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In ages past, a band of foolish mortals sought power over their fellow
men by breaking the ancient Seal on the Underworld and letting the
horrific Demon hoards loose across Terra. The power of the Demons
was uncontrollable and the world soon devolved into a state of utter
Chaos. The only way to seal the Demons back in the Underworld is to
find and activate the missing pieces of the sacred scripture, the
magical Sutras, sundered by the Demons in an early act of violence.
Rumor has it that the Bull Demon King possesses one of the lost
pieces, located inside the Fiery Mountain.

Who is brave enough to change the destiny of the world?




Four Pilgrims were chosen by fate to risk their lives and undertake this Only the faithful monk Tripitaka who possesses the secret knowledge
arduous journey. Each is driven by their own motives, but together they needed to activate the Sutras and the Demons have banded together
share the same goal. to make him their prime target. He will need the protection of his three

powerful companions, as they travel through the lands to obtain the
Sutras, or humanity will be wiped from history forever.
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GaME OVERVIEW

Welcome! Journey: Wrath of Demons is a cooperative
game for 1 to 4 Players. On this journey, you will play as
the Pilgrims, a small band of travelling heroes, trying to
force the Demons from our world. You will experience the
Pilgrims’ misfortunes, battle hordes of demons, spirits
and other creatures and hopefully share in their ultimate
success. In this base game box, the Pilgrims focus on
just one of their archenemies, the Bull Demon King, who
possesses one of the lost pieces of the Sutras. The
Quests will lead them deep into Bull Demon territory,
where they eventually venture into Volcano City and
reach across the Fiery Mountain to confront the mighty
Bull Demon King!

The game follows the trials of the 4 Pilgrims, so all 4
Pilgrims are always in play. The Pilgrims are controlled
by the Players, so if there are less than 4 Players, each
Player may control more than one Pilgrim. The Demons
are controlled by the game itself.

Start by selecting one of the Quests described in the
scenarios section and setting the game up as described.
Review any special rules for the Quest and become
familiar with the Quest Objectives. This will include
placing the Pilgrims, Demons, scenery and other game
items on the starting Map Tiles and placing all the game
components in easy reach.

Journey: Wrath of Demons is played as a series of
game turns, where each turn has a Pilgrim Phase and
then a Demon Phase.

During the Pilgrim Phase, the Players activate each
Pilgrim, one at a time and each Pilgrim takes 2 Actions,
such as Move, Attack, and Pray. Once all the Pilgrims
have been activated, the Pilgrim Phase ends and the
Demon Phase begins.

During the Demon Phase, the Demons make their actions
as dictated by the game Al. New Demons are spawned
adjacent to the Spawn Gates.Then all the Demons on
the game board activate, one at a time. Each Demon
also has 2 actions, which are used to move closer to the
Pilgrims and attack. Killing Tripitaka is the Demons’ main
focus, so they always attack and move towards him

if possible.

CoMpPLETING OR FAILING THE QUEST

The Players win when the Quest's Victory Conditions are
met, typically during the Pilgrim Phase. The game stops
immediately. In some Quests, multiple conditions must be
met, in others, fulfilling one is sufficient. Every Quest has
different Victory Conditions.

The Quest ends in Defeat, when other Conditions are met.

For example, Tripitaka being Killed or when the Pilgrims
fail to collect all the Quest Objectives. Again, these are
clearly defined in the Quests and are often different.

The Pilgrims win or lose as a team, so it is essential for
the Players to 51!’31&912& and play mapemtively.

Are you ready to battle the Demons? Do you have the
power to change the destiny of the world?

UNDERSTANDING THIS RULEBOOK

Jnurney: Wrath of Demons is quite complex. We suggest
you skim through the rulebook to get a general feel for the
game and also to learn how the rulebook is organized.
Generally, the information is initially presented as a
summary and then later, more details and specifics are
given. If a section seems too short, chances are

it will be explained in more detail later.

Also, terms starting with capital letters (Action Points,
Health Points, etc) are game terms with a very specific
meaning. The same term will be used constantly (Health
Points, not health, health points, hit points). If you see a
term in capitals it will be defined somewhere in the
rulebook. Conversely, if you see a term in lower case
(turn, model), it is being used generically, with no specific
implications.

GAMETIP
Game terms will be used consistently in the

rulebook, but abbreviations are used on the
cards to save space.

The first 2 Quests are simple and designed to introduce
you to the rules. You may want to re-read the rulebook
after playing these Quests to check you made no mistakes.

RuLes ano Caros

Although this rulebook gives a solid foundation to the
rules, there are many small rules or rule variations on the
various cards used in the game. The rules on the cards
take precedence over rules in this book.

Also, some of the larger cards have many important
attributes on them. In general, we have tried to put as
much information on cards as possible, so that you do not
have to refer to tables of statistics and values in the
rulebook, while you are playing.




GaME COMPONENTS

(1) This Rulebook

(2) 33 Miniatures,
consisting of :

* 1 Heavenly Creature
* 4 Pilgnms
+ 3 Demon Lords
« 2 Bull Generals
+ 3 Bullserkers
+ J Bull Archers
+ 15 Bull Warriors
(3 6 Custom Dice
(4) 1 Spinner
(5) 4 Pilgrim Tokens

(6 9 Double-Sided
Map Tiles

7 4 Double-Sided
Bridge Tiles

® 5 Villager Objective
Tokens

(@ 7 Sutra Objective
Tokens

(10) 8 Double Sided
Door Tokens

(1) 5 Gate Tokens
(12 3 Water Well Tokens
i3 16 Turn Tokens

(4

.

5 Mystical Box Tokens

15 4 Pilgrim
Profile Sheets

(6 1 Heavenly Creature
Profile Sheet

(7 7 Demon
Profile Sheets

8 44 Pilgrim
Skill Cards

(19 12 Weapon Cards
@0 50 Demon Cards
@) 20 Fortune Cards

22 20 Misfortune Cards

=

@ 20 Condition Cards

@4 16 Corruption Cards




CoMPONENT OVERVIEW

MINIATURES

Miniatures represent the characters in Journey: Wrath of Demons on the Game Board. The miniature shows where the
character is on the Game Board and which direction the character is facing. The facing is important when the character
moves and attacks. Each miniature is given a colored icon that will be used on the Quest Mini-Map, to show where the
Miniature is placed on the Game Board.
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Game BoarD

Map Tiles represent different locations that the Pilgrims visit during the game. Each Quest has a different combination of Map
Tiles, some separated by Bridge Tiles, and populated with structures and other tokens. The Map Tiles are gridded, to help you
move and position the Miniatures and see which Miniatures are within attack range.

Brioce TiLES

The Bridge Tiles are used to separate some Map Tiles during a Quest. Like the Map Tiles, the Quest defines which

Bridge Tiles should be used.

MysTicat Box Tokens

These tokens allow Pilgrims to pray for aid and can
act as Quest Objectives.

Door Tokens

These tokens show the entrances to rooms on
certain Map Tiles. They are double sided, showing
closed and broken down doors.

ViLLacer TokeNns

These tokens represent the Villagers that Pilgrims
will encounter as Quest Objectives. Typically, the
Pilgrims will need to rescue the Villagers from
Demons, but sometimes they give the Pilgrims
information and other rewards.

Water WeLL Tokens

These tokens are used for healing and can be Quest
Objectives that Pilgrims need to find.

GaTE TokENS

These tokens are placed on the Map Tiles to indicate
locations where Demons appear.

SuTtra Tokens

These tokens can be collected to Close Gates in
some Quests. They are also Quest Objectives that
Pilgrims need to collect.




TurN AND INtTiATIVE TOKENS

These tokens are placed on cards that have multi-turn
duration, to track passing time. They are also used as
Initiative Tokens, that are randomly assigned to Pilgrims
during the Setup Phase, to indicate the turn order.

PiLcriM TokeNs

These tokens are placed on the Map Tiles to indicate
objects that the Pilgrims have visited.
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Custom Dice

The Attacker rolls the red Attack Dice to generate
damage. Pilgrims use the white Pilgrim Die and the
more Powerful Demons use the black Demon Die to
control their special powers. These powers include
generating extra damage. Some Targets roll the blue
Defense Dice to reduce damage from an attack.

It is important to roll the correct dice at the appropriate
time, because the different dice have different faces:

"o
Blue - Defense Dice

o s

™ ol

L

White - Pilgrim Dice Black - Demon Dice

PiLcriM PROFILE SHEETS

These show character statistics and dice rolls and have
sliders and wheels to track changing statistic values.

Heaventy CREATURE ProrFILE SHEETS

In the base game, Kei Lun has a Heavenly Creature Profile
Sheet. These show statistics and dice rolls, but only track
changes to Health Pnlnts

Demon ProrFiLe SHEETS

These show similar information for the Demons but are
simpler because the statistics are fixed for Demons.
The statistics do not change during the game.
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PiLerim SkiLt Caros

These cards give each Pilgrim new abilities during the
game. Each Pilgrim has his own specific card deck.
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WearonN CarDs

These cards are used by the Pilgrims for extra damage
when they attack. Each Pilgrim has a set of Weapon
Cards that become more powerful as the Pilgrim gains
proficiency with their weapon.
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CorrurTiON CARDS

These cards show different permanent effects that Pilgrims
receive in the game if their Bad Karma gets too high.
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Demon Spawn Caros

These cards are drawn every turn at each active Gate.
Most Demon Cards are Reinforcement Cards which
indicate which Demons spawn at the Demon Gates at
the start of the Demon Phase. There are a small
number of special cards that give the Demons new
powers and the Rage Card, which must be removed
from the deck before play starts.

DEMONS
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ForTunE CARDS

These cards grant Pilgrims temporary abilities
and items.
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MisrorTuNE CARDS

These cards hinder Pilgrims temporary changes
to abilities and actions.
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Conoition Caros

These cards show different ongoing effects in the game.
When a Pilgrim is affected by a condition, a Condition Card
will be placed next to the Pilgrim Profile Sheet as a reminder.
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SPINNER

Use the spinner to determine whether you draw
Fortune or Misfortune cards while Meditating at the
Mystical Box.
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TurRN STRUCTURE

The game starts with the Setup Phase and then continues
for a number of Turns, until the Quest Conditions are met.

Setup Phase: This is a one-time activity to prepare the
playing area and Game Board for the Quest you are
about to play.

After the Setup Phase, each Turn has many Phases.

Maintenance Phase: Remove any cards in play if their
duration is complete. Apply ongoing effects if the cards
are still in play. All Pilgrims can do this simultaneously.

Pilgrim Phase: Each Pilgrim is activated in the order
shown by the Initiative Markers and completes all their
actions, before the next Pilgrim activates.

Demon Phase: Spawn new Demons, then each Demon
is activated in turn and completes their actions, before
the next Demon activates.

End of Turn Phase: Perform End Phase actions, such
as using Turn Tokens to track passing time. All Pilgrims
do this simultaneously.

Quest Victory or Defeat Conditions can occur at any time.

Typically, the Pilgrims will win during the Pilgrim Phase
and they will lose during the Demon Phase, but a Quest
Condition may specify the time the check is made, for
example, at the start or end of the Turn.

of this rule book.

. Quests have Quest Objectives and may have special

rules. Ensure that all Players understand the Quest
before play begins.

. Setup the Map Tiles, Bridge Tiles and other Tokens,

as described in the Quest. Keep the remaining Tokens
near the playing area as they may be used later.

