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GAME RULES

Choose a challenge. Place the hero upright on the board, orientated as 
indicated. Place all obstacles and items on the board as shown in the 
challenge.  

Roll your hero from one square to another to pick up the magic key 
and find your way to the exit. In some challenges you will also need to 
scare away the monster by picking up the weapon. (the monster and the 
weapon do not appear in the STARTER level; they are introduced in the 
JUNIOR level). 

 

There are specific rules on how the hero can rotate and move through the 
dungeon.  
 

Hero (x1)
Shield allows

rotation

Crate (x2)
Blocks movement

Blocks rotation

Pillar (x2)
Blocks movement

Allows rotation

Monster (x1)
Blocks movement

Blocks rotation

Magic key (x1)
Opens the gate

Picked up by the hero

Weapon (x1)
Defeats the monster

Picked up by the hero

Crystal (x2)
Blocks most movement

Allows rotation



Rules for moving the hero: 

The hero can roll from one square to another adjacent square in all 4 
directions, landing on the side of the block facing the adjacent square. 
He cannot roll to squares that are blocked by crates, pillars or monster. 
The hero cannot roll over the crystals or the magic key unless he lands 
on them with the bottom side of the block while it is empty (once the 
magic key is picked up, the hero cannot move over crystals). 

When laying down on his shield (landing on a square with the shield 
facing down), the hero is able to rotate around and change his 
orientation as needed. The hero can rotate on his shield when lying next 
to empty spots or next to items such as crystals, pillars, the magic key 
and the weapon. However, the hero cannot rotate on his shield when he 
is lying directly next to a crate or next to the monster, as these obstacles 
prevent the rotation. 

3A)

3A

3B)
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The magic key must be picked up with the bottom side of the hero, where 
it will magnetically attach itself to the block. Remember: after picking up 
the key, the hero cannot move over crystals anymore.  

Note: in a few MASTER and WIZARD level challenges containing crystals, 
picking up the magic key too early or in a certain orientation will prevent 
you from correctly placing the hero in front of the gate. Planning is key!

In challenges featuring the monster the hero also needs to pick up the 
weapon before he makes his way to the gate. The weapon must be 
picked up with the left side of the block (opposite of the shield). Once the 
weapon is picked up the monster is scared away and must be removed 
from the gameboard. 

To open the gate and escape the dungeon, the hero needs to pick up the 
key and stand upright in front of the door, facing the door. Only in this 
position will the magic key on the bottom side push down on the golden 
tile and open the gate. 

Magic key has not been 
picked up, bottom side 

is empty, so moving over 
crystals is possible

Magic key is picked 
up with bottom side

Magic key is picked up, 
so hero can not move 
over crystals anymore

3C

3C)
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Plan your escape carefully! The door will not open if: 

• The magic key has not been picked up 

• The hero is not standing upright in front of the door 

• The hero is not facing the door

When the hero opens the gate, you have solved the challenge. One of the 
shortest solutions is shown at the end of the challenge booklet. Multiple 
solutions are possible, but the minimum number of moves needed is 
indicated next to the challenge number. 

4
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TIPS & TRICKS 
Don’t hesitate to start over a challenge when you get lost. Starting from 
the beginning will often lead to new insights and will help solve the 
challenge. 

The orientation of the hero is the key to the game. Always think about the 
position the hero needs to arrive at in each step of the escape and plan 
accordingly: 

• Picking up the weapon to remove the monster 

• Picking up the magic key 

• Facing the gate in upright position 

Try making several ‘loops’ on a 2x2 grid. See what happens to the 
orientation of the hero when you make these loops. You will notice that 
the ‘outside faces’ of the hero (in this example the helmet, the shield and 
the backpack) will always stay on the outside of the loop and ‘inside 
faces’ will land on every square of the 2x2 grid. 
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When moving around on a 2x3 grid however, you will notice there are a 
lot more possibilities and that you can orientate the hero in any way on 
any spot. 

If you are able to rotate on the shield on any spot in the 4th column and 
you can roll freely via the middle column to the gate, you will always be 
able to escape. Knowing this, you can focus on getting the hero with his 
shield on one of these 4 spots, which will often be easier than trying to go 
to the door directly. 
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SPARE PARTS
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