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' BARBARIAN

Wounds: 1D6+9
Move: 4
Weapon Skill: 3
Ballistic Skill: 5+
Strength: 4
Toughness: 3 (4@
Initiative: -
Attacks: 1 6H1%)

Equipment: Lantern.
Weapon: Sword, causing 1D6+4 Wounds.
Armour: Thick furs, giving him +1 Toughness.
Pinning: Breaks from pinning on a roll of 6+.

Special Rules

Each turn, before he fights, there is a chance the Barbarian may go
berserk. Roll a dice and add +1 to the score for every slain Monster
model on his Adventure Record sheet. If his total score is 6 or more,
the Barbarian goes beserk until the combat is over. While berserk, he
gets 1 extra attack every turn.

However, if he rolls a 1, then regardless of how many Monsters he has
on his Adventure Record sheet, disaster strikes! The Barbarian is so
maddened with bloodlust that all he does this turn is slash wildly about
him, causing 1 Wound on every adjacent Warrior (no modifiers).
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- THE BARBARIAN -

The land of Norsca lies to the north of the Empire, across
the Sea of Claws. It is a bleak realm of frozen fijords and
towering snow-capped mountains, scoured by blizzards and
freezing winds. This inhospitable expanse of rock and ice is
inhabited by the Norse, some of the hardiest and most
fearsome men in the Known World.

The Norse are violent barbarians who are feared
throughout the civilised world. The harsh conditions of their
homeland have made them exceptionally tough and fierce,
and they enjoy their drink almost as much as a good fight!
To prove their valour the Norse warriors hunt the wolves
and bears that prowl the icy wastes, and wear their pelts as
protection against the cold.

Norse Barbarians are big, muscular, hardy fighters. They
make great Warriors and sea-faring adventurers, and their
exploits are famous the world over. Their love of battle
makes the Norsemen excellent companions when venturing
into danger. They are stalwart allies, unwilling to flee in even
the most dangerous of situations.

The Barbarian in the Warhammer Quest game is a
Berserker, feared even by other Norsemen. Berserkers are
insanely dangerous warriors who attack their enemies in a
raging, uncontrollable frenzy, oblivious to their own pain and
danger.The Barbarian finds himself in the Worlds Edge
Mountains, lured partly by the stories of immense treasure
hoards, and partly by the opportunity to kill hundreds of
Orcs, Goblins and other hideous creatures that he knows
will be found in dungeons deep below the earth.
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L S Te o O - - THE DWARF -

The Dwarfs are an ancient race, and have lived in the Old
World for thousands of years. They build their cities beneath
the ground, tunnelling under the rocks and through the
mountainsides to create a vast empire under the earth.
Through the centuries the Dwarfs' power grew, and as their
tunnels delved ever deeper, the mountains yielded up their

Wounds: iD6+8
Move:

Weapon Skiil:
Ballistic Skill:

Strength: ; i 4
gt most precious treasures - gold, silver, jewels and precious
Toughness: ¥

stones to swell the coffers of the Dwarf kings.
Initiative: v ]
Attacks: Hundreds of years ago, disaster struck when vast armies

of Orcs and Goblins assaulted the Dwarf homeland. City
after city fell in desperate battle, and today the Dwarfs
retain only a tiny fraction of their great kingdom and the
power they held in ages past.

Equipment: Rope.
Weapon: Great axe (for damage, see Special Rules). The Dwarfs are a long-lived people, who bear grudges for
many years. They are immensely strong and resilient, but

Armour: Chainmail, giving hi
8 g him +1 Toughness. above all else they are proud.

Pinning: Breaks from pinning on a roll of 5+.
< The Dwarfs cherish the glorious memories of their past

Special Rules and yearn for the days when their greatest cities will ring
With the great axe, the Dwarf rolls an extra dice for Wounds, and again to the sound of Dwarf voices, and the Orcs and Gobiins
chooses the highest score. He adds his Strength as normal. have been driven back to their sgualid homes in the
If he rolls a double, he adds the dice together, and then adds his Darklands.

Strength to the total score. The Dwarf has joined the rest of the Warriors in the
If he rolls a double 1, his attack goes horribly wrong and he trips journey back to the lands of his ancestors in search of glory,
over his beard. He must spend the rest of the turn getting up, and lost treasures and vengeance. Every Orc killed, and every
while he's doing so any Monsters attacking him add +2 to their to Goblin sent fleeing into the darkness, is a step towards the
hit rolls. deliverance of his ancient birthright.

