
In the jungles of Lustria, some 
Monsters bear 0DJLF�:HDSRQV, 0DJLF�
$UPRXU, and 0DJLF�,WHPV just like the 
magic items that the Warriors possess. 
In the Monsters' case though, these 
items are cursed and will destroy any 
Warrior who tries to use them. 

If the Monster's entry indicates that it
carries a magic item roll 1D20 on the 
appropriate table to determine what it
is. A group of the same type of 
Monsters have the same magic item, 
so you should roll for the group as a 
whole.

,EQ� ZDV� DQ� $UDELDQ� WUDGHU� DQG�
QDYLJDWRU� ZKR� FDSWDLQHG� D� IOHHW� RI�
VKLSV� RQ�D� WUDGLQJ�PLVVLRQ� WR�/XVWULD��
LQ� RUGHU� WR� RSHQ� WUDGH� URXWHV� LQ� WKH�
KHDUWODQGV� RI� WKH� WURSLFDO� FRQWLQHQW��
:KHQ� WKLV� ZDV� UHIXVHG� E\� WKH�
/L]DUGPHQ��,EQ
V�DLG�ZDV�DVNHG�IRU�E\�
WKH� UXOLQJ� 0DJH� /RUG� RI� D� ODUJH�
/L]DUGPDQ� FLW\� LQ� WKH� WDVN� RI�
UHFRYHULQJ� DQFLHQW� UHOLFV� ZKLFK� ZHUH�
WR� EH� IRXQG� LQ� D� UXLQHG� 7RPE� &LW\�
JXDUGHG�DQG�UXOHG�E\�D�0XPP\�7RPE�
.LQJ�DQG�KLV�8QGHDG�DUP\�� ,Q� UHWXUQ�
IRU� KLV� KHOS�� ,EQ� ZDV� DOORZHG� WR� WDNH�
DQ\�WUHDVXUH�IRXQG�LQ�WKH�WRPE�EDFN�WR�
$UDE\�� LQ� RUGHU� WR� NHHS� WKH� 6XOWDQ�
KDSS\��7KLV�PDJLFDO�VZRUG�ZDV�RQH�RI�
WKH�WUHDVXUHV�

This weapon causes an extra 1D3 
Damage Dice every time it hits. When 
used against Lizardmen, reduce the 
attackers Damage Dice value to 1.

7KLV� EODGH� LV� VKDSHG� LQ� WKH� IRUP RI� D�
YLFLRXV��UDYHQRXV�FDUQLYRURXV�SLUDQKD�
ILVK��7KH�WHHWK�RI�WKLV�ILVK�DUH�VHW�DORQJ�
WKH� HGJHV� RI� WKH� EODGH��DQG� WKH�KLOW� LV�
GHFRUDWHG� ZLWK� LQODLG� ILVK� H\HV�� 7KH�
ZHDSRQ� PLPLFV� WKH� DFWLRQ� RI� WKH�
SLUDQKD�ILVK�DQG�ELWHV�LQWR�WKH�IOHVK�RI�
WKH�YLFWLP�
Each Wound caused by this deadly 
weapon is multiplied by 1D3.

7KLV� LV� D� PDJLF� ZHDSRQ� ZKLFK� /RUG�
.URDN� ZLHOGHG� LQ� KLV� OLIHWLPH�� 7KH�
PDFH� LV� D� SRZHUIXO� DQWL�PDJLFDO�
ZHDSRQ�
No model standing adjacent to the 
wielder of the Mace can cast any spell 
or use any magical items. Any items 
already activated are instantly 
dispelled. Magical weapons are 
considered normal weapons.

)RU� WKRXVDQGV� RI� \HDUV�� WKH� DQFLHQW�
UDFH� RI� S\JPLHV� KDV� XVHG� ZKDWHYHU�
WKH\� FDQ� ILQG� DV� ZHDSRQU\� WR� SURWHFW�
WKHPVHOYHV� DJDLQVW� LQYDGHUV�� :KLOH�
HQHPLHV� RIWHQ� LQYDGH� WKHLU� FDPSV�
XVLQJ� VWHHO� DQG� PDJLF�� WKH� S\JPLHV�
OHDS� WR� WKH� GHIHQFH� XVLQJ� QRWKLQJ� EXW�
VLPSOH� VOLQJV� DQG� EORZSLSHV�� :LWKLQ�
PLQXWHV�� WKH� HQWLUH� LQYDVLRQ� IRUFH� LV�
IDVW�DVOHHS����

The blowpipe has a range of 8 squares. 
With it, the wielder can make as many 
attacks per round as he has Attacks. 
The dart does Damage Dice + 3 
Wounds, and ignores Armour. If any 
Wounds are caused, the target must 
roll 1D6. If the result is greater than 
his base Toughness, he has fallen 
asleep for 1D6 turns. While asleep, he 
may be hit automatically. Any attacks, 
by anyone, made against him are 
increased by 1 Damage Dice. Nothing 
can wake the sleeping Warrior. A 
Monster with a Sleeping Blowpipe 
will not target a sleeping Warrior. 
When in hand to hand combat, the
monster will not use the Blowpipe, 
and will revert to his melee weapon, as 
is normal for missile weapons.

7KH� 'DJJHU� RI� 6RWHN� VWULNHV� ZLWK� D
YHQJHIXO�ZUDWK�RI�WKH�PLJKW\�JRG�6RWHN�
WKDW� GURYH� WKH� IRXO� 6NDYHQ� IURP� WKH�
ODQGV� RI� /XVWULD� DQG� VZDOORZHG� WKHP
LQWR�KLV�JUHDW�EHOO\�
The Dagger strikes with a +1 To Hit 
bonus, and gives the wielder +1 
Strength. In addition, if at least 1 
Wound was caused, the Warrior must 
roll 1D6. A roll of 1 indicates he is 
terrified of the wielder of the Dagger. 
During his turn, he must immediately 
attempt to break from Pinning and flee 
the combat, heading towards the exit 
of the dungeon. If this takes him out of 
range of the lantern's light, he must 
roll on the Escape table. The Warrior 
must keep fleeing until he is lost in the 
dark, or until the wielder of the 
Dagger is killed.

7KH� 0DFH� RI� 0D]GDPXQGL� LV� VKDSHG�
OLNH� WKH� JDSLQJ� PRXWK� RI� D� KRRGHG�
FREUD�� 7KH� ZHDSRQ� LV� YLUWXDOO\� DOLYH�
DQG� FDQ� ELWH� DQG� SDUU\� LQFRPLQJ�
EORZV� RI� LWV� RZQ� DFFRUG�� 7KH� 0DFH�
VWULNHV�ZLWK�WKH�OLJKWHQLQJ�VSHHG�RI�WKH�
FREUD�
The weapon gives the user Dodge 4+. 
In addition, if the Dodge roll was a 6, 
the Mace has parried the blow, and in 
retaliation, has lashed out at the 
weapon. If the weapon used to attack 
was Magical, it is destroyed and must 
be discarded. If it was not magical, 
nothing else happens.

7KRXVDQGV� RI� \HDUV� DJR�� EHIRUH� WKH�
$JH� RI� &KDRV�� WKH� 2OG� 2QHV� H[LVWHG��
7KHLU�JUDVS�RI�VFLHQFH�DQG�PDJLF�ZDV�
YDVW� EH\RQG� LPDJLQLQJ�� 6RPH� LWHPV�
DQG� ZHDSRQV� WKH\� FUHDWHG� DUH� VWLOO�
IRXQG�WRGD\��$QG�ZKHQ�RQH�LV�ZLHOGHG�
E\� WKH� ZURQJ� SHUVRQ�� WKHLU� PLJKW� LV�
LQFUHDVHG�WHQ�IROG�
The Arcane Blade doubles the 
wielder's Strength, Weapon Skill and 
Toughness to a maximum of 10 
(Except for Toughness). For each 
Wound above 15 that is caused, the 
Warrior must lose 1 Permanent 
Wound. Finally, the wielder of the 
weapon gains the Lizardman Magic 1 
ability.
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7KHUH� DUH� VRPH� LQ� WKH� ZRUOG� ZKR�
EHOLHYH� WKH� $PD]RQV� RI� /XVWULD� DUH�
DQFLHQW� GHVFHQGDQWV� RI� WKH� 1RUVH�
9DON\ULHV� ZKR� ZHUH� SDUW� RI� WKH� ILUVW�
FRORQ\�RI�1RUVH�WR�VHW�XS�D�VHWWOHPHQW�
RQ� WKH� VKRUHV� RI� /XVWULD�� :KHWKHU� RU�
QRW�WKLV�LV�WUXH��WKLV�GRXEOH�HGJHG�ORQJ�
VZRUG�LV�D�GHDGO\�DUPDPHQW�
The wielder of this weapon gains and 
extra Damage Dice and is subject to 
the Frenzy 4+ rule.

/XWKHU� ZDV� RQFH� D� PLJKW\� (PSLUH�
JHQHUDO� ZKR� ZDV� VODLQ� LQ� EDWWOH�� +LV�
ERG\�ZDV� EHLQJ� UHWXUQHG� WR� KLV� SODFH�
RI�ELUWK�ZKHQ� WKH� VKLS�KH�ZDV�RQ�ZDV�
DWWDFNHG�E\�1RUVH�SLUDWHV��/XWKHU�ZDV�
DFWXDOO\� D� 9DPSLUH� QRZ� DQG� ZKHQ�
JLYHQ� WKH� RSSRUWXQLW\�� URVH� IURP� KLV�
FRQILQHV�DQG�SURFHHGHG�WR�DWWDFN�ERWK�
WKH� FUHZV� RI WKH� (PSLUH� DQG� 1RUVH�
VKLSV��$OO�VODLQ�PHQ�URVH�DJDLQ�WR�MRLQ�
KLV� 8QGHDG� DUP\�� +H� QRZ� URDPV�
9DPSLUH�&RDVW�DV�WKH�8QGHDG�UXOHU�RI�
WKH� DIRUHPHQWLRQHG� ORFDWLRQ�� +LV�
ZHDSRQ� LV� PDGH� RI� DQ� XQLGHQWLILDEOH�
EODFN� OLTXLG� WKDW� JLYHV� RII� D� VHDULQJ�
KHDW�
With every successful hit, the Warrior 
must roll 1D6. On a roll of 1, his soul 
has been sucked into the blade, and he 
is killed outright. At the end of the 
turn, each Warrior standing adjacent to 
the wielder of this weapon must lose 
1D6 unmodified Wounds. These 
Wounds are Fatal Damage.

7KLV�PLJKW\�VWDII�LV�PDGH�IURP�WKH�YHU\�
URRWV�RI�WKH�UDUH�MXQJOH�WUHHV�NQRZQ�WR�
JURZ� LQ� WKH� GHQVHVW� SDUW� RI� WKH�
/XVWULDQ� MXQJOHV�� 7KHVH� WUHHV�� RIWHQ�
UHIHUUHG� WR� DV� 6LOYHUOHDI� WUHHV� WDNH�
RYHU� RQH� WKRXVDQG� \HDUV� WR� IXOO\�
PDWXUH�� 2QFH� D� WUHH� VXFK� DV� WKLV� LV�
GLVFRYHUHG�� LW� PXVW� EH� FXW� GRZQ� DQG
SUHSDUHG�LQ�RUGHU�WR�PDNH�D�VWDII�IURP�
LW�� 4XRWO� LV� DQ� $PD]RQLDQ� *RG�
ZRUVKLSSHG� IRU� KLV� ORYH� RI� 1DWXUH��
3HDFH�DQG�&DOPQHVV��$�6WDII�RI�4XRWO�
VDSV� WKH� EUXWLVKQHVV� DQG� DQJHU� IURP�
LWV�ZLHOGHU��DQG�LQVWHDG�WUDQVIRUPV�WKLV�
DJJUHVVLRQ� LQWR� D� IRUP� RI� SURWHFWLRQ�
DQG�NQRZOHGJH�
The wielder of this staff only ever has 
1 Attack and 1 Damage Dice. For each 
extra Attack he has, it is converted 
into an extra 3 Toughness. For each 
extra Damage Dice he has, he gains
Lizardman Magic 1 (So is someone 
had 4 Damage Dice, he would now 
have 1 Damage Dice and Lizardman 
Magic 3).For every 2 points of 
Strength the wielder has, he gains 
Dodge 6+, up to a maximum of Dodge 
3+.

