Princess Kira. 
(Use Citizen 2 Figure) 

Quests. 

   
Experience: 160 Dekka-Quest.  
Walk:   7   
Offence: 1   
Defence: 2   
Life:   5   
Mind:  5   
Magic:  No   
Alignment: Good   
Type:  Ally/Human   
 



 
 
 

Queen Alethia 
 

Queen Alethia is the guardian of the dungeon that is part of her domain under the mountain of 
Kaylarr. Over the centuries she has accumulated a lot of golden treasure and as such legend and 
rumours have spread about this fabled golden treasure. Queen Alethia is a young woman who is 
intelligent, cunning and very beautiful-considering how old she is, which is a best kept secret. No one 
knows what she looks like because on one has ever returned from the mountain alive, once you leave 
for the mountain don’t worry coming back.  
 
Queen Alethia 
(Use Citizen 2 Figure) 

Quests. 

   
Experience: 310 Magic Dungeon II.  
Walk:   6   
Offence: 6   
Defence: 6   
Life:   8   
Mind:  7   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos/Human   
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Ro’Khann.  
 

Ro’Khann and his brother Kar’Singe, is a member of the Undead sect known as the ‘Shada’. 
This cult has grown to alarming numbers over the centuries and threatens the peace of the Kingdom. 
Ro’Khann is one of many living in the sect-controlled temple in the Realm of Shanzdella. Considering 
the time, not much is actually known about ‘Shada’ or its individual members and followers, thus a 
certain mystery has evolved around this cult. Ro’Khann is one of many Chaos Mages that help 
command and control the Undead to help terrorize the Kingdom and its citizens.  
 

Ro’Khann. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 100 Courtyard.  
Walk:   7 Nemezzeena: The Resurrection.  
Offence: 8 The Crypt.  
Defence: 6   
Life:   4   
Mind:  8   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos   
 
 

Ro’Khann’s Bodyguards. 
 

One of the reasons why the ‘Shada’ have been successful over the centuries is that they have 
been able to recruit other races, clans, armies and other sects and cults that live and exist within the 
Kingdom to their cause of domination. Enter the ‘Dark Templars of Ky’Qatara’. These particular 
mysterious knights have offered their services to the ‘Shada’. Thus Ro’Khann has used them to guard 
his secret chamber of tombs that is his treasure horde for the temple. The Dark Templars are yet 
another sect wanting wealth and power, so they too can be a force of greatness in the eyes of the 
oppressed.  
 

Ro’Khann’s Bodyguards. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 60 The Crypt.  
Walk:   6   
Offence: 5   
Defence: 7   
Life:   5   
Mind:  5   
Magic:  Yes   
Alignment: Evil   
Type:  Human   
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Royal Captain.  
 

After a certain amount of years in service (usually 10) to the Realms and Kingdom, a Royal 
Soldier can be promoted to Royal Captain; and be in command of his own squad of soldiers. It takes a 
special kind of man who can handle the responsibility of command; and in most cases is a veteran with 
a few battles and campaigns under his belt. There is also a certain amount of pride in being a Royal 
Captain, as inherit privileges come with the job which makes a Royal Captain’s life that much easier to 
bear.    
 
Royal Captain#1. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 80 Caves of Mystery.  
Walk:   6   
Offence: 3   
Defence:  4   
Life:   3   
Mind:  7   
Magic:  No   
Alignment: Good   
Type:  Ally/Human 
 
Royal Captain#2. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 80 Fearsome Four.  
Walk:   6   
Offence: 4   
Defence:  4   
Life:   2   
Mind:  8   
Magic:  No   
Alignment: Good   
Type:  Ally/Human (Chaos)* 
*In this HQ Adventure the Royal Captain is playing Chaos. 
 



  
 
 

Royal Commander.  
 

The Royal Commander is actually a Royal Colonel in charge of one of many Royal Forts that 
are in place in strategic positions around the Kingdom, to protect its citizens from the forces of Chaos. 
The Royal Commander has great responsibility in maintaining security and peace in his area. These 
forts also it is hoped act as an deterrent for those foolish enough to challenge its strength and the 
fighting abilities. The Royal Soldiers who man these forts harden war veterans, and its Commander 
even more so.   
 
Royal Fort Commander. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 70 Fanegut Orc.  
Walk:   6   
Offence: 3   
Defence:  3   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Good   
Type:  Ally/Human/Hero 
 
 

Royal Guard.  
 

Royal Fort Guards are really Royal Soldiers doing their Tour of Duty around the Kingdom being 
assigned to different forts so they can gain experience. Not only that, but if they are lucky or unlucky, 
depending on their point of view. They might get some needed battle experience as well, since the 
Kingdom seems to be in a perpetual war against Chaos. Being a Royal Guard can be a little bit lonely, 
so a welcomed R&R from time to time does help keep their sanity, when they visit the local inn for ale 
and pleasure.   
 
Royal Fort Guard. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 40 Fanegut Orc.  
Walk:   6   
Offence: 4   
Defence:  4   
Life:   2   
Mind:  3   
Magic:  No   
Alignment: Good   
Type:  Ally/Human/Hero 



  
 
 

Royal Soldier.  
 

To become a Royal Soldier of the Realm and Kingdom is a great honour; to serve the people 
and royalty to bring peace and harmony throughout the land; and to defend and uphold the laws of the 
King. The Royal Soldier is called to duty often when it comes to fighting the chaotic minions that infest 
the land trying to bring their own terror on the innocent. But the Royal Soldier is proud to serve, proud to 
fight and proud to die to protect that which he loves.  
 
Royal Soldier#1. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 30 Castle Hellgraine.  
Walk:   6   
Offence: 3   
Defence:  3   
Life:   2   
Mind:  2   
Magic:  No   
Alignment: Good   
Type:  Ally/Human 
 
Royal Soldier#5. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 30 Fanegut Orc.  
Walk:   6   
Offence: 3   
Defence:  3   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Good   
Type:  Ally/Human/Hero 
 



  
 
 

Ruth’arn.  
 

Ruth’arn along with his cohorts, Krasis the High Arch Mage and Skelbane the Arch Priest have 
taken over a priest’s temple and made it their own place of worship. For months they have been using 
this temple call up other Undead minions to help them in their cause to terrorize the Realm. Ruth’arn is 
an experienced magic user and has been gradually gaining strength through the use of spell casting 
and making chaotic magic.   
 
Ruth’arn the Arch Mage. 
(Use Skeleton Figure) 

Quests. 

   
Experience: 70 Temple of the Undead.  
Walk:   9   
Offence: 4   
Defence:  3   
Life:   7   
Mind:  3   
Magic:  Yes   
Alignment: Evil   
Type:  Undead 
 
 

Rymond.  
 

Rymond has just graduated from the Elven College of Magic; and is eager to put his magical 
skills to the test. He has embarked on the ‘Quest of Life’, which he has delayed due to his magical 
studies. But now he is free to roam the Realm and Kingdom, to see for himself what’s out there. 
Rymond is a little impatient at times, and doesn’t fully think things through. 
 
Rymond. 
(Use Elf Figure) 

Quests. 

   
Experience: 40 Elf Quest.  
Walk:   7   
Offence: 1   
Defence:  2   
Life:   4   
Mind:  6   
Magic:  Yes   
Alignment: Good   
Type:  Hero/Elf 
 



  
 
 

Rynn’Zell.  
 

Rynn’Zell was recruited by Mordant the Conqueror to help him round off his small army known 
as the ‘Marauders’. Since Mordant needed a magic user, Rynn’Zell offered his services. Thus a 
relationship of convenience was formed. Since Rynn’Zell needed a place to conduct his magical 
experiments, Mordant’s caves was the perfect choice; and in return Rynn’Zell would help Mordant 
whenever possible to gain untold wealth and magical advantages in battle. 
 
Rynn’Zell the Great Mage. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 80 Caves of Mystery.  
Walk:   7   
Offence: 2   
Defence:  5   
Life:   3   
Mind:  7   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos 
 



 
 
 

Seeron’Baal.  
 

