%DUI}TGE‘ON-CRAWLERTMrLABYRINTH-&’

(DEF 4 )MV 5 )
(ATT 2d6 (Melee)
( *HEAL¥* )

. When this Adventurer activates
' remove 1 wound from them.

1. Move each Monster you control.
2. Each Monster you control Attacks if it is able to.

3. Draw and Place a Tile.
'| 4. Draw a Monster card (see maximums), that Monster
Spawns and may then Move OR Attack (not both).

| 5. Your Adventurer can do any one of the following:
* Attack and Move.
*  Move and Attack.
Attack and Attack.
Spawn and Attack.
* Spawn and Move.

* You may play an Event or Loot card at any time (if
you have one).
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,Dwarf Explorer

(DEF 4 )MV 5 )
(ATT 2d6 (Ranged) )
( 2d6 (Melee) )

1. Move each Monster you control.
2. Each Monster you control Attacks if it is able to.

| 3. Draw and Place a Tile.

4. Draw a Monster card (see maximums), that Monster
Spawns and may then Move OR Attack (not both).

\ 5. Your Adventurer can do any one of the following:

* Attack and Move.

*  Move and Attack.
Attack and Attack.
Spawn and Attack.

* Spawn and Move.

* You may play an Event or Loot card at any time (if
you have one).
N o ™ g© 2013 Gifted Vision inc. VBT
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1. Move each Monster you control.
2. Each Monster you control Attacks if it is able to.

. Draw and Place a Tile.

3
'| 4. Draw a Monster card (see maximums), that Monster

Spawns and may then Move OR Attack (not both).

| 5. Your Adventurer can do any one of the following:

* Attack and Move.

*  Move and Attack.

* Attack and Attack.

* Spawn and Attack.

* Spawn and Move.

* You may play an Event or Loot card at any time (if
you have one).

N ™ & © 2013 Gifted Vision inc.
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(DEF 4 )MV 7 )
(ATT 2d6 (Ranged) )
( 2d6 (Melee) ) &

1. Move each Monster you control.
2. Each Monster you control Attacks if it is able to.

3. Draw and Place a Tile.
'| 4. Draw a Monster card (see maximums), that Monster
Spawns and may then Move OR Attack (not both).

| 5. Your Adventurer can do any one of the following:
* Attack and Move.
*  Move and Attack.
Attack and Attack.
Spawn and Attack.
* Spawn and Move.

* You may play an Event or Loot card at any time (if
you have one).

“l‘ N ™ g © 2013 Gifted Vision inc.
————————

o S

a'—DUNGEON CRAWLERTMVLABYRINTH-L’

Elf Warnor

(DEF 4 )MV 7 )
(ATT 3d6 (Melee)

)

1. Move each Monster you control.
2. Each Monster you control Attacks if it is able to.

| 3. Draw and Place a Tile.

4. Draw a Monster card (see maximums), that Monster
Spawns and may then Move OR Attack (not both).

\ 5. Your Adventurer can do any one of the following:

* Attack and Move.

*  Move and Attack.
Attack and Attack.
Spawn and Attack.

* Spawn and Move.

* You may play an Event or Loot card at any time (if
you have one).
N o ™ g© 2013 Gifted Vision inc. VBT
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JElf Wizard

BPs 5 QGEID
(DEF 4 )MV _7 )
(ATT 1d6+2 (Area) )
( 1d6 (Melee) )

1. Move each Monster you control.
2. Each Monster you control Attacks if it is able to.

. Draw and Place a Tile.

3
'| 4. Draw a Monster card (see maximums), that Monster

Spawns and may then Move OR Attack (not both).

|\ 5. Your Adventurer can do any one of the following:

* Attack and Move.

*  Move and Attack.

* Attack and Attack.

* Spawn and Attack.

* Spawn and Move.

* You may play an Event or Loot card at any time (if
you have one).

N ™ & © 2013 Gifted Vision inc.
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(DEF 4 )MV 6 )
(ATT 2d6 (Melee)
( *HEAL* )
. When this Adventurer activates
' remove 4 ound m them.

