Jo 3/@}/ a cgtrg'yoz'

Jhe Jale ?f‘ ir ﬁernarc[, g‘rm’f {néy/;t of‘ »Eretonnz’a



The Graif {ng/ft dir Dernard de Chevalier is
Funtinj a JaoWe;fu/ cgtrfyoi ?amfz're tﬁroujﬁ tts

cavernous home tn the mountains. tfezaﬁnj his way
tﬁroujﬁ hordes (3][‘ j/foufa, Jesser vampires, bats, wolves
and other creatures gc the néy/ft he draws near to his
7uarrz'ee9 Jair where a m{y/&y %rro;:y/c?e&t s shrieks
reverberate t/c;‘oujﬁ the walls. s Sir Dernard draws
close to his epic duel ﬁve ?Zraz'f ﬂjz'cfyn'm& run to the
entrance cyc the Jair, feaw'nj the cold air and’ Jafunjz'nj
into the dank, dark hole to rush to the aid g[' their fz'w'nj

satnt.

%@nj Jaface in the Warkammer World in the
mz:untaz'nef to the W;rt/f OJC ﬁretonnz’a. fac/f character
is the same, a Grail g%'{yrz'm, but Jafayer& should create



their own JoerJonafz'tz'eJ and skill sets suitable fér a

peasant unzfertm@'nj a Graif ﬂfi{grz’mtge.

The Rutes
ou are a Qraz’f gjz'f rim. “You Jeft your comfy hovel,
f your comfy

your comefy Jass and’ your beloved turng']a ﬁef([ to

undertake a pilgrimage in the footsteps of « Grail
Ronight. He doesn t speak to you or acknowledge your
existence but that doesn t bother you at aff. %u keep
your prized possession of a discarded spoon, ofd tunic or
kair clipping ke Jeft behkind kim as a token of your piety.
e rode on akead andyou tried your best to cateh fiim
up but a few too many uncle-brothers and sister-aunts

fave feﬁ v}/ou, a fittle slow but you ’re here now and you ’re
not going to Jet Jhe Iac[y 5 (Cﬁamfion rid the world ?f‘



evifall b:}/ /tvimo‘ef][.‘ %yu téy/ften your repe belt, draw
your battered ofd sword and set OJ?C into the cave.

7/;6  game uses ﬁlo :9 and e?uaf rolfs afu/ay& ﬁVOur the
ﬂjz{ynma‘

azzvement: zzzz'nz'aturees move a number (yp squares

equal to their movement, can move diagonally.
4 9 54

%ttack‘: ﬁ:'niaturea rolf a number gp attack dice eyua/

to their %ttacf stat to it enemies.

cﬁe end: j‘zzniaturea roll a number of defence dice equal
7

to their cﬁeféncf stat to save cgaz’n&t attacks.



Luck: Luck moc[zﬁe& all dice rofls ﬁr random events or
to ﬁnc[ “foot ’:

Muncﬁf.‘ Chnce this reaches zero enemy models are dead”
and ﬂj;{yrzma are out (75‘ action.

;%ctz'wztz'on

fac/f ﬂjz'cfyrz'm activates ﬁom ofdest Jofayer to youn 1gest
but zJC someone wants, t/fey can activate out 9]0 turn, this
s J'th te (ee:;o activation m'mJofe and should not be seen as

a rule
fac/f ﬂj;{grzm gets two actions per turn. %tz’on& are:

JZZW.- J;wae the miniature.
;%ttackt' ;%ttacf an enemy.

tﬁa{ye.‘ 575221/(9 wup to Fa[f your movement value but
make a ﬁee attack at the end of‘ your turn.



ﬁrace: j‘;zjyve up to /ﬁzﬁf your movement value and
recetve double ﬁeféntf eﬁz’ce untif you next activate.

eZScrounje.‘ cggff two tﬁlo ’J and add your fucﬂ each

scenario fas it s own chart J%r ﬁnc[z'nj Yoot

jlz:vement

jzjwe this MANY SGUAres. c57uare& marked as
z'mJanJiEfe cannot be moved into. nguarecf marked as
cfzﬁ[fcuft count as twice the actual distance moved.
cgguarea" marked as 725(;{}/ restore one muntf per turn
toa ﬂ%’{yrz’m. cgyuarea marked as Fvi/f temforarify
reduce the Luck stat gp a ﬁ{ynm b:}/ 1 each turn t/tvee}/

end their move on it fc‘yr the remainder (ff the dcenario.