Seeron’Baal is in command of a Legion of Death Guards that must retake Fanegut Orc Fort 
before the Kingdom’s reinforcements arrives to help and relieve a small force of Royal soldiers holding 
it. The war between Good and Evil has been long and hard, and both sides have endured great losses. 
But if Seeron’Baal can retake Fanegut Orc, Chaos can again have the upper hand, and eventually deal 
a fatal blow to the Kings of the Realm, and the Kingdom itself. “Victory must be ours”. Seeron’Baal 
cries, as he surveys the fort for attack. 
 
Seeron’Baal. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 70 Fanegut Orc.  
Walk:   6   
Offence: 2   
Defence:  5   
Life:   4   
Mind:  8   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos 
 
 

Seth.  
 

After completing his magical studies at the Wizard’s College, Seth decided to find a place of his 
own to improve his magical abilities and skills. But along the way he has been sidetracked by Mentor 
many a time to help him fight chaos. In one respect this is good, because Seth is actually learning how 
to use and develop his craft. In the long run Mentor is actually training Seth and he hopes to teach him 
personally so that Seth can take over Mentor’s duties when he himself retires from the world.   
 
Seth.  
(Use Wizard Figure) 

Quests. 

   
Experience: 40 Castle Hellgraine. Temple of the Undead. 
Walk:   7 Caves of Mystery. Teraptus Castle. 
Offence: 1 Dekka-Quest. The Crypt. 
Defence:  2 Fanegut Orc. The Seven Quests of Nemezzeena. 
Life:   4 Konig’s Keep. The Trials of Marius. 
Mind:  6 Loch’Fern. Trilogy Series: Wizard Quest. 
Magic:  Yes Magic dungeon II.  
Alignment: Good Revenge of the Witch Lord.  
Type:  Hero/Wizard  
 

S 



  
 
 

Sewer Monster.  
 

Sewer Monsters inhabit a world that few wish to go; and as such these creatures are at home, 
knowing those above will not disturb them. They roam a place that is dark and smelly-to say the least; 
they fear no one and keep to themselves. They will attack those who disturb their peaceful existence. 
They have excellent hearing and smell but their eyesight is somewhat poor. Their strength though is not 
to be underestimated, so approach with extreme caution. 
 
Sewer Monster. 
(Use The Frozen Figure) 

Quests. 

   
Experience: 40 Castle Hellgraine.  
Walk:   8   
Offence: 4   
Defence:  5   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Neutral   
Type:  Creature 
 
 

Sharr-Thane. 
 
 Sharr-Thane is the High Priest of the Shine of Druzel-Yre; the shrine is situated near Mount 
Doom an active volcano. Sharr-Thane and his followers worship the god Druzel-Yre a demon from the 
ancient times. The zealous followers of Druzel-Yre use human sacrifice to appease their god and in the 
hope to gain his favour so Druzel-Yre can bestow untold power to those worthy to do his bidding. “In the 
world of the living, I will deliver death in the name of Druzel-Yre”, shouts Sharr-Thane to his 
congregation.   
 
 
High Priest Sharr-Thane. 
(Use Orc Shaman Figure) 

Quests. 

  
Experience: 80 The Inner Sanctum. 
Walk:   7  
Offence: 4  
Defence:  6  
Life:   4  
Mind:  8  
Magic:  Yes  
Alignment: Evil  
Type:  Greenskin   



  
 
 

Sharvonn. 
 

Sharvonn, along with Gorn the Orc Mage, has allied himself with the ‘Shada’. In doing so, 
Sharvonn hopes gain a lot of glory in his personal quest against the Kings of the Realm and the 
Kingdom itself. Sharvonn like many goblin leaders is cunning, shrewd and crafty; his only concern is to 
become wealthy at anyone’s expense. Sharvonn looks forward to be able to retire and count his gold, 
but in the mean time he has to help the ‘Shada’ bring down those who oppose them in their conquest 
for ultimate glory and victory against the living. 
 
Sharvonn, Goblin Leader. 
(Use Goblin Figure) 

Quests. 

   
Experience: 50 The Crypt.  
Walk:   10   
Offence: 5   
Defence: 4   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Evil   
Type:  Greenskin   
 
 

Sharvonn’s Champion. 
 

Like many other Leaders who have the gold to hire or train warriors, Sharvonn with the help of 
the ‘Shada’s treasury full of gold, has been able to hire a Champion to help protect him and to also help 
guard the ‘Shada’ temple from intruders. Champions are very well trained and are experts in the art of 
war and weaponry, if you come across a Champion be prepared for a fight to the death, because the 
only way you’re going to win and live is if you kill the Champion outright. Champions show no mercy, so 
don’t expect to plead for your life if things don’t go your way. 
 

Sharvonn’s Champion. 
(Use The Frozen Figure) 

Quests. 

   
Experience: 40 The Crypt.  
Walk:   8   
Offence: 5   
Defence: 5   
Life:   5   
Mind:  5   
Magic:  No   
Alignment: Evil   
Type:  The Frozen   



  
 
 

Sheanna.  
 

Sheanna is one of four magic users, the others being Galen, Mai’Gen and Seth; assigned by 
the Kings of the Realm to cleanse an Undead temple and its crypt being occupied by the ‘Shada’.  
Sheanna is one of a number of female wizards taking up the calling of magic. Female magic users are 
not rare but their numbers are low, so with this in mind the Wizard and Mage Councils have opened the 
doors to any women who wish to follow magic as their vocation. Sheanna is a young magic user 
wanting to prove herself and her abilities and this assignment will give her the experience she needs to 
help fight Chaos and evil. 
 

Sheanna. 
(Use Citizen 2 Figure) 

Quests. 

   
Experience: 60 The Crypt.  
Walk:   7   
Offence: 1   
Defence: 3   
Life:   3   
Mind:  7   
Magic:  Yes   
Alignment: Good   
Type:  Hero/Human   
 
 

Sheehan. 
 
 Sheehan is one of four Clerics, the others being Clerion, Verne and Waldemyrr; assigned by 
their clan to investigate the goings on at the Temple Tomb of Das'phere a remote religious place of 
worship near the foot of a dormant volcano. Clerics are a little bit different than Paladins in that they 
learn their magical skills first, then their combat last. Sheehan is a young Cleric just starting out, but has 
decided to take up the challenge of Das'phere to prove his worth as a Cleric.  
himself. 
 
Sheehan. 
(Use Wizard Figure) 

Quests. 

  
Experience: 40 Trilogy Series: Cleric Quest. 
Walk:   7  
Offence: 2  
Defence:  1  
Life:   5  
Mind:  5  
Magic:  Yes  
Alignment: Good  
Type:  Hero/Cleric   



  
 
 

Sigurd. 
 
 Sigurd, like Margullus is another one of the Shada Cult’s best mage’s and is also part of group 
known as the ‘Inner Circle’. Sigurd is in command of one of the division’s feared Blood Guard, and as 
such uses this to help the Shada Cult gain valuable land, power, followers and most of all prestige and 
status within the Shada Cult. Sigurd is cult to the bone allowing nothing to stand in his way; he’ll get 
what he wants no matter how he does it, to advance his ambitions and that of the Shada Cult’s. 
 
 
Sigurd. 
(Use Chaos Mage Figure) 

Quests. 

  
Experience: 100 The Island of Lost Souls. 
Walk:   7  
Offence: 8  
Defence:  5  
Life:   4  
Mind:  8  
Magic:  Yes  
Alignment: Evil  
Type:  Chaos   
 
 

Silas.  
 

Along with Synric, Silas decided to explore Castle Hellgraine; never mind the rumours of it 
being haunted. The prospect of finding gold and other trinkets of value was too good to pass up. And 
besides with any luck Synric might meet an unexpected death so that Silas take his share in whatever 
was found. Silas himself is a little cunning and a bit devious at times, his only concern is for himself, 
well he is a goblin after all, and don’t all goblins look after themselves? 
 
Silas, Goblin Leader.  
(Use Goblin Figure) 

Quests. 

   
Experience: 20 Castle Hellgraine.  
Walk:   10   
Offence: 2   
Defence:  1   
Life:   2   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 



  
 
 

Skelbane.  
 