7KLV� UDWKHU� XQVRSKLVWLFDWHGO\� QDPHG�
FOXE� ZDV� GHVLJQHG� E\� D� 6NLQN�
$OFKHPLVW� E\� WKH� QDPH� RI� 4XR[LWO�
4DWLO��7KH�ZHDSRQ�ZDV�FUHDWHG�LQ�EXON�
E\�WKH�0DJH�/RUGV�DQG�PDLQO\�XVHG�LQ�
WKH� EDWWOHV� DJDLQVW� WKH� 6NDYHQ� KRDUGV�
GXULQJ� WKH� 7LPH� RI� 7ULEXODWLRQ� �WKH�
WLPH�ZKHQ�WKH�6NDYHQ�UHOHDVHG�SODJXHV�
DPRQJVW� WKH�/L]DUGPHQ� FRPPXQLWLHV���
7KHVH�GD\V�� LW� LV� UDUH� WR� ILQG�VRPHRQH�
DFWXDOO\�XVLQJ�WKLV�ZHDSRQ�

Against Skaven, this weapon kills 
instantly on a To Hit roll of 6 (Which 
should mean nothing unless a Warrior 
is a Skaven of some type). Against any 
other race, this weapon does double 
damage on a To Hit Roll of 6. Roll 
Damage, double and then add 
Strength.

7KH� 2OG� 2QHV� RQFH� XVHG� ZHDSRQV� RI�
JUHDW� SRZHU�� 6RPH� RI� WKHVH� ZHDSRQV�
ZHUH�HYHQ�XVHG�WR�NHHS�WKH�IOXFWXDWLRQ�
RI� WKH� 3RODU� *DWH� VWHDG\�� :KHQ� WKH�
*DWH� FROODSVHG�DOO� WKRVH� WKRXVDQGV�RI�
\HDUV� DJR� DQG FUHDWHG� WKH� 5HDOP� RI�
&KDRV�� WKH�SRZHU�RI� WKH�VZRUGV�IDLOHG�
WR�ZHDNHQ��:KLOH� WKHUH� LV� QR�JDWH� OHIW�
DQ\� PRUH�� WKH� VZRUGV� VWLOO� DFW� DV� D�
WHPSRUDO� JDWHZD\� LQWR� DQG RXW� RI� WKH�
XQNQRZQ�GLPHQVLRQ� WKDW�ZDV� KRPH� WR�
WKH�2OG�2QHV�
At the beginning of each Monster 
Phase, after spells have been cast. Roll 
1D6 on the following table to see what 
the sword gates in. In addition, the 
blades are made out of the finest ivory. 
The wielder gains an extra Attack.

� Mage-Priest
� Kroxigor
� Saurus
� 1D3 Skinks
��� Nothing

:KHUHDV�4XRWO� LV� WKH�$PD]RQLDQ�*RG�
RI�3HDFH��=DOWHF�LV�WKH�$PD]RQLDQ�*RG�
RI�:DU��$WWDFKHG�WR�WKH�KDQGOH�RI�WKHVH�
VSHDUV� DUH� WKH� VKUXQNHQ� KHDGV� RI� WKH�
DWWDFNHUV¶� YLFWLPV�� 7KLV�� QRW�

VXUSULVLQJO\�� PDNHV� FRPEDW� GLIILFXOW��
+RZHYHU��WKH�VSHDU�LV�LPEXHG�ZLWK�WKH�
IHURFLW\�RI� WKH�=DOWHF��2QFH�D�:DUULRU�
LV� KDUPHG� ZLWK� WKLV� ZHDSRQ�� KH� ZLOO�
FRQWLQXH� WR� IHHO� LWV� HIIHFWV� IRU� D� ORQJ�
WLPH� DIWHUZDUGV�� DV� WKH� GHDGO\� YHQRP�
VHHSV�LQWR�KLV�YHLQV�
The wielder is at -2 To Hit whilst 
using this weapon due to the skulls 
attached to the handle�� The first hit 
with this weapon causes the Warrior to 
lose 1D3 unmodified Wounds. The 
second hit causes him to lose 1D6 
unmodified Wounds and the use of his 
limbs. (He is at 1 Move, 1 Weapon 
Skill, Pinning NA, and 1 Initiative.). 
The third hit causes him to lose 1D6 
permanent Wounds and his eyes are 
burned from the inside by the venom. 
(He can no longer Attack). By the 
fourth hit, the venom is in plentiful 
amounts and kills the Warrior 
instantly. Note that these hits are 
cumulative per combat, not per turn. It 
would be wise to kill the wielder as 
soon as possible. The loss of limbs and 
eyes is only temporary, until the 
venom wears off. This happens after 
2D6 turns. But the permanent Wounds 
can not be recovered. The venom can 
be cured by drinking a Healing Potion 
at any time.
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(DFK� RI� WKH� WKUHH� VSLNHG� EDOOV� RI� WKLV�
ZHDSRQ�DUH�D�GLIIHUHQW�FRORXU��DQG�DUH�
FRQVWDQWO\� FKDQJLQJ� VKDGHV�DQG�KXHV��
GHSHQGLQJ� RQ WKH� PRRG� DQG
WHPSHUDPHQW�RI�WKH�ZLHOGHU�
Roll on the following table three times 
for each group of Monsters that have 
this weapon.

� 2UDQJH�%DOO
The weapon gives the user an extra 
Attack.
� *UHHQ�%DOO
The weapon gives the user an extra 
Toughness.
� 3XUSOH�%DOO
The weapon gives the wielder an 
extra Weapon Skill
� %OXH�%DOO
The wielder gains the Fly Ability.
� 5HG�%DOO
The weapon gives the user an extra 
Damage Dice.
� %ODFN�%DOO
The wielder does double damage 
on a To Hit roll of 6.
� :KLWH�%DOO
The wielder of the weapon gains 
Dodge 5+.
� <HOORZ�%DOO
The weapon gives the wielder 
Regenerate 1.
�� *UH\�%DOO
The wielder gains +1 To Hit.
�� &OHDU�%DOO
The weapon grants it's wielder 
Ethereal 1.
�� 5DLQERZ�%DOO
The user gains all of the above 
abilities.

6LULRQ�ZDV�DQ�(OYHQ�$GPLUDO�ZKR�ZHQW�
PDG� DIWHU� EHLQJ� H[SRVHG� WR� WKH�
FRQVWDQW� KHDW� DQG� FUXHOWLHV� RI� WKH�
/L]DUGPHQ�RI�/XVWULD��+LV�LQVDQLW\�ZDV�
VR�SURIRXQG� LW�FRUUXSWHG� WKH�SRZHU�RI�
KLV�PDJLFDO�ZHDSRQ�
The wielder of this cursed item only 
ever hits on a To Hit Roll of 6, no 
matter what the Weapon Skill of the 
target. However, damage is 
automatically doubled.

7KLV� ERZ�� OLNH� WKH� 6WDII� RI� 4XRWO�� LV�
PDGH� IURP� WKH� UDUH� WUHH� FDOOHG�
6LOYHUOHDI�� 7KH� ZHDSRQ� LV� XVHG� E\�
$PD]RQ� $UFKHUV� ZKR� GHIHQG� WKH�
SURXGHU� DQG� PRUH� ZHDOWK\�
FLYLOLVDWLRQV�RI�WKH�$PD]RQV�
The wielder of this bow automatically 
has 10 Attacks. These Attacks are 
stored up, and once an Attack is used, 
it is gone. When all Attacks are used 
up, the wielder will drop the bow and 
draw his normal weapon. Each turn, 
the user of the bow may make 1D6 
Attacks. Each Attack, if it hits, causes 
Damage Dice + 10 Wounds. If the 
Attack hits, the arrow from the bow 
will seek out a new target. Make 
another To Hit Roll against a random 
Warrior apart from the original target. 
This time the arrow does Damage 
Dice + 5 Wounds. Make another To 
Hit Roll against another Warrior apart 
from the last target it can be the 
original target again). The arrow does 
Damage Dice + 3 Wounds. Now make 
another To Hit roll against a different 

Warrior as usual. The attack does 
Damage Dice + 1 Wounds. After this, 
the arrow finally loses its magic and 
falls to the floor. If any of the To Hit 
Rolls fail, the magic wears out too 
soon, and it falls to the floor.

7KH� IHZ� UHPDLQLQJ� WULEHV� RI� 3\JPLHV�
OHIW� LQ� /XVWULD� DUH� QRW�ZHOO� NQRZQ� IRU�
WKHLU� PDJLFDO� LQYHQWLRQV�� +RZHYHU��
WKLV�VKRUW�VZRUG�ZDV�D�VWUDQJH�HQRXJK�
LQYHQWLRQ� WR� EH� RI� LQWHUHVW� WR� RWKHU�
SDUWLHV�� VXFK� DV� WKH� H[SORUHUV� RI�
&DWKD\��7KH�ZHDSRQ�JLYHV�WKH�ZLHOGHU�
D� OXVW� IRU� EDWWOH�� DQG� LQVSLUHV� WKH�
ZLHOGHU� WR� \HOO� LQVXOWV� DQG� SURIDQLWLHV�
DW� DQ\� KH� LV� DWWDFNLQJ�� 7KLV�� XVXDOO\��
LUULWDWHV� WKH� HQHP\� DQG� FDQ� RIWHQ�
FDXVH�KLP�WR�PDNH�D�IDWDO�PLVWDNH�
The user of this weapon gains +1 
Strength for each point of Initiative he 
has. In addition, if any Warrior rolls a 
1 when trying to hit the wielder, the 
wielder may immediately make an 
Attack against the Warrior. All 
Warriors are at -1 To Hit while 
adjacent to the wielder, due to the 
insults being yelled out.

7KLV� LPPHQVH� D[H� LV� XVHG� PDLQO\� E\�
UHJLPHQWV� RI� .UR[LJRU�� EXW� VPDOOHU��
KXPDQRLG�YHUVLRQV�DUH�NQRZQ�WR�H[LVW��
7KH� GRXEOH� HGJHG� EODGH� LV� FRQVWDQWO\�
RR]LQJ� WKLFN�� YLVFRXV� EODFN� EORRG��
ZKLFK� EXUQV� ZLWK� D� KLVVLQJ� VRXQG�
ZKHQ� LW� WRXFKHV� DQ\WKLQJ�� :KHQ� WKH�
EDWWOH� LV� KDUG� DQG� WKH� GHDWKV� DUH�
SOHQW\�� WKH� D[H� H[FUHWHV� IRXO� QR[LRXV�
PDWHULDOV�� WKH� FUXVKHG�� EORRGLHG�

KHDUWV� RI LWV� SUHYLRXV� YLFWLPV�� :KHQ�
DQRWKHU� YLFWLP� LV� FODLPHG�� WKH� D[H�
SDXVHV� WR� H[WUDFW� WKH� KHDUW� RI� WKH�
YLFWLP�� LQ� PDQ\� FDVHV�� FDXVLQJ� WKH�
VWRPDFK� WR� HUXSW� RSHQ�� 7KH� KHDUW� LV�
WKHQ�DEVRUEHG�LQWR�WKH�EODGH�
While using this axe, the wielder only 
ever has 1 Attack. This Attack is at 5 
Damage Dice, regardless of what the 
Monster's normal Damage Dice were. 
Keep track of the number of creatures 
slain by the Warriors. For each 
creature killed, add +1 to the Damage 
Dice of all monsters with an Axe of 
Gore. Not surprisingly, the Axe causes 
Fatal Damage.

7KH� &RDWO� DUH� ZLQJHG� VHUSHQWV� IRXQG�
GHHS�LQ�WKH�WURSLFDO�MXQJOHV�RI�/XVWULD��
0DQ\�VD\�WKHVH�FUHDWXUHV�DUH�VHUYDQWV�
RI� WKH� 3OXPHG� 2QH� KLPVHOI�� 4XRWO��
$PD]RQ� *RG� RI� 3HDFH�� 7KH� KDPPHU�
LWVHOI� LV� VFXOSWXUHG� IURP� WKH� ILQHVW�
PDUEOH�� LQFOXGLQJ� WKH� KDQGOH� LWVHOI��
)HDWKHUV� RI� WKH� ZLQJHG� EHDVW� DUH�
DWWDFKHG�WR�WKH�KDQGOH�RI�WKH�KDPPHU��
DGGLQJ� FRORXU� DQG� PRUH� WKDQ� D� OLWWOH�
ELW� RI�PDJLFDO� HQHUJ\��7KH�KDPPHU� LV�
D� EHDFRQ� RI� OLJKW� WR� WKH� &RDWO�� DQG�
GXULQJ� EDWWOH�� WKH� ZLHOGHU� FDQ� LQYRNH�
WKH�SRZHU�RI�WKH�KDPPHU�DQG�VXPPRQ�
RQH�RU�PRUH�RI�WKH�PDJLFDO�VHUSHQWV�WR�
KLV�DLG�
At the start of the Monster's Phase, 
once spells have been cast, roll 1D6:

� 1D6 Coatl
� 1D3 Coatl
� 1 Coatl
��� No Coatl
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Note that although Coatl are usually 
only encountered outside, the magic 
hammer serves as a teleporter to the 
creatures. Thus they can also be 
summoned while in the dungeon.

