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BEHOLDER .

y ADVANCE: DAMAGE THE
{ EYESTALKS

At Beholder’s location, discard any

\ Item and roll the d20. {J You miss.
Damage the eyestalk of your

choice. Damage up to two

eyestalks of your choice. {{) damage

up to three eyestalks of your choice,

retrieve the Item you discarded, and

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 '

COMPLEXITY HIGH & HAS A LAIR: NO

BEHOLDER NOTES:

e TIf 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.

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.

gain a Perk card.

DEFEAT: BLIND THE
BEHOLDER

Once you have damaged all 10

| eyestalks, you may attempt to blind

Beholder's central antimagic eye.
At Beholder's location, use to
defeat it.

RED DRAGON

COMPLEXITY: HIGH © HAS ALAIR: YES
RED DRAGON NOTES:

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.

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 (g). 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.

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.

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.

ADVANCE: SURROUND
¢ THE LAIR

Whlle 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.

DEFEAT: DESTROY RED
DRAGON

Whlle 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.
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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.

GAME DESIGN AND DEVELOPMENT:
MIKE MULVIHILL

GAME DESIGN AND MONSTER CHALLENGES:
PETER LEE

ILLUSTRATION:
NATHAN ANDERSON, JAMES BOUSEMA, PAULIINA HANNUNIEMI,
Stupio Hive, BLoc ILLusTRATION, RAPH LOMOTAN, GRIM MooN, JOHANNA RUPPRECHT

ART DIRECTION:
SaM DawsoN

GRAPHIC DESIGN ASSISTANCE:
SARAH BAYNES

EDITING:
SHARON TURNER MULVIHILL
ANGELA TAYLOR HYLLAND

PROJECT MANAGER:
QLal

TECHNICAL PRODUCT DEVELOPMENT:
CassANDRA WITIVER-KawASAKI

PLAYTESTING:
CoLIN BuRrks, JosHua GREEN, MICAH GREEN, SCHUYLER HOOTEN,
ALEXANDER HRUSKA-JOHNSON, RICH MULVIHILL, GARRETT PARTCH, AND ISABEAU ROSEN.

SPECIAL THANKS:
Lysa PENROSE, ISABEAU ROSEN

SPECIAL THANKS TO HASBRO AND WIZARDS OF THE COAST:
CHRISTOPHER TROISE, CAIT DROUIN, KARA KENNA, CHRISTOPHER JENNERJOHN

ORIGINAL HORRIFIED DESIGN:
PROSPERO HALL

DUNGEONS & DRAGONS, D&D, THEIR RESPECTIVE LOGOS, AND THE DRAGON AMPERSAND,

ARE REGISTERED TRADEMARKS OF WiZARDS OF THE C0AST LLC. ©2025 WizARDS OF THE COAST.

ALL RIGHTS RESERVED.

o ey