Skelbane along with his cohorts, Krasis the High Arch Mage and Ruth’arn the Arch Mage have 
taken over a priest’s temple and made it their own place of worship. Skelbane is a non-magic user; so 
don’t be fooled by his title. Skelbane is the self-declared head priest of the newly required temple of the 
Undead. It will be here that he will direct the forthcoming attacks against the Realms and Kingdom. “All 
Good will tremble before us, as we strike fear into their hearts”. Skelbane shouts, as he prepares his 
minions for the Royal Soldiers to come. 
 
Skelbane the Arch Priest. 
(Use Skeleton Figure) 

Quests. 

   
Experience: 20 Temple of the Undead.  
Walk:   8   
Offence: 3   
Defence:  3   
Life:   2   
Mind:  1   
Magic:  No   
Alignment: Evil   
Type:  Undead 
 
 

Skeleton Leader.  
 

The Undead are generally mindless and thus given the right spell can be destroyed. But 
occasionally the Undead need some form of leadership if they are to do their master’s bidding. And to 
do this a magic user would create a kind of mind control spell to give a particular Undead the power of 
thought. In this way the Undead Leader can control and direct other Undead. Thus the Skeleton Leader 
is one example. 
 
Skeleton Leader.       
(Use Skeleton Figure) 

Quests. 

   
Experience: 40 Caves of Mystery.  
Walk:   6   
Offence: 2   
Defence:  3   
Life:   2   
Mind:  1   
Magic:  No   
Alignment: Evil   
Type:  Undead  
 



  
 
 

Skell Elite. 
 
 Among the Shada Cult’s vast forces to combat the Kingdom of the Realm’s 
armies, the cult has a very large contingent of Undead known as the ‘Skell Elite’. These 
Undead warriors show no fear in battle, and are great fighters in groups as their sheer 
numbers overwhelm their opponents. But on a one-to-one basis can be easily defeated if 
you have enough strength. Don’t be fooled though, the Skell Elite warrior will not be 
defeated so effortlessly, it will be difficult at the best of times. Approach with caution and 
be prepared to earn your gold when facing these Undead minions.  
 
Skell Elite. 
(Use Skeleton Figure) 

Quests. 

  
Experience: 70 The Temple of Ria Part 1. 
Walk:   6  
Offence: 8  
Defence:  8  
Life:   2  
Mind:  1  
Magic:  No  
Alignment: Evil  
Type:  Undead   
 
 
 



  
 
 

Soldier.  
 

Nothing isn’t much known about these soldiers who help guard and protect the evil wizard 
Teraptus in his isolated castle. These soldiers as far as one can tell are classified into three (3) class 
groups. 1st Class being the best, 2nd Class In-between and 3rd Class being the lowest. It’s all a bit 
mysterious, but maybe that’s how Teraptus wants it. The soldiers are very well trained and can fight 
with the best of them, only time well tell, if any secrets are revealed about who these soldiers really are.   
 
Soldier 1st Class 
(Use Halberdier Figure) 

Quests. 

   
Experience: 30 Teraptus Castle.  
Walk:   6   
Offence: 4   
Defence:  3   
Life:   3   
Mind:  4   
Magic:  No   
Alignment: Evil   
Type:  Chaos 
 
Soldier 2nd Class 
(Use Halberdier Figure) 

Quests. 

   
Experience: 20 Teraptus Castle.  
Walk:   5   
Offence: 3   
Defence:  2   
Life:   2   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Chaos 
 
 
 
 
 
 
 
 
 
 



  
 
 
Soldier 3rd Class 
(Use Halberdier Figure) 

Quests. 

   
Experience: 10 Teraptus Castle.  
Walk:   4   
Offence: 2   
Defence:  2   
Life:   1   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Chaos 
 
 

Sorrell.  
 

Sorrell is one of four Elven warriors, the others being Elvenlore, Varian and Zared, who has 
been ordered by the King to cleanse the ship and its crew who are possessed by Evil Demons and to 
rescue Princess Anne who is trapped on board. Sorrell is quite eager to prove he has the skills 
necessary to rid the ship of the evil that plagues it. With his elven senses attuned to the ship’s wood 
Sorrell will be able to know how to deal with the threat and rescues the Princess. “It’s all about being 
cautious and taking your time”. Sorrell tells, as he begins to board the ship.  
 
Sorrell. 
(Use Elf Figure) 

Quests. 

   
Experience: 10 Trilogy Series: Elf Quest.  
Walk:   9   
Offence: 2   
Defence:  2   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Good   
Type:  Hero  
 
 
 
 
 
 
 
 
 
 



  
 
 

Spirit Rider.  
 

The Spirit Riders are the Witch Lord's Skeletal Cavalry; the Witch Lord himself has been able 
to recast his spells to bring these minions back to life and make them much stronger than ever before to 
terrorize the Kingdom once again. They are ever vigilant waiting for the call to ride under the Black 
Banner of Death for the glory to do their master’s bidding. 
 
Spirit Rider#1. 
(Use Skeleton Figure) 

Quests. 

   
Experience: 30 Return of the Witch Lord.  
Walk:   8   
Offence: 4   
Defence:  3   
Life:   1   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Undead  
 
Spirit Rider#2. 
(Use Skeleton Figure) 

Quests. 

   
Experience: 40 Revenge of the Witch Lord.  
Walk:   8   
Offence: 5   
Defence:  4   
Life:   1   
Mind:  1   
Magic:  No   
Alignment: Evil   
Type:  Undead  
 
 
 
 
 
 
 
 
 
 
 
 



  
 
 
Spirit Rider Captain. 
(Use Skeleton Figure) 

Quests. 

   
Experience: 50 Revenge of the Witch Lord.  
Walk:   8   
Offence: 5   
Defence:  4   
Life:   2   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Undead  
 
 

Spirits.  
 

As apposed to Dead Spirits who are cursed in some way or other, the ordinary spirit of the 
dead can be awakened from eternal sleep by various traps or by intruders. This was the case when the 
spirits of King Hellgraine, Queen Druella, Prince Bardrick and Princess Gæa were disturbed from their 
tombs. Naturally they were angry and not very pleased and had to deal with those who awakened them. 
Spirits of this nature are awaiting the final call of ‘Ascendance’, when they are free to leave their earthly 
bondage to ascend to the spiritual realm for final cleansing.  
 
Spirit.  
(Use Skeleton Figure) 

Quests. 

   
Experience: 70 Castle Hellgraine.  
Walk:   7   
Offence: 3   
Defence:  5   
Life:   2   
Mind:  2   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos  
 
 
 
 
 
 
 
 
 
 



  
 
 

Stone Gargoyle.  
 

Stone Gargoyles are very useful when something needs to be protected; they make excellent 
guards since they just stand there without moving. This is good in one way because the unsuspected 
often mistake them for statues until it is too late. Stone Gargoyles are very loyal to their makers, maybe 
that’s because when given life for the first time the Stone Gargoyle is able to appreciate life more than 
those who are of the flesh. A Stone Gargoyle is hard to defeat but not impossible if you have the right 
spells and or equipment.   
 
Stone Gargoyle. 
(Use Gargoyle Figure) 

Quests. 

   
Experience: 70 Konig’s Key.  
Walk:   6   
Offence: 7   
Defence:  7   
Life:   8   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Chaos  
 
 

Stone Guardian.  
 

Don’t be too fooled, because these Stone Guardians are not made of stone. They were fortune 
seekers, searching for Marius’ treasures –and failed, thus they were turned into Undead Stone 
Guardians. To help Marius protect the entrance into his domain; they stand ever ready to attack any 
traveller foolish enough to be blinded by the tales of gold that Marius has hidden somewhere in his Lair. 
Due to Marius’ magical abilities, these Stone Guardians cannot die, and after a certain time, come back 
to life if they are defended in battle to carry on their duties to guard the secret entrance.    
 
Stone Guardian. 
(Use Skeleton Figure) 

Quests. 

   
Experience: 10 The Trials of Marius.  
Walk:   6   
Offence: 2   
Defence:  2   
Life:   1   
Mind:  0   
Magic:  No   
Alignment: Evil   
Type:  Undead 



  
 
 

Swamp Gargoyle.  
 

