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1. Game fundamentals
100.Building a party

100.1 Each player must build a party as specified bysttemnario rules.

100.1a Some characters have bold text that reads, “Leggridehis isn’t an ability. Each player’'s party
can’t contain more than one legendary charactestrbgng a legendary character scores double VPs.

100.2 For Constructed play, the standard party sizereetbharacters, all of which must be from the same
faction, and nine Action Bar cards between them.

100.3 For Sealed Pack and Booster Draft play, charastexgarty need not be from the same faction. In
Sealed Pack, each character has two Action Baschrd@ooster Draft, each character can have any
number of Action Bar cards, and characters neetiane the same number of Action Bar cards.

101.Starting a game
101.1 These rules assume that two players are playiragreegunless otherwise specified.
101.2 Each player starts the game by revealing the cteasain his or her party and their character cards.

101.2a If applicable, each player chooses a number ofolkdBar cards for each character as specified by the
scenario rules. In a standard scenario, each ptéymrses up to two Action Bar cards for each
character.

101.2b Each character’s Action Bar cards are placed fagendn its Action Bar next to its character card.

101.3 Each character’s personal clock (the lower diat®b/Base) is set to 1 and its health (the top aliits
UBase) is set to the starting health printed oghtsracter card.

101.4 Players then use a random method to determine ithch@ose the player to go first. The player chose
to go first turns face up any equipment he or sishes to use, and then the next player clockwigs do

the same, and so on. Then, the player chosenficsgohooses a character in his or her party ke the
first turn, following 501.1.

102.Winning and losing

102.1 A player’'shonor total is the combined honor (201.1) of characters r&herowns (400.4). In a standard
scenario, a player wins by scorimigtory points (VPs) equal to or greater than his or her honiad.to

102.2 If multiple players achieve a win condition simuémusly, determine the winner as follows:

» The player who has exceeded his or her honorbgtthe most VPs wins.

» If there is still no winner, play continues untii@player has exceeded his or her honor total g mo
VPs than any other.
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103.Contradictions
103.1 If the text of a card specifically contradicts tbesles, that card takes precedence.

103.2 If an effect says that [something] can’t happem, amnother effect or rule tries to make [something]
happen, that “can’t” effect takes precedence. ifisthing can’t be performed, any cost involving that
thing can’t be paid. Events that “can’t” happen’tha replaced.

103.3 If an effect says that [something] “can’t” happenotherwise stopping [something] from happening,
and that effect ends at the same time anothenteffeale tries to make [something] happen, then
[something] doesn’t happen.

104.Numeric values

104.1 Players asked to choose “any number” can choosefyopositive integer. Players can't choose an
infinite numeric value.

104.2 A negative value is treated as 0 unless it's basey in a calculation or a comparison. Undefinddes
that would be numeric are treated as 0.

105.Dice and rerolls

105.1 The word “die” (or “dice”) always refers to a dii@n-sided die) that gives results between 1 apiL8,a
crit result. If a die has no crit result, but isheither a 0 or a 10, that number is the crit tesul

105.1a A roll of 1-3 is afailure.
105.1b A roll of 4-9 or the crit result is success

105.2 Crit abilities are triggered abilities (704.2) thiatjger off a crit result being rolled. Each athility
triggers no more than once per roll, even if migtigrit results are rolled. Rolling one or more oesults
causes a window to open for reacts (701) that egpldyed “when [a character] rolls a [Crit] on ahg
roll.”

105.3 Toreroll is to reroll a die immediately after an attackiethse, or heal roll, or any other roll. Some efect
force mandatory rerolls of successes. Other effaatissome terrain (406) allow optional rerolls of
failures (or successes). If multiple rerolls (whegtmandatory and/or chosen) are to be taken, &t bei
taken simultaneously. Rerolls can’t be further itetb

Example A player with three optional rerolls availablell®three dice and fails with two. That
player chooses to reroll only the two failures, auhin fails with both. Neither of the rerolled dic
can be rerolled again because the third reroll i@t when it wasn't used.

