
Rules Changes
1. Death and Resurrection

Slain heroes do not return to town. Their corpses stay in the square 
where they fell, with all of  their equipment and gold. Another adjacent 
hero may spend 2 movement and use two Healing Potions to return a 
slain hero to life with 1 health and 0 fatigue, or spend 1 movement and 
use a Crystal of  Tival or Amulet of  Healing to return a slain hero to life 
with full health and fatigue. Alternatively, an adjacent hero may simply 
spend 2 movement to loot the corpse for any equipment or gold the dead 
hero was using or carrying. 

A dead hero's player may choose to abandon the hero to take a new 
hero from town into the dungeon,  following all  the normal rules  for 
starting a new hero. Once a player has abandoned a hero, that hero may 
no longer be resurrected.

2. Multiple Targets
Certain abilities, such as Sweep, Breath, or Blast, cause a single attack 

to target  multiple creatures.  When performing such an attack,  make a 
single die roll for all dice except for the red, blue or white die. This die is 
rolled  separately,  along  with  any  appropriate  Stealth  dice,  for  each 
creature affected by the attack. If  any of  these dice come up as a miss,  
only that creature is missed by the attack.

3. Gold, Treasure and Items
When treasure is awarded, Treasure and gold are only given to the 

hero who opens the chest. If  there is not room in that hero's inventory, 
the remaining Treasure cards remain inside the chest, and may be picked 
up by anyone adjacent to the chest marker. Treasure cards may not be 
exchanged for gold immediately, but must be sold in town. Feat cards and 
other cards are awarded immediately, and do not need to be picked up.

Likewise, when gold is awarded for killing a monster, the gold drops 
in  a  square  the  monster  occupied.  When a  hero  touches  any  money 
marker,  that hero gets all  gold awarded by that marker.  Consequently,  
heroes may now share gold, following the same rules as giving any other 
equipment to adjacent heroes.

Dropping items and picking up tokens now costs 1 movement. When 
a hero drops an item, that item is not destroyed; instead, place a token in  
the square the item was dropped in to represent its location. 

4. Glyphs
A hero may not use a glyph to travel to or from town so long as any 

monsters have line of  sight to that glyph. The heroes must first clear out 
the area around the glyph before they may use it.  This  rule does not 
apply to the first glyph in the dungeon.

Whenever a glyph is activated, the overlord places one treasure of  the 
appropriate  level  (Bronze,  Silver  or  Gold)  face-up;  this  treasure  may 
subsequently be purchased in town for the standard amount. These are 
the only treasures that may be purchased in-town; heroes may not pay 
gold to draw random cards from any of  the Treasure decks.

5. Trait dice
Each  character  pays  a  different  cost  for  training  new  Trait  dice, 

depending on their starting Skills. When purchasing new Trait dice, the 
hero must begin and end their turn in town, and may make no other 
purchases. The price for one new or replaced Trait die is noted on each 
hero's sheet.

6. Skill Cards
Skill  Cards  are  no longer  drawn randomly.  Instead,  each  character 

starts  with  the  Skill  cards  specified,  and  may  pay  the  price  listed  to 
choose and draw a new Skill card while training in town. A character may 
never possess more than one of  any given Skill card. 

Each character pays a different cost for training new Skills, depending 
on their starting Skills. When purchasing new Skill Cards, the hero must 
begin and end their turn in town, and may make no other purchases. The 
price for new Skill cards is noted on each hero's sheet.

6. Feat Cards
Whenever a hero earns the ability to draw a Feat card, they may draw 

a number of  cards equal to the number of  Skill cards they possess in the 
Skill chosen, keep one of  the Feat cards drawn, and shuffle the rest back 
into the appropriate Feat deck. 



Wild Talent

You have the 
Sorcery 1 ability. 

In addition, you 
always roll 1 extra 
power die when 

rolling power dice to 
avoid or reduce the 

effects of  Trap cards.

Prodigy

When making a 
Magic attack, 
you gain 2 free 

surges. 

Quick Casting

After making a 
Magic attack, you 
may immediately 

spend 2 fatigue and 
exhaust this card to 
make 1 additional 

attack with the same 
weapon this turn.

Training Costs

New Trait Die:      500     500     250

New Skill Card:   3,000  3,000  1,000
Starting Items:  Immolation Rune, Leather Armor, 50 gold



Choose 2

You may start play 
with any two Skill 

cards from the 
Fighting Skill deck. 

