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| BO: Baddle Bis,

¢ Bsﬂdicsusmgthe golem (use

Chaoice %
. 3"Fmﬁm O! A
~ BQ: 5Pt golem.

_.j ; = [Choice ﬂi
. TLeadittothe raiders! '
© Youtake off down the shale like

i Search Active Stackfor a 20E’t
5 During batile setup, instead of
your G place and

¢ golem’s dice, skills and movment).

'Attheendafmnnds,placeyour
. Gearloc on Battle Mat. Afl

remaining Baddies (including the

- golem) now Larget you.

s

. cannot mov
ro

BQ. Baddie Pis.
. Add 2 Baddie Pts to BQ.
- Any Banged Baddies start

i atth#mpuﬂniMeter,

7 “ Choice é
Readythemesandcﬂmb. O

 youseethat th
an

m‘hnshsstﬁ:r inﬂae
‘ you ir ckming,

. BQ: BmldiePts, :
Add 2 Baddie P!:stoBQ

. You have , and Baddies
gtheﬁrst

Q&; L

@&

Chaoice

= |
}lm em up...and try nﬂt
to throw up.

 BQ: Baddie Pts.
Add = Baddie Pts to your total.

 Battle is restricted to Lane 1 for
both sides, and you fight one
Baﬂdie ata tilnea e

: IR “Choice
Scramﬁsmsand uk
the bridge. s

 |BQ: Baddie Pts.

| Reveal Baddies. For every Ranged
- | Baddie, roll 2 Atk Dice and deal
Dmg to your Gearloc.

Mitsst survive for Enco o .nnterl success.

SO8

4

: : _Chaoice ﬁ
 Be the bait. Bethe bait. O
 BQ: Two 5Pt Baddies.

 As Baddies enter Battle Mat, rofl

2 D4 for sach. ;

1-2: Trap does nothing.

 3-6: Baddie is stunned for

first 2 mum}s {use Stan Effect
Die).

: : Chmc:e $
7 W!s&amﬁn’tbetbe 'O

. 'Ygudmideit’gbesttngetmmm

BQ ‘I*was?tBaﬁdxes; o
- You have Surprise.

Baddies take 1 True I}mg any
time they move to & new position
on the Baitle Mat (inclading initial

poszuon)-

=~ 4 «:w-«-i@ﬁ-"

- BQ: Baddie Pts.
' Add a 5Pt Baddie to top
- of BQ.

. ; %%Badﬁzes startwith:zfewer

.. Choice il;
U

BQ: Baddie Pts.

- | Add a 5Pt Baddie to top of BQ.

Place 4 HP on a Gearloc Melee
position on Battle Mat (Trader).
| Traderis afriendly (underyour
 control) Mielee unit with 2 Move &
| 2 Ak, and takes fts turn right
after vou, Trader must survive.

I successful, remove Special
| Encounter - Mohnor Traders from
. ithis adventure.

- Choice %
- 'Letﬁlemdealwiﬁnﬂie (0
- Mohlnor, then attack! P

: . Chaoice "’
Make a I.m:kpickAttempt .

You cannof recover vour HP

. during Recwery Phase tonight.

_d
B )

Choice $
Imnstmdmywemn! O/ _

. BQ: 1PE and 5Pt wolf,

: "'v‘:ma:*F“gL Cannot use Skill Dice
 You escape withloot...just not your own. theﬂrstzmundsofbatﬂe _
i successful, discard all your : -
~ current Loot anﬂdmwanew =Ll o Choice $
Loot. Tt find my packl O
Ifyoufailtopickbothpaﬂsto & ; ;
~ thelock, remove 2 HP and take . BQ 1Pt and 5Pt wolf. :
5 e, : . Can onlyuse Skill Dice
‘ Choice o ﬁteﬁrs!amnndsol’batﬂe
mm@ﬁf’ ﬁ'egnlﬂx;itgwes "
Gearloc meai a real KICK!
Insegmﬁ-omﬁreantbites,

Choice $
Stay'ﬁlere for the day. I &

BQ: Baddie Pts. y
- Add a 5Pt Baddie to BQ. _..'

 Piace 5 HP on your Prep Area to
- use as a Health Buff for this batile,

L Phide /\"@v@“
Bottle some water and e

Yonmaykeei:thiscardasﬁl.out

in your Loot Area. Place 2 HP on it
io be usedas&healmornutsﬁe
ofbmtﬂe, :

: Chmce
‘ Et:amlyour gmnnd and
fight!
_ BQ: Baddie Pts.
= Attheendnfmnnﬂsa-s,
- roll 2 D6.
. 1-3: AdﬁalPtBaddxe tobottom
of BQ.
: 4-6: NoB&ddiesjoim :
‘ Choice
i Mafheawu&ermgis
 Hyou have Loot to offer, choose
o mdp]ace:t ontheBatﬂe Mat.
Roll a DG.
1-3: Lnﬂtastakem but Baddie
~_ is not salisfied. Make Encouter
- Choice again. .
. 4-6: Loot is taken, and Baddie
. leaves. No battle today.
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S ___ Choice O'—w =
- My kills are .
' cm:pamons,..gl(, that's : m

| lame...but really, no thanks.

