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1 - The Shadowed Playbook: 
A mysterious tome filled 
with esoteric plays and 
strategies. The words 
within seem to shift and 
twist, revealing new 
formations and tactics that 
confound opposing teams. 
However, the knowledge 
contained within comes at a 
price. (Contains 1 random 

scroll)

2 - Soulbound Football: A 
football infused with dark 
magic, bound to the 
cultist's soul. When 
thrown or kicked, it carries 
a malevolent energy that 
drains the life force of 
those it strikes, leaving 
them weakened or 
paralyzed. (1d6 damage 
melee or range, if critically 
fumbled, 2d6 damage is 

dealt to the player).

3 - Helmet of Echoing 
Madness: A rusted and 
dented helmet adorned 
with twisted symbols. It 
grants the cultist a partial 
immunity to magical attacks, 
but also opens a conduit to 
the realms of madness, 
causing haunting whispers 
and disturbing visions. (All 
damage from magical 

sources is halved).

4 - Referee's Whistle: A 
peculiar whistle made of an 
unknown material that 
emits a haunting, ethereal 
sound. When blown, it 
temporarily freezes time, 
allowing the cultist to 
strategize or make a 
decisive move without 
interruption. (Once per day 
the player may take one 
extra free action on a turn 

they blow the whistle.)

5 - Animated Foam Finger: 
A seemingly harmless 
foam finger that, when 
activated, transforms 
into a spectral 
appendage with immense 
strength. It can smash 
through obstacles, 
deflect projectiles, and 
deliver powerful blows 
to foes. (Strength is 
increased by +2 while the 
finger is worn).

6 - Blood-Stained Jersey of 
the Fallen Champion: A 
tattered, blood-soaked 
football jersey believed 
to carry the essence of a 
fallen football hero. It 
grants the wearer some 
of that power, 
channeling the spirit of 
the champion. (+2 
presence while wearing 
this jersey)

7 - The Bone Shard 
Shoulder Pads: Spiked 
shoulder pads made from 
the bones of fallen 
warriors, giving the 
cultist an imposing and 
intimidating presence. 
They provide some 
protection in physical 
encounters and are 
believed to channel the 
strength and resilience 
of past football heroes. 
(1 damage from 
successful melee attacks 
against the player are 
reflected back onto the 
attacker.)

8 - The Dark Brass Trophy: 
An ancient and coveted 
trophy that embodies the 
essence of victory. 
Possessing it brings fame 
and fortune to the 
cultist, but it also 
attracts the attention of 
jealous friends and foes 
who constantly seek to 
steal it.

Mork Borg Monster: Referee
All referee’s are former players, who’s lack of 
skill and ability prevented them from becoming 
templars for the major cults. This has left them 
bitter and jaded, and quick to blow their whistle 

on anyone.

HP: 10   Armor: None   Morale: 9

Blind: Though blind, they have been granted the 
magical ability to choose whatever they want to 
see, no matter what lighting conditions there 

might be.

Blow Whistle: Time stops briefly, allowing them 
to take a free action.

Bribe: You can spend 1d6 per hit point in silver to 
defeat a Referee without combat.

Loot: Referee's Whistle


