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\ Whenever you deal combat damages, you - \ At end of your turn, if you have gained 7D Each time you deal damages to a y

N gain an amount of Endurance equal to half 4 _ " Endurance and an Opponent has lost r e opponent, you may search your deck for .
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\ You may play this card only if a hero has 2D If you would be dealt damages while you ~ \ Deal 5 damages to any adjacent opponent. y
« gained Endurance this turn. y. N have no cards in hand, prevent the next1 4 . N That opponent Endurance cannot go below .
! Deal 7 damages to any opponent within damage that would be dealt and draw a 1 this way.
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\ \ This comes into play with 2 Counters on it. i‘i" \ Deal 4 damages to any adjacent opponent. i‘»"\ \ Deal 4 damages to any adjacent opponent. y

N Each time you play an action card, you may y. p) If a hero has gained Endurance this turn, § . p) If a hero has gained Endurance this turn, § .
i lose 1 Endurance to have it gains Refresh. A draw a card. ' draw a card. £
‘\\At beginning of your turn, remove a Counter {I ‘\\ {I ‘\\ {I

A

oT this card. If you can't, destroy it. o ) % ) %
2 g o s X 4

4 = eN / > 8 N, /
e é : L L, (5.5 peL L, (5.5
" Lebelheim 124 i " Lebelheim 007 /7 " Lebelheim 007 e

\



« fp— Clear the Path %‘a\‘“‘r’f//aear the Path %\\?f 4 — Holy

{ ¢ L

° o ﬂ’/ 5 R o o ﬂ’/ \ o ° ﬁ’/
Cleric - Action’ N Cleric - Action’ = Cleric -Action’
-_— T 7N % -_— T 7N 7 f
) SR L T\ S— o 3 T\ = /
\ \ Deal 5 damages to any adjacent opponent. * \ Deal 5 damages to any adjacent opponent. * \'Deal 4 damages to any adjacent opponent. ;
N That opponent may move back 1 caseto . " That opponent may move back 1 caseto 4 . " If you have no more cards in hand, drawa § .
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"\ prevent all damages dealt this way. | prevent all damages dealt this way. /, "\ card and gain 1 Endurance. /,
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\ \ Deal 4 damages to any adjacent opponent. "\ \'Deal 3 damages plus 1 damage for each ; } \ Move 1, then Refresh. 2
' If you have no more cards in hand, drawa . " ally within Radius 2 to any adjacent # ..\ You may play this card from your discard j .
"\ card and gain 1 Endurance. | opponent. /, "\ pile. If you do, remove this card from the /,
R £, “Allies within Radius 2 gain 1 Endurance. %, “game after.
Q- A& ¢ e - 4 &

Lebelheim 090 Lebelheim 12 2V, Lebelheim 063 2V s

o - :.“\\x/',)', m ?-“\\x

rand pemn'g‘%“‘ f// Second Breath &\“‘

A < I \\\—;/‘ A
\‘,L‘A \? %j- ; T \‘LA \

'\

! —— =T
R Generic -Action’ R " Generic -Trick /f

e

N
= = —— - —

* \ You may only play Grand Opening during ;/‘ \ An action you control gains Refresh. ;/
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’ \‘ Deal 3 damages to any adjacént opponent. Jp \‘ Deal 3 damages to any adjacént opponent. o o \‘ Deal 3 damages to any adjai:ent opponent. :
N If that hit, that opponent must destroy an aura Iy N If that hit, that opponent must destroy an aura 'y «Q If that hit, that opponent cannot draw cards j .
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| or remove a Counter from its hero. | or remove a Counter from its hero. } during its next turn.
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= \ Deal 3 damages to any adjacent opponent. = \ Deal 3 damages to any adjacent opponent.
N If you have no more cards in hand, this deal

| an extra 2 damages and you draw a card.
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} \ Move 2. = \ Move 2 :\ \ Place a Healing Marker on this hero’s case. -
‘N Whenever a hero ends its turn on a case with a 'y

N Refresh. y. < Refresh. y.
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* \ Deal 3 damages to any adjacent opponent. /' » \ Prevent the next 1 damage from any one
* Draw a card. y .\ source.
Draw a card.
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A tion; Hide a card: Move 1, th\en Refresh
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Actlon ‘Hide a'card: Deal 2 physu:al,
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.
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