. The father is crushed and berates you

. keduceyourHPStétDigbyi.

Unluc!

mem s iickymsayno?

© new“buddy” prepare
B untiiycmr mwbestﬁiendtﬂps mddmps
Ee yam-pmk ..byacc:dsnt, :

~-Cimose3SldﬂchetoExhaustat
 the start of your next battle. Keep

. this card in view as a reminder

 antfl this effect has been fulfflled.

Fun, of course!
BQ: Baddie Pts.
. - During battle, for every
- Baddie with 5 or more HP
 that comes out onto Batile Mat,
immediately add a 5Pt Baddie to
battom of BQ :

: Choice
Let's call their blaff. Oi
. Btarnaont “Ded Thirgs” fs actually
. an unguerded Trove Loot Chest with a

' complex Iock, You will have one chance before
- your stalkers realize the route you chose.
. Draw the top Trove Look cand.
o Selecti.Geaﬁmtoperfoma

(will mot affect baitle success).
BQ: Baddie Pts.

i e Choice i
Bring on ﬁle bog! We got Q

 Rad X?...no? Power armor?

~ BQ: Baddie Pis.

- Each Gearloc’s Dex is capped at
3 during battle. Roll a D6 at the
start of each round. On a 1-3, all
Gearlocs immediately take 1
True Dmg. '

T

- BQ: Baddne Pis.
' Hach Gearloc may roll their
. Def Dice before battle begins
(98 cannot be used). Ranged
. PBaddies roll +1Atane duiring
. battle.

- addedtobottomofBQ

: ‘_:_ : Chmge/@ B
huh?])nesﬁ!ﬂt

: '_ Keen

_ Nicel One less kobold!
Your party backs away guietly.

: : ___ Choice $
« I‘m a suckerfor a gomi ol
& slash.

o B_Q. Baddie Pts - 1Pt Baﬂdles

»

. Fortheﬁrstamun&sofba&ﬂe,

any Baddies that are defeated ave

Chmce Qﬂi

- BQ: TWo 5Pt Melee Baddies.
. For this battle, after your attax:k

> yo’nmmymnveupm:-}f'ﬁsluons

(xgnore Dex)

: Choice,,
~ Dragon! We fight back! ‘Ti

-~ BQ: Baddie Pts.
 Party of 1-2: Add a 5Pt dragen
~ _ Baddie to top of BQ.
 Party of 3-4: Acd a 20P% dragon
Baddie to top of BQ. .
¥ azo0Pt &raganiseﬁmhmte&, shuffie

Special Encounter - Hunting the
Hunters inieynm- Encounter Deck if

. Choice
urhea&sdawnl O
the battie

o e

the ground!
- BQ: Baddie Pts.

- baitle, fire rains down
: i%%egbwnmgaﬂ(}eaﬂms
for 1 True Dmg af the start of

verymund.
Nl 3

Gearloc curd is a
cursel Save ﬂmt ard!
BQ: Baddie Pts.
Party of 1-2: Add two 1Pt
~ Baddies to top of BQ.
Party of 3-4: Add two 5Pt
: Baddies to top of BQ.
Gearlocs have Surprise.

= _ Choice
= Dea:tihmbog creatures! . b

Choice /—\\W ;
L

Choice
66,.,6'7.,,68. Grab it} O

BQ: Baddie Pts.

Reduce by 2 the Atk of the first
- Baddie to enter Lane 1 (ase
Wezken 2 Effect Die to show this).

Increase your Atk by 1 for this
baitie. No Skill Dice can be used
ﬁieﬁrst 2 mnm}s

- i . Choice Al
BGQ: Baddle Pts. :

 No Skill Dice can be usedﬁm‘the
ﬁrstmuni

. BQ Baddie Pts.

. Party of 1-2: Add 3 Baddie Pis.
~ Party of 3-4: Add 6 Baddie Pts.
~ Create BQ using as many Bog-

' Type Baddies as possible (from
Active or Defeated Stacks).

Choice )i’;

EthearlocmustpassaHeaﬁh
. Check for staying in the bog. Any
Gearbcﬂmtﬁaﬂsthecheckmust
: ;tiefﬂmﬂnwﬂhammamect

BQ. Baddie Pts

_ Health Check: Roll a D6. I Current

 Healthis greater than D6 result,
_pass. Ifnot,yuufaﬁthe check (wﬁm
aﬁect success

R O.OF.

