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L This blade is superbly
balanced and moves in a
sSwrﬁ: golden arc- with almost
effort on the
elder’s par‘t
slicing through
»ithe enemy ranks
‘ with ease.

L While wielding

This finely
rafted shield
sglitters with an -
unearthly
sheen.

i 'While using. an Elf
‘;' shield, your Warrior €an ignore

each turn unless the roll to hit
“was an unmodified 6, in which
tase the shield has

EIf only

the first blow Inﬂlcted on.him /

ull, but it glows with a- dim

This armaur gwes Jts wearer +3
Toughness, with' no.deductions
:J’ for movement. Howeéver, once

r‘ worn it fuses to the Warrior's

* flesh and'cannot be removed.

‘tannot be carried. It mustibe’’
dnned immediately or left
where it is found.

Vﬂ.\ﬁ

1136?3‘

Barbarian & Dwarf only

.magical artefact.

e Warrior can' pick up hostile

&mdom surprised. When' Monsters
ppear who would normally ambush
- the Warriors, the wearer of the crown
] should roll a D6.

--1-3 Ambushed as normal

545 The Warrior parries any bbws
imagde against him. The Monsters'
\embush attacks have no effect on hlmz

€' As 4-5, and the Warrior ge_ts_ an
. extra Attack before the Monsters' Lo
. [strike, in addition to any uthers he ma-r

y have that turn.

All the pther Warnors are

This. ar‘mour Ioohs pltted and7

* Unfortunately, given its welght. | S5

: Tl‘fls batﬁered crown is a powerl‘ul7

ratioris iri-the atmosphere, and is \

.*,Tms axe was onge wielded by

the Dwarf Giant Slayer Umgru

—Grunnson at the ﬂnal battle of
Karak Azgal. N

'This axe automatically hits its
jtarget — the wielder does not have
©ito make a to hit roll; In addition,
-f, instead of a normal damage. roll, to /=
= -work out the axe's‘damageé roll : / ]
1D6: Iif the score is a 1 the axe
: causes 1D6-(+ Strength) Wounds,
the score is a 2 the axe causes
\?.'06 (+ Strength) Wc.unds. and so-

Use for'a single turn once per

Vadventure e

]aboured long to -
.jcreate a séries’ of enchanted '
7 artifacts to be used . by the
. chivalric knights of that realm
sUnfortunately, the essential
gredient in the creation of-
Taach artifact was powdered
bone from a human finger.
M!che] created n]ne inall...

i /This is the fabled Pragon Stone crl"
the Marquns For: one turn,. .your >
e Warridr can add 1D6 to his.

% Tc:ughness. y

raging fire
burning at its
Core, which
l‘f,-’ﬂares up to'a

;blazing wall of fire at the
,v’ wielder’s command .

" Pick a 2 square by 2 square area
= a board section that the Warrior
J‘with the icon can see. All Monsters \
the targeted area suffer 6D6  *
Wounds (roll once for all the B
Monsters), with no modifiers for ¥
oughness, armdur, or anything ¥

The icon may be used once
per adventure

;—;,Tflese c'l':'."ld steel gauntlets

_maglc. and are able to tear the
Iifp essence from their victlm. .

urn, which must be’'made before

the Warrior makes any.other

[ attacks. The attack with the )
gauntlets is at -1 to hit, but causes
norrnal damage.

\Q'JPG The firsttime that the b )
Warrior-kills a Monster with these |

gauntlets in every adventure, roll.a
.. dice. On'a score of 4-6 he gains ah'

i [extra Wound to be added to his ; >
Starting Wounds score
permanently.)

Barbarian & Dwarf only i




) The Warriors find a bronze, »‘
orn in a dark corner: 4

V\Nhen blown, the maglcal power -

ef this horn allows all the

Warriors to parry incoming

I blows. When a Warrior is

i attacked roll 1D6.'On a score of

7 1-5 he must take the blow as

' normal. On a score of 6 he turng
the blow and it causes no

damage.

e effect lasts until the combat’
ends, or the Wizard rolls a 1 in
the Power Phase.

