hero who is adjacent to a Barg‘ﬁ—é;t and suffers 1 ¢
from Howl also suffers 2 §.

£ Baxéham spend M in the following order:
M.+ X

T

£ 4 < -4 e & Tk .
all monsters activated, each hero

g \
3 S " X T After each Elemental’s activation, it uses Air.

a. I s
* Air: Undil this monster’s next activation, only adjacent heroes

b5y, i A Spot the closest hero.
can attack ir. A Attack the closest hero in line of sight. N
. ) A If within 2 spaces of a hero, perform a move action and
(JE Rerol . o)
o0 3 4

e




mm!on Cave Splder resoN I
'rms a move action and retreats. Then its activation

Discased.

A Engage the closest hero within 5 spaces of this monster
who is not Diseased.

A Attack a hero who is not Diseased.

# Engage the closest hero. e

A Attack a hero. |

(-; J‘_ f\’ki-‘ e B

* a0

’erowhosuﬂ'ers'duungan itacklsBurnmgé-

- Spot the closest hero.

- A Use Water.

A If within 2 spaces of a hero, perform a move action and
retreat.

) BURROWING RETREAT

| Immediately after an Elemental uses Earth, place
it in the closest empty spaces not adjacent to any
hero.

i A Engage as many heroes as possible within 5 spaces of this

monster.

A Use Earth.

& gpot the closest hero.

s Atta frhe c]psest hero.




& Emfhs spend A in the following order:
/ +X ¢
SPECIAL

Throw: Place the hero as far as possible from the closest other
hero.

-sh Moulders spend A in the fol]owiné order:
M: Mend X
M X

SPECIAL

Mend: The Flesh Moulder only uses Mend if that
' Flesh Moulder has suffered 8 equal to or greater
" than X).

Heal: Flesh Moulders only use Heal on a monster if
’ﬂiat monster has suffered at least 1 €.

|

n Archers spend f in the followmg order:

: Range (when necessary)
MN: X




Each Ettin gains .Il:ﬁ‘ow‘ o and meed.lu?tely uses Throw o “
the adjacent hero with the lowest . g

A Attack a hero.
# Use Throw on the adjacent hero with the lowest §. 3 3
A Engage the closest hero. £

'ﬁ, r’.:‘_ " P AR SO
ime J Each time a hero'Sttfers W, the closest monster to that
thin 3 spaces that is not a Flesh Moulder recovers an hero that has suffered ¥ recovers 1 $. ¥

al amount of §.

pr i OF

s 7 y .
Each attack gains +3 Range. The ma
+1 @ for each adjacent minion Goblin Archer.

Q%pt;t the hero with the least Health remaining.
A Attack the hero within 3 spaces of this monster with the
least Health remaining. Then retreat.




7 Mc;‘rlods spend M in the following ol'dCéi
M : Immobilize
M+ X
GPECIAL

Flail: The master Merriod uses Flail whenever
. possible.

N

& Shéﬁ;:w Dragons spend 4 in the followi;lg order:
M : Fire Breath (if at least 1 additional hero is affected)
M+ X

SPECIAL

Fire Breath: Use only if at least 1 additional hero
| isaffected. When tracing the path for Fire Breath,
" include as many heroes as possible without tracing

| through monsters.

M : Disease
MN:+ X

SPECIAL

Grab: Zombies only use Grab on heroes who are not
. Immobilized.

N

ORDER _ ol W

this activation, move that hero 1 space away from the
closest Merriod.

v

Breath traces a path of 6 spaces‘f;i‘sltead of

w

4

Aft;r mh’Zombie’s";mtivation, that%inbie perfotm?‘

Grab on a hero.

Each attack gains +2 ¢.

A Engage the closest hero.
A Attack a hero.




SRR R i
'erom'ora'd]{menttoawaterspaoem

s X pages of that Merriod.

4 ;‘ Engagc the farthest hero who is within 6 spaces.
A Attack a hero.
# Engage the closest hero.

¥

T

,- “A ,-e. _1‘ I
Apply + .Spee.d to each monster.

After
each hero adds W to his result equal to the number of
adjacent Zombies. Each hero who fails is Terrified.

A Engage as many heroes as possible within 4 spaces. 3
A Attack a hero. ]
A Engage the closest hero. A

"3  ScENT OF LIVING FLESH

| Apply +2 Speed to each Zombie. Each attack
gains +1 §.

RELENTLESS DEAD oos
After all Zombies have activated, each hero suffers

¥ equal to the number of Zombies he is -

adjacent to. T

A Engage the closest hero. 4
A Attack a hero. # Engage as many heroes as possible within 4 spaces of this
monster. |

E P A Attack a hero. 8
o -]




‘ - e 'zm
- SURGE ORDER_
* Fire Imps spend M in the following order:

M : Range (if necessary)

M : Burn

MN:+ X

SPECIAL

@m Reroll

B T 4

! ! . [ e F 5 -

liIQGﬁ'OligE&, g : After all m'onsi:lrs :Euvatei, te:cl; H‘);bn; Sentinel m ‘&

ER: . e toward t ¥ &

Hnyrid Sentinels spend ¢ in the following order: B S S £
M : Fire Breath (if at least 1 additional hero is affected) # Engage the hero within 3 spaces of this monster with'the

ok lowest ¥. 3

A Attack the adjacent hero with the lowest §. 1

SPE # Engage the closest hero. 5od

Fire Breath: Use only if at least 1 additional hero A Attack a hero.

is affected). When tracing the path for Fire Breath,
include as many heroes as possible without tracing

| through monsters.

SURGE ORDER _
i Ara:*shyuras spend A in the following order: T il o e e rcireate. oy
M : Pierce X

SPECIAL

Pincer Attack: When an Arachyura is instructed to engage
a hero, it engages a second hero at the same time if
possible.

B T 4

weadigfl 4




Fete ” -~ 1N -y
Each attack that targets a hero who is Burning gains
+1 9.

# Spot the closest hero who is not Burning.

# Attack a hero within 3 spaces of this monster who is not
Burning.

A Attack the hero within 3 spaces of this monster with the
most Health remaining.

A Spot the closest hero.

() FIERY DARTS
Each attack gains +3 Range.

# Spot the hero with the lowest €.
A Attack the hero within 5 spaces of this monster with the
o

lowest G».

)(-Io

' Fire Breath traces a path of 6 spaces instead of 4.

A Engage the closest hero.
A Attack a hero.

— T T

If a hero is Burning after being attacked, that hero is also s
Terrified.

A Spot the closest hero who is not Burning.

A Attack a hero within 3 spaces of this monster who is not
Burning.

A Attack the hero within 3 spaces of this monster with the

lowest @®.,

~ Spot the closest hero.

;.

Q& ' C'Asmzms THE WEAK_

Apply -2 § to each hero during attacks (to a minimum
of 1).

A Engage the hero with the lowest §.
A Attack the adjacent hero with the lowest .

Each hero ad]acent to an Arachyura unmedlately tests X¥.
Each hero who fails is Cursed.

Engage the closest hero.
A The closest hero in line of s1ght tests )t» If he
 fails, heis Cursed

! » Use PmcerAttack on up to 2 heroes.
- A Engage the closest hero.
R

csabaﬁiw

'POISONOUS STING

If a hero is dealt 8 and cancels no 8 with @, that herois .
Poisoned.

A Engage the hero within 5 spaces of this monster with the
lowest @

# Use Pincer Attack on up to 2 heroes.

# Engage the closest hero.

4
o4

fps % , A
nxmmﬁsnmum



Cg?ﬁbn Drakes spend A in the followiné order:
- M: Disease
M+ X

v

T 4o

in Witchers spend A in the followi;lg order:
M : Range (when necessary)
~ M:Curse

oﬁn‘;ﬁx Reavers spend A in the following order:
- M Pierce X (if the W results are equal to or greater than X)

- M+ X

ENO

i

h ero'whé sufférs ¥ during a.n*;ttack is Poisoned.

ions attack |




Each attack gains Pierce 1.

