Fantastic Adventures Player’s Guide

By Kameron Franklin and Andrew Domino
Fantastic Adventures is a tabletop role playing game, where heroes use swords and magic to battle goblins, skeletons, dragons and other fantasy monsters. Each player controls a single hero, like a wizard, knight or elf, battling enemies controlled by one player, who’s called the Adventure Master.

This sheet tells you everything you need to know as a hero player. If you have any questions, ask the Adventure Master, or decide with the other players what would be the most realistic and/or exciting thing to have happen.
WHAT YOU NEED TO PLAY: a character sheet, a 20-sided die, a 6-sided die, and a miniature figure to represent your hero (you can use anything, even a coin or chess piece). The Adventure Master has the game board and miniature figures that represent the monsters.

If you don’t have a 20-sided die, use three 6-sided dice, roll them at the same time and add their results together. It’s a little tougher to be successful using three 6-sided dice, but not impossible.

The single 6-sided die is used as your health marker. Place it on the heart next to the “Healthy” health status on your character sheet. It doesn’t matter what face is showing on that die. You won’t roll it during the game.
Role playing games are about pretending to be adventuring heroes, and having fun with friends. Give your hero a name, and feel free to change the description of your hero’s weapon, power and personality, if you wish. During the game, describe what he or she is doing in the game – he’s not just swinging a sword, he’s “stabbing his blade deep into the enemy’s body, shouting ‘For the king!’” She’s not just moving behind a pillar, she’s “sneaking quietly up on the unsuspecting monster, ready to strike.” 

TO PLAY, each player, including the Adventure Master, rolls the die. If there’s a tie, roll again. The person with the highest result takes the first turn, then play moves to the left. When the Adventure Master takes a turn, all of the enemies get to take actions.
ON YOUR TURN, you can take two actions from the list below, in any order:
( Move your miniature figure its listed Move number of squares. You can move in any direction, including diagonally, but cannot move through obstacles or other miniature figures, either friend or enemy. Squares marked as difficult terrain “cost” two Move squares to pass through. You can turn your miniature to point in any direction you wish at any time. 

You can move twice in one turn, or move once and take one other action.

( Attack by naming an enemy figure that is in a square up to the distance of your weapon. You can’t make the attack if there’s an obstacle between you and the enemy, but your attack can go through spaces occupied by other miniature figures. Roll the die, and the Adventure Master will roll a die too. If your result is higher or equal, you hit the enemy. Its health status will fall one place lower. If the Adventure Master’s result is higher, you missed the attack. On the Adventure Master’s turn, the monsters will attack you, and you’ll be able to try and defend yourself with a die roll – but you could also lose health!

You can only attack once per turn. Your other action must be to move, pass or perform an activity. 

( Some heroes have powers that replace an attack action. If you use that power, you cannot attack on that turn, but it counts as using one of your actions for the turn. Other powers let you change the rules in some way, but do not replace an attack action.


You can only use a power once per turn. Your other action must be to move, pass or perform an activity.

( “Pass” on one action, and take one action this turn instead of two. You might do this if you wish to stay in place and simply attack, or try to perform an activity a second time.

You can pass twice in a turn, or pass once and take one other action.

( Perform any other activity. Tell the Adventure Master what your hero is doing, and roll the die. On a result of 10 or more, you succeed at the activity. 

You can perform two activities per turn, or perform one activity and take one other action.  

