
    

    

    

    

Sling 

Range: 14“ Attack: 6 

Reveal during your turn or 
as a response to any ranged 
attack. 
Must have 1" space to be 
wielded. 
Shoddy: After each shot, roll 
1D6. Item breaks (used) on 
a result of 1. 
Remains until used or 
replaced.  
 

01   

Spear 

Range: 12“ Attack: 4 

Reveal during your turn or 
as a response to any ranged 
attacks.  
Replaces attacks. 
Throwable or H2H weapon, 
each hit causes 2 wounds.  

Becomes used if thrown. 
Remains until used or 
replaced.  

 

02   

Shield 

Use with basic attacks 

Reveal during your turn or 
when hit by any ranged 
attacks. 
Ignore one successful 
ranged attack die. Re-roll 
one failed H2H defence die. 
Broken (used) if re-roll fails. 

Remains until used or 
replaced.  

 

03   

Moulder Whip 

Enhances basic attacks 

Reveal during your turn. 
Basic attack from up to 3” 
away.  
Requires space: cannot be 
used in base-to-base 
combat. 

Remains until replaced.  

 

04   

Slim Dagger 

Replaces basic attacks 

Reveal during a basic move 
on your turn. 

Swipe: Move past a foe with 
the spent status to cause 1 
unavoidable wound. This 
act will not be noticed by a 
mob. 

Remains until replaced. 

 
05   

Heavy Mace 

Enhances basic attacks 

Reveal during your turn or 
as a response to any H2H 
attacks. 

If you cause 2 total wounds, 
you can choose to destroy 
your opponent's card and 
remove it from the game. 

Gang members and tribute 
cards cannot be destroyed. 
Remains until replaced. 
 

06   

Chain & Shackle 

 Attack: 6 

Reveal during your turn or 
as a response to any H2H 
attacks. Replaces attacks. 

Wrap around: Ignore 1 
opposing defence die. This 
weapon is seen by the GHR 
even on the first attack. 

Remains until replaced. 

 
07   

Warpstone Stars 

Range: 10“ Attack: 4 

Reveal during your turn or 
as a response to any ranged 
attacks. Replaces attacks. 
Target takes an AGL 3 test 
to avoid.  
Poisoned: Defence dice 
cannot stop this weapon. 

Single throw, then used. 

 
08   

Chieftain‟s Helmet 
Conveys authority 

Reveal during your turn or 
as a response to mob 
contact. 

Commands respect: Mob 
contact with a fighter 
wearing this helmet stops 
panic and rage. 

Remains until replaced.  

 
09   

Caltrops 

Range: 4“ 

Reveal during your turn or 
as a response to a charge in 
progress. Replaces attacks. 

Place a marker within range. 
Area of 2" around this 
marker is spiked. Fighters 
suffer 2 unavoidable 
wounds on contact. Mobs 
are stopped by this effect. 
Remains once placed. 
 

10   

Fighting Claws 

  Attack: 6 

Reveal during your turn or 
as a response to any H2H 
attacks. Replaces attacks. 

+1 DEF when in H2H 
combat, -1 DEF against 
ranged attacks. 
More grip: Climb vertical 
terrain with no agility roll. 
Remains until replaced.  

 

11   

Sacrificial Dagger 

 Attack: 6 

Reveal during your turn or 
as a response to any H2H 
attacks. Replaces attacks.  
Pleases the Horned One: 
Ignore any results of 1 when 
rolling for an attack with 
this weapon. 

Remains until replaced.  

 

12   

Snapping Trap 

Range: 4“ 

Surprise reveal on a foe 
within range. 
Target takes an AGL 3 test 
to avoid. If failed, target 
suffers 2 unavoidable 
wounds, is immobilized 
and has DEF -2, AGL -2 
until next activation. 

Single use only, then 
destroyed. 
 

13   

Javelin 

Range: 14” Attack: 5 

Reveal during your turn or 
as a response to any ranged 
attacks. Replaces attacks. 

Inflicts 1 additional wound 
if target is spent at time of 
injury. 
Single throw, then used. 

 
14   

Brass Knuckles 

Improves basic stats 

Reveal during your turn or 
as a response to any H2H 
attacks. Alters basic stats: 

ATK +1, DEF -2, AGL -1. 
Quick: Before replying to 
this fighter, roll 1D6. On a  
1 or 2 foes may not reply to 
H2H attacks made by this 
fighter during this turn. 
Remains until replaced. 
 

15   

Light Armour 

Protects against attacks 

Reveal during your turn or 
as a response to any H2H 
attacks.  
DEF +2 against normal, 
not card-based attacks. 
Remains until replaced. 