ENEMY'SWS 1 2 3 4 5 6 7 8 9 10
TOMTFOE 2 3 3 4 4 4 4 45 5

FDW_AR F AD’VAN CED PROFILES— QXARF ADVANCED PROFILES

Wounds: 4D6+8  Wpn./Bal. Skill: T7/4+
=t Strength/Dice: 4/2 Toughness: 5
Level Initiative: 3 Attacks: 3
Battle ‘s""t"“”:;;D. e :‘;?J';-;:Z‘s-:k'“: i ENEMYSWS 1 2 3 4 5 6 7 8 9 10| Luck: 2
ren: ice: / : Willpo § 5
Level Initiative: 2 Attacks: 2 TOH BRI A R N
SKILLS: 3
ENEMY'SWS 1 2 3 4 5 6 7 8 9 10 | Luck: 0
TOHIT 2 2334444 4 4 |Wipower 4 Wounds:  5D6+8  Wpn./Bal. Skill: 73+
Fr Pinning: 5% Eattle ? Strength/Dice: 4/2 Toughness: 5
: evel Initiative: 3 Attacks: 3
ENEMY'SWS 1 2 3 4 5 6 7 8 9 10 | Luck: 2
Battle Wounds: 3D6+8  Wpn./Bal. Skill: 5/5+ TOHIT 2 2 2 3 3% 3 4 4 4 & willqower: 5
Strength/Dice: 3/1  Toughness: 5 SKILLS: 4 1 Pinning: 4+
Level Initiative: 3 Attacks: 2
ENEMYSWS 1 2 3 4 5 6 7 8 9 10| Luck i Battle Bt e o gk G
Willpower: 5 Level t_rgngth. ice: 4/2 Toughness: 5
TOHIT 2 23" 3. 4. 444 4 & Pabing: 54 ! Initiative: 4  Attacks: 4
SR # ENEMY'SWS 1 2 3 4 5 6 7 8 9 10 | Luck: 2
TOHIT 2 2 2 3 3 3 4 4 4 4 |Wilpower: 5
Wounds:  4D6+8  Wpn./Bal. Skill 5/4+ SKILLS: 4 s o
Battle Stm‘l gtsl';fDl i1 TOI:Ig'hHES‘S : I 5
Ten ce: . 3 x 7 e 5
Level sy 2 > Battle Wounds:  6D6+8  Wpn./Bal. Skill: 712+
Strength/Dice: 4/3  Toughness: 5
ENEMYSWS 1 2 3 4 5 6 7 8 8 10 | Luck: 1 Level | Inftiative: A4 Attacks: 4
TOHT R e e O R e g mmer‘ Sf ENEMY'SWS 1 2 3 4 5 6 7 B 9 10 | Luck: 3
skiLis: 2 - TOHIT 202 2 308 308 40E 4 :\f"'QOWE" 45
-.S_KI'LLS: 5 Ui 2 T
Wounds: 4D64+8  Wpn./Bal. Skill: 6/4+ Wounds: 7D6+8 Wpn./Bal. Skill: 7/24
Baﬁle 5 Strength/Dice: 4/2 Toughness: 5 Eatﬂel 10 Strength/Dice: 4/3 Toughness: 5
Level | inkiative: 3 Attacks: 3 Leve Initiative: 5 Attacks: 4
ENEMY'SWS 1 2 3 4 5 6 7 8 9 10 | Luck: 1 ENEMY'SWS 1 2 3 4 5 6 7 8 9 10 | Luck: 3
TOHIT 2 233 344 4 4 4 |Wipowern 3 TOHIT 22 2-3 3 3044 44 | Wipower: ¥'6
—— Pinning: 4+ T | Pinning: 44

Can be used to escape from the pit.
Each time it is used, roll 1D6. On a
result of 1 or 2 the rope breaks
after use and is destroyed.
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- THE ELF -

The Dwarfs and the Elves enjoyed the golden age of their
civilisations long before the empires of Man arose, and both

Wounds: 1D6+7 are long-lived and noble races. There the similarity ends,

_ however, as where the Dwarfs are gruff and serious, Elves
Move: 4 - i P

. are joyous, frivolous, haughty and disdainful of other races.

Weapon Skill: 4 It was inevitable that the differences that lie between them
Ballistic Skill: 4+ should lead to a terrible and bitter war.
Strength: 3 Though the war has ended, neither the Elves nor the
Toughness: 3 Dwarfs will ever truly forgive nor forget, and an enduring
Initiative: 6 mistrust now exists between their two races.
Attacks: 1

Equipment: Healing Potion.
Weapons: Sword and bow (each causes 1D6+3 Wounds).
Armour: None.

Pinning: The Eif can never be pinned.

Special Rules

Whenever an opponent hits him, the EIf can attempt to
dodge the blow, causing it to miss completely. Roll 1D6.
On a score of 6 the EIf dodges the incoming blow.

