- Starts on Gearloc mat Y : Not reliant on other Skills to train
Initiative Die Nambers: 2, 3, 4, 4, 5, 6

Scavenger - The key to Boomer's usefulness lies in her ability to find the
Earts she needs to construct her grenades. Combine 1Element, Casing, and
use to uptick your Boom Counter by 1.

o { © Element: 7
G st Sk

'Eleﬁ\eht(I/L/Ctr)_%’Yop*fpgnd #'Ele;ﬁen't(s). i © Fuse:
Casing (I/L/Ctr)-You-’fo_Un:i#Casing(s). @ggmgggﬁ?

Fpse (L/ L/ Ctr) - You;fqy‘nd o FUSE(S?' Grenadier - Al of Boomer's Skill damage comes from this profession. Each of
Grenades (Ctr) - You have # Grenade(s). these Skills will reduce your Boom Counter by 1when used.

Small Explosion () - Do # Drrig touniton b
+this position and 1/2 Dmg (round down) to ; :
all units on adjacent positions. i @ BigBoom: P
 Controlled Blast () - Do # Dmag to all Baddies: | 3 !
Pér_tg Backlash (I) - Deal # Dmg to all H Stumner: .
~party members including self.
. Smoke (A/A‘A"éCt"r) - The next # times a
Baddie targets this unit with an attack and/or
Skill, will miss. N ol
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Utility Bomber - This profession grants 3
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A Cleanse (II'/A /Ctr) W:i‘*fe Cleaﬁgé is Acti\)e;f Each of these Skills will reduce yo

i

e Al nel e B P s Trom nath s ]
prevent new gggative Effect Dice fr ofn béqng , ¢ Smoke Sereen:

- applied to party (reduce # by 1 at start of your turn).”

 Stupner (I) - Place a Stun Effect Die onthis .~ | X Sosl Koo
- Baddie if its Pt total is equal to (or less than) #. - ‘ b Flaskbang:

Napalm (BA/Ctr) - At the start of this Baddie's L 8
o et g s tounds. o | - This line offers grenade comp
%BBCklaSh (I) - Deal # Dmg to self. - "} the fabled Element 325 to fashion the ultim

Disable (I) - Place a Disable Effect Dieonthis  §if cBody Search: P
Baddie if its Pt total is equal to (ar less than) #. it See batk for detal
Multi-Use Parts (I/ 'KCtr) - You gain # " Bigger Boom:
Components of your ¢ voice{.- o -

Buff HP (A) - Add # HP to your Prep Area. © Search for 325

When taking Dmg, remove from this Buff HP
first. If buff r%achgs O {or.is removed), Exhaust b | - It's all about leaving a memorable impression on yo

die (and remave all Buff HP), > '/ i 7 12 2 2
yAgatns i e 4 < B B I 3y
. -Loot (I) - Immediately draw # Loot. * iﬁ S
" Bigger Boom (I) - Increase the Dmaq of your- - < Holy Hand » TR B
Fr_g% and Big Boom grenades by #.g . g:bacﬂ‘flo?:letaﬂs 8f§ =
Intact Grenade (I) - Increase gour Bo B - g ——— L
. COf»"t@fbdu_#-‘ s Sl A- Used in an Active St“’"g't
‘Holy Hand Grenade (I) - Add the Holy Hand . ‘A  lleedin allu's Active Slot :
,‘Gre%ade Consumable Die to your Gegdoc mat. Sy AA "L!SEd |n.a||g die (Active).
. Flerment 325 (L) Apal) leHaTg Hand 4 BA-Place die on Baddie (Active).
- Element 325 (L) - toHolyHand . ~ o s & i
Grenade right"('ll;eforepg’s#ng e ” m_i G, BP-Usedin BQCkUUPntPe‘?n e \\
¢ . g 35 3 €O iR s
_Holy Hand Grenade (I) - Deal # Dmg. Use ~  {& Ctr U??d o “ / i
-'Whll_ednlf%bgzsrs_, unle_sl_séiieme?t :I%ES |sb ; I - Used instan gi(' e L
; : is ‘U i i i ina e e
?rg)grlg Small Explti;?or? g’gaﬁbllgstelaste)a Um o ( il .‘L-~U'SEd\ in 3 Loc , ;
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/ e s got sSuch a cu
Backup Plan Breakdown lic2le Petm on him! And

ewhien he acts so
5. . angry...sigh!
8 7 3G Throw 0dds- T et for 1 0mg oo i, k. B e s orpts
2 . 2 overall damage output. With hard hits that hurt multiple Baddies 2
2 % Search Agam - Re-roll any 1 Scavenger Die just rolled. well as some very useful crowd control, Boomer can easily level

enerny lines if you manage her qrenades well.

= 3 % Blnff Bom_b - Select any occupied position. That unit is 0 i

immediately repositioned to an adjacent position of

Boomer's choice. @ Beginner Build Strat
‘/ % Th'ow Ends - Thwaok target for 3 Dmg. Stats: You need HP, so do that first.
You have plenty of Dex for a few
. ) battles, so it's warth it to try to
‘ 5 Hlde - Place Untargetable Effect Die on yourself. increase your Atk by 1 next. From

there, it-depends on your cFarty. More

_ : 6 % Upgrade to [nnate+]! HP, a Def, a Dex - all good options.

Skills: Grenades are your bread and
butter, but you need Components to:
make them. While it’s tempting to
grab up all your DPS, Frag is enough
| to start. Then,strongly consider

| Body Search to keep Components

L coming in. Also, Smoke Screen =
e peace of mind.

Critical Boomer Details &

Grenades. She scavenges for what she needs during battle in the form of

: _‘Q Grenades - Boomer is always looking for Components to make her D—r =
Elements, Casings, and Fuses.

Making Grenades - Boomer may roll and place any number of these
Components in Locked slats. Once she has at least 1 of each Component,
she may decrease an Element, Casing, and Fuse each-by 1 and then
increase her Boom Counter by 1. Boomer now has a Grenade! The Boom
Counter itself.is never ralled. it is anly used to track your available grenades. :

Boomer may create a grenade anytime during her turn. She may create

more than 1 at a time'as well. However, she can only carry up to 3 :

grenades at any time. Elements, Casings, and Fuses that are Locked may {§

remain there from battle to battle. As you use up the last of each

Component, you must Exhaust that die until next battle. You are free to

Exhaust these dice even before they reach O (if you want to go for-a higher
, roll next battle). X

Tailoring and Using - All Skills from the Grenadier and Utilit}/_ Bomber
professions require a grenade (Boom Counter of at least: 1] to finish their
creation; Once you are ready to use one of these Skills, decrease Boom
Counter by 1, then ﬁou may use the grenade Skill of choice (s long as you
have unlocked it). Each grenade Skill requires you to select a Baddie, Gearlac,
or pos|||t|0n you will affect before rolling. You will do this for EACH grenade:

. you roll. 59 e ey

Unlike your other Skills; once any 'one"'hf:your‘ grenades is i‘olled, you MUST
use the rolled result and Exhaust that die for the remainder of battle. These g
* Skills may: be effective, but grenades are precious, so use them wisely!

|
q"
Holy Hand Grenade - if ydt] écduire_a Holy Hand Grenade, it will be a L

TN =
@ Innate and Innate +1

Innate - Scavenger:

Boomer starts with Element, Casing,
Fuse, and Boom Counter Skills.

—

Innate +1 - Resourceful Scavenger:

In addition to Scavenger benefits,
Boomer also may add +1 to each of
her Element, Casing, and Fuse roll
results before Locking the dice
(increase die by 1). On a 3§ rall, she
e may uptick that Component to 1.

ARRERRRRERRN

ll @ Effect Dice Definitions
Disable Effect - This unit's
L @ Skills are suspended (lasts

complete grenade and does not require you to decrease your Boom Counter. entire battle).
This still costs Dex to throw. Furthermare, if you have acquired Element
325, you may apply it to the Holy Hand Grenade to make for an even more

effective “Boom’”. (teal Dmg numbers will apply rather than white).

x

« otun Effect - This unit loses

its next turn (negative Effects
still apply).

i ‘x Untargetable Effect - Until
|

Fr‘iendIE] Fire - Some Grenades, such as the Frag or Holy Hand Grenade; ma

do 1/2 Dmg to all adjacent units. This can include Gearlocs as well, so be careful.

~ Also, beware of grenades with Backlash and Party Backlash effects, as this can
also deal'Dmg to Gearlocs. *

!

the start of this unit's next

turn, it cannot be targeted by
opposing units (Baddies with no
target on the Battle Mat will-not

Body Search - Boomélj must wait until-at least 1" Baddie is defeated before she {
can roll Body Search: This still requires 1-Bex to roll on-her turn as normal. l
! I
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,Bones (BP) Mag use is.in your B3 ’s.‘“ an. ||

B

CooP

‘Dice lcon Keg

- Heal (I) - Heal any Gearloc for #HP.

