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1 Movement die 
+ 1 Mount die
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Skill cards X31
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Exploration cards X10
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B  ôken recreates the experience of a c lassic con-
sole JRPG (Japanese Roleplaying Game) from the 

80s and 90s as a board game. A one- to two- play-
er adventure game blending classic JRPG mechanics 
with board game strategy—team up or go solo to win! 

 In a two-player game, each player 
controls one hero each, while solo players 
can play as one hero or both at once.

INTRODUCTIONINTRODUCTION

GAMEPLAYGAMEPLAY

Before starting the campaign, which lasts from 15 to 30 hours, you need to choose your hero(es). Use Exploration 
cards to explore the kingdom of Lanoth by moving the party token on the world map and on mini-maps. The end of 

your movement triggers a battle if you end it on a terrain space (on the world map). With strategy and a little luck, you 
can win battles and receive rewards, including experience points, to make your heroes stronger. Becoming more power-
ful will help you face stronger monsters as you continue your quests. 

If you find yourself on a Location space on the world map, you can reveal the corresponding Location card and explore 
that Location by continuing your movement on a mini-map. These mini-maps may be peaceful places such as towns and 
villages, or hostile places such as dungeons. 

In peaceful places, you may interact with NPCs (Non-Player Characters) by stopping on an adjacent space. You may then 
draw a Quest card as indicated above the NPC to discover what this character has to tell you. 

You may also visit shops to buy rare items, rest at the inn, visit the healer, etc. The quests you receive gradually reveal 
your destiny and set short- and medium-term objectives until your ultimate objective is revealed. Once that final quest is 
complete, the game will tell you if you are victorious. 

You can pause a game of Bôken at any time outside battle. The game has been designed to be easily paused (saved), 
stored, and continued later. This makes it easy to play sessions of any length.  
The game is full of surprises that you will discover throughout your adventure. Once your final quest is complete, you 
can choose to restart the game: either in solo mode if you used two heroes in the previous game, or try to improve your 
final score. 
This score is based on the number of times you are defeated, usually after a battle (Game Over), and your level when you 
face bosses and sub-bosses.

The illustrations of the components shown in this rulebook are based on 3D prototypes. The end product that you receive 
may have some minor differences.

COMPONENTS NOTECOMPONENTS NOTE
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GOLDEN RULEGOLDEN RULEWARNING!WARNING!

In the event of any disagreement between the 
text on a card and the rules in this rulebook, 
the text on the card takes precedence. For 
example, you cannot normally attack during 
the enemy turn. However, if an item card says 
“discard this card when an enemy attacks you 
to...”, you may then do so.

This is a narrative game, which means it is strong-
ly recommended that you do not read the front 
of the cards (Item, Location, Skills, Encounters) 
until the game tells you to. The back and front of 
Quest cards include information which should 
only be revealed at the right time. Keep the Hide 
Quest card on top of the Quest deck.

Here are a few terms that you will  encounter in the game and in this rulebook. You may rec-
ogn ize  many  of  these  terms  f rom the  Eng l i sh  vers ions  of  Japanese  ro lep lay ing  games . 

◊	 NPC: NPCs are non-player characters. As you explore the world of Lanoth, you will meet characters and 
creatures you can interact with.

◊	 HP: Short for “Hit Points”, which are life points.

◊	 MP: Short for “Mana Points”, also known as mana.

◊	 XP: Short for “Experience Points”.

◊	 LVL : Short for “Level”, which is your hero’s level.

◊	 SP: Short for “Stamina Points”, your hero’s endurance.

◊	 G: Short for “Gelos”, the currency of the kingdom of Lanoth.

◊	 DP: Short for “Difficulty Points”.

◊	 D6: A standard die with 6 sides numbered 1 to 6.

◊	 DIRECT DAMAGE: Direct damage is damage which cannot be reduced by any means 
(armor, skill, or other means).

◊	 DISCARD A CARD: Discarding a card means that you must put the card in the discard 
pile (in the card storage box).

◊	 STORE A CARD: When instructed to “store a card”, put it in the card organizer, keeping 
the cards in numerical order.

TERMINOLOGYTERMINOLOGY
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CARD ORGANIZERCARD ORGANIZER

REMOVABLE STORAGEREMOVABLE STORAGE

Hero A save

Hero B save

Revealed Skill cards

Skill cards

Encounter Cards 
(during the game)

Item cards

Item cards

Quest cards

Quest cards

Game Over cards

Item discard pile

Quest discard pile
Party  

cards save

Unrevealed Location Cards 
(during the game):

Turn them sideways when 
putting the game away.

Skill, Item, Quest, and Game Over cards must be placed in the card organizer in their respective compartments 
(feel free to protect them by putting them in the card sleeves provided with the game!). You can then take out or 
put away the card organizer for storage and setup.
This card organizer is larger than needed so the cards can be protected with sleeves and to allow space for future 
expansions.  
 
Quest and Item cards are numbered, so they must not be shuffled. They must be stored in ascending order, be-
ginning with the lowest number which must be at the front. The Skill cards are not numbered, but are in a specific 
order. You may choose to shuffle them or leave them as they are for your first game.

The compartments at the front of this box allow the Encounter and Location cards to be displayed so that they are 
accessible during the game, as shown below. The compartments at the back are for storing game components at 
the end of a session.

 When you put the game away, you store Encounter cards, the 
Encounter card holder, Hide Encounter cards, and the trans-
parent KO’d Enemy card flat in the box’s rear compartment.

 During the game, revealed 
Location cards are placed here 
vertically and turned on their 

sides when you pack the game 
away.

The dice are stored here when 
you put the game away.
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Bôken has been designed to be quick and easy to set up. Simply take the components out of the box and put them 
on the table. For your first game with two heroes, set up the game as shown in Figure AA .

11    Put the hero sheets in front of the player(s) controlling them (one per player or two in solo mode). There 
are two types of hero in the Bôken base game: A and B. Their type is shown next to their portraits on their respec-
tive hero sheets. Hero A is a warrior, while Hero B is a mage. 

22    Take all the Starter item and Starter skill cards. Give all the Starter skill: A cards to Hero A and Starter 
skill: B cards to Hero B. Do the same for the Starter item cards. You may then shuffle the remaining Skill cards 
(although this is not required), then put them back in the card organizer. However, do not shuffle the Item cards. 

33    Each player receives a battle die  and a D6 . 

44    Put the world map on the table (the party token will be put on a specific space on the world map after 
you read the scenario introduction text at the end of this rulebook). 

55    Put the removable card organizer here. 

 

66    Put the removable storage box containing the Encounter and Location cards here in card holder mode.

77
7 7 BB

Put the Encounter card holder here, with the A and B battle tokens, and put the Hide Encounter and 
KO’d Enemy cards to one side. 
 

88    Take the Acolyte card and place it where all players can see it with the Normal Mode side face up. 
 

99    Shuffle the 10 Exploration cards and put the deck face down in reach of all players or on the game board. 
 

Finally, choose a name or names for your hero(es) and write them down in a notebook or on a 
piece of paper.

Bôken can be played solo or as a two-player co-op adventure. In a co-op game, players work together to win. If 
you play solo, you can control two heroes just like in a two-player game. However, if you play solo using a single 
hero (pure solo mode), the setup is slightly different to the setup described in this section. Pure solo mode setup is 
explained at the back of this rulebook.

SETUPSETUP

2 2 BB
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Grey spaces must be kept clear for items or elements that you may 
acquire or put there later. They are used for the following:

Pile any  
Quest cards you acquire 
during your adventure here.

Put individual Ability cards 
you acquire during your ad-
venture here.

Pile any  
remaining Skill cards here.

Pile revealed Location cards 
here, or put them in the back 
right compartment of the 
removable storage box ( 66 ).

Pile any  
party Ability cards you acquire 
during your adventure here.

Pile any  
Item cards in your shared bag 
here.
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HERO SHEETSHERO SHEETS

11

22

33

44

55

66

77

For your first game, put the tokens on your hero sheets as shown in Figure AA  (Hero A and Hero B have different 
HP and MP). When you pause your game, you can put the hero sheet away and the magnets on the tokens make 
sure everything stays in place.

LVL BAR (level): These spaces show your hero’s current level and your current maximum HP and MP. At the begin-
ning of your adventure, the LVL token must be placed on the first space (LV1).

HP BAR (health points): This bar shows your hero’s HP. When the heart token  lands on the same space as the 
poison token , your hero is KO’d. The HP token can never move to a space beyond the poison token. If it reaches 
or would pass the poison token, stack them on top of each other. 
At the beginning of your adventure, the heart token  must be placed on the position corresponding to your he-
ro’s maximum health points at that level. At level 1, this is 18 HP for Hero A and 14 HP for Hero B. The poison token 
must be placed on space 0 on the HP bar. HP can never go below 0.

MP BAR (magic points): This bar shows your hero’s MP. This MP can be spent to use magic (skills) or other tech-
niques. At the beginning of your adventure, the MP token must be placed on the space corresponding to the maxi-
mum MP for your hero’s level. At level 1, this is 5 MP for Hero A and 7 MP for Hero B.

XP BAR (experience points): This bar shows the experience points you gain during the adventure. When this bar 
reaches the “LVL UP” position, your hero goes up to the next level. At the beginning of your adventure, the XP token 
must be placed on the “XP” space (before space 1).

SP BAR:  This bar shows your hero’s stamina (fatigue). When the stamina token lands on space 0 “HP-4”, your hero 
immediately takes 4 direct (unblockable) damage. At the beginning of your adventure, the SP token must be placed 
on space 5.

G BARS (money): The G bars show your Gelos (in-game money). The bar on the left shows single digits, and the one 
on the right shows tens. For example, if you had 24 G you would put the left token on the 4 and the right token on 
the 20. At the beginning of your adventure, the two tokens must both be on space 0. 
A hero can have a maximum of 99 G.

BASIC ITEM COSTS: The cost of an item is shown by a number and the letter “G” in a yellow circle above it.

88 HERO A AND HERO B: The A or B on the shield icon shows if the hero 
is type A or type B (Warrior or Mage).
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11

22

33

44

55

66

77
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99 BASIC ITEM TOKENS: These tokens represent the basic items you can 
carry. At the beginning of the game, put all these tokens on the top space 
with a matching icon. When these tokens are on the top space, this means 
that you do not have that item yet. When you acquire a basic item, move 
the token one space downwards. Likewise, when you use an item, move 
the item token one space upwards. You can have up totwo of each item at 
a time.

In the example opposite (Figure BB  ), this hero has 1 “Health potion”  

and 2 “Flashrooms” . They have no other basic items.

AA

BB

During the adventure, your heroes gain levels (LVL) and their HP and other stats also change depending on damage 
taken and other factors. 
Each stat (LVL, HP, MP, XP, etc.) has its own status bar with a magnetic token. The token’s position on the bar shows 
the stat’s current value. 
When one of the stats changes, simply move the token to show the new value. 
For example: If Hero A has 18 HP and takes 3 damage, you would move the HP token to the left until it shows 15 HP.

USING A HERO SHEET USING A HERO SHEET 
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Your hero’s level determines their maximum HP (health points) and MP (magic points).
For example, at level 1, Hero A has a maximum of 18 HP and 5 MP.
Heroes can never exceed the maximum HP and MP for their level.
If Hero A’s health falls to 15 HP after damage and they are then healed for 10 HP, they will only heal up to their 
maximum of 18 HP.

At the beginning of the game, the poison token  is placed on space 0 on the HP bars to show the minimum 
health points a hero can have. If the hero’s HP token lands on the same space as the poison token, the hero is now 
KO’d.
When a hero is poisoned, move the poison token and increase its value by the number of stacks of poison  re-
ceived.
For example, if the poison token is on space 0 and the hero takes 2 stacks of poison , move the poison token to 
the 2 HP space. The hero will be KO’d if their HP falls to 2 or less.

SP (Stamina Points) are your hero’s endurance. When you suffer fatigue , your SP reduces.
If your SP reaches 0, you immediately take 4 direct damage (-4 HP). In addition, if a hero’s SP is already at 0, each 
new point of fatigue deals 4 additional direct damage.

Example: Hero A has 2 SP remaining and takes 3 fatigue . They spend 2 SP, which leaves them at 0 SP, mean-
ing they take 4 direct damage. There is still 1 point of fatigue to apply; as the hero’s SP is already at 0, they take 
another 4 direct damage for a total of 8 damage.
Another example: Hero B is already at 0 SP and takes 3 points of fatigue, they therefore take 4 x 3 = 12 direct dam-
age.

