
[image: cover]


[image: ]




[image: ]



CONTENTS



Introduction

The Hunt for the Golem

Foreword

Introduction

Bestiary

The Granite Golem

Scenario 1: The Attack Site

Scenario 2: Field Research

Scenario 3: The House of the Golem

Aftermath

Sellsword

Foreword

The Captain

Scenario 1: The Stars are Wrong

Scenario 2: With Magnetic Force

Scenario 3: The Pits of Null

Bestiary

Nullmen

Dark Alchemy

Foreword

The Dark Alchemy Campaign

Scenario 1: Alchemical Monstrosity

Scenario 2: Skeletal Run

Scenario 3: The Spreading Flames

Dark Alchemy Treasure Table

Bestiary

The Alchemical Monstrosity

Fire-Flingers

Burning Skeletons

Potions in Frostgrave

Arcane Locations

Foreword

Scenario 1: Walenton Manor

Scenario 2: Brycho’s Celestium

Scenario 3: The Arena Without Walls

Bestiary

Foulhorn

Starfire Elemental

New Treasure

New Magic

Lost Spells

New Base Resources

The Ravages of Time

Foreword

Scenario 1: The Pyramid of Decay

Scenario 2: Chamber of Thralls

Scenario 3: Battle of the Pyramidion

Bestiary

Lourrent, Vampiric Chronomancer

Dying Construct




[image: ]



INTRODUCTION



About two years ago, a month or so before Frostgrave was first released, North Star Military Figures ran a special pre-order campaign, playfully named a ‘Nickstarter’ after the company’s owner, Nick Eyre. That Nickstarter was one of the first indications that the game might prove more popular than anyone expected and, caught up in the excitement of the whole thing, I offered to write a PDF mini-campaign for the game as one of the Nickstarter rewards. That mini-campaign became The Hunt for the Golem.

After the Nickstarter ended, sales of the game continued to rise, and everyone involved realised that Frostgrave was going to be more popular than expected. At that time, only one expansion had been planned, and, because of the large lead times necessary for book publishing, it would be at least a year until another could be brought into the schedule. At the same time, people who had not been part of that original pre-order campaign were asking how they could obtain a copy of The Hunt for the Golem.

Thankfully, these two problems led to one easy solution. The Hunt for the Golem was released for general sale as the first in a series of digital mini-expansions. It was soon followed by Sellsword, which makes one of the most fundamental changes to the game by adding in rules for captains, a soldier type that gains experience. After that came Dark Alchemy which fulfilled my dual desires to write a solo/co-operative campaign for the game and to expand and tweak the potions tables. Finally, Arcane Locations provided a new set of scenarios that required some unusual board set-ups and rules.

All of these mini-expansions have been collected here, along with a brand-new one, entitled The Ravages of Time. Except for some slight modification to the introductions and very minor editorial work, the text appears here just as it did in the originals. However, they have all been given the ‘full Osprey treatment’ with glorious new artwork by Dmitry Burmak.

I really enjoyed writing these expansions and I am very glad to see them released here in print at last. When it comes to books, I am an old-fashioned kind of guy, and while this experience has helped highlight one of the big advantages of eBooks, for me, nothing beats paper.


I’d never seen anything like it, part-man, part-snake, ugly as anything. The wizard tells me he’s read about them though. Apparently, they can still be found in the Ghost Archipelago, if that place even exists…
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THE HUNT FOR THE GOLEM



FOREWORD

The Hunt for the Golem is a mini-campaign for Frostgrave: Fantasy Wargames in the Frozen City. Over the course of three scenarios, the wizards and their warbands will learn about the Granite Golem, a unique monster rampaging through the ruins. They will then go on the hunt for the Golem, first to study it, then in an effort to capture or destroy it. They will also have a chance to find some unique new treasures.

Since this campaign focuses on constructs – and one construct in particular – players with Enchanters may find the scenarios especially interesting, and their magic may give them a slight edge. Any advantage will be minor, however, and canny wizards from any school should be able to face the Granite Golem, defeat their rivals, and claim the treasures to be found.

As always, these scenarios are just starting points. Players should feel free to change them in any fashion they choose, or to create new scenarios based on the hunt for the Granite Golem.


INTRODUCTION

Millennia ago, in a time now completely forgotten, a cabal of wizards founded a city in the shadow of the great mountains on the bend of a mighty river. Over the passing centuries, the city grew from a small collection of stone houses into a thriving sorcerous metropolis. In those early days, powerful enchanters created an army of granite golems to tear stone from the mountains and shape it into great blocks, then carry these immense slabs into the city to be used in the construction of the wizards’ towers, libraries, observatories, and other buildings. As time passed, these golems were slowly rendered obsolete by more effective elemental magic that was both less expensive and less time-consuming.

