SKILLS: Melee 4,Scouting 3

ATTACKS: Tusks (Weapon Damage 1, blunt)

FORBIDDEN LANDS CARD DECK 2



SKILLS: Endurance 4, Move 5,Scouting 5

ATTACKS: Antlers (Weapon Damage 1, stab)

FORBIDDEN LANDS CARD DECK 2



SKILLS: Melee 4, Scouting &4

ATTACKS: Bite (Weapon Damage 1, slash)
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SKILLS: Melee 2,Scouting 3

ATTACKS: Bite (Weapon Damage 1, slash)
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SKILLS: Melee 4,Scouting 3
ATTACKS: Paw (Weapon Damage 2, slash)
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ASSARE’S HARPOON

A buge harpoon carved from a single

piece of bone from an unknown monster.
The weapon is several meters long

and adorned with motifs depicting the
legendary wolfkin whaler Assare’s life
and deeds.

EFFECTS: The harpoon has Gear
Bonus +2, Weapon Damage 2 (stab
wound), LONG range, and is seavy. If
the harpoon causes damage, it gets
stuck in the prey. If you win a MIGHT
against MIGHT opposed roll, you

can pull your prey to within ARM’S
LENGTH. If the target wins, it tears
itself loose. Each round the harpoon
is lodged in its prey and you tug at it,
the prey suffers one point of damage
(stab wound).
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BJARKE’S
WARMING FLAGON

A small clay jug, barely bigger than two
closed fists. 1t is adorned with the runes
of the four elements: fire, water, air and
earth. The jug is sealed,

EFFECTS: If shaken on a starlit
night, the flagon heats up from an
inner glow, which provides heat
equivalent to a small campfire for a
Quarter Day. You don’t have to be
outside — it is enough that the light of
the stars shines on the snow covering
the Bitter Reach.
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BUR’S BOOTS

A huge pair of boots made from thick
leather and lined with warm fur on the
inside. They are knee high and the soles
of tanned hide are unusually wide. The
boots are treated with whale oil and lard,
making them soft but also protects them
from moistare.

EFFECTS: The boots adjust in size to
your feet and provide +2 Gear Bonus
and a D8 Artifact Dice to LEAD THE
WAY rolls and ENDURANCE rolls to re-
sist cold. Additionally, you can spend
one Willpower Point to walk on water.
The effect lasts for a Quarter Hour for
each WP spent. Also, the boots make
you a great dancer when wearing them.
The boots count as clothes and don’t
encumber you.
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LERGE’S HAMMER

An unassuming sifver hammer. It has
two heads, one flat and one pointed.
When used the strikes of the hammer
are soft and quiet, as if it its blows were
landing on soft leather.

EFFECTS: Despite its small size and
unassuming appearance, the hammer
works like a warhammer with a D8
Artifact Die. It also gives a +2 Gear
Bonus and D8 Artifact Die to MOVE
rolls when climbing.
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THE WINGS
OF MARUDAK

Marudak’s gloves are sewn from black
leather taken from the soft belly of a
Wyvern. The gloves are adorned with
patterns sewn in silver thread that show
Slying Gryphons and Dragons.

EFFECTS: The Wings of Marudak
grant a +2 Gear Bonus and a D1o
Artifact Dice to all MOVE rolls when
jumping. If you leap from a tower

or a cliff, and spend one Willpower
Point, you can glide for a Quarter
Hour. When gliding using the Wings
of Marudak, you risk being seduced by
the experience. For more information,
the GM should read the relevant sec-
tion of Chapter 10 of The Bitter Reach.
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NAMTARELS
BLACK ARROW

A long arrow with a shaft made from
an unknown black material. The tip is
made of black star metal and is always
covered by a black, oily film of poison.
The feathers of the arrow are from a
black gryphon.

EFFECTS: If you hate your target
with a fervent passion, you gain a D12
Artifact Dice to an attack using this
arrow. If damage is dealt, the victim
also suffers from a lethal poison with
Potency 9. If you spend one Willpow-
er Point, the arrow returns automati-
cally. Due to the poison afflicting its
victims, the arrow is not suitable as a
hunting weapon.
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RAMMAN’S
THUNDERING DRUM

A soft skin taken from a Frost Dragon
has been stretched over a framework of
whale bones. Clouds and thunderbolts
are painted on the. If you thrum on the
skin with your finger and then hold your
ear against it, you hear a rumble as if
Sfrom distant thunder.

EFFECTS: The drum can be used

to create thunderclaps that make the
ground tremble. The effect works like
the EARTHQUAKE spell. The drum
may be used once per Quarter Day

to trigger a Power Level 3 spell. You
need to spend Willpower Points and
roll for magical mishaps as usual.
The effect may only be summoned
outdoors and only when the weather is
cloudy or stormy.
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FERENBLAUD’S STAR

A piece of silver jewelry shaped like a
star, adorned with a clear ice crystal.
The amulet hangs from a thin iron
chain. If you peer into the crystal, you
&limpse visions of distant lands in ages
past.

EFFECTS: The stone gives you the
same ability as the FARSIGHT spell.
You need to spend Willpower Points
and roll for magical mishaps as usual.
For further information about this
item, the GM should read the relevant
section in Chapter 10 of The Bitter
Reach.
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3 Intuition Invisibility one
Quarter Hour
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