A Engage the hero within 6 spaces of this monster with the
most § suffered.

A Attack the adjacent hero with the most ¥ suffered.

# Engage the closest hero.

» Spot thc closest hero. ¥
A Attack the hero er.h.ln 3:-\9P3.C€S with the highest

* After all monsters activated, each hero adjacent to 1
or more Volucrix Reavers tests $®. Each hero who fails
suffers 1 . Then move each Volucrix Reaver 3 spaces
away from the closest hero.

# Use Skirmish on the closest hero within 4 spaces of this
monster.

A Attack the adjacent hero with the least @
suffered.

# Spot the closest hero.

() SURPRISE ATTACK

Each time a hero is attacked, he may choose
to suffer 1 4. If he does not, he cannot roll his
defense pool.

A Use Skirmish on the closest hero within 4 spaces of this
monster.

A Attack the adjacent hero with the least 8 suffered.

# Spot the closest hero.

by v b m

After a master resolves its activation, each adjacent hero i i
Poisoned.

A Engage as many heroes as possible within 5 spaces of this
monster.

# Attack a hero who is not Diseased.

A Attack the adjacent hero with the highest §.

# Engage the closest hero.

Jump Oﬂ: A CUFF
After all monsters activated, each hero who is Cursedand

adjacent to an elevation line moves 1 space across that
elevation line and suffers 3 §.

-, Attack the hero within 3 spaces with the l'u
1 -
~ Spot tllc.g:ioscst hero.

ursed.
# Spot the closcst hero.

R
Each hero who suffers @ during an attack is Bleeding.

A Use Skirmish on a hero within 4 spaces of this monster
who is not Bleeding.

A Attack a hero who is not Bleeding.

# Spot the closest hero.

A Use Skirmish on the closest hero.




 SURGE ORDER_

Harpies spend A in the following order:
M : Swarm

~ SURGE ORDER_
Plague Worms spend A in the following order:
M : Weaken

M+ X

SPECIAL

Burrow: Place each affected hero as far as possible
from the closest other hero.

o v
. SURGE ORDER_
Changelings spend A in the following order:

M Bleed
M : Wither

SPECIAL

@ Reroll

At the start of the master’s activation, if at least 1 Harpy N
is adjacent to a hero, the hero with the most Harpies :
adjacent tests §. If he fails, he is Weakened. If he passes,

each adjacent Harpy moves 2 spaces away.

# Engage the hero within 6 spaces of this monster with the
lowest §.

# Engage the closest hero.

A Attack the adjacent hero with the lowest §.

Burrow i)laces the plague worm within 6 spaces instead
of 3.

A Use Burrow on as many heroes as possible.
A Attack the adjacent hero with the least o suffered.
# Engage the closest hero.

Each hero who suffers @ during a minion’s attack is =
Diseased and Poisoned. x




Wy

| . a hero adjaoent to a Plagu NWorm!s ffer: Eachifimer ln;.r;) mmoved by Burrow, that hero tests .
that hero tests §. If he fails, he is Poisoned. Each hero who fails is Immobilized.

more ¢
A Use Burrow on as many heroes as possible.

A Engage the closest hero.
A Attack a hero.

h-.
b“

TREACHEROUS WHIS

ghsesz.usper, ea‘c*-h hu'o who falleﬂ 4
moves 1 space towards the closest other hero. &?

After all monsters activated, all heroes adjacent to at least
1 other hero are Bleeding.

A Engage as many heroes as possible within 5 spaces of this
monster. :4
A Engage the closest hero. A

A Whisper. Then retreat

SEEDS OF DOUBT 8§06
Each Changeling uses Whisper after activating;

each hero who fails moves 1 space away from the

closest other hero and is Cursed. 5y

i A Engage the closest hero who is not Cursed. i
» Attack a hero who is not Cursed. -'f

A Engage the closest hero. e

£ A Attack a hero. %l




- » GUARch DIRECTIVE |

' SURGE ORDER _ Apply +2 Speed to each monster. i
Ironbounds spend A in the following order: A Attack the hero with the highest Speed.
N:+ X # If this monster has attacked, engage the monster within 5

spaces of this monster with the most ¥ suffered.
SPECIAL # Engage the closest hero.
Protect: Ironbound always use the effect of Protect on behalf
of adjacent monsters, unless suffering the 1 4

would defeat the Ironbound. When Ironbound are
instructed to engage a monster, they do not engage

monsters that also have Protect.

- ﬁ%*ﬁé&»-ﬂﬂ

GNASHING HORQE 4 ;
Each hero who suffers ¢ dunng an attack is Bleeding.

| SURGE ORDER_
Rat Swarms spend A in the following order:
M : Feast
SPECIAL

Merge: Minion Rat Swarms only use Merge if the target has
suffered .

p Engage the closest hero.
# Attack a hero.

Bleeding.

Reroll

Engage the closest hero.
Perform a move action and retreat.
- ST :
SEWER NiGHTMARE ~ #y<=(J

Each hero who suffers $ during an attack is Terrified.

# Engage a hero within 5 spaces who is not Terrified.
A Attack an adjacent hero who is not Terrified.
A Engage the closest hero.

A Attack a hero.
# Perform a move action and retreat.

i fﬁ%ab&ﬁ;-l‘
CONSUME FLESH

o SURGE ORQEK, Each time an Ynfernael Hulk performs an attack, it ™y
recovers § equal to the § dealt (after the defense roll).
Ynfernal Hulks spend ¢ in the following order:

M : Charge (if it was not adjacent to the target at the start of # Use Bloodrush on the farthest hero within 7 spaces.

the activation) A Attack the adjacent hero with the most ¥ suffered.
M : Knockback # Engage the farthest hero.
SPECIAL

Bloodrush: Spend the movement points to engage
the specified target.

Knockback: Place the hero as far as possible from
the closest other hero.

g o
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A Attack the hero within 3 spaces of this monster with the
highest w®.,

A If this monster has attacked, engage the monster within 3
spaces of this monster with the most 8 suffered.

# Engage the closest hero.

B
»

 can use Merge on any master monster.

‘hero must in_mieéliately suffer 1 ¢ or move
from the master Ynfernael Hulk.

A Engage the closest hero.
A Attack the adjacent hero with the most o suffered.
# Use Bloodrush on the closest hero.

B tibovind thihediatcly recovii s ©.

A Attack the hero within 2 spaces of this monster with the
highest §.

A If this monster has attacked, engage the monster within 3
spaces of this monster with the most & suffered.

# Engage the closest hero.




/SURGE ORDER_

Bandits spend A in the following order:
M : Black Venom

M+ X

SPECIAL

Pillage: When choosing the target of Pillage, Bandits
choose heroes with faceup Search cards if possible.
When choosing which Search card to shuffle back
into the deck, randomly choose a faceup Search card.
If the player has no faceup Search cards, randomly
choose one of his facedown Search cards.

'SURGE ORDER_

Wraiths spend M in the following order:
M : Doom

M+ X

SPECIAL

Death Cry: When choosing between Doom and 1
¥, always choose Doom unless the target is already
Doomed.

Reaper: When the master wraith uses the effect of
Reaper, it spots and attacks a hero within 8 spaces.

'SURGE ORDER_

Bone Horrors spend ¢ in the following order:
M Lash

M : Pierce X

SPECIAL

Lash: Place the hero as far as possible from the closest
other hero.

"’W*‘?mﬂ"ﬁ

)('IO

e

IT AND RUN
After all monsters activated, each Bandit within 2 spaces of
a hero performs a move action and retreats.

