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7KLHYHV��$V�WKH�ZDU�IRU�VXSUHPDF\�UDJHG�RQ��PLQRU�*RGV�RI�DOO�YDULHWLHV�ZHUH�EHLQJ�NLOOHG�E\�WKH�GR]HQV��,W�LV�VDLG�E\�VRPH�WKDW�
*RGV� WKDW� FRXOG� QRW� EH� NLOOHG� EHFDXVH� RI� WKHLU� SRZHU� ZHUH� EDQLVKHG� WR� WKH�:DUKDPPHU�:RUOG� DV� PRUWDOV�� 7KHLU� SRZHU� ZDV�
VWULSSHG��DQG�WKH\�ZHUH�OHIW�O\LQJ�QDNHG�IRU�WKH�ZROYHV�WR�ILQG��0RVW�RI�WKHVH�RQFH�*RGV�ZHUH�NLOOHG�DOPRVW�LQVWDQWO\��KDYLQJ�OLWWOH�
VNLOOV�LQ�ZKLFK�WR�VXUYLYH�XSRQ�WKH�KDUVK�VXUIDFH�RI�WKH�PRUWDO�ZRUOG��+RZHYHU��WKHUH�ZHUH�WKRVH�ZKR�KHOG�VXFK�IXU\�IRU�WKH�*RGV�
WKDW�WKUHZ�WKHP�GRZQ�WKHUH�WKDW�WKH\�YRZHG�WR�JHW�UHYHQJH�RQ�WKH�*RGV�E\�EHFRPLQJ�PLJKW\�UXOHUV�RQ�WKH�HDUWK\�UHDOP�DQG�WKXV�
JDLQ�HQRXJK�SRZHU�WR�UHFODLP�WKHLU�*RGKRRG�
$OO� GLG� QRW� JR� DV� SODQQHG��$W� ILUVW�� WKLQJV�ZHQW� YHU\�ZHOO��2QH�PDQ�PDGH�KLV�ZD\� WR� WKH�(PSLUH�FLW\�RI�1XOQ ZKHUH�KH�EHJDQ�
SUHDFKLQJ�WR�WKH�FURZGV�DERXW�WKH�GRZQIDOO�RI�DQ�HPSLUH�DQG�WKH�GHWKURQLQJ�RI�WKH�WUXH�*RGV��1DWXUDOO\�PRVW�SHRSOH�GLVPLVVHG�
WKLV�PDG�PDQ�ZLWK�D�ZDYH�RI�WKHLU�KDQG��EXW�HYHQWXDOO\��KLV�IROORZLQJ�JUHZ��+H�UHFUXLWHG�ZDUULRUV��WKLHYHV��QHFURPDQFHUV��ZL]DUGV�
DQG�P\VWLFV��DOO� HDJHU� WR� VHH� WKHLU�PDVWHU� UHVWRUHG� WR�SRZHU� LQ� WKH�KHDYHQV��7KH� WKRXJKW�RI�GHWKURQLQJ� WKH�&KDRV�*RGV�ZDV�D�
GUHDP�FRPH�WUXH��6LJPDU KDG�IDLOHG�WR�GR�VR��FRXOG�LW�EH�WKDW�WKHLU�VDYLRXU�FDPH�LQ�WKH�IRUP�RI�WKLV�]HDORXV�UHOLJLRXV�OHDGHU"
8VLQJ�KLV�UHFUXLWHG�P\VWLFV��WKH�PDQ�GLVFRYHUHG�WKH�ZKHUHDERXWV�RI�HLJKW�RWKHUV�ZKRP�KDG�EHHQ�EDQLVKHG�WR�WKH�PRUWDO�UHDOP��+H�
VXPPRQHG�WKHP��DQG�VRRQ��KH�KDG�D�ODUJH�JDWKHULQJ�RI�JHQHUDOV�DQG�ZDU�PDUVKDOV�XQGHU�KLV�FRPPDQG��:LWK WKLV�YDVWO\�JURZLQJ�
EDVH� RI� SRZHU�� KLV� LQIOXHQFH� EHJDQ� WR� VSUHDG��+LV�ZL]DUGV� KDG� EHJXQ� GHVLJQLQJ�ZD\V� RI� DOORZLQJ� WKHLU�PDVWHU� WR� RQFH� DJDLQ�
DFFHVV� WKH� IXOO� IRUFH� RI� KLV�*RG� OLNH� SRZHUV�� $IWHUV�PDQ\� \HDUV� RI� ORQJ� UHVHDUFK�� RQH� RI� WKH� ZL]DUGV� VSRNH� RI� VXFFHVV�� ,I� WKH�
GHWKURQHG�*RGV�FRXOG�DOO�SDUWDNH�RI�D�VHJPHQW�RI�HDFK�RI�WKH�&KDRV�*RG¶V�SRZHU��WKHQ�SHUKDSV�WKH\�FRXOG�XVH�WKDW�DV�D�VLSKRQ�WR�
UHVWRUH�WKHLU�SRZHUV��,W�ZDV�DJUHHG��7KH�EORRG�RI�D�%ORRGOHWWHU��D�3ODJXH�%HDUHU��D�'DHPRQHWWH��RI�6ODDQHVK�DQG�D�3LQN�+RUURU�
ZDV�GUDLQHG�LQWR�D�VLQJOH�JREOHW��LQIXVHG�ZLWK�PDJLFDO�HQHUJ\��(DFK�*RG�GUDQN�IURP�WKH�PL[WXUH�RI�EORRG�ZKLOH�WKH�ZL]DUGV�DQG�
QHFURPDQFHUV�UHFLWHG�GDUN�ULWXDOV�
,W�ZDV�WKHQ�WKDW�WKH�&KDRV�*RGV�QRWLFHG�VRPHWKLQJ�ZDV�DIRRW«
7KH�H[SHULPHQW�ZDV�JRLQJ�WR�EH�D�VXFFHVV��(DFK�*RG�FRXOG�IHHO�WKH�SRZHU�UHWXUQLQJ�WR�KLP��7KHQ�VXGGHQO\��WKH�OXPEHULQJ�IRUPV�
RI�WZR�'HPRQ�3ULQFHV�RI�.KRUQH�DSSHDUHG��7KH�ZL]DUGV�EHJDQ�WR�IOHH�LQ�WHUURU��WKH�ULWXDOV�IRUJRWWHQ��7KH�*RGV�FULHG�LQ�DQJXLVK�
DV�WKH\�VDZ�WKHLU�SRZHU�VOLSSLQJ�DZD\�RQFH�PRUH��7KH�GHPRQV�ZUHFNHG�KDYRF�DPRQJVW�WKH�IRRW�VROGLHUV�RI�WKH�*RGV��EXWFKHULQJ�
DV�PDQ\�DV�WKH\�FRXOG��7KH�*RGV�KDG�IOHG�WKH�VFHQH��KLGLQJ�RXW�DQG�FXUVLQJ�ZLWKLQ�WKH�KDOOV�RI�WKH�WHPSOH�WKH\�ZHUH�LQ��(YHQWXDOO\��
WKH�GHPRQV�GLVDSSHDUHG�EDFN�LQWR�WKH�ZDUS�
7KH�*RGV�HPHUJHG�IURP�WKHLU�KLGLQJ�SODFHV��ORRNV�RI�XWWHU�GHVSDLU�RQ�WKHLU�IDFHV��7KH�&KDRV�*RGV�NQHZ��DQG�ZRXOG�QHYHU�OHW�WKH�
H[SHULPHQW�EH�D�VXFFHVV��,W�ZDV�DOO�RYHU��7KH�UHVHDUFK��WKH�ZDLWLQJ��DOO�IRU�QDXJKW����XQWLO�RQH�RI�WKH�*RGV�FULHG�LQ�PLOG�VXUSULVH��
+H�FRQFHQWUDWHG�DQG�WZR�EROWV�RI�HQHUJ\�HUXSWHG�IURP�KLV�H\HV��VWULNLQJ�WKH�ZDOO�EHKLQG�KLP��+RSH�ULVLQJ�RQFH�DJDLQ��HDFK�RI�WKH�
*RGV�WHVWHG�WKHLU�SRZHUV��6RPH�RI�WKHP�FRXOG�IO\��RWKHUV�FRXOG�UXQ�DW�VXSHU�VSHHG��6RPH�KDG�YDVW�VXSHU�KXPDQ�VWUHQJWK��/DXJKLQJ�
PDQLFDOO\�� WKH� RULJLQDO� OHDGHU� RI� WKH� *RGV� WKUHZ� EDFN� KLV� KHDG�� 7KH� &KDRV� *RGV� KDG� IDLOHG�� 7KH\� KDG� IDLOHG� WR� VWRS� WKH�
H[SHULPHQWV� LQ� WLPH��7KHUHIRUH��HDFK�RI�WKH�*RGV�KDG�PDQDJHG�WR�UHFODLP�D�VPDOO�IUDFWLRQ�RI�WKHLU�SRZHU��7RJHWKHU��WKH\�FRXOG�
ZLSH�WKH�ZRUOG�RI�DOO�LQVXUJHQFHV�RI�&KDRV�DQG�WKXV�GHWKURQH�WKH�&KDRV�*RGV�RQFH�DQG�IRU�DOO�
$OO�WKH�*RGV�KDG�UHFODLPHG�WKHLU�LPPRUWDOLW\�DV�SDUW�RI�WKH�EDUJDLQ��)RU�KXQGUHGV�RI�\HDUV��WKH\�OLYHG�ZLWKLQ�WKH�1RUWKHUQ�:DVWHV�
LQ�D�VPDOO�IRUWUHVV�PDGH�RI�VROLG�JUHHQ�SODVPD�HQHUJ\��SXOOHG�GLUHFWO\�IURP�WKH�ZDUS��)URP�WKHUH��WKH\�IRXJKW�WKH�ULVLQJ�WLGHV�RI�
&KDRV�ZLWK�DOO�WKH\�KDG��%XW�WR�WKLV�GD\��WKH\�FRXOG�QRW�GHIHDW�WKHP�DOO��6RRQ��LW�EHFDPH�WRR�PXFK�IRU�WKH�*RGV��ZKR�KDG�WR�IOHH�WKH�
:DVWHV�IRU�VDIHU�JURXQGV�
'RZQ�DQG�RXW� MHVWHUV�DQG�EDUGV��VHHNLQJ�WR�HQWHUWDLQ�WKHLU� WDYHUQ�DXGLHQFH�ZLWK�WDOHV�RI�SRZHU�DQG�WKH�ROG�*RGV��RIWHQ�WHOO�WKH�
/HJHQG�RI�WKHVH�*RGV��7RGD\��QR�RQH�EHOLHYHV�LQ�WKH�*RGV��,I�WKH\�H[LVWHG��ZKHUH�ZRXOG�WKH\�OLYH"�:K\�DUH�WKH\�QRW�ILJKWLQJ�WKH�
IRUFHV�RI�&KDRV�DV�ZH�VSHDN"
:KLOH� LQ� D� GXVW\�� UXQ� GRZQ� WDYHUQ� LQ� 1XOQ�� WKH� :DUULRUV� DUH� DFFRVWHG� E\� DQ� ROG� PDQ� ZKR� WHOOV� WKHP� KH� QHHGV� WKHLU� KHOS��
$SSDUHQWO\��KH�KDV�UHDVRQ�WR�EHOLHYH�D�VPDOO�UHOLJLRXV�FXOW�KDV�UHFHQWO\�VSUXQJ�XS�WKDW�FDOO�WKHPVHOYHV�³7KH�,QMXVWLFH�*DQJ�´�7KH�
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The old man has actually found out the hideout of the Gods from the Legend. After their forced retreat from the Northern Wastes, 
they were low in power. They hid out in an abandoned Dwarven mine and bided their time. Unfortunately, the years of solitude 
have done them no good at all. It appears they have gone insane. Attacking anyone and everyone that crosses their path, claiming 
they can see the raw power of Chaos claiming their soul. The Warriors must venture into the dungeon, kill the Gods before they 
regain their full power, and put an end to this sad legend. Play this adventure as a normal dungeon. However, when the Warriors 
reach the Objective Room, there will be no rolls made on the Objective Room Monster table. Instead, the Warriors will find the 
“Injustice Gang”, as they call themselves now, waiting to fight the new intruders. Once the Warriors have entered the room, place 
the gang as the back of the room, in order of Initiative. When combat begins, the members will begin to move down to attack the 
Warriors.



