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SKILLS SKILL CHECK HERO ACTIONS i EWmOG%A.Hw . SKILLS SKILL CHECK HERO ACTIONS

i Cast Any , i Cast Any
@ Strength @ Hero Die E WMNMM. @mva: e At .Em»:r @ Strength @ Hero Die E WMNMM- @mwn: e e o
@ Agility . Enemy Die Disarm Melee Free omcnﬁm @ Agility . Enemy Die Disarm Melee Eree
Trap Attack Action Trap Attack Action

@ Intellect o/ Success Result (Free) @ Defense @ Intellect o/ Success Result (Free)
Missile Enter Missile Enter
Rest > R
O_Scmm. ¥ Failure Result m i @ e @ Bosss . Movement Oroomo. ¥ Failure Result a o @ Attack @ Bosss

RESOURCES

Any Skill Lair Any Skill Lair
DUNGEON MODIFIERS TARGETING DUNGEON MODIFIERS TARGETING
4.4 Move Torch Trigger Gain Defense/ i 4.+ Move Torch Trigger Gain Defense/ i
w g ot o »m% .-.N@ / Zﬂwm_:w M”-mo “ Moves listed @ value vg oD . mm% .-.ﬂ@ / Zﬂw«ﬁw M”.ma “ Moves listed @ value

Reveal 2 @ Range of X rooms away Reveal : A-W Range of X rooms away
Y i #g sisacom ox@ [oxg e g - Ry wﬁ%
Room S, Minionifor Same Room Room . Minionito Same Room
™ Active Hero’s : Lose Health/ - Active Hero's : Lose Health/
$ Room Reon I..%ﬂw \ .94 Focus Line of Sight ® Room Keomy I..Nﬂw \ Focus Line of Sight
(not same room) (not same room)

Trigger Gain/Lose o fialn/Lose
0 Entrance 0 Enemy .-.c [~ Hero Die Any Path o Entrance 0 Enemy .-.c I~ Hero Die Any Path

Action (can be same room) Action (can be same room)

Minion : @ x| \ x| >&&m\m.=_u»nsnnm « NMinion @ = \ x| >&mm\m.=v»3n$

LD Encounter ROl®) MM% \MMM: from Die Result @ \ &> All Heroes/Enemies Encounter @ /@) MM% \MWM__ from Die Result @ \ @ All Heroes/Enemies

E Bonus to Bonus to
&0 Boss’s Pick up 7 ; 00 Bosss Pick up 7 ;
@ Lair \b [ @ Ty mvo: m.y Enemy Die @\ @ Effects Target , @ s \b |/ @ Ry mﬁn—— —W’V Enemy Die @\ @ Effects Target
F meochMm mNFHm SKILL CHECK HERO ACTIONS meOGNOMm mNFHm SKILL CHECK HERO ACTIONS

. Health @ Strength @ Hero Die E WMNMM- @ MMM_”_ e »wmcs . Health @ Strength @ Hero Die E wwﬂ.mﬂ @ MWM_»_ e »M_N e
e Focus @ Agility . Enemy Die Disarm Melee Free e Focus @ Agility . Enemy Die Disarm Melee Free

Trap Attack Action Trap Attack Action

@ Defense @ Intellect o/ Success Result

(Free) @ Defense @ Intellect o/ Success Result (Ered)
Missile Enter Missile Enter
Rest > Rest
. Movement M__“WMMM: ¥ Failure Result a @ Attack @ Boss’s . Movement MWM.MME ¥ Failure Result m @ Attack @ Boss’s

Lair Lair
DUNGEON MODIFIERS TARGETING DUNGEON MODIFIERS TARGETING
4. Move Torch Trigger Gain Def / i 4. Move Torch Trigger Gain Defe / i
v M@ gt = %vm .-.N@ \ . wamaw Mwmm “ Moves listed @ value vuﬁ Up/Down B %% .-.N@ \ . Ewwoaw Mwmo “ Moves listed @ value
R f X R f X
WMNM%S: ¥k {~-1 Adda Goblin/ .-*‘ \ .-.“* Gain Health/ @ i e W&no«%%mé: # [5-1 AddaGoblin/ .-*‘ \ *** Gain Health/ @ St
R % Minion to Focus R % Minion to Focus
oom @ Same Room oom ; . @ Same Room

Active Hero’s Lose Health/ Active Hero's Lose Health/
® Room i& RE ﬁ \ E Focus Line of Sight ® Room * Iewm ﬁ \ E Focus Line of Sight

(not same room) (not same room)

Trigger Gain/Lose Trigger Gain/Lose
o Entrance 0 Enemy .-.c \ 7 Hero Die Any Path 0 Entrance 0 Enemy ...c \ 7 Hero Die Any Path

Action (can be same room) Action (can be same room)

o Adds/Subtracts o Adds/Subtracts
Minion : 3 Minion : E
@ Encounter ...o \ﬁ Gain new G ﬂm\ = from Die Result @ \‘ All Heroes/Enemies ﬁ Encounter ...o \g Gain new @ ﬂm\ e from Die Result @ \ @ All Heroes/Enemies

Loot/Spell Loot/Spell
% Bonus to Bonus to
SN Bosss Pick uj V4 : N, Bosss Pick uj 4 .
3 @ Lair \o / @ HocQ%@«: mvv Enemy Die @\ @ Effects Target : @ s \b | @ Tt \%mm: —wvy Enemy Die @\@ Effects Target
NMmOCWOMm mNFHm SKILL CHECK HERO ACTIONS meOGNHMW muﬂﬁrm SKILL CHECK HERO ACTIONS