~ most W suffered.
A Spot the closest hero.,

W suffered.
A Engage the closest hero.
A Attack the closest hero within 5 spaces.

C&*ﬁw 4% o

RPOREAL CLAWS
Each attack gains Pierce 2. s

A Use Death Cry on the hero within 3 spaces of this
monster with the lowest .

A Spot the closest hero.

A Attack the hero within 3 spaces of this monster with the
lowest X¥.

23A . g
: — > L
e ke
? " GRIM THRASHING
If the Lash ability moves a hero, each other hero tests %¥. iy
Each hero who fails is Terrified.

A Spot the closest hero.
A Attack the hero within 3 spaces of this monster with the
lowest Speed.
A If within 3 spaces of a hero, perform a move action and
retreat.




 Each time a Bandit uses Pillage and does not defeat the
target, that Bandit moves 2 spaces away from the closest
hero.

A Engage the hero within 5 spaces of this monster with the
most § suffered.

A Use Pillage on the adjacent hero with the most 8
suffered.

# Engage the closest hero.

A Attack the closest hero in line of sight.

)(-Io

§ Heroes cannot vollmtanly suffer d or exhaust cards
during this activation.

# Use Death Cry on the hero within 3 spaces of this
monster with the most § suffered.

# Spot the closest hero.

# Attack the hero within 3 spaces of this monster with the
most W suffered.

|
—— T

Each hero who suffers @ during an attack suffers g
additional § equal to the number of Search cards he has.

A Engage the closest hero with a Search card.
A Use Pillage on the adjacent hero with the most Search
cards.
A Attack the closest hero in line of sight.
# Engage the closest hero.

Q&ab&i»

SHROUD OF DESPAJIL

Death Cry affects all heroes within 3 spaces instead of 1
hero.

A Spot as many heroes as possible.

A Use Death Cry on 2 or more heroes.

A Attack the hero within 3 spaces of this monster with the
lowest %¥.

v A Spot the closest hero.
A Attack the closest hero &

%

334 oo
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HELL OF BONES
Each hero who suffers @ during an attack is Terrified.

A Spot the closest hero who is not Terrified.

A Attack a hero within 3 spaces of this monster who is not
Terrified. Then retreat.

# Spot the closest hero.

# Attack a hero.

A If within 3 spaces of a hero, perform a move
action and retreat.

4
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SURGE ORDER

Broodwalkers spend A in the following order:
M : Colonize

M Terrify

MN:+ X

SURGE ORDER

Reanimates spend A in the following order:

M : Swarm

SPECIAL

Whenever possible, Reanimates end their movement adjacent
to as many other reanimates as possible while still
following the instructions of the activation.

Marrow Priests spend A in the following order:
M : Mortal Binding (if the target’s hero token is not on the
Marrow Priest card)

MN: X

SPECIAL

Shadow Step: When a Marrow Priest gains
movement points from Shadow Step, it immediately
spends the movement points to retreat from the hero
who attacked.

¥ 252 . . 2§
T e o el o)

R BB o Oh el e | W
PLAGUE BUGS

Each time a Broodwalker ends its activation, each adjacent
hero tests £®. Each hero who fails is Diseased.

# Engage a hero within 3 spaces of this monster who is not
Diseased.

# Attack the adjacent hero with the lowest %¥.

# Engage the closest hero.

A Attack a hero.

* CHARGE ORDER_
Apply +1 Speed to each Reanimate for each master

Reanimate on the map.

# Engage the closest hero.
A Attack a hero.

26A A
e o

BIND THE BONES

Each hero whose token is on the Marrow Priest card
immediately tests @, Each hero who fails is Inmobilized.

~ Engage the closest hero.

# Attack the adjacent hero with the lowest ®®. Then
retreat.

A If within 2 spaces of a hero, perform a move action and

retreat.




R
e

! ‘\. ply +2 S peed to each Broodwa.lker.

| A Engagc the hero within 5 spaces of this monster with the

lowest Speed.
A Attack the adjacent hero with the highest Speed.
# Engage the closest hero.

s
Vclﬂi‘éto who suffers ' du.rmg an a&ack tests ﬂ'Each
hero who fails is Terrified.

Vclﬂi‘éto whose token is on the Ma.rrow Priest c%rd

_mmedlately tests @, Each hero who fails moves 4 spaces

aw‘ay from the closest Marrow Priest.

A Engage the closest hero.

# Attack the adjacent hero with the lowest @®. Then
retreat.

A If within 2 spaces of a hero, perform a move
action and retreat.

hero with the highest ¥.

A Engage the hero within 4 spaces of this monster with the
highest €.

A Attack the adjacent hero with the highest §.

A Engage the hero with the highest §.

hero meedlately tests & Fach hero who fails
whose token is on the Marrow Priest card suffers 1 .
Each hero who fails whose token is not on the Marrow
Priest card places his token on the Marrow Priest card.

# Engage the closest hero whose hero token is not on the
Marrow Priest card.
# Attack a hero.

A Perform a move action and retreat.

el

el
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€23 SHAMBLING COLOSSUS
SURGE ORDER

Shambling Colossuses spend M in the following order:
MN:+ X

SPECIAL

Reroll

~—

If a hero in a space with a black border suffers @ during
an attack, that hero is Immobilized.

~ Engage a hero within 4 spaces of this monster who is in a
space with the most black borders.
# Engage the closest hero.
A Attack the adjacent hero who is in a space with the most
black borders.

ORDER_

The Dispossessed spend # in the following order:

M : Terrify
M+ X

SPECIAL

Ethereal Hold: Ethereal Hold is used at the start of
the Dispossessed’s activation. If a Dispossessed has
a hero token on its base and there is an empty space
adjacent to the corresponding hero, discard that
token, remove that Dispossessed from the map, and
place it adjacent to that hero.

Fearbrand: At the end of each Dispossessed
activation, each Dispossessed uses Fearbrand on the farthest
hero in its line of sight; place that hero’s hero token on its
base.

Reroll

PECAR <
SPIDER

SURGE ORDER

Bane Spiders spend M in the following order:
M : Poison
M : Pierce X

28A

L

o :--a-*g PO
~ FORGET WHAT YOU DID
Immediately use Ethereal Hold. Each time a hero suffers
¥ during an attack, that hero immediately tests §. If
he passes, remove the attacking monster from the map
and place it in the farthest space in line of sight of that
hero. After all monsters activated, each Dispossessed uses
Fearbrand.

A Attack the adjacent hero with the least Health

remaining.

A If within 6 spaces of a hero, perform a move
action and retreat.

$ 29A ; 2
EXPLOSIVE PODS

Each attack gains +2 Range and Blast.

S

A Spot the hero within 8 spaces of this monster with the
most heroes adjacent.

A Attack the hero within 5 spaces of this monster with the
most heroes adjacent.

¥ 30A
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. If a Terrified hero suffers §, each other hero is Terrified.

# Engage the closest hero.
# Attack the adjacent hero with the lowest 3.

(o) TOWERING DOOM

After all monsters activated, each hero within 3
spaces of 1 or more Shambling Colossuses tests
¥; each hero add W to the results equal to the number of
Shambling Colossuses within 3 space. Each hero who fails
is Doomed.

# Engage as many heroes within 4 spaces of this monster as
possible.
~ Engage the closest hero.
- A Attack the adjacent hero with the most Health remaining.

Immediately use Ethereal Hold. Each time a hero does
not suffers § during an attack, that hero tests @ If he
passes, he suffers @ equal to his defense results. After all
monsters activated, each Dispossessed uses Fearbrand.

A Attack the adjacent hero with the least Health remaining.
A If within 6 spaces of a hero, perform a move action and
retreat.

() FORGET WHO YOU WERE

Immediately use Ethereal Hold. If a hero rolls

1 or more blank results when rolling defense

dice, that hero tests 2. If he passes, he is Stunned
and Immobilized. After all monsters activated, each
Dispossessed uses Fearbrand.

