Dr12 Fantasy

Dw ARVES Character Name Player Name
{!‘ ) SARGE (HERO) (L2) Party Name Party Current Strength
b
« Q * ' ‘ Current Match Battle Honors Character Current Strength
From Kills From CP Party Cumulative Battle Honors
Turn Record
2 3 4 5 6
Stat Block
Armor Energy Damage o Hit Move BH Challenge
Class 4 | Shields Reduction Points % } Value Roll
MELEE WEAPON (SWORD) COMBAT MODIFIERS
Superior rdrz Melee Weapon. Base TN 9. Melee Offense Ranged Offense
Strong: -+1 damage in melee. 3TN (hero, superior weapon, strong) | -ITN (hero)
Melee Defense Ranged Defense
+1TN (hero) +oTN
CRIT D12 | CosT SKILL (ranoowm 1-6) D12 | Cost EQUIPMENT (RANDOM 7-12)
Dead. Not coming back. I I .é) Run. +1 MP. I 1 OOO Magic Amulet (defense). -1 to Crit rolls, if desired.
O Miss 2 matches. 2 |19 Melee Attack Skill. - TN Melee Bonus. 2 %S Superior Sword (attack bomus). -1 TN to hit.
o Miss 1 match. 3 I OOO ‘1:[:11:: Defense Skill. -+ TN to be bit in 3 I OOO Magic Sword (damage bonus). +1 to melee damage.
OOO Lose random skill upgrade. 4 1 o Fearless. Immune to enemy fear effects. 4 1 OOO Magic Cloak (defense). +1TN to be hit by attacks.
Lose random equipment Strong. +1 damage and -1 TN bonus to hit
QO om equipm 5 2 0 in melee, and +1 bonus to Strength 5 2 QO Boots of Speed. +2 MP.
Q upgrade. o Q
Challenge Rolls.
OO  Lingering injury. +1 TN p 5 o Commanding Presence. '/2 range to p 5 88 Potion. Choose 1 potion from the list. See potion
O Attack penalty. determine CP cost. o0  rules.
NS . Magic Armor (flight). +1 MP. May ignore
OOO Lingering m)Elry. Tto 7 2 o Bom Leader. No pena.lty to fightand 7 2 o intervening terrain. Must land at end of movement.
movement points. generate command points. - ..
Also increases minimum move.
Q0 oo  Leadership. rdr2 / 2dr2 / 3dr2 command [ Jo} s ns
o Armor damaged. -2 AC. 8 2 5 points per turm. 8 2 o Magic Ring (ES). ES 4/6/8.
Scary. Enemy must make morale check to Sharp Sword. (penetrating). First upgrade: 1/2 armor
QO  Sword damaged. +1 TN to o make ranged attack into this zone, or to oo saves 2™ upgrade: when rolling 12 to hit, target that
O hit. ? 3 make melee attack against this character. 9 3 takes damage must make toughness challenge roll or
See morale rules. be eliminated.
OO  Sword damaged. -2 to Q0 Rcsxhcnt..lgnox:c 1/2/3 levels of injury, and ®®  Magic Armor (AC). +2 to AC. AC higher than 10
O damage ° 3 o may remain active at o or fewer HP. Sec ° 3 99 only helps to offset reduction by enemy attacks
) rules for more detail. 00 P )
Tough. +50%/+100% HP. +1 to Magic Sword (Weighted Blade). -+1d1z melee
No cffect. " 30 toughness Challenge Rolls. " } o damage.
o0  Skill Level Increase. Hero, Champion, 00 .
No effect. 12 300 Paragon, Chosen. 12 3 o Magic Armor (DR). DR 2/4/6.
POTIONS Reduce MP to 1 or use combat action to drink; use combat action to use as a weapon.
OO  Third eye. May reorder next 3 cards in deck each time drinker activates. Q0 Heal. Regain rdrz lost hit points.
OO  Quick Mind. May immediately make an attack. OO  Hand-Eye Coordination. -1 TN to hit with melee combat for 3 turns.
OO  Third eye. May re-order next 3 cards in deck when drinker activates. Q0 Shwartz Powder Grenado. Indirect Scattering Fire Grenado. R 1/2/3, TN 4/5/6. Grenado:
2dr2 Area Attack, TN 6.
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Dr12 Fantasy

Dw ARVES Character Name Player Name
STONE CRUSHER Party Name Party Current Strength
(ELrte) (L1)
- Current Match Battle Honors Character Current Strength
Ao "4
e ? Q * ' ‘ From Kills From CP Party Cumulative Battle Honors
- Turn Record
I 2 3 4 5 6
Stat Block
Armor Ener, Damage Hit BH Challenge
4 . gy o %8 . o . 18 Move 3 2 g
Class Shields Reduction Points Value Roll
MELEE WEAPON (2 HAMMERS) COMBAT MODIFIERS
Standard 1dr2 Melee Weapon. Base TN 9. Melee Offense Ranged Offense
Double Weapons. 1 Combat action to make 2 attacks at +2 TN, or 1 . -ITN (elite)
g -ITN (elite)
attack at -2 TN. All skills and upgrades apply to both weapons.
1ls: May cast 1 spell per combat action. . Melee Defense Ranged Defense
Spells: May cast rspell pe Spell Points 10 , 8
Spell point cost = level of spell. +1TN (elite) +oTN
CRIT D12 | CosT SKILL (ranoom 1-6) D12 | CosT EQU]PMENT (RANDOM 7-12)
Dead. Not coming back. 1 1 .OO Run. +1 MP. 1 1 OOO Magic Amulet (defense). -1 to Crit rolls, if desired.
o Miss 2 matches. 2 1 OOO Melee Atrack Skill. -t TN Melee Bonus. 2 1 OOO Magic Eye (attack bonus). -1 TN to hit with spells.
Miss 1 match. 3 I OOO rg:: Defensc Skill. +1 TN 1o be hit in 3 I OOO Magic Hammers (damage bonus). +1 to melee damage.
OOO Lose random skill upgrade. 4 1 .OO g;af:tzfil' Choose a 1 point spell and add 1 4 1 OOO Magic Cloak (defense). +1TN to be hit by attacks.
. Strong. +1 damage and -1 TN bonus to hit in 00
Q0 Lose random equipment s 2 Q0 melee, and +1 bonus to Strength Challenge 5 2 Q0 Potion. Choose 1 potion from the list. See potion rules.
O upgrade. o T8 8 P |
Rolls. Q0
OO  Lingering injury. +1 TN Forge and Tongs. May remove 1 equipment Q0 s o
Q Attack penalty. 6 ? ° Crit per battle during the post-battle phase. ¢ ? Q gic Ring (ES). ES 4/6/.
N . - Magic Hammers (Thunderclap). Target hit by magic
QO Lingering njury. Lo 7 2 ®O  Magic Spell. Choose 2 2 point spell and add 2 7 2 ©) hammers makes a Toughness save or is stunned. Only one
O movement points. O SPtototal. .
save per combat action pCl’ target.
00 00O  Leadership. rdr2 / 2dr2 / 3d12 command points 00 . .
1) Armor damaged. -2 AC. 8 2 o per tamn. 8 2 o Magic Hammers. +3 Spell Points per battle.
Q0 Hammers damaged. +1 TN [Ye) Magic Spell. Choose a 3 point spell and add 3 o Quick Mind. May cast an additional spell per combat
O to hit. ? 3 O SP to total. ? 3 action.
00 Hammers damaged. 2 to 06 Rcsxhem.'IgnOfc 1/2/3 levels of injury, and .o
1) damage 10 3 o may remain active at o or fewer HP. See rules 10 3 00 Armor. +2 AC.
mage. for more detail.
Tough. +50%/+100% HP. +1 to 00 5
No effect. [ Jo) Stone Skin. D .
o ctfect i roughness Challenge Rofls. T3 o (SwoneSkn.DR+4a2
No effect. 12 3 00 Skill Level Increase. Elite, Hero, Champion, 12 3 99 Ethercal Headband. PA 3/5/6
QOO  TParagon. o

LVL SPELL LIST (CHECK OFF KNOWN SPELLS)

Force Hammer: rdr2 Direct Fire Aimed attack. If target makes AC save, armor loses 2AC for the rest of the match. Range 1/2/3, TN 7/8/9. Instantaneous.

Stone Flesh: 4 DR on self or touched target for 3 turns.

Liegs of Stone. Aimed attack against target in line of sight within range 3. Note multiple target rules still apply if target zone contains more than one eligible target. Target must make toughness
challenge roll or take -2MP for three turns. Minimum move =tMP.

Stone Meld. May ignore terrain for movement. Self or touched target.

Stone Bones: 6 DR on self or touched target for 3 turns.