There is a small yellow square with a number above each space on the LVL bar.
These numbers are level bonuses. Their main purpose is to provide bonuses to your attacks in battle. You can add 
this bonus to certain attacks, which is explained in more detail in the battle section of this rulebook (p.29).
However, while this bonus is sometimes equal to your level, it may also be different. For example, at LVL1 you 
have a level bonus of 1, at LVL2 a bonus of 2, but at LVL3, the bonus is still 2, as shown on the hero sheets.

You receive the Acolyte card at the beginning of the game. This card has two sides, 
and which is used depends on the game mode. It is recommended that you begin 
with the Normal Mode side face up. If you would prefer to play on Easy or Hard 
mode, please check the variants chapter on page 42 of this rulebook.

In battle the Acolyte can perform the effect shown on their card during the hero turn (see 
p. 31).

MAX HP AND MPMAX HP AND MP

POISON TOKENPOISON TOKEN

LEVEL BONUS LEVEL BONUS 

SPSP

ACOLYTE CARDACOLYTE CARD
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MOVEMENTMOVEMENT

In this example, Hero B has been selected 
to represent the party. Hero B is therefore 
at the front of the party and is the most 
exposed to enemy attacks.

You move your party token by drawing Exploration cards. 
 
There is also a variant where you can move using dice instead of cards. This variant is explained on page 42 of this 
rulebook. 
 
Exploration cards show the possible movement options, depending whether you are on: 
 
• a hostile map (world map or dungeon), 
 
• a peaceful mini-map (towns, villages, etc.). 
 
They also show the number of movement points available if using a mount (horse or other mount). 
They also help determine which enemies are generated during battle and which party will have 
the initiative (whether heroes or enemies attack first).

To move, reveal the top card from the Exploration deck (composed of 10 cards) and put it face up next to it (on 
top of any other revealed cards). 

When the draw pile is empty and you need to draw a new card, all heroes lose 1 SP.
Then, turn over all revealed Exploration cards (without shuffling) and draw a new card. 

The heroes may choose to shuffle the Exploration deck at any time during the game, even if it is not empty. All he-
roes must spend 1 SP to do this. Whenever you rest in a village, you must reshuffle this deck, as explained later in 
this rulebook.

You may meet other allies during your Bôken adventure. However, the Acolyte is not considered to be an ally, and is 
therefore not affected by rules applying to allies.

The Acolyte also has no health points (HP) and therefore cannot be injured by enemies.

As you explore the world of Lanoth, you use a “party token”  to move across 
the various maps (world map and mini-maps). Both the solo campaign and two-player 
campaign use a single token for movement. This token represents your whole party, 
which always moves as a group. The token used for movement represents the hero at 
the front of the party. This will be covered in more detail later, but the hero at the front 
of the party is much more likely to be targeted during battle. 
Outside of battle, you may change the party token at any time.

PARTY TOKENSPARTY TOKENS

EXPLORATION CARDS EXPLORATION CARDS 
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11  MOVEMENT  

The icon on the left of the card shows your movement:

The red number is for movement on the world map and in dungeons (hos-
tile areas).

The black number is for movement on peaceful mini-maps.

Some cards have a “B” underneath these numbers. This means that in a 
hostile area, you must reveal a specific Encounter card at the end of your 
movement (explained in a later section).
If you reveal a card with a  icon instead of movement values, all heroes 
immediately lose 1 SP.
Then, draw another card to move. 
 

22  USING A MOUNT 

If you have a Mount card, use the numbers on the right of the Exploration 
card instead of the ones on the left.

These numbers are all in red, because you cannot use a mount on a peaceful mini-map.

You also cannot use a mount in dungeons.

If you draw a card with a  icon in the Mount section, check your Mount card.

If it states that the  icon has no effect, simply draw another card. 

33  TRIGGERING BATTLE

Dice icons show which enemies to spawn.
When you draw an Encounter card (battle at the end of your movement), you must also draw a new Explora-
tion card to determine which enemies spawn.
As a result, you will not know which enemies you will face until you end your movement. 

“Initiative” on an Exploration card shows which party goes first in the battle: enemies or heroes.

Options are shown for the various game modes (easy, normal, hard).
Normal mode is the default mode. 
 

44  TIPS 

This text provides useful information and reminders of various rules.

EXPLORATION CARDS EXPLAINEDEXPLORATION CARDS EXPLAINED

11

33

44

22
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Valid movement Invalid  
movement

After drawing an Exploration card, you will receive movement points.
You may then spend these to move your party token. You do not have to spend all of this movement, but any 
unused points will be lost. For example, if you received 4 Movement, you may then choose to move only 1, 2, or 3 
spaces. You may then move onto any space adjacent to the one you are already on, but you can never move diago-
nally.
In addition, some spaces may be obstacles, which prevents you from moving onto them.

MOVING THE PARTY TOKENMOVING THE PARTY TOKEN

1122

33

11

22

WORLD MAPWORLD MAP

The world map, or game board, represents the kingdom of Lanoth. You can access 
various places from this main map, including villages and dungeons which may 
have their own mini-maps.
There are four types of spaces on the world map: 

•  Terrain spaces
•  Location spaces
•  Objective spaces 
•  Obstacle spaces 

There are 5 types of terrain in Bôken:

When you stop on a terrain space at the end of your movement, you must draw an Encounter 
card which matches the type of terrain your party token is on. For example, if you stop on a 
Forest space, you must draw a Forest Encounter card. This triggers a battle.
If you received an Exploration card with a B on it during your movement, you must reveal an 
Encounter card which matches the terrain and is marked with a B. If this is the first time you 
have revealed an Encounter for this terrain type, you must reveal a normal Encounter card (without a B), even if 
you drew a card with a B.
Example: You reveal an Exploration card with 

33
88

B  ( 33/88 B). As you are currently on the world map, you use the red 
number which gives you 3 Movement. You end your movement on a Plains space and must therefore reveal the 
“Plains B” Encounter card. If this is the first time you revealed a Plains card in this adventure, you must reveal a 
normal Plains Encounter card (without a B). When you end your movement on a Plains space in future, you must 
reveal a “Plains B” Encounter card if you draw a “B” Exploration card.

Plains Forest Hill Desert Haunted  
forest

TERRAIN SPACESTERRAIN SPACES

Encounter cards
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Location spaces represent places such as villages, towers, castles, caves, etc.
Each Location space is associated with a Location card. To check if a space is a Location, look at the icons on the 
backs of your Location cards. The space is a Location if it has a matching icon.
Location spaces are “safe” spaces where you do not need to draw Encounter cards when you stop there. Instead, 
you may search for the associated mini-map (with a matching icon) and reveal it, or continue your travels by 
drawing another Exploration card.  
By revealing a mini-map you automatically enter the corresponding Location. This is explained in more detail in the 
mini-map section (see p.17 & p.20).

Encounter difficulty varies depending on the type of terrain you land on. This makes some areas harder to reach 
than others. You can travel almost anywhere at the beginning of the game, but it can be risky. You will need to learn 
from your mistakes. B Encounter cards also often spawn more powerful monsters.

When all heroes have reached level 4 or above, you may ignore Encounters on Plains  spaces.

LOCATION SPACESLOCATION SPACES

EXCEPTION: PLAINS SPACESEXCEPTION: PLAINS SPACES

Examples of Location spaces

Some spaces on the world map are marked with a padlock  followed by a letter. These spaces are  
“quest objectives”. In Bôken, you will receive quests which will require you to visit specific places, often with a 
specific padlock reference. To complete these quests, you will need to travel to the space with the corresponding 
padlock icon.
For example, if a quest requires you to visit padlock A, you need to stop on the space with this padlock to fulfil 
the quest condition.
When you arrive on a quest objective for a current quest, you do not draw an Encounter card at the end of your 
movement (and therefore do not trigger a battle). Instead, you may trigger the event linked to this quest.
For example, if a quest card says: “To turn this card over, travel to A“, when you land on the “Quest A” objective, 
you may turn over the Quest card instead of drawing an Encounter card (see Quest cards, p.21).
If you do not have a quest which requires you to visit a “quest objective”, you must treat this space as a normal 
space and reveal the corresponding terrain card if you end your movement there.

Obstacle spaces block your movement: you cannot cross them or stop on them.

On the world map, mountains  are the only spaces treated as obstacles.

While there are many “objective” padlocks on the world map, there are may be others hidden on Loca-
tion cards or elsewhere.

QUEST OBJECTIVESQUEST OBJECTIVES

OBSTACLE SPACESOBSTACLE SPACES
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Each Location space on the world map has an associated Location card. These cards 
allow you to explore these places more extensively.
There are 3 types of Location card: 
 
•   Peaceful mini-maps
•   Hostile or dungeon mini-maps
•   Narrative Location cards

Hostile and peaceful mini-maps are maps you can move around on in the same way as 
the world map. When you move onto a peaceful mini-map, you use the black number 
on the Exploration card for movement, while the red number is used for movement on 
the world map and hostile mini-maps (dungeons).
You do not draw an Encounter card at the end of your movement (and therefore do not trigger a battle), which 
allows you to immediately draw another Exploration card to continue moving. You must draw a card because this 
affects your fatigue. Heroes become fatigued as you empty your Exploration deck, both due to  or when you are 
required to turn over a card. These cards represent the passage of time, even when you are on a peaceful mini-
map.

MOVING ON MINI-MAPSMOVING ON MINI-MAPS

The back of a Location card

PEACEFUL MINI-MAPSPEACEFUL MINI-MAPS

REVEALING A MINI-MAP (ENTERING/EXITING)REVEALING A MINI-MAP (ENTERING/EXITING)

To find the Location card which matches the Location space you occupy on 
the world map, check the icons on the backs of the Location cards. For ex-
ample, if you stop on the  space on the world map, you may then reveal 
the Location card with this icon: . If this map is a mini-
map, you may enter it and continue exploring that Location.
To do this, put the Location card on the world map and attach it using the 
small magnetic pins (see Figure AA  ). Then put your party token on the 

Location’s entrance space, indicated by the double arrow icon .
To leave, move onto any accessible empty space at the edge of the mini-
map (see Figure BB  ). When you are on a space at the edge of the mini-
map, you may then put your party token on the corresponding Location 
space on the world map. All remaining movement is then lost (you cannot 
use any remaining movement to move on the world map).  
 

IMPORTANT: When you leave a mini-map, move its card to make a new 
pile of revealed Location cards (see Figure 1414 , p.9). This is important, 
because you can then teleport there using the “Teleport potion”  basic 
item which allows you to teleport to a previously-explored Location!

AA

BB

BB

BB BB

BB

BB

ENTRANCE
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OBSTACLES ON MINI-MAPSOBSTACLES ON MINI-MAPS

SMALL MAGNETIC “PINS”SMALL MAGNETIC “PINS”

INTERACTING WITH NPCSINTERACTING WITH NPCS

Like the world map, some mini-map spaces have obstacles, meaning that you cannot stop on or travel through 
them. You cannot enter a space occupied by an NPC. The same rule applies to any scenery occupying a space, such 
as trees, posts, and statues. 
Some mini-maps may also have chests or pots you can interact with. These elements are also obstacles.
You can only move onto empty spaces, and small decorative elements such as flowers and grass are not obstacles.

The small magnets below are used to attach mini-maps to the world map. They are also used as markers. You can 
use these magnets when specific effects (skills, items, etc.) require you to place a marker. 
During the game, you can store these magnets by attaching them to one of the edges of the world map as shown 
below.

To interact with an NPC, you must stop on an adjacent space, but not diagonally. Next to the NPC is a black speech 
bubble with an icon. Generally, you will find this icon  followed by a number, representing a quest reference. This 
means you may now take that Quest card. The card will show you the dialog with the NPC.
Warning! Most mini-maps also have NPCs with red speech bubbles. These red speech bubbles show a specific LVL 
(level). This means that you can only interact with these NPCs when all heroes are at or above the required level.

Incorrect (diagonal) 
placement to interact with 

an NPC

Correct (adjacent) 
placement to interact 

with an NPC

All heroes must be at level 
5 or above to interact with 

this NPC

Some NPCs may have a padlock icon followed by a letter , like on the world map. This means that when you 
interact with this NPC, you are on a quest objective.
For example, if a quest requires you to go to padlock H to turn over the associated Quest card, and this pad-
lock is above an NPC, you must be on a space adjacent to this NPC to complete the quest.
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INFO PANELSINFO PANELS

The “INN” panel shows this building is an inn. When a hero interacts with this panel, you must 
shuffle the Exploration deck. All heroes may then spend the amount of G (Gelos) required to heal 
any poison and up to their maximum HP and SP. Remember, the price shown is the cost per 
hero.

