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Number Error as written by player Suggestion as written by player Status Comment by von Braus Publishing

Capitalize "Monster Equipment and Spell Cards"

Remove the word "that" from the first sentence in
Treasure Cards section.

‘Into the Dungeon missing closing quote

Travel Event Cards section, last sentence should
read: "The way to read these are..."

Capitalize "Spell and Prayer Cards"

The abbreviation QRS is never used again in the
6 book, so | would recommend replacing it with the The term is used on FB, on updates etc
full name Quick Reference Sheet Rejected |as well so it should be kept.

| would recommend not including a URL and
instead describe how to get to the site: "Finally, you
will need to print Character Sheets which can be
found online at BoardGameGeek — League of
Dungeoneers — Files website."

| would recommend adding Action Points (AP) to
the list.

| would recommend changing Adjacent to: "If a
hero is standing in a square, 'A’, all 8 squares
surrounding square 'A' are considered Adjacent."

Not sure what's the issue with the current
Unclear [sentence.

Not sure what paragraph we are talking
Enemies - Should read "Same as Monsters." Unclear [about.
Touch spell explanation lines are double spaced
instead of single spaced

10

Incantation. The sentence should start: "A spell...'

11

12




13

Stat - needs a period at the end.

14

A Note on Gender paragraph needs to be Justified
and match other paragraph spacing.

15

In the A Note on Gender paragraph the words "of
these" can be removed.

16

Capitalize "How do | Start Playing?"

17

"at page 52" should be removed from "How do |
start playing?" to prevent incorrect referencing if
page order changes.

Page references help as long as they are
Rejected [correct which this one is.

18

Page 16 — Dice Rolling and Skill Checks

“A roll of 91-00 is always a failure, no matter what
your skill level or modifiers are.”

Page 53 — Stats and Skills Maximum

“A skill can never exceed 80, no matter how many
Perks and Talents are involved. That means any
result of 81 or higher is always a failure.”

19

A line break is needed between these 2 terms: "T:
Touch Spell" & "Tr: Throwable Potion"

20

End of ‘Objects on Tiles’ section jumps to the right-
hand column

21

‘Adjacent’ sub-title text seems smaller than other
sub-title texts

22

Gameplay Example — Right Column, first paragraph
“Triggering a trap reduces her sanity with 1"
“Triggering a trap reduces her sanity with 2”

(NB : shouldn'’t it be “by 2” instead of “with 2” ?)

23

"The game is supplied with a large amount of
wonderful cardboard standees."

This isn't strictly true, maybe could be reworded (or
always sell with the standees as part of the base
game. They're so awesome | think this should be
the case.)

2nd campaign always included the
Rejected [standees.




24

The following description text overlaps the tile
graphic, "All 8 squares within the green square are
adjacent to the blue square with the Alchemist from
Reaper Miniatures."

25

Even though the following information is on page
26, it might be beneficial to have that abbreviations
in the Abbreviation section too (pages 16 & 17) —
"... you will sometimes see these checks
abbreviated as ‘RES or...’; i.e., RES: Resolve. If
adding it to page 16 & 17, it would also be
beneficial include the other Stat abbreviations there
too — STR: Strength; DEX: Dexterity; WIS:
Wisdom; CON: Constitution... and possibly a brief
definition of each.

26

Right-hand column near top, missing apostrophe
for “spider’s token”

27

Gameplay Example - right column

Giant Spider should have 3 Initiative tokens as the
door was bashed. A new turn should start after
placing enemies like stated in the FAQ.

28

Barter paragraph. Need a “%” after each “10”.

29

The higher your hero's skill, the better versed your
they are in dabbling with magic

30

Skill List - Barter
Someone pointed out that "%" is missing but the
text also doesn't say if it's RDU or RDD.

31

2 line breaks are needed between these 2 terms in
the Halfling section: "Traits" & "Hit Points"

RDU when selling, RDU when buying.

32

Page 37 Background 7 is "Revenge", Page 40
Background 16 is "Revenge" too.

Changed 7 to 'Ambushed'




33

Page 42, 16. Revenge

Experience from compleating the request has been
removed.

Was: If you defeat the beast, you gain an additional
+1000XP.

Now: If you defeat the beast, you gain an additional
+.

34

DMG for the Morning Star is shown as 1d10+4. In
Appendix Il Equipment Weapons (p. 163), the
Damage for the Morning Star is shown as 1d8+4.

35

Armour and shields get +1 DMG and -1 ENC

36

Party Morale - table "A Hero dies -> Effect; -6"
On the Quest Sheet, effect is -5, which is right ?

QRS is correct.

37

Description of "Arachnophobia" should probably
mention spiders in 2nd sentence. i.e., "SI
encounters against Spiders cause Terror."