105.3aIf a roll is subject to both reroll(s) and effegtfsat would change a die result (like Cold Bloaay
rerolls must be completed before any results aaagbd.

105.3b A roll isn't final until all rerolls have been corgted and all die-changing effects have been agplie

Example A character has an ability that deals 1 damagernaattacker if it doesn't roll a crit while
attacking. During its initial attack roll, the attker doesn’t roll a crit. However, after completing
rerolls and applying die-changing effects, a csiichieved. The attacker doesn’t take 1 damage for
not rolling a crit, because the final roll achievadrit.
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106.Orientation

106.1 Action Bar cards start the game face down and réaglyght) and stay ready until exhausted (turned
sideways). To exhaust a card is to turn a ready sideways. To ready a card is to turn an exhaustetl
upright.

106.2 Cards can be turned face up or down whether readyl@musted. Cards can be readied or exhausted
whether face-up or down. Turning a card face ugioavn doesn’t change its ready/exhausted orientation
and readying or exhausting a card doesn’t chasdade-up/down orientation.

107. Simultaneity

107.1 If simultaneous events require simultaneous chdroes one or more players, the turn player makes al
of his or her choices first, then the next playleckwise, and so on. After all choices have beedena
those events happen simultaneously. For multiplgered abilities resolving simultaneously, see.Z04

107.2 If multiple amounts of damage would be dealt totipld characters at the same time, the turn player
chooses the order in which damage destined foacters in his or her party will be processed aed th
processes them using 709.2, and then the nextrptiyekwise does the same, and so on.

2. Parts of a card
200.General

200.1 The text at the top of a card isiitame If a card refers to its own name (or any patthat name), it's
referring only to itself and not to any other caiith that name.

200.2 Each card has at least deat box, each containing any number of abilities. A catéX may include
game text (not italicized), reminder text, andlawér text. Reminder text is italicized text in patheses
that clarifies game text. Flavor text is italicizextt below the game text that has no impact onegjpliany.

201.Character cards

201.1 A character'dhonor is the value in its upper right corner, and ig@éased by the cost of each face-up
equipment in its action bar (302.2).

201.2 A character'daction is represented by the colored icon in its upggrtrcorner (under its honor value).
For Constructed play, each party can’t contain attars of more than one faction.

Alliance Horde Monster
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201.3 A character'sace, class andtalent specializationare listed under its name. All characters hawaca r
but only some have a class. Only characters willass have a talent specialization.

201.4 Each character with a class has one of the follgwiass iconsat the bottom right of its portrait:

0 Druid @ Hunter @ Mage Paladin @ Priest
@ Rogue @ Shaman @ Warlock @ Warrior

Some Monsters have a class, but they are still ongfrom the Monster faction). Monsters without a
class have the Monster icon rather than a clags aoe Monster icon doesn’t denote a class.

201.5 A character's stats are on its lower left side.nfrtop to bottom, they are:

» Armor (grey shield) is the number of dice rolled whikfehding against a physical attack.
» Resist(pink shield) is the number of dice rolled whilefending against a magic attack.
» Health (blood drop) is the amount of damage a charactetake before it's destroyed (403.2).

201.6 Each character card has ttext boxes A character’s upper text box lists its main attaand its lower
text box lists any other abilities it has.

202.Action Bar cards

202.1 An Action Bar card'sostis the value in its upper left corner. This is thanber of ticks that a character
must pay to play this card’s core ability (300 4. equipment’s cost is the value in its upper righiner.
This is the amount of honor it adds to the charatteequipped to.

202.2 An Action Bar card'gestriction line is below its name. If a name, race, class, artdlent specialization
with class is listed here, only a character thathwes that restriction can have this card in itdgkcBar.