This adventure is designed for a party of 4 to 5 Warriors. A party of 2 Warriors is going to have a lot of trouble completing this 
adventure. Use the following table to adjust the “Injustice Gang” member numbers depending on the number of Warriors.

:DUULRUV &XUUHQW�0HPEHUV :DUULRUV &XUUHQW�0HPEHUV
1 Kal-Zel, Goth, Woman of Wonders 4 All of them
2 Kal-Zel, Manhunter, Iron, Helena, Goth 5 All of them
3 Kal-Zel, Manhunter, Rayner, Goth, Helena, Algae 6+ All of them + Objective Room Monsters

³7KH�,QMXVWLFH�*DQJ´
.DO�=HO�± *RG�RI�%DWWOH�DQG�OHDGHU�RI�WKH�³,QMXVWLFH�*DQJ´
:RXQGV� 55
0RYH� 9
:HDSRQ�6NLOO� 5
%DOOLVWLF�6NLOO� 4+
6WUHQJWK� 8
7RXJKQHVV� 8
$UPRXU� -
,QLWLDWLYH� 6
$WWDFNV� 4
:LOOSRZHU� 4
'DPDJH�'LFH� 4
*ROG� 2250

(1(0<¶6�:6 � � � � � � � � � ��
.DO�=HO 2 2 3 3 4 4 4 4 4 4

.DO�=HO
Fly; Heat Vision; Ignore Blows 4+.

+HDW�9LVLRQ
At the start of his turn, before he makes any other attacks, Kal-Zel can fire two thin beams of heat energy from his eyes at a 
random Warrior, hitting on a successful Ballistic Roll and causing 2D6 unmodified Wounds, or 3D6 if the Warrior wears metal 
armour.

0DQKXQWHU�± *UHHQ�*RG�RI�WKH�+XQW
:RXQGV� 48
0RYH� 5
:HDSRQ�6NLOO� 5
%DOOLVWLF�6NLOO� 4+
6WUHQJWK� 5
7RXJKQHVV� 5
$UPRXU� -
,QLWLDWLYH� 6
$WWDFNV� 4
:LOOSRZHU� 4
'DPDJH�'LFH� 3
*ROG� 1500

(1(0<¶6�:6 � � � � � � � � � ��
0DQKXQWHU 2 2 3 3 4 4 4 4 4 4

0DQKXQWHU
Fly; Heat Vision; Ignore Blows 5+; Invisibility.

+HDW�9LVLRQ
At the start of his turn, before he makes any other attacks, Manhunter can fire two thin beams of heat energy from his eyes at a 
random Warrior, hitting on a successful Ballistic Roll and causing 2D6 unmodified Wounds, or 3D6 if the Warrior wears metal 
armour.

,QYLVLELOLW\
At the end of each turn, roll 1D6. On a roll of 5 or 6, Manhunter becomes invisible and cannot be attacked or targeted next turn, 
although area affect weapons can still harm him (firebombs, etc). At the end of the Warrior’s Phase, Manhunter will return to 
normal, allowing him to attack this turn.



5D\QHU�± 3ODVPD�*RG
:RXQGV� 32
0RYH� 4
:HDSRQ�6NLOO� 3
%DOOLVWLF�6NLOO� 4+
6WUHQJWK� 3
7RXJKQHVV� 3
$UPRXU� -
,QLWLDWLYH� 6
$WWDFNV� 3
:LOOSRZHU� 8
'DPDJH�'LFH� 2
*ROG� 700

(1(0<¶6�:6 � � � � � � � � � ��
5D\QHU 2 3 4 4 4 4 5 5 5 6

5D\QHU
Fly; Plasma Ring.

3ODVPD�5LQJ
Within the warp lies untold power, waiting to be tapped into by one with the power to control it. Such is the power of Rayner,, a 
God with power of controlling the raw green plasma energies that coalesce within the warp. His magical ring allows him to tap 
into the warp and use its power in ways wizards only dream of. At the start of each Monster’s Phase, roll 1D6 on the following 
table to see what Rayner does with his ring this turn.

� Rayner shoots a beam of green energy at a random Warrior, causing him to lose 2D6 unmodified Wounds.

� Holding the ring aloft, green rays of power erupt outwards towards the Warriors. Each Warrior must roll 1D6 and 
score less than or equal to their Willpower, or suffer 1D6 unmodified Wounds and the loss of one point of 
Willpower, which will be regained at the end of the adventure. If a Warrior is reduced to 0 Willpower, he is dead.

