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and V are doubled. No other weapons may
be used when using the Guardian,

CAPITOL SWORD
OF HONOR

MAY ONLY B
DOOMTROL
The swarricr gains + | ti F

SHERMAN .74
MODEL 13
“BOLTER"




M oD

AUTOCANMMNON

one aiac o, LINoase T LAy
befare combat begins. The same warnior
my be stracked twice, Trear each attack
separately

PURPLE
SHARK

&L, When the warrion uses the
. flip i conn, ¥ heads, the wartioe

TO ANY
LONIC. DOOMTROOPER. A
CAN ONLY HAVE | AIRSHIP
When flying this aitship, the warrior's §,
A and ¥ are doubled, Mo other weapons
may be used when using the CAP 7000P

NIMROD
AUTOCANNON

ARTILLERY. SHOOT WEAPON,. +31 1 5
The warrin ¥ dttack two opponents in
one attack action. Choose two targels
before combat begin.

The same warrior may be attacked twice
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Clansrman, +2 to F falwaysi and + 2

iwhen Fighting the Dark | egion| inatead

TICKER

o1 wrars aff, and
arrior sutearitically receives ane wond

PUNISHER
BLADE

FIGHT N
This warrior gains + | 1o F

CLANSMAN
CLAYMORE

nrng the

i, &2 bl

falwanys) and +2 (o A (when Fighting the
Dark Leghin) nstead

and 5 g b
killed. After the com rs off, and
the wartior satomatically receives one wouesil

PUNISHER
BLADE

FIGHT W

This warrior g

CLANSMAN
CLAYMORE

GIVEN TO AN IMPERIAL
MTROOPER. FIGHT WEAPON. + 1 tol
8] and + 1 1o A (when Fighting the
Fanl. With a Clansman, <2 1o F
and +2 to A twhen Fighting the
Duark Leghon) instead




IMPERIAL
DOOMLORD

ATRSHIP. MAY BE GIVEN TO ANY INIPERLA
WOOPER BCHR © IAVE
IRF AIRSHD h wirmeg thrs amrship, the
wartion's 5. A and ¥ are doubied, No other
weapois may be used diding combast when
uning the Doomdned

B b . R N . u Be N W N B

IMPERIAL
SOUTHPAW

ROCKET LALNCHERL SHOOT WEAPON
Warrios gains +4 to 5. If the opponent s
an arship, Or 18 cquipped with one, this
warrios gains an sdditional +2 to 5

HMG MK. XIXB
“"CHARGER™

HEAVY MACHINE GLN_ 5 'I.'I.F APOR

Warrior g

IMPERIAL

AN r-hl'r HAVE
HICLE. When (yving this airship, the
s 5. A and W ane doubled . No other
wiegpors may be used during combat when
using the Doodmlond

IMPERIAL
SOUTHPAW (

ROCKET LAUNCHER. SHOOT WEAPON

Warnor £a = . | J |1|.')|':|.1||1"rlt 1%

an girship, or is equipped with one, this
warmior gains an additional +2 o 5.

IMPERIAL
DOOMLORD

WY INEPER AL
AN \-kl-hullln AN DMLY HAVE
ONE W I-|r|1 LE. When flying this airship, the
warthor's 5, A and W ure doulled. No' othes
weapony may be mund during Bar when
wsing the Doomlorg

HMG MK. XIXB
“CHARGER"

MACHINE GUM. SHOOT WEAPON
Warrior gains +5 to 5.

IMPERIAL
SOUTHPAW

JCHER. SHOOT WEAPON
4 to 5. 11 the oppoanent 13
r i% equipped with one, this
warrior gains an additional +2 o S

HMG MK. XIXB
“CHARGER™

HEAVY MACHINE GLUN '-IH"'HI WEAPON,

Warrior gains +5 o g




SMG MK. 111
“INTERCEPTOR"

SMG MK. 111 ”
“INTERCEFPTOR"

SLIB-MACHINE DUN, SHOOT WEAPON
Warmor gams +2 o 5

FUKIMURA NO.
12 “KAMIKAZE"

AIRSHIP. MAY RE CGIVEN TO ANY
ATTSHINA, [ TROOPFER. A CAN OMLY

HAVE | AIRSHIP. When Oying this airship,

the warrior's 5. A and V are doubled. No
pther weapons may be med during
combat when using the Kamikaze

SCALPER

Wl g + | to its E ~IH1I.|: 1
-qiplu.u o it opponent's Fin combat
e to the horvific nature of the weapon.

FUKIMURA
NO. 12
“KAMIKAZE™

ATESHIP AND VEHICLE

" | When I'ull;. ||II'|- airship, the
warrior's 5, & and V are doubled, No orhier
weapois may be used during combat when

kating the K

SCALPER

s = andd =1 18

Fin combat dise

SMG MK. 111
“INTERCEPTOR™

SUB-MACHINE GUN. SHOOT WEAPDN,

Enns +2m s,

FUKIMURA
NO. 12 oL
“HAMIKAZE"

[ ]
droa W

warrior's 5. Al ¥V @ |!uuH-|l=I %u uther
woapony may be wmed diring cmbal wihen
usimyg the Kamikaze

GIVEN TO A MISHIMA,
! ¥PER, FIGHT WEAPON
armior gamns + 1 wo s | oand -1 is

applied o its opponent’s F in combat due

to the hortific nature of the weapon




BACTERIA
GRENADE " BACTERIA

GRENADE

KRATACH

Hfh..uﬁ Itk a machine gun i|r|.|.| is
affected by cands that affea
machine guna

bk Lot CURATOR

SWORD

MAY ONLY BE GIVED \ DARK LEGION

e, A warrior w Im.'vl:'n! by s sword gels a +4 to Fin

the Curator Svord | atitomaticalty killed warmir wonnded by the Curator Sword s

automatically killed

BACTERIA
GRENADE

an r|'|r=|1 .g-im:'l.'l ittt o speind 3 1, B

Fuery market warrie is-1 10 WO warrion dwope B
0%, it i dimcanded. Adelitional | srenadies e ignored

KRATACH

BRE GIVEN TO A DARK LEGIHON
WARRIOE \Illlflf' PON
s 1 to 5. This weapon
behaves like a machine gun and is affected
by cands that affect machine guns

CURATOR
SWoRD

\ LEGION

Warmior gains +2 to E A CURATOR with
this sword gets a3 +% to F inst A
warrior wotinded by the Curator Sword is
automstically killed,




W yoma can'n. s2dll clessard the wilerion

SCYTHE OF
SEMAL

MAY ONLY BE C
AR P
¥ Wt 3 «4 10 F and 5. Warmion
wogmcded by the Soythe of Sema are auio:
mateadly illed IF given po a Pretorian Stalloe,
that wmiot g +Bm S metead of +4

Al

etuipped

miay never be given
10 another warmor, and this wartior may
fever own another Fight or Fight/Shoot
weapon. It grees the warrior +2 to is F

GIVE ONLY T \ |

SHOOT WEAM +1 1D i

kills a warnior with the Shrieketh, pla
HERETIC frovm your colle Y AT YOuar
Keshart. Your still earn paints from the kill

SCYTHE OF
SEMAI

kilbed. W given
i a PEETORL STALKER. that warrbor gains =8

o S instewd of +4

warmion, and this warmo
oty andithes Flaela or Fig

weapon. B gives the warmior + 2 to s F

T A K LEGION WARRIOR
EAPON. + 1 to 5. IT this warrior
arrior with the Shriekech, place a
TIC from your collection nto your
Kohort. You still earn points from the kill

SCYTHE OF
SEMAI

BAAY [HSLY BE
AR FICH

1 arpomatically killedd. Iy
ti 4 PRETDIRLA ALKER. that warrios gaing =8
iy 5 instead of &4

MAY ONLY BE GIVEN T

§ 10K, FIGHT WEAR
Onice equipped, o L may never be
& o another warrior, and this warmor

iy never own another Fight or FghtShoot

weapon. It gives the warriol o its F




BAYONET

ATTACH T ANY SHOOT WEAPQON
e weapon can now be used as a Fght

weapon, oo, Increase wartior's F by +2

CYBERMETIC
RETIMNAS

he warmar's F and 5 are +3, and the
warTior is immune to cards which cause
hlinddness

CYBERNETIC
POWER ARM

RGHT WEAPDN

Warrior gand +6 o F

ATTACH TO ANY SHOOT WEAPON
Thie Weapiin mg rwed @s a8 Fight
wieapon, and incre he warrior's F lwy
+2 while it wan play, A weapon may anly
have one Rayonet

CYBERNETIC
RETINAS

The warthor's F and 5 are +3, and the
waEmion ks immune to cards which cause
blindness. A warmor may only have one

Cybermetic Retinas.

CYBERNETIC
POWER ARM

Warmor gains +4 to E A warrior may have
up to twa CYRERNETIC POWER ARMS,

The weapan may also be used as

weapon, and increases the warrion's F by

+2 while it is in play, A weapon may only
have one Ravonet.

CYBERMETIC
RETINAS

The warmior's F and S are +3, and the
warmor 15 immune to cards which cause
blindness. A warrior may only have one

Cybemetic Retinas.

