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New Demons 
òYes, I saw it!  It was all red and had four arms!ó 

òNo, its head was a skull and its tail was a massive arm!ó 

òYouõre both wrong!  Indeed, i t was large, but it was the most beautiful thing I have ever seen.ó 

The Stretch Goal box includes several new Demons.  With the exception of Golus, they follow the same rules 
as Haborym and can be used as a substitute for Haborym in any Encounter.  

To give each Demon a different personality, they have  different abilities and attributes  and also different 
Demon decks .  To create an eight  card deck for a new Demon, use the six  cards that bear the Demon Ċs name 
and the two  cards from the core game that have the infinity symbol in the lower left corner.  

As you become more experienced using the Demons, feel free to select any mix of Demon cards to create a 
Demon with new behavior.  

Golu s 

Golus is the oldest Demon on Neemoss.  Its power was once truly cosmic but now it is nothing 
but a shell.  The magic that it once commanded has burned its brain to a cinder.  Golus holds a 
unique and peculiar position, as any of the other Demons and some of the Witches could kill it 
without breaking a sweat, and yet it is allowed to live, peacefully munching on whatever, or 
whoever, comes too close. 

Golus is the most different and fun Demon to use.  We recommend that you do not use Golus until you are 
familiar with the Demon rules.  If you have ever wanted to ride a cosmic being across your game board, now 
you have the chance.  

Golus Deck : Golus is played with the six  card deck consisting of the cards marked Golus.  

Rider : Witches and Heroes can m ount Golus and become the Rider.  Only the Rider can control Golus.  Golus 
is slightly more attuned to Witches climbing on top and will resist Heroes slightly.  Add the following 
Actions and Reactions when Golus is in play.  

¤ Witch Rider , 1~: If Golus has no Rider, a Witch in the same Area as Golus can mount Golus.  

Â Witch Rider , 1~: When the current Rider dismounts, a Witch in the same Area as Golus can mount Golus.  

¤ Hero Jockey , 2~: If Golus has no Rider, a Hero in the same Area as Golus can mount Golus.  

Â Hero Jockey , 2~: When the current Rider dismounts, a Hero in the same Area as Golus can mount Golus.  

¤ Dismount , 1~: The Rider dismounts and is placed in the same Area as Golus.  

If a Character Dismounts, they cannot immediately use the Reaction to Mount  Golus.  Only a different 
Character can jump on.  

If multiple Characters are trying to use the Reaction to mount Golus, give preference to a Witch when the 
Witch Master is Active and to a Hero when the Heroes are Active.  

Controller :  The cards controlling G olus say that either the Rider controls Golus or the Rider dismounts and 
Golus is inactive.  

When the Rider controls Golus, the Actions are taken as part of the RiderĊs turn and Stamina is paid from 
the RiderĊs pool of Stamina.  Any Actions taken with Golus are counted as being taken by the Rider.  So if 



 

Wolgar is the Rider (with a full control card), Wolgar can make Golus Attack and then Wolgar can Dismount; 
this counts as two Actions with Wolgar.  The Stamina for both Actions comes from WolgarĊs pool. 

Atta cking the Rider : Ranged Attacks are made against the Rider normally.  Normal Melee Attacks are also 
allowed, imagine Characters leaping or climbing up to make the Attack.  In addition, Melee Attacks can be 
used to Dislodge  the Rider.  Melee Attackers gain the following Reaction:  

Â Dislodge , 0~: When a Melee Attacker causes 1+ Wounds to the Rider, cancel the normal Attack effects and 
force the Rider to dismount  instead .  The Rider takes 1 Wound and is placed in the same Area  as Golus. 

Attacking Golus : Golus can only be Attacked when there is no Rider.  Golus will always Defend and no -one 
exhausts Stamina.  

Bampf 
òI tell you brother, we were done for.  I was alone on my feet, defending my fallen comrades, 
and I knew I could not  last but another minute.  Then that magic circle the Witches use started 
to glow and crackle and the ugliest Demon I have ever seen suddenly appeared!  Now I hoped 
the Witches would kill me, because I didnõt want that Demon eating me.ó 

òWho could believe our luck?  It roared in anger and attacked the Witches and their underlings!  
It disappeared when it killed the last one.ó 

óI wouldnõt be here to tell this tale if the Demon had controlled its temper!ó 

The Bampf  Card is not a Demon Control Card.  This single KS Exclusive 
card does not get shuffled into a Demon Deck. If all players agree to use it 
in your Campaign, place it face down within reach of everyone, where its 
Demonic powers can taunt the players.  

