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The Warriors give chase to the Headless Horseman! Use t he following rules to determine what happens.

Place as many long passageway board sections as you have in a formation similar to the diagram below. 
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+HDGOHVV�+RUVHPDQ 7KH�+RUVHPDQ¶V�6WHHG
:RXQGV 30 12
0RYH 4 9
:HDSRQ�6NLOO 7 3
%DOOLVWLF�6NLOO 6+ -
6WUHQJWK 4 4
7RXJKQHVV 4 (6) 3
$UPRXU 2 -
,QLWLDWLYH 6 4
$WWDFNV 3 1
'DPDJH 2D6 1D6
:LOOSRZHU 4 2
*ROG 750 250

(1(0<¶6�:6 � � � � � � � � � ��
Headless Horseman 2 2 2 3 3 3 4 4 4 4
The Horseman’s Steed 2 3 4 4 4 4 5 5 5 6

+HDGOHVV�+RUVHPDQ
Armed with Electric Sword; Decapitation; Ignore Blows 6+; Magic Resistance 5+.

7KH�+RUVHPDQ¶V�6WHHG
Barge Aside; Breathe Fire 2; Hate All Living; Magic Resistanc e 6+.

(OHFWULF�6ZRUG
This powerful magic weapon the Headless Horseman uses sparks with electrical energy. Whenever the Horseman causes damage to a 
Warrior, all adjacent Warriors (to the Headless Horseman, not the Warrior) also suffer 1D3 unmodified Wounds due to magical sparks.

'HFDSLWDWLRQ
Whenever the Headless Horseman rolls a 6 to hit, roll 2D6. On a roll of a double 1, the Warrior has had his head severed from his body 
in one clean swoop. He is dead and cannot be resurrected. 

%DUJH�$VLGH
This ability may only be used during the chase with the Warriors through the forest. If for some reason, there is no space for the Headless 
Horseman to move forwards (the Warriors are blocking his path onwards.), the Steed will lower its thick skull and barge its way through 
to freedom beyond the Warriors. Move as many Warriors aside as necessary to make room for the Steed to charge through. This is quite 
an exertion, and the Headless Horseman must forfeit all his Attacks this turn simply to keep his Steed from slowin g down. Each Warrior 
pushed out of the way also loses a single Attack next turn.

Keep track of how many board sections the Warriors race over, as you may need to reuse them. There are two ways for this chase to end.

� The Warriors can do enough damage to the Horseman to force him to return to his hideout without the time to heal his Wounds.
� The Warriors are too slow, and the Horseman returns to his hideout long before the Warriors get there, having more than 

enough time heal any Wounds he has received.

If the Warriors manage to cause at least 15 Wounds on the Horseman before he has passed the 20 th board section, then they are hot on his 
tail, and manage to reach his lair literally a few seconds behind their target. When the Warriors next encounter the H eadless Horseman in 
the Objective Room, he is severely wounded, and has only managed to heal himself back up to 15 Wounds. Also, he does not have the 
,JQRUH�%ORZV��� ability.

If the Warriors do not cause at least 15 Wounds on him before he passes the 20 th board section, then they are very far behind, and the 
Horseman manages to escape them and have plenty of time to heal himself, ready for the next battle in the Objective Room.

Treat the Dungeon as a normal adventure, except use the Undead Monster tables from 7KH�&DWDFRPEV�RI�7HUURU if available. Once the 
Objective Room has been reached, roll for normal Objective Room Monsters in the usual way. What’s more, the Headless Horseman will 
be sitting astride his powerful steed at the back of the room. Remember t o modify his stats, depending on how the chase finished. 
Remember that the Steed must be attacked first before the rider, as the default rules state.

When the Horseman is finally killed, the Warriors learn from scrolls and journals lying around on the flo or that the Horseman was 
actually the ghost of a jilted Kislevite warrior who fell in love with a maiden from Dreary Willow. The maiden despised him though, and 
one night, while the warrior was staying at the Inn, writing a love note to express his feeling s, his head was removed from his shoulders 
by the hateful maiden wielding a farming implement. A few weeks later, the raw forces of Chaos merged with stray dark necromantic 
powers of the Vampire Counts, causing the Kislevite warrior to rise from the grave and hunt down the woman whom killed him. He 
killed her and took her head, hoping it would fit his neck, since he could not locate his own. When it didn’t, he continued his reign of 
terror, desperately trying to find a head which fit his neck from citizens of Dreary Willow. Also from the journals, the Warriors find 
information that says the location of the Headless Horseman’s missing head.



When the Warriors return to the village, they locate the head hidden in a secret compartment of the maiden’s bedchamber s. Sending a 
page boy with the head to the now safe dungeon, the Warriors relax, knowing that once the body and head are reunited, the Kislevite 
warrior can at last get peace. Each Warrior gets 50 Gold Pieces as a reward from the grateful mayor. The villag e is too small to support 
the appetites of the Warriors, so they decide to move on to a bigger city within Sylvania. This takes 1 Week travel to get there. The 
Warriors can now do as they wish within the settlement.


