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Non-corporeal entities that refuse to move on, ghosts are bound to the earthly plane and mainly roam the 
countryside around the grave where they were buried. Most are content to continue what they were doing 
in life but occasionally ghosts become malignant and seek to torment and destroy the living around them. 
Conventional weapons are no use against Ghosts: Shooting and Close Combat attacks cannot be made 
against Ghosts unless the model has been Blessed or the weapon used has been Blessed (relevant charac-
teristics appear in parentheses for these combats). Ghosts may never engage another model in Close Com-
bat but may fight back if their profile allows for it. Ghosts may not have skills or use weapons or equipment 
of any kind. Ghosts suffer no movement penalties for any reason, nor do they block line of sight.

Banshee - 8BP

From somewhere in front of him sounded a strange and eery echo – or something like an echo. Again, this 
time louder…Were his senses deceiving him? No! Far out there pealed a whisper of frightful laughter. And 
again, closer this time. No human being ever laughed like that – there was no mirth in it, only hatred and 
soul-destroying terror.

Skulls in the Stars, by Robert E. Howard
M Dex. Con. A W Res. Skills
6 3+ (5) - (1) - None

Weapons: None
Special: Ghost, Hideous, Fear
Scream: As an Action the Banshee may unleash a blast of 
unearthly sorrow as an 8” ranged attack. (Rate 1D, Dam. 
*) * Models hit by the Scream must take a Resolve test. 
If failed the model will attack itself in an attempt to end 
it’s own life. Assume the model hits itself with all Attacks 
and then rolls to wound it’s own profile. The model may 
be used as normal after this combat but must make the 
Resolve test each time it is hit by the Scream.
Grave-bound: Tied to its human remains and unable 
to move far from them, this Ghost comes with a Grave 
Marker (which may be placed anywhere outside deploy-
ment zones). The Ghost is set up in base-to-base with the 
Grave Marker, and must remain within 12” of it at all times 
or instantly be dispelled. Threshold models in base-to-
base with a Grave Marker may spend 2 Actions to purify 
it, dispelling the Ghost.

Lurkers
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Mojo – 12BP

And behold! The little body that had once been his was now dancing with delight. He saw it shouting, 
though he could not hear its shouts; he saw the violence of its movements grow. He watched it fling his 
cherished furniture about in the mad delight of existence, rend his books apart, smash bottles, drink 
heedlessly from the jagged fragments, leap and smite in a passionate acceptance of living.

The Stolen Body, by H.G. Wells
M Dex. Con. A W Res. Skills
6 - (6) (2) (2) - None

Weapons: Unarmed
Special: Ghost
Possessor: If the Mojo moves into (or through…) base-to-base contact with a Human model the target 
must take a Resolve test. If failed the model will become possessed for D3 turns, remove the Mojo model 
from the table as it is now in possession of the Threshold model. The model will not be usable by the 
Threshold player until this time has expired (or the Mojo is dispelled, as bellow) and will act as a Lurker 
until then. Once the possession is over the Mojo will be dispelled. Removing the possessed Threshold 
model from play will also dispel the Ghost.
Lost Soul: Searching for its unmarked grave, this Ghost may move anywhere on the table but is set up in 
the Lurker deployment zone at the start of the game. Threshold models may search the board to find the 
remains. Divide the board into six equal zones. Each zone may be searched as an Action by any Thresh-
old model. Roll D6, on a roll of 6 the remains have been located. Any model(s) within the zone contain-
ing the remains may spend 2 Actions to purify them and dispel the Poltergeist. If a 6 hasn’t been rolled, 
the last zone will automatically contain the remains.