Fantastic Adventures Character Sheet

Race and Class: Human Cleric

Move: 5 squares

Attack – Weapon: Mace

Distance: 1 square


Fantastic Adventures Character Sheet

Race and Class: Human Fighter

Move: 5 squares

Attack – Weapon: Longsword

Distance: 1 square


Fantastic Adventures Character Sheet

Race and Class: Human Ranger

Move: 7 squares

Attack – Weapon: Longbow

Distance: 5 squares


Fantastic Adventures Character Sheet

Race and Class: Human Rogue

Move: 6 squares

Attack – Weapon: Dagger

Distance: 2 squares


Fantastic Adventures Character Sheet

Race and Class: Human Wizard

Move: 6 squares

Attack – Weapon: Fireball Spell

Distance: 5 squares


Fantastic Adventures Character Sheet

Race and Class: Human Paladin

Move: 5 squares

Attack – Weapon: Holy Avenger Sword

Distance: 1 square


Fantastic Adventures Character Sheet

Race and Class: Human Monk

Move: 5 squares

Attack – Weapon: Flying Kick

Distance: 2 squares


Fantastic Adventures Character Sheet

Race and Class: Human Bard

Move: 6 squares

Attack – Weapon: Rapier

Distance: 1 square


Fantastic Adventures Character Sheet

Race and Class: Human Druid

Move: 5 squares

Attack – Weapon: Entangling Vines Spell

Distance: 3 squares


Fantastic Adventures Character Sheet

Race and Class: Human Sorcerer

Move: 5 squares

Attack – Weapon: Magic Dart Spell

Distance: 5 squares


Fantastic Adventures Character Sheet

Race and Class: Human Barbarian

Move: 6 squares

Attack – Weapon: Great Axe

Distance: 1 square


Fantastic Adventures Character Sheet

Race and Class: Half-Dragon Paladin

Move: 5 squares

Attack – Weapon: Fire Breath

Distance: 5 squares


Fantastic Adventures Character Sheet

Race and Class: Dwarf Fighter

Move: 5 squares

Attack – Weapon: War Hammer

Distance: 1 square


Fantastic Adventures Character Sheet

Race and Class: Elf Wizard

Move: 5 squares

Attack – Weapon: Lightning Strike Spell

Distance: 5 squares


Fantastic Adventures Character Sheet

Race and Class: Halfling Rogue

Move: 6 squares

Attack – Weapon: Sling

Distance: 2 squares


Fantastic Adventures Character Sheet

Race and Class: Gnome Sorcerer

Move: 5 squares

Attack – Weapon: War Pick

Distance: 1 square


Fantastic Adventures Character Sheet

Race and Class: Half-Orc Barbarian

Move: 6 squares

Attack – Weapon: Spiked Club

Distance: 1 square


Fantastic Adventures Character Sheet

Race and Class: Dark Elf Ranger

Move: 6 squares

Attack – Weapon: Scimitar

Distance: 1 square


Fantastic Adventures Character Sheet

Race and Class: Vampire Monk

Move: 5 squares

Attack – Weapon: Blood-Sucking Bite

Distance: 1 square


Fantastic Adventures Character Sheet

Race and Class: 

Move: squares

Attack – Weapon: 

Distance: squares


( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





Power: HEAL





You utter a prayer and healing energy flows from your hands into your ally, closing their wounds.





Choose one hero standing in a square next to you. That hero is immediately restored to full health. The player moves the hero’s health marker to the “Healthy” status. This power replaces an attack action.








AS A HUMAN CLERIC…





You are a servant of the gods of goodness and light. You bring healing to the wounded and the sick, and battle to wipe out evil from the world forever.





You might be: 


( A battle-hardened warrior-priest





( A healer who stays in the background of a fight, ready to help your allies conquer your foes





( A spiritual leader of a village, defending your home from vile threats





( Anything else you can imagine!





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Scratched


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





Power: TAUNT





As you hack your way past your enemy’s defenses, you call out a challenge that other enemies cannot refuse.





If your attack successfully hits an enemy, all other enemies in the squares next to you must attack you on their next turn.





AS A HUMAN FIGHTER… 





You carry a sharp blade and the best armor – or you’re quick enough to dodge most attacks. You accept the call to adventure for one reason: to defeat monsters with all the weapon training you possess.





You might be: 


( A brave sword-for-hire, battling villains because it’s the right thing to do, or just because it pays well





( A mighty warlord, capable of leading an army to victory





( A dragonslayer, devoted to conquering the most fearsome of monsters and everything that dares to fight alongside them





( Anything else you can imagine!





AS A HUMAN RANGER… 





You are a master tracker and archer. You often prefer the wilderness to cities and large groups of people, but you’ll travel into urban areas if that’s what it takes for you to track down your foes.





You might be: 


( A forest-dwelling bowman, ready to rob from the rich to give to the poor





( A detective of the city watch, seeking clues to solve the worst crimes





( A scout on the front lines of a battle, looking for gaps in the enemy’s defenses





( Anything else you can imagine!





Power: CRITICAL HIT





Your attack hits with deadly accuracy, piercing the enemy’s defenses and striking a fatal blow.