Around Nemezzeena’s castle is the dreaded Death Swamp; this swamp acts as a natural 
barrier of protection for the castle and is very dangerous to cross, many have tried and failed. Within 
this swamp are various islands, which are heavily booby-trapped along with a very special monster that 
roams and acts as a guard against intruders unlucky enough to survive. Enter the Swamp gargoyle a 
ten-foot high creature with the strength of ten men. These foul fiends are natural predators of the 
swamp and make a prefect addition to Nemezzeena’s army of conquest.       
 
Swamp Gargoyle. 
(Use Gargoyle Figure) 

Quests. 

   
Experience: 50 The Seven Quests of Nemezzeena.  
Walk:   8   
Offence: 5   
Defence:  5   
Life:   8   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Chaos  
 
 

Synric.  
 

Goblins are a pesky lot and sometimes not worth the trouble; but they do have there uses. 
Synric is one goblin that likes to think of himself as a creature worth his weight in gold. Maybe make 
that fools gold; he and his band of mischievous goblins travel the countryside causing no end of 
problems and generally make a nuisance of themselves. So travellers beware on going from city to city, 
town to town; for Synric’s band of brethren will pounce on anyone thoughtless enough to leave and 
journey without an escort.  
 
Synric, Goblin Leader. 
(Use Goblin Figure) 

Quests. 

   
Experience: 20 Castle Hellgraine.  
Walk:   10   
Offence: 2   
Defence:  1   
Life:   2   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Greenskin 



 
 
 

Talaus.  
 

Talaus is one of four Wizards, the others being Dar’rak, Seth and Vaal, who has been asked by 
the villagers of Haslynn to rid them the Undead that roam and terrorize them and their there village. 
Talaus is an experienced magic user and killing the Undead is his specialty, and he likes nothing more 
than to rid the Kingdom of these foal creatures once and for all. This may sound cruel even for a wizard, 
but Talaus believes that the only way to release an Undead’s tortured soul is to end their miserable 
lives.  
 
Talaus. 
(Use Wizard Figure) 

Quests. 

   
Experience: 50 Trilogy Series: Wizard Quest.  
Walk:   7   
Offence: 2   
Defence:  2   
Life:   3   
Mind:  7   
Magic:  Yes   
Alignment: Good   
Type:  Hero/Wizard  
 
 

Teraptus.  
 

Teraptus is an evil wizard with a mysterious past. Some say that he tutored Morcar in the dark 
arts of magic, while others say he is the father of Morcar himself. There have been many rumours, 
many speculations and many assumptions. But whatever can or could be believed will only come from 
Teraptus himself, and he’s not telling any soul-alive or dead. Teraptus is a wizard who lives alone with 
his soldiers who patrol and guard his castle. Whatever secrets Teraptus has, they will be secrets kept 
till the end of time. 
 
Teraptus, Evil Wizard.  
(Use Mage Zanrath Figure) 

Quests. 

   
Experience: 70 Teraptus Castle.   
Walk:   6   
Offence: 3   
Defence:  5   
Life:   4   
Mind:  8   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos/Human 

T 



  
 
 

Thor.  
 

Thor is one of four barbarians, the others being Larz, Osiris and Ulysses, who has been 
commanded by the King to get rid of the bandit Luntz at Blackskull Castle. Thor is a very experienced 
warrior and knows how to deal with the likes of Luntz and his bandits. Thor knows no fear and just likes 
to get the job done as soon as possible. “There’s no time like now”. He would say, and Thor goes off 
into the thick of it, with sword-raised ready to cut off the enemy’s head. 
 
Thor. 
(Use Barbarian Figure) 

Quests. 

   
Experience: 20 Trilogy Series: Barbarian Quest.  
Walk:   7   
Offence: 3   
Defence:  3   
Life:   7   
Mind:  3   
Magic:  No   
Alignment: Good   
Type:  Hero/Human  
 
 

Throc.  
 

Fimirs for better or worse do make good leaders, even though they are very temperamental at 
times. Throc is one such fimir who has been elected by Zenloc to command a small force in his name. 
Throc like many fimirs do have trouble growing up and maturing in the nest (home). Young fimirs are 
constantly trying to prove themselves to their old kin, especially where strength is involved. Because of 
this, it is through strength that fimir males gain respect and courage, more so even in battle. 
 
Throc. 
(Use Fimir Figure) 

Quests. 

   
Experience: 30 Elf Quest.  
Walk:   6   
Offence: 3   
Defence:  3   
Life:   7   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Greenskin 



  
 
 

Toft.  
 

Toft is one of four dwarven warriors, the others being Lonn, Morven and Whitebeard, who is 
searching for treasure in the mountain Tombs of Zanhothdar. Toft is a young dwarf wanting to gain 
some experience in the world. He has had the occasional conflict and battle experience but not enough 
to feel confident. This is why he decided to search the Tombs of Zanhothdar, in the hope of proving 
himself as a warrior and gaining more skills and practice with his trusty war hammer. 
 
Toft. 
(Use Dwarf Figure) 

Quests. 

   
Experience: 20 Trilogy Series: Dwarf Quest.  
Walk:   6   
Offence: 1   
Defence:  3   
Life:   5   
Mind:  5   
Magic:  No   
Alignment: Good   
Type:  Hero/Dwarf  
 
 

Tomb Goblin.  
 

Tomb Goblin is just another fancy way of saying guard. In order to ensure his privacy Gul’Amok 
was able to convince a couple of goblins to protect the tombs and watch out for intruders. Gul’Amok 
doesn’t really care what the goblins do just as long as they do their job and leave him alone. But they 
do serve his purpose and you never know they might actually kill anything or anyone foolish enough to 
challenge them. 
 
Tomb Goblin. 
(Use Goblin Figure) 

Quests. 

   
Experience: 10 Trilogy Series: Dwarf Quest.  
Walk:   10   
Offence: 2   
Defence:  2   
Life:   2   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Greenskin  
 



  
 
 

Tomb Guardian.  
 

Tomb Guardians are very different than the Undead Guardians in that they guard and protect 
specific items and or tombs in which those items are residing. Also unlike the Undead Guardians they 
can have magical abilities to help them defend against intruders. Once the Tomb Guardians have an 
‘assignment’ as its called they have it for life until they die in battle or by natural causes. With this in 
mind one Tomb Guardian in elected leader to help patrol and protect their ‘assignment’.  
 

Tomb Guardian. 
(Use Gargoyle Figure) 

Quests. 

   
Experience: 30 Trilogy Series: Amazon Quest.  
Walk:   6   
Offence: 4   
Defence:  4   
Life:   3   
Mind:  2   
Magic:  No   
Alignment: Neutral   
Type:  Greenskin  
 

Tomb Guardian, Magic User. 
(Use Gargoyle Figure) 

Quests. 

   
Experience: 70 Trilogy Series: Amazon Quest.  
Walk:   6   
Offence: 5   
Defence:  5   
Life:   6   
Mind:  4   
Magic:  Yes   
Alignment: Neutral   
Type:  Greenskin  
 

Tomb Guardian, Leader 
(Use Gargoyle Figure) 

Quests. 

   
Experience: 80 Trilogy Series: Amazon Quest.  
Walk:   6   
Offence: 7   
Defence:  7   
Life:   6   
Mind:  6   
Magic:  No   
Alignment: Neutral   
Type:  Greenskin  



  
 
 

Tomb Guardian (Undead).  
 

This is the Undead version of a Tomb Guardian, but these Undead have been especially 
commanded by the Great Wizard Marius to help protect his domain from intruders. It’s all part of Marius’ 
plan to entice the unsuspected into the tombs that these Undead are defending in the hope that they 
will deal a fatal blow to the curious. Again these Undead Guardians will fight to the death to defend their 
assigned tasks, since they know no fear they will attack and kill without mercy.   
 
Tomb Guardian (Undead). 
(Use Mummy Figure) 

Quests. 

   
Experience: 40 The Trials of Marius.  
Walk:   4   
Offence: 5   
Defence:  5   
Life:   4   
Mind:  0   
Magic:  No   
Alignment: Evil   
Type:  Undead.  
 
Grand Guardian (Undead). 
(Use Mummy Figure) 

Quests. 