: Choice
Attemnpt an escape. O P
Press thet in, then force the

- BQ: Baddie Pts.
Your p s ankle shackles are
ave | : 3L-4T-5F-2T. Emh
Gearloc will perform a
Attempt. Locks opened by one
Gearloc stay wnlocked for the

~_ mext. If your party opens enough

Locks to egual your party size,
gain Surprise for this battle.
Otherwise, each member of your
party take 2 Dmg and; must select
 other Choice. ;
: Chcnce

oul; 'hmds ,

. Beat
Hed
- BQ: Baddie Pts,

- Party must ignore their Attack
- Stat Die value for this batile.
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- - : -Choice X
~ Attempt to snipel @ 3
 BQ: Baddie Pts.
- Select a Gearloc. That Gearloc
. must choose any namber of
* their Atk Dice to attempt to
take out the scout.

On 2+ Dmg: Subtract 2
- Baddie Pts.

On o-1 Dmg: A bugle sounds!
Must select other Choice.

= Atkbieemq&htlﬁsattemptmustbe
'snbumd bisGearIoc’stotaI

§ ! Let bim 80,' i : O;
: mhug!esouuds, m&smnother .

s __Mnoﬁesmkemdiamghr
‘BQ: Baddie Pts.

Atthestartofrou.ndz-s,adﬂa
1Pt Baddie to bottom of BQ.

Lo . <. Choica
Gmh, s?:myi Let's do 1 @
BQ* Baddie Pis.

i’artyafi»g- Add 6 Baddie Pis.
Partyof3=~4-m§:im Baddie Pis.

. Chm»..e
_ ﬁevez- turn &wn cnke!
- BQ.Baﬂdes. : :
 Party has Surprise for this battle.

- = Choice ;
; -.Wecan’tsaveﬂlemfmm O 4
bothl Set traps for the
: Iarger group!
BQ Baddie Pts.
= of 1-2: Add twe 1Pt
T B ies on top of BQ.
: ty of 3-4: Add two 5Pt
~ Baddiesontopof BQ.
 Every Baddie loses 2 TP as they
_ enter Batﬂe Mat. :
e : i A‘Tf
, ,)', i

- Take emaﬂTSoumithe
horn!

. BQ: Baddie Pts.
Party of 1-2: Add two 1Pt and 2
5Pt Baddie on top of BQ.
7 of 3-4: Add three 5Pt
B fes on top of BO.
If essfui, Recovery Phase optio
i suce n (ral:her than just ;))p 4o

. Party must eliminste all Melee

BQ Baddie Pts.

- BQ: Baddne Pts.

- Your party has_ S&rprise.

are us” plan...serio

~ BQ: Baddie Pts.

Party of 1-2: Add a 5P

- Baddie to top of BQ.

- Party of 3-4: Add two 5Pt
Baddies to top of BO.

| 5 - Cho.lca “'i
Ih@emyﬁﬁsuﬂiaﬂﬂi&a Q,\ :.

' BOQ: Baddie Pts.

Subtract 2 Bmldie Pts.

Choice /‘\\

G,

- BQ: Baddie Pis.
. Baddies before targeting Ranged

: Baéﬁws.
o Chmoe %

hugarﬂ:mtobmak!

On round -2, Meiee Gwibcs

- .-cannnlyrnﬂDefDice(mAikw

Rméed”hwhud

= mumwmm
“pattle. :

: gf

: S Choice |
Foﬁtrw and ambush! Oﬂ; Bribe the Mohinor!

 Draw two 5Pt Baddies,
- your party fights them now.

If you suceceed, you must fight
again! BQ: Baddie Pts (and
subiract 8 Pis from your tetal).

Roll & D6 twice. Total the results
and add that number to your
 Baddie Ptstotal.

““~~”$

Let’s exfnha:te! :
O, B2 be I thint
so maybe I forgot we

TMore,
. mustroll a D6. On ai-3,
i stuckandcaunotme

o . Choice F DHDiDE 1~
s:;it’stlw“pm?ﬁnsm @‘ ﬁngleﬁle;t;s!Whasour ,I

BQ Baﬂdz.e Pts.

_ Battle is restricted to Lane 1 for

bhoth sides. Units entering the Battle

-2 Mat will always take the Melee

position first (ifopen), then Range.
Ags units are defeated,

untts will immediately move to
Melee position (ifopen), before new

- units enter,'_No movement is

aﬁswed.

Choice i[i

matadmaﬂattbnnmost
Ebon - a minor oversight!

BQ: Baddie Pts.

; e Cnly Option b5 K4
e

 BO: Baddie Pts.

- Choose a number from 1-6.

‘Roll 2 D6.

Ifyou roll above the mamber you
~ chose, draw Loot equal to the
- number you chose.

Ifyoutieorrolibelmvthe

number you chose, add your
_chosen number to Baddie Pts

Ghoice Q’WS’

— Partymustgiveu;x Loot
 egual to party size. The Mohinor
_ Ieave without a word.