1. Move each Monster you control.
2. Each Monster you control Attacks if it is able to.

3. Draw and Place a Tile.
'| 4. Draw a Monster card (see maximums), that Monster
Spawns and may then Move OR Attack (not both).

| 5. Your Adventurer can do any one of the following:
* Attack and Move.
*  Move and Attack.
Attack and Attack.
Spawn and Attack.
* Spawn and Move.

* You may play an Event or Loot card at any time (if
you have one).

“l‘ N 2 &0 2013 Gified Vision inc
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(DEF 4 )MV 6 )
(ATT 2d6 (Ranged) )
( 2d6 (Melee) )

1. Move each Monster you control.
2. Each Monster you control Attacks if it is able to.

| 3. Draw and Place a Tile.

4. Draw a Monster card (see maximums), that Monster
Spawns and may then Move OR Attack (not both).

\ 5. Your Adventurer can do any one of the following:

* Attack and Move.

*  Move and Attack.
Attack and Attack.
Spawn and Attack.

* Spawn and Move.

* You may play an Event or Loot card at any time (if
you have one).

N o ™ g© 2013 Gifted Vision inc. VBT
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'Human Warrior

(DEF 4 )(MV 6 )
KATT 3d6 (Melee) 7)

1. Move each Monster you control.
2. Each Monster you control Attacks if it is able to.

. Draw and Place a Tile.

3
'| 4. Draw a Monster card (see maximums), that Monster

Spawns and may then Move OR Attack (not both).

| 5. Your Adventurer can do any one of the following:

* Attack and Move.
Move and Attack.
Attack and Attack.
Spawn and Attack.
Spawn and Move.

* You may play an Event or Loot card at any time (if
you have one).

N ™ & © 2013 Gifted Visiod inc.
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Dreadlander Warlock
BPs 3 QGEID

DEF 4 )MV 6 )

® Heal (When this
Character Activates
they remove 1 Wound).

® LoS: Attacks.

® Within 6: Moves to
Attack.

® No LoS: Moves 3
towards closest
Adventurer. If an
Adventurer is spotted
Attack.

WﬁDﬁI}TGEON-CRAWLERW:LABYRINTHJW
P z i T ‘8 »j

Fire Elemental

»

i

(DEF5 )MV 8 )

A
oes 2@ | ;

(ATT 2d6 (Melee

+2)

Tactics

o Fiery Form (Attacks
all adjacent
Adventurers).

® Fiery Touch
(Opponents can Push
Passed without making
a check, but take 1
Wound).

® LoS: Move to Attack.

® Within 6: Move to
Attack.

® No LoS: Move 6
towards LoS of the
Labyrinth’s center.

gi}haracter Type

ﬁharacter Type

® Fiery Form (Attacks
all adjacent
Adventurers).

® Fiery Touch

| (Opponents can Push
Passed without making
a check, but take 1
Wound).

Tactics
® LoS: Move to Attack.

® Within 6: Move to
Attack.

® No LoS: Move 6
towards LoS of the
Labyrinth's center.

géharacter Type

3 Treasure Cards

3 Treasure Cards 3 Treasure Cards
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Fire Elemental

BPs 2 ) (30f4D

(DEF5 )MV 8 )

(ATT 2d6 (Melee +2)

Special

® Fiery Form (Attacks
all adjacent
Adventurers).

® Fiery Touch

| (Opponents can Push
Passed without making
a check, but take 1

| Wound).

Tactics
® LoS: Move to Attack.

® Within 6: Move to
Attack.

® No LoS: Move 6
towards LoS of the
Labyrinth's center.

R )%;DHI)TGEON-CRAWLERW:LABYRINTH-I
ST N 15X

Fire Elemental

BPs 2 QUEGHD

(DEF 5 )MV 8 )

(ATT 2d6 (Melee

+2)

Tactics

o Fiery Form (Attacks
all adjacent
Adventurers).

® Fiery Touch
(Opponents can Push
Passed without making
a check, but take 1
Wound).

® LoS: Move to Attack.

® Within 6: Move to
Attack.

® No LoS: Move 6
towards LoS of the
Labyrinth’s center.

ﬁharacter Type

WLDUNGEON CRAWLER"'M LABYRINTH—I’W

Tactics

o Flight (can move
through opponents and
ignore terrain).

