Healing gauntlets

If your Body “Points fall toor under O,
these magical gauntlets restore
immediately 27BP. Afterthiseffect
you roll 6. A roll of 5 or 6 results in
the exhaustion of the magic the
gauntlets then only have the normal
protection (+I'W-D)

Value: 400 Gold (When still magical)

“Rock biter

This magical axe will cleave
through armor With remarkable
ease. The axe has the
characteristic "armor
penetrating’ -3

“Value: 380 Gold

This dagger hits automatically,
causes | point of damage and is
"armor penetrating -2". After the
throw the dagger has lost its
special abilities and is from now
on a normal throwing dagger.
“Value: 90 Gold before, and 30
Gold after the throw.

Deer staff

| i
Truncheon, only suited for "men of the
fj“lffjf", {I‘;‘e Staf‘f‘hﬂ{bs one mt'rat.[e
which is chosen at the beginning of
every adVenture. As long as you
wield this staff you can make use of
the miracle. " Whenyou find the staff,
draw a Minor miracle card from the

stack.

“Value. 350 Gold

Chackra

“This chackra can be used as a
short sword in close combat. If
thrown it damages the opponent

with 20 (black dice) and
will always be found by the
thrower.

“Value: 380 Gold

This bagger hits automat(’mf(y.
causes | point of damage and is
"armor penetrating -2". After the
throw the dagger has lost its
special abilities and is from now
on a normal throwing dagger.
Value: SO Gold before, and 30
Gold af ter the throw.

Orc Bane

The Orc Bane (s a short sword
witha special qualicy. W hen you
attack ores you may attack twice.

“Value: 210 Gold

Seven-league boots

Fachtime you use the power of these
boot s yrour movement is +7 squares.
’your specb (s so great,yyou can pass

traps, set them of { and not be damaged
by them. “Mou can use this ability T
times, keep track of your use onyour
character sheet. After the special
use, the boots are treated as normal.

Value. 420 Gold

This bagger hits automat(’mf[y,
causes | point of damage and (s
"armor penetrating -2". After the
throw the dagger has lost its
special abilities and is from now
on a normal throwing dagger.
Value: S0 Gold before, and 30
Gold af ter the throw.




Arrows of death

- e —
Moufind 3 arrow's that find their
target unerringly and hit withthe
power fitting tothe bow. Against

undead and daemons these arrow's are

Hot speﬂ'm'.'. once shot the arrow's

loses its speﬂ'af ability.

“Value: 25 Gold per arrow

“This treacherous axe consumes
the blood of its wielder. For every
Body point “Pain causes roll
WD, Every monster shield
costs the Warrior 1'OP. Pain
attacks wich4BD.

“Value. 600 Gold

If amonster loses body points
caused by this dagger, it is
poisoned by amild venom. The
dagger causes 2BD damage.

“Value: 180 Gold

Arrows of death

- e —
Voufind 3 arrows that find their
target unerringly and hit withthe
pow’erft’:n'ng to the bow. Against

undead and daemons these arrow's are

Hot spec(’al. once shot the arrow's

loses its spert’a! ability.

“Value: 25 Qofbper arrow

This broad sword causes I'DD
extra damage against daemons
in addition it has armor
penetrating -l.

“Value: 300 Gold

This bow can  only be used by
anelf. The attack has a reachof
16 squares and inflicts $“ W0

damage.

Value: 450 Gold

“Dominance

“Withthis two-handed wielded
swordyou always attack as if in
favorable position.

“Value: 750 Gold

Wizards sword

This epée derives magic out
of the blood of slain enemies. It
attacks with2°W<D.Every 2 BP
you take from a monster gives you
enough power to do an extra speﬂ in
the next turn, after that the magic
dissipates.

“Value: 250 Gold

COHP be grace

This powerful broadsword
attacks with 3 Green Dice.
“Every monstershield counts as
an undefendable attack. Fach
skull as a normal attack.

Value: 400 Gold




“‘Ring of dauntlessness

A long as wear this ringyou
have the characteristic
"fearless" If you remove or lose
the ring the fear (for certain
monsters and situations) returns
z'mmeb{'dtely,

“Value: 180 Gold

This mace givesyou  anattack

against undead With 3 Purple Dice.
Tt is only inthe hands of a man of the
church that the true power of this
mace (s revealed. Undead are hit with
"displacement”.

