) The glb’\'f;f from

f.,thls deep red

This armour
makes the wearer harder to hit:
M he gets +4 Toughness and any /-
Monster attacking him is at -3 oh
“jts to hit roll unless using a -

i\ihagic weapon.
b

3

Barbarian & Dwarf only

chel 'd@'un Dolgt (one flngor‘)
was a powerful Bretonnian
. Mﬂzard He laboured long to
mate a series of enchanted
acts to be used by the

% chivalric knights of that realm. i

: l.lrrforhmatmy. the essential
7 iIngredient in the creation of

i each was powdered bone

+'a human finger. Michel creuted
g nlne in all...

: s Is the fabled Battle Stone af
the Marquis. Any one of your

v Warrior's attacks (but not a deaz'h

fblow) autumatically hits the tar?at

The stone may be used om:e per'
adventure. %
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L These a‘i'.rom were, cirt from 7
the greatest trees in the -/
ciforest of Loren, carefully ./ o
g:fted s6 that their flight 1.‘.‘- \

truest of all.

Jorhese arrows-add £2 to the BS
¥ roll of any Warrior using them. In

ignore 1 point of
Sarmour and

€ause an extra
S Wound when

they strike.
., There are 3D6 arrows.

El & Barbarian only

'--"l'his iongsword i perpet‘ualhr
& dripping blood onto the cold
ﬂoor of the dungeon.

ah top of any other attacks the
'warrlor using the swora makes,
;oli 1D6 for each model (Warriors
' as ‘well as Monstérs) in a square
! adjacent to him. On a score of 6,
i the sword lashes out and strikes’
.- the model of its own volition, ", L
Siwhich takes Wounds as pen any

M
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Barbarian only L

i ﬁi soon as it is drawn’in tha

presence of its hated foe this
blade snarls and gruwls. eager
tn spill'blood.

yﬁen your Warrior finds this sword

\take a random Event,card
‘to determine what sort, of

7. Monsters the sword hates -
5 (RPG: Roll on the Monster

jTable that is the same .
nwal as your Warrior's

‘-_ hﬂttie level). The sword

Ses 2 x normal damage
against all Monsters of
- that raca. (If you roll
Skaven Assassins, for
Instance, the Bane
Sword affects
all Skaven,)

)

i These e‘legant bopts: ﬂoat an ,.'

inch or so 6ff the ground, their 7

- yo,utllne s_himmering with magical .
f .. oy 2 B

T E

7 While wearing these boots your

i Warrior may Jeyitate a few inches
above the ground ‘while moving.

! While airborne your Warrior may pas

over chasms, pits, etc.. uthndered

' and anyone who attacks him is a't -1
-=1gn his to hit roll.

e boats last fur one adventure;
then they lose thelr magic and
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s Ha’mmar meks a certaln .-(,Fsames leap and burn alcmg th /

onster as its hated foe, to ‘Iength of this other- -worldly . ; /%
ain at all costs. . -, ‘ : 30 word. As it swings, through
! the air it ieaves a trail of N
‘Epitting magma In its wake, ¥

A& this orn is blown a V
showling wind blows the - / Y

- Monsters to the grnund
,abll a D6 fclr every Monster on the \

."p'oard section — If you score above
| its Toughness it Is:Hurfed to the ;
rground. A score of 8 is always
% successful, no matter what the
»-Monster's Toughness. If a Monster
ils hurled to the ground, it suffers
106 Wounds with no armour %
ctions, and is prone. it will” - . \a
e a Monster 8 whole turn to get
up. During this time:it may dﬂ 3
. nothing, else. Ay

AL
¥ 1@ | Barbarian & Dwarf only

hoose a Monster as it is placed or'r,\
board as the Warrlor's most -_ 3
< hated foe. If there. is a'space empty
radjacent to that Monster, the v
i Warrior may be placed in that .
= -space, no _matter how far away ‘_qr__/
what Monsters intervene, as he
barges determinedly towards his
ﬁ;\a He gets an Immediate Ambush
x&ack against that Monster, and ..
gains an extra Attack every tum \‘_f-'
| against that Monster until it i$'< - . %
;Iead i he kills the Monster. he e
gains double goid. >

*Jf your Warr‘ior hlts his oppnnent

i with a natural to hit roll of 6, as

! well as causing normal damage /

F the target and all adjacent

* models, both friend and foe?"
ﬂ.m:!udmg the wielder!) burst lnto

L mes and take an extra 1D6+.}

Wounds (RPG ~ 106+ 1/battle-

.. level), with no modifiers for™ '\ . %

&) uughness or an‘r‘u::ur &8 7

F: "
TBUL ‘ Dwarf & Barbarian only

ouﬂng words of power trhe
'lllhrrior bearing the scroll is % %
: ‘surrounded with a glowing .
sgreen of-magical energy.

