AIR BLADES

(requires a sword in the main and left hand.)

Increase your damage score by 2 foreach

modifier ability you have played in this
. combat round. Increase your speed by 1 in

the next combat round.

(by reducing them to zero health), the
WOLF’s brawn is raised by 2.

health damage, you can immediately retali-
ate by inflicting 2 damage dice back to them,
ignoring armour. Increase your speed by 1in _

the next combat round.

You may roll an extra die for your attack
speed, then deal 2 damage dice to one
opponent, ignoring armour.

Instead of rolling for a damage score, you -
cancast BLINDING RAYS. This deals 4
damage to any three opponents, ignoring
armour, and reduces their speed by 1 for
the next combat round.

spend 1 magic point to shape the wind into
rippling bolts of magic. Roll 4 damage dice and

. assign each result to one or more opponents,

ignoring armour. Each opponent struck by this
\ ability lowers their armour by 2 for the
remainder of the combat.

(requires a dagger in the main hand.)

If you have caused health damage to an

opponent in this round, you can choose to
spend 1 brawn to deal an extra 4 damage to

that opponent, ignoring armour.

Destroy one of your bone dice to regain 2

spent magic points or heal 4 health.

(requires a flintlock in the left hand.)

After rolling and applying your damage

score, you may apply a further 6 damage to

an opponent of your choosing, ignoring
armour. Regain a modifier ability.

Instead of rolling for a damage score, :
choose an opponent inflicted with the
BLEED effect. They take 10 damage,

| ignoring armour, and their speed is

reduced by 2 in the next combat round.

BLIND HUNGER ¢
z |

Add 2 to each die you have rolled
for your damage score.

may cast SCALDING GEYSER and
. HEALING SPRING in the same combat

round. If both are cast, you can also restore

~ amodifier ability.

3 damage to all opponents, ignoring armour.
 The DEVASTAT®R loses 5 health.

If a combat lasts longer than 8 rou

the start of the ninth round of combat
your speed is raised by 1 for the duration
of the combat, but you can no longer play
any special abilities.

B







Sacrifice 6 health to roll an extra die for
your damage score and regain a speed

two spells to take into the combat from
the following list: CHARM, CORONA,
O®VERLOAD, QUICKSILVER,
REGROWTH, RESOLVE, RUST,

Reroll any die for damage, adding 2
to the result.

(requires a sword in the main hand.)
If you have used a speed, combat and
modifier ability in one round of combat,
then you may automatically deal 2

. damage dice to an opponent of your
choosing, ignoring armour.

ability that you have already used.

Gaina CHARM ability for each die you
rolled for your damage score this round.

Deal damage to an opponent of your
choosing equal to your current armour
(up to a total of 12 damage), ignoring

. your opponent’s armour.

;.

For each opponent you defeated in this
round of combat (i.e. reduced to zero
health) you can restore 2 health.

Your warp abilities cost 2 less health

to cast.

DARKBALL

Instead of rolling for a damage score you caﬂ blast

an opponent with a D ARKBALL. This
inflicts 3 damage dice to an opponent of your

choosing, ignoring armour. Ifyou have a GLe e m
SHADE or DAMNATI®N minion currently in play,

then you may also regain 2 spent magic points.

10 damage to one opponent. You may alsq,-

regain 2 spent magic points.

when determining your damage score and

reduce your opponent’s armour by 1 for

. the remainder of the combat.

Deal 3 damage to all opponents, ignoring -

armour. Any opponents defeated will heal
you for 2 health. This ability costs 4 health '

to use.

When that opponent is defeated, you can restore

your DEEP W@ UND ability (if available).






When a minion dies, your hero
immediately restores 4 health and
1 spent magic point.

Whenever you play the DEEP W@ U ND
ability, you can increase your damage

. score by 3.

If the devastator is in passive mode, it may

restore 5 health.

(requires a sword in the main hand and left hand).

- Whenever you play the DEEP W@ UND ability,

you can deal 2 damage to all opponents, ignoring

armour.

DISS®N ANCE. This inflicts 10 damage to your

opponent, ignoring their armour. At the end of the |

next combat round, they take a further 10

: damage, ignoring armour.

Use any time in combat to reduce the

speed of your opponents by 1 for one

Their speed is lowered by 1 in the next

combat round.

" FLASH DANCE

. You may roll an extra die to determine

your attack speed for one round of

result of an opponent’s attack, then you canuse |
DIVERSI®N to enable them to ignore all
damage. You can also inflict 1 damage die to the

attacking opponent, ignoring armour.

