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To fight, roll a die and * If you have 0 Hearts, 26 27 28 29 é@ j,

add your Strength to you can remove a
the roll. Fatestone from your
Inventory to gain 2 Hearts.

When your Experience reaches a
black circled number, you level up.

Then roll a die and You can either:

add your opponent’s
Strength. If your result
is higher, you have
defeated them.

LUCKY CHARM: Pay 1 Gem and roll a die @@@ =0 @ =1 =92
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You cannot go above your
maximum Hearts. Levelling
up can increase your
maximum Hearts.

Increase Strength: Add 1 Strength

Increase Hearts: Add 1 to maximum
Hearts, then restore all Hearts.
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* You can only carry items in these slots if you have 7 or more Strength.
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— When you find gems,

you find 1 extra gem.

DIVINER
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Reroll a lucky ) ]
charm die once Before a fight, roll
per fight. a die. 4-6: Deduct

1 from opponent’s
Strength.
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1 to your Strength. 5 \:\
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When you lose a
Heart in a fight, roll
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BANISH

Immediately add W
1 Experience.

CAJOLER

When you buy 1
equipment, pay

1 less gem.
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WEALTH
Immediately add
6 Gems.
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