














Safeguard: Heal |

yvour Hero for 3.

Last Laugh: Deal 1
damage to a random
ENEmYy.

T

ACOLYTE OF

M

Big Entran::
Destmv another
friendly unit and

draw a card. v

Deal 4 damage to an

APPRENTICE é
IN\FEHTDR

turn, all players' \
draw a card.

@) ALL PEASANT

AND.CORRECTL

Transform ALL units °
into 1/1 Peasants. 3

Summon twn:r 1 Ll
Peasants and give
them +1 Strength.




C'IDH MENTATOR/(? )

-

: i . Bli\Entranu l@we '-’h
After you play a card S afiother friendly unif
that costs 5 or more, Summon three 1/1 ( +1/+1 for each point of®

draw a card. Crumbling Corpses. _~ Morality yvou have.

AVENGING
~ DISCIPLE

A‘Bigiﬁntrance
Conjure a Bandit, )
w»»Hobbe or Hollow S8 healed, gain +2
Man. Strength.

BANK CLERK;%

4 €

" 1 B .
f:b "!‘uﬁal of” j g : Rush.

Strength and a Vial After this destroys d Pbsile
= of your choice to . another unit, it can " Morality (1):

yvour hand. 4 attack again. Transform this
(2. = -1 -




BARMAN &%  BATTLE
\ /.8 = MEDIC

) |

At the endioffyour

At the start of your Big Entrance: turn, heal a damaged
turn, destroy ALL ""r Summon two 1/1 friendly character

Barmaids. ;'*

BATTLE
gSWINE

» o SRR Silence a unit! Add a
~ Last Laugh: Summon Morality (1): T Gold Piece to your

a 3/3 Guard Pig. Transform this unit. 5 hand.

" BLACK MARKET <
j DFEALER »

o T = .
Big Entrance: Give Aftera friendly.
Big Entrance: another friendly unit Hollow Man dies, give
Conjure a Merchant +1/+1 for each other a unit in your and your

T
J

card. 4 unit you control. - ally's hand +1 Strength. :*
C_ T -J'“-‘- C.____HoLLOW MaN, ..




- / 7
Gwe a uniti+2

Health, then fully?

heal it.

BLOODED
BALVERINE

After this destroys
another unit, heal
this unit for 2.

Rush. Adjacent units

have +1 Strength. o)
e, &

= Give vnur umts £
Guard. :
Invest (+3): Also give
your units +1/+1.

BLOOD
FRENZY

« .“'i‘x

Draw a card for each

damaged enemy. 4
‘n..t '-..,h

Give a unit +2/-2.
e

ﬁ!fﬁtﬁr this unit deaLs Y
~ "damage to your :
opponent, draw a

card. i

Big Entrance: Give
adjacent units +1
Strength per Good, or

+1 Health per Evil. .
-

After a irnem:l]',.-r I—Iern
takes damage, this

unit gains Guard. 4
e,




BOUNTY
HUNT.

'Big Entrance: Deal 3
damage to an enemy
unit. If it dies, you ’

gain 3 Gold this turrl._d{;12

BOWERSTONE _<

L,

X -
Big Entrance: Give
another friendly unit
+1/+1.

o,

Big Entrance: Gain
Guard.

2 f,;"

Safeguard: Gain +1»
Strength.

Big Entrance: Stun
an enemy unit.

BRIGHTLODGE <

SENTRY,

Safeguard: Put
adjacent units in

i = ) %
Last Laugh: Add a Gold
! Piece to your hand.
Invest (+2): Increase
base Strength by 2.

Deal 1 damage to Eﬂr"‘
enem*??n?ts.
Invest (+2): Deal'2
damage instead.

_ ey ,;If”.
Transforn all
friendly units into s\ A
4/3 Blooded \
Balverines.




Big Entrance:
Summon a 5/5
Caravan Guard.

Shuffle anenemy
unit into your
opponent's deck.

Last Laugh: Summon
two 1/1 Shamblers.

b

CHAIN
REACTIIFGN

~.randomly spiit :

between enemy
units.