You can cast EMPATHY onone
opponent at the start of combat. Each time
your minion dies in combat, your chosen

opponent takes 4 damage, ignoring

Instead of rolling for a damage score ybu £
canuse FATAL SPIN. This deals 4 y
damage to all opponents, ignoring armour. |
If any opponent is defeated, you can '

Spend 1 magic point to roll an extra die for yr-Jur ”:
damage score and inflict 2 damage to all

opponents, ignoring armour.

FLOURISH

Each time you play a charm ability, youu'
may restore 1 health.







FRAZZLED

Instead of rolling for a damage score, if
your magic attribute is 15 or lower, then
you may deal 4 damage to all opponents,
ignoring armour, and restore a modifier
ability.

GREEN ARRG &

Spend 1 magic to add 3 to your démage

~ score. Then deal 2 damage to all

opponents, ignoring armour.

. can blow your hunting horn. This raises
the brawn of your MASTIFF or
GILASAUR pet by 3 for the remainder

- of the combat.

Restore 4 health each time you roll two or -

more dice for your damage score.

INSTABILITY

- Spend 1 magic point and lose 2 health to
roll an extra die for your damage score.

At the end of the combat round, lower an
opponent’s armour by 1. The RAT
SWARMI lose 5 health.

4 damage dice to your opponent, ignoring armour, |

and 4 damage to all other opponents, ignoring
armour. (This ability can only be used when

triggered by RELENTLESS BLOWS -and canbe

triggered multiple times in the same combat.)

IMMOLATI®ON, METESOR and
FIREBALL.

Instead of rolling for a damage score you
canuse INTERVENTI®N to restore 8
health and regain a used speed ability.

Ifthe DAMNATI®N is reduced to zero
health, your hero may either heal 4 health |

or restore 2 spent magic points.

when determining your damage score.
Once damage has been applied, you may
restore 2 spent magic points.

If you roll a [6] for attack speed, you may
roll an extra die.

Instead of rolling for a damage scoreyou -

can spend 2 magic to cast INFECTI®N.

This inflicts 5 damage to an opponent of
your choosing, ignoring armour. They

i continue to take a further 1 damage at the ',

end of each combat round. 4

v Increase your speed by 2 and brawn by 3
until the end of the combat round.






be switched at any time to target a
ifferent opponent.

£

MAGISTER SAPIENTIA. This will restore 3 3
spent magic points and the ACUITY ability (if
available). Your next combat ability that deals ;
damage dice will deal 1 extra damage die to an

. opponent of your choosing.

S

&

If your W@ LF is in aggressive stance, then at the
start of a combat round, you can command your
SPIRIT WOLF to attack. This deals damage
equal to your pet’s brawn to any opponent,

ignoring armour.

Instead of rolling for a damage score, you can
spend 1 magic point to cast MISFORTUNE on

your opponent. This deals 3 damage dice, ignoriné .

armour. When that opponent is defeated, they deal
4 damage to any opponents next to them on the

b
combat list, ignoring armour.

The drone warns you of approaching =

~ danger giving you the upper hand in battle. .
For the first two rounds of combat, you may

reroll any of your dice for attack speed.

{ NIGHTHMARE BURN ¥

LACERATE

Instead of rolling for a damage score you can use.
LACERATE. This inflicts 2 damage dice to your
opponent, ignoring armour. At the end of the next

combat round they suffer another damage die,

' ignoring armour.

Instead of rolling for a damage score, you can 3
spend 3 magic points to cast MAJ@®R ILLUSI®ON
on yourself. If your hero would take damage from
an opponent’s damage score (as the result of ;
losing a combat round), roll a die. On a result of

" [5] or [6] the attack is ignored.

Instead of rolling for a damage score you can

spend 2 magic points to blast an opponent with
M ETE @ R. This inflicts 3 damage dice to an 3
opponent of your choosing and 5 damage to any
opponents next to them on the combat list,
ignoring armour.

|

Instead of rolling for a damage score, you can
spend 1 magic point to cast NIGHTMARE BURI
on an opponent. For the next two combat round

immediately takes damage equal to the result of
their attack speed roll, ignoring armour.

4

LARCENY
?

Spend a combat ability to restore a speed ability

you have already used.

MALAISE
?

You can now inflict the DEA+H MARK abilityon

Use this ability to ignore your oppo:
nent’s damage score. Regain 2 spent
magic points.

Instead of rolling for a damage score you can
spend 1 magic point to cast M® ®N BITE. Roll

. 5dice. Foreach [1] or [2] result, you may heal 2

health. For each result of [3] or more, deal 3

Instantly sacrifice your minion (reducing them
to zero health) and deal damage to all oppo-
nents equal to the current magic score of your

minion, ignoring armour.







