Strigoi Ghoul King
The Strigoi Ghoul Kings were once proud and mighty Vampires
of the Strigoi bloodline, now reduced to roaming monstrosity’s,
who rip their victims apart with Gore-slick talons and fangs.
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Mighty Adversary: This Mighty Adversary
group consists of 1 Strigoi Ghoul King and
3 Crypt Horrors.
Flesh-gorger: For each wound the Strigoi
Ghoul King causes with his Gore-slick Talons
and Fangs, roll a D6, on a 4+ he immediately
regains 1 lost wound.

Lord of the Flesh-eaters: Pick D3 other
Flesh-eater adversaries that are within 3
squares of the Strigoi Ghoul King at the start
of the adversary phase. They add +1 to any
attack they make in this adversary phase.
Nemesis: The Strigoi Ghoul King can not be
stunned. When he is slain, whichever Hero
landed the killing blow gains D3 Renown,
and each other Hero gains 1 Renown.

behaviour table
D6

Action

1

Dark Mustering: Set up either D6 Crypt Ghouls or D3 Crypt Horrors in the same manner
as for an ambush, but do not roll to see if the Heroes are surprised. These adversaries can
attack this phase, unless their adversary group has already acted.

2

Black Hunger: The Ghoul King stokes the necromantic energies flowing in its followers’
rotten veins. Every Flesh-eater attack in the same chamber causes an additional 1 Damage in
this Adversary phase.

3-4

Rending Flurry: The Strigoi Ghoul King may make a move action towards the
nearest Hero, if it is then adjacent to a Hero, it will attack with it’s Gore-slick Talons
and Fangs.

5

Wind of Death: The Strigoi Ghoul King moves as far from the heroes as possible,
and then attacks the nearest Hero with a Arcane Bolt.

6

Gruesome Embrace: The Strigoi Ghoul King moves towards the nearest Hero and
attacks with it’s Gore-slick Talons and Fangs, however, for each to hit roll of a ‘6’, the
Damage is doubled to 4.

Crypt Ghouls
Scuttling, repugnant creatures whose insanity pushes them over
the brink of madness into the belief that they are glorious, stout
soldiers of a magnificent empire.
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Exotic Adversary: This Exotic Adversary
group consists of 2D6 Crypt Ghouls, up to a
maximum of ten.
Crypt Ghast: The Crypt Ghast’s Sharpened
Teeth and Filthy Claws attack dice is increased
to 3.

Ravenous Corpse-eaters: Should 3 or more
Crypt Ghouls attack the same Hero in the
adversary phase their ‘to hit’ roll is increased
to 3+.
Unholy Masters: Should there be a Strigoi
Ghoul King active on the board, the Crypt
Ghouls may re-roll Sharpened Teeth and
Filthy Claws attack rolls of a ‘1’.

behaviour table
D6

Action

1-2

Feral Cunning: Each Crypt Ghoul will use it’s movement to engage any currently disengaged
Heroes, attempting the reduce their ability to attack with missile or magic. Should they
end their movement adjacent to a Hero, they will attack with their Sharpened Teeth and
Filthy Claws.

3-4

A Fine Meal: Each Crypt Ghoul who is adjacent to a Hero will attack them with it’s
Sharpened Teeth and Filthy Claws. Any who did not attack may then move to engage the
closest Hero in combat.

5-6

Hunt as a Pack: Each Crypt Ghoul will use it’s movement to try and attack a Hero, who
is already engaged in combat, bringing their weight of numbers to it’s benefit.
Should any Crypt Ghouls end their movement adjacent to a Hero, they will attack with
their Sharpened Teeth and Filthy Claws.

Crypt Horrors
The malformed monstrosities known as Crypt Horrors can often
be seen marching alongside the armies of the foul, Ghoul Kings.
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Exotic Adversary: This Exotic Adversary
group consists of 3 Crypt Horrors.
Freakish Metabolism: At the start of each
adversary phase, each Crypt Horror may
regenerate 1 lost wound.

