TREASURE CARD

FUR CLOAK

‘o find. A thiék fur dloak. Rolled
s and placed ovér.ane arm it
“Bffers some protectlon in place/

prcvtdes a +1 modJ‘Fer to your .
‘Warrior's Toughriess. z
s'Each time it is used, roll 1D6. On
=ad 5orb6it / b
. .remains
b5 ,effectlve and
‘:\Qan be used
again.On a 1,
Zor3itis

USE UNTIL DESTROYED, THEN DISCARD

TREASURE




TIME FREEZE RING

Siyou put it on, thisring
eezes like ice and bursts into
xeid blue flame, yet Still feels L

TREASURE

-“used at any time, glving the
i ‘Warriors an addmonal Warriors®
;r Phase straight away.

USE ONCE PER ADVENTURE



FLASH POWDER

'ﬁden ina small alcove In the -
all, overgrown b‘y moss, yo’u
a small bag crf ﬂash powde

{The flash powder may be set off BN
'élt.any time to cenfuse the 3
Warriors! enemies..After it has %
e;(ploded any Warriors who have
¥ not yet fought this Turn get +1
;’ Attack. / o

TREASURE



BOOTS OF SWIFTNES!

Ly ou ﬁnds palr of dusty boots
ade of a strange matenal As /
. ou put them on, everythlng
Around you seems to'blur and
‘slow down. .

3 w1ftnéss your Wamor may add /:
” 7 +1 to his Movement.

TREASURE

TREASUNE




TREASURE CARD

INVISIBILITY RING

£you siip th]s ring orito your y
“ﬁnger you fade and vanish from /
.mght

L While weadng the Inwmb‘lity ng
i:%6ur Warrior cannot be attacked.

i He may fight as norma!

’The ring contains enough power z
4 to keep your Warrior invisible for/
?'. one turn. :

USE ONCE PER ADVENTURE

TREASURE




TREASURE CARD

SHIELD OF DELIVERANCE

TREASURE

"@xqms ite craftsm .‘-;ms‘hlp it

his shieldis of simple yet >
i

;éems to be made of a

fubstance stronger than steeél,
IE;,g’et weighs little more than a
;sheet of parchment

The Shneld of Dellve.rance can
completely absorb the damage
f from any two blows. The first .
: time the shield is &
Ehit, flip this.card
% ower; when it is hit
i a‘second time,
discard this card.

vJ




TREASURE CARD

FI:\':CEH (_'_)F IZ)L')(_),.\'I S0 ROLL

D oom speﬂ' - ancrent and
pQWerfuI maglc.

e‘r’just like any of his ‘other spells.

= -Casting Number: 6 i

| ‘When cast, the Finger of Docrm

b =inflicts 6 Wounds on a single

i Monster, with no modifiers
for armour or

Toughness.

TREASURE




TREASURE CARD

ENCHANTED SHIELD

The surface Df this shield g]eam
#5s brightly as a mirror. Clouds /
~roll across its surface, and

Shards of light cut the air arm.md\

ékyas you miove. -

¥, Each time your Warrior is hit he = '3
-~ may use this shield to try and Z
"absorb the blow. Roll 1D6. On a 5+

/. or 6, the shield absorbs all the.

.damage. On'a 1, the shield

L “éxplodes and your Warr‘lor takes

1D’5 Wounds,
ith no
maodifiers for ¥ <
b Toughness or
;k armour.

TREASURE




CHALICE OF FATE
The Chalicé of Fate Has the M

: power to warp time; to change /‘_-;
,f&te. and to alter rea!ity :

e

¥ you must accept the second roll
?' even if the score is worse. : / .

USE ONCE PER ADVENTURE

TREASURE




TREASURE CARD

QUAKE SCROLL

f l'hls dust:y scroﬂ is lnscribed wH:
. .haglc runes and sigils that - / 3
.. ,pntaln words of power ¥

TREASURE

e

& Thls scroll «an be used at any R
me, and causes a 2.square by 2
Square area of any.one board

Lection to cave in. Use the Cave-

;T in marker to mark the area

F affected. Any Warrior or MonSter/
i
=

' caught in the

i’ sirffers 2D6 : el \

Wounds, with no 'j| + &
b' modifiers for :
3 h’oughness or




TREASURE CARD

DARTING STEEL DAGGERS

ou find-two daggers of purest
eel, forged in the time of the /;
“High Elves. Ancient sigils bind "7~
Powerful spells of destruction toy.
ir blades. ;

TREASURE

.While'using the Darting Steel 4
‘Paggers your Warrior gets +1 /Z
5 Attacks and you do not have to 2
; roll to see if he hits his cpponent:/ 5
' each attack made with the - g
t daggers automatically hits.

