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 searching ruins r208

1 2 3 4 5 6

  treasure r226

wealth code

die roll

Character has no gold or possessions

l

l

x

x
2 	 e133 Plague – follow event instructions.
3 	 e135 Broken Columns – If  you have a magician, wizard, witch, priest, and/or monk, 	
	 roll to decipher the inscription: 1 - e042 Alcove of  Sending; 2 - e043 Small Altar; 
	 3 - e044 High Altar; 4 - e045 Arch of  Travel; 5 - e046 Gateway to Darkness; 
	 6 - e047 Mirror of  Reversal.
4 	 e136 Hidden Treasures – roll one die for treasure, 1 - e037 Broken Chest; 
	 2 - e038 Cache Under Stone; 3 - e039 Treasure Chest; 4 - e044 High Altar; 
	 5 - 500 gold; 6 - nothing.
5 	 e137 Inhabitants – roll one die: 1 - e032 Ghosts; 2 - e051 Bandits; 3 - e052 Goblins; 		
	 4 - e055 Orcs; 5 - e057 Troll; 6 - e082 Spectre.
6 	 e139 Minor Treasures – roll one die: 1 - wealth 25; 2 - wealth 60; 3 - e038 Cache Under 	
	 Stone; 4 - e039 Treasure Chest; 5 - e040 Treasure Chest; 6 - e0140 Magic Box.
7 	 e131 Empty Ruins – no effect.
8 	 e132 Organized Search – roll one die less than the number of  characters in your party, 		
	 including yourself. If  you succeed then roll again on this table. If  you are alone, no effect.
9 	 e134 Unstable Ruins – To continue, roll one die for each party member: on a 6 receive 		
	 2d6 wounds. If  no 6, roll again on this table. The effect is permanent at this ruins.
10 	 e138 Unclean – roll one die for encounter: 1 - e032 Ghosts; 2 - e033 Warrior Wraiths; 		
	 3 - e034 Spectre of  the Inner Tomb; 4 - e056 Orc Tower; 5 - e082 Spectre; 
	 6 - e098 Dragon. If  you survive, you may roll again on table r208.
11 	 e135 Broken Columns – see ‘3’.
12 	 e035 Spell of  Chaos – follow event instructions.
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e180 Healing Potion
This potion can be applied once to any character (including yourself) 
at the end of  the day, after the evening meal (r215). The potion 
immediately cures all wounds except poison wounds.

e181 Cure Poison Vial
Any character can drink this vial once during the evening meal 
(r215). It will cure all poison wounds overnight. Only poison 
wounds are cured, it has no effect on regular wounds.

e182 Gift of Charm
This is a small item of  no real value, but with a magic aura. You can 
give this gift to any character(s) you encounter as part of  any talk or 
talk option. When you use it, you can then roll a second and a third 
time for that option, and select whichever result you prefer. Once 
given away, the gift is gone and useless unless the receiver later fights 
you in combat and you kill him. Then you can recover the gift as part 
of  the defeated’s possessions.

e183 Endurance Sash
You wear this sash around your waist, and its magic adds one (+1) 
to your normal endurance level. The effect is permanent as long as 
you retain your possessions. You cannot wear more than one sash, 
additional ones can be cached (r214) or given to other characters 
in your party.

e184 Resistance Talisman
This jewelled talisman allows you to resist all magic spells and 
attacks. Whenever magic is used, you can call upon the talisman to 
negate it. However, the talisman may be unable to contain a strong 
spell, so each time it is used roll one die, a result of  6 means the spell 
is stopped but the talisman is shattered and broken in the process.

e185 Poison Drug
This drug can be applied to the weapons of  any one character in your 
party. Its use means that whenever that character strikes in combat 
(r220) and inflicts wounds, for each normal wound given, one extra 
poison wound is also given.