The horn may be blown once per
/ adventure. :

v VALDE,

\ il FENLSRE USRI A R
750 [ Barbarian, Dwarf & EIf only

;3. GOLD

i\ This sténe band )
holds the power
-Of life itself, ]

At the erid of any turn in which the
i Warrior has been 'hit' by one or
! more foes,he may attempt to heal
£ Wounds by regenerating with tha
sring. ¥
;17p do this, he rolls a dice. If he is
|~~elrrently above zero Wourids, then:
on a dice roll of 6 he will regain 2D6 o
. Wounds. L
‘If he is ‘6n zero Wounds or less
*/.tie abouit to die) then on a 6 he wil \
regenerate 1D6 Wounds.

This sword was; forged in -,
oeth, in the realm of the.
- High Elves. I is lightning fast
nd, oncé mastered, the \
wielder is all but unstoppable 1

" When using the sworq, the
. Warrior must roll a dice. On'a.
‘. score of 5 or 6, he gains dm_,!t_il'e"
: Lattacks. On a score of 2, 3 or 4,
‘hn attacks as normal. Onca score_\;
“of 1 the Warrior trips up and falls °
over. He may do nothing at all. -
' for therest of the turn and'is
i Itreated as prone. . \J
A

’VBarbanan Eif & Wizard only 1 i

) AsKradz was

i sorcerers of
'Araby. Fables’
tell that he

'.screated myst[i:al stones
‘ which sucked the éssence of

' life from the air itself.

_;]’he Lifestone allows the wearer

L§\tg:l regain 1D3 Wounds per tumn, \q

so long as the bearer is himself .|

on 1 or more Wounds when he,
ses the stone.*

) This black ring constantly -
“moves from finger to finger,

linking and shlmrnering wlth' :

an unholy light.

e Each turn, the wearef of the ring
E; may, instead of moving normally,
!3-' teleport instead. He must declare
that he is using the ring before he
_‘; moves. Roll a dice. This shows ho
Jmany squares the Warrior may :
', move by teleporting. When
eleporting, the Warrior ignores any \
" obstacles and tHe rules for pinning.

[ If there is no eligible empty square;
. /the: Warrior must stay where he is'
/’and can do nothing for the rest of
(e the tum. Remember the

?\* varse, rules for being lost in the
104 dark!

white arrows are able to piﬂr:
,the toughest armour at a
thousand- paces.

These Hhagically sharpened -, ?

When your Warrior successfully hits.
his target with one of these arrows
Toll an extra 1D6.0n a 1 to 4 the
arrow has no special affect and you;
determine damage as normal. On
score of 5 or 6 (6 if the armour is. '
magical) the arrow goes through
th,e target’s armour as if it wasn't: \
re — its armour is not counted .
against the hit.

There are enough arrows to last
one adventure, 2

Barbarian, Wizard & EIf only

He must move to an empty square. P

Michel ‘d*un Doigt (one ﬂng_e_f)>'
was a powerful Wizard from /'
‘Bretonnia. He laboured long to
¢heate a series of enchanted
artifacts to beused by the
-hivalric knights of that realm. &
:Unfortunately, the essential /

7 ingredient In the creation of

. each was powdered bone from
sa human finger. Michel created

smine in all...

Yis is the fabled Life Stone of the'
Marquié_ When your. Warrior |s_
reduced to 0 Wounds this madgical

| ‘/stone deflects the killing blow and.
7/t causes no damage. i

.._;-Tl.;iis eléi_:iant bow ﬁas a

s/on it. Ancient stories tell of 5 S
5 }gow that never misses and
ihis may be that very
iweapon...
¥ This bow has Strength 4
.and adds +2 to the
wielder's to hit roll.

While using Arrows of Sure -, »
‘Fl|ght your Warriar may add + 1/
tO his missile combat to hit rolls

i Each arrow is good for one shot. \
ﬁnly and once used it is

P dlscarded

_-‘_, ‘Arrows of Sure Flight may only
+ be used to their full effect by an
EHK. When used by
any other Warrior
Jtreat them as
_\_'Qgrmal arrows.

¥ou find 2D6
arrows. When you
. fhave used themi all

*/discard this card.




The Warriors come across-a 7
hastily discarded backpack,
dying amongst a pile of bones P

: jp a far corner. b
The backpack contains 1D6 sets ]

¥ of provisions. Each set of

f provisions cures 2 Wounds.

. (RPG: At the end of each
adventure, any remaining G
_provisions in the backpack are

_lost. However, at the start of the\.
“next adventure, the backpack
will have magically: replenished

b . itself, and will contain 1D6

. /provisions again!)