Choose 2

You may start play 
with any two Skill 

cards from the 
Subterfuge Skill 

deck.

Training Costs

New Trait Die:     300     300     500

New Skill Card:   1,500  1,500  3,000
Starting Items: Dagger, Bow, Leather Armor, 150 gold



Leadership

When you declare a 
Ready action, you 

may move your speed 
and make one attack.

In addition, when you 
place an order, you 
may allow another 
hero to place the 

order instead.

Alchemist

Each time you 
(and only you) 

activate a glyph, 
you gain 3 

potions of  your 
choice.

Blessing

You gain the 
command 

ability.

Training Costs

New Trait Die:      400     500     300

New Skill Card:   2,000  3,000  1,500
Starting Items: Walking Stick, Tunic, 3 Potions, 25 gold



Parry

You gain +1 
Armor against 
Melee attacks.

Wild Talent

You have the 
Sorcery 1 ability. 

In addition, you 
always roll 1 extra 
power die when 

rolling power dice to 
avoid or reduce the 

effects of  Trap cards.

Mage Cloak

You gain +1 
Armor for each 
Rune you have 

equipped, up to a 
maximum of  +3.

Training Costs

New Trait Die:      400     500     300

New Skill Card:   2,000  3,000  1,500
Starting Items: Chain Mail, Immolation Rune, 50 gold



Able Warrior

When you declare an 
Advance action, you 

may immediately 
spend 2 fatigue to 
make 2 attacks this 
turn instead of  1.

Crack Shot

When making a 
Ranged or 

Magic attack, 
you may trace line 
of  sight from any 
empty space that 
is adjacent to you.

Precision

You may ignore 1 
figure or obstacle 
when tracing line 

of  sight for a 
Ranged or 

Magic attack.

Training Costs

New Trait Die:     400     300     500

New Skill Card:   2,000  1,500  3,000
Starting Items: Dwarven Fire Bombs, Leather Armor



Knight

When you declare a 
Battle action, you 

may spend 2 fatigue 
to gain movement 
points equal to half 

your speed (round up) 
and may make 3 

attacks instead of  2 
this turn.

Unmovable

When you declare a 
Battle action, you 
may place a guard 
order during your 
turn and you gain 

+1 Armor until the 
start of  your next 

turn.

Alertness

When an enemy figure 
moves into a space 
adjacent to you, you 

may spend 2 fatigue to 
immediately make 1 
attack against that 

figure. You may do this 
once each time an 

enemy figure moves 
into an adjacent space.

Training Costs

New Trait Die:     300     400     500

New Skill Card:   1,500  2,000  3,000
Starting Items: Hammer, Chain Mail, Sling



Unmovable

When you declare a 
Battle action, you 
may place a guard 
order during your 

turn and you gain +1 
Armor until the start 

of  your next turn.

Cautious

The overlord 
receives 1 fewer 

threat token each 
turn. In addition, 
Trap cards always 

deal 1 less wound to 
you (minimum 0).

Alertness

When an enemy figure 
moves into a space 
adjacent to you, you 

may spend 2 fatigue to 
immediately make 1 
attack against that 

figure. You may do this 
once each time an 

enemy figure moves 
into an adjacent space.

Training Costs

New Trait Die:     400     300     500

New Skill Card:   2,000  1,500  3,000
Starting Items: Dagger, Dagger, Chain Mail, Ghost Armor



Cleaving

Each time you kill an 
enemy with a Melee 

attack, you may spend 
1 fatigue to 

immediately make 1 
additional attack with 
the same weapon. You 
may do this once each 
time you kill an enemy 
with a Melee attack.

Brawler
When you make a Melee 

attack, you gain +1 Damage 
for each monster adjacent to 

you beyond the first one.

In addition, each time you use 
a Melee attack to deal the 
killing blow to an enemy 

figure, you inflict 1 wound 
(ignoring armor) to all enemy 
figures adjacent to it. If  the 

figure is Undying, this effect 
does not happen unless the 

figure stays dead.

Alertness

When an enemy figure 
moves into a space 
adjacent to you, you 

may spend 2 fatigue to 
immediately make 1 
attack against that 

figure. You may do this 
once each time an 

enemy figure moves 
into an adjacent space.