7KLV� JUH\� KXHG� ORQJ� VZRUG� ZDV�
FUHDWHG�E\�WKH�KXPDQ�WULEHV�RI�/XVWULD�
WR�EDWWOH�WKH�HQGOHVV�VZDUPV�RI�VSLGHUV�
WKDW� LQYDGHG� WKHLU� YLOODJHV�� 7KH�
ZHDSRQ� ZDV� QDPHG� DIWHU� LWV� YLFWLPV��
2YHU� WKH� \HDUV�� RQFH� WKH� VSLGHU�
QXPEHUV� GZLQGOHG�� WKH� SRZHU� RI� WKH�
EODGH�ZDV�EHJLQQLQJ�WR�IOXFWXDWH��VLQFH�
LW� KDG� QRWKLQJ� WR� IRFXV� LWV� SRZHU�
WRZDUGV��7KDW��FRPELQHG�ZLWK�WKH�UDZ�
ZDUSLQJ� IRUFHV� RI� &KDRV� WKDW� KDG�
VWDUWHG� WR� DSSHDU� ZLWKLQ� WKH� /XVWULDQ�
MXQJOHV��WRWDOO\�FRQYHUWHG�WKH�QDWXUH�RI�
WKH�ZHDSRQ��6RRQ��LW�ZDV�EHLQJ�XVHG�DV�
D� ZHDSRQ� RI� FKRLFH� IRU� FRZDUGV�� $�
VLQJOH�KLW�ZLWK�WKH�EODGH�DXWRPDWLFDOO\�
FRYHUHG� WKH� WDUJHW� LQ� WKLFN� VWUDQGV� RI�
VWLFN\� ZHE�� ZKHUH� KH� FRXOG� EH� KLW�
PXFK�HDVLHU�
If at least 1 Wound with this blade is 
caused, the Warrior is webbed. Due to 
the powerful nature of this webbing, 
the Warrior must subtract 2 from the 
dice roll when he tries to break from 
webbing. The wielder of the blade 
may hit automatically, but others may 
+2 to their To Hit rolls. The web is 
also quite toxic. At the end of the turn, 
all webbed Warriors must lose 1D3 
unmodified Wounds.

<XDQ�7L� ZDV� D� IDPRXV� 6NLQN� 6KDPDQ�
ZKR� LQYHQWHG� D� IRUP� RI� PDJLFDO�
SURWHFWLRQ� IRU� WKRVH� ZKR� FRXOG� QRW�
PDNH� XVH� RI� KHDYLHU� DUPRXU��
8QIRUWXQDWHO\�� LW� LV� DOVR� TXLWH�
GDQJHURXV�� 7KLV� EULJKW� UHG� FORDN� LV�
PDGH�IURP�WKH�IHDWKHUV�RI�D�&RDWO�
It gives the wearer Ignore Blows 4+. 
The cloak saps the strength from its 
wearer. At the end of each Monster 
Phase, all Monsters wearing a Cloak 
of Yuan-Ti must lose 1 unmodified 
Wounds. The cloak will never kill a 
Monster, however, and if ever the 
cloak should reduce the Monster to 1
Wound, he will not lose any more 
wounds.

7KH�'HDWK�0DVN� LV�PDGH� IURP�EHDWHQ�
JROG� DQG SURWHFWV� WKH� ZHDUHU
V� KHDG�
IURP� YLUWXDOO\� DOO� IRUPV� RI� GDPDJH��
7KH�PRVW�VWULNLQJ�IHDWXUHV�RQ�WKH�PDVN�
DUH� WKH� WZR� VWDULQJ� H\HV� PDGH� IURP�
LQODLG� ZKLWH� DQG� \HOORZ� JHPVWRQHV�
ZKLFK� UHSUHVHQW� WKH� DOO�VHHLQJ� DQG
XQEOLQNLQJ� H\HV� RI� /RUG� .URDN�� DQ�
DQFLHQW� DQG� YDVWO\� SRZHUIXO�
PXPPLILHG�0DJH�/RUG�� ,W� LV� VDLG� WKDW�
WKH� H\HV� VWDUH� RXW� IRU� DOO� HWHUQLW\� DQG�
ZDWFK�RYHU�.URDN
V�SHRSOH�

The wearer of the Mask can only be 
hit on a To Hit roll of 5 or 6. The 
Death Mask also has the power to 
hypnotise a random adjacent Warrior. 
Roll 1D6. If the result is a 6, the 
Warrior is stunned for 1D3 turns, in 
which he can be hit automatically and 
may perform no actions. A Monster 
wearing the Mask will attempt to 
hypnotise a Warrior at the start of the 
Monster’s Phase.

7KLV� VKLHOG� LV� QRW� DQ� DFWXDO� PDJLFDO�
LWHP�� ,W� LV�D�PDJLFDO� IRUFH� ILHOG�ZKLFK�
SURWHFWV� WKH�RFFXSDQW� IURP�KDUP��FDVW�
XSRQ� SDUWLFXODU� VHUYDQWV� RI� WKH�
/L]DUGPDQ� *RG� 6RWHN�� ,W� LV� D� VLJQ� RI�
JUHDW� KRQRXU� WR� EH� DIIHFWHG� E\� WKH�
6KLHOG�RI�6RWHN�
For each Wound suffered, roll 1D6. 
On a roll of 3 to 6, the shield 
prevented the Wound. For example, if 
the recipient of the Shield of Sotek 
suffers 12 Wounds, he would roll 12 
dice. For each dice that scores a 3 to 6, 
he would suffer 1 less Wound.

7KLV�PXQGDQH�DUPRXU�LV�RIWHQ�ZRUQ�E\�
QDWLYHV�DIWHU� WKH\�NLOO�RQH�RI� WKH�JUHDW�
EHDVWV��:KHWKHU�WKH�DUPRXU�LV�DFWXDOO\�
PDJLFDO� LV� GHEDWDEOH�� EXW� LV� GRHV� WKH�
MRE�YHU\�ZHOO�LQGHHG�
The wearer of this heavy coat is at -1 
Move and +2 Toughness. He also 
gains Ignore Blows 6+.

7KH PDJLF� RI� WKLV� DQFLHQW� DUWHIDFW� LV�
SRZHUIXO� EH\RQG� ZRUGV�� 6DLG� WR� EH� D�
JLIW� IURP� WKH� $PD]RQ� *RG� 4XRWO�
KLPVHOI� WR� WKH� SHRSOH� RI� /XVWULD�� LW�
HPSRZHUV� WKH� ZHDUHU� ZLWK� YDVW�
PDJLFDO�DELOLW\�
The wearer gains +1 Toughness, +1 
Initiative and Lizardman Magic 1.

/RUG�=KXO�ZDV�RQFH�D�IDYRXUHG�0DJH�
/RUG�DQG�ZDV� ORRNHG�XSRQ�ZLWK�JUHDW�
UHYHUHQFH�E\�KLV�SHHUV�DQG�KLV�SHRSOH��
:KHQ�KLV�PLQG�EHFDPH�FORXGHG�GXH�WR�
WKH� ZDUSLQJ� LQIOXHQFHV� RI� D� 'HPRQ�
3ULQFH� ZKR� KDG� VHW� XS� KRPH� LQ� D
UXLQHG�3\UDPLG�&LW\��D�PLQRU�FLYLO�ZDU�
EURNH� RXW�� 7KRVH� ZKR� VWLOO� ZLVKHG� WR�
IROORZ�=KXO�DQG�WKRVH�ZKR�WKRXJKW�KH�
ZDV� LQVDQH� DQG� ZLVKHG� WR� IROORZ�
DQRWKHU�� :KHQ� 6RWHN� KLPVHOI� VWUXFN�
GRZQ� WKH�'HPRQ�3ULQFH�� WKH� VKRFN� WR�
=KXO
V� PLQG� NLOOHG� KLP�� 8SRQ� KLV�
GHDWK�� KLV� PLQG� EHFDPH� SXUH� DJDLQ��
DQG�KH�ZDV�UHYHUHG�E\�DOO��+LV�VXLW�RI�
JROGHQ�SODWH�ZDV�EXULHG�ZLWK�KLP��EXW�
FRSLHV� DQG� IRUJHULHV� VWLOO� DERXQG� DQG
DUH� XVHG� E\� SUHWHQWLRXV� 0DJH�/RUGV�
ZKR� KRSH� WR� EH� DV� SRSXODU� DV� /RUG�
=KXO�GXULQJ�KLV�UHLJQ�
The armour grants +4 Toughness, 
Ignore Blows 6+, Regenerate 1 and all 
Warriors suffer -1 To Hit when trying 
to hit the wearer of the armour.
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7KH� VNXOO� KHOPHW� LV� ZRUQ� E\� 6DXUXV�
7HPSOH� *XDUGV� DV� D� VLJQ� RI� WKHLU�
VWDWXV�� 2FFDVLRQDOO\�� ZKHQ� D� JXDUG�
PDQDJHV� WR� SHUIRUP� D� JUHDW� GXW\�� WKH�
0DJH�/RUG� KH� VHUYHV� XQGHU� ZLOO�
HPSRZHU� KLV� KHOPHW� ZLWK� PDJLFDO�
HQHUJ\�� 0DQ\� VNXOO� KHOPHWV� ZRUQ� E\�
7HPSOH� *XDUGV� DUH� DQFLHQW� DQG� KDYH�
EHHQ� SDVVHG� GRZQ� WKURXJK� WKH�
JHQHUDWLRQV�
The helmet gives the Monster +2 
Toughness.

7KH� W\UDQQRVDXUXV� UH[� LV� D� YHU\�
DQFLHQW� DQG� YHU\� UDUH� FUHDWXUH� DQG�
PDQ\� VFKRODUV� GRXEW� WKH� H[LVWHQFH� RI�
VXFK� D� FUHDWXUH� LQ� WRGD\
V� VRFLHW\��
+RZHYHU��WKH\�GR�H[LVW��DV�WKH�SURRI�LV�
KHUH� LQ� WKH� IRUP� RI� WKLV� DUPRXU�� 7KH�
DUPRXU�LV�PDLQO\�ZRUQ�E\�QDWLYHV�DQG�
$PD]RQV�� DV� WKH� /L]DUGPHQ� KDYH� QR�
QHHG� IRU� VXFK� SURWHFWLRQ�� DQG� KDYH�
IDLOHG�WR�WUDLQ�DQG�EUHHG�WKH�FUHDWXUHV�
IRU� HDV\� XVH� DQ\ZD\��7KH� KHDG�RI� WKH�
FUHDWXUH�LV�ZRUQ�OLNH�D�KHOPHW��DQG�WKH�
UHVW� WUDLOV� GRZQ� WKH� EDFN� RI� WKH�
:DUULRU� DQG�ZUDSV� DURXQG� WR� IRUP� D�
VLPSOH�FRDW�
The wearer gains Fear (Dungeon 
Level + 4) and +6 Toughness.

6DODPDQGHUV� DUH� RIWHQ� KDUYHVWHG� DQG
VODXJKWHUHG� IRU� WKHLU� WKLFN� SODWHV� DQG�
VFDOHV� WKDW� FRYHU� WKHLU� ERGLHV� QRW� E\�
/L]DUGPHQ�� EXW� E\� $PD]RQV�� 7KH�
6FDOHPDLO�LV�WKHQ�HQFKDQWHG�WR�JLYH�RII�
DQ�XQHDUWKO\�KHDW�

The wearer of such a suit gains +2 
Toughness. The magical heat is so 
intense that unless a Warrior has a 
base Toughness of 4 or more, he 
suffers 1D3 unmodified Wounds at the 
end of the turn.