CYBERNETIC 7
POWER ARM /N

Sy

Warrior gaing +4 to F A warrior may have
up oo Dwa i YRERNETIC POWER ARMS




scard the FIRST AID KIT to
3 him- o
worpret Ty ook Iveal 2 Dark
Lirginey searrac, ot imay & Dark Legion wasmios
sl & Doomtroopes: The FIRST AL KIT may
ot e vaed o @ just dlfed warrion

GREMNADE
LAUMCHER

ATTACH TO ANY SHOOT WEAPON
Warrior gains +1to S

SHOOT WEAPON

&t 5

apei, The FIRST AID KT may not
b used oo @ justkilled wantior

GREMADE
LAUNCHER

ATTACH TO ANY SHOOT
OR FIGHT/SHOOT WEAPON
Warmior g + 1 1o 5. A weapon may only
have one Grenade Launcher

GEHENMNA

FLAME-THROWER. SHOOT WEAPON

Warmor gains +6to 5

This warmos ma
any thime tos he
ar hersell). A D
Legion warr wor mary d Dark Leghon warrion
head & Doomtroopes. Thie FIRST AID KTT mas not
bt wsed on a pust-killed warrwor

GRENADE
LAUNCHER

ATTACH TO ANY SHDOT
FIGHT/SHOOT
ins +3 o 5.8 wenp
have one Grenade Launcher,

GEHENNA
PUKER

FLAME-THROWER. SHOOT WEAPON,

Warrior gains +6 to S




COMBAT
ARMOR

Wamor gaims + 1 1o A

COMPOSITE
ARMOR

L&A PLASMA
CARBINE

ASSALNT R
Warrhor gains +3 to §

AEMOR
Warmor g2 # 1ot A A warmior
never be equipped with mare than one
suit of Armor

COMPOSITE
ARMOR

Wilrmi s 4 rrior may ondy

b ned wit it il Arerece

ARMOR.
Warrior gains + | 1o A, A warmior may
pever be equipped with more than one
suit of Armor

COMPOSITE

AR K
Warrior gains +4 to A, A wartior many ond
be equipped with ome suit of Armio

ASSALILT RIFLE. SHOOT WEAPON




PSYCHO-
SCANNER

s wiarmior is artackaed, it may
eilite Wiy t. Flip the

warrrior card face down for free

RADAR
SCANNER

W WARRIOR
This warrior may not be attacked by
airsiups

A warmor may detonate a smoke bomtb

by discarding this card. The warrior may

retreat from a oounbat before o beging,
ending the attack pcrion,

PSYCHO-
SCANNER

WATTROED
wn for free. T 5 tirl enil

the combat.

RADAR
SCANNER

k this warrior, but may

not wse the airship at any vime doring

combat

PSYCHO-
SCANNER

IT this warrior is attacked, it may
o into cover. Flip the warrior
card face down for free. This does nor end
the combat.

RADAR
SCANNER

This warrior mav not be acked by
atrships. A warrior MPMPED with an
airship may attack this warior, but
not use the airship at any time dhuring
combat

SMOKE BOMB ﬁ

churin §
warrior may retreat from a combat before

it begins, ending the attack action




DEM?‘II..:_TICIN S— DEMOLITION DEMOLITION
KIT

If the warnior is affected by a fortification

The wairtior may use this |
during combat, e may destroy the

equipment durimg i Lin chit during i1
or its opponent s sffected by fortification scarding . Tortification by 1||5-I--|fi1li.'lp; this card., The
fortification. The warrior may set an fortification is also discarded.
explosive charge by discarding this cand i
The fortification is also discarded

LOCKDRUM

HEAVY MACHINE GUN, SHOOT WEAPON
WaErTHH gains

1T WEAPON y
applied to OPPONent § 5

1 i also

HEAVY MACHINE GUN. SHOOT WEAPON
ing 4+ oS and -

ked to opponent’s S

o to opponenl § 5,

PERSONAL

el by discan
bec

This ends the comibsat.




FORTABLE
FORCE SHIELD

COMSIDERED A FORTIFICATION
Warrhor gains 46 to A

PUNISHER
HANDGUN

HANDGUN. ACHTSHOOT WEAPDN
Warra s +1 \ WATTICN
may attack using two handguns

REVERBERATING
SHARFENER _ﬁ*
L]

ATTACH TO ANY FIGHT WEAPON, BUT
NOIT A FIGHTSHOOT WEAPON
Warmior gains + 1 to E

PORTABLE
FORCE SHIELD || /)
el

SIDERED A FORTIFICATION
Warnor gaing +6 to A. A warrior may only
have one Portable Force Shield

PUNISHER
HANDGUN

HANDGUN, FIGHTSHOOT

REVERBERATING
SHARPENER

ATTACH TO ANY FIGHT WEAPON,
BUTE NOT A FIGHTSHOOT WEAPON
Warrior gains + 1 to |

CONSIDERED A FORTIFICATION
Wisrror % 46 10 A A warrior may only
Portabhe Force Shicld

PUNISHER
HANDGUN

HANDGUN. FIGHT/SHOOT WEAPON.
Wartior gains +1 to F and 5 A warrios
may attack using two handguns.

REVERBERATING
SHARPENER

ATTACH TO ANY FIGHT WEAPON
BUT NOT A FIGHTSHOOT WEAPON
Warrior gains + 1 o E




TELESCOPIC

TELESCOPIC g § 4
s 3 : TELESCOPIC " : SIGHT

Y SHOOT WEAPON OR

ANY SHOOT WEARON ATTACH T ANY SHI 1T WEAPON

§ Ay

o Telescopic Sight




HEIMBURG
HEIMBURG d HEIMBURG

3 MAY R
ALTHALLS CITY

o i ik imeml gakn +2
their A while HEIMBLURG is in play

Ry not have tw nithcal Cities in play
simultaneously

THE CAT
ATHEDRAL THE THE

CATHEDRAL ’ CATHEDRAL

BROTHERHIM
ITY. Al off your TTY. All of vou € il ‘ C 2
iers gam 2 o thesr A gain + THE CATHE d . 3 THEDRAL
be THE CATHEDRAL = in play s b pilay, You " is in play. You may not have twa identical
Cathedrals in Cathedrals in play simult wsly

SAN DORADO

"MTOL CITY

‘ a4+ T L nembers gain +2 to
wrhile SAN DORADO is in play A while SAN DORADO s in play. You
mury not fu two ddentical Cities in play

stmultaneodsly




BE ADDED TD YOLUR
E ACTION. CYRERTRONNK
teic memmb In
2 to their A while THE HI) iv in play. You
' pot lave twa bden ithes in play
wihile THE HI} oo play, simulianeou

T memb
’ E HO}is in pla
mary not hive two identical Cleies in |||J'|.
simalt aneously

FUKIDO

CARD MAY BE ADDED TO YOLIR
RIAL CITY,
s gD+ 2 o

thveir A while FUKIDCH is in play. not have two Identical Clties in play

their A while FUKIDO ks in play
nidt ave tw

simuftaneously

)
a

VED TO YOUIR
\ ISHIMA CITY
our Mis nembers gsn +2 1
ers gain +2 o A while: LI

E is in play i i their A while |
A4 have cal L 1 Hay
may not have two identical Cities i PRI

simulraneously




CITADEL OF
ALGEROTH

BE ADDED TO YOUR
HORT AS ONE ACTION
ors of Algeroth in your Kohon
while thve CITADEL O
ALGEROTH s In play

CITADEL OF
DEMNGGONIS

MAY BE ADDED TO YOUR

ONE ACTION
All Followsers of Demnogonis in your
Kobuort gain + 2 1o their A while the
CITADEL OF DEMNOGOMNS is in play,

CITADEL OF
ILIAN

ToYOLUR
INE ACTION
1 yoar Kohorn Ean
+2 to their A while the CITADEL OF
[LIAN is in pliy,

CITADEL OF
ALGEROTH

while the CIT
frlany
Cita

CITADEL OF
DEMNOGONIS

CITADEL OF
ILTAN

1 Yo Re !
¢ the CITADEL OF 1L
s T fdentE

CITADEL OF
ALGEROTH

iy, You m e
Citadels in play simultancously

CITADEL OF
DEMNOGONIS

CITADEL OF
TLIAN

may not have two identical Ciradels in play
sirmiLltane




CITADEL OF
MUAWIJHE

1T YOLUR

Karhaort
eir A while the CITADEL OF
MIULAWTIHE is in pliay

CITADEL OF
SEMAI

oilvort
+2 10 thewr A while the CITADEL OF
SEMAI is i play

SPIKED
BARRICADE

i +
1 artach but may be attacked
P onve Youl can give this ool 1o o Giflerent

WarreaT 2% OnE SeTinon

CITADEL OF
MUAWIJHE

THIS
KOHOR
A il

CITADEL OF

ADDED TO YOUR
Al Feallowe
+2 10 theeir A
while the ( L OF SEMAI is in play. You
may not have two identical Citadels in play
similtaneously

SPIKED
BARRICADE

CITADEL OF
MUAWIJHE

ED TN
1 VCTION. All Ful
pwifive [ vour Kohort gain +3
A the the CITADEL OF MUAWIIHE is
play. You may have twa identical
Citadels in play simultangously

CITADEL OF
SEMAI

Al Fallowsers of
+ 210 their A
M i i play, Yiou
Ty have two identical
similtan

SPIKED
BARRICADE

GIVE THIS CARD T WARR
ACTION. T W A

ipil wall and gains + 1 to A, The
it antack but

may be attacked by one. You can give this

card to a different warrior as one action




SECRET - CRET .
™ HEADQUARTERS ) 5'5"“ / SE&EET

o s

WalTTROTS 1T
attack you. You miust spend 5 O during
wour draw step cach tum 1o keep this

card in play

ey

AND TO A WARIOR AS DN

A and

o i

ol ek & Fighi
e T T amtatad by one. This card

at ey e attockied bry nne. This cand m
& (e BCTE

FOXHOLE

oxhole. It gets A and <2 tn E The et } \ Y ti L 2 d -2 o E The watrios
warmor canmed make a Fight arack but e L ght ke cannot make a Fight artack but may be
mav be attackied by one. Thia card may attacked by one. This card may | ne, This card may be given 1o
b.._a'_u s o a different wirrior as } a different warnor as one wi & (e BT