If you roll 18 or more on an attack and your result is equal to or higher than the enemy’s die result, the enemy immediately moves to the “Dying” health status and is removed from the game.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A HUMAN ROGUE… 





You are skilled at getting into places you’re not supposed to be. You can move quietly, disarm deadly traps and create a distraction as you lift a bag of gold coins from a merchant’s belt. 





You might be: 


( A sneak thief, always looking for gold coins and valuable jewels





( A charming spy, whose clever words are just a distraction from the dagger behind your back





( A daring swashbuckler, with witty one-liners and sharp fencing skills





( Anything else you can imagine!





Power: SNEAK ATTACK





You take advantage of the momentary distraction caused by your ally to slip a deadly attack through your enemy’s defenses.





If an enemy is next to another hero, you roll 15 or more to attack it, and your result is equal to or higher than the enemy’s die result, the enemy immediately moves to the “Dying” health status and is removed from the game.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A HUMAN WIZARD… 





You are a master of spellcasting. You spend long hours with books of magic, learning how to shape mysterious forces into powerful blasts of flame. In battle, you find a place to stand and let the magic do the fighting for you.





You might be: 


( A battle mage, using your magical powers to  destroy your foes





( A student wizard, putting your education to work for the very first time





( A veteran spellcaster, lending your arcane knowledge to a group of young adventurers





( Anything else you can imagine!





Power: FLAME BURST





The ball of fire arcs across the room and explodes on impact, raining flames down on nearby enemies.





If your attack successfully hits its target, you can immediately roll again to attack each enemy standing next to your target. Roll once per additional enemy. The Adventure Master will roll the die for each enemy as well.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A HUMAN PALADIN… 





You are a holy warrior, blending weapon skills and the might of the gods into one powerful force. You’ve sworn to uphold the law and always do what’s right. That may make you difficult to live with sometimes, but it’s only because you want the best for all people.





You might be: 


( A knight in shining armor





( A demon-hunter, trying to vanquish all unholy evil from the world 





( An inquisitor, an investigator of troubles – judge, jury and executioner all in one





( Anything else you can imagine!





Power: SMITE EVIL





You call on the forces of goodness and light to turn back the infestation of evil in the world, in a burst of holy power.





Choose a 2 square by 2 square area next to you, and roll the die. On a result of 15 or more, every enemy in that area is hit. This power replaces an attack action.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Scratched


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A HUMAN MONK… 





You are a skilled martial artist, blending your ability at kicks and punches with your personal chi, or life force. You can focus your chi into blows of startling power. 





You might be: 


( A student from a far-off temple, experiencing the wider world for the first time





( A trained tournament fighter, experienced at one-on-one battles with other martial artists





( A disciple of neutrality, always striving to bring good and evil into balance





( Anything else you can imagine!





Power: STUNNING FIST





Your unarmed blows stop enemies in their tracks, forcing them to hesitate for a moment while they clear their heads.





On a successful attack, the enemy you hit lowers its health status one place, and also loses its next turn.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A HUMAN BARD… 





You have a way with words. Most bards are musicians, but you could be an inspiring speaker or convincing actor. Your role in battle is to encourage other heroes to perform their best, so you can turn their deeds into prize-winning songs.





You might be: 


( A wandering minstrel, always hunting for a great story to tell





( A primitive skald, a mighty swordsman in your own right who boosts his allies in war





( A warrior-poet, knowledgable about history, diplomacy and the use of a sword





( Anything else you can imagine!





Power: INSPIRING SONG





With a few well-chosen words and a tune on your lyre, you fill your allies with a good feeling and the energy to stay in the fight.





On your turn, you can trade in one action to allow another hero to take an action in your place. You can still take a single action on that turn. You cannot trade in both actions in a turn.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A HUMAN DRUID… 





You are more comfortable with the wilderness than the streets of a city. You make your home among the trees and wetlands, rescuing animals and battling those who would destroy the natural world.





You might be: 


( A quiet mystic who controls plant and animal life





( A natural healer, who turns to plants for medicine and protection against disease





( One of the rare urban druids, who counts sewer rats and riding horses as friends





( Anything else you can imagine!





Power: WILD SHAPE





You call on the mystical forces of nature to shift and transform, becoming a creature as swift as a hawk, as slippery as a mouse, or as mighty as a bear.