& T‘hese boots are fashioned
rom the tough leather of a;,
;;Wyvem_s wings.

’(\ Fhese boc:;ts allow your Warrior.
to leap 1 square in.any direction
s part of his rnw;z, landing in
% the square beyond. Any obstacle
7/ in the square being leaped is
k. ignored, though it still counts as/
-1 sgquare of movement.

{‘Thése boots may be used onte \

er turn.

Mlﬂ-
400"
GDLD

':!_The scroll bears the words,
«for the Confuse spell: The

s,,arcane words create

f confusing images around the
Mnnster s head, and it

F- stumbles around in Z

,confusmn. 2

Pu:k any Monster on the same /
board section as the Warrior

 bearing the scroll. This turn it

\_;l'\t\)fses 1 Attack.

\vdug\ et
75 Dwarf, EIf & Wizard only
.1 GOLD & s

L..,Jlm'mram:lel was a Wood EIf \/
.Sorceress of Loren, /
srenowned for her soft voice,

. peaceful demeanour and
‘hatred of battle. This
|-: iInnocuous looking bauble is
5 in fact an item of great
! power.

N

This bauble flashes with energy;
.and its bearer may add +1 to all
'@ice rolls to escape from pinning, \

P varue,

. After lifting a lgose

i <flagstone, one of the
~Warriors finds a sturdy

. wooden barrel.

i This is a barrel of the fabled
“FBugman's XXXXX beer, and is
4y worth 200 gold.

;' If a Warrior drinks a quarter of
the beer, he regains 1D6
.Wounds, but is at -3 to hit for
N\the next 1D3 turns. What is left \
is only worth 150 gold, and so
on.

i

This . créwn
engulfs the

E‘ Thns valuable gold
"—’ crown is worth 250 gold

i (RPG: Cack]lng and -giggling to

' himself at his own macabre,

gckes the Warrior wearing the

grown finds the death and

carnage of the dungeon most
amusing. He is now at +1 to all

. psychaology based tests such &8s

% /fear and terror.) s i

b

&

3. GOLD,

!'E-;,.These ‘sturdy iron-shod bocﬂ':.r»
f <are magically made to be an/

- saxact fit for whoever wears B
E.\ them. ’
;{-.While wearing these boots your

h" Warrior gets an extra kick attack’ 3
3: at -1 to hitand +1 Streng'th

s
[

)

k VAL GE,
250"

. GOLD.

the Warrlors find a small pot
full of a thick and foul
5,,,5mellmg unguent.

{_:_ MWhen smeared on a sword or

L pther weapon, this.unguent

fi causes. T extra Wou_nd

foi (RPG: 1 extra Wound per battle-

! level) against all Chaos
creatures.

" There Is enough of the bane to
“épat one weapon for one-turn.
s

., This séroll bears
the words for
the Cure Light
: Wounds Spell.
'When the Warrior
‘uses the scroll,
'=§ pick any Warrior on the board
/' and roll a dice. On a score of 6,
- the spell heals 1 of his Wounds;

[ Dwarf, Wizard & EIf only




stone containers, the
iWarriors come across a store .

gf exquigite sweetmeats \
i m far distant Tllea.

A ;
‘These foodstuffs are a rare Z
_! delu:acy. and are worth 50 gold. /

3

e N

L This séroll bears the words
for the Fléet of Foot spell. _/
Upon using this scrollithe Warrior,.
gets +1 Move for one tum.

L This jewel

Lacontains the

;,upower for the

b{ Healing Hands

‘spell. When

rused, the

.5; Warriors feel a soothing
(' calmness descend upon
[ them.

o
IJ
e

. When the power of this jeweél is
fwused, every Warrior on the board
has 1 Wound healed.

250

P‘." the Warrlors
nds a large
i~ wooden chest.

‘ Once the lid is prised off; you

;' find that the chest contains

' carefully stored fine clothes,_
. made of silk and inlaid with gold

\gnd jewels.

There are 1D6 items, and each Is

worth 1D6x25 gold. X

/ |
VALtE

msxzs

.+ This goblet is
ssuffused in a
{;.r'xbrilliant golden
L @ura, which
g gxpands to fill '
Fithe area, T e
4 flooding it with bright light. /i
. Each Warrior on the board i
section regains 3 Wounds.