Big Entrance: Spend
your remaining Gold.
Gain +1/+1 for each
Gold spent.

CHICKEN <
VENGEANT €

T
*

Deflect Ve

numbpr of cards 111‘;
yvour hand.

Your other units
hawve +1/+1.




CONSUME
~LIFE

Transform a unit
with 3 or less™
Strength into a 1/1
Shambler.

Safeguard: Gains +1

Health. ”7
G"\———'_‘—BANDH—-E

Safeguard: Heal this
unit for 4.

Big Entrance:
Destroy a friendly
Hollow Man, then

resummeon it. u‘.f'
. _HQLL!}_W.NHLH@

Im L =
.. Big EntrancesGaint,
+1/+1 for each others’ \
friendly unit.

Deflect

- CRUMBLING _*
CORPSE

Dies at the end of

turn. ol "*'
_____HoLLOW M Anﬁ

F-
Dhtru\r any unit
damaged by thisT
unit. =

L‘I-J

C.,___HoLLOW MAN_ o

Morality (1):
Transform this unit. e

(C,___HoLLow Man




hllulh. Big Entrance:
Gain +1 Strength for
each other friendly
unit.

DAMNED ¢
LEGION s, ¢

Eulnﬂ': Gain +1/+1
for each unit that

has died this turn. u‘.f‘
G.,,____HQLLQ_W.NM

CULLIS
MASTER

=

Big Entrance:
Return another
friendly unit to yvour
hand.

DEBT

COLLECTOR
- N

CURSED
WARRIOR

Last Laugh: Summon
a 4/4 Vengeful \
Cadaver.

Big Entrance: Add a
spell to your hand per
point of Good, or a unit

per point of Evil.

@At the'end ofyyour
- y [
turn, the enemy unit
with the highest =
Strength gets -3
Strength.

DEPRAVED ¢
CUuLTIST €

Safeguard: Summon
a 2/1 Undead

Chopper.

|G _HQLLQ_W.NH__*.-

DISEASED ¢
BALVERINE

i

Last I.augh qul 3
damage to your
opponent.




Big Entrance: Add a
copy of all other
friendly Hollow Men
to your hand.

“Big Entrance: If 'Ynu
control a unit with .7
or more Strength,
deal 3 damage.

i, ENHANCED VIJ\!

OF CONFUSION ("

Switch any unit's

s
Strength and Health. -~

At the start of your
turn, deal 2 damage
to an enemy.

B ENHANCED VIAL
! OF RESTORATION/D /

. ENHANCED VIJ’\[ <

OF STRENGTH

2

Give a unit +2
Strength.

-

. ENHANCED VIA[ ‘

OF VITALITY

Give a unit +2
Health.

-

_\

Destroy an enemy
unit with 5 or more
Strength.

i




EXPERIMENTAL <
R_EPEA:TER {.

At the end’of your
turn, deal I'damage
to this unit and gain

+2 Strength.

Your cards and
effects that heal now

3 Ly
deal damage mstcad.u."

FIERCE
LOOIER

 After'you use your
Hero Power, or play
a spell, gain +1

Strength.

\Hfter this unit takes
fdamage, it gains +2
Strength.

Big Entrance: Deal ™

damage equal to this
unit's Strength.

‘ [ . . '

in your hand gains
this unit's Strength.




Big Entrance: Heal",

all friendly
characters for 2.

FURIOUS s
LIBRARIAN
T '

After you draw a
card, gain +1/41.

o |
Big Entrance:
Destroy a unit with 7
or more Strength.

Give/jyourgunits, |
"Last Laugh: 3
Summeon a 1/1

Shambler.”

SRR TR

At the start c-'f'::gr;i:}"ur
turn, transform'this
unit into an 8/8 Giant
Chicken with Rush.

At the end of vour
turn, add two Vials
to your hand.

Big Entrance: 5
Conjure a Fabled
Quest Reward.