. Separate the Condition, Corruption, Fortune and

Misfortune cards into 4 decks. Place the Condition Cards
face up in a convenient place in the playing area. Shuffle
the other 3 decks thoroughly and place them face down
next to the Condition Cards, leaving space for Discard
Decks.

. Each player should select the Pilgrim(s) they want to

play. Depending on the number of players, you may be
controlling more than 1 Pilgrim (all 4 Pilgrims will
always start the game):

One Player - all 4 Pilgrims.

Two Players - 2 Pilgrims each.

Three Players - 2 Players have 1 Pilgrim each
and the third Player controls 2 Pilgrims.

Four Players - 1 Pilgrim each.

. Once :,mu_have selected your Pilgrim(s), separate each

of the 4 Pilgrim Skill Card decks. Each Pilgrim should
place their stack of Weapon Cards beside their Profile
Sheet, with the Level 1 Card on the top. Then shuffle
the remaining Skill Cards and draw the top 2. Place the
remaining Skill Cards aside where you can easily reach
them during the game. The Quest will say if there are
other setup steps for the Pilgrims, for E.-xampie taking
Karma Rewards.

. Using the colored icons on the Quest Mini-Map, place

the Pilgrim and Demon Miniatures on the Map Tiles.
To make the Quest Mini-Map perfectly clear, each
colored icon also shows the initials of the character's
name, and an arrow to show where the miniature will
be facing.

. Set the order of play for the game. Randomly assign

the order any way you like, for example with dice rolls
or drawing an Initiative Token for each one of the
Pilgrims. Place the Initiative Token next to the Pilgrim
Profile Sheet to remind you of the order of play.

. Set the tracking wheels on the Pilgrim Profile Sheets to

their starting values. Set the Chi wheel to 10, the normal
maximum value, and both Karma wheels to 0.

. You are ready to begin the first turn, which starts with

the Maintenance Phase. Destiny awaits!




PROFILE SHEET Demon PROFILE SHEET

Profile Sheets provide the statistics for each character that you need to play the game. For some characters (Pilgrims and
Heavenly Creatures), they also provide movable wheels and sliders to track changing information. Much of the information
in the rulebook is included on the cards. We hope that once you understand the basic rules, you will be able to play with
just the information on the cards.

PiLcriM PROFILE SHEET
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Movement Points (MV): Shows how many Movement Points the Demon has.

Health Points (HP): Shows the number of Health Points the Demon has. Because this is a fixed number,
you can tell the Demon is a One Hit Kill. The Demon must take 9 damage in one attack to be defeated, or
else the Health Point total does not change.
Health Track: Shows the current Health Point of the Pilgrim. Since this is an adjustable track, you can tell the
Pilgrim accumulates damage from several hits - Monkey is not a One Hit Kill. Soul Power (SP): If Pilgrims try to cleanse the Demon's soul after defeating it, the Pilgrim must roll equal
to or greater than this number during the Cleanse Ritual.
Good Karma Wheel (G): Adjust this wheel to show the current Good Karma level,
Good Karma Reward (GKR): After completing the Cleanse Ritual on this Demon, the attacker will receive
Good Karma Reward: Follow these instructions to trade Good Karma Points for Skill Cards. this number of points as the Good Karma Reward. Move the Attacker's Good Karma Wheel to show the
new total.
Bad Karma Wheel (B): Adjust this wheel to show the current Bad Karma level.
Bad Karma Reward (BKR): If you defeat and kill this Demon, the attacker will receive this number of points
Bad Karma Reward: Follow these instruction to trade Bad Karma Points for Weapon Upgrades and Corruption as the Bad Karma Reward. Move the Attacker's bad Karma Wheel to show the new total.
Cards. Bad Karma Trades are mandatory. Because the card has Karma Wheels, you can tell the Pilgrim
accumulates Good and Bad Karma from their actions. Attack Dice (ATT): Indicates the dice rolled when the Demon attacks. The Demon Die is shown for The
Bull Demon King, and this dice roll is explained by the skull symbols directly below. For example, a roll of 3
Movement Points (MV): Shows how many Movement Points the Pilgrim has. on the Demon Die means +3 Damage and the Target takes a Paralyzed Card.

Attack Dice (ATT): The number of Attack Dice rolled when the Pilgrim Attacks. The Pilgrim Dice shown here is Attack Range lcon: This small diagram shows which squares The Bull Demon King can attack.
for the Pilgrim’s weapon and is only included when the Pilgrim has a weapon equipped.

NMumber of Targets: All Targets. This indicates that the Bull Demon King can attack all Pilgrims in
Defense Dice (DF): The number of Defense Dice rolled when the Pilgrim defends. Attack Range, so long as he has Line of Sight. The attack rolls against each Target are made separately.

The multiple attacks only cost 1 Action Point.
Cleanse Ritual (CR): The number of dice rolled when the Pilgrim attempts the Cleanse Ritual. Since this
statistic is on the card, you can tell the Pilgrim is allowed to attempt the Cleanse Ritual.

Chi Wheel: Adjust to show the current number of Chi Points that the Pilgrim has. Max Chi is 10.

; : . = Compared to the Pilgrim Profile Sheet, you can see there is some information missing.
Attack Range Icon: This small diagram shows which squares Monkey can attack. : =</ There is no Defense statistic, so this Demon rolls no Defense Dice and gets no defense
- | bonuses. There is no CR dice roll, so the Demon cannot attempt the Cleanse Ritual.
Number of Targets: 1 Target. This indicates that no matter how many Targets are In Monkey's Attack — There are no Karma Wheels, so the Demon cannot collect karma for his actions and
Range, he can only select 1 Target to attack each Attack Action. ) does not receive Karma Bonuses.




CARDS

Pilgrims can have many cards in their hand of different
types. There are some general rules that govern all
cards which we will describe here,

AcTive ano INacTive Carps

Inactive cards are in the Pilgrim's hand. You may literally
hold them like playing cards, but you could also spread
them out on the table top where the other players can
see them. Remember, this is a cooperative game and
there is no need to keep secrets. However, clearly
separate them from your playing area so you know
these cards are not active. There is no limit to the
number of cards you can keep in your hand.

To use a card, the Pilgrim can interrupt normal game
play and Activate the card by carrying out the instructions
on it. Because there may be on-going effecis, when
cards are Activated, place them in the playing area
close to the Pilgrim’'s Profile sheet, so you can easily
see all the active cards.

TiMING

Unlike actions, which occur at a specific time and in a
specific order, cards can be activated at almost any
time in the game. However, each specific card will say
exactly when it can be played. They fall into broad
categories:

PLAY ANYTIME

If a card does not mention a specific time it can be played,

it can be played at almost any point in the game. The
Pilgrim does not need to be active, in fact, these cards
can even be played during the Demon Phase. However,
a player cannot interrupt the game once a random result
is revealed until its result is applied or when a Pilgrim is
Unconscious.

Example

A Bull Warrior attacks Monkey (HP 3), the dice are
rolled and the result is 4 damage for Monkey. It is
too late for Monkey to play his Wild Herbs and gain 3
Health Points - The results must be applied and he is
Unconscious.

AcTivaTe Berore A Triceer ConoiTiON

Some cards will say to activate a card before a certain
situation or Trigger Condition. However, this means
immediately before the condition. You must say you are
activating the card before the condition is played out. You
cannot wait until just after, perhaps seeing the outcome
and then decide to play the card.

ActivaTe AFTeEr A TrRiceeER CoNDITION

Some cards will say to activate a card after a certain
situation or Trigger Condition. This means immediately
after the condition. In these cases you are allowed to see
the result.

Forcep TRIGGERS

Some cards have trigger conditions that are mandatory,
for example “on your next attack roll”. Place these cards
in your playing area immediately, as a reminder to look
out for the condition.

CosT

Although playing a card generally does not take an
Action Point, there may be a cost on the card.

Cost is commonly paid in Chi, Action Points or Health
Points. In all cases, the Pilgrim must have enough points
to pay the cost in order to activate the card and the cost
must be paid, regardless of the result.

Mote the Health Point Costs are a special case. Other
payments can reduce the total points left to zero, but
when paying Health Costs, you must leave the Pilgrim
with at least 1 Health Point.

If the cost includes 1 (or more) Action Points, the card
can only be activated while the Pilgrim is Active in the
Pilgrim Phase,

DURATION

Once activated, some cards are resolved immediately.
There is no need to track the active status of these
cards, as they are over as soon as the current task is
completed. Other cards are active for longer, for
example until the end of the current action or the end of
the current turn. For cards that have an extended
duration, you will need some reminder that the card is
currently active: the card text will say "Play” rather than
“*Activate®, which means move the card from your hand
to the Pilgrim's play area, for example next to the
Profile Sheet. At the appropriate time, you will return
the card to your hand or discard the card.

IMMEDIATE

Weapons, dice re-rolls such as Cleansing Flame,
special actions such as making an extra Move (Flying
Nimbus), Fortune Cards that heal, are all immediate.
There is no need to track these cards as being active,
just execute the tasks in the description. Then return the
card to your hand or discard it, as instructed by the card.

THis AcTioN

Some cards use special rules to change a specific action.
For example, Phase Walk allows The Monkey King to
pass through Obstructions during a Move Action. The
duration of the card is the action that it affects. Most
actions are short and you should be able to remember
the card is active, without placing it in the play area.

UNTIL THE END OF THE CURRENT TURN

Some cards are activated and then stay active for the rest
of the current turn, perhaps affecting many Miniatures.
For example, Flaming War Cry makes Monkey the center
of attention for all Demons on his Map Tile. The actions of
many Demons may be affected by this card and its first
effect may take place sometime after it is Activated. Play
the card into your playing area to show it is active.
Remove it (and possibly discard it) during the next
Maintenance Phase.

ConNTINUOUS

Finally, some cards are continuous and are active as soon
as they are drawn from the deck. When they are drawn,
immediately place them in the playing area near the
Pilgrim’'s Profile Sheet. They are associated with a Trigger
Condition that causes the card's special effect to happen,
immediately following the trigger.

Fxample

The Ninth Cycle Scripture heals 1 point of damage to
Tripitaka's health every time he defeats an enemy.
There is no need to explicitly activate the card before
defeating the enemy; the card is always active, just
remember to take the Health Point!
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Wearon CARrDS

Weapon Cards are the simplest of all the cards. They are
only used during an Attack Action. Characters with a
Weapon Card equipped will roll a Pilgrim Die for the
weapon as part of the attack roll. Instead of simply adding
the roll to the damage total, lookup the number rolled on
the Weapon Card to see the actual result. Powerful
weapons will give better results.

As Pilgrims gain more Bad Karma for killing Demons, they
will advance to more powerful Weapon Cards. By trading
in 10 Bad Karma Points at a time, upgrade first to the
Level 2 and then to the Level 3 Weapon Card. However,
each time you upgrade, also draw a Corruption Card to
show how the Bad Karma is warping the Pilgrim.

CorruprTiON CARD FAQ

Demon Distraction : Many Cards give a Pilgrim an
extra Action, either as an extra Action Point for any use
(Om Mala of Vigor, +1 AP) or an extra specfic Action
(Flying Nimbus - an extra Move Action). If you have the
Demon Corruption, you cannot take more than 2 Actions
per turn, under any circumstances. You will not be able to
take advantage of many Cards.

ORRUFTION

Masimnm of
4 Actions.

ConpiTion Carns

Condition Cards represent ongoing effects, rather than cards

you choose to play. There are several ways to get
Condition Cards, for example some Misfortune Cards tell
you to take a Condition Card and Boss Demons and other
powerful creatures will give you Condition Cards as part
of their attack.