> # HPIf this die is in an Actlve slot, it tnggers

Heal Assist (I/L) - A rolled Med Kit or Med Pack
die result may be multiplied by #:

Melee Atk Dmg (I) - Deal # Dmg to target

Revwe (I/A AA) - Restore a KO'd Gearloc to
automatlcallg if KO'd.

A Reroll Heal (I/L) A rolled Med Kit or Med
; Pack dle mag be re-rolled # tlme(s)

: Loot (I) Immedlatelg draw # 'oot

| =
K
I8
o
ke
A
=
&
Ed

ur
Plan.”

\ RerollBuff (II/L) A roIIed Stlm Kit, Chem

-'Gearloc s tur

\_JPO|son Jar (I) - F‘Iace a # Pmson v'ect -Dieoh

your target.

Poison Dart (I) Placeft";' Pmson Effect DIE
" on any Baddie. R

~ Tainted Mlxture (I) Deal # True Dm to self

&

D!FF,!ULTY

PATCﬁEg

% : Not reliant on other Skills to train
Initiative Die Numbers: 3, 3,3, 3, 4, 4

Combat Medic - The safest way to keep yourself and your party alive,
this profession has it all. Get your main line of healing sklls, the best
weapons, and a way to resuscltate your party

YrMed Kit:

@ Fast Hands:

@ Bone Saw:

@ Med Pack: <
¥ Seegac‘ttcfg details #

Forester - This profession s 2 mixed bag, but i hard to pass up for its healing
benefits, valuable poisons, and the occasional loot

¥ Nutrients: . . .

You must use this result and Exhaust this dte N

 (unless you have way to re- [oll tt)

'Buff HP (A/AA) - Add ¥ HP to a Gearloc s

Prep Area. When taklng Dmg, remove from

Exhaust die (and remove all Buff HP).

Buff Atk (A/AA) - Add # to a Gearloc s Atk
Stat. Lasts entire battle.

Neg i-zap (I) - Deal # True Dmg to any Baddie. |

Pos-i-zap (I) - Restore a‘KO'd Gearloc to # HP

Ener%q Cells (L/Ctr) - Reduce Ctr b%'l to roll
appack or to use 0vt-3rcharge ackup

Kit, Stim Belt, or Stim Lethal dte may be
re- rolled #times,

Recover (A/ At the start Selected
Aﬂﬁeals for # HPEI).(asts entlre

‘Booster Shot ( AA) he start of selected
Gearloc's turn lt eals #t\ﬁl.?tf ‘

‘HP. Lasts untll
Buff HP is depteted

* Perma-HP Buff (I? Permanent! mcrease
any Gearloc's Health Stat Dte bg

¢ op Distiller:
this Buff HP first. IF-buff reachies O (oris removed), |

| | Acq e th eautlesm oot or by trade

e @SE0E60

Stim Stacker - Oftentlmes more risk means more reward The Stim Stackmg
profession is no exception! Some of these skills can backfire, but they can also
qreatly ramp up your party's health and effectiveness.

*Surgeon General of Daelore's Warning: Stim Stacking may cause an untimely death.

@ Chem Kit:

|

o &9 &%

=

@ Chain Reactor: @

@ Stim Lethal:

gg

e g
i e ackfordetaﬂs
t #771p Poison Dart: . '
12 12, 12,
Seebackfurdetaxls . . .

A Used |n an Actlve Slot

TAA ‘Used in allg s Actnve Slot.

2 BP Used in Backup Plan.
Ctr Used as @ counter.

1- Used instantly.
Vi ‘ L Used ina Locked Slot.

Jm@ 2 @ o B o
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 Backup Plan Breakdown
5.

76 -

2 % Heal Gearloc - Heal any Gearloc for 1 HP

- 3 36 Needle Jab - stick target for 2 Dimg.

- 4 % Fortunate Discovery - gﬁ_lect a Consumable Die and place in its
ill slot. It is now available for use.

5 % Overcharge - Beduce E-Cells by 1. Electrify any Baddie for 4 True
mg.
& 2O Upgrade to Innate+!

Critical Patches Details &

Healing - Heal can only-raise a Gearloc’s current HP up to its max HP.
This is important for mitigating True Dmg and resisting Fatigue.

Buff HP - These buffs grant higher HP bonuses and can be stacked (as long
as there is room on the Active slot). Buff HP.is important.for taking large
amounts of Dmg, and|Def is applied before removing this type of HP.

-

F{evivirég _
battle. Either you can earn and roll Liqu
and also earn E-Cells.

\When a Gearloc is revived, set its HP to the # shown on Revive/Pos-i-zap
and re-join the battle at the end of the current round. Remember, anytime a
Gearloc enters the battle mat after Round 1, it will assume a starting
Gearloc position andbe placed at the top spot of the Initiative Meter!

a Gearloc! - You have two W_aJS to bring a Gearloc back into
id Life, or you can train Zappack

Liquid Life - When using Liquid Life, you may roll and appl?/ Revive to any
Gearloc in play or already KO'd. If the selected Gearloc is‘already KO'd,
Exhaust Liquid Life immediately and bring the Gearloc back into play at the
end of that round. If a Gearlac receives Revive while still in play (die:is placed
in a Gearloc's Active slot], the Skill will trigger after that Gearloc is KO'd (after
that turn is over). Exhaust Liquid Life at this time, clear all Effect Dice, and
set new HP at # shown on Revive icon. Gearloc stays in‘its Prep Area until

it re-enters the battle at the end of the current round.

each time you use Overcharge or choose to roll Zappack. \When using
Zappack, the Neg-i-zap result is used on Baddies, and Pos-i-zap is used on
Gearlocs. Pos-i-zap may only be used to revive Gearlacs that are already .
KO'd. This works just like Revive does on a KO'd Gearloc.

"This Gearlo cares only for the welfae of is pary. Using 2

of battles. He also isn't

Heals and Buffs - Healing:and Buffing are how you keep Gearlocs in battle |

; E—Celis - Roll when acquired, and placé in Locked Slot. Reduce E-Cells by 1 Y

i

PATCHES

a
variety of methods, Patches is a master manipulator of health
and can easily sustain a llslrft{ though the worst and longest

ad with 2 bone saw...smooth edges!

| T
@ Beginner Build Strat

Stats: A Dex and another Atk Die
are your first priorities. After that,
look at increasing your HP before
gaing back for more Atk or Def. You
can get quite far on only 3-4 Dex.

Skills: Med Kit first. Then,

Nutrients for more sustainability or

Toxins to help party do some Dmg

and to get around Thick Skin.

Against hard hitting Baddies, your

Stim line is best, though Medic Skills
are safer.

@ Innate and Innate +1

Innate - Recovery:

ﬂ At the start of your turn, heal
yourself for 1 HP.

Innate +1 - Major Recovery:
Instantly and permanently increase
Health Stat Die by 1 (once per
Adventure). At the start of your turn,
heal any Gearloc for 1 HP.

s
@ Effect Dice Definitions

B/ Poison Effect - This unit
takes True Dmg equal to
Effect Die # at the start of its
turn. After applying Dmg,
reduce Effect Die by 1 (only 1
Poison Effect Die per target).
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Dice lcon Keg

% Bones (BP) Mag use this in gour Backup P

% Reusable Bones (BP) ‘May use this'in your
<2 Backup Plan. After use, place ack invits Skill slot.

Rage Progress A/ Ctr) Shows your current
Rage. *See back for details. |

‘Breakdown (I) - If Breakdown is showing at end
of turn, reset Active Rage Die to 1.0.

Execute/Advance (I) - ‘Choose to Execute a
Baddie or Advance your Active Rage Die.

'Execute (I): Instantly defeat an adjacent Baddie l
Up to a1 Pt (Tier1), 5 Pt (Tier 2), 0r 20 Pt (Tier 3). l‘
» ‘Advance (I): ‘Exchange Active Rage Die for the
- 77" next Tier Rage Die (sart ot 20/3.0). i
30 3 Rage Benefits (I) - You may Exhaust Ra
' to ga|n #92, 3 HP (up, tofull),or ﬁﬂ{ngto
Anger Management (I)- Increase or
< decrease Active Rage Die by #. T
W Steal Axe (T) - Add # ol ,Ur-Axe Collector Dle ;

~ Poison Armor (A) When hit by an ad acent
- Baddie, you may place a# Paison Effec Die -
on that addie.

“ Lashback (A) - When h|t bg an adjacent
Baddie, you may do # Dmginreturn.

Hardy (A/Ctr) - Whlle Hardy is Actlve ang turn
- your HP takes Dmg (including-True Dmg), total is
reduced to 1. Reduce # bg Tat start of your. turn.

ge early |
arget A

4
9
|

l
|
o
i
’
A
i
A
|

Drop In|t|at|ve (I) Move target down # spots ‘
on the Ini Meter at the end ofthis round. ¢

4 Attack Mods (BA A) Alter your or an
adjacent Baddie's Atk Stat by # Tor the battle. l
T lmmed|atelg you galn an Atk Stat Training |

A temp !

