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OBJECTIVE:  
Find Mimic and defeat 
it quickly.
POWER: 
SCAVENGER 
Remove the highest 
Strength Item from  
the location nearest  
to the Hero of the 
current player.

mIMiC

Once Mimic appears on the gameboard, you may battle it. At Once Mimic appears on the gameboard, you may battle it. At 
Mimic’s location, discard Mimic’s location, discard 6+6+  to battle Mimic and defeat it! to battle Mimic and defeat it!

ADVANCE: Where is It?!

 DEFEAT: MIMIC BATTLE

 power

Objective

Find Mimic and defeat it quickly.Find Mimic and defeat it quickly.

SCAVENGER SCAVENGER 
Remove the highest Strength Item from the location Remove the highest Strength Item from the location 

nearest to the Hero of the current player.nearest to the Hero of the current player.
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 STEP 

1

 STEP 

2

STARTSTART

Move per Monster Attack. If Mimic passes or stops on Move per Monster Attack. If Mimic passes or stops on ,  ,  
draw an Item. If all Heroes have a matching Color Item, discard draw an Item. If all Heroes have a matching Color Item, discard 
those Items and Mimic appears at the active player's location. those Items and Mimic appears at the active player's location. 
If not, raise the Terror Level by 1 and Mimic stays on its path.  If not, raise the Terror Level by 1 and Mimic stays on its path.  
Discard the drawn Item.Discard the drawn Item.

FRENZY

COMPLEXITY: HIGH  HAS A LAIR: NO

OBJECTIVE:  
Determine Displacer 
Beast’s true location, and 
then vanquish it!
POWER: 
DISPLACEMENT 
Move Displacer Beast to 
the next-closest Hero. 
That Hero will take any 
Hits from the Displacer 
Beast on this turn.

Displacer
Beast

 STEP 

1

 STEP 

2

At Displacer Beast’s location, place an Item on a spot below. At Displacer Beast’s location, place an Item on a spot below. 

The Item’s strength must be equal to the amount of numbers The Item’s strength must be equal to the amount of numbers 

covered (1, 2 or 3). Once at least 5 Items are placed, you covered (1, 2 or 3). Once at least 5 Items are placed, you 

may attempt to Strike Displacer Beast.may attempt to Strike Displacer Beast.

ADVANCE: Investigate
the Displacement Field

DEFEAT: STRIKE THE DISPLACER BEAST
 power

Objective

Determine Displacer Beast’s true location, and then Determine Displacer Beast’s true location, and then 
vanquish it!vanquish it!

DISPLACEMENTDISPLACEMENT
Move Displacer Beast to the next-closest Hero. Move Displacer Beast to the next-closest Hero. 

That Hero will take any Hits from the Displacer Beast That Hero will take any Hits from the Displacer Beast 
on this turn.on this turn.
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At Displacer Beast's location, discard At Displacer Beast's location, discard 77++  and roll the d20. If  and roll the d20. If 
the result is covered by an Item, Displacer Beast is defeated. If the result is covered by an Item, Displacer Beast is defeated. If 
not, move one of the Items to a different spot.  not, move one of the Items to a different spot.  
1 : Discard a placed Item. : Discard a placed Item. 20 : You defeat Displacer Beast!: You defeat Displacer Beast!
Gain a Perk card and an additional action this turn.Gain a Perk card and an additional action this turn.

COMPLEXITY: HIGH  HAS A LAIR: NO

OBJECTIVE:  
Damage Beholder's eyestalks, 
then blind its central 
antimagic eye to defeat it.
POWER: EYE RAY 
Roll the d20 and compare the 
result to the Beholder Eye Ray 
Reference Card. If the eyestalk 
has not been damaged, 
Beholder will use that ray. 
If the eyestalk is damaged, 
Beholder will use its antimagic 
eye attack and force all Heroes 
with Items to discard 1 Item.

ADVANCE: DAMAGE the Eyestalks

 DEFEAT: Blind the Beholder

Beholder
At Beholder’s location, discard any Item and roll the d20. At Beholder’s location, discard any Item and roll the d20. 