7KH� PDUNHG� 6NLQN
V� DQG� 6DXUXV
V� DUH�
IUHTXHQWO\� HQGRZHG� ZLWK� JUHDWHU�
LQWHOOLJHQFH�� NHHQHU� H\H� VLJKW�� JUHDWHU�
VWUHQJWK� DQG� HQGXUDQFH� DQG� PRUH�
FRXUDJH�WKDQ�WKH�UHVW��$�JRRG�H[DPSOH�
RI�WKLV�LV�WKH�KLJKO\�UHJDUGHG�YHUPLOLRQ�
FUHVW� ZKLFK� LV� FRQVLGHUHG� WR� VLJQLI\�
LQVSLUDWLRQ� IURP� WKH� VXQ� JRG DQG� LV�
NQRZQ�DV�7KH�0DUN�RI�&KRWHF��$�0DUN�
LV� D� VLJQ� IURP� WKH� *RGV� WKDW� WKH
UHFLSLHQW� LV� JUHDWHU� WKDQ� WKH� QRUPDO�
LQGLYLGXDO�
When this Magic Armour is rolled, 
roll 1D6 on the following table for 
each separate Monster in the group.

� 9HUPLOLRQ�&UHVW
Mark of Chotec - The Monster 
gains +1 Toughness and +3 
Initiative
� %ORRG�5HG�0DQH
Mark of Sotek - The Monster gains 
+1 Attack and Frenzy 6+
� <HOORZ�7RQJXH
Mark of Tlaxcotl - The Monster 
gains +1 Toughness and +1 
Weapon Skill
� 3XUSOH�3XSLO
Mark of Tepoc - The Monster 
gains Lizardman Magic 1
� %ODFN�,ULVHV
Mark of Huanchi - The Monster 
gains +1 Attack and now causes 
Fatal Damage
� $OELQR
Mark of the Old Ones - The 
Monster has an extra 1D2 Magic 
Items and has +2 Toughness.

7KLV� DUPRXU� LV� FKDUJHG� ZLWK� WKH�
PDJLFDO� PLJKW� RI� &KRWHF�� /L]DUGPDQ�
6XQ� *RG�� 0DQ\� RI� WKHVH� VXLWV� KDYH�
EHHQ� GLVFRYHUHG� E\� H[SORUHUV� ZKHQ�
VHDUFKLQJ�UXLQHG�3\UDPLG�FLWLHV�
As well as giving the wearer Ignore 
Blows 3+, the armour also gives off 
bursts of solar energy, directed away 
from the wearer but in a totally 
random direction. At the end of the 
Monster's Phase, roll 1D6 for the 
number of solar energy balls to be 
released. Now determine where each 
ball lands randomly (they must land in 
the same room as the wearer of the 
armour). If there is a Warrior in the 
square, he is blinded and scalded at the 
same time. He must lose 2D6 
unmodified Wounds and -1 Weapon 
Skill. He will regain his full sight at 
the end of the adventure.

+XDQFKL� LV� DQRWKHU� /L]DUGPDQ� *RG��
+LV� ZRUVKLSSHUV� DUH� IHZ� DQG� KLV�
SRZHU� GLPLQLVKLQJ�� EXW� D� IHZ� RI� KLV�
DUWHIDFWV� UHPDLQ� LQ� /XVWULD�� 7KHVH�
GD\V�� /L]DUGPHQ� GR QRW�PDNH� UHJXODU�
XVH� RI� SURWHFWLRQ� IRU� WKH� KDQGV�� WKXV�
ZKHQ� D PLJKW\�:DUORUG� RU�&KDPSLRQ�
LV�VHHQ�WR�EH�XVLQJ�D�SDLU��LW�LV�ZLVH�WR�
KHVLWDWH� EHIRUH� DFWLQJ� WRR� KDVWLO\��
7KHVH� JDXQWOHWV� LQVSLUH� LQFUHGLEOH�
VSHHG�DQG�GH[WHULW\�
The wearer of these Gauntlets gains 
Dodge 3+, Weapon Skill 10 and 
Initiative 10.

:LWK� WKH� YDVW� DPRXQWV� RI� WUHDVXUH� WR�
EH� IRXQG� LQ�/XVWULD�� WKH� 6NLQNV� EHJDQ�
WR� FUHDWH� DUWHIDFWV� RI� JUHDW� SRZHU� IRU�
WKHLU� PDVWHU� RXW� RI� WKH� SXUHVW�
PDWHULDOV�� *ROG�� EHLQJ� WKH� PRVW�
FRPPRQ� ZDV� D� SRSXODU� FKRLFH�� 7KH�
&URZQ� RI� :HDOWK� ZDV� GHVLJQHG� WR�
LQFUHDVH�WKH�DELOLWLHV�RI�WKH�0DJH�/RUG�
ZKR�ZRUH�LW��7KH\�FRXOG�FRPPXQLFDWH�
WHOHSDWKLFDOO\� ZLWK� JUHDWHU� HDVH� DQG�
FRXOG� IRUPXODWH� WDFWLFV�DQG�ZDU�SODQV�
EDVHG� RQ IXWXUH� HYHQWV�� 7KH� &URZQ�
DOVR�KDG�D�VLGH�DIIHFW�� ,W�ZRXOG�JOLWWHU�
DQG�JOHDP�LQ�WKH�VXQ�OLJKW��PDNLQJ�WKH�
ZHDUHU� D� WDUJHW� IRU� DOO� HQHPLHV�
QHDUE\�
All Warriors attacking the wearer of 
the Crown are at +1 To Hit. When the 
Monster is dead, the crown erupts into 
a blinding light and showers the 
Warriors with gold coins. The Warrior 
gains double Gold for killing him. The 
Crown grants the following bonuses: 
+1 Attacks, +1 To Hit, +2 Initiative 
and Magic Resistance 6+.

7KLV� EUHDVWSODWH� ZDV� RQFH� D� XQLTXH�
PDJLF� LWHP� ZRUQ� E\� (PSHURU� :X� RI�
WKH�&DWKLDQ�(PSLUH��DQG�ZDV�JLYHQ�WR�
<LQ�7XDQ��D�FDSWDLQ�RI�RQH�RI�WKH�JUHDW�
ZDU�MXQNV�RI�WKH�LOO�IDWHG�LQYDVLRQ�IOHHW�
WR� FRQTXHU� DQG� FRORQLVH� WKH� 6RXWK�
/DQGV�DV�D�JLIW� WR�DLG�KLP��<LQ�7XDQ
V�
MXQN�ZDV� EORZQ� RII� FRXUVH� DQG� HQGHG�
XS� EHDFKLQJ� LWVHOI� RQ� 9DPSLUH� &RDVW�
LQ� /XVWULD�� $IWHU� PXFK� KHDUWDFKH� DQG�
QHDU� GHDWK� HQFRXQWHUV�� 7XDQ� HVFDSHG�
/XVWULD�� ,Q� KLV� HQFRXQWHUV� ZLWK� WKH�
/L]DUGPHQ�� KH� ZDV� IRUFHG� WR� JLYH� XS�
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KLV� VXLW� RI� DUPRXU�� 7KLV� DUPRXU� ZDV�
WKHQ�GXSOLFDWHG�E\� WKH�6NLQN�6KDPDQV�
DQG� JLYHQ� WR� 6DXUXV� 7HPSOH� *XDUGV�
RQ� VSHFLDO� JXDUGLQJ� DVVLJQPHQWV� WKDW�
UHTXLUHG�WKHP�PHHWLQJ�WKH�0DJH�/RUG�
RI�YHU\�LPSRUWDQW�FLWLHV�
When the wearer of this breastplate is 
reduced to zero Wounds, the armour 
melts, encasing the body of its owner 
in a bone like, unbreakable carapace. 
No treasure can be gained for this kill. 
In addition, all attacks against the 
wearer of this armour are made at -2 
To Hit.

7KH� 2OG� 2QHV� FUHDWHG� QXPHURXV�
PDJLFDO�DUWHIDFWV�WKDW�WKH�QHZHU�UDFHV�
RI�WRGD\�KDYH�QR�KRSH�RI�UHSOLFDWLQJ��$�
IHZ� RI� WKHVH� LWHPV� VWLOO� H[LVW�� ,I� WKH\�
ZHUH�WR�HYHU�IDOO�LQWR�WKH�ZURQJ�KDQGV��
LW� FRXOG� YHU\� ZHOO� PHDQ� WKH� HQG� RI�
HYHU\WKLQJ�� 7KH� *DWH� 6KLHOG� ZDV� LQ�
UHDOLW\�D�KDQG�KHOG�SRUWDO�WR�WKH�KRPH�
RI� WKH� 2OG� 2QHV�� $Q\� EORZV� UDLQHG�
GRZQ� XSRQ� WKH� VKLHOG� ZRXOG� VLPSO\�
SDVV� LQWR� WKH� RWKHU� GLPHQVLRQ�ZLWKRXW�
KDUP� WR� WKH� XVHU�� 2Q� RFFDVLRQ�� VRPH�
FUHDWXUHV� ZRXOG� DFWXDOO\� EH� VXFNHG�
LQWR�WKH�VKLHOG�DQG�ORVW�IRUHYHU�
Whenever a Warrior hits a Monster 
with this shield, roll 1D6 and add 
Initiative. If the result is greater than 
or equal to 7, the Warrior has managed 
to avoid hitting the shield and causes 
damage as usual. If the result is less 
than 7, the Warrior's weapon passes 
into the Gate Shield and enters another 
dimension. Roll 1D6 on the following 
table.

� The Warrior is sucked into the 
other dimension and is soon 
lost from sight. He is dead!

� The weapon the Warrior is 
using is wrenched from his 
hand and is lost in the other 
dimension.

� The Warrior loses his balance 
due to this unexpected 
occurrence. He must miss the 
rest of this turn and the 
following turn recovering his 
balance.

���The Warrior draws his weapon 
out without harm to himself or 
the weapon.

7KH� QRUWKHUQ� SDUW� RI� WKH� FRQWLQHQW�
NQRZQ� DV� WKH� 6RXWK�/DQGV� FRQVLVWV� RI�
WKH� YDVW� SHQLQVXOD� RI� $UDE\� DQG� WKH�
UHDOPV�RI�WKH�8QGHDG��IRUPDOO\�NQRZQ�
DV� 1HKHNKDUD�� ,Q� 1HKHNKDUD�� WKH�
8QGHDG� DUH� SRZHUIXO� DQG� GDQJHURXV��
DQG� PDQ\� /LFK� /RUGV� VWULYH� WR� LQYHQW�
HYHQ� PRUH� SRZHUIXO� DUWHIDFWV� WKDW�
FRUUXSW� DQG� GHFD\� WKH� PLQGV� RI� WKH�
OLYLQJ�� :KHQ� 1DJDVK
V� DUP\� ZDV�
VWURQJ�� HYHQ� KH� DYRLGHG� WKLV� DQFLHQW�
FLYLOLVDWLRQ�� 6RPH� RI� WKHVH� DUWHIDFWV�
ILQG�WKHLU�ZD\�WR�WKH�MXQJOHV�RI�/XVWULD��
SUREDEO\� VWROHQ� E\� EUDYH� DGYHQWXUHUV�
ZKR� WKHQ� SHULVKHG� LQ� WKH� GXQJHRQV�
EHQHDWK� WKH� 3\UDPLG� &LWLHV�� 2QH� VXLW�
RI� DUPRXU�PDGH� E\� WKH� /LFK� /RUGV� LV�
WKH� 'HFD\LQJ� $UPRXU�� 7KLV� DUPRXU�
GXOOV�WKH�PLQG�RI�WKH�ZHDUHU�VR�WKDW�KH�
DFWV�PXFK�OLNH�D�]RPELH�
A Monster with this armour has only 1 
Initiative and 1 Attack. However, it is 
almost impossible to destroy a creature 
who wears this armour. Even 
decapitation and severing all the limbs 

does nothing. The wearer will simply 
fumble around until he finds his head 
and limbs and then magically reattach 
them. A Monster wearing this armour 
must be reduced to a minus value of 
Wounds equal to his Maximum 
Wounds in order to be at a stage where 
the Warriors can destroy the corpse 
permanently. For example, if a 
Monster has 15 Wounds, he must be 
reduced to -15 Wounds before he can 
be killed. Once this feat has been 
accomplished, roll 1D6 and add any 
number of Attacks that any remaining 
Warriors wish to forfeit in order to 
destroy the corpse once and for all 
(EG: If the Warrior who killed the 
Monster has 2 remaining Attacks, and 
there are two Warriors each with 3 
Attacks that have yet to attack this 
turn, for each Attack these Warriors 
give up, add 1 to the dice roll). If the 
total is greater than or equal to 8, the 
corpse has been destroyed 
significantly and can be removed from 
the board. If the result is less than 8, 
the Monster rises again with 1D6 
Wounds. It must now be reduced to 
negative its maximum Wounds again.