- ELEMENTAL
ELEMENTAL -
BALL . . BALL

ART OF ELEMENTS ART OF ELEMENTS, ART OF ELEMENTS
PERSONAL COMBAT SPELL PERSONAL COMBAT SPELL PERSONAL COM

T eery 2 LA 5
For every 2 [0, caster gaing +2 10 F For every 2 D, caster gains +2 1o | For every 2D, caster

ELEMENTAL
BOLT

ELEMENTAL | ELEMENTAL
BOLT Y BOLT

AET OF ELEMENTS - \KT OF E ENTS, ART OF ELEMENTS
PERSONAL COMBAT SPELL. For every I ONAL COME PERSONAL COMRBAT SPELL
D, caster gains +2 10 % e i For every 2 D, caster gains 42 1o §

ELEMENTAL
WALL

ART OF ELEMENTS
PERSOMAL CDM SPELL. For eviery 2

D. caster gains +2 oA




RESIST
ELEMENTS

ART OF ELEMIE
I | PERSONAL COMBAT SPELL
fns -+ 1t A Caster automatically gains + 1 to A
D, the ¢ T gains an For every 2 0, the caster gains an
additbonal =1 A addithonal + 1 ton A

additional +1 to A.

EXORCISE EVIL
THOUGHTS

THOUGHTS THOUGHTS

EXORCISE EVIL ) ' EXORCISE EVIL

ART OF EXORCISM
TRAT SPELL

ART OF EXODRDISM. COMBAT SPELL For

every 2 D spent, &

# | 1o A Or & imm i
e GIFT OF MUAWIHE card For eve i Far every £ D spent, affected wamor
gaing -+ to T y the effect: gains + 1 toA of i immane to the effecs
of one GIFT OF MUAWIHE card of pe GIFT OF MUAWHHE card

EXORCISE DARK - ' :
INFLUENCES r5 EXORCISE DARK IS EXORCISE DARK

INFLUENCES INFLUENCES

i1
. 'ATTIOr 1% Eor every 1 D ted warrior is
GIFT card Fmmune to the effects of one BARK wine 1o the elfects of one DARK
SYMMETRY GIFT card SYMMETREY GIFT citrd




EXORCISE [ EXORCISE
o EXORCISE POISON
POISON OISO N ;

ART OF
COMR
For every 2 D spent, affected warmior gains
+ 1 o A o is immune 1o the effects of one
GIFT OF SEMAI card

¥ sz arfecte TG
gains + 1 to A or is immune to the effects
ol prie GIFT OF SEMAL card,

F 1 1o A or is immune 1o the effects of one

EXORCISE
INFECTION

WRCISM. COMBAT SPELL. For
. affected wamior gains + 1 €
mamkine Lo the e of e GIFT
OF TLIAN cord

EXORCISE
DISEASE

L

GIFT DF DEMNDGDNIS ca

GIFT OF SEMAI cand

EXORCISE
INFECTION

AR
COMR
For every 2 D, aff } warrion
gains # 1 to A or is immune to the
effects of one GIFT OF ILIAN card

EXORCISE
DISEASE

ar s mmon ) Lhe ects of one
GIFT OF DEMNOCONS cand

EXORCISE
INFECTION

ART OF EXDRCISM
COMBAT SPELL
For every 2 D, affected warmor
gains + 1 r-u A oF s imimune o the
wifects of one GIFT OF ILIAN card

EXORCISE
DISEASE

ART OF EXDRLISM
OMBAT SPELL
ted warrior Zains
¢ [0 the effects of one

GIFT OF DEMMNOCONIS cand.




EXORCISE
WOoOUND

ART OF EXDRCISM. COMBAT SFELL
Far every 2 [, affected w ins +1
o A o0 1§ i

GIFT OF ALGEROTH card

ginming of your el
BT attacks, il gains +2
to ES Aand V.

YOLIR TLIRN. All spells ©
his tum opst 1D less to cas
of kmprove (minkmurm of 1 D). For
imszance. 4 spell that costs 3D 1o grve 4 1
tin A iveoww cenly comts 2 D per + |

EXORCISE
WOoOUND

(Y kLl
I eviery 2 D, alfected warmion
Eains + 1 o A or is immuine o the elfects
of one GIFT OF ALGEROTH card.

attocks, it gaing + 210 FE S A sl ¥V

thies Tuam cost |

6% (i Cast oo improve (minimum of |
D). For instance. & spell that costs 3 D to
give 4 1 o A now only cosl [} per + 1

EXORCISE

ART OF EXORCISM
COMBAT SPE
v £ [, alfected warriod
gains -+ 0 1o A or is immube to the effects
of one GIFT OF ALGEROTH card

vour next furn, I the caster
atracks, it gaine +2 10 £ S, A and V

F MENTALISM
CAST AT THE BEGINNING OF YOUR TURN
Al s this caster casts this tum cost |
[} less to cast or improve [minkmum of |
D). For instance. a spell that costs 3 D to
give +1 to A now only costs 2D per + |




ART OF MENTALISM. PERSONAL COMBAT
SPELL. The caster strikes at its opponent
first. If the caster wounds the opponent,
the combat is over. If not, then check if
the caster is wounded. This all happens

after plaving all combat modifiers

AST AT ANY TIME
naffected by Durk
s until the beginning of

VO nasal Leim

chedk i the

happens sftes

and V are doubled
of your next tum,

Thae

SYITHTHILTY |

and

ART OF MENTALISM
PERSONAL COMBAT SPELL ST Shrloe

first. M the ¢ T walmnigls the

an IS oppaoi

-
opponent, the cambat is over, I not, then

wingds the
I nost, then

otinded. This all
TS

check if the caster is srcded, This all
happens after plaving all combat modifiens

codrshat it

OF MENTALISM
5T AT ANY TIME
The caster is unaffected by Dark
Symmetry cards

itil the beginaing of
VOur mext turn,

VOUT mexl tim

itil the beginning of

b llesgl namveil

eginning of vour niext tarm




INVULMNER-
ABILITY

ART OF MENT,
. The 1e1 miay not be
killed wntil the beginning of
yorur next turn

Personal { 5 revery 1 D
caster's E 5 and A
increase by +1

INVULNER-
ABILITY

and killed as normial

F.and % are +3

‘ LEVITATION

S andd A

INVULNER-
ABILITY

ART OF MENTALISM
CAST AT ANY TIME ON CASTER

& ol Yo next fum.
e, caster may be wounded
and killed as normal

T OF KINETICS
AL ( SPELL
spent, the cister’s
Fand 5 are +5

For cvery 1 [ spent, the
increase by 41




PHANTASM ' PHANTASM ' PHANTASM

ART OF Kih 5. PFRSONAL CO 1A 5 3 iy 5
AET OF KINETICS. PERSONAL COMBAT SPELL |-'|I| sy RSONAL CX MBAT ANT OF KINETICS. PERSONAL COMBAT
J ser appears like any Biotherhood e FEEF RPPEIEE BNG Sy SPELL. The caster appears like any

plivy (Far 4 D], ay

Brotherhood m T

T imAeoper in
play (b 6 D), oo Gy Dokl Legghon waeriod in Procamtroaper in pay (e 6 D), or any Dark

play e 10 OF The coster uses the £ 5, A and \ Leglon warrkor in play (for 10 D). The
o the coriginal caster uses the F 5, A and V of the onginal

Brotherhood member in play (for 4 D), any
Doomtrooper in play (for 6 D). or any Dark
Legion warnor in play (for 10 D). The
caster uses the £ 5 A and V of the original

SHIELD SHIELD

ART OF KINETICS AT OF KINETICS

ART OF KINETICS i ;
PERSONAL COMBAT SPEL PERSOMAL COMBAT SPELL

PFERSONAL COMBAT SPELL
For every 10D spent, the caster
gains + 1 to A

For every 1D S the caster For every 1D spent, the caster
gaina + 1 to A gaing + | 1o A,

STRIKE STRIKE

ART OF KINETICS ART OF KINETICS ART OF KINETICS
PERSONAL COMBAT SPELL PERSOMAL COMBAT SFELL PERSOMNAL COMBAT SPELI
Far every 1D spent, For every 1D spent, the caster For every 1D spent, the caster
the caster gains + 1 o 5. gains + 1 105 gains + 1 to 5.




