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Evil Presence


-1 Dice on Elusion Checks


Heroes in this location roll one fewer dice on elusion checks (to a minimum of 1).


Power:  5


Defense:  Spend 1 grace or die 	Forest
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Dark Fog


+1 Search Difficulty


The search difficulty at this location is increased by 1.


Power:  5


Defense:  Lose a turn	Forest
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Confusion


No Tactics


Heroes cannot use tactics at this location.





Power:  4


Defense:  Lose a turn 	Forest
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Evil Presence


-1 Dice on Elusion Checks


Heroes in this location roll one fewer dice on elusion checks (to a minimum of 1).


Power:  5


Defense:  Spend 1 grace or die 	Ruins
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Spies


-1 Secrecy/Turn


Each time a hero ends a turn at this location, that hero loses 1 secrecy.


Power:  5


Defense:  Lose 1 secrecy	Ruins
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Taint


Cannot Gain Grace


Heroes in this location cannot gain any grace.





Power:  5


Defense:  Lose 1 grace 	Ruins
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Curse


Lose 1 Grace to Enter


Any hero entering this location loses 1 grace.





Power:  5


Defense:  Lose 1 grace	Village








(





(





Evil Presence


-1 Dice on Elusion Checks


Heroes in this location roll one fewer dice on elusion checks (to a minimum of 1).


Power:  5


Defense:  Spend 1 grace or die 	Village
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Spies


-1 Secrecy/Turn


Each time a hero ends a turn at this location, that hero loses 1 secrecy.


Power:  5


Defense:  Lose 1 secrecy	Village
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Confusion


No Tactics


Heroes cannot use tactics at this location.





Power:  4


Defense:  Lose a turn 	Anywhere
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Evil Presence


-1 Dice on Elusion Checks


Heroes in this location roll one fewer dice on elusion checks (to a minimum of 1).


Power:  5


Defense:  Spend 1 grace or die 	Anywhere
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Unholy Aura


-1 Dice on Attack Checks


Heroes in this location roll one fewer dice on attack checks (to a minimum of 1).


Power:  4


Defense:  Spend 1 grace or die 	Anywhere
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Corruption


No Bonuses


Bonus-type powers have no effect in this location.


Power:  5


Defense:  Spend 1 grace or die 	Mountains
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Confusion


No Tactics


Heroes cannot use tactics at this location.





Power:  4


Defense:  Lose a turn 	Mountains
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Unholy Aura


-1 Dice on Attack Checks


Heroes in this location roll one fewer dice on attack checks (to a minimum of 1).


Power:  4


Defense:  Spend 1 grace or die 	Mountains
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Corruption


No Bonuses


Bonus-type powers have no effect in this location.


Power:  5


Defense:  Spend 1 grace or die 	Swamp
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Curse


Lose 1 Grace to Enter


Any hero entering this location loses 1 grace.





Power:  5


Defense:  Lose 1 grace	Swamp
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Unholy Aura


-1 Dice on Attack Checks


Heroes in this location roll one fewer dice on attack checks (to a minimum of 1).


Power:  4


Defense:  Spend 1 grace or die 	Swamp
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Unholy Aura


-1 Dice on Attack Checks


Heroes in this location roll one fewer dice on attack checks (to a minimum of 1).


Power:  4


Defense:  Spend 1 grace or die 	Castle
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Dark Fog


+1 Search Difficulty


The search difficulty at this location is increased by 1.


Power:  5


Defense:  Lose a turn	Castle
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Spies


-1 Secrecy/Turn


Each time a hero ends a turn at this location, that hero loses 1 secrecy.


Power:  5


Defense:  Lose 1 secrecy	Castle
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Taint


Cannot Gain Grace


Heroes in this location cannot gain any grace.





Power:  5


Defense:  Lose 1 grace 	Anywhere
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Curse


Lose 1 Grace to Enter


Any hero entering this location loses 1 grace.





Power:  5


Defense:  Lose 1 grace	Anywhere
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Spies


-1 Secrecy/Turn


Each time a hero ends a turn at this location, that hero loses 1 secrecy.


Power:  5


Defense:  Lose 1 secrecy	Anywhere
























































































































































(





(





Shroud


Protects Other Blights


While this blight is in play, other types of blights at this location cannot be attacked.