A Attack the adjacent hero with the least Health remaining.
A If within 6 spaces of a hero, perform a move action and

retreat.

~ monster. :
A Use Cocoon on 2 or more heroes.

A Spot the closest hero.

A Attack the closest hero who is Immobilized.

Ly TIPS

LTI NDRCE n

¥ 30B
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IMPALING BONESPEAR _

If the target of an attack has no ¥ remaining after

resolving Puncture, that attack affects an additional hero;
choose the hero with the lowest €* that is adjacent to the
target space or this monster.

most Health rcmammg
A Engage the closest hero. 43
A Attack the adjacent hero with the most Health

r

# Engage the closcs ero
# Attack the adjacent hero who is in a space
the most black borders.

e ST

Fo&(;ET WHO YOU LOVED

Immediately use Ethereal Hold. Each time a hero suffers
¥ equal to his Health, before being defeated, that hero
tests % . If he passes, each hero within 3 spaces if him
moves 1 space away and is Immobilized. After all monsters
activated, each Dispossessed uses Fearbrand.

# Attack the adjacent hero with the least Health remaining.
A If within 6 spaces of a hero, perform a move
action and retreat.

CLUTCHING CHELICERAE

At the start of each monster’s activation, each adjacent
hero tests %®. Each hero who fails is Immobilized.

A Spot the closest hero.

A Attack the closest hero in line of sight.

A If within 2 spaces of a hero, perform a move action and
retreat.
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’ 5 ~ SNEAK UP
'SUKGE ORDER_ Each Beastman immediately moves 1 space toward the “
closest hero.
Beastmen spend A in the following order: b
H:+ X # Attack a hero.
A Attack the adjacent hero with the most § suffered.
SPECIAL # Engage the closest hero.

Command: Minion monsters only use Command if rerolling
the die cannot produce a worse outcome for the
entire attack.

BT e

g WINGS OF THE Nxcm" 1
» SUKGE ORDER_ Apply +3 Speed to each monster. “
Razorwings spend M in the following order:
M- Stun A Engage the hero within 8 spaces of this monster with the
N X® lowest €».
A Attack the adjacent hero with the lowest €®. Then retreat.
# Engage the closest hero.
=

ﬁw 4 o

ANTLMAGIC RIPPLE

Each hero who suffers @ during an attack must unequip §
all of his equipped cards.

/SURGE ORDER_
Chaos Beasts spend ¢ in the following order:
MN:+ X

SPECIAL

Morph: The Chaos Beast uses the dice of the figure it is

attacking. If the target figure does not have attack dice,

the Chaos Beast uses the dice of the figure in its line of Atta e hero withi

sight with the most dice in its attack pool. equipped cards.

A Spot the closest hero.
R

Sorcery: Range and ¥ are converted so that the
maximum @ is dealt.

3BA . & b 13



At the end of this activation, each hero adjacent to the

master Beastman tests §®. Each hero who fails is Stunned.

A Attack a hero.
A Attack the adjacent hero with the least Health remaining.
# Engage the closest hero.

L "mﬂ“&m

e A

Each Beastman immediately moves 2 spaces to be adjacent
to as many heroes as possible.

A Attack the hero with the most Health remaining.
A Engage the closest hero.

Ifa hero is defeated the next closest hero tests %2. If he
fails, he is Stunned.

4 Engage the closest hero.
A Attack the adjacent hero with the highest €.

AL he closest hero.
A Engage the closesc hero.

> ﬁ;ab&i»-

; Apply +10 Speed to each Chaos Beast.

A Spot the closest hero.
A Attack the closest hero. Then retreat.
A If within 2 spaces of a hero, perform a move action and

retreat.

«;maa»

SNATCH AND DRAG AWAY

When Razorwings retreat, they move away from the next
closest monster instead of the closest hero. If the target of

a Razorwing’s attack suffered @ during the attack and was
not defeated, for each space that Razorwing retreats, move
the target 1 space toward that Razorwing.

# Engage the closest hero.
A Attack the adjacent hero with the most Health

remaining. Then retreat.

DREADFUL CAOOPHONY

Each hero who suffers @ during an attack moves away
from the attacking monster a number of spaces equal to
the amount of § suffered.

A Spot the closest hero.
# Arttack the closest hero.

o il L
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o ' E A D . "4.-“ ‘
Move eachﬁgu.re that suffers @ du.nhflga.n attack 3 sp
away from the monster that performed the attack.

b Glaiars spend M in the following order:

M Stun

< .

Each f that suffers @ from an attack with Blast fho
1 space toward the closest other non-adjacent hero.

2 lLa‘,‘  Beetles spend 4 in the following oren
M : Blast (if at least 1 additional hero is affected)
M+ X

E] Reroll

e

ER. A hero who fails is Immobilized.

H:+ X A Engage a hero within 4 spaces of this monster who isnot
Immobilized. 3

# Engage the closest hero. -I{!

A Attack the adjacent hero with the highest Speed. A




Immed.lately before the master Giant uses Sweep, each
other monster within 2 space of the master Giant moves 2
spaces away from it.

# Attack a hero.
A Engage the closes; hero.

teack the hero within 2 spaces of this monster

with the highest Health. X

» Engage the closest hero.
MR

e Ifa.n attac:k is a miss, reroll the attack die once and target
the next closest hero in line of sight instead.

# Spot the closest hero.

# Attack a hero within 4 spaces of this monster.

A If within 2 spaces of a hero, perform a move action and
retreat.

- !l CO“NTI@LLED meuﬁ

Sweep does not affect monsters.

Attack the hero wnahm 2 spaces of this m
with the highest Health.

Each hero adjacent to a Lava Beetle is immediately
Burning. Each hero who suffers 8 during an attack is
Burning.

A Spot the hero within 6 spaces with the most heroes
adjacent.
A Spot the closest hero.

() LAVA OUTBURST

If the target of an attack is in or adjacent to a

hazard space, add 1 additional red power die to

the attack.

# Spot the hero within 6 spaces with the most hazard spaces
within 1 space.

A Spot the closest hero.

A Attack the hero within 3 spaces with the most hazard
spaces within 1 space. Then retreat.

A 1f within 2 spaces of a hero, perform a move action and

" Each Golem unmedlately recovers 4 .

A Engage the hero within 3 spaces of this monster with the
highest €».

A Engage the closest hero.

# Attack the adjacent hero with the highest G®.

A Attack the hero within 3 spaces with the most
heroes adjacent. Then retreat.

A If within 2 spaces of a hero, perform a move
action and retreat.

ﬁ%

RUNE OF RECALL-
The hero with the lowest ®® tests ®®. If he fails, remove

that hero from the map and place him adjacent to as many
Golems as possible.

A Engage the hero within 3 spaces of this monster with the
lowest @
# Engage the closest hero.

PF R

$ 368

A Attack the adjacent hero with the lowest @®.



X Mé}hs’ae spend A in the following order:
~ M:Stun

M Immobilize

M : Poison

h Wish: The master always uses the effect of Death Wish
chooses the minion with the least Health remaining.

Sorcery: Range and 8 are converted so that the maximum
W is dealt.

W
»

'Crgp Dragons spend A in the foﬂowiné order:
- M Blast (if at least 1 additional hero is affected)
- M+ X

SPECIAL

Cause Fear: Unless instructed otherwise, Cause Fear
moves the hero away from the Crypt Dragon that
| performed it.

-
>

Each B0k

Poisoned.