You can move through obstacles or other miniature figures as if they were empty squares, but you cannot end your turn on one of those squares.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Scratched


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A HUMAN SORCERER… 





You’re a little frightening, and don’t have many friends. But you don’t mind. You’re not in the world to make friends – you’re there for power. Your quest for the ultimate magic has brought you dangerously close to the forces of evil, but for now, you’re still on the side of good. 





You might be: 


( A spellcaster born with magical ability





( A scholar of the cosmos, summoning the power of the stars and the great mysteries that lie beyond the edge of the universe





( A dark warlock, letting your reputation put fear into your enemies, so a battle is half-won before you chant your first spell





( Anything else you can imagine!





Power: BLACK MAGIC





You walk the line between good and evil, but have the strength and willpower to use the darkest magics to help those in need.





If you roll 15 or more on an attack and your result is equal to or higher than the enemy’s die result, roll the die again. If you roll 15 or more, the enemy moves two places down the health status chart, instead of just one.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A HUMAN BARBARIAN… 





You are one with the natural world, a living example of the wildness in all things. You wear clothing from nature like animal pelts and leather boots, and pay tribute to the creatures around you and the ancestors who came before you when you’re not on the battlefield.





You might be: 


( A muscle-bound raider and bandit from the cold north





( A former slave who escaped your masters and now seeks his fortune





( A soldier who left your army to find a more pure life in a primitive tribe





( Anything else you can imagine!





Power: RAGE





You summon the devistating fury of your people and use it in battle to send your enemies reeling.





If you successfully attack an enemy, lower its health status one place, then move the enemy in a straight line away from you 2 squares. If it cannot move 2 squares away, it moves as far as it can, then lowers its health status one more place.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Scratched


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A HALF-DRAGON PALADIN… 





Part dragon and part human, you are a living example of the best both dragons and heroes can be. Not all dragons are evil, and you prove that every day by wearing your mighty armor and striking down the armies of the enemy.





You might be: 


( An emissary of your dragon clan, bringing the mightiest beasts and the most humble humans closer together





( A servant of the god of dragons, using your great strength to keep monsters under control





( A human or elf who sacrificed one body for another, seeking to become one of the legends of dragon-kind





( Anything else you can imagine!





Power: BLESSING





You ask for aid from the gods, and their divine power flows through you into all your allies at once.





You and every hero in a square next to you moves  their health marker up one place, closer to the “Healthy” status. This power replaces an attack action.








( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Scratched


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A DWARF FIGHTER… 





Stout, gruff, and proud of your dwarven heritage, you are still a loyal companion to other adventurers. You take on all enemies to protect your home deep in the mountains – and also because you enjoy a good fight.





You might be: 


( A brave clan dwarf, serving your thane as he sees fit





( A stone priest, using mystical runes carved into your weapon to help you battle the enemy





( A brewmaster, with a love of dwarven ale almost as big as your love of cracking skulls 





( Anything else you can imagine!





Power: STAND YOUR GROUND





You are a master of the mountain halls and rocky ground. There is little in the world strong enough to harm you.





If you are successfully attacked by a minion or soldier-type enemy, roll the die. On a result of 10 or more, you are instead not hit by that attack. This power cannot be used when attacked by a leader-type enemy.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS AN ELF WIZARD… 





Tall, noble and a friend of the forests, you have lived for many years, and seen kingdoms rise and fall. But good and evil never seem to change, and you have chosen to use your magical powers to help the other peoples of the world.





You might be: 


( A master of all magic, from the simplest trick to the powers of the mightest gods





( A seeker of higher truths, traveling to other worlds on a quest for new spells





( An artisan, using magical power to craft items of exquisite beauty





( Anything else you can imagine!





Power: TELEPORT





You use the ancient elven secret lore to open a doorway from this world to the next, then return in a different spot.





Take your miniature figure off the board and place it in any open square up to 7 squares away from where you started. This power replaces an attack action.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A HALFLING ROGUE… 





Small and sneaky, you are the perfect choice to slip past enemies and use your nimble fingers to unlock doors or snatch treasures away from monsters. Some think you’re not important because you’re small, but you know how to prove them wrong when they’re not looking.





You might be: 


( A dungeon delver, using your thieving skills to disarm deadly traps and outwit fearsome monsters





( A pathfinder, letting your natural curiosity guide you through the wild into new places





( A ninja warrior, striking down enemies with a swift and silent attack





( Anything else you can imagine!





