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The Norse hunting party consists of 1D6+1 Norse Hunters – use miniatures to represent them on the board. The Norse Hunters 
will not take part in combat unless the Warriors are fighting Polar Bears and Yetis, and can not be targeted by spells, although they 
can be harmed by spells which do area damage. They will however be subjected to events and should be represented by a counter 
in the Warrior cup. The hunters move after all the Warriors have had their turns, and in combat, where possible, they will stay at 
the back of the room and fire their bows.

In each board section the Warriors discover roll 1D6. On a score of 5-6 there will be 1D6 Polar Bears in the room as well as the 
normal rooms events. If the dice rolls a 6 then a Yeti will be present also.

As well as normal Objective Room Monsters in the Objective Room, there will also be 1D6 Polar Bears and 1D3 Yetis.

&RPSOHWLRQ

After the hunt, the Warriors can sell the pelts of any animal they themselves have killed and receive 100 Gold for each Polar Bear 
pelt and 250 Gold for each Yeti pelt.

1RUVH�+XQWHU
:RXQGV 6
0RYH 4
:HDSRQ�6NLOO 3
%DOOLVWLF�6NLOO 3+
6WUHQJWK 3
7RXJKQHVV 3
$UPRXU -
,QLWLDWLYH 3
$WWDFNV 1
'DPDJH 1D6
*ROG 80

(1(0<¶6�:6 � � � � � � � � � ��
Norse Hunter 2 3 4 4 4 4 5 5 5 6

1RUVH�+XQWHU
Armed with Bow (Str 3).

3RODU�%HDU
:RXQGV 15
0RYH 6
:HDSRQ�6NLOO 3
%DOOLVWLF�6NLOO -
6WUHQJWK 4
7RXJKQHVV 4
$UPRXU -
,QLWLDWLYH 3
$WWDFNV 2
'DPDJH 2D6
*ROG 400

(1(0<¶6�:6 � � � � � � � � � ��
Polar Bear 2 3 4 4 4 4 5 5 5 6

3RODU�%HDU
-

<HWL
:RXQGV 20
0RYH 6
:HDSRQ�6NLOO 4
%DOOLVWLF�6NLOO 6+
6WUHQJWK 4
7RXJKQHVV 4
$UPRXU -
,QLWLDWLYH 3
$WWDFNV 2
'DPDJH 2D6
*ROG 550

(1(0<¶6�:6 � � � � � � � � � ��
Yeti 2 3 3 4 4 4 4 4 5 5

<HWL
Fear 5; Hug 6.