 
16   



    

    

    

    

Poison Wind Globe 

Range: 6” 

Reveal during your turn or 
as a response to any ranged 
attack. Replaces attacks. 
Target takes an AGL 3 test 
to avoid. If failed, suffer 2 
unavoidable wounds. Mobs 
within 6" panic and move 
directly away.  
Single use only, then 
destroyed. 
 

17   

Stitch Kit 

Restores wounds 

Reveal during your turn 
before any other action.  

Field medic: Roll 1D6,  
1-2: One wound restored. 
3-4: Two wounds restored. 
5-6: Three wounds restored, 
and your turn is ended. 
Single use only, then 
destroyed. 

 

18   

Spiked Buckler 

Enhances basic attacks 

Reveal during your turn or 
as a response to any H2H 
attacks. 
+1 DEF against lethal-style 
H2H combat and  
+1 attack when brawling. 

Remains until used or 
replaced.  

 
19   

Throwng Knife 

Range: 6“ 

Reveal during your turn or 
as a response to any ranged 
attacks. Replaces attacks. 
Target takes an AGL 3 test 
to avoid. If failed, suffer 1 
unavoidable wound. 
Single use only, then used. 

 

20   

Barbed Net 

Range: 4“ 

Reveal during your turn.  
Replaces attacks.  

Target takes an AGL 3 test 
to avoid. 
Snared fighter misses next 
activation and has 

-2 ATK, -2 DEF, -2 AGL. 
Use until thrown or 
replaced. 

 

21   

Short Bow 

Range: 16“ Attack: 6 

Reveal during your turn or 
as a response to any ranged 
attacks. Replaces attacks. 
Breaks (used) if defending in 
H2H while card is face-up. 
Shoddy: After each shot, roll 
1D6. Item breaks (used) on 
a result of 1. 
Remains until used or 
replaced. 
 

22   

Bolas 

Range: 10“ 

Reveal during your turn or 
as a response to any ranged 
attacks. Replaces attacks. 

Target takes an AGL 3 test 
to avoid. Entangled foe has  
-1 DEF, -2 AGL, no 
ranged attacks until freed 
on next activation. 
Single use only, then 
destroyed. 
 

23   

Fool‟s Purse 

Range: 6“ 

Reveal during your turn. 
Replaces attacks.  

Place a coin up to 6" from 
this fighter. Active foes 
within 3" of this item must 
move to it and end their 
turn. Remains until found. 

Single use only, then 
destroyed. 

 

24   

Warpstone Dust 

Befuddles enemies 

Reveal as a response to a 
charge in progress or when 
engaged in H2H combat.  

Prevents all initial attacks by 
target foe for this round. 
Toxic: When used, all 
fighters in B2B contact 
suffer 1 unavoidable wound.  

Single use only, then 
destroyed. 
 

25   

Heavy Armour 

Protects against weapons 

Reveal during your turn or 
as a response to any H2H 
attacks.  
+2 DEF against card-based 
attacks only. 
Remains until replaced. 

 
26   

Smoke Bomb 

Dazes and bites the eyes 

Reveal as a response to a 
charge in progress. Replaces 
attacks. Ignored by animals. 

Target takes an AGL 3 test 
to avoid. If blinded, your 
foe staggers 3" backwards, 
suffers 1 unavoidable 
wound, and their turn ends. 

Single use only, then 
destroyed. 
 

27   

Twin Swords 

Alters basic attacks 

Reveal during your turn or 
as a response to any H2H 
attacks. Alters basic stats: 

ATK +1, DEF -1, AGL -1. 
Dual parry: ignore one 
incoming H2H attack. 
Remains until replaced. 

 
28   

Assassin‟s Knife 

 Attack: 5 

Play face-up. Replaces 
attacks.  
Well-hidden: Play from your 
hand as soon as a fighter 
expends or loses his card. 
Each wound results in -1 to 
basic attack for the rest of 
the game. 

Remains until replaced, then 
destroyed. 
 

29   

„Cornered Rats‟ 
Retaliate in a last effort  

Reveal if your fighter is 
reduced to 0 wounds in 
H2H combat.  
Over-confident: The foe 
who has just defeated your 
fighter takes 1 unavoidable 
wound. 
Remains hidden until used, 
then used. 

 

30   

Agent 

Attack: 0 | Defence: 4 
Agility: 7 | Wounds: 7 

First turn only, play face-up. 
This card becomes a 
moveable gang member. 
Free activation during 
deploying players turn. 
Expose opposing cards 
within 8" of the Agent. 
Remove once out of action.  

 

31   

Savage Cleaver 

Replaces basic attacks 

Reveal during your turn or 
as a response to any H2H 
attacks. 

Roll dice equal to your 
highest basic stat as an 
attack. 
Cumbersome: whilst active, 
your fighter has -2 DEF. 

Remains until replaced. 

