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You can use melee weapons

as if they were ranged.

You might change one of the
power dice to a yellow die

if you want (you can’t never
change the blue one).







MAGIC ARMOR_

Exhaust this card to ad 1§
to your results.
Even if this card is exhausted
you add a brown die to your
defense pool.
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i | APerform an attack and add a
yellow die.

Even if you don’t use this card

all of your attacks gain:
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You gain +2 @and +1 4.







Exhaust this card. While this £
card is exhausted add'1 gray &
die to your defense pool.







| Exhaust this card. While &
| this card is exhausted, enemies &

| can’t target you. If you performj.
an attack, refresh this card and

add 1 red power die to that
attack.

This card doesn’t refresh at &
the start of your turn.







#Perform an attack and add
a green power die to your
attack. The damage shown
in the green die ignores armor
and is always dealt to the target.
Your attack gains:
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A a Perform an attack &
~ choose the result of the attack &
_ dice and the defense dice. Thenf |
flip this card. Unflip this card &

at the end of the encounter.







 Hero turn ends now. Next £#
Overlord turn is skipped and  §
anew Hero tum starts. Then
flip this card. Unflip this card:

at the end of the encounter.