=DOWHF�LV�WKH�$PD]RQ�*RG�RI�:DU��7KLV�
VXLW� RI� EORRG� UHG� SODWHPDLO�ZDV� D� JLIW�
IURP� =DOWHF� WR� WKH� $PD]RQ� .DOLP�
'HYRXW� =DWDDQ�� =DWDDQ� KDG VLQJOH�
KDQGLO\� SURWHFWHG� WKH� GHVWUXFWLRQ� RI�
RQH� RI� =DOWHF
V� WHPSOHV� DQG� VLQFH� VKH�
GHVSLVHG� 0DJLF� RI� DOO� IRUPV�� =DOWHF�
JLIWHG�KHU�ZLWK�WKLV�VXLW�RI�SODWHPDLO�
The armour gives the wearer Magic 
Dispel 5+, Magic Resistance 4+ and 
Magic Drain 5+. In addition, if a spell 
is successfully dispelled (not resisted), 

roll another D6. On a roll of 6, the 
spell that was dispelled has also been
destroyed. The Warrior must discard 
the spell. Finally, the armour gives +1 
Toughness.

7KHVH� DUPEDQGV� DUH� PDGH� RXW� RI� WKH�
ILQHVW� FRSSHU� DQG� WKHQ� HQFKDQWHG�
XVLQJ� DQFLHQW� VRUFHULHV� DOPRVW�
IRUJRWWHQ�E\�PDQNLQG��/L]DUGPHQ�ZRUH�
WKH� DUPEDQGV� ZKHQ� JRLQJ� WR� ZDU� IRU�
H[WUD� SURWHFWLRQ� LI� WKH\� IHDU� WKDW� WKHLU�
*RG� GRHV� QRW� IDYRXU� WKHP� GXULQJ� WKH�
EDWWOH��
Roll 1D6 on the following table for the 
group as a whole.

� +6 Toughness
� +5 Toughness
� +4 Toughness
� +3 Toughness
� +2 Toughness
� +1 Toughness

7KLV� GXOO�� QR� VKLQH�� SLWFK� EODFN� FKDLQ�
DUPRXU� VPHOOV� YLOH� DQG� KDV� PDQ\�
VPDOO� KROHV� EXLOW� LQWR� LW��)URP�ZLWKLQ��
KXQGUHGV� RI� ODUJH�� EORRG� VXFNLQJ�
OHHFKHV�HPHUJH�DQG�DWWDFK� WKHPVHOYHV�
WR� WKH� RSSRQHQWV� ERG\�� GUDLQLQJ� KLV�
OLIH� IOXLGV� DZD\�� 7KH� OHHFKHV� WKHQ�
VLSKRQ� WKLV� HQHUJ\� LQWR� WKH� ZHDUHU� RI�
WKH�DUPRXU�
At the end of every Monster Phase, 
roll 2D6 for each adjacent Warrior. 
This is the number of Leeches that 
attach themselves to him. He must lose 
1 unmodified Wound for each Leech. 
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These Wounds are then taken by the 
wearer of the armour. Add them onto 
his Wounds total. If ever his Wounds 
are greater than his Maximum 
Wounds, increase his Toughness by 
+1. After that, increase his Toughness 
by +1 for every 10 Wounds over his 
Maximum Wounds.

)RU� WKRVH�SRZHUIXO� HQRXJK� WR�GHVWUR\�
D� *LDQW� 6QDNH�� WKH� UHZDUGV� FDQ� EH�
JUHDW��7KH�VFDOHV�RI�WKH�VHUSHQW�FDQ�EH�
UHPRYHG� DQG� D VXLW� RI� YHU\� VWURQJ�
DUPRXU� FDQ� EH� PDGH� E\� RQH� ZKR� LV�
VNLOOHG� LQ� WKH� DUW� RI� EODFNVPLWKLQJ��
:KHQ� ILQLVKHG�� WKH� DUPRXU� LV� XVXDOO\�
GHFRUDWHG� ZLWK� SDUURW� IHDWKHUV� DQG�
SDLQWHG� JUHHQ� DQG� ZKLWH� WR� LQGLFDWH�
WKH�RULJLQ�RI�WKH�DUPRXU�
A Monster wearing a suit of Serpent 
Armour gains +4 Toughness and 
Ignore Blows 4+. Serpent Armour is 
rare and valuable. The Warrior who 
kills the Monster with the armour may 
take the suit (he may not wear it) and 
sell it at any Lustrian Settlement for 
1D6 * 100 gold pieces.

7KLV� DUWHIDFW� ZDV� VWRUHG� LQ� WKH� YDXOWV�
RI� WKH� P\VWHULRXV� FLW\� RI� 7ODQ[OD�� D�
ODUJH� /L]DUGPDQ� VHWWOHPHQW�� XQWLO� LW
ZDV� VWROHQ� DQG� UHSOLFDWHG� E\� (PSLUH�
H[SORUHUV� �VRPH� ZRXOG� FDOO� WKHP�
WKLHYHV«��� 7KH� VNXOO� LV� DFWXDOO\� QRW� D�
VNXOO�� EXW� D� ZDUSHG� OXPS� RI� FU\VWDO�
URXJKO\�WKH�VL]H�DQG�VKDSH�RI�D�KXPDQ�
KHDG��7KH�(PSLUH�ZHUH�LQWHUHVWHG�ZLWK�
WKLV� LWHP�EHFDXVH� RI� LWV� SRZHUV� WR� VHH�
VHFRQGV� DQG� VRPHWLPHV� PLQXWHV� LQWR�
WKH� IXWXUH� ZKHQ� WKH� QHHG� ZDV� GLUH��
XVXDOO\� LQ� EDWWOHV� DQG� QHDU� GHDWK�
H[SHULHQFHV�� 7KH� VNXOO� ZLOO� ZRUN�
DXWRPDWLFDOO\�ZKHQ�WKH�QHHG�DULVHV�

When a monster with a Skull is hit, 
roll 1D6. On a roll of 5 or 6, the skull 
has warned the Monster of imminent 
danger, and the Monster can ignore the 
blow. At the start of the Monster’s 
Phase, roll 1D6 for each Monster with 
a Crystal Skull. On a roll of 5 or 6, the 
Skull is at full power, and shows its 
owner the Warrior’s plans in full. All 
the Warriors are at –2 To Hit the 
Monster with the Skull and they can 
not use any magic items that need 
invoking this turn.

7KLV�PDJLF� LWHP� JLIWV� WKH�ZHDUHU�ZLWK�
WKH� VKHHU� GHWHUPLQDWLRQ� RI� WKH�
/L]DUGPDQ�*RG�7OD[FRWO��8QOLNH�PRVW�
/L]DUGPDQ� PDJLF� LWHPV�� WKLV� RQH� ZDV�
GHVLJQHG� DQG� FUHDWHG E\� 6NLQN�
6KDPDQV�� QRW� 6ODQQ� DQG� 2OG� 2QHV��
7KLV� KHDGGUHVV� PD\� EH� ZRUQ� ZLWK� D
KHOPHW�� 7KH� KHDGGUHVV� LV� PDGH� RI� D�
WKLQ�VKHHW�RI�FRSSHU��LQODLG�ZLWK�UXELHV�
DQG� VDSSKLUH� JHPV�� /DUJH� IHDWKHUV� RI�
VKHHW� JROG� HWFKHG� SDLQIXOO\� DQG�
ORYLQJO\� DGRUQ� WKH� FLUFOHW�� %HLQJ�
PDJLFDO��WKLV�LWHP�GRHV�QRW�ZHLJK�WKDW�
PXFK�DW�DOO�
The headdress grants the wearer and 
additional Attack, and he may reroll 
the first missed Attack per turn.

,W� LV� FXVWRPDU\� DW� WKH� GDZQ� RI� HDFK�
QHZ� GD\� IRU� D� JUHHWLQJ� WR� EH� SOD\HG�
XSRQ� D� VHW� RI� PDJLFDO� SLSHV� WR� WKH�
PLJKW\�6XQ�*RG�&KRWHN��7KH�*UHHWLQJ�
LV� VDLG� WR� LQVSLUH� &KRWHN� DQG� WR� SDYH�
WKH�ZD\�IRU�KLV�DFFHSWDQFH�RI�WKH�GD\¶V�
6NDYHQ� VDFULILFHV�� 7UDJLFDOO\�� GXULQJ�
WKH�WLPH�RI�WKH�(OYHQ�H[SORUHU�6LULRQ¶V�
H[SHGLWLRQ�WKURXJK�WKH�MXQJOHV��D�6NLQN�
ZKR� ZDV� SOD\LQJ� RQ� WKH� SLSHV� ZDV�
VSRWWHG�E\�RQH�RI�6LULRQ¶V�HOYHV��$W�WKLV�
WLPH�� WKH� KHDW� DQG� FRQVWDQW� DWWDFNV�
IURP� WKH� /L]DUGPHQ� KDG� WDNHQ� WKHLU�
WROO� RQ� WKH� (OYHV�� 2QH� GHUDQJHG� HOI�
RSHQHG�ILUH�RQ�WKH�6NLQN��DQG�ODXJKHG�
DV� KLV� KHOSOHVV� ERG\� FUXPEOHG� WR� WKH�
JURXQG�� GHDG��+LV� JUHHWLQJ� WR�&KRWHN�
ZDV�QHYHU�ILQLVKHG�

At the beginning of each Monster’s 
Phase, roll 1D6. This is the number of 
Attacks that the Warriors must lose as 
they are entranced by the peaceful 
melody of the pipes. Share this amount 
among the Warriors as evenly as 
possible. They do not all lose this 
many Attacks.

7KH�6LOYHUOHDI�7UHH� LV�D�YHU\�UDUH�WUHH�
WKDW� KDV� PDJLFDO� SURSHUWLHV� LQ� LWV�
OHDYHV� DQG� EDUN�� $Q� RUGLQDU\� WRWHP�
LFRQ�� VXFK� DV� D� ILJXULQH� RI� D� 3\JP\�
*RG�� RU� D� V\PERO� RI� FODQ� OHDGHUVKLS�
FDQ�EHFRPH�PDJLFDO�ZLWK�WKH�DGGLWLRQ�
RI�VSHFLDOO\�SUHSDUHG�6LOYHUOHDI�OHDYHV��
6XFK�DQ�LWHP�LV�RIWHQ�XVHG�E\�3\JPLHV�
LQ�DGGLWLRQ�WR�WKHLU�YRRGRR�SUDFWLFHV�
Whenever a Monster gains this item, 
roll 1D6 on the following table to see 
its affects for this battle.

� The power of the totem makes 
all Warriors instantly lose 1 
Permanent Wound for every 3 
Monsters with a totem. Thus is 
there are 7 Monsters with a 
totem, 3 Permanent Wounds 
are lost. If there is only 1 
Monster, 1 Wound is lost. The 
totem has no further properties.

� The totem is the carrier of foul 
chaos magics. A random 
Warrior loses 1D3 of his 
Attacks this entire battle. All 
other Warriors lose 1 Attack 
this battle. Minimum Attacks 
are 1. Attack losses are 
cumulative for additional 
monsters with a totem.
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� If the bearer of this item is not 
a spell caster, roll again on this 
table. The totem increases the 
strength of the Winds of Magic 
in this area. Any spells the 
caster casts that cause damage 
to a Warrior are increased by 
1D6 Wounds of damage.

� The totem acts as a source of 
anti-magic. The Warriors can 
not cast any spells while the 
bearer of the totem is still alive.

� The power of the totem is such 
that it blocks the abilities of the 
Warriors to communicate with 
their Gods. No Luck may be 
used on this board section 
while the bearer of the totem 
still lives. In addition, the 
Witch Hunter may not use 
Faith Points and the Warrior 
Priest may not use Blessings.

� The magnificent might of this 
magical totem is beyond 
imagining. Roll three times on 
this table for the abilities of the 
totem. Re roll any more 6’s.