® Guardian (can not
| Push Passed this

| figure).

® LoS: Move to Attack.

® Within 8: Move to
Attack.

® No LoS: Does
nothing.

géharacter Type

%}haracter Type |

3 Treasure Cards | 1§
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2 Treasure Cards
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3 Treasure Cards
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v’"ﬁEF 5* )MV 8 )
(ATT 2d6 (Melee)
' Special

Tactics

Tactics

Tactics

o Flight (can move ® LoS: Move to Attack. ® LoS: Move to Attack. ® LoS: Move to Attack.

through opponents and

ignore terrain). ® Within 8: Move to

Attack.

® Within 8: Move to
Attack.

® Within 8: Move to
Attack.

® Guardian (can not
| Push Passed this
| figure).

® No LoS: Move 8
towards closest
Adventurer.

® No LoS: Move 8
towards closest
Adventurer.

® No LoS: Does
nothing.

%baracter Type

ﬁharacter Type ]

1 Treasure Card

'"&OZDIBGAMmemc

%}haracter Type

2 Treasure Cards | | N§
\" N "‘&azmac..m\rmmmc Bt ™ b .‘M \ N
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1 Treasure Card
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Hellhound

(DEF 4 )(MV_8 )
(ATT 2d6 (Melee)

Tactics

® LoS: Move to Attack.

® Within 8: Move to
Attack.

® No LoS: Move 8
towards closest
Adventurer.

iiCharacter Type ]

1 Treasure Card

™ &© 2013 Gifted Vision inc. e
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LDUNGEON CRA\WLER"'M LABYRINTH &=,

DEF4 )MV 8 )
(ATT 2d6 (Melee)
Special

Tactics

® LoS: Move to Attack.

® Within 8: Move to
Attack.

® No LoS: Move 8
towards closest
Adventurer.

ﬁCharacter Type ]

1 Treasure Card

'"&OZOIBGAMmemc
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Kobold

‘BPs 1 ) (lAeidD)

(DEF 4 )MV 6 ) @
(ATT 1d6 (Melee) | 1d6 (Rangedj

Tactics

® Weak (opponents gain ® LoS: Attack.

+1 to Push Passed this
figure). ® Within 6: Move to

Attack.

® No LoS: Move 3
towards closest
Adventurer. If an
Adventurer is spotted
Attack.

| Character Type ‘
1 Treasure Card !

\.‘ 7 ™ & © 2013 Gifted Vision inc.
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Special
® Weak (opponents gain ® LoS: Attack.
+1 to Push Passed this
figure). ® Within 6: Move to
Attack.

® No LoS: Move 3
towards closest
Adventurer. If an
Adventurer is spotted
Attack.

1 Treasure Card

\ S A ™ &© 2013 Gifted Vision inc. 1é
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iiCharacter Type

(ATT 1d6 (Melee) | 1d6 (RangedD
' L Special Tactics

® Weak (opponents gain
+1 to Push Passed this

figure).

® LoS: Attack.

® Within 6: Move to
Attack.

® No LoS: Move 3
towards closest
Adventurer. If an
Adventurer is spotted
Attack.

ﬁCharacter Type

-

1 Treasure Card

'"&OZOIBGAMmemc
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~

DEF4 )MV _6 ) @ 7
(ATT 1d6 (Melee) | 1d6 (Ranged)

Tactics

® Weak (opponents gain ® LoS: Attack.

+1 to Push Passed this
figure). ® Within 6: Move to

Attack.

® No LoS: Move 3
towards closest
Adventurer. If an
Adventurer is spotted
Attack.

| Character Type ‘

1 Treasure Card

\.‘ 7 ™ & © 2013 Gifted Vision inc.
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DEF 4 )(MV_6_
(ATT 3d6 (Melee)

Tactics

® LoS: Move to Attack.

® Within 8: Move to
Attack.

® No LoS: Move 6
towards closest
Adventurer.

-

iiCharacter Type

2 Treasure Cards

™ &© 2013 Gifted Vision inc. e
e ————

DEF4 )MV_6 )
(ATT 3d6 (Melee)
' L Special

Tactics

® None. ® LoS: Move to Attack.

® Within 8: Move to
Attack.