38

"Calculating Party Morale" section missing
rounding down rule. i.e, "To calculate your party’s
morale, first divide each Hero's RES by 10 and
round down. Then, add those numbers together."
(RDD is already written in parenthesis.)

39

page 53 - Party Morale table

"Taking a short rest -> +1"

Rulebook v1.2 - page 88 - Rest

"Party Morale is increased by +2." and "Increase
Party Morale by +2."

Quick Reference Sheet - Page 1 - Rest

"7. Increase Party Moral +2"

Quick Reference Sheet - Page 2 - Party Morale
"Taking a short rest -> +1"

+2 is correct




40

Party Morale table

"A hero reaches 0 Hit Points -> -4"

Quick Reference Sheet - Page 2 - Party Morale
"Character reaches 0 wounds -> -2"

41

Increased Power "Miscast will be at -2 for each
level, meaning that a miscast will occur on 94-100
instead if increased with 1 level."

If standard miscast is 95-100, this example should
be 93-100 and not 94-100 unless standard misact
is 96-100.

42

Focus - Example "To even the odds, he chooses to
focus for 2 actions. His new chance of success is
now 48. At the same time, however, any roll above
85 will now result in a Miscast."

If miscast is above 85 in this example, this means
standard miscast is 96-100.

43

Magic Scrolls "regardless of her own level and the
Casting Level of the spell is reduced by 10"
Casting Level should be Casting Value. Same
mistake on the Magic Scrolls summary card, CL is
written where it should be CV.

44

"Not that it is the species that matter, and not he
profession."

"Note that it is the species that matters,
and not the profession."

45

Exquisite Ingredients and Parts

"Whenever you use an Exquisite component when
mixing, the chance of success is increased with
+10."

Is using several Exquisite component cumulative ?

46

Exquisite Ingredients and Parts

"Whenever you use an Exquisite component when
mixing, the chance of success is increased with
+10."

Is using several Exquisite component cumulative ?

-4 is correct

Can't find this.




47

Different Potions AFAIK nothing say in the rules
that potions without weak - standard - supreme
version listed are considered standard (NB : |
deducted it looking at the Tables of Potion page
180).

48

Bottle of the Void

"Any spell cast during the battle will suffer a -20
modifier on top of the CL modifier."

CL should be CV.

49

Page 64-65-66 - Liquid Fire - Poison - Potion of
Constitution - Potion of Courage - Potion of
Dexterity - Potion of Fire Protection - Potion of
Strength - Potion of Wisdom

These potions have a duration tied to end of battle

but there's 3 way it's written :

"for the rest of the battle." - "last until the next end
of a battle." - "last until the end of the next battle."

Are they supposed to be the same duration ? If
yes, they should have the exact same wording.

50

First, decide what kind of potion the recipe will

result in. Then, decide what ingredients and parts

should be part of the recipe.

| can't purposefully create a Potion of
Health if | don't have the recipe, | will
create something random. | think the
whole 'Making a recipe' section could be
removed. 'Mixing Potions' covers
everything clearly.

This has been clarified as at certain
times in the game you can actually
purposefully create a specific potion.




51

Potion of Smoke "obscuring LOS in the hit square
and all surrounding 9 squares." -> 8 squares

"Any fighting within the smoke is at -20 CS"

Both attacker and attacked character have to be
within the smoke ? Or just the attacker ? Just the
attacked character ?

Does it affect parrying as well ? No penalty for
dodging ?

52

To clarify, Firebomb is indead listed as having a
weak, standard and supreme version in it's
description (p66 v1.2), but not included in any of
the tables. As pointed out, it therefore cannot be
created, nor bought at the Alchemist's Guild.

53

Timing inconsistency About the Prayers

“Each prayer lasts until the end of the next battle.”
Will the God Listen

“last until the end of the battle, or as otherwise
stated.”

Duration

“A prayer will last until the end of the battle, unless
otherwise noted. If a prayer is used between
battles, it will last for 4 turns. Only one prayer can
be active at once. »

Like Potions duration, they seem to indicate the
same timing, but the interpretation can be different.
IMO it’s better to remove any duration indication in
the first two paragraphs to avoid repetition and
inconsistency.

54

Stay Thy Hand and Be Gone have the same text
for the prayers. One should be a different effect.




Prayers
"This is done with such intensity that it costs 1

It is not trapped.

