
Components  
2 dice (1 red and 1 black), 3 types of cards (4 character cards, ≈30 event cards, ≈12 special 
cards), 2 types of disks (item disks and skill disks), 4 game pieces, 1 board 
 
Setup 
You start off the game by placing the board on the table. Pick up the cards and sort them into 
their respective pile, consisting of event cards, character cards, special cards and item cards. 
The event and special cards should then be placed next to the board for later use in the game. 
You should then pick your character and place it on the board´s starting point (marked 
“START”). Take the dice and roll them to decide who will start first. The player that rolls the 
lowest number starts. 
 
Rules 
Players 
There are four characters who each possess one skill each: arm strength, leg strength, 
cunningness and weapons master. They will also each have one quest power each, such as 
being able to heal a friend three times or such.  
 
Dice 
There will be 2 dice in the game. Both can be rolled at the same time but the player gets to 
choose which one they want to use. Depending on where they are or how they want to plan 
out their game they could use a lower numbered die to walk and save the higher numbered 
die for when needed. This could be useful for in case the player happens to get into trouble.  
 
Badges 
Skill badges:  
Every player have their own skill which is unique to only them, but everyone can use them 
with their permission. There are 6 of each skill badge and these should be placed the middle, 
right besides the board. The player with their own skill can use their own skillbadge as they 
please and also choose to give one or several to help out their friend. But each time they do 
the respective skill badge pile diminishes. Reason why is because once one or several skill 
badges are used they won’t be available again so the players will have to think very tactically.  
 
Key badges:  
On the top left of the board three keys will be present. These cannot be used however though 
and only one of them can open the gate at the top of the mountain. Which one is the real key 
can only be determined by the players and if they have managed to find the right clues.  
 
Clue badges:  
These badges are scattered on a few designated areas on the board. They will be turned 



upside down until the players reach the top of the mountain for the first time. The players will 
have to venture back down to find clues about the keys and then determine together which 
one is the real one, using the clues.  
 
Circle boxes 
There are four types of circles on the board: one for the situations, one for for the clues, one 
for split paths/shortcuts and a regular one.  
 
Situation circle (blue): 
If a player were to land on one of these they will have to draw a situation card (explained in 
the Cards section).  
 
Clue circle (yellow): 
The players can collect the clues on these circles. They will however not be able to move 
forward and can only move back outwards, which means that if the were to be chased by the 
enemy (explained in the Obstacles section) they will have nowhere to run.  
 
Split path/shortcut circle (red): 
If the players land on these they get to choose which path they would like to continue with. It 
could also be used to let the players decide if they want to use a shortcut or not (shortcuts can 
only be used once!).  
 
Regular circle (no colour):  
This is a regular circle with no meaning whatsoever. Used for walking.  
 
Cards 
Situation cards:  
These cards are used to describe a specific situation that the player is faced with. Usually it 
involves the player getting into trouble and can only be avoided if the right amount of skill 
badges are used. The situation cards will be marked with a number from 1-6, depending on 
the severity of the situation.  
 
Path cards: 
Used to describe place related situations, such as when using a shortcut or climbing a rock 
wall.  
 
Obstacles 
Once the players have gotten their task to gather clues for the keys an enemy will appear and 
start chasing the players, starting with the player closest in proximity to it. The players are 
recommended to keep away from it, as the enemy is stronger than any other situation, but if 
caught the players can use as many of their skill badges as possible to temporarily get away 



from the enemy.  
 
How to win 
Goal of the game: 
Reach the top of the mountain together with your teammates. During the game the players 
will be subjected to dangerous situations which will require them to work together. This 
means that the players can only win the game once everyone gets into the goal.  
 
 


