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YHQWXUH�LQWR�WKH�PRXQWDLQV�DQG�UHWULHYH�DQ�REMHFW�RI�JUHDW�YDOXH��D�WDOLVPDQ��IURP�ZLWKLQ�D�GHHS�GXQJHRQ��,W�LV�UXPRXUHG�WKDW�WKH�HYLO�
ZL]DUG�RI� WKH�GXQJHRQ�KDV�GLHG�DQG�KLV� WDOLVPDQ� LV� WKHUH� IRU� WKH� WDNLQJ��+H�GRHVQ¶W�UHDOO\�H[SODLQ� WKH� WDOLVPDQ� IXUWKHU�RWKHU� WKDQ� LW�
RULJLQDWHG�IURP�WKH�WHPSOHV�RI�/XVWULD�

$V� WKH� .LQJ� FRQWLQXHV� WDONLQJ� DQRWKHU� JURXS� RI� DGYHQWXUHUV�ZDONV� LQWR� WKH� KDOO�� IRXU� RI� WKHP� LQ� WRWDO (dependent on the amount of 
Warriors). Randomly select four other Warriors equivalent to the Warriors Battle Level.
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Roll 1D6 times on the next table.

� A random Warrior loses his footing climbing a steep cliff. Each Warrior can try and grab his arm with an Initiative test of 7, in 
which case he is pulled to safety. If his fellow adventurers fail, he tumbles down the cliff b anging his head on protruding rocks 
until he hits the bottom. He takes 3D6 damage.

� The Warriors are set upon by wandering monsters. Fight a battle.

� A random Warrior is hit with an arrow fired from the above cliffs if he cannot beat an Initiative test of 8. The arrow inflicts 1D6 + 
4 damage. The Warriors are sure they could make out what looks like one of the other Warriors from the opposing group up there.

��� The Warriors travel through the rocky cliffs unhindered.

Once the Warriors reach the dunge on they can see footprints around its entrance. Cursing their luck they venture in ready for anything.

Play a normal dungeon with the following changes.

(QWHULQJ�D�'XQJHRQ�5RRP
When entering a Dungeon Room, roll 1D6. On a 4 -6 treat the room as normal. On a 1-3 the other party of Warriors is there rifling 
through the rooms booty. They look up as the Warriors approach and give one warning to them to leave the dungeon now or die! If the 
Warriors remain, fight a battle with them. Before the battle take one Tr easure Card for each of the enemy Warriors. They will use their 
treasures if they can and once slain these treasures can be taken in place of the normal treasure rewarded for a battle. The other Warriors 
are also worth 200 Gold per Battle Level.

(QWHULQJ�D�&RUULGRU
When entering a corridor and the 1 -3 result hasn’t been rolled above, roll 1D6. On a 1 -2 the other Warriors have set a trap in this room 
by placing a spring-loaded dagger on the far wall. It fly’s towards a random Warrior hitting if an Initiativ e roll of 8 isn’t made. It inflicts 
1D6+2 damge.

(QWHULQJ�WKH�2EMHFWLYH�5RRP
Upon entering the Objective room, place a Chaos Sorcerer appropriate to the Dungeon Level at the rear of the room.

³7KH�UXPRXUV�RI�P\�GHDWK�DUH�JURVVO\�RYHU�UDWHG�´�KH�VD\V�ZLWK D�ZU\�VPLOH��DV�WKH�:DUULRUV�HQWHU�

Place Objective Room Monsters as normal. Roll 1D6 if the other Warriors haven’t been encountered in the dungeon yet. On a 4 -6 the 
Warriors can see them slain at the sorcerers feet.

Once the battle is over, the Warrior s snatch the talisman. If the other Warriors still haven’t been encountered in the dungeon yet roll 1D6. 
On a 1-5 they come bursting into the room, and seeing that the Warrior already have the talisman they demand that they give it to them. 
If the Warriors refuse, then fight a battle. Before the battle take one Treasure Card for each of the enemy Warriors. They will use their 
treasures if they can and once slain these treasures can be taken in place of the normal treasure rewarded for a battle. The other Wa rriors 
are also worth 200 Gold per Battle Level.

&RQFOXVLRQ
Once the Warriors return to the King they hand over the talisman, the reward being 1000 Gold. If they wish they can try and demand 
double Gold for the quest seeing as the Sorcerer wasn’t dead. If they try, roll 1D6. On a 4 -6 they are rewarded 2000 Gold. On a 1 -3 the 
King is appalled by the Warriors’ greed and his royal guards kick them out of the city, with no reward.