   
Experience: 50 The Trials of Marius.  
Walk:   5   
Offence: 6   
Defence:  6   
Life:   5   
Mind:  0   
Magic:  No   
Alignment: Evil   
Type:  Undead.  



  
 
 

Tomb Warrior. 
 

On Tyrol Isle lies the biggest underground tomb complex in the entire Kingdom. For many 
centuries noble warriors from all the Realms that have proved themselves in battle have come to be 
buried here. It is privilege and an honour to find eternal rest amongst other great peers. The Tomb 
Warrior is actually a past warrior whom has been awaken by magic to defend the vast tomb complex 
from grave diggers and thieves who come to steal the treasure buried with the warriors in their resting 
place.     
 
Tomb Warrior. 
(Use Skeleton Figure) 

Quests. 

   
Experience: 20 Dekka-Quest.  
Walk:   8   
Offence: 3   
Defence: 3   
Life:   4   
Mind:  0   
Magic:  No   
Alignment: Evil   
Type:  Undead   
 
 

Torrquil.  
 

Torrquil is a member of the Undead sect known as the ‘Shada’. This cult has grown to alarming 
numbers over the centuries and threatens the peace of the Kingdom. Torrquil is one of many living in 
the sect-controlled temple in the Realm of Shanzdella. Considering the time, not much is actually 
known about ‘Shada’ or its individual members and followers, thus a certain mystery has evolved 
around this cult. Torrquil is one of many Chaos Mages that help command and control the Undead to 
help terrorize the Kingdom and its citizens.  
 
Torrquil. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 80 The Crypt.  
Walk:   7   
Offence: 6   
Defence: 5   
Life:   3   
Mind:  7   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos   



  
 
 

Trador.  
 

Trador is a very successful merchant; he has stores all over the kingdom. Currently he is 
overseeing his store by the shores of Lake Hellgraine. Having a store by the lake is good business 
sense, that way small boats and ships can dock where they can trade, buy and sell their goods at his 
store. Trador sees himself retiring in a few years time with his accumulated wealth so he can relax and 
enjoy his retirement. “The plan is to live well and die old”. Trador responds, as he awaits his next 
customer. 
 
Trador, the Merchant.  
(Use Merchant Figure) 

Quests. 

   
Experience: 20 Castle Hellgraine.  
Walk:   8   
Offence: 1   
Defence:  2   
Life:   3   
Mind:  7   
Magic:  No   
Alignment: Neutral   
Type:  Human  
 



 
 
 

Ulric.  
 

Ulric is one of those orcs that doesn’t know the meaning of: quit-while-you-still-got-your-head-
on-your-shoulders. But Ulric does have brains, even if it is limited; in any case he has formed a small 
band of what he would like to call ‘Raiders’. And with him as their leader he has been quite successful 
in raiding small homesteads and a village or two. But time is not on his side as a reward for his head 
has been posted all over the Realm. So does he feel lucky? He thinks so. 
 
Ulric, Orc Leader. 
(Use Orc Figure) 

Quests. 

   
Experience: 40 Castle Hellgraine.  
Walk:   8   
Offence: 3   
Defence:  3   
Life:   2   
Mind:  3   
Magic:  No   
Alignment: Evil   
Type:  Greenskin 
 
 

Ulysses.  
 

Ulysses is one of four barbarians, the others being Larz, Osiris and Thor, who has been 
commanded by the King to get rid of the bandit Luntz at Blackskull Castle. Ulysses is a barbarian 
through and through, and even acts like one, especially when he’s drunk. “If I drink today and die 
tomorrow at least it’s with a belly full of ale”. He laughs; and that’s about how you’d sum Ulysses up 
with a carefree no holds barred life that could be over within seconds. 
 
Ulysses. 
(Use Barbarian Figure) 

Quests. 

   
Experience: 20 Trilogy Series: Barbarian Quest.  
Walk:   7   
Offence: 2   
Defence:  3   
Life:   6   
Mind:  4   
Magic:  No   
Alignment: Good   
Type:  Hero/Human  
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Undead Captain.  
 

The Undead Captain acts just like an Undead leader (see Skeleton Leader). But in this case 
the Undead Captain would take orders from an Undead Leader. This is very useful just in case either 
one was to die in battle as control of the Undead would not be broken and this would ensure a 
successful attack. If an Undead Leader were to die in battle, the Undead Captain would be promoted. 
Ghouls, Zombies and Mummies can become Undead Captains as required by the magic user. 
 
Undead Captain.   
(Use Skeleton Figure) 

Quests. 

   
Experience: 30 Caves of Mystery.  
Walk:   6   
Offence: 3   
Defence:  3   
Life:   2   
Mind:  1   
Magic:  No   
Alignment: Evil   
Type:  Undead  
 



 
 
 

Vaal.  
 

Vaal is one of four Wizards, the others being Dar’rak, Seth and Talaus, who has been asked by 
the villagers of Haslynn to rid them the Undead that roam and terrorize them and their there village. 
Vaal is a young wizard with very little experience when it comes to magic, not only that but has little or 
no experience in battles. But he is determined to improve his skills as he gains more magical 
knowledge and skill with his staff. Vaal considers himself a quite achiever and takes his time to think 
things through before acting on them. 
 
Vaal. 
(Use Wizard Figure) 

Quests. 

   
Experience: 60 Trilogy Series: Wizard Quest.  
Walk:   7   
Offence: 1   
Defence:  3   
Life:   2   
Mind:  8   
Magic:  Yes   
Alignment: Good   
Type:  Hero/Wizard  
 
 

Vardis. 
 
 What can one say about a crazed spirit who roams his castle trying to put the fear into anyone 
who enters his abode? Vardis is a mad happy spirit gone completely nutty trying to find his way out of 
the castle and into the other world. For a spirit, he is quite good at tormenting his unwelcomed guests 
with his crazed sayings and surprisingly with his magic. Pity will one day be Vardis’ saviour, as the gods 
will eventually allow him to leave his castle and ascend to the heavens. But until then the gods will keep 
Vardis where he is just a little bit longer. 
 
Vardis. 
(Use Chaos Mage Figure) 

Quests. 

  
Experience: 70 The Catacombs of Varden-Ault. 
Walk:   9  
Offence: 5  
Defence:  5  
Life:   5  
Mind:  5  
Magic:  Yes  
Alignment: Evil  
Type:  Spirit   
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Varian.  
 

Varian is one of four Elven warriors, the others being Elvenlore, Sorrell and Zared, who has 
been ordered by the King to cleanse the ship and its crew who are possessed by Evil Demons and to 
rescue Princess Anne who is trapped on board. Varian hopes that with his magical skills he will be able 
to handle the possessed crew of the ship. Even though Varian is young by elven standards he is a little 
inexperienced with magic, but knows enough just to get by. But will it be adequate to defeat the 
demons within?  
 
Varian. 
(Use Elf Figure) 

Quests. 

   
Experience: 40 Trilogy Series: Elf Quest.  
Walk:   9   
Offence: 1   
Defence:  2   
Life:   5   
Mind:  5   
Magic:  Yes   
Alignment: Good   
Type:  Hero/Elf  
 
 

Varr.  
 

Varr is part of Captain Taar’s rebel band that has taken over the Loch’Fern Lighthouse. Varr is 
as mean as one could get for a gargoyle and doesn’t take any crap from anybody. He prefers to kill 
than to talk things out. “If you make a mistake, you die”. Varr is often heard saying, to any new recruits 
to Captain Taar’s rebels. 
 
Varr.  
(Use Gargoyle Figure) 

Quests. 

   
Experience: 40 Loch’Fern.  
Walk:   6   
Offence: 4   
Defence:  5   
Life:   3   
Mind:  4   
Magic:  No   
Alignment: Evil   
Type:  Greenskin 
 
 
 



  
 
 

Vault Guard. 
 

The Vault Guards are the military protectors of the Krysalis Blade and Orb that are hidden and 
kept in the Vault of Charon. The Vault Guards are on eternal watch for any intruders who may want to 
steal the Krysalis Blade and Orb for evil proposes. The Vault Guards will attack anyone Good or Evil, 
Hero or Villain to safely protect the weapons of great power that can destroy anything or anyone in 
battle. The Vault Guard is a true personification of its duties to ensure peace in the world. 
 
