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Roll once on the Hazard Table to represent the week’s travel to get to the dungeon. Then play the adventure as normal. Upon 
reaching the Objective Room, do not roll for Objective Room Monsters. Place the Black Wight at the rear of the room; he will 
move down and attack the Warriors in his turn as normal. Roll three times on the first table to determine what Monsters are in the 
Objective Room. Then roll on the second table for each group to determine what mutation(s) they possess. Each group of Monsters 
will possess the same mutation – don’t roll for them separately!

'� 0RQVWHU 1XPEHU
� Vampire Bats 2D6
� Tomb Guardians 1D3
� Zombies 1D6
� Ghouls 2D6
��� Skeletons 2D6

'� 0XWDWLRQ $ELOLW\
� Bloodlust )UHQ]\ 6+
� Horns ,PSDOH 6+
� Quick Reflexes 'RGJH 5+
� Tough Skin/Bones +1 Toughness
� Extra Leg +1 Movement
� Hairy -

7KH�%ODFN�:LJKW
:RXQGV 20
0RYH 4
:HDSRQ�6NLOO 3
%DOOLVWLF�6NLOO -
6WUHQJWK 3
7RXJKQHVV 4 (6)
$UPRXU 2
,QLWLDWLYH 3
$WWDFNV 1
'DPDJH 2D6
*ROG 500

(1(0<¶6�:6 � � � � � � � � � ��
The Black Wight 2 3 4 4 4 4 5 5 5 6

7KH�%ODFN�:LJKW
Fear 7; Frenzy 5+.
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When the Warriors have managed to kill the Black Wight and his followers they are rewarded by the villagers with 1D3 x 100 
Gold each. Because the villagers are farmers, they are give the Warriors 1D6 melons each from their crops; treat a melon in 
exactly the same way as a provision.


