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Your goal is to keep the outpost of Frosthaven safe 
from all threats. Your party of mercenaries will do 
this by venturing out into the wilderness in various 
scenarios. Once a scenario is completed, new scenarios 
become available, which progresses the campaign 
narrative. Between scenarios, your party will return 
to Frosthaven to resolve events, acquire new items and 
abilities, and interact with buildings.

The heart of the game lies in its characters, which 
you will create from the six starting character classes, 
though more will become available as the campaign 
progresses. The game can be played with two to four 
players, and each player will use a separate character. 
(See p. �� for solo mode rules.) Each character class, 
indicated by a di�erent icon, has a unique set of ability 
cards that determine how they play.

Starting Character Classes

Getting Started

Natural leader and protector  
with powerful attacks  

that require proper positioning.

LOW COMPLEXITY

Banner Spear

Manipulator of dead spirits 
who uses death as fuel  

for their abilities.

MEDIUM COMPLEXITY

Deathwalker

Summoner of the undead  
who sacri�ces their health 
to create and heal allies.

MEDIUM COMPLEXITY

Boneshaper

Insect swarm with two separate forms 
that allow for switching between melee 

and ranged attacks.

HIGH COMPLEXITY

Geminate

Jack-of-all-trades  
with great stamina  

to �ll any role you need.

LOW COMPLEXITY

Drifter

Powerful melee �ghter  
who is able to quickly zip 

in and out of combat.

HIGH COMPLEXITY

Blinkblade
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Let�s take a closer look at the components of a character. 
Once you have decided which character class you would 
like to play, �nd the small tuck box and large tuck box 
for that class and open them up.

Inside the small tuck box, you will �nd a plastic 
miniature, which is used to represent your character in 
every scenario. (Note: The Geminate has two small tuck 
boxes because they have two separate forms.)

Inside the large tuck box, you will �nd several things:

Character Sheets: This sheet is where you 
will track all persistent information about your 
character from scenario to scenario. Write a 
name for your character in the Name �eld and 
mark that you are level �. Initial characters start 
with �� gold, so write ���� in the Gold �eld. There 
are multiple sheets in each pad because the same 
class can be played multiple times over the course 
of a single campaign. However, there can only 
be one character of each class at a given time, so 
you only need one sheet for now. (For more on 
character sheets, see p.���.)

Character Mat: This mat stays in front of you 
during a scenario to help you track important 
rules and various aspects of your character. 
On the mat, you will �nd an illustration of 
your character, plus their hand size, traits, and 
maximum hit point value at di�erent levels.  
The back side features a thematic description  
of your character.

Character Standee: This standee is an 
alternative to your plastic miniature. You can use 
either the standee or the miniature to represent 
your character, based on your preference.

Summon Standees: If your character has 
abilities that can summon allies into a scenario, 
you have summon standees for these allies. These 
allies do not have miniatures, so you must use the 
standees to represent them.

Character Tokens: These tokens are used to 
track various abilities belonging to your character.

Initiative Order Token: This token is used  
to mark when your turn will occur within  
any given round of a scenario.

A 

B 

C 

D 

E 

F

Creating a Character

LARGE TUCK BOX

SMALL TUCK BOX

F

Hand Size Hit Point Values

:

:

:

:

:

:

Gold :

Notes :

Masteries :

Perks

Name :
Level  :
XP :

XP :

Resources:

420

8

500

9

345

7

275

6

210

5

150

4

95

3

45

2

0

1
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Sticker 3

Sticker 2

Sticker 1

Whenever a scenario is played, the party will 
prepare for the scenario by performing the following 
steps in order:

Select which scenario to play, open the scenario 
book to the corresponding scenario entry, and 
keep the section book nearby. The party can 
only play a scenario if it has been unlocked and 
if they meet its requirements. This does include 
scenarios that have been completed previously.

Resolve a road event if necessary (see p. ��).

Set up all map tiles for the scenario as depicted 
in the map layout for the scenario entry.

Retrieve the materials (ability deck, stat card, 
standees, and initiative tracker) for all monsters 
shown in the scenario key. Shu�e the ability 
decks and insert the stat cards in stat sleeves  
so that only the relevant stats are shown.