Training Costs

New Trait Die:     300     400     500

New Skill Card:   1,500  2,000  3,000
Starting Items: Sword, Sword, Tunic, 100 gold



Spry

Your maximum 
fatigue is increased 
by 1. In addition, 

your speed is 
increased by 1. Any 

speed reduction 
from Armor is 

applied before this 
bonus.

Swift

Your speed is 
increased by 2. Any 

speed reduction 
from Armor is 

applied before this 
bonus.

Training Costs

New Trait Die:     400     400     500

New Skill Card:   2,000  2,000  3,000
Starting Items: Bow, Leather Armor, 175 gold



Keen Sight

When making a 
Ranged or Magic 
attack, you gain +1 

Range and +1 
Damage. In 

addition your 
attacks ignore the 

Shadowcloak 
ability.

Marksman

When making a 
Ranged or 

Magic attack, 
you gain +3 

Range.

Inner Fire

When making a 
Ranged or Magic 
attack, you gain +2 

Range and +1 
Damage.

Training Costs

New Trait Die:     500     300     400

New Skill Card:   3,000  1,500  2,000
Starting Items: Sling, Leather Armor, Ghost Armor



Tough

Your maximum 
wounds are 

increased by 4.

Cautious

The overlord 
receives 1 fewer 

threat token each 
turn. In addition, 
Trap cards always 

deal 1 less wound to 
you (minimum 0).

Evasion

Ranged and Magic 
attacks suffer a -3 

penalty to range when 
targeting you. Attacks 
that target more than 
one space ignore this 

ability.

Training Costs

New Trait Die:     400     300     500

New Skill Card:   2,000  1,500  3,000
Starting Items: Throwing Knives, Dagger, 225 gold



Leadership

When you declare a 
Ready action, you 

may move your speed 
and make one attack.

In addition, when you 
place an order, you 
may allow another 
hero to place the 

order instead.

Unmovable

When you declare a 
Battle action, you 
may place a guard 
order during your 
turn and you gain 

+1 Armor until the 
start of  your next 

turn.

Charm

When a monster 
surrenders, you may 

choose to restore it to 
full health. If  you do, 
the monster activates 
on the end of  each of 
your turns, and you 
control its actions. 

You may only control 
one monster at a time.

Training Costs

New Trait Die:     300     500     400

New Skill Card:   1,500  3,000  2,000
Starting Items: Walking Stick, Leather Armor, Ghost Armor, 25 gold



Mighty

Whenever you 
make a Melee 

attack, you gain 
+2 Damage.

Berserker

You gain +2 Damage to 
all of  your attacks 

whenever you have lost 
half  or more of  your 

wounds.

This bonus increases to 
+4 Damage whenever 

you have one quarter of 
your wounds or fewer 

remaining.

Training Costs

New Trait Die:    300     500     500

New Skill Card:   1,500  3,000  3,000
Starting Items: Hammer, Ghost Armor, 50 gold



Lightfinger

Lightfinger is your 
familiar. Take the 

Lightfinger marker 
at the start of  the 

game.

Cautious

The overlord 
receives 1 fewer 

threat token each 
turn. In addition, 
Trap cards always 

deal 1 less wound to 
you (minimum 0).

Burglar

It only costs you 1 
movement point to open 

or close a door, or to 
open a chest. In 

addition, Trap cards 
played by the Overlord 
in response to an action 
you have taken cost him 

1 extra threat.

Training Costs

New Trait Die:     500     250     500

New Skill Card:   3,000  1,000  3,000
Starting Items: Sling, Leather Armor, Ghost Armor



Marksman

Whenever you 
make a Ranged 
or Magic attack, 

you gain +3 
Range.

Prodigy

Whenever you 
make a Magic 

attack, you gain 
2 free surges.

Inner Fire

Whenever you 
make a Ranged 
or Magic attack, 

you gain +2 
Range and +1 

Damage. 

Training Costs

New Trait Die:     500     400     300

New Skill Card:   3,000  2,000  1,500
Starting Items: Mage Staff, Wizard's Robe, 75 gold



Mighty

Whenever you make
a Melee attack,

you gain +2
Damage.

Weapon Mastery

When making a
Melee attack, you 
gain 2 free surges.

Brawler
When you make a Melee attack,
you gain +1 Damage for each

monster adjacent to you beyond
the first one.

In addition, each time you use a
Melee attack to deal the killing
blow to an enemy figure, you

inflict1 wound (ignoring armor)
to all enemy figures adjacent

to it. If  the figure is Undying,
this effect does not happen
unless the figure stays dead.