� A cage of green energy descends upon a random Warrior. He must roll 1D6 and add Initiative. If the result is 7 or 
more, he manages to escape the cage before it lands on him. If the result is less than 7, then he is trapped within the 
cage. The Warrior spends 1D3 turns trying to get out of the green cage. In this time, he can do nothing else.

� Shaping the power of the warp, Rayner uses the ring to create green plasma copies of a group of monsters. Roll once 
on the Dungeon Room Monster table to see what he creates. Since the creatures are magical constructs, Warriors not 
using a magical weapon suffer –1 To Hit them.

� Seeing his comrades in trouble, Rayner creates magical green bandages that heal his comrades. All other Injustice 
Gang members gain 2D6 Wounds each, but not above their maximum. Roll for each separately.

� Using the ring, Rayner creates a large column of green energy that engulfs the entire room. Each Warrior must roll 
less than or equal to their Willpower on 2D6, or lose 1 Toughness for the rest of the adventure. If a Warrior is 
reduced to 0 Toughness, he is dead.



/LJKWQLQJ�� *RG�RI�6SHHG
:RXQGV� 25
0RYH� 10
:HDSRQ�6NLOO� 3
%DOOLVWLF�6NLOO� 6+
6WUHQJWK� 3
7RXJKQHVV� 3
$UPRXU� -
,QLWLDWLYH� 5
$WWDFNV� 4
:LOOSRZHU� 4
'DPDJH�'LFH� 2
*ROG� 450

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

/LJKWQLQJ
Dodge 4+; Never Pinned.

:RPDQ�RI�:RQGHUV� ± $PD]RQ�*RGGHVV�RI�&KDPSLRQV
:RXQGV� 43
0RYH� 4
:HDSRQ�6NLOO� 5
%DOOLVWLF�6NLOO� 5+
6WUHQJWK� 5
7RXJKQHVV� 3
$UPRXU� -
,QLWLDWLYH� 5
$WWDFNV� 2
:LOOSRZHU� 5
'DPDJH�'LFH� 3
*ROG� 1165

(1(0<¶6�:6 � � � � � � � � � ��
:RPDQ�RI�:RQGHUV 2 2 3 3 4 4 4 4 4 4

:RPDQ�RI�:RQGHUV
Bracelets of Reflection; Golden Lasso; Ignore Blow 5+.

%UDFHOHWV�RI�5HIOHFWLRQ
For each successful hit upon the Woman of Wonders, roll 1D6. On a 5 or 6, the hit will rebound onto the attacking Warrior, 
causing damage as if they had hit themselves.  Roll for Bracelets of Reflection before rolling for Ignore Blows. Do not roll for 
Ignore Blows if the Bracelets roll succeeds.

*ROGHQ�/DVVR
At the start of her turn, before all her other attacks, the Woman of Wonders tries to ensnare an adjacent Warrior with her Golden 
Lasso. Roll 1D6. On a roll of 6, the lasso has found its mark and the Warrior is unable to do anything next turn unless he breaks 
free. Roll a D6 and add Strength. If the total is 8 or more then the Warrior wriggles free. Woman of Wonders can of course only 
have one lassoed person at a time. Therefore, if the Warrior fails to escape the lasso, Woman of Wonders cannot make another 
lasso attack this turn. The Woman of Wonders automatically hits the ensnared Warrior, gaining an extra Damage Dice in the 
process. Others get +2 on their To Hit roll.



*RWK�± 'DUN�*RG�RI�,QMXVWLFH
:RXQGV� 19
0RYH� 4
:HDSRQ�6NLOO� 6
%DOOLVWLF�6NLOO� 5+
6WUHQJWK� 4
7RXJKQHVV� 3
$UPRXU� -
,QLWLDWLYH� 4
$WWDFNV� 3
:LOOSRZHU� 5
'DPDJH�'LFH� 3
*ROG� 550

(1(0<¶6�:6 � � � � � � � � � ��
*RWK 2 2 3 3 3 4 4 4 4 4

*RWK�6SHFLDO�5XOHV
Ambush 2+; Armed with Gothcutter; Assassinate 5+; Ignore Pain 1; Terror 8+.