Safeguard: Deal 2 ] ! n,
damage to your _alastLaugh: Gwﬁf“*
opponent. 2 another friendly uniti |

=i oy 8T8  HEALING
o,

e
Morality (2):

Transform this unit. -~

Safeguard: Summon < Heal a character for
an enemy unit that
died this game.

e

o,

HEARTY
BREAKFAST

-": _‘.-:.
£t

L

After a friendly
Hollow Man dies, set o B oy ]
this unit's Strength _ Givelatunitin p]ﬁ"f* o
to 4. o] and a random unit .iny

L vour hand +2/+2.
C,_HoLLow MAN.{ @ _

]




HERO
DﬁKVAL

[ A

rality {3}:. '

Transform this unit. -

HIRED
JASSASSIN
'ﬁ.- _'.'_.'-".- =

o

Big Entrance: Deal 1

r
damage to an enemy._.

E ¢

Big Entrance: lffyou”
- control another '

Bandit, deal 2
damage.

HOBBE &
AMBUSHER (2

Rush

C, yomee ¢

HOBBE
BOM BF_‘IE.'.

=¥

,"After you Sllmmnrlta
Hobbe, deal 1 damage’
to yvour opponent. -

Big/Entrance:®
Reduce thecostof
Hobbes in your hand
by 1.

HOBBE
CLOBBER
L] i

After you summon a
Hobbe, this unit
gains +1 Strength.

G, Hosse

HOBBE <
FIREBREATHER >




STILTWALKER(E

+ ]
Big Entrance: All

players draw 2 cards. ~

vl

'.Silence ALL units.

Invest (+6): Thenfd 4
destroy ALL units. "';J |

HOBBE <
WARLOCK €

.

—a
Big Entrahce:
Return a friendly
Hobbe to your hand:
It costs 2 less.

G, Hosse

Rush

G Momee _..f

Big Entrance:.
Summon a 2/2 Naive
Punter.

Destroy a friendly
unit. Draw two
cards.

Big Entrance: Deal 1
damage to adjacent
units.

el

C,__HoLLOW MAN. @

Rush. Deflect.
At the end of your
turn, gain Guard.

o




Last Laugh: Reduce
the cost of cards in

yvour hand by 1. iif

- ) .-
Big Entrance: Gain
Strength equal to the
number of cards in

yvour hand. |i

®Heal a character for

5. i

gEnt rance Add'iir

‘/ np',r crf a unit to
your hand and give 1t

+1/+1.

Safeguard: Gains +3

Strength this turn. ij

Give a unit +3/+3. i

INTREPID ¢
[.D'DKGUT L &

b 4

Morality (1):

® Transform this unit. i*

"JACK OF
BLADES

Lalt Laushﬁ
Transform a friendly

unit into Jack of
Blades.

After Kalin is healed,
double her Strength™ %




Invest (+4): Increase
base Strength and
Health by 4.

Put an enemy unit
into your hand.

Give a fril.erucll.',r unit
+1 Strength and
Deflect.

) KNOTHOLE ¢
FISTYEIGHTERS
. Y

LAB

ASSISTANT ¢

——

Morality (1):

Transform this unit. -~

effects that heal nﬂﬁr§
deal damage instead. _~

Give a
unit +2 Health, then
set its Strength to be

r

equal to its Health. ot

After vou play aVial
on Leech, zu mrnDh-;j.IF
1/1 Oozling and apply

the same effect to it.

LEECHING
WARM gl

Deal 3'damage to
ALL units.
Heal your hero for -3.“,_. ’




e

}\@ ), LIQUID FIRE _,;

=

Deal 2 damage to
ALL units.

Big Entrance:
Conjure a Royal
Decree.

B
s

Morality (1):

Transform this unit. ~

3
&

¥ transforming g
o, Morality units have -‘.:

+2/+2.

LORD OF

WRm_'I}{M:x__Esg}i‘

L

After you play a
transforming
Morality card, draw
a card.

e )

Big Entrance: Deal 1

k4
damage to an enemy._-~

Big Entrance: )
Silence another unit.

i

At the end of vour
turn, summon a 1/1
Wolf.

r"-
Big Entrance: Gain
+1 Health for each
enemy unit.