 

32   



    

    

    

    

Skalm 

Healing salve 

Use on your turn at any 
point during a fighter's 
activation.  
Miraculous ointment:  
Restore 4 wounds up to 
fighter's maximum.  

Single use only, then 
destroyed. 

 
33   

Strangler's Rope 

Replaces basic attacks 

Reveal during your turn 
when charging only. 

From behind: your charge 
must be to the rear of your 
target's base. 
Immediately cause 2 
unavoidable wounds to an 
engaged foe.  
Single use only, then used. 

 

34   

Fierce Giant Rat 

Attack: 5 | Defence: 3 
Agility: 6 | Wounds: 4 

First turn only, play face-up. 
This card becomes a 
moveable gang member. 
Free activation during 
deploying players turn. 
While in mob contact, will 
sniff out a blended fighter 
that was previously engaged. 
Remove once out of action.  
 

35   

Grey Seer‟s Sickle 

Replaces basic attacks 

Reveal during your turn or 
as a response to any H2H 
attacks. Replaces attacks.  
+1 DEF against lethal-style 
H2H attacks. Disarm: After 
wounding your foe with an 
attack, roll 1D6. A success 
(4,5,6) sends their equipped 
card to their used pile. 
Remains until replaced. 
 

36   

Traitor‟s Note 

Intelligence from a friend 

Reveal at any point during 
the game. Does not replace 
the fighters’ attacks. 
Look at the identity of any 
face-down card on the field. 
Return it to the face down 
position once its secret has 
been learned. 

Single use only, then 
destroyed. 
 

37   

Glaring Shield 

Use with basic attacks 

Reveal during your turn or 
as a response to any ranged 
attacks. DEF +1. 

Blinding light: When active, 
choose a foe within 12". 
That fighter may not make 
any ranged attacks.  

Remains until replaced. 

 
38   

Pit Fighter 

Attack: 6 | Defence: 4 
Agility: 6 | Wounds: 4 

First turn only, play face-up. 
This card becomes a 
moveable gang member. 
Free activation during 
deploying players turn.  
This mercenary may not 
blend and cannot be 
equipped with a card. 
Remove once out of action.  
 

39   

Blessed with Filth 

A gift from Clan Pestilens 

Reveal after wounding an 
opposing fighter. 

Poisoned: Foe has AGL 0 
for the rest of the game. 
Retain: Roll 1D6, 1-4: your 
fighter is also poisoned as 
above, 5-6: you may keep 
this card. Remains if 
retained, may be safely 
discarded as destroyed. 
 

40   

Hurled Tiles 

Range: 8“ Attack: 4 

Reveal during your turn or 
as a response to any ranged 
attacks. Replaces attacks. 

Roll 1D6 for each wound 
inflicted. Target is stunned 
by a tile to the head on a 5-6 
and misses next activation. 
Single use only, then used. 

 
41   

Small Smoke Bomb 

Allows safe disengage 

Reveal during your turn 
when in H2H combat. 

This fighter's opponent is 
disoriented and your fighter 
may break away without 
taking an agility test. 
Single use only, then used. 

 
42   

Warpstone Tokens 

Redirects an opponent 

Reveal as a response to a 
charge in progress.  

Control the attacker’s 
movement. Cannot move 
the distracted attacker into 
combat or cause them to fall 
from height, but may move 
them away from your 
fighter. 
Single use only, then used. 
 

43   

Lucky Charm 

Grants a second chance 

Reveal on your turn right 
after a pool of dice has been 
rolled by a fighter equipped 
with this card.  
The whole pool can be 
rolled again.  
Single use only, then 
destroyed. 

 
44   

Cursed Dice 

 The Gods are watching 

Reveal at any time.  
Your opponent's dice are 
cursed and will attract the 
Servants of Orcus on the 
next roll of a single 1. 
Single use only, then used. 

 
45   

Weeping Blades 

Tears deep wounds  

Reveal during your turn or 
as a response to any H2H 
attacks. Replaces attacks. 
Any wounds inflicted by 
weeping blades cannot be 
healed. 
Remains until used or 
replaced. 

 
46   

Clan Eshin Cloak 

Hides from the GHR 

Reveal during your turn. 
Can only be worn by a 
fighter from clan Eshin. 
While in play, protects that 
fighter from the Great 
Horned Rat stealing a 
success when rolling 
multiple 1s. 

Remains until used or 
replaced. 
 

47   

Brass Orb 

Range: 6“ Attack: 6 

Reveal during your turn. 
Replaces attacks. 
Any opponent in range of 
your fighter that fails to 
dodge has DEF 0, AGL 0 
and is immobilised until 
next activation. 
Single use only, then 
destroyed. 

 

48   



    

    

    

    

    

    

    

    


