
Knight


The Knight is a devout warrior, capable of great feats of


strength.  High grace and many offensive powers allow


the Knight to stay in a fight longer than other heroes, and make him especially well-suited to scouring blights from the land.  The Knight derives strength from his vows, and is excellent at the single-minded pursuit of an important task.
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Prince


The Prince is not a great warrior in his own right, but he


can sway the hearts and minds of the people and ensure


the land continues to resist the dark forces at work.  He can establish a network of resistance across the kingdom and inspire others to continue fighting.  However, the Prince draws attention everywhere he goes, and will find it difficult to escape the notice of the necromancer.
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Priest


The Priest is uniquely capable of holding the dark forces


of the necromancer at bay.  While not especially effective


at direct fighting, the Priest can use holy power to deny combat to the undead, while supporting and healing his allies.  The Priest’s blessings provide enduring benefits to any hero of his choosing, and he is particularly adept at restoring grace to himself and others.
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Rogue


The Rogue is a subtle hero, uniquely able to maintain a


low profile and escape notice.  This secrecy, in turn, can


be used by the Rogue to perform special tasks too dangerous for others to attempt.  The rogue functions well as an assassin or a saboteur, whittling away at the necromancer’s ebon grip without presenting a target for counterattack.
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Scholar


The Scholar is a master of history and lore, adept at


searching out forgotten knowledge.  The Scholar is the 


fastest at finding keys to the holy relics, and in the process can also uncover other artifacts of use against the necromancer, but is often unable to move the artifacts after activating them.  Though not a strong fighter, the Scholar’s tricks can do surprisingly well against tough foes.
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Wizard


The Wizard is a specialist in mysterious energies and


arcane secrets.  With this knowledge, he can be quite 


effective at a variety of tasks.  However, he is very vulnerable after his spells have been expended, and he requires frequent rest to restore his powers after they have been depleted.  The Wizard’s runes can provide beneficial effects across the entire kingdom.





Necromancer


A scourge upon the land.
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Darkness








20+  When movement die is a 1 or 2, create an extra blight 





10+  Create two blights if location had no blights
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25+  Power of all blights is increased by 1
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Strength:  7


Awareness:  6








Each Necromancer Turn:


Darkness increases by 1


Roll a die for movement


Pursues a hero if roll exceeds secrecy


Otherwise, moves as shown on map


Create a blight at the necromancer’s new location





(





(








(








7








6








5








4








3








2








1








9








8








7








6








5








4








3








2








1








Bard


The Bard has a unique perspective on the world, knowing


as he does many legends of heroes and villains from ages


past.  Though not especially effective when alone, a Bard can impart the wisdom of legends to his allies, allowing them to share his advantages.  Able to rally and inspire many allies at once, a Bard is most effective when supporting a well-coordinated group effort.
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Druid


The Druid has a special connection to the natural world,


and can call upon allies there to aid in his tasks.  As


nature has many faces, so too the Druid can adopt a variety of shapes suited to varying purpose, allowing him to tailor his advantages to the task at hand.  However, adopting one form loses the advantages of another, and thus the Druid can be weak if caught unprepared.
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After 30, instead of raising Darkness, add a blight at the Monastery