TELEPORTATION

ART OF KINETICS. CAST AT ANY TIMI
For every 1 D Epenil, One Weapon or
ecpuipment cand may be transferred from
amy one Doomtrooper to another.
Weapons and coquipment may also be
teleported back into your hand

TELEPATHIC
MESSAGE

ART OF MANIPLILATION. Casr at any
. Yoo may Lell an opponent that he
or she must attack a specific warmnor
during his or her next turn. That player
gris to choase which of his or her
warmiors to artack warh

LESSER
HYPNOSIS

ART OF MANIPLLATION. COMBEBAT SPEL
You may change the Defender of the
combat to any other warnor in play, The
Antacker must be eliginke to artack the
new Defender

TELE-
PORTATION

ART OF KINETICS, CAST AT ANY TIMI
For ewvery 1 D spent, you may ransher any
one equipment card from dny Doomiroepes
tiy anw other Doomtrooper in play in the
same Squad. Your equipment cards may
also be teleported back i vour hand

TELEPATHIC
MESSAGE

ART OF MA
nv cimie, Y | tell an apponent
he or she must sitack a specihic
s iduring b s heer next tarm, Tha
plaver giets to chodse which of his or her
wilrriors to attack with

LESSER
HYPNOSIS

ART OF MANIPLILATION
IVMEBAT SPEL

You iy change the Defender of the

coimbal o arvy otET WarTeoT in |;l'|ql-1|-
Ihe Artacker must be eligible to attack
rhe mew Diefender

PORTATION

ART OF KINETICS. CAST AT ANY TIME
For every | D spent, you may transfer any
one equipment card from any Doomitreoper
o amy ciher Doomtrooper in ploy in the
same Squad, Your egquipment cands miay
also be teleported back into vour hand

TELEPATHIC
MESSAGE

ART OF MANIPLILATION
Cast at any time. You may tell an opponcent
that he or she must attack o specific
warrrior during his or her next tm., That
player gets to chiose which of his or her
warriors Lo attack with.

LESSER
HYPMNOSIS

AT OF MANIPLILATION
COMBAT SPELL
You may change the Defender of the
combat to any other warnor in play
The Attacker must be eligible to attack
the new Defender




GREATER GREATER GREATER
TELEPATH
o + TELEPATHY . TELEPATHY

OF MANIPULATION. COMBAT SFELL

v in pday, even il -
the mew Altlackey wissld ol nesmally be ’ nadiv be allowred n : i e 2

At ta miadk the new Defle let : F 3 tet The coster may also
] ¥ dictnte the battle ta dictate Bartle t dictane the li Rmcthe i

GREATER GREATER GREATER
DOMINATION ’ DOMINATION

ART OF MANIFLIL
CAST AN
50 1 may look &t an » VOl may K &t an
oppanent’s hand and discard two of his oppanent’s hand and discand two of lis
or her cards or her cards

SUGGESTION

Tell the aft 5 ncnd. Tall o
hatr warnioes ki the e bt L sk r“h.| -I-Il -lrhl. I.l.rl .I
Antacker for this commhat. Thar wir ] 5 it ; uch of s or her wiamions is the
amack, but its plaver packs the . dibhha i Attacker for this combat. That warrior st

ittack: Wit It e ik e attirck, but its plaver picks the Defender




- I qu
hand, The T wruthifislly hand, The opponent mist answer truthifially
¢ 5 D, The sanw or reluse 1o snswer for 5 D, The
guestion can be el | | ) ¢ stion can be ashed dagam |

anmverr for 500, The
ko] agay

ART OF 75 2 ' ART OF PEEMONITION
WORL LY G { 1wl
3 pliying deck. COnce you For every 10D, yo ¥ LA D For every 1
harve lnoked theough the deck. the deck’s pponent’s playing deck. Once you have opponent's playing d
owner thay shullle and cur it looked through the deck, the deck’s owner jooked through the deck, the deck’s
may shuflle and cut it. mav shulfle

'.L:l

¢ ITEM VISION : ITEM VISION

ART OF PFREMONITION ey T OF PREMONITION
v L, P ¢ 4 1 spaent A3l o s I ¥ Cast al ¢ EIr pent, you
look at an opponent’s awd - mav look at an opponent’s hand,




very | D, the affected warmior gains
+11oA

PREMONITION

ART OF PREMONITION. COMBAT SPELL
{ the Defender in an

LESSER
TELEPATHY

ART OF PREMONITION
T SPELI
You may ch thwe batthe maoi
used for this combat.

¢ PRESENCE

ART OF P Ml

K. For every | 1D, the

affected warrbor gaime =1 o A

Your mmay Char der in an

Atk o any ol your ofher warriors

LESSER
TELEPATHY

You miay the battle tactic

usetl for this combat

E—W

ART OF PREMONITION
AT SPELL. A { CAST 11
! NG A DARK
WARRIOR. For every | [, the
affected warrior gains + 1 1o A

the Defender inan

attack Lo am i other warriors

LESSER
TELEPATHY

ART OF PREMONITION
PELL
 the batthe tactic
lor this combat.




1 extra card
Keep | of the eatra cards and discard the
rest, Before drawing, decide how miny

exfra cards 1o draw

EFORE
L draw |
extra cards and

L I
discard the rest. Belore drawing, decide

how many extra cands to dr

v ol your chiod
wdrnller gets I
eqjisal 1o twihce s W IFthe Defender is hun
voour gt D egual to the Defender's W

EMPATHY

ACTION
), & ii the
details of any anack |
sk, inchuckng the Astacker, Defender,
hattie tactic, and if there will be an srack. If
pessible, the pliver must follow the plans

TRUE PATH

For every 3 0. ¢
cxtra card. Keep | of the extra cands and
discard the rest. Before drawing. decide
how many extra cards to draw

ART DF CHANGEL!
ACTION, Cost
af o Your chiice
is hurt, s control
equal to twice its V. IN the Defender is burt,
vou get D equal to the Defender's W

turm|s), inchading
bagthe tactic, and i ther will
possible, the plaver must follow the plans.




CHANGELING. CAST Y TIME
every 5 D, one Doomir
o pied into & Heretic s med o ared
= now back to normal. Any Dark Sym:
metry catdds played on the warrior
first be discarded at the costof 3D e

OF CHANI N0 CAST AT ANY

- T wmmnge 1o the effects of any
one Dark Symmetry card unul the
berginming of your next turm

LESSER
DOMINATION

ART OF CHANGELING

o v 8 [, you may ook &t an
opponent’s hand and discard one of |
or her cards

L I

sffects of any one
Dark Symmetry ciard wntil the begmnmnmg
ol worr next twirn

LESSER
.(:.. DOMINATION

opponent’s hand and discard ote of his
or her cards

EXORCISM

ART OF CHANGEL]
For everv 5 1, « D
it a He
to normal. Any Dark Symmetry cands
playvied on thie warrior must first be
discarded at the cost of 3

¥ ITor
imimune to the effects af any one
Dark Symmetry card until the beginning
. of your next turm

LESSER
DOMINATION

and discard ane of his
or her cards




GREATER

R . ' GREATER o
.¢. BXBNESIS - I-?\?FE:ESIE cés HYPNOSIS

1
b corporation or the Dark Legion




BELINDNESS

i sitfer-a <2

Ity o their Fa

DARK FIRE
DARK FIRE

IMETRY GIFT DARK SYMMETRY GIFT

[ark Fire flo " r's hands, Dark Fire fie arrior's hands

ma+lwink Htoitsk gving & + | tooits F

STMMETEY GIFT

oA




') ATTACKER AND
KK | JE E AN NCED, For every 3

SCED. o 1 D, amve I ( not attack wuntil
ol attack until the L4 YOUT iext fum

1!-t'-g|||r'.||||'. ol woar et L

TERROR

TERROR TERROR

WITEY




DIMENSIONAL . U‘”Tﬁ*‘:g”“" DIMENSIONAL

WARP

GIFT O = il
=g by this warrion \LGEROTH

PORTAL OF
DARK HEALING PORTAL OF PORTAL OF
DARK HEALING DARK HEALING

vt sthi. i
# witmided, i may bal itsell
34 three acthnn

PORTAL OF
PORTAL OF
DEATH UNDEATH PORTAL OF
R UNDEATH

GIFT OF ALGERCTH
[ L 0 waTior OhLY STOW ON A NEP}
place an UNDEAD LEGIONNAIRE from your ALGEROTH. If the Nepharite k
collecthon b poer Kohor, You still eam ploce an UNDEAD LEGHINNAIRE from your

cudllectmar my 1 i ' -
— -y ants frovm the kill collection it your Kohort. You still eamn

discard the w!

points From the kill,




NECROVISUAL
NECROVISUAL NECROVISUAL

LINK

May only be
§ Ay .-\||1|'.II-|' i
action, you may loeok : . f & action, lowade it As ane gotion, yvou may leok at
hana another ply . another plaver's hand

GIFT OF A
vor may invoke i
unded Dark Legion Freney on | W Mk
4 warriors. Put a marker on the affected WRIThors, Put g cer on the affectad
earh marker, the warrsr's A is -1 wattior, It is healed, For sach marker, the watrior It s healsd A Evkrkes the
wilrrior's A s -1 varrior's A is -1

FLOW OF ACID
FLOW OF ACID

oke a Once pe
attack may imvoke a Flose of Aci 3 F
v takes attack. For every 3 [, each wamior in play
takes 1 point of damg I this i equal to or
greater than o warriors A, it is wounded talees | point o -
ater tham a warrior's A, it is wounded




GIFT OF ALGEROTH

of t
suffer a -2

ROTH
Time, this FT TR

mury choose pquipment card in play 1o
b discarled




ANIMATE
REAR ANIMATE DEAD ANIMATE DEAD

again; rem
play. It can't wse Art or [hark Symmetry cards

GIFT OF DEMNOGCONIS
3 Of & WAt

ty 1o their A

AEITION TV SREE <

T ma

enemy warrior, Place ar
affected warrion For every 3 age markers, ed warnor. For every 3 age m
that warrior suffers a -1 to E 5, Aand \ If the rsuffersa-1oES A
warmior's ¥ reaches zem, discand the wairmaon walTionr s vV weand the warrior,