55 Point of Energy."
Nothing specify if energy is still spent if you fail the
Battle Prayer roll.
Initial Setup
56 “This door is always unlocked and does not
increase the Threat Level.”
Does this mean this door can be trapped?
The Turn — third paragraph
“Once all heroes have acted, the enemies will act.
57 |..
It doesn’'t work like this anymore. This paragraph
should be rewritten.
List of Obstacles
58 [“The images below are just examples and they
make look differently,” -
Wandering Monsters
"A magically sealed door or Iron Wedged door will
stop the token for that turn, and it must roll 5-6 to
continue through the door next turn, instead of the
59  |normal 2-6."
Quick Reference Sheet - Page 1 - Wandering
monster
"Magically sealed doors: 5-6, Sealed with iron
wedges: 4-6."
Searching through a Room or Corridor
Nothing state that you can’t search a room during a
60 battle, but | guess it's the intention.
This paragraph also doesn’t tell which table to use
in case of a successful Perception Test (Appendix
V).
61 |Red Levers Table 19, "Lower PM with 1" "Lower PM by 1"




This would mean that Perfect Hearing
doesn't apply to skirmishes? (there aren't
any doors) | think it should though. If | can

62 (Perfect Hearing) on the first turn of combat after hear a monster on the other side of the
opening a door and encountering enemies. door, shouldn't | hear it in the woods just
as well?
Suggested alternative wording: "Models
Who can fight?' - Models equipped with Missile equipped with Missile Weapons have a
Weapons have a maximum reach of 10 squares in |maximum reach of 10 squares in a
a dungeon, and unlimited range outdoors. Long dungeon, and unlimited range outdoors.
63 Range Weapons may normally not be fired if an Missile weapons cannot be fired if an
enemy is standing adjacent to the fire. there's no enemy is adjacent to the attacker, even if
distinction for "Long Range Weapons" and the they are not the target".
"adjacent to the fire" looks like a translation error? [Also this would be better placed with the
other rules for Ranged combat as seems
a frequently ask question. ©
Dungeon events (optional rule)... it mentions that
you should roll on a table — "On a result of 9-10,
64 |You have triggered a dungeon event. Roll on the
table and resolve the event" — but never says what
the table is called, or where it can be found (e.g.,
page #, book, etc.) Table in Quick ref comp p 17
Under what costs "2 AP" it says, "Search through
furniture or a corpse” ... but on pages 87 & 96, it
65 |says, searching furniture and corpses cost 1AP ...
maybe this was meant to be "searching a room or
corridor" since that costs 1 full turn (which could be [Not an error read "searching..”
equated to 2 AP). on page 97 (—> real rulebook)
66 Bows and slings cost 1 AP to reload but to can also [Bows and slings cost 1 AP to reload but

be reloaded freely while moving as long as the
model is not climbing.

can also be reloaded freely while moving
as long as the model is not climbing.

Rejected

This is correct - it takes 1AP if there are
no monsters, and 2AP if there are
monsters on the table.




Charge attack: You must move (up to your max M)

You may move (up to your max M)
adjacent to the enemy (any of the 3

67 adjacent to the enemy (any of the 3 squares in squares in front of the enemy) and
front of the you) and perform a standard attack. perform a standard attack.
Fumble Page 100 "A fumbling enemy falls over
and stays prone for the rest of the turn."
Page 105 - Enemy Fumble
68 "An enemy that rolls 100 when attacking drops its
weapon, if it has one, or falls over. Picking up the
weapon requires one Action and a successful DEX [The part about enemy should just be
roll. Standing up costs one Action. It will continue removed from Fumble page 100 to avoid
until it succeeds. this inconsistency.
Creatures that don’t have hands or
69 Creatures that don’t have hands or reasonably reasonably won’t have the intelligence to
won’t have the intelligence to operate a door operate a door require 1d6 AP to get
requires 1d6 AP to get through through
This used to be under Basic Rules, but a
new section for Enemies and doors has
70 been added, so the text is kind of
misleading. Enemies and doors could be
As an example, we will look at a humanoid enemy [moved after the example, or else change
armed with a Close-combat weapon. the wording so we don't think this will be
an example of enemies and doors.
Acidic and Fire Damage
"On a roll of 4-6, the acid/the fire will continue to
71 damage the character next turn"

When ? At the start of the next turn, at the start of
the target next turn/activation ?




Acidic Damage
"On a roll of 4-6, the acid will continue to damage

72 |the character next turn, but the damage is halved
(rounded down) to a minimum of 1."
Quick Reference Sheet - Page 2 - Acidic Damage
"Ignores NA. 50% chance of auto damage next
turn. Roll damage again, half (RDD)."
Fire Damage
"On a roll of 4-6, the fire will continue to damage
73 |the character next turn, but the damage is halved
(rounded down) to a minimum of 1."
Quick Reference Sheet - Page 2 - Fire Damage
"Ignores NA & Armour. 50% chance of auto
damage next turn. Roll damage again, half (RDD)."
The players may choose to add a new
74 | The players may choose to add a new level 1 hero |[level 1 hero to the party the next time they
to the party the next time the enter a settlement. enter a settlement.
| feel this parts needs to clarify what
happens when you have rations and try a
foraging test. If you can simply eat your
rations upon failing your foraging test, then
add "they are left without food and go
- hungry unless they have rations."