Each Turn, the Eif may either shoot with his bow, or
attack in hand-to-hand combat with his sword. The
sword and bow each cause 1D6+3 Wounds when they
strike.
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' ELF ADVANCED PROFILES

Elves are tall, slender, pale-skinned and of haughty
demeanour. Their slender build belies their strength and
toughness, for Elves are powerful creatures, and deadly in
battle. Their weapons and armour are the finest in the
Warhammer World, crafted out of exquisite materials, using
technigques unknown to Man, and encrusted in precious
gems.

Elves generally keep themselves apart from the world of
Men. Most of the Elves have abandoned the Old World and
now make their home in the Eif kingdom of Ulthuan.

A few Elves still live in the forests of Loren. These Wood
Elves are not as far distanced from the realms of humans as
their High EIf kin. In times of dire threat to the Empire or the
Kingdom of Bretonnia, the Wood Elves will even send mighty
armies to fight alongside the human Warriors in battle.

Wood EIf adventurers are rare but not unheard of. The
Elves' passion for bright jewels and gems, and their hatred
of evil races such as Orcs and Goblins can lead even them to
undertake the most hazardous of adventures. The EIf in
Warhammer Quest is just such a Warrior — determined to
recover lost treasures, experience new realms and rid the
world of the hideous monsters who deface its beauty.

ELF ADVANCED PROFILES
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Brings one Warrior
back up to full Wounds.
The potion may only \
be used once, and Y | \
is then discarded.




| WIZARD

Wounds: 1D6+6

- THE WIZARD -

There is a power in the world that lies beyond the under-
standing of most mortal men, a power that can level
mountains and destroy cities: the raw power of magic.

Move: = 4 The great High EIf Sorcerers have studied the lore of

Weapon Skill: 2 magic for thousands of years, and their sorcery goes far

Ballistic Skill: 6+ beyond the understanding of any other race. Their

Strength: 3 homeland, Ulthuan, is the most magical part of the

Toughness: 3 Warhammer World, and in the far distant past the Eif mages

Initiative: 3 taught some of their magic to men.

Attacks: 1 Since that time, the Wizards of mankind have established
the Colleges of Magic and have been developing their skills.
Magic is recognised as a potent force that can be used for

. good and for evil purposes.

Equipment:

All armies have powerful Battle Wizards who are skilled in
spells of warfare and destruction. As men-at-arms clash on
the field of battle, and as cannons roar and arrows fly,
another battle is fought out between the rival spellcasters of

Hand of Death Scroll.

Weapon: Sword,
causing 1D6+3

Wounds the opposing armies. Magical energies surge and crackle
STORE above the battlefield as the enemy Wizards strive for

Armour: None supremacy.

Pinning: Breaks from The Wizard seeks adventure in the dungeons and caves

pinning on a roll of 4+. - below the world. Not much is known about the evil

Special Rules crgaturgs the Warriors will meet, but it is certain that .ther.e
See the Spelicasting | will be times when swords are of no use, and only magic will
_ CURRENT prevail. The Wizard will have to call on all his guile and
section of the Rule POWER wisdom to bring the Warriors to safety, and for their part the
Book for full detalls of Warriors would be well advised to protect him.
the Wizard's powers.
L - |
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HAND OF DEATH SCROLL

The Hand of Death spell
may be cast against S
any one Monster, and R T
causes 3D6 Wounds, . :
with no modifier for
armour. The spell costs

no Power to cast = BT

The scroll may only be ﬁ

used once, and is then
discarded




Wounds: 3
Move: 4
Weapon Skill: 3
Strength: 3
Toughness: 4
Attacks: 1
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1ID6 ORCS &
ID6 ORC ARCHERS

Wounds: 3
Move: 4
Weapon Skill: 3
Strength: 3
Toughness: 4
Attacks: 1

Opponent's WS 1 2 3_4_5_6_7_8_9_10
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Wounds:
Move:
Weapon Skill:
Strength:
Toughness:
Attacks:

~WWNLN

Opponent’s WS 1 2 3 G_S_S_T_E_B_lo
Goblins 3 4/ 44 5/566(6|6

; or
more to hit. A Goblin's
bow has Strength 1, and g4
causes 1D6+1 Wounds.
Before fighting the
Night Goblin archers,
take another
Event card.

J




(V) 2D6 GIANT SPIDERS @

Wounds: 1

Weapon Skil

Strength: Special
Toughness: 2
Attacks: 1

Opponent’s WS 12345678910
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Special Rules — Web Attack

If a Spider attacks a Warrior who is
already webbed, the Spider automatically
bites him inflicting 1D3 Wounds with no
modifiers for Toughness or armour.
If the Warrior wasn't already webbed,
make a roll to hit. If the Spider hits, the
Warrior is now webbed and may do
nothing until he gets free. Put a Webbed
counter next to him.
At the start of each turn roll 1D6 for each
webbed Warrior and add his
Strength. If the total is 7 or
more, he frees himself and may
act normally.