MO O

’ 2y weap
equipment card in play to be dizcarded

DIMENSIONAL

DISRUPT POWER

§ DIMENSIONAL

sunded b
automatically k

DISRUPT
POWER

@

DIMENSIONAL
HOLE

GIFT OF TLIAM
led |

ically killed

DISRUPT
POWER




wa
yourr Kohvort bo assist in a battbe it is
unvndved ine Your warnios add theii
stack ratings together The Defender
chooses which warmor t

HAND OF DEATH

2, Wit wounds ity oppon
the combat i over. I not, then meso
the opponent’s artack, This all ha

alfter playing all combat modifi

I OF 1AM
For every 10 B, this war

1 VOuUT WArmiors
add their amack ratings together. The
Pefender chooses which warrior to attack

HAND OF
DEATH

GIFT OF TLIAN
wi W imay call a
i Kohort to assis
in & batl d . Your warriors
add their attack ratings together. The
Defender chooses which warrior to attack

HAND OF
DEATH

GIFT DF 1LIAN,

This wirmior s F and 5 are & 2

CIFT OF TLIAN
wpper h in
attisck first, I it wounds
wwent, the combait & over, I net,
svent's attack. This all

GIFT OF ILIAN
i3 the upper hand in
s attack first. I 0 wounds
s opponent, the combat is over, 15,
then resolve the opponent's attack. Thi
happens after plaving all caombat m




tl
Thie affected v
not artack or be anincked until the
beeginning of your next tum

RUL
L ¢ Ay nol attach WATTION Iy
until the begmning of your next tim be artacked wntil the

begmning of your next turm

WWITHE
wonents always
v 1o their F and 5

SEND ' SEND
DREAMS DREAMS

fig © 1o go mto cover. Flip the causing 1o go ko
affected wartion fa

the affectied war down

affected wanrrior Tace down




% off & combal 1t 18
ahved in at any time

WIND OF
INSANITY

ke e
W each warmos
it of damage. H this s
oot bess than 3 warreor & A i s wonded
This doesn’t count & an attack

|, Instead, it becomes o
Hricts Yark Legron. Move it to itx

contraller’s Kolort. Dark Symmetty cands

miay be playved on the new Heretic

WIND OF
INSANITY

1 1, each
age. I this is
thain a w A it
tled this AT PO

GIFT OF ML,
This wartior may the Battle Tactics

ofac ombat it 15 inv ibved i ar any time

WIND OF
INSANITY

wolrded. Warriom kille

This doesn't cosmt ds an attack

GIFT OF SEMAI
WallTIE IR
' R =¥
of the Dark Legion. Move it to its
controller™s Kobort RK SYMMETREY GIFT
cards may be playved on the new Heretic

{'the Dark 1 ]
controdler's Kohort, DA YMMET
cards may be plaved on the new Heretlc,




CONTROL CONTROL

furm, as 3
W wdrrior and
st not attack Jeclare that Tl T
atack during i 1 ext turn I attacking, its plaver’s t tuern, I att
s planyrr cheoset the c . Its plaver chooses the Defender. ITnot dses the D I root
phiryer may ariack with a difl player may attack with a different w

GIFT OF SEMAL

AP0 [ arkcie] GIFT OF 8 FT OF SENAL
carcls i W3 (el « LLE ' This warrion cal a combiat 1% i at
are discanded ¢ 3 Ay timae cards played duering the
15 warrior muks mmmediately go q b this warrsor combat are discardied, and this warror
into cover. This coses 1 0, but no actions. meg o Cover st immediately go into oover

This costs 3 [, bist no actions This costs 3 D, but no actiol







TRAITOR TRAITOR -
DISCOVERED TRAITOR 4 DISCOVERED [%%4

DISCOVERED _‘_.f:-"'; »<

Py LK
Wauibies Dsmitioope s until miss
the killed w: T ched warmit b ’ 2 Rine T Ll

may not b al To this warrion

INSPIRE THE
INSPIRE THE - } INSPIRE THE
MASSES P =4 MASSES ' MASSES

e all At

ot alTected

WHISPRRS OF WHISPERS OF WHISPERS OF
HERESY - HERESY

WETTIOr To oI W And earmn
tevice the nocmal W The kithed warmior may twice tThe no "\ WERITION TRy
st i Personality not be a Personality.




INTERNAL
AFFAIRS
CRACKDOWNMN

) EwATE 1
artacked warrk

RECALLED

CLAN
INFIGHTING

warme mary el be kemtial to thi

INTERMNAL
AFFAIRS
CRACKDOWMN

CLAN
INFIGHTING

Laxpmitis

INTERMAL
AFFAIRS
CRACHKDOWRN

WETELIE P

RECALLED




FURY OF THE
CLANSMEN

its ¥ in Destiny Points or twice itz V in
Prumotion Pints

EXONERATED
ROMNIN A

PORTAL OF
THE GREAT
CONQUEROR

FURY OF THE
Py CLANSMEN

iny Points of twioe
v in Promotion Points

EXONERATED ¥ 3

i ad

FURY OF THE
CLANSMEN

four timmes it
it Voin Promotion Points

EXONERATED [ ¥
RONIN :

ur otherwiae

i et
Frunia tlse ki
play lose e

iter e




Ml DARK KOHORT
E

Keep at v

live Dark g5 in your Kohoart Fig
full v [of your own) b ¢ full turm |
mission and earn 5 Prod

Lohort for ane

- ¢ of this tum until the
s the end of this B end ol your next tum) to complete the
your fext timj to complete the mission and earn 10 Promotion Points
v and eam 10 Promotion Podnes

DESTROY SQUAD DESTROY | DESTROY

SQUAD ] SQUAD

ASSICN TD ANY PLA
of your Dark Legion war
st Squs *f i | 4 5 uad membser in p
complere the mission and earm an complete the mission and earn an
e, Additional Squad sdditional 5 polnts, Additional Squad atdditional 5 points, Additlonal Squad
enter play Liter members may enter play late members may enter ply

SNUB THE SNUB THE SHNUB THE
SARDIMAL CARDINAL CARDINAL

Kill & Bro I r to complete the
' arm Fromution mission and eam 3 extra Promotion
Prvimits ativicly, tum a Brotherhe & R i 3 i
FHILS L ¥. i iratherhood Peyimits. Altermativ tum 4 Brotherhood
member into 8 Hérethc and eam 10 member mto a Heretic and earn 10
Promotion Poings Prommotion Points




SIEGE

OF THE

CITADEL

pecenw 3 F

heostreataon Poanls

1o thinee Dimaes

ASSASSINA-
yoe TION

ty wearrhon
kil it to
and garn poinds
equal bo twice ¢ whue of the

assaesimaled 1T

SIEGE OF THE
CITADEL

PROVE YOUR

ASSASSIMA-
TION

HIE W B) i Kadl ot R
complete the mission and cam points
equal to twice the Value of the
assasanated warnior

SIEGE OF THE
citabeL (/%
ey

PROVE YOUR

L LRV BT




SUICIDE
MISSION

IMISSIONn 15

o ed. The player controlling the
warrion earns Promaotion Points egual to
the warrion s ¥, and 3 mare if the wartior
lled another warmior in its final battle

INFILTRATION

DESTROY
KOHORT

3 poimts. Additional Kohor
memnbers may enter play latei

SUICIDE
rﬁ-”:, MISSION

I this wa

completed. The player cor
warnior earns Promotion Points equal to
the wairrior's ¥, and 3 more i the warrior

lilled another warrior in its final battle killed another warrior in its final bartle

N TO ANY PLAYER
City, Cathedral or Citadel in

W and receive B

DESTROY

DESTROY
g - KOHORT KOHORT

% st kill &
+r in play Lo
comp
arddin

additional 5 points. Addit
members may enter




beramg i
Poant

NEPHARITE
HUNT

ean 4 addimonal points

L EArm one Promoiion
This mission & never campleted

NEPHARITE
HUNT

her four t
nts of twice its V in
Promotion Points,

FIFTEEM =
MINUTES OF f :

FAME k
g

i and

rently
[1104] p|.|1 WONL 2T e
n Point. This mission is

never comple

NEPHARITE
HUNT

Destiny Points or twice its V in
Promotion Points

FIFTEEN
MINUTES OF
FAME

{[IM-PE MALITY
ATTIO st kdll a
mplete the mission and
cam ditional paints.