Ravenous Flesh-eaters: Each time you roll
a ‘6’ to hit with the Crypt Horrors Clubs
and Septic Talons attack, the damage is
increased to 3.
Creations of the Ghoul King: Should there
be a Strigoi Ghoul King active on the board,
the Crypt Ghouls may re-roll failed hits for
their Clubs and Septic Talons attack.

behaviour table
D6

Action

1-2

The Smell of Weakness: Each Crypt Horror moves towards the most wounded Hero in
the chamber, or towards the nearest Hero if it can not reach the most wounded. They
then attack with their Clubs and Septic Talons.

3-4

Encircle: Each Crypt Horror will use its movement to block any doors the Heroes may
use to retreat, if this movement also ends with them adjacent to a Hero, they then attack
with their Clubs and Septic Talons.

5-6

Pack Attack: Each Crypt Horror moves towards the least wounded Hero in the chamber,
or towards the nearest Hero if it can not reach the least wounded. They then attack with
their Clubs and Septic Talons.

Crypt Flayers
Haunting the night as vague silhouettes framed against a
moonless sky, Crypt Flayers search tirelessly for enemies of
their glorious court.
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Exotic Adversary: This Exotic Adversary
group consists of 3 Crypt Flayers.
Fly: Crypt Flayers may pass freely through
models from either side as they move.
Freakish Metabolism: At the start of each
adversary phase, each Crypt Flayer may
regenerate 1 lost wound.
Skewering Strike: Each time you make a
roll of a ‘6’ for the Crypt Flayers Piercing
Talons and Claws, that attack has impaled
the enemy, increasing it’s damage to D3.

Fearsome Battle-cry (*): Crypt Flayers can
unleash a shrill scream that can debilitate its
prey, making for a easier kill.
Fearsome Battle-cry is a special type of
area attack. Roll a D6 and add 1 for each
additional Crypt Flayer that is in the same
chamber. Add the results together, and
for each Hero this number exceeds their
movement value, suffers D3 Stun damage,
with no saves allowed.

behaviour table
D6

1

Action
Taste of Blood: Each Crypt Flayer moves towards the most wounded Hero it can reach,
or towards the nearest Hero if he can not reach any. It then attacks the most wounded
Hero in range with it’s Piercing Talons and Claws.

2-4

Feral Assault: Each Crypt Flayer engages the closest Hero it can, it then attacks that
Hero with it’s Piercing Talons and Claws.

5-6

Fearsome Battle-cry: Each Crypt Flayer moves as far away from any Heroes as it
possibly can, and then unleashes it’s Fearsome Battle-cry. (See above.)

Crypt-Haunter Courtier
Broken husks who yet fight on, Crypt Haunter Courtiers charge
without hesitation, accompanied by the sickening sounds of
tearing flesh and cracking bone.
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Exotic Adversary: This Exotic Adversary
group consists of 1 Crypt Haunter Courtier.
Noble Blood: At the start of each adversary
phase, each Crypt Haunter Courtier may
regenerate 1 lost wound.
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Chosen of the King: Should there be a
Strigoi Ghoul King active on the board, the
Crypt Haunter Courtier may re-roll failed
hits in combat.
In addition, when the Crypt Haunter
Courtier is slain, whichever Hero landed the
killing blow gains D3 Renown, and each other
Hero gains 1 Renown.

behaviour table
D6

Action

1-2

Club Smash: The Crypt Haunter Courtier moves towards the least wounded Hero he
can reach, or towards the nearest Hero if he can not reach any. He then attacks the least
wounded Hero in range with Massive Bone Club.

3-4

Raking Assault: The Crypt Haunter Courtier moves towards the nearest Hero, it then
attacks them with its Rancid Talons attack. It may then spend any unused movement to
move again.

5-6

Muster King’s Chosen: Roll 3 D6, on each 5+ deploy 1 Crypt Horror on the same, or
an adjacent board section. They may act in this adversary phase as long as their
adversary group has not yet acted.