Disable (I) - Place Dlsable Effect Die on any b |
adjacent # Pt (or less) Baddie for the battle.

Jump (I) - Place yourself adjacent to ang Baddie.
- You may select anew target.

Taunt (A) Place 3 Taunt Effect Die on gourself

Axe Collector (Ctr) - Deal 2 Dmg to a '
-non-adjacent Baddie once’ er‘tum\ Each tlme
you use Axe Collector, reduce t1|s die by .

“Party Inspire (It All Gearlocs maove ta the
tap of the In| Meter at the: gnd of this round

- (maintain current Gearlac order).

_ Disorient AIl (IJ Place Stun Effect D|ce on aII
# Pt (or less) Baddies o

- Body Count (Ctr) - Increas Ctr bglfore |
_ Baddie you personallﬂ1 defeat. Gain#
consumed and reset IS Ctr to 0 (,géf,w

A\

if.

%*@Eﬁ,

|

3 - Nothing like Loo

 TANT KW

O: Starts on Gearloc mat Y : Not reliant on other Skills to train
Initiative Die Numbers: 3,4, 4, 4, 5,5

Zerker - Watch Tantrum's Rage Meter rise with each hit he deals or Dmg he
takes. Managing this meter correctly can spell doom for tlle Baddies you face.

©RAGE!: e i

See back for details
2 _@ 2
s

SES
@.
IR

© RAAAGE!:

© RAAAAAGE!:
@ Anger

Management
Mimic - One of the most acoomphshed fighters the Gearloc race

Tantrum is a quick study. In no time, he can adapt his own techni
his skills to mimic enemies whose paths he's prewously crossed

Y Like 2 Wyrm: G .
Y Like 2 Wolf: .
¥ Like a Kobold: C

- There's neiter a.dull moment in the ifs of @ Skirmsher, This skill ite

has lust about every trick in the book. Modify your Initiative, improve battle
positioning, and even cripple your enemies.

YirIntimidate: . .

i Cripple:
FeWay of the Wild:
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.Axe Collector:

See back for details
@ Horn o' the
Zerker:

Body Comnt:
See back for details

%
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ESRICHIES
% (86 &

4

A Usedinan Actlve Slot
‘%AUS:E(:: die on Baddie (Actnle)
: ~BP Used in Backup Plen.

* Ctr - Used as a counter.

“1-Used |n_stantlg
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Backup Plan Breakdown riting Tha s, ST <
o ca//m...c/am__ﬁa/,/,/,/,//’ i . :
2 b/ 3
R / % Get AngTY - Increase (by 0.2 your Active Rage Die. }
small stature fool you. Tantrum is a powder keg of Ding just

3 2 % ca'lm Down FLRRase by Diclapdr Apive: Rane SR waiting to be iqnited. If Tantrum can control his rage, he is
a 3 % pethaps the most devastating Gearloc in the party.

LALRRRRARAS
& % Axe Collector - increase Axe Collector Die to max. e Beginner Build Strat
Stat% Get HP |1:0 5 % B, then take i
4 | vour Dex to at least 4 so you can ro
5 % Recoup Regakiosd HR Atk Dice along with your Skills. After
that, focus on Training Atk. If you are

" 6 % Upgl'ade to Innate+l! _ Blaying solo, prioritize 1 or 2 Def

ice before more Dex.

Skills: Start with Like a Kobold to

» Critical Tantrum Details ¢ helpéo_u stay fighting longer, then
it AR ! add Cripple or Way of the Wild to

— Rage - Tantrum relies dn mana%ing his Rage to be effective. He starts D—l—' g debuff VOUFT“’&JEEUHEWS- Once you get
7 b ¥ )

" Being fearless and having a temper is usually not agood
combination, but in Tantrum's case, it's J)erfect. Don't let his

(55

7:3%

with RAGE (Innate) Skill Die, and he may unlock RAAAGE and RAAAAAGE a feel for , you should upgrade
to increase effectiveness: Before battle, Tantrum sets BAGE on an Active | to RAAAGE to increase its

Skill slot. As he advances to the next Active Rage Die, he swaps the dice " effectiveness.

lkeeping just 1 Active’Rage Die in an Active slot]. ] ' s

Each time Tantrum makes an attack (once per turn), he must increase his |
} Active Rage Die by 0.2 Also, Tantrum must increase his Active Rage Die HE
i (also by 0.2)-for every HP that he loses. Any-time on Tantrum’s turn -he may i

: TNy
Q Innate and Innate +1

-

trigger his Rage (eam the benefits showing) and Exhaust this die. Be careful, & !

an Active Rage Die maxes out at its highest value and Tantrum will not be I Innate - Rage: ; }
able to Advance it (or Execute] until he calms down to these symbals. 'éar]ltr‘urrl; Sttt?rtSR VAVgI]E .Sk'”i RAEE-
. ! B . i 1 Before battle, Is placed in

Should he complete his turn and the Active Rage Die is maxed (showing a 18 :

‘Breakdown' symboll, he must reset to Active Bage Die 1.0 and start a L) | Activeslotandsetat1.0.

over again. Any time Tantrum chooses ta use an Active Rage, he must | 3

Exhaust that die. If he Exhausts RAAAGE or RAAAAAGE, he is able to & Innate +1 - Fearless Rage:
W) start again at Active Rage'Bie 1.0 (make this die Activel, though he won't bess | In addition to his Rage benefits,

able to advance this far again. Once RAGE has been Exhausted, he willno 4§ Tantrum also ignares all

longer gain Rage this battle. 4 | | Breakdown occurrences.

Each Rage Skill Die has an “Execute” on'it. At any time during his turn, if his
Active Bage Die is showmc(];_ this symboal, he mae{ instantly defeat an adjacent
Baddie. How tough.a Baddie he can defeat, is determined by which Rage Die
is:Active. Tier 1 RAGE defeats a 1 Pt Baddie. Tier 2 RAAAGE defeats a |-

9 Pt (or less) Baddie. Tier 3 BAAAAAGE defeats a20 Pt (or less] Baddie.

Axe Collector - Axe Collector starts on your mat at value: O. It will rerain

| TN ¢
{ | @ Effect Dice Definitions

. f Disable Effect - This unit's
] Skills are suspended (lasts

on your mat for:the entire adventure and is used to track your available Axes. g tire battle).

Downtick Axe Collector by 1.to do 2 Dm? to any non-adjacent Baddie. This = % i

is usable only once per turn; The Axe Collector (Backup Plan) or a Fortunate | Poison Effect - This unit
Discovery Loot maxes your Skill to 3 Axes. If you acquire an Axe within the , takes True Dmgq equal to
Mimic profession, uptick Axe Collector by 1. Effect Die # at the start of its

turn. After applying Dmag,
reduce EffeclfFI)Jlge bgg 1 (o%lyl
Poison Effect Die per target).

Taunt Effect - Until the start
of this unit's next turn
adjacent opposing units must
attack this unit (units with
multiple targets will attack this unit
multiple times).

* . Stun Effect - This unit loses
ItS_ next turn (negative Effects
| (™ still apply). :

Body Count - BDd(}l Count starts on your mat at value: 0. It will remain on your
mat for the entire adventure and is used to track your defeated Baddies. Increase
Body Count by 1 each time you personally defeat a Baddie.-On your turn, if Body
Count is greater than 0,-you may "Consume” this number and gain it in HP
- [cannot exceed max HP)./After consumption, Body Count is reset to 0. Fortunate
Discavery Loot hasno effect on Body Count.
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DIFFICULTY

9@ oP O: Starts on Gearloc mat K : Not reliant on other Skills to train
Initiative Die Numbers: 3,3, 4, 4, 4, 5

Mechanist - The best mechanists are small in size, enabling them to
easily reach any yart of then' bot. They Te also quite handy witha wrench'
' Dice. Ico n Ke g

% Bones (BP) ‘May use this in gou ackup Plan. ‘ﬁCog‘n’Spanner . .

* Must use this in your Backup Plan i Robotics - A bot builder is only as good as the bot he builds and the

ts he makes along &
@ Skill Disable (I) - Place this die on o # Pt S R G e

(or less) Baddie adjacent to Bot. Baddie's: Skills ©Build1.0:
are suspended Ufl1tl| the start of your next turn. | Saa back or dotlle . .