Power:  5


Defense:  Spend 1 grace or die 	Anywhere
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Desecrated Ground


+1 Darkness/Round


While this blight is in play, the necromancer gains 1 additional Darkness each turn.


Power:  4


Defense:  Spend 1 grace or die 	Anywhere
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Unholy Aura


-1 Dice on Attack Checks


Heroes in this location roll one fewer dice on attack checks (to a minimum of 1).


Power:  4


Defense:  Spend 1 grace or die 	Monastery
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Curse


Lose 1 Grace to Enter


Any hero entering this location loses 1 grace.





Power:  5


Defense:  Lose 1 grace	Monastery
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Spies


-1 Secrecy/Turn


Each time a hero ends a turn at this location, that hero loses 1 secrecy.


Power:  5


Defense:  Lose 1 secrecy	Monastery
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Spies


-1 Secrecy/Turn


Each time a hero ends a turn at this location, that hero loses 1 secrecy.


Power:  5


Defense:  Lose 1 secrecy	Monastery
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Vampire


4 Strength    4 Awareness


Each time a hero ends a turn at this location, that hero encounters the vampire.


Power:  6


Defense:  Spend 1 grace or die 	Anywhere





(





(





Lich


5 Strength    5 Awareness


Each time a hero ends a turn at this location, that hero encounters the lich.


Power:  5


Defense:  Spend 1 grace or die 	Anywhere
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Shades


3 Strength    5 Awareness


Each time a hero ends a turn at this location, that hero encounters shades.


Power:  5


Defense:  Spend 1 grace or die 	Anywhere
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Skeletons


4 Strength    4 Awareness


Each time a hero ends a turn at this location, that hero encounters skeletons.


Power:  5


Defense:  Spend 1 grace or die 	Anywhere
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Shroud


Protects Other Blights


While this blight is in play, other types of blights at this location cannot be attacked.


Power:  5


Defense:  Spend 1 grace or die 	Anywhere
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Desecrated Ground


+1 Darkness/Round


While this blight is in play, the necromancer gains 1 additional Darkness each turn.


Power:  4


Defense:  Spend 1 grace or die 	Anywhere
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Zombies


5 Strength    3 Awareness


Each time a hero ends a turn at this location, that hero encounters zombies.


Power:  5


Defense:  Spend 1 grace or die 	Village
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Shades


3 Strength    5 Awareness


Each time a hero ends a turn at this location, that hero encounters shades.


Power:  5


Defense:  Spend 1 grace or die 	Swamp
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Skeletons


4 Strength    4 Awareness


Each time a hero ends a turn at this location, that hero encounters skeletons.


Power:  5


Defense:  Spend 1 grace or die 	Ruins
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Shades


3 Strength    5 Awareness


Each time a hero ends a turn at this location, that hero encounters shades.


Power:  5


Defense:  Spend 1 grace or die 	Mountains
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Skeletons


4 Strength    4 Awareness


Each time a hero ends a turn at this location, that hero encounters skeletons.


Power:  5


Defense:  Spend 1 grace or die 	Castle





(





(





Zombies


5 Strength    3 Awareness


Each time a hero ends a turn at this location, that hero encounters zombies.


Power:  5


Defense:  Spend 1 grace or die 	Forest
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Corruption


No Bonuses


Bonus-type powers have no effect in this location.


Power:  5


Defense:  Spend 1 grace or die 	Anywhere
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Dark Fog


+1 Search Difficulty


The search difficulty at this location is increased by 1.


Power:  5


Defense:  Lose a turn	Anywhere
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Spies


-1 Secrecy/Turn


Each time a hero ends a turn at this location, that hero loses 1 secrecy.


Power:  5


Defense:  Lose 1 secrecy	Anywhere
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Taint


Cannot Gain Grace


Heroes in this location cannot gain any grace.





Power:  5


Defense:  Lose 1 grace 	Monastery
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Desecrated Ground


+1 Darkness/Round


While this blight is in play, the necromancer gains 1 additional Darkness each turn.


Power:  4


Defense:  Spend 1 grace or die 	Monastery
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Zombies


5 Strength    3 Awareness


Each time a hero ends a turn at this location, that hero encounters zombies.


Power:  5


Defense:  Spend 1 grace or die 	Anywhere



























































































































