Example Only a character with the Elemental race can hthecard Elemental Charge in its Action
Bar. An action bar card usable only by characteithwhe Elemental talent specialization will have
“Elemental [class]” on its restriction line.

Elemental Charge, TO, Elemental, Instant
This character’s next attack this turn has [Phy$i¢i&lagic] +1 and can’t be negated, redirected, taunted.

202.3 An Action Bar card’dag line is above its text box. A card’s tags may include:
202.3a category (300.3)
202.3b type (attack, buff, debuff, equipment, form, hesgt, or totem)
202.3c damage type (in parentheses after an attack)
202.3d talent tree (right-justified)
202.3e slot (right justified tag, followed by a numberparentheses)

202.4 Some Action Bar cards have a slot tag (202.3edviad by a number in parentheses. That number is the
maximum number of cards with that slot a characaerhave. Some cards have the “Two-Handed” slot
tag. Such a card occupies both the “Main Hand""@fétHand” slots.

Page 5



3. Action Bar cards

300.General

300.1

300.2

Each non-pet character has an Action Bar, wherkdition Bar cards start the game face down andyread
A face-down Action Bar card is blank. A blank céwak no abilities, cost, name, or text. The corgraf

a character may look at that character’s face-daetion Bar cards at any time and turn non-equipment
face up at any time. Equipment can only be turiaed fip at the start of the game (101.4). A characte
may only play an Action Bar card in its own ActiBar, unless otherwise specified.

Any character can have generic Action Bar cardssg@hwith an empty restriction line), but can’t havey
of the following in its Action Bar:

300.2a Two or more Action Bar cards with the same name.

300.2b An Action Bar card with a non-matching restrictiore (202.2).

300.2¢ An Action Bar card with a non-matching text redtan.

Example Only Prince Kael'thas Sunstrider can have theccKrael'thas’s Flamestrike in his Action
Bar. Although it’s a Fire Talent card, Enraged Figpirit can’t have it in its Action Bar because its
text restriction still applies.

Kael'thas's Flamestrike, T2R2, Prince Kael'thas sSuer
Fire
Prince Kael'thas Sunstrider Only

Enraged Fire Spirit, 8, Monster
Fire Creature: Enraged Fire Spirit can have Fire talent cardstsAction Bar. (Text restrictions still apply.)

300.2d An equipment that doesn’t share a class icon witBquipment with “Any” in its restriction line are

an exception, and can be used by any character.

300.2e Action Bar cards with the same slot in excess efrttaximum number allowed for that slot (202.4).

300.3

300.4

300.5

An Action Bar card belongs to one of four categaraction, equipment, instant, or react. The preseh

the word “equipment”, “instant” or “react” on a das tag line identifies those categories. All other
Action Bar cards are actions.

An Action Bar card may be one of several types.rEwen-equipment Action Bar card, regardless of its
type, has a “core” ability with tick cost equalttee value in its top left corner. Some types ofiédwrBar
cards may have additional abilities. For examplafd may have abilities that apply while it's atteed

to a character, a form may have abilities thatyapiile a character is in that form, and a petotern

may have abilities that apply while it's in play.

Playing a non-equipment Action Bar card’s coreighbibllows the applicable rules for playing alidis
(703). As an additional cost to play its core &pilexhaust that Action Bar card. An exhausted non-
equipment Action Bar card is said to be on “cooldgvand its core ability can’t be played until it
readies. With the exception of forms, each othdiofscBar card stays in its Action Bar after itseor
ability is played.
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301.Buffs and debuffs

301.1 Buff core abilities can target only allies. Deboire abilities can target only enemies. Other rtiias
describe buffs apply equally to debuffs.

301.2 Playing a buff card’s core ability attaches a “Biifér example, another copy of that card) to thegyét.

301.2a Such a buff has all the text of that buff card, isuttherwise independent from that card and the
character that played it. The orientation of a lmaifd has no impact on any buffs it has gener&ted.
addition, any damage or healing caused by a buiff astributed to the character that played it.

