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Mage with a +2 Range bonus.

If you attack using your 
Range Skill and fail, lose 
one life if the monster 
has the Range Skill.





Level 1
 +1 to Range

(add +1 to Combat)
Level 2

Now +1 to Range
and +1 to Defend

Level 3
Now +3 to Combat
and +1 to Defend



BAG OF HOLDING
At the start of your 
turn, you may swap
out In Hand Loot 
Cards from your bag 
of holding. This can 
only be done if the 
room is empty. 

SPECIAL CIRCUMSTANCE RULES
If for some reason you are unable to defeat the first encounter
in the first room of your dungeon, and after you have lost 
two lives, you may call upon the Mighty Horn of Kilter.
This horn summons, well, Kilter, a rather strange looking
fellow, who vanquishes the monster and heals one of your
lives before disappearing back into the ether from which
he came. You do not get the XP or a Loot Card. 

If you come to a point where players cannot agree on
a rule, flip the first player token and one player calls   
Good Heads or Bad Heads. The winner decides.







END BOSSES
Attacking the End Boss is the same as in 
all the other modes. They Roll 3D6, you
Roll 2D6. 
After level 1, ADD +1 Life for each   
level of the dungeon.

Level 2, +1 Life, +2 to their attack
Level 3, +2 Lives, +3 to their attack
Level 4, +3 Lives, +4 to their attack




