Training Costs

New Trait Die:     250     500     500

New Skill Card:   1,000  3,000  3,000
Starting Items: Axe, Morning Star, Chain Mail, 25 gold



Relentless

When you declare
an Advance

action, you may 
immediately

recover 1 fatigue.

Marksman

Whenever you make
a Ranged or Magic

attack, you gain
+3 Range.

Born to the Bow

All Ranged attacks
that you make using
two-handed weapons

are aimed attacks.

Training Costs

New Trait Die:     400     300     500

New Skill Card:   2,000  1,500  3,000
Starting Items: Bow, Leather Armor, Dagger, Dagger, 125 gold



Counterattack

After an enemy figure
in your melee range

rolls a miss result you
may immediately make
1 Melee attack against

that figure. You may do
this once each time an
enemy figure in your
melee range rolls a

miss result.

Weapon Mastery

When making a
Melee attack, you
gain 2 free surges.

Mighty

Whenever you make
a Melee attack, you
gain +2 Damage.

Training Costs

New Trait Die:     250     500     500

New Skill Card:   1,000  3,000  3,000
Starting Items: Axe, Chain Mail, 100 gold



Berserker

You gain +2 Damage to 
all of  your attacks 

whenever you have lost 
half  or more of  your 

wounds.

This bonus increases to 
+4 Damage whenever 

you have one quarter of 
your wounds or fewer 

remaining.

Enduring

Armor does not 
reduce your speed. 
In addition, if  you 

are not wearing 
Armor, you gain +1 

Armor.

Evasion

Ranged and Magic 
attacks suffer a -3 
penalty to range 

when targeting you. 
Attacks that target 

more than one 
space ignore this 

ability.

Training Costs

New Trait Die:     300     400     500

New Skill Card:   1,500  2,000  3,000
Starting Items: Dagger, Throwing Knives, Leather Armor, 175 gold



Inner Fire

When making a 
Ranged or Magic 
attack, you gain +2 

Range and +1 
Damage.

Prodigy

Whenever you 
make a Magic 

attack, you gain 2 
free surges.

Wild Talent

You have the 
Sorcery 1 ability. 

In addition, you 
always roll 1 extra 
power die when 

rolling power dice to 
avoid or reduce the 

effects of  Trap cards.

Training Costs

New Trait Die:     500     500     250

New Skill Card:   3,000  3,000  1,000
Starting Items: Bane Rune, Dagger, 25 gold



Berserker

You gain +2 Damage to 
all of  your attacks 

whenever you have lost 
half  or more of  your 

wounds.

This bonus increases to 
+4 Damage whenever 

you have one quarter of 
your wounds or fewer 

remaining.

Bear Tattoo

You have the 
Grapple ability. 
In addition, your 

maximum 
wounds are 

increased by 2.

Tough

Your maximum 
wounds are 

increased by 4.

Training Costs

New Trait Die:     250     500     500

New Skill Card:   1,000  3,000  3,000
Starting Items: Axe, Chain Mail, 100 gold



Enduring

Armor does not 
reduce your speed. 
In addition, if  you 

are not wearing 
Armor, you gain +1 

Armor.

Parry

You gain +1 
Armor against 
Melee attacks.

Evasion

Ranged and Magic 
attacks suffer a -3 
penalty to range 
when targeting 

you. Attacks that 
target more than 
one space ignore 

this ability.

Training Costs

New Trait Die:     300     400     500

New Skill Card:   1,500  2,000  3,000
Starting Items: Sword, Dagger, Ghost Armor, 50 gold



Berserker

You gain +2 Damage to 
all of  your attacks 

whenever you have lost 
half  or more of  your 

wounds.

This bonus increases to 
+4 Damage whenever 

you have one quarter of 
your wounds or fewer 

remaining.

Mighty

Whenever you 
make a Melee 
attack, you gain 

+2 Damage.

Cautious

The overlord 
receives 1 fewer 

threat token each 
turn. In addition, 
Trap cards always 

deal 1 less wound to 
you (minimum 0).

Training Costs

New Trait Die:     300     400     500

New Skill Card:   1,500  2,000  3,000
Starting Items: Walking Stick, Leather Armor, Ghost Armor



Nimble

Your maximum 
fatigue is increased by 
1. In addition, it never 
costs you more than 1 

movement point to 
enter a space. (Other 
costs and effects to 
enter a space are not 

affected.)