Value: 300 Gold

This armor of fers the defense of
plate armor, but not its
cumbrousness. Oefense: + WO
Cumbersome. -1 move.
Tenability. 48
Mending. 100 Gold
“Value: 750 Gold

“Ring of Spells

This \g
possibility tomagicians to use 2
spells inone turn. After usage

the ring gets exhausted if you roll
S5+ on 6. Between adbVentures the
ring can be charged at the witches

cart onthe bazaar (for 5O Gold).

“Value: 350 Gold

e
These boots of fer you the
possibility of extramovement:
Moumay add | point of movement
to each die youroll. After each
adventure roll 156.If the result (s
a 6 the boots have lost their
special ability
“Value: 300 Gold

wear this leather armor,your defense
is +I'WDO. In addition this suit fits
like a glove: you get a bonus of +1on all
tests for skill .
Tenability. 28
Mending: 40 Gold
Value: 300 Gold

“Pendant of “Reusage

A magician Wearing this
pendant may select an already
used spell from the discard stack.
This ability may be used only

once per adventure.

“Value: 500 Gold

This knife causes 2°W-0
damage. In the hands of an
assassinor any other Wwarrior
withthe abt‘f(’t‘y assassination)
the knife causes 2Purple Dice
damage.

“Value:150 Gold

Cloak of “Runes

this cloak of

“Runes strengthens your magical

“Wearing

abilities. The speﬂsyou use sort

double the effect. This usage depletes
the cloak. Roll a 86, if this results ina
6 the magical tenability sinks wichl
point.
Tenability. 8
Mending (Witeh's cart). 150 Gold
“Value: 1000 Gold




Magical Cloth Armor

This magical armor automatically
negates the loss of 1 OP per
attack. This, however,
immediately costs 1 point
tenabt‘f{'ty,

Tenabt’fty: 24
Mending (Witch's cart): 40 Gold
Value: 240 Gold

[M(’k 5tone

“Mou can use this luck stone to cancel
an unlucky roll withthe dice, it can
also concern a roll of the Evil player
against your Warrior. The second roll
stands. After every applicationthe
special powers of the stone dissipate
onaroll of 6+onad6

“Value. 200 Gold

As long as youwear this belt, you
may roll lextra Green Die in
every combat, in abbfrion‘you may
reroll I'W<O when testing fot
strength. Aftereach adventure
the belt loses its power if you roll
S+onad6.

“Value: 500 Gold

Tunic of “Wisdom

As long
The tunic of wisdom,your
intelligence is enhanced with 2

as you wear

points.

Tenabil ity: 16
Mending (Witch's cart). 40
Gold
“Value: 300 Gold

[M('l{ 51’0"8

“Mou can use this luck stone to cancel
an unlucky roll withthe dice, it can
also concern a roll of the Evil player
against your Warrior. The second roll
stands. After every applicationthe
special powers of the stone dissipate
onaroll of 6+onad6

Value: 200 Gold

The Shield of Light of fers1Green
Dieextraindefense. If fighting
undead it actually of fers 2G0

extra.

“Value: 320 Gold

AHauberk of Moonsteel

This shirt of mail armor, made of
moonsteel deflects automatically
the loss of I'DP per attack. This
costs | point of tenabili ty.
Tenability. 36
Mending (Witch's Cart). 80

Gold
“Value: 600 Gold

Amulet of Knowledge

“Wearing this amulet increases
Your intelligence withl point.

“Value: 300 Gold

Arcanium

When you find this Arcanium you get
I set of spells (extra). “You can use
these spells normally, as if you have
magical powers. At the start of the
next adVenture you get the same set
again. You can only use the speﬂs if
you hold the folio in both hands (and

therefore no weapon or shield)
Value: 350 Gold




Cleavers

“Moufind 5 arrows that enhance
the power of your bow. The use of
acleaver allows 2W <D extra
Wfrenyou shoot it. In addition theg
have the ability "penetrating -I'.

