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Target all enemies within Range [X 2
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. :..: - Swap the positions of any two figures.
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Redistribute all damage taken by you and
all summoned allies however you like.

No figure may receive more damage
than they have hit points.
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Move W. 3

Add +1 AttackZ to all
Command @ actions this round.

¥ ; Attack ¥ 3
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1 STUN @

All summoned allies within
Range%’3 perform

Move ». -1

with you controlling the actions.
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Move Y. 2

Swap the positions of any two enemies.
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Shield @1

Affect one adjacent ally
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Attack ¥ 4

§ 3 STRENGTHEN @

Self
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Heal & 1

Affect all allies

Attack %2
Move V. 2

Attack ¥ 2 ﬂ
Move Y. 2

1 Attack #2
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Any one summoned ally performs

Move ». +0
Attack /"} +0

with you controlling the actions.
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Attack ¥4

Target all adjacent enemies
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Move Y. 3

PUSH &2

Target all adjacent enemies
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Attack 72

Command @

Target one adjacent enemy
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Move W. 3

PUSH &% 2
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Shield @2

Affect all summoned allies

Retaliate § 2

Affect all summoned allies
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Heal ¢ 5 ¢
RangelX 3
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STRENGTHEN &

Affect one adjacent ally
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Attack %2
Target © 2

Heal & 2
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Move W. 2

Swap positions with your bear.

Move W. 2

. Command &
Kill one adjacent normal enemy

whose current hit point value
is equal to or less than 6.
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Command &

Attack ¥ 1
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DISARM
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to your bear’s attacks for the round.
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= Before your bear acts, you may choose to forego
the top action of your turn to add +3 Artack 7%

Before your bear acts, you may choose to forego =
the bottom action of your turn to add i
+3 Move Y. to your bear’s moves for the round. & =
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Attack %3

@ + +1 Attack %, “ OO

Move W. 5

After your bear’s next five attacks,
it performs a “Heal @2, Self” action.

Attack #3
Heal 6 3

Recover up to two lost cards
with Summon actions on them.
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1 Z%  Summon Wind Totem

) Target all adjacent §
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enemies

All adjacent
allies add +2
Attack # to th
Attack actions.