5 MASTER UF‘
BACGN -

f;._...ﬂ-
After you summonia
Peasant, gain +1
Strength.

Big Entrance: Ga1n=-

+2/+2 and Guard.

MERCILESS _¢
COLONFEL

Big Entrance: Give .
adjacent units +2/+2. 5

‘ I|

At the StElt of v
turn, if this has
than 5 Health, g

+1/+1.

ou
les
air

MIRACLE'S
ME‘DI CINE

Heal a character frJr
4. Summon two 2/
MNaive Punters.

Summon three 1/1
Wolwves.

MORBID N
ARCANIST

After a friendly unit
dies while this is in
vour hand, reduce its ¢

cost by 1. e
2, .HQLLD_W.HAH@

Deal 8 damage to an
enemy unit.

"‘ |
gsummon a 1.-"-}
‘Peasant. Draw a

. card. Give aunit'in
yvour hand +1/+1.




NECROTIC =
ENEORCER

Deal 3 damagé'tn an
enemy unit.
Eulogy: And 1to

. : ! Last Laugh: Give a
adjacent units. v

friendly Hollow Man
+2 Strength.

G, HoLLow MAN.(:

on this unit, it gains
+1 Strength.

NYMPE 4
ENp €

; 5 oW
Big Entrance:'Setjthe
Gold cost, Strengthfands
. Health of a unit in
[ your hand to 4.

After you play.a
unit, destroy it, then
resummon it.

Big Entrance:” Destroy an enemy Transform a unit ‘?
Remove all enemy 7 unit with equal _ into a 1/1 Oozling. 2
units from Guard. e Strength and Health.

ha'T




Your other Bandits
have +1/+1.

Last Laugh: Give a
friendly unit Guard.

b

PARAGON OF
EVIL

Big Entrance:) %¢
Destroy ALL other
units.

Ly

A1y
Other friendly units
have +2/+2, Enemy
units have -2/-2.

!

Health.

e‘\.—-—-—-ﬂﬁéﬂ:iﬂﬂ'

" 'Last Laugh: Deal 2

damage to an enemy._~

st




Last Laugh: Hedl
vour Hero and your
opponent for 5.

PLAYFUL
SPIRIT

random '_-.pq:ll to ?aur -

hand.

o

Big Entrance. Deal'2
damage to your
opponent.

b= PLUNDER THE, ©
=,
-,

*‘1

.
Conjure a Hollow
Man.

Give a unit +5
Health.

PRE‘DATDRY

BALVERINE (.

After this dE“Et:I"i]YE
another unit, gain +2
Strength and heal
this unit for 2.

4 e
iféb'ﬁ : R

Summon a unit from
yvour deck.
Invest (+4): Summon
2 units instead.

W

~ Big Entrance: Choose
an enemy unit. It will
be destroved at the end
of your opponent's
turmn.




Morality (2):

Transform this unit. -~

units +1/+1 and put®s
them in Guard.

PRISON
WARDEN

A 1
ntrance: |
silence an enemy
unit, then reduce its
Strength by 2.

Deal 4 damage to an
enemy unit.

Py

] .
Big Entrance: Déal 3
damage to your Hero.
Eulogy: And to vour

opponent. u‘.l"r'
o - O

Safeguard: Gain 7 '*
+2/+2' '

At the end of your
turn, summon a 1/1
Hooligan.

G_,,___._._B-Mﬂm:r

RAGING
CORPSE-

o’

AW
Rush

Dies at the end of

turn. u‘.f‘




lee VOur umlq

fa REANIMATE-

)

Give a unit "Last
Laugh: Resummon
this unit."

X - _i _.-r' Iy
Last Laugh: Summon™
a 2/2 Reanimating
Wisp.

B> REASSEMBLE <
% THE BONES:(

' ﬁe.st roy a fri?andlv

“uunit. 'Add a copy of it

" to your hand and

reduce its cost by 2. _,.J'*

Big Entrance: Draw
a card. It costs 0.

