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You cannot heal
HP while holding
the Kupo Coain.
Discard Kupo Coin to
avoid death or turning
into a heartless and
then return to 4 HP.
(Alternate Ending
Combat continues if
Kupo Coin is used.)

MAGICAL
OBJECT

Remove an Adventure
Card on the board
from play.

(3 Charges)

0

You may discard one
trophy during combat for
a +1 to your side.

Trophy cards now count
for your Victory
Point Total.

Remove an Adventure
Card on the board
from play.

(3 Charges)

You cannot heal
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the Kupo Coain.
Discard Kupo Coin to
avoid death or turning
into a heartless and
then return to 4 HP.
(Alternate Ending
Combat continues if
Kupo Coin is used.)

MAGICAL
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You may discard one
trophy during combat for
a +1 to your side.

Trophy cards now count
for your Victory
Point Total.




" MAGICAL
0

Discard your character
card and select a new
one of your choice.

You retain your
current stats.

(1 Charge)

MAGICAL
OBJECT

Roll 2 dice for your
movement and select
the one you want.

Roll 2 dice for your
movement.
(1 Charge)

GICA
OBJECT

Take another turn.

(2 Charges)

MAGICAL
o

Discard your character
card and select a new
one of your choice.

You retain your
current stats.

(1 Charge)

MAGICAL
OBJECT

After movement,
Spend a fate to encounter
a different space in your
region than the
one you are on.

(3 charges)
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Take another turn.

(2 Charges)

MAGICAL
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Roll 2 dice for your
movement and select
the one you want.

Roll 2 dice for your
movement.
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MAGICAL
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After movement,
Spend a fate to encounter
a different space in your
region than the
one you are on.

(3 charges)




You may move 1 or 2
spaces for the house
rule movement option.

Discard this object to place a
keychain token on your player
card and any space in your
region (excluding inner).
On a future turn, instead of
rolling the movement die, you
may teleport to this space and
perform the encounters
associated with it.

Then discard the keychain
tokens.

MAGICAL
OBJECT

You may move 1 or 2
spaces for the house
rule movement option.

If you have
0 Spell cards and 3+ HP
at the start of your turn:

Draw a Spell card.

"MAGICAL
OBJECT

Discard this object to place a
keychain token on your player
card and any space in your
region (excluding inner).

On a future turn, instead of
rolling the movement die, you
may teleport to this space and
perform the encounters
associated with it.

Then discard the keychain
tokens.

You may use

two weapons at

the same time
in combat.