;?ttack‘

‘Ghoose a m’:yfe enemy and rolf your %ttacg ﬁz’ce
tgaz'n&t their ﬂeféncf ﬁz’ce. fac/f SUCCESS z'nffz'ct& a hit

on the enemy and tm{eo‘ au/ay a wound.




:ﬁey%nc[

Fack time you are attacked roll your Defend Dice
against the enemies Fttack Dice. Fack blocked fit is
Biscarded: Fa Pilyrim rolls more successful Defond

Dice than enemy Fttack Dice the enemy is stunned and’
fialves their FEttack and Defend values the next time

t/fg}/ fight.
ﬂ%{gn’m ﬁa&e Dtats

ﬂZZvement: Y
%ttackt’ Y
ﬁey‘émﬁ 4

Luck: o



Wounds: 7

Fack Graif ﬂ%{gmm may select any number gf Peasant
Fttributes but no tatistic may fisz below o or rise

abeve 10.

(Cfubj%ot: cggcfuce C?‘szement b:}/ @ne. g;zcreaae Iucg
b:}/ Cre.

ﬂey%rmec[ %rm cggcfuce %ttacf b:}/ Che. C%1(:7‘&1&6
Luck by One.

Iazy fye.‘ &cfuce :ﬁefénce b:}/ Che. g;wreaa‘e Luck
b:}/ Che.

Dmarter than dome: &zfuce Luck b:}/ Oree. j;tcreaae
%ttackd @&:ﬁeféncf b:}/ Cre.



Jwo Zefi ?eet.’ cﬁﬁcuft Jerrain counts as tnjafe not
double j‘;zzwement. j;zcreaJe Iucf b:}/ Che.

gj;*o er ?ﬁv[ _fike: Reduce Iucf by Ore. mzjtfe a
P 54 Y
m’njfe rellon the Loot " Jable and start the c[unjecm

with that item.
IIOOZ- ”

Graif ﬂsz'{yrz'ma“ aren t interested in silly things fike
Gold or Diamends. Instead; a Bscarded chicken bone,
broken spoon or some piece of knightly equipment that a

Graif Konight hias thrown away is valued foyyond all

other things.

%n Dquare marked as 72%[ mavy be searched for
Yy <7 J Yy
lzoot " ﬁ (Ioot “is féuncf rolf a ;ﬁl o, on a 1-5 the

Square Zs not fonjer 72%{}/ fac/; 72%/} square may onfy



be searched Jucce&sfuffy once but may continue to be

uJet[ﬁr /edeafz'nj.

fac/; cgcenarz'o has its own ‘Ioot "tmjet. Iucf does not

z'nffuence this rofl.

Rell 2Di10 on the following chart each time Loot "is
Sfound and add or subtract the player's entire Luck value
if they choose. (2 Luwck must add or subtract 2 not 1.}
Eack Loot "marked as (Once Only) may enly be
found once per Filgrim, any further rolls must be
rerolfed. Jhis modification must be done before the
player knows what the final score of the dice rollis.
Rells of 2 or modified 2 or below are treated as no effect

and the %{}/ space is removed.
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eﬁz'o"carclétf giz'ece OJC Food

6-8

O ngoon




9-11 | Jrinket

12-14 | Scrap of Tabric

15-18 Cath gfarc/;ment

19 eﬁcyjer (@nce @nfy)

20 ogro@n gsz'ece OJC %rmour ( Ornce @nef}/)

21+ Cg/fatterec[ cg/fz'efc[

ﬂz’&cm‘tfetf gj;'ece gp Food: ;%ny consumable oé}'ect. ji
may be discarded to boost all Stats b:}/ Che ffyr the

remainder <ff the dcenario.

O/ céz]w(m: (;% ever}/([ac}/ itewm the {ng’y/ﬁ‘ fad stowed
on hits person. Jhe giztfyrzm recetves a +1 to his ,Iu(:k~

while he carries this item.