G0N Lo i STRTNTe Of sightof T8
must immediately either exhaust a Shield or test %®. Eac
hero who fails is Immobilized.

e e

] GAZ

more Medusae

v W gy

W during an Setack is Discascibs



- PENETRATING da &8 . ~ LLUSIO OUR_
k gains +3 Range and ignores line of'sléjt. hero immediately tests @ and adds W to the results
o, - A equal to the number of Medusae in his line of sight. "‘i"
| _ﬁigpot the closest hero. Each hero who fails cannot roll defense dice during this
A Attack the hero within 6 spaces of this monster with the activation. {
lowest @=. -
A If within 2 spaces of a hero, perform a move action and A Spot the hero within 5 spaces of this monster with the :g
retreat. fewest conditions. A
A Attack the hero within 3 spaces of this monster
i with the fewest conditions.
i A If within 2 spaces of a hero, perform a move
R* action and retreat.
P A Spot the closest hero.

- ; * 3 et : : i 7 N v 5 &5 » gy |

h minion Sorcerer’s attack, it switc p#ges i he master’s at?ack, the target Reto Switches spaces
mhg;xnacﬁwied monster that is farthest from that minion with the farthest monster from that hero.

Sorcerer.

Reto oo snfitts ¥ during an attack is affected
by Cause Fear.

< C e

ar affects tath hero.v;vithin‘3 spaces.

A Spot the hero within 6 spaces of this monster with the {
lowest % 3
A Spot the closest hero. :g
A Attack the hero within 3 spaces of this monster with the
lowest .
A If within 2 spaces of a hero, perform a move
action and retreat.




4 \'\"\ . ‘ui'b D, " |

3 SUKC'E VORDEK, Each time a hero su.ffers 1 d from Da.rk l;rayer, that hero
& resolves the effect again, continuing to do so until he
Dark Priests spend A in the following order:
M+ X
SPECIAL

@ Reroll

SUKC'E ORDEK, 4 A .. After the master’s activation, each ad]acent hero tests §.

. ' Each hero who fails is Immobilized. "
Wendigos spend A in the following order: |
: ttack the adjacent hero wil e highest &.
AP AL the adiaceniliEes Tl he iohEC S
A Attack the adjacent hero with the highest &. |
# Engage the closest hero. |

b

o

3 SUKC'E ORDEK, ™ = Each attack gains +3 Range. 5 2 N
Manticores spend 4 in the following order: A Attack the closest hero. |
N Raflge (when necessary) A Attack the closest hero.

M : Poison A Spot the closest hero

M : Pierce X ]




‘A Use Dark Prayer on eclq,scst hero.
» Spot the closcst herosies
et

RIS

(<)% SurpLICATION OF DOOM

Each hero who suffers 1 ¢ from Dark Prayer is
also Doomed.

# Use Dark Prayer on a hero who is not Doomed.
A Use Dark Prayer on a hero who is Doomed.
A Spot the closest hero.

' Each time a hero suffers @ during an attack, that hero
tests G*. If he fails, that monster attacks that hero again.

A Attack the adjacent hero with the most Health remaining.

A Attack the adjacent hero with the most Health remaining.

# Engage the hero within 5 spaces of this monster with the
lowest Speed.

# Engage the closest hero.

 After each attack, each other hero within 3 spaces of the
target tests $®. Each hero who fails suffers 2 §.

A Attack the hero within 5 spaces of this monster with the
highest €».

# Attack the hero within 5 spaces of this monster with the
most Health remaining.

# Spot the closest hero.

Db i b ety

ey
CRIPPLING PRAYER

Each hero who suffers 1 ¢ from Dark Prayer also suffersa

random condition he does not currently have.

~

- e closest héfé withiii"S_sﬁ'accs of thisimonster;
Spot the closest hero. E

If a Wendigo performs an attack that defeats a hero, it
recovers all § and the next closest hero tests 3. If he fails,
he is Stunned.

A Attack the adjacent hero with the most Health remaining.
A Attack the adjacent hero with the least Health remaining.
# Engage the hero within 5 spaces of this monster with the
least Health remaining.

# Engage the closest hero.

ﬁ%

ING PRgDATO&
Each hero immediately tests *. Each attack gains +X
Range, where X is equal to twice the number of heroes
who fail.

A Attack the hero in line of sight with the most 8 suffered.
A Attack the hero in line of sight with the most 8 suffered.
# Spot the closest hero.

o Sl &

$ 428
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achifiero token®

5

imh:edu;‘t‘ely recovers 3 é- I €:

; Oé_k; spend M in the following order:
- M: Knockback
M+ X

SPECIAL

Knockback: Place the hero as far as possible from
the closest other hero.

-
b

C) 5o g Rl
ggftswing: The Troll always uses the effect of Backswing

5 an(i'ci'iooses each hero with 2 or less €®, or the hero with the

lowest €2 if there is no hero with 2 or less %®.
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~ Eac ] rme& by an Ogte gaﬁm 1 cach in lme‘of’;lght of an Ogrﬂmmedmtely tests X
: he ro oken on the Ogre’s Monster card. ;5 add @ to the results equal to the number of hero tokens
o~ on the Ogre’s Monster card. Each hero who fails suffers d
equal to the number of ¥ rolled in excess of his 3.
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Herdesvw‘aﬁno't use
this activation.
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’SU&GE ORDER_
Hellhounds spend A in the following order:
M : Fire Breath (if at least 1 additional hero is affected)

M : Pierce X (if the W results are equal to or greater than X)
M Hunt

SPECIAL

Fire Breath: Use only if at least 1 additional hero
is affected). When tracing the path for Fire Breath,
include as many heroes as possible without tracing
through monsters.

Hunt: If the master Hellhound is on the map,
place the hero adjacent to as many other heroes as
possible. If the master is not on the map: place the hero as far
as possible from the closest other hero.

Reroll

’SU&GE ORDER_
Kobolds spend A in the following order:
M : Swarm

SPECIAL

Spawner: Place the minion Kobold in an adjacent space that
is the closest to the closest hero.

Small Beginnings: Minions are not placed when
setting up a new area of the map. However, if a
group is placed outside of setup (such as at the end
of a round or after interacting with an element on
the map) place the minions.

Reroll

'SURGE ORDER_
Dark Minotaurs spend 4 in the following order:
M : Pierce X (if the W results are equal to or greater than X)

SPECIAL

Reroll

A Attack the hero with the most condmons

R i bt . i)
T I'%’

Each hero with 1 or more faceup Search cards immediately
tests @, Each hero who fails places 1 Hellhound adjacent
to him.

A Engage the hero within 3 spaces of this monster with the
most faceup Search cards.

# Engage the closest hero.

A Attack the adjacent hero with the most faceup
Search cards. Then retreat.

# If adjacent to a hero, perform a move action and
retreat.

After each master Kobold attacks, place 1 minion Kobold
adjacent to the target.

A Attack t.he adjacent hero with the most Kobolds ad]ac g
A If within 2 spaces of a hero, perform a move
action and retreat. f

COMPUCATIONS

Each Diseased hero unmedlately gains 1 random
condition he does not have for each Dark Minotaur
within 3 spaces of him.

- Engag_e thc closest

A If adjacent to a hcro, move 2 spaces away fr
that hero ey

o e
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h ",‘Efo;v‘vhb suffers ;' from an attack ls"Bu.n:uggwc Each hero 'immediaély tests ¥ and adds Wequaltothe
| o, ; ) . number of Shop Item cards he has. Each hero who fails ‘E’i
~ Engage a hero within 5 spaces who is not Burning. places his figure adjacent to the master Hellhound; ifhe

A Engage the closest hero. cannot, he suffers 3 ¢.
A Attack an adjacent hero who is not Burning. Then retreat. 3
A Attack an adjacent hero. Then retreat. A Engage the hero within 3 spaces with the highest cost |
Shop Item card. ad

A Engage the closest hero.

|

&

A Attack the adjacent hero with the highest cost
Shop Item card. Then retreat.
A If adjacent to a hero, perform a move action and

B”E] YNFERNAL WATCHDOGS
Each hero who suffers 8 during an attack suffers
additional ¥ equal to the number of Shop Item

cards he has equipped.

k

k

L. § i.
# Engage the farthest hero within 5 spaces of this monster.

|

&

| A Artack the adjacent hero with the most Health remaining,

retreat.