@RPHAN’S COMFORT ﬁ

If your health is 10 or less, you may use
®RPHAN’S COMFORT torestore a used
speed ability and gain a charm ability.

the combat round, then you may raise your bra
by 4 until the end of the round. You may also strike -

any one opponent, inflicting 2 damage, ignoring

~ armour, before starting the combat step.

OVERKILL

Instead of rolling for a damage scoreyou
can spend 3 magic points to cast ® VER~=
KILL. This deals 8 damage to all oppo-

nents, ignoring armour, and lowers their

speed by 1 for the next combat round.

when rolling for your damage score. You :
may choose to use this ability before or

after rolling your dice.

PACK SPIRIT ﬁ

- Spend a speed or combat ability to boost

the brawn of your mA STIFf by 3 forone

- combat round.

Instead of rolling for a damage score you ca

cast PHANTASH on one opponent. That

. opponent takes 2 damage at the end of each
~ combatround. When they are defeated, you

can heal yourself and your minion for 4 heal

.~ PILE IN

Instead of rolling for a damage score you
can cast PEWER DRAIN onone
opponent. This inflicts 3 damage dice to

one opponent, ignoring armour. You can

then regain 2 spent magic points.

reduced to zero health), you may restore one
speed ability and heal 4 health. ;

Each time an opponent is defeated by one
of your passive abilities (e.g. BLEED or
TO®XIC BLADES), you may heal 4 health.

PREDATO®RY AMBUSH

Ifthe GILASAUR is in passive stance, then
choose one opponentwhois at 3 orless

health at the start of a combat round. They

.~ are reduced to zero health.

(requires a dagger in the main hand and left hand)
Instead of rolling for a damage score you
canuse PRONGED ASSAULT. This inflicts
5 damage to two opponents next to each

other on the combat list, ignoring armour.

combat (or a combat encounter) begins
and can target four adjacent opponents
_ (instead of two).

Use any time in combat to ignore the £
passive damage you would ordinarily suffer |
at the end of a combat round and heal 4 ‘
health.

_Instead of rolling for a damage score you ca
use QUICKENING. This deals 5 damage to |

two opponents, ignoring armour, plus the
brawn value of the FLINTL® CK you have

3






"RAMPAGE

You can use this ability to roll an extra die
when determining your damage score. Your

speed is increased by 1 for the next combat

equires a shield in the left hand.)

. Instead of rolling for a damage score, you

the armour value of your shield. You may

~ also restore a speed ability.

Use any time in combat to heal 3 health
and increase your speed by 1 for the next -
combat round.

you may roll seven dice. For each [1], [2] or
[3] result, deal that damage to any
opponent of your choosing, ignoring

5 armour. Damage can be allocated to

. different opponents.

_Increase your damage score by 2 foreach |

" modifier ability you have played in this
- combat round.

can spend 3 magic to bring it back to life with its .
| base magic, armour and health scores. Once used,

this ability cannot be restored through the use of
other abilities - nor is it available again during

linked encounters.

Roll five dice before combat begins. These
are your bone dice. You can use these bone
dice at any time during combat to replacea

die that you have already rolled for attack
speed or damage. Once a bone dice has

Instead of rolling for a damage score you

can use $C®URGE. This deals 3 damage ‘
to all opponents, ignoring armour. Restore

1 health for each opponent that is
defeated.

Add 1 to each die you have rolled f
damage, and restore a speed ability. This
ability costs 4 health to use.

RELENTLESS BLOWS £4¢Co

requires a hammer in the main hand)

i If you win four combat rounds in a row, ther

you can immediately performa HAMMER
BLAST in the combat phase. RELENTLESS

If you spend three or more modifier
abilities in one combat round, then you
may regain one of those modifier abilities.

Raise your armour by 3 and restore a
- charm ability (if available) that you have b
already used. This ability costs 4 health to






Ifthe DEVASTAT®R is in aggressive mode

and is the target of an attack, it can raise its
armour to 18. If the opponent fails to cause :
health damage to the DEVASTAT®R, they
take a shock blast - and must suffer 8

damage, ignoring armour. This replaces the

M\PEVASTATOR’S brawn dam:
Pris ams

You may roll an extra die to determine

“\\

your attack speed for one round of

While in aggressive stance, when you;*

SPORELING takes health damage from

an opponent’s attack, it also deals its

magic damage to the opponents next to

the attacking enemy on the combat list,
‘\ ’gnorlng armour.

 round and restore a modifier ability. (This ;‘

ability cannot be restored through the use

attack speed by 1. Your opponent takes 3 y
damage, ignoring armour. ‘

Each time an opponent dies (is reduced to -

zero health), your minion heals 3 health.