Hammers of Light: 1dr2 Direct Zone Fire Energy attack. If target makes ES save, ES is reduced by 2 for the rest of the match. Range 2/4/6, TN 6/7/3. Instantancous.

Lodestone. Aimed attack against target in line of sight within range 6. Target must make a toughness challenge roll or take -4 MP for three turns. If Stone Crusher desires, he may spend extra
Spell Points at the time of casting. This will make the target’s save more difficult by the amount of extra points spent. Minimum move=o, and also negates movement within a zone.

Stone Portal. Teleport to any space on the battlefield that borders a wall or large stone or metal structure. Instantaneous. Does not count as movement.

Hammer Storm: 1dr2 Direct Fire Area attack. Targets hit by the attack lose 2 AC for the rest of the match. Range 3/6/9, TN 4/6/8. Instantaneous.

Heart of Stone. 8 DR self or touched target for 3 turns.

N
O |0|0|0| © |[0|0|0O| © |0O|0

Earthquake. Indirect Scattering Fire weapon. Range 3/6/9, TN 4/5/6. Causes a 2d12 Area attack, TNG6 in the target zone. Ignores PA. No effect on characters with Fly movement. Zone becomes
difficult terrain for the rest of the match.

POTIONS Reduce MP to 1 or use combat action to drink; use combat action to use as a weapon.
e]e] Third eye. May reorder next 3 cards in deck each time drinker activates. Q0 Heal. Regain 1drz lost hit points.
OO  Quick Mind. May immediately cast a spell. OO  Hand-Eye Coordimation. -1 TN to hit with melee combat for 3 turns.
Q0 Third eye. May re-order next 3 cards in deck when drinker activates. Q0 2::;?%?““0 Indirect Scattering Fire Grenado. R 1/2/3, TN 4/s/6. Grenado: 2drz
, .
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Dr12 Fantasy

DWARVES Character Name Player Name
KARABINER (ELITE)
Party Name
Q * ' ‘ Current Match Character Current Strength
Bartle Honors
Turn Record
1 2 3 4 5 6
Damage Ablative Hit " Move BH Challenge
# | Reduction Armor Points } Value Roll
MzLEe WEaroN (KARABINE) CoMBAT MODIFIERS
Improvised rdr2 Melee Weapon. Base TN ro. Melee Offense Ranged Offense
RanGeD WEAPON (K AR, ABINE) -ITN (elite) -2TN (elite, ranged attack skill)
Short 13 Med. 46 Long 7-9 Melee Defense Ranged Defense
TN 7 TN TN 9
1dr2 Direct Fire Aimed weapon. Slow (MP reduced to 1 when using). Penetrating +1TN (elite) +oTN
(1/2 Armor Save).
CRIT D12 | CosT SKILL ranoom 1-6) D12 | Cost EQU]PM ENT (ranbom 7-12)
Dead. Not coming back. 1 1 Run+MP. 1 1 9P Magic Amulet (defense). -1 to Crit rolls, if desired.
o Miss 2 matches. ) . o0  Ranged Attack Skill. -1 TN Ranged ) . OO  Magic Karabine (attack bonus). -1 TN to hit with
O Attack Bonus. Q  ranged attacks.
o Miss 1 match. ; . OO  Ranged Defense Skill. +1 TN to be hit ; ! 00 M‘agxc Karabine (damage bonus). +2 to damage
O by ranged attacks. O with ranged attacks.
OOO lll,:;;r::dom skill 4 I Q Fearless. Immune to enemy fear effects. 4 I OOO Magic Coat (defense). +1TN to be hit by attacks.
Lose random equipment Strong. -+ damage and -1 TN bonus to
OOO averade m equipm ] 2 OOO hit in melee, and +1 bonus to Strength 5 2 O Karabine (Soul Ammo). Ignore PA.
pgrace. Challenge Rolls.
Q0 Lingering injury. +1 TN P ) o Cookie Cutter. No need to roll p 2 o Karabine (Buckshot). Make two attack rolls per
O Attack penalty. randomly to select a target in a zone. shot. Choose one roll.
OO  Lingering injury. -1 to Eagle Eye. Ignore the effects of cover .
o movement poins. 7 2 ° ranged attacks. 7 2 O Karabine (Long Range). Extend Long Range to 12.
Healer. May remove 1 injury Crit on a . . .
Q9 Armor damaged. -2 AC. 8 2 o party member for free during post- 8 2 o Karabine (Bay or.m). K?rabmc melee damage is now
o] 2dr2; no longer improvised weapon.
battle phase.
Scary. Enemy must make morale check
OO  Karabine damaged. +1 to make ranged attack into this zone, or . .
o TN 1o hit. 9 3 o] to make melee attack against this 9 3 QO  Magic Karabine (Improved Powder). +3 damage.
character. See morale rules.
OO  Karabine damaged. -2 to 00 Resilient. Ign.ore I/_Z/; levels of injury, Magic Karabine (Metal Cartridges). Karabine is no
o damage 10 3 o and may remain active at o or fewer 10 3 O onser a Slow weapon
age- HP. Sce rules for more detail. 8 pon-
Tough. +50%/-+100% HP. +1 to ®®  Armor (AC). +2 1o AC. AC higher than 10 only
No effect. " 3 *o toughness Challenge Rolls. " 3 88 helps to offset reduction by enemy attacks.
0O  Skill Level Increase. Elite, Hero, Q0 .
No effect. 12 3 OO Champion, Paragon. 12 3 o Magic Armor (DR). DR 2/4/6.
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Dr12 Fantasy

DWARVES Character Name Player Name
FIRE EATER (HERO)
Party Name
Q * ' ‘ Current Match Character Current Strength
Bartle Honors
Turn Record
1 2 3 4 5 6
Stat Block
Armor 5 Damage ) Hit o Move BH 5 Challenge
Class Reduction Points 3 Value Roll
MzLEe WEaroN (DaGGER) CoMBAT MODIFIERS
Improvised rdr2 Melee Weapon. Base TN ro. Melee Offense Ranged Offense
RanGeD WEAPON (FEUERZUN GE) -ITN (hero) -2TN (hero, ranged attack skill)
Short I Med. 2 Long 3
TN 2 TN 4 TN 6 Melee Defense Ranged Defense
1dr2 Direct Fire Energy Area weapon. +1TN (hero) +oTN
Reliability Problem: When a 1 is rolled to hit, Roll 1d12: On a 1-9, the gas line
jams, and becomes a Slow weapon the next time it is fired (MP reduced to 1); on a
10-12, Fire Eater takes a 1drz TNy Autohit Area Energy attack. This is negated if
the Fire Eater has the skill “Fire Eater”.
CRIT D12 | CosT SKILL ranoom 1-6) D12 | CosT EQU]PM ENT (rRanpom 7-12)
Dead. Not coming back. 1 1 .OO Run. +1 MP. 1 1 OOO Magic Amulet (defense). -1 to Crit rolls, if desired.
. o0  Ranged Attack Skill. -1 TN Ranged Q0 . ) .
o] Miss 2 matches. 2 1 O Artack Bonus. 2 1 o Magic Feuerzunge (attack bonus). -1 TN to hit.
. OO  Ranged Defense Skill. +1 TN to be hit 00 .
o Miss 1 match. 3 I O by ranged attacks. 3 I o Magic Feuerzunge (damage bonus). +1 to damage.
OOO ﬁg;emr;:dom skill 4 I ° Fearless. Immune to enemy fear effects. 4 I OOO Magic Coat (defense). +1TN to be hit by attacks.
. Strong. -+1 damage and -1 TN bonus to 00 . . . .
OOO lIl.osera r;endom equipment S 5 ooo hit in melee, and -+ bonus to Strength S ) 30 lI—’;)l:son. Choose 1 potion from the list. See potion
pgrace: Challenge Rolls. 0o :
00O  Lingering injury. +1 TN Fire Eater. May attack own zone, even Feuerzunge (Long Range). Extend Long Range to
6 2 o . 6 2 Q
Q Attack penalty. in melee. No damage to self. 4.
Light ‘Em Up. When Feuerzunge hits
OO  Lingering injury. -1 to 5 o a target, all subsequent atracks against 2 OO  Jet Pack. +1 MP. May ignore intervening terrain.
) movement points. 7 that target are at —2 TN until target 7 OO Must land at end of movement.
moves.
Pyromaniac. Set zone targeted by
00 ) Feuerzunge on fire. Treat as flaming Qe . , .
o) Armor damaged. -2 AC. 8 2 O terrain until next time Fire Eater 8 2 o0  Fire Eater’s Padding. DR +2.
activates.
Scary. Enemy must make morale check
OO  Feuerzunge damaged. +1 o to make ranged attack into this zone, or o Feuerzunge (Reduced Aperture Nozzle). May be
O TN to hit. ? 3 to make melee attack against this o 3 fired as an Aimed weapon causing -+1dr2 damage.
character. See morale rules.
00O  Feuerzunge damaged. -2 Q0 Resilient. Ignf)rc I/.2/3 fevels of injury, Feuerzunge (High Pressure Containment). May
o to damage r© ; o andmay remain active at o or fevier ° } o target two adjacent (not diagonal) zones at +2 TN
) HP. See rules for more detail. )
Tough. +50%/+100% HP. +1 to Q®  Armor (AC). +2 to AC. AC higher than 1 only
No cffect. " } °o toughness Challenge Rolls. " } 88 helps to of fset reduction by enemy attacks.
No effect. i ; Co) g Skill Level Increase. Hero, Champion, i ; o Fc.ucrzunge (High Temperature Oil). +1dr2 damage
Paragon, Chosen. with Feuerzunge.
POTIONS Reduce MP to 1 or use combat action to drink; use combat action to use as a weapon.
OO  Third eye. For 3 turns, re-order next 3 cards in deck when activating. QOO Heal. Regain rdrz lost hit points.
OO  Quick Mind. May immediately make an attack. OO  Reflexes. -1 TN to hit with ranged combat for 3 turns.
OO Biur. +4TN to be hit by aimed fire and melee for 3 tums. 00 Shwartz Powder Grenado. Indirect Scattering Fire Grenado. R 1/2/3, TN 4/5/6. Grenado:
2dr2 Area Artack, TN 6.
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Dr12 Fantasy

DWARVES Character Name Player Name
GRENADIER (HERO)
Party Name
Q * ' ‘ Current Match Character Current Strength
% ‘i‘@( Battle Honors
& Turn Record
1 2 3 4 5 6
Stat Block
B=~ | Armor 2 Damage Hit o Move 2 BH 2 Challenge
Class Reduction Points > Value Roll
MeLee WEearon (DaGGER) CoMBAT MODIFIERS
Improvised 1dr2 Melee Weapon. Base TN r1o. Melee Offense Ranged Offense
-ITN (he -2TN (h d attack skill
RaNGED WEAPON (GRANATWERFER) ¥TN (hero) 2N (hero, ranged ariack skill
Short I-4 Med. 5-8 Long 9-12 (i)
Melee Defense Ranged Defense
N 4 ™™ 5 N 6G1) ®
Scattering Fire Weapon. May use Indirect Fire at +3 TN at long range. Slow (MP +2TN (hero) +1TN (magic coat)
reduced to 1 when using). See Scattering Fire in the rules. Grenado: 2dr2 Area
Atrtack, TNe.
CRIT D12 | Cost SKILL (ranoom 1-6) D12 | Cost EQU]PM ENT (ranbom 7-12)
Dead. Not coming back. 1 1 Run+MP. : 1 9P Magic Amulet (defense). -1 to Crit rolls, if desired.
. 00O  Ranged Attack Skill. -1 TN Ranged 00 . ) .
Q Miss 2 matches. 2 1 o Artack Bonus. 2 1 o Magic Granatwerfer (attack bonus). -1 TN to hit.
o Miss 1 match. ; . OO  Ranged Defense Skill. +1 TN to be hit ; ! 00 Magic Granatwerfer (lighter weapon). -1 to MP
O by ranged attacks. penalty.
OOO i‘:;:::dom skill 4 I o Fearless. Immune to enemy fear effects. 4 I .OO Magic Coat (defense). +1TN to be hit by attacks.
. Strong. -+ damage and -1 TN bonus to 00 . . . .
ooo lI;osc rda:dom equipment s 2 ooo hit in melee, and -+1 bonus to Strength S 2 50 x]:’lflzxson. Choose 1 potion from the List. See potion
pgrace. Challenge Rolls. 0o :
OO  Lingering injury. +1 TN Granatwerfer Bounce (may reroll attack Granatwerfer (Breech Loading). Weapon is no
6 2 Q 6 2 Q
Q Artack penalty. or scatter rofl). longer slow.
e Focused. May ignore melec opponents Granatwerfer (Incendiary Warhead). Granatwerfer
OO  Lingering injury. -1 10 to use Granatwerfer at range. . X
[6) . 7 2 O . 7 2 O causes Energy damage. Cannot be combined with
movement points. Opponents get an attack of opportunity
s other warheads.
after shot is fired.
Mellee with Warhead. May use an Granatwerfer (Ball Bearing Warhead). 1dr2 area
activated warhead to bash opponent. attack Grenado. In-zone TN 6. Hit target zone
99 Armor damaged. -2 AC. 8 2 O Treat as if Granatwerfer had hit the 8 2 o : - O 1L TABER 200
o - - plus up to 4 more zones using scattering fire miss
Grenadier’s zone. Grenadier takes %5 R .
. table. Cannot be combined with other warheads.
damage before DR, if any.
Scary. Enemy must ma.kc mox:ale check Granatwerfer (Large Warhead). +3 damage with
OO  Granatwerfer damaged. to make ranged attack into this zone, or . .
. 9 3 Q . . 9 3 QO  Granatwerfer. May be combined with other
Q +2 TN to hit. to make melee attack against this
warheads.
character. See morale rules.
00  Granawerfer damaged. -2 66 Resilient. Ignf)re I/?/; levels of injury, G}‘anatwerfer (Peehlve Launcher). Use as 2dr2
o to damage. 10 3 o and may remain active at o or fewer 10 3 o Aimed Zone Fire weapon, range 2/4/6, TN 4/6/3.
HP. Sce rules for more detail. Cannot be combined with other warheads.
Tough. +s50%/+100% HP. +1 to O®  Armor (AC). +2 10 AC. AC higher than 10 only
No cffect. " } °o toughness Challenge Rolls. " } 88 helps to offset reduction by enemy attacks.
o0  Skill Level Increase. Hero, Champion, [ o) .
No effect. 12 3 OO Paragon, Chosen. 12 3 o Magic Armor (DR). DR 2/4/6.
POTIONS Reduce MP to 1 or use combat action to drink; use combat action to use as a weapon.
Q0 Third eye. For 3 turns, re-order next 3 cards in deck when activating. Q0 Heal. Regain rdr2 lost hit points.
OO  Quick Mind. May immediately make an attack. OO  Reflexes. -1 TN to hit with ranged combat for 3 turns.
OO0 Blur. +4TN to be hit by aimed fire and melee for 3 turms. 00 Shwartz Powder Grenado. Indirect Scattering Fire Grenado. R 1/2/3, TN 4/5/6. Grenado:
2dr2 Area Artack, TN 6.
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Dr12 Fantasy

DWARVES Character Name Player Name
#SHIELD KRIEGER (HERO)
Party Name
v Q * ' 0 Current Match Character Current Strength
- Battle Honors
Turn Record
I 2 3 4 5 6
Stat Block
Armor s Energy o Ablative o Hit o Move BH ) Challenge
Class Shields Armor Poimis > | Value Roll
MEeLEe WEAPON (SWORD OR SPEAR) Comeat MoDIFIERS
Standard 1drz Melee Weapon. Base TN 9. Melee Offense Ranged Offense
RANGED WEAPON (SPEAR) TN (hero) TN (hero)
Short I Med. 2 Long 3
™ , ™ s TN . Melee Defense Ranged Defense
1dr2 Direct Aimed Fire weapon. One use per battle as a ranged weapon. Character +1TN (hero) +oTN
may throw spear in the same turn as a moving melee attack is made; target must be
in same zone as melee attack. See rules.

CRIT D12 | CosT SKILL ranoom 1-6) D12 | Cost EQU]PM ENT (ranbom 7-12)
Dead. Not coming back. 1 1 Run+MP. : 1 9 Magic Amulet (defense). -1 to Crit rolls, if desired.
. QQ  Melee Artack Skill. -1 TN Melee Q0 i 5
Q Miss 2 matches. 2 1 o Bonus. 2 1 o Magic Sword (attack bonus). -1 TN to hit.
. QOO  Melee Defense Skill. +1 TN to be hit 00 .

o Miss 1 match. 3 I O inmelee. 3 I o Magic Sword (damage bonus). +1 to melee damage.
00O  Lose random skill OO  Magic Shield (defense). +1TN to be hit by attacks.
Q upgrade. 4 ! O Tearless. Immune o enemy fear cffcts. 4 ! QO Not against attacks from the rear. See Shield rules.

. Strong. -+ damage and -1 TN bonus to 00 . . . .
ooo lI;osc r::dom equipment s 2 ooo hit in melee, and -+1 bonus to Strength S 2 50 x]:’lflzxon. Choose 1 potion from the List. See potion
pgrace. Challenge Rolls. 0o >
. Shicld Dcch der. Al party members in Spear (Lightning bolt). Thrown spear turns into a
OO  Lingering injury. +1 TN the zone gain the benefit of cover AR
6 2 o . 6 2 o lightning bolt. TN for spear drops to 2/4/6 and
O Attack penalty. against all artacks, except attacks from ;
damage is 1d12 energy.
the rear.
OO  Lingering injury. -1 to et For Charge. When o ready aetion, Tower Shield. +4 AC. Not against attacks from the
- 7 2 O cause +1dr2 damage against enemies 7 2 ° .
Q movement points. . . .o, rear. See Shield rules.
entering Shield Krieger’s zone.
Turtle. If on Ready Action and not
already in melee, Stone Eagle may
Q0 increase shield AC bonus by 4 against Magic Sword (sharpness). Defender gets % armor
Q Armor damaged. -2 AC. i 2 O risle fire, reach attacks and melee i 2 O e against attacks by this weapon.
artacks from opponents moving into
the zone.
Scary. Enemy must make morale check Shield (magic umbrella). All occupants of the zone
OO  Sword damaged. +1 TN o © make ranged attack into this zone, or o are protected from ranged area and zone attacks.
Q to hit. o g to make melee attack against this ? } Roll 1drz on each occupant when attacked. On a roll
character. See morale rules. of 1-6, they are unaffected.
OO  Sword damaged. -2 to Q0 Resilient. Ignf)re I/.2/3 levels of injury, b Magic Armor (AC). +2 to AC. AC higher than 10
O damage o 3 o andmay remain active at o or fewer 1 3 29 only helps to offset reduction by enemy attacks
) HP. See rules for more detail. 00 P )
Tough. +s50%/+100% HP. +1 to OO  Magic Shield (AA). +10 Ablative Armor. Not
No cffect. " } °o toughness Challenge Rolls. " } Q against attacks from the rear.
o0  Skill Level Increase. Hero, Champion, Q0 .
No effect. 12 3 OO Paragon, Chosen. 12 3 o Magic Armor (DR). DR 2/4/6.
POTIONS Reduce MP to 1 or use combat action to drink; use combat action to use as a weapon.
QO 'Third eye. For 3 turns, re-order next 3 cards in deck when activating. QO  Heal. Regain rdr2 lost hit points.

OO  Quick Mind. May immediately make an attack.

OO  Reflexes. -1 TN to hit with ranged combat for 3 turns.

OO  Blur. +4TN to be hit by aimed fire and melee for 3 turns. Q0

Shwartz Powder Grenado. Indirect Scattering Fire Grenado. R 1/2/3, TN 4/5/6. Grenado:
2dr2 Area Attack, TN 6.

Permission Granted to Copy for personal use only. © Red Shirt Games. www.redshirtgames.com




Dr12 Fantasy

DWARVES Character Name Player Name
YUNGER RECRUIT
(REGULAR) | Party Name
, Q * ' ‘ Current Match Character Current Strength
' Battle Honors
Turn Record
1 2 3 4 5 6
Stat Block
Armor 6 Damage Ablative o Hit . Move BH . Challenge
Class Reduction Armor Points | Value Roll
MELEE WEAPON (AXE OR WARHAMMER) COMBAT MODIFIERS
Standard rdr2 Melee Weapon. Base TN 9. Melee Offense Ranged Offense
+oTN +oTN
Melee Defense Ranged Defense
+oTN +oTN
CRIT D12 | CosT SKILL (ranoom 1-6) D12 | Cost EQU]PM ENT (ranbom 7-12)
Dead. Not coming back. 1 I OOO Run. +1 MP. 1 1 OOO Magic Amulet (defense). -1 to Crit rolls, if desired.
o) Miss 2 matches. 2 1 OOO %A::Es Autack Skill. -+ TN Melce 2 1 OOO Magic Weapon (attack bonus). -1 TN to hit.
o Miss 1 match. ; . Q0 Melee Defense Skill. +1 TN to be hit ; . OO  Magic Weapon (damage bonus). +1 to melee
Q  in melee. O damage.
Q0 Lose random skill OO  Magic Shield (defense). +1TN to be hit by attacks.
o upgrade. 4 ! O Fearless. Immune to enemy fear cffects. 4 ! O Not against attacks from the rear. See Shield rules.
. Strong. +r1 damage and -1 TN bonus to feYe) . . . .
OOO im; rdaendom equipment s ) ooo hit in melee, and -+1 bonus to Strength S 2 30 zflzxson. Choose 1 potion from the List. See potion
pgrace. Challenge Rolls. 00 ’
Tag-Team. 1 immediate attack in melee
00O  Lingering injury. +1 TN if a friendly character in the same zone Magic Weapon (penetrating). Defender gets %2
6 2 Q . 6 2 Q . .
Q Attack penalty. as the Yunger Recruit makes a melee armor save against attacks by this weapon.
artack.
OO  Lingering injury. -1 1o VYeapon and Shicld Bash.. May e the Shield. +2 AC. Not against attacks from the rear.
o . 7 2 o shield to attack. Treat as improvised 7 2 ° .
movement points. See Shield rules.
weapon.
Q0 ) Gung-Ho. Add 1dr2 damage to first 00
o Armor damaged. -2 AC. 8 2 o attack when moving into combat. 8 2 o Boots of speed. +2 MP.
Scary. Enemy must make morale check
Q0 Melee weapon damaged. o to make ranged attack into this zone, or o Hammer Blow. Take +2 TN penalty to hit to
O +1 TN 1o hit. ? 3 to make melee attack against this o 3 Ignore enemy AC in melee.
character. See morale rules.
QOO  Melee weapon damaged. - Q0 Resilient. Ignf)rc I/.2/3 levels of injury, ®®  Magic Armor (AC). +2 to AC. AC higher than 10
O 2 to damage. ° 3 o andmay remain active at o or fewer o 3 99 only helps to offset reduction by enemy attacks.
HP. See rules for more detail. 00
Tough. +50%/+100% HP. +1 to OO  Magic Shield (AA). +10 Ablative Armor. Not
No cffect. . } °o toughness Challenge Rolls. " } O against attacks from the rear.
o0  Skill Level Increase. Regular, Elite, Q0 .
No effect. 12 3 OO Hero, Champion. 12 3 o Magic Armor (DR). DR 2/4/6.
POTIONS Reduce MP to 1 or use combat action to drink; use combat action to use as a weapon.
QO  Third eye. For 3 turns, re-order next 3 cards in deck when activating. QOO  Heal. Regain rdrz lost hit points.
OO  Quick Mind. May immediately make an attack. QOO  Refleses. -1 TN to hit with ranged combat for 3 turns.
00 Blur. +4TN to be hit by aimed fire and melee for 3 rums. 00 Shwartz Powder Grenado. Indirect Scattering Fire Grenado. R 1/2/3, TN 4/5/6. Grenado:

2dr2 Area Attack, TN 6.
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Dr12 Fantasy

DWARVES Character Name Player Name
DWARF MUTANT (CHAMPION)
(LARGE) | Party Name
Q * ' ‘ Current Match Character Current Strength
Battle Honors
&
X Turn Record
1 2 3 4 5 6
Stat Block
Armor Energy Damage Hit Move 3 BH Challenge
Class Shields Reduction Points Value 4 | Roll
MELEE WEAPON (HUGE MACE) COMBAT MODIFIERS
Standard 2dr2 Melee Weapon. Base TN 9. Melee Offense Ranged Offense
TN (champion, large) ~2TN (champion)
Melee Defense Ranged Defense
+3TN (champion, large) -ITN (large)
CRIT D12 | CosT SKILL (ranoom 1-6) D12 | Cost EQU]PM ENT (ranbom 7-12)
Dead. Not coming back. 1 I .é) Run. +1 MP. 1 1 OOO Magic Amulet (defense). -1 to Crit rolls, if desired.
o Miss 2 matches. 2 I OOO %A::Es Autack Skill. -t TN Melee 2 1 OOO Magic Weapon (attack bonus). -1 TN to hit.
o Miss 1 match . QOQ  Melee Defense Skill. +1 TN to be hit . OO  Magic Weapon (damage bonus). +1 to melee
’ 3 Q  in melee. 3 O damage.
00 Lose random skill [ Jo) .
o uperace 4 1 o Fearless. Immune to enemy fear effects. 4 1 o Magic Helmet. +1 to mental challenge rolls.
Lose random equipment Strong. +r1 damage and -1 TN bonus to
OOO upprade qipm 5 2 OOO hit in melee, and +1 bonus to Strength 5 2 OOO Magic Ring (ES). ES 4/6/s.
pgrace. Challenge Rolls.
Sweeping Arttack. May attack one extra
00O  Lingering injury. +1 TN P 5 e  Opponent of choice as part of combat p 5 o Magic Weapon (penetrating). Defender gets %2
Q Attack penalty. action in melee as long as all targets are armor save against attacks by this weapon.
in the same zone.
L Tent Peg. On a successful hit, target Magic Weapon (Devastating). On a successful hit,
OOO Ll:f:n:i m;;:i;' 1o 7 2 O makes a toughness Challenge Roll or 7 2 o target AC drops by 2 for the rest of the match.
fmovement points. loses all MP for its next activation. Cumulative.
Large. -1 TN to be hit by ranged
Q0 combat. -1 TN to hit in melee, +1 TN 00
o) Armor damaged. -2 AC. 8 2 ® o be hit in melee. 41 10 Strengh saves. 8 2 o Bootsof speed. +2 MP.
Reach1.
Scary. Enemy must make morale check
Q0 Mace damaged. +1 TN to to make ranged attack into this zone, or .
o b, 9 3 ® o make melee artack asainst this 9 3 o Melee Weapon (Massive Blow). +1drz damage.
character. See morale rules.
OO  Mace damaged. -2 1o Q0 Resilient. Ignf)rc I/.2/3 levels of injury, ®®  Magic Armor (AC). +2 to AC. AC higher than 10
10 3 and may remain active at o or fewer 10 3 [ ]O] .
O damage. o HP. See rules for more detal 0O  only helps to of set reduction by enemy attacks.
Magic Weapon (knockback). Target hit in melee
N N makes toughness or agility save or gets knocked out
No effect. n 3 [ 1e) ;I;ough:;s—:gﬁl/l:o:{{:{uf' +ro I 3 Q of zone. Roll Scatter for direction. Impassable
18 g ’ terrain causes 1dr2 damage on a failed save vs. melee
attack.
No effect. 12 3 .é) iﬂlgiiveé:]o?e:!x. Champion, 12 3 OOO Magic Armor (DR). DR 2/4/6.
, .
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Dr12 Fantasy

Dark El1f | Character Name Player Name
Lord(Hero) (L2)
Party Name Party Current Strength
Q Q ' ‘ Current Match Battle Honors Character Current Strength
: From Kills From CP Party Cumulative Battle Honors
Turn Record
I 2 3 4 5 6
Stat Block
Armor Phase o Hit . Move BH 5 Challenge
Class 4 Armor Points 4 Value Roll
Melee Weapon (Sword) Combat Modifiers
Standard 1drz Melee Weapon. Base TN o. Melee Offense Ranged Offense
-T =T k ski
Ranged Weapon (Hand Crossbow) TN (hero) STN (hero, ranged attacks skill,
dexterous)
Short I Med Long 3 Melee Defense Ranged Defense
TN TN TN
] : 7. 9 TN (hero) +1TN (dexterous) or +3TN (add
1D12 Direct Aimed Fire weapon. camouflage)
Crit D12 Cost Skill (random 1-8) D12 Cost Equipment (random 7-12)
Dead. Not coming back. ro x| % | Run M. 11| Y| Magic Amuler (defense). -1 to Crit rolls, if desired.
. 00O | Ranged Attack Skill. -1 TN Ranged 00 . ) .
Q Miss 2 matches. 2 1 o Attack Bons. 2 1 o Magic Sword (attack bonus). -1 TN to hit.
o Miss 1 match. 3 | 99 Melee Aniack Skill. -+ TN Melee Avack 3 | 99 Magic Sword (damage bonus). +1 to damage.
O | Bonus. o)
Q0 . QO | Chameleon Armor. +1 TN to be hit by aimed
o Lose random skill upgrade. 4 I o Fearless. Immune to enemy fear effects. 4 I o attacks and melee.
. Dexterous. +1 TN to be hit and -1 TN to 00 . . . .
OOO Lose random equipment s | ® S) hit with ranged combat and -1 to Agility s .| 00 Potion. Choose 1 potion from the list. See potion
upgmde‘ 00 rules.
saves.
OO | Lingering injury. +1 TN P 3 o Commanding Presence. 2 range to P , | 99 Feathered Cloak. Flight. +1 MP. May ignore
O Attack penalty. determine CP cost. QO | intervening terrain. Must land at end of movement.
OO | Lingering injury. -1 to ) o Born Leader. No penalty to fight and 2 o Sword (Sharpness). Defender gets ! armor save
O movement points. 7 generate command points. 7 against atracks by this weapon.
Q9 | Armor damaged. -2 AC. 8 2| O Lez.lders}up. 1dr2 /2dr2 / 3dr2 command 8 2| %9 Camouflage. +2 TN to be hit with aimed attacks.
O O | points per turn. O
Scary. Enemy must make morale check to
Q0 Hand Crossbow damaged. +1 make ranged attack into this zone, or to
O TN to hit. 9 31 9| make melee attack against this character. 9 3| OO | Sword (heavy blade). +1dr2 damage.
See morale rules.
Fast Reload. Crossbow may now make one Poisoned weapons. Living victims hit 'for dar.nage
OO | Hand Crossbow damaged. -2 Q0 - must make toughness Challenge Roll immediately,
10 3 extra attack per activation at no penalty. 10 3 Q . . B
O to damage. O Treat as separate combat action and every time they activate. Failure means dr2
P ™ on- damage. Successful CR cancels effect.
ling Anack.. Treat melee attack as . ®® | Armor (AC). +2 1o AC. AC higher than 10 only
No effect. o4 3 o area attack affecting all other characters in o4 3 | QO X
2 Zone. OO | helps to offset reduction by enemy attacks.
o0 | Skill Level Increase. Hero, Champion, Q0 .
No effect. 12 3 00 Paragon, Chosen. 12 3 o | Magic Amulet (RA). PA 3/s/7.
Potions Reduce MP to 1 or use combat action to drink; use combat action to use as a weapon.
OO  Third eye. For 3 turns, re-order next 3 cards in deck when activating. QOO Heal. Regain rdrz lost hit points.
OO  Quick Mind. May immediately make an attack. OO  Reflexes. -1 TN to hit with ranged combat for 3 turns.
. . . Urchin Bag. Indirect Scattering Fire Grenado. R 1/2/3, TN 4/5/6. Grenado: 1dr2 Area TN
OO  Blur. +4TN to be hit by aimed fire and melee for 3 turns. Q0 7 autohit. Ignores PA. Sec Autohit rules.
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Dr12 Fantasy

D& I‘k El f Character Name Player Name
( gg § g ?I(‘zi ? Party Name Party Current Strength

Q * ' ‘ Current Match Battle Honors Character Current Strength
From Kills From CP

Party Cumulative Battle Honors

Turn Record
1 2 3 4 5 6
Stat Block
Armor Ener, Damage Hit BH Challenge
2 T8y o 28¢ 2 . 20 Move 3 Li-M2-H; 8
Class Shields Reduction Points Value Roll
Melee Weapon (Staff) Combat Modifiers
Standard 1dr2 Melee Weapon. Base TN 9. Melee Offense Ranged Offense
Spells -ITN (hero) -2TN (hero, Dexterous),
May cast 1 spell per combat action. Spell point 3TN (add spell attack skill
y_ level p: peu a4 Spell Points 10 STN (add spe )
cost = level of spell. Melee Defense Ranged Defense
+1TN (hero) +1TN (dexterous)
Crit D12 | Cost Skill (random 1-8) D12 | Cost Equipment (random 7-12)
Dead. Not coming back. I OOO Run. +1 MP. I I OOO Magic Amulet (defense). -1 to Crit rolls, if desired.
o Miss 2 matches. 2 .OO sss:lllt Atack Skill. -1 TN Bonus to hit with 2 1 OOO Magic Eye (attack bonus). -1 TN to hit with spells.
. ®0O  Magic Spell. Choose a 1 point spell and add 1 00 .
o Miss 1 match. 3 1 o SP 10 total. 3 1 o Magic Staff (damage bonus). +1 to melee damage.
QOO  Lose random skill upgrade. 4 1 o Fearless. Immune to enemy fear effects. 4 1 OOO Magic Cloak (defense). +1TN to be hit by attacks.
- o - 00
000 Lose random equipment 5 2 .OO Dfexterous. +1TN to be hit and ! 'FN o hit 5 2 OO  Potion. Choose 1 potion from the list. See potion rules.
upgrade. with ranged combat and +1 to Agility saves. 00
Lingering injury. +1 TN Commanding Presence. 2 range to determine 00 s
000 ok penalty. 6 2 o) CP cost. 6 2 o Magic Ring (ES). ES 4/6/3.
Lingering injury. -1 to ®0O  Magic Spell. Choose a 2 point spell and add 2 Q0 . .
Q00 movement points. 7 2 o SP 10 toral. 7 2 o Magic Staff. +3 Spell Points per battle.
000 Armor damaged. -2 AC. s , ® Oo Leadership. rdr2 / 2dr2 / 3d12 command points s 5 o QL'uCk Mind. May cast an additional spell per combat
per turn. action.
Scalx;y ’ &3y$u:i::kih2°ra§ d:d: o k Spider Swarm. If the sorceress is eliminated from play, a
QOO  Srtaff damaged. +1 TN to hit. 9 3 o A €€ TATIBEC ALTACK MO TALS ZONe, OF 10 make 9 3 o} swarm appears at her location under her control. Treat
melee attack against this character. See morale k
rules as Urchin Swarm spell.
Resilient. Ignore 1/2/3 levels of injury, and
QOO  Staff damaged. -2 to damage. 10 3 OOO may remain active at o or fewer HP. See rules 10 3 (.)g Armor. +2 AC.
for more detail.
No effect o o0  Magic Spell. Choose a 3 point spell and add 3 . o Psyker. (Mind Control) Control enemy for 1 activation
o cttect. 3 o SP to total. 3 by rolling rdr2 higher or equal to % hit points. range 2.
[ Yo} Skill Level Increase. Hero, Champion, .
No effect. 12 3 00 Paragon, Chosen. 12 3 @00  Spider Armor (DR). DR 2/4/6.
LVL Spell List (check off known spells)
1 | O  Acid Spit. rdr2 Direct Fire Aimed Energy attack. Ignores PA. Range 1, TN 4. Instantancous.
1 O Urchin Chitin. AC4 on self or touched target for 3 turns.
1 | O  Feetof the Spider. +2MP and Jump to self or touched target for 3 turns.
1 | O  DarkCloud. Occupant’s zone becomes dark. No character except caster may see into, out of or through this zone for 3 turns.
2 O Stalker Chitin: AC6 on self or touched target for 3 turns.
2 O  Shocking Arc: 1dr2 Direct Fire Aimed Energy attack. May use Zone Fire instead of Aimed Fire at +-2TN penalty. Range 2/4/6, TN 6/7/8. Instantaneous.
2 | O Kissof Death. 1drz TN 7 autohit Melee attack (treat as standard melee weapon). Ignores AA and DR. Penetrating (1/2 Armor save). Living only. Instantaneous.
2 O Hunter’s Leap. +4MP and Fly to self or touched target.
2 | O Thes® Dimension. Teleport to any space on the battlefield where there is a power-up. Instantaneous. Does not count as movement.
3 Q  Urchin Swarm. Indirect Scattering Fire Grenado. R 2/4/6, TN 4/5/6. Grenado: 1driz Whirling Dervish Grenado, TN 7. Duration: 3 turns. Movement: 1 Zone per turn.
o Hurl Spider. 1dr2 Direct Fire Aimed attack. Penetrating (1/2 armor save). Target hit must also make a toughness Challenge Roll or be poisoned. Poison: 1drz Continuing Damage. Victim may
3 make Challenge Roll at beginning of activation to end effect or take another rdr2 damage. Living Only. Range 2/4/6, TN 7/8/9. Instantaneous.
3 | O  Hunter Chitin. AC8 on sclf or touched target for 3 turns.
Create Webs. Indirect Scattering Fire Grenado. R 3/6/9, TN 4/s5/6. Grenado: 1drz Area attack, TNG6. Also fills the zone with Webs, creating Sticky Terrain for the rest of the match. All hit by
3 O the initial attack, all who enter the zone, and all who do not leave the zone must make a Strength Challenge Roll or be webbed. See Terrain and Special Conditions in the rules. Initial attack is
instantaneous.
Potions Reduce MP to 1 or use combat action to drink; use combat action to use as a weapon.
o6} Third eye. May re-order next 3 cards in deck when drinker activates. Q0 Heal. Regain 1drz lost hit points.
00 Quick Mind. May immediately cast a spell. Q0 Reflexes. -1 TN to hit with ranged combat for 3 turns.
. . . Urchin Bag. Indirect Scattering Fire Grenado. R 1/2/3, TN 4/5/6. Grenado: 1di2 Area TN 7
Q0 Blur. +4TN to be hit by aimed fire and melee for 3 turns. Q0 autohit. Ignores PA. Sce Autohit rules.
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Dr12 Fantasy

Dark E1f | Character Name Player Name
Lurker (Hero)
sdve T
Current Match Character Current Strength
Bartle Honors
Turn Record
1 2 3 4 5 6
Stat Block
Armor Phase o Hit 2 Move BH Challenge
Class Armor Points 4 Value Roll
Melee Weapon (Sword) Combat Modifiers
Standard 1drz Melee Weapon. Base TN o. Melee Offense Ranged Offense
Ranged Weapon (Hand Crossbow) -I'TN (hero) -2TN (hero, dexterous)
Short I Med 2 Long 3 Melee Defense Ranged Defense
TN 7 TN 8 TN 9 +1TN (hero) +1TN (dexterous) or
1Dr2 Direct Aimed Fire weapon. 3TN (add Artful dodger)
Crit D12 | Cost Skill (random 1-8) pl2 | Cost Equipment (random 7-12)
Dead. Not coming back. I .5) Run. +1 MP. I I OOO Magic Amulet (defense). -1 to Crit rolls, if desired.
. OO  Ranged Attack Skill. -1 TN Ranged Q0 . . .
o] Miss 2 matches. 2 O Atack Boms. 2 o Magic Sword (attack bonus). -1 TN to hit.
Q Miss 1 match. 3 1 OOO Melee Attack Skill. -1 TN Melee Attack 3 OOO Magic Sword (damage bonus). +1 to damage.
Bonus.
Q0 . OQ  Chameleon Armor. +1 TN to be hit by aimed
o Lose random skill upgrade. 4 1 Qo Fearless. Immune to enemy fear effects. 4 o attacks and melee.
OO  Lose random equipment [ Yo} I).exteirous. 1 TN to be hit and TI‘Q‘ o Hand Crossbow (Penetrating). Defender gets %
o 5 2 o hit with ranged combat and -+1 to Agility s 2 o . .
upgrade. saves armor save against attacks by this weapon.
00  Lingering injury. +1 TN eO  Artful dodger. +2 TN to be hit by arca Terrain Following. May traverse difficult terrain ar
o Attack penalty. 6 2 O and zone attacks. 6 2 o no cost, and vertical terrain at r MP per elevation.
pe No need for climbing Challenge Rolls.
Slippery. When needed, Lurker may
00 Lingering injury. -1 to attcr.npt Agility Challenge .Roll to avoid Sword (Sharpness). Defender gets % armor save
o movement points. 7 2 O gertingattacked when leaving melee. If 7 @ 9 against attacks by this weapon.
failed, Lurker triggers attacks of
opportunity as usual for leaving melee.
Mugger. Additional -2 TN to hit enemy il . .
Q99 Armor damaged. -2 AC. 8 2 22 from rear or when outnumbering 8 2 99 Camouflage. +2 TN to be hit by aimed ranged
Q o it o attacks.
opponents in a zone.
Scary. Enemy must make morale check to
OO  Sword damaged. +1 TN to make ranged attack into this zone, or to
o hit. 9 3 * make melee attack against this character. ? 3. 00 Sword (heavy blade). +1dr2 damage.
See morale rules.
Fast Reload. Crossbow may now make one Poisoned weapons. Living victims hit .for dax.nagc
OO  Sword damaged. -2 to Q0 . must make toughness Challenge Roll immediately,
10 3 extra attack per activation at no penalty. 10 3 (o] . . .
O damage. o Treat as sevarate combat action and every time they activate. Failure means 1dr2
feat as sepatate combat action. damage. Successful CR cancels effect.
Contract Killer. Openly declare one enemy
No effect . o Character at beginning of match. Double . (;5 Armor (AC). +2 to AC. AC higher than 10 only
’ 3 BH awarded if Lurker eliminates that 3 OO  helps to offset reduction by enemy attacks.
Character.
o0  Skill Level Increase. Hero, Champion, 00 .
No effect. 12 300 Paragon, Chosen. 12 3 o Magic Armor (RA). PA 3/s/7.
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Dr12 Fantasy

Dark E1{ | Character Name Player Name
Marksman (Hero)
Party Name
Q * ' ‘ Current Martch Character Current Strength
Battle Honors
Turn Record
1 2 3 4 5 6
Stat Block
Armor Phase o Hit Move BH Challenge
Class 4 Armor Points } Value Roll
Melee Weapon (Dagger) Combat Modifiers
Improvised rdr2 Melee Weapon. Base TN r10. Melee Offense Ranged Offense
Ranged Weapon (Heavy Crossbow) -ITN (hero) 3TN (hero, skill, dexterous)
Short 13 Med 46 Long 7-9 Melee Defense Ranged Defense
TN 7 TN 8 TN 9 +1TN (hero) +1TN (dexterous) or
1drz Direct Fire Aimed weapon. Slow (MP reduced to 1 when using). Penetrating +3TN (add Artful dodger)
(1/2 Armor Save).
Crit D12 | Cost Skill (random 1-8) pi2 | Cost Equipment (random 7-12)
Dead. Not coming back. I OOO Run. +1 MP. I 1 OOO Magic Amulet (defense). -1 to Crit rolls, if desired.
. o0  Ranged Attack Skill. -1 TN Ranged OO  Magic Crossbow (attack bonus). -1 TN to hit. May
° Miss 2 matches. 2 ' O Atack Bomus. 2 ! O be combined with other Crossbow upgrades.
o Miss 1 match , Qo Ranged Defense Skill. +1 TN to be hit by , 0o Magic Crossbow (damage bonus). +I to damage.
At ; O ranged attacks. ; Q  May be combined with other Crossbow upgrades.
00 . OQ  Chameleon Armor. +1 TN to be hit by aimed
o Lose random skill upgrade. 4 I o Fearless. Immune to enemy fear effects. 4 I o attacks and melce.
. Dexterous. +1 TN to be hit and -1 TN to 00 . . . .
OOO Lose random equipment s N ° 5) hit with ranged combat and -+ to Agility s 2 30 Potion. Choose 1 potion from the list. See potion
upgrade. o0  rules.
saves.
N . Frog Crotch Bolts. Target hit by Frog Crotch loses
OOO g’:ag:l:mgn:)ury' +IN 6 2 .S) ?nr;f::riojiz Zi(:-z TN to be hit by area 6 2 Q 2 AC until end of match. Cumulative. May be
penalty- ) combined with other Crossbow upgrades.
S . Griffon Crossbow Enhancement. Extend Long
ooo Lingering injury. -1 to , 5 o Cookie Cutter. I‘Qo need to roll randomly . 5 o Range to 12. May be combined with other
movement pOmtS. to select a target 1n a zone.
Crossbow upgrades.
Clip Fed Crossbow. Crossbow is no longer a Slow
OOO Armor damaged. -2 AC. 8 2 o Eagle Eye. Ignore the effects of cover for 8 2 o weapon. May be combined with other Crossbow
ranged attacks.
upgrades.
Scary. Enemy must make morale check to Crossbow (wounding). Target hit by crossbow
OO  Heavy Crossbow damaged. +1 o make ranged attack into this zone, or to o must make toughness Challenge Roll or take 1drz
Q TN to hit. ? 3 make melee attack against this character. 9 3 continuing damage. May be combined with other
See morale rules. Crossbow upgrades.
00 Heavy Crossbow damaged. -2 06 Resmcm..lgnox"e 1/2/3 levels of injury, and Crossbow (Double ?hot). May make two attack
o o damage. 10 3 o may remain active at o or fewer HP. See 10 3 Q rolls per combat action (same target). May be
rules for more detail. combined with other Crossbow upgrades.
Healer. May reduce MP to 1 to heal a party
member for idrz HP. No.t f MP is already ®®  Armor (AC). +2 to AC. AC higher than 10 only
No effect. u 3 o reduced to 1 by other action. May also I 3 0O X
- X OO  helps to of fset reduction by enemy attacks.
remove 1 injury Crit on a party member
for free during post-battle phase.
o0  Skill Level Increase. Hero, Champion, Q0 .
No effect. 12 300 Paragon, Chosen. 12 3 o Magic Armor (PA). PA 3/5/7.
Potions Reduce MP to 1 or use combat action to drink; use combat action to use as a weapon.
OO  Third eye. May re-order next 3 cards in deck when drinker activates. OO  Heal. Regain 1drz lost hit points.
OO  Quick Mind. May immediately make an attack. OO  Reflexes. -1 TN to hit with ranged combat for 3 turns.
. . . Urchin Bag. Indirect Scattering Fire Grenado. R 1/2/3, TN 4/5/6. Grenado: 1dr2 Area TN
OO  Blur. +4TN to be hit by aimed fire and melee for 3 turns. Q0 7 autohi. Ignores PA. See Aurohit rules.
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Dr12 Fantasy

Dark El1f | Character Name Player Name
Warrior (Hero)
Party Name
A Current Match Character Current Strength
Bartle Honors
Turn Record
I 2 3 4 5 6
Stat Block
Armor Phase Hit Move BH 5 Challenge
Class 4 Armor 3| Points 3| Value Roll
Melee Weapon (Sword) Combat Modifiers
Standard 1drz Melee Weapon. Base TN 9. Melee Offense Ranged Offense
Ranged Weapon (Heavy Crossbow) -ITN (hero) 3TN (hero, skill, dexterous)
Short 1-2 Med 34 Long 576 Melee Defense Ranged Defense
TN 7 TN 8 TN 9 +1TN (hero) +1TN (dexterous) or
1dr2 Direct Fire Aimed weapon. Slow (MP reduced to 1 when using). +3TN (add Artful dodger)
Crit D2 | Lost Skill (random 1-8) D12 | Cost Equipment (random 7-12)
Dead. Not coming back. I I .é) Run. +1 MP. I I OOO Magic Amulet (defense). -1 to Crit rolls, if desired.
. o0  Ranged Attack Skill. -1 TN Ranged OO  Magic Crossbow (attack bonus). -1 TN to hit. May
O Miss 2 matches. 2 'O Arack Bonus. 2 ! O be combined with other Crossbow upgrades.
. QOQ  Melee Attack Skill. -t TN Melee Artack 00O  Magic Crossbow (damage bonus). +1 to damage.
© Miss r match. } ' O Boms } ! O May be combined with other Crossbow upgrades.
Q0 . Q0O  Chameleon Armor. +1 TN to be hit by aimed
o) Lose random skill upgrade. 4 I O Fearless. Immune to enemy fear effects. 4 I o attacks and melee.
. Dexterous. +1 TN to be hit and -1 TN to 00 . . . .
OOO Lose random equipment s , ® OO hit with ranged combat and -+ to Agility s . 00 Potion. Choose 1 potion from the list. See potion
upgrade. o0  rules.
saves.
N - Crossbow (Frog Crotch Bolt). Target hit by Frog
OOO f\dttagimgn:?)uw. +TN 6 2 OOO ?nr;f;;riojiz ;:2 TN to be hit by arca 6 2 0] Crotch loses 2 AC until end of match. Cumulative.
penatey: ’ May be combined with other Crossbow upgrades.
Spider Pouch. Once per match per upgrade, melee
opponent is swarmed by urchin swarm. Victim
OO  Lingering injury. -1 to OO  Fight Defensively. +2 TN to be hit in makes an Agility save to avoid the swarm. If failed,
1) . 7 2 o 7 2 QO .. .
movement points. melee. the swarm causes 1dr2 continuing TNy autohit
attack. Swarm may only be removed by being hit by
zone fire, an area attack or energy attack.
Fixer. May remove 1 Equipment Crit on a Crossbow (Clip Fed). Crossbow is no longer a Slow
OOO Armor damaged. -2 AC. 8 2 O party member for free during post-battle 8 2 O weapon. May be combined with other Crossbow
phase. upgrades.
Scary. Enemy must make morale check to Crossbow (wounding). Target hit by crossbow
Q0O  Crossbow damaged. +1 TN o make ranged attack into this zone, or to o must make toughness save or take rdi2 continuing
O to hit. ? 3 make melee attack against this character. 9 3 damage. May be combined with other Crossbow
See morale rules. upgrades.
66 Crossbow damaged. -2 to 66 Rcsxhcnt..lgnox:c 1/2/3 levels of injury, and Crossbow (Double ?hot). May make two attack
o damage 10 3 o may remain active at o or fewer HP. See 10 3 o rolls per combat action (same target). May be
a8c- rules for more detail. combined with other Crossbow upgrades.
)’ (1] N
No effect. u ;o Weak Sp?t. Treat ta:'get s AC as half u s 00 Armor (AC). +2 to 1;\C. AC higher than 10 only
against this character’s ranged attacks. OO  helps to offset reduction by enemy attacks.
o0  Skill Level Increase. Hero, Champion, [ Jo) .
No effect. 12 500 Paragon, Chosen. 12 3 o Magic Armor (RA). PA 3/s/7.
Potions  Reduce MP to 1 or use combat action to drink; use combat action to use as a weapon.
OO  Third eye. May re-order next 3 cards in deck when drinker activates. QO  Heal. Regain rdr2 lost hit points.
OO  Quick Mind. May immediately make an attack. OO  Reflexes. -1 TN to hit with ranged combat for 3 turns.
00 Blur. +4TN to be hit by aimed fire and melee for 3 tus. Urchx.n Bag. Indirect Scmenng.Fu'e Grenado. R 1/2/3, TN 4/5/6. Grenado: 1dr2 Area TN 7
autohit. Ignores PA. See Aurohit rules.
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Dr12 Fantasy

Dark El1f | Character Name Player Name
Spinner (Hero)
Party Name
j@ Current Match Character Current Strength
g “‘e Battle Honors
Turn Record
I 2 3 4 5 6
M Stat Block
Armor Phase Hit 2 Move BH Challenge
Class Armor } Points } Value Roll
Melee Weapon (Spinneret Spider) Combat Modifiers
Improvised rdr2 Melee Weapon. Base TN r1o. Melee Offense Ranged Offense
Ranged Weapon (Spinneret Spider Webs) TN (hero) 3TN (hero, skill, dexterous)
Short 1-2 Med 34 Long 576 Melee Defense Ranged Defense
TN 4 TN 6 TN 8 +1TN (hero) +1TN (dexterous) or
1dr2 Direct Fire Aimed weapon. Target hit by attack must also make Challenge 3TN (add Artful dodger)
Roll (Agility or Strength) or be Webbed. See rules for Web effect.

Crit D12 | Cost Skill (random 1-8) D12 | Cost Equipment (random 7-12)
Dead. Not coming back. 1 % Run.t1ME. 11 Magic Amulet (defense). -1 to Crit rolls, if desired.
o Miss 2 matches. 5 , *®O Ranged Attack Skill. -1 TN Ranged 5 , Qo S?mneret Spider (ranged attack bonus). -1 TN to
O Attack Bonus. O hit.
. OO  Ranged Defense Skill. +1 TN to be hit by 00 . . .
Q Miss 1 match. 3 I o ranged attacks. 3 1 o Lightened Spinneret Spider (gas bags). +1 MP.
00 . Q0O  Chameleon Armor. +1 TN to be hit by aimed
o Lose random skill upgrade. 4 1 Q Fearless. Immune to enemy fear effects. 4 I o attacks and melee.
. Dexterous. +1 TN to be hit and -1 TN to 00 . . . .
Q0 Lose random equipment s 2 Ye) hit with ranged combat and -1 to Agility s 2 50 Potion. Choose 1 potion from the list. See potion
Q upgrade. o OO  rules.
saves.
OO  Lingering injury. +1 TN o0  Artful dodger. +2 TN to be hit by area Spinneret Spider (large area). Spinneret may make
6 2 6 2 Q y .
O Attack penalty. O and zone attacks. zone fire attacks at no penalty with ranged attacks.
00O  Lingering injury. -1 to Indirect Fire. May use indirect fire at long Spinneret Spider (Acid Webs). Spinneret treats
o . 7 2 . 7 2 Q \ .
movement points. range with a +3TN penalty. armor as ¥; value with ranged attacks.
Spinneret Spider (The Feed). When in the same
zone as an enemy that has been downed, Spinner uses
OOO Armor damaged. -2 AC. 8 2 OOO Careful Aim. +2 damage with Spinneret. 8 2 O move action to heal rdr2 HP; victim takes -2 penalty
to crit roll. Only when wounded, and only once per
victim.
Scary. Enemy must make morale check to Spinneret Spider (Sympathetic Link). Whenever
OQ  Spinneret injured. +1 TN to o make ranged attack into this zone, or to o Spinner takes damage in melee (before applying the
O hit. ? 3 make melee attack against this character. o 3 effects), attacker suffers 1drz TN 7 Autohit energy
See morale rules. attack.
00 Spinneret injured. -2 to 00 Resﬂ_lcnt..lgnm"e Va3 levels of injury, and Spinneret Spider (evolved web spinner). Spinneret
O damage o 3 o may remain activeat o or fewer HP. See 1o 3 O may make 2 ranged attack rolls per combat action
a8c- rules for more detail. 5 Pe )
. . _ s Oe .
No effect. u ; o Spinneret Spider Melee. -2 TN. Spinneret u s 00 Armor (AC). +2 to ll\C. AC higher than 10 only
melee damage becomes 1dr2 energy. OO  helps to offset reduction by enemy attacks.
o0  Skill Level Increase. Hero, Champion, [ o) .
No effect. 12 3 00 Paragon, Chosen. 12 3 o Magic Armor (PA). PA 3/5/7.
Potions | Reduce MP to 1 or use combat action to drink; use combat action to use as a weapon.
OO | Third eye. May re-order next 3 cards in deck when drinker activates. OO | Heal. Regain 1drz lost hit points.
OO | Quick Mind. May immediately make an attack. OO | Reflexes. -1 TN to hit with ranged combat for 3 turns.
. . . Urchin Bag. Indirect Scattering Fire Grenado. R 1/2/3, TN 4/5/6. Grenado: 1dr2 Area TN
QO | Blur. +4TN to be hit by aimed fire and melee for 3 turns. Q0 7 autohi. Ignores PA. See Aurohit rules.
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Dr12 Fantasy

Dark E1f | Character Name Player Name
Light Infantry
(Elite) | Party Name
Q * ' ‘ Current Match Character Current Strength
Battle Honors
Turn Record
I 2 3 4 5 6
Stat Block
Armor Phase Hit 2 Move BH Challenge
Class 4 Armor Points } Value Roll
Melee Weapon (Sword) Combat Modifiers
Standard 1drz Melee Weapon. Base TN 9. Melee Offense Ranged Offense
-ITN (elite) -2TN (Elite, dexterous)
Melee Defense Ranged Defense
+1TN (elite) +1TN (dexterous)
Crit Dl2 | Cost Skill (random 1-8) bi2 | Cost Equipment (random 7-12)
Dead. Not coming back. I I OOO Run. +1 MP. I 1 OOO Magic Amulet (defense). -1 to Crit rolls, if desired.
Q Miss 2 matches. 2 I OOO Melee Artack Skill. -1 TN Melee Bonus. 2 1 OOO Magic Weapon (attack bonus). -1 TN to hit.
o Miss 1 match. ; , Qo Melee Defense Skill. +1 TN to be hit in ; , 0o Magic Weapon (damage bonus). +1 to melee
O melee. O damage.
Q0 . Q0O  Chameleon Armor. +1 TN to be hit by aimed
o) Lose random skill upgrade. 4 1 o Fearless. Immune to enemy fear effects. 4 1 o attacks and melee.
. Dexterous. +1 TN to be hit and -1 TN to 00 . . . .
OOO Lose random equipment s , ® é) hit with ranged combat and -+ to Agility s . 00 Potion. Choose 1 potion from the list. See potion
upgrade. 0O  rules.
saves.
00O  Lingering injury. +1 TN OO  Artful dodger. +2 TN to be hit by area Magic Weapon (penetrating). Defender gets %2
6 2 6 2 Q . .
Q Attack penalty. O and zone attacks. armor save against attacks by this weapon.
s Fight Defensively. 43 TN to be hit in
ooo Lingering injury. -1 to , 5 O melee, +2 TN to hit. Remains active until . 5 o Thrown Darts. 1dr2 damage, Range 1/2/3, TN
movement points. - 7/8/9.
next activation.
Mugger. Additional -2 TN to hit enemy
OOO Armor damaged. -2 AC. 8 2 OOO from rear or when outnumbering 8 2 OOO Boots of speed. +2 MP.
opponents in a zone.
Scary. Enemy must make morale check to Poisoned weapons. Living victims hit for damage
OO  Sword damaged. +1 TN to o make ranged attack into this zone, or to o must make toughness Challenge Roll immediately,
O hit. ° 3 make melee attack against this character. o 3 and every time they activate. Failure means 1dr2
See morale rules. damage. Successful CR cancels effect.
Resilient. Ignore 1/2/3 levels of injury, and
Q0 Sword damaged. -2 to 10 3 Qo may remain active at o or fewer HP. See 10 3 0O ic Sword (damage). +1dr2 damage.
o 4 o 28 ag
amage- rules for more detail.
Fixer. May remove 1 armor or weapon o0 .
No effect. e 3 O damaged crit on teammate between e 3 00 :;m: (Af?'tﬂdm tli\c- :‘C higher ::n ksxo only
matches. 00 ps 1o of fset reduction by enemy attacks.
o0Q  Skill Level Increase. Elite, Hero, Q0 .
No effect. 12 300 Champion, Paragon. 12 3 o Magic Armor (PA). PA 3/5/7.
Potions Reduce MP to 1 or use combat action to drink; use combat action to use as a weapon.
QO Third eye. May re-order next 3 cards in deck when drinker activates. QO  Heal. Regain rdr2 lost hit points.
OO  Quick Mind. May immediately make an attack. OO  Reflexes. -1 TN to hit with ranged combat for 3 turns.
. . - Urchin Bag. Indirect Scattering Fire Grenado. R 1/2/3, TN 4/5/6. Grenado: 1dr2 Area TN
Q0 Blur. +4TN to be hit by aimed fire and melee for 3 turns. Q0 7 auttohit. Ignores PA. See Autohit rules.
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