M\ Joposing Sirike. - e

A
On the next six melee attacks
targeting you, gain Retaliate & 2.






Attack %3
IMMOBILIZE 8>







- “ e l{ual_anchq__f' .

L

Attack %4 « . O

B 2O

@ s +1 Attack %, “
75

Create one single-hex obstacle
in an adjacent empty hex.
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Move . 2

All adjacent allies and enemies
suffer 1 damage.






Attack %3 e
Range X3 e
All allies and enemies adjacent to the
target suffer 1 damage.

Move W. 4
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On your next four ranged Attack actions,

gain Add Target @

Move W. 3
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Destroy one adjacent obstacle.
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Move W. 5
Jump &
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Target all enemies moved through
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Target all adjacent enemies
, Targetall enemies within
* RangelX2instead, “

All adjacent allies suffer 2 damage.
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All allies suffer 1 damage
and gain Shield ®2.
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All adjacent allies and enemies
suffer 1 damage.

Move W. 4 “
Jump &
All adjacent allies and enemies
suffer 1 damage.
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MUDDLE<’£’> all allies and enemies

in the targeted area.
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Move W. 3
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Attack 72 o
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Range X 3
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Attack #3
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You may push the targetinto a hex with an
obstacle. In this case, destroy the obstacle,
the target suffers 2 damage,

and you gain “

._7}?\ . el

Add +1 Attack % to all your
ranged attacks this round.
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Attack # 3
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Gain “ foreach
enemy targeted
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Add +2 Attack % to all your
melee attacks this round.
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Heal § 2 ¢
Range%’3 e
Target©@2 @

i

On your next six ranged Attack actions when

. is Strong, Q to add +2 Range Q’







Destroy one adjacent obstacle of any size.

Attack 74 o

Target all enemies adjacent to the
destroyed obstacle
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Attack 2 e

Range X3
Heal 6 2 © OO

Affect all allies
in the targeted area
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- Move . 2

Heal ¢ 1

Affects all adjacent allies
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Target all adjacent enemies
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Move one adjacent single-hex obstacle to
an empty hex within Range X 4.

Attack #2 o

Target all enemies adjacent
to the moved obstacle
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Destroy all obstacles and
disarm all traps moved through.






- . Bluntforce '_-"-_'-;:-'
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Move Y. 2
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Create three single-hex obstacles
in empty hexes within Range & 4.

All allies and enemies adjacent
to a created obstacle suffer 2 damage.
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Move W. 6

The movement must be in a straight line.
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Kill one normal enemy within Range ¥ 4.

Create one single-hex obstacle in
the hex in which the enemy died.
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IMMOBILIZE <@

Target all adjacent enemies
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Attack &3 O A

MUDDLE > OOO
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On your next four melee attacks, if possible,
destroy an adjacent obstacle for +3 Attack %,






Create one 2 damage STUN trap

inan adjacent empty hex.

MUDDLE 2>

Target all adjacent enemies
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Move . 2
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IMMOBILIZE@ all allies and enemies

in the targeted area. Ex
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Move Y. 3

@ + +3 Move Y.
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Create one three-hex triangular obstacle
in empty hexes within Range X 3.
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Target all enemies adjacent to the obstacle







lomentum -

ﬁ i

Attack %3 ©
PUSH@»2 ©

For each hex you cannot push the target
because of a wall or obstacle, the target
suffers 2 damage and you gain “

52

Add +1 Attack % to all
ranged attacks this round.

@ + Add +2 Attack % instead, “
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Destroy all obstacles within Range 2.

@ + Range X3 instead, “
Attack % X a

where X is equal to twice the number of
hexes the destroyed obstacles occupied.
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Move W. 6

The Move action must end in a hex
adjacent to an obstacle.
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Attack #5 o

At the start ofzour next five turns,

perform a “Heal @ 2, Range EZ" action.
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Attack # 4
Range E 4 @

All allies and enemies adjacent to
the target suffer damage equal to
the damage the target suffered.

7

Move W. 4
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All allies and enemies adjacent to any
hexes you enter during the movement
suffer 2 damage.
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Attack 73
PUSH&»2 ©

Target all adjacent enemies

You may push the targets into hexes
containing obstacles. In each case, the
obstacle is destroyed, the target suffers 2

damage, and you gam Ex

Attack 72

Target all adjacent enemies
Move Y. 5
Jump £
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Target all adjacent enemies