The panel with the “+” allows you to talk to a healer who will fully restore all MP and any ex-
hausted skills (see the “Boost” section on p.25). The price shown is also the cost per hero in need 
of healing. When a hero interacts with this panel, you must shuffle the Exploration deck.

On most mini-maps, “INN” and “+” are together, meaning you can perform all these actions at 
the same place. If you perform several actions, you only shuffle the Exploration deck once.

You will also find the “Shop” on many mini-maps. This allows you to buy or sell Item cards.
When you interact with this panel, you may reveal the Item cards shown in the panel (Item cards 
are the small numbered cards with the feather  icon). When these cards are revealed, their 
purchase and sale price is shown on the bottom right. To buy an item, pay the cost in black text 

(the purchase price)  on the card and put it near your hero sheet (with your equipment or in the shared bag, 
see “Items Cards” on p.22). 
Once you have completed your purchases, put the remaining cards (the ones you did not buy) back in their place 
in the card organizer. You can always come back and buy them later. 

To sell an item, check the resale value (in white text) on any Item card you have. Discard the card and put it in the 
“discard” section of the card organizer and take the amount of G shown in exchange.
Remember, any sold cards are put into the discard pile and do not return to the Item card deck. 
 

In addition, ALL SHOPS allow you to buy any card in the “DISCARD” section of the Card organizer, AS LONG AS 
its purchase price is in a blue circle . Various items that you can buy or find in the world of Lanoth are available 
at shops after they have been discarded. 

 INTERACTING WITH BUILDINGS AND OTHER OBJECTS INTERACTING WITH BUILDINGS AND OTHER OBJECTS

To interact with this building, put your 
party token on this space.

On mini-maps, you will often encounter buildings and other items with various panels above 
them, as shown here:

This means you can interact with these objects.
To interact with a building with a panel, you must put your party token on the arrow icon  
at the building entrance (do not put the party token on the building).

To interact with objects (pots, chests , etc.), you must also be on an adjacent space 
with the  icon. 
 

Placement is especially important when exploring a dungeon, because you may have to use more movement if you stop direct-
ly on the object instead of an adjacent space, making the game harder.
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REVEALING A DUNGEONREVEALING A DUNGEON

MOVEMENT AND ENCOUNTERS IN DUNGEONSMOVEMENT AND ENCOUNTERS IN DUNGEONS

INTERACTING IN DUNGEONSINTERACTING IN DUNGEONS

Dungeons are hostile mini-maps. Peaceful mini-maps are identified by a star symbol followed 

by a number  at the top of the card next to the title  and on the exit/

entrance space (Figure AA ). In addition, the panel with the dungeon name is red, unlike on 

peaceful mini-maps where the title is blue.

 

When you reveal a dungeon card, you must put your party token on the entrance/exit space, indicated by an or-

ange double arrow icon  (the ones on peaceful mini-maps are white). Entering a dungeon does not immediately 

trigger a battle. 

 

As with peaceful mini-maps, put dungeon mini-maps into the pile of revealed Location cards when you leave. 

The paths in dungeons are bounded by walls. These walls are impassable, you cannot move through or onto them. 
All the rules for obstacles on peaceful mini-maps also apply to dungeons.
Unlike peaceful mini-maps, dungeons use the red movement value (like the world map).
At the end of each movement in a dungeon, you must reveal the Encounter card for that dungeon, triggering a 
battle (unless you are interacting with an object). The corresponding Encounter card will have a star icon followed 
by the a number matching the one on the entrance space or next to the dungeon name.
Note that there are no B Encounter cards in dungeons. If you draw a B, you must reveal the normal Encounter 
card.

When you interact with an object in a dungeon, you do not draw an Encounter card (no battle). 
Dungeons often contain chests, pots, quest panels  and quest padlock icons . Interacting with any of these 
works in the same way as on any other mini-map: they are treated as obstacles and you must move onto an adja-
cent space with the  icon to interact with them.

HOSTILE MINI-MAPS (DUNGEONS)HOSTILE MINI-MAPS (DUNGEONS)

Entering and exiting a 
dungeon

AA

You will also see this panel has a money bag icon . This represents the basic items listed on your hero sheet. You 
can buy as many basic items as you wish from shops, in addition to Item cards. The price of these items is shown 
on your hero sheets. However, each hero may only carry two of each basic item, and they cannot be sold.

Like the speech bubbles above NPCs, you can find this type of panel above certain buildings and items such 
as pots or chests. If this panel contains a quest icon  followed by a number, this means you can take the 
Quest card with the matching number. If it contains a feather icon , you can take the corresponding Item 
card.
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Some Location cards are not accessible at the start of the game and certain conditions 
must be fulfilled before you can enter them. For these Locations, you will reveal a “nar-
rative” Location card.
These cards may be split into two or more sections ( AA , BB ). The first section AA  
must only be read the first time it is revealed.
The subsequent sections BB  contain actions you can take, and you can do these as 
many times as you wish.
You may also find quest objective padlocks  in these sections, which means that 
you may treat it as if you are occupying a space containing a quest objective padlock.
One of these sections usually also contains a condition which allows you to explore 
the Location in more depth by revealing a “Location X “B”” card. A Location B card is a 
Location card linked to another Location card, often in the form of a mini-map.
Example: You reveal a narrative Location card and one of the sections reads: “If you have Item X, you may reveal 
the Location Y B card.” You may then explore this location by revealing the new Location Y card, as long as you 
have the “key”, in this case Item X. 
As with other mini-maps, put the narrative Location cards into the pile of revealed Location cards when you 
leave these Locations. 

QUEST CARDSQUEST CARDS

AA

BB

NARRATIVE LOCATION CARDSNARRATIVE LOCATION CARDS

QUESTSQUESTS

In Bôken, quests are represented by Quest cards. These cards 
have a  icon followed by a number. You generally receive 
these from NPCs on mini-maps.
When you receive a Quest card (usually from a quest panel), 
take the card with the corresponding number from the card 
organizer without turning it over (keep it so only the blue side 
is visible).
Then put this card next to your hero sheet, or between both 
hero sheets if using two heroes. You must keep this card until 
it is resolved and the card tells you to discard it or put it away.
There is no limit to the number of Quest cards you may have.
The back of a Quest card has the quest introduction and a 
mission with specific requirements to fulfil. Generally, the card 
will tell you to turn over the card to reveal the front parchment illustration (Figure CC  ) when a specific condition 
has been fulfilled.
The front will then show the quest’s resolution or any continuation.
Example: On a Quest card, an NPC explains that he is searching for treasure. The card may then give you a condition 
such as: “To turn over this card, visit  .” Once you have found  and travelled to it, you may then turn over the 
Quest card. The front of the card may say: “Congratulations! You’ve found the treasure! Take Item 7 and discard 

this Quest card.” Or it may say: “You find a secret passage: take Quest 2 and discard this card.” The second exam-
ple is a multi-stage quest, where it tells you to draw a new Quest card.

Back of a Quest card Front of a Quest card

CC
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QUEST CARDS (RUMORS)QUEST CARDS (RUMORS)

OTHER TYPES OF QUEST CARDOTHER TYPES OF QUEST CARD

ITEM CARDSITEM CARDS

ITEM CARDS EXPLAINED ITEM CARDS EXPLAINED 

Some Quest cards will give you “rumors” instead of tasks to complete. For example, they may give you hints, tips, or 
narrative. After reading the front of the card, it will normally tell you to turn it over (without any preconditions) to 
read any remaining text. Often, it will then tell you to store it in the card organizer after reading it, instead of discard-
ing it. You can return to talk to the NPC again later if you have forgotten anything.
You can also take notes in a notebook during the adventure, which is highly recommended.
When you store a Quest card (or Item card), simply return it to the correct place in the card organizer according to 
the number on the card.

The front of some Quest cards may also include sub-bosses or acquirable abilities. These will be covered in more 
detail later in this rulebook.

Items are objects you can acquire during the game. There are two types of items: basic items  and Item cards.
Basic items are items written on your hero sheet with dedicated tokens, while Item cards are numbered cards which 
are stored in the card organizer. They are smaller than the other cards and have the  icon on the back.

There are three main types of Item card: weapons, armor, and other, which can include consumables, talismans, 
etc.
Regardless of the item type, a hero can only carry 5 equipped Item cards at once. To equip an item, put the card on 
top of the relevant hero sheet, as you did with the starter Item cards during setup. Equipped cards are cards which 
you can quickly access during a battle, and it is therefore important to have at least one weapon and one piece of 
armor equipped at all times.
All other Item cards which are not equipped go into the shared bag. The shared bag is either next to the hero sheet 
or between the two hero sheets if using two heroes. To show a card is not equipped, turn it 90° horizontally to dif-
ferentiate it from equipped items (Figure 1212 , p.9).

Top of an Item card Item illustration

Item name

The hero who can equip/
use this item (either Hero 
A or Hero B). If no hero is 
specified, either hero can 
equip it.Item number (also 

shown on the back)

Item type (Weapon, 
Armor, Item)

ITEMSITEMS

AA

AA

BB
BB

CC

CC

DD

DD

EE
EE
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WEAPONS AND ARMORWEAPONS AND ARMOR

Normal hit Critical hit Super critical hit 

Weapons and armor are used to attack and defend in battles.
In battle, select the “Attack” action to use your weapon to attack (explained on p.31).

Roll your battle die  to determine if you perform a normal hit, a critical hit, or a super critical hit. Then check 
the card for the weapon you used to see your attack damage.
Below are the symbols on the battle die and weapon card.

For example, if you attack using the “Bastard Sword” (Figure AA  ) and you roll a normal hit 
on your attack die, you will have an attack of 4 against your enemy. If you roll a critical hit, 
you attack for 5 + X.
The X value in the yellow square corresponds with the level bonus shown at the top of 
your hero sheet.   
Remember, this bonus is not always the same as your level. For example, if you are LVL 3, 
a critical hit with the “Bastard Sword” will give you an attack of 5 + 2 (level bonus), for a 
total attack of 7. As you can see, a normal hit with the “Bastard Sword” does not allow you 
to add a level bonus. A normal hit will always be an attack of 4, regardless of your level.

Some weapons also allow you to perform magic attacks. There are four types of attack in 
Bôken: physical attacks (non-magical), fire attacks , water attacks , and electric attacks 

 (see battle section on p.33 for more detail).   When a weapon has one of these magical 
elements, an icon is shown next to its attack value (Figure BB , critical hit and super critical 
hit section).
If the icon is followed by the same icon crossed out, this means that you may choose to 
perform this attack as a physical attack only (without magic).
For example, if you perform a critical hit with the “Mage Staff”, you can choose between a 
fire attack 2+X or a physical attack (without fire) 2+X.

Armor allows you to reduce the damage you take from enemies. For example, if an enemy 
has an attack of 5 and you are wearing a “Mage Robe” (Figure CC  ), you can reduce the 
damage you take by the armor value shown in the top row of shield icons on the armor 
card.
The bottom set of icons is used when you choose the “Defend” action. When you select 
this action, you must use the bottom row of shield icons on your armor card, which offers 
better defense than the top row. This will be explained in more detail in the battle section 
of this rulebook.
Each set of shield icons has four defense values, shown in different colors. These are the 
types of defense your armor grants against each type of attack.
There are four defense types, each corresponding to one of the four attack types: physical 
defense  against physical attacks, fire defense  against fire attacks , water defense 

 against water attacks , and electric defense  against electric attacks . You must reduce the damage from 
an attack using the defense that matches the type of attack targeting you.
For example, if an enemy attacks you for 3 fire damage, and your fire defense  from the Mage Robe is 1, you 
then take 3 - 1 = 2 damage (2 wounds or -2 HP).  
If an enemy targets you with an attack with multiple elements, you must choose the weakest defense from the 
relevant elements. For example, if the enemy has an attack of 7 and you have the Mage Robe (Figure CC  ) 
equipped, you must use your blue defense  which is 0. If the blue shield had the same defense value as the red 
shield, you could choose between the two (which can be helpful against some effects).

AA

CC

BB
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OTHER ITEMSOTHER ITEMS

SKILL CARDSSKILL CARDS

ENCHANTING WEAPONS AND ARMORENCHANTING WEAPONS AND ARMOR

Most weapons and armor can be enchanted to make them more powerful. However, the heroes’ starter weapons 
and armor (the ones you had at the beginning of the adventure) cannot be enchanted. The Enchant ability is an 
ability you can discover as you explore the world of Lanoth. You do not begin the game with this ability, you will 
need to acquire if before you can use it on your items.
When a weapon or piece of armor is “enchantable”, a box at the bottom of the card will 
show a green stone icon  and “Enchant”, followed by an Item card number (figure AA  
). This means that you can use this stone to enchant this item, but only if you have the en-
chant ability. The rules for enchanting weapons are explained on the Ability card when you 
acquire it.