Trinket: dome bavuble that fas fészen (?[7[\ the {ny/;t 5
%rmour. Jhe ﬂ%{yrzm may re-rodf two dice  per scenario

while he carries this item.

c5(:7‘(99 (y[‘ ?Faﬁrz'c.‘ % Joz'ece (yp the {nz’y/;t 5 cfotﬁ?nj fias
_gotten Jntgjec[ and torn (ﬁ?f Jhe ﬁ{gnm z’gnorea the
ﬁr&t two squares (f c[iﬁchft terrain each turn when

mow'nj while he carries this item.

@atﬁ gfarc/;ment.‘ % scrap ?]C farcﬁment fias come ﬁee.
Jhe ﬂjz{yrzm can re-rolf one cﬁz'ce when um’nj fits Iucg
CES,@// each time he rolls while he carries this item.

eﬁtyjer: % battered. kdnt'fé that the {négﬁt has
discarded or has jotten Jtuck~ i an enemy corpse. W/fz’fe

car::}/z'nj this item the gz{grzm recetves a +1 to %L‘taeg

Rells.



Ero(en ﬂjz'ece (yp %rmour: % dented- Jaz'ece Qf armour or
a féw Jinks 9]5‘ chainmail Fave been feﬁ fere. “While
can:}/z'nj this item the ﬂjz'{yrim recetves a +1 to ﬁeféncf

Rells.

Shattered Shield: Once Only. Jf further 21+ rolls are
made the Pilyrim may choose another result instead: The
Ronights shattered and dostroyed shielLis found; not a
_great sign for the {n{yﬁt but a_great boon for the
Pilgrims. While carrying this item the Pilgrim can re-
roll one ttack Dice and one Defond Dice cack time
they roll.



fnemy %n&ter&

GhouS

HMove: 4

%ttacﬁ' 4

:ﬁeféncﬁ 3

Woeowunds: 4



Lombie

Fove: 2
Attack: 2
Defend: 2

Wounds: 3

Dat Swarm
:712‘:?1/8.' 10
Fttack: 1
Lﬁefemﬁ 4

W owunds: 5

Giant Dat
:7‘2‘(;1/6: S



%ttacﬁ' 3
cﬁeféndf‘ 4
W owunds: 4

Crypt Horror
Hove: 5
Fttack: 6
ﬂefemﬁ é

Wounds: 7

Ie&&er ?amfz’re

HMeove: 7



%ttacﬁ' é
ﬁg‘éncﬁ é

Wounds: 7



Jhe (Cfecmm'nj oJC the c51?7*1{'702'

Dcenario The Tirst: 7 Z-i’cgaz'nj :7[2‘21‘“/



As you enter the cave, taking care not to impale yourself’
on the many stalagmites and stalactites protruding fike
Jaggedteeth from the roof and floor, the cave guickly
widens into an open space where a fow half dead ghouls
fie in pain. Glearly Sir Dernard cut kis way through

them and Jeft them for dead but they re stilf both evil and

dangerous, so it is your solernn z[uf}/ as a Graif Pifarim
to rid the world (f their evif once and” fér all.




Fnemies: Tive ;(Z/foufax

Ia}/out.‘ % small Joa&s‘tgeu/ay Jeads into a wide cavern
that tapers back into another narrow passageway. Five
E’/fouf& are Jafacec[ on the squares indicated and the

ﬂj;'{yrz'mo‘ enter the c[unje(m on thetr ﬁr&t turn as shown
by the .

Victory: Defeat the Ghouls and follow the K night
<E»S(]aecz'tzf &tfea‘
c?o/;z'& game fas a lIoot ”wzfue g[' 12.

Half Dead Ghowls: The Ghouls fiave been Jeft for
dead 5}/ ng'r ogernarc[ and are near death. ﬂ&e the
Jor%fe below. Jhis mission should be used as a way to

Jearn the basics.



%&p Dead GlouS

Hove: 2
Attack: 2
:ﬁefémﬁ 1
Wounds: 2

‘Cam(]o a{gn

%ﬁer &ft{}/z'nj the j/;oufa, Yyou ﬁffow the traif ?f‘ corpses
and sounds (f hattle c[ég;aer into the cave system to catch

up with dir ﬁernarr[ and witness fits duel with the
?amfz're.