[ MINOTAUR

Wounds:
Move:
Weapon Skill:
Strength:
Toughness:
Attacks:

0

NbDLO

Opponent's WS 1 2_3_4_5_6_7_3_9_10
Minotaur 2|3/3|/4|4/4(4(4|5|5

Special Rules

When a Minotaur hits a Warrior, roll 2 dice
to see how many Wounds it causes,
adding its Strength of 4 to the total.
Before fighting the Minotaur, take another
Event card. If this is an Event, resolve it
before fighting the Minotaur. If it reveals
more Monsters, fight them all at once.

1935, Part No. 1048




Once all the Warriors have entered
this board section, a portcullis slams
shut behind them, cutting them off.
They can only retrace their steps if
they have the key.

Place the portcullis marker across the
doorway the Warriors entered by to
show that it is blocked.

Draw another Event Card immediately.

NO TREASURE CARD FOR COMPLETING EVENT




@ 2D6 SNOTLIN

Wounds:
Move:
Weapon Skill:
Strength:
Toughness:
Attacks:

(SpeciaD

[ g N

Opponent's WS (1 2 3 4_5_6_?_8_9 10
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Snotlings make an immediate attack as
soon as they are placed on the board and
then attack as normal in the Monsters’
Phase.

Draw a Warrior counter and place as many
Snotlings as you can around that Warrior.
Repeat until all the Snotlings have been
placed.
For each Snotling above one in contact
with a Warrior, add +1 to their to hit roll
and increase their Strength by +1: e.g., 4
Snotlings make a single Strength 4 attack
with +3 on the to hit roll.
Snotlings do not switch attacks
uniess their target dies, and will
fight until killed.




Place the Cave-in
marker in the
board section
where this card
was triggered to
show that all
exits except the
one the Warriors
entered by are
now blocked.

Any Warriors still in this board section
at the end of the next turn are
crushed by rubble and killed. Any
Monsters in the room are crushed by
falling masonry.

Warriors attempting to escape are
not subject to the rules for pinning
whilst in this room.

The room is now impassable and may
not be re-entered.

I this card is drawn in the first room in
the dungeon, ignore it and draw
another Event Card immediately.

NO TREASURE CARD FOR COMPLETING EVENT




The floor of this room is littered with
bones and skulls, with the glint of
gold underneath. As the Warriors
collect the gold, roll 1D6:

1 Trap! Cackling laughter
echoes around the room and
lightning flashes. Take a
Warrior Counter to determine
which Warrior is hit by a
magical bolt that inflicts 1D6
Wounds, with no modifiers
for Toughness or armour.

2-3 lllusion. In a bright flash of
light, the bones and gold
vanish. Draw another Event
Card immediately.

4-5 Each Warrior on this board
section finds (1D6 = 10)
Gold. Draw another Event
Card immediately.

6& Each Warrior on this board
section finds (2D6 = 10)
Gold. In addition, draw one
Treasure Card.

NO TREASURE CARD FOR COMPLETING EVENT




Roll 1D6 for each Warrior. The Warrior
with the lowest score has set off a
trap. Roll 1D6 on the following table:

1 There is a loud explosion and
the room is filled with fire
and smoke. Every model on
this board section takes 1D6
Wounds, with no modifiers
for Toughness or armour.

2-5 A pit opens in the floor and
your Warrior plummets onto
the rocky floor below. He
takes 2D6 Wounds, and can
only escape if the party has
the rope or a Levitation spell.

6 A stone slab slides back in
the wall, revealing the glint
of gems and gold. Draw one
Treasure Card.

Roll 1D6. On a 1,2 or 3 draw another
Event Card immediately.

NO TREASURE CARD FOR COMPLETING EVENT
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Wounds: 2
Move: 4
Weapon Skill: 2
Strength: 3
Toughness: 3
Attacks: 1




2D6 GIANT BATS @

Wounds:
Move:
Weapon Skill:
Strength:
Toughness:
Attacks:

=NNNO©OQ@-=

Oppment'sw5_1_2_3_4 5678910
To Hit Foe 3/4/4/ 4556|666

Monsters' Phase.
After the first Turmn,
the combat sequence
returns to normail.
Bats are never
pinned and will
change target
each turn if
possible.




2D6 GIANT RATS @

Wounds: 1
Move: 6
Weapon Skill: 2
Strength: 2
Toughness: 3
Attacks: 1

0pp0nen‘t‘s'd'\|’5_1 2345678910
To Hit Foe 3|4|/4|4|5|5|6|6(6(6

Once a Giant Rat has attacked your
Warrior, roll 1D6. On a 3+ the Glant Rat's
suicidal, frenzied attack has opened it up
to your Warrior's

attacks and he kills

it automatically.




