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,Q�WKH�GHDG�RI�QLJKW�WKH�:DUULRUV�KDG�DJUHHG�WR�FRPH�WR�WKH�'DUN�7RZHU��$QG�DOO�EHFDXVH�RI�WKDW�VWUDQJH�ZL]DUG�LQ�WKH�DOHKRXVH��
:K\� WKH\� KDG� OLVWHQHG� WR� KLV� VWRU\� WKH\� GRQ¶W� UHFDOO� ± WKH\� KDG� KHDUG� PDQ\� VLPLODU� VWRULHV�� EXW� IRU� VRPH� UHDVRQ�� QRQH� KDG�
LQWULJXHG�WKHP�DV�PXFK�DV�WKH�WDOH�ODVW�QLJKW��7KH�ZL]DUG�KDG�WROG�RI�WKH�'DUN�7RZHU��D�SODFH�RI�IRUELGGLQJ�HYLO�RQ�WRS�RI�WKH�KLOO�
MXVW�RXWVLGH�WKH�VHWWOHPHQW��0DQ\�DGYHQWXUHUV�KDG�EHHQ�WR�WKH�WRZHU��EXW�QRQH�KDYH�HYHU�UHWXUQHG��3DVVHUV�E\�KDG�WROG�RI�KLGHRXV�
EHDVWV��JOLPSVHG�WKURXJK�WKH�ZLQGRZV�RI�WKH�WRZHU��DQG�VWUDQJH�VRXQGV�FRPLQJ�IURP�EH\RQG�WKH�VWRQH�ZDOOV��7KH�ZL]DUG�DOVR�WROG�
WKH�:DUULRUV�DERXW�D�GHPRQLF�&KDRV�6RUFHUHU�ZKR�OLYHG�LQ�WKH�YHU\�WRS�RI�WKH�WRZHU��7KH�ORFDOV�KDG�SXW�XS�ZLWK�KLP�IRU�\HDUV�DV�
KH� KDG� QHYHU� DFWXDOO\� FDXVHG� WKHP� DQ\� KDUP�� EXW� UHFHQWO\� WKH� UHSRUWV� RI� WKH� VWUDQJH� EHDVWV� KDG� LQFUHDVHG�� 7KH� ZL]DUGV�
LQYROYHPHQW�LQ�DOO�RI�WKLV�ZDV�WKDW�KH�ZRXOG�OLNH�WR�JHW�KLV�KDQGV�RQ�WKH�&KDRV�6RUFHUHU¶V�PDJLFDO�LQJUHGLHQWV��+H�KDG�KLUHG�WKH�
:DUULRUV�WR�UHWULHYH�WKHP�IURP�WKH�&KDRV�6RUFHUHU��NQRZLQJ�IXOO�ZHOO�WKDW�WKHLU�OLYHV�ZRXOG�EH�LQ�JUHDW�GDQJHU�

$QG�QRZ�WKH�:DUULRUV�VWDQG�DW�WKH�JDWH�RI�WKH�%ODFN�7RZHU��7KH\�PXVW�KDYH�EHHQ�PDG��RU�GUXQN��WR�DJUHH�WR�WKH�ZL]DUG¶V�WHUPV��LQ�
UHWXUQ� IRU� WKH� PDJLFDO� LQJUHGLHQWV�� WKH\� FRXOG� NHHS� ZKDWHYHU� RWKHU� WUHDVXUH� WKH\� IRXQG�� 6LQFH� WKH\� ZRXOG� KDYH� NHSW� DOO� WKH�
WUHDVXUH�DQ\KRZ��WKH�GHDO�GRHVQ¶W�VRXQG�DV�VZHHW�DV�LW�GLG�ODVW�QLJKW��DQG�FRQVLGHULQJ�WKH�LQJUHGLHQWV�DUH�LQ�WKH�WRS�URRP�RI�WKH�
WRZHU«

3XVKLQJ�RSHQ�WKH�HQRUPRXV�GRRUV��WKH�:DUULRUV�HQWHU«

96+)/'2�8;2+9
Because of the shape of the tower, the dungeon deck is constructed differently than normal. Remove all T-Junctions and other 
rooms with multiple exits from the deck beforehand (such as the Room of Death). Shuffle 12 Dungeon Cards together, but do not 
place the Objective Room in the last 6 as usual. Divide the cards into separate decks of 6 cards, 4 cards and 2 cards, with the 
Objective Room at the top. This represents the shape of the tower, culminating in the single room way at the top. An example 
dungeon layout might look like this:

Play the adventure as normal, except at the end of each ‘level’, just start a new section of dungeon to represent the levels of the 
tower going up. Warriors can still travel between the various sections using stairs that are assumed to be at the end of each tower 
section. When the Warriors reach the Objective room, don’t place Objective Room Monsters just yet, but instead read the 
following.

