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Nanod the Barbarian  

Muscles of Steel: This characterõs Brawl and 

Might dice - type are not lowered due to injuries  
Moxie: You ignore the multiple combat penalty when 

rolling your brawl dice   
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Darrin the Dwarf  

Indomitable: You may re-roll one Recovery check 

per turn.  
Close Combat: You cannot shoot over 12ó. Once per 
turn you may discard to gain a +1 bonus to Brawl or 

Shoot  
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Elren the Elf  

Quick Shot: Once per turn, shift your shoot      

dice- type down to gain a +2d bonus against an enemy 

within close range.  
Eagle Eyed: Your close range is 12ó, and long range 
is over 48ó ð instead of 6ó and 24ó.  
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Thobur the Fighter  

Quick - Strike: Once per turn, shift your Brawl dice

-type down to gain a +2d Brawl bonus  
Reach: You can use your Brawl skill to shoot (ranged 

attacks, shootouts, and so on). You cannot shoot over 

3ó  
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Farbella Burrows  

Shrewd: Your Dodge and Cunning dice- type are not 

lowered due to injuries.   
Deductive: Action : Draw one Fortune card.  

-  

-  

4 

2 

3 

4 

- 

- 

8 

6 

8 

8 

Primrose the Princess  

Deductive: Action : Draw one Fortune card.  
Harmless: An enemy that is over 6ó away cannot 
target, attack or rush you. You can never target or 

attack an enemy. Reduce your Brawl and Shoot to no -

dice.  
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Cinders the Mage  

Fireball: Action: place a 3ó burst within 12ó and line 

of sight �X 
Bless: Once per turn, a colleague within 6ó gains a +1 
bonus for a challenge. Bonus cannot be applied to self.  
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Prince Kroki  

Aquatic: In deep or very deep water, you automati-

cally pass your first peril check each turn. You may 

shoot up to 12ó and ignore the -1d penalty for fighting 

in very deep water.  
Unblinking Stare: Action: Target one enemy 

anywhere on the table and roll an opposed Finesse 

check. If you win, the target cannot run or shoot this 

turn. Lightning Tongue: Once per turn, shift your 

Brawl dice - type down to gain a +2d Brawl bonus  
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Itzhi Newt Lord  

Aquatic: In deep or very deep water, you automati-

cally pass your first peril check each turn. You may 

shoot up to 12ó and ignore the -1d penalty for fighting 

in very deep water.  
Chameleon: Action: You may hide even if you are 

currently in line -of -sight of an enemy  
Cursed Presence: Action: Target one enemy to 

encounter a peril played directly from your Fortune 

hand. Line-of -sight not required.   
Deductive: Action : Draw one Fortune card.  