Fach arrow represents the Value

of 30 Golbd.

“Ovragon's dHelmet

The Oragon's Helmet enhances
Your bef ense withl Qreen Die,
in addition it gives a
displacement protectionof 2.

“Value: 500 Gold

Mitrhil “Wrist-guards

These Mithril Wrist-guards
of fer anextra Green Die
defense. Mithril is not liable to

Fust or deterioration.

Value. 420 Gold

“Rings of “Fire

These rings protect you against
normal and magical fire. In
additionyou can unleash a
fireball instead of attacking.
“Every use of the rings wears
them out. The power [asts 5

times. The Value of the rings

drops from 300 Goldto O,

DOwarves Crossbow

If you use the Owarves
crossbow, the bolts attack with
A WD. Inthe hands of adwarf

the attack is 4 Black Dice.

“Value: 500 Gold

“Protection by Runes

After studying a stone slabwith
runes these enigmatic symbols
magically appear on your skin. The
power of the runes enhances your
defense with"W<D. Entering the
city will cost you the double amount
of goldto soothe the suspicion of the
guards. Mou are no longer welcome in
church.

Cowskin A rmor

This armor prevents the loss of
1"BP, uncil it is worn down.
Every deflection of a damage
point reduces the tenability withl
point.
Tenability:12

“Value: 320 Gold

Amulet of Healing

Vou can apply this amulet to
restore your “OP or that of a
Warrior adjacent toyou with b6,
This ability can be deplayed once per
adventure. After each abventure
the amulet loses its power on aroll
of 6 on 6.

“Value. 300 Gold

“‘Ring of Abundance

“When looking for treasure the
“Evil One takes the 3 top cards
fromthe stack and reads the
aloud. \You have to accept 2 of
them, the third will be discarded.

Value.120 Gold



“Elixerof Life

This elixir has the power to
restore a wWarrior to full wounds
and intelligence, even if that hero

has perished earlier inthis
abVenture.

“Value: 750 Gold

Crystal Seaff

This staff causes 2B damage.
Tt may also be used diagonally.

“Value: 380 Gold

Chaos Bow

“Use of the chaos bow will
damage your opponent with
6DD. Ifyou fm’f to do bamage,
the bow will roﬁ‘you of 1, non-
defendable DP.

“Value: 450 Gold

“Oragon's sinew

e

e

This short
equipped With a dragon's sinew,
wWill cause 27B<0 of damage.

Value: 250 Gold

If youwield this swordyou
attack with 30D. ’you may
attack diagonally

“Value: 400 Gold

Arrows you shoot withthis bow

afw’qys seem toffnb aweak spot

inyour enemy's defense. \ou roll
2Purple Dice and the arrow's

are "penetratingl'.

“Value: 500 Gold

This mace causes 2D<0 damage
toyour opponent.

“Value: 320 Gold

Spirit Blade

This legendary blade causes
B WD damage against most
opponents and WD against
undead. It is the only known
Weapon powerf ul enough to
Vanquishthe Witch Lord (and

other stronger undead)

“Value: 750 Gold

“Repeating Crossbow

This crossbow is enchanted witha
spell of swiftness and can
therefore shoot 3 times per attack.
.Wlt'nb\you, it costs 3 bolts as well.

“Value: 550 Gold




Arrows of the Steady Aand Bewitched Dolts

Arrows of the Steady Hand

These bolts (10 in mumber) seem to
find their aim automatically. All
dice that do not result in a skull
when attacking may be rolled once

These arrows are enchanted
with a spell of dexterity. If you

shoot one of these,youmay shoot

These arrow's are enchanted
witha spell of dexterity. If you

shoot one of these,youmay shoot
againin this turn, the second
arrow may be an ordinary one.

again in this turn, the second
arrow may be an orbt'nary one.

Value:15 Gold per arrow Value:15 Gold per arrow

Bewitched Dolts

Javelin of “Thunder

“When thrown thisjavelin unleashes
his power upon impact. In addition to
the strength of the throw the enemy is
also struck by 27070 extra damage.
Once thrown the weapon loses its
power until it is reloaded inthe city n
(100 gold at the witch's cart).