Unlike weapons and armor, which are generally only usable by a specific hero (shown at the top 
right of the card), other items can be used by either hero. Some are persistent items which grant 
various bonuses, while others are “consumable” and are lost (stored or discarded) after use.
These items are very easy to use, simply read the text on the card for details (Figure BB  ).
However, always remember to check whether you need to discard or store the card after  
using it! Some cards must be discarded, which means they must be put in the “discard” section 
of the card organizer, and can often be bought again at shops. Cards which must be “stored” must be put back in the 
item section of the card organizer in the correct order.  
By default, when you use an item (for example, an item that heals 10 HP), the target of the effect is counted as the 
character which used the item, unless the card states that the effect applies to “a target hero”. In this case, you can 
choose which hero will receive this effect.

Skills are usually used in battle, though they can also be useful in other situations. 
With few exceptions, you must always spend MP to use a skill.
The skills that a hero has at the beginning of the adventure are “starter skills”. As they level up, heroes gain more 
powerful skills to choose from.
The skills you acquire later are different from starter skills because they have two options. Each Skill card has two 
sides. When the blue side is facing up, the card shows the skill exclusive to hero A, and the other side (purple) 
shows the skill exclusive to hero B, which has a different power. When a hero chooses a skill, they may only use 
the power exclusive to that hero. This also means that the other hero can no longer acquire their skill from this 
card.

AA

BB

SKILLSSKILLS

Hero B starter skill

Hero B advanced skill

Hero A advanced skill
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BOOSTBOOST

AA BB CC

DD

EE

Skill icon

Boost (explained  
below)

Skill effect triggered after 
paying the mana cost.

Skill name

MP cost to use this skill

AA

BB

CC

DD

EE

Skills have boost effects which are shown in a box under the card’s main effect (Figure EE  ). Boosts grant the effect 
described and cost no MP. 
Boosts do not use a battle action (see “Hero Turn” on p.31). 
You can use as many boosts as you like at the same time, and you can even use a boost on the same card as a skill 
just activated for its main effect. 
When you use a boost, you must turn the card face down. This card is now exhausted, and you cannot use it again 
until you are able to refresh any exhausted skills.

Remember, when visiting a healer, (when you see this panel ), you can refresh any exhausted skills (turn 
them face up), by paying the cost shown in the panel. (see p.17) 
 
Example: You are in battle and decide to use the “Mighty Blow” skill to attack your opponent. You spend 3 MP and 
perform a 5+X attack. You are LVL 1, and your level bonus is +1. Your total attack against your opponent is 5+1=6. 
You choose to boost this attack. You have several Skill cards with an “Attack +1” boost. You turn over your “Chain” 
Skill card, which has an “Attack +1” boost, and you also turn over your “Mighty Blow” card (which you already 
used for its main effect) which also has an “Attack +1” boost to make your attack even more powerful. Your total 
attack is now 5+1+1+1=8!
However, because you turned over these cards you are no longer able to use these skills until you have rested at 
the inn or refreshed your exhausted skills some other way. 
A boost can also be used to strengthen a normal attack with your weapon, not just for a skill.

RETRY RETRY 

Some skills have the “Retry” icon  next to their MP cost. The means that you can replay 
this skill as many times as you like, paying its MP cost each time. Most skills have a specific 
effect, but some require you to roll a D6 for a random result. The “Retry” icon allows you to 
retry to attempt a better result.
When you “Retry” a skill the effects do not stack. You are retrying the skill to attempt a 

different result.
Example: You use a skill with the  icon, which costs 3 MP. You spend 3 MP and this skill requires you to roll a D6. 
If you roll 1 to 3, you have an attack of 3, and if you roll 4 to 6 you have an attack of 10. You roll and get a 3, but 
you are not happy with this result. You decide to spend another 3 MP to reroll the die, but you roll another 3. You 
try again, spending another 3 MP, and this time you roll a 5 which grants you 10 attack. You attack your opponent 
for a total of 10.
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GAINING NEW SKILLS GAINING NEW SKILLS 

REACTION ACTION REACTION ACTION ! ! 

MAXIMUM NUMBER OF SKILLSMAXIMUM NUMBER OF SKILLS

As soon as a hero levels up (LVL UP), they gain a new skill. They may then draw 2 random Skill cards from the card 
organizer and choose one to keep. This process will be explained in the LVL UP section (p.27). Remember, each skill 
has a specific effect for Hero A and a different one for Hero B. When a hero chooses a skill, the other hero’s effect 
on that card is no longer available. Choose your skills wisely.

Some skills and items have an exclamation mark icon ! ! . This means you can use that skill or item at a specific time 
shown on the card (often during the enemy turn). These are usually skills which give you a defense bonus or allow 
you to counter-attack.
Whenever you see this symbol, it means that action does not use your battle action for the turn (see “Hero Turn” 
on p.31).

A hero can only have 4 Skill cards equipped at once. Equipped skills are skills which you have selected for bat-
tle. Once a battle has begun, you will only have access to your 4 equipped Skill cards, even if you have more. Any 
remaining Skill cards must be put underneath the equipped Skill cards to form the “Skill card pool”, placed horizon-
tally (see Figure 1515 , p.9).
You can change your equipped skills at any time outside battle and at the start of a battle. 

As you play, your heroes will also gain new abilities. Abilities are often quest rewards and are always found on the 
front of a Quest card. When you receive one of these cards, you can keep it until the end of the game.
There are two types of ability: individual abilities and party abilities. Individual abilities must be placed in a pile 
next to your equipped Skill cards (see Figure 1313 , page 9), while party abilities must be placed in a pile between 
the two heroes. Party abilities can be used by either hero. 

The card’s effects are written on the card. Most abilities can be played in addition to your battle action (when it is 
a battle ability), which essentially gives you extra actions (see p.31 for more detail).

ABILITIESABILITIES
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ALLIESALLIES

LVL UPLVL UP

Some Quest cards have an “Ally card” on the front. As you explore the world of Lanoth, you may encounter allies 
who will accompany you for the rest of your adventure.
Allies support you with an additional battle action. This means that each hero may perform one action per battle 
turn (see “Hero Turn” on p.31). If you are using two heroes, you have two actions per battle turn, plus an action for 
your Acolyte and one for your ally.
Unlike heroes, who can choose from different types of action during battle, allies have only one type of action. To 

play your ally, roll a battle die  and check their card to see which action they take.
For example, if you roll a critical hit and you have the ally in Figure AA , they deal 1 direct damage (which cannot be 
reduced) to the target enemy.

When you gain a new ally, put their card between the two hero sheets (in a two-player game) so that it can easily 
be seen. You can have an unlimited number of allies. However, you may only have one ally (in addition to your 
Acolyte) active in battle, and you can choose which one at the start of the battle. If you have multiple allies, pile 
them with the active ally on top. 

You receive experience points (XP) from beating enemies and completing quests. When one 
of your heroes’ XP reaches the “LVL UP” space on their hero sheet, that hero goes up a level. 
Levelling up makes your heroes more powerful and able to take on more powerful enemies.
Underneath the “LVL UP” on your hero’s XP bar is another box ( DD ) which reminds you 
what you need to do when you level up. This box is just a guide, you do not need to put 
your XP token there.

ALLY CARDSALLY CARDS

ALLY CARD LIMITSALLY CARD LIMITS

LVL UP (INTRODUCTION)LVL UP (INTRODUCTION)

Ally name

Ally portrait

Ally effects by die roll

AAAA

BB

BB

CC

CC

DD

Unlike heroes, you can choose which enemy to target with an ally’s attack, after rolling the battle die.
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When you gain XP pass the LVL UP space, you 
must continue to assign any remaining XP by 
returning to the 1 XP space. 
Example: The LVL UP space is space 10 on the XP 
bar. If you have 8 XP and gain 3 XP, this will move your token to space 1 on the bar. If you gain 4, this will move your 
token to space 2, etc. Don’t forget to do the level up (LVL UP) process each time you level up.

• LEVELLING UP: To level up, move your level token one space to the right (figure 
BB  ). Like the HP and MP bars, the LVL bar (figure BB  ) shows the maximum HP and 

MP you can have at this level when all your stats are full. The yellow squares at the 
top also show the level bonus you get when you attack (attack +x). Remember, these 
bonuses are not always the same as your level! 

• HEAL: When you level up, recover your hero back to their full HP, MP, and SP, remove any Poison (remember to 
take the new maximum limits into account), and refresh any exhausted Skill cards by turning them face up. 

• SKILL: Then draw two random Skill cards from the card organizer. You can 
choose to keep one Skill card from the two you drew, which you then add to your 
existing Skill cards, turning it so the side corresponding to your hero is at the top 
(blue for hero A and purple for hero B). Remember, when a hero chooses a Skill 
card, the other Skill on the card will no longer be available for the other hero.
After choosing your Skill card, put the other card into the back compartment of 
the Skill card section of the card organizer CC . The next time a hero levels up, 
they may also choose from any previously unchosen Skill cards stored in this 
compartment in addition to the two random Skill cards they draw.
For example, if both heroes are Level 2, there will be two unchosen Skill cards in 
this compartment. When the next hero levels up, they can choose from the two 
random Skill cards they draw and from the two other cards that were not chosen 
previously, for a total of four Skill cards to choose from.

As shown by the gold arrow (Figure AA  ), every time the XP token stops on or passes the “LVL UP” 
space, you gain a level, heal, and gain a new skill.

LEVELLING UPLEVELLING UP

LVL UP AND XP BARLVL UP AND XP BAR

CC

AA

Unchosen Skill cards 
compartment

BB
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FREE ACTIONSFREE ACTIONS

Free actions can be taken at any time outside of battle. These include:

• Freely exchanging basic items or Item cards between heroes and with the shared bag.
• Exchanging Gelos (G).
• Using basic items or Item cards (to heal yourself, for example).
• Changing the lead hero (the hero token used as the party token).
• Using a skill (a healing skill, for example) even if the skill is not equipped. Remember, you cannot use a skill if it 
is exhausted (face down). An equipped skill is a skill available for battle (four maximum), while skills in your pool 
are ones which you have over this limit.

Battle is a core element of Bôken and a key part of your adventure. You will need to 
use strategy and teamwork to overcome your enemies.
Battles are normally triggered when an Encounter card is revealed. Remember, you 
must reveal an Encounter card every time you stop on a terrain space on the world 
map or on a space in a dungeon (see p.14 & p.18).
When you reveal an Encounter card, put it on the Encounter card holder (Figure DD  ). 

The Encounter card holder gives you a place to put Encounter cards and track enemy HP and the DP (difficulty 
points) of certain challenges. It has three columns, each divided into numbered spaces that allow you to track the 
HP or DP for the enemy or challenge at the top of the relevant column (Figure EE  ).
Each column displays numbers up to 19, because Encounters cannot normally exceed 19 HP or 19 DP. To determine 
and track HP and DP, put a battle token  on the number corresponding to the Encounter’s HP or DP. For ex-
ample, if the enemy assigned to the left column has 4 HP, put the battle token on space 4 of this column as shown 
in Figure EE .
If a special enemy (boss or sub-boss) has more than 19 HP, thesmall white numbers on the top right of each 
space from the second column onwards allow you to track any health above 19 HP. In this case, spread the HP or 
DP across multiple columns. For example, for an enemy with 38 HP you would put the battle token on space 38 in 
the second column (in white above the 18). If the enemy reaches 0 HP (after taking 38 damage), the token moves 
to space 0 in the first column. This is only possible when you are fighting one enemy, because you need multiple 
columns available.

BATTLEBATTLE

REVEALING AN ENCOUNTER CARDREVEALING AN ENCOUNTER CARD

ENCOUNTER CARD HOLDERENCOUNTER CARD HOLDER

DD

EE

Column 1 (left 
encounter column)

Hero A battle token

Column 2 (middle 
encounter column)

Column 3 (right 
encounter column)
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After putting the Encounter card in the card holder, you must determine which of the three enemies to generate. 
First, reveal an Exploration card. Then look at the box to the top left of each enemy  to see which ones corre-
spond to the dice icons  on the Exploration card. 
For example, the Encounter card below shows that rolling a 1 or 2 spawns a “SLIME”, rolling a 3 or 4 spawns a “ 
CROKLIN”, and rolling a 5 or 6 spawns a “GLUGLU”.