,‘J;'v'or this turn the the Warrior
,Qearlng the sérofl s’ immune to all
‘¢ attacks except those made with

| either a natural 6 to hit or'that are /.
i magical in nature. The Warrior can:
. move and fight as, usual. Tt

& chel @'un Doigt
{one finger) was a
Lipowerful Wizard .
" from Bretnnnia.

‘he laboured long
; to create a sarles

The bidde shines . g )
ith a pure light O T A

#and never dulls.:

'_is sword lgnarés
"the Monster’s 3
*Toughness and all
j except magical
/' armour when
* ‘determining

* damage. In

Jtaddition, the
wwielder can

re-roll one o B\’
.. miss per TR g

s that realm. Unfortunately, the;
J'essential ingredient In the.

&) craatlon of each was powdered. ;

: e from a human finger. 7 3
Michel created nine in ail... -

', This is the fabled Power Stone of ",

the: Marquis. Your Warrior. can add

o
b @ n B Rt

'{D6 to his Strength for one turn. 'f/ === : Ve

L S8 'j' ARG : ; LDWEH’T Elf & Wizard only }_1

_.%'\Q_nce used, the scroll is dest.ro.v'sd‘ \t‘

Barbarian & Wizard only
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this armour can absorb Wounds' |
inflicted on the Warrior. Initially it /.
i jt is discharged, with no Wounds *
stored. Once put 6n, the armour
! cannot be removed for the rest
- -of the adventure. It absorbs 307
SWounds, then explodes, taking’
;ithe wearer to zero Wounds (and
igath if na healing is possible). .

;1-115115 slénder gold hand

4
=7

A spells are stored in the magh:

- -band.

* Each spell may be cast once,.
n&lﬂomaticatly. whenever the
{ arer wishes: When both spells

have been cast, the magic Dowlar‘.;,

- of the band has been used up.
jand t is useless and worthlega

{ Barbarian, Dwarf & EIf only
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‘preggeds

Fworth up-to 400
“gold on a dice

: g t’\-‘izard. Dwarf & EIf only
3
Pl - T, -

g, b

Tight drips from
&the end of this
arrow, chilling
the air. The
{pnagical venom :
i of this arrow can fell even
! the toughest Monster.

*L#f your Warrior hits a Monster %
‘yu'lth this arrow, roll 1D6: On'a :
:_ ore of 1, 2 or 3 the arrow does\,
" normal'damage. On a score of 4, .

. 5 0r 6 the Monster Is 3

% mmEdla‘tElY slain.

Y 'Use ornice, then discard.

‘ Barbarian & EIf only

3 The Warriors find a dusty aid )

any single

J\ral} of 4, 5 or 6.

Aluo e 3 ueueqeg

! impossible sharpness.

: :'This axe causes 1D6 extra .. X
i Wounds every time it hits.

Dwarf only

) Porged from gold taken ﬁ-om
Sithe depths of the sea when
=#the world was young, this
i "lade Is £overed In runes so
sancient and worn that they
igan no longer be read.

y While your Warr‘l.or is using this
i sword each attack he makes . |
.ignores the first point of hig' """

épponent’s armour.

aaey 3eY] S300q Jo Ned:

Aard

3 9

" Uf paressuo> sapeiq onall

K

“S3a0.

‘tpbueans SIY 03 L4 Ing Yy oy
- 3B MOERY MM Eaxe ue SUjel

s300q a8y} Blpeam Jojlem sy,
ENSNUN U¥ puy SIoLLe Syl




8 ; . This whh:e bow was cap‘tured .q-'l‘hls claak sw'Irls around the 5’
aalga the All-Seeing created '* hy the Dwarfs at the fall of; 'Warrlor as he moves,
hese boots to enable his: = e EIf city of Tor Alessi. ks - ﬂeceiving the eye as to his
ng suffering hanchman b . Accuracy’ is beyond compare; \ : recisée l6cation, and causing )
rand it was considered a prize._ s opponents to become
‘-yvorthy of the bloodshed and 1 gnsnared in its! all enveloplng
: slaughter that won l‘t J folds. ; 7
ta/ [ While he wears the cloak; all |/
ignore any armour-based o BEFORE or during moving. Fhis" Attacks against the Warrior, are
movemen‘t penalties, " L uses up his Attacks as usual: . | at -1 to hit: If an attacker scares
b= ﬁ;grthermore the Warrior gairs \', t ‘ \. F}s to hit, however, the power u'f\‘
“4+% to his movement. % e W =Y e cloak is exhausted.
. L‘.’.r‘i‘PG On a roll of a 6, mepﬁwe_r
the cloak is éxhausted until 7
4 the next adventure). "