Power: STEAL WEAPON





Halflings have a reputation as thieves, though most of them would simply say they were “borrowing” something, and promise to never do it again – at least until they see something else interesting.





If you are in a square next to an enemy, roll the die. On a result of 10 or more, that enemy cannot make an attack action on its next turn, but can still take two actions that turn. This power replaces an attack action. 





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A GNOME SORCERER… 





Small and absent-minded, you are welcomed by other adventurers for your skill with a weapon and your talent with inventions. But your allies worry about you, too, since you spend your time working on your next gadget – and don’t always remember to look where you’re going.





You might be: 


( A tinkerer, always coming up with some new device to make life easier





( An illusionist, using your magic to fool your foes





( A siege-master, lending your knowledge of engineering to the building of catapults, battering rams and the other tools of war





( Anything else you can imagine!





Power: GADGETS





Your magic is poured into devices of steel and wood, potions of bubbling liquid, and even transports like gyrocopters and steam trains.





Roll the die. On an even number of 10 or more, choose one other hero up to 3 squares away. That player moves the hero’s health marker up one place, toward the “Healthy” status. On an odd number of 11 or more, choose one enemy up to 3 squares away. It lowers its health status one place. On a roll of 9 or less, nothing happens. This power replaces an attack action.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A HALF-ORC BARBARIAN… 





One of your parents is a human from the mighty northern tribes. The other is a civilized orc, tough, strong and much smarter than most expect. You’re torn between two worlds, wanting to live wild and free with the orcs, but you also love the human lands, and all the strange and exciting things you find there.





You might be: 


( A hero of the orc tribes, scarred from earlier battles





( A student of magic or knowledge, who can still summon a battle fury when it’s needed 





( A tavern bouncer, using your great strength to earn an honest living





( Anything else you can imagine!





Power: BRUTE STRENGTH





Your physical power is unmatched, and you can toss enemies away from you as if they were as light as the air.





On a successful attack, the enemy you hit and every enemy in a square next to you moves backward 1 square away from you. If the enemy cannot move backward, it does not move.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Scratched


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A DARK ELF RANGER… 





You are feared by those who think all dark elves are as hate-filled as the ancient dark elves were. But you’ve turned away from the underground lairs of your poisonous culture, and travel the world now, wanting to prove you’re a true hero.





You might be: 


( A wanderer in the wilderness, turning your blades against any threat





( A skilled hunter, who traps wild animals and slays great beasts 





( A frontier battle captain, protecting farmers and explorers on the edge of civilization





( Anything else you can imagine!





Power: TWIN BLADES





You have a wicked sword with a curved blade in each hand, and can use them to cut down a foe in the blink of an eye.





If an enemy moves into a square next to you, roll the die. On a result of 18 or more, that enemy moves its health marker one place down its health status chart. 





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A VAMPIRE MONK… 





You live in the halls of a remote monastery by night, training yourself to use your undead powers to survive. You attack only the evil and live and love to the fullest, knowing that all things will eventually fade away.





You might be: 


( A young master of the night, recently changed into a vampire and inflamed with passion for one of the living





( A victim of a curse, hating your undead existence and desperately searching for a way to be human again





( A champion of vampire-kind, enjoying your new powers while seeking to make all the world safe for vampires





( Anything else you can imagine!





Power: PSYCHIC LURE





As one of the most powerful undead, you can summon mystic energies from beyond the grave to make yourself irresistable to your enemies.





Choose an enemy up to 3 squares away from you. There cannot be any obstacles or other miniature figures between you and the enemy. Roll the die. On a 10 or more, move that enemy to a square next to you. It cannot move or attack you on its next turn. On a 9 or less, do not move the enemy. This power replaces an attack action.





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Scratched


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.





AS A ??… 





You are 





You might be: 


(





(





(





( Anything else you can imagine!





Power: 





( HEALTH STATUS(





Use a die to keep track of your status. 





Each time you are hit, move one or two places down the chart.


( Healthy


(Scratched


(Wounded


( Bloodied


(Dying – lay your miniature figure face-down in its square. On your next turn, roll the die. On a 10 or more, stand your miniature figure back up, and move your health marker to “bloodied.” That’s all you can do on that turn, but you can continue playing after that. On a 9 or less, stay face down until it’s your turn again.


























