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:KLOH� LQ� WKH� ORFDO� DOHKRXVH�� WKH� :DUULRUV� RYHUKHDU� D� VWUDQJH� WDOH�� $SSDUHQWO\� WKH� ORFDO� 'ZDUI� SRSXODWLRQ� DUH� IHG� XS� ZLWK�
DGYHQWXUHUV�OHDYLQJ�WKHP�WR�GLH�LQ�GXQJHRQV��7RR�PDQ\�WLPHV�KDYH�SDUWLHV�RI�:DUULRUV�FRPH�DFURVV�G\LQJ�GZDUI�SURVSHFWRUV��RQO\�
WR� WDNH� WKHLU�SRUWFXOOLV� NH\�DQG�GLVDSSHDU�� OHDYLQJ� WKHP� WR� WKHLU�GRRP��$�VPDOO�JURXS�RI� ORFDO�'ZDUIV�KDYH� MRXUQH\HG� LQWR� WKH�
GXQJHRQ�LQ�D�ILW�RI�UDJH�DQG�WKUHDWHQHG�WR�WULFN�DGYHQWXUHUV�LQWR�WDNLQJ�WKHLU�SRUWFXOOLV�NH\V�DQG�WKHQ�OHDSLQJ�XS�DQG�NLOOLQJ�WKHP��
7KH�:DUULRUV�PXVW�WUDYHO�WR�WKH�GXQJHRQ�DQG�SXW�D�VWRS�WR�WKLV�PDGQHVV�EHIRUH�LW�LV�WRR�ODWH�

63(&,$/�58/(6

Play this adventure as normal, except in every Dungeon Room, roll 1D6. On a roll of 1-3 treat the room as normal. On a roll of 4-6 
the following event occurs instead, even if the room does not normally generate an event.

6OXPSHG�DJDLQVW�WKH�ZDOO�WKH�:DUULRUV�ILQG�D�G\LQJ�'ZDUI�3URVSHFWRU��$W�WKH�:DUULRUV�DSSURDFK��KH�WULHV�WR�ULVH��EXW�WKHQ�VOLGHV�
EDFN�GRZQ�WKH�ZDOO��+H�KDQGV�WKH�:DUULRUV�D�NH\��DQG�ZLWK�D�G\LQJ�EUHDWK�VD\V��³7KLV�LV�WKH�NH\�WR�WKH�SRUWFXOOLV��:LWKRXW�LW�\RX�
ZLOO�QHYHU�JHW�WKURXJK�´
Roll 1D6. On a roll of 1-3 treat the event as normal. On a roll of 4-6 as the Warriors move to take the portcullis key, the Dwarf 
jumps up and yells, ³6R�LW�LV�\RX�ZKR�KDYH�EHHQ�VWHDOLQJ�RXU�NH\V�DQG�OHDYLQJ�RXU�NLQ�WR�GLH��<RX�ZLOO�SD\�IRU�WKLV�´ Fight a battle 
against one Dwarf Prospector.

'ZDUI�3URVSHFWRU
:RXQGV 10
0RYH 4
:HDSRQ�6NLOO 4
%DOOLVWLF�6NLOO 5+
6WUHQJWK 3
7RXJKQHVV 4
$UPRXU -
,QLWLDWLYH 2
$WWDFNV 1
'DPDJH 1D6
:LOOSRZHU 4
*ROG 110

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

'ZDUI�3URVSHFWRU
-

Treat the Objective Room as normal; there will be no Dwarf Prospectors in here.

&RQFOXVLRQ

When the Warriors return to the Settlement they are thanked by members of the adventuring community for making the dungeons 
safe once again, well apart from the hordes of Monsters that is… Any excess portcullis keys that the Warriors have can be sold to 
the Dwarf Guildmasters (there is no need to actually visit the Special Location) for 50 Gold each.


