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TREASURE HAUNT
A Spanish treasure galleon has been shipwrecked by mysterious forces off the coast of Florida. The wreck had last been spotted 
in a region known as "la tierra de Sangre y Saqueo", the future manufacturing site of the greatest historical pirates miniatures 
game. To the native inhabitants, this land was cursed and entry was strictly forbidden.
A salvage crew was sent to recover the lost riches, but was soon lost contact with. Buccaneers had intercepted the Spanish crew 
and successfully captured their vessel. In desperate need of refitting, the buccaneer crew made port at the popular harbor town 
of Tortuga. As the privateers reveled in their victory with rum and strumpets, the tales of a forsaken Spanish galleon and its 
bountiful hoard spread through the city like a plague. Soon every enterprising captain on the island gathered their crew and set 
sail to heed the call of treasure and adventure! 
Not one of these brave leaders was prepared for the horrors they would face on the blighted land for which they were bound.

SET UP:
This scenario is for 2-4 players. Each player has 65 points to 
build a force. The scenario is played on a 3’x3’ board, and the 
entire board is land terrain. All players are playing against 
each other and all are considered to be the attacker. 
Place 4 treasure markers on the board as shown in the de-
ployment diagram. 

DEPLOYMENT: 
Each player rolls a D10. Starting with the player who rolled 
highest, each player chooses a table corner and deploys their 
entire force within 6” of the chosen corner. 

GAME LENGTH: 
   6 turns

OBJECTIVES: 
The first player to get two treasure off the table through their 
deployment corner or the player with the most treasures in 
their possession at the end of turn 6 wins. 

SPECIAL RULES: 
Low Visibility (Spectral Fog)-  The limited visibility rules are 
in effect. Visibility is limited to 12”.

HAUNTED TREASURE
Picking up a Treasure
If a unit comes into base contact with a treasure marker, it 
may spend an action to pick it up. A unit may only carry a sin-
gle treasure. The unit that picked it up is now in possession 
of the treasure and the treasure marker is removed from the 
table. A unit may voluntarily drop the treasure as a free action 
during it’s activation. If the treasure is dropped, it is placed 
in base contact with any model in the unit. If a unit takes a 
Move action as a result of becoming shaken, it is forced to 
drop the treasure marker. This is done before the unit moves. 
A unit that becomes shaken and elects to go Prone does not 
drop the treasure.

The Curse
These treasures are cursed! If a unit moved within 4” of a 
treasure marker during its activation, roll a D10 at the end 
of the activation and immediately apply the result from the 
following table: 

1: A four-model spirit unit awakens to guard the treasure! 
 They immediately charge the unit that rolled  
  this result.
2-4: A two-model spirit unit awakens to guard the  
 treasure! They immediately charge the unit that rolled  
 this result!
5-7: A horrifying howl strikes terror in the hearts of the  
 unit that rolled this result! The unit must immediately  
 take a Fatigue test with three d10.
8-10: The unit that rolled this result feels an ominous  
 presence. Roll a Fatigue Test with one d10.  

Spirits
If one or more spirits are awoken, they immediately appear 
in base contact with the unit that woke them. This is treated 
as a charge action and the spirits immediately initiate a Me-
lee Combat.  The charged unit may Defensive Attack against 
this Charge. The spirits will attempt to stay engaged with the 
unit that woke them and will always choose to stay engaged 
if the unit flees from becoming Shaken. If the unit Routs or 
has all of its models removed as casualties, the spirits will 
disappear.
 If  the spirits are involved in an ongoing Melee Combat, they 
activate with a single Fight action at the beginning of every 
turn before any cards are drawn. A unit that is in Melee com-
bat with spirits always rolls an additional D10 for any Fatigue 
Test its required to make from fighting with the spirits.  
If a unit of spirits appear as the result of an event (see this 
scenario’s custom events below), they will activate at the 
beginning of the turn before any cards are drawn and take 
a single move or charge action toward the closest unit that 
they can draw Line of Sight to. If they are able to, they must 
charge. 

Spirits have the following Characteristics:
Spirits

Inexperienced
Armed with Ethereal Blades (Heavy Melee Weapons) 

Fight: 7/4
Shoot: -/3
Resolve: -

Special Rules: 
Ethereal: This unit always automatically passes any Fatigue 
Test it must take. Additionally, it ignores all terrain move-
ment penalties including impassable and is always consid-
ered to have all of its models in cover.
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Custom Event Table - If an event card is drawn by any player, roll on the following chart instead of the one in the rulebook:

1-2: Cursed! - The player that drew this card randomly selects a unit in his or her force. That unit must roll  two dice  
 when rolling on the “The Curse” chart and apply the lowest result. 
3-4: Spirits Appear - randomly select a treasure marker and place a unit of three spirits in contact with it. This  
 includes a treasure carried by a unit. If a unit is carrying a treasure, it is treated as if it was charged but may not  
 make a Defensive Attack.
5-6: The player that drew the event card randomly selects a unit in his or her force. That unit hears a  
 horrifying howl that strikes terror in their hearts! The unit must immediately take a three D10 Fatigue test.
7-8: Ominous Presence - The player that drew the event card randomly selects a unit in his or her force. That unit  
 feels an ominous presence. Roll a single D10 fatigue test.
 9: Spectral Fog Deepens - Decrease Visibility by 4”
10: Spectral Fog Lessens - Increase Visibility by 4”

No Quarter -  With such a great haul of plunder at stake, no crew will surrender, not even in the presence of the supernatural!
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