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Cursed heroes may still use Hero abilities or Heroic feats that 
require an action as hero skills are de�ned as abilities exclusive 
to Class cards.

Road to Legend
A Cursed monster skips all actions that requires it to 
perform a special action on its Monster card.

Diseased

Card text: At the start of your turn, test ŵ. If you 
pass, discard this card or token. If you fail, suffer 1 ȇ
and keep this card or token.

Doomed
Card text: Each time you su�er 1 or more Ȁ, su�er 
1 additional Ȁ. Each of your attacks gains:ŭ: 
Discard this card or token.

Conditions are applied in step 5 of combat 
when damage is dealt. As Doom triggers when a �gure su�ers 
damage (which takes places a�er damage is dealt), it triggers 
during the attack in which it is applied (See "Steps of Combat" 
on page 6).
Doom increases the Ȁ su�ered by the attack by 1 Ȁ. It does 
not create a separate instance of su�ering damage.

Road to Legend
If a monster performs an attack and has 1 or more ŭ 
remaining a�er spending all ŭ it can (ignoring ŭ that 
have no e�ect and are not needed), it spends 1 ŭ to discard 
“Doomed.”

Immobilized
Card text: You cannot perform move actions or 
suffer ȇ to gain movement points. Discard this card 
or token at the end of your turn.

When a �gure is immobilized all movement 
points regardless of its source are lost.
Any ability that is not a move action may be used while a �gure 
is Immobilized. �is includes abilities that remove a �gure 
from the map and place it in another space, abilities that allow 
a �gure to move an amount of spaces based on its Speed, and 
abilities which allow a �gure to gain movement points.
Errata (GER): �e current errata states that immobilized 
heroes may su�er ȇ to gain movement points. �is is wrong 
and will be changed in the next o�cial errata.

Road to Legend
An Immobilized monster skips all actions that require it to 
perform a move action. 
At the end of each Immobilized monster’s activation, discard 
this condition.

Poisoned
Card text: At the start of your turn, test Ų. If you 
pass, discard this card or token. If you fail, su�er 1 
Ȁ and keep this card or token.

to a �gure that already has the corresponding condition card or 
token, a second instance of that condition cannot be applied 
and in�icting that condition has no e�ect.

Conditions can be removed:
1. When a figure is defeated all conditions are discarded.
2. During the cleanup step of the Campaign phase all 

conditions are discarded.
3. Actions on the Condition card, abilities (e.g. Cleansing 

Touch) and other game e�ects allow the removal of 
conditions. Prerequisites to successfully remove a 
condition are speci�ed with the ability or the e�ect.

Condition cards o�en specify e�ects related to a �gure’s turn. 
For monsters, familiars, allies and other �gures that do not 
have their own turn, “turn” should be read as “activation” 
instead.
A �gure that otherwise has restricted actions (e.g. familiars, 
�gures treated as heroes) may use any of its actions to perform 
actions printed on Condition cards. Currently, actions of this 
kind are present on the Condition cards Bleeding, Burning, 
and Stunned.

Condition cards and tokens are not limited by supply.

Bleeding
Card text: Ŭ: Discard this card or token. For each 
other action you resolve while you have this card or 
token, su�er 1 ȇ.

Road to Legend
If a Bleeding monster cannot perform any other action, it 
performs the special action to discard “Bleeding.” 

Burning
Card text: You or a �gure adjacent to you may 
perform an action to discard this card or token. At 
the end of your turn, you and each friendly �gure 
adjacent to you su�ers 1 Ȁ.

If the Burning condition is discarded before the end of a 
�gure's turn, the Burning �gure does not su�er the damage.
Figures treated as heroes may perform the special action to 
discard Burning from itself or an adjacent hero.

 

Road to Legend
If a Burning monster cannot perform any other action, it 
performs the special action to discard “Burning” from itself 
or an adjacent monster
If a monster has multiple monsters from which it can discard 
“Burning“, it discards “Burning” from the monster with the 
least Health remaining.

Cursed
Card text: You cannot use monster actions, hero 
skills, Ally actions or ally skills denoted with a Ŭ. At 
the start of your turn, test ų. If you pass, discard 
this card or token. If you fail, keep this card or token.