L ©arn ong
obrit. This mission is
nevier completed




sl i yerur squd for

ot o) 1o camiplet

mitsadon and eFrn 5 Promotion Perims

FLUSH OUT THE

COWARD

WELL-ROUNDED

e J cpuadd for one
full trn (lrom the end of this turn until the
end of your next tum) to complete the
mizsion and cam 10 Promotion Points

FLUSH ouT
THE COWARD

IRIOR
wplete t
s egual 1o twice the

sladn warmor's Value

fusll vwrn (from the end of this tum until the
end of your next turn) (o completye the
mission amd eam 10 Promaotion Poings

FLUSH ouT X
P =y THE COWARD ﬁ;

slain warrior's Value




SPOKE IN
THE COG

T ANY

1 w 1= rdered a

miember ol the Bauhaus Corporation in

addition to any memberships it currently
holds

HONORARY
BAPTISM

ESSENCE OF
INTEGRITY

st dfiscard all of their Dork Symmetry
carths amd are wounded

SPOKE g |
IN THE COG [y
g oy

member of tf auhaus Corparation
in addition (o any m et s
currently holds

HONORARY
BAPTISM

ESSENCE OF
INTEGRITY

AT ANY TIME. YOU MLUIST HAVE A
BROTHERHOOD WARRIOR IN YOUER
1. ALl Followsers of Semai in play
must discard all of their Dark Symimetry
cards and are wounded

OOMTROOPE ANY TIME
The af od warrio w considered a
imember of the Bauhaus Corporation
in addition to any memberships it
currently holds

HONORARY
BAPTISM

PLAY ON A NON-BRROTHERHOOD, NON
CYHl DOOMTROOPER ANY TIMI
The warrior s now a member of the
Rrotherhood in addition 1o any
memberships it currently holds. This card
does not allow the warrior to cast the Arl

ESSENCE OF
INTEGRITY

Y TIME. Y
HERHOCI) W

maist discard all of their Dark |
cards and are woimided




ESSEMNCE OF
CLARITY

st discard all of thelr Dark Symmetry
cards and are wounded

ESSENCE OF
MORALITY

T HAVE A
WARRIOR IN YOLIR
SLAD wwers of Demnogonis in play
st descard all of their Dark Symmetry
cards and are wainded

ESSENCE OF
RECTITUDE

PLAY AT ANY TIME. YOU MUST HAVE A
OTHERHOOD WARRICIR IN YOILIR
1. All Heretics in play must discasd
all of their Dark Symmetry gifts

ESSENCE OF
CLARITY

JUAL, All Followers of Muawijhe in play
mist discard all of their Dark Symmetry
cards and are wounded

' ESSENCE OF
;/" MORALITY
L k

OUR SOUAD, Followe H
i I play must discard all of
thelr Dark Symumetry cards and

e wioineled

ESSENCE OF
RECTITUDE

all of their Dark
Summetry Gifis

ESSENCE OF
CLARITY

PLAY AT ANY TIME. YOU MUST HAVE A
BREOTHERMOOD Y OR 1N YOUR

SQUAD. All Follow uawiihe in play

miust discard all of their Dark Symmetry
cards and are wounded.

ESSENCE OF
MORALITY

PLAY A
YOU MLUST HAVE
WARRIOR IN YOUR SQUAD, Foll
Demnogonis in play must discand all of
their Park Symmetry cards and
are wounded

ESSENCE OF
RECTITUDE

PLAY AT ANY TIMI
YOU M HA! ITHERHODOD
WARRION IN YOUR SQUAD. All Heretics in
play must dipcard all of thewr Dark
Symmetry Gifts




ESSENCE OF
PURITY

Y TIME. ¥OU MUST HAVE A
0 WARRIOR IN YOULIR
s of lian in play must
discard all of their Dark Symmetry cards
and are wiomidied

ESSENCE OF
VIRTUE

T ANY TIME. YOU MLUST HAVE A
ERHOOD W

SOUAD. All Followers of Algeroth in play
maest discard all of theyr Dark Syminetry
cards and are wounded

ESSENCE OF
PURITY

andd are wotinded

ESSENCE OF
VIRTUE

Y TIMI
A BROTHE L]
OR IN YOUR SOLAD, All Followers
! It ins pliy muwst discard all of their
Dark Symmetry cands and are wounded

AT PEACE
WITH THE ART

ESSENCE OF

PLAY AT ANY TIME. YOU MUST HAVE A
BROTHERHOK VARKIOR [N YOLIR
SQUAD, All Followers of Tian m play mst
discard all of thelr Dark Symmemy cards
and are wounded

THE W30
IAD, All Followers
ol J«Ihl mlh in ;rl.l.-.- must discard all of thelr
Bark Symmetry cards and are wounded

AT PEACE
WITH THE ART

ANY TIMI

aflected




P  MYSTICAL

;/” TRAINING
%

EOTHERHOOD MEMEER
? 1T
5 niow able Lo use % abile " of the At

disciplines of the Art. This card Phis card temakas with the warrior

remaing with the warmor

REPENTANCE
REPENTANCE

iy play are discarded

MYSTICAL

1w af
all dixcip

of the A

This card remains with the warrio

still pay any costs listed on the Art card

All Heretics




ELEMENTAL |
EMPATHY ) ELEMENTAL (F ELEMENTAL

EMPATHY : EMPATHY

EACTION
therho AFTHOEE i
i i i the Art of Eements, |

FIRAL  lilbed v % dliscarded a v 5
the warrior s kilbed, thiz card = discarded the warrior is killed, this card is i arded

EXORCISM ' .
EMPATHY . EXORCISM T EXORCISM

EMPATHY ! EMPATHY

ROOFER PLAY ON ONE OF YOLIR BROTHERHOOD

WARRIOR®
i ¥ ast ART OF From now on, all Brotherl
ENCHRCISM spefls yaur Squad may wse the At of Exorcism, If ail may use the Art of Exorcism, 1

the warnior s killed, this card is discarded the warrior is killed, this card is discarded

MENTALISM i
EMPATHY MENTALISM 3 ™ MENTALISM

EMPATHY EMPATHY

THERHOOD
i
WETTHITS 1) all Brothe J § i
MENTALISM spells s the Mentalism your Squad may use the Aol Mentalism
this card js i the warrior & killed, this card is
discarded discarded




KINETIC . | KINETIC KINETIC
EMPATHY EMPATHY

EMPATHY

Y DOOMTROOFER
W TIMI

mary s the A of I

of Kinetics, Il |
the warrior is killed, this card i3 discarded,

ard is discarded

MANIPULATIVE
EMPATHY MAMIPULATIVE | el MANIPULATIVE

EMPATHY EMPATHY

W ANY DOOMTROOPER PLAY ON ONE OF YOLIR BROTHERHOOD
l VARE % AN ONI ]
w cast ART CF T i i WIS From r . all By
MANIPULATION spefls LAt ad i » th ) your Squad mery ise th
Marnipulation. If the warrior is kille

card is discardied

PREMOMNITION - PREMONITION
- PREMONITION :
EMPATHY EMPATHY ’ EMPATHY

PLAY ON ONE OF YOUR BROTHERHOOD

THERHO

A% ! ¥
PEEMONITION spells vt 8 A ar Squad may us
anition. If the warrior 18 killed. this
card is discarded




CHANGELING
AANGEL e CHANGELING . 1 CHANGELING
EMPATHY 13 ' ERTY

PLAY O ANY DOOMTROOPER N ONE OF YOUR BROTHERHOOD

WIS i
s 3 ok Sopuad may use the A ol Changeling
e st e If the warnior is killed, this card is
vi Y i 3 3
discarded,

SPECIAL
@] COMMENDATION

SPECIAL r
COMMEMNDATION |

witol Corpe !';I-_'lx'd a I . d : d i The affed WRITHO &5 DOW COr
W 1, ; :
‘- I Corporation, in ol e P ; ; member of the Capital Corporation,
Bernhips it currently i % iti
holds in addithon 1o stibers in addition (o any memberships it
LS 2 ;
b curmently holds. currently holids

INSUBOR- | INSUBORD- T MR INSUBORD-
DINATION . i "l INATION 7 . 4 INATION

WV O ANY I

Freetancer wiatil it 5 i
i [l
wer until it gets anothes, Ay poine i1 TN by
earm becomet [




. 1S A
comsidered & member of the € Abertronic
Corporathon in addition 1o any
memberships it currently holds

MPERIAL
1t
LM Ii.l.l."l. ;LI. il
mierirer of 1hr Imperial Corporation in
scbdition 1o amy memberahips it o renthy
hinlids

DUTIFUL

e iniber -nt the “1‘.‘1rrn..| C urr-m.:llrrﬂ (4]
sddition to sy memberships i curment Iy
holds

NOTED
EFFICIENCY

ered a

Pt uen in

addition 1o an wersitips it

currenily

DUTIFUL
SERVICE

e

:v/‘" EFFICIENCY

TIME. Th
consdered a mem
Corparation j fiticaes to any
memberships it currently holds

Y TIME
is now consk
¥ nal Corporation in
addition ro |.||I metmberships it
currenthy

DUTIFUL

& ad

MOM-MISHIMA

ANY ||1~”,

member of the Mishima Corperation in
addition to any memberships
It currently halds
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VENGEANCE ™ ":/"’ VENGEANCE
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SWORN w SWORN EY)
u
i a ¢

Il e than
wed. aitly the faret o

CHOSEN

PLAY ON ANY DARK
IE. Th
Yarg Symumetry gifts from any with Dark Svmmetny
Dlark Sym giits froen any Aposthe Apostle.

wied with writh L

Apostle.

TAINTED! =] TAINTED!