,Q�WKH�KRXUV�OHDGLQJ�XS�WR�D�EDWWOH��WKH�
6NLQN� PXVLFLDQV� RIWHQ� EHDW� WKH� GUXPV�
RI� ZDU�� WR� LQVSLUH� FRXUDJH� ZLWKLQ� WKH�
WURRSV� DQG� WR� VHQG� IHDU� WR� WKH�HQHP\��
7KH� UHVRXQGLQJ� RQ� WKH� GUXP¶V�
WRXJKHQHG� VQDNH� VNLQ� LV� HQRXJK� WR�
GULYH� IHDU� LQWR� WKH� KHDUWV� RI� PDQ\� D�
KDUGHQHG� ZDU� YHWHUDQ� DQG� KLV� DUP\��
7KH�PDJLFDO�ZDU�GUXPV�DUH�XVHG�ZKHQ�
WKH� EDWWOH� LW� WR� EH� ORQJ� DQG� KDUG�� %\�
SOD\LQJ� WKHVH� GUXPV�� WKH�0DJH�/RUGV�
ZKR� OHDG� WKH� DUP\� WR� EDWWOH� FDQ�
FRQWLQXH� WKHLU� FRQWHPSODWLRQV� DQG�
FDOFXODWLRQV� ZLWKRXW� EHLQJ� GLVWXUEHG�
E\�WKH�WROO�RI�WKH�GUXPV�

The Magical War Drum is used at the 
beginning of the Power Phase, just 
after the Power Dice has been rolled. 
Roll 1D6 for each Warrior and add 
Initiative. If the roll is 7 or less, the 
Warrior is terrified by the constant 
resounding of the beating drum. He is 
counted as being Terrified of the 
Monster with the drum. In addition, he 
is at –1 to all his To Hit rolls against 
other Monsters. These effects last for 
the entire combat.

7KH�*LDQW� 6QDNH� RI� /XVWULD� LV� WUHDWHG�
ZLWK� GLVGDLQ� DQG� RIWHQ� KDWUHG� E\� WKH�
QRQ�/L]DUGPDQ� UDFHV� RI� /XVWULD��
3\JPLHV�� $PD]RQV� DQG� WKH� GDUN�
VNLQQHG� KXPDQV� ZKR� OLYH� WKHUH� RIWHQ�
KXQW� WKH� EHDVWV� WR� SURFXUH� WKHLU� VNLQ�
DQG�IOHVK�IRU�XVH�LQ�WUDGLQJ�ZLWK�ORFDO�
WULEHV� RU� IRU� PDNLQJ� DUPRXU��
2FFDVLRQDOO\�� D� 3\JP\� 6KDPDQ� ZLOO�
UHTXHVW� WKH� HQWLUH� KHDG� RI� D� *LDQW�
6QDNH�WR�EH�EURXJKW�WR�KLV�WHQW��7KHUH��
WKH�KHDG�LV�VNLQQHG��WKH�IOHVK�UHPRYHG��
DQG� WKH� MDZERQH� UHPRYHG� IURP� WKH�
UHVW� RI� WKH� KHDG�� :LWK� KLV� OLPLWHG�
PDJLFDO� DELOLWLHV�� KH� HQFKDQWV� WKH�
MDZERQH�ZLWK� WKH� SRZHU� RI� 6KRNXWX¶O��
D�3\JP\�ZRUG�PHDQLQJ� VZLIWQHVV�DQG�
PRYHPHQW�� (DFK� RI� WKH� WHHWK� DUH� WKHQ�
SRVVHVVHG� RI� D� GLIIHUHQW� SRZHU�� 7KH�
WHHWK� DUH� UHPRYHG� DQG WRVVHG� WR� WKH�
JURXQG�� ZKHUH� WKH\� KDYH� GLIIHULQJ�
HIIHFWV�� GHSHQGLQJ� RQ� WKH� UHDJHQWV�
XVHG� LQ� WKH� SUHSDUDWLRQ� DQG� WKH�
ZHDWKHU�
The jawbone has 1D6 teeth in it. At 
the start of the Monster’s Phase, the 
Monster will throw 1 tooth to the 
ground. Roll once on the following 
table to see the effects of the tooth.

� The tooth does nothing but sit 
and rock backwards and 
forwards for a few seconds 
before it gets crushed beneath 
the foot of a careless monster.

� Once on the ground, the tooth 
vibrates and a shimmering 
portal of blue light erupts from 
the ground where the tooth 
once was. Determine where the 
tooth was thrown randomly (on 
the same board section as the 
Monster with the jawbone). 
From now on, at the start of 
every Monster’s Phase, just 
before throwing more teeth, roll 
1D6 to see what comes through 
the portal. These monsters must 
be placed as near as possible to 
the location of the shimmering 
doorway, and may attack this 
turn.

� 1D6 Pygmies
� 2D6 Pygmies
� Pygmy Shaman
� Pygmy Witchdoctor
� 1D3 Pygmy Shamans
� Giant Snake

� Where the tooth lands 
(determine randomly on the 
same board section as the 
Monster), time seems to slow 
down for the Warriors, while 
the Monster’s rush frantically 
about. Monsters who are on or 
adjacent to the tooth gain an 
additional Attack this turn. 
Warriors who are on or 
adjacent to the tooth lose an 
Attack this turn, with the 
minimum being 1.

� The tooth plays havoc with the 
very fabric of reality, switching 
and changing the Monsters and 
Warriors around as they stare in 
bewilderment. Remove all 
models from the board section 
that the Monster with the 
jawbone is standing upon, 
including the Monster. Now 
beginning with the model with 
the lowest Initiative (roll to 
determine draws), randomly 
place the models back on the 
same board section. If a model 
is placed on the same square as 
another model, the one being 
placed suffers 1D6 unmodified 
Wounds from molecular 
rearrangement and must be 
placed in a new random square. 
Once the model has taken at 
least 10 Wounds in this 
fashion, he is placed on the 
closest free space to where he 
was last placed. Any model 
who is teleported into the 
middle of a pit or similar 
location is immediately 
destroyed, as he falls to his 
doom (unless the model has 
Flying, of course).

� The serpent tooth explodes 
violently when it hits the 
ground. All Warriors in the 
same board section as the 
Monster with the jawbone must 
roll equal to or under their 
Willpower, or be blinded by the 
magical light. All Monsters are 
at +1 To Hit a blinded Warriors 
this turn, while the Warrior is at 
–1 To hit the Monsters this 
turn.

� 0$*,&�:$5�'580

� 6(53(17�-$:%21(



� Where the tooth lands, a 
strange haze of rainbow colours 
rises from the ground, 
obscuring all Monsters and 
Warriors from each other. 
When the mist finally dies 
down, the Warriors and 
Monster with the jawbone feel 
somewhat different…… Roll 
1D6 on the following table to 
see what statistics the Warrior’s 
have lost. These are added to 
the Monster’s statistics. Once 
the Monster is dead, the 
statistics are restored. Each 
Warrior must roll separately. 
No stat may ever be reduced to 
0 through this method.

� 1 Strength
� 1 Weapon Skill
� 2 Toughness
� 2 Strength
� 2 Weapon Skill
� 2 Strength, 2 Weapon Skill, 

2 Movement

7KHVH� WLQ\� XUQV�� ZRUQ� RQ� D� FKDLQ�
DURXQG� WKH� QHFN�� DUH� IXOO� RI� UDUH��
H[RWLF��DQG�PDJLFDO�VSLFHV��PDGH�IURP�
YDULRXV� JURXQGHG� KHUEV� DQG� SODQWV�
IRXQG� LQ� WKH� GHVHUWHG� /L]DUGPDQ� FLW\�
RI�;KRWO��:KHQ�D�KDQGIXO�RI�WKH�VSLFHV�
DUH� WKURZQ� LQWR� WKH� IDFH�RI�DQ�HQHP\��
VHYHUH�EXUQLQJ�WDNHV�SODFH��VRPHWLPHV�
HYHQ�GDPDJLQJ�WKH�H\HV�SHUPDQHQWO\��
At the beginning of the Monster’s turn, 
before he moves or attacks, he may 
throw a handful of the herbs at a 
random Warrior who is less than 3 
spaces away from him. That Warrior 
must roll 1D6.

� The spices sear the Warriors 
eyes painfully. He is blinded. 
He must take 2D6 unmodified 
Wounds and is on 1 Weapon 
Skill. The price to heal his eye 
sight is 1D6 * 200 gold pieces, 
which must be paid at the next 
Settlement, or the loss will be 
permanent.

� The spices cause severe 
damaging to the Warrior’s face, 
blinding him for 1D6 
unmodified Wounds. For the 
next 1D6 turns, the Warrior has 
Weapon Skill 1.

� Grabbing at his face, the 
Warrior screams in agony. He 
must lose 1D6 unmodified 
Wounds as the spices corrode 
his skin. Roll another D6. If the 
result is a 1, he has lost 1D3 
Permanent Wounds due to 
scarring.

� The spices cause minor 
burning. The Warrior must lose 
1D3 unmodified Wounds.

� The Warrior is surprised by this 
sudden action, and as such, 
suffers –1 To Hit on his next 
attack.

� Bewildered, the Warrior wipes 
the spices from his face, 
wondering what the point of it 
was.

:KHQ�D�0DJH�/RUG�GLHV��KLV�ERQHV�DUH�
FRQVLGHUHG� VDFUHG� UHOLFV�� 7KHVH� GD\V��
LW� LV� D� VLPSOH� PDWWHU� RU� ILQGLQJ� DQG
UHFRYHULQJ�WKH�ERG\�RI�D�0DJH�/RUG�LQ�
RUGHU�WR�JHW�KLV�ERQHV��,Q�WKH�ROG�GD\V��
0DJH�/RUGV� ZHUH� EXULHG� LQ� FU\SWV� LQ�
WKH� GHHSHVW� FDWDFRPEV� EHQHDWK� WKH�
WHPSOHV� RI� WKH 6ODQQ�� ([SHGLWLRQV� DUH�
RIWHQ� PRXQWHG� LQ� RUGHU� WR� UHFRYHU�
WKHVH� ERQHV�� 2QH� VXFK� WDOH� LQYROYHG�
WKH�H[SORUHU�0DUFR�&ROXPER��ZKR�KDG�
EHHQ�DVNHG�DV�SDUW�RI�D�GHDO�WR�OHDG�D
UHFRYHU\� PLVVLRQ� WR� JHW� VRPH� DQFLHQW�
ERQHV�DQG�UHWXUQ�WKHP�WR�WKHLU�ULJKWIXO�
UHVWLQJ� SODFH�� ZLWKLQ� WKH� FRQILQHV� RI�
WKH� 0DJH�/RUG� WHPSOHV�� 0DUFR¶V�
7LOHDQ� DUP\� DQG� D� ODUJH� IRUFH� RI�
/L]DUGPHQ�DWWDFNHG� WKH� UXLQHG� WHPSOH�
ZKLFK� ZDV� JXDUGHG� KHDYLO\� E\� DQ�
8QGHDG�DUP\�OHDG�E\�D�0XPP\�7RPE�
.LQJ�� 7KH� ERQHV�ZHUH� UHFRYHUHG�� DQG�
DV� D� UHZDUG� IRU� KHOSLQJ� WKHP��0DUFR�
ZDV� DOORZHG� WR� NHHS� DQ\� RWKHU�
WUHDVXUH� IRXQG� LQ� WKH� WHPSOH�� 0DJH�
/RUG�ERQHV�DUH�RIWHQ�SRVVHVVHG�E\�WKH�
VSLULW�RI� WKH�GHDG�6ODQQ��DQG�FDQ�KHOS�
GXULQJ�WKH�EDWWOHV� WKDW�DUH� WR�FRPH�E\�
VHQGLQJ� WHOHSDWKLF� WKRXJKWV� WR� WKH�
0DJH�3ULHVW� ZKR� OHDGV� WKH� DUP\ DQG�
ZKR�FDUULHV�WKH�ERQHV�
When this magic item is gained, roll 
2D6. This is the number of 1’s than 
can be re rolled by any Monster 
currently in the battle. This means that 
whenever a Monster rolls a 1 for 
anything at all (To Hit, Damage Dice, 
a Special Ability, etc), he may re roll it
immediately. Once all the re rolls have 
been made, the Mage-Lord bones are 
worthless.

7KLV�VDFUHG�FOD\�SODTXH�LV�RQH�RI�PDQ\�
WKDW�LV�VWRUHG�LQ�WKH�WHPSOH�RI�;RORF��LQ�
WKH�/L]DUGPDQ�FLW\�RI�+H[RDWO��'XULQJ�
WLPHV� RI� JUHDW QHHG�� 0DJH�/RUGV�
ZRXOG� WDNH� D� SODTXH� WR� KHOS� WKHP�
ERRVW�WKHLU�PDJLFDO�SRZHU�
The plaque allows the Monster to cast 
a single Lizardman spell per turn, or if 
he can already cast spells, an extra 
one. This spell can not be resisted or 
dispelled in any way whatsoever. Any 
spell that causes damage causes 
maximum damage. When rolling for 
the spell results in a failed casting, roll 
again. After each use of the plaque, 
roll 1D6. On a roll of 1, the plaque 
explodes, doing 1D6 unmodified 
Wounds to the user, and 1D3
unmodified Wounds to all adjacent to 
him. Obviously, the plaque can not be 
used again if this happens.