The party requires one ration per day to sustain
themselves. In lieu of rations, the party may try the
Foraging Skill once per day. If they succeed, each
character will have enough food for the day.
However, if they fail, they are left without food.
They go hungry and temporarily lose half their
Constitution (RDD).

If you can't eat rations after trying a
foraging test, then that should be
mentionned. "... they are left without food
and may not eat rations even if they have
some."

Or possibly you can't forage when you
currently have rations and must eat them
first?




Rations and Resting
"When travelling in the Ancient Lands, each hero
requires 2 rations per day"

"When traveling in the Ancient Lands, the
party requires 2 rations per day".
Concerning "travelling" or "traveling”. This
is one of the many UK vs. US. spelling
variations.

(Tillagg XRIS)

76 In UK English, 'travelling' (double '') is
standard. In US English, 'traveling' (one 'I')
is correct.

Since the rulebook tends to use UK
English (for example "armour" instead of
"armor"), | would say the use of travelling
would be more consistent.
In relation to learning Prayers, the table on page
120 says it takes 1 Activity Point (1 day) to "Learn a
77 Prayer," but the example on page 119. shows the
Priest going to the Temple 3 times to learn a
Prayer (3 days).
Settlement events
78 Event 11 is in contradiction with the fact that

settlement events is rolled when entering a
settlement (so prior to do anything else).




79

Settlement Events - event n°11

The timing of this event is in contradiction with
when you have to roll for an settlement event.
Settlement events is rolled each time you enter a
settlement, page 118 : "Whenever the party enters
a settlement, they must roll for a random Event."

For this event :"All other heroes that performed the
same activity that day may join the fight (i.e. been
to the same guild, been to the same store, etc)."
This means activities have to be chosen prior to
rolling.

Moreover on event n°11 : "Randomize each
bandits’ weapon by using the enemy equipment
cards. Bandits with ranged weapons will also have
daggers."

It's easy to do, hard to keep track. The basic
design of the game is that each enemy type have
one type of weapon, not 2, not 3, only one. In this
event, with 4 Bandits (I rolled 4) with a different
weapon for each, it's a mess to track.

80

Whiteport

"Inn; 15¢ per party, per night. There are also
gambling opportunities."

It's the only settlement with "gambling
opportunities" indicated, does this mean it's the
only town where you can gamble ?

81

"and the attempt only succeeds on a roll of 1-5 on
1d6."

"and the attempt only succeeds on the roll
ofa6on 1d6."

Rejected (11, is as intended.

82

Temple of Ohlnir
First sentence refers to Charus.




Tending to those Memories

not sure exactly how it works when resting at an
inn :

"If the heroes spend at least one night in an inn,
each hero regains 1d3 Points of Sanity."

| guess the intention of "at least" is that you can
use it only 1 time but not each time you stay at an

(Benman1964) If you stay at the same
settlement for consecutive nights you are
still only allowed to regain 1D3 Sanity. If
you want to regain more Sanity in that
same settlement before leaving for a
quest, the only solution than is to pay the

83 |inn. Else there would be no reason to spend 1D3 x 100 Coins. Once you return from a
1d3x100C to regain an additional 1d6, better stay  [quest you can once again regain 1D3
several time at the inn since there's nothing in this  [Sanity in that same settlement.
game that force you to move forward.

But if Tending to those memories is limited to only |For instance when your Sanity is like 1 or
one time, when do you recover the possibility to 2 and on a 1D3 roll you increase it to 3,
use it again ? you might feel obliged to go for the 1D3 x
Maybe once between each dungeon visits but it 100 Coins to regain 1D6 more. Going into
must be specified. a Dungeon with only 3 Sanity left is unwise.

84 |"1d4 Crusade against..." "1d6 Crusade against..."

85 [in the header for the "Crusades" table. Judging by
the number of entries it should read "1d6", not 1d4
Common Talents, Natural Leader: "... to the Party

86 Moral ..." "... to the Party Morale ..."

Ensnare

"If this weapon hits, the target is trapped in
the net and must spend 1 action to get
free with a successful STR Test."

87 Monsters don't have STR stat, so if they
are the target, what stat/skill should be
rolled ?

EDIT : this is explained in the FAQ but the
rulebook should be errated in further
versions with the correct rules.

Cooking gear helps make those rations a bit Cooking gear helps make those rations a

88 |tastier. Rations cooked using this will heal a bit tastier. Rations cooked using this will

additional +3 HP.

heal an additional +3 HP.

DEX is the correct answer.




Bandage (old rags) specify that there's enough

Added 3 bandages to all types.