AA

The blue die  (always on the left) on an Exploration card shows the enemy spawned for Hero A, and the 
purple die shows the one spawned for Hero B. 
 The heroes each put their respective battle tokens on the HP track for enemy they spawned.
For example, a SLIME was generated for Hero A with a 1, and a CROKLIN for Hero B with a 3. Hero A puts their bat-
tle token on space 4 (Figure BB  ) in the first column (which is assigned to the SLIME) because the SLIME has 4 HP 
(Figure AA  ). Hero B puts their battle token on space 6 in the second column, because the CROKLIN has 6 HP.
Then, put the Hide Encounter card on the enemy not involved in the battle (Figure CC  ).

The maximum number of encounters in a standard battle is two enemies, the heroes generate one enemy each. 
However, if there is only one die on the Exploration card, this means that only one enemy can be generated for 
that battle.

REMEMBER: Enemies assigned to Hero A or B are only used to determine rewards at the end of the battle.
During battle, the heroes can attack any enemy and enemies can attack any hero regardless of which one they are assigned 
to.

GENERATING ENCOUNTERSGENERATING ENCOUNTERS

Enemy HP Flee value Find out more about these as you play!

Encounter name

Generate Encounter

Enemy attack

Battle rewards

Bonus rewards

BB

CC



3131

Battles take place over multiple turns, alternating between the hero turn and the enemy turn until all members of 
one side are knocked out (0 HP). To determine which group goes first, check the Exploration card you revealed to 
generate the enemies.
If it shows “Hero initiative”, then the heroes go first. If it shows “Enemy initiative”, then the enemies go first.  
During the hero turn, each hero, the Acolyte, and the ally (if there is one) can take one action in the order you 
choose. 

When a hero chooses this action, they can use their equipped weapon to attack (a hero cannot perform this action 

without a weapon equipped). First, choose an enemy to attack (unlike allies). Then, roll a battle die  and check 
the weapon card to determine the strength of the attack (see Weapons and Armor, p.23).

When a hero chooses this action, they can use one of their equipped skills by paying its mana cost to trigger its 
effect (see Skills, p.24). Some skills may require you to roll a die (shown on the Skill card). As with the Attack action, 
you must choose your target before rolling the die. 
 
Using boosts from Skill cards (see p.25) does not count as a battle action. On your turn, you may turn over as 
many Skill cards as you wish to use their boosts. Boosts can also be used after rolling your attack die (once your 
attack strength has been determined).  
Remember, some skills have this exclamation mark icon ! !  next to the skill description. The means you can use this 
skill at a specific time, giving you what amounts to a second battle action (often during the enemy turn). 

Once the encounters have been generated, each hero chooses the equipment and skills they want to use in battle. 
Players also choose which ally they want to take with them (if they have any).
To do this, you can exchange items between the heroes or with the shared bag before equipping them and change 
your equipped skills. Any skills or items you equip must comply with the following: a maximum of five equipped 
Item cards per hero, four equipped skills per hero, and a single ally (+ the Acolyte) for the whole party. In addition, 
your five Item cards can include only one weapon and one piece of armor.
Once this is done, you are ready for battle!

On their turn, the heroes can perform one of the following seven actions. For example, a hero can’t attack then use 
an item or skill on the same turn.

BATTLE TURNSBATTLE TURNS

PREPARING FOR BATTLE PREPARING FOR BATTLE 

HERO TURNHERO TURN

BATTLE ACTIONS: ATTACKBATTLE ACTIONS: ATTACK

BATTLE ACTION: USE A SKILL BATTLE ACTION: USE A SKILL 

ATTACKATTACK

USE A SKILLUSE A SKILL

FLEE BATTLEFLEE BATTLE

USE AN ABILITYUSE AN ABILITY USE AN ITEMUSE AN ITEM

DEFENDDEFEND RESHUFFLERESHUFFLE
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Flee battle is an action you can take on your turn. If a hero successfully flees, the whole party escapes with them. 
If you are playing with two heroes, you have two chances per turn to flee. 
To flee, the hero must roll a D6 and compare the result to the highest flee value among the remaining unbeaten 
enemies. For example, if you are facing the two enemies in Figure AA , the flee value is 4+ for the CROKLIN and 3+ 
for the GLUGLU. If both enemies are still active, you will need to roll a 4 or higher to flee.
If you are successful, store the Encounter card. You will not receive any rewards from the battle (even if you beat 
some of the enemies). 
 
The Flashroom  basic item can be very useful, as it allows you 
to automatically flee a battle.

This action allows you to use one of your Ability cards, if you have any. However, most abilities state they can be 
used in addition to your battle action, without using up your action for your turn. If you have several abilities 
with this option, you can use them all during your turn. These abilities can be powerful, and allow you to perform 
multiple additional actions during the same turn.

When a hero chooses this action, they switch to defensive stance until their next turn. In defensive stance, they 
can use the values shown in the bottom row of their armor values instead of the values in the top row (see Figure 

BB  ).

When a hero chooses this action, they can use one equipped Item of their choice. This can be an Item card or a 
basic item. As with Skill cards, some items can be used in addition to your battle action. This will be stated on the 
card. A hero may spend 1 SP to use an item from the shared bag instead of using an equipped item.

BATTLE ACTION: FLEE BATTLEBATTLE ACTION: FLEE BATTLE

BATTLE ACTION: USE AN ABILITYBATTLE ACTION: USE AN ABILITY

BATTLE ACTION: DEFENDBATTLE ACTION: DEFEND

BATTLE ACTION: USE AN ITEMBATTLE ACTION: USE AN ITEM

AA

BB

Normal armor values

Defensive stance armor values

When a hero chooses this action, they can do the following:
• Exchange any number of Item cards and/or basic items with the other hero or for items in the shared bag.
• Exchange equipped skills with skills in the pool.
• Exchange their current ally for a new one by putting the new ally on top of the old one.
You may perform several (all) of these actions during the “Reshuffle” action.

BATTLE ACTION: RESHUFFLEBATTLE ACTION: RESHUFFLE
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Enemies have their own defense values shown underneath their illustrations (see Figure DD  ). Apply any damage 
reduction based on the shield color that matches the type of attack you are performing. For 
example, in Figure DD , if you perform a fire  attack of 6, you deal 6 - 3 (red shield) = 3 
damage to that enemy. This enemy is resistant to fire, so a physical attack (without magic) 
would be better to maximize damage. 
As with the heroes’ Item/Armor cards, the grey shield  icon on the enemy cards rep-
resents their defense against physical attacks, the red shield  against fire attacks , the 

blue shield  against water attacks , and the yellow shield  against electric attacks .

When an enemy attacks a hero, remember to reduce the damage by your armor value (if you have ar-
mor equipped) as shown in the Weapons and Armor section (p.23).

In addition to performing one of the other seven battle actions, a hero may spend 1 SP at any time during their 
turn to move to the front of the party. Moving to the front makes the hero easier for enemies to target. As you will 
see, enemies have a 4 in 6 chance of attacking the hero at the front of the party, compared to a 2 in 6 chance of 
attacking the hero at the back. Some skills are also more powerful when you are at the front of the party.

If you move to the front, swap the party token  on the map to reflect the change. Remember, the lead hero 
can be changed at any time outside of battle without spending any SP.

Enemies attack one at a time, beginning with the one furthest to the left on the Encounter card. To begin the ene-
my attack, roll a hero’s battle die: this roll determines whether the enemy performs a normal attack or a critical hit. 
Enemies have no super critical hit, so any result that would normally be a super critical hit is just a critical hit. Then, 
check the Encounter card to see which attack corresponds to the result of the die roll.
For example, in Figure CC , if you roll the battle die for the CROKLIN and get a normal hit, it performs an attack of 6 
(physical). If you roll a critical hit or super critical hit, it performs an 
attack of 7 (physical) plus two stacks of poison .
You will see the letters A, B, or the number 1 in the top right on 

each side of the battle dice . These determine which hero will 
be targeted: “A” refers to Hero A, the “B” refers to Hero B, and the 

“1” refers to the lead hero. For example, if you roll this result  for the CROKLIN, it performs an attack of 7 with 
two stacks of poison against Hero A.
When all enemies have attacked, the next hero turn begins and the heroes can take their battle actions in any order 
they choose.

TAKING DAMAGETAKING DAMAGE

ADDITIONAL ACTION: MOVE TO THE FRONTADDITIONAL ACTION: MOVE TO THE FRONT

ENEMY TURNENEMY TURN

ASSIGNING DAMAGEASSIGNING DAMAGE

CC

DD
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Enemy attacks often also have effects represented by icons (Figure AA  ). When an attack has effects, resolve them 
from left to right: first the attack itself, then each of the effects one by one, if there are multiple effects. 
If an ability or skill allows you to take an action after being attacked by an enemy (e.g. a counter-attack), resolve all 
the effects of the enemy attack before using your ability or skill.

The , , and  icons are not effects, but types of attack which shows which armor color you should check when 
calculating damage.
You will find the meaning of all these icons on the back of this rulebook and on the removable storage box.

When an enemy’s HP reaches 0, that enemy is KO’d. When this happens, put the 
transparent “KO’d Enemy” card over it (see Figure BB  ). Once all enemies are van-
quished, you win the battle and receive your rewards.

When you win a battle, each hero receives rewards from the enemy they generated at the start of the battle, re-
gardless of which one they defeated.
Each enemy has two rewards sections at the bottom of the Encounter card. The top section shows the rewards you 
receive automatically, and the bottom section shows the bonus rewards you can receive by rolling a D6.
In the top section, you generally receive G (Gelos) and XP. As shown in Figure CC , XP is often followed by “-LV”. 
This means that you receive the XP shown, minus your current level. For example, if the section shows “3 XP-LV” 
and you are Level 1, you will receive 3 - 1 = 2 XP. At Level 2, you will receive 1 XP, and at Level 3 or higher you will 
not receive any additional XP. This system encourages you to face more powerful enemies to continue gaining XP. 
The top section of the third column in Figure CC  shows a quest objective padlock  icon followed by the letter 

“Q”. This means that if you win the battle, you will find yourself on the Q quest objective. If you have a Quest 
card which requires you to reach quest objective Q in order to turn it over, you can do this once you have won the 
battle. Ignore this icon if you do not have the associated quest.
 
Now take a look at the “bonus rewards” section at the bottom. Once you have received all the standard rewards, 
each hero can roll a D6 to try and receive bonus rewards from the enemy they generated. If the die result is equal 
to or higher than the one shown in this section, the hero wins the bonus rewards. These rewards can include basic 
items such as a healing potion (Figure CC  ) or Item cards, shown in the first column with the “Item 59” icon. 
If you win this type of item, you can take the corresponding card from the Item card deck.
 
If you gain an Item card as a reward but cannot find it among the available Item cards, check the discard pile.
If the item has a resale value in a blue circle , you can take it from the discard pile. If not, you do not gain that 
Item card.

EFFECTS OF ENEMY ATTACKSEFFECTS OF ENEMY ATTACKS

WINNING THE BATTLEWINNING THE BATTLE

BATTLE REWARDSBATTLE REWARDS

AA

BB

CC
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TRAPS AND CHALLENGESTRAPS AND CHALLENGES

TRAPSTRAPS

CHALLENGESCHALLENGES

Some Encounter cards feature traps or chal-
lenges instead of enemies (Figure AA  ).  
 
Traps have no HP.
The difference between traps and enemies 
is that when you generate a trap, it always 
acts before the hero turn. Like enemies, 
traps attack using a battle die. Once the trap 
has attacked it is considered to be beaten. 
Put the KO’d Enemy card on top of it, then 
immediately begin the hero turn if they 
have the initiative.

Challenges (Figure BB  ) act during the enemy turn. Like with enemies, you must roll a battle die for a challenge to 
act on its turn.
Instead of HP, challenges have DP (difficulty points) which work in exactly the same way as HP. Each challenge has 
a section above the illustration which shows how to beat that challenge.
It is impossible to flee battle with an unbeaten challenge, even by using an item that normally allows you to flee 
battle. This is indicated by the crossed-out flee icon.

If only one enemy was generated, you must choose which hero receives the rewards, as well as the XP and any 
bonus rewards.  
 
And if a hero is KO’d during battle, but the other hero manages to beat all the enemies, the KO’d hero can still 
receive rewards and any bonus rewards from their assigned enemy.

AA BB

When a hero’s HP falls to 0 or the HP token reaches the poison token space, that hero is “KO’d”. The HP token 
can never move beyond the poison token. If it reaches or would pass the poison token, stack them on top of each 
other. A KO’d hero can no longer participate in the battle and cannot be healed during that battle.  
When a hero is KO’d, all enemies attack the remaining hero, regardless of the result of the battle die. 
 A KO’d hero can be healed after the battle is over by healing their HP with an item, a skill, or any other method 
that heals HP. As long as their HP remains on the same space as the poison token, the hero stays KO’d and cannot 
participate in any battles. 