Most of the redundant constructs were destroyed, broken down for parts, or used in the foundations of the new buildings. A few were given new roles as pack animals, or even as bearers of the rich and indolent, whom they carried around the city. Most wizards, however, preferred new and more fashionable constructs.
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By the time the great blizzard struck, there were only a few survivors of the original granite golems that had helped to build the city, and the storm destroyed all but one of these. The lone survivor had been owned by a mean-spirited, but rather successful, alchemist, who used the golem to cart large orders of potions all over the city. In the midst of the blizzard, the alchemist and his workshop were destroyed in a huge explosion caused by one potion vat toppling into another. The golem somehow survived the explosion and, even more improbably, a magic spark created by the strange mixture of potions entered into the golem’s simple mind and gave it consciousness. For one second, the golem lived. In the next instant, it froze solid.

One thousand years have passed, and the great thaw has come to the city now known as Frostgrave. The Granite Golem has awoken from its frozen slumber, its mind active once more. It is a mind filled with hatred – for the city it was enslaved to build, and for the wizards who controlled it…


Ten or twelve wooden constructs, all lined up and ready to go, except they didn’t have heads, just metal spikes…





BESTIARY

The Granite Golem

The Granite Golem is a unique creature, a construct capable of limited, independent thought. Unfortunately, most of its thoughts are based around homicidal rage.


	The Granite Golem


	M
	F
	S
	A
	W
	H
	Notes


	6
	+4
	+2
	13
	+6
	16
	Construct, Large, Throw Rock, Huge Weapon (treat as if armed with a two-handed weapon), Shake Off Control, Explosion




THROW ROCK

The Granite Golem follows the standard rules for creature actions, with the following addition that should be inserted between steps two and three (Frostgrave, p.47):

If, during the creature phase, there is no warband member within 10”, but there is one in line-of-sight, the Granite Golem will use its first action to hurl a large stone at him. If more than one figure fits this circumstance, the Golem will attack the closest eligible target. Treat this as a standard shooting attack, but any hit does +2 damage. The Granite Golem will then use its second action to move towards the same target (whether it survived the initial rock attack or not!).

SHAKE OFF CONTROL

The Control Construct spell has only limited effect on the Granite Golem. If this spell is successfully cast, and the construct fails its Will roll, it will be subject to the wizard’s control for one activation only. After this, it shakes off the control, and acts as normal. Further castings of the spell, however, are possible.

EXPLOSION

The magic that powers the Granite Golem is unstable. If the construct is destroyed by any form of magical attack, roll on the explosion table below.


	Explosion Table


	d20 roll
	Result
	Effect


	1–6
	Fizzle
	Nothing Happens.


	7–10
	Minor Explosion
	Figures in base contact with the Golem take a +5 attack.


	11–15
	Major Explosion
	Figures within 4" of the Golem take a +5 shooting attack.


	16–20
	Massive Explosion
	Figures within 4" of the Golem suffer a +5 shooting attack. Figures between 4" and 8" take a +3 shooting attack.


	21–24
	Catastrophic Explosion
	Figures within 8" of the Golem take a +5 shooting attack.


	*Add +4 to this roll if the spell that destroyed the Golem was from the Elementalist school.
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SCENARIO ONE

THE ATTACK SITE

As the warbands make their way through the frozen ruins, they come upon a scene of carnage. Amongst the snow and broken rocks lie the fresh corpses of another warband. While such sights are not uncommon in the Frozen City, the sheer savagery that has been inflicted on the bodies gives pause to even the most hardened adventurers. The corpses are crushed and torn – some have been pounded into the ground; others twisted around ancient masonry; and a few hang from the upper storeys of ruined buildings, their blood frozen in dark icicles.

A few wizards, those familiar with the magic of constructs, can see patterns amongst the slaughter, but something does not feel right. Constructs are lifeless, unthinking creatures, while the bloody scene here shows hints of rage and cruelty. There is knowledge to be gained here but, more pressingly, there is loot to acquire…

Set-Up

Set up the table as per a standard game of Frostgrave. However, instead of placing treasure tokens, players should take turns placing corpse markers, following the same rules as for placing treasure tokens. Each player should place five corpse markers. A couple of the corpses should be placed above ground level, if possible.

Special Rules

Any figure that is in base contact with a corpse marker may spend an action to search the body. In this case, role on the corpse table below:


	Corpse Table


	d20 roll
	Result


	1–12
	Treasure (x6)


	13–16
	Zombie Attack (x2)


	17–18
	Survivor (x1)


	19–20
	Golem Notes (x1)




Each of these results can only be obtained a certain number of times (indicated in
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