Errata (GER):  Should read “You cannot use monster actions 
or skills denoted with a Ŭ.”
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Advance
�e Knight �rst moves then 
performs a standard attack.
�e Knight may skip the move or 
the attack when using Advance.
Advance is considered to be an 
interrupt.
�e movement cannot be 
interrupted by an action without 
a speci�c trigger as it is not a move 
action.
"3.5. Special Situations in Combat" 
on page 87

Challenge
Challenge can only be exhausted 
during the knight's turn. 
If a monster has a hero token due 
to Challenge and the Knight uses 
Challenge on another monster, he 
takes the hero token from the �rst 
monster and places it on the second 
monster.

Oath of Honor
�e Knight performs the following:
1. Choose another hero within 

3 spaces that is adjacent to a 
monster. Choose a monster 
adjacent to the hero.

2. Place the Knight in the closest 
empty space from his current 
position that is adjacent to the 
chosen monster. If there is no 
adjacent empty space, place 
the Knight in an empty space 
within 2 spaces of the chosen monster which is closest to 
the Knight's current position. 

3. If possible perform an attack against the chosen monster.
See "3.5. Special Situations in Combat" on page 87.

Guard
Errata: �is card should read: 
“When a monster moves into an 
empty space adjacent to you, exhaust 
this card to interrupt that monster’s 
activation and perform an attack 
with a Melee weapon. A�er this 
attack is resolved, if the monster was 
not defeated, it may continue its 
activation.”

Defense Training
�e Knight may exhaust Defense 
Training and then exhaust his shield 
during the same attack.

Defend
When the Knight uses Defend 
against an attack that targets 
multiple adjacent heroes, he may 
choose one targeted �gure and 
declare himself as a new target.
If the Knight uses Defend and was 
targeted himself as part of a multi-
target attack, the attacks a�ects him 
twice and he rolls his defense dice 
once each instance.

Stalwart
Stalwart may be interrupted by 
Advance before the Knight is 
knocked out by Stalwart.

Shield Slam
�e ± ability of Shield Slam does 
not require the Knight to deal 
damage to the chosen monster. �e 
chosen monster is stunned in step 
4 (Spend surges) of the attack (see 
"Steps of Combat" on page 6).

Knight
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Merrick Farrow - Cursed by 
Power
Cabal

When a monster uses the Overseer 
ability during an attack targeting 
or a�ecting multiple �gures, other 
monsters within 3 spaces of any 
a�ected �gure count towards the 
total Ȁ added to the attack results.

Mystic Might
�e overlord may use this card 
multiple times in step 2 (Roll dice) 
of an attack. 

Raythen - Skulduggery
Petty �e�

If a game e�ect causes a monster 
carrying search tokens to be no 
longer considered a monster, the 
search tokens are placed in the space 
the monster occupied before it 
stopped being considered a monster.

Rylan Olliven - Inner Corruption
One of Us

One Of Us is considered to be an 
interrupt when used a�er a failed ŵ 
test during an attack. It may cause 
the hero to increase the distance to 
the target of the attack. However, 
a Melee attack does not miss as the 
target was valid in step 1 (Declare 
weapon and target) of the attack. 
Range required for a ranged attack 
is only a�ected when One of Us is 
played before step 3 (Check Range) 
of the attack (see "Steps of Combat" on page 6).

Serena - Silent Protector
Brethren 
Brethren does not allow a monster to 
perform an additional attack if that 
would exceed the monster's limitation on 
the number of attacks per activation.

Oath of Silence
A monster under the e�ect of 
Oath of Silence may perform only 
move actions. It cannot perform 
other actions (including actions on 
Condition cards, climb out of pit 
spaces, special actions from quest 
rules, etc.).

Shared Burdens
If a monster would su�er XȀ, 
Shared Burdens may be used to 
reduce that damage by an amount 
between 1Ȁ and X-1Ȁ,

Skarn - Twisted Soul
�underous Fall

�is card may be used when a huge 
or massive monster has Ȁ tokens 
equal to its Health and is defeated.
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