KO AND GAME OVERKO AND GAME OVER

KOKO
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Sub-bosses are powerful enemies that you encounter during your adventure. They are 
found on the backs of specific quest cards, so be careful not to turn over a Quest card 
without fulfilling the conditions on the front first.
When you reveal a sub-boss, you can put their card in front of the players of on the En-
counter card hold. Their HP is normally much higher than that of ordinary enemies. You 
must then track their HP across several columns on the Encounter card holder (see p.29). 
 All the normal rules for battle apply during these battles. The main difference is that 

instead of rolling a battle die to determine their attack, you roll a D6 instead . Three 
sections underneath the enemy portrait show the attacks they perform depending on the 
result of the D6 roll.
To determine which hero is attacked, the D6 has the letters A, B, and the number 1, the 
same as the battle dice. 
 
The red 5 and 6 dice icons on Sub-Boss cards show that they are critical hits. This can affect the use of certain effects 
which trigger when an enemy performs a critical hit. 

SUB-BOSSES AND BOSSESSUB-BOSSES AND BOSSES

Game Over occurs when all heroes are KO’d. When this happens, the battle ends imme-
diately and you must draw a Game Over card. You will find these in the discard section 
of the card organizer. All heroes recover all HP, MP, SP, and exhausted skills, and heal 
poison, like after a LVL UP. You can then either leave the party token on its current posi-
tion, or move it to any other Location space on the world map where you have already 
revealed the mini-map (and which is therefore available in the explored Locations deck).
Game Over cards add penalties to your final score (-2 points per card), and you must keep 
them until the end of the game. The game includes a total of 15 Game Over cards, which 
is the maximum number of Game Overs you can get before completely losing the game. 
If the party already has 15 Game Over cards and would receive another, the game is lost: 
you must restart the game from the beginning. However, the game is designed to be end-
ed without reaching the maximum number of Game Over cards, as long as you manage 
your progression carefully. It is completely normal to receive several Game Over cards during the game.

GAME OVERGAME OVER

Game Over Cards

When fighting a sub-boss or boss, you do not draw an Exploration card to determine initiative: the heroes 
always have the initiative in these battles.

When fighting a sub-boss or boss, Item cards you play and which would then normally be stored or discarded 
must be put aside (on the main board, for example). If you lose the battle (if you fled or received a Game 
Over card), you can pick them back up without putting them in storage or discarding them. If you win the 
battle, follow the normal instructions for each card: store it or discard as appropriate.
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BOSSBOSS

Game Over Cards

When you return to fight a sub-boss you lost against previously (fled the battle or were KO’d), you must face them 
at their full HP.

Bosses are the most powerful enemies you will en-
counter in Bôken. Defeating them often unlocks el- e-
ments essential for fulfilling your destiny.
Unlike sub-bosses, bosses are found on Encounter cards, 
and the conditions for revealing them are stated on your 
Quest cards. When you reveal a boss, the Quest card will 
show any rules specific to that boss. Bosses usually have 
three phases, each represented by a different column 
(see Figure CC  ) and each with their own HP, attacks, 
and defense.
The first column usually corresponds to the boss’s phase 
1, the second column to phase 2, and the third column to the final phase. Unless otherwise instructed, when you 
reveal a boss Encounter card, avoid looking the phase 2 and final phases and cover them with the Hide Encounter 
cards so that you are only fighting phase 1. Once you have beaten phase 1, move on to the next one by moving the 
Hide Encounter card from phase 2 to cover phase 1, and continue likewise for the final phase. Reset the boss’s HP 
as needed for each phase.
Beating one phase and beginning the next doesn’t count as a new battle. This means that the heroes do not auto-
matically go first in the new phase, instead the battle continues normally, as if you were fighting the same enemy. 
If there is an Acolyte or ally that hasn’t yet taken their action, they may continue taking their turn in the next phase. 
If all heroes have already taken their turn, it is then the boss’s turn. In addition, any excess damage and effects 
such as paralysis that were dealt as part of beating a phase are not carried over to the next. For example, if the 
boss’s phase 1 has 3 HP left and you deal it 5 damage, the phase is beaten, but the 2 remaining damage is not car-
ried over to the next phase. Likewise, if you paralyzed the boss with an effect, this effect immediately ends when 
the battle moves to the next phase.
Unlike standard Encounter cards, boss portraits are at the bottom of the card. The top shows the boss’s special 
ability which triggers when you see the  icon after one of its attacks.
When you beat the boss’s final phase, you win the battle. Whether you win or lose the battle (Game Over or flee), 
carefully read the info on the Quest card which generated the boss, as it will tell you what to do depending on the 
outcome of the battle.

CC

When you return to fight a boss you previously lost against (fled or KO’d), you must start the battle from the begin-
ning of the first phase. The boss is completely healed.

Note: Some bosses have different HP depending on whether you are playing in solo or co-op mode. This will be 
noted below its HP if applicable.

When you win a battle against a sub-boss, check the section at the bottom right of the card, which shows what 
you need to do after winning. Normally, this will be to discard the card and receive a new Quest card in exchange 
which will show any rewards you receive.
If you lose the battle or choose to flee, refer to the section at the bottom left of the card. Generally, you will 
need to turn over the card and put it back with your Quest cards so you can come back and face it again when 
you are ready.
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AA BB CC

AA  • Put all the cards belonging to Hero A (Skills, Items, and Abilities) in a single pile. If you have any exhausted 
(face down) Skill cards, leave them face down in the pile of cards.
Put all these cards at the back of the first compartment (left side) of the removable card organizer. 

BB  • Do the same for Hero B and put their cards in the second compartment of the first section of the removable 
card organizer. 

CC  • Finally, put all the cards shared between the two heroes into a single pile. Shared cards are Quest cards, par-
ty Ability cards, Ally cards, Item cards in the shared bag, Exploration cards (with revealed cards turned face down 
to easily tell them apart), and Game Over cards. 
Put the pile of cards in the third compartment of the first section of the removable card organizer.
 

DD  • Put all your battle tokens (tokens on the Encounter card holder) back on your hero sheets and put the two 
hero sheets at the bottom of the box. 

EE  • Put the removable card organizer and the other removable storage box on top. 

FF  • Lay the Encounter cards flat in the removable storage box. Turn the Location cards 90° so they are horizontal, 
then put any revealed Location cards into the back compartment to keep them separate. Put the Encounter card 
holder and the Hide Encounter cards on top of the Encounter cards and put the dice in the middle right compart-
ment.  
 

GG  • After closing the removable boxes, put the rulebook and world map with the party token on top.

SAVINGSAVING

You can save your game any time outside of battle to pause and come back to it later. The magnetized hero sheet 
and board system and the card organizer make it quick to put the game away and get it back out again.
Follow the steps below to save the game and put it away:

When you beat a sub-boss or boss, you gain points which vary depending on your heroes’ levels. The lower your 
heroes’ levels, the more points you receive, as the battle difficulty is higher. If you win the battle, the Quest card 
will tell you how many points you receive. Write these points down somewhere.
At the end of the game, add up the points you have written down and subtract any penalties received from Game 
Over cards to calculate your final score. This is purely to evaluate your performance in the game, giving you a score 
you can try to beat by optimizing your strategy the next time you restart the game from the beginning.
You can also ignore the score if you would prefer to play a more relaxed game. Even if you do this, you must still 
take Game Over cards when appropriate, as you can only have a maximum of 15. Another way to evaluate your 
performance is to only count the total number of Game Over cards you received.

SCORESCORE
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DD EE

FF
FF

GG GG

To help maintain the feel of the game and encourage you to take notes, only look at revealed Location cards when 
you are in that Location. However, when you continue the game after a break of 8 hours or more, you are allowed 
to check these Locations at the start of the session. Remember, you can never check the Location cards for Loca-
tions that you have not yet explored!
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PURE SOLO MODEPURE SOLO MODE

You can play Bôken solo using one or two heroes. “Pure solo” uses only one hero. Playing pure solo mode is a 
slightly different experience to playing with two heroes, mainly in terms of battle strategy. You will also notice sev-
eral differences depending on which hero you choose, adding replayability. 
There are also several other things that change when playing with one hero. 

• At the beginning of the game, choose one of the two heroes. When you receive your starter Skill cards, you can 
choose from both the Hero A and Hero B cards, regardless of which hero you have chosen to play. You can mix the 
two and take several Hero A cards and several Hero B cards. 
You can take 4 starter Skill cards instead of 3. 
Once you have chosen your starter skills, put the rest of the starter Skill cards into the discard pile. 
 
• When you receive your starter Item cards, you choose between both the Hero A or Hero B Item cards. However, 
you may only choose one weapon and one piece of armor from the four cards available. Put the remaining starter 
Item cards into the discard pile. 
 

• Finally, take Quest card 77, which is a starter ability that allows you to take two battle actions during your turn 
instead of one. 

When generating encounters, follow the same steps as when playing with two heroes. You can battle up to two 
enemies on your own. In addition, in solo mode enemies always attack your hero regardless of the result of the 
battle die.
Use your own battle token and the battle token for the unused hero so you have enough to track enemy HP or DP.

In pure solo mode, the heroes can use any item type, regardless of whether it can normally only be used by Hero A 
or Hero B.

At the beginning of a battle, you can adjust the orientation of your Skill cards to choose Skills marked as Hero A or 
Hero B (blue or purple). However, once you have chosen which skills to use, you cannot change them again during 
battle, unless you take a “Reshuffle” action.
There is no such thing as an “unequipped” skill in pure solo mode. When an effect allows you to use an un-
equipped skill, you can choose between the effect of a skill belonging to either Hero A or Hero B. 
 

SETUP (PURE SOLO MODE)SETUP (PURE SOLO MODE)

GENERATING ENCOUNTERS (PURE SOLO)GENERATING ENCOUNTERS (PURE SOLO)

EQUIPMENT (PURE SOLO)EQUIPMENT (PURE SOLO)

BATTLE / SKILLS (PURE SOLO)BATTLE / SKILLS (PURE SOLO)
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When you level up (LVL UP), draw 3 Skill cards instead of 2 (you can only keep one). You can then orient the card 
whichever way round you choose.  

The concept of lead hero and hero at the back of the party does not exist in pure solo mode. If a card requires you 
to be at the front  or back of the party to trigger an effect, you are considered to fulfil the condition for both cases.

When choosing your starter skills, it is recommended that you choose at least one skill able to deal magic damage 
(such as the “Fireball” skill). Some enemies have high defense against physical attacks, and choosing this ability will 
help you to be more versatile.

LVL UP (PURE SOLO)LVL UP (PURE SOLO)

NOTES (PURE SOLO)NOTES (PURE SOLO)

TIPS (PURE SOLO)TIPS (PURE SOLO)

TAKING NOTES IN BÔKENTAKING NOTES IN BÔKEN

It is strongly recommended that you take notes during the game. This can be especially helpful for remembering 
what you find on the various mini-maps, such as rumors, Item cards that you discover in shops, NPCs you plan to 
revisit later on, and quest objectives that you haven’t yet fulfilled.
You can also write down your scores from beating sub-bosses and bosses so you can add them up at the end of the 
adventure.

VARIANTSVARIANTS

Here are a few optional variants you can try. You can choose just one, or combine several for a different game 
experience. 
You can also add or remove a variant during the game.

When you win a battle, you only win the rewards from one enemy. You must choose which enemy’s rewards to 
take. The same applies for any bonus rewards. However, for bonus rewards, you may choose to receive them from 
an enemy different to the one you received the automatic rewards from.
For example, if you beat a SLIME and a GLUGLU, you can choose to receive the automatic rewards from the GLUG-
LU to gain 2G and 3XP-LVL, then roll your die to try and receive the bonus rewards from the SLIME.

ENCOUNTER REWARDS (PURE SOLO)ENCOUNTER REWARDS (PURE SOLO)
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Put the Exploration cards into the discard pile. Instead, you will have a movement die  and a special die for 
mounts  (if you have a Mount card). The icons on these dice are the same as the ones on the Exploration cards 
and have the same meanings: the red number is the amount of movement on the world map and dungeon mini-
maps, while the black number is used for peaceful mini-maps (towns, villages, etc.). 
Like when using the cards, if you roll a “B” on the dice, you must reveal a B encounter at the end of your movement 
(if your party token lands on a space which triggers a battle).

If you roll a , all heroes lose 1 SP, you can then reroll the die but you lose 1 additional SP for each new fatigue 
rolled. 
This is why the dice must still be rolled even in villages, as you may roll this icon.

