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\ Your attacks deal 1 less damage. This ‘é‘ \‘ Once per round, Wheneveryou play a Trick ‘é‘ \‘ Gain control of any hero’s next turn within Radius 3.
« d d I han 1 # « B e Sty # & That hero is considered an ally until the end of its next
cannot reduce damages to less than 1. /:'/ : i % ) \ turn. It cannot hide cards during that turn. /:'/
J 1% Lose 3 endurance. /

~. Whenever you defend, prevent 1 less

é
N - > £\ Xvou play that hero’s turn after its controller has played £
damage this way. its other heroes.
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Deal 1 magicdl damagebtox each hero within 5 \ Move on any unoccupied Sﬁﬂ€;-

. \ At beginning of your turn, draw a card.
N Radius 2. For each ally dealt damages that 4 _ * Lose 2 Endurance.
’

« If this card is destroyed, draw a card and lose 3

»
. Endurance. Lo
. If an attack hit this hero, attacker may choose to 4 way, that hero draw a card. ¢
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\ prevent all damages and destroy this card instead. \ ‘Draw a card and lose 1 Endurance. |
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* \ If an attack would deal 4 or more damages.it . \ Deal 1 magical damage to any adjacent . \ Deal 1 magical damage to any adjacent .

'y « opponent. ¥y
y ‘\ If that hit, that hero cannot play actions 'i ‘\ If that hit, that hero cannot play actions 'i
', \ “during its next turn. \ “during its next turn. 4
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N deals 2 damages instead. y ) opponent.
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\ Negate all effects from any one card played by > £ \ Negate all effects from any one card played by 3 Any attack from an opponent w:thln Radius /
N a hero within Radius 3. This hero may discards 4 p. \a hero within Radius 3. This hero may dlscards N 3 deals 2 less damages.

\

a card and lose 1 Endurance to ignore this 4 a card and lose 1 Endurance to ignore this A If that attack’s power becomes 0, draw a
effect. £ effect. £\ R card. £
Lose 1 Endurance. 4 Lose 1 Endurance. 4 4
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\ Any attack from an opponent within Radlus \ Place a Flre Marker on an ad]acent case. . } \ Prevent the next 1 damage from any one
N 3 deals 2 less damages. # ..\ Whenever a hero begins its turn on a case . " source. y.
If that attack’'s power becomes 0, draw a /, '\ with a Fire Marker, that hero loses 2 /, | You may play this card from your discard pile. /,
. card. £\ “Endurance. P A “\Ifyou do, remove this card from the game £
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! \ Prevent the next 1 damage from any one ;/‘ \ Whenever you play Preparation, draw a ;/
N source. 4. \card. #
You may play this card from your discard pile. /, ! . Increase your maximum hand size by 1. /,
M\ Ifyou do, remove this card from the game f £
after. {
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\ Until your next turn, each attack from ‘ \ Until your next turn, each attack from ‘ \ . Push all adjacent opponents by 2 cases. f
N heroes within Radius 2 deals 1 less damage. j . N heroes within Radius 2 deals 1 less damage. j . N Lose 1 Endurance. /:v! )

. Draw a card. g \ Draw a card. g \ Refresh. y
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’ \‘ Push all adjacent opponents by 2 cases. ‘ \ . Deal 1 maglcal damage to up to 3 different ‘ \ . Deal 1 maglcal damage to up to 3 different ‘

N Lose 1 Endurance. y. « target heroes, within Radius 4. y. « target heroes, within Radius 4. 'y
) Refresh g ‘\ If there is only one target, draw a card and 1 If there is only one target, draw a card and 'f

£,5 *Refresh. £,5 *Refresh. £
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\ Prevent the next 3 damages from any one f \ Prevent the next 3 damages from any one ‘ \ Remove any number of Counters and /or f
N source. # . | source. y. N auras on this hero.

| Attacker and you may draw a card if that ‘, ‘\ Attacker and you may draw a card if that *, ‘\

\ “attack is fully blocked. ', \ “attack is fully blocked. £ > 4
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' \ Move 2. /"\ \ Move 2. /"\ \ Deal 4 damages to any adjacent opponent. /'

“ Draw a card. “ Draw a card.
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* \ Deal 4 damages to any adjacent opponent. /' * \ Prevent the next 4 physical damages /'
4. ' from any one source. ’
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Eacthero can use‘ the following ski:llj_. _when
condtttons are met i R

A tton Hide a card: Move 1, then Refresh

‘1

Actton ‘Hide a'card: Deal 2 phystcal,
damages to any adjacent opponent

Action, Disable this hero : Draw a, card and
gain 1 Endurance.

Trick, Hide a card : When being attacked,
you'may prevent the next 2 physical

‘\ damages from 1 source.

' \ Whenever an Ally die, draw a card. y
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