When a Pilgrim gets a Condition Card, place it beside the
Pilgrim Profile Sheet to indicate that the Pilgrim is
affected. The text on the card describes the effects the
Pilgrim is suffering and how long this effect will last.

Some Condition Cards have an effect that changes a
statistic, for example the Pilgrim's Health Points. Apply
the effect as soon as you get the card and then in future
Maintenance Phases, if the card is still active.

Other Condition Cards have an effect that is ongoing
throughout the turn and you must remember the effect is
currently in play. These cards will say "while affected”. For
example, the Disabled card says “The Pilgrim cannot
Attack while affected”.

Condition Cards are in effect for multiple turns, for
example, the Poisoned Card which lasts 3 turns.

Track the passage of time using Turn Tokens during the
End of Turn Phase and check if the card has expired
during the Maintenance Fhase.

There may be times that a Pilgrim receives a Condition
Card when one is all already in effect. If they are different
kinds of Condition Card, for example Burned and
Poisoned, both Conditions are applied as normal. If the
second card is a duplicate, immediately discard the
existing card and its counters. Then apply the new card
normally.

Although Condition Cards may be dealt as part of an
Attack, the damage from the Condition is separate.
Specifically, if the Target rolls Defense Dice, they do not
reduce or prevent damage from the Condition.

ConoiTion Carns FAQ

Disabled: While Disabled, the Pilgrim cannot attack but
the Pilgrim can make all other actions and can defend if
attacked.

Paralyzed: While Paralyzed, the Pilgrim cannot make
any actions, play cards, or defend.
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Example

Kogaiji attacks Monkey and rolls 1 & X on the Attack
Dice and 2 on the Demon Die, for a total of 3
damage and a Burned Card. Monkey rolls 3 & 2 on
his Defense Dice, more than enough to cancel the 3
damage. The Burned Condition also causes 2
damage immediately, but this cannot be parried,
blocked or defended: Monkey still takes 2 damage
from Kogaiji's attack this turn and will take more
damage from the Condition Card in the next turns.

ForTuNE CARDS

Fortune cards are drawn when a Pilgrim makes the
Search or Meditate action, see below.

When you draw a Fortune Card, it enters the Pilgrim’s
hand and can be played later. Most of the Fortune cards
have an immediate effect and can be discarded as soon
as they are played. Once the instructions have been

completed, the card is placed in the Fortune Discard pile.

EEIRT EME

GAME TIP

Playing Fortune cards at any time includes
playing them immediately after they are
drawn.

Some cards increase statistics, for example:

Gain 2 Health Points
Gain 3 Chi Points

When you play these cards, the statistic cannot be raised
above its maximum. If you cannot use all the points,
increase the statistic to its maximum and discard the card
normally. Similarly, if you lose points, you cannot drop

GAME TIP

It makes sense to hold some cards until you
can get the most benefit from them,

ForTunNE CarD FACQ

Om Mala of Knowledge: You can still select a new
Skill Card, even if you do not have one to discard
(you are very fortunate!).
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Wild Herbs: Many Fortune Cards restore lost statistic
points, such as Wild Herbs which restores lost Health
Points. These cards cannot increase a statistic pass its
current maximum,
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MisrorTUNE CARDS

Misfortune Cards may be gained when you perform the
Meditate action.

Misfortune Cards are the opposite of Fortune Cards.
They have negative effects that are normally applied
immediately.

When you draw the card, apply the effect immediately
and place the card in the Misfortune Discard Deck.

IS RO
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A few cards instruct you to take other cards, for example
Condition Cards. You discard the Misfortune Card and
keep the other card, following the instructions for the
second card as normal:

Take a Burned Condition Card

A few cards have forced Trigger Conditions that happen
later. Place these cards face up near your Profile Sheet
and play them as soon as the Trigger Condition occurs.
Discard the Misfortune Card at that point;

Lose 1 Action Point Next Turn

Depending on the situation, some Misfortune Cards may
have no or partial effect, for example:

When you have no Skill Cards in your hand:
Discard one Skill Card of your choice.

When your Good Karma is 1: Lose 2 Good Karma
Points.

In these cases, you got lucky! Apply the effect as best
you can and discard the Misfortune Card.

MisForTUuNE CaArD FAQ

Losing Health: You do not choose to play Misfortune
cards, so this is one case where a card can reduce your
health to 0. Be careful, drawing Misfortune cards can be
dangerous.

PiLeriM SkiLL CarDs

Skill Cards are the most variable of all the cards the
Pilgrims can play, so be familiar with all the different ways
cards operate given above and follow the instructions on
the cards carefully.

PiLeriM CArp FAQ

Tripitaka - Prayer of Sealing: If a Quest says the
Gates cannot be sealed, this card cannot be used.

Tripitaka - Om Chant: Enemies not on the same Map
Tile as Tripitaka plan their moves normally. If they move
on to the same Map Tile as Tripitaka, they stop on the first
square and become inactive.

A
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Tripitaka - Prayer of Mercy: All effects of the Attack are
ignored, including Knock Back and Condition Cards.

Tripitaka - Asura Seal: Once Tripitaka is protected by
the Asura Seal, he will not roll Defense Dice. All effects of
the Attack are reflected, including Knock Back and
Condition Cards. Hence, the Demon may take regular
damage, Crushing Damage if the Knock Back path is
blocked and/or Condition Damage. Add all this damage
up to see if the Demon is Defeated, and then Tripitaka has
the choice to Kill (automatic) or Cleanse (perform the
Cleanse Ritual). If the Demon survives, track Condition
Card duration normally, but after the first turn damage can
generally be ignored as Condition Cards do not generate
enough damage for a One Hit Kill.

A

;,.Jg
" :}}m
.
i
o |

TENT] " 1)
IELLIRL RN | BT T PYY A

Db zard 2oz dlaledy l'

1.,,..*!*;‘* :

Monk Sha - Spirit of Fortune: This can only be used to
affect any Fortune Wheel spin.
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Monk Sha - Brotherhood of the Skull: Monk Sha will
become the Target of the attack, even if he could not
normally be Targeted by the Attacker. Monk Sha rolls the
Defense Dice and can play other defensive Skill Cards.
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Cho Hakkai - Greedy: Cho Hakkai can take a Fortune
Card regardless of whether a Mystical Box is on the Map
Tile.
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TokENS AND SCENERY

Tokens are moveable parts of the Game Board that are
placed on top of the Map Tiles and Bridge Tiles.

Unless otherwise stated, Tokens block movement and LOS
for all models. Treat the squares containing the Token the
same way as other impenetrable squares marked with

=TT,

An obvious exception is the Broken Door
Token. For movement and LOS, treat the
Broken Door Token as 2 open squares.

The game comes with card Tokens, but optional 3D scenery
models can be used instead. These models must be the
same size as the card Tokens and are completely
interchangeable with Tokens as far as game play is
concerned. Feel free to use scenery models to make the
Game Board look more appealing and swap Tokens for
scenery models, and vice versa, at any point in the game.




MisceLLANEOUS TERMS AND DeEFINITIONS

Adjacent: The 8 squares surrounding a square, or the
corresponding pattern if the object is not a single square.
If it is not specifically mentioned, the facing of the
Miniature is irrelevant to being adjacent to an object.

Discard Pile: When any card is discarded, place it face
up in a discard pile, beside the related Draw Deck. If the
Draw Deck is empty, shuffle the Discard Deck and use it
as the Draw Deck, as normal. It is extremely unlikely that
both the Draw Deck and Discard Pile will be empty, but if
this ever happens, you cannot draw new cards of that type
until some are discarded.

GAME TIP

If you are short of space, place discarded
cards on the bottom of their Draw Deck face
up. You will know that it is time to shuffle the
deck when the first face up card comes to
the top of the pile.

Increasing Statistics: Many actions in the game can
increase variable attributes. For example, healing cards
increase Health Points and Resting increases Chi. None
of these changes can ever increase a statistic above its
maximum value for that character. The maximum value
may be changed by cards currently in play.

Attack Twice for 1 Action Point: Many cards give
you the ability to Attack twice, or multiple times, for

1 Action Point. You resolve all the Attacks separately,
which means that sometimes the second Attack will be
able to Target Miniatures revealed by the first Attack.
Some cards limit the second Attack to the original Target.
If there is no limitation, you can choose any legal Target
for the second Attack, including the same Target if you
failed to remove it.

Resolving Ambiguities: Throughout the game, a
variety of choices must be made, for example which path a
Demon will take. The rule book gives instructions for
making these decisions, for example, they take the
shortest path to Tripitaka. Sometimes these rules do not
give you one clear course of action, perhaps 2 paths to
Tripitaka are the same length. Where there is a choice
between two equally valid options, take the one that
makes the game harder for the Pilgrims. If you cannot
decide as a group, the Player controlling Tripitaka decides.

Overriding Rules: Some cards and Quests introduce
rules that change or contradict the basic rules presented
here. When there is conflict, the most specific source wins.
So, Quest rules override Card rules, Card rules override
this rule book.

Reduce to Half: Sometimes you are instructed to halve
a statistic. Round all results down. If you have a MV of 5,
that is a MV of 2 if halved.

On a Map Tile: Some game effects depend on a Pilgrim
being “on a MapTile", for example, Praying and Meditating.
This is clear for Miniatures with a single square base. For
larger Miniatures with bases covering multiple squares,
consider them on a Map Tile if any part of their base is on
the Map Tile. This means that the larger Miniature can be
on moare than one Map Tile at the same time.

TurN DeTAIlLS

MAINTENANCE PHASE

At the start of each Turn, each player should examine the
active cards to see if anything needs to be updated.
Generally, each player can act independently and
simultaneously during this Phase, but if there is a conflict,
play in the initiative order.

Check Time Limits: Some cards have effects that are
applied for several turns, for example Condition Cards.
If the number of Turn Tokens on a card matches its
duration, it has expired and it can be moved to the
relevant discard pile. Do not apply its effect this turn.

. k

In this example, Monkey starts a
Maintenance Phase with 3 Turn
Tokens applied to a Poison Card.
This matches the duration, so the
card can be discarded without
applying mare damage.

Lose 1 Health Point.
Duration: 3 Turns
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Active Cards and Ongoing Effects: Some Condition
Cards have effects that apply damage to the Pilgrim.
Apply the damage now. Review other active cards to
remind yourself of ongoing effects that will apply later in
the turn.

Earlier in the game, the Card would
have looked like this. The number of
Turn Tokens does not match the
duration (3 Turns), so Monkey suffers
the effect and loses 1 Health Point.

Loge 1 Health Point
Duration: 3 Turns

Unconscious Pilgrim: If an Unconscious Pilgrim is
face down, turn them on their side. If they are on their
side, place them on their back. If they are on their back,
the time to revive them has run out and they are dead.
Remove the Miniature from the game board. They are
completely out of the game, which may end the Quest.

If the Unconscious Pilgrim has Condition Cards, efc,
follow the instructions normally, placing counters to mark
the turn, applied effects, etc. However, the effects will
generally make no difference, as the Pilgrim's Health
Points are already at 0 and they cannot take actions.

Rage Card: If the last turn ended with Demon Rage,
remove the Demon Rage Card from the top of the Demon
Deck. You will begin the Demon Phase by drawing Demon
Cards normally this turn, but if the Pilgrims have not
cleared Demons efficiently, the Demon Rage may start
again!