Tor the ZZJZO Fack Jafayer heals a m’njfe wound
suffered’in the battle, if one Jofa:}/er did more damage than

cmy ot/c@r, tﬁz’y may tage a (Ioot "’ %Jt and ZJC Juccewfuf
rolf as normal on the chart. %ny ﬂjz{yrzm who Jost alf



their wounds are restored to the wounds value gp the

Jowest other ﬂfz'{yn'm in the Joartr}/.

P/ S

dcenario the decond: 0;% Fork in the cggacﬁ



s you follow the path of the Living Saint the cavern
splits into two distinct passages. %u must decide which
pathto take, ene will surely foad'to Sir Lernard; the
other to a nest of Ghouls. Jhe question that you must
ask yourselvosis “Whichk path did Sir Dernard take,
the one fittered with ghoul corpses to the right or the one
without any corpses on the left !

Ia}/out: A small passageway Jeads into a wide cavern
that tapers back into another narrow passageway. Tive
Eﬁou/& are Jofacecf on the Squares indicated and the
square indicated with a broken sword s considered

7250[}/. Jhe ﬂ%{gnm& enter the cfunjeon on their ﬁm‘t

turn.



Fnemies: Griouls. Ghouls will Jéffoy at the cave
mouth of‘ the feﬁ passage in addition to the three placed
at the start of‘ the  game. Gliouls skould be  placed onto



the board at the start <y€ eacl gp their turns untif 10 total

j/foufa frave been Jafacec[ this way.

%ctm:}/: eﬁeféat the Z%/;oufo‘ and ﬁffow the {nég/ﬁ‘.

Loss: The wounded peasants are mjaeJ out or take the
feﬁ Joat/;.

Special Rules



j/fz’& game fas a Izoot ”wzfue gp 10

. Victory: You hack your way through the ghouls and
the roaring you heard when you first entered the caves
grows Jouder. The bodies slain along the path are alsc
starting to get bigger and bigger, this is definitely the
way dir Dernard went. 7s you go along you hear the

sickening sound of snapping hones and chewing from up

akead. ﬁoceet[ to dcenario the Jhird.

Loss: %u ﬂnr[ your&efve& surrounded and overwhelmed
b:}/ Ghouls who drag you deeper into their Jair. Proceed
to dcenario the Fourth:

Dcenario the Jhird: %ff G%pu Gan fat



As you come into the sickly fight of the cavern you
witness the depravity of the ghouls and harden your
fiearts. T around the reom ghouls are eating the
remains of their fullen ‘comrades . 7&s you walk further
into the room, the bone snapping and chewing noises stop,
replaced with the wet slapping sound of feet.

Iayout: Jhe Jarge cavern splits into three smaller
tunnels that all join together. Freas of difficult terrain
representing the bones and other ﬁocfz'fy remains of fallen

Ghiouls are placed. There are Tuwo THoly squares.



Fnemies: Ghouls are déffoyec[ as shown on the map.

GIM Note: Once two thirds of the Ghowls are dead a
Crypt Ghoulis deployedin the centre of the cavern,
Jumping down from the roof: IFa Pilgrim is on the tite,
t/e‘ey must move one space away and count as being
charged. Once all the Ghouls are dead place a second
Crypt Ghioul on the board at the exit point.



Victory: Defoat the Ghouls and Grypt Ghouls or
Follow the R night by moving all pilyrims off the marked
tife. The result is the same. Ifthe Pilgrims kill ofl the
Grypt Ghouls eachk Pilgrim makes a Loot "rolf
passing on the result of a 18. Proceed to Scenario the

Fifeh.

Loss: The wounded peasants are mjaecf out then Jaroceetf
to cgcenarz'o the aé‘ourt/;.

c5{796(:2&[ &L/é&
Thits game has a Izoot “value ij 13.



B e NN
A
W S

c(Jj(:enarrz'o the Tourth: @ﬁ the jlz:'nu.

You are overwhelmed by enemios and find yourselfin a
crude dingeon. Glearfly the Ghouls Kave you on the
menu ence they have dealt with Ser Lernard: Little do
they know that ke bears the Dlessings of the Lady, and
you ave his faithfil Pilgrims, nothing can stand before

you.
Icgyout: Jhere are several JJZ’IGJ‘ of' c[iﬁcuft terrain
scattered arcound the dun 1geon and’ ﬁve %{j/ spaces.