Shuffle Special Encounter -

: Moklnor
- Traders mWEnnﬂumDecktf

: ¥f you lose either battle, you - 'Mﬂr giu.ﬁ o
i earnnoprogre_ssarrewar&s : Choice
; Isﬁﬁsatest?‘ﬁinﬂwind!
Chafce R o %
= ~ Select 1 Gearloe. You have
H"W We aﬂa"kﬂ*ﬂm all @ " 5 rounds todefeat 4 cloaked

¥ fgures; Place 4 stacks of HP
. (3BP, s HP, 4 HP, 4 HP)on
posil:ions

Bad(ﬁe Melee
al‘tack.’meséewed aﬂoetreaﬁsﬂus ,

:":'mamme(mmmmme
> success).

,.-‘:Imwepmtﬁéywhehngm!
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Chmc@

'A&dsPl: Baddzeforeveryﬁearloc
mynurpartytothebottom
BQ. :

Chmce

 already quite a battle.
BQ: Badxhel‘ts. .
'AddﬁPtsmBQ,'men

ynnrpmtommofm.

"Let?'s swu& a:ndxetnrn.

€ BmalzBa&dxesmyuur
Amsmcxm (mayxmvetobd‘lmn)

. BQ: Baddie Pts.

. Add a 20Pt Baddie to

~ topof BGQ. Choose 1-6
" Atk & Def Dice the entive

- st Exhaust (cannoet be rolled)

-~ bsttle. Gearloes must have at

- least this nauch Atk & Def.

Roll 2 D6 st the start of each
 round. Hit is less than or equal
o the number of party dice
_exhausted, place a Stun Effect

‘_-'Each Geaxloc takes 2 Dmg before
- ﬂw startofbatﬁe :

uxzkpick nge!

£ with at least 5 difficulty. Each
i Gearloc gets to perform a
. Lockpick Attempt. Locks opene&
by one Gearloc stay open for the
 mext. Party must unlock Trove
 1pot to successfully complete
" ’this Encounter.

Dangemusbﬂrts ngniu. s

. Each Gearloc must

_competema])angemusi)am
- Challenge.

Sﬁcktuthesmﬁ:iea s %

alPtBa&hefoteveryGesrhcm 3

ﬁhnlce PW

Die mﬂwt zoPt Baddie this round.

V Chonce W

- Atleast 1Gearlocmustwmt3:§aﬂyto ;

gninprogress Each winner gains

. b ‘mbwe. _

~ check. Place a Def Die (tree
9 targehs)nneachoftbe}sm}d:ekange
positions.

o Wamﬁ-eemam for ‘ﬁﬁ
o .yky mﬁwﬂmﬁ do &5

_. BQ. Ba&die Pts.

Chotce Oﬂ‘i

. Place Baddie from top of BQ in
 Lane 1. Select 1 Gearloc to face off

 against ¥ for 3 rounds (or until
Baddie or Gearloc are defeated)

- before remaining Baddies and
o Geatlocsjm'?nthe battle.

o maca B
enge} ; /-)

T

BQ: Baddie Pts.

T.f-' Partyofi-z‘Add‘; Baddie Pts.
_ Party of 3-4: Add 8 Baddie Pts.

- Choige Al
We&gﬁhereanﬁm! U,
_Z--:-BQ Baddie Pts.
-"Yourpartycmusel)eﬂ)me

Yourpaﬂycannetmﬁanythn
other than Def Dice for the first
- 2mnndswfbatﬂe

'ﬁsﬂxese mgxesto arpows]
ﬁndatme and let ‘em fiyi

' Perform a “modified” Dex

Place an Atk Die (arrows)

. on each of the Gearioc Range

ons. Choose 1 Geardoc to
: flick (or sfide) each Atk Die
to "hit‘ each Def Die in its lane
(without knocking i off the mat). AL
lenst 3 tree targets must be
sumessfuilyhitbymws

-theyﬁkeﬂ:at gamesomm, 2

| Rach Gearloc must compete in a
. | Dangerous Dazris
At least 1 Gearlec must win for party to gain

nge.

progress. Eachwinnﬂralsugainslm.

Shuffie Special Enco - Miohinor Trad
inboyum]&nmunterﬂeckifmtahfeadym

Chnfc@i 5

Choacefﬁw i

Chmce/‘\\@a

> Choice / .
Endanddisarmmalreaﬁyi O,

- BQ: Baddie Pts.
- Baddies have Surprise this batile.
 Choose a Gearloc to perform a
- Lockpick Attempt on the 4L - 37T
' explosive. On a fail, you must
- iake the other Choice, and
Baddnes still have Surpnse,

o .; _ _ ; Choice

7 fEYes"np_!"Iﬁgtmp is a trap! ﬂi}
. BQ: Baddie Pts. _
" Roll aD6. The GearlocthhHP

~ closest to die result loses 3 HP

-~ before the start of battle (party
P chooaes ﬁeub@aker). :

e T ﬁ

gbrmkwurbones!
= BQ: Baddie Pts.