In battle, each hero rolls a D6 to determine which enemy they generate (which is then assigned to that hero for 
rewards). If both heroes generate the same enemy, you only fight one opponent. 
 
And remember, in this variant the heroes always have the initiative in battle.

This mode is ideal for playing with children who do not like losing (though you might still lose occasionally). 
If playing this variant, turn the Acolyte card over to show the “EASY MODE“ side.
If using Exploration cards (rather than movement dice), when enemies would normally have the initiative, you will 
see the following: “Initiative: Heroes on easy mode”. 
In Easy Mode, when an enemy performs a Super Critical hit, treat this attack as a miss (the enemy does nothing) 
instead of a critical hit. 
If you are playing with a child, it may be helpful to combine the “movement dice” variant with this simplified easy 
mode.

To play on hard mode, you must use Exploration cards (and not the movement dice variant).
On two Exploration cards, when heroes would normally have the initiative, you will see the following:  
“Initiative: Enemies in hard mode”.
This mode can be very difficult, as even normal mode can be quite challenging at times.
You can make the game even tougher by removing the Acolyte card from the game.

VARIANT 2: EASY MODEVARIANT 2: EASY MODE

VARIANT 3: HARD MODEVARIANT 3: HARD MODE

This variant replaces Exploration cards with dice. 
 There is no initiative system in this variant: heroes always have the initiative in battle.

Follow the steps below to play this game variant:

VARIANT 1: MOVEMENT DICE VARIANT 1: MOVEMENT DICE 
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You may check any previously-explored mini-maps at any time to find information you have forgotten to note down.

VARIANT 6: PERFECT RECALL VARIANT 6: PERFECT RECALL 

LANOTH RANKINGSLANOTH RANKINGS

At the end of the game, add up your points and subtract any penalties from Game Over cards, then check the table 
below to see how you did.

Tragic legend

Amateur champion

Mother’s hope

Struggling savior

Accidental hero

Local legend

Hero of the twilight

Hero of prophecy

The one who made the final boss weep

00 - 9 points 

10 - 19 points 

20 - 29 points 

30 - 34 points 

35 - 39 points 

40 - 55 points 

56 - 69 points 

70 - 79 points 

80+ points

This variant can be used if you are playing the “Movement dice” variant. In this variant, you do not need to roll a 
die when you are on a peaceful mini-map (town, village, etc.). Simply put your party token next to the object or 
NPC you want to interact with.

VARIANT 5: TRAVELER’S RESTVARIANT 5: TRAVELER’S REST

In this mode, you cannot take any Game Over cars.
You lost the game if both heroes are KO’d.
You must then reset the game and start again from the beginning.

VARIANT 4: ZERO TOLERANCEVARIANT 4: ZERO TOLERANCE
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ACKNOWLEDGEMENTSACKNOWLEDGEMENTS

GUILLAUME BERTHELOT - DAZARN - ANTHONY RUIZ - ALEXANDREBURGER555 - FRANCKD-6 - KEVIN RIFFLART - TIGROUNI - ANTOINE MANES - NOËL REBOUD 
- VINCENT ZIMMER - LUDOVIC ROUDY - ROCHEREAU-TH - CHARLY-BEYAERT - GDSPAMS - FREDC25 - MAT-LECO22 - MAGNOUX-FRANCOIS - GUILLAUME-MIRC 
- MARSLIVE81 - SÉBASTIEN BOURON - VERMEULEN-NICOLAS - MANUJANCO - KIMBERLEY CLAUDE - FANNY MAUGUIN - JOYEUX ANNIVERSAIRE JÉRÔME <3 - 
ALAIN-B057 - SOLIVET - UMBERTO B. - JULIEN-LECLERCQ2 - LE-PASTU - LE-PASTU - PAPOULEBARBU - FANCH MATAW - CORENTIN VERMESCH - SNOWZILLA - JO-
HAN LIOTIER - ROMAIN-MONART-1 - MAXIME PÉRON - LOIC HURBLAIN - LICHANG - V-GAUDRON - PAQUETTEMALTAIS - JEANNE LY - BISICCHIADORIAN - MA 
RIE-DD31 - JEROME - JULIEN FAYER - MALMORT1987 - JEROME-GARCIN - BOYREAU-G - PVAUDELIN - VICTORBIELEFELD - FB86 - ASDORION - BAILLON-ARNAUD - 
THIBAUTWEBER - LITTPARAGON - ROMAIN COUTURIER - JULES ARBOGAST - B-JARJAT - ADRIPOCAMPE - ALEXANDRE-RUBIN-ES - JEANBAPT-CHARLOT - BO-
QUET-THOMAS2 - YOYO - ANYADE - WYZ - FLORIAN-BIERNE - GILS - THOMAS LEMAIRE - VLTBLEACH - THRIAL - CAMIBOU - AURÉLIEN ANDRÉ - DIMITRI-POTIER1 
- PIERRE CARON - PAUL-ADRIEN-MENEZ - JEAN-CHRISTIAN GOIMARD - RAMICIRCUSS - CORENTIN CAMBIER - MAZQUAR - FRANCK GERACI - ARTSOET - MAUD 
CHEVALLIER - YUZUSHINE - NATHANAEL-DEBOEUF - PINTALA - MORPHLEUS - CHINO008 - QUENTIN DUROI - FLORIAN-DUBOIS - MAUD-MAGDA - BRUNELFLORI-
AN92 - JOFRUU - DAVID BLUDIQUE - EMELINE-LARDOUX - MYLENT80 - JEAN GUILLAUME - JEHAN PIERRE - LOTTO93 - LOLOLIC - ZUBAR T’ABAT - DAVINA 
SOUVANLASY - CEDRIC BARTHELEMY - CAMILLE60150 - NOBODYCANTEST - MICOUD RENAUD - SYLVAIN ARNAUD - LOIC ROSSIGNOL - CIRYL LORENTZ - RO-
MAIN-SCRUBS - LLIBSORG - FLEURY-ANTHONY - PPEEHHGG - NICOLAS CASELLI - NATHAN BARBOUX - LOU MADUP - CAITSYTH - PHILIPPE LETOT - JACQUES BLAYA 
- KEVIN DENIS - IRIBARNE-SYLVAIN-1 - GREGORY SANCHEZ - PHILIPPE DE SOUSA - FOUMAX-79130 - K17 - KATHY-VITRY88 - LOICKDEZ - ADAMENT - INÈS 
POUAMON - ABADIE-LACOMBE - ERIC GIRAUD - VICTOR-SIMMET - GILLES BLOCH - THONIZ - YRAGAEL - KOROSHA-NP - FALCONSQUAKE - TIPHANIE-QUINTUS 
- VALENTIN-PELE - NAYOSLAID - ANNA-PIATYSZEK - PERSO-THOMAS-FLORELLI - KEVIN DI GIACOMO - SERNA-THIBAULT - TANGUY RAULT - JEANLADEBAUCHE - 
MICATOS - LOUIS-CHARLES-LAPEYRE - REMIFORGAMES - ZIAN-CHERET - CHANTAL GRIBAUMONT - ELVISPASTA - GRIMGOR13 - AMAU44 - PAUL_MUADDIB - 
CHIPOKETCHUP - GALEAMATHIEU - SAMYMAILLARD - CHARLEFOU - JAN-BONAREK - FRÉDÉRIC DELGADO - HAYU-SAMA - ANTOINE VERDAGUER - LAURENT-ALIB-
ERT-1 
- GUIRAUD-MARINE - ADHAN - MAZUNOPROD - SHNAFAN - LUDO41 - NICOLAS80 - NIGOTFX - IRIS-DOYEN - JUL-SOICHET - YMIE46 - FABIEN-BOUYER244 - AG-
ATHE YOVOGAN - ZIBZIB - PAQUAY6 - DAMIEN BOUTHIER - ANGELLINOA - NICOLAS FRAUTSCHI WILLINER - VODKA - MORADO-LETICIA - MANUGREG - LA_FA-
MILLE_BONNARD - GUILLAUME DELBASSÉE - SHEROU - PIERRE GOMERIEL - FABIENNE NOIZET - DECOBLAUGRANA - MICKAEL DELMAS - FERRANDAM - RAPHAEL 
KAPPLER - YVANE BOUCHE - CASTAING-CE - MICKAEL-DUTHU - NICOLAS_DS - PHO 13 CHOISY - FANFANT-MFT - PRETRE - LILLY-LAURENT122 - PIERREY 
VESMUNCH - NICOLAS-LEPOLARD - MAXIME-KRONNER - FRANÇOIS PEREZ - PAUL-OBLIGITTE - JHW-L - SAVELCOOL2107 - JULIEN-JACQUES_59 - DEJEAN-H-1 - THI-
BAULT-LEMASSON - JIB636 - CLOHIER - AUKIIDEL - LUDOTHEJEDI - FLORIAN53360 - CHRISTOPHER-PACHECO-PEDROSA - TISNE-JACK - VALENTIN-FORTERRE - MA-
LAARIA - NICOLASPRALES - KINCOUNET - ARCROK - TROISQUATREVIES - BENESAM - DANIEL BOURDY - SONIA-C-DURAND - CHOTEAUFREDERIC - MAISON AULLO 
SYLVAIN - MATHIAS ROESSERT - JÉRÉMY LECERF - CÉDRIC PAPORELLO - NICOLAS-HERBILLION - QUENTIN-DANGLES - REMY-STIEGLITZ - VINCENT-STAB - BOSNO - 
LULUTOLOSA - CARADONNA-ERNEST - MAXIME GEOFFROY - ARKAN-5 - CANNELLE-LEGOFFIC - SIDSICSIXWILSON - USSEGLIO-ALEXIS - GUILLAUME BONNAVE - 
CHR-DULAC - ARTHUR-PERNEL - CREMENT - SOPHIE RUDELLI - ZILCROUX - JULIE CARVALHO - AURIANE ET ARTHUR - MONGRELCAT - BDELANGLEZ - CLÉMENT 
BONNIN - PAPOUZOR - DIDYX - JESSICA-BILLARD - SYLVAIN GRAMELLE - JONATHAN-LAFFARGUE-1 - SOFY99999 - FRANCK-CREMOND - JONATHAN-BRENZEK - 
MIKELARRAMBIDE - FLORIANE RADER - JORSOAGAME - YOANADU41 - WAILLY-FANNY - ATOMIKSNIPER - JEANMA-CHAMOT - PIERRE GICQUEL - HANCMATTHIEU 
- FLORENTCHARPENTIER56 - PYTOF - KMJX - KENNY-CLARAMOND - NATHALIE64-1 - HENRY-KEV - SEBOSKIP - MATHIEU-FRANGIN - PHILIPPE GOY - ESTELLES - 
TRISTAN DUMAS - BRUNO-BOI - JEAN-LAURENT DEL SOCORRO - THOMAS KOWALSKI - BEUVRY PIERRE-LOUIS - FLOREFFE - N-TIENVAN - T0ZIAK - BAZZYFUNK - 
ANTOINE MANES - JEREMY-LAGAU - JEANLOU82 - ZHARLOK - VOX411 - GJUILLE - BAPTISTE-LEGAY - BORIS ANTONA - LOUIS ROUSSELET - CLEMENT-FAUVE - PAT-
RICK BLACKBURN - SÉVERINE MARTINEZ - LAURENT LACÔTE - MICHAËL ZWINGELSTEIN - SYFER57 - DATAROK - FRED BZ - PAUL-ARTHUR-DOBETZKY - AURELIEN 
ALLAIN - BERNARD LACOSTE - ESTEBANDESOUSA-1 - N-CHABOT08 - Q-MAUROUARD - CHRISTOPHE DAMIANY - LOLOCHINO - DEROUBAIX VINCENT - CH0SSETTE 
- BENJA0088 - THOMAS METZGER - SÉVERINE - KIRBINK - JEP - BOB_LABRICOLE - SYLVAIN CHRISTIAN - AKKOUK974 - SERNA-THIBAULT - ERIC-GEORGENTHUM - 
DORIAN-ROURE - PIERRE-LOUIS FOURNIER - GUYOT-ALEXANDRE1 - WOLFHEART18-2 - ADRIEN HUOT MARCHAND - BENOIT LE CORRE - KHELDANEGAMING - FIO 
AND SOSHEN - PIERREPAHUN - MAXENCE-THON - POCHOIR-UNIFORMES-3Y - WILLIAM POTTIER - SEBASTIEN-TELLIER82 - THOMAS MORDREL - BENEREM - BOU-
VET-ANTOINE13 - LA-CHAUCHE - DAVID MANGAN - ALEXIEL57 - JEFF - ALEXIS LORGNIE - CHARA - ULTIMABAHAMUT - KYMIC - SCHEENNA - ALMANGEOT - DOT-
FRANCON - DARK-MOONLIGHT - NICOLAS HENNEQUIN - TRISTAN-MICHEL34 - SOPHIE HENON - HANAÉ HULOT DEMAZIER - SAMUELHAYEN - GROSBILL59 - TAN-
GUY CORADIN - PIERRE-BOUYRIE - FABRICEMOLLO - EMILIE-DUSSOSSOY - HERVÉ PRADIÉ - GABRIEL RENAULT - PARE-THOMAS - LAURENT MOREAU - SELRYAM33 
- STEPH-JOSSO - COUTO DO ROSARIO - CARINE VERDONCK - BENOIT-KARCI - ALEX-AZOUG - THEO-VANVAN - MARINE-TURPIN974 - NICOLAS JEGAT - ANNE_TRAN 
- CABA85 - MAXIMELETURCQ - MATTHMAG - AURELIE-83 - NICOLAS-DANY-ECN - RHUMU - KEVIN MUEL - THEO-LINARES - ERIC CAVAGNA - TETSUO - ELO-
DIE-MUSSILLON - MAXIMEMALO4 - JBERNASC - FLORIANE LARRIEU - THIERRY DUBOIS - NICOLASFREY89 - ANTOINESOUCAZE - CEDRICPARDANAUD-PERSO - MI-
CHEL BERSEZIO - MICHAEL THISSE - MAXIME LECOMPTE - JONAT-ANCTIL - CAROLINE MICHAUD - JEAN-EUDES DACRE-WRIGHT - YANN-GODIMUS - MISTERFUJI -  
MAY-GAUVAIN - SÉBASTIEN RANOUILLE - ANAÏS LOISEAU - FABRICE CARTRON - MISSLITCHI - SEMONINO - RAPHAËL SALMON - BENOIT BAILLON - ENZOBO30 - 
DAVID LE BELGE - STEVEN-MERCIER92 - JOHN - VOLESPRITE - FRICKY67 - LUCIE01NA - LEO-D-DUEZ - XOPE - STEPHANE GOUTTEFARDE - SIMON BESSET - RAPH666 
- ADRIENKRUPSKI - BAMBALAAM - START - NOLAN SILNIQUE - YOHANN THOMAS - ELODIE-COLSON - JULIEN SAUTER - RÉMI SAUNIER - DUFOUR VINCENT - GE-
RARD-KEVIN - ROMAIN BERERD - VANOCORENTIN - MAXIME TOCATLIAN - RAMAMAW - J-AIME - JULIENLHOMME-0 - NIKOSTO - ANDRÉA CANO - MATHIEU 
ELSLANDER - SAMSAMGAMER - MANULEMALO - HELERIX1206 - MANUEL DEL BEN - FATMII-RIAD - WILLIAMBERTHOLD - SPARKAT - ALEXANDRE-MEYER1 - JOHAN 
MORALES - EMYNODUESP - MAEL-BOUILLON - ARNAUD-JULIA1 - JPASCALM - SAKURA-OOPS - CIGNARD - TANGUY RONDEAU - DAVID CARMONA - BARON SWEN 
WOLFISHEIM - PELLETERAT DE BORDE - MATHIAS644 - SÉBASTIEN JANEL - SIMON-BUSSENAULT - CHATNOIR - CEUPOU33 - JYSE - A-NAVARRO87-SUBSCRIPTIONS 
- ALEXIS-PORROT-CMD - LOIS-DELTEIL - PIERRE-7095 - THIBAUD-DIERICKX - BAPTISTE LE MAIRE - COBRA-86 - RUCH-BASTIEN - ROUMAGNAC-BRUNO - 
DUBEAU-QUENTIN - MOKONASO - DUVAL-EMILIE64 - GOOSSENS-MATTHIEU - RANDJA KANOUNI - SOLENNE FOSSE - AMÉLIE ASSIÉ - LESLIEBRAYER - POSEPUB64 
- BENJAMIN BOSSA - MEUNIERALEXANDRE8 - ALRIC FRANÇON - NOEL-JEREMY - ROBINKEKE45 - DAVID GUÉNARD - JEFFREY MATHON - STEPHANE BARTHELEMY 
- CED_ET_ELOW - STEPHVALENCE - PIERRE-CHALFOUN - AURÉLIEN TRENTO - BOUQUEREL-P32 - ROMAIN BRIDOT - UN BRIN DE JAPONAIS - LUSE75 - SYLVAIN 
OLLIVIER - NIKOVSYUH - PAUL SCHNEIDER - WIGAP - SAIGO - SYLVAIN CONSO-COSTANTINO - GEESMURF - GREGZOY - SCHNEERBERGER-MITCH - STREGANEVI - 
GAETANBOIVEAU - FRÉDÉRIC SOURD - SÉBASTIEN V. - IZIS_LUCAS_BENJAMIN - OLIVIER-2221 - NAUSICÃA - MAELYSI64 - TH-SKOWRONSKI - HTOUPILLIER - JJLOUB 
- NICOLAS MUSCIO - JEDDU11 - BUGDANY-0 - BEWEX2005 - GUILHAUME LACROIX - GUY2499 - THIERRY-DEMASSIA - KHAORINTIN - CHRISTOPHE LOPEZ - ZADISIC 
- FRANCK-RUBARBE - BURTIN-MATHIEU - COUVIDAT-NATACHA - OLIVIERCLARY-1 - MAGIC_SHOW - NIELSHAWKINS - DIMITRI GIUNTA - EVYLE - PITCH N’ RUN - 
ALEXANDRE-TAILLEUR - CAROLE-DELAUNAY - KAMUI_SHIRO - THOMASABEGG - NAHOLYR - FANREIDU1920 - ALBOITOR - SCHMURTZ - THOMAS89560 - 
LANDY-RENAUDETTE - FABRICE-MARTIN30 - YOAN DANTEIN - DEVULDER-PI - DAMIEN FICHOT - MARTIN BATAILLE - THOMAS-HOARAU67 - VIDAL OPHELIE - AG-
NESTHIEB - BAPTISTE PARMENTIER - DONOVAN-PRADIER - FUSTIR - LEROYLESLIE44 - CHRISTOPHE SAILLANT - Z - NIELS-MANGELSCHOTS9 - LOICDV - JÉRÉMY 