301.2b As part of attaching a buff to a character, alleothuffs attached to that character with the saameen
as that buff are removed.

301.2c A buff is removed from a character as that buffisadion expires. If that buff has no duration téys
attached until something else removes it.

301.2d As part of destroying a buffed character, all baftached to it are removed.

301.2e Some buffs add counters to the buffed characteh Saunters are not themselves buffs. As part of
removing such a buff from a character, all counéelded by that buff are also removed.

301.2f A buff can be attached to a totem, but is removemiédiately after the ability that attached it has
finished resolving.

Example A Warrior Mortal Strikes a Stoneclaw Totem. Ttaem token is dealt 1 damage, then that
Mortal Strike debuff is immediately removed from it

Mortal Strike, Instant Debuff
Deal 1 damage to debuffed enemy. <p> Debuffed emamy be healed.

301.3 Some effects remove a buff from a character, attdch’” it to a second character. Moving a buff this
way doesn'’t play it, so its text isn’t reprocess&dy counters removed as part of removing that frofh
the first character (301.2¢e) are added to the skcbharacter as that buff attaches.

302.Equipment

302.1 Equipment can’t be played. They can only be turfiaed up at the start of each game (101.4).

302.2 A character's honor (201.1) is increased by the ebsach face-up equipment in its action bar.

302.3 Some equipment grant the character it's equipp@téoor more new payment abilities. These are in
addition to any other abilities that charcter alighas. Playing an ability from an equipment doesn’

exhaust that equipment.

302.4 Exhausted equipment is considered “broken,” andsadlbilities are inactive and can’t be playedlut
readied. Abilities on equipment are active onlylefitis ready (700.3).
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303.Forms

303.1

303.2

303.3

303.4

303.5

Playing a form’s core ability changes a charaatiay something new, usually with new stats and/or
abilities. Changes are limited only to those spedifFor example, a Druid who plays Bear Form nstai
its race, class, and faction; a Tauren doesn'tg@hanto a Beast, or an Alliance character into anéder.

As an additional cost to play a form’s core abjlitgmove it from its Action Bar and set it asidehil&/
it's not in an Action Bar, it has no orientationdacan’t be targeted or affected in any way. Formeco
abilities can’t be negated.

While a character is in a form that grants one oremew payment abilities, that character cany play
other payment abilities (other than the ones gdabyethat form). Payment abilities that change that
character into a different form are an exceptiothis rule and can still be played.

Example The card Bear Form grants a Druid a physical akaThe Druid can’t use other payment
abilities not found on the form card.

Example While in Shadowform, a Priest may play a Mind$Bleard in its Action Bar, as Shadowform
doesn’t grant the Priest a new payment ability.

A character may drop out of any form as an instaraddition, a character drops out of any forrnhét
character is destroyed. As part of dropping owt fifrm, or changing into a new form, return the folen
card to that character’s Action Bar face up andyed@his doesn't “ready” that card or otherwisgger
any abilities watching for a change in that caatientation.

Ongoing abilities affecting a character continuedcso regardless of that character’s form charfyes.
character in a form that “loses all abilities” stay that form and keeps the stats from that fdou Joses
any abilities granted by that form as usual.

Page 8



304.Totems

304.1

304.2

304.3

304.4

Playing a totem’s core ability puts a totem tokethuhat name on the same space as the charaater th
summoned it. Such a token is allied with that cbirs party as it's created, but it's otherwise
independent from that character. If that charastdestroyed, any such tokens it played stay in. g\ay
number of totem tokens with the same name can pkjnat the same time, no matter who played them.

Totem tokens can'’t be affected by AOE abilitieseYlcan be attacked and targeted like charactets, bu
they aren’t considered characters for any othepgme. Abilities referring to “allies” or “enemiesan
refer to totem tokens, but those referring to “alharacters” or “enemy characters” can't.