. Yonrpartycannﬂtuseﬂdﬂl)me
in battle. However, any 3¢
mlledmuntsas%%myoﬁr
1 Backupl’lan.

E}hmce

L .:_.'.Your artyca:mmt nseSkiﬂDme
= inbatﬂe, wnti the first Baddie to
. oceupyLaneiis defgai_:e&.

-Choice $
' It’s a tregsure map! :
' Tiais ien’t even a decision!
| BQ: Baddie Pts.

AddazoPtBaddiéon
: topofBQ

- e 3 Chnme i‘?
' Setﬁre otheﬂﬁcketf Q

E comesaat!

o BQ BaddiePts. e
'AddazaPtBaddaetotopofBQ,
At the end of every round, all

| Baddies on the Battle Mat take
2 True Dmg from the fire.

- mchoim.xmmﬁomsmspecw
Encounter - Hmtingtheﬂuﬂtmhmm

Emﬂnnzernwkifnot @' y
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Only Option = ' : i Dnl\r meon
H’g&g nfarmzr fn need!
Kill those rats!
o Na!nw epic”mk, But no
r is complete withoat 2 quest
- o montmtsin abasement.

(ase Baddie Ini Dice)to
represent a lentern and

.xts “distance” = The namber of rats you must face

s your party size +1. Roll a D6 for
e P : - eachrat to decide its ¥IP. Place HP

rtﬂlanumber ater than_or Enmuntetsumrsacbiewdnomatter © stacks on Baitle Mat in Melee

equaltotik;eiitr rmto 1€ pomonsl-é,ﬁmnkanged :

~ Place Gearloesinthelr starting

Esche ; lantem gsms

positions. Party now has 1 round
thepm-tyi 1o deal as much Dmg to as many
- Encounter nmessmwluwedmmatwr ratsasltcan.lfyourpnrty
‘iheoutcomse.  HP (sirength), andset onBatfle Mat gefeats aﬂesst aﬂbutirmt,yon
'-'hw&rofstmngestmweakesb o succeed.

man@toldll aﬂ'tlw raxs, the
ﬁrmer is very ased and ﬁws you a

- . : Only Dpt:nn % _ > : S Ol D:)t.:icm. B ; : Only Option
S whststheworsi ; - Let’s get blasting! ‘W hmﬂ:crﬁters! {
thatéauldhﬂppen? L g *
= . For each Gearloc in your B ﬁaoeGearlmsonBatﬂe
‘.__'Foreachlzootwurparwmsthe _ party, place 2 stacks of -~ Mat Fllinall
- woman, you can roll a D6 (max of 4). . 3 HIP to represent the . positions with 1 HP
.PartyofL EachLmtcou.ntsnsz ' rubble, on any Baddie - "eritters.” Gearlocs and critters
o ; pasition(mestackper o . alternate turns (eritters start).
mmm WYWNW-. . position). - | Critters: Roll a D6, Find matching
. . Dlace Geaﬂocshkange sittons = Lane (5 counts as Lene 1, 6 counts as
= Memmamﬁe i Lanez). ¥ acritteris in that Lane,

bie. Each .~ moveits HP on top of an adjacent
critter from mat). EfLanehasno

- Throwing Explosives: Target any
- pogition, amimﬂzAtkDice. g
* Result does that muchDmgtothe |
gle’tandhalf])mg (round down)
: 'Party must clear all rubble (HP)
. usingtheexplosivestheyhaw
'inordermsucceei :