Bot Defense (Bot/Ctr) - Blocks#lncommg © Spiderbot 1.0: ‘3,7»%
finia {o Hol. o Spiderhot 2.0: 5@

. Intercept (A/AA/Ctr) - Bot becomes the D S opaaont Z,0; 4
(/ target for the next # attack(s) the selected . . 3 p
Gearloc receives (reduce # by 1 after each attack). 5 © Build 2.0:

& (1) - Heal Bot for # HR - Accessorizer - Attachments allow

x Hide (I? Place Untargetable Effect Die'a an |/ i Let Baddies know vou'd rather blow o
yourself el them down with a furret. Scratch that

Hlde Behlnd AA/ Bot) Place on an adj acent i .
- Q*j} Yf.I!U (a;e nltar ettat/ﬂe f}/vl'tnle ad acentjht‘)oI ¥ Air Hor:
ace Untargetable Effect Die on yourse g §is
elther l!JJnIft, moves gr is KO'd; Exhaust this : ¢ Armor Plating:
die and remove the Effect Die. -

)’ﬁ Dlsplace (I)- Pusha gacent Baddle directly
- -away from Bot if position is available (Bot |
moves to Baddie's previous position) and dO # Dmg. 3 Prodder:

\
_ Bot Build (I/Dir) - Using rolled result, place | \ ;
in Slot #6 and then turn the die to omtpa o 7 Alternator:
Attachments you want available for our next |

Bot build. Once the Bot is deployed, Exhaust *Flfthl-eg
this die. Build 2.0 offers a greater range of )

Z\tttaclhments to choose from. *See back for ’ ‘g‘( Firing Arm:

el(alls. 3

T ﬁ?’ EaltergbBoost (I) - Increase your Bol's =~ | 7K Sense-o-matic:
i r . ¥
‘? FI) Heal Bot for # HP. K f Better andb “”’Ys of keepi

‘, é;& Blun*lt(l)alg ;acs (I)) BPlésge 3 Stu:& Effect Die on AT Glzmo.
ek - 8any orless) baddle. 4 el @ Cnt 16 16
A\ (I) - Place Bot on any Battle Mat B - Spldelrbot i & @a. & Q Q

Lea
ﬂ pos%on Bot may select a new target ﬁ ~ |R } Effect Dice Definitions

Firing Arm (I) - Deal # Dmg to ang ’ ' ! Unlargelable Effect - Untll the start of this unit's
non-adjacerit Baddie. . i ’ next turn, opposing units cannot target it (Baddies
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’ Baddie S (L) - Pl this di | ith ‘ with no targe on the Battle Mat will not move).

b addie Sensor ace this die along 'wi

@ a Bot Die from your Pre? Krpa (at i curlgent \ *,* &E};urt\ Eif”ect l')l”hls unit loses its next turn (negative
Power) in Locked slots. At the start of every g ERtan 9Py
ag, reveal 3 # Pt (or less) Baddie in its:Active S L ) e
o Moy tlog boten o e T g v
stackiReduce Yyour Bot's Battery Power . oo s llu's Active 1ot
ofter each revegal and Exhaust b%th Locked: AA - }JSEd !n ally’ Plan.
che when Batterg Power reaches 0.. - 4 BP- Used in Backup

; : ud) i
! e R Place die on Bot (AC
@ Self Repalr (I) Heal Bot for # HP | | ]B;(:: Used 253 directional die. ok |

’ Rat (1/Cty)- * e for detail ; Used instantly.
i g’gﬁ .B‘Ot .E:!vase» (I/_:C?‘I).. ‘_'.5‘."* bac.-l’(L _fq'rd t?'.ls', ; i Used in a Locked Slot.
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~ Backup Plan Breakdown Fite oy 6S et LY
A aa/t/enz‘ar/nj For He. ‘
by 1 >

Tk has a unique Backup Plan. Both he and his Bot have access to certain skills.
* Tink's skills are in black and his Bot's are in red (if 2 options, must choose 1J.

/ % Bot Mod - Heal an ac:}/dia Bot for 1 HP. or Exhaust 1 Attachment

on an adj/diag Bot to attach any 1 learned Attachment.

g 2 % Pull Start - Tink “restarts” an adjacent/diagonal Bot to its

H G k starting Battery Power.
- Bot burns all adjacent units for 1 Dmg. 2 =
ot Gasket @ Beginner Build Strat

Self— estruet - Bot hits all adjacent units for 3 Dmg. Bot is Stats: Get to 4 HP to match your
3 % D immediately Exhausted. | Bot. A Dex Stat of at least 5 will help

: 4 % Hammer Time - Tink may either smash an adjacent Baddie for tl\éeey:# ngﬁd%ptﬁ]%% %ﬁ&agg Bef
3 True Dmg or heal an adj/diag Bot for 3 HP. : y y : e
Dice for more Backup Plan options!

5 % SPiderbot 3.0 - Select Spiderbot 3.0 and place on your mat.

It is now available for use. Skills: Start with Firing Arm or

63% Upgrade to Innate-+1! Protect Mode, depending on your

style. Take one more Accessorizer
=== Critical Tink Details

% Skill, and then focus on Robatics
Skills. Alsa, learn Small Profile if you

L. Targeting and Attacking - Tink is Melee/Ranged which allows you to use g .

b I«: any starting Gearloc position at the start of battle. Tink and your Bot are a—‘l |

Just like his hots, this old Gearloc keglys oing and going.
At first glance, many underestimate m]g ana write off his bots
ag more of 2 nuisance in battle rather than effective combatants.
Time and again, however, Tink is the last ‘loc standing and
proves to be quite the asset to any adventure party.

ARAAAAANN

, : 600‘.0!00(4&"
@ Innate and Innate +1

Innate - Bot Builder:

Tink starts with Build 1.0 and
Spiderbot 1.0 Skills. You may rall
and slot (in #6) your Build Die (1.0 or
2.0) before battle. Set its orientation.

@ find yourself getting KO'd often.
both Melee Gearlacs for attacking purposes. You will choose a target for
Tink and a target for your Bot, and they can be different Baddies!

Tink and his Bots - Tink's Bots are ready to use out of the box, but
you first need to understand your options {read your Innate first!):

Building a Bot - On your turn, choose an available Spiderbot and place it in 1
your Prep Area with the starting Battery Power (teal number) facing up H

(+1 if you upgraded your Innate). Add to the Prep Area any Attachments you * i e o o
choose, based on the orientation of your rolled Build 1.0 or 2.0 Die and | ] ‘

the # of Attachments (&) your Bot can receive. A Bot does not require a | ot @1 @
Build Die to be deployed. However, it won't have Attachments. 21 1 SR it Fresuill
There is no Dex cost for leaving your Bot (and Attachments] in your Prep - e g rone e T

Area, but once per turn (using your Innatel, you may spend 1 Dex to increase
this Bot's Battery Power by 1 (iricrease Bot Diel. \When ready, deploy your . &
Bot (Bot Diel to the Battle Mat/on.an adjacent or diagonal pasition to Tink
alang with # € HP. (keep its Attachments in your Prep Areal: Deploying your
Box costs 1 Dex. Exhaust your Build (7.0 or 2.0) Die at this time.-

Bot Movement and Attack - Once deployed, your Bot is treated as an ally
\may be targeted by Baddies). To use your Bot, you must first decrease your:
. Bot's Battery Power by 1 (ance per turn). If you cannot, your Bot cannot be

used (Bot Die/HP.remain on Battle Mat and can still be targeted). If @ Bot loses all '
its HP..Exhaust the Bot Die and its Attachments. } ‘

- When using your Bot, it. may move (costs Tink's Dex) and attack (does not cost '1q. W
Dex]. When' attacking, your Bet automatically deals its # Atk Stat (£ ) in
Dmg to an adjacent Baddie (all Bots are Meleel.

Using Attachments - \When using your Bot, you may also use any Attachments
you've given it. These still'cost Dex to roll; however, they are not Exhausted when
-used. Once used, they return to your Prep Area-(keep separated from other Bot
Building in Prep Area) and are available next time you use your Bot.

Multiple Bats - While you are only able to have one Bot on the Battle Mat at a
~ time, you can still use your Prep Area to work on building and staging anather.
This is quite useful in making sure you are ready if a Bot is destroyed. Note: You
may. only-build 1 Bot at'a time. - : N

Build Die (1 Dex costl to allow for
new Attachment options.

Once per turn, Tink maé/ also spend
1 Dex to increase the Battery Power
of a Bot in his Prep Area by 1.

Innate +1 - Wise Bot Builder:
In addition to Bot Builder benefits,
all Bots start with +1 Battery Power
@™ when placed in Tink's Prep Area.

In battle, you may roll or re-roll a

o 4.-'4‘,:5# n
@ Sense-o-matic Skill

Sense-0-matic allows you to do

some scouting outside of combat,

but it means committing a Bot and

this Attachment to the task during

¥ a battle. While in your Locked slot,
the Bot is not usable for anything
but scouting. Like other Locked

| slot skills, you can Exhaust your
Bot at any time if you want to call

Special Bot Notes - Bots are immune to these Effects; Poison, \Weaken, “' it back to you. Good luck!

Terrify, Stun, and even" Fatigue! -
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che Icon Keg

: Must use this in your Backup 2lan.

Spikes (T) - Do # True Dmg. Move unit to
. an adjacent lane of Trap position if open. .

Snare (T‘BA) Reduce Atk Stat of thls umt
by # for the battle:

Rut (T) - If triggered bHNa # Pt (or Iess) Baddle,,
it cannot move any further this turn.