WDOMTROD

i% also considered a Her
Legion, DARK SYMMETRY GIFT cards can
be played on it

Hetetic «




DARK [ DARK s 5 DARK
YRR e md  VISITATION B VISITATION

canth 3
o werll, snd Dark Symmetey Gift o | warrior as well, and DARK SYMMETRY
be bestowed on it GIFT cards mav be bestowwed on it GIFT cands may be bestowed on i

. FALLEN FROM
FALLEN FROM : e 1
FALLEN FROM . FAVOR

FAVOR

IR AT ANY TIME
One ol that aimioT 5 Dark Svr iy

D ol that s Dark Svimetry () i ; ¢ [harl TR cards, chosen by vou, b discarded

youi, 15 discarded.

caedy, chosen by you, is discanded

NECROMUTANT ' B NECROMUTANT
FRENZY ™y FRENZY

1 iy then attack th
This han no effect il




CORRUPT
SHIELD

FLAY ON A DARK LEGION WARRIOR
AT ANY TIME
The affected warmion m dnmdnG o 1he
effects of At cards. This card remains
with the wartior

et & mevnber of the Dark Legion and may
seceiee drry Dark Syenmetry gift from o ¢ Dtk
Aptie B0 BTy HiTee 3T B0 HTHIA

CORRUFPT
SHIELD

t cands. 1

remains with the wisrrion

tates the Heretic. It s foreved
of the Dark Legion and may
vy Dhark Syrmmet ift frowm any
Dark Apostle at any time L no action ot

TAINTED
CONJURER

CORRUPT
SHIELD

L ir 1%
the effects of An cards, This

EITITILer g i
atng with the warrioe

card rem

TIME DN A HERETIC WITH AT
IMETEY GIFT. The Duark
the Heretic. It is forever
a member of the Dark Legion and may
e e any Dark Symmetry gift froum Jj1',
DMark Apasthe bt any time at no action cos:

TAINTED
CONJURER

ifected Heretic m
you first spend 3




PLAY AT ANY TIMI

viches before the

Shoot (o ts ray be made until the
begmning of your next furn. This
isstantly ends a Fight combat,

EVASION
TRAINING

( i all contact, Only
Shorot combats may be made until the
beginming of your next turn. This instantly

enids o Fight con

EVASIVE
ACTION

EVASION
TRAINING

% THREI

rgans + |

durning combat
with tllf WaETTHO

PLAY AT ANY TIME.
MGTITIOWS ravin retchi e the

T all contact. Onby
¥ be made until the
noang of your next turn, This instantly
ends a Fight combau :

EVASIVE
ACTION

EVASION
TRAINING




BOTCHED
ORDERS

BAMBOOILED!

PLAY IMMEDIATELY AFTER A PLAYER

% s

c gopls and defraud the
resalts. All Prosmotion Points the player
st sarried are lost. Place twice the
number of Destiny Points into your poal.

BOTCHED
ORDERS ['J; L

discover the warrior's goals and defraud
the results, All Promotion Polnts the player
just camed are kst Place twice the
number of Destiny Paints into your pool,

BOTCHED \
ORDERS ﬁ:

PLAY IMMEDIATT FTER A PLAYER
PROMI

| Fromotion Points the [Hlaves
Just earmed are bost, Place twice the
tumber of Destiny Points into vour poal

regarcliess aof




¥ AT THE BEG
FYOLR TUR
n extra attack action
this turn. Do no sse the Attacker or
Defender of the wecond attack until after
the first attack s complete.

AUTOMATIC
FIRE

iG COMBEAT
NG A SUB-MACHINE
CGUN,. U I v OR HEAVY
MACHINE GUN. The bomus given by the
weapon iy doubled for this combar.

dincarded. A warrior may be demoted
any number of timcs

M
Affi
the

Y DFLTRING Y
OLl PERFORM AN TIONS
chk action
) tacker or
of the second attack untl] after
the First ate s complete,

AUTOMATIC
FIRE

IB-MALE {
GLN OR HI Y MALE s
honus given by the weapon is doubled
fioor this combat

LAl
WO 1%

e demoted any

J/"p BLOOD LUST ﬁ

ORM ANY ACTION
AN Fxira { § Nl 13}
this turn. D choose the Attacker o
Defender of the second smack until after
the first artack is cgmplete

AUTOMATIC
FIRE

0N A WARRIOR
GLIN, LIGHT
MACHINE ( OR HE
The bonus given by the weapon is daubled
" for this combat

Y WARRIOR AT ANY TIME
WIS perma thy -2 to Vo IF

the warmior is

discarded. A warrior may be demoted any

mrmber of times




fi & pon the
hattlefield, practically eliminating
nly Fight combats may be
perforied until the beginning your next
turn. This instantly ends a Shoot combat

EXPEDITE
REQUEST

PLAY AT ANY TIME DURING YOUR TU
it draw pile, put one
hand, then shulfle your

draw pile

BORN WITH A
SILVYER SPOON

high places. You may spend 5 D and jgain
T Promoi CHNTS, e

performed
il the beginming et tiirn, This

instanthy ¢

EXPEDITE
REQUEST

e BORN WITH A
;/'—’ SILVER SPOON

PLAY AT ANY TIME
cends upon the
battlefield. practically ellminating visilyiiny
Ondy Fight combats may be performed
il the beginning of vour nest tum. This
instantly ends a Shoot combal

EXPEDITE
REQUEST

’:/"’ SILVER SPOON
y I

FROM THE GAME ENTIRELY
Search through your draw pile
Pt oie cand into your hand
then shuffle vour draw pile

™ BORN WITH A ff
-

Py

PLAY IMMEDIATELY AFTER A NUN
BROTHERH( ]
PLALCED IN A SQUALD, The | ni
that just joined the Sguad has frie
high places. You may spend 5 0 and g
Promation Points. once




INFLUENCE

PLAY DN ANY PLAYER AT ANY T IME A '. ! PLAY DN ANY L AT ANY TIME
speendd, the affected T v i L For every 1 D pend, the affected
pla 5 UL Iy Nt cause the P LEE I 1 ¢ plaver loses 1 D, You may not cause the
sffected player 1o hine less than 0 0. attecte i b affected player to have less than @ D

FILE
TRANSFER

PLAY DN A
ANY TIME. You r . ffs y PLAY ON ANY UNFULFILLED A
missi
iy y } Ha | In play jor
laver if it is & player misshon). The
sion is mo longer assigned to the
ariginal reciplent

DISCOVERED

Sl el DISCOVERED ﬂ;
by i oy

DR IN COVER
PLAY ON ANY & VER 3 8% PLAY ON AMNY
TIME. The aff i | e TIME. The af i 0 found

ham been fownd amd
and lose I ooy ||'|‘I|1-.' - Flip the

cover. Flip the warrior
warrior card face up




EARTHQUAKE

FLAY Al

MI citadels and citie y are discanded iy and cities v discarded.

MAL-
FUNCTION!

TIMI
L

discanded A r5e A% discanded

COWARDICE ﬂ"
dmwy

PLAY ON ANY PLAY
of, and any wa already is
in cover is discarded, unless its player

spends 5D




PORTENTS OF
VICTORY

PRI THON POL

wCTOTious warTior inspire your army. For

every Promotion Point just earned. place
2 0 into vour pool,

UNDERCOVER
AGENTS

(=
kegally. You ga

PORTENTS OF
VICTORY ﬁ, -

FLAY IMMEDIATELY AFTER ONE OF YOUR

For eviery
ed, place 2 D

UNDERCOVER
AGENTS

1 wal cand

1, i discarded

SECRET
MISSION

il of the benefits of the

completed midsmon

PORTENTS OF "
VICTORY m :

ICLOTLS
WERIITHM INSRINT YOUr army For every
Prosmotion Polng just earned, place 2 D
o Youar podl

' UNDERCOVER

Ve

n o Special card
by you, is discarded

Yo may conduct
the mission i done 1 and this
carcl, Youu mmust be ab that yew
completed the mission Rirly and legally.
Yo gain all of the benefits of the
completed mission
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COMNSTITUTION

OOPER
affected ¢ immiane (o the
ol Dark Symmetry cards. This cand
remmaing with the warrior
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T
pile to your han alsn sp
O at this time to returm a second cand to
wour hand

;/,'.“ CONSTITUTION

this fime 1
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L
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FRAMED!

PLAY DN ANY PLAYER IME
1 ¢ | Promotion Pomt o
5 Voriy i CAaus
wiur oppanent’s Fromotion Paint poal to
drop bielow 0

GIFT OF FATE ﬂ;

card
mni hand, Yiou may al
b FetLinn & sEcond « o yustir hand




- HIDDEN IN | - HIDDEN IN
| THE SHADOWS 'R THE SHADOWS

PLAY ON A WARRIOR AT ANY TIMI
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The affect E AN 1y +3 1o A step, The affected warrior gains +3 1o A
oA

Dy slep

FORCED 1
MARCH i | | - FORCED

MARCH

e J
, PErOrTENG o i i o bus o
sl Turm ; : VS IO Birh

LUCKY SHOT - LUCKY SHOT ﬁ:




DIVINE
INSPIRATION

T ANY TIME DURING YOUR TURN
31 TR 3 }
oflection and put one
card dmta your hand

. the combal & over

If mot. resolve the Attackes’s attack. This
all happein after plaving all combat
mondifiers

BOGGED
DOWRN

DIVINE
INSPIRATION

m
il put ne Card i
vour hanl

I'I\'I' nEeExh Tirm

during a two-playes

DIVINE
INSPIRATION

K

5 THREE ACTIONS
D, OvVE

entire collection and put ope
cared o Vi hand

ha combat {5 over, I
of, resalve the Attacker's attack
This all happens after playing all
combat modifiers

PLAY ON

TURN. The

rxt L. Y not play this card

during a two-plaver game




sty cover only gives 4 +
A Alter the combat, the wartior remains
= ooveet, and the cover becomes. normal

ow an ealrs acthon this tuwim,
oven an exira Jtack. You may nat play
mane than one INITIATIVE per tum

SURPRISE
INVASIOMN!

\REIOE [HUIREMNG
THE EXEFENDIER
er. Flip its card
over, Thae s el L grves a +Xto A
After the comba, the warrhor remaims m
cover, and the cover becomas rormal

PLAY DURING YOUIR T
BEFOREE YO
You may take an
even an extra attack. You miry nid Plii'r'
miore than ane INTTIATIVE per tum.

SURPRISE
INVASION!

COM
Your warrior hastily finds cover Flip s card
over The hasty cover only gives 4 +2 to A,
After the combat, the warrior rematng in
cover, and the cover becaimes narmal

PLAY AS ONE ACT

i
Discard any one formification in may

FLAY DURING YOUR TURN
AE YU PERFORM ANY ACTIONS
ke an extra action this tum,

SURPRISE
INVASION!