:Enemz'ea.‘ Wgne are Jafacec[ on the board, but aé‘our ogat
Dwarms and Jhree Giant Lats will enter Jofay.



Ipecial Ryles

Well Tired: Fack ﬂfz{yrzm begins the game with onfy 3
wounds re:yarc[fe&& (3][' cmy other mor[iﬁer& and none g['
them have tmy lzoot ”at the start (y[‘ the  game.

There it is! The koly nature of the discarded Graif
Ronights' belengings shines brightly ameng the pifes of
refuse in the dungeon. Fack 7ﬁ>{y space acts as nermal
except that once the "Loot "value of 10 is reached instead

of rolfing on the chart the Pilyrim recovers their
equipment, players can see this roff. Once the eguipment

s recovered the 72%/}/ space Zs z'mmec[i'atefy removed ﬁom
the board.

The Sounds of Squeaking: GIM Read Foud: The
sounds g[' ﬁg]ofinj wings and Jyuem@'nj are getting



Jouder, you must /furry to get back your equipment, but

rest is also z'mJoortant.

M
The Dats do net begin to be deployed until after the
third Pilyrim has recovered their equipment so whilo
players should be ‘motivated by the threat of the bats
they should also be cloarly told that these Toly spaces
afso heal them. Fefter the third Pilgrim kas recovered
their equipment place One Lat Swarm and One Giant
Dat at the Tt and B point respectively each turn untif
all the bats have been deployed.

c9f Mn ’tzemfe 7t oge/e;'n(ﬁ Wg ﬂj;'{grz'm may Jeave the
board untif aff (y[\ them have recovered their equé]oment,
mufté;afe ﬁ{yrt’m& may assist in search fér thetr _gear.
For each acgacent ﬂjchyrzm gaencfz'nj an action to search
Yyou may re-roll a en'njfe dice  per action taken.



%ctm:}/: %u cut your Way out gf the eﬁunjeon and
mm{e your Way Eacf on tracE tount the  game you Jost
that mm[éyou enc[uJa in the c[unjeon as a vz'cto;:}/ and’

move on to the next scenarto.

Io&r: %pu wake up again f(‘yrcec[ to repeat the same
scenarie aff over again, but time is running out. %ﬁer
the third Joss read the ﬁffowz'nj. ;ZS you black out a
pure white fzj/ft ﬁffo‘ the entire cavern sy stem
invigorating you and incinerating the vile bats, cfearfy
the battle is nearing its end and Sir Dernardis caffz'nj
on aff the  power (ff the Iadj/ to aid him. gj;‘oceecf to the

sixth scenario with alf eyué]oment restored and aff
wounds healed.



‘dcenario the ?zﬁ/; %de Lrombies!

G%pu run as féwt as your jz'mf] feja‘ and’ cfub]éet will
allow but scon a stench ﬁffa your nostrifs greater than

anyt/finj even a «»Eretonnz’cm :ﬁa&cmt has ever caujﬁ%

Wﬁéﬁqf before. % young Cgtrzt'yoz' ?amfz're fias raised
the corpses <?f SOME fiszen jﬁoufs and their

w'ctz'mef/fnack:f to cut (ﬁ[‘ ir ﬁernarc[ s retreat. Wgne
(ﬁ[‘ you are joz'nj to Jet that /ﬁgjgyen.

Iayout: % central corridor with small rock hewn rooms
Erancﬂnj ﬁ zt. ﬂszz{:uft terrain in the férm g[' bones



and Joose rocks are Jofacec[ as shown. Jhe Tjr:}/Jtaﬁf
represent fvz'f ’ nguareo". Jhe Ze&rer 7am<]oz're 7S
Jafacec[ on the ije Dkt marker.



<gJae’cz'af &Je&:

ﬂj;‘etty as a ﬂj;'cture: When a Zrombie is c[éféated: rolf a
cﬁ]() with no moc[zﬁer&. C%C the result is greater than the



Zeo‘o‘er ?amfz're s remaining Wounds the ﬂjz'cfgrz'ma can
remove a J‘z'njfe Fvif space (75‘ their choice. ﬁ?‘ the rolf was
a 10 then t/cdet}/ can instead . reJoface the Fvif space with a
%{}/ one instead.