If your W@ LF is in passive stance, thenit
may heal 4 health at the end of each

combat round. This ability cannot take the

SPIRIT W@ LF above its starting health.

SYNCHRONICITY

Spend any three modifier abilities to
regain a combat ability that you have
already used. Each spent modifier also
restores 1 health to your hero.

Use this ability to deal 2 damage to all

opponents, ignoring armour. If any
opponent is reduced to zero health, then
you may restore this ability. This ability

. costs 4 health to use.

The SUPPORT DRONE automaticaiiy
gives you (and itself) the LIGHTNING
ability, dealing 2 damage to your opponent:
each time you (or the drone) take health

damage from their damage score or

Use any time in combat to raise your

armour score by 4 for one combatround

. and deal 1 damage to all opponents,

il ignoring armour.

When an opponent wins a combat round, use

STASIS toinstantly halt their attack, allowing

you to attack instead - inflicting 2 damage dice to

"“sl- your opponent, ignoring armour. Your opponent’s

speed is reduced by 2 in the next combat round.

Choose an opponent before combat begins,hlioll a |
die at the start of each combat round. On a [6] ;
result the bomb explodes. This deals 3 damage

dice to the opponent, and 1 damage die to all

other opponents in play.







allows your hero to reroll dice (for attack

speed, damage score or damage dice) you

can heal 4 health or restore 2 spent magic

points.

You cannot use any combat abilities in

combat. Each time you use a speed or
modifier ability you must suffer 2 damage,

ignoring armour.

Instead of rolling for a damage score, you

can deal 2 damage to all opponents,
. ignoring armour. Restore any spent brawn

points.

If you have spent 3 magic points in this
combat round, you can inflict 5 damage t
an opponent of your choosing, ignoring

armour.

Each time you raise your armour in
combat, you may restore your health by
the same amount as the modifier/s (up to

wil a total of 8 health per combat round).

TIME VICE. This inflicts 2 damage dice to your
opponent and 1 damage to all other opponents,
ignoring armour. It also prevents any ‘end of

- combat round’ passive damage your hero would

reroll your lowest die roll for attack speed,
and increase your brawn by 2 until theend

of the combat round.

Raise your brawn or magic by 2 for one

combat round and gain a charm special

Add your pet’s current brawn to your

. damage score.

Use any time in combat to deal 2 damage -

to all opponents, ignoring armour. If any
opponent dies, you may regain this back-

pack item with 1 use.

then it may apply an extra 1 die of damage

st to that opponent, ignoring armour.

-

Spend 1 magic to reroll your opponent’s

dice for attack speed. Any results of [1] or 7

damage score. Restore health to your hero

. equal to the value of the extra die.

While you have a two-handed weapon equip
you do not benefit from the attributes or abilities
of your left-hand item. Before combat begins, you |

. may choose any four of the following abilities to

take into combat: CHARGE, CHARM, CLEAVE,
INTIMIDATE, KNOCKDOWN, MORTAL
WOUND, RECKLESS, RETRIBUTI®N, SLA

damage to an opponent, ignoring armour.

. For each [1] result, roll an extra die.







UNLEASH TORMENT g ' UNSEEN BLADE g UNSHAKEABLE

Use any time in combat to deal 3 damage Add 2 to each die you have rolled for your

to all opponents, ignoring armour. A : damage score.

Instead of rolling for a damage score, you > If your damage score causes health
can deal 2 damage dice to each opponent

currently inflicted with BLEED or T@XIC
BLADES, ignoring armour. Your hero :

- restores 2 health for each targeted
opponent.

damage to your opponent, you may deal L round and restore a speed ability you han i
an extra 4 damage and lower their armour ; . already used. '
. by 1 for the remainder of the combat. .

Each time you use a warp ability, roll a die. On a [1] Instead of rolling for a damage score, you can
or [6] result the warp ability is not spent and can g summon a WATER SPIRIT. This deals 2 damag
& dice to all opponents, ignoring armour, and reduc-
es their speed by 1 for the next combat round. Yol o
~ mayalsorestore SLIPSTREAM and TORRENT if
~ available. 4

used again.

WITHERING STRIKES

can spend 2 brawn to deal 2 damage dice
to your opponent, ignoring armour. Lower |
your opponent’s brawn and armour by 2

for the remainder of the combat.