Vault Guard. 
(Use Halberdier Figure) 

Quests. 

   
Experience: 50 Prelude.  
Walk:   6   
Offence: 4   
Defence: 5   
Life:   10   
Mind:  2   
Magic:  No   
Alignment: Evil* (Good)**   
Type:  Chaos* (Ally)**   
*In Prelude the Vault Guards are the bad guys for this HeroQuest adventure. 
** Change the Statistics to Good and Ally if you wish to use them. 

 
 

Vedius. 
 
 Vedius is one of a very few elders left that live in the Temple of the Elders trying to bring hope 
of salvation back to his people; for years the elders have been praying for someone to liberate the 
ancient land from the oppression of the ‘Mysterious Master’ who has stolen ten ancient runes belonging 
to the temple. Vedius is an old wizard with years of experience and wisdom, he knows that he can’t find 
the runes alone and defeat the forces of evil–mainly the Shada Cult, which is in league with the 
mysterious master. “My only wish is to see my land free from evil”, prays Vedius. 
 
Verdius. 
(Use Mage Zanrath Figure) 

Quests. 

  
Experience: 60 The Temple of the Elders Parts 1-10. 
Walk:   8  
Offence: 2  
Defence:  3  
Life:   3  
Mind:  7  
Magic:  Yes  
Alignment: Good  
Type:  Ally/Human  



  
 
 

Veena.  
 

Veena is one of four female warriors, the others being Annis, Celestia and Elysia, who is in 
search of the Sacred Chalice of Caltha. Like Princess Allyssa, all four female warriors come from the 
Valkyrie Islands. Veena is a veteran warrior with a lot of battle experience that has given her an almost 
God-like standing with her sisters on the islands. She’s tough, hard and courageous, she takes no crap 
from anybody. Veena has learned the hard way to survive life by the sword.  
 
Veena. 
(Use Civilian 2 Figure) 

Quests. 

   
Experience: 20 Trilogy Series: Amazon Quest.  
Walk:   8   
Offence: 3   
Defence:  3   
Life:   8   
Mind:  2   
Magic:  No   
Alignment: Good   
Type:  Hero/Human  
 
 

Verne. 
 
 Verne is one of four Clerics, the others being Clerion, Sheehan and Waldemyrr; assigned by 
their clan to investigate the goings on at the Temple Tomb of Das'phere a remote religious place of 
worship near the foot of a dormant volcano. Verne has just graduated from the Academy and is a fully-
fledged Cleric ready to tackle the world. His first assignment is to investigate the Temple of Das'phere 
to see why the priests no longer worship there. Perhaps Chaos has taken hold of the building for their 
evil deeds, who knows? 
 
Verne. 
(Use Wizard Figure) 

Quests. 

  
Experience: 70 Trilogy Series: Cleric Quest. 
Walk:   7  
Offence: 3  
Defence:  4  
Life:   3  
Mind:  7  
Magic:  Yes  
Alignment: Good  
Type:  Hero/Cleric   
 



  
 
 

Vernoc.  
 

Vernoc has been hired by Ryan’Zell to command his small force of chaos warriors. Vernoc is 
very experienced in the art of war and has commanded many warriors and led them into battle. So he 
knows all about how deal with the unexpected. Vernoc has also been at one time or another a personal 
bodyguard, so he knows how to look after his clients’ health as it were. Vernoc’s skill with the sword has 
proven to be a barrier for those that are foolish to go up against him. But as Vernoc says, “Live by the 
sword, die by the sword”. And many have died by Vernoc’s sword. 
 
Vernoc, Mercenary Leader.   
(Use Chaos Warrior Figure) 

Quests. 

   
Experience: 50 Caves of Mystery.  
Walk:   7   
Offence: 5   
Defence:  6   
Life:   5   
Mind:  5   
Magic:  No   
Alignment: Evil   
Type:  Chaos  
 



 
 
 

Waldemyrr. 
 
 Waldemyrr is one of four Clerics, the others being Clerion, Sheehan and Verne; assigned by 
their clan to investigate the goings on at the Temple Tomb of Das'phere a remote religious place of 
worship near the foot of a dormant volcano. Waldemyrr has almost finished his training; so to prove 
what he has learned so far, Waldemyrr has decided to go to the Temple of Das'phere to test his skills in 
magic and combat. Waldemyrr feels he needs to do this so he can believe in himself by following the 
right path in his life. 
 
Waldemyrr. 
(Use Wizard Figure) 

Quests. 

  
Experience: 50 Trilogy Series: Cleric Quest. 
Walk:   7  
Offence: 3  
Defence:  2  
Life:   4  
Mind:  6  
Magic:  Yes  
Alignment: Good  
Type:  Hero/Cleric   
 
 

Wezzoc.  
 

Mordant’s reputation was spreading throughout the Realm so much so that he began to attract 
others to his cause. Enter Wezzoc and his small group of bandits; with no plans of his own Wezzoc 
decided to join Mordant in the hope of gaining for himself some well-deserved recognition. Wezzoc is 
an orc who feels life is passing him by and he wants to regain some past glories he once had as a 
young orcy (a young orc). With this in mind Wezzoc dreams of being a hero in some wild battle where 
he alone would save the day.   
 

Wezzoc, Orc Bandit. 
(Use Orc Figure) 

Quests. 

   
Experience: 40 Caves of Mystery.  
Walk:   8   
Offence: 3   
Defence:  3   
Life:   2   
Mind:  2   
Magic:  No   
Alignment: Evil   
Type:  Greenskin 
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Whitebeard.  
 

A Dwarf is not your average hero and Whitebeard is no exception. He may be small but 
Whitebeard can fight with the best of them, and sometimes being of ‘small’ statue can help a group out 
of tight spaces, when trapped in a cave or dungeon trying to find a way out by crawling out in confined 
spaces to help in escape. Whitebeard like Osiris doesn’t believe in magic, but does recognise that it is 
needed to help fight chaos. Whitebeard is on a journey of self-discovery trying to make sense of the 
changing world, he himself doesn’t like what he sees, but as long as he doesn’t change, that’s all that 
matters.   
 

Whitebeard.  
(Use Dwarf Figure) 

Quests. 

   
Experience: 20 Castle Hellgraine. Revenge of the Witch Lord. 
Walk:   6 Caves of Mystery. Temple of the Undead. 
Offence: 2 Dekka-Quest. Teraptus Castle. 
Defence:  3 Fanegut Orc. The Seven Quests of Nemezzeena. 
Life:   7 Konig’s Keep. The Trials of Marius. 
Mind:  3 Konig’s Key. Trilogy Series: Dwarf Quest. 
Magic:  No Loch’Fern.  
Alignment: Good Magic Dungeon II.  
Type:  Hero/Drawf 
 
 

Witch Lord, The.  
 

The Witch Lord via some miracle had escaped death from Kalos, a proud city that fell under the 
forces of Morcar. Even now in his new abode the Witch Lord plans his upcoming assault upon the 
Kingdom, to extract life from all as a revenge for his defeat so long ago. With the help of his loyal 
servant General Skulmar the Witch Lord’s Undead armies will once again ride into battle to untold of 
victory. 
 
Witch Lord, The. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 80 Return of the Witch Lord.  
Walk:   10   
Offence: 5   
Defence:  6   
Life:   1   
Mind:  5   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos 
 



  
 
 
Witch Lord, The. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 110 Revenge of the Witch Lord.  
Walk:   10   
Offence: 8   
Defence:  8   
Life:   3   
Mind:  9   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos 
 



 
 
 

Xavier. 
 
 Xavier is almost a fully-fledged Paladin and has been learning the magical arts for awhile now 
and is quite confident that he can battle the best that Chaos can dish out in trying to terrorize the 
Kingdom and its surrounding Realms. Once his training is completed, Xavier, like all Paladins will be 
given an assignment to prove his skills and abilities, in this way can Xavier determine how experienced 
he is and where his weaknesses lie, so he can train further to improve himself. 
 
Xavier. 
(Use Halberdier Figure) 

Quests. 

