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Welcome Hero!
Venture the Fog is a fast-paced fantasy game of exploration, strategy, gambling and wits for 2 to 4 Heroes. 

Your mission: save your home city by defeating the Hydra before other Heroes.

Story:
“The fate of Shadowood City rests in your hands.” My name is Ramus, the current Archmage 
Mage overseeing the safety of the townspeople of Shadowood City. Deep down, I must 
admit that I never truly believed the prophecy would come to pass, especially in my lifetime. 
Before I can explain, we must go to the beginning.

Ten generations ago, an Archmage named Exius lived peacefully in Shadowood City with 
his apprentice Aticus. One afternoon while collecting herbs in the local marsh, Aticus felt a 
strong dark presence surrounding him. Hurrying back to the mage tower, he explained the 

experience to his master.  

Exius hastily gathered his wand, flasks, and spellbooks and 
headed to the marsh to investigate. Venturing deeper into 
the fog, he could feel eyes following him between the twisted 
trees. At long last, as Exius stepped into a clearing, merely 
50 feet in front of him stood a colossal Hydra. There was no 
chance to turn back. The battle raged and though wise and 
powerful, the dark magic was too strong for Exius. As the 
Hydra’s dark magic consumed him, Exius deflected some of 
these splintered forces to create many enchanted weapons, 
scattering them throughout the marsh. With a dying burst of 
energy, Exius placed the Hydra into a deep hibernation.

Shortly thereafter, now Archmage Aticus foretold of a 
prophecy in which 4 aspiring heroes would one day be 
chosen to defeat the Hydra after it’s reawakening. Only these 
heroes would be able to wield the enchanted weapons in the 
swamp. That day has come. “It is up to you heroes! Go forth, 
venture the fog, and save Shadowood City!”



Game Objective
Kill monsters and loot treasure chests to upgrade your gear. Place wagers on 
the outcome of other player’s battles. Use Aeris to upgrade your equipment 
and purchase special Merchant Cards to enhance your skills.

Warrior
Swinging an anvil for years as a blacksmith, Gallus is thick 
with muscle. Having spent most of his free time wielding 
swords and learning proper form, he is formidable in battle. 
Gallus relies on his shield to take heavy damage.

Ability: Fight multiple monsters in the same turn
Actions: 6

Hunter
Living off the land all of his life, Ferrin has a unique connection with 
nature. He is capable of navigating quickly and quietly in dense 
forestry, and is an unparalleled marksman with his bow. Ferrin deals 
high damage.

Ability: Navigate through rough marsh terrain
Actions: 6

Choose Your Hero



Rogue
With the odds always stacked against her, Jade has had no 
choice but to steal to stay alive. She is able to lurk in the 
shadows and strike when her target least expects it. Jade can 
perform more actions and does moderate damage.

Ability: Pick locks on treasure chests
Actions: 8

Mage
A descendant of the legendary Archmage Exius, unfair 
expectations have always followed Alton. He is capable 
of unbelievable power through knowledge, not physical 
strength. Alton starts with a powerful artifact.

Ability: Bypass Monsters
Actions: 6



Setting up a Game
For first time players, we recommend the Quick-Play version to become familiar with the game. 
For Extended Play (2 - 4 hours), see section “Extended Play.”

Game Setup
Place the Shadow Wood tile in the center of the table accessible to all players. Place Level 1 Monster Tiles on all 6 sides 
surrounding the city. (North always faces the same way on each tile)

Shuffle the following cards separately and place them face down:
• Level 1 Monster Cards
• Level 2 Monster Cards
• Level 3 Monster Cards
• Uncommon Loot Cards
• Uncommon Chest cards
• Hydra Cards

Map Preparation
Place the 6 Battle Dice near the Shadow Wood tile
Shuffle and stack all of the Mist Tiles face down

Marketplace Preparation
Place all of the Merchant Cards face up in separate piles and accessible to all players on the Merchant Board (Hispid 
Leaf, Moon Glade, Glosnark Bark, and Blister Nettle)

Hero Setup
Once each player has selected a Hero, they take their Hero Equipment Board and place it in front of them. Place the 
following items on it:

• 1 Hero model
• 1 Hero die (Warrior - Red,  Hunter - Green,  Rogue - Black,  Mage - Blue)

• 1 Reinforcement Token
• 2 silver coins (worth 2 Aeris each) and 3 copper coins (worth 1 Aeris each)

Note: Gold coins are worth 5 Aeris each
Move the wheels on your Hero Battle Board to reflect your attack and health (add up all of your current gear).
Tip: Take note of your special Hero abilities before starting the game. These abilities ALWAYS trump the rules below.



Who Goes First?
Each player rolls their Class Die. The player with the highest roll chooses whether they go first or 
last. Player turns resume clockwise.

Starting a Game
In the beginning, Shadow Wood is under siege. Your Hero must battle their way out to begin 
exploring. When your turn starts, place your Hero model on the Shadow Wood tile.

Phases of a Hero’s Turn
The Marketplace
Before using actions with the map tiles, the first thing a player can do on their turn is interact with 
the Marketplace Board. 4 Merchant Cards are always purchasable on the Marketplace Board. 
You can own all 4 if you choose, but never more than 1 of each unique Merchant Card. Once 
consumed, Merchant Cards return back to their place on the Marketplace Board.

The second thing a player can do on their turn is purchase gear. Class-specific gear can only be 
purchased at the item’s “buy” price. Non class-specific gear is available for auction. The bid starts 
at the item’s “buy” price and bidding resumes clockwise. The highest bidder (must have enough 
Aeris) owns that item. Any newly purchased gear must be equipped, and the player’s new stats 
are adjusted. Old gear is discarded from the game.