PLAY A
Disi ard amy




MARTIAL
TRAINING

ewery 2 D spent dunng « ombat
rermaing with the wiarro

SHOOT OR
N

e wied durmg rhis combat, The weapon

comidered reloaded after the comhba

NARROW
ESCAPE!

MARTIAL
TRAINING

el OUT OF AMMO 5
% 2

e —

s COMBAT
iy ot be used
during this vt The weapon is
comsidered reloaded after
the combat s over

MNARROW
ESCAPE!

killed, but remains

MARTIAL
TRAINING

i v ol e used
during this combat. The weapon is
considered reloaded after
the combar is over

NARROW
ESCAPE!

PLAY IMMEDIATELY AFTER ONE OF YLX R

L1

The warrior i5 ot kille mains
at ity curtent status




CORPORATE
SHENANIGANS

FORTUNE
OoF WaAR

dio not have
¢ [hscard step
cands b your hand

the resailt s
¥ the result B 1adls
Provemasd o Pl s

P CORPORATE "
s a4 SHENANIGANS (8
24 s

Drestiny Poims

FORTUNE OF
waR

i your hansd

TIME YOU HAVE 5

Pyoserbsl iom Poents

SN CORPORATE
;‘/f"‘ SHENANIGANS f; |
| oy

PLAY AT ANY TIMI
Havers lose h ir P
de rid all of thieir
Deestiny Podnts.

FORTUNE OF o
wan-° I

F. scard step if
you have over 7 cands in your hand,

ANY TIME YOU HAVE 5
w POINTS O MORE
I the pesalt s heads, you gain
20 D, I the resudt is tails, you lose 5
Privmation Points




EFFICIENCY
TRAINING 1/
Sy

INE ACTION s CARD AS ONE ACTION
ds may be f v hanged
T WaTTIOTS, A d eV elween i I of vour wirrs i between
v ;-HI'I‘-'l'{'l-I- l..uur Sauad and your Wl your Kohort shiart

Kohor

POWERFUL
BLOW

ARRIOR DURING COMBAT

PLAY ANY WARRIOR DURING
ol b The affe ar it + 2t

COMBAT The affected war i +2

J combat
to F duning this combsat

MANIFEST

DESTINY . MANIFEST : - :
iy DESTINY . "‘n‘"&"_’f__'_ﬁﬁ?r [ﬂ;

yodu hand




MISCOM-
MUNICATION

PLAY IMMED FTER A PLAYER
WY CARD
The card that was just played has no
effect on play. it is discarded

. tack o e 4
murn, these are i addilion 1O youT norral
AU

NEGATIVE
KARMA

Y TN

MISCOMMUN-
ICATION (J; -
ol

L card that was just f
v, It is discarded, This card
ymeone else plavs a

numscatiom on

ol
i acions. IF playi i
wordr tun, th e i addition Lo your

marmal actions

MEGATIVE
KARMA

MISCOMMUMN-
ICATION

FLAY IMMEDMATELY AFTEE A FLAYER
MY SPECIAL [

d that was e s
no effect on pla. It is discarded. This card
has no effect if someone olse plavs a
Miscommunicathon on i

You may imm ke up b three
non-attack actions. If played during
wour tum, these are in addithon to your
normal actions.

NEGATIVE
KARMA

PLAY DN ANY T ANY TIMI
od pli

v Point pool




FOSITIVE POSITI
KARMA - . KARH:E

NY TIME

LAY AT ANY TIM
r Destinny Pool PLAY AT ANY TIMI

Add 10 D to your Destiny Poil,

REIN-

NT e REIN-
STATEME W staTEmEnT
tl

]

vis and has full
sren o ol cardg specific 1o its home !
corporston. Its E S, A and V are + | | " this card with 1
agiin, the =

REPUTATION

PLAY ON ANY WARRIOR I FLAY C
ACTION

: 1 its V. This card remains with the warrior,
ruiing with the warror




PLAY DURING COMRBAT
r warrior withdraws from N The 4 WTiAH ra Frovm the battle
g partially victorious, your oppanent artiall LOHIGEES | Being partzall I8, YO tipponent
receives Promotion Polnts equal to half Tege receves Promation Poings equial to half of
of the V lround up) of your wamor e the ¥ fround up) of Your wiarrior

PLAY AT ANY TIMI AT ANY TIME
0 ase one of the five Corporations, the
ark Legion herl the Dark Legion. All
A EETHTATRHT 10y |'I|J'r msmbers of that Hurateon in i’t".'l musd membiers of that o 3 EEE (N pPlay st
thelt equipment cards discard all of their equipment cands discand all of their equipment cards,

SHARP-
SHOOTER

PLAY DN
TIONS )
| T ins S far eve ) e oombat to it

mbat. This car This card remains with the warnor This card remaing with the warrie
remaiia with the wisrrio

ACTH




PLAY AFTER ONE OF YOUR ATTAL

IWED COMBXT, EVEN IF IT

DED. The battle was cxactly
the warmior needed to boost its morake. 5
D gie added to your pool. I the warrior
was wounded in the combat, it s healed

it

SPY IN THE
RANKS

JOY OF
VICTORY

WO T |

wals wounded in the

t play

SPY IN THE (
%

| i v exactly w
the warrlor needed 1t 5t it morale. 5
D are added to vour poal, IT the wartior

player game.

JOY OF
VICTORY

T EVEM IF IT % HAS 51 VED COMBAT, EVEN 5
Wi 1. The hartle was exactly what
thee warrior needed o boost its morale. 5
D are added to your pool. If the warrior

bast, it is healed was wounded in the combat. it is healed

RUTHLESS .
EFFICIENCY ﬁ !
#any

PLAY AT THE END OF YOUR TUEN
Yiuid man |r||1|;'|||.||-_'|:\. pke another tum
Yiour may not play this card during a tw-

plaver gine.

i CIUTITEE & Wik

SPY IN THE

RANKS

gain al
its comtrolben
WAITIOE

FLAY WHEN AN OPPONENT'S WARRION
10N, The warrior whio
2| | WilS your spy. You
gain all the points the wamior earned, and
its controller receives nothing. Also, the
wiarmor 15 discarded

rior earned, and
worhing. Also, ¢

% discarded




STRATEGIC
#] RESTRUCTURING

o wodsr hand

s COMBAT

s edge

this combat
The weapon i arpened

after the

GALE FORCE
WiNDS

PLAY AT ANY TIME. All airsh

i be kept in

can be played

Thmee,

YOLIR TURMN
Al
eI & oly ards in
play to your fand.

weapon 4 o wsidered sharpened after the

combat has finished.

GALE FORCE
WINDS

PLAY AT ANY TIME

are discarded. This card may be
o 3D each turn, During this

no airships can be plaved

PLAY AT ANY TIME [

EXCEFT DU
You may return one of vour cards in
play bo vour hand.

PLAY 0N ANY FIGHT WEAPON
INOT FIGHT/SHO LRI A
The affected wea v Fias bt i0s ed g i
may not be wsed during this hat. The
weapon is considered sharpened after the
combat has finished

GALE FORCE
WINDS

} D each turm. During this
niy abrshipes can be plaved




TACTICAL
ADVANTAGE lﬂr . : TACTICAL . TACTICAL
" ADVANTAGE v . J ADVANTAGE

PLAY DURING
You may chang
for thies combal

i SURPRISE SURPRISE
SURPRISE " )
o abpl i ﬁ . ATTACK % ! ATTACK

SHTL

first Defender- i E L k firs Defender i
wat i over, Il not, ) combat i+ over, If not
the combar s over I not, resobve the F L 4 er's attack. This-all resolee the Defendery attack. This dii
Diefender’s artack. This all happens after happéns alter play all combat mis h-||'.||.'ll.'l'ls after plaving all combat modifiers
plaving all combat maodificrs

RETRAINING ﬁ :

= CARD AS ONE ACTHON
Youur ¢ moticen I | = i : fesil
[Destiny Points he freel . | F s may be froad hangzed . Your earne
i either dinection at a mitio of 5 Destiny i % Desin ety e freely exchanged in either
Points to 1 Promotion Point Promotion Poing direction at a ratio of 5 Destiny Pakits 1o |
Promition Poing.




DOOMEDR

i the plaver ever has zef

y Dat the

beginming of hix or her Draw steg, this

cartl is discarthed

LOST
PAFERWORK

REINFORCE-
MEMNTS!

wTRA

stk retimgs

CRINTHNE O

tirr I e pls

beginning of his or her Dra
card is I

LOST
PERWORK

0
b

YER AT ANY TIMI

REINFORCE-
MENTS!

s o hier Dirow

card is discarded

LOST
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PLAY DN

ted pl;

REINFORCE-
MENTS!

pe
}at the
this




DESPERATE " .
\ DESPERATE . DESPERATE

RES .
paEAS MEASURES 2l MEASURES

AT ANY TIMIE

REVERSAL
UNE VERSAL OF REVERSAL OF
hRE ' . Eram'uus ' pysd FORTUNE

LAY AT
Yowu i " ch the T NS 1M Yol
pece] with ol v Points i another

player's pool player's pool

STRENGTH OF

e -
b PLAY AT ANY TIM

Hected by Dark Yoer warrl

: ar | symmetry cards unril 1

wour oext tum, Your Dark Legion YO your next turn. Your Dark Legion warriors

wartiors may still wee their Dark may suil] use their Dar iy IS s may siill use their Dark Symmetry gifts as
Symmetry gifts as nonnal normal nyrmmal

v cards until the beginning of
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