Spry

Your maximum 
fatigue is increased 
by 1. In addition, 

your speed is 
increased by 1. Any 

speed reduction 
from Armor is 

applied before this 
bonus.

Swift

Your speed is 
increased by 2. 

Any speed 
reduction from 

Armor is applied 
before this bonus.

Training Costs

New Trait Die:     300     400     500

New Skill Card:   1,500  2,000  3,000
Starting Items: Dagger, Dagger, Leather Armor, Ghost Armor, 50 gold



Mighty

Whenever you 
make a Melee 
attack, you gain 

+2 Damage.

Alertness

When an enemy figure 
moves into a space 
adjacent to you, you 

may spend 2 fatigue to 
immediately make 1 
attack against that 

figure. You may do this 
once each time an 

enemy figure moves 
into an adjacent space.

Cautious

The overlord 
receives 1 fewer 

threat token each 
turn. In addition, 
Trap cards always 

deal 1 less wound to 
you (minimum 0).

Training Costs

New Trait Die:     400     300     500

New Skill Card:   2,000  1,500  3,000
Starting Items: Sword, Chain Mail, 125 gold



Tiger Tattoo
Your speed is increased

by 1. Any speed reduction
from Armor is applied

before this bonus.

Your maximum fatigue
is increased by 1.

In addition, you take no
damage from falling into

pits or from pit Trap cards.

Acrobat
You may move through

enemy figures. In addition,
you may enter and move
through obstacles (but

not other props, such as
scything blades or boulders)

without effect. You may
not end your movement
or make an attack from a
space occupied by either

another figure or an
obstacle that blocks

movement.

Ran's Mark
During your turn, you

may sacrifice 1 wound to
place a dodge, aim, or
rest order on yourself.

You may do this up to 2
times per turn, but you
may never have more
than one order placed
at a time. Losing these

wounds cannot be
prevented by any means.

Training Costs

New Trait Die:     400     400     400

New Skill Card:   2,000  2,000  2,000
Starting Items: Throwing Knives, Dagger, 225 gold



Leadership

When you declare a 
Ready action, you 

may move your speed 
and make one attack.

In addition, when you 
place an order, you 
may allow another 
hero to place the 

order instead.

Cautious

The overlord 
receives 1 fewer 

threat token each 
turn. In addition, 
Trap cards always 
deal 1 less wound 
to you (minimum 

0).

Skilled

Your maximum 
fatigue is 

increased by 2.

Training Costs

New Trait Die:     400     300     500

New Skill Card:   2,000  1,500  3,000
Starting Items: Sword, Crossbow, Leather Armor, 25 gold



Blessing

You have the 
Command 

ability.

Spiritwalker
When making a Magic 

attack, you may cause the 
attack to originate from 

any space up to 10 spaces 
away that contains a 

friendly figure (but not a 
familiar). All aspects of  the 
attack (such as tracing line 

of  sight and calculating 
range) are done as though 

you were in that space.

Mage Cloak

You gain +1 Armor
for each Rune you
have equipped, up
to a maximum of 

+3.

Training Costs

New Trait Die:     500     500     250

New Skill Card:   3,000  3,000  1,000
Starting Items: Ghost Armor, Mage Staff



Telekinesis

Spend 1 fatigue during
your turn to move any
figure within your line

of  sight 1 space,
following normal

movement rules. You
may use this ability

multiple times, paying
its cost each time.

Mage Cloak

You gain +1 Armor
for each Rune you
have equipped, up

to a maximumof  +3.

Mata and Kata

Familiar

Mata and Kata are
your familiars. Take
the Mata and Kata
markers at the start

of  the game.

Training Costs

New Trait Die:     500     500     250

New Skill Card:   3,000  3,000  1,000
Starting Items: Ghost Armor, Mage Staff



Earth Pact

You may move through
rubble obstacles without
effect. You must end your 

movement in an empty
space and you may not
attack while in the same

space as a rubble obstacle.
In addition, if  you do not
move during your turn,
you recover 2 wounds at

the end of  your turn.

Ran's Mark

During your turn, you
may sacrifice 1 wound to

heal all other friendly 
igures within 3 spaces
of  you (regardless of

line of  sight) by 1
wound. You may do this
up to 2 times per turn.
Losing these wounds
cannot be prevented

by any means.

Shar the Brightwing

Familiar

Shar the Brightwing
is your familiar.