A Engage the hero within 6 spaces of this monster with the : i
most Health remaining. 5

A Engage the closest hero.

. Th?;l retreat. : =

e & ! . o Wiy A
hero adjacent to 1 or more Kobolds immediately
tests §; each hero adds 1 ¥ to his results for each adja.celi{}':
Kobold. Each hero who fails is Stunned. 21

GANG Up

Each hero immediately tests ®®. Each hero who
ails places 1 Kobold adjacent to another Kobold.

- - DEAD _11' R ’ i "
. = T 7 . R 4 o B ; o 4,4
| Rush adds 2 red power dice instead of 1. . After all monsters activated, each hero immediately suffer
; A ¥ equal to the number of Dark Minotaurs within 3 spaces

of him.
# Engage the closest hero.

A Attack the hero with the least § suffered.

A If adjacent to a hero, move 2 spaces away from that hero.

3"@] %  PROMISE OF RUIN

k

Each hero not adjacent to a Dark Minotaur is

diately Dc d
A Engage the farthest hero within 5 spaces of this monster. =
A Engage the closest hero. - i
A Attack the hero with the least ¥ suffered. “

A If adjacent to a hero, move 2 spaces away from that hero.




Entomb: If an Ice Wyrm is within 1 space of a hero token,
it must end its movement so that its figure is still adjacent to
that hero token.

57
o

A

"

During this activati;n, V¥ rolled deas d instead o.f . :

| Fhékc When a Shade is instructed to use Flicker on a hero A Use Flicker on the hero within 3 spaces of this monster
that it is adjacent to, it skips that action. e ot o e
e A Engage the closest hero.
Soul Shackle: When a hero within 3 spaces of 1 or more > shtiack the adjacans herbrliis the musegur o

Shades recovers #, cach Shade always uses Soul Shackle unless
doing so would defeat that Shade.

IR Rerol
R

# If this monster has performed an attack this activation, it
moves 2 spaces away from the closest hero.

4

A
Lhed

o
-

affects each hero in line of sight. .i

Cr;;*w Hags spend A in the following R
MN:+ X

SPECIAL

Death Omen: Each time a hero chooses to suffer a condition
from Death Omen, he randomly chooses a condition
he does not have and suffers that condition.

57
o

A
Lhed




VE]M;) HORRIFIC VISAGE

|
|

A}'Jse Flicker on the farthest hero posslble
A Attack the adjacent hero with the highest €®.
A If this monster has performed an attack this activation, it
moves 2 spaces away from the closest hero.

If a hero tests %® and fails, each other hero in line
of sight of that hero is Terrified.

A Use Flicker on a hero within 3 spaces of this monster.
A Engage the closest hero.

A Attack an adjacent hero who is not Terrified.
» Attack a hero.

After eaach'[oeWymfs attack, each hero wltl.un 1 space of -r'

the target tests ¥ or €. Each hero who fails must choose’?ﬁ

to either suffer 2 ¢ or is Immobilized.

A Attack the hero within 2 spaces of this monster with the
most heroes adjacent.
# If this monster has performed an attack during this

hero.
A Engage the closest hero.

Each G hero suﬁ'els v, the Croleag w1th the niost'
W suffered recovers @ equal to the ¥ the hero suffered.

activation, it moves 2 spaces away from the closest

o

-
q
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/SURGE ORDER_
Demon Lords spend A in the following order:
M : Wither

SPECIAL

Sorcery: Range and 0 are converted so that the maximum

W is dealt.

Reroll

/SURGE ORDER_

Skeleton Archers spend A in the following order:
M : Range (if necessary)

M+ X

SPECIAL

Reroll

R GV";. ‘. AP

laEx, - 2t
SURGE ORDER

Blood Apes spend A in the following order:
MN:+ X

W~ =
EMONIC LURg ‘ 59
Each hero within 3 spaces of a D,
tests % . Each hero who fails moves 2 spaces toward the
closest Demon Lord.

# Spot the closest hero.

A Attack the hero within 3 spaces of this monster with the
least o suffered. Then retreat.

A If within 2 spaces of a hero, perform a move
action and retreat.

ﬁ%%h

YOLLEY FIRE

Each attack gains +1 Range and +1 ¥ for each other
Skeleton Archer within 3 spaces of the Skeleton Archer
performing the attack.

A Attack the hero in line of sight with the most Health

remaining.

T . e C

Each Blood Ape immediately moves a number of spaces
toward the closest hero equal to the number of heroes who
have suffered $.

'._. L&p Atwclcon as man)%herdés as posmble Faid
® Engage the closest hero

remaining.
A Engage the hero within 5 spaces of this monstes
with the most ':suffered

DAL o i o

%S‘IA - g 1ah

e B RS el B e Wi NG

Lord immediately S




®The hero \;vith the highest ®® tests %¥. If he fails, place
each Demon Lord as close to that hero as possible and
each Demon Lord recovers 4 ¥.

Each hero immediately tests ®® for each Demon Lord
in his line of sight. Each hero who fails 1 or more tests is

A Spot the closest hero.

# Attack the hero within 4 spaces of this monster with the
highest @®. Then retreat.

A If within 2 spaces of a hero, perform a move
action and retreat.

dun 3 spaces of thls monster w1th ithe &
most Health remaining. Then retreat. '
A If within 2 spaces of a hero, perform a move
action and retreat.

() REVERSE SUMMONING

The hero with the highest ®® tests @, If he
fails, place him adjacent to the farthest Demon
Lord, in the space that is the farthest from his current
space.

with the most Health rem: nmg
A If within 2 spaces of a hero, perform a mo
action and retreat.

o

S
SEU e SRS, Y-

A Spot the closest hero.

A Attack the hero within 3 spaces of this monster with the
highest @ Then retreat.

A If within 2 spaces of a hero, perform a move action and

retreat. .

mab&i‘w

e

v ERRATED ARROWS :
" Fach hero who suffers ' during an attack suffers all Each hero who suifets ¥ during an attack is Bleeding. “
conditions currently suffered by 1 or more Skeleton
Archers. A Spot the closest hero who is not Bleeding.
A Spot the closest hero.
# Spot the hero within 7 spaces of this monster who has the | & Attack a hero within 3 spaces who is not Bleeding,
fewest conditions. A Attack the closest hero.

A Attack the hero within 3 spaces of this monster who has
the fewest conditions.
A Spot the closest hero.

(J PIERCING SHOTS

Each time a Skeleton Archer defeats a hero, it
immediately performs an attack that targets the
next closest hero to that Skeleton Archer.

A Spot the hero within 7 spaces of this monster with the
most § suffered.

A Attack the hero within 3 spaces with the most ¥ suffered.

A Spot the closest hero.

ELE o Al

Each time a hero suffers @ during this activation, it moves
1 space toward the master Blood Ape.

" Each hero who is not Stunned may immediately choose 1
adjacent Blood Ape and test . If he passes, the Blood Ape
is Stunned. If he fails, he is Stunned.

: - Use Leap Attack on as many hcrocs as posstblc Y
Engage the closest hero.

Leap Attack on as many helroes as [.;osslble
Engage the closest hero.

suffered. 2
A Engage the closest hero.
R e R

Engage the closest hero
S = _/w-s.' = XTI
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e - EHERR R
¥ FERROX &
'SURGE O : ' g
bF 4 l:lg;& i i Each hero who fails suffers @ equal to the amount of  he
" Ferrox spend M in the following order: o A Tt iy
M : Pierce X (if the W results are equal to or greater than X) s ol
M : Disease

b ¥ 4

% URGE ’0 3 4 D ? - After all monsters activated, each N:ga movestinumber "
Lo o RDE& 3 spaces away from the closest hero equal to the number of g
Nagas spend A in the following order: D Lo S
M : Poison
SPECIAL

o
5{:

b ¥ 4

Constrict: If the hero fails the ¥ test, move the Naga 1 space
away from the closest other hero and then place the
hero in the space farthest from his current space.