55 : )
—However, each hit will only E“a \\1

15

“do 1D6 - Wounds, with no
modifier for !

ftre nath.




TREASURE CARD
;‘\RR()\‘Q"S OF DEATH

1] ﬁnd a pnuch contam:ng a
mber of jet black arrows.
‘heir shafts are encrusted w[rt' :
olden mnes and their tips QIOW\
th a pale green light.

These enchanted ,_a.rrows are <
ragically sharpened. While usirig
the Arrows of Death, your £
. Warrior inflicts +3 . Wounds on his/ .
' opponents with his missile
_attacks.
Ly

[ “of Death can

only be used
.-y a Watrior
te with a bow.

1D6 ARROWS; 1 USE EACH

TREASURE




TREASURE CARD

ATHSTONE

TREASURE

e Deathstone is a small black
térystal that seems o soak up' Wi

_:Ehe light from the lantern,
] ver-tmg it into raw power. ’

g fh.E Deathstone acts as a source "
of Power for the Wizard. When = =
3 gasting a spell, he may use the Zj
¥ Deathstone to increase his 78
f chance of success. Roll 1D6. On q( o
L 3 to 6, the spell may be castat'a
k' cost of zero Power instead of'its
l_“ ‘nDnnaI cost. On a 1 or 2, the spell\
‘“falls and all the
Wizard's
b . Power far the
¢ feurn Is'lmst_,

USE ONCE PER ADVENTURE



TREASURE CARD

AMULET OF POWER

[s omate amulet throbs duﬂy7

d a thick, black liquid appears /-
-3 a- flow within its core.

/At the sfart of each Wartors' -
% se you mayroll 1D6, Ona 2
to 6 your Warrior's Strength is
- Ihcreasied by +2: for the rest of
¥ the turn. On a 1 the Amulet

explodes causing
1D6 Wounds on

“your Warrior, q&
Jwith no h 5 ;
\}ﬁodlﬁers i \4

i
'_.Toughness

R 7Y

USE UNTIL DESTROYED, THEN DISCARD

TREASURE




nne corner of the- room you
d a Lucky Tailsman ona ﬁne

2 made th!e usmg tbe Lucky
\"Tallsman will automatically hit.

/

1

TREASURE



TREASURE CARD

INC }'_'-,'.\J'Sl‘j OF HEALING

ou find: a small, decorative urn
‘the corner of the room,
\ r.wered with maglcal symbols id

TREASURE

5 acts as a healing potion. Every /|

""Warrior on the same board f
section as the urn has 2D6 - / ..
Wounds Y

4
-
8

restored .

USE ONCE, THEN DISCARD



rhis ornate glass bottle contain
. blue coloured liquid with a=* /W

sweet, fruity smell. Tbsting |,

vith the smal!est sip} yeu realise..

H:I;at it is a Potion of Healing.

thls bottle to heal two Warriors!
¥ back to full Wounds. When the £,
. first dose is taken, flip this card: /
" pver; when the second dose is. "
F _taken, discard

3 ‘fh.ls card. : \‘

USE TWICE, THEN DISCARD

TREASURE



TREASURE CARD

LIGHTNIL\'GP RE RI\{

s‘vou put it on, this ﬁng ;
a&hnnks to fit tightly” around you
“finger, and a lightning rune 2488

3 arts to- ginw coldly on-its uppel\

4 bolt of Ilghtnmg on command. Z
“’Yaur Warrior may target any i
j- Monster that is in his lineof . e

b sight. The bolt hits au‘tomatlca}fy

t ‘and inflicts 5D6 Wounds, wrth no
R Jmodifiers for armour. - 3 \!

USE ONCE PER ADVENTURE

TREASURE



TREASURE CARD

GOLD

ﬁ’er a th‘orough search of the
i ‘ea, one of the Warriors finds
_;mall cache of coins, gems and‘

ﬁﬂmr prec[ous items} %

e cache contains (1D6 * 100)
old. Record:the money on your
Warrior’s Adventure Record
sheet then discard this card.