  
Experience: 60 Trilogy Series: Paladin Quest. 
Walk:   6  
Offence: 4  
Defence:  4  
Life:   6  
Mind:  4  
Magic:  Yes  
Alignment: Good  
Type:  Hero   
 
 

Xenos. 
 
 Xenos is the guardian of the Twin Towers of Death; these ancient structures have been around 
for centuries; no one knows who built them or why. Anyone who ventures too close to the towers never 
comes back and thus is avoided at all costs. Just as well, as the Shada Cult have made it one of their 
outposts; Xenos is a cold and astute mage of the magical arts, he is being considered for membership 
into the ‘Inner Circle’ and hopes to gain favour with his fellow peers to increase his influence within the 
cult.  
 
 
Xenos. 
(Use Chaos Mage Figure) 

Quests. 

  
Experience: 70 Underneath the Towers. 
Walk:   8  
Offence: 5  
Defence:  5  
Life:   5  
Mind:  5  
Magic:  Yes  
Alignment: Evil  
Type:  Chaos  

X 



 
 
 
 
 
 

Y 



 
 
 

Za’ark.  
 

Za’ark is one kind of wizard who likes to leave his mark upon the world. With this in mind he 
has been able to capture a castle near the village of Haslynn and terrorize the villagers with his Undead 
army. He loves the way these villagers have become fearful and frightened as his Undead roam the 
village streets creating such havoc. Za’ark is evil to the core, devious and sly, he laughs when his 
minions come back from a night of terror, knowing the village is once again at his mercy.  
 
Za’ark. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 80 Courtyard  
Walk:   7 Trilogy Series: Wizard Quest.  
Offence: 6   
Defence:  6   
Life:   5   
Mind:  7   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos  
 
 

Zared.  
 

Zared is one of four Elven warriors, the others being Elvenlore, Sorrell and Varian, who has 
been ordered by the King to cleanse the ship and its crew who are possessed by Evil Demons and to 
rescue Princess Anne who is trapped on board. Zared has a few tricks up his sleeve or should I say 
spells that he would like to try on these Evil Demons. Zared has been learning how to cast as well as 
make spells, and has become quite good at doing both. Zared will need all his knowledge of the 
magical arts if he is to go up against a possessed crew; but will he make it out alive? 
 
Zared. 
(Use Elf Figure) 

Quests. 

   
Experience: 50 Trilogy Series: Elf Quest.  
Walk:   9   
Offence: 2   
Defence:  2   
Life:   3   
Mind:  7   
Magic:  Yes   
Alignment: Good   
Type:  Hero  
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Zekharyah. 
 
 Zekharyah has just finished his training as a Paladin; he knows all he needs to know about 
being a Paladin. The only thing now is to gain experience, even saying that Zekharyah still has to report 
to his tutor to ensure he can improve his skills and abilities. It’s important to keep in contact with your 
tutor so to increase your knowledge and understanding of the world around you. But eventually 
Zekharyah won't need his tutor's guidance as he must make it on his own to prove himself. 
 
Zekharyah. 
(Use Halberdier Figure) 

Quests. 

  
Experience: 70 Trilogy Series: Paladin Quest. 
Walk:   7  
Offence: 5  
Defence:  4  
Life:   5  
Mind:  5  
Magic:  Yes  
Alignment: Good  
Type:  Hero   
 
 

Zenloc.  
 

As far as chaos wizards go Zenloc is quite young for his age; may be that’s because he’s a fast 
learner. Although it doesn’t show, Zenloc has a talent for quickly memorizing magical spells and 
incantations. But there is one little drawback, Zenloc doesn’t have the experience or the maturity to fully 
learn and practice the ‘dark arts’ thus he cannot experiment or apply his magical skills to improve his 
standing. But he is a force to be reckoned with; never underestimate a chaos wizard.  
 
Zenloc. 
(Use Chaos Mage Figure) 

Quests. 

   
Experience: 70 Elf Quest.  
Walk:   7   
Offence: 2   
Defence:  4   
Life:   3   
Mind:  3   
Magic:  Yes   
Alignment: Evil   
Type:  Chaos 
 
 



  
 
 

Zenas.  
 

To help stay one step ahead of the King, Mordant had to have his own spy. Zenas was 
approached and offered gold to fill his pockets if he agreed to work for Mordant. So Zenas said not 
surprisingly, yes. By blending into the crowd, Zenas was able to see and hear almost everything that 
went around him. His ability to gather information from the most unlikely places proved his worth to 
Mordant. Zenas even enjoyed a-certain notoriety within chaotic circles.  
 
Zenas the Thief 
(Use Orc Shaman Figure) 

Quests. 

   
Experience: 30 Caves of Mystery.  
Walk:   7   
Offence: 3   
Defence:  4   
Life:   4   
Mind:  6   
Magic:  No   
Alignment: Evil   
Type:  Greenskin 
 
 

Zombie (Magical)  
 

The only way any Undead can have magical abilities is if a magic user gives the Undead that 
power. This is the case as Za’ark is capable of such a task. Even though the Undead can cast spells, it 
becomes more vulnerable because of it; having said that, it is still quite hard to defeat them. The 
Undead seem to be more aggressive when they have magical powers at their command, thus one must 
be more careful when dealing with these creatures than usual.   
 
Zombie. 
(Use Zombie Figure) 

Quests. 

   
Experience: 60 Trilogy Series: Wizard Quest.  
Walk:   5   
Offence: 3   
Defence:  4   
Life:   2   
Mind:  2   
Magic:  Yes   
Alignment: Evil   
Type:  Undead  
 



  
 
 

Zorr Vacht. 
 
 Zorr Vacht (pronounced Vot) is the last guardian of the outpost of Thirza-Ula, an abandoned 
fort that was once used to help hold back invading armies trying to conquer the ancient land. Zorr Vacht 
is in league with the ‘Mysterious Master’ and is helping him guard one of ten the ancient runes that  
holds power and glory to control and command the ancient land from the elders who want the runes 
returned to their temple where they were stolen. Zorr Vacht will gain wealth, power and riches if he 
succeeds in making sure no one steals the rune he is guarding.  
 
Zorr Vacht. 
(Use Gargoyle Figure) 

Quests. 

  
Experience: 150 The Hidden Rooms of Thirza-Ula. 
Walk:   7  
Offence: 11  
Defence:  11  
Life:   7  
Mind:  3  
Magic:  No  
Alignment: Evil  
Type:  Greenskin  

 

 
 
 
 
 
 



Experience Points Quick Guide for Standard 
Monsters/Heroes without Modifiers  

 
Monster Experience Points 

  

Battle Skele 20 
Battle Skele (Magic User) 50 
Chaos Mage 60 
Chaos Warrior 30 
Elite Guard ‘Knight’ 50 
Fimir 20 
Frozen Horror 40 
Gargoyle 40 
Ghoul 20 
Goblin 10 
Gorgoyle 40 
Halberdier 20 
Hobgoblin 10 
Ice Gremlin 20 
Mage Zanrath 80 
Mummy 30 
Ogre Warrior 40 
Ogre Champion 40 
Ogre Chieftain 50 
Ogre Lord 60 
Orc 20 
Orc Shaman 80 
Polar Warbear 30 
Skeleton 10 
Yeti 20 
Zombie 20 
  
  

Hero Experience Points 
  

Barbarian 20 
Dwarf 20 
Elf 10 
Wizard 40 
  



HeroQuest Adventure Titles 
 
 
 Herewith are all my HeroQuest Adventures including their chapters that I 
have made that can be found on Gerwin’s HeroQuest website. 
 
Castle Hellgraine  
 
1) The Adventure Begins. 
2) A Ruined Vestige. 
3) The Second Floor. 
4) The Search Continues. 
5) Beneath and Below. 
6) Tombs of Hellgraine. 
7) The Sewers. 
8) A Short Break. 
9) The Outlaws. 
10) To the King's Aid. 
 
Caves of Mystery  
 
1) The Hog's Breath Inn. 
2) The Mountain Pass. 
3) Into the Caves we go... 
4) The King's Gold. 
5) An Ascent to Danger. 
6) The Final Assault. 
 
Elf Quest 
 
1) The Meeting with Mage Karlinn. 
2) Castle Gullena Dae. 
 
