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BOSS ADVERSARIES

ACTIONS:
In Figure 46, the Mutant Grallok drew a Boss Adversary 
Action card that instructs to perform “Action #3”. 
Thus, the Mutant Grallok’s initiative for the round is its 
inherent action’s AP plus Action #3’s AP (2+7=9). On its 
turn it will first perform its inherent action, a Move 2, 
and then its #3 action, Regenerate.

 

PERSISTENT EFFECTS :
The Mutant Grallok drew a Boss Adversary Action card 
that has a persistent  effect symbol on it. The card 
is placed next to the “persistent” section of the Boss 
Adversary Description board, and is in effect until the 
Mutant Grallok is defeated or the mission ends.

Figure 46 - Boss Adversary Actions
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MISSION EVENT & EVENT ADVERSARY

 

Figure 18 - Mission Book Reference to Event Cards

At the start of a round, when an Event card is drawn 
that says “mission event”, refer to the mission’s text to 
see what the effect is.

When an Event card is drawn (or any other effect 
occurs) that makes reference to an “event adversary”, 
refer to the mission’s text to see what the current event 
adversary is.

Figure 47 - Mission Event and Event Adversary Examples
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MULTI-TARGET ATTACKS
In Figure 48, the yellow Grallok Archer has an Attack 
with "Target 3". All four characters are within range, but 
only three will be Attacked. If the Grallok Archer had a 
Move action prior to the Attack, it would have prioritized 
getting to maximum range from its primary target, even 
if that meant additional enemies would no longer be in 
range. However, in this example the Grallok Archer had 
no movement prior to Attacking.

Each Attack is rolled separately. The first target will be 
the primary target, which is the light blue character. The 
following targets are determined using the same criteria 
as determining the primary target, but as if the targets 
that have already been Attacked were no longer present. 
So, the second target would be the red character, who is 
closer than the others. The third target would be the dark 
blue character, who is closer than the yellow character.

Figure 48 - Multi Target Attacks Example 
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RANGED ATTACKS
In Figure 49, the light blue Grallok Archer (1) performs a 
Ranged Attack targeting the red Human character (2). 
No matter which vertices line of sight is drawn from and 
to, the line is drawn through two destructible objects 
and the yellow Grallok Sentry (3).

They roll the Attack die first. If a Fumble  is rolled, the 
Attack fails and no further rolls take place. If a Critical 
Strike  is rolled, the Attack succeeds, and successfully 
reaches the target without rolling the Accuracy die.

If any other result is rolled, they proceed with Accuracy 
die rolls. They do not need to roll the Accuracy die for 
objects/figures adjacent to them that are on the line 
of sight, so they do not roll the Accuracy die for the 
destructible object at (4). They do need to roll the 
Accuracy die for all non-adjacent objects/figures on the 
line of sight, so they will first roll the Accuracy die for the 
Grallok Sentry. If a Success  is rolled, they will need to 
roll the Accuracy die for the destructible object at (5).

Here are all of the possible results:

A Critical Strike  is rolled: the Attack 
successfully reaches the Human character.

A Fumble  is rolled: the Attack fails and 
doesn’t damage anything.

 

A numbered result is rolled, but the 
first Accuracy die roll results in a 
Miss: the Attack fails and doesn’t 
damage anything.

A numbered result is rolled, but the 
first Accuracy die roll results in a 
Block: the Attack continues to the 
next step of the Attack flow as if the 
Grallok Sentry (3) were the target of 
the Attack.

A numbered result is rolled, the 
first Accuracy die roll results in a 
Success , but the second Accuracy 
die roll results in a Miss: the Attack 
fails and doesn’t damage anything.

 

A numbered result is rolled, the 
first Accuracy die roll results 
in a Success , but the second 
Accuracy die roll results in a 
Block: the Attack continues to the 
next step of the Attack flow as if 
the destructible object (5) were 

the target of the Attack.

 

A numbered result is rolled, the first 
and second Accuracy die rolls result 
in Success : the Attack successfully 
reaches the Human character (2).

Human 
Character

Grallok Archer
Destructible 

Object

Grallok Sentry

2

14

3

Figure 49 - Ranged Attacks Examples

Destructible 
Object

5
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Closest enemy in range 
and line of sight.

Enemy that would take 
the fewest MP to be 

within range and line of 
sight to Attack.

The first destructible 
object blocking a path 
to a space that would 
put an enemy within 

range. The path must go 
through the least amount 

of destructible objects 
possible.

There is no valid 
primary target and the 

adversary will not Move 
or perform any actions 
that require a primary 

target. 

TIEBREAKERS:
1.	 Enemy that does not 

require entering a 
hazard to be in range to 
Attack.

2.	 Decision die.

TIEBREAKERS:

1.	 Object that does not 
require entering a 
hazard to be in range 
to Attack. 

2.	 Object that is 
damaged.

3.	 Object that (if 
destroyed) would open 
the path that would 
take the fewest MP for 
the adversary to be in 
range to Attack. 

4.	 Decision die.

If there is no primary 
target, stay in place.

If the primary target 
is an object in range* 

and line of sight, stay in 
place. 

If the primary target is 
an enemy in range, end 

in a space that the enemy 
can be Attacked from and 
is as close as possible to 

the adversary's maximum 
range from the enemy.

End as close as 
possible to a space that 
the primary target can 

be Attacked from and is 
as close as possible to 
maximum range from 

the target. 

TIEBREAKERS:
1.	 Hazard-free: A space that 

does not have a hazard in 
it. 

2.	 Most enemies in range: 
A space that has as many 
other enemies in range and 
line of sight as possible. 

3.	 Closest: The space that 
takes the fewest MP to 
reach.

4.	 Decision die. 

HAZARDS:

The adversary will enter hazards 
only if at least one of the 
following conditions is met:

1.	 The path to the primary 
target is completely 
blocked otherwise. 

2.	 It is the only way to get 
to exactly maximum 
range from the primary 
target with its current 
action. 

If neither of these conditions 
is met, then they will treat 
the hazard as if it were an 
indestructible object.

*For movement purposes, an adversary's range refers to their range as 
shown on their Description card, and does not take into account any 
range modifiers on their current Action cards.

ADVERSARY MOVE & LEAP - p.28

QUICK REFERENCE

DETERMINING AN ADVERSARY'S TARGET - p.27


