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You harbour a secret fear that °
%ht"s your blood! Roll 1D6 to see
that your phobia is:

D6 Phobia SN

1 * Rats. You are at -1 to hit them. *"

2 Spiders. You are at -1 to hit
them.

3 Bats. You are at -1 to hit
them.

4 The Dark. You will never move’
off the Board Section with'the

\ Lantern on it. \‘
3 Blood. Whenever your Warrior.: "

is wounded, roll . 2 dice. On a
S double 1 you faint, missing the ),
& next Warriors' Phase. Whilst

:/ down, no Monster will hit you;
" 6 * Minotaurs. (Understandable,

really!) you are at -1 To Hit
NS them.

You gain +10 gold for every Woun:
you cijse agalnst a Monster you

R o
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fore descending into the
rilous darkness, you stocked u

ith some supplies to help in th

langer ahead. Roll 1D6 to see:
what you have brought, and what

Supplies

1D6 Provisions: Each heals 2
Wounds when eaten. Atthe
end of the Adventure unused
provisions must be dnscarded,
as they have spoiled,

1D6 Bandages. Each heals 3 \S
Wounds when used. At the end
of the Adventure roll 1D6 for )
each bandage. On a score of 1 5
2 or 3, the badage has perished. -

and is of no further use. s
A Trance Stone. If you-do
nothing in a turn, including
moving, and there are no
Monsters on the Board, you ma
heal 1 Wound.

You v‘qy sell or swap these with the

arnors/ﬂ’ you\sh' ¢
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wizened alchemist from Altdorf
4has paid you to escort him into
the Dungeon to search for a
‘ertain item. You must protect; X
hlm at all times. s

The artefact he seeks is in the
; ‘Objective Room. If he is‘alive when
- your quest is complete, he finds
"; what he searches for and rewards
/' you with 1D6x100 gold!*
You will need a model to represent ‘
} - the alchemist, controlled by yourself.
% He will not attack, and has the
ofile below. He moves 4 squares
per turn. Monsters will not attack
the alchemist while there are .
. Warriors still standing. X ‘

ALCHEMIST
ws(es|s | T IJA‘ WOUNDS | PINNING *
15 2 jra ‘>2_]2‘ 2 v2+i 3

Dark Secret Card. © Games Workshop Ltd., 1996.




image8.png
°pungeon lies an item of great

legend tells that deep within this

wer. You have worked out
here it lies, and you are
/determined to make it yours!

41 Roll 1D6+6 and sécretly note down

‘the result. This is the number of
“Board Sections which must be

rf explored before you reach the place

of your search.

When you-get there, before doing: - /
' anything else, you must roll anather
5.1D6. This shows the number of

“\items of Dungeon Room Treasure

you can now pick up. You must
choose one of them as the
legendary artefact, keeping it as
your own, on top of any other
treasure that you may have. The*.-
other cards are shuffeld back into

ik «the Treasure Deck.
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'ou have a personal reason for"
ioing on this Adventure -
kengeance! Your arch-enemy is
puted to dwell in this cave %
system, and you are out to €

Write down in secret:what type of
1:'[" Monster you are after. The first time /-
you meet this type of Monster, you
~ - go absolutely crazy, leaping into the/
. fray with no thought for the others
5 at all. Reveal ‘which Monster you
want to kill to the other players. \4
ntil it is dead, you always go first,
gaining +1 Attack, +1 Strength,
but -1 To Hit as you are attacking )
so wildly. If you Kill the Monster,
/you gain double the normal gold!:

e

NN
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3 ou have a map which leads to’'a
schamber filled with treasure!

*.may explore beyond what would
normally be a dead end. Take an

“it onto the Board. This room is
‘;‘f illuminated, and you will not need
the Lantern to enter. If you enter

roll 1D6:

e

would have to turn back, then you .\

Objective Room at random and clip

"~ D6 ° Result

e
N;z It's a trap!.Roll on the Objective ",

Raom Monster Table of the
Monster-them being used, but take‘“
no Treasure!

/3-4 Wrong room! Take an Event

Card, which is resolved as usual.

5-6 Treasure! Take an Event Card, . . '

resolved as usual, then take an
extra 1D3 item of Dungeon
Room Treasure for yourself.

o

-

Dark Secret Card. © Games Workshop Ltd., 1996.





image3.png
‘member of your family has béen
idnapped and must be rescued.

2'D6 . Who? Where?
p 41 Father Well of Doom
" ¥ 2 Mother © Monster's Lair

3 Brother ~ Guard Room

‘ 4 sister Dungeon Cell
5 Cousin Torture Chamber
5 Nephew  Objective Room,

“1f you find the room, then roll;1D6. \s
& a score of 1, you are too late; 4
the relation is dead! On a 2-5 your »
relation is alive but guarded - take 3
.., an extra Event Card. On a 6, the

room is empty except for your .
relation, do not take an Event Card

o for the room (the Objective Room
contains normal Monsters). Once
there are no Monsters in play, the
relation is freed. Eternally grateful,
they give you an item of Dungeon
L - Rool Treasurjand escape safel

t}_-ne urface
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3 ou have not told the others, but
syou are being pursued by
lonsters who are after your
lood. You stole a valuable N
/artefact from them and they wil '

- "Phase Roll. As’'soon as the Wizard °
[ rolls the same number in two

f’ successive turns, the pursuers arrive,
> - howling for your blood.
3

3

* Roll.on the Objective Room Manster
% «Table of the Monster-theme being )

ed to see what arrives. Before »
fighting them, you reveal to the

others the truth - take an item of
Dungeon Room Treasure now. This
is the item the Monsters are after. -
* It may be of some use in the fight-
which follows! {
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