
3

Gnoll

ADEPT
Roll            . Discard one of them.

4
2

7
8

HOWL
You cannot place        on 

dungeon challenge boxes.



2 2 2

Wisp

ADEPT

3 3 3
2 Roll            . Discard one of them.

3 3 3



CHARM IT:

SNEAK BY:

8

Panther

Gain      4 or       4.
CHARMED PANTHER

9



CHARM IT:

SNEAK BY:

8

Panther

CHARMED PANTHER
Gain      4 or       4.

9



Roll     , then increase it by 2.

Poison Cloud

3

CRAWL UNDER:

CONTAIN:

9

12

SPARK



Dire Boar

Roll     , then increase it by 2.3 SPARK

CHARGE
Dice may not be rerolled 

or increased.

5 5
3 4

6
3



Thornspitter

Gain      5     5.5 FIREBALL

EVADE THORNS:

STRIKE DOWN:

9

12



10

Eyeshroom

5

GAZE
Skip the Use Heroic 

Feats step.

6
3 4 4

FIREBALL
Gain      5     5.



Giant Spider

Prevent     .3

WEB
Spend      for each  

in the party.

STONESKIN

3 4 5
5 4 6



WOUND
Exile            .

Razorbark

6 FLAMEWALK

4 4 5
15 6

Gain      5      6     4.



Shadowstalker

TRANSMUTE

4 4 5
6 4 6

Use another skill without paying for it. 
Spend      . 

DARK AURA
Spend      for each 6 rolled.



5
5

12
12

Rock Wyrm

Ignore one      and one     .

IMMUNITY

ACID SPRAY
Place      on a hero.



Rune Circle

Gain a      3.
SWIFTNESS AURA

REMOVE CRYSTAL:

DISARM:

8

9



Rune Circle

Gain a      3.
SWIFTNESS AURA

REMOVE CRYSTAL:

DISARM:

8

9



Roll               . Discard one of them.

3 3 4

Gublin

PACK HUNTER
For each closed door, 

spend     .

4 5 6
BARRAGE



Roll               . Discard one of them.

Rope Bridge

BARRAGE

SPRINT ACROSS:

BOLSTER:

7

10



Dire Boar

Gain a       4.

CHARGE
Dice may not be rerolled 

or increased.

5 5
4

6
3

EXPLOIT WEAKNESS

3



10

Eyeshroom

6
3 4 4

EXPLOIT WEAKNESS
Gain a       4.

GAZE
Skip the Use Heroic 

Feats step.



Roll       . Gain a      4.

3 4 3

Spikalon

SPIKES
 Suffer     when you place 

a 5 on this card.

FINESSE

4 5 5



FINESSE

Poison Cloud
CONTAIN:

Roll       . Gain a      4.

CRAWL UNDER:

9

12



Treat one challenge box as if it were any 
color.

Sharp Cliffs

FLY OVER:

CLIMB UP:

10

14

EXPLOIT



Razorbark

FOCUSED PLAN
Increase a      ,      , and      each by 1.

4 4 5
15 6

WOUND
Exile            .



ACID SPRAY
Place      on a hero.

FEINT
Prevent     , and gain a      6.

5
5

12
12

Rock Wyrm



10 4

Moss Golem

5 6 6
Reduce the difficulty of each challenge 
box by 1. AWARENESS

THICK ARMOR
Spend         when you 

place a       on this card.



Bramble Field

RUN THROUGH:

CLEAR A PATH:

7

10

BALANCED ATTACK
Roll                 . Increase one of them by 1.



Vine Trap

BREAK THROUGH:

DODGE VINES:

7

10

BALANCED ATTACK
Roll                 . Increase one of them by 1.



Roll       . Increase a die by 1.

BLITZ

3 3 4

Gublin

4 5 6

PACK HUNTER
For each closed door, 

spend     .



BLITZ

4 2 2

Trickster

2 5 6

POISON SNAP
Convert one     on a 

hero to     .

Roll       . Increase a die by 1.