A totem token has health (as specified by the AcBar card that generated it) and is immediately
destroyed (403.2) if it accumulates damage equal tpeater than its health. Totem tokens can'’t be
healed and don't respawn.

A totem token can be damaged only by the following:

304.4a An ability that targets it.

304.4b An attack that has been redirected (703.19) to it.

304.4c¢ Triggered abilities that affect an “attacker” ibthtotem was attacking.

304.4d Triggered abilities that affect a “defender” if thatem was defending.

304.5

Totem tokens don’t have personal clocks and havfactmn. They can’'t move or teleport. Any number

of totem tokens can occupy the same space, andhamgicter (ally or enemy) can occupy the same space
as one or more totem tokens. Any characters aret tiitem tokens occupying the same space as a totem
token are considered to be adjacent to it, aralthiém. A totem token isn’t adjacent to itself. drot

tokens aren't affected by terrain they occupy. Ttey't block LOS (405.3).

305.Pets

305.1

305.2

Playing a pet’s core ability puts a pet charactariy space that's adjacent to the character that
summoned it (its master) and not occupied by aadher. Its master chooses which adjacent spaa#. If
adjacent spaces are occupied by characters, tharpthooses one of the nearest spaces not ocdupied
a character. If that master already has a peplthpet is removed from play.

Each pet is a character and has a clock, whigtitially set to match its master’s clock afteralimmon
costs have been paid. Each pet takes individuas tseparate from its master. However, a pet isvetho
from play if its master is destroyed. Each petthassame faction as its master. The honor of &kt
Pets follow all character rules except for thedafing:

305.2a Players score no VPs for destroying a pet. Pet% despawn. An enemy can move through spaces

occupied by a pet (404.1b). Pets don’t block LOE5(3).
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4. Game concepts

400.Control and ownership

400.1 A playercontrols the characters and tokens he or she puts into @faythe Action Bar cards of those
characters. No more than one player can contratdhee thing at the same time.

400.2 A character or totem is aily if it's controlled by you or another player on ydaam, otherwise it's an
enemy,

400.3 Some effects let one of your characters gain cbafran enemy and immediately take a turn with it.

400.3a During that turn, any references to that charastalties or enemies now refer to your character’s
allies or enemies. In addition, you can turn thetracter’'s non-equipment Action Bar cards face up
at any time, and play any of its abilities; andfaismer controller no longer can. Paying the tiokts
of any of that character’s abilities ticks up natyoits personal clock but also your character’s
personal clock.

400.3b Any buffs attached to that character stay attacaed,any effects applying to it continue to apply
within their durations. If that character has altgplayed an ability that can be played only onee p
game, you can't play it again.

400.3c After any end of turn triggers resolve, controttwdt character reverts to its former controller.

400.4 A card isownedby the player in whose party it started the game.

401.Counters

401.1 A counter is a small object placed on a card by an effeoht Effect explains what that counter does. If it
says to put a counter on a character, put thattepon that character’s card.

401.1a Counters remain on a card until they’re removedlcélinters are removed from a character card and
its Action Bar cards as part of that character dpe€i@stroyed.

401.1b Unnamed counters on a card increase or decreastategpower, health, armor, resist, or move) of
that card. Such a counter generates an ongoingf €7i@8) until it's removed.

401.1c Named counters serve either as a marker or a wiegejp track of some quantity. Named counters
with the same name are indistinguishable from egicér.

401.1d A card can have any number of counters with theesaame or that modify the same stats.

401.1e If a card refers to a counter, it's referring tocunter on itself unless otherwise specified.
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402.Damage and healing

402.1 A character spawns with its health dial (the tagd df its UBase) set to the health value printedt®n
character card. If that character takes an amdutdrmage turn that dial down by that amount. A
character is damaged while its health dial is s&v its maximum health, otherwise it's undamaged.
character’s health dial represents its “remainieglth.” If its health dial would be turned downQt@r
less, that character is destroyed (403.2).