AD BODY (E)

Before the Warriors lies a dead
Barbarian, lying in a pool of blood.
Clutched tightly to his chest is a bag.
Roll 1D6 for each Warrior. The Warrior
with the lowest score must take the
bag. Roll 1D6 on the following table
to see what happens when he does:
1 Poison Gas! Every model on

this board section takes 1D6

Wounds with no modifiers

for Toughness or armour.

The bag is empty.

2-3 Trap! A spear shoots out of
the wall and inflicts 2D6
Wounds on the Warrior who
took the bag. The bag turns
out to be empty.

4-6 Treasure. The bag contains
(1D6 = 100) Gold, to be given
to the Warrior who took it.

Draw another Event Card immediately.

NO TREASURE CARD FOR COMPLETING EVENT




(E) SCORPIONS

A scorpion swarm is a special form of
Monster and its attack is resolved
immediately. Randomly determine
which Warrior is attacked by the
swarm.

There are 12 scorpions in the swarm,
but they are very small, and are not
represented by miniatures on the
board.

Roll your Warrior's normal damage
dice (1D6 + Strength) to see how
many scorpions he Kills with his
attack - the number rolled is the
number of scorpions he kills. Each
scorpion Killed is worth 5 Gold.
Any scorpions that are left inflict 1
Wound each, with no modifiers for
Toughness or armour.

The scorpion swarm then scuttles
away and this card is discarded.

Roll 1D6. On a 1, 2 or 3 draw another
Event Card immediately.

NO TREASURE CARD FOR

PLETING EVENT




1D6 SKAVEN

Wounds:
Move:
Weapon Skill:
Strength:
Toughness:
Attacks:

=Wwwuw

Opponent'sWS ' 1/2 3 4 5 6 7|8 910
To Hit Foe 23444 455|586




NCOUN

Slumped against the wall the Warriors
find a dying Dwarf prospector, riddled
with Orc arrows. As they approach he
growls a warning, threatening them
with a huge axe. When he sees that
they are not Orcs or evil creatures he
calms down and gives them a key.
With his dying breath he says:

“This is the key to the portcullis.

Without it you will never get

through.”

One of the players should keep this
card to remind you that his Warrior
has the key.

Draw another Event Card immediately.

NO TREASURE CARD FOR COMPLETING EVENT




ID6 GOBLIN SPEARMEN
& ID6 GOBLIN ARCHERS

Wounds: 2
Move: 4
Weapon Skill: 2
Strength: 3
Toughness: 3
Attacks: 1

Opponent'sWS 1 2 3 45 6 7 8 910
To Hit Foe 3/4/4/ 4556666

Special Rules

When shooting with their bows, Night
Goblin archers need to roll 5 or more to
hit. A Goblin's bow has Strength 1, and
causes 1D6+1 Wounds.

Goblins armed with spears may attack
from 2 squares away, even past
intervening Monsters and Warriors.




Wounds: 15
Move: 6
Weapon Skill: 4
Strength: 4
Toughness: 4
Attacks: 2

Opponent'sWS 1 23 4 56 78 910
To Hit Foe 2/3/3/al4/4 4455

roll 2 dice
to see how
many
Wounds it
causes, adding
its Strength of 4
to the total.

=




PIT OF DESPAIR

sguare area
e the Pit of
. Roll 1D6 for
nding in the four
it. On a

el may enter
any of the uares co by the Pit
Marker. The pit is rmanent.

Duration: Immediate

ATTACK




FIREBALL

area suffers 106
modifi

Duration: Immediate




gh the
s to the bone,

two things:

1 The number of

Monster ted suffer

muodifiers for anything ighness,

armour, etc
The targets of this spell must be on
the same board sectl as the
Wizard. The Wizard player chooses
which Monsters are affected

Target: Monsters on the
same board secti
the Wizard

Duration: Immediate

ATTACK




e OGRE STRENGTH

Chanting strange

r may

on him once

per turn.

Target: A Narrior on the board
Duration: This Turn




LIFE FORCE

armour
Turn, the
Wizard ¢
to heal the Warriors, s!

Target:
Duration: This Turn

HEALING




RESURRECTIO

ring him ba
n th board section
ored to full

ha arned In

This spell may cast even if the
War died several tums ago.

Target: Any dead Warrior
Duration: Immediate




LIFEBRINGER

g the Warriors and bathing them
a of supernatural that
p their wounds, knitt
and bone back together.

Pick any number of Warriors on the

rd, including the Wizard. Roll 1D&
for each Warrior chosen. Eacl
Warrior gets that number of his
Wounds healed.

If any two or more of the dice rolled
ne up with the sa number the
spell fails, and none of the Warriors

Wounds back.