Reroll a die. Gain a       1.
FOREST BLESSING

DISPLAY PROWESS:

STRUGGLE FREE:

10

11

Great Spirit



Reroll a die. Gain a       1.
FOREST BLESSING

DISPLAY PROWESS:

STRUGGLE FREE:
Great Spirit

10

11



PRECISE BLOW
Gain      5      2.

Spikalon

3
4 5 5
3 4

SPIKES
 Suffer     when you place 

a 5 on this card.



Thornspitter

PRECISE BLOW

STRIKE DOWN:

Gain      5      2.

EVADE THORNS:

9

12



Giant Spider

PULVERIZE
Roll       , then increase it by 1.

3 4 5
5 4 6

WEB
Spend      for each  

in the party.



Roll       . You may discard it to gain a
      3.

Sharp Cliffs
CLIMB UP:

CLEVER SMASH

FLY OVER:

10

14



10 4

Moss Golem

5 6 6
DEVASTATE

Gain       6      4      4. Spend      .

THICK ARMOR
Spend         when you 

place a       on this card.



Shadowstalker

FOLLOWUP
Increase one die to 5, and another to 6. 
Spend      .

DARK AURA
Spend      for each 6 rolled.

4 4 5
6 4 6



3

Gnoll

4
7
8

BRAWN
Roll      , and gain a      3.

HOWL
You cannot place        on 

dungeon challenge boxes.



Roll      , and gain a      3.

BRAWN

4 2 2

Trickster

2 5 6

POISON SNAP
Convert one     on a 

hero to     .



Ignore all         icons in this encounter.

Wisp

PIERCING

2 2 2
3 3 3

3 3 3



PIERCING

Bramble Field
CLEAR A PATH:

RUN THROUGH:

Ignore all         icons in this encounter.

7

10



Roll              , then discard one of them.

DODGE VINES:
Vine Trap

LUCK

BREAK THROUGH:

7

10



LUCK

Rope Bridge

SPRINT ACROSS:

BOLSTER:

Roll              , then discard one of them.

7

10



Prevent           .

Vortex Stone
STABILIZE AURA:

INVULNERABILITY

GRAB THE STONE:

12

13



Vortex Stone
STABILIZE AURA:

GRAB THE STONE:

INVULNERABILITY
Prevent           .

12

13



The Mudlands

ALL ALL
SLUDGE

Spend       when you gain an 
item as loot.

MUD SHELL

ROTTEN DEPTHS

F
LO

O
R

 1
F

LO
O

R
 2

F
LO

O
R

 3

4
10

44
5
6

5

If an encounter’s consequences 
include     , add           to them.



ALL ALL
POISON AURA

Spend       at the start of the 
turn if any hero has     .

QUICKSTRIKE

LETHALITY

F
LO

O
R

 1
F

LO
O

R
 2

F
LO

O
R

 3

53
4
3 Exile one       token when 

entering this floor.

Realm of Venom

5 3
4 3



ALL ALL
SAPLING SWARM

Spend       if you place more than 
3 dice in a large challenge box.

CRAWLING VINES

CURSED FOG

F
LO

O
R

 1
F

LO
O

R
 2

F
LO

O
R

 3

3
5
5

The Vile Roots

4 3
4 5

10

Subtract 1 from each resist 
poison roll.



ALL ALL
OPPRESSIVE HEAT

When you explore, exile one die.

SMOLDER

RAINING FIRE

F
LO

O
R

 1
F

LO
O

R
 2

F
LO

O
R

 3

4
5
3

6

Smoldering Ruins

Heroic dice cannot be placed 
on this card.

4 2

11

When you explore, also exile a 
second die.



ALL ALL
DREAD

EMBOLDEN

INSECT SWARM

F
LO

O
R

 1
F

LO
O

R
 2

F
LO

O
R

 3

5
5
6

Lair of Indrax

Immediately discard 
all 3s rolled. 9

If you fail a resist poison roll, do 
not remove a poison token.

7
8
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BASIC SKILLS

Reduce the difficulty of each        box by 1.
PIERCING BLAST

Reroll up to three of your dice.