*RWKFXWWHU
The Gothcutter is a sharp, boomerang-shaped weapon, causing 3D6 + Strength Wounds when thrown. Goth can throw the 
Gothcutter and attack in hand-to-hand combat while waiting for the Gothcutter to return to his hand.

$OJDH�± *RG�RI�:DWHU
:RXQGV� 25
0RYH� 3
:HDSRQ�6NLOO� 4
%DOOLVWLF�6NLOO� 4+
6WUHQJWK� 5
7RXJKQHVV� 4
$UPRXU� -
,QLWLDWLYH� 4
$WWDFNV� 2
:LOOSRZHU� 4
'DPDJH�'LFH� 2
*ROG� 450

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

$OJDH
Armed with Elemental Wand of Water.

(OHPHQWDO�:DQG�RI :DWHU
At the start of his turn, before he makes any other attacks, Algae uses his Wand of Water to shoot a burst of high-pressure water at 
a random Warrior (make a Ballistic roll to hit), causing 2D6 damage. Because of the force of the water, the Warrior is pushed 
back 1 square directly into the square behind him. If there is a wall behind him, he takes an extra 1D3 unmodified Wounds from 
being whacked against the wall. If there is another model behind him, each model involved in the collision suffers the loss of 1D3 
unmodified Wounds. If there is a pit or chasm behind the Warrior, he must roll 1D6. On anything but a 1, he is safe and manages 
to hold onto something without falling in. On a roll of 1, the Warrior is thrown back into the pit to his death.



+HOHQD�± *RGGHVV�RI�'DUN�-XVWLFH
:RXQGV� 15
0RYH� 4
:HDSRQ�6NLOO� 3
%DOOLVWLF�6NLOO� 3+
6WUHQJWK� 3
7RXJKQHVV� 3
$UPRXU� -
,QLWLDWLYH� 3
$WWDFNV� 1(4)*
:LOOSRZHU� 3
'DPDJH�'LFH� 2
*ROG� 500

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

+HOHQD
Ambush 4+; Armed with Crossbow (Str 5).

* Helena may make 4 attacks per turn with her crossbow. In melee, she uses a sword that gives her 1 Attack per turn.

,URQ�± *RG�RI�$UPRXU
:RXQGV� 20
0RYH� 4
:HDSRQ�6NLOO� 5
%DOOLVWLF�6NLOO� 4+
6WUHQJWK� 4
7RXJKQHVV� 3(6)
$UPRXU� 3
,QLWLDWLYH� 3
$WWDFNV� 2
:LOOSRZHU� 4
'DPDJH�'LFH� 4
*ROG� 880

(1(0<¶6�:6 � � � � � � � � � ��
,URQ 2 2 3 3 4 4 4 4 4 4

,URQ
Armed with Hammer of Inertia.

+DPPHU�RI�,QHUWLD
Iron’s special weapon has a magical ability to hit harder if thrown further. Each turn, Iron can either throw his hammer or use it in 
hand-to-hand combat. When Iron is adjacent to a Warrior, roll 1D6. If the result is an even number, Iron attacks the Warrior next 
to him as usual. If the number is odd, Iron throws his hammer at a random Warrior who is not adjacent to him. For each space 
between Iron and the chosen Warrior, add 1D3 to the damage inflicted. For example, if there are two spaces between Iron and the 
Warrior, the damage will be 1D6 + 4 + 2D3 (1D6 + Strength for normal attack, plus two extra D3’s for the two spaces). If there 
are no Warriors adjacent to Iron, he will automatically throw his hammer. After each attack, the hammer magically returns to 
Iron’s grip. This hammer is not counted as a thrown attack, and therefore Iron does not get to make an attack with it as soon as he 
is placed on the board.

$IWHUPDWK
When the final Gang Member dies, the Warriors are engulfed by waves of shocking power, pouring from the gaping wounds of
the dead gods. With their deaths, the immense power that resides within them is released and is desperately trying to find a foot 
hold in this world. Each Warrior may roll 1D6. On a roll of 6, that Warrior gains 1D3 Permanent Wounds. Upon returning to the
settlement, each Warrior is given a small bag of goods valuing 1D6 * 50 Gold Pieces for their trouble by the old man, who turns 
out to be a descendant of one of the banished gods who didn’t answer Dalzell’s call to arms all those hundreds of years ago.