® No LoS: Move 6

towards closest
Adventurer.

ﬁCharacter Type

2 Treasure Cards

'"&OZOIBGAMmemc (P

Minotaur

‘BPs 3 )(136f4D)

DEF 4 )MV 6 )

(ATT 3d6 (Melee)
Special

Tactics

® LoS: Move to Attack.

® Within 8: Move to
Attack.

® No LoS: Move 6

towards closest
Adventurer.

| Character Type ‘

2 Treasure Cards

"&OwliGlﬁAdemmc
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® LoS: Move to Attack.

® Within 8: Move to
Attack.

® No LoS: Move 6

towards closest
Adventurer.

%haracter Type

] 2 Treasure Cards '
x R '"&azmac..m\rmmmc b S M
" ——

.4

LDUNGEON CRAWLER"'M LABYRINTH =

M1notaur Templar j
BPs 4 )@Hof1D I

(DEF5 )MV 6 )

(ATT 3d6 (Melee) | 2d6 (Ranged)) |

3 Treasure Cards

= OZDIBGAMmemc

Tactics
® LoS: Attack.

® Within 6: Move to
Attack.

® No LoS: Moves 6
towards closest
Adventurer. If an
Adventurer is spotted
Attack.

%haracter Type |

WLDUNGEON CRAWLER"'M LABYRINTHJW

Tactics

® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move
towards closest
Adventurer.

%haractér Type .]

1 Treasure Card

™ &© 2013 Gified Vision inc.____ e/
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WEDUNGEON CRAWLER"'M LABYRINTHJW

(DEF 4 )MV 6 ')
(ATT 2d6 (Melee)

Tactics

® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move

towards closest
Adventurer.

%haracter Type !

1 Treasure Card

| -
\‘: N ™ &© 2013 Gifted Vision inc. [ SR é ‘_ﬁﬁ
. e e

DUNGEON CRAWLER"'M LABYRINTHJW

Wx_

‘DEF4 )MV 6 ')

(ATT 2d6 (Melee)

Tactics

1 Treasure Card

'"emzmsc..m\rmmmc 1)‘\,5__M

® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move

towards closest
Adventurer.

gﬁharacter Type

~——
WLDUNGEON CRAWLER"'M LABYRINTHJW

DEF 4 )MV 6 )
(ATT 2d6 (Melee)

Tactics
® LoS: Move to Attack.
® Within 6: Move
towards closest
Adventurer.
® No LoS: Move

towards closest
Adventurer.

%haractér Type

1 Treasure Card

™ &© 2013 Gified Vision inc.____ e/
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WEDUNGEON CRAWLER"'M LABYRINTHJW

(DEF 4 )MV 6 ')
(ATT 2d6 (Melee)

Tactics

® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move

towards closest
Adventurer.

%haracter Type !

1 Treasure Card

DUNGEON CRAWLER"'M LABYRINTHJW

‘DEF4 )MV 6 ')

(ATT 2d6 (Melee)

\ | -
\‘1 N ™ & © 2013 Gifted Vision inc. s)‘\,mﬁ
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Tactics

1 Treasure Card

'"&BZDIBGAMmemc

® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move

towards closest
Adventurer.

gﬁharacter Type

~——
WLDUNGEON CRAWLER"'M LABYRINTHJW

Tactics

® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move

towards closest
Adventurer.

%haractér Type

1 Treasure Card

™ &© 2013 Gified Vision inc.____ e/
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W)’—DUNGEON CRAWLER"'M LABYRINTHJW

J

Tactics

® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move
towards closest
Adventurer.

Z:,iéhau-a\cter Type

1 Treasure Card
\‘ 78 '"&ozmac..mwmmc i
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(ATT 1d6+1 (Melee)
Special

Tactics

® Poison (if this figure ® LoS: Move to Attack.
hits a target, that target
gets Attack -1 during
their next Activation.

This does not stack).

® Within 8: Move to
Attack.