402.2 Tohealan amount of damage from a character is to terhaslth dial up by that amount. If N damage
would be healed from a character, but turning éalthm dial up by N would set it above its maximum
health, set that dial to its maximum health, ardekcess healing is wasted.

Example A character spawned with the 8 health listedtsrcharacter card, but it has taken 2 damage
since then. That character is then healed for8h#alth dial is set to 8 (its maximum health), %ot

402.2a If a payment ability has the [heal] icon followeg & number, that number is the heal power of that
ability. As it resolves, roll that many dice, anebh1 damage from its target for each success (plus

any additional damage specified by that abilityis effect, if applicable). Heal abilities aren’t
blocked by armor or resist.

402.2b A character can play an ability (703) that woul@lren undamaged character or a character that can’t
be healed. In both cases, such an ability willttatheal, and so it won't trigger abilities thagger
off damage being healed from that character.

402.3 Some effects increase or decrease a charactetth.hea

402.3a As a character’s health is decreased by an amtuntits health dial down by that amount, and its
maximum health is also decreased by that amouis.iJ ldifferent from damage.

402.3b As a character’s health is increased by an amawnmt jts health dial up by that amount, and its
maximum health is also increased by that amouns iStdifferent from healing. A character’s health
(and maximum health) can be increased above 15.

402.3c A character's maximum health is its printed heglths or minus any increases or decreases to its
health (which doesn’t include damage).
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403.Entering and leaving play

403.1 A character entering play for the first time isledlspawning A character re-entering play is called
respawning. An out-of-play character respawns imately before taking its next turn (501.1). Unless
scenario specifies otherwise, a character must plag on a spawn point controlled by its contnolle

403.1a If there is more than one such spawn point, thatrobber can choose any of them. If the chosen
spawn point is occupied, the character entering plast make its natural move (404.1) before doing
anything else that turn. If that character can'venoff that occupied spawn point (because it's
surrounded by enemy characters, for example)pitsraller places it in any of the unoccupied spaces
nearest to that spawn point, and then it takesiitsas usual.

403.1b A character that respawns is no longer the sammactes. Any effects that previously applied to that
character no longer do so unless they specifyttiegt do.

Example Slitherblade Tidehunder Python Grabs Dralor. Th#tack destroys Dralor and also crits.
As Dralor respawns, he’s not affected by that sritan’'t move during its next turn” effect.

Python Grab[T3R1P5] (Melee)
[Crit]: Each defender can’t move during its nextriu

403.2 If a character’s health dial would be turned dow® r less, that character is immediatdbgtroyed
However, characters aren’t destroyed by attack dernatil all defenders in that attack have finished
defending (602.1a). As a character is destroyedfalfowing happens in order:

403.2a Resolve all abilities that trigger off the destiantof that character, then remove it from play.past
of doing so, remove all buffs and counters from thearacter’s card and its Action Bar cards, dtop i

out of any form (303.4), and remove from play aeysgbut not totem tokens) it summoned. This is
different from destroying those pets.

403.2b In a Battleground game, tick that character up lap@ reset its health dial to the health valuetpdn
on its character card.

403.2c¢ Score any VPs specified by the scenario rules.staadard scenario, a player scores 4 VPs as each
non-pet character whose character card he doesn’{400.4) is destroyed. The destruction of a
legendary character scores double VPs.

403.3 A character isn play after re/spawning until it's destroyed (or othesgvleaves play). A character
waiting to re/spawn isn’'t in play, even if the n&stlock matches its personal clock.
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404.Moving and teleporting

404.1 Each character can make one “naturative on each of its turns and normally can spend rtmve
points on that move. Each move point lets a charanbve 1 space, so each character can normallg mov
up to 2 spaces on each of its turns. Move pointstdarry over from turn to turn, so if a characteends
only 1 move point on its turn, its remaining mowen is wasted. A character can’t spend some move

points, do something else, and then spend its rengamove points.