. h Cast Any , 5 h Cast Any
. Health @ Strength @ Hero Die e Wwﬂﬂﬁ @ Spell e N Health Strength Hero Die WMNN..M. Spell Aotk
o Focus @ Agility . Enemy Die Dicary Melee Free o Focus @ Agility ’ Enemy Die IB¥terarn Melee Free
Trap Attack Action Attack Action

Trap
@ Defense @ Intellect «f Success Result (Free) @ b @ Tl o/ Success Result (Eree)
Missile Enter Missile Enter
Choose a Rest @ e @w By Choose a Rest @ Attack @wommm
. Movement Any Skill x Failure Result ac o . Movement Any Skill x Failure Result ac I
DUNGEON MODIFIERS TARGETING DUNGEON MODIFIERS TARGETING
4.« Move Torch Trigger Gain Defense/ Moves listed @) value 4 Move Torch Trigger Gain Defense/ Moves listed @ value
w H@ Up/Down Trap .-.N@\ . Movement “ ® _@ Up/Down Trap .-.*@\ . Movement “ .
Reveal : @ Range of X rooms away Reveal : @ Range of X rooms away
Facedown " g ?E.m Gty .-*‘ \ .-.N* mwmﬂmm e Facedown g ?E.m oy .-*‘ \ .-.%* WMMNW ey
Room S Minion to Same Room Room oo MERER i Same Room
Active Hero's Lose Health/

Active Hero
* NMA”M i =X \ X% Lose Health/ . . L Room \ ...x 5 3
Room I Focus Line of Sight Room I 4 Focus Line of Sight

y (not same room) Y (not same room)
Trigger Gain/Lose Trigger Gain/Lose
0 Entrance Enemy .-_0 /- Hero Die @ Any Path 0 Entrance Enemy .-.c /- Hero Die @ Any Path
Action (can be same room) Action (can be same room)

s Adds/Subtracts o Adds/Subtracts
Minion q i Minion q X
« Encounter ...Q I g Gtz @ E\ e from Die Result @ \ @ All Heroes/Enemies @ Encounter ...o | @ Siain new @ E\ & from Die Result @ \ @ All Heroes/Enemies

. Loot/Spell - i Loot/Spell . i

&N Boss’s Pick up 7 (i oD Bosss Pick up 7 i

@ Lair \b /& h \mco: mvy Enemy Die @\ @ Effects Target | 0y e \b |1 o \m@m—_ —W‘Y Enemy Die @\ @ Effects Target
wmmOCWOMm mmﬁﬁﬁm SKILL CHECK HERO ACTIONS WMmOG”O.mw muﬂhrm SKILL CHECK HERO ACTIONS

, : Cast Any , ¥ Cast Any
. Health @ Strength @ Hero Die E WNMM. @ Spell e Ao . Health @ Strength @ Hero Die E WMMM- @ Spell e s o
o Focus @ Agility . Enemy Die Dicarn Melee Free o Focus @ Agility . Enemy Die Disarm Melee Free

Trap Attack Action Attack Action

Trap

@ Defense @ Intellect o Success Result ) @ Defense @ Intellect o/ Success Result e
Missile Enter Missile Enter
0~ 00k Q- D@
. Movement Any skill ¥ Failure Result ac Las . Movement Any Skill ¥ Failure Result ac Lair
DUNGEON MODIFIERS TARGETING DUNGEON MODIFIERS TARGETING
4 Move Torch Trigger Gain Defense/ Moves listed @ value 4q Move Torch Trigger Gain Defense/ Moves listed @ value
w M@ Up/Down Trap .-.N@\ Movement “ ® H@ Up/Down Trap .-.N@\ Movement “ @
Reveal @ Range of X rooms awa: R @ Range of X rooms awa
% mwwwmoss ¥ 2] AddaGoblin/ £X@ | X§ mﬂw m:mmzr\ t b 3 . Mwmmﬂs: [ AddaGoblin/ %X i X§ mw% mmm_E_\ 8 y
Room - aonlo Same Room Room —— WD i Same Room
5 Active Hero's ; Lose Health/ - Active Hero's Lose Health/
® Room Recr E \ 2.94 Focus Line of Sight ® Room Kooy ﬁ \ l Focus Line of Sight
1 (not same room) Y (not same room)
Trigger Gain/Lose Trigger Gain/Lose
0 Entrance Enemy i c IE Hero Die Any Path 0 Entrance Enemy e c IE Hero Die Any Path
Action (can be same room) Action (can be same room)

.. >&ﬁ_m\w=§§2m .. >n_mm\m=_u~§n»m
Z::o: . E \ Mw . Z::o: 4 @ ﬂm \ Mm ‘
‘Om::aé @ @oBU_mwmmc_ﬁ . OmE:oé @o::uawmm:: o .
,« Encounter ...o \g Loot/Spell @ \@ All Heroes/Enemies « Encounter ...o \@ Loot/Spell @ \ Q All Heroes/Enemies

i A 5 ) Bonus to | N 3 X Bonus to !
@ Wmmmwm \b \@ W%W%%ﬁm: m.y\ Enemy Die @\ @ Effects Target | @ wmmwmm \b / @ mﬂvnw%%mn 1 —W‘v\ Enemy Die @\ @ Effects Target
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