‘Multi-Arrow (I) - # of your rolled Atk Dice
also hit a 2" Baddie of your choice.

, Dlsplace (I) - Move any Baddie 1 positianin
“the dlrechon of an arrow on the die (set die upright).

Marked S(/BA) Place on: an&i\Baddle. This -
Baddie takes x2 Dmg from all Atk Dice this,
turnor the next hme it is. Attacked (by ally):

> Camo (L) - When pr
total Baddie Pts by #

"Plercm Arrow (I) - Do # Dmg to target s
‘Active Def only. This arrow also suspends |
Thlck Skln for this tUrn AR ‘

Igarlng the BQ modlfg

" Relurn Flre (A) Any hme a non- adjacent
/. Baddie targets you, roll # Atk Dice in return
Dmg instantly. Casts entire battle. :

_1n the Zone (I) - Earn +1 Dmg on the first roII of
- this die. Choose to deal earned Dmg to your
- target or rall die again. If you tie or roll Under
" previous #, earn another +1 Dmg. Repeat this
~ choice. On a failed roll, all earne Dmg from this

Pet Reroll (I/L) Re-roll any roHed Companlon
Die up to # times.

i Best Compamon (I/L) Set a rolled
Companion Die to any side. ,

Markers - These icons show which 5
Companions can perform the rolled Command

Dive Bomb (I/L) - Place Companion adjacent to
-any Baddie and deal 3 Dmg to it.

Frenzg §I/L) Companlon |mmed|atelg
takes aturn. -

W Draw Blood (I/L) - Plat;e A‘Bleed Effect Dle

on an adjacent Baddie.:

Pounce (I /L) - Place Companion an any’
: OS&ISOH and eaI 2 True Dmg to an; adjacent
F)

" Sacrifice (I/L) Place Slun Effect Dle on and
- adjacent Baddie. Exhaust Companion Die. .

Growl (I/ J Place Terrlfg Effect
Dieonana jacent Baddle U

*’W

[id &I

: Getyour hands on thesea

L, ¥ ¢
g@gﬁg

—m

3: Not reliant on other Skills to train
Initiative Die Numbers: 3, 4,4, 5,5, 6

Traybper - This unique skill set allows Ghillie to set traps before the battle
even begins. Start strategizing!

X Rusted Spikes: .
X Woven Snare: '
O Hidden Rat;

Ranger - Manipulate the battlefield with skills only learned from years
hunting in the eepwaod

¥ Multi-Arrow: @
@ Brate Buster:
© Marked Enemy: [

Marksman - Upgrade our arTow:
hitting Baddies more effectively...

Y Piercing Arrow:
¢ Retarn Fire:
o IntheZone: (5]
ch My B g
}ﬁrcan Faeon: 59
¢ Call Tiger:
& Call Wolverine:

iﬁ}r’ Command:

1
<4
2

2

Nw QA O
SINEN

ﬁﬁ

Wil =
- )

=3
28
=4

&ﬁ
L e

®
-

=2

o

B

and

8=

o
<
s
&
=
s
=
A’-
=8

%

}5%
o3

S

z
s e T g G @
BB " RS

iy

~,
-

@
@

~,
»

g Ul<a

B

O
2,
@
g8
=
=,

ommanding anim gettmg hem

&
P
2
P
2
o
2

&
.
) sg
mﬂ"
£
Nt~
G
<
S

%a
-
&
S
&
)
@

4
N
2 T
4
%

3

@ &
@

&

&>

@K

y as possi
ExtraMechLeg @

) &) &
4 =

Compamons (I) Place #@HP on ang adj/dlag |
position (place this die on top). This Companion takes

its turn right before Ghillie each round.
. *5ee back for detalls :

?s

&
% ‘;,:

G

4

@ Camo:
See back for details

3
e

'!

Lt \ot
Used m an Actwe S
gA Place die on Baddie (Achve)
BP Used in Backup Plan.
~ 1:Used instantly. s
L-Usedina Locked Slot. it n‘ ‘
T Placed as Trap on 0pen pos ion.

-
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Backup Plan Brealcdown ﬁff;‘;;gﬁ/% Fotr ‘ GHILLIE

: ‘ / % SWitch Targets - Select a new target before applying any dice

to your initial target this turn.

2 % Split Tal'gets - Select a new target after applying at least 1 die

to your initial target this turn.

2 3 % Fortunate DiSGOVBl'Y - Select a Consumable Die and place in its

Skill slot. It is now available for use.

4 % Lure AWay- gemove any 5 Pt (or less) Baddie from Battle Mat.

With eyes s big as zelfey fruits, Ghille s the most “aware”
Gearloc in your party. His heightened senses give him the ability
to stay one step ahead of his enemies hefore and during battle.
His traps and companions make him 2 well-rounded fighter and
one of the strongest for solo adventuring.

@ Beginner Build Strat

lace it on bottom of BQ. Stats: Ghillie needs at least 1 Def
to start off with. Get HP up to 5-6.
5 % Broadhead - Deal 5 Dmg to your target! Then switch to Dex so you can keep
kawlth r¥0ur Corr%panlon malntelrfarf]ce.
4 tk is then your focus, especially for
6 % Upgrade to Innate+l! longer adventures.

Skills: Grab a Companion unless
éou have a full party. Also, Woven
nare is a nice trap debuff. Then
{ pursue Marked Enemy for big Dmg
| that will aid you or your allies. If you
i go heavy on Traps, make sure to pick

up Brute Buster for more control
(@) over what trips them.

gi;tc.l!‘“

@ Innate and Innate +1

Innate - Scout:
Before battle, reveal a Baddie in its
Active Stack. You may cycle it to
bottom of stack.

I 7»___»_~Qritiq§l Gh|II|e Details

P .

St Traps - Ghillie’s traps are unique and function differently than most Skills,
as they are placed before battle and do not cost Dex to roll:

Placement - Traps must be placed on Battle Mat positions before the :
battle begins. These can be placed on any pasition, but remember that even {§
Gearlocs can trigger them by moving to that position), so be careful not to

box your party in.

Triggering - Traps are rolled after they are "triggered.” A trap is i
triggered when a unit first occupies the position where the trap.is placed. ol
Baddies cannot target or avoid traps.

If a trap is tri%gered during the initial Battle Mat setup, finish placindq all
Baddies onto Battle Mat before rolling any traps that were triggered. If
multiple traps were triggered; you may roll (and follow. its instructions) for
each trap in any order {sometimes creating a multi-trap combo). Traps
remain on the Battle Mat until triggered.

Hidden Rut - This trap will stop a Baddie in its tracks. To effectively &
use Hidden Rut, try placing it 1 position away from a Baddie. The higher =
the Baddie Pt, the lower chance of this triggering successfully. If the roll is
higher than or-equal to Baddie Pt, the trap Is successful and the Baddie  +§
stopfsf moving. If the noll is lower than the Baddie; the trap is Exhausted with %
no effect.

Companions - If learned, Ghillie may. rall (costs Dex) a Companion Die (or 3)

“during his turn to attempt to-‘call” it anto the Battle Mat (placed an-an adj/diag
FUS/WGU to Ghillie with its # @ HP.underneath). Each Companion Die side varies a

ittle in HP, Atk, and some have a @ Dex cost (of 1) that must be spent at the _ |\

L 08 start of Ghillie’s turns to keep the Companian in play. If Ghillie does not pay &L @] Stun Effect - This unit loses
the Dex cost, the Companion Die is Exhausted immediately. ‘ ! *’* its next turn (negative Effects

i
All: 3 Companions are Gearloc allies (can be targeted by Baddies) and are Melee | still apply).
i

Innate +1 - Scoutmaster:
Before battle, reveal up to 2 Baddies
in their Active Stacks. You may cycle
@™ them to bottom of their stacks.

ey 4 '7.!4v|‘00|£7|m'.’
@ Effect Dice Definitions

W+ Bleed Effect - This unit takes
1 True Dmg at the start of its
turn (lasts entire battle).

x

units. The Companion takes its awn turn, right before Ghillie, Any time it's

ghllhe’s turn on the Ini g/leter_‘, ‘the Companion goes fn“st(.j On |ft5 turn, each ; A
ompanion may move 2 positions (does not cost Dex) and perform an auto-attac ¥ O i i

of # # Dmg lalso does not cost Dex) to an adjacent Baddie. Ghillie may have more p 83?{:\0 i?;t?\g;tot%egsmg units

than 1 Companion on the Battle Mat at a time! Also nate, Ghillie's Command Skill b/ 9 3

is used on Ghillie’s turn, prompting the Companion to act immediately. B i — AW WENEN LBARE

“Each Companion has 1 Skill that makes them unique. Check these out in the ; ' _ R _ -
key to the right. You can find the definitions to these Skills on the General @ Compamon Skills
Reference Sheet (Baddie Skills and Encounter Terms). - /

| Falcon has Flight (every

other turn).

| @ Tiger has Lashback 1.
E

o Terrih[.j Effect - This unit

Camo - Roll this Skill when aguired and keep in a Locked slot until used. Use
(and Exhaust) Camo when facing a battle Encounter with BQ: Baddie Pts.