Barbarian & EN only

THis cidak is made; of a fine, i This cldak is made:of an qdd7 % This jewel contains the - 7
#silk-like material that, A g 4 ?"We' for"the Coughing- 5
Aalthough extremely light, is - % L s 2 A ell. When'used, the

‘gery. very strong ’ {whlle you-r Warrior is wearing \ arrior's ononem St‘ddem
Jtvew time your-Wartior is hit ’thfs cloak, he may automatically ursts out in a hatking

“while wearing this clc;ak he can 7
ignore the first Wound caused by /.
! the blow. However, each time 1 ; ik y Yoo
_' cloak absorbs damage like this; /.~ ¥ : R " iy Moniihe Srdeie same !
_.\rc_;l': a D6. On a score of 1 thia__.‘ B s ..lpaard section as the Warrior Wwith,’'
deloak rips and is useless. .\ 5 L\ il Jewel and roll 1D6. On'a ~ 4
frr - e : ! “score of 6 the farget collapses Iﬁ
~a coughing spasm and Is at <1 ort
" his to hit rolls for the rest of tha

i preak from pinnlng once per ;¥ I-;ough of such violence that
y he looks as if he may drop
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; -'thls ha!m ls fashloned lnta
the likeness of the gaping
‘_’!’naw of a ravenous beast.. ;

@E Wan1or may nominate one_
‘nf his Attacks each tum. If that
# Attack Hits its target then the
i Warrior gains an extra bite
! attack from the helm: which htts
L _automatically, doing 1D6
{Wounds. The target may not.
ideduct anything from these

Barbarian & Dwarf only

This small crystal orb holds )

the light of the dawn, givin
the same light as the
ern. .” :

i &
?‘J:ﬂ';e Orb glows brightly, and the
\'carrier can explgre Just as the 1
leader with the lantern. How longy
") its glow will last is unsure,
* ‘however,-and Iif a 1is rolled i ="
_- the Power Phase, roll a further
; qu On a score of 1, 2 or'3 the,

W dies ¥ \
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» The Warriors find 3 Wooden
_ﬁ!_:u:m’ marked with a skull.
s#When the lid is prised off,:,

e Warriors see that they

e discovered a box full of

in the area takes 1D6 Wounds,
with no deductions for

| Each firebomb may only be usad
sonce, When they have all been'. . 4

ilsed. discard this card. -

1 E Wizard, Dwarf & Barbarian only

LW

a thorough s,earch pn?
9

Qf ‘the Warriors finds a
. her bag hldden -behind a.

_ﬁe I:iag_cnntains_ 1DEX50 gold.

&

SPUnop Aue 386 siopien Su3 30

auou pue ‘spe; j[feds ay3 daguun
Y
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“asjuBodal NoA JepY=

Pejaze snojbi
* Aisnp e;puy

Ajuo piezip 9 3 ‘Hemd

L/
&

~ Slues eyl yum dn awod pajjou

iat plerce the
thearts of the
' \I'lhrriors. filling them with
/1 great valour and cdurage
. beyond measure.
.of the Warriors are suddenlv ’
= hused with great bravery antl\
"each gains +1 Attack this turn,

i ’gndrils of force

[ Dwarf, Wizard & EIf only

¥ ll

After a thorough search p:\;?
sof the Warriors finds a sec

sipanel which opens, revealing

hidden alcove. = - \

roll as r‘nlany dice'as you like. If!

y any score a 1 you have found
..nothing, and managed to-make

. lot.of noise - take an Event cal‘ﬂ

l_ immediately. If any come up'with

'; & 2-5. you gain gold equal o the \

£ I of those dice multipllied by.

10, For each dice that scnrss 5.

- take a Treasura card.
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thie dreaded
_';j_lfestealer 'speli X,

Monster to heal himseilf.

40ne Monster adjacent to the - :
aWarrior suffers. 1D6 Wotinds, \ﬂ
with no modifiers for anything. =

. The Warrior beafing the talisrnary X
maximum of his Starﬁr';g

3 Wounds score.
iga ) &

ds a smail
’g:;ss bottle full
tpf a fizzing plnk
; uquid

smay sell this potion to an
4 Alchemist for 1D6x40 gold.

" Alcherriist first! The Alchemist's’ .
Laboratory is a Special Locaﬂc‘m g
- see 919 of the Roleplay book TN

I)...