1R� RQH� NQRZV� H[DFWO\� ZKDW� WKH�
4XDQJR� LV�RU�ZDV��RU�ZKDW�ZLOO�KDWFK�
RXW�RI� WKH�HJJ�ZKHQ�LW� ILQDOO\�KDWFKHV��
2QH� VXFK� HJJ� ZDV� GLVFRYHUHG� LQ� D
VHFUHW� FKDPEHU� ZKLOH� WKH� WHPSOH� RI�
3DKXD]� ZDV� EHLQJ� UHEXLOW�� 7KH� HJJ�
GDWHG� EDFN� WR� WKH� GD\V� RI� WKH� 2OG�
2QHV�� PHDQLQJ� WKDW� ZKDWHYHU� WKH�
4XDQJR�ZDV��LW�OLYHG�PLOOLRQV�RI�\HDUV�
DJR�� 7KH� 3DODHRQWRORJLVWV� RI� WKH�
(PSLUH� ZKR� KDYH� KHDUG� WKH� UXPRXUV�
DERXW� WKH� 4XDQJR� EHOLHYH� LW� WR� EH�
VLPLODU� WR� WKHLU�P\WKLFDO� FUHDWXUH�� WKH�
4XDDJ�
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At the start of every Monster’s Phase, 
the Monster will attempt to break the 
egg and see what hatches out of it. 
Roll 1D6. On a roll of 5 or 6, the egg 
breaks and a baby Quango hatching 
bleets mornfully up at the Warriors. 
Roll 1D6 on the following table.

� The cute little toddler, waddles 
up to one of the Warriors and 
starts rubbing into his leg, 
begging for food. How sweet. 
If the Warrior gives it a 
provision, he will have made a
new friend. If he does not, the 
Quango waddles off into the 
darkness, never to be seen 
again. While the Quango is 
with the Warrior, he will never 
be ambushed, but the other 
Warriors are not affected by 
this, and are ambushed as 
normal. The Quango can sit on 
the Warrior’s shoulder quite 
comfortably, and does not take 
up a square. Once the Warriors 
leave the dungeon, the Quango 
will desert the Warrior.

� Looking up hopefully, the 
Quango sees what it thinks is 
it’s mother. It grasps onto the 
Monster who broke the egg’s 
arm and swings happily as the 
Monster tries to throw it off. In 
the end, the Monster runs from 
the scene, screaming angrily, 
trying to throw the little 
creature from his arm. Remove 
the Monster from play. No gold 
is gotten for this Monster. 
During the next battle, the 
Monster will return, but he will 
have one less magical item. 
Place the Monster in the room 
in addition to the other 
monsters rolled.

� The little baby bleats, falls over 
and dies from extreme age.

� The creature flings itself at a 
random Warrior, causing him 
2D6 unmodified Wounds, 
before he flings it off and 
crushes it with the hilt of his 
weapon.

� The creature attacks a random 
Warrior, causing 2D6 
unmodified Wounds. No matter 
how hard he tries, the Warrior 
can not throw the Quango off. 
At the beginning of the 
Warrior’s Phase, roll 1D6 and 
add Strength. If the result is 8 
or more, the Warrior has tossed 
the Quango to the ground and 
stepped on it. Otherwise, the 
Quango does another D6 
unmodified Wounds and 
remains hanging off the 
Warrior’s flesh. If the Warrior 
is reduced to 0 Wounds in this 
way, the Quango will release 
him and flee into the darkness.

� After a few seconds of sitting 
looking bewildered, the tiny 
baby begins to shift and waver. 
The Quango must have been a 
race of shape shifters. Roll 
once on the current Battle-level 
Table to see what the Quango 
turns into. Place the creature on 
a square adjacent to the 
Monster who broke the egg, or 
a square as close as possible to 
him if there are none adjacent. 
The Quango may attack during 
this Monster’s Phase.

7KH� UXLQV� RI� WKH� /L]DUGPDQ� FLWLHV� DUH�
IXOO�RI�D�P\ULDG�RI�OL]DUGV��VQDNHV�DQG�
LQVHFWV�� 7KH� /L]DUGPHQ� FUHDWHG� WKLV�
KRUQ� LQ�RUGHU�WR�KDUQHVV� WKH�SRZHU�RI�
WKHVH� FUHDWXUHV� GXULQJ� WKH� KHDW� RI�
EDWWOH�� WR�KLQGHU�DQG�DQQR\�WKH�HQHP\�
ZKLOH�WKH�EXON�RI�WKH�DUP\�DWWDFNV�
At the beginning of each Monster 
Phase, roll 1D6 on the following table.

� Thousands and thousands of 
tiny insects swarm into the 
room, flying up the Warrior’s 
noses and mouths, choking 
them. Each Warrior must lose 
1D3 unmodified Wounds and is 
at –1 To Hit for the remainder 
of the combat, or until a 6 is 
rolled in the Power Phase.

� Hundreds of spiders drop onto 
the Warriors from above, biting 
them. Each Warrior must lose 1 
unmodified Wound. If this 
takes him to 0 Wounds, the 
extreme poison reduces his 
Strength by 2 when he is 
healed.

� The floor of the room is 
suddenly crawling with 
cockroaches. If a Warrior ever 
rolls a 1 when rolling to Hit, he 
falls over and is counted as 
being prone for the remainder 
of the turn.

� 2D6 Giant Insects answer the 
call. Place them on the board in 
the usual way. They may attack 
in the Monster Phase as usual.

� 2D6 Lizards answer the call. 
Place them on the board in the 
usual way. They may attack in 
the Monster Phase as usual.

� 2D6 Snakes answer the call. 
Place them on the board in the 
usual way. They may attack in 
the Monster Phase as usual.

:KHQ� WKH� 0DJH�3ULHVWV� DUH� WRR� EXV\�
FRQWHPSODWLQJ�FRPSOH[�FDOFXODWLRQV�WR�
DGG� WKHLU� PDJLFDO� PLJKW� WR� WKH� EDWWOH�
DW�KDQG��RWKHUV�PXVW�WDNH�XS�WKH�VWDQG��
6NLQN� 6KDPDQV� DUH� UDUH�� DQG� DUH�
WUHDWHG� ZLWK� WKH� VDPH� UHVSHFW� DV� WKH�
OHVVHU� 0DJH�3ULHVWV�� :KHQ� HQWHULQJ�
EDWWOH�� 6NLQN� 6KDPDQV� WDNH� PDJLFDO�
LWHPV� ZLWK� WKHP� WR� KHOS� ERRVW� WKHLU�
DELOLWLHV�WR�GHIHQG�WKHLU�OHDGHU��$PRQJ�
WKHVH� LWHPV� DUH� VSHOO� VFUROOV�� WKH�PRVW�
FRPPRQ� RI� WKHVH� EHLQJ� WKH�
³0RQVRRQ´�VSHOO�VFUROO�
The Monster casts this spell at the 
beginning of the Monster’s Phase, just 
like any other spell. The spell can be 
dispelled and resisted as usual. When 
cast, the room is suddenly filled with 
torrential rain storms and heavy winds. 
The Monsters and Warriors alike are 
all buffeted around with free abandon, 
except for the caster. Each Warrior 
rolls 1D6. If the result is 1 to 3, they 
have been forced to the ground due to 
the power of the storm and suffer 1D6 
unmodified Wounds. Roll 1D6 for all 
Monsters except the caster as well. 
The storm remains in play for 2D6 
turns. Repeat the process at the start of 
every Monster’s Phase. Models 
thrown to the ground lose an Attack 
before they manage to regain their 
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footing. Once the spell has been cast, 
it may not be cast again. If more than 
one Monster has a spell scroll, the 
Monster will not use it until the other 
storm has ended.

5HVXUUHFWLRQ� LV� D�PDJLF� WKDW� HYHQ� WKH�
PRVW� SRZHUIXO� RI� 0DJH�/RUGV� KDYH�
WURXEOH� SHUIRUPLQJ��2QO\� WKH�:L]DUGV�
RI�WKH�2OG�:RUOG�ZKR�KDYH�VSHFLDOLVHG�
LQ� WKLV� NLQG� RI�PDJLF� IRU� GHFDGHV� FDQ�
HYHQ� DWWHPSW� WR� SHUIRUP� LW�� +RZHYHU��
DIWHU� \HDUV� RI� FDUHIXO� VWXG\LQJ� RI� WKH�
PDJHV� RI�0LGGHQKHLP�� D� VLQJOH� 6NLQN�
6KDPDQ�PDQDJHG� WR� FDSWXUH� D� VLQJOH�
UHVXUUHFWLRQ� VSHOO EHLQJ� FDVW� LQ� D
VLPSOH��IODZHG�UXE\�DERXW�WKH�VL]H�RI�D�
JREOLQ¶V� ILVW�� ,PPHGLDWHO\�� WKH� 6NLQN�
GXSOLFDWHG� WKLV� UXE\� XVLQJ� DGYDQFHG�
UHSOLFDWLRQ� PDJLF� DQG� KDQGHG� RXW�
WKHVH� VSHOO� MHZHOV� WR� DOO� WKH� 0DJH�
3ULHVWV� ZLWKLQ� KLV� DUHD�� LQ� WKH� KRSH�
WKDW� WKH\� ZRXOG� XVH� WKH� JHPV� DW� WKH�
SRLQW� RI� GHDWK� WR� FDSWXUH� WKHLU� VRXOV�
ZLWKLQ�� $IWHU� EDWWOH�� WKH� 6NLQN� ZRXOG�
WKHQ�VLPSO\�UHOHDVH� WKH�VRXO�EDFN� LQWR�
DQRWKHU� ERG\�� ,W� ZDV� QRW� XQFRPPRQ�
IRU� PDQ\� 0DJH�3ULHVWV� WR� DFWXDOO\�
LQKDELW�WKH�ERG\�RI�D�OHVVHU�FUHDWXUH�LI�
WKH\�FRXOG�QRW�UH�XVH�WKHLU�ERG\�
When a Monster with a Soul Catcher 
gem dies, his soul is immediately 
reborn into that of another Monster on 
the board (randomly determined), 
passing through the gem into the new 
body. This Monster suddenly has the 
same stats as the original Monster 
killed. While the Monster gains the 
stats of the original Monster, it gets to 
keep its own Special abilities and can 
use them as normal. Thus, a powerful 
wizard could be killed and then inhabit 

the body of an Emperor Dragon, 
gaining its abilities of flight, breath, 
etc, while keeping his own keen 
intellect and strength. The original 
Monster’s stats are not carried over 
into the new body. When used, the 
gem shatters and can not be reused. If 
there are no Monsters on the board 
section for the Monster with the gem 
to inhabit, the gem is wasted, and the 
Monster dies as normal.

1RUPDOO\�� SDUURWV� DUH� QRW� NQRZQ� IRU�
WKHLU� TXLHW� QDWXUH�� 7KLV� PDJLFDO� LWHP�
DFWXDOO\�GRHV�WKH�RSSRVLWH�RI�ZKDW�UHDO�
SDUURWV�GR��,QVWHDG�RI�EHLQJ�QRLV\�DQG�
REQR[LRXV�� WKLV� VWDWXHWWH� SUHYHQWV� DOO�
VRXQGV�RI�DQ\�W\SH�IURP�EHLQJ�PDGH�RU�
KHDUG� ZLWK� D� VPDOO� UDGLXV� DURXQG� LW��
7KH� 0RQVWHU� FDUULHV� WKH� LWHP� RQ� KLV�
VKRXOGHU�� ZKHUH� LW� RSHQV� LWV� EHDN��
HPDQDWLQJ�ZDYHV�RI�VLOHQFH�RXWZDUGV���
As soon as a Warrior is adjacent to the 
Monster with a parrot statuette, he (nor 
his player) may make any sound 
whatsoever. He cannot speak to the 
other Warriors, cast spells, or do 
anything else that requires the use of 
speech. If the player should happen to 
speak by accident, it obviously means 
he thinks the power of the statuette is 
nothing compared to his willpower. 
He must immediately lose 1 point of 
Willpower, and 1D6 unmodified 
words for each time he speaks out of 
line.  Once out of range of the parrot, 
he can speak again as normal. When 
the Monster is killed, the parrot 
explodes in a silent torrent of molten 
onyx, causing 1D6 unmodified 
Wounds to all models adjacent to the 
Monster with the parrot.