Special Demon Cards: Inspect active Special Demon
Cards. Discard any special cards that do not have an
explicit duration.

THE PiLeRiM PHASE

In the Pilgrim Phase, each Pilgrim is activated in order,
as determined by the Initiative Tokens assigned during
the Game Setup. The active Pilgrim spends their Action
Points to make the actions listed below. A Pilgrim does
not have to use all its Action Points, but if it does not,
then it cannot be reactivated. Once all of the Pilgrims
have been activated, the Pilgrim Phase is complete.

Take Actions

MNormally, each Pilgrim has 2 Action Points to spend,
although this can be altered by the effects of certain cards
in play. The following list shows the possible actions

and the Action Point cost. Many actions may be chosen
twice, or the Pilgrim can perform two different actions.
The actions can be taken in any order. All actions take

1 Action Point.

Move: The Pilgrim moves the number of squares
up to their Move Attribute. Moving a Pilgrim
Miniature might sound simple but it is an
important tactical aspect of the game. Moving the
Pilgrims into the right position is often the key to
victory.

Attack: The Pilgrim attacks a Demon.

Pray: The Pilgrim can stop and Pray for aid when
they are on the same Map Tile as a Mystical Box.
Draw a Fortune Card. Each Pilgrim can only use

a Mystical Box once per Activation.

Meditate: The Pilgrim can Meditate when they
are on the same Map Tile as a Mystical Box.
Look at the top 3 Fortune Cards and choose one,
discard the remaining 2 cards. However, lack of
focus brings Misfortune. Each Pilgrim can only
use a Mystical Box once per Activation.

Break Down a Door: The Pilgrim can smash
a closed door to gain entrance to a building.

Collect Sutra: The Pilgrim can pick up a Sutra.

Rescue Villagers: The Pilgrims can rescue
Villagers who are being terrorized by Demons.




Recover: The Pilgrim can recover all lost Health
Points by drinking from a Water Well. However, a
FPilgrim can only use each Water Well once per
Quest.

Master Skill: The Pilgrim can focus on recent
events, sacrificing Good Karma to gain a new
Skill Card. Each Pilgrim can only Master a new
skill once per Activation. More details are
provided below, in the Adjusting Karma section.

Rest: The Pilgrim can rest to restore 5 points of
Chi.

Revive: Tripitaka only. Tripitaka can revive an
adjacent Unconscious Pilgrim by sacrificing his
own Health and Chi.

Close Gate: Tripitaka only. Tripitaka can close
an adjacent Gate by sacrificing one Sutra Token.

Pilgrims can also play Skill Cards to complete other tasks.

For example, Tripitaka has no Heal Action, but he has
many 5Skill Cards related to healing. Playing Cards does
not normally require an Action Point and many of these
cards can be played at any time, even when the Pilgrim is
not active. However, if the Card includes an Action Point
in its cost, then it can only be played while the Pilgrim is
Active and has Action Points available to pay the cost.

Filgrims do not have to use all, or any, of their Action
Points. However, if they choose to end their Activation
without using all their Action Points, they cannot come
back and use the remaining Action Points later in

the turn.

Tue Demon PHASE

The Demons are automatically controlled by the game
Al. Any of the players can perform the required actions.

First, new Demons appear at Demon Gates and then all
Demons are Activated in turn, starting with the Demon
closest to Tripitaka, but with a smaller list of actions
than Pilgrims.

There is a large section in the Details Rules describing
the Game Al.

Spawn Demons

Demons spawn from each Active Demon Gate on the
Game Board. Start at the Gate closest to Tripitaka, and
work back to the Gate furthest from Tripitaka. For each

Active Gate, draw a Demon Card from the Demon Deck,
follow the instructions on the card, and discard the card.

The most common action will be to place more Demons
on the board adjacent to the Gate.

Demon Rage: Players might run out of Demon
Miniatures to place on the Game Board when
required to spawn new Demons. In this case,

the Demons already on the Game Board will gain
an extra Action Point this Demon Phase.

Demon Actions
Demons normally get two Action Points but have fewer

actions available to them, compared to the Pilgrims.
Their goal is to move towards Tripitaka and attack him.

Move: Take the shortest path towards Tripitaka,
moving up to the number of squares shown as
the Demon's Move Attribute.

Attack: Attack Tripitaka if possible, or target
another Pilgrim.

Eno oF Turn PHasE

This is a short phase and all Players act simultaneously.

Place Turn Tokens: For the cards that last
multiple turns, for example Condition Cards, add
another Turn Token to the card. There may be
special rules in Quests that track the passage of
time. Do this in the End of Turn Phase too.

DeTAiLED RULES

Move

When a Miniature moves, it can move any number of
squares up to the number of Movement Points (MV)
printed on its Profile Sheet. A Miniature can only move
in the direction it is facing, but it can Change Facing
during a Move Action, see below. A Miniature cannot
move diagonally.

Some squares on the Map Tiles cost more than one
Movement Point to traverse. This is discussed in the
Map Tile section.

A Miniature cannot move into or through a square which
is blocked. This includes squares occupied by another
Miniature, through walls, closed doors and other
structures and tokens. If the Miniature’'s base is larger
than one square, no part of its base can move into an
occupied square at any time in its move.

Like many other actions, the Move Action can be made
twice. Instead of performing two single moves, make
one move of double the Movement Points. This is
relevant when moving through slow terrain, described
below. Similarly, if you have 3 Action Points available,
you can make one triple Move.

A Miniature does not have to move its full Movement
Points allowance. However, if movement stops, these
points are lost. It cannot resume moving later, to use
the remaining portion.

GAME TIP

Because you cannot resume the Move
Action, you cannot make a partial Move up to
a door, break down the door, and continue
with your unused Movement Points.

CHaneE FacinG

While performing a Move Action, a Miniature can turn
by 90° for a cost of one Movement Point. The Miniature
can turn as often as it likes, in any direction, and at any
point along the path, so long as it has Movement Points
available.

If the Miniature's base is rectangular, then when it
Changes Face, the Player can pick the one square of
the base that will be stationary as the Miniature rotates.

Note that Change Facing is part of the Move Action and its
cost is measured in Movement Points, not Action Points.

MoveMeENT ExAMPLES

T4
BT il Toaedk | \‘“\
- UNFAVORABLE = «—
t é\ ﬁ ACTION !

DEMON RAGE y o
§ £
L

Monk 5ha uses 2 Movement Points to
rotate, keeping the right side of his base
stationary. He ends his Move Action
without using his last Movement Point.

Monk Sha uses 2 Movement Points to
rotate, then he steps forwards one sguare,
using all 3

Movement Points.

Cho Hakkai rotates, first
keeping his right side
stationary, then his left.
Finally he steps forwards.




Breakine Down A Door Rescue VILLAGER

There are Closed Door Tokens placed on the Map Tiles
as defined in the Quest. Closed Doors block movement
for all Miniatures. Breaking down a door is the only way
to enter buildings through these doors.

A Pilgrim that is adjacent to a Villager can spend 1 Action
Point to rescue the Villager. Place the Villager Token by
the Pilgrim’'s Profile Sheet. Pilgrims gain 3 Good Karma
Points for this heroic deed. Placement of Villager Tokens
will be specified in the Quest Definition. The Quest will
state if rescuing a Villager is part of the Quest Objectives
or whether it is optional.

A Mystical Box is in the bottom left corner of this Map Tile.
Tripitaka can Pray or Meditate, because he is on the same tile.
He does not need to be adjacent to the Mystical Box.

Monkey cannot move
through an obstruction like
Tripitaka. To move ahead, he
must use a Double Move
including a series of turns Breaking a door down is automatically successful, but it
and steps to get around , will cost the Pilgrim 1 Action Point and the Pilgrim must
Tripitaka. Ky A be in the correct position. To break down the door,
4 o Pilgrims must be in full base contact with the door, facing
towards it. In other words, they must be in position to
move through the door immediately after it is opened

(although they do not have to).

RecoveRr

A Pilgrim that is adjacent to a Water Well can spend

1 Action Point to drink from the well and recover all Health
Points, up to their current maximum. This powerful effect
is limited: each Pilgrim can only use each Water Well

once per Quest. When you take this action, place a

Pilgrim Marker next to the Well, to mark that you have
used the Well. Wells are positioned in the Quest Definition.

GAME TIP

Coordinate your moves carefully. If you
cause an obstruction, your allies will waste
many Movement Points.

Both Tripitaka and Monk Sha arein a
position to break down the door, because
it is directly in front of them, where they
can move through it

MeoiTATE

A Pilgrim on the same Map Tile as a Mystical Box may :
perform the Meditate Action. Entering a deep trance on o ResT
the battlefield brings more reward that a simple prayer, '
but if they are distracted, then this can bring misfortune!

When a Pilgrim rests, they recover 5 Chi Points, up to
their current maximum. Resting can be performed twice

This shows an illegal When a Pilgrim performs a Meditate Action, the Player per Activation, if required.

move that is a common ﬁ fakl | i ‘ uses the spinner. It has a Yin Yang design, showing black
LY : and white areas inside the spinner. The Player must spin
the arrow at least one full rotation. Anything less does

mistake. Do not slide the 2 |
Miniature forwards (or

Resting does not heal Pilgrims. You must heal in other
ways, for example searching for a Wild Ginseng Fortune

backwards) as you
rotate. Cho Hakkai
cannot get from the
starting position to the
final position for 1
Movement Point.

There are more examples of movement in the section
describing special Map Tile squares.

Pray

When a Pilgrim performs a Pray Action, they draw a
Fortune Card, described in the card section above.

Each Pilgrim can only use a Mystical box once (to Pray or
Meditate) each time they are Activated, even if the Pilgrim
has Action Points left.

not count and the Player should spin again.

The Yin Yang spinner.

If the arrow ends pointing at the white area, the
Player draws three Fortune Cards, keeps one of

their choice, ignoring and discarding the other two.

If the arrow ends pointing at the black area, the
Player is forced to draw a Misfortune Card.

Each Pilgrim can only use a Mystical box once
(Pray or Meditate) each time they are Activated,
even if the Pilgrim has Action Points left.

All three Pilgrims are out of position and
cannot break down these doors.

When you break down the door, flip the Door Token over,
to show the doorway is Open. It will stay Open for the
remainder of the Quest.

CoLLeEcT SuTRA

A Pilgrim that is adjacent to a Sutra can spend 1 Action
Point to pick it up. Remove the Sutra Token from the Map
Tile and place it near the Pilgrim's Profile sheet. Sutra
Tokens are positioned in the Quest Definition.

GAME TIP

Think carefully about who collects the Sutras.
Only Tripitaka can use them to Close Gates
and Quest Conditions may require certain
Pilgrims to collect the Sutras.

Card, or using a Water Well.

GAME TIP

As described above only Pilgrims can Pray,
Meditate, Break Down Doors and Rest.

CrLose A GaTe

Tripitaka can Close a Demon Gate. He must have a Sutra
Token in his possession and be adjacent to the Gate. At

a cost of 1 Action Point and a Sutra Token, Tripitaka can

Close the Gate. The result is automatic. The Sutra Token
is sacrificed in the Gate and removed from play.

GAMETIP

This action cannot always be performed:
Sutras are in short supply. Some Quests have
none and in others all are required to
complete the Quest. Also, it is dangerous for
Tripitaka to approach a Gate.