? The Warrlors find a tung paaryl
=necklace hidden behind a e

one in the wall. 2

i q‘ﬂ'le necklace is worth 1D6x10 _\'
‘a gﬂ‘d Y

; (RPG You may try and sell the

y pear| necklace to the Geperal

..Store. Roll a D6 and mump!y the

' result by 10 to see how mugh’ "
the trader will offer you for It

FIOWever. if you roll a 1, the =

‘“nécklace is fake, and the trader,
refuses to buy it. You will have
“to try and sell it at another’.
Settlement.)

4+ The cohtents of this bottie 5‘
sbubble and hiss. As your /N
EAWarrior drinks the potion,.
- the effervescent liquid sears \
"gi.s tongue and burns his
$ghroat.’

After drinking this pchon your
M ! Warrior levitates a few inches. J
' above thé ground while mO\dx‘-a.
W‘hile airborne your Warrior may
3 hass over chasms, pits, atc.
I iMhindered and anyone who
attacks him is at -1 on their to
it roll.
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..*r;,m:te !I‘ghl pours from the mouphy
aof the Warrior bear'ing the seroll.; / }

: ‘whare it hits‘the stone a bottom-
Ie&s pit'opens with a loud crack. \

fhce the Pit of Despalr Tarker on any =
i 2 square by 2 square area on the A

X boar'd Roll 1D6 for'ea¢h model

/i standing In the pit area. On a’l.or 2 it

[+ falls into the pit and is killed. On a 3-6;
it scrambles out of the way — put, i

2 iam-r empty square on this or any
m:ﬁ.acent board section. If there are'na \“
le pty sguares available the model falis
into the pit anyway. Once the pit is in

[ place, ng.model may enter the sql\.laf'éﬁ

V& covers.
%/, -
e o © BRY O A
1 m l Dwarf, EIf & Wizard only } ;

: = . 78

2 :. Ci.i.g_-‘

-~

+Ih' a cofner you:
nd a crystal
anter full of -
-glowing
ﬁrange liquid.”
_-'_V\.'hen drunk, this’ p !
Y potion shifts the dimensional
. position of your Warrior, making
" ‘him ethereal and !nsubstantlal
| * He cannot be pinned, make un
S atb‘ack cast magic or be
cked for one turn.

3
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what is to comie. _
= -If you take an Event card that
jyou don't like, you may choq.se
ﬂtq swap it for another. Shuffie

L the Event cards together

é ncludmg any you have used

already) to make a new Evant 2
+deck. Take the top card and

carhf on as usual i

: 11-\& Wa'rriors find an anclem:
ftem of Dwarf construction, 4

: Whust iuomng in a darkemd
qorner you find a fine meta!
nkard c.overed In verdlgris

‘Q'hi.s isa Dwarf :tankard speclally.
'ﬂeslghed for the dﬁnking of :
_'Bugmans beer. ;' {

Tankards like this are much
! ~valued by Dwarfs. If a Dwarf

finds this tankard, he will nw&r A
: seu it

,&Huer weapon, this. unguent

oo

‘i gingle blade by t,\‘Sut_:hing the
stone to the metal. For ane

adventure) this weapon will
“inflict double damage when Tt
"iﬂtrikes The damage Is r_lqubled \’
i up then the Warrior's Strength |
added to the score. He does not
roll the damage, add his Stréngth $
“fand then double the score. .

It of a thick and foul
elling unguerrt

'm‘hen smeared on a sword or

;) igauses.an extra; Wound
(RPG: 1 extra Waund per battle-
level) against all Undead,

The bane'lasts for 1° turn bqfom

!‘ﬂ':. effects wear off. There is only
-~ .l

AS sp00N as your Warriér finds the

-—f.r ring take one Spell card at random;

this is the spell that is 'stored ify the'
. ring. The bearer of the ring may cast
>the stored spell:automatically at any,w
time After use, the nng is drained.

RPG: The ring will slowly recharga
Yfitself: At the start of the next /"
adventure take another Spell card: to
represent the spell stored in .
the ring.

: -mis cobl blue steal b1ade
'ﬂickers as if alive, creati'ng
adly shi.rnmering blur
gu'ough Whlch none may
‘Pﬁﬂss. .
‘#n a corridor or derway. no
Monster may pass the Warrior
/! while he uses this sword,
whether they are flying Mon
* or even Mansters who are never
'Eiﬂr‘fned, The only way the. i &«
nsters can pass Is to kill the..’
Warrior in order to:.stop his WL
b1 whlrling blade. :




nd all telling,
P 'rhis vase is of strange design,
7' unsuitable for use by Humans, '
. Elves or Dwarfs. lts purpose can

I &
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