® No LoS: Move 3

towards closest other
Monster.

haracter Type ]

2 Treasure Catds

"‘&ozmac.mv“mmc
e
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R }%:D»UVKI)TGEVQN-/CRAWLER“".LABYRINTH-I G
Slime W
BRs 1 @220

(DEF 6 )MV 3 )

(ATT 1d6+1 (Melee)

A Special

Tactics
® Poison (if this figure ® LoS: Move to Attack.
hits a target, that target
gets Attack -1 during
their next Activation.
This does not stack).

® Within 8: Move to
Attack.

® No LoS: Move 3
towards closest other
Monster.

;Character Type ] ‘

2 Treasure Cards
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J

Tactics
® Ghostly Touch ® LoS: Move to Attack.
(Opponents can Push
Passed without making
a check, but take 1
Wound).

® Within 6: Move to
Attack.

® No LoS: Move
towards closest
Adventurer to Attack.

® Incorporeal (Ignores
solid terrain, open
terrain and opponents

| when Moving, can move
through opponents).

gﬁéharacter Type

3 Treasure Cards
\“ 78 '"&OlﬂliGlﬁdV'mmmc 1Py
e :
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A Special

LDUNGEON CRAWLER"'M LABYRINTH &=,

(ATT 1d6 (Melee +2)

Tactics

® Ghostly Touch ® LoS: Move to Attack.
(Opponents can Push
Passed without making
a check, but take 1

Wound).

® Within 6: Move to
Attack.

® No LoS: Move
towards closest
Adventurer to Attack.

® Incorporeal (Ignores
solid terrain, open
terrain and opponents
when Moving, can move
through opponents).

E haracter Type

3 Treasure Cards

"‘&ozmac.mv“mmc
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Stone Golem
BPs o QGEID
(DEF 4 )MV 4 )
(ATT 4d6 (Melee)
A Special

Tactics

® Guardian (can not ® LoS: Does not Move.
Push Passed this
figure). ® Within 4: Move to
Attack.

® Shielded (-1 Wound
per Attack for Ranged
and Area Attacks made

against this Character).

® No LoS: Move
towards treasure chest.

? aracterType |

3 Treasure Cards
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DEE3 )MV 0
(ATT 0d6 (Melee)
Special

Tactics

® Rescue (move on to ® LoS: Does nothing.
the space that this figure
occupies to free them
and draw a Treasure
card then remove

Villager from play).

® Within 6: Does
nothing.

® No LoS: Does
nothing.

g—i}haractet Type ]

] 0 Treasure Cards
\“‘ e "&Omli(}nﬁedv‘mmmc
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LDUNGEON CRAWLER"'M LABYRINTH—!’W

(DEF 3 )MV 0
(ATT 0d6 (Melee)

Tactics

® Rescue (move on to ® LoS: Does nothing.
the space that this figure
occupies to free them
and draw a Treasure
card then remove

Villager from play).

® Within 6: Does
nothing.

® No LoS: Does
nothing.

t# haracter Type ]

0 Treasure Cards
O e e O

LDUNGEON CRAWLER"'M LABYRINTH &=,

MEE3 )MV 0 )
(ATT 0d6 (Melee)

Tactics

® Rescue (move on to ® LoS: Does nothing.
the space that this figure
occupies to free them
and draw a Treasure
card then remove

Villager from play).

® Within 6: Does
nothing.

® No LoS: Does
nothing.

haracter Type |

™ &© 2013 Gifted Vision inc.
e ——

BT —— C——3

0 Treasure Cards
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z"—DUNGEON CRAWLER"'M LABYRINTH &=,

DEE3 )MV 0
(ATT 0d6 (Melee)

Lo Special

Tactics

® Rescue (move on to ® LoS: Does nothing.
the space that this figure
occupies to free them
and draw a Treasure
card then remove

Villager from play).

® Within 6: Does
nothing.

® No LoS: Does
nothing.

E‘;Character Type ]

0 Treasure Cards

"‘&ozmaG.M\rmmmc
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LDUNGEON CRAWLER"'M LABYRINTH&W

Zombie

BPs_3 ) (UIGEED
(DEF 3 )MV 4 )
(ATT 2d6 (Melee)

= Tactics

.h“ ;

1y

® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move
towards closest
Adventurer.

i{Character Type

2 Treasure Cards

iz & ©2013 G.Mme inc.
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(ATT 2d6 (Melee)

Tactics

A Special

® None. ® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move

towards closest
Adventurer.

