Attack %3
Add +2 Attack #% and gain “ when the

target is adjacent to any of your allies.

LA
(o]}} your next four attacks targe[ing enemies
adjacent to none of their allies, add +2 Attack #&.

S

Move W. 2
Attack %2

Loot &1

Attack #* 4

Range X 3
Target© 2

*

INVISIBLE >
Self

Attack %4

Range%’3
WOUND @

® #

LA

(S

Attack %3

Add +2 Attack #% and gain “ when the

target is adjacent to any of your allies.

Move W. 5

special lixure

Move Y. 3
POISON @

Target one adiacent enemy

N Luelsts fduance

Move Y. 3
Attack %3

Add +2 Attack % to attacks this
round targeting enemies adjacent
to none of their allies.

Attack %4

Add +4 Attack % and gain ﬂ
when the target is adjacent
to any of your allies

Move Y. 2

INVISIBLE <>
Self

INVIS-I.BLE
Self

On your next attack while you have

INVISIBLE, double the value of the attack.

E® E

PULL&2

Range E 3

Attack #3

Add +1 Attack % for each of your
allies adjacent to the target.

@Z Add +2 Attack % instead, “
LA

Move W. 3

Force one adjacent enemy to perform

Move Y. 1

with you controlling the action,
and ending in a hex adjacent to you.

Attack %2

Range X 3
Target© 3

1

Move W. 4

Gain Advantage on all
your attacks this round.

Disarm one adjacent trap.

Target an enemy within Range X3to
suffer the effects of the disarmed trap.

2 ¢

On your next attack targeting an enemy

adjacent to none of its allies and adjacent to any
of your allies, double the value of the attack.

E @ E

Attack #3

Add +2 Attack % and gain “ when the
target is adjacent to any of your allies.

Add +2 Attack % and gain “ when the
target is adjacent to none of its allies.

Move . 6

Attack #2

Add +X Attack # where Xis equal to
double the Shield @ value of the target.

*

Negate the next source of
damage to you this round.

Attack #3

Add +3 Attack % and gain “ when the
target is adjacent to any of your allies.

Add +3 Attack % and gain “ when the
target is adjacent to none of its allies.

Move W. 7

Stiletto Storm

Attack %2

Range X 3 ¢
Target © 4

] ¢
Move . 4

Retaliate & 1
Self

Disarm one adjacent trap.

*

Attack %3

Attack %3
Range E4

Move W. 4

Loot & every hex you enter.

Attack #* 4

Add +2 Attack % and gain “ when the
target is adjacent to any of your allies

" Onyour next six attacks targeting enemies with

DISARM &, IMMOBILIZED or STUNE®,
add +2 Attack #.

DOB

Heal 8 -
Self

*

Move W. 3

Kill one adjacent enemy whose current hit
point value is equal to or less than 3.

Attack %3
POISON @

13
60 =

Move W. 5

Attack %4
Add WOUND @ and gain §{) when the

target is adjacent to any of your allies.

Move W. 5

Kill one adjacent normal enemy that
is adjacent to none of its allies and
also adjacent to any of your allies.

1

Move . 2
POISON @

Target all adjacent enemies

Attack %4

Target all adjacent enemies

DISARM &

PO, ;
Force one adjacent normal or elite
enemy to perform its turn this
round as if its allies were enemies

and its enemies were allies, with
you controlling its actions.

To signify this, place one of your class
tokens on this enemy for the round.

S 5%

Attack %2

Range Q’ 3
Target © 2

1

Loot &2

Attack %5
Range X4

Add +2 Attack to all your attacks
targeting poisoned enemies.

B

Attack 72

POISON @
IMMOBILIZE <&

Add POISON @ and WOUND @

to all your attacks.

7 5

Move Y. 5
WOUND @

Target all adjacent enemies