Choice ’;'W o : Choice ﬂi

Tuck your ears and walk Hail'thegmm:rdsﬁmrhelpm
: like 8 commoner. : Ak the start of each rmmi,
_ Roll a D6 for each Party | arrows from the wall deal 1 True
. %‘{ﬁeﬂﬂ’ﬂ‘ On any 1‘“2:1‘ Sind O . Dmg to each Baddie.
' Your party is spokie
. first Torant Encounter in your amme& ke r“aeds for first time
deck and place it on top. Shuffle '
remaining cards and keep them Chons
underneath.  |R’sdmeto shuw Obendar Q‘
“ Enmmmswwszsaclnevedmmaﬁer | what Gearloes are made of. .
~~~~~~~ iy ~ | WikigOliendaiwehink it fodl an Eachwtymembermﬁy i
: mm@mﬂa&mwmpmpm drawz!mﬁan&cﬁamextoke@p
for an pnessisted baitl
" lan eﬁhemom,ﬂham isTost, plac
. Shufﬂe SFW Encounter M&hlnor fb;%nmuﬁter ba‘::k on thee top of ytl))ur z

Treders into your Encounter Deck. e Enmunter dock
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Choice P'}w L Choice Choice, ’ﬁ%

Another chaﬁange, This o . “Mmh.. .I can smell the hm:k ami cover, grab
wﬁlwastevalualiehme! ? . trove loot from here!” Z,wkatymmmdm
~ Each Gearloc must compete in  Each Gearloc may draw f Rl 2 D6. =
_ their own Dangerous Dazts ~ one Trove Look card. : - On1-3: Party takes 2 Dmg each.
- Challenge. - keep the card or discard it and . On 4-6: Party discards 1 Loot.
 Wine Gearloc may drﬂw 2 Loot. L deaw another, which mustbe  Draw another Encounter for today and
_ Lose: Gearloc must discard i kept. i rveshuffie this caﬁi into ycur Encﬁunter
. Loot (if they have one). - Each Gearloe may;mmeﬁiaieiy ! Dﬁ"’k
- Shuffle this Encounter Imck into your ‘ make a Lockpmk Atterupk. i o

: Exwonnter Deck.

: “Awm; room!? Now we're

. Atk and Def Stat B Baditic P
Training Attempis here ~ AddazoPt Bsaidie to
wﬂlalwaysigmeallse  bottom of BQ. When it

- ; o L enters Batile Mat, add R
‘“,.EachGeaﬂac,takestxg 3 !:ae:;ssstafhng}@
- equal to your party size e s aaas
-atstmafbaﬁ:ﬂe. - :

Ifha;ttle is unsuccessfuL shufﬂe this -
 Encounter inte your Encounter Deck.

. %
BQ: Baddie Pts (party of 1 ignores this). _ temfﬁnﬂ BQ Bnd(ﬂel’ts(pwtyoﬂwﬂ:k).
- Add = 1Pt kobold Baddie on top of BQ: Baddie Pts. Add Nom to bottom of BQ.
BQ. Add Gendricks on top of BQ. - 2R '
. : Party : Add two OninyeaerunBatﬂeMatata
Tyrant Skills: : 1Pt Baddies to BQ. o Gearlocs will decide who
Hardy: Any turn Gendricks takes Dmg lincluding B Party of 2-4: Add two : first, second, ete. Only when
- True Dmgl, total is reduced to 1. 5 5Pt Baddies 10 BQ. Gem is KO'd Wigtm next |
Limit: Gencricks’ m‘getrrnrnedlm;ai rem Stat o Pige ' arloc assume a starting posit
Bl L el | s eestenn | BMeT T T
[28 o ice are remo b i e
HP/Active Def to reflect new max. i ”theendofmund:; orﬁi.fehisHPm v
s 5 b > 3 P = -
| rriDie  reaches 6 or fewer, Other Baddies Tyrant Skills: _
: e : e m mxdpleteﬁleb&tﬁe. Thick Skin 3: Nem ignores the first 3 Dmg he
Activate Orb: Place this die and 4 HP an would take each turn (does not ignore True or
-?haddie i.?ne {die roll #]l'jﬂange position. If : Choice Effect Dice Dmgl.
at position is oocupied, attempt the next ; .
position in same i.an‘t):. Sl A positions Back = W slguwly,,,{)](, Recover 1: Nom gains 1 HP at start of his turn.
%‘h ti';az;é_s;m are giisrg [!ngh |sf not acﬁiged  quicklyl / Di
ile Orb is on Battle Mat, for eac T Nmm?wmmme Tyrant Die:
gl Gaarioc rolls, deal 1 Dmg to that. Gearloc. ~ |andnight. : g o Om Nom: All Def Dice are removed from
e @ Chga:rad kh:'?r;geg deqndfi“icl'sis grehalli_i the " |Each party member loses 2 HP saleg barget before applying Dmg,
weakest kobold Hadaie for 1 Urng. [hat o s :
kobold immediately moves adjacent to the i NG must Skip SecovEry Ehise ; g&gﬂi?:;g f::gﬁgguggét?;?ﬁ,atn#ﬁn
slosest opposing unit and deals 2 Dmg - |Reshuffle this Encounter back into : its current position and deal 1 True Dmg.

56 15 I'your Encounter Deck.

'E'HE Finar Co

PR - Choice ﬂi‘ Only Option
: : ’I‘ & that
BQ: Number of llesequalto ’There is no Plan B! O ake oul pillar]

party size. . TheOrb's subtle mind control BQ: Baddie Pts.
Party of 1-2: Use 1Pt Baddies. . ¥ 2 - After Baddies enter
 Party of 3-4: Use 5P% Baddies. ~ BQ: Baddie Pts. > Battle Viat, place 3 HP