This ca rd can be played once per Campaign, by either the Heroes or the 
Witch Master, at any point in an Encounter.  However, the Aura of Evil 
must be 5 (max) for the Witch Master to use it, and a HeroĊs Alchemy must 
be 4 (max) for that HeroĊs Player to play it.  This is not an Action and costs 
no Stamina.  

Say the name of a Demon three times and flip the card. The Demon is 
drawn to your locale by the magical energies circulating from the 
confrontation.  The Player that invokes the Demon places it in the same 
Area as a Summoning Circle.  

Do not use a normal Demon Deck.  Instead your opponent(s) get to 
construct a slightly custom ized  deck using the following rule:  Create an 
eight  card  deck for that Demon, using the six  cards specific to the Demon 
and any two  other  cards selected by the side that did not summon the 
Demon.  When selecting these two cards, you may  includ e cards that bias 
the deck in your favor.  

Who knows exactly how the Demon will behave?  Playing the Bampf Card may be just what you need if you 
take this last ditch attempt to affect the game.  
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Teleport  
Some cards introduce a new type of movement, Teleporting, or Porting for short.   When moving this way, 
ignore all impediments.  You may Teleport away from Enemies, even if you cannot Evade them.  You may 
Teleport through walls as i f  they were not there.  

 

KenzuĊs Alchemy Book. 

Some Spells only allow the Character to Teleport a limited distance, measured in Areas.  Measure the 
distance along any path you choose, include through walls and Areas filled with Agile  Enemies that would 
prevent normal Move/Evade Actions.  



 

General  Champion Upgrade Cards 

 

A General Champ ion Upgrade Attached to Gerald.  

Four General Champion Upgrade cards are include d in the Stretch Goal s box.   

The Champion system is fully explained in Th e WitchesĊ Sabbath, which contains four Champion Upgrade 
cards for the four core Heroes.  The General Champion Upgrade cards allow any Hero to use the Champion 
system and fight in The Witches Ċ Sabbath Encounters.  Simply match a General Champion Upgrade ca rd to 
a Hero using the Hero Class Icon and then follow the Champion rules in The Witches Ċ Sabbath.  
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Combining Expansion and Stretch 

Goal Content  
With some caveats, you are free to use any combination of game content in any Encounter.  We suggest:  

¶ You play t he Core Game a few times to become familiar with the rules and capabilities of various 
components.  

¶ Substitution of like for like is the simplest way to use new content and is a good first step.  For 
example, swapping one Hero for another of the same class,  one Witch for another, one Creature for 
another, etc.  

¶ You can create larger decks by combining cards from many sources, but make sure you are aware 
of the  implications.  For example, adding lots of Creature Summoning cards to the Witchcraft deck 
will make  it easier to draw Creature Summoning  cards .  It is up to you to decide if you like what 
that change s in your games.   If you donĊt Summon many Creatures, you may find this deck 
frustrating.  

¶ Treat both sides equally.  For example, if the Witch Master carefully select s Witches, Creatures and 
Minions whose abilities create good combos, then the Hero Players should not simply select Heroes 
at random, they should also looks for synergies.  

¶ The Witch Master has many different Characters that can be used and it may be easy to be 
overwhelmed.  If you use one of each type of Minion, you may find it difficult to remember all their 
abilities, making it hard to use them effectively.  

¶ The Witch and Demon in the WitchesĊ Sabbath are strong Characters.  Be aware of this when 
substituting them into Encounters without Champions.  Similarly, the Champions are strong, so be 
careful using them against regular Witches and Demons.  ItĊs best to use Madra and Voskor with 
the Champions.  

 

 



 

New Rules for Add -Ons 
Horvath and Dagon  

Horvath is a powerful Witch who is symbiotically linked to Dagon, a dog-like Creature.  While Dagon is still 
breathing, Horvath drains its power to enhance his Spells.  He also drains DagonĊs life, making sure that Dagon is 
the first to fall in any fight . 

 
The Horvath and Dagon ID Card, with custom instructions for flipping the card.  

Horvath and Dagon ignore the normal rules for flipping Dark Legion ID cards when the Aura of Evil Track 
is full.   As normal, Horvath and Dagon enter play with the non -highligh ted side of the Horvath and Dagon 
ID card showing.  Follow the instructions on the lower left of the card  that tell you to flip to the red 
highlighted side when the Witch has taken 2 Wounds.  

 

The Horvath and Dagon Grimoire.  