Exploring / Moving
Once a player has has conducted their business at the market, they can begin using their actions. 
There are two types of actions: exploring and moving.

Exploring
Your Hero may explore by drawing a map tile and placing it on any adjacent space that is currently 
empty (even if the path is blocked). Tiles must be placed so that the “N” for North is oriented the 
same way as the Shadowood City tile. This consumes 1 action.
Note*: Remember that you are able to place a tile in any adjacent empty space relative to your 
current position, which gives you some flexibility in how tiles are placed.

Moving
You can move your hero to any adjacent tile that does not have its path blocked by a rock or 
bushes (on either tile) at the cost of 1 action. Only one hero can be on a map tile at one time, but 
you are able to pass through other heroes on the board if you have enough actions to land on 
a non-occupied tile. Once you move onto a tile, you can immediately interact with it - there is no 
additional action cost.



Entering Battle
When you feel your Hero is ready for battle, move onto a monster tile that is still active. Draw a monster card that matches the 
level of monster tile, place it face up on the table, examine your chances of defeating it, and declare whether you will use any 
consumables or your reinforcement token.

Note: Your reinforcement token can only be used once per game and it gives you an extra battle die for the entire battle.  This 
token is not usable on the Hydra fight.  When using your reinforcement token, just flip the token over to show that it has been 
consumed.

How battling works
Monster cards have a “# of dice” displayed on them that the player receives to defeat the Monster. Each roll, the player must 
complete at least 1 die in the pattern in succession from left to right (farming them along the way). If they fail to complete at least 
the farthest left  the next die, they take the displayed amount of damage on that specific die.  Once the pattern is complete, it 
repeats until the hero or the monster dies.

Doing Damage
Whenever your hero completes an “attack” or “wild” in the attack pattern, your hero will do damage to the monster.  Take your 
total hero’s attack and multiply it by the number on your class die that you roll.  This will be the total damage you apply to the 
monster.
If You’re Defeated by a Monster
If you’re unsuccessful in defeating a Monster, your turn is over.  The local residents of Shadowood City drag you back home to 
revive you.  Place your hero model back on the Shadowood City tile.
If You’re Defeated by the Hydra
If you challenge the Hydra and fail, you are out of the game.  Cheer on your friends!

Gambling
Before the battle begins, the Auctioneer die is rolled (the 12 sided gold die). Whatever value is displayed can be optionally 
wagered on the battle by the other players. The players participating in the wagering flip their triumph cards to “VICTORY” or 
“DEFEAT,” and place their Aeris currency on top of it. When the battle concludes, those who chose correctly are paid from the 
Auctioneer. Those unsuccessful pay the Auctioneer.

Auction
Once a hero defeats a monster, they receive loot. The number of loot they receive is equal to the level of the monster.  If the 
loot is class-specific and not your class, it is sold back to the Auctioneer at full price.  All other gear that is unused is sold back 
to the Auctioneer at ½ of its displayed price.  Used gear is always sold back at 1 Aeris (a copper coin).

Bidding
When class specific gear is sold back to the auctioneer, it is held in reserve for the correct player at the specified value.  All 
other gear is immediately auctioned off to other players with a starting bid displayed on the card.  The highest bidder wins, and 
can immediately equip the card.  If everyone passes, it stays in the Auction House for purchase in future Marketplace phases (it 
is never re-auctioned though).



Map Exploration
As the map is explored, your hero will need to decide how to use their actions to gear them up in the most efficient way 
possible.  Below are the types of tiles you will find in the game, with a quick description of each.

Empty : These are empty pieces of land, meaning nothing special happens when your hero lands on them.
Treasure Chests : These provide riches for heroes, but require a key to be opened (with the exception of the Rogue who 
can pick locks).
Keys : These are keys that can open treasure chests.  You must have the correct key for the correct type of chest.
Monsters : Monsters are rampant throughout the swamp and defeating these creatures are your hero’s primary path for 
gaining loot and becoming more powerful.
Hydra: These are tiles that increase the Hydra’s power within the swamp.  There are only 3 in the game.  Once all 3 are 
found, the Hydra cutout is placed on the map and attempts to destroy the City.  More details about this is outlined under 
“Hydra Awakening”.

Claiming a Key
Whenever you land on a key tile that still has a key token, claim the token.  You can now use this token to open an uncommon 
chest.

Opening a Treasure Chest
Whenever you land on a treasure chest tile and you have the key, you can sacrifice your key token and draw a chest card.  The 
enchantments found in chests can be held in reserve for a future piece of gear, or used immediately.

Hydra Awakening
As the map is explored, Hydra tiles will be found.  
The following will trigger an awakening event:
A player steps on a Hydra tile
The 3rd Hydra tile is found by exploring

What happens when the Hydra is awoken?
The Hydra model is immediately placed onto the relevant map tile.  At the beginning of each hero’s turn, the Hydra will move 
one space closer to Shadowood City.  If there are multiple routes the Hydra can take directly, all players vote on the route.  If 
the Hydra reaches the city, the Hydra has won and the town has been vanquished.

Hydra Fight
With 175 HP, the Hydra is incredibly powerful, but the mechanics of the fight are very similar to other monsters in the game.  A 
volunteer flips 2 Hydra cards to show the challenge you face.  The challenging hero proceeds with 3 dice. Best of luck hero!