Target: Any or all Warriors o
boarc

Duration: Immedi|




IRON SKIN

m IC Ir . t sp, des ev
in the darkness of the dungeon. Hurl

it at one of the Warr

ck any Warr
icluding the Wizard). Tt
hosen Warrior is at +2

y Warrior on the b
Duration: This Turn




ower sizzles a
ertips as you
this p erful sp Static electn
e chamber, and a

Pick any Mo Br t the Wizard can

see. The targeted Monster suffe
2D6 Wounds, modified for Toughn
and armour.

Target: Any Monster within the
Wizard's line

Duration: Immediate




HEAL WOUNDS

make a
ith a

of his Wounds.

Target: Any

Duration: |




SHIELD

Warrior
the Wizard
the ch n Warrior is immune to all
attack

DEFENCE




REBOUND

n harm.

¥ d
Gncludin
is attacked this turn roll 1D6
the Wounds that the
ounded onto
Note that this




y Monster on the
n as the Wizard. Thi

Duration: Immedi:

the same
the




ackling sou
of the Warriors rise

just as if he v

standing in it norm He may
wat of the pit.

Target: Any Warrior on the board

Duration: One Whole Turn




ur breath, a

the area.

ourself, f

through him.
Every Warrior on the board h.

Wound healed.

Target: All Warriol 1 the board
Duratlon: Immediate




TREASURE CARD

FUR CLOAK

‘o find. A thiék fur dloak. Rolled
s and placed ovér.ane arm it
“Bffers some protectlon in place/

prcvtdes a +1 modJ‘Fer to your .
‘Warrior's Toughriess. z
s'Each time it is used, roll 1D6. On
=ad 5orb6it / b
. .remains
b5 ,effectlve and
‘:\Qan be used
again.On a 1,
Zor3itis

USE UNTIL DESTROYED, THEN DISCARD

TREASURE




TIME FREEZE RING

Siyou put it on, thisring
eezes like ice and bursts into
xeid blue flame, yet Still feels L

TREASURE

-“used at any time, glving the
i ‘Warriors an addmonal Warriors®
;r Phase straight away.

USE ONCE PER ADVENTURE



FLASH POWDER

'ﬁden ina small alcove In the -
all, overgrown b‘y moss, yo’u
a small bag crf ﬂash powde

{The flash powder may be set off BN
'élt.any time to cenfuse the 3
Warriors! enemies..After it has %
e;(ploded any Warriors who have
¥ not yet fought this Turn get +1
;’ Attack. / o

TREASURE



BOOTS OF SWIFTNES!

Ly ou ﬁnds palr of dusty boots
ade of a strange matenal As /
. ou put them on, everythlng
Around you seems to'blur and
‘slow down. .

3 w1ftnéss your Wamor may add /:
” 7 +1 to his Movement.

TREASURE

TREASUNE




TREASURE CARD

INVISIBILITY RING

£you siip th]s ring orito your y
“ﬁnger you fade and vanish from /
.mght

L While weadng the Inwmb‘lity ng
i:%6ur Warrior cannot be attacked.

i He may fight as norma!

’The ring contains enough power z
4 to keep your Warrior invisible for/
?'. one turn. :

USE ONCE PER ADVENTURE

TREASURE




TREASURE CARD

SHIELD OF DELIVERANCE

TREASURE

"@xqms ite craftsm .‘-;ms‘hlp it

his shieldis of simple yet >
i

;éems to be made of a

fubstance stronger than steeél,
IE;,g’et weighs little more than a
;sheet of parchment

The Shneld of Dellve.rance can
completely absorb the damage
f from any two blows. The first .
: time the shield is &
Ehit, flip this.card
% ower; when it is hit
i a‘second time,
discard this card.

vJ




TREASURE CARD

FI:\':CEH (_'_)F IZ)L')(_),.\'I S0 ROLL

D oom speﬂ' - ancrent and
pQWerfuI maglc.

e‘r’just like any of his ‘other spells.

= -Casting Number: 6 i

| ‘When cast, the Finger of Docrm

b =inflicts 6 Wounds on a single

i Monster, with no modifiers
for armour or

Toughness.

TREASURE




TREASURE CARD

ENCHANTED SHIELD

The surface Df this shield g]eam
#5s brightly as a mirror. Clouds /
~roll across its surface, and

Shards of light cut the air arm.md\

ékyas you miove. -

¥, Each time your Warrior is hit he = '3
-~ may use this shield to try and Z
"absorb the blow. Roll 1D6. On a 5+

/. or 6, the shield absorbs all the.

.damage. On'a 1, the shield

L “éxplodes and your Warr‘lor takes

1D’5 Wounds,
ith no
maodifiers for ¥ <
b Toughness or
;k armour.