AddDustermmpufBQ,Duster . No Backup Plans may be used ~for each party member .
wﬂlmketopspﬂtonImMet during battle. into one stack (Orb), and
Tyrant Skills: o . . place it in an open Baddie Range
Shrouded: Duster can nnly ba targeted by adjacent 8 ou:a posi:tbn. Orb does 1 Dmg to :
units. - istherea Pianc? opposing unit(s) not adjacent to it
Limit: Duster's immediately removes a Stat at the end of each round.
~ Die from their G c Mat for the remainder of this = BQ: Baddie Pis. i o
~battle. Jf Health' o e ot Ui s removed, adiust  gor each 98 a Gearloe mI[s the  Gearlocs must destroy Orb and
- HP/Active Def to reflect new max. " Omad ; D:n to it - Baddies to stucceed.
Hide: Duster cannot be targeted until her next tum. ' g # : o auccesﬁ, this cfdls =
i i ; e - 4 : - Persistent. Any Orb created during the
mmm' 5 : e i L e : mmnu&awmsm-tw&hy.ﬂr

Cloak & Dagger: If 2 or more Gearlocs are on : : : mnd(,f“m_ 7
i ﬁﬂuﬁa&:ﬂehﬂat.te orarily remove the next N o z ;
- Gearloc on the Ini Meter from Battle Mat Z

G and place Duster on their Battle Mat position.
Removed Gearloes rejoin the battle after a
fellow Gearloe is KO'd. When rejoining battle,
Gearlocs are placed on any Gearloc starting
position and in the top spotls) of the Ini Meter.

: Duster's Dagger; Place a Bleed Effect Die
2\ on any target Duster does Dmg to this round.







: Choice e
 She’s a Gearloc. We help
| OUr oW,
- Party must use Loot to heal
. Duster for a totgl of 2 HP for each
’ partymesmber

= thtifthisgas Choice O$

mmmtonﬂml..whmﬁ gou?
~ BQ:Baddie Pts.

MWWWB@G

Place Drellen in Lane 1. Draw Bog-
- Type Baddies and place in Lanes

'mbz: Two 1Pt Bog-Type
of 3-4: Two 5Pt Type
Bakheos’ T

 BQ: Baddie Pis (party of 1 ignores this).
Each moved position in this baitle

- requires 2 Dex instead of 1.

Bog Ruler: If any Bug Type Baddies are on Battle

- Mat, Drelien cannet fose HP. Poison has no effect
on Drellen.

Tyrant Die:
57  Poison Enhanser: Set any existing Poison
. Effect Dice to 3 on Drellen's targetis].

Pmsan 2: Targetis) are Poisoned for 2.
Blace Effect Dice on target(s).

v

Only Domon
An;yone have some Iefrover |,
bog meak?
- BQ: Baddie Pts.
~  Create BQ using Beast-
 Type Baddies from
Active or Defeated
Stacks (as many as
poszible, then use other
types).

During batl'le setup, Place
Gearlocs in Gearloc Melee
- positions only. Then, bring ol
Baddies to Gearloc Range
. positions only (after setup, go back
to normsl BQ position rules).

: Baddies have Surprise.

. Only Option
Annthershmachlmd.
 this is becoming all too

regu]m"afedmg.

. Search your Active Stacks for the
* first wolf, owlbear, or griffin and
placeitonthe'l’yrmtcardthnt
will be added to the Tyrant Baitle.

Party size of 1~-2: Search for 1Pt
Baddie

 Party size of 3-4: SearchforsPt
. Baddie

If correct Baddies are not found,
search the Baddies you have

' already defeated.

Draw anocther Encounter for today and
mmem card inte your Encounter

2 Only Option
% ﬂo matter what happens,
 this is going to hurt.

_ BQ: Baddie Pts.
- Create BQ usin,g @s

" Forthe first 3 rounds of |
 battle, any orcs that are defeated
' are added back to bottom of BQ.

@iﬁ " THE Frery WAR AxEe

Place Marrow in Lane 3 Range
position.

I_:SQ: Baddie Pis (pariy of 1 ignores this).

~ Raiding: Marrow gains 1 Atk Die for each additional

Ore-Type Baddiz on Battle Mat.

Call Orc: If Marrow rolls a add a 1Pt Ore-Type
Baddie to top of BE. If3 36 or more are rolled,
instead add a 5Pt Orc-Type Baddie to top of BE.
.Re:.y[.-fe defeated ores if none are available.

Tyramt Die.

‘Skull Crack Axe: Marrow's attack does
True Dmg I‘.his turn.

e plood Rage Remove any Effects from

A Marrow. After Marrow attacks this turn,
he moves 2 positions toward Lane 3 Ranga
position and recovers 3 HP.

: Choice %
There’s no ronning away! @,

BQ: Baddie Pts.

. Party of 1-2: Add a 5Pt Beast-
Type Baddie to top of BQ.
Party of 3-4: Add two 5Pt Beast-
"Ibrpe Baddies to top of BQ.

Anychance 'tlwy’re

Choice

Ymoﬁeryourhnndtothe]srg&at
wolf in order to et &t sniff you:
RoliaDs.
1-2: The wolf takes your hand,
