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Create one 3 damage trap
in an adjacent empty hex.
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The next four times a Doomed . target dies,
perform an “Attack 752, Range X'5” action.

~_ felling Swoop .

The next three times a Doomed . enemy dies
within 2 hexes of another enemy, transfer one
Doom . to that enemy instead of discarding it.

Summon War Hawk
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] Doom.: Place your class token on an Doom.: Place your class token on an Doom.: Place your class token on an Doom.: Place your class token on an Doom.: Place your class token on an Doom.: Place your class token on an Doom.: Place your class token on an Doom.: Place your class token on an
enemy. enemy. enemy. enemy. enemy. enemy. enemy. enemy.

When this enemy dies, force all enemies
adjacent to the hex in which it died to

When this enemy dies, all enemies adjacent
to the hex in which it died suffer 3 damage. &

All allies add +1 Attack # to
all attacks targeting this enemy.

This enemy suffers 2 damage
at the start of each of its turns.

When this enemy dies, perform
a“Heal & 5, Self” action.

When this enemy dies, move
to the hex in which it died.

This enemy’s Attack %, Move Y.,
and Range%’ are all reduced by 1.

Add +2 Attack #t to all your attacks

targeting this enemy. . alee
getng Y move 1 hexin any direction.

Doom . action is played,

Doom . action is played,
discard this card.

Doom . action is played,
discard this card.

Doom . action is played,
discard this card.

discard this card.

When this enemy dle.s or another When this enemy dies or another
Doom . action is played,
discard this card.

When thi di th i i i i
E en this enemy dies or another E When this enemy dies or another E When this enemy dies or another

When this enemy digs or another
Doom ' action is played,

E When this enemy dies or another
discard this card.

Doom . action is played,

Doom . action is played,
discard this card.

discard this card.

E When this enemy dies or another
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in an adjacent empty hex.
] ik g ES ‘a Add +2 Attack 7% if the target is undamaged
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Doom . : Place your class token on an
enemy.

Add +2 Attack 7 if the targetis Doomed @
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IMMOBILIZE <&

Target one adjacent enemy

Doom .: Place your class token on an
enemy.

Doom .: Place your class token on an
enemy.

All summoned allies add +2 Attack %
to all attacks targeting this enemy.

You and all allies gain PIERCE ‘ 2on
all attacks targeting this enemy.

Each time this enemy suffers damage,
perform a “Heal ® 2, Self“ action.

Move W. 4 Move Y. 5

Move . 3

Doom . action is played,

E When this enemy dies or another
discard this card.

Doom . action is played,

E When this enemy dies or another
discard this card.

Doom . action is played,

E When this enemy dies or another
discard this card.

—

_ Jlature’s funger. = :

2 g

_ Press the ftfack

_ Darkened Skies.

Summon Giant Toad
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Doom . : Place your class token on an
enemy.

You may have two Dooms @ active
on the same target.

One adjacent summoned ally performs
Move y. +0
Attack ’}4“ +0

with you controlling the actions.
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Create one 2 damage WOUND @ trap
in an adjacent empty hex.

WOUND @ all enemies adjacent to
this trap when the trap is sprung.

Attack %3 o

Target all enemies within Range &3

Attack 2 »
Rangek4 e
Add +3 Attack# if the targetis Doomed @ §

If athird is played on the same target,
discard one of the others, or if a third is
played on a different target, discard both.

Attack 2

1 Range WS
Target©@2 @

Gain “ for each two enemies targeted.
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Doom @: Place your class token on a
normal or elite enemy.

A
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Doom .: Place your class token on an

22/ 2”5

Doom . : Place your class token on an

enemy. 5 oir enemy.
Add +2 Attack7 to all your attacks ; . Retaliate o2 At the start of your next three turns, Move Y. 3 ; ; :
targeting Doomed @ enemies this round When this enemy dies, perform an Range X 2 All attacks which target advance the marker on this card. After it When this enemy dies, you and all allies
this enemy have Advantage. advances three times, the target dies. Attack ;z‘t 2 perform a “Heal & 2, Self” action.

“Attack %2, Range%’l Target ©3" action. &

Target one Doomed . enemy at any range

Doom . action is played,
discard this card.

E When this enemy dies or another

Doom . action is played,

Doom . action is played,
discard this card.

discard this card.

E When this enemy dies or another E When this enemy dies or another
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Doom @ : Place your class token on an Doom @ : Place your class token on an Doom @ : PIaCeg:::;yClaSS token on an
enemy. enemy. .
Move Y. 3 Add +3 Attack# to all your attacks % If this enemy dies within Range & 2 Move Y. 3 All ranged attacks targeting this enemy Move Y. 3
targeting Doomed . enemies this round All attacks which target of another enemygansfer this and ; f?dd +X Abttack, wh;re Xis eql;alhto the ; 2 e S . ;
thi in CURSE (. any other Dooms @ to that enem ifference between the range of the attac ransfer all active Dooms rom
INVISIBLE 6 Eenyisai 2 yinstead of discarding them. Y Heal ¢ 5 and the number of hexes to the enemy. their current target to an enemy
Self Self within Range X 4 of you.

When this enemy die.s or another
Doom . action is played,

Doom . action is played,
discard this card.

discard this card.

Doom ' action is played,

E When this enemy dies or another
discard this card.

E When another