ﬂffentf}/ to Weork With: Sir ogernarc[ has certaz'nfy feﬁ

the Lesser Wamfz're Jofenzf}/ to work with when it comes
to raising new Zombies. Toack activation the Lesser
Wamfire takes outside ?f combat range allows him to
Joface a Jz'njfe Zombie on an Fvif space ?f' his choice.

This game has a lIoot “value g[' al3.

%ctor:}/: %ctor:}/ is ackieved as soon as the Lesser
?amfire is slain. Tack gjz'{yrz'm may make a reff to ﬁnc[
a m’njfe  piece gp Loot” using the scenario value 9][' 13 at

the end of' the  game.



s you phinge your Holy Dlads into what is left of the
Lesser Vumpire s heart and strike kim down with a good
stout kick for good measure the Liombie s all full down.
The sounds of Lattle and an even worse stench are
coming from down the corridor, Tor the Lady and Sir
Bernard?!

IOJJ.‘ ng you Jose consciousness the Lombies all stop
MOVIN 1, and the L esser Wamfire Jets out a féraf cackle

as f(goz'nj ‘Q/fw[; emerge to c[rtg You away fc‘»r Jater.
gffac}/ Dcenario the Tourth.

Dcenario the dixth: %t the ﬁoor ?]p ﬁeat/;



You arrive at a giant chasm spanned by a narrow rock
bridge that feaps to a giant, horrifying archway through
which you can see Sir Dernard dueling with the
Vompire andits vile Jerrorghiest. You must cross the
bridge and Keep the kordes of Ghouls and Lombies from
overwhehning Sir Dernard who could of course deal
with them all himself but that would take up far too
much of is valuable time.

Igyout: The board has a two square wide bridge
spanning eight squares of chasm with Jandings on either
side. There is a single Toly Space in the middle of the

ogrz't{ge and one on the other side.
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FEnemies: Two Dat Swarms and Two Giant Dats.
Jwo tryft %rror& and six gﬁouﬁs‘. The ﬁat& f[}/ (7
Jfrom any Ghasm tile, two may be déffoyec[ each turn.

Jhe jﬁouﬁf enter the  game ornce the Jast Joz’{yrz’m fas set
féot on the b—rz'ccfge. Jwo (C):}/Jat %rronf juart[ the  gate.



c5{79(90121/ cggfe&:
Thiis game has a ’zoot “value OJC 7-

T‘fzc'ylft: ﬁat& can move on chasm tiles as z'JC t/cdee}/ were
open terrain, no other miniatures may do so. %Wever, zf‘
@ Dat is stunned while on a chasm tile, t/f(i’}/ instead
Juﬁ%r two wounds rather than the other efféct&
representing them /faw'ny to spend. energy J[fyinj back up
to the Eﬂ@e.

Jo the Iadj/ 5 ((j/;am(]oz'on / ﬂ%{yrt’ma‘ may extt tﬁroujﬁ
the arc/fu/ay at any point c[urz'nj their move. %Wever, ?f
any enemtes are still alive at the end cy[‘ the dcenario,

t/eé:y will be added to the rez’nﬁrcement Jaoof (y[‘ the next

jame.



%cto;:}/: %u throw the enemies corpses down the
‘Ghasm and rusk to witness the jfm:}/ that is a Iz'w'nj

Daint (?]c the Iac{y rz'cfc[i'nj the world ?f evi/. %u
mentaffy prepare your&efvew ﬁr a massive ﬁj/;t.

Defeat: The enemy feaves you for dead and for a snack
fater while they speed off to aid their foul Master.
Grail Pilgrims are made of sterner stuff however, and
after a few minutes you manage to get back on your feet,
surely the Pewer of the Lady that Sir Lernard
possesses is giving you a second wind. You head through
the archway as ?uick‘fy as you can.