1  You miss.  You miss. 2 -- 15  Damage the eyestalk of your choice.  Damage the eyestalk of your choice. 

16 -- 19  Damage up to two eyestalks of your choice.  Damage up to two eyestalks of your choice. 20   
damage up to three eyestalks of your choice, retrieve the Item you damage up to three eyestalks of your choice, retrieve the Item you 
discarded, and gain a Perk card.discarded, and gain a Perk card.

Mark damaged eyestalks withMark damaged eyestalks with

Once you have damaged all 10 eyestalks, you may attempt Once you have damaged all 10 eyestalks, you may attempt 
to blind Beholder's central antimagic eye. At Beholder's to blind Beholder's central antimagic eye. At Beholder's 
location, use location, use 6+6+  to defeat it. to defeat it.

 power

Objective

Damage Beholder's eyestalks, then blind its central Damage Beholder's eyestalks, then blind its central 
antimagic eye to defeat it.antimagic eye to defeat it.

EYE RAY EYE RAY 

Roll the d20 and compare the result to the Beholder Eye Ray Roll the d20 and compare the result to the Beholder Eye Ray 

Reference Card. If the eyestalk has not been damaged, Beho
lder 

Reference Card. If the eyestalk has not been damaged, Beho
lder 

will use that ray. If the eyestalk is damaged, Beholder will will use that ray. If the eyestalk is damaged, Beholder will 

use its antimagic eye attack and force all Heroes with Items to 
use its antimagic eye attack and force all Heroes with Items to 

discard 1 Item.discard 1 Item.
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 STEP 

1

 STEP 

2

2  - 3  
CHARM RAY

4  - 5  

PARALYZING 
RAY

6  - 7  
FEAR RAY

8  - 9  

SLOWING RAY

10  - 11  

ENERVATION 
RAY

12  - 13  
TELEKINETIC 

RAY

14  - 15  SLEEP RAY

16  - 17  
PETRIFICATION RAY

18  - 19  

DISINTEGRATION 

RAY

20  
DEATH RAY

COMPLEXITY: HIGH  HAS A LAIR: NO

OBJECTIVE: Claim the 
Orb of Dragonkind, lure Red 
Dragon to their Hoard, and 
defeat them. 
POWER:  
FIRE BREATH 
Every Hero and Citizen in Red 
Dragon's location is hit.

ADVANCE: SOLVE THE 
VAULT OF THE ORB OF 
DRAGONKIND

At the Vault of the Orb of 
Dragonkind Lair location, discard 
an Item. Move same colored 
obstacles any number of spaces. 
You collect the Orb when it is 
moved to the Vault Exit location. 
The player who collects the Orb 
keeps it. It can be exchanged 
using a Share action, but is not 
considered an Item.

MIMIC NOTES:

• Mimic begins the game on its Monster mat, not on the gameboard.
• Mimic can be a Frenzied Monster even on its Monster mat.
• While Mimic is on its Monster mat, Perk cards do not affect it.
• While Mimic is on its Monster mat, Monster card Events do not affect it.
• Monster attack movement DOES apply to Mimic. Move Mimic that many spaces on its Monster mat.

BEHOLDER NOTES:

• If Beholder rolls a result of 20 on its Power attack Eye Ray roll no Perk card is given.
• Players can discuss which eyestalk to disable when taking an Advance action.

DISPLACER BEAST NOTES:

• When placing an Item on Displacer Beast’s mat, the Item’s Strength is equal to the amount of numbers you can cover. 
So, a Strength 1 Item can only be placed on the top row, where it would cover a single number.

• You can place Strength 4, 5, or 6 Items on any space.
• Once the Displacer Beast has five items on its Monster mat, you can take an action to defeat it, even during the same 

Hero phase.
• You can place more than five Items on Displacer Beast’s mat, but note that they are all discarded once the Monster is 

defeated.

RED DRAGON NOTES:

The Red Dragon campaign consists of two Monster mats. The first 
challenge is to find the Orb of Dragonkind. The second challenge is to use 
the Orb of Dragonkind to defeat Red Dragon at its Hoard.
• Red Dragon attacks as normal if 

any symbols are revealed.
• It takes one Move action to move 

into and out of the Dragon’s 
Hoard.