Sorcery: Range and 8 are converted so that the
maximum ¥ is dealt.

i

\ A ,?‘(.;f.fos B » = Eadht
L ool ey Each hero who fails is Blinded. "l
Burrowing Horrors spend A in the following order:
gl A Use Burrow on as many heroes as possible.
ok S A Attack an adjacent non-Blinded hero. 3
A Attack an adjacent hero. |
SEE ~ Engage the closest hero. y

Burrow: Place each affected hero as far as possible
from the closest other hero.




ero wtth a faceup Sea.rch ca.rd and wi‘thm
of a Ferrox must immediately test . Each hero who
fails‘mustﬂlp 1 of his Search cards facedown. Each time a
Search card is flipped facedown, each Ferrox recovers 1 §.

mm éeﬁatcf ‘li}orm the following, once f;‘er Nﬁ@r
choose the hero farthest from a Naga, remove the Naga
from the map, and place the Naga as close as possible to
that hero.

# Attack the closest hero.
# Perform a move action and retreat.

A
b

# Engage the hero with the lowest G®.

# Attack the adjacent hero with the lowest G®.

A Attack an adjacent hero.

A If this monster performed an attack during this activation,
perform a move action and retreat.

A
b

L

’Ihe hem with t.he hi"gllest - nnma.lately swntches spa ‘

with the master Ferrox. If the master Ferrox is not on the
map, place it adjacent to the hero with the highest @®
instead.

After all monsters actlvated one hero that suﬂ'ercd at

least 1 ¢ from Burrow is placed adjacent to a Burrowmg"" &

Horror, as far as possible from any other hero. That hero
is Immobilized. Burrowing Horrors can use Burrow more
than once during this activation.

A Use Burrow on as many heroes as possible.
A Use Burrow on as many heroes as possible, then
perform a move action and retreat.

%
diadah 4
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Each hero within 3 spaces of a Sarcophagus Guard

- SURGE ORDE
a7 ity immediately tests ®. Each hero who fails is Blinded.

Sarcophagus Guards spend H in the following order:
M Curse
M+ X

% whq is not Blmded g
A Attack the adjancent hero with the most @ suffered.
A Engage the closest hero.

A Attack the ad]acenb hero with the least He
remaining.
S GRS

{4 o > e 0
FATAL ADVANCE

Each attack gains +X ), where X is equal to the number of
movement points Sir Alric Farrow has remaining.

' SU&GE ORDER_

Sir Alric Farrow spends 4 in the following order:
M : Abilities on Relic cards (top to bottom)

i XW A Use Overpower to engage the hero with the highest .
Sk

A Attack the hero with the highest §.
A Use Overpower to engage the farthest hero.

SPECIAL

Sir Alric Farrow always uses Overpower instead of
standard move actions.

Overpower: When instructed to use Overpower,
engage the target. While using Overpower, each time
Sir Alric Farrow enters a space adjacent to a hero who
is an equal distance or closer to the target space, Sir
Alric Farrow tests §. If he passes, both figures switch spaces
and the hero suffers 1 &; then Sir Alric Farrow continues his
movement. If Sir Alric Farrow enters a space adjacent to the
engaged hero, Sir Alric Farrow does not test §.

A i* B el ¢

CoLD FIRe visl
Each hero that suffers 8 during this activation is "
Immobilized.

' SU&GE ORDER_

Lord Merick Farrow spends 4 in the following order:
M : Abilities on Relic cards (top to bottom)

A Engage as many heroes as possible within 3 spaces of this

M+ X v monster.
M Wither # Use Ignite on 2 or more heroes. Then retreat.
# Spot the closest hero.

# Attack the closest hero. Then retreat.
&~ If within 2 spaces of a hero, perform a move action
and retreat.

STAND THE PAIN

After this activation, each hero adjacent to Lord
Merick Farrow must either move 4 spaces away

from him or suffer 3 ¢.

A Engage as many heroes as possible within 5 spaces.

A Use Ignite on 2 or more heroes.

# Spot the closest hero.

# Attack the closest hero. Then retreat.

A 1f within 2 spaces of a hero, perform a move action and
retreat. >

60A % d . Y e
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b cni it T m

During this activation, Sarcophagus Guards perform
Ranged attacks instead of Melee attacks. Each attack gains
+2 Range.

A Use M‘ummy Dust n r.he adjacent hero
€ who is not Blinded.

| 5 spaces with the lowest @
If within 2 spaces of a hero, perform a move action and

% 588 . 3 O . i o

il o INTIMIDATING ROAR_
After this activation, each hero on the same tile as Sir Alric
Farrow tests ®®; each hero adds W to his results equal

to the number of movement points Sir Alric Farrow has
remaining. Each hero who fails is Inmobilized.

" Each hero adjacent to Sir Alric Farrow immediately tests
2. Each hero who fails is Stunned.

# Use Overpower to engage the closest hero who is not
Stunned.
# Attack a hero. # Use Overpower to engage the hero with the highest @®.

A Attack the adjacent hero with the highest w®.

Each hero that suffers $ during this activation is >
Diseased.

3 Lord Merlck Farrow may attack more than once. Each
attack gains +2 §.

A Engage as many heroes as possible within 3 spaces of this

A Spot the closest hero. monster.
A Attack the closest hero. # Use Ignite on 2 or more heroes. Then retreat.
# Spot the closest hero.

# Attack the closest hero. Then retreat.
n ~ If within 2 spaces of a hero, perform a move action
and retreat.

HORRIFIC VISIONS

After this activation, each other figure within 3
spaces of Lord Merick Farrow tests % . Each figure
that fails suffers 2 §.

LEVITATION ]
Apply +4 Speed to Lord Merick Farrow.

# Engage as many heroes as possible within 3 spaces of this
monster.

A Spot the hero with the lowest % within 6 spaces of this A Use Ignite on 2 or more heroes. Then retreat.

monster. A Spot the closest hero.
# Attack the hero within 3 spaces of this monster with the A Attack the closest hero. Then retreat.

lowest X¥. A If within 2 spaces of a hero, perform a move action and
A Spot the closest hero. retreat.

KA Attack the closest hero within 6 spaces of this monster.

@AiMMﬁWH -
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VAMPIRg EYES
SURGE ORDER _ Each attack gains +2 Range.

Lady Eliza Farrow spends 4 in the following order:
M : Abilities on Relic cards (top to bottom)
M : Blood Call

A Use Seduce on the closest hero.

A Attack the hero within 5 spaces of this monster with the
highest 3.

# Spot the closest hero.

SPECIAL

Seduce: If Lady Eliza Farrow passes the test, move the

chosen hero 1 space away from Lady Eliza Farrow.

POOLING BLOOD

If a hero suffers § from an attack, each other hero
within 3 spaces of that hero suffers 2 ¢.

# Spot the closest hero.

A Attack the hero within 3 spaces of this monster with the
most § suffered. Then retreat.

A If within 2 spaces of a hero, perform a move action and
retreat.

i

£ @ oo e

DAZZLING CHALLENGE

After this activation, each hero who was not targeted by an
attack tests %¥. Each hero who fails is Stunned.

SURGE ORDER _
Belthir spends A in the following order:

M : Abilities on Relic cards (top to bottom)
M : Poison

# Engage the hero within 5 spaces of this monster with the
least @ suffered.
A Attack the hero within 2 spaces of this monster with the
least 0 suffered. Then retreat.
A If within 2 spaces of a hero, perform a move action and
retreat.