Retrieve all overlay tiles shown in the scenario key.

Set up the �rst room of the scenario as depicted 
in the main map for the scenario entry.

Retrieve and shu�e all necessary attack modi�er 
decks (character, monster, and ally decks) and 
retrieve all additional attack modi�er cards  
(b, c, and * cards).

Read the scenario goals, introduction, and special 
rules in the scenario entry.

Deal three ba�le goals to each character.  
Decide which one to keep for each character 
and discard the others (see p.���).

Place the token tray nearby.

Build the loot deck as depicted by the loot table 
in the scenario entry (see p.���).

Decide which items to bring for each character 
from their pool and apply any negative e�ects 
and start-of-scenario e�ects associated with those 
items (see p.���).

Decide which ability cards to bring for each 
character from their pool, selecting a number of 
cards equal to their hand size, which is shown 
below the portrait on their character mat. Each 
character�s selected cards will start in their hand.

Set each character�s red hit point dial to their 
maximum hit point value, which is shown below 
their current level in the chart at the bottom of 
their character mat. Set each character�s blue 
experience dial to zero.

Apply any road event e�ects and scenario e�ects.
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DOORS
A door separates two rooms. All doors  
are closed to start. When a character 
enters a closed door, they 
ip over the 
door tile to its open side, revealing the 
adjacent room (see p.���). Closed doors 

do not hinder normal character movement, but they 
otherwise act as walls. No �gure can enter a closed door 
with forced movement (see p.���). Once a door is 
open, it is considered a corridor for most purposes, but 
it still separates rooms and is not part of either room 
adjacent to it. Door illustrations vary by environment 
type, but all door tiles function identically.

CORRIDORS
A corridor is placed on the connection of 
two map tiles to cover the border hexes 
and create a single room out of multiple 
map tiles. Corridors are considered  
empty hexes and are not considered  

to be overlay tiles for the purposes of determining what 
other tiles or tokens can be placed in the same hex.

PRESSURE PLATES 
A pressure plate�s tri�er and all of its 
e�ects are de�ned by the special rules for 
the scenario. Jump and 
ying movements 
still tri�er pressure plates. Pressure 
plates are considered empty hexes.

TRAPS
A trap is sprung when any �gure enters 
its hex, except when 
ying or jumping 
(unless the jump movement ends there). 
When a trap is sprung, it applies some 
e�ect to the �gure who sprang it and is 

then removed from the map. Trap e�ects are varied and 
are speci�ed either by the scenario key���if they are a 
part of a room�s setup���or by the ability of the �gure 
who placed the trap. If part of a trap�s e�ect is listed  
as �damage� in the scenario key, the trap will deal  
damage equal to � plus the scenario level (see p.���).  
When a trap tile is placed on the map, tokens for the 
damage and conditions it applies should be placed on 
the trap tile for easy reference.

HAZARDOUS TERRAIN
If any �gure enters a hazardous terrain 
hex, except when 
ying or jumping 
(unless the jump movement ends there), 
that �gure su�ers damage equal to 
� plus one-third of the scenario level, 

rounded up (see p. ��). Unlike trap tiles, hazardous 
terrain tiles are not removed after their e�ect is applied; 
instead they remain on the map inde�nitely. Figures do 
not su�er additional damage when starting a turn in a 
hazardous terrain tile or exiting a hazardous terrain hex. 

DIFFICULT TERRAIN
A �gure requires � movement points to 
enter a di�icult terrain hex, except when 
�lying or jumping (even if the jump 
movement ends there).

ICY TERRAIN
If any �gure enters an icy terrain hex, 
except when teleporting, �lying, or 
jumping (even if the jump movement 
ends there), that �gure is forced to 
move one additional hex, without 

spending a movement point, in the same direction 
as the movement that caused them to enter the hex. 
This extra movement is una�ected by di�icult terrain, 
but it will not occur if it would cause the �gure to 
move through a wall line or to enter a hex occupied by 
another �gure, obstacle, or objective. If the movement 
causes the �gure to enter another icy terrain hex, the 
e�ect triggers again.

Closed Door

Closed Door

Open Door/Corridor

Open Door/Corridor

DOORS
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