RECOVERY
3



BASIC SKILLS

Reduce the difficulty of each        box by 1.
PIERCING BLAST

Reroll up to three of your dice.

RECOVERY
3



Roll       .
LE

V
E

L 
1

1 
IT

EM

2 
SK

IL
LS

*

En
co

un
te

r B
on

us

1p

du
rin

g 
se

tu
p.

 1
0 

to
 le

ve
l u

p
6

*S
ta
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in

g 
an

d 
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c 

sk
ill

s 
do

 n
ot

 
co
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d 
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LE
V

E
L 

2

3 
IT

EM
S

3 
SK

IL
LS

*

1p

fo
r r

ea
ch

in
g 

le
ve

l 2
.

+ 1 En
co

un
te

r B
on

us
1 

to
 le

ve
l u

p
8

*S
ta

rt
in

g 
an

d 
ba

si
c 

sk
ill

s 
do

 n
ot

 
co

un
t t

ow
ar

d 
th

is
 li

m
it



LE
V

E
L 

3

5 
IT

EM
S

4 
SK

IL
LS

*

1p

En
co

un
te

r B
on

us
1 

to
 le

ve
l u

p
10

fo
r r

ea
ch

in
g 

le
ve

l 3
.

+ 1

*S
ta

rt
in

g 
an

d 
ba

si
c 

sk
ill

s 
do

 n
ot

 
co
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t t

ow
ar

d 
th

is
 li

m
it



LE
V

E
L 

4

7 
IT

EM
S

5 
SK

IL
LS

*

1p

En
co

un
te

r B
on

us
2 

5
1

fo
r r

ea
ch

in
g 

le
ve

l 4
.

+ 1

*S
ta

rt
in

g 
an

d 
ba

si
c 

sk
ill

s 
do

 n
ot

 
co

un
t t

ow
ar

d 
th

is
 li

m
it



BASIC POTIONS

Choose a value. Reroll all your dice of
 that value.

Ignore all consequences and discard the 
encounter card. REWIND

LUCK



O
ne

 o
f 

th
e 

tw
o 

gr
ou

ps
 m

us
t 

fil
l t

he
 

bo
x 

on
 th

is
 c

ar
d.

 If
 it

 is
 n

ot
 fi

lle
d,

 it
 

be
co

m
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 p
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t 
of

 t
he

 c
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se
qu

en
ce

s 
of

 th
e 

se
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nd
 e
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nt
er

. T
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 b
ox

 is
 

gr
ey

. 
A 

gr
ey

 b
ox
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an
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e 

fil
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d 
by

 a
 

di
e 

of
 a

ny
 c

ol
or

.

6

U
se

 th
is

 s
id

e 
if 

bo
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ge
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s 
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e 
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 th
e 

sa
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H
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r
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o

w
s

4 p



P
O
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O

N
 

R
E

F
E

R
E

N
C

E

At
 th

e 
en

d 
of

 a
n 

Ex
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e 

tu
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, t
he

 p
ar
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m
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t R
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T 
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O
N
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To
 a
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m
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 p
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d 
1 

to
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on
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op
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r. 
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te
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m
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r o
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e 
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, y
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 s
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ce

ed
.

Su
cc
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s:

 R
em

ov
e 
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e 

   
  f

ro
m

 o
ne

 o
f t

he
 

he
ro

es
. 

Fa
ilu

re
: R

em
ov
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on

e 
   

  f
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m
 o
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 o

f t
he

 
he
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, a
nd
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dd

   
   

   
  t

o 
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 h

er
o.

  
4P
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e 
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st
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g 
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m
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o 
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w
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Phoenix’s Den

ALL ALL
SWELTERING HEAT

PERSISTENCE

TERRIFYING SCREECH

F
LO

O
R

 1
F

LO
O

R
 2

F
LO

O
R

 3

3
5
6

       dice cannot be placed in 
boxes with      .

All 3s rolled are immediately 
discarded.

3 3
3
4 4