Fanegut Orc 
 
1) Battlecry of the Fanegut Orc. 
 
Fearsome Four 
 
1) Fort Fury. 
 
Konig’s Keep 
 
1) Level I. 
2) Level II. 
3) Level III. 
4) Level IV. 
5) Level V. 
 
 
 
 
 
 



Konig’s Key  
 
1) The First Key. 
2) The Tiles of Death. 
3) Looking For the Keys. 
4) Death Awaits For No One. 
5) The Tomb of the Unknown Warrior. 
6) The Fifth Key. 
7) The Wrath of Konig. 
 
Loch’Fern  
 
1) The Beach. 
2) The Lost Keys. 
3) The Cottage. 
4) The Lighthouse Part 1. 
5) The Lighthouse Part 2. 
6) The Lighthouse Part 3. 
 
Revenge of the Witch Lord 
 
1) Crossing the Lava Bridge.  
2) Through the Mountain Pass. 
3) The Chaos Gate. 
4) The Courtyard of Death. 
5) The Hallway of the Citadel. 
6) Torture Chamber of the Witch Lord. 
7) Spirit Riders. 
8) Death Legion. 
9) Doom Guard. 
10) The Witch Lord. 
 
The Crypt 
 
1) The Crypt: The Temple of Death.  
2) The Crypt: The Beginning.  
3) The Crypt: The Sewers. 
4) The Crypt: The Tombs of Arcosh Varn. 
5) The Crypt: The Orc Mage. 
6) The Crypt: Kar’Singe the Evil Sorceror.  
7) The Crypt: The Legion of the Dead.  
8) The Crypt: The Dungeon of Death.  
9) The Crypt: The Goblin King.  
10) The Crypt: The Slaves of Torrquil.  
11) The Crypt: Ro’Khann.  
12) The Crypt: The Tombs of the Dead.  
 
Temple of the Undead  
 
1) The Temple of the Undead. 
2) The Cleansing of the Way. 
3) The Final Confrontation. 
 
 
 



Teraptus Castle 
 
1) Teraptus Castle. 
 
The Seven Quests of Nemezzeena  
 
1) The Ring of Xerox. 
2) A Jewel of Korinne. 
3) The Emerald Bracelets. 
4) The Falcon Shield. 
5) The Kira Coronet. 
6) Borin’s Armour. 
7) Nemezzeena. 
 
The Trials of Marius  
 
1) The Stones of Marius. 
2) The Chests of Marius. 
3) The Bridge of Marius. 
4) The Hallways of Marius. 
5) The Doors of Marius. 
6) The Tombs of Marius. 
7) The Death Warriors of Marius. 
8) The Lava Beasts of Marius. 
9) The Foul Beasts of Marius. 
10) Marius the Great Wizard. 
 
Trilogy Series 
 
1) Amazon Quest. 
 
   1.3 The Caves of Zadok. 
   2.3 Catacombs of Danger. 
   3.3 The Chalice of Caltha. 
 
2) Barbarian Quest. 
 
   1.3 The Bandits of Castle Blackskull. 
   2.3 Battle of the Blades. 
   3.3 Luntz. 
 
3) Cleric Quest. 
 
   1.3 The The Temple Tomb of Das'phere. 
   2.3 The Lava Pits from Hell. 
   3.3 The Twins of Evil. 
 
4) Dwarf Quest. 
 
   1.3 The Tombs of Zanhothdar. 
   2.3 Into the darken depths below. 
   3.3 The Gold of Zanhothdar. 
 
 
 



5) Elf Quest. 
 
   1.3 Ship of Lost Souls. 
   2.3 Down to the lower decks. 
   3.3 Confronting the Evil Presence. 
 
6) Paladin Quest. 
 
   1.3 The Church of St. Kasteelle. 
   2.3 The Church Catacombs. 
   3.3 The Tombs of St. Kasteelle. 
 
7) Wizard Quest. 
 
   1.3 Into the Castle. 
   2.3 Death to the Undead. 
   3.3 Mysteries Revealed. 
 
Prelude 
 
1) The Vault of Charon. 
 
Dekka–Quest 
 
1) The Ruins of Fimira.  
2) Schattendarc.  
3) The Tombs of Tyrol Isle. 
4) The Rescue of Princess Kira. 
5) Orkro Part 1. 
6) Orkro Part 2. 
7) Orkro Part 3. 
8) Orkro Part 4. 
9) The Court of King Theon.  
10) The Tomb of the Messerleiter.  
11) The Guardians of the Krysalis Part 1.  
12) The Guardians of the Krysalis Part 2. 
13) The Krysalis Blade. 
14) Nemezzeena Part 1: The Citadel Tower. 
15) Nemezzeena Part 2: Battle Cry. 
16) Nemezzeena Part 3: The Krysalis Orb. 
 
Magic Dungeon II 
 
1) Dungeon Quest levels 1-20. 
 
Nemezzeena: The Resurrection 
 
1) The Trouble with Goblins... 
2) The Summoning of Mentor. 
3) A Bounty We Will Go... 
4) Through the Mountain Pass. 
5) The Ruins of Darkmourn. 
6) The Chaos Patrol. 
7) Fort Chaos of the Black Eye. 
 



8) Fort Chaos: "Let’s Mope It Up". 
9) A Discovered Mystery Unknown. 
10) Knightingall. 
11) Knightingall: The Guards of Wrath. 
12) Knightingall: Battle of the Blades. 
13) Knightingall: The Meeting of Minds. 
14) Before the Battlements. 
15) The High Walls of Castle Nemezzeena. 
16) Courtyard of Death. 
17) Passageway to the Throne Room. 
18) The Final Confrontation? 
 
Bonus Chapter/Levels: 
 
1) Ruins: "Let's See What There Is To See". 
2) Ruins: The Secret Rooms. 
 
1) Knightingall: The Encounter. 
2) Knightingall: The Search. 
 
1) Battlements: "Let's Look Around". 
2) Battlements: Under the Battlements. 
 
1) Secret Passage: Discovery. 
2) Secret Passage: Where Does It Go? 
3) Secret Passage: Maze. 
 
1) Courtyard: The Beast. 
2) Courtyard: The Undead. 
3) Courtyard: The Dark Tombs of Death. 
 
Paladin: In Quest of the Runes 
 
1) The Temple of the Elders Part One 
2) The Ruins of Drakonn  
3) The Dungeon of Drakonn  
4) The Temple of the Elders Part Two 
5) The Twin Towers of Death  
6) Underneath the Towers  
7) The Temple of the Elders Part Three 
8) The Caves of Gorvault  
9) The Inner Caves  
10) The Temple of the Elders Part Four 
11) The Ruins of Valen-Roc’  
12) Under the Ruins  
13) The Temple of the Elders Part Five 
14) The Temple of Ria  
15) Part Two  
16) The Temple of the Elders Part Six 
17) The Crypt of the Dead  
18) Part Two  
19) The Temple of the Elders Part Seven 
20) The Shrine of Druzel-Yre  
21) The Inner Sanctum  
22) The Temple of the Elders Part Eight 
 



23) The Castle of Dreams  
24) The Catacombs of Varden-Ault  
25) The Temple of the Elders Part Nine 
26) The Outpost of Thirza-Ula  
27) The Hidden Rooms of Thirza-Ula  
28) The Temple of the Elders Part Ten 
29) The Symbol of Galateia  
30) The Island of Lost Souls  
 



Author’s Note  
 
 

Since I have been making and developing HeroQuest Adventures to put on Gerwin’s 
HeroQuest website I realized that I needed some kind of reference material so as to keep track of 
all the characters I made up so I wouldn’t repeat myself unintentionally. With this in mind I decided 
to compile a Reference Guide Book of all my characters that I created so far. If I do use them 
again I could hopefully keep the same stats as before and bring some uniformity to my HeroQuest 
world. 

 
It is hoped that you the reader can perhaps use them too if you were stuck for ideas on 

characters you wish to use in your HeroQuest Adventures. If this is the case, please use them and 
please mention my name and this Reference Guide Book to acknowledge where you got the 
characters. 

 
I reserve the right to make any changes in my character statistics while compiling this 

Reference Guide Book including any future additions.  
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