4 You find ‘a large rusty war!‘_lo'rh
hanging from the wall: / ¥

'Ef;'When blown, The mystical power " ..

{ of the hom puts-up a magical :

../ Shield around each Warrior,

. gloaking them in _a rnear

i impenetrable cowl of raw magic.

(' The Warriors can only be hit by
Monsters scoring a 6:to hit.

I: The horn may be blown once per
\fpéqventure‘

and its-

effect

asts for
“/.one turn.

I

. After 'st'{nbbing his: toe, one
of the Warriors discovers a

'-,Lloose flagstone. Under the

( ﬂagstcme he finds a case of
[ 'exquisite golden wine

? bottles:

’ There are 1D6 bottles of wine.
Each is worth 100 gold.
If a Warrior drinks a bottle af
.wine, he regains 1D3 Wounds,
fdbut is at -1 to hit for the hext L
1D3 turns. J

i\ The Warrior bearing the :
scroll casts a glowing halo
saround himself.

fhis spell surrounds the Warrior
‘with a protective shield. At the
i start of Bach turn roll 1D6. This
i turn that many Attacks can be
! absorbed by the halo-and may

. ignored.

"~ The halo remains until the
-~Warrinr moves or you rall a 1 ork.
e dice roll to see how many

Attacks are absorbed.

fter one use, the scroll
%/ dissolves into .a puddle of slime,
I

b varue, i

[ Y r
350 Wizard, Dwarf & EIf only ;
A

+3. GOLD,

.\ This redstorie icon is ¢hillingly
facold to the touch.

; -‘When used, this icon allows your
; \Qlar'rior to Shove a Monster out of
way. Roll 1D& and add your
.AWarrior's Strength. if the total is
. Jess than or 'equal to the Monster's -
3’ Strength it is too big to meove and
'. your Warrior falls. If the total is
' greater than the Monster's ot 2/
* Strength it is pushed back inté any
'one of the three squares behind it \
; t is unoccupied. Having pushed,’
his foe back, your Warrior moves A r
into the square that was occuﬁied y
y the Monster dand may now make

" his normal attacks >




r,ngleams with a
{K_ cold light.

'-": This small icon

Fi may be placed

f¥ upon a shield,

" melding itself with the surface

When used, this icon allows your
.Warrior to catch the impact of a
._single blow on his shield,
eflecting all the damage that
may have been caused.

Dwarf, Eif & Barbarian only

L This ph’lé] is filled with a /

- glowing white liquid, which /%

-dJights the way in the

; darkness just as the lantern:
does,

4 _:-The Warrior may move around

¥ and explore just as if he carried

_T' the lantern. The power of the
phial will be' exhausted after one

* adventure, or if the Warrior °

/

ro Wounds.

L5 b

‘tarrying the phial is knocked to \\1

. Calling ‘'on the forces of ; \/

"'magic the Warrior bearing _/ e
k-ithe scroll uses the .power to

D

/ " increase the target's

: strength four‘fold

& ‘Pick any Warrior Dn the board.

;,*Th1s turn the chosen Warrior Is

' at +2 to his Strength for.the
purpose of resolving damage.

\Mth a‘shimmer of_.llght. the
sWarrior's outline slowly 7
E/fades until he is completely

f ipvisible.”

This spell allows the Warrior
P! bearing the scroll ta become
% invisible for one turn: While
' invisible the Warrior may carry
[" out any action except attack an’/
| - opponent: moving, healing, &tc.
;‘are therefore valid actions, while
ing a bow, pushing a Monster "’
into a pit, casting offensive
.. spells, etc. are not. :

\This sword is made

from the solidified
~iblackness of the -

void, explaining its
“ability to destroy any
=i armour it touches,

iy } After your Warrior has
' made an attack using
this sword which
actually wounded his

‘épponent, roll a D6. On

" a%core of 1-4 the
sword has no extra
effect. On a score of 5

i /or 6 the sword ignores
‘and destroys the

- target's armour.

You find a
g_lit‘tering silver
arb, which exudes

magical aura.

This orb comes

4 charged with 1D6 poirits of Power. /0

! These points of Power are used to
[" augment the Wizard's spelicasting’
= ability as normal. Once used, the
{'Orb is useless and worthless.
\RPG The Wizard can recharge the

Orb at the Font of Power, just like
. the Wizard's Staff.)