Character Type

2 Treasure Cards

=
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Tactics

® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move
towards closest
Adventurer.

szharacter Type

|i

(] 2 Treasure Cards
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R %DHNGEON-CRAWLERW:LABYRINTH-K
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Tactics

® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move

towards closest
Adventurer.

i{Character Type

-

2 Treasure Cards

iz & ©2013 G.Mme inc.
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MEE3 )MV 4 )
(ATT 2d6 (Melee)

A Special Tactics

® None. ® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move
towards closest
Adventurer.

\ B

2 Treasure Cards
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Z'—DUNGEON CRAWLER"'M LABYRINTH &,

DEE 3 )MV _4_
(ATT 2d6 (Melee)

Tactics

® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move
towards closest
Adventurer.

2 Treasure Cards

\“ Na '"&OlﬂliGlMmemc
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Z.ombie

(DEF 3 )MV _4 )

(ATT 2d6 (Melee)

= Tactics

® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move

towards closest
Adventurer.

i{Character Type .

2 Treasure Cards
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(ATT 2d6 (Melee)

A Special Tactics

® None. ® LoS: Move to Attack.

® Within 6: Move
towards closest
Adventurer.

® No LoS: Move

towards closest
Adventurer.

2 Treasure Cards

\ B

"‘&azmsc..mv;nmmc

T —
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Cave In

Remove any 1 unoccupied Tile
from play.

Once you have done this discard
this card.

* EVENT CARD *
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Crushing Trap
: All Monsters and Adventurers

occupying a target Tile take 1
Wound. Incorporeal figures do not
take this Wound. No Treasure is
awarded if Monsters are removed
from play is this way.

Once you have done this discard
this card.

* EVENT CARD *
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Doppelganger
Draw a random Adventurer, bring
that figure in to play on the center
Tile in an unoccupied space and
treat it as a Monster for
Movement and Attacks. That
figure has the following Tactics:

LoS: Move to Attack.

Within 8: Move towards closest
Adventurer and Attack.

No LoS: Move to towards treasure
chest.

* 3 Treasure Cards *
Keep this card to control the

Doppelganger until it leaves play,
then discard this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Extra Wealth

Monsters that are destroyed this
Turn give +1 Treasure. This effect
remains until the Controller of this
Adventurer Activates this
Adventurer again.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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False Treasure!

Remove the Treasure Chest from
the center Tile. Roll a d6 and
place the Treasure Chest on that
Spawn Point. Ifyourolla “6”
and the floating Spawn Tile is not
there, it counts as a “S”. If you
geta “5” place the treasure chest
ona “5” Spawn Point furthest
from all Adventurers. If you get a
“l, 2, 3, or 4” place it in the
corner along the edge of the board
closest to that spawn location.

This new location is now where all
of the Adventurers must land in
order to win.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Healing Font

Remove 1 Wound from all
Monsters and Adventurers in play.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Move 1 Monster up to its full
Movement in any direction you
desire.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Map

Draw a Tile, you may place the
Tile in play.

Repeat the above instructions a
second time.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Mirror Trap

" 'a X Select a total of 2 targets which
- / N can be either Monsters or

Adventurers, but neither of which
can be in the center Tile of the
Labyrinth. They then make a Push
Passed check, the winner can then
decide if they want to swap
locations with the other target.
Monsters always decline being
moved if they win. Re-roll ties
between 2 Adventurers. If 2
Monsters are selected, just move
them, a roll is not needed.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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.
Pit Trap
W Target Adventurer can not Move
on their next Turn.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Reinforcements

Draw an Encounter card, you may
place the target in play.

{ Repeat the above instructions a
second time.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Rotating Rooms

You may turn any one unoccupied
Tile in any direction you desire.
The Tile must finish in a legally
Pplaced position for Tiles in the
play area.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Secret Door

You may place a Secret Door
anywhere on an existing wall
space adjacent to your Adventurer.
The Secret Door then becomes
part of that Tile, rotating if the Tile
is rotated or removed from play if
the Tile is removed from play. The
Secret Door acts as open terrain.

