JAAPUYC—PA3BEAUUK
(BEPCMSA KARAK)

JAPUYC — M0A000ii 80UH, NpUHAIAEHAULUT

K CBUPENnOMY nAeMeHU U3 0AAEKUX 0NCYH2 el

On omnpasuacs 6 erybunvl 3amka Karak,

umobbL NPOUMU UCHBIMAHUE HA
cogepuienHOAeMUe, KOMopoe dokadxcem, d0CMOUH
AU OH HA3bIEAMDCS 80UHOM. TOAbKO eCAU OH
npotidem 3mo ucnvimarue u doxaxcem, 4mo
CnocobeH cnpasumucs ¢ mpyoHbMY 3a0a4ami, OH
cmoxcem 20pdo CmMosmp pooM ¢ CAMbIMU
Y8aANCAEMBIMY BOUHAMUY.

DARIUS — THE ScouT
(KARAK VERSION)

DARIUS IS A YOUNG WARRIOR, BELONGING

TO A FIERCE TRIBE FROM A DISTANT JUNGLE.

HE HAS JOURNEYED TO THE DEPTHS OF KARAK
CASTLE TO TAKE THE TRIBE‘S COMING-OF-AGE
TEST, WHICH WILL PROVE IF HE IS WORTHY TO
BE CALLED A WARRIOR . ONLY IF HE SUCCEEDS
IN THIS TEST AND PROVES THAT HE CAN FACE
TOUGH CHALLENGES WILL HE BE ABLE TO STAND
PROUDLY ALONGSIDE THE MOST REVERED
WARRIORS.

CMOCOBHOCTMU:
Kpumuueckuii ydap: ecnu Bo Bpemst 605 OH BRIOpOCHI HA KyOUKax ABa
% % OJ{MHAKOBbIX MU J{BA ITOCJIEA0BATENbHBIX YK CIIA,
27 ou gobarnser +2 x pesynbrary Gpocka.
ITpumep: ecAu oH 8vI6POCUA 3 U 3 HA KYOUKAX, €20 00WAS CUAG AMAKY COCMABASEM 3+3+2=8; eCAU
OH 8VI6POCUA 4 U 5, €20 00W4AS. CUAG AMAKYU COCMABASIEM 4+5+2=11.

Hccaedoarue: BMECTO OHOTO 1Iara ABYOKEHUsE JIapUyC MOXKET B3SITh OLHY [UIUTKY

KaTakoMO /1711 CBOEr0 IMYHOIO 3aI1aca, He [I0KA3bIBAS IPYTUM UTPOKaM, 4TO

HaXOAUTCS Ha IIUTKe. OH MOXKET UMETh JI0 3 IVIMTOK KaTakoM6b B CBOEM 3aI1ace.
IIpu BXOfie B HEUCCIIEAOBAHHYO 06/1ACTH OH MOYKET TMDO0 FOOABUTH IUTUTKY U3 OOLIIero 3araca B
COOTBETCTBUY C OOBIYHBIMY IIPABHJIAMH, TM60 HUCIIONB30BATH OHY U3 IVIUTOK U3 CBOETO IMIHOTO
3araca BMecto Hee. MTPUMEYAHMUE: Kak TOIBKO BCe IUIMTKY KaTaKoM6 U3 0B11Iero 3amaca
WICYE3HYT, pyTHe UTPOKM MOTYT pa3MellaTh INIUTKYU U3 IMYHOrO 3anaca Jlapuyca (He I
CHayasIa Ha IMLIEBYIO CTOPOHY [UIUTOK).

ABILITIES:
Critical Hit: If he rolls two equal or two consecutive numbers on his dice during
combat, he adds +2 to the result of the roll.
+:
Example: If he rolls a 3 and a 3 on the dice, his total attack power is 3+3+2=8; if he rolls a 4 and a 5,
his total attack power is 4+5+2=11.
Exploration: Instead of taking one movement step, Darius may take one catacomb tile for
his personal supply without showing the other players what is on the tile. He may have
up to 3 catacomb tiles in his supply. When entering an undiscovered area, he may then
either add a tile from the common supply according to the normal rules or use one of the tiles from
his personal supply in its place. NOTE: Once all the catacomb tiles from the common supply are

gone, other players may place tiles from Darius‘ personal supply (without looking at the face of the
tiles first).
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