Take the Shar the
Brightwing marker

at the start of
the game.

Training Costs

New Trait Die:     500     500     250

New Skill Card:   3,000  3,000  1,000
Starting Items: Blinding Light Rune, Leather Armor, 100 gold



Holy Aura

You have the 
Aura 1 ability.

Vampiric Blood

You gain 1 fatigue
each time you deal
the killing blow to
an enemy figure. If

the figure is
Undying, you do
not gain fatigue

unless the figures
stays dead.

Necromancy

When you kill a
monster, you may

choose to restore it
to full health. If  you

do, the monster activates
on the end of  each of
your turns, and you
control its actions.

You may only control
one monster at a time.

Training Costs

New Trait Die:     500     500     250

New Skill Card:   3,000  3,000  1,000
Starting Items: Crystalize Rune, Tunic



Dead Eye

Your Ranged 
attacks gain +2 

Damage and cannot 
be dodged.

Piercing Shot

Exhaust this skill 
before making a 

Ranged attack to 
make that attack an 

aimed attack and give 
it Pierce 10. This skill 
only refreshes when 
you (and only you) 

activate a glyph.

Ranger

All Ranged attacks 
you make using one-
handed weapons gain 

+1 Damage. All 
ranged attacks you 
make using two-

handed weapons gain 
+2 Damage.

Training Costs

New Trait Die:     500     250     500

New Skill Card:   3,000  1,000  3,000
Starting Items: Throwing Knives, Dagger, Leather Armor, 175 gold



Spry

Your maximum 
fatigue is increased 
by 1. In addition, 

your speed is 
increased by 1. Any 

speed reduction 
from Armor is 

applied before this 
bonus.

Skilled

Your maximum 
fatigue is 

increased by 2.

Blessing

You have the 
Command 

ability.

Training Costs

New Trait Die:     400     400     400

New Skill Card:   2,000  2,000  2,000
Starting Items: Sword, Chain Mail, Iron Shield, 100 gold



Bear Tattoo

You have the
Grapple ability. In

addition, your
maximum wounds
are increased by 2.

Divine Retribution

When you are killed
by an enemy figure,
all unnamed enemy

figures within 3
spaces of  you are
immediately killed
as well. This ability

ignores the
Undying ability.

Boggs the Rat

Familiar

Boggs the Rat is
your familiar. Take
the Boggs the Rat
marker at the start

of  the game.

Training Costs

New Trait Die:     400     500     300

New Skill Card:   2,000  3,000  1,500
Starting Items: Ghost Armor, Mage Staff



Runner

When you declare 
a Run action, you 
may immediately 
spend 1 fatigue to 

make 1 attack.

Berserker

You gain +2 Damage to 
all of  your attacks 

whenever you have lost 
half  or more of  your 

wounds.

This bonus increases to 
+4 Damage whenever 

you have one quarter of 
your wounds or fewer 

remaining.

Ox Tattoo

You are immune 
to Daze, 
Grapple, 

Knockback, 
Stun, and Web.

Training Costs

New Trait Die:     250     500     500

New Skill Card:   1,000  3,000  3,000
Starting Items: Axe, Chain Mail, 100 gold



Runner

When you declare 
a Run action, you 
may immediately 
spend 1 fatigue to 

make 1 attack.

Enduring

Armor does not 
reduce your speed. 
In addition, if  you 

are not wearing 
Armor, you gain +1 

Armor.

Marksman

Whenever you 
make a Ranged 
or Magic attack, 

you gain +3 
Range.

Training Costs

New Trait Die:     300     400     500

New Skill Card:   1,500  2,000  3,000
Starting Items: Bow, Hammer, 225 gold



Battle Cry

When you declare a 
Battle action, you 
may immediately 

restore 1 fatigue to 
yourself  and all 
adjacent heroes.

Knight

When you declare a 
Battle action, you 

may spend 2 fatigue 
to gain movement 
points equal to half 
your speed (round 

up) and may make 3 
attacks instead of  2 

this turn.

Unmovable

When you declare a 
Battle action, you 
may place a guard 
order during your 
turn and you gain 

+1 Armor until the 
start of  your next 

turn.

Training Costs

New Trait Die:     250     500     500

New Skill Card:   1,000  3,000  3,000
Starting Items: Sword, Dagger, Leather Armor, 150 gold



Marksman

Whenever you 
make a Ranged or 
Magic attack, you 

gain +3 Range.