Once you have done this discard
this card, however, the Secret
Door remains in play.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Shifting Rooms
; . Draw a Tile, you may replace an
unoccupied Tile already in play

with the Tile that you have just
drawn. Discard the replaced Tile.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Sliding Trap
%7

Hle

Choose a target Adventurer, then
roll 2d6. Move that target exactly
the number of spaces rolled to an
unoccupied space not on the
center Tile in 1 direction (left,
right, forward, backward or
diagonal of your choice) ignore
solid walls between these spaces.
If there are only solid wall or
center Tile spaces available to be
occupied, this trap does not work.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Trap

Attack target Adventurer with 4d6.

Spear

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Summoning Trap
$ % Draw a Monster and put it in to
play in any unoccupied space. You

can ignore the LoS rules when
placing this Monster.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Switch Trap

Choose a target Adventurer and
roll a dé.

1 = Rotate the Tile your
Adventurer occupies 90 degrees
clockwise. Ignore this if your
Adventurer is not on a Tile.

2-5 = Rotate the Tile that the
target Adventurer occupies 90
degrees clockwise.

6 = Swap the Tile your Adventurer
occupies with a Tile adjacent to it
of your choice, it can not be the
center Tile (do not rotate the
Tiles).

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.




Ignore the effects of any 1 Event or
1 damage from a Monster that
targets your Adventurer.

Once you have done this discard
this card.

* LOOT CARD *

(CRAWLER™) LABYRINT
iﬁ:\v

Gain +2 when Attacking until your
next Activation.

Once you have done this discard
this card.

DUNGEONCRAWLER™ LABYRINTH &
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fensive Prowess
Gain +2 DEF until your next
Activation. This can be played
even after an Attack has been
made against this Adventurer.

Once you have done this discard
this card.

Gain +1 when trying to Push
Passed an opponent and +1d6
when Attacking in Melee,
permanently.

If this Adventurer should perish
this card is discarded.

Gain +1 MV, permanently.

If this Adventurer should perish
this card is discarded.

* LOOT CARD *

Gain +1 DEF, permanently.

If this Adventurer should perish
this card is discarded.

* LOOT CARD *

Your Adventurer may continue
their Movement after they Attack
(this Move can not exceed their
normal MV maximum),
permanently.

If this Adventurer should perish
this card is discarded.

* LOOT CARD *

Gain +1 when Attacking,
permanently.

If this Adventurer should perish
this card is discarded.

* LOOT CARD *

You take no damage from Lava
terrain or Fire Elementals until
you Activate on your next Turn.

Once you have done this discard
this card.

* LOOT CARD *
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ouon of Flight

Gain Flight until the beginning of
your next Activation.

Flight allows you to move through
opponents without making a Push
Passed check and you can ignore

open terrain (like Lava or Water).

Once you have done this discard
this card.

Remove 4 Wounds from your

Once you have done this discard
this card.

DUNGEON-CRAWLERTMﬁL’ABYRINTH-‘
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Make an extra Move this Turn.

Once you have done this discard
this card.

Exorcism (CLERIC)
Deal 1 damage to all Characters
in a 3x3 Area within LoS of types:

OICIO)

Hide (THIEF)
This Adventurer is not a valid target until
the beginning of their next Activation.

Cleave (WARRIOR)
For this Activation, you may make another
Attack for each target you destroy.

Teleport (WIZARD)

Move a target Monster or Adventurer to a
space within LoS. This can not be to the
center Tile.

Once you have done this discard this card.

9 Bless (CLERIC)
Gain +2 when Attacking
Characters until your next
Activation of types:

@OWO

Remove Trap (THIEF)
Ignore a Trap Event played
against you.

Sweeping Attack (WARRIOR)
As your attack, attack all adjacent
opponents.

Lightning Bolt (WIZARD)
As your attack, make an Attack
within LoS of 4d6+1 (Area).

Once you have done this discard
this card.

dower: Card III

Banish (CLERIC)
Destroy 1 target Character within
LoS of one of these types:

PO®O

Sneak Attack (THIEF)
As your atack, make an Attack
4d6+1 (Melee).

Counter Attack (WARRIOR)

If you are Wounded by an opponent
and within range to Attack, make 1
Attack against that opponent.

