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Abilities
hulking : does 2 extra points of
damage to Attack Action totals,
and may explode.
large : this monster is much larger
in size than a normal man.

#3. 00000 00000

000

#4. O0O000 00000

000

Chimera

CS melee d6x2

x2 = 2 attacks a round

00000 00000
00000 00000

Abilities
breath attack : once per encounter,
may forego normal attacks on their
combat action and instead make 1
ranged Attack Action with Focus
which explodes. The target may
make a tough agility task to take
half damage (round down) after it's
been reduced by a Defense Action.
fast : this monster may reroll
initiative and take the best result.
flight : may fly long distances. Gets
to reroll all ranged Defense Actions
while in flight, taking the best result.
Jarge : this monster is much larger
in size than a normal man.
strong : does 1 extra point of
damage to Attack Action totals.

Abilities

armored : takes one less damage after
its Defense Action has blocked damage.
breath attack : once per encounter, may
forego normal attacks on their combat
action and instead make 1 ranged Attack
Action with Focus which explodes. The

target may make a tough agility task to

Dragon

take half damage (round down) after it's
been reduced by a Defense Action.

fast : this monster may reroll initiative
and take the best result.
CS melee d6x2 flight : may fly long distances. Gets to
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reroll all ranged Defense Actions while in
flight, taking the best result.
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to Attack Action totals, and may explode.
large : this monster is much larger in size

than a normal man.

CS melee/ranged d6

Abilities
hulking : does 2 extra points of
damage to Attack Action totals,
and may explode.
large : this monster is much
larger in size than a normal
man.
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Abilities

fast : this monster may reroll
initiative and take the best result.
flight : may fly long distances. Gets
to reroll all ranged Defense Actions
while in flight, taking the best result.
large : this monster is much larger
in size than a normal man.

Manticore

CS melee/ranged d6

Abilities
fast : this monster may reroll
initiative and take the best result.
flight : may fly long distances. Gets
to reroll all ranged Defense Actions
while in flight, taking the best result.
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