TREASURE




CHALICE OF FATE
The Chalicé of Fate Has the M

: power to warp time; to change /‘_-;
,f&te. and to alter rea!ity :

e

¥ you must accept the second roll
?' even if the score is worse. : / .

USE ONCE PER ADVENTURE

TREASURE




TREASURE CARD

QUAKE SCROLL

f l'hls dust:y scroﬂ is lnscribed wH:
. .haglc runes and sigils that - / 3
.. ,pntaln words of power ¥

TREASURE

e

& Thls scroll «an be used at any R
me, and causes a 2.square by 2
Square area of any.one board

Lection to cave in. Use the Cave-

;T in marker to mark the area

F affected. Any Warrior or MonSter/
i
=

' caught in the

i’ sirffers 2D6 : el \

Wounds, with no 'j| + &
b' modifiers for :
3 h’oughness or




TREASURE CARD

DARTING STEEL DAGGERS

ou find-two daggers of purest
eel, forged in the time of the /;
“High Elves. Ancient sigils bind "7~
Powerful spells of destruction toy.
ir blades. ;

TREASURE

.While'using the Darting Steel 4
‘Paggers your Warrior gets +1 /Z
5 Attacks and you do not have to 2
; roll to see if he hits his cpponent:/ 5
' each attack made with the - g
t daggers automatically hits.

55 : )
—However, each hit will only E“a \\1

15

“do 1D6 - Wounds, with no
modifier for !

ftre nath.




TREASURE CARD
;‘\RR()\‘Q"S OF DEATH

1] ﬁnd a pnuch contam:ng a
mber of jet black arrows.
‘heir shafts are encrusted w[rt' :
olden mnes and their tips QIOW\
th a pale green light.

These enchanted ,_a.rrows are <
ragically sharpened. While usirig
the Arrows of Death, your £
. Warrior inflicts +3 . Wounds on his/ .
' opponents with his missile
_attacks.
Ly

[ “of Death can

only be used
.-y a Watrior
te with a bow.

1D6 ARROWS; 1 USE EACH

TREASURE




TREASURE CARD

ATHSTONE

TREASURE

e Deathstone is a small black
térystal that seems o soak up' Wi

_:Ehe light from the lantern,
] ver-tmg it into raw power. ’

g fh.E Deathstone acts as a source "
of Power for the Wizard. When = =
3 gasting a spell, he may use the Zj
¥ Deathstone to increase his 78
f chance of success. Roll 1D6. On q( o
L 3 to 6, the spell may be castat'a
k' cost of zero Power instead of'its
l_“ ‘nDnnaI cost. On a 1 or 2, the spell\
‘“falls and all the
Wizard's
b . Power far the
¢ feurn Is'lmst_,

USE ONCE PER ADVENTURE



TREASURE CARD

AMULET OF POWER

[s omate amulet throbs duﬂy7

d a thick, black liquid appears /-
-3 a- flow within its core.

/At the sfart of each Wartors' -
% se you mayroll 1D6, Ona 2
to 6 your Warrior's Strength is
- Ihcreasied by +2: for the rest of
¥ the turn. On a 1 the Amulet

explodes causing
1D6 Wounds on

“your Warrior, q&
Jwith no h 5 ;
\}ﬁodlﬁers i \4

i
'_.Toughness

R 7Y

USE UNTIL DESTROYED, THEN DISCARD

TREASURE




nne corner of the- room you
d a Lucky Tailsman ona ﬁne

2 made th!e usmg tbe Lucky
\"Tallsman will automatically hit.

/

1

TREASURE



TREASURE CARD

INC }'_'-,'.\J'Sl‘j OF HEALING

ou find: a small, decorative urn
‘the corner of the room,
\ r.wered with maglcal symbols id

TREASURE

5 acts as a healing potion. Every /|

""Warrior on the same board f
section as the urn has 2D6 - / ..
Wounds Y

4
-
8

restored .

USE ONCE, THEN DISCARD



rhis ornate glass bottle contain
. blue coloured liquid with a=* /W

sweet, fruity smell. Tbsting |,

vith the smal!est sip} yeu realise..

H:I;at it is a Potion of Healing.

thls bottle to heal two Warriors!
¥ back to full Wounds. When the £,
. first dose is taken, flip this card: /
" pver; when the second dose is. "
F _taken, discard

3 ‘fh.ls card. : \‘

USE TWICE, THEN DISCARD

TREASURE



TREASURE CARD

LIGHTNIL\'GP RE RI\{

s‘vou put it on, this ﬁng ;
a&hnnks to fit tightly” around you
“finger, and a lightning rune 2488

3 arts to- ginw coldly on-its uppel\

4 bolt of Ilghtnmg on command. Z
“’Yaur Warrior may target any i
j- Monster that is in his lineof . e

b sight. The bolt hits au‘tomatlca}fy

t ‘and inflicts 5D6 Wounds, wrth no
R Jmodifiers for armour. - 3 \!