Fixed according to the cards

89 |[rags to bandage 3 times.
But other bandages (linen and herbal wrap) don't
have this specification so are they 3 use as well ?
You cannot sell the item that has lost all its You cannot sell an item that has lost all its
90 |durability. durability.
Spells Rulebook Page 174
Summon Water Elemental = CV 18 Mana 15 (card:
91 CV 15 Mana 18)
Summon Wind Elemental = CV 20 Mana 18 (card:
CV 18 Mana 20)
Vampiric Touch = no card
Spell Table: the spell "Ice Pikes" should probably
92 read "lce Spikes".
Spells Rulebook Page 175
Summon Fire Elemental = CV 25 Mana 15 (card:
CV 18 Mana 25)
Summon Earth Elemental = CV 20 Mana 15 (card:
CV 15 Mana 20)
Second Sight = CV 15 Mana 25 (card: CV 25 Mana
93 |15)
Transponse = CV 15 Mana 25 (card: CV 25 Mana
15)
Bolstered Mind = CV 15 Mana 12 (card: CV 15
Mana 12)
Frost Beam = CV 16 Mana 15 (card: CV 16 Mana
15)
Ice Tomb = CV 20 Mana 25 (card: CV 25 Mana 20)
Spells Rulebook Page 176
94  [Mirrored Self = CV 20 Mana 15 (card: CV 15 Mana

20)

Fixed according to the cards

Fixed according to the cards




Spells Rulebook Page 177
Teleportation = CV 14 Mana 20 (card: CV 18 Mana

QRS updated as well.

Changed according to card

95 |18)
Life Force = card has upkepp 4 (no upkeep
required)
Different headings for the potion tables in the book
96 and in the Quick Reference.
Treasure Table entry for "Water Basin" the
97 following text mentions a fountain (which seems to
be a copy of the "Fountain" entry earlier). This
should read "water basin".
Table T1
98 |Aresult of 4 give you a bandage, there's 3 type of
bandage in this game, which one is it ?
Rulebook any version up to 1.2
Firebomb potion is missing from the
99 Weak/Supreme list on page 182 meaning you can't
create or find it randomly.
Brood Mother Page 203) RES=25, no Loot (Card:
100 |RES=40, Loot=Part)
Quest 3 of the Dead Rising Campaign lists an
101 |objective room tile that does not exist. Perhaps this
should be the Throne Room tile?
Dead Rising Chapter 2 - Right Column
"Ulfric is armed with a Warhammer and has
Armour 2, meaning that his “To Hit" in practice is -
102 |5

Ulfric has a base 'To Hit' value of -10, he is
equipped with a Warhammer which is both BFO
and Slow (+5 on the 'To Hit' value for each), the
adjusted 'To Hit' value should be 0 and not -5 .




103

Quest 3: Highwaymen

"Objective room: The Dwarven hall"

There's no objective tile with this name. Instead the
corresponding tile is called "The Throne room" as
the PnP version of this same tile was called The
Dwarven hall.

104

Imgrahil the Apprentice (Page 211) EP=140,
Loot=T2 (Card: XP=200, Loot=T4)

105

The Apostle (Page 212) is a Vampire Fledgling. In
the Bestiary he has HP=30 (Card: HP=20)

106

Quest 1 of the Bandits’ Hideout, Reward listed as
250c per hero but in the Aftermath section
references 300c.

Changed to 250c

107

in the Objective Room text, “The find him
standing...” should be “They”.

Can't find this.

108

Briggo (Page 227) EP=350 (Card: EP=400)
Gorm (Page 227) M=4, EP=350 (Card: M=6,
EP=500)

109

Molgor, the Fiend of Summerhall (Page 234) no EP
and Loot (Card: EP=450, Loot=T4)

110

The Mapmaker (Page 254) The Profile looks very
different from the card.

111

Sidequest 5: Manhunt

The specific quest monster, "The Bandit", doesn't
have any XP, Loot table, Quest monster card and
dedicated standee unlike other quest monster.

| resolved this by using a Bandit Leader
standee ( as there was other bandit
involved in this fight), and | used the XP
and loot table of a regular bandit but these
information are missing if it's the intention.

XP 250, Loot T4

112

The Bandit (Page 256) The Profile looks very
different from the card. No EP and Loot.




113

In the Index, under "Events (Dungeon)" it says,
"See Dungeon Events"... but there is nothing in the
Index under "Dungeon Events" ... and a search of
the PDF only shows "Dungeon events" on these 2
pages (95 & 259)

Table in Quick ref comp p 17 (férslag av: s

114

Fishing Pole -- the Loot card says this adds +10 to
Forage, the info on the Equipment tables says it
adds +5 to Forage.