Below are the names of everyone who believed in this quest from the beginning.
This game is only a reality thanks to their belief, energy, and passion.

Heroes and heroines, thank you!
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ALONSO - ED0284 - THOMAS ALIAS MOUSTACHE BLANQUET - THOMASCIBOT - ULYSSE-HERTENBERGER - HECTOR ZEUPOULP - VINCENT LECOMTE - 
CORENTINMEURISSE - SAMUEL FOUCHARD - PATRICKRICHARDIN-1 - YNFERNO - DOYEN-SERGUEI - FERRANDEZ-JULIEN - DIDIER-LALBENQUE - MA-
HAGNE37 - NICKO8363 - WILLOWPET - SACHA-ED - JONATHANBERENGUER38650 - REZ 999 - AGUILADORIAN - IGOR SZATKOWSKI - MIKAËL ANTIOCO 
- ALLYFOX - MATHIAS OLIVERO - ROUMAGNAC-BRUNO - FIZARIEL - FLOF5VE - LILLY18000 - BASTIEN-TERRYN64 - CLADDU77340 - KEWETT - JOHAN 
ARIELLO - YANN-FISCHER-64 - FRANTZLORELLINE - UP4GROOVE - EMITAJIMA1 - HERRNAUDE - SEBRAUD - LCOQ - GUILLAUMEALLOT - STEVEN-VALSE-
SIA - MYSTICLAIAN - YAPI_SANDRA - SYNT@X ERROR - YOANN-HAUMONT - GAT56400 - HERMATGAMES - ALIZEELEROY50 - PIERRE-MONTCHAMP - 
LN494 - REMYLEREAU-1 - KID-GAIA - PMOGENDRON-1 - 13OBSCUR - BRIM - B-JOSEPH29 - GUS_MCBERNICK - JULIAN BREQUE - ORIANNE-BENOIT 
- TIT-MATT06 - MAXIME-JOLIBOIS - DORIAN LIAUSSON - AGNOLON-ANTHONY - OUDET-GUILLAUME - KAKIMAN - UGOLEGRAN - JAUNEATTEND - 
BAILLIEUREMY - AMAR-BENAHMEDA - NICOLAS POISSON - VINCENT-DURE - KARIM YARBOUA - JEREMJEREMJEREM - BIENFAIT-FRANCK - XAVI-
ER-DOUCET - SCHIAVONE-GREGORY - FRANCOISETXE - AUDREY GAY - QUPREVOST - DEATHREKI - FRÉDÉRIC LUZYNSKI - JIMMY KOMISARSKI - 
CLOWNYE - MIGMIMI - ARGONE - AENARIONJD - UGOLEGRAN 
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SCENARIOSCENARIO

After the game is set up, read the following to begin the adventure.

• All heroes receive 3 XP.
 
• All heroes receive 1 , 1 , 1 , 1 , and 1 .
 
• Put the party token on the world map, on the space marked with an X in Figure AA .

 
• IN EASY MODE, each hero also receives 10G and +1 , +1 , +1 , +1  and +1 .

Let the adventure begin!

AA

One hundred and fifty years ago, King Kard bravely vanquished the evil mage 
Muoh, restoring harmony to the land of Lanoth. 
Over a century later, this peace now seems to be at an end.  
 

Wandering monsters roam dangerously close to villages and terrify the local inhabitants. 
Mysterious illnesses spread as oracles mournfully prophesy the end of days.

Driven to seek the truth, you leave your quiet village life behind as you set off to explore 
the kingdom of Lanoth. 
 
As you set foot in this unfamiliar land, a long-forgotten fireside tale resurfaces in your 
thoughts. The famous Babelico tower is so close!



ICONSICONS

BASIC ITEMS (BASIC ITEMS ( ))

BATTLE EFFECTSBATTLE EFFECTS

MANA SEED 
The target hero may recover all their 
MP.

DIRECT DAMAGE  
Damage from attacks with this icon cannot 
be reduced by armor or any other means.

SPECIAL ABILITY (BOSS) 
Represents the boss’s ability.

all    all    AREA ATTACK  
This attack it targets all members of the 
opposing party (enemy or hero).

MEAT 
The target hero may recover all their 
SP.

X X   PARALYSIS 
Roll a D6 after an attack with this icon. If the 
result is equal to or higher than X, the enemy 
or hero targeted by this attack is paralyzed. A 
paralyzed enemy or hero must skip their next 
battle turn.

VAMPIRIC STRIKE 
When an enemy or hero performs an attack 
with this icon, they heal HP equal to the dam-
age this attack dealt to the target.

? 
You will have to find out!

XX++   EXHAUST 
Roll a D6 after performing an attack with 
this icon. If the result is equal to or greater 
than X, you must exhaust (turn over) a skill 
of your choice. You do not have to choose an 
equipped skill.

XX  SPECIAL VAMPIRIC STRIKE  
When an enemy or hero performs an attack 
with this icon, after their attack they heal the 
amount of HP shown to the right of the icon.

FLASHROOM 
Allows you to immediately flee battle.

? 
You will have to find out!----

       FLEE 
You must roll a number equal to or higher 
than X on a D6 when you try to flee a battle. 

X

MP-X   MP-X   MANA ABSORPTION  
You lose the amount of MP shown.

       POISON 
For each Poison icon you take, move the Poi-
son token up 1 space on your hero sheet. 

        FATIGUE / HUNGER 
For each Fatigue icon your take, reduce your 
SP by 1. 

heal Xheal X   
When an enemy performs this move, it 
heals itself the amount shown. Like heroes, 
enemies cannot ever heal more than their 
maximum HP.

heal X for allheal X for all       
When an enemy performs this move, it heals 
all enemies in the battle who have not been 
KO’d (including itself) by the amount shown. 
Like heroes, enemies cannot ever heal more 
than their maximum HP.

            NUMBER OF PLAYERS 
The number shown is multiplied by the 
number of heroes.  KO’d heroes are included 
in this number.

XX

         MULTIPLE COUNTER  
Reduces damage from fire, electric and 
water attacks.

      REACTION ACTION 
Does not use your battle action for the turn. 
May be performed at the time shown on the 
card. 

!!

            DEFENSE BONUS 
Grants a defense bonus equal to the value 
shown.

+X+X

TELEPORT POTION  
Teleport your party (even if you are 
in a dungeon) to a Location space 
which you have already revealed the 
mini-map for. 
Cannot be used in battle.

HEALTH POTION  
The target hero may heal up to 15 HP.


