
Amulet of the Titans
Level 15–20 ✦ Borderlands

Powers
❑ Shrug O� Pain: Use when this creature is hit by an 
attack that deals 20 or less base damage: This creature 
ignores all non-damage e�ects of that attack. Q when 
this creature misses with a m or r attack.
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Darkmage’s Disguise
Level 1–20 ✦ Underdark

Powers
❑ Not Me: Use during your set-up: This creature loses 
one of its keywords until end of battle. This creature can 
set-up in a space up to 2 squares away from your start 
area.
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Eversmoking Bottle
Level 3–12 ✦ Arcane

Powers
❑ Unstopper: Use during your set-up: Choose 1 square 
within 5 squares of your start area. Each square within 2 
squares of that square is smoke terrain until start of this 
creature's next turn.
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Greater Healing Potion
Level 10–15 ✦ Any

Powers
❑ Qua� Potion: Replaces attack action: This creature 
heals 30 HP.
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Spirit Wings
Level 1–12 ✦ Wild • Beast or Primal

Powers
❑ Ride the Wind: Use at start of this creature's turn: This 
creature has Flight and -2 Speed until end of turn. Q 
when this creature �rst becomes bloodied.
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Thieves’ Gloves
Level 1–7 ✦ Civilization • Stealth

Powers
Filch: Minor action, no more than once per turn: If this 
creature occupies one of your victory areas, you score 5 
VP.
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Web Trap
Any ✦ Drow

Powers
❑ Set Trap: Replaces attack action, provokes opportunity 
attacks: Put aweb  trap token in a square adjacent to 
this creature. Ifa non-Drow enemy enters a square with 
a web trap token, each square within 2 squares of that 
square is web terrain until end of battle, then
remove trap token from the battle map.
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Statue Portal
Level 1–9 ✦ Stealth

Powers
❑ Open Portal: Replaces move action: This creature 
teleports up to 10 squares (must end in a space 
adjacent to statue terrain), then moves up to 2 squares.
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Javalin of Lightning
Level 1–10 ✦ Borderlands • Martial

Powers
❑ Lightning Burst: Use when this creature makes a r 
attack: +10 lightning Damage on that attack.
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Fireclan Chieftain’s Cloak
Any ✦ Ogre

Powers
❑ ❑ Fire Ablation: Use when this creature takes �re 
damage from an attack: This creature takes 15 less �re 
damage from that attack.
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Demonrage Weapon
Level 1–9 ✦ Rage

Powers
❑ Demonrage: Use when this creature makes a  m attack: 
This creature takes 10 damage, then has +10 Damage 
on that attack. Q when an adjacent ally is destroyed.
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Boots of Water Walking
Level 1–13 ✦ Martial

Powers
Riverwalk: Ignores the extra cost for entering river 
terrain.
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