7KH�:DUULRUV�ILQDOO\�UHDFK�WKH�:L]DUG¶V�6WXG\�DQG�DUH�SX]]OHG�E\�ZKDW�WKH\�VHH��7KH�VWUDQJH�ZL]DUG�IURP�WKH�$OHKRXVH�LV�VLWWLQJ�
LQ�D�KLJK�EDFNHG�FKDLU�QHDU�D�ZLQGRZ��$W WKH�:DUULRU¶V�HQWUDQFH�KH�ORRNV�XS��³$K��\RX�KDYH�ILQDOO\�PDGH�LW��,�ZDV�ZRQGHULQJ�KRZ�
ORQJ�LW�ZRXOG�WDNH�\RX�WR�JHW�KHUH��,�VHH�\RX�DUH�VKRFNHG��:KDW�DP�,�GRLQJ�KHUH�\RX�DUH�SUREDEO\�JRLQJ�WR�DVN"�:HOO��,�ZLOO�WHOO�
\RX��5HPHPEHU�WKDW�GHPRQLF�&KDRV�6RUFHUHU�,�ZDV�WHOOLQJ�\RX�DERXW��ZHOO�,�DP�KH�´�$QG�ZLWK�WKDW�VWDUWOLQJ�UHYHODWLRQ�KH�OHDSV�WR�
KLV�IHHW��³,�QHHGHG�WKH�EUDYHVW�ZDUULRUV�WR�H[SHULPHQW�XSRQ��WKH�ORFDO�WRZQVSHRSOH�DUH�IDLUO\�VWXSLG��DQG�WKHLU�LQWHOOLJHQFH�ZRXOG�
QRW�VXLW�ZKDW�,�KDG�SODQQHG�IRU�WKHP��%XW�\RX�¶�KH�VD\V��SRLQWLQJ�DW�WKH�:DUULRUV��³<RX�ZLOO�VXLW�P\�H[SHULPHQWV�MXVW�ILQH�´�$QG�
ZLWK�WKDW�ODVW�RXWEXUVW�WKH�:DUULRUV�QRWLFH�GLVJXVWLQJ�SLOHV�RI�IOHVK�OLWWHUHG�DURXQG�WKH�URRP��SXOVDWLQJ�DQG�JORZLQJ��6RPH�SLOHV�
KDYH�KXJH�FODZV�H[WHQGLQJ�IURP�WKHP�ZKLOH�RWKHUV�KDYH�KXJH�VRUHV�IXOO�RI�SXV��6XGGHQO\�WKH�SLOHV�RI�IOHVK�VWDUW�WR�PRYH�DQG�ZLWK�
KRUURU�WKH�:DUULRUV�UHDOLVH�WKH\�DUH�GHDGO\�&KDRV�6SDZQ�

Place 2D6 + 2 Chaos Spawn in the Wizard’s Study with the Warriors. The Chaos Sorcerer will be standing at the back of the room 
as normal. Use a level of Chaos Sorcerer depending on the Warriors’ Title, so a Champion would encounter a Chaos Sorcerer 
Champion, while a Lord would encounter a Chaos Sorcerer Lord etc. If the Chaos Spawn take up 4 squares as normal there 
probably won’t be room for all of them. Therefore, for this adventure the Chaos Spawn are smaller than usual, although just as 
deadly, and only take up 1 square each.

As soon as the Warriors manage to reduce the Chaos Sorcerer to 0 Wounds, then read the following.

³<RX�KDYH�EHDWHQ�PH«�,�DSRORJLVH�IRU�P\�DFWLRQV��EXW�,�ZDV�G\LQJ�\RX�VHH��,�QHHGHG�WR�SHUIHFW�WKH�XOWLPDWH�ERG\�WR�WUDQVIHU�P\�
VRXO�WR��RQH�WKDW�ZRXOG�OLYH�IRUHYHU��,�NQRZ�QRZ�WKDW�WKLV�ZDV�ZURQJ��1R�RQH�FDQ�OLYH�HWHUQDOO\��VDYH�IRU�WKH�&KDRV�*RGV��3OHDVH�
IRUJLYH�PH�´�$QG�ZLWK�KLV�G\LQJ�JDVS�KH�FROODSVHV�RQWR�WKH�IORRU�

)54)2;9/54
The Warriors return to the settlement. Since the wizard is now dead there will be no reward for this adventure.



&KDRV�6SDZQ
:RXQGV (1D6 x Dungeon Level)*
0RYH 2D6
:HDSRQ�6NLOO 3
%DOOLVWLF�6NLOO -
6WUHQJWK 4
7RXJKQHVV 5
$UPRXU -
,QLWLDWLYH 1
$WWDFNV Special
'DPDJH Special
*ROG (100 x Dungeon Level)

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

&KDRV�6SDZQ
Chaos Spawn Attack; Daemonic -1; Fear 6.

&KDRV�6SDZQ�$WWDFN
Due to the mass of limbs a Chaos Spawn has, each time it attacks a Warrior, roll 1D6. This is the amount of attacks it has this turn. To calculate 
the damage done for each attack, divide the Dungeon Level by 2 and round up. eg. A Chaos Spawn on Dungeon Level 7 would cause (7 / 2) = 
3.5 = 4 Damage Dice with each successful attack.

* 5ROO�IRU�HDFK�&KDRV�6SDZQ�VHSDUDWHO\�


