"W ATTACK ACTIONS
@Stlng: +8 vs AC: 10 Damage AND Followup

Followup: +6 vs DEF (Fort); Helpless
(save ends)

ATTACI(ACI'IONS
(B Unerring Sword: +18 vs AC: 20 Damage:
rolls of natural 1 are not automatic misses with
this artack
1% Flame Breath: {blast 3] +16vs DEF
(Ref) 20 fire Dlamage, 10 fire on miss

ABILITIES

ABILITIES Drragon
Human = Martial Flight
Single Combatant: +4 +4 DEF (Fort)
AC and +4 DEFwhile i

) onby 1 enarny is adjacent

: th

. it SPECIAL POWERS

SPECIAL POWERS

Strength of the Ancients: While this creaturs

is not Bleodied, Dragon allies have +4 Attack.
[ Warrior Spirit: Lise at start of round; this
creature has Multi-Activation 2 (Activates twice
per round) until end of round. RECHARGE when

first Blocdied.

Cohort: Lse when this creature renders an
enamy Helpless: choose 1 Arcane allywithin &
squares. RECHARGE 1 attack action or special

powwer of that creature that recharges.

Pseudodragons seem ployful and hormless—
until their “game”is to putyou to skeep in front of
— a I'g'dms.lmr

£2008Wearta I.MM** 12/60

SNIG, WORG RIDER

Lewvel 11 O Goblin » Martial - Mounted (Unigque)

-~ ATTACK ACTIONS
@Sﬂng: +8 vs AC: 10 Damage AND Followup
Followup: +6 vs DEF (Fort) Helpless

{save ends)

ATTACKS
(1) Battleaxe: +16 vs, AC; 20 damage.

4§ Mounted Attack: Move up to its current speed and
make 1 (E) attackatany time during that move.

ABILITIES POWERS
Strength in Mumbers 2: Your warband's creature limitis

Dragon increased by 2.

Flight Devoted Followers: Use when an enemy targets this

+4 DEF (Fort) creature with an aetack: Redirect thatattack to 1 adjacent
active Gablin ally as in immediate action.

Hide
CHAMPION POWERS O

SPECIAL PCWERS 4 Use gt start of any creature’s turm: Up to 2 Goblin allies

Cohort: Use when this creature renders an e I

CE _ adjacent to this creature.
enemy Helpless: choose 1 Arcane allywithin & G Thh O fo Tt o
i i 'se gt start of round’: This creature and each Goblin ally
squares. RECHARCE 1 attack action or special Fi 3 Riiacd el 5 g vl i f Hnad

Warband Building: Goblin creatures of any faction and
alignment are legal in your warband.

power of that creature that recharges.

Pseudodragons seem playful and harmless—
until their ‘game” it to putyou to skeep infront of
. a hydra's lair. —
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ATTACK ACTIONS
G:l Dagger: +7 vs AC; 10 Dlamage
2 Bow: (range 10) +8 vs AC 15 Damage

ABILITIES
Human = Martial

SPECIAL POWERS

Coordinating Shot: If this creature hits an
enemywith a ¥ attack, allies have +1 Attack
against that enermy until end of round.

CHAMPION 2
* Use at start of a round. Allies have +2 Attack
against higher-lavel enemies.

* Use before an ally makes a =¥ attack. Double
__that attack’s range.

o Whart: 12,08 Dunosens & Droens® @ e 7iso

"W ATTACK ACTIONS
@ Sting: +8 vs AC: 10 Damage AND Followup

Followup: +6 ws DEF (Fort); Helpless
(save ends)

ABILITIES
Drragon
Flight

+4 DEF (Fort)
Hide

SPECIAL POWERS

Cohort: Lse when this creature renders an
enemy Helpless: choose 1 Arcane allywithin &
squares. RECHARCE 1 attack action or special
power of that creature that recharges.

Pseudodrogons seem ployful and harmless—

until their ‘game” is to putyou to skeep infront of
‘ a l'ydms.lcmr
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ATTACK ACTIONS
(%) Longsword: +1 8 vs AT 20 Damage

4 Radlant Scepter: +16 vs DEF (Forex 20 mdiant
Camage, gnare Insubstandal

‘f 4 ABILTIES

i [ | Human =+ Martlal
.5: o ""'i Unique
'_r‘r:.‘{'ﬂ A

SPECIAL POWERS

Chivalrows Figheer: +2 4 Aviackand +54 Damage
agalrst higher- level tangers; -2 4 Attackand -5 4
Camage against kiwer- kevel targes.

To Me: Minor acton; each ally within & squares of this
creacyne can chanse oo be pulled adjacent o i this
movernent provokes oppoTinity attacks.

CHAMPION 2 00

# LUsa atstart of rourd. Lower-level allizs have Resis 5
Alluntil end of round.

= Lse at start of round. Lower-level allies have
Chihalrous Figheer uncll end of round.

cro0sweart:  Dunosens§Draoens® T » 1050