Keen Sight

When making a 
Ranged or Magic 
attack, you gain +1 

Range and +1 
Damage. In addition 
your attacks ignore 
the Shadowcloak 

ability.

Eagle Eye

When making a 
Ranged attack, you 

gain Pierce 2. In 
addition, when 

making a Ranged or 
Magic attack, you 

gain +1 Range.

Training Costs

New Trait Die:     500     250     500

New Skill Card:   3,000  1,000  3,000
Starting Items: Bow, Leather Armor, Dagger, 100 gold



Bear Tattoo

You have the 
Grapple ability. In 

addition, your 
maximum wounds 
are increased by 2.

Tough

Your maximum 
wounds are 

increased by 4.

Unmovable

When you declare a 
Battle action, you 
may place a guard 
order during your 
turn and you gain 

+1 Armor until the 
start of  your next 

turn.

Training Costs

New Trait Die:     250     500     500

New Skill Card:   1,000  3,000  3,000
Starting Items: Plate Mail, Iron Shield, Sword, -50 gold debt



Inner Fire

When making a 
Ranged or Magic 
attack, you gain +2 

Range and +1 
Damage.

Spiritwalker
When making a Magic 

attack, you may cause the 
attack to originate from 

any space up to 10 spaces 
away that contains a 

friendly figure (but not a 
familiar). All aspects of 

the attack (such as tracing 
line of  sight and 

calculating range) are done 
as though you were in that 

space.

Telekinesis

Spend 1 fatigue during 
your turn to move any 
figure within your line 

of  sight 1 space, 
following normal 

movement rules. You 
may use this ability 

multiple times, paying 
its cost each time.

Training Costs

New Trait Die:     500     500     250

New Skill Card:   3,000  3,000  1,000
Starting Items: Sunburst Rune, Wizard's Robe, 50 gold



Enduring

Armor does not 
reduce your speed. 
In addition, if  you 

are not wearing 
Armor, you gain +1 

Armor.

Deflect Arrows

You gain +1 
Armor against 

Ranged attacks.

Training Costs

New Trait Die:     400     400     500

New Skill Card:   2,000  2,000  3,000
Starting Items: Axe, Crossbow, 50 gold



Battle Cry

When you declare a Battle 
action, you may immediately 
restore 1 fatigue to yourself 

and all adjacent heroes.

Knight

When you declare a
Battle action, you may
spend 2 fatigue to gain
movement points equal

to half  your speed
(round up) and may

make 3 attacks instead
of  2 this turn.

Vampiric Blood

You gain 1 fatigue
each time you deal
the killing blow to
an enemy figure. If

the figure is Undying,
you do not gain

fatigue unless the
figures stays dead.

Training Costs

New Trait Die:     300     500     400

New Skill Card:   1,500  3,000  2,000
Starting Items: Leviathan, Leather Armor



Knight

When you declare a 
Battle action, you may 
spend 2 fatigue to gain 
movement points equal 

to half  your speed 
(round up) and may 

make 3 attacks instead 
of  2 this turn.

Eagle Eye

When making a 
Ranged attack, you 

gain Pierce 2. In 
addition, when 

making a Ranged or 
Magic attack, you 

gain +1 Range.

Marksman

Whenever you 
make a Ranged or 
Magic attack, you 

gain +3 Range.

Training Costs

New Trait Die:     400     300     500

New Skill Card:   2,000  1,500  3,000
Starting Items: Bow, Leather Armor, 225 gold



Taunt

When an enemy 
figure within 5 spaces 

of  you declares an 
attack, but before dice 

are rolled, you may 
force the figure to 

target you with that 
attack if  it is able to 

do so.

Trickster
Exhaust this skill before an 

enemy figure makes an attack 
against you that only targets 1 

space. That attack is 
redirected against another 

figure (friendly or enemy) of 
your choice. If  the redirected 
attack is unable to hit its new 
target (due to range, etc.) then 
it automatically misses. This 
skill only refreshes when you 

(and only you) activate a 
glyph.

Charm

When you kill a 
monster, you may 

choose to restore it to 
full health. If  you do, 
the monster activates 
on the end of  each of 
your turns, and you 

control its actions. You 
may only control one 

monster at a time.

Training Costs

New Trait Die:     400     400     400

New Skill Card:   2,000  2,000  2,000
Starting Items: Crystal Shield, Dagger, 25 gold


