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N Ranged attacks on non-adjacent ;l‘ \ The first time each turn you deal damages ;l‘ \ At end of your turn, if there is an adjacent ;
;d opponents deal 1 more damage. ,} _. ! to a hero at least 3 cases away, draw a card.,; _. ' opponent, you may Move 1. ,} )
Y
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* \ Whenever an attack with Range is * \ Ifyou are adjacent to a wizard, choose a '\ Deal 3 damages to any opponent within Yy
;" unblocked, it deals double damages and it .  direction and deal 3 magical damages to each 4 _ < Range 3. I
! loses and cannot gain Refresh. # | heroes in that direction. '~ | Then, deal 2 damages to each other 4
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» \ This comes into play with 4 Counters on it. * \ Deal 2 damages to any opponent within ,l \ Deal 2 damages to any opponent within Yy
Q Whenever you would deal non-magical damages, o « Range 4. I < Range 4. 'y
| remove 1 Counter from this aura and that attack /, | If that hit, opponent gets a Poison Counter. ;| If that hit, opponent gets a Poison Counter. /,

_deals 1 more damage. of of

g _ f,\XEach hero loses 1 Endurance at beginning \ ™ Each hero loses 1 Endurance at beginning
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' \ Place a Bounty Counter on any opponent. ; } \ Place a Bounty Counter on any opponent. ; } \ Move 1. You cannot end your movement ;

“ Rogue attacks deal 1 more damage toany § . * Rogue attacks deal 1 more damage toany §_. ° adjacent to any opponent. D
A A A 4

. hero with a Bounty Counter. y hero with a Bounty Counter. y Draw a card. y
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. \ Move 1. You cannot end your movement ; \ \ Deal 3 damages to any opponent within  *\ \ Move 4. ;
N adjacent to any opponent. #.. ¥ Range 4. If that hit, put a Bounty Counter 45 v,
' Draw a card. /, . on it and Refresh. g ‘\ //
. “Refresh. £, 5\ * Rogue attacks deal 1 more damage to any £, * £,
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3 \‘ Move 2. You may move through another hero. )t\ \‘ Move 2. You may move through another hero. )t\ \‘ Deal 3 damages to any opponent within
Y Refresh. #.. \ Refresh. #.. Y Range 4. If that opponent has a Bounty 'y
i e y ' Counter on it, this deals 6 damages instead. y
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3 \‘ Deal 3 damages to any opponent within - \‘ Deal 2 damages to any opponent within - \‘ Deal 2 damages to any opponent within
Bl Range 4. If that opponent has a Bounty o ¥ Range 4. If that hit, return this card into  § .. « Range 4. If that hit, return this card into
| Counter on it, this deals 6 damages instead. °, ‘\ your hand instead of your discard pile. y ‘\ your hand instead of your discard pile.
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> \‘ If any opponent is moving within Range 4, ;\ \‘ If any opponent is moving within Range 4, ;‘ \‘ Put a Trap Marker on this hero’s case, then ;
N deal 2 damages to it. # .. { deal 2 damages to it. 4. Move 2. 'y
! LN ¢_ . If any hero moves on a case with a Trap /
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' \ Prevent the next 1 damage from any one ; \ \ Prevent the next 1 damage from any one ; '\ Move 2. 2
* source. y . | source. ..\ Refresh (Whenever this action is completed, #.
Draw a card. 4 ' Draw a card. 4 _ you may play again.) 4
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'\ Move 2. 2 \ Prevent the next 3 magical damages from any / 2
Refresh (Whenever this action is completed, ,I .. one source.
you may play again.) /,
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EachIHero can use(the followmg skills when ‘ k 1
conditions are met §\ 7 \\-r I
A%m Hide a card: Move 1 then Refresh
Actwn 'Hide a'card: Deal 2 physu:al, \
damages to any adjacent opponent. ’( !
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Action, Disable this hero : Draw a, c‘ard and I
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Trick, Hide a card : When being attacked, £X
y you may prevent the next 2 physical /
‘\ damages from 1 source.
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' \ Whenever an Ally die, draw a card. ; * \ At beginning of your turn, lose 1
e N Endurance.

v