Revive

Only Tripitaka can Revive other Pilgrims. When Tripitaka
is adjacent to an Unconscious Pilgrim, Tripitaka can
Revive the Pilgrim, at a cost:

1 Action Point
1-5 Health Points
0-5 Chi Points

To perform the action, Tripitaka must have at least 1
Action and 2 Health Points. The Pilgrim is revived with as
many Health and Chi Points as Tripitaka sacrifices. Note
that Tripitaka can choose to reduce his own Chi to 0, but
cannot reduce his own Health Points below 1. Similarly,
the Pilgrim can be Revived with 0 Chi, but must have at
east 1 Health Point. The revived Pilgrim keeps all their
Skill Cards, etc. Only Health Points and Chi are affected
by being knocked out.

The Dice

There are 4 different types of custom dice in the game:
Attack, Defense, Pilgrim, and Demon. These G-sided dice
are not numbered 1 to 6. Each dice is numbered 0-3, with
some numbers being duplicated. All dice use an "X" to
represent zero or no effect.

Be careful to select the right color dice, as they are different.

Attack Dice (Red)

The Attack Dice are rolled as the first step in seeing if you
hit. Roll the number of Attack Dice shown on the Pilgrim
Profile Sheet or the Demon Profile Sheet and add up all
the numbers shown. "X” represents 0 and adds nothing
to the total.

S N
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Defense Dice (Blue)

Only certain characters use Defense Dice, for example
the Pilgrims do and the Bull Demons do not. You can
imagine that Demons always score 0 for defense.

Each Pilgrim rolls the number of Defense Dice shown on
their Profile Sheet. Add the numbers shown together, with
“X" counting as 0. The total is the amount of damage
defended and is subtracted from the attack roll above.

" & &

Pilgrim Die (White)

The Pilgrim Die has many uses representing special
actions performed by the Pilgrims, for example controlling
the weapon when attacking, for cleansing Demons, and
some card effects.

Demon Die (Black)

Similar to the white Pilgrim Die, the black Demon Die
represents bonus Demon abilities, mostly for Demon
Lords. Consult the Demon's Profile Sheet to check
whether the Black Demon Die is required in combat and
for the exact meaning of the roll, but a good roll may
increase the Demon’s attack roll result.
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ATTACK

Attacks in Journey: Wrath of Demons are based on a very
simple system. The Attacker rolls Attack Dice to determine
the amount of damage done, the Target rolls Defense
Dice, to see the amount of damage resisted, and the
difference is taken off the Target's current health. If the
Target's health is reduced to zero or less, the Target is
Defeated.

Of course, it is more complex than this! The number of
dice rolled by each Miniature is different, so you will need
to check the Profile Sheet under Attack Dice (ATT) or
Defense Dice (DF) to see the exact number of dice being
used in each battle. Stronger Miniatures roll more dice,
some weaker ones use no dice at all.

The base rolls for both the Attacker and the Target are
modified by any cards in play. These modifiers take many
forms, some simply adding to the damage being done or
resisted, others giving you re-rolls, causing ongoing
conditions, etc. Any dice rolls required and the exact
effects are described on the Profile Sheet, Skill Card, etc.
You will see that stronger characters have more options
for these special attacks and weaker characters may
have no special attacks at all.

If you are lucky, you may reduce the Target's Health
Points to zero, defeating the Target. You can kill the
defeated Target and gain Bad Karma or attempt the
Cleanse Ritual, which might fail, and gain Good Karma.
These are the final steps in the attack.

GAME TIP

Depending on who is the Attacker and
Defender, many of these steps are optional.
This is clearly defined by the Profile Sheet:
if an Attribute is missing from a Profile Sheet
it means that the Miniature makes no use of
that concept at all, no dice are rolled and no
bonuses are applied. If you need a value

for the result, use 0.

For example, there is no Defense Dice
Attribute on the Bull Warrior Profile Sheet,
so Bull Warriors do not roll any Defense
Dice nor do they get any bonuses to
Defense. Their Defense Roll always counts
as 0. Similarly, Demons have no Cleanse
Ritual Attribute, so they cannot try to save
the soul of their defeated Targets - they
always Kill defeated Targets.

Let's take a more detailed look at the steps for the
Attack, with some examples. Performing the Cleanse
Ritual and adjusting Karma are important related game
concepts and follow immediately.

PrePARE FOR BATTLE

At the start of the Attack Action, examine any abilities,
Skill and Condition Cards that are already in effect and
declare any new Skill Cards or other abilities that you
want to activate before the Attack. Read the cards
carefully, because they can have a large impact, not
only simply adding to the dice results, but more complex
effects such as allowing re-rolls, changing the number of
Targets, the range of the Attack, etc. If you activate new
abilities now, you will be charged the cost of the ability
immediately, in Chi and other points, and possibly have
to discard the card, etc, regardless of the result. Your
special actions are a limited resource, choose wisely.

GANE TIP

Generally only Pilgrims have the option to
activate new abilities during this step.

GAME TIP

Condition Cards in play can have a huge
effect on the attacks. For example, if a
Pilgrim is Disabled, they will not be able to
attack at alll

CHoose TARGETS

Determine the possible number of Targets. This is stated
on the Miniature's Profile Sheet, below the Range Icon,
but can be modified by Skill Cards, etc. Then check the
Range Icon and Line of Sight (LOS) and announce the
actual Targets.

In this example, Monkey is starting his attack. His Profile
Sheet says he normally attacks one Target. If multiple
enemies are in Range with LOS, Monkey must choose
one Target.

bt

The Demons in Journey can select multiple Targets, for
example, The Bull Demon’s Profile Sheet says he attacks
multiple Targets. This means all Targets in range and
with LOS will be attacked. Resolve this as a series of
individual attacks, in any order selected by the Players.

ATRDCRANGE,

ALL TARGETS

Mote that an attacker cannot pick a Target that is the
same type as itself. Pilgrims cannot target other Pilgrims,
Neutral Creatures cannot target other Neutral Creatures
and Demons cannot target other Demons.




RANGE AND LiINE OF StGHT (LOS)

The Attacker can only attack Targets that are in range and

that the Attacker can see clearly. Most combat in Journey
is done at close range. Look at the Range Icon on the
Attacker's Profile Sheet and verify that the Target is in one
of the colored squares. If the Target occupies multiple
squares, only part of the Target needs to be in Range and

Here, a Berrok Bull
Warrior is in Monkey's
attack range.

Here, a Berrok is close to
Cho Hakkai, but not in
attack range. Cho Hakkai
cannot attack to his rear.

Some characters attack from a
distance. This Bharhaz Archer can
attack Tripitaka.
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Line of Sight is also simple. None of the squares directly
between the Attacker and the Target can be blocked by
other Miniatures, tokens or impassable terrain, just like
the rules for obstructed Movement.

Monk Sha has a large area
he can attack, but Tripitaka
and the Berrok block Line of
Sight to the Boof. Monk Sha
cannot attack another

Filgrim, 50 he anly has one
legal Target here.

Targeting is determined immediately before making the
attack, not at the start of the Pilgrim’s turn. Hence, if the
arrangement of Miniatures changes (perhaps because a
Pilgrim Kills a Demon), the Pilgrim may have new
targeting options for subsequent Attacks. Whenever
Attacks are resolved with separate dice rolls, re-check
targeting and LOS, including special cases related to Skill
Cards, etc.

If Monk Sha can kill or cleanse the Bull Warrior in the previous
example, he would then be able to target the Boof Bullserker.
This may happen if Monk Sha takes 2 Attack Actions this turn,
or if he plays a card that allows him to make 2 Attacks as

I Action Point {multiple attacks are always resolved separately).

Mimatures with diagonal attacks can be hard to get into position
but have the benefit that their LOS is hard to block. For example,
Yazuiji can squeeze her diagonal attack between Cho Hakkai and
Monk Sha in R o e 1T

chisexample o S LEmIES T

to hit Tripitaka. -l ; “f’-,_.:jgv-,j;:""f—"';.
However, her i LT

LOS to Maonkey

King is blocked.

Maonkey cannot

be attacked in

this diagram.

Generally, LOS is best considered using simple straight
lines coming from the Attacker. In most cases, allow LOS,
unless there is an obvious obstruction.

GENERATE THE ATTACKER s DaAMAGE

All attacks start with the Attacker rolling the Attack Dice.
Consult the Profile Sheet to see how many dice to roll for
the attack. Simply add the numbers rolled together
(counting X as zero) to get the base damage. Your attack
may require you to roll other dice (a Pilgrim Die, a Demon
Die, etc) or apply effects from Skill Cards, etc. Read them
carefully, follow the applicable instructions and add any
extra damage to the total. If you are attacking multiple
Targets, treat each Target as a separate attack.

GAME TIP

Pilgrims will usually have a weapon equipped,
which uses the Pilgrim Die to generate the
damage result. Do not simply add the Pilgrim
Die result to the Attack Dice result. Instead
look up damage on the Weapon Card. If the
Pilgrim currently has no weapon, do not roll
the Pilgrim Die.

GAME TIP

Some Demons have a Demon Die, which is
used in a similar way to the Pilgrim Die. If a
Demon’s Attack Attribute includes the Demon
Die, look up the die result on the Demon
Profile Sheet and apply the result.

GeNERATE TARGET s DEFENSE

Defense starts with the Target rolling the Defense Dice.
Consult the Profile Sheet to see how many dice to roll.
Reading the Defense Dice is explained in the Custom Dice
section, but you simply add the numbers rolled together
(count X as zero). You may have skills or abilities that you
can activate to increase your defense, so read the cards
carefully, follow the applicable instructions and add any
extra defense to the total.

Defense is not applied to all damage, only to numerical
damage generated from the Attack Dice (and other
special dice like the Demon Die). Think of it as parrying
with your weapon. Defense is not applied to special
damage generated from Condition Cards like Poisoned
and Burned, or the Damage from being Crushed when
you are Knocked Back into an obstacle.

GAME TIP

Remember, most Demons do not Defend.

As well as rolling no Defense Dice, they do
not gain any Defense bonuses from terrain or
cards that are in play.

Dereat!

To see if you Defeat the Target, see how much damage is
actually done. The total damage is the difference between
the Attacker’'s damage and the Target's defense.

If the total damage is 0 or less, for example the Attacker
scores 2 damage and the Target scores 3 defense, the
attack is a complete failure. No damage is applied to the
Target and this attack has no result.

If the total damage is 1 or more, for example the Attacker
scores 3 damage and the Target scores 2 defense, the
Target might be affected. Look at the Target's Profile Sheet:

If the Health Points of the Target (HP) is an
individual value, the Target is a One Hit Kill. You
must do at least this much damage in one attack
to defeat the character. Their health remains
unchanged by any attacks that do not defeat them.

If the Profile Sheet has a Health Track, the Target
will accumulate damage over several attacks.
Reduce the current health by the Total Damage.
If it is reduced to zero or below, the character is
defeated.




For example, Monkey attacks the Bull Demon King but
only rolls 6 damage. The Bull Demon King has no
defense, so the total damage is 6. But the Bull Demon
King is a One Hit Kill with 9 Health Points. Monkey has
not done enough damage and the Bull Demon King lives
to fight another day!

The Bull Demon King's
Frofile Sheet shows
his Health Point (HF) value.

There is no sliding track, so _
he is a One Hit Kill Target. mg wg

R .

S 5

The Bull Demon King attacks Monkey during the next
Demon Phase. The Bull Demon King rolls 5 damage,
Monkey rolls 3 defense, so the total damage is 2.
Monkey's Profile Sheet has a Health Track, and his
current health is 4, so it is reduced to 2, Monkey is not
Defeated, but he is in a lot of trouble.