Changed according to card

115

Imgrahil the Apprentice -- comparing the one in
the Quest 3 and one on the card, the stats are the
same, but loot/xp different (one says 400XP and
the other says 140XP. One says Table 2, one says
Table 4)

116

Also Q6A -- it doesn't specify what weapon and
armor the wights should have. | gave them Armor 3
and a Cursed Longsword since that seemed to be
typical gear from the encounter table.

117

The rulebook states miscast occurs on a roll of 95-
100 which is a range of 6 values out of a possible
100 results - so rules as written the chance of a
miscast is 6%.

However, after reading this post regarding
'Increase Power' - | am inclined to believe that the
intended range for a miscast is 96-100 (5%).

Rejected [95-100 is correct

118

don't see anywhere that mentions how weapons
are dropped. Just picked up

Through fumble for enemies and the
threat table for heroes

Rejected

119

Iron Wedges description for iron wedges on the
Fine Treasure card (wandering monster needs 3
turns to pass the door) is different from the one in
the book (monster passes through on 4-6).




120

Not sure which treasure deck but the "Silver Hand
Weapon" has a table with 4 different results the
result for Shortsword lists the Enc/Class as 8/2 and
the result for Longsword has the has it as 10/3. in
the rule book pg 163 the Enc/Class of a
Shortsword is 7/2 and a Longsword 10/4. | think
this is possibly a missprinton the treasure card.

121

Disarming traps and lockpicks

Page 80 (Disarming a Trap)

Disarming a trap takes 2 AP and is done using the
Pick Lock Skill. No Lock Picks are needed.

Page 28 (Pick Locks skill)

Disarming a trap can also be done using a lock
pick, or a trap disarming kit at a cost of 2 AP.
Page 168 (Lockpicks)

Necessary to use the Pick Lock Skill, but can also
be used to disarm traps. If damaged, only 1 pick is
destroyed.

Update the three pages to be consistent.

Card is incorrect

Lock pick or trap disarm kit needed.




122

Iron wedges (and enemies with doors in general)
Page 168 (Iron Wedges)

These can be used to block a door and take 1 AP
plus 1 AP for closing the door to use. Any enemy
(wandering monster or monster already on the
table) will need 6 AP to pass the door. Enough for
2 doors.

Page 80 (Wandering Monsters)

A magically sealed door or Iron Wedged door will
stop the token for that turn, and it must roll 5-6 to
continue through the door next turn, instead of the
normal 2-6.

Page 103 (Enemies and doors)

A door blocked with Iron Wedges will add 3 turns to
the above-mentioned requirements.

Choose between a roll, turn or AP.

- Rolling keeps it random, a monster could
open itin one turn.

- Turns are fixed and maybe easier to
track.

- AP scales better. It also allows monsters
to open a door quicker if there are more
(although they need to be adjacent so only
4 AP possible per turn). A bit more

tracking to do, but | kind of like this version.

Should also be in line with the other
options for enemies and doors, which
currently mostly use AP. (except wedges
and magic which use turns, but should be
translated to 2AP?)

Wandering Monsters don't have AP
currently and they only move once. (unless
I'm playing it wrong). Ideally, the mecanic
is the same everywhere and easy to scale.
Maybe Wandering Monsters should have
two actions like everything else. They can't
split a move so if they get to a door in two
moves, they stop and use their other AP to
open the door if possible. However they'll
be a lot sooner on the heroes vs 1 move.
A way to counter this would be to raise the
chance of them turning around. Right now
it's only on a 1, but could be 1-2 or even 1-
3. Or else they have a single action, and
use that to open doors. 6AP would be
pretty long though...

See above




Enemies fumbling

Page 100 (Fumble)

A fumbling enemy falls over and stays prone for
the rest of the turn.

Minus 4 is correct

123 Page 105 (Enemy Fumbles)
An enemy that rolls 100 when attacking drops its
weapon, if it has one, or falls over. Ideally, both sections have the same
wording.
Going Hungry
Page 112 (Rations and resting)
They go hungry and temporarily lose half their
124  |Constitution (RDD). [...] Party Morale is also
lowered by 4.
Page 53 (table)
Party is hungry / -2
125 |Index missing "Dropped Weapon".
Missing Information
126 |Treasure Table
Furniture "Dead Adventurer" = (...) equipped with a
longsword and armour.(...) <--What armour?
In relation to the Coins, sometimes the
abbreviation "c" has a space after the amount, and
127 |sometimes it doesn't (for example, "100c¢" vs. "100
c" ... for legibility, | feel the one without the space
works better, but as long as it's consistent, both
could work... especially if there is no line break
between the money and the "c"
Maybe it's intentional but all equipment that can be
found as Mundane Treasure can also be bought as
128 Equipment in stores, except for the 'Wild Game

Traps'.
Are Wild Game Traps FOR 10+ cumulative with
Fishing Gear FOR 5+ making FOR 15+.