• The Red Dragon’s Hoard is a 
single location, so Monsters can 
attack any Heroes there.

• Monsters and Heroes can be 
affected by Perk cards played 
while in the Red Dragon’s Hoard.

• If there are any Monsters on 
the main gameboard when the 
Heroes are in the Red Dragon’s 
Hoard, they may move toward it 
and enter it.

• Red Dragon cannot move into the 
city of Waterdeep, as indicated 
by the . If all Heroes and 
Citizens are in Waterdeep, Red 
Dragon will not move. 

• Red Dragon cannot be teleported 
to Waterdeep. The Wizard's 
teleportation will always result in 
Red Dragon being teleported to 
its starting location.

• Any other movement that would 
result in Red Dragon being 
forced to enter Waterdeep will 
instead result in Red Dragon not 
moving at all.

mIMiC

Once Mimic appears on the gameboard, you may battle it. At Once Mimic appears on the gameboard, you may battle it. At 
Mimic’s location, discard Mimic’s location, discard 6+6+  to battle Mimic and defeat it! to battle Mimic and defeat it!

ADVANCE: Where is It?!

 DEFEAT: MIMIC BATTLE

 power

Objective

Find Mimic and defeat it quickly.Find Mimic and defeat it quickly.

SCAVENGER SCAVENGER 
Remove the highest Strength Item from the location Remove the highest Strength Item from the location 

nearest to the Hero of the current player.nearest to the Hero of the current player.
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 STEP 

1

 STEP 

2

STARTSTART

Move per Monster Attack. If Mimic passes or stops on Move per Monster Attack. If Mimic passes or stops on ,  ,  
draw an Item. If all Heroes have a matching Color Item, discard draw an Item. If all Heroes have a matching Color Item, discard 
those Items and Mimic appears at the active player's location. those Items and Mimic appears at the active player's location. 
If not, raise the Terror Level by 1 and Mimic stays on its path.  If not, raise the Terror Level by 1 and Mimic stays on its path.  
Discard the drawn Item.Discard the drawn Item.

FRENZY

Displacer
Beast

 STEP 

1

 STEP 

2

At Displacer Beast’s location, place an Item on a spot below. At Displacer Beast’s location, place an Item on a spot below. 

The Item’s strength must be equal to the amount of numbers The Item’s strength must be equal to the amount of numbers 

covered (1, 2 or 3). Once at least 5 Items are placed, you covered (1, 2 or 3). Once at least 5 Items are placed, you 

may attempt to Strike Displacer Beast.may attempt to Strike Displacer Beast.

ADVANCE: Investigate
the Displacement Field

DEFEAT: STRIKE THE DISPLACER BEAST
 power

Objective

Determine Displacer Beast’s true location, and then Determine Displacer Beast’s true location, and then 
vanquish it!vanquish it!

DISPLACEMENTDISPLACEMENT
Move Displacer Beast to the next-closest Hero. Move Displacer Beast to the next-closest Hero. 

That Hero will take any Hits from the Displacer Beast That Hero will take any Hits from the Displacer Beast 
on this turn.on this turn.
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At Displacer Beast's location, discard At Displacer Beast's location, discard 77++  and roll the d20. If  and roll the d20. If 
the result is covered by an Item, Displacer Beast is defeated. If the result is covered by an Item, Displacer Beast is defeated. If 
not, move one of the Items to a different spot.  not, move one of the Items to a different spot.  
1 : Discard a placed Item. : Discard a placed Item. 20 : You defeat Displacer Beast!: You defeat Displacer Beast!
Gain a Perk card and an additional action this turn.Gain a Perk card and an additional action this turn.

ADVANCE: DAMAGE the Eyestalks

 DEFEAT: Blind the Beholder

Beholder
At Beholder’s location, discard any Item and roll the d20. At Beholder’s location, discard any Item and roll the d20. 

1  You miss.  You miss. 2 -- 15  Damage the eyestalk of your choice.  Damage the eyestalk of your choice. 

16 -- 19  Damage up to two eyestalks of your choice.  Damage up to two eyestalks of your choice. 20   
damage up to three eyestalks of your choice, retrieve the Item you damage up to three eyestalks of your choice, retrieve the Item you 
discarded, and gain a Perk card.discarded, and gain a Perk card.