The Monkey King has a more complex
Frofile Sheet with a Health Track.

He accumulates damage over time. Here,
he has lost 2 Health Points.
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Once a Miniature is Defeated, the Attacker may have
some options. All Attackers can choose to kill the
Defeated Target and for many Attackers, this is the only
option. Killing is automatic and does not require any
further dice rolls. The Miniature is removed from the
Game Board, see below.

GANE TIP

Defeat is not the final stage of the successful
attack and the Attacker must choose one of the
available options. If the Attacker has no other
option, the defeated Target must be killed.

Some Attackers can choose to perform the Cleanse Ritual
and save the soul of the Target. Look at the Profile Sheet
of the Attacker and if it shows the Cleanse Ritual Attribute,
they are allowed to try the Cleanse Ritual, which is
described below.

GANE'TIP

In the core game, only Pilgrims have the
Cleanse Ritual Attribute.

RemoviNG A MINIATURE

If a Miniature is killed, it is removed from the Game Board,
any cards attached to the Miniature are discarded and
related ongoing conditions are immediately canceled.
Note that Pilgrims are treated slightly differently, see
Defeated Pilgrims below.

The final step in a successful attack is to adjust the Karma
of the Attacker. If you kill the Target, you increase your
Bad Karma, but if you succeed at the Cleanse Ritual, you
increase your Good Karma. This is described below.

GAMETIP

Like other parts of the attack, adjusting
Karma is not done for all miniatures and is
dictated by attributes on the Profile Sheets.
This step is only required if the Attacker has
adjustable Good and Bad Karma wheels on
their Profile Sheet.

SpeciaL Attack FAQ :

Knock Back N: Some creatures or weapons hit with
such force that they move the Target away from the
Attacker. The number in the Knock Back effect is the
number of squares that the Target is moved, typically 1 or
2. The Target is generally moved along the line of attack.
Mote that the Target will not be making a legal move, as

Miniatures cannot normally move backwards or diagonally.

The Bull General rolls 1 on his Demon Die.
Monkey is Knocked Back 1 square. Yazuiji
ralls 2 on her Demon Die and Tripitaka is
Knocked Back 2 squares and takes an
additional point of Damage.

Immediately after moving the Target, decide if you want to
make a free “Follow” move for the Attacker. Make the
move as if it were a normal, legal, single Move Action,
although it does not cost any Action Points. It allows the
Attacker to move with the Target, to keep the Target in
Attack Range and cannot be used for any other kind of
Movement, for example in a different direction. So a
Demon able to make a second attack will follow the
Target, if the Knock Back pushes the Target out of Range
but a Demon with no more Attacks this turn will leave the
space between the Miniatures, to force the Target to
spend an Action Point on a Move on its next turn. Make
the choice that makes the Pilgrim’s life more difficult.

Note that although the Attacker is not charged any Action
Points for the Move, the “Follow” Move must be a legal
single Move. Sometimes the Attacker will not be able to
“Follow", for example when obstructions block the way,
or if the move would be along a diagonal or backwards.
Only forwards movement is a legal ‘Follow’ Move.

There will be cases where the Target cannot be moved,
for example when it is against an obstacle or the edge of
the Playing Area. For each square that the Target cannot
be moved, give the Target 1 point of Crushing Damage.
The Target cannot defend against Crushing Damage.

The Bull General caught Monkey before
he could open this door. The General rolls
1 an his Demon Die but cannot knock
Monkey back through the obstacle.
Monkey takes 1 extra point of damage
from being Crushed.




THE CLEANSE RiTuAL

Just like the Defense Roll in an Attack, the Cleanse
Ritual is not always possible. The Cleanse Ritual can be
performed if;

The Attacker has the Cleanse Ritual Attribute
listed on its Profile Sheet, and

The Target has a Soul Power Attribute listed on
its Profile Sheet.

To see if the Attacker can perform the Cleanse Ritual,
look for the CR value on the Profile Sheet. All the Pilgrims
can do this in Journey, for example, Tripitaka's Profile
Sheet shows he rolls 1 Pilgrim die during the Ritual.

The Cleanse Ritual (CR) dice roll is shown
on h"J'pfmka's Frofile Sheet.
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To see if the Target has a soul that can be saved, look for
the Soul Power (SP) value on its Profile Sheet. For
example, the Soul Power for the Bull Demon King is
shown as 3.

The Bull Demon King's

i ki ; Profile Sheet shows his
m?}ig Soul Power (5P) is 3. It
_ === will be tough to Cleanse
; this Demaon, but it
; = i ible.

GAME'TIP

Generally, the Pilgrims can cleanse all
Demons, but not vice versa.

Unlike Killing a Defeated Target, the Cleanse Ritual is not
automatic. Roll the dice specified in the Attacker's Cleanse
Ritual Attribute and apply any bonuses from cards and
skills that are in effect. If the result is equal to or greater
than the Soul Power displayed on the Target's Profile
sheet, you have successfully saved the Target's soul.
Remove the Miniature from the board. You receive Good
Karma for this act, see below.

However, if the Cleanse Ritual roll is less than the Target’'s
Soul Power, the ritual has backfired and reinvigorated the
Target. The Target fully recovers from the hit. You may
have to fight the same Target again on the next turn.

AoJusTing KArRMA AND GAINING SKILLS

Some characters accumulate Good and Bad Karma,
which is created by their actions in the game. Karma is
tracked by two wheels on the Profile Sheet and these
Karma rules only apply to characters that have these
wheels on their Profile Sheet. For example, Tripitaka and
the other F‘ilgrims accumulate Karma.

Tripitaka’s Profile Sheet has wheels to
track Good Karma, Bad Karma and Chi.
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The rest of this section assumes the Attacker needs to
track Karma changes after an Attack,

As described above, it is easier to simply Kill a Defeated
Target than to Cleanse it. However, the Attacker receives
Bad Karma for Kills and only receives Good Karma if it

can Cleanse an evil creature's soul with the Cleanse Ritual.

If the Attacker chooses to Kill a Defeated Target, the
Attacker must increase its Bad Karma by the amount
shown on the Target's Profile Sheet for the Bad Karma
Reward Attribute (BKR).

Fhe Bull Demaon King's
Profile Sheet shows

his Bad Karma Reward
(BKR) is 5.

On the other hand, if the Attacker chooses to perform the
Cleanse Ritual and succeeds in saving the Target's soul,
the Aftacker's Good Karma should be increased. Find the
value for the Good Karma Reward (GKR) on the Target's
Profile Sheet and add that to the Attacker's Good Karma.

The Bull Demon King's
Profile Sheet shows EK{H

his Good Karma
Reward (GKR) is 5.

Gaining Karma increases the power of your Pilgrim. As
you gain Good Karma, you gain new and powerful Skills.
Bad Karma increases your fighting ability, but also
corrupts you, reducing some statistics.




Karma Points can be traded for game items, either rewards
or penalties, as shown in the following table. When you
make the trade, reduce the number of Karma points shown
on the relevant Karma Wheel.

Cost Reward

4 Good Karma

+ 1 Action Paint A One-time-use Skill Card.

A Permanent Skill Card

10 Good Karma (mandatory trade).

An upgraded Weapon Card &
a Corruption Card (mandatory
trade).

10 Bad Karma

Where the cost includes an Action Point, the action is
described above, and the trade is optional. The trades
marked as mandatory must be made when the Karma
level is met or crossed.

The trades marked as mandatory must be made when the
Karma level is met or crossed.

When taking Good Karma rewards, draw a Skill Card from
your deck and check that it says it is discarded after use if
you are looking for a one-time-use Skill Card, or retained
if you are looking for a permanent Skill Card. If you draw a
card of the wrong type, place it in the Discard Deck {don't
worry, the Discard Deck will be shuffled and reused later),
and keep drawing until you find a card that is the right type.
Add this to your hand - you can have many of these Skill
Cards at once.

GAME'TIP.

For example, it will be an important tactical
decision whether you go to the 10 point level
and draw a permanent Skill Card, or stay in
the 0-9 point range, so that you can trade
Good Karma for more one-time-use Skills.

Pilgrims start with a Level 1 Weapon Card which can be
upgraded twice, to Level 2 and then Level 3. The new
Weapon Card replaces the previous one. The Pilgrim also
takes a Corruption Card when making this trade. Once the
Weapon Card has been fully upgraded, the Pilgrim must
still trade 10 Points of Bad Karma for another Corruption
Card each time their Bad Karma reaches or crosses 10
Points.

GANE TIP

It is risky to accumulate too much Bad

Karma. Although the Pilgrim gains experience
using their weapon, Bad Karma also warps the
mind and twists the Pilgrim's body. A badly
corrupted Pilgrim, say with 2 or 3 Corruption
Cards, is very hard to play.

MNote that Pilgrims can advance in both Good and Bad
Karma at the same time and trade in points of both types.
Simply apply all effects,

DereaTeD PiLGRiMS

If @ Pilgrim is reduced to zero Health Points, the Pilgrim is
Unconscious. Place the Pilgrim model face down as a
reminder that they are out cold.

This happens immediately after the damage is revealed
(when the dice rolls for a Demon Attack are completed,
when a trap is sprung via a Misfortune Card, etc). The
Pilgrim cannot interrupt game play when it is Unconscious,
so this is an exception to the general rule that Pilgrims
can interrupt the game and play cards at any point:
Pilgrims cannot play cards or take any other actions when
they are Unconscious.

Demeons ignore Unconscious Pilgrims completely. They
do not move towards them, select them as Targets and
do not roll attacks against them even if they end up in the
Demon’s Attack Range.

Tripitaka may be able to Revive the Pilgrim, see the
Revive Action.

GANE'TIP

Mote that the other Pilgrims cannot normally
Revive Tripitaka. If Tripitaka is defeated,
the Quest is probably over. You must be
careful to protect Tripitaka.

Game Boaro SpeciaL. RuLEs

The Journey Game Board is different every time you play.

Instead of being one large fixed board, the playing area is
constructed from a set of Tiles arranged differently for
each Quest. To add more variation, Tokens are placed

on top of the Tiles to represent many different objects
that the Pilgrims interact with.

Mar TiLES

Most of each Map Tile is a simple open area that can be
crossed by paying one Movement Point per square.
However, there are a small number of squares that have
special effects. The Map Tile graphics give a strong
indication of these special squares, but to make it
completely clear, special Map Tile squares are marked
with colored edges.

The extra costs are paid when you move into these
squares. If you do not have the Movement Points (for
Blue Regions) or Health Points (for Red Regions), you
cannot make the move.

If a Miniature has a large base, apply all the penalties/
bonuses from the special squares the Miniature occupies
but only apply each penalty/bonus once, regardless of

the number of squares of that type the Miniature occupies.

Yellow Lines: No part of a Miniature's base can be
moved through a feature marked by a yellow line at

any point in the Miniature's turn, including when the
Miniature Changes Facing. Miniatures cannot draw Line
of Sight across a yellow line. These lines are used on
features like walls and other impenetrable obstacles.

Monk 5ha cannot rotate
his base through an
impenetrable wall, even
if he starts and

ends in a legal position.

Purple Lines: Completely impassable under all
circumstances, even with special Skill Cards or when
being Knocked Back. These are used on the Bridge
Tiles, for example.