]

RECIPE FOR _ ¢

SUCCESS

Draw 2 carﬂg. thene -

give unitsin your

hand +1/+1.

REDCAP

CHIEETAIN (¢

SBig Entrance:

Remove all enemy™

units from Guard.

Big Entrance: Deal'l\
damage to your
cpponent twice,




REDCAP
SHAMAN

After vour opponent
takes damage, give a
unit in your and your

ally's hand +1 Strength._{l'

At the end of 'your"
turn, deal 1 damage
to your opponent.

REDCAP
 STABBER

After your opponent
takes damage, gain
+1 Strength.

L

REFORMED ;—
CRIMINAL L

Soiay B
W hile thisfunitdsg
undamaged, it has=4™
Strength.

de
(i mhe

b . .

g B EACH (T

| al'this unit for 1"5°0
Draw a card.

After thisunit is
healed, summon
another Replicating
Shard.

\
Last Laush:n@egluée
the cost of a card in
your and your ally'sk.

hand by 1. |

Deal 3 damage to an
enemy unit and units
adjacent to it.




Big Entrance: If vou
Bii Entrance & Last control another Bandit,

Laugh: All players give all Bandits in your
draw a card. o hand +1/+1.

G_'.,,___,_._BANDH

ROSEWIGHT <
BARKSKIN (24
ey P *?.""‘ :

" Your other Redcaps,
Rosewights, Nymphs
and Pucks have
+2/+2.

Big Entrance: |
Destroy an enemy Bln ‘Entrance: Summon,” %
unit with 2 or less a 2/2 Noggin and add

r
Strength. an Ogre Fart to your
hand.

g!k

Last Laugh Hummon Safeguard: Give
two 2/1 Undead another friendly unit

Big Entrance: Give

ChDDpE]’S. o { +2 Health. o J : i
~ - another unit Guard.
(‘?..,__.HQLLQ_W,MM__-':- > . |




Safeguard: Add a 2/2
Royal Cadet to your

' —'—-—____I__‘___

- ___ 2 .- .

Safeguard: Give™

yvour other units
+1/+1.

~ Big Entrance: Gains

+1 Health for each

M "i'
card in your hand. -

)

Y¥our other units
have +1 Strength. .~

unit with a spell, *

gain +2 Strength.

SAVAGE
CHA.R(.EE

summon two 1/1
Wolves, a 1/2 Feral
Squirrel and a 4/3
Blooded Balverine.

. &

Safeguard: Summon
al/lCrow.

damaged by this®
unit.

“Bis Entrance: Stun

-

an enemy unit.




Last Laugh: Deal1
damage to ALL l.ll'iitE.___{ ’

Big Entrance:

Enemy units gain
"Can't Guard"

After a fnendl'l,r umt-
is healed While tRis

* is in your hand,
reduce its cost by 1.

At the end of \mur'

tum summon a 1/1-
Peasant.

\\#1‘}.??55?

Give Deflect to your
units with 1
Strength.

AddiSet Sail: Day, 2
»—-tovour hand.
{Voyage ends
on Day 4.)

Wl
Big Entram:u Gain +2
Health per point c-f
Good, or +2 Strength

per point of Evil. _,L.J'r‘

C - HOLLOW MAN.

SHIMMERING _°
JMIRAGERS

’ DFlstrn::-.- it at the :tart
of your next turn.




SHINING
I(:NIGHT

.. ’ ‘a

Your trgmsfcbr
Morality units
Gold less.

r.

£
e

\}

. - "
Big Entrance: Give

s g LY
units in your hand
+2/+2, and increase

their cost by 2.

Big Entrance: You
and your ally draw a

i

Add 2 Gold Pieces to
your hand.

Big Entrance: Deal 1
damage to an enemy
unit. If you control
no units, destroy it.

=

]

Big Enganqe: Set
the Strength and

Health of units in
yvour hand to 4.

]

Setfanienemy unit's
Strength to O this
turn and remove it
from Guard.

Deal 4 damage'to
your opponent and
heal your Hero for 4.~




dama:a for +E-=|u:hwlr
point of Morality
yvou have.