Mark damaged eyestalks withMark damaged eyestalks with

Once you have damaged all 10 eyestalks, you may attempt Once you have damaged all 10 eyestalks, you may attempt 
to blind Beholder's central antimagic eye. At Beholder's to blind Beholder's central antimagic eye. At Beholder's 
location, use location, use 6+6+  to defeat it. to defeat it.

 power

Objective

Damage Beholder's eyestalks, then blind its central Damage Beholder's eyestalks, then blind its central 
antimagic eye to defeat it.antimagic eye to defeat it.

EYE RAY EYE RAY 

Roll the d20 and compare the result to the Beholder Eye Ray Roll the d20 and compare the result to the Beholder Eye Ray 

Reference Card. If the eyestalk has not been damaged, Beho
lder 

Reference Card. If the eyestalk has not been damaged, Beho
lder 

will use that ray. If the eyestalk is damaged, Beholder will will use that ray. If the eyestalk is damaged, Beholder will 

use its antimagic eye attack and force all Heroes with Items to 
use its antimagic eye attack and force all Heroes with Items to 

discard 1 Item.discard 1 Item.
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 STEP 

1

 STEP 

2

2  - 3  
CHARM RAY

4  - 5  

PARALYZING 
RAY

6  - 7  
FEAR RAY

8  - 9  

SLOWING RAY

10  - 11  

ENERVATION 
RAY

12  - 13  
TELEKINETIC 

RAY

14  - 15  SLEEP RAY

16  - 17  
PETRIFICATION RAY

18  - 19  

DISINTEGRATION 

RAY

20  
DEATH RAY

Red 
Dragon At the Vault of the Orb of Dragonkind Lair location, At the Vault of the Orb of Dragonkind Lair location, 

discard an Item. Move same colored obstacles any number discard an Item. Move same colored obstacles any number 
of spaces. You collect the Orb when it is moved to the Vault of spaces. You collect the Orb when it is moved to the Vault 

Exit space. The player who collects the Orb keeps it. It can be Exit space. The player who collects the Orb keeps it. It can be 
exchanged using a Share action, but is not considered an Item.exchanged using a Share action, but is not considered an Item.

At Red Dragon's Hoard location, use an action to draw 1 At Red Dragon's Hoard location, use an action to draw 1 
Item from the Horrified Haversack. Red Dragon reacts by Item from the Horrified Haversack. Red Dragon reacts by 
moving a number of locations equal to the Item’s Strength moving a number of locations equal to the Item’s Strength 
toward Red Dragon's Hoard. toward Red Dragon's Hoard. Even if you do not have the Even if you do not have the 
Orb, you can perform this Advance action.Orb, you can perform this Advance action.

ADVANCE: Solve the Vault  
OF THE ORB of Dragonkind

ADVANCE: Lure Red dragon
 power

Objective
Claim the Orb of Dragonkind, lure Red Dragon Claim the Orb of Dragonkind, lure Red Dragon 

to their Hoard, and defeat them.to their Hoard, and defeat them.

FIRE BREATHFIRE BREATH
Every Hero and Citizen in Red Dragon's location is hit.Every Hero and Citizen in Red Dragon's location is hit.
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 STEP 

1

 STEP 

2

ORBORB
STARTSTART

VAULTVAULT
EXITEXITCOMPLEXITY: HIGH  HAS A LAIR: YES

Red 
Dragon At the Vault of the Orb of Dragonkind Lair location, At the Vault of the Orb of Dragonkind Lair location, 

discard an Item. Move same colored obstacles any number discard an Item. Move same colored obstacles any number 
of spaces. You collect the Orb when it is moved to the Vault of spaces. You collect the Orb when it is moved to the Vault 

Exit space. The player who collects the Orb keeps it. It can be Exit space. The player who collects the Orb keeps it. It can be 
exchanged using a Share action, but is not considered an Item.exchanged using a Share action, but is not considered an Item.