¥B Wolverine has Hardy.
()
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& oézi!: you may bypass a ock without using Action Dice.
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% Bones (BP) Mag use this i lnyour Backup Plz
‘ : Must use this in your Backup Plan.
(“ﬁ Battle Mat and add to bottom of BQ (die can only be
rolled if Baddies outnumber Gearlocs)
don't roll 26s, |mmed|a'felg gain thls benefit.
v Recover - Heal for # HP' |~ -
Exlra Pmg - Add #lo the total Dmg applled to your
¥/ target
| Extra Def - Place # Defin an Achve slot (or increase
% Extra Bones - Add #3¢ to your Backup: Plan.
Improved Tralmng (L) - Durmg@ang Tralnlng L

.

'Dice Icon Keg
Mislead (I) - Remove a # Pt (or less) Baddle from
¢ Lucky Chaice (A) turn during which you
an Active Def die by #).:
Attempt, you may lgnore one.

V Remver (A) - Atthe start of gouf um ;eal for #HP
) vﬁ:
Ex

Move Mods /BA) AIter mWe %r ou or our
target by # (4(-‘/‘\\/10d does not cast Dex) for the b%ttle g e

Def Dice Mods (A/BA) - Alter ef Dice for youor your |
target by # (+Mod does not cost Dex to rol) for the bat

)f/% Atk Dice Mods (A/BA) - Alter Atk Dice for you or our |
target by # (+Mod does not cost Dex to rol) for the baltle.

a ‘Dex Mod (A) - Increase DexStaf by # for the batUe

. {3 Minor Lockilck (L) Add # to an Action Die result ‘
R Wni durmg a Lackpick Attemp

ajor Lockpick ( Durln a-Lackpick Attem t

n'., Complete Unlock (L Dunn aLock ick Attem 6
({E‘ﬁ, lnstaﬁllg open all Loc?<s o : 2

Longsword (I) -

Draw Blood (I) - Deal # Dmg Also, place Bleed
Effect Die on target. -

Dash (A) - Increase gour, ovement by # (does
not cost Dex). Lasts entire battle.

Increase Initiative (IR Move gdurself up # spots
on Ini Meter at end of this round.

Parry (A) - When a Baddie attacks and/or uses
a Skill, you may avoid it.

Extra Turn (I) - Take anoth AR
after completing this one.

A
%

rmedlatelg

‘ %@ﬂ Scrambler (L) - Use this die. durlng a Lockplck

Aﬁempt (roll it a 353 2 Intu:baa‘Ble %hroughauf the aftempf) 4
Shiny Gem (I/L) - Place o on posrhon adjacentto a.

{; 5 # Pt {or less) Melee Baddie. Baddie will move to (and &2

stop on) 3em on its next tum Exhaust gemonce -
reache o 5

Slmgstones (Ctr) - Used for ranged attacks.
*See back for details.

i‘é

, Deal #Dmg to target and place dle
(&h back in its Skill slot (cannot be Exhausted). _ t :

O: Starts on Gearloc mat Y : Not reliant on other Skills to train
Initiative Die Numbers: 2,3,3, 4,4, 5

Gifted - From an early age, Nugget had a knack for finding thm‘g: She often
seems to locate items without even trying. Luck i clearly on this Gearloc's side

=, @ @ @ @ @ @
See hack for details

2 2 2 2 2 2
@ Lacky: ) * I * * :
See back for details 7 4 il

q v ! 3 3 3, Y .

coinTui: ) @ @ @

ymaster - The e Xe of akeymaster can spot the most intricate of details. =
These details can lead to ma]or advantages Wwhen explolted

Combat
* Proficiency:

© Keen Eye:
@ Locksmith:

G - Using her bolo dagger and even her Iongblade to reach any Baddle
at any range, makes Nugget 2 very competent propellist.

¢ Tinkered Bolo: @ . a a . .
%“\\?Longblade: @ ; Q a Q Q
¢ Nugget's Dagger ' ' ' ' ' '

,.
@

the rest);

Trove Map (Ig
0

Shufﬂe Special Encounter - The Ebonite
Doorway lnt

ncounter: Deck if not already completed

]
Sl

Dlscover Loot (I) Draw 3 Loot cards and keep l (dlscard

E»

| 1 [ Svlord Dancer:- This is a battle art form that WIH catch your opponents off quard

and allow you to quickly move from one Skill to the next.
o8 5 5 5 15
14 14 14 s 14)
Z
@ Side-step: K
o Déji Vu:
3 - There are never enough of these to go around, it seems.

wwm@a@@
#1 o b .
See back for datalls m m ' ' fé?_’
s 86 5 m

.Slm stones:
See back for details
Used |n an Actlve Slot. o
%A Place die on Baddie (Actwe) s
BP - Used i in Backup Plan..
Ctr-Usedas? counter‘ ‘

1-Used instantly: &
Used ina Locked Slo bt

@ Tumble:
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7 % Collect Stones - increase Siingstones Die by 1. T

3 e as technology has become more and more scarce. Nugget is
2 % Reﬂtahze - Heal for 2 HP. determined to change this by uncovering every bit of tech Daelore

has hidden in its troves and caches. Armed with a longsword and
4 % Disable - édgdl_)isable Effect Die to any adjacent 5 Pt (or less)
addie.

sling, she is quite the skirmisher when loot is nearby!

TN
@ Beginner Build Strat

Stats: Nugget doesn't have a lot of

5 % coup De Gl'ace - At the end of this round, place yourself on top | survivability, so first priority is an HP
spot of the Ini Meter. or 2. Then, add at least 1 Stat to

4 6 | Def, Dex, and Atk (in that order). After
Upgrade to Innate+1! that, it really comes down to the
: | Tyrant you will be facing and who is

in your party, but rarely can you go
wrong with Dex.

Skills: Longblade and Tinkered Bolo
are your bread and butter! Next,
1qr‘ab Dash for-added maneuverability.
hink about going for Keen Eye to
get some Trove Loot in Blay! f you go
this route, do it ASAP to get
™ rolling it sooner!

Ex0=0) Critical Nugget Details

use any starting Gearloc position at the start of battle. Also, you may
select any Baddie to be your target. *This is important, as it allows you to
use Skills such as Longblade to reach non-adjacent Baddies. However, when
attacking (using Atk Dicel, your. target must be adjacent unless you have
Slingstones you can apply (see Slingstones below).

! b Targeting and Attacking_- Nugget is Melee/Ranged, which allows you to a 7‘

T
@ Innate and Innate +1

Innate - Treasure Seeker:

\Whenever you draw Loot(s) as an
Encounter reward, draw an extra
and discard one.

Wildborn - Wildborn may only be rolled if there are more Baddies on the
Battle Mat than Gearlocs. T this is the case on your turn, roll this die, and
a?ply it to any # Pt (or less) Baddie. This Baddie will be added to the bottom
of the BQ. Once this Baddie returns to the Battle Mat, it starts with full HP.

Lucky - Befaore battle, you may place this die, desired side up, inan
Active slot. Each time your entirerall is devoid of Bones, your Lucky Die
triggers, granting you your ‘chosen benefit! This die does not Exhaust
whehrll reaping these rewards. Keep in-Active slot for entire battle if you
wish!

v

Innate +1 - Treasure Hunter:

| Whenever you draw Loot(s) as an
Enfounter reward, draw an extra
oat.

Golden Touch - Golden Touch is triggered when Nugget personally:defeats
a Baddie. The good news is that this does not cost a Dex to roll. Instead, roll© ¥
immediately after defeating that Baddie. The bad news is that you eannot roll ¥
this die unless you Eersonal!y defeat a Baddie. After rolling, place a
successful roll in a Locked slot for Training later on, or place an unsuccessful
roll into your Backup Plan (and try.again next battle). ‘ ‘

T

Slingstopesh- Sling'stoges“star"ts gn.l your gwat at vz|3<Iue: Osllp will remain on |‘
our'mat for the entire adventure and is used to track your Slingstones count, . A
,éllngsl;ones are needed in order for Nugget to make an attack against a laq @ Effect Dice Definitions
non-adjacent Baddie. VWhen attacking a non-ad}(acent target, you must Bleed Effect - This unit tak
downtick the Slingstones Die by for each Atk Die rolled a%amst this tar?et ‘ “T" ee ect - 1his unit takes
(2 Atk Dice would require 2 Atk Stat, 2 Dex, and 2 Slingstones). You cannot roll’, " 1True Dmg at the start of its
|

more Atk Dice than Slingstones you have available (you do not need to use all turn (lasts entire battle).
éziyr available Slingstones). Fortunate Discovery Loot maxes this Skill to 5
ingstones. A

f Disable Effect - This unit's
J Skills are suspended (lasts

Gem Decoy - Boll this‘Skill when acquired and keep in a Locked slot until entire battle).