"”!ese éo{ts (,0 in num!':er) seem to
find their aim automatically. All
dice that do not result in a skull
when attacking may be rolled once

HIOFe.

Value: 20 Gold per arrow
Value: 750 Gold

“Ring of Vitality Ring of “Wisdom

“While wearing the Ring of
“Wisdomyou can restore IIPtoa
warrior on an abjacent square.
Afterevery use the power of the
ring dissipates on a roll of 6 on 36

6.

If youwear the Ring of
Vitality you can grant a
wWarrior adjacent toyour own
hero 1P back. After every use
the power of the ring dissipates
onaroll of 60nd6.
“Value: 250 Gold “Value: 250 Gold

Hiore.

Value: 20 Gold per arrow.

Forbidden wisdom

speﬂ's inthis .Ewoﬁyou CAH Fesurrect an
alreaty slain warrior. Afterwards you
must roll 6 BD. Fachrolled skull costs
3"1 ]'Ilﬂtfl‘:!l’gf"ff‘ w’ll‘"l‘"’f’yﬂnr :Otd{
sinks to O the ook will devour your soul
andyou are lost for eternity
Value: O (whoever would want to buy this
monstrim)

“Ring of “Teleportation

Tnstead of wlkingyou canmake use of
this ring to arrive at a random spot on
the board. Roll Ib6.
1.The ring loses its power
2.The ring is dormant
3. The Evil One chooses where you Land

4. You arrive at your destiny, but a turn

Later
5+ Mou can choose your destination.
“Value: 350 Gold



Sacred Chalice Chaos Sword

Gloves of Virtuosity

This Sacred Chalice is a remarkable
relic and its special power will only
surface inthe hands of a"Man of the
Church. If this manperforms a
healing the chalice will grant that
wWarrior lextra OP of recovery. If
the chalice is corroded by rust this
special ability wears of |-
“Value. 300 Gold

not succeeding to do damage, the

sword robs you of I'DP.

Value. 450 Gold

This amulet of fers protection the

moment your VP sink to 0. Roll
I'WD. If you roll awhite shield the

amulet saves your butt ans you

recover 'DP. After every use the

magic of the amulet dissipates on a
roll of 6 on I06. The amulet has become

worthless.
“Value. 450 Gold (O if the power is
gone)

“Withthis warhammer your
attack is 300 (Orange Dice)

“Value:600Gold

Amulet of Dattle

Cloak of Battle

—l

“Wearing this amulet grants you
lextra W<D inevery
engagement. After every
adVenture roll 156. On the roll of

a 6 the amulet loses its power.

defense. Decause of the magical

quality youdon't roll for
tenability.

“Value: 350 Gold
“Value: 450 Gold

This baneful sword attacks with
6DD.Inthe unlikely event of

“While wearing these gloves you
may reroll 1die per attack. In
additionthere are no locks or

treasure chests that can withstand
your lock picking ability.

“Value: 500 Gold

Magical Cloak

This r.:l'odﬁ protects against chaos
wizardry. If you roll 6 on 136 the
cloak deflects the spell. The magic
used against you can be used to cast
one of your spells without discarding
it
“Value. 450 Gold

Avrchaic Elixir

This elixir is thus ancient its
origins are untraceable. The
maturing has enhanced the
magical force. If you give this to
awarrior he gets all his P
back even several turns after his
demise.

,\4’“{“9: ﬂnfatﬁomaﬂe.







Abbreviations:

DP:. Dody Points
IP. Intelligence “Points

WO White Dice
GO:Green Dice
BD:.Black Dice
DBLO. Blue Dice
O<0:Orange Dice
PO:Purple Dice

More info about the dice:
http://www.hq-cooperation.de/forum/viewtopic.php?f=1&t=427

| am busy rewriting the rules Xarres has made into Dutch and at the same time
slimming it down a bit to keep up the speed in the game. If | am finished | will make a
translation into English. The cards | have posted thus far can be used without the
rules but some concepts are not explained so far (ie special weapon abilities)

| hope you have some patience, | must combine this work with my fulltime job (the
one that gets the food on the table and the mortgage payed)

Greetings,
Dock
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