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\ At beginning n, deal 1 ;\ \ Once per turn, if you deal 3 or more o \ If an attack would deal more damages than y
N magical damag adjacent # .. " magical damages to any opponent, drawa # . your Endurance, prevent all those damages. § .
Q\ opponent. { ' card. '} ‘\ Move your hero on any case within Radius 3.7,

£\ Y #,\ * Your Endurance is now 1. £
>4 ot Ny wf §>\ s
- - b . ¢

/ Lebelhelm
$7

-//j\/
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' \At beginning of your turn, gain 1 Endurance.; \ Destroy anyAara on an adjacent hero. - \ Destroy any Aura on an adjacent hero. ;
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' \ Deal 2 magical damages to each heroes » > \ Deal 2 magical damages to each heroes P \ Choose a direction then deal 3 magical ;
N within Reach 3. # ..\ within Reach 3. # .. damages to each heroes in this direction. § .
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» \ Choose a direction then deal 3 magical ; ) \ Place a Torment Counter on any adjacent ; \ \ Move 4.
N damages to each heroes in this direction. 4 _ " opponent. P
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. \ Move 4. ; \ \ Move 1, then Refresh. ;
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\' Deal 3 maglcal damages to any ad]acent )“ ) Deal 3 maglcal damages to any ad]acent ,‘ \ . Deal 1 maglcal damage to each opponent .
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\ Deal 2 damages to any ad]acent opponent. ; * \ Deal 2 damages to any adjacent opponent. /’ * \ Prevent the next 1 damage from any one
N Refresh (Whenever this action is completed, # .. \ Refresh (Whenever this action is completed, y . | source.

you may play again.) you may play again.) ¢ Draw a card.
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& \ Prevent the next 3 magical damages from any /
 one source.

' \ Prevent the next 1 damage from any one
“ source.
Draw a card.
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hHero can use(the follow:ng skllL: hen ‘
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tlon Hide a card: Move 1, then Refresh

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.