After a combat where the poisoned weapon is used, roll one die. A 6 
means the poison has worn off, and the weapon returns to normal. 
Since a character often has multiple weapons, he has the option of  
using his poisoned weapon, or a normal weapon, as desired.

e186 Magic Sword
A character can carry this special sword among his weapons. The magic 
sword adds one (+1) to the combat skill of  the character with it. In 
addition, the blade’s magic means that every wound it inflicts counts 
as poisoned too.

e187 Anti-Poison Amulet
This protects against all poison wounds. Any poison wound inflicted is 
ignored if  the target has this amulet. Normal wounds still take effect. 
When a poison wound is prevented, roll two dice. If  the total is 12, 
the amulet has reached its limit, cannot absorb more poison, and must 
be discarded.

e188 Pegasus Mount
You have acquired a pegasus — a winged horse that allows you to travel 
airborne. The pegasus is like a normal mount in all other respects, 
including the same transport ability (r206), food requirements 
(r215), and lodging when in towns, castles, or temples (r217). You 
can use the pegasus as a normal mount on the ground, if  desired.

e189 Charisma Talisman
The character that wears this talisman improves his “stature” and 
charisma in the eyes of  others. If  you wear it, add one (+1) to your 
wit & wiles in any event or option that involves or results from talk or 
negotiation. This talisman does not improve your wit & wiles when 
trying to evade, hide, attack, or surprise. Like many magical devices, 
this talisman’s spell may eventually wear out. After each use, roll two 
dice, if  the total is 12 it has worn out and must be discarded.

  items y

y
e190 Nerve Gas Bomb
This sealed jar is filled with a deadly and quick-acting gas created 
by a master alchemist. If  you surprise an enemy in combat (r220), 
instead of  your initial strikes, your entire party can stand off  and 
let you hurl the bomb. When you do, roll one die for each character 
encountered: 1, 2, 3, 4-character killed by gas; 5-character flees 
from gas, takes his wealth and possessions with him; 6-character
unaffected by gas.

The jar with the gas is rather heavy, and counts as one (1) load to 
transport (r206).

e191 Resistance Ring
This ring creates a magic aura around the wearer. Every time the 
wearer is wounded, roll two dice:
2 - 8   blow warded by ring, ignore wounds.
9 -11	 blow skids around aura and strikes home, take normal wound 	
	 result minus one wound (deflected in the skidding)
12	 ring fails, blow has normal effect, and ring melts on your 	
	 finger, causing injury and one extra wound.

The ring can be used to ward poison wounds like normal wounds. 
The ring can also be used to ward magic attacks against the wearer, 
but will not protect others in the party. In a magic attack, two rolls 
must be made, and the single worst result (to the wearer) is applied.

e192 Resurrection Necklace
This necklace of  black opals and tiny bones holds the secret of  
a second life. If  the wearer dies for any reason, including voluntary 
suicide, at the end of  that day the character rises from the dead. The 
necklace disintegrates as the character revives, and thus only works 
once. The resurrection occurs in the same hex, but the character is now 
free to select any action on the next day.

A character revived by the necklace, having been left for dead, will have 
lost all possessions and money, and the entire party will have scattered, 
although a lover might return (see r228). A character revived by the 
necklace has a somewhat ghoulish cast, and is a bit weaker. Endurance 
is reduced by one. Such appearances are favoured at Drogat Castle, 
you learn, and so you can add one (+1) if  seeking an audience (r211) 
with Count Drogat.

e193 Shield of Light
This enchanted shield will flash and shine in the eyes of  any attacker. 
When a character has this shield, any opponent in combat has his 
combat skill reduced by one (-1). If  the character with the shield 
dies, the shield will dull and die, becoming useless. At the end of  each 
combat where the shield is used, roll one die. If  a 6 results, the shield 
is so banged and damaged by battle that it is now useless.

To preserve the shield, you may elect to not use it in some combats. 
You can change your mind during the battle, but must then check for 
damage after the battle anyway.

e194 Royal Helm of the Northlands
This ancient and sacred treasure has long been lost. Myths and tales still 
relate the great exploits of  its wearers. Now you hold this treasure that 
gives you automatic and indisputable right to the Northlands throne.

If  you return to either Ogon (0101) or Weshor (1501) towns with 
the helm, you will be instantly hailed as the rightful King of  the 
Northlands, and win the game.

In the meantime, possession of  the helm increases your stature and 
self-confidence, so increase your wit & wiles by one (+1).
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