md]eav&swﬁhﬂ,ggrmanenﬂ%h
reduce 1 Gearloc’s Heglth Stat
by 3 (cannot go below starting health).
3-6: The wolf is caught off-guard
by your boldness leads the
- | Fneounter suiccess is achieved no matter
outeome.

_BQ. Baddie Pis (party of 1 ignores this),
Add ol Baddies on this card are

placed on top of BQ. Add
 Mulmesh to bottom of B(Q.

Tyrant Skills: :
Frenzy 2: If all of Mulmesh's Atk Dice hit (o 3§ ),
m%; the Atk Dice again and add total Dmg of both
rolls. -

Retreat: If Mulmeash starts his turn at 3 HP or
fewer, he is remaoved from Battle Mat and goes to
top of BO. Mulmesh's HP is restored once he

_ rejoins the battle.

Shrouded: Mulmesh can only be targeted by
- adjacent units.

TyrmntDle' :

Silver Hide: Mulmesh cannot take Dmg
from Atk Dice until his next turn,

Howl: All units friendly to Mulmesh
immediately improve 1 spot on the Ini
Meter {cannot go higher than Mulmesh).

@

Choice
Let’sharvest ourselves
some ingredients!
. BQ: Draw six 1Pt Baddies
~ orthree 5Pt Baddies
. instead of Baddie Pts this batile.

. Reshudffie this Encounter into yoour
- Encounter Deck. .

. Go through the defeated Baddies.
I you have one of each from the
list above, you have made the
Amntidote!

 Persistent. AI[ Geatlncs are immune to
A msmmumww
Bﬂ:ﬂe -




Bobiin King - 2 o

The [

Bose Set




L Choice s : " s : s
draw the line at smelly Il Came oF THRONE . ¥or today’s battle, you will only fight
. 5 with goblin heads 5 f (b2 throne” on 1 : 4 one Baddig Type. If you succeed, the
* on ‘em. Ignore that box! 2 S“ et nintloo d.efeato;i:typdeisrﬁof:;dthﬁ-qan Active
i ki : : . and Defeated Stac) e duration
.mmhmhma&atolegwwhﬂenm ? %gl'mﬂau:f Gobiin King (end his S advo o. Ct e wisely:

- BQ: Baddie Pts (party of 1 ignores this).

" Each party member must e - , : Baddie Pts. :
__name & Locktype (Lever, Trip,or : himself ' od ate BQ using Bog-
Force) and reach a 3 of that type o e Crma;%itsfm;ﬂzcﬁveor
bymakinganmkpiekm?- : ; e o : _ ; g i
suceessful, 2% 1; Blas! Bearlocs to positions : A i
and the bomb inside can be used ; lin King (happens before
Ister to destroy The Goblin King’s ~ applying o
“thyone” instantly atthe start of  Boom: Any Dmg dealt by The Goblin King is also
 batile (place this card in a Gearloc’s done to unit(s) adjacent to his target for 1/2 Dmg
o VB o : . [round downl. it

¥f unsuccessful, party takes - TyrantDie: o ~ Create BQ using only Scales-
2 Dmg before the start of battle. %o Call for Help: Add a Baddie to bottom of Type Baddies from Active or
: W% 8o partyof 1-2; 1Pt Beddie. :
e Party of 3-4: 5Pt Baddie.
: Careless Bomb 3: Deal 3 Ding to
- strongest Baddie and all adjacent units.

will soon be within reach!
 BQ: Baddie Pts
. Party of 1-2: Add a 1Pt
Goblin-Type Baddie to
top of BQ. _
Party of 3-4: Add a 5Pt
Gaoblin-Type Baddie to
 topofBQ. i
_ Persistent. Apply the following effect
to every future “BQ: Baddie Pts” baitle
you encounter;

Add the m«)st-rééenﬂy defeated
Golsiin-’l‘ype Baddi= to the BQ.
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; nkl.Ip Flan Extensmn. 236-
diately roll 1 additional teal your target's Active Def Dice

ilable die (does t Dex

t IUMLP H@BY:
o \\,_m; e

~ The next Baddie you
defeat {deal killing
blow) gées on top of
is card. Each future
addie you defeat of this
e Type also gets

Atk [ N = gt 4 up Plan Extension: 2
addie on this card when attacking = Backup Plan Extension: 2 x oose one of your rolled At
same Baddie Type xhaust any 1 die (may include e and add a Poison Effect Die
§ - w Gearloc drce} Usabl& once | the same amount to its tar

= back on top of BQ after all
_ G have been piaced on Bacﬁe
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ackup Plan Extension:
ce your target's Initia
pot. on the Ini Meter

{OECKYINDUEER

NS

ackup Plan Extension: 1
'ermanently reduce your H

at Die by 1 and heal for 3 HP
annot reduce below starting -

D)

anently reduces the cost of e LECRENGE S i . Backup Plan Extension: 338
Backup Plan Skills (and Backy, S g : i come Untargetable until you
Extensions] by .’I% _ .
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