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DOG TRAINER
Dog and Wolf figures you control add 1
to their Move numbers, and if you
revealed an Order Marker on this card
this player turn, add 1 to their Attack
o6 numbers. After attacking with Mutt, you
{ | may move each Dog or Wolf figure you
control that is adjacent to the defending
HUMAN figure up to 4 spaces each, during
1] [[o[1]H3[:(0] | which they do not take leaving
SOLDIER engagement attacks.

JUNGLE TACTICS 1 il
GRUFF | RV occupying a swamp or swamp

Corl
7 Ut
water tile, or a space adjacent to an / g
MEDIUM 5 Evergreen Tree or Jungle piece, Mutt adds LIFE el §
1 to his Defense number.

ETT A
DOG COMMAND "ATTACK" M OVE 5
At the end of each round, you may have a

Dog or Wolf figure you control within 4 ! RANGE 6

clear sight spaces of Mutt move up to 4 |

spaces. If that figure ends its movement | I I

adjacent to an enemy figure without the A ACK 3
"W Super Strength special power, you may
o roll two unblockable attack dice against D EF EN S E 4
that figure. Figures moved with (
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this special power will not
engagement attacks. : I

'

take any leaving