Not cumulative




129

PICKAXE: Pickaxe has no durability (rulebook 1.2)
and Dwarven Pickaxe has durability 6. Should
Pickaxe have durability?

130

The rulebook (V1.2) only describes weapons as
needing a certain strength to be wielded with one
or two hands. The weapon profile is described on
page 46.

Then on page 46/47 armor and shields are
mentioned as a heading, but in the rule text it is
only written about armor that has no class but a
Tier.

In the appendix for equipment the three different
shields then have a class.

The handling of shields in terms of their class is
nowhere described in more detail.d a shield with
two hands.

Suggestion: Include the description for
shields in terms of class in the description
for weapons. Perhaps clarify whether it is
possible to wiel

131

I'd like to see some differentiating between male
and female heroes to ma ke it worth while chosing
for male or female hero.
https://boardgamegeek.com/thread/3151023/differe
ntiating-between-male-and-female-heroes

Rejected

Added DUR to Pickaxe. Every time it is
used, it loses 1 point of DUR.

Text updated to reflect that Shields have
class and requires STR.

Feel free to add these differences as
house rules.

132

Add a token for 'Broken Door'. in the next print of
the game, or in the expansion. Once a monster
has bashed through a wedged door, the door is
considered broken. A broken door can not be
closed or wedged again.@) Of course you can
simply remove the door from the game but that
would break game immersion. ;-)

133

Altar, Sarcophagi and Table have altered text: ‘Can
be searched. If it covers more than 50% it has to
be climbed costing 1 extra movement point. (I
didn’t like the 2M at the end. 2M could mean 2x4)

134

Page 9 +11 Changed ‘Chart Compendium’ into
‘Quick Reference Compendium’.

Rejected

Good point! Will be taken into
consideration.




Page 14 Added ‘Availability (roll)’. Added M:

135 [Movement in Squares (or inches when using 3D
items in skirmish battle) .

136 |Page 14 Added ‘Half-Height'.

137 |Removed the term ML (Magic level).

138 Page 15 added Talent (Trait): Special Knowledge
that is always active.

139 |Page 24 added (RDD) at Wisdom.

140 Page 25 changed and added ‘All heroes get the
"Heroic Force of Will" perk at the start.’

141 |Page 27 added (RDD) at Mana.
Page 42 changed ‘Civilian Monster Card’ into

142 |‘Bandit Monster Card’ (seems most logical card
now)

143 |Page 45 Added 1500XP in 16.Revenge
Page 46 In The Heirloom , changed ‘longsword’

144 |into ‘shortsword’. (Shortsword better usable being
Dual Wield)

145 |Page 49 Changed ‘armours’ in ‘armour’. (Plural is
armour) Rewrote paragraph ‘Armour and Shields’.
Page 53 Changed -1d3 Sanity into See Miscast

146
table.

147 Page 56 Changed in table ‘A hero dies’ into ‘A
character dies’.
Changed in table ‘A character is hungry’ ‘Lack of

148 |food is always bad for motivation and is cumulative’
‘“1/char.’ (Having more party members, like more
mercenaries, adds more negativity in the party)
Page 63 Made ‘wounded’ in Bold font. Added
‘Enemy Magic User casting spells. Enemy Magic

149 Users use RS for casting Spells. They do not

miscast, they simply fail casting the spell. All their
spells take 1AP to cast, unless otherwise stated.
(See mini Spell Cards).’




150

Page 64 Added and changed wording to ‘Consult
the Bestiary in 'Monster Behaviour for Magic
Users' to learn when an enemy would try to dispel
a hero’s or mercenaries' spell. Consult the
'Companions Compendium' to see how
Mercenaries deal with countering Spells.’
(Changed ‘casters’ in to ‘users’ as that is what is
mentioned in Bestiary)

151

Page 71 Rewrote the line ‘By searching plants in
their preferred habitat, skilled alchemists can
optimize the chance of finding what they are
looking for.’

152

Page 88 The Turn: Changed wording into ‘During a
turn, all models on the table will act.’

153

Removed: ‘as long as there are no enemies on
the table’.

154

Changed: ‘As soon as enemies are placed on
the table...... .

155

Page 88 Changed wording to: The instant a door or
chest is checked, or a cobweb opening is cleared.
(As we agreed that a door (or chest for that matter)
can be left unlocked but still closed, wording needs
changing not to interfere with Threat.)

156

Page 89 Removed at ‘Disarmed’ ‘can not fight'.
(New rules have added ‘Unarmed Combat’. )

157

Page 91 Changed wording into “A model may
cross or climb a piece of furniture or an obstacle at
a cost of one extra movement point.” (Paying
sounds weird)

158

Page 98: Rearranged page and added sub-head
‘Ambush’

159

Page 104, Changed layout of page to add in
‘Named Monsters’, If the Named Monster is also
Large than a total of 3 tokens are added.’