Reflect (WIZARD)

A Ranged or Area attack that
targets you instead targets the
originator.

Once you have done this discard
this card.

* LOOT CARD *

Divine Strike (CLERIC)

As your attack, make a 4d6+1 Attack within

LoS of to a target Monster of a type:

®0O®®

Acrobatic (THIEF)

Move through 1 opponent (you do not make a

roll to Push Passed), you can not stop your
Move in their space or an occupied space.

Dodge (WARRIOR)

Ignore an Attack from 1 opponent this Turn.

Phase (WIZARD)

Move through 1 space of solid wall as part of

your Move.

Once you have done this discard
this card.

Make an Attack 2d6 (Ranged).

This does not count as your
Attack. If you already make
Ranged Attacks, you also gain +2
when Attacking until your next
Activation.

Once you have done this discard
this card.

Make an extra Attack this Turn.

Once you have done this discard
this card.
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(ATT 1d6+2 (Area) )
( 1d6 (Melee) )

1. Move each Monster you control.
2. Each Monster you control Attacks if it is able to.

| 3. Draw and Place a Tile.

'| 4. Draw a Monster card (see maximums), that Monster

Spawns and may then Move OR Attack (not both).

‘ 5. Your Adventurer can do any one of the following:
* Attack and Move.
*  Move and Attack.
Attack and Attack.
Spawn and Attack.
* Spawn and Move.

* You may play an Event or Loot card at any time (if
you have one).
i‘ N ™ 8 2013 Gified Vison inc. o RS e
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(ATT 1d6 (Melee)

Special

Tactics

® Ceiling Drop (you
may place this figure in
any unoccupied space).

® Ceiling Walk (this
figure may move passed
Adventurers without
Pushing Passed to make
an attack).

® LoS: Move to Attack.

® Within 8: Move to
Attack.

® No LoS: Move
towards closest corridor
(any space which has
two opposing walls only

(ATT 1d6 (Melee)

A Special

Tactics

e Ceiling Drop (you
may place this figure in
any unoccupied space).

® Ceiling Walk (this
figure may move passed
Adventurers without
Pushing Passed to make
an attack).

® LoS: Move to Attack.

® Within 8: Move to
Attack.

® No LoS: Move
towards closest corridor
(any space which has
two opposing walls only

-

1 space apart).
® Immobilize (if this
figure hits a target, that
target can not Move on

its next Activation). R ]
AN -

1 Treasure Catd
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1 space apart).
® Immobilize (if this
figure hits a target, that
target can not Move on

its next Activation). E&haracter o ]
-

1 Treasure Card
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Mummy

BPs 4 QEGHD |
(DEF 4 )MV 4 )
(ATT 3d6 (Melee)

Special Tactics
® Moan (if this figure is
adjacent to an
Adventurer when the
Adventurer activates,
that Adventurer can not
Move on its next

| Activation).

® LoS: Move to Attack.

® Within 8: Move to
Attack.

® No LoS: Move 4
towards treasure chest.

g&haracter Type

3 Treasure Cards
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(ATT 2d6+1 (Melee)
Special

Tactics
o Flight (can move ® LoS: Move to Attack.
through opponents and
ignore terrain). ® Within 8: Move to
Attack.

® Immobilize (if this
figure hits a target, that
target can not Move on
its next Activation).

® No LoS: Move 8
towards treasure chest.

? Character Type

3 Treasure Cards
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Teleport Trap

Target Adventurer rolls a d6 and
goes to that Spawn Location. If
the player rolls a “6” and the
Floating Spawn Tile is not in play
they ignore this Trap. The can
choose between locations if they
rolla “5”.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.
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Warp Space

Select a target Monster, move that
Monster adjacent to the treasure
chest in an unoccupied space.

Once you have done this discard
this card.

* EVENT CARD *

™ & © 2013 Gifted Vision inc.

\

Move to an unoccupied space
within LoS. This does not count as
part of your Move. This space can
not be in the center Tile.

Once you have done this discard
this card.

UNGEON CRAWLER"'M LABYRINTHJW

ﬁ:oll of! Fireball

Make an Attack 2d6+2 (Area).
This does not count as your Attack
for this Turn.

Once you have done this discard
this card.
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