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\ An adjacent ally gain back all his 2D If an ally within Radius 3 would die, instead " \ Prevent all maglcal damages dealt to this i
N Endurance points, then discards his entire 4 prevent all Endurance lost this way. That hero 4 .\ hero and adjacent allies this turn. 'y
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. \ As an additional cost, disable this hero. °\ \ As an additional cost, disable this hero. \ At end of your turn, this hero and adjacent ;
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' \ At end of your turn, this hero and adjacent ; \ \ Move 4. You must end your movement next ; \ \ Move 4. You must end your movement next ;
 allies gain 1 Endurance. # ..\ to an adjacent ally. # ..\ to an adjacent ally. '

. If you are been dealt damages, destroy this '; . You cannot attack this turn. '; . You cannot attack this turn. /
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\ \ Ifyou are being attacked by a Ranged attack, ;/\ \ If you are being attacked by a Ranged attack, ;
““ move 1. 4. move 1. y
Then, if you are out of line from that attack, ¢ Then, if you are out of line from that attack, ¢
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\ . If an ally within Radms 2 has been dealt ’ \ . If an ally within Radms 2 has been dealt )t ) . An adjacent ally gains 1 Endurance. ;
< damages this turn, draw up to 2 cards. A < damages this turn, draw up to 2 cards. y. “ Draw a card. 'y
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\ . An adjacent ally gams 1 Endurance. \ This hero or an ad]acent ally gains 3 y 3 \ This hero or an ad]acent ally gains 3 y.
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\ . Deal 3 damages to any ad]acent opponent. ’ \ . Deal 3 damages to any ad]acent opponent y \ Remove all counters and auras on any y
* If a hero has gained Endurance this turn, § . * If a hero has gained Endurance this turn, § . N allied hero within Radius 3. 'y
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' \ Move 2. /M \ Prevent the next 4 physical damages }
* Draw a card. y. " from any one source.
f'/ - L d[q f'/ - ) d[q
Lebelheim 148 e Lebelheim e
7 = o RN
(¢ ' jp— Innate Skills 3\ >
/j‘ . '/i\{
‘ = ¥
\ \ gld 3 4
Eachl.l.-{_ero can use, ;h(e fgl!qwu?g sklj!s_ _|,¢vl‘1en
conditions are met: i 7 \—
A%gn,‘ Hide a card: Move 1, thgn Refresh.

/ Y/~ Fy
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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.
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' \ Whenever an Ally die, draw a card. y