Dcenario the deventh: Jhe Iadj/ 5 (C/;am(]az'on

There ke stands. Sir Lernardis positively radiant with
the inner fight of the Lady as ke stands amidst a pile of
enemy corpses batthing the Vampire Lord andits pet
Terrorgheist. You quickly take up positions around fiim
to save kim the hassle of deafing with the minions and
allow Fim to focus solely on deing kis duty to Reakm and
Lady.

Ia}/out: Dir ﬁernarc[ s ﬁj/l‘illn 1g the ?am(]az're Iorc[
and’ %rroy/fez’&t which are J’ua‘t (ﬁ‘ the board as shown, ff‘



Yyou have a ygrrorj/fez'&t, C@Strzc'yoz' and <E‘Z‘rm’f {ny/;t
miniatures set them up on the edge fér the fuff ejﬁléct.
The 552{77‘17"6 are déffoyec[ as shown in a semi-circle

surrounding the duel and the next wave ?f‘ enemites are

zﬁgjgfoyecf ﬁom the arc/ﬁwzy every twoe turns untif the

?am(]oz're is slain.




fnemz’e&.’ g’ﬁoufef, Zomﬁz’e&, ﬁat c51%17‘71:&, 2

3 3 3

g'z'ant ﬁata, 2 Gropt ?f(;rronf, 1 Ie&s‘er 7 ampire.
3P P

—

The Light of the Lady: 7t the start of the first turn ol

FPilyrims ave restoredto full Weunds, the Power of the
Lady radiating from the {J@/e‘t reinvigorates them,

well that and just a touch of the ﬂj;'{yn'm Madness but

it s mo&tfy the  power.

The Tinal ﬁattfe.‘ Jhe enemy s ﬂoocfz’nj the chamber

with féuf creatures to try and save their master. %t the



end gp each turn afier the Jhird that ends without an
enemy moving ﬁ the ﬁoarc[ fc{ye where the duelis
occurring the g’ﬂo Cfecretf] ) rofls a cﬁlo. Ornice this

value reaches 20 the E’jlzo should announce that the
%rroyﬁez’&t fras been slain and each Jofayer - gains Che

IucE @nce it reaches 40 the  garme s over.

Pifyrims Down: IFa Pilgrim foses all their Weunds,
then they are out of the game. Jhey may hiowever
permanently reduce their Luck tat and gain Jhree
Wounds back for each Luck discarded:

7%’01707:}/: Dir ﬁernarc[ parts the ?amfz're s head ﬁom
its shoulders and drives his blade deep into its heart.
Wtk their Jeader slain the Jesser bests ' go wild and ffee
in ahject terror. The Lesser ?amfz’re& remain but are
Jmﬁfy cut down b:}/ Sir Dernard in their rage.



Without a second glance at you he kneels in prayer,
rises and Jeaves the caves for fis next guest. You join
fim in Prayer before giving the dead Vmpire a good

kicking and taking a few trophies. You begin to sing on
the way out of the cavern of the Jatest grand deed of the
valiant Sir Dernard who slew a whele nest of Vampires
single kanded and slew the terrible Jerrorgheist.

O sing ye of‘ Dir ﬁermzrcf
@ Jinjye of'/fz'a‘ deed’
72% slew the my/t?}/ terror
77!% heard the ﬂSeaJtmtJ Jafeac[

71Fe slew the Wam(]oz're menace



71% slew the Jﬁﬁeﬂnj beast
7'f; c[z'c[&oﬁr the Iacfy

% did so with gﬁ%rt Jeast

Loss: 7s you Jay bleeding cut you see Sir Lernard
bekead the Jerrorgheist but alas he is overwhelmed by
many foes. Distractod by these Jesser foes he is slain by
the Vampire but with is final breath he thrusts ks
sword deep into its chest. ‘With their feader dead the
remaining ghouls and bats flee in terror while the zombies
Join you on the flocr. s the world goes black you hear
the unmistakable plodding of more Pilgrims, too Jate to
Jight with kim they cut their way past the fleeing enemy
and bear Sir Lernard s ifeloss corpse out of the caves.
Jhat shrine you have been building is finally geing to be



comJafete Yyou think as you t[n'fi away. %yu d7e Enou/‘z'nj
that dir ﬁernart[ slew the vile fée and while cfagaz'nj

your most treasured refic cyp his you sz:]o inte the embrace