Red Lines: These lines indicate the squares that
damage the Pilgrims but do not damage the Demons.
Pilgrims take one point of damage every time they enter
one of these squares or if they are stationary in the
square for a full turn. The damage is applied to the
Pilgrim when they enter the square, or at the end of their
turn if they are stationary for the full turn. —

Green Lines: These show defensive features. When
characters that use the Defense Dice stand on a
defensive feature, they get a +1 bonus to defense.

If a model does not use Defense Dice and stands on a
defensive feature, it gains no bonus.

Blue Lines: These surround areas that slow the Pilgrims
down, for example, rivers and marshy ground. Demons

are too strong to be impeded by these features, but Pilgrims
pay 2 Movement Points for a blue square, rather than the
normal 1 Movement Point, including Changing Face. When
you make a Double Move, count the squares as if it were
one Move with double the number of Movement Points.
This will often let you make slow moves that could not be
made as 2 separate Move Actions. See the diagrams below.




ExamPLE Moves

Here Monkey spends two
Movement Points at the end
of his Move Action, when he
enters a water sguare.
Similarly, Tripitaka spends
two Movement Foints at the
end of his first Mowve Action,
but moves normally when
he leaves the water on his
second Move Action.

Mankey and Tripitaka both take one Move
Action. Neither of them can go as far as
they want and must waste a Movement
Point, because they do not have enough
Movement Foints

for the slow

square.

Monkey and Tripitaka
Can get across the water
by making Double Moves.
Double Moves are
counted as one long
move, not two, short,
individual moves.

Brioee TiLES

The Bridge Tiles are used to connect the Map Tiles during
a game. The Quest setup will show where to place Bridge
Tiles on the Game Board. Miniatures cannot move on to
the non-bridge region of the Bridge Tile for any reason.
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ConTroLLING THE DEMONS

Demons Spawn from Demon Gates and swarm over the
Game Board, trying to kill Tripitaka to prevent him
restoring the shattered Sutras and sealing the Underworld.

Unlike some other dungeon crawling games, the Demons
are not under the control of one or a team of Players.
Their moves are dictated by a set of rules that can be
acted out automatically by any of the Players. Most of the
rules are described in this section of the rulebook, but
some may be specified in the Quest definition and others
may be on cards.

GAME TIP

Remember, the overall goal is to have fun
playing a fast and furious game. It is not
absolutely critical if you act out these rules
perfectly. If there is an ambiguity, quickly
make a decision as a group in favor of the
option that makes the game harder for the
Pilgrims. If you cannot come 1o a
consensus, the Player controlling Tripitaka
makes the decision. Similarly, if you having
trouble understanding a rule, it is better to
make a quick ruling and play that
consistently for the session, and then check
the rulebook and online FAQs after the game,
than it is to interrupt the game and re-read
the rules.

GaTes ano GATE STATuUS

Demon Gates are positioned on the Map Tiles as defined
in the Quest, during the initial Setup Phase. Gates occupy
one square on the board and are indicated by a Gate
Token.

(Gates have three states:

Active: Most Gates are active. Active Gates spawn new
Demons each turn. Unless there are special rules in play,
a Gate on the Game Board is active.

Inactive Gates: Some Gates are inactive when they are
placed on the Game Board or become inactive later in the
game. This will always be described in the Quest
Definition, since there are no basic rules to make Gates
inactive.

Closed Gates: Pilgrims can Close Gates, as described
above. Closed Gates never become active again. Turn the
Gate Token over to indicate a Closed Gate.

Demon CARDS AND SPAWNING

Spawning new Demons is controlled by drawing Demon
Cards. Starting at the active Gate closest to Tripitaka,
draw one Demon Card from the Demon Deck. Follow the
instructions on the card, which is normally to place new
Demons on the Game Board and discard the Demon Card.
Do this for each active Gate in turn, working further away
from Tripitaka.

ReinForceMenT CaRos

Demons emerge from the Gates ready to hunt down
Tripitaka. When you spawn a new Demon, place it
adjacent to its Gate, in an open square. The square
cannot be blocked, for example by other Miniatures, nor
can it be separated from the Gate by impassable terrain.
In the unlikely event that all the squares adjacent to the
Gate are unavailable, place it in the square that is next
closest to the Gate, and if there are multiple options,
select the one closest to Tripitaka.

To choose which square, briefly consider the Demon's
upcoming actions (see below). Place the Demon in the
square that helps complete that action, facing in the
direction it needs to move. If you cannot decide what the
Demon with do, pick the square closest to Tripitaka,
facing along the shortest path to Tripitaka.

Here, 3 Bull Warriors have spawned. The first Berrok placed
will be able to Move and then Attack Tripitaka, if placed in
position BW1. The second and third Berroks will just Double
Move towards Tripitaka from positions BW2 and BW3.
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Tripitaka has found a hiding place, forcing 3 of the Demons
to Double Move along a longer route. They spawn with a
different facing, to shorten their moves by 1 MV. Note that
nane of them will actually reach Tripitaka this turn.

Unique Cards: Unigue Demon cards spawn unigue
Demon Characters, like the Demon Lords. If the unigue
Demon is currently not in play, spawn that Demon as
described for Reinforcement Cards above. If the unigque
Demon is currently in play, simply discard the card and
draw again.

DEMONS

Lagan dirapgmswaller
LAllase Aodoa.

GAME TIP

It is unlikely, but you may have to discard
and draw a few times until you draw a valid
card for some Quests.

Special Cards: These cards give the Demons special
powers and abilities. Read the card aloud and place it
face up beside the Demon Deck as a reminder to follow
the instructions during this Demon Phase. The more
complex special cards are described at the end of this
section.

WILD ATTACHS

DEMONS
v/

(e e
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Demon RacGe

If the Pilgrims have not been removing Demons from the
Game Board efficiently, you may run out of Demon
Miniatures when spawning new Demons. At this point, the
game begins to increase in difficulty.

First, use the promotion scheme below to spawn tougher
Demons in place of the Demon(s) initially drawn. Find the
reinforcement card you drew in the tree below and follow
the arrows until you find the first result where you have the
models to place and use that result instead. If you cannot
find a tougher Demon as a replacement, the Demons
begin to Rage.

Demon Rage: Place the Demon Rage Card on the
Demon Card Draw Deck to mark the start of Demon Rage.
Stop drawing Demon Cards for the rest of the Demon
Phase of this Turn. When Demon Rage is in effect, each
Demon gets 3 Action Points, not 2.

Demon Rage ends during the next Maintenance Phase
(see above), but it may start again if the Pilgrims have not
cleared the Demons efficiently.

GAME TIP

Players should monitor the number of
Miniatures that can be placed and focus on
removing Demons from play when the
number is low.

Demon AcTivaTion PHASE

Order: Like Pilgrims, Demons are activated in order, this
time, starting with the Demon closest to Tripitaka and
continuing to the ones further away. Demons normally get
2 Action Points, but if they are in a Demon Rage, they will
get 3. Complete all actions for one Demon before
activating the next Demon.

Plan: The Demons overwhelming goal is to attack
Tripitaka, but they have other goals if this is not possible
during this Activation. They only have 2 actions to select,
Attack and Move, but they can use them in any
combination. Look at the 4 plans offered below and select
the highest priority plan that this Demon can carry out.
You can use the available Action Points and Actions in
any combination to achieve this plan.

Priority 1: Use the Action Points to attack
Tripitaka, possibly more than once.

Priority 2: Use the Action Points to attack any
other Target, so long as you end closer Tripitaka.

Priority 3: Use the Action Points to attack
any other Target.

Priority 4: Use the Action Points to move
towards Tripitaka.

GAME TIP

Clearly more combinations are possible when
the Demons are Raging. For example Move,
Attack, Attack or Move, Attack, Move.

Here are the options again with some text examples.
More examples with diagrams follow.

Priority 1: Use the Action Points to attack
Tripitaka, possibly more than once.

—— Example
1. A Bull Warrior can Move to get Tripitaka in his
Attack Range. He Moves and Attacks.

2. A Raging Bull Warrior can make a Double Move
to get Tripitaka in his Attack Range. He makes a
Double Move and Attacks.

3. Tripitaka is already in Attack Range for a Raging
Bull Warrior. It makes 3 Attacks on Tripitaka.

Priority 2: Use the Action Points to attack
any other Target, so long as you end closer
on the board to Tripitaka.

Example

1. A Bull Warrior cannot find a way to attack

Tripitaka. He is already in Attack Range for Monkey.
He attacks Monkey and then moves closer to Tripitaka.

2. A Bull Warrior cannot find a way to attack
Tripitaka. If he moves into attack position on
Monkey, he is also closer to Tripitaka. He moves
up to, and then attacks, Monkey, ending his turn
closer to Tripitaka.

Priority 3: Use the Action Points to attack
any other Target.

——— Example

1. A Bull Warrior cannot attack Tripitaka or attack
another Pilgrim while moving closer to Tripitaka.
However, if he moves further away from Tripitaka
he can get into attack position on Monkey. He
moves towards, and attacks, Monkey.

Priority 4: Use the Action Points to move
towards Tripitaka.

Example

1. A Raging Bull Warrior is far back from the battle,
still at his Gate on a distant Map Tile. His only
option is take 3 Moves towards Tripitaka. At least he
manages to cross a Bridge Tile and get closer to
the real fight.

2. A Bull Warrior is directly between Tripitaka and
Monkey, but far from them both. With a Double
Move, he can get into attack position on Monkey
but a Double Move towards Tripitaka leaves him
just short of attack position. The rules say he must
make the move towards Tripitaka, even if he would
rather end up in an attack position for the next Turn.




Targeting: Demons are powerful creatures that will
attack all Targets in their Attack Range. So "attack
Tripitaka” really means "attack Tripitaka and all other
Pilgrims in range, with LOS". Similarly, “attack any other

Target” means "attack all other Pilgrnims in range, with LOS".

There are some rules for selecting Targets which may
fine tune the plan selected above. If you see valid plans
that are the same priority, choose the option with the
highest preference.

Preference 1: Attack the most Targets possible.

Preference 2: Attack the weakest Target (the
lowest number of Health Points).

Example

1. The Bull Demon King cannot attack Tripitaka,
but he can move into attack position on Monkey or
with a one square longer path, attack Monkey and
Monk Sha. He takes the second Move option and
attacks 2 Pilgrims.

2. A Bull Warrior cannot attack Tripitaka but he can

move to attack Monkey (10 HP) or Monk Sha (3 HP).

Both moves get him closer to Tripitaka. He moves

and attacks Monk Sha, because Monk Sha is weaker.

There are some special rules to consider when moving
Demons.

Move Action 1: Demons trying to get into attack
position are lazy. You can move a Demon any legal way
to get them into attack position, but they stop moving as
soon as they can attack their Targets. So if the choice is
to move 3 squares to attack 2 Targets or move 1 square
to attack 1 Target, then the Demon will take the longer
move because more Targets has a higher preference.
But if the options are 3 squares to attack 1 Target or 1
square to attack 1 Target, then the Demon takes the
shorter path, just 1 square. This makes the Demons with
the longer range “hang back”. They only continue
moving to get a higher priority Target.

Move Action 2: Demons moving towards Tripitaka
flow around obstacles like water. They do not literally
move directly towards Tripitaka, getting hung up on
obstacles in the way. Although they take the shortest
path towards Tripitaka, depending on the situation, this
can be a long and convoluted path, for example going
all around a building to the open door, if Tripitaka is
inside.

So when you activate a Demon, check the number of
Action Points available, then look at the list of plans.
Select the plan you can carry out that has the highest
priority. Once you have the plan, fine tune it with the
targeting preferences. Demons do not cooperate: play
each Demon one by one and do not consider the other
Demaons while controlling the current one.