~ Engage the closest hero.

AERIAL CHARGE
Apply +2 to Belthir’s Speed.

A Engage the farthest hero within 8 spaces of this monster.

A Attack the hero within 2 spaces of this monster with the
lowest total Health.

A If within 2 spaces of a hero, perform a move action and
retreat.

A Engage the farthest hero.

Fen s i -
A4 M f el e o -
DISRUPT CONFIDENGE

The closest hero to Baron Zachareth immediately tests %¥.
If he fails, each hero suffers ¢ equal to that hero’s 3.

SURGE ORDER_

Baron Zachareth spends ¢ in the following order:
M : Abilities on Relic cards (top to bottom)

~ Engage the closest hero.
; ¢ IS:lbdu;e( A Attack a hero.
: Pierce
GPECIAL

Subdue: Each time a hero suffers a condition from
Subdue, randomly choose a condition that hero does
not have.

UNITED YOU'LL FALL
Each hero immediately tests 3. For each hero that
fails, each other hero suffers 1 ¢.

# Engage the closest hero.
# Arttack a hero.
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EEL THY PAIN LOST IN THE MANOR _ E:]

Each time a hero suffers 1 or more § from an attack, the Lady Eliza Farrow immediately switches spaces with the

next closest hero suffers an equal amount of . farthest hero.

# Spot the closest hero.
A Attack the closest hero within 3 spaces of this monster.
Then retreat.

A Attack the closest hero.
A If within 2 spaces of a hero, perform a move action and

retreat.
A If within 2 spaces of a hero, perform a move action and

retreat.
r— —
53 GLAMOUR OF NOBILITY CRIMSON MIST
Heroes cannot roll defense dice during this Immediately place 1 fatigue token in the space
activation. containing Lady Eliza Farrow, remove her from the
map, and place her adjacent to the hero with the most §
A Spot the hero within 5 spaces of this monster with the suffered. After resolving this activation, place Lady Eliza
most W suffered. Farrow in the space containing the fatigue token, and
A Attack the hero within 3 spaces of this monster with the remove the fatigue token from the map.
most ¥ suffered. Then retreat. $
# If within 2 spaces of a hero, perform a move action and # Actack the hero with the most W suffered.
retreat.
' _ $eB ol
— gl (N O 1 - MBS < | e i @R o il - oM —
. r Sl LYING REAPER DRACONIC WHIRLWIND E:]
Apply +2 to Belthir’s Speed. Belthir’s attack affects each hero within 2 spaces of him.

A Perform a move action and move through as many spaces
containing heroes as possible.

A Perform an attack that targets each hero in a space that
Belthir has moved through this activation.

~ Engage the closest hero.

A Engage the farthest hero within 3 spaces of this monster.
A Attack a hero. Then retreat.
A Engage the closest hero.

» Attack a hero.
- — —-
L3 UPDRAFT CYCLONE HYBRID FIRE BREATHING

The hero within 3 spaces of Belthir with the highest

Belthir’s attack affects each hero adjacent to the
¥ immediately moves 1 space toward Belthir. Then

target space.

each other hero within 3 spaces of Belthir tests §. Each
hero who fails moves 2 spaces away from Belthir and is # Engage the hero within 5 spaces of this monster with the
Stunned: most heroes adjacent.
A Attack the hero within 2 spaces of this monster with the
A Attack a hero. most heroes adjacent.
A Engage the hero within 5 spaces of this monster with the A If within 2 spaces of a hero, it performs a move action and
highest §. retreats.
Fem o sad
_ e et “ I . ;m: _
SUBDUING AURA : @

Each hero adjacent to Baron Zachareth immediately
moves 2 spaces away from him. Then each of those heroes

tests %¥. Each hero who fails is Immobilized.

After this activation, each hero within 3 spaces of Baron
Zachareth suffers 1 random condition.

~ Engage the closest hero.

# Engage the closest hero. M Attack a hero.

# Attack a hero. Then retreat.

M—— —
£ INSTILL BETRAYAL
Each time a hero suffers 8 during this activation,

that hero immediately engages and attacks the hero
with the least @ suffered who has not suffered 8 during A Spot the hero within 8 spaces of this monster with the

SHADOW BOLT
Each attack gains the Ranged icon and +2 Range.

B s tivation. most W suffered.
# Spot the closest hero.
A Engage the hero within 4 spaces of this monster with the A Attack the hero within 5 spaces of this monster with the
least O suffered. most § suffered.

A Engage the closest hero.
# Attack the adjacent hero with the least 8 suffered.

s = 3 é T 638 s
_ RN i P e s leme, - JEF I QRS- e MG s 2 ket



SURGE ORDER _

Splig spends A in the following order:

M : Abilities on Relic cards (top to bottom)
M : Knockback

M+ X

SPECIAL
Knockback: Place the hero as far as possible from the

closest other hero.

Not Me!: If Splig passes, choose the adjacent
monster with the most Health remaining.

b B o ety | R
'OBESE STRENGTH

Knockback places the target 5 spaces away instead of 3.

# Engage the hero within 3 spaces of this monster with the
highest &.
A Attack the adjacent hero with the highest &.

CRAVEN'S SPEED
Apply +5 to Splig’s Speed.
A Engage the hero within 8 spaces of this monster with the

most § suffered.
A Attack the adjacent hero with the most @ suffered.

The number of § tokens in this area is
your remaining morale.

TRAP TEST

f 1 to
Fon

HE&QIC DIFFICULTY
\ Peril Deck 3.

Standard monsters: +1
Licutenants: +1 4

Lieutenants: +1 ¢

The number of # tokens in this area (from a2 minimum
of 6) is the current Trap test value.

Standard monsters: +1 4/ +1 @

SPECIAL

At Heroic difficulty morale is replenished
at 25 gold per point.

The number of § tokens in this area is
your remaining morale.

TRAP TEST

" ofltoan

The number of ¢ tokens in this area (from a minimum \‘
ximum of 6) is the current Trap test value. s

SPECIAL
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_%i‘ll, MI&HTY CLUB EENY, MEENY, MINY, MOE Eﬁ :

If a hero is affected by Knockback, that hero is also In addition to the target, Splig’s attack affects each hero
Stunned. adjacent to the target space.

# Engage the closest hero.
# Attack a hero.

A Engage the hero within 3 spaces of this monster with the
most heroes adjacent.
A Attack the adjacent hero with the most heroes adjacent.

DISGUSTING FART >

Each hero adjacent to Splig at any time during this
activation is immediately Weakened.

45 SLY DISTRACTION

After this activation, Splig tests %. If he passes, the
closest hero within 3 spaces of him is Immobilized,

and Splig moves 3 spaces away from the closest hero.

# Engage the farthest hero within 4 spaces of this monster.
# Engage the closest hero. # Attack a hero.

# Attack a hero.

RN

P T

- NORMAL DIFFICULTY
‘ Peril Deck 2.

|

| y The number of § tokens in this area is
i . i your remaining morale.
|

TRAP TEST SPECIAL

The number of ¢ tokens in this area (from a minimum
imum of 6) is the current Trap test v: ~

il S B 7

LEGENDARY DIFFiCULTY | MORALE

F & - Peril Deck 3. k. At Legendary difficulty morale is replenishe

B A% 3 3

i t 50 gold pe t. :

; g @ Standard monsters: +1 4/ +1 @ R ]
Enl Lieutenants: +1 4 !
i @ Standard monsters: +2 4/ +2 @

i Lieutenants: +2 4/ +1 9

| y The number of § tokens in this area is

i : # your remaining morale.

: ity

TRAP TEST SPECIAL

‘The number of ¢ tokens in this area (from a minimum
ximum of 6) is the current Trap testvalue. o
e * BRI p Som g
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