RECORD AND DISCARD

TREASURE



TREASURE CARD

TALON OF DEATH

TREASURE

“\rhis magical artifact Sucks all of
“i‘he Jight fram the’ surrounding /
:area. creating an aura of
sdarkness around youl SR

é;ﬁr}ce your Warrior has finished ~

"“:fnowng. he may usé the Talon of 3
F Death to cause 1D6 Wounds
?-’agamst every Monster adjacent g
? to him, with no modifiers for f uf
t  Toughness e
b _or armour.

Monster
| separately.

USE ONCE PER ADVENTURE



TREASURE CARD

SPEAR

eaning: agamst a wall, you L
r‘ld a hefty-looking spear ~
_mM-th a wlckedly sharp

ead. .

"fhe speaf may be th_rnwh
at a single Monster on the
# Same board section as

~‘r your Warrior. It may be

i’ used in addition to any

L' other attack, and can be
t';used at any time.

‘\iq make the attack, roll
1D6.0na3 4, 5or6
your Warrior has hit the
rget and inflicted 3D6
Wounds. Qn a 1 or 2 he
- has missed.

R ADVENTURE

TREASURE

REASWRE




TREASURE CHF‘D

H} \LI\( \l\]

i "ﬁ_\e healing salve can restore 2D6" |
Wounds te any single Warrior, or "3

USE ONCE, THEN DISCARD

TREASURE




.,J

L

3 Orb‘s Power is

%/Orb cannot be
,,'recharged_

TREASURE CARD

ORB OF MIGHT

h s black ol gustens dully. as

"-ﬁ'le Orb of Might is a source of
4 Power for the Wizard. Roll ‘1D6 to N

lhrtlalty stored in 1_t_

Dnce the Wijzard'has used 1 or -

J more points of the stored Power,

»place a D6 on top of this card to

show the Orb's

current Power.
ce all of the

used up it is
iscarded. The =

* 505 per unused Power Poin

REASURE




TREASURE CARD

HEALING POTION

Y ng on the ground by the wall

he Heal_lng Pothp.may be used
[ fo restdore 1D6 Wounds on a
‘::_’single Warrior.

THEN DISCARD

USE ONCE,

ou ﬁnd.a tightly sealed glass jai

_Q’ﬁsude is a small quam:lty ofa 7/

TREASURE




TREASURE




HELL MACE

qarks ﬂY from the 1ron—shod
ad of this mace as’ you wield
i “bathing the area in light.

§ Whlle using' the Hell Mace vour
WEmor gets +2-

USE ONCE PER ADVENTURE

TREASURE




TREASURE CARD

{ SHIELD

'15 shiald ls fashnoned from the'
ep—red sulphurous scales- uf
._ﬁreat Fire Dragon

{!
LS Whﬂe weaﬂng the Dragcm Sl‘neld

TREASURE




TREASURE CARD

MAGIC POTION

& hjrs smajr glass bottle bears

&trange inscriptiohs‘in some
Q:ir\g-forgotten maglcal langua
A

: When yourWarrlar dr'mks the

: éetermiqe what it is:

1 Poison; lose 2D6 ‘Wounds.
2 Poison; lose 1D6 Wopunds.
+-3 Rainbow Potion; your

T

4 .rainbow striped.
‘*\ Healing Potion, cures 1D6 of
" wyour-Warrior's Wounds.

your Warrior's Wounds.

| 6DG |
20

Warrior's flesh. becomes .

5 Healing Potion, cures 2D6 of .

TREASURE




TREASURE CARD

FIRI{ H(L).\IH

a'ny time and afﬁécls an area 2
Sq:_:ares by 2 squares. Any model ¢
F- in the area takes 1D6 Wounds,

& or armour. -

T
s

: with no deductions for Toughriess =

TREASURE

REGSWRE




TREASURE CARD

ENSORCELLED BLADE

TREASURE

? 'cantatiorls in
@ﬁ&s past. “This
fWweapon's magic
f-quides your
’;,pand, making it
Jeasier to strike
=your foes.

b White using. the
" ‘Ensorcelled
ade, you may
add +1 to your
b Warrior's to

. /hit rolls.
a

.l —
[liBsy
e

[IREASURE