160

Page 108 Changed wording: Change Facing: This
can be done freely at any point in a model's
activation.

161

Page 109: Shove, added ‘At a cost of 1AP.....

162

Page 110 added ‘prone’ to Stand Up.

163

Page 110 added RS at Attacking from Behind.

164

Page 116 Changed ‘Behaviour Card’ into ‘Monster
Card’ to prevent confusion.

165

Page 120 Poison has an added comment:
“Enemies, once poisoned take 1HP DMG every
turn. See Poison page 120.”

166

Page 125 Changed into ‘Party Morale is also
lowered by 1 per character (Mercenaries included,
not dogs)’

167

Changed ‘each hero’ into ‘the party’, ‘When
travelling in the Ancient Lands, the party requires
2 rations per day

168

Page 126 Added ‘but then forget about the rule of
straight or strict diagonal line for charging. (see
Page 108)

169

Page 127/128 Added wording at ‘Fishing Pier’ and
‘Water’. Exception Talent: Natural Swimmer. See
TFP Expansion.

170

Page 128 Changed ‘Statue’ into ‘Huge Statue’ and
added (>2 square)

171

Page 142 Added ‘Grimoires can be sold here and
hold a value of L*d100 where L is Spell Level. If
sold at the Wizards's Guild value is L*100+L*20.’

172

Page 144 Added ‘Identifying Magic Items can be
done once with a successful Arcane Arts test but if
failed it can be done....’

173

Page 151 Added wording: Apart from visitors
recharging or for identifying magic items, only
Wizards are allowed here.




174

Page 151 Changed wording ‘Casting a Spell with a
Staff’ into ‘Casting a spell contained within a staff
will automatically succeed and normally requires
2AP."

175

Page 150 Added -/1 to Pain Killer

176

Page 151 Added ‘A Wizard may sell Grimoires and
spells here, value is L*100+L*20, where 'L" is Spell
Level.’

177

Page 152 Removed ‘There are some parts that
are not sold, as dealing with human body parts
is illegal.’ (There are 30 parts in the game and 30
are sold so there’s no restricted human part
(anymore)

178

Page 155 Removed ENC from Barbed Arrows and
Barbed Bolts. Cards mention 5 Barbed Bolts to be
0 ENC

179

Page 155 Changed ‘Health’ into DUR in table.

180

Page 168 Perk ‘Hide in the Shadows’. Added
‘Lasts for the duration of the turn the Perk is used
in.

181

Page 169 changed Surgeon: Taking a deep breath
to calm the nerves, the alchemist can remove most
parts with precision, doing so acquiring an
exquisite part. Works on two enemies per Energy
Point spent.

182

Page 170 Perfect Hearing: Added ‘(or Trait)’ after
Talent.

183

Page 180 changed Ration to 1 instead 1/1. Can
only be used while resting. No need for Quick Slot.

184

Page 181 Added 1/1 at Torch.

185

Page 182 Changed Large Backpack to -15 DEX to
match Treasure Card.

186

Page 183 Dwarven Pickaxe, added ‘Can be used
to remove rubble.’

187

Page 187 Healing changed into 1d8+2.




188 Page 188 Ice Tomb, exchanged Mana and CV to
match the card.
189 |Page 201 changed ‘ready slot’ into ‘Quick Slot’.
190 Page 203 f:hanged w.it intg wits. (wit means
‘humor’, wits means ‘intelligence’.)
Page 206 The Headman’s Axe, Sword of Lightning
191 |and Olnir's Hammer, changed ‘respects’ into
‘aspects’.
Page 210 Added ‘this necklace uses a necklace
192 slot’.
193 Page 200 Changed ‘Oakenshield’ to ‘Copperbane’.
194 Page 227 Changed ‘Dwarven Hall’ to ‘Throne
Room’.
195 |Page 239 Changed Belua to Terror 10.
196 Page 282 Index ‘Parts’-page was changed to 72
197 AddeqlLingering .Trauma to index ( all other
Conditions were indexed)
Changed all ‘Companions Expansion’ to
198 [‘Companions compendium’. Both were used with
possible confusion.
199 |Changed all lock picks to 'lockpicks’.

Number Changes introduced by vBP

200 |STR bonus have been reduced.
201 |NA bonus has been reduced.

The effect of stacking armour has been slightly
202

nerfed.




2.22
Number Changes introduced by vBP
Changed class of Elven bow and Longbow to 6.
Added STR requirements to them as well.
Added Shortbow as possible startweapon for
Ranger.

1

2.23

Number Changes introduced by vBP

1 Fixed a typo regarding longbow class from 67 to 6.

2 Added 'Dungeon events' to index.

Version number is visible in the beginning of th PDF.
Redownloading it will always give you the latest version.



