Until the end of your turn,
you each receive all the
benefits for your and an

opponent’s followers.

Use instead of rolling the die for
movement. Place this card on
your current space, then move
to any other space in the same

Region. At end of turn, return to

the space where this card is and

discard this card. This Spell
cannot be used in the Inner
Region.

Use at any time on any
Character. That Character must
discard all of their Spell cards.

Opponents on your space and
adjacent spaces may only move
one space on their next turn.

Use on any opponent at any time.
Roll a die to determine the effect:
1) They are a Heartless for 2 turns
2) They lose their next turn
3) They lose 1 STR
4) They lose 1 MAG, you gain 1 STR
5) They give you a random Spell
card from their hand
6) You both lose 1 HP

Secretly look at the top seven
cards on the Encounter deck,
then put them back in any
order.

Remove and discard an
Encounter card from the board.

Use at the start of your turn,
before you move. You may pay
up to two Fate Tokens.

For each Fate Token spent this
way, take an extra turn. This
Spell cannot be used in the
Inner Region.

Use on any opponent at any
time. They drop up to one
Follower of your choice and
up to one Object (including
magical) of your choice on
their current space. You may
not pick those cards up this
turn.




The next time you play a
Spell card this turn, return
it to your hand after
resolving it.

You may carry four additional
Objects. Keep this card in front
of you as a reminder. This
counts toward your Spell limit.

Take one Object of your
choice from the Market.

Must be played before rolling
your first combat die.

Roll two combat dice for your
current combat.

(This spell can only be used
against Enemy cards, Roaming
Bosses, and PvP.)

Move any faceup Encounter
card from one space to another
space in the same Region.