Wizard only

i Dwarf, EIf & Wizard only | .
o

s The Warrior

kscroll is

| protected by a

5 magical second

i :skin created by

asthe Iron Skin spell.

. For one turn, the Warrior with _/

the scroll'is at +2 to his
 Toughness.

v VALUE,

100 { Dwarf, Eif & Wizard only

3 This bfutal,
broad-bladed

caxe is a
powerful

certainly of J
i Dwarf origin.
', While using this axe your Warrio_

. gets +2 Strength (+3 if he js'a
Dwarf).

Al a corner you
find a small

-/bottle full of a

: sparkling yellow
liquid. .

“'When drunk, this
% potion gives your Warrior + 1

' Attack for one turn.




. This green bottle contains a »‘
weet smelling liquid with a,/ iy

The Waftiors find a very unusual, »
sbaroque-looking horn, covered ., /%
awith thil"l_ gold leaf. .

is horn can only be used during the
"Hunting‘ Settlement Event.

Alone in the forest._arfd feeling rather
lonely, the Warrior rerhembers the
strange horn he has stored in his

i backpack. As no-one else is around;
“blows the horn. Roll a D6.

;i+5: The horn makes an awful:noise,
I a flatulent ogre. Nothing happens, *

6 The horn makes & beautiful, clear .-
+ sound. A fabulous beast bounds out.of
he bushes and fawns at the Warrigr’s
feet. He has capturad a Quarg! He Ean
i'sell the Quarg for 1000G, but no-ane
wwill buy the horn off him...

ROLEPLAYING GAME ONLY °.- -

This stone gives great \/
confidenceé to the bearer, _/‘
:,,ssuch that fear seems but a
18 dream.

Th]s valuable semi-precious stone
tis worth' 250 gold. 2

*.’ (RPG: The bearer of the stone is 7}
. largely unaffected by fear and /
terror, and gains+1 to Fear rolls,

“and' +1 to Terror rolls.) '

N

‘,Arnongst the
ebris and
sdetritus you find
R Jarge bottle
fuﬂ of a bubbling
i orange liquid. '

When drunk, this potion allows
' your Warrior to ignore the
Wounds from a single blow that'
might otherwise kill him. In
“addition, it heals 2D6 of the

This sitnple band of stone /
slips easily onto your finger; /'*
,‘contracting until it.is a
{ perfect fit.
2
5

While wearing this ring, one of

F ‘your Warriar's characteristics is

% jncreased by +1. Choose which

4 characteristic is affected the first/ -,
time your Warrior puts on the
_ring. '

2

This small, plain stone hangs\f
Tom a delicate copper chain/ el

[/ ' The item may be used to

{ transmute a single Monster into
's’tcne‘ killing it.. To determine
whether the stone works roll a

. D6 and add 1 (RPG: roll a D6 and

7 add your Warrior's battle-level.
If the total is greater than the
target Monster's current Weunds
1it-becomes a statue. If the total

:\B.equai to or less than the \1

target Monster's current Wounds ..

the spell fails.

LAR -lnt'ox]r.:ating

3 from this bottle,

A bringing a sense

G of power and

I might to

iwhoever drinks ft.

. _After drinking this patlon your
Warrior gets +1D6 Strength.

. The effects of the potion last for
Fane turn.

. Araby, scorched land of sar‘id»
=and blazing sun, is home to i
E/Some of the most learned
' Jnen in the Warhammer

" World.

- u !

The Warriors find an

I‘t_’ earthenware pot full of rich
spices, and their pungent tang

fills the air.

. The spices are worth 103x1.00

. The scroll bears the words 5’
or the Strength spell. When,/ !
iwcast, the targeted Warrior:
els renewed energy
urging through his aching
Finuscles. :
'*5’ When the scroll is used, pick any
(. Warrior on the board. This turn / o
he is at +¥1 Strength.

Wizard only




. Instead of wielding one
ihr_word, a great many-blades
¢ssuddenly start to whirl and
_glash the air before the
';ﬁkrrior bearing the scroll. ]
his turn the Warrior bearing the "
Jscroll gets 2 : 3
'_" extra Attacks.
'_After it has been
L used, the scroll
~&rumbles into
“dust and is
destroyed.

, EIf & Wizard only




