
Brage Ironshield
Shield-bearer  ·  Support

H01

LIFE 8

MOVE 3"

MELEE 3

RANGED –

MAGIC –

SAVE 3+
number = dice to roll · hit on 4+

Battle axe · Melee · Range 1" · Damage 2
Shield wall: Other heroes within 2" of Brage
get +1 to their save (5+ becomes 4+).

1 2 3 4 5 6 7 8

Ylva Stormarrow
Archer  ·  Ranged

H02

LIFE 5

MOVE 5"

MELEE 1

RANGED 4

MAGIC –

SAVE 5+
number = dice to roll · hit on 4+

Longbow · Ranged · Range 18" · Damage 1
Steady hand: If Ylva has not moved this turn,
she rolls 1 extra die with her bow.

1 2 3 4 5

Master Fenrik
Wizard  ·  Magic

H03

LIFE 4

MOVE 4"

MELEE 1

RANGED –

MAGIC 4

SAVE 6+
number = dice to roll · hit on 4+

Fireball · Magic · Range 12" · Damage 1
All other enemies within 1" of the target are
also attacked with 1 die.
Rune reader: Fenrik and heroes in contact
with him ignore the room's traps and hazards.

1 2 3 4

Sister Liva Lightbringer
Priestess  ·  Healer

H04

LIFE 6

MOVE 4"

MELEE 2

RANGED –

MAGIC 2

SAVE 4+
number = dice to roll · hit on 4+

Healing light · Magic · Range 6" · Damage –
Heals: each 4+ gives a hero within range 1
life back (up to max).
Miracle: Once per game: a knocked-out hero
within 6" gets back up with full life.

1 2 3 4 5 6

Pilpas
Goblin slinger  ·  Rank I · Minion

I

LIFE 1

MOVE 4"

MELEE –

RANGED 2

MAGIC –

SAVE 6+
number = dice to roll · hit on 4+

Sling · Ranged · Range 8" · Damage 1
Tactics: Moves so it stands 6" from the
nearest hero, and shoots the nearest one.

1

Grimetooth
Goblin mushroom-muncher  ·  Rank I · Minion

I

LIFE 2

MOVE 3"

MELEE 1

RANGED –

MAGIC –

SAVE 5+
number = dice to roll · hit on 4+

Mushroom club · Melee · Range 1" · Damage
1
Mushroom feast: At the start of its
activation, Grimetooth gets 1 life back.
Tactics: Moves towards the nearest hero and
attacks.

1 2

Nettle
Goblin firebug  ·  Rank I · Minion

I

LIFE 1

MOVE 4"

MELEE –

RANGED 2

MAGIC –

SAVE 6+
number = dice to roll · hit on 4+

Fire bomb · Ranged · Range 6" · Damage 1
Also hits all other heroes within 1" of the
target.
Tactics: Throws at the hero with the most
other heroes within 2".

1

Snarl
Goblin rat handler  ·  Rank I · Minion

I

LIFE 2

MOVE 5"

MELEE 2

RANGED –

MAGIC –

SAVE 6+
number = dice to roll · hit on 4+

Whip and giant rat · Melee · Range 1" ·
Damage 1
Pair: roll 1 extra die (the rat bites).
Tactics: Moves towards the nearest hero and
attacks.

1 2

Snotty
Bog troll whelp  ·  Rank I · Minion

I

LIFE 3

MOVE 3"

MELEE 2

RANGED –

MAGIC –

SAVE 5+
number = dice to roll · hit on 4+

Slimy fists · Melee · Range 1" · Damage 1
Slippery: Heroes in contact with Snotty roll 1
die less in melee.
Tactics: Moves towards the nearest hero and
attacks.

1 2 3
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Crackface
Goblin warrior  ·  Rank II · Warrior

II

LIFE 2

MOVE 4"

MELEE 2

RANGED –

MAGIC –

SAVE 5+
number = dice to roll · hit on 4+

Scimitar · Melee · Range 1" · Damage 1
Tactics: Moves towards the nearest hero and
attacks.

1 2

Sharpeye
Goblin archer  ·  Rank II · Warrior

II

LIFE 2

MOVE 4"

MELEE 1

RANGED 3

MAGIC –

SAVE 6+
number = dice to roll · hit on 4+

Short bow · Ranged · Range 12" · Damage 1
Tactics: Keeps 8" away and shoots the
nearest hero it can see.

1 2

Wolftooth
Goblin wolf rider  ·  Rank II · Warrior

II

LIFE 3

MOVE 7"

MELEE 3

RANGED –

MAGIC –

SAVE 5+
number = dice to roll · hit on 4+

Lance · Melee · Range 1" · Damage 1
+1 damage if Wolftooth moved at least 4"
before the attack.
Tactics: Attacks the hero standing furthest
away from the other heroes.

1 2 3

Shaggy
Fur troll  ·  Rank II · Warrior

II

LIFE 5

MOVE 4"

MELEE 3

RANGED –

MAGIC –

SAVE 5+
number = dice to roll · hit on 4+

Icicle club · Melee · Range 1" · Damage 2
Tactics: Moves towards the nearest hero and
attacks.

1 2 3 4 5

The game round

HERO PHASE – heroes in any order. Each hero:
Move up to their Move + 1 action (before or
after).
Actions: Attack · Sprint (move again) · Help a
knocked-out hero up (2 life) · Use the room ·
Ability.
ATTACK: roll dice = the value. Every 4+ is a hit.
Every 6 is a power hit.
SAVE: the target rolls 1 die per hit. Result ≥ Save
= blocked. Power hits cannot be blocked.
DAMAGE: every unblocked hit removes the
weapon's Damage in life.
MONSTER PHASE – monsters in the order they
appeared. Follow the card's Tactics.
Door: stop at an open door → place the next tile →
draw monsters by Danger.
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