1HYHU� XQGHUHVWLPDWH� WKH� OHQJWKV� VRPH�
SHRSOH� ZLOO� JR� WR� LQ� RUGHU� WR� IXUWKHU�
WKHLU�VWDWXV�LQ�OLIH��6RPH�3\JPLHV��DQG�
HYHQ� VRPH� KXPDQV�� KDYH� WDNHQ� WR�
ZHDULQJ� PDJLFDO� QRVH� ERQHV� WKURXJK�
WKHLU�QRVHV��0RVW�RI� WKH� WLPH�� WKHVH�VR�
FDOOHG� PDJLFDO� QRVH� ERQHV� DUH� QRW�
PDJLFDO�DW�DOO��3HRSOH�ZHDULQJ�VXFK�D
ERQH� EHOLHYH� VWURQJO\� HQRXJK� LQ� LWV�
SRZHUV� WKDW� WKH\� WKLQN� LW� LV�KDYLQJ�DQ
HIIHFW�XSRQ�WKHP��1HYHU�WKH�OHVV��VRPH�
QRVH� ERQHV� GR� SRVVHVV� VRPH� PDJLFDO�
DELOLW\�
Unfortunately, the pain of these bones 
means the wearer of one will only ever 
hit on a To Hit roll of 5 or 6. (unless 
he required a 6 in the first place) 
However, the Monster with a nose 
bone may force a random Warrior to 
re roll a dice roll. When this magic 
item is rolled, pick a random Warrior. 
Whenever the Warrior makes a dice 
roll for himself, roll another D6. If the 
result is a 6, the magic of the nose 
bone has intervened, and the Warrior 
must re roll the dice (this applies to DOO
dice rolls for WKDW Warrior alone. To 
Hit rolls, Damage rolls, Event rolls, 
Fear and Terror rolls, etc.)

2QH� HYLO� DQG� FUXHO� SDVWLPH� WKDW� WKH�
FDQQLEDO� WULEHV� RIWHQ� SDUWLFLSDWH� LQ� LV�
WKH�VKULQNLQJ�RI�KXPDQ�KHDGV��1R�RQH�
NQRZV� ZK\� RU� KRZ� WKH� GHHG� LV� GRQH��
DQG� VLQFH� PRVW� KXPDQ� WULEHV� RI�
FDQQLEDOV� GR� QRW� KDYH� DFFHVV� WR� WKH�
GDUN�PDJLF�WKDW�ZRXOG�EH�UHTXLUHG�IRU�
VXFK� D� WDVN�� LW� LV� DVVXPHG� WR� EH� VRPH�
IRUP�RI�HYLO� ULWXDO� LQYROYLQJ�XQNQRZQ��
VDYDJH�DQG�SULPHYDO�JRGV��,QGHHG��WKH�

VKULQNLQJ� RI� KXPDQ� KHDGV� KDV�
LQWHUHVWHG� PDQ\� SDUWLHV�� EXW� QRQH� VR�
PXFK� DV� WKH� PLJKW\� 3KDUDRKV� RI� WKH�
3\UDPLG� &LWLHV� RI� 1HKHNKDUD�� :KLOH�
WUDGLQJ�LV�XQFRPPRQ�LQ�/XVWULD��WKRVH�
ZKR� NQRZ� RI� WKH� GHVHUW� FRQWLQHQW�
1HKHNKDUD� RIWHQ� VHW� DERXW� ZLWK� WKH�
VRXO� SXUSRVH� RI� ILQGLQJ� VKUXQNHQ�
KHDGV� WR� H[SRUW�� IRU� WKH� SULFH� RI� D�
VKUXQNHQ� KHDG� LV� YDVW� EH\RQG�
LPDJLQLQJ�� 6RPH� WULEHV� PDNH�
QHFNODFHV� RI� PDQ\� VKUXQNHQ� KHDGV��
RIWHQ� RI� JUHDW� DGYHUVDULHV�� 7KH�:LQGV�
RI� 0DJLF� IUHTXHQWO\� IORZ� WKURXJK� WKH�
QHFNODFHV� GXH� WR� WKH� FRQFHQWUDWLRQ� RI�
HYLO�ZLWKLQ�
A Monster wearing a shrunken head 
necklace gains the following bonuses: 
+1 Attack. Fear 6, Chaos Magic 1 (a 
random type), +1 Toughness and 
Ignore Blows 6+.

7KLV� FDQGOH� JORZV� ZLWK� D� PDJLFDO�
ZKLWH OLJKW�� LOOXPLQDWLQJ� WKH�DUHD� LQ�D
WUDQVOXFHQW� JORZ� WKDW� VHHPV� WR� GHOYH�
LQWR� WKH� GHHSHVW� VKDGRZV�� 1R� RQH�
NQRZV� ZKHUH� H[DFWO\� WKHVH� FDQGOHV�
FDPH� IURP�� 2QH� H[SORUHU� ZKR�
PDQDJHG� WR� UHWXUQ� WR� $OWGRUI� DIWHU� D�
PLVVLRQ� WR� /XVWULD� FDUULHG�ZLWK� KLP�D�
PDJLFDO� FDQGOH WKDW� FRXOG� QRW� EH�
H[WLQJXLVKHG�� 7KLV�� RI� FRXUVH�� ZDV�
YLHZHG� DV� ³TXLWH� DQQR\LQJ´� ZKHQ�
QLJKW�WLPH�FDPH�DERXW��1R�PDWWHU�ZKDW�
WKH\� GLG�� WKH� FDQGOH� FRXOG� QRW� EH�
H[WLQJXLVKHG�RU�GHVWUR\HG��(YHQWXDOO\��
QREOHV� LQ� SRZHU� GHFLGHG� WR� EXU\� WKH�
FDQGOH� ZLWKLQ� D� ODUJH� DGDPDQWLXP�
FKHVW� DQG�EXU\� LW� DW� WKH�ERWWRP�RI� WKH�
RFHDQ� ZLWK� SRZHUIXO� PDJLFDO� ORFNV�
SODFHG� XSRQ� LW�� 7R� WKLV� GD\�� LW� LV� VDLG�
WKDW�VHD�IHDUHUV�FDQ�RFFDVLRQDOO\�VHH�D�
P\VWHULRXV� JORZ� HPDQDWLQJ� IURP� WKH�
RFHDQ�GHSWKV�
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Monsters with the candle lose their 
Ambush ability. Because of the 
magical light from the candle, To Hit 
penalties that the Monsters or the 
Warriors have are ignored entirely for 
this battle. This includes natural 
penalties, not using a magic weapon, 
and all other penalties. The only 
exception to this is Fear and Terror, 
which is still taken into account as 
normal. Even when the Monster 
carrying the candle is killed, the 
candle does not die out. From now on, 
the board section and all adjacent to it 
are lit up and the Warriors do not need 
a lantern to move about in them. The 
Warriors cannot take the candle for 
themselves as an alternative light 
source.

7KH� &XOFKDQ� LV� D� UDUH� IOLJKWOHVV� ELUG�
ZLWK� KXJH� VKDUS� FODZV� DQG� D EHDN�
FDSDEOH� RI� GLVPHPEHULQJ� DQ� RJUH��
:KHQ� D� QDWLYH� UHDFKHV� KLV� ��WK
ELUWKGD\�� LW� LV� KLV� WDVN� WR� SURYH� KLV�
PDQKRRG� E\� DWWDFNLQJ� RQH� RI� WKHVH�
ELUGV� DUPHG� RQO\� ZLWK� D VSHDU� DQG�
EDUN� VKLHOG�� ,I� KH� LV� DEOH� WR� NLOO� RU� DW�
OHDVW�FULWLFDOO\�ZRXQG�WKH�FUHDWXUH��KH�
LV� DORXG� WR� FRQWLQXH� KLV� WUDLQLQJ� DV� D�
ZDUULRU��,I�WKH�ELUG�LV�WRR�PXFK�IRU�WKH�
QDWLYH� ER\�� LW� LV� REYLRXV� KH� GRHV� QRW�
KDYH�ZKDW�LW�WDNHV�WR�EHFRPH�D�ILJKWHU��
+H� PXVW� WKHQ� FKRVH� DQRWKHU�
SURIHVVLRQ�� VXFK� DV� WKDW� RI� D�
EODFNVPLWK�RU�KXQWHU���JDWKHUHU��7KRVH�
WKDW� GR� ZLQ� DUH� DOORZHG� WR� PDNH� WKH�
KLGH� DQG� FODZV� RI� WKH�&XOFKDQ� LQWR� D
ODUJH� EHOW� 7KLV� VKRZV� WR� DOO� RWKHU�
WULEHV� WKDW� WKH� ZDUULRU� LV� RQH� WR� EH�
UHFNRQHG� ZLWK�� KRSHIXOO\� SXWWLQJ� IHDU�
LQWR�WKH�HQHPLHV�UDQNV�

When the Warriors encounter a 
Monster with a Culchan Claw Girdle, 
they must roll 1D6 for each Monster 
with the claw. On a roll of 1, they are 
terrified of the might of the Monster, 
and immediately flee into the 
shadows. They can not participate in 
this event at all. Remove them from 
the board. Once all of the Monsters are 
killed, place him on the board again. 
The Warrior does not get any treasure 
from this combat. If all the Warriors 
are forced to flee, then each Warrior 
must roll on the Escape table. This 
adventure is over. In addition, for 
those Warriors that don’t flee, the 
Monster has a Fear value equal to his 
Initiative. Roll as normal.

7KLV�PDJLFDO�EUDFHOHW�KDV�EHHQ�IRUJHG�
LQ� WKH� GHHSHVW�� GDUNHVW� SDUW� RI� WKH�
/XVWULDQ� MXQJOHV�� E\� WKH� GDUN� VNLQQHG�
KXPDQ�WULEHV�ZKR�OLYH�WKHUH��,W�LV�RIWHQ�
ZRQGHUHG� KRZ� WKH� QDWLYHV� KDYH�
OHDUQHG� WKH� DUW� RI� PDNLQJ� PDJLFDO�
DUWHIDFWV�� VLQFH� WKH\� KDYH� YHU\� OLWWOH�
FRQWURO� RYHU� WKH�:LQGV�RI�0DJLF��7KH�
IHDWKHUV� RI� WKH� &RDWO� DUH� DWWDFKHG� WR�
WKH� FRSSHU� EUDFHOHW� WR� HQKDQFH� WKH�
PDJLFDO�DELOLWLHV�RI�LW�
When this item is gained, pick a 
random Warrior. The Monster has 
exactly the same stats as this Warrior, 
except for Wounds. However, after 
every attack the Monster makes, roll 
1D6. If the roll is a 1 the bracelet 
backfires and explodes, causing the 
Monster 2D6 unmodified Wounds. His 
statistics now return to normal.

7KH�SUDFWLFH�RI�YRRGRR�DV�D�PHDQV�RI�
DWWDFN�KDV�EHHQ�FRPPRQ�LQ�WKH�3\JP\�
FLYLOLVDWLRQV� IRU� FRXQWOHVV� FHQWXULHV��
9DU\� UDUHO\�� RWKHU� UDFHV� WU\� WR�
XQGHUVWDQG�WKH�VHFUHWV�RI�EODFN�PDJLF��
DQG� HYHQ� PRUH� UDUHO\�� VRPH� VXFFHHG��
7KH� RQO\� UDFH� QRW� WR� YHQWXUH� LQWR� WKH�
UHDOPV� RI� YRRGRR� LV� WKH� /L]DUGPHQ��
ZKR� EHOLHYH� WKH� DUW� WR� EH� FRZDUGO\��
7KH� 0DJH�/RUGV� ZRXOG� QHYHU� DOORZ�
VXFK�YLOH�WHFKQLTXHV�WR�EH�HPSOR\HG�LQ�
KRQRXUDEOH�EDWWOH�
When a Monster receives this item, 
pick a random Warrior. From now on, 
whenever the Monster with the doll 
gets hurt, the Warrior must roll 1D6. If 
the result is a 1. The Warrior takes an 
amount of damage equal to the amount 
caused on the enemy, unmodified. If 
the result is a 2 to 3, the Warrior takes 
half the damage, rounded up. If the 
result is 4 or more, nothing happens. 
In addition, when the Monster dies, 
roll another D6. If the result is a 1, the 
Warrior is shocked by the sudden 
death of his voodoo counterpart, and 
must lose a Permanent Wound.
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