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image4.png
A small figure runs out of the
darkness nearby and is quickly
identified as a Snotling. He tags
along behind the Warriors, hoping
to steal some of their treasure.
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G WARRIOR Q

The Warriors meet a lone mercenary,
the only survivor of another brave
band who ventured into this perilous
dungeon.
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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.
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e DEAD BODY Q

Before the Warriors lies a dead
Barbarian, lying in a pool of
blood. Clutched tightly to his
chest is a bag.
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e CAVE IN @

As the Warriors enter this area
of the cave system, the floor
shudders, the walls splinter and
huge chunks of masonry fall
from the roof - the dungeon is
caving in!
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image9.png
This piece of crisp white
parchment rustles and
.crackles, silver lettering
shifting across the page as
you try and read it.

This scroll allows the Wizard to #
automatically dispel and destroy Z
© any one spell cast against him or 7
his companions. /o
(RPG: By destroying the spell the
Wizard prevents the target from
.ever casting it again. If you roll a |
destroyed spell on a Monster's
Spell Table when determining
. which spell it casts, roll again.)

| Wzard only





image10.png
The Silver
Stone imbues a
“weapon it
touches with
magical
powers.

The stone may
' be used once to permanently
enchant a single weapon. The
affected weapon is now magical
and causes an extra D6 wounds
L .on a to hit roll of a 6.
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The Warriors meet an aged Dwarf,
labouring under the weight of a sack
as large as himself. He eyes the
Warriors suspiciously. convinced they

want to stearlts contents.
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A Warrior has set off a trap...
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A Warrior has set off a poison
dart trap and is hit in the arm!
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G SPIKED PIT
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Without warning, hundreds of
snakes suddenly drop into the
room through carefully concealed
holes in the roof. Each Warrior is
quickly covered in a writhing
mass of venomous serpents.
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A scuttling mass of stinging,
biting scorpions emerges from
the darkness and engulfs one of
the Warriors.
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e NURGLE'S ROT @

The Warriors are confronted by a
slumped, cowled figure crawling
towards them, calling for help in a
piteous voice.

However, upon reaching the
stranger they realise that offering
ald was not a good idea. The figure
slumps in their arms, dead, his cowl
falling to one side and revealing his
plague-ridden face. Boils and
pustules cover the stranger's cheeks
and his eyes weep a thick yellow
fluid.
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A Warrior has set off a trap,
causing a bolt of power to shoot
out from the nearest wall and
paralyse him.
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e FLAMES OF KHAZLA e

Huge stone shutters slide into
place in all the doorways, forming
airtight seals and blocking them
in. Looking around for a means of
escape, they find small alcoves in
each wall, each containing a small
brazier that burns without any
visible supply of fuel.
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After wandering around the
dungeon for what seems likes
hours with no sign of anything
interestitng, the Warriors realise
they are lost.
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A portcullis slams shut behind
the Warriors. cutting them off.
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The next door the Warriors find
is locked with a huge padlock.
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e OLD BONES @

The floor of this room is littered
with bones and skulls, with the
glint of gold underneath.

EVENT 42 - ROLEPLAY BOOK (PAGE 63)




image25.png
e LIGHTNING BOLT @

The Warrior has set off a trap,
causing a lightning bolt to arc
from a rod in the ceiling and hit
him full in the head.

V
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A Warrior has set off a trap,
causing the room to flood with
gas.
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e

The contents of this bottle
bubble and hiss. As your
~Warrior drinks the potion,
the effervescent liquid sears
his tongue and burns his
thoat.

After drinking this potion your &
Warrior levitates a few inches <
above the ground while Yo
moving. While airborne your /
Warrior may pass over chasms,
pits, etc, unhindered and

anyone who attacks him is at  \}
=1 on their to hit roll. g

. The effects of the potion last
‘for one turn.
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This skull-headed
talisman is
~imbued with the
properties of the
dreaded
Lifestealer spell.

The Warrior with the talisman K
can steal Wounds from a s
nearby Monster to heal hlmself, B

One Monster adjacent to the
Warrior suffers 1D6 Wounds,
“with no modifiers for anything.’

. The Warrior bearing the
s Talisman gains these Wounds,
% /up to a maximum of his
Starting Wounds score. 7
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The Warriors' sharp eyes notice
that the stones in the wall conceal
a well-hidden secret door.
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e FOOTPRINTS @

The Warriors spot some
footprints on the dusty stone
floor that lead to a blank section
of wall and vanish.
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One of the Warriors misses his
footing on the cold dungeon
floor and slips, falling
awkwardly and spraining his
ankle.
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The Warriors notice light streaming
through a slit in the ceiling and, on
investigation, discover the
underside of a trapdoor.
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e LOST GOLD @

A Warrior realises that his
backpack has a small hole in it
and he has lost some gold!
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e CHANGE OF PLAN @

A cloaked, stooped figure slinks
into view, keeping to the shadows
and moving with an eerie silence.
He furtively approaches the
Warriors and while looking
theatrically about him to check for
enemies...
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The Warriors find a dying Orc lying
on the floor, the victim of an
intertribal feud. Even though
bleeding from a dozen fatal wounds,
he still manages to growl and snarl
at them to keep back. He seems to
be protecting a sturdy iron key he is
clutching in his left hand.
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The Warriors come across some
slaves chained to the walls. They
are in a particularly sorry state,
and look as if they haven't been
fed for many days. They cry out
to be freed.
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£ N
e The Warriors find an unusual

200 Barbarian & Dwarf only
cowny |
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e CURSE OF HASHAKK @

As the last Warrior steps into the
room, a disembodied voice rings out,
flatly stating that the Warriors have
entered forbidden halls and must
face the Curse of Hashakk.

One of the Warriors suddenly feels
a searing pain strike at him from all
sides, as spirits of the long-dead
Lords of this realm attack him.
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eIMPERIAL KNIGHT @

The Warriors meet an Imperial
Knight Panther on a personal
quest. He warns them about some
Monsters that lurk nearby.
Forewarned. the Warriors are
ready for their attack wthen it
happens, and take the Monsters by
surprise.
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A sudden chill breeze blows out
the Warriors' lantern! Unless
they have another source of
light. the Warriors must remain
still and do nothing.





image42.png
The Warriors notice that there
are dozens of Orc runes inscribed
crudely on the wall of this room.
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The Warriors meet a mysterious
cloaked stranger who asks them
what their business is in this
dark realm.
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e PRISONERS @

Three prisoners emerge from the
shadows and run towards the
Warriors, having escaped their
captors. They look desperate,
haggard and tortured, and beg for
protection, explaining’that they are
wealthy merchants and will pay the
Warriors richly once they are free.
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e GHOST @

A dim lights flickers in front of
the Warriors, coalescing into the
shadowy form of a ghostly man.

He smiles grimly and beckons
them on.
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