used. Use during battle and Exhaust once reached by a Baddie.

|
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Dice lcon Keg
% Bones (BP) Mag/use this. In'your'Backup Plan. |

% Reusable Bones (BP) May use this in uour
<> Backup Plan. After use, place back in its Ski slot.
ﬁﬁ Constant Regen (L) - ' At the start of your
X turn, heal for™# HP. Lasts for entire adventure.
g Constant Def (L) - Reduce total Dmg done to
ou by # (treated as Def when Locked on Picket for
hield Bash and Shield Shock) Lasts for entlre
adventure;
;gg Constant Move (L) - Ang tlme durlng gour
‘ turn, you may-maove # positions (does not cost
. Dex). Lasts fof entire adventure £
W Intercept (AA/Ctr) - You become the target
/ for the next # attack(s) the selected Gearloc
/0 ecelves (reduce Intercept # bg lach attack):
Ale (I A/Ctr Set gour HP 0 '

Picket may no - gain or lose HP anIe Aleis
K‘Ctlve (reduce AIe #by I%t l‘rxestart of your turn)

Constant Dmg (L) Add # to the total Dmg

round(s) '

}(7

~ applied to your target Lasts for entire adventure '

yourself. Lasts for entlre adventure

| é Jerkg (I - Heal for # HP

Switch (I/A) - AnH]time durlng your: turn ci]
sSwap pOSItlons with an adjacent unit. AIso ,
use with 3 273 to ¢
- - Heal the ally gou swap with for 3 HP ¥
- Deal 3 Dmg to the Baddie you swap with. | ‘
Rush (I/A) - Any time. durlng your turn, move
Ejourself 3 positions. Also use with 3 )

&

)))

/- Deal 3Dmg to adJaceT\t Baddle after Rush

ﬁ Rlposte (A) When attacked bg an adjacent
Baddie, you may avoid all Dmg and Effects. If
you have 3 2% % in an Act|ve slot, gou

g mag use it'to also:
4 - Deat 3 Dmg b to that Bad

Advanced Def (A/AA/ Ctr) Prevents # &
. -of Dmg (treated as Def When Actlve on Plcket for AN
Shield Bash and Shield Sho : S o

Improved Def Training ( ) -"Dunng a Def
Tramlng Attempt you mag |gnore one

"@

“|'

i

|

i

/|

!

| s Constant Taunt (L) Place Taunt Effect Dle on |
¥ % 7R
q

1

W} positioning. Match symbols to manipulate th

t J;onsnmables - Valuable it
@ Qreish Ale:

PiCKﬁT

3 : Not reliant on other Skills to train
Initiative Die Numbers: 2, 2, 3,3, 3,5

Captain - Damage, defense, regen and control! Land a couple of eartmolls 3
and Picket will be reaﬂmg rewards for the entire adventure. Get on this -
early to mayimize its eneflts

¥ Stand Ground:
&
© Sword Advance:
&
Hero - Only a few short weeks in Obendar and word of Picket's aptitude with a

shield has traveled throughout Daelore. With this skill line, Picket is able to easi
defend his allies or tnmseqf It's also good for bashing Baddies.

¥ Confidence: .
%

- Every good tank needs a way to protect
Baddles is the best way to ensure your party keeps its li

Y Redshirt: 3@
lv

Varden - A warden is light on their feet an
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See back for details
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‘ A Used |n an Actwe Stot
AA Used in allg s Active Slot. -
BP Used in Backup Plan; 72
 Ctr-Usedasa counter.

1- Used instantly.
' Used ina Locked Slot.
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Backwp Plan Breakdown  NESSSI SO
; g Al

nline...and fast

736

,{\ 2 % Shield Bash - Remove all Def including newly rolled, Active slots,

and Locked slots (Skill Dice remaved in this way are
> Exhausted). Do total # of removed Def in Dmg to

Plekel was bom with 4 shield fn his.han'ds, Whil e o
off as a bit overbearing at times, those in his par? love the

confidence and protection he provides. The sword he wields is
well known in the land and is easily spotted by the blue topaz

target. set in its hilt.
3 % Do over - May immediately re-roll any number of rolled dice once. s TR *
‘/ % Benevo]ence - Heal for 2 HP. Also, add a 2 Def Die to Active slot. Beginner Build Strat

5 % : : Stats: Bump up your Dex to 3 first
h] - Perform Backup Plan: Shield Bash. Also, your non-Tyrant e
s eld Shock target is Stunned. Add Stun Effect Die to target. and foremost. ﬁ'}en, get a paint in
‘ each of your 4 Stats (we recommend an

‘ der of Health, Atk, Def, and then DexJ.
S Upgrade to Innate+1! G ha e e e

g : : : have to go with more Health next,
pixi=t) Critical Picket Details @

but your best Dmg comes from your
.—|4€ Professions - Picket‘stprofessions are very specific and easy to

Def Dice, so that should also be a
differentiate from one another Here are a few things to note:

high priority.

Skills: Choose the Captain profession
Captain - All 4 dice in the Captain profession may be Locked for the |f0r ear(‘:liy gare. Orécetﬁhoﬁe Skills are
duration of your-Adventure! These dice do not Exhaust-when they are used ear‘fne : mc;ve Ridae er% Def
lexcept with Def for Shield Bash and Shield Shock) Like Active slots, you are ?"% %55'?”6 i gaﬁ” gowetg]go he
welcome to freely Exhaust any Locked Skills to make room for others, or i Limg i R iy e ‘%V?
roll them for their Bones! Remember, unless you are playing Greenhorn ey Gigisis SRR Iy SUlapalby,
mode, if Picket has the unfortunate experience of being KO'd, his Locked a4
Skills (as well as dice in his Active and Backup Plan slots) will be Exhausted.
Don't get too confident!

Hero - Since this is Picket's main source of Def (and Dmg), the timing of
Shield Bash and Shield Shock are very important. Remember, dice from
this profession are Exhausted when these Backup Plans are used.

=

@ Innate and Innate +1

Innate - Shield Wall:
At the start of battle, Picket may roll
all his Def Dice (white dice only) and
Elace rolled Def in his Active slots.
or this roll, Bones cannot be placed
in Backup Plan.

Protector - When using Intercept, Picket will want to make sure he can 4
handle taking-the incoming Dmg, as this is not optional after’Intercept is
applied. Picket may use-his Active and Locked Dice when intercepting these
attacks. :

Warden - Skills from this profession grant immediate effects whenrolled.
\However, if you manage to pair matching symbols on 2 dice fram this
profession (from rolling both dice or from having a.die from this profession already

" inan Active slot), it results‘in an even stronger effect. If you use the combined
effect, both Skill dice must be Exhausted. To maximize this profession’s

_ benefits, try rolling these dice before you are in immediate need of them.
This willallow you to place them in your Active slots until you are able to’
roll @ matching symbol later'on'in battle.

In addition to his Shield Wall
benefits, Picket may also put rolled
Def Dice (white dice only) in his Locked
slots, even during battle. *Locked Def
™ Dice will not reduce available Def Dice.

i i Innate +1 - Gearloc Wall:
|
|

Ly

R LRRRIRRREE

HP back and are left at 1 HP!

Orcish Alg - Use Orcish Ale as a last resart to buy yourself an extra round fL) . -
or 2. Even True Damage or Fatigue will not affect you d¥1ring this time. Once @ Effect Dice Definitions
Orcish Ale is Exhausted (after rounds are used], you do not get your previous ] Taunt Effect - Until the start

of this unit's next turn,
adjacent opposing units must
attack this unit (units with
multiple targets will attack this unit
multiple times).

» Stun Effect - This unit loses
its next turn (negative Effects

@ still apply).

i
|




Gearloc Adventuring - ©f
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Council Issued. Confidential information. Do not mark up this guide.

&, The Gearloc Council’'s Guide to Recovery ‘ ' ' ' ' ' ‘ ' ' ‘ ‘
L At the end of each day, after your Encounter has been resolved, . LLLLLL ‘ —
™ vour party enters the Recovery Phase (may be done in any order): ; @ The Art of Lockpicking e
@ Trade Loot within your Party: Any loot! Any amount! To anyone! - | time you are facing a loek, be it on a Trove chest or '

@ Make a Lockpicking Attempt: Party members may do thison | d‘:‘{‘: m‘&“dY,"“r es, the art of Lockpicking can be a
their own or another Gearloc's Trove Loot (to help them apen it). ! 5 0 Qoor e |

L. @ Individual Options (each Gearloc may choose ane of the following): Zfo;mﬁgﬁvhﬁ:’mfg:it ?glnd;llg;g:?ﬁlﬁ::ﬁ :ﬁ;ln]??;iﬂ
Rest and Recover - Heal HP to full. ) | %rouhc@idtfngw‘ie {BfActtzl':nﬂcekant;ll)lntuiﬁanlﬁelto l
f el or surpass & iumber 1or the Loc eyou are |
Search for better Loot - Discard 1 Loot. Roll 6 Atk Dice. i working on. Rolled Action Dice of the same Lock type may |
For each 88 you roll, reveal a Loot card - you may keep 1. i be added together to solve  Lock. Used Action Dice are |
Scout the area - Roll a DB, On 1-3: Reveal a 1 Pt Baddie, 49 sl l%lxchearliittefse‘gttf::ﬁ?;lguieZuﬁ:gflﬁtcieIJIEtlﬁr;yagglm '
4-5: Reveal up to a & Pt Baddie, 6: Reveal up to a 20 Pt $ forward to the next (within the same Attempt). Your Attempt. |
Baddie. Once revealed, you may cycle Baddie to bottom of : is over when you have no more Action Dice to apply to a
Active Stack. A ) 48 & | Lockoryousolve all Locks.