At Red Dragon's Hoard location, use an action to draw 1 At Red Dragon's Hoard location, use an action to draw 1 
Item from the Horrified Haversack. Red Dragon reacts by Item from the Horrified Haversack. Red Dragon reacts by 
moving a number of locations equal to the Item’s Strength moving a number of locations equal to the Item’s Strength 
toward Red Dragon's Hoard. toward Red Dragon's Hoard. Even if you do not have the Even if you do not have the 
Orb, you can perform this Advance action.Orb, you can perform this Advance action.

ADVANCE: Solve the Vault  
OF THE ORB of Dragonkind

ADVANCE: Lure Red dragon
 power

Objective
Claim the Orb of Dragonkind, lure Red Dragon Claim the Orb of Dragonkind, lure Red Dragon 

to their Hoard, and defeat them.to their Hoard, and defeat them.

FIRE BREATHFIRE BREATH
Every Hero and Citizen in Red Dragon's location is hit.Every Hero and Citizen in Red Dragon's location is hit.
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 STEP 

1

 STEP 

2

ORBORB
STARTSTART

VAULTVAULT
EXITEXIT

RED DRAGON
DISPLACER BEAST

BEHOLDERMIMIC
ADVANCE: DAMAGE THE  
EYESTALKS

DEFEAT: BLIND THE 
BEHOLDER

At Beholder’s location, discard any 
Item and roll the d20. 1  You miss. 
2  - 15  Damage the eyestalk of your 

choice. 16  - 19  Damage up to two 
eyestalks of your choice. 20  damage 
up to three eyestalks of your choice, 
retrieve the Item you discarded, and 
gain a Perk card.

Once you have damaged all 10 
eyestalks, you may attempt to blind 
Beholder's central antimagic eye. 
At Beholder's location, use 6+6+  to 
defeat it.

ADVANCE: SURROUND 
THE LAIR

While Red Dragon is in Red 
Dragon's Hoard, use an action 
to place an Item or the Orb of 
Dragonkind in the indicated spots. 
Once the orb and all three items 
are placed, you may proceed to 
Step 4.

ADVANCE: WHERE IS IT?!

 DEFEAT: MIMIC BATTLE

Move per Monster Attack. If Mimic passes 
or stops on , draw an Item. If all Heroes 
have a matching Color Item, discard those 
Items and Mimic appears at the active 
player's location. If not, raise the Terror 
Level by 1 and Mimic stays on its path. 
Discard the drawn Item.

Once Mimic appears on the gameboard, you 
may battle it. At Mimic’s location, discard 
6+6+  to battle Mimic and defeat it!

DEFEAT: DESTROY RED 
DRAGON

While Red Dragon is in Red 
Dragon's Hoard, roll the d20 and 
add the Strengths of the Items 
placed in Step 3. If you roll a total 
of 20 or higher, you defeat the Red 
Dragon. Otherwise, discard 1 of the 
placed Items, and return to Step 3.

ADVANCE:  INVESTIGATE
THE DISPLACEMENT FIELD

DEFEAT: STRIKE THE 
DISPLACER BEAST

At Displacer Beast’s location, place an 
Item on a spot below. The Item’s strength 
must be equal to the amount of numbers 
covered (1, 2 or 3). Once at least 5 Items 
are placed, you may attempt to Strike 
Displacer Beast.

At Displacer Beast's location, discard 77++  
and roll the d20. If the result is covered by 
an Item, Displacer Beast is defeated. If not, 
move one of the Items to a different spot.  

1 : Discard a placed Item. 20 : You defeat 
Displacer Beast! Gain a Perk card and an 
additional action this turn.

ADVANCE: LURE RED 
DRAGON

At Red Dragon's Hoard location, 
use an action to draw 1 Item 
from the Horrified Haversack. 
Red Dragon reacts by moving 
a number of locations equal to 
the Item’s Strength toward Red 
Dragon's Hoard. Even if you do 
not have the Orb, you can perform 
this Advance action.
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Horrified: Dungeons & Dragons can be combined with other Horrified games. 
You can challenge yourself with combos of fearsome Monsters to create a 

terrifying mix of fear and destruction that only you can imagine!

Visit ravensburger.com/combinehorrified to learn more.