Last Laugh: Deal 3

damage to ALL units.

B SFITE‘CASTER <

-.___.. [

Afteranother friendly
unit that costs 2lor
more dies, summon a

1/1 Shambler. -
_____HOoLLOW M M:I

Conjure a

trans furmmg

Morality unit.

Adjacent units have
4+2 Strength.

STENCH OF
DEATH

Deal 3 damage to
ALL units.

" Morality (1):

Transform this unit. -~




“—gDeall damage to an
enemy unit and Stun
it.

. SURGE OF
- FANGS
. §

\.. -f-

b,

Deal 4 damage to
ALL units.

Big Entrance: Give
adjacent units'+1

Strength.

i.t'!lRetum an enemy 4
" unitandarandom =
friendly unit to their
owner's hands. -
C

=

e

¥ Morality (3):

Transform this unit.

T T — HE Ly, @
THE ((E} THE LADY OF ¢ Y
GUILDMASTER( At/ ROSEWOOD €

=

Units you control
with no abilities
have +2/+2.

|
At the end of vour
turn, summon a unit
from your deck.

!

At the end of EACH

turn, fill your board
with 1/1 Shadows.

MNIGHTCRAWLERD

!




TIMBER
CLEAVER

Big Entrance: Deal 1
damage to an enemy
unit and its adjacent

units.

TIMBER

Morality (1):

Transform this unit.

UARDIAN €2
GUERDIAN §

TIMBER
LURKER

Big Entrance:
Remove all enemy
units from Guard.

At the end of ',rni_'fr =
turn, heal your Hero

F
for 2. =

P

OMBSIDE
UARDIAN

“‘d’t

Eulogy: Summon
another Tombside

Guardian. u‘.f'
¢ .HQLLp_w_Mmﬁ

TRADE
SECRETS

Draw 2 cards. They
cost 1 less.

Morality (2):
Transform this unit. e

\:iﬂlg Entrance:

Summeon a 1/18 =%

Truffle Gobbler with
Rush.

Last Laugh: Fill your
board with 1/1
Hooligans.

G.,,___._._BANDH




UNDEAD

FOOTMAN €

o

After a friendly
Hollow Man dies,
gain +1 Strength.

UNDEAD

,HQLLp_w.Jmuﬁ

Set a unit's Strength
and Health to 4.

; _’!
=

; ! Lo -
Big Entrance: Adda
random unit to your® z

hand.

e

After you summon-a
1 Strength unit, give
it +2/41.

J r

—

Switch a friendly
unit's Strength and
Health.

Heal a unit for 2.

Give a unit +1
Strength.

Give a unit -;-1
Health.




VIGILANTE -
JUSTICE

- ;'?_I .

- -i:'i'
u .l | .Il-.. £ ."',
S . 1
- i ¥
' § »

Deall damage'to an
enemy unit for each
friendly unit.

i\

i o -
Big Entrance: Heal
for 1 for each card in
yvour hand.

W

Big Entrance: Deal 1
damage to your
opponent for each
other friendly unit. u‘.f

Summon all friendly
units that died this

turn. u.', J
{ ._ . o .l-_.

L) & -.
After this unit
survives damage,
summon a 1/1 Wasp. _~

WEAR AWAY _©

# 1
| ﬁa ."l_ L]

Strength to be Equai
to its Health.

After you summon a
unitygain +1
Strength.




I LS
 After this destrovys
another unit, "
summon a 4/3
Blooded Balverine.

L

‘“¥Your HeralPower

o 2ndidamaging'spells, o

also heal your Hero
for that much.

Deal 1 damage to all
ENemy units.

)" WILLING TEST <

SUBJECT

Safeguard: Switch
this unit's Strength
and Health.

WISE X
SPELLWEAVER'?

Safeguard: Draw a
card.

Other f;iendlv
Wolves have +1
Strength.

Big Entrance: Deal 1
damage to all
damaged units.

C.,____HoLLOW MAN

After you summon a
Hobbe, return this
unit to your hand.
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