Unlike Action Dice, the Intuition Die is always rolled
with &our Action Dice and never Exhausted. This die
qrants you ways to alter or improve your Action Dice:

3

Each player and opponent start with 10 HP. Using only Atk Dice, %)) Tntuition Die. *Rolled anoher Rerol? Do’t again!

|
re\| Reroll - Reroll 1 Action Die and also the
Def Dice, or Status Effect Dice (the Poison, Weaken, Stun Effect DieJ, \%J Convert - Change the Lock type £, T, &F) |

players must choose 3 dice but'no more than 2 of any kind. iR .
Non-Gearloc opponents always choose 2 Atk Dice and 1 Effect Die. L

. T ; s - Give an Action Die +1and do not
Once dice are chosen, the game begins with your opponent rolling i 7y %’ﬂ:u:ilmfu:eﬂf fﬁi?gﬁ L

their 3 dice (Gearlocs always go second). Take turns rolling available 1l | :
dice. Apply rolled Def Dice to self. Deal Dmg and apply rolled “ Locks must be solved from left to right. Locks you open
Status Effect Dice to opponent (Poison, Weaken'Iplayer’s choicel, Stun). S o willstay olien, even for future Attempts. If you fail to

&8 are used for the Dangerous Darts Backup Plan (must be used the {1k %g‘i;gﬁ%&ﬁ;meﬁiiﬁp;;nmfdm?h 2

same turn-they are rolled - no storing upl). Only Gearlocs may use this! : . ;
Example: Let's agsume you are facing a rather easy

3¢ - Remove an applied die from self or opponent (Effect or Def). 1: Trove Loot: 2L - 2T - 2F. Thatg.' 2Eocke. itk
26 36 - Stun opponent until the start of your next turn. | with a difficulty of 2. ;

a t in!
%% 9@ HIERGEE Kpnckolt - Vel i ha | || Elorldng lilft to right, we nefd ig fopexiuthe 21 first.
, R ‘ * || Because thisis our starting Lock for this attempt, we
“R_ET?\_IT_HVOESOPpETnTEI_PE . 800 Il AN . : 1 Eet 2 chances to roll 2 total of 2 L or more with our 4
' i ; ’ . ; Vi . | Lockpicking Dice.

’ . T ) A typical Attempt would go as follows:
Adventure Routine @ Rl 4 Lodgicking Dice.

Bl @ Resolve your Intuition Die result and use it to help

l you decide which Action Dice you will use on the
NEW DAY . Booniad current Lock (2L in our example).
) ) o ’

g | » Lockpicking, Loot Trading, Sof /\ @ Total the dice you have chosen to use fonly L Dice
‘ :I'wn Dayimmm al:lljll Indi?n'dual ()ptionsg Z‘g fvloné? Z)S z“‘fgf,’ il work) and coYmpare them to the Lock. A tieor |

E this | better is a success, and you may now immediately |
s NEW ENCOUNTER % 53427§o_rianz‘ move to the next Lock. ﬁowgg, you onlyurllloysl] |
202 your unused Action Dice and Inturtion Die for this |
A Draw Encounter. No oy ‘ ‘
g R {Spwefu’?”bame}' Yes || Divide Spolls & Apply @ Locks ou open will stay open, even for future Al

T R waq ) Training Points. Lockpicking Attempts! & ‘

sy : Log Progress. 1t

s
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Baddie Skills & Encounter Terms Zf oply we had  record of @ How to Encounter @

eSe Baddies can do..
" Encounter Terms are in Blue. a Baddie..

Break - Any Atk Dice used to reduce this unit's HP must be Exhausted. : @ and I'Ve to tell abOUt 't

Careless - This unit loses 1 HP.
Compound - This unit's Atk Stat is equal to the current round # [1": 5). ' ' '. ‘. ', |'| ', .'

Corrosive - After this unit attacks (and Dmg is applied), all remaining Def i
Dice in target’'s Active slots must be Exhausted immediately. s

Dive - If the Flight Effect Die is Active on this unit at the start of its turn, immediately | e i I
place this unit adjacent to weakest available opposing unit (and target it). . Training Points!

Engulf - All Dmg rolled also hits all adjacent units (includes friendly units). | Earn these precious points from

QN Fllght - After this unit attacks, place a Flight Effect Die on it, or if this effect is , 52%%%“3?%8 \f/(\)/llltgwwa?ngrammg Point;

already there, remove it. While in Flight, this unit is Untargetable.

Hardy - Any turn this unit takes Dmg to its HP (including True DmgJ, total is
reduced to 1. your mat).

Inspire # - The next Baddie on the Ini Meter takes their turn immediately after ® oo R aDie by,
this unit (move their Ini Die) and is granted # additional Atk Dice. r @ Increase Dex Stat Die by 1.

Lashback # - After this unit is damaged by an adjacent opposing unit, this & @ Make an Attack Stat Trainin
unit will then do # Dmg back, so long as it was not defeated. 3% Attempt: Roll your current Atk

Its simple really; the best way to
deal with Baddies is to earn:

@ Unlock a Skill Die' (place it on

2 x , , : ! Dice. No misses? Success!
Mischief # - Remove # dice (player's choice) from target's Active slots before Increase Atk Stat Die by 1.

attacking.
Pe.r5|stent - Place this card next to your Tyrant Card and follow its instructions. o M?E%EED%%H S;/%&tgtﬁgg%mg
A2 Poison # - Set or reset a Poison Effect Die on target to #. Target takes True ~ Def Dice. Roll any misses one
Dmg equal to Effect Die # at the start of their turn. After applying more time. No new misses?
Dmag, reduce Effect Die by 1 (only 1 Poison Effect Die per target). Success! Increase Def Stat Dle

Rage # - If this unit is not at full HP, it gains # additional Atk Dice. e
Raiding - This unit gains 1 extra Atk Die for every additional orc on Battle Mat. ‘ T ‘ . m ‘

Recover # - This unit gains # HP (up to full) at the start of its turn. BT i G 1

- S : . Encounter Icons -
Slgnal # - At the start of this unit’s turn, add a single lesser Baddie to bottom § laq

of BQ (20Pt signals a 5Pt, 5Pt signals a 1Pt). After # Baddies have . ‘ ' This Choice will result in a battle. lt

been added in this way, this Skill no longer triggers. “Must succeed to gain rewards & Progress.

- This Choice does not result in a battle.

: » *May still have requirements for success.

Surprlse - After setting Initiative for this battle, move all opposing units to | Gain # Progress Points for
bottom of Ini Meter (maintain their order). 1 completing this Encounter:

x
*Stun - Target loses its next turn (negative effects apply). Place Stun Effect Die on target.

@ Taunt - Adjacent opposing units must attack this unit (units with multiple targets ’.ﬁﬁ
will attack this unit multiple times). Place Taunt Effect Die on this unit until § & E o0 Bodt i 1 Ladh.
the start of its next turn. f , Draw # Loot.

D *P; decides h distrib

' Terrlfy After this unit is attacked, place a Terrify Effect Die on the attacking % NP ety decides ow to disriute.
unit until the end of its next turn. If a unit has a Terrify Effect Die on it ¥ Each Gearloc gains 1 Training
at the start of its turn, it may not target any Baddies with Skill: Terrify. & Point.

Thick Skin # - ignore the first # Dmg (no # counts as 1) this unit would take ¥ Each Gearloc draws 1 Trove Loot.
this turn (does not ignore True Dmg). @& Draii 3 Trave Lot

Undead - The first time this unit is defeated, place it back on top of BA. When it i 1N *Party decides how to distribute.
re-enters play, it starts with only 2 HP and its Atk Dice Stat is doubled. - & X
Encounter Text Colors

ﬁntargetable Place Untargetable Effect Die on this unit. Until the start of Choice Text, Choice Result Text,

; this unit's next turn, it cannot be targeted by opposing units Flavor Text, Special Instructions
; (Baddies with no target on the Battle Mat will not move). : g NG o5

A eaken # - Target must reduce their Dex by # for their next turn. Place a #

\Weaken Effect Die on target. o 28 Z{

~
vou'l/ proéaé/y dislife Go, ep;s v
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