USE ONCE PER ADVENTURE

TREASURE



TREASURE CARD

GOLD

ﬁ’er a th‘orough search of the
i ‘ea, one of the Warriors finds
_;mall cache of coins, gems and‘

ﬁﬂmr prec[ous items} %

e cache contains (1D6 * 100)
old. Record:the money on your
Warrior’s Adventure Record
sheet then discard this card.

RECORD AND DISCARD

TREASURE



TREASURE CARD

TALON OF DEATH

TREASURE

“\rhis magical artifact Sucks all of
“i‘he Jight fram the’ surrounding /
:area. creating an aura of
sdarkness around youl SR

é;ﬁr}ce your Warrior has finished ~

"“:fnowng. he may usé the Talon of 3
F Death to cause 1D6 Wounds
?-’agamst every Monster adjacent g
? to him, with no modifiers for f uf
t  Toughness e
b _or armour.

Monster
| separately.

USE ONCE PER ADVENTURE



TREASURE CARD

SPEAR

eaning: agamst a wall, you L
r‘ld a hefty-looking spear ~
_mM-th a wlckedly sharp

ead. .

"fhe speaf may be th_rnwh
at a single Monster on the
# Same board section as

~‘r your Warrior. It may be

i’ used in addition to any

L' other attack, and can be
t';used at any time.

‘\iq make the attack, roll
1D6.0na3 4, 5or6
your Warrior has hit the
rget and inflicted 3D6
Wounds. Qn a 1 or 2 he
- has missed.

R ADVENTURE

TREASURE

REASWRE




TREASURE CHF‘D

H} \LI\( \l\]

i "ﬁ_\e healing salve can restore 2D6" |
Wounds te any single Warrior, or "3

USE ONCE, THEN DISCARD

TREASURE




.,J

L

3 Orb‘s Power is

%/Orb cannot be
,,'recharged_

TREASURE CARD

ORB OF MIGHT

h s black ol gustens dully. as

"-ﬁ'le Orb of Might is a source of
4 Power for the Wizard. Roll ‘1D6 to N

lhrtlalty stored in 1_t_

Dnce the Wijzard'has used 1 or -

J more points of the stored Power,

»place a D6 on top of this card to

show the Orb's

current Power.
ce all of the

used up it is
iscarded. The =

* 505 per unused Power Poin

REASURE




TREASURE CARD

HEALING POTION

Y ng on the ground by the wall

he Heal_lng Pothp.may be used
[ fo restdore 1D6 Wounds on a
‘::_’single Warrior.

THEN DISCARD

USE ONCE,

ou ﬁnd.a tightly sealed glass jai

_Q’ﬁsude is a small quam:lty ofa 7/

TREASURE




TREASURE




HELL MACE

qarks ﬂY from the 1ron—shod
ad of this mace as’ you wield
i “bathing the area in light.

§ Whlle using' the Hell Mace vour
WEmor gets +2-

USE ONCE PER ADVENTURE

TREASURE




TREASURE CARD

{ SHIELD

'15 shiald ls fashnoned from the'
ep—red sulphurous scales- uf
._ﬁreat Fire Dragon

{!
LS Whﬂe weaﬂng the Dragcm Sl‘neld

TREASURE




TREASURE CARD

MAGIC POTION

& hjrs smajr glass bottle bears

&trange inscriptiohs‘in some
Q:ir\g-forgotten maglcal langua
A

: When yourWarrlar dr'mks the

: éetermiqe what it is:

1 Poison; lose 2D6 ‘Wounds.
2 Poison; lose 1D6 Wopunds.
+-3 Rainbow Potion; your

T

4 .rainbow striped.
‘*\ Healing Potion, cures 1D6 of
" wyour-Warrior's Wounds.

your Warrior's Wounds.

| 6DG |
20

Warrior's flesh. becomes .

5 Healing Potion, cures 2D6 of .

TREASURE




TREASURE CARD

FIRI{ H(L).\IH

a'ny time and afﬁécls an area 2
Sq:_:ares by 2 squares. Any model ¢
F- in the area takes 1D6 Wounds,

& or armour. -

T
s

: with no deductions for Toughriess =

TREASURE

REGSWRE




TREASURE CARD

ENSORCELLED BLADE

TREASURE

? 'cantatiorls in
@ﬁ&s past. “This
fWweapon's magic
f-quides your
’;,pand, making it
Jeasier to strike
=your foes.

b White using. the
" ‘Ensorcelled
ade, you may
add +1 to your
b Warrior's to

. /hit rolls.
a

.l —
[liBsy
e

[IREASURE




