;\‘ Whenever The Brute kills an opponent ;; \‘ Once per turn, if you deal 4 or more ’; \' Remove all Auras and Counters from this hero. Your ;

Q hero, draw a card and Refresh. # .. damages to any opponent, draw a card. P » ‘W next attack this turn deals +X damages, where X is

& P £ equal to the number of Auras and Counters removed s

Y Attacks deal +1 damage. Fh 2% this way. If X is 3 or more, draw a card. /
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' \ Deal 7 damages to any adjacent opponent. )g‘ \ Move 3. You may move through occupied cases. lf;; \ All magical damages can be prevented as ;
Q Discard all cards from your hand. I Q you do so, heroes occupying those cases must o Q though they were physical damages. .
A 4 . move 1. You lose 1 Endurance for each hero that / You deal 1 more damage when attacking £
R & /
B % moved that way.
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* \ Deal 3 damages to any adjacent opponent.

y
\ Any attack from this hero deals 2 more ;ﬁ \' Any attack from this hero deals 2 more ;
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»Q If that attack is not blocked, deal 6 damages ’ damages. # . ' damages.
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. \ Deal 5 damages to any adjacent opponent. ; \ \ Deal 5 damages to any adjacent opponent. ; \ \ An adjacent opponent cannot move this ;
N That opponent is pushed 1 case. # ..\ That opponent is pushed 1 case. #_.. \ turn. If that hero would deal damages, it .
' Lose 1 Endurance. /, ' Lose 1 Endurance. /, \ deals 1 less damage this turn. /,
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' \ Pull any opponent at exactly Range 2. Your l A \ Pull any opponent at exactly Range 2. Your l A \ You may only play Grand Opemng during ;/
N next attack against that hero will deal2  §_  next attack against that hero will deal2 4 _ " your first turn. .
more damages. Refresh. | _more damages. Refresh. /, \ . Move 3, then draw a card and Refresh. /,
\ *When a hero is pulled, it must Move 1 5\ *When a hero is pulled, it must Move 1 £\ A,
&vyjrd the hero doing the Pull. \% &vyjrd the hero doing the Pull. \/ \ J
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. \ Deal 3 damages to any adjacent opponent. o) \ Deal 3 damages to any adjacent opponent.
N No tricks can be played during this combat. 4 ™ No tricks can be played during this combat.
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;}\\ Move 2 %)\ Move 2 %\ Deal 3 d t djacent t 3
5 25 5 > \ Dea lamages to any adjacent opponent.
< Refresh. ¥ Q Refresh. N If that hit, defender discards 1 card. ¥
“\\ The next time you would deal damages this ;x“\ The next time you would deal damages this K‘x 4

“turn, deal 1 more damage. bl \\fx turn, deal 1 more damage. {, \\fx f
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' \ Deal 3 damages to any adjacent opponent. ;} \ As an additional cost, you may lose 2 )‘> \ As an additional cost, you may lose 2 ;
d If that hit, defender discards 1 card. » Q Endurance. If you do so, this will deal 2 more ) Q Endurance. If you do so, this will deal 2 more )
0 - | damages. ‘| damages. 4
\\fx f \\fx Deal 4 damages to any adjacent opponent. & \\fx Deal 4 damages to any adjacent opponent. &
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i" \' Deal 3 damages to any adjacent opponent. y \' Deal 3 damages to any adjacent opponent. ;» \ ' Deal 4 damages to any adjacent opponent. If that
Then you may deal 2 damages to another ;/ Then you may deal 2 damages to another 4 X hit, this opponent cannot move during its next turn.

\ g £ g K ., Ifthat deals 5+ damages, that opp t cannot
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'\ Move 2. } '\ Move 2. y

Refresh (Whenever this action is completed, § . Y Refresh (Whenever this action is completed,

you may play again.) y you may play again.) y
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Action)'Hide a card: Deal 2 physicalj \
)

damages to any adjacent opponent. ¥

' Action, Disable this hero : Draw a cardland '
¢ gain 1 Endurance.
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Generic Z Trick 7 ~ you'may prevent the next 2 physical Y
7
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