ExampLE Demon AcTioNs

Here, the Berrok at the top

starts in position to attack

Tripitaka, the highest
priority plan. He simply

uses both actions to Attack
Tripitaka. The Bharhaz Bull

Archer on the bottom can

also use Plan 1, by moaving

and then attacking. Being
a lazy Demon, he only
expends 1 Movement
Point to get Tripitaka

in range and then
Attacks once.

Neither the Berrok nor Bharhaz are in a position to attack
Tripitaka, even if they move as their first Action, so Flan 1 is
out, The Berrok moves 1 sqguare and makes 1 attack on
Maonkey. The Bharhaz takes an Attack Action, again on
Monkey and then moves towards Tripitaka. In both cases,
this satisfies Plan 2, make any attack as long as you end
closer on the board to Tripitaka.

Berroks cannot move far, and in this arrangement they
cannot land an attack on Tripitaka or attack another
Filgrim and end closer to Tripitaka. They give up on
Flans 1 and 2 and simply attack Monkey. The Berrok
on the left must Move then Attack, the one on the right
gets 2 Attacks on Monkey.
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Mote that when seeing if the Demon is closer to Tripitaka,
simply measure the distance on the Map Tile. The Berrok

on the right could attack Monkey once, then turn and
move one square (up or down, it does not change the
example). This does not fit Plan 2, because the final
position is slightly further from Tripitaka, not closer.

This Berrok, with its MV of 2, cannot
make an Attack on Tripitaka, cannot
attack Monkey and end closer to
Tripitaka, or even just Move and
Attack Monkey. Plans 1-32 are out. He
uses Plan 4 and Double Moves
towards Tripitaka.

The Bullserker cannot make an Attack on Tripitaka, but
he can attack other Pilgrims and end his turn closer to
Tripitaka, Plan 2. He has several options. The laziest
Move, 1 square forwards would leave him closer to
Tripitaka and able to attack Monk Sha. A full Move, 4
squares forwards, would leave him much closer to
Tripitaka, and able to attack Monkey. However, he
selects a Move of 2 squares, as it leaves him closer to
Tripitaka, but able to attack 2 Targets, both Monk
Sha and Monkey.
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Here the Bullserker could move one square forwards
for a great example of Plan 2: he would end slightly
closer to Tripitaka and be able to target 2 Pilgrims
(Monkey and Monk Sha) in 1 Attack. However, Plan 1,
make an attack on Tripitaka, is a higher priority and
must be taken, even if it means attacking just 1
Pilgrim. The Bullserker rushes forwards with 3 of

his 4 Movement Points on his first Action and makes
a long range attack on Tripitaka with his

secand Actian.

Remember, attacking more Targets or attacking the
weaker Target is only used to select between plans of the
same priority.




In this example, Demon Rage is in effect and the Berrok
can take 3 Actions. However, the rules are the same, find
the highest priority plan that can be followed. Even with
2 Actions the Berrok cannot attack Tripitaka this turn.
But if he moves forwards 1 square, attacks Monkey, then
move to his right, he has satisfied all the requirements
far Plan 2: The Berrok made an attack on another Target
and managed to get closer to Tripitaka.
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GAMETIP

It is not 100% critical to make perfect moves
with the Demons. However, the more
consistent you are, the easier it will be to
predict the Demon's moves when you are
playing the Pilgrim Phase. It is an important
part of the game to position the Pilgrims to
block and set traps for the Demons. Avoid
giving them easy double attacks and make
them move towards the Pilgrims best
equipped to fight them, for example.

Demons Insioe CLosen Rooms

Generally, Demons and Gates behind closed doors are
inactive until the door is opened and they can move
towards the Pilgrims. However, if a Pilgrim enters the
room without opening the door (using Monkey's Shadow
Walk Skill Card, for example), the Demons/Gates will
become active until the Pilgrim leaves.

SpeciaL Caro FAQ

Spawn Demon Lord: The Demon is placed and takes
Actions as normal. As soon as the Demon makes one
Attack Action (successful or not), remove the Demon from
play. In this case, no Karma Reward is given when the
Demon Lord iIs removed and this does not count towards
Quest Objectives. The Demon may remain on the board
for several turns, until it makes its attack, and can be
targeted normally by the Pilgrims in the meantime. It
makes a full Attack Action, which may target, and
damage, multiple Pilgrims.

Flood Gate: Look at the current positions of Demons in
play and the Gate closest to Tripitaka. Move the Demon
from its current square to a square adjacent to the Gate,
if it means the Deman is closer to Tripitaka. Typically,
Demons on the same Map Tile as Tripitaka will not
respawn. Place them around the Gate as if they spawned
there this turn. Move them normally in the Demon Phase.
Discard the card once you have repositioned the Demons
currently in play. It does not affect Demons spawned
later this turn.

Wild Attacks: Demons do not have to attack or move
towards Tripitaka as their main priority this turn. Skip Plan
1 and Plan 2. They will follow Plan 3 or Double Move
towards the closest Pilgrim.

Phase March: Demons ignore impassable terrain like
walls, closed doors, Miniatures and Tokens, which would
normally be obstacles. Demons can move through these
obstacles, but cannot end their turn on an obstacle.
Demons inside buildings, who would normally be inactive,
ignore the walls and plan their moves accordingly, but if a
Demon move does not take the Demon outside the
building, it will be inactive next turn as normal.
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Long Quests will be impossible if the Pilgrims cannot
recharge. Place Wells where you expect the Pilgrims to
be low on Health. Mystical Boxes provide some bonus
Health and Chi rewards too.

Y ou can also make your own Quests. By playing the

official Quests, you should have learned what kind of
game play you enjoyed the most and how to keep the
game balanced. Here are some ideas to help you create

yOUr own Quests Your Quest should have some general theme. You can

draw ideas from our Quests and from many other board
or video games, for example:

Quests with a tough finish require the Pilgrims to buff
up. Place Mystical Boxes so they get Fortune Cards
and allow them to fight Minions to get Karma Upgrades.

» Capture the Base: The Pilgrims traverse the
Game Board and complete a task at the end.

You may wish to start designing your own Quests by
changing existing Quests. This will help you learn how
certain changes affect the difficulty level. For example,
to make the game easier:

» Defend the Flag: The Pilgrims are mainly ¥
stationary. The Demons come to the Pilgrims,

: : . X Movement can be hard, especially at the start or near
perhaps in waves of increasing difficulty.

objectives. Ensure that the Pilgrims have room to
maneuver at the start, if the initiative is random, or fix

» Boss Fight: The Pilgrims defeat the Boss, the initiative order to help the gaime play smoothly.

directly or indirectly by defeating its minions.

& Stack the Demon Deck. Search the bottom half of
the Demon Deck for Berrok and Bharhaz
reinforcement cards and place them on the top.
Or shuffle them into the top half.

Give the Pilgrims specific Skills if the story requires
special actions. Give the Pilgrims Karma Upgrades if
the Quest is especially hard.

» Foot Race: The Pilgrims must traverse the
board within a time limit, with less focus on

& Add Turn Tokens on Gates to delay them fighting Demons.

becoming active (see Quest 10 Part 1).

» Scavenger Hunt: Pilgrims must collect items. - :
# Allow Pilgrims to select their Skill Cards. Choose 1 Either Quest items or to power up for the final fight. \ ;
one-time-use and 1 permanent Skill Card during i N
setup and/or choose the Skill Card you take for a » Escort Mission: Pilgrims must keep a character It is good to have a few special Rules, so that each
Karma Upgrade. alive, for example Tripitaka or Kei Lun. Quest is different to the others, but try to keep the
4753 number to a minimum, so that the Quest is not too
» Add more Wells, Villagers or Mystical Boxes to * Rescue Mission: Split the Pilgrims and have complex. Make sure to tie the rules into your story.

the Game Board. the main band rescue the others.

Kei Lun can be used in many ways, both as an ally

To make the Quests harder: and a foe.

& Stack the Demon Deck. Search the top half of the
Demon Deck for Berrok and Bharhaz reinforcement
cards and place them on the bottom. Or shuffle
them into the bottom half.

Place Gates, Demons and mandatory Quest ltems on
the Board to challenge the Pilgrims. By now you will
know how Gates change the difficulty level. Consider
the Quest Tile by Tile and overall. 1 Gate per Map Tile
is relatively easy and 3 are very hard. 1 Gate on the
whole Game Board is trivial but as many as 4 on a
larger Board can be fine.

& Add Spawn Gate(s).

& Add Demons to the Map Tiles at the start of the
Quest.

You can fine tune the challenge by making Gates
inactive at the start of the game or by letting Pilgrims
Close the Gates. Work this into your story.

& Remove Miniatures from the pool of unused
Miniatures, so that Demon Rage occurs more

easily.

Demons can be placed on the Board as key parts of the
story or to increase the initial level of difficultly.

Mandatory Quest ltems can be used to consume Action

Create a back story to explain the events of the Quests. Points or make Pilgrims linger in certain areas.

Your idea might start with the theme of the Quest or a
special rule you want to try, but make sure you update
the story to reflect the different aspects of the Quest.




Even hough the Pilgrims are weary, their Journey has hardly begun.
They banished the mighty Bull Demons from Terra, but they still
‘restore the Seal on the Underworld. Join them as they
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Quick GuiDE

TUurRN STRUCTURE ArTtackineg RuLES

1 Setup Phase Choose Targets

2 Maintenance Phase Roll Dice

3 Pilgrim Phase Generate Damage

4 Demon Phase Apply Damage

2 End of Turn Phase Kill or Cleanse
Cleanse Ritual

Resolve Attack

PiLeriM AcTion LisT

Each Pilgrim normally has 2 Action Points per Turn. ;
All Actions take 1 Action Point. DEHﬂH A‘

Move Rescue Villagers

Attack Recover ; v Fy
Breck-Tibwn & Dacs Master Skill Spawn: Starting at the Gate nearest Tripitaka,

Meditate Revive (TP only) draw Demon Cards and place new Demons

adjacent to the gate.
Pray Close Gate (TP only) ’ Y

Collect Sutra Rest Activate: Starting at the Demon nearest

Tripitaka, Activate each Demon in turn. Demon
normally have 2 Action points, but can only Move

] and Attack, in any combination. Demon select
THﬂﬂE KAHHA PﬂlHTS highest priority plan they can:

The following table shows the cost and reward options. Pr_iqrity 1: Use the Action Points to attack
Some trades must be made as soon as the Karma Points Tripitaka, possibly more than once.

are available.
Priority 2: Use the Action Points to attack any
other Target, so long as you end closer Tripitaka.

Cost Reward Priority 3: Use the Action Points to attack any
other Target.

4 Good Karma

| : A One-time-use Skill Card. Priority 4: Use the Action Points to move
+ 1 Action Point

towards Tripitaka.

A Permanent Skill Card Many Demons Attack multiple Targets, so “attack
(mandatory trade). Tripitaka” means “attack Tripitaka and any other
Targets in Range”. Demons may have to move
to enable them to attack.

10 Good Karma

An upgraded Weapon Card &

Bl a;lc;r}r_uptmn Sl Wl If there are different options availabe with the

same Priority, choose the option with the
highest preference:

Preference 1: Attack the most Targets
possible.

Preference 2: Attack the weakest Target
(the lowest number of Healt Points).

PrerPARE FOR THE DeMon's WraTH !