404.1a Moving a character into a cover or high ground spaquires 2 move points, regardless of what type
of terrain that character is moving from. If a cter doesn’t have enough move points to enter a
space, it can’t enter that space. As a resultagadter must normally start its turn adjacent hsa
space in order to move into it. A character thghtires terrain move penalties” requires only 1 move

point to enter a cover or high ground space.

404.1b A character can’t end its move in a space alreadymed by a character, but it can méweugh
spaces occupied by allies or enemy pets (but rehgmon-pet characters). A character can both end
its move in a space occupied by a totem and maeaigh spaces occupied by totems.

404.1c Effects that increase or decrease a character'e m@/referring to its move points. If a charabges
move -1, for example, it can still make a move aateof its turns, but it has 1 less move point to
spend. If a character's move is reduced to O ritraalonger make a move. Such effects have no
impact on a character's movement other than itsnaieral move on each of its turns.

404.2 Teleporting is repositioning that doesn’t involve move poirasd so effects that increase or decrease a
character’'s move have no impact on teleporting.

404.2a A character teleports directly to its destinatipace; it doesn’t move through any intervening space
and so it isn't impacted by any terrain or enensiesupying those intervening spaces. A character
can't teleport to a destination space already decuipy a character, but can teleport to a destinati
space occupied by cover or high ground without jpgna

404.2b A teleporting character doesn’t need unblocked @i destination space.

404.3 Some effects say to move a character a specifigtbauof spaces. The controller of such an effect
makes all movement decisions unless otherwise fpa:cEffects that increase or decrease that
character’'s move have no impact on such movemang®}.1b still applies.

404.3a Moving that character into a cover or high groupdce reduces the number of further spaces it can
be moved by 2. If moving into such a space woutllice that number below 0, that character can’'t
be moved into that space. A character that “ignteaain move penalties” ignores this rule.

404.3b If that character is to be moved “away” from a ssyieach space into which that character is moved
must be one of the farthest possible spaces awaytfrat source. If that character is at an eddbeof
board and needs to be moved further spaces, ivedalong that edge in the direction that puts it

farthest away from that source.
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404.4 Whether a character makes its natural move or igehby an effect, abilities watching (704.2c¢) for i

* to “move into a space” can be triggered by it mgvimo any space on its path, and resolve before it
moves out of that space.

» to “stop moving” are triggered only by it movinganthe final space on its path.

404.5 Some effects say that a character switches spatfeamally. Such an effect simultaneously teleport
that character and that ally into each other’'s apac

Example As an ability that says a Warrior switches spaagh a totem resolves, the totem stays in its
space because it carteleport (304.5), and the Warrior is teleporteda the toterts space if it ish
already occupied by another character.

405.Range and LOS

405.1 The trail of spaces between any 2 spaces is calfth. To determine the length of a path between t
space a character occupies and a second spat&igtaa space adjacent to that character (donihto
the space it occupies) and end with that secontkspa

405.2 In order for a target to be withnange X of a character, the length of the shortest pativeen that
character and that target must be less than ot amMaln addition, that character must have uckéa
LOS (405.3) to that target. Both of these teststrbagpassed any time the word “range” or the racge
is used on a card.

Example An attack with range 1 can target enemies imntetliaadjacent to the attacking character or
in the same space as the attacker (in the caseaite token in the same space).

405.2a Some abilities have a minimum range. For exampbecharacter’s ability has range 2—4, it can’t be
played on a target within range 0 or 1.

405.2b Some abilities have no range. Unless otherwiseifggica character can only use such an ability on
itself.

405.3 A source has unblockdihe of sight (LOS) to a destination if any of the shortest pdibtween them has
unblocked LOS. A path from a source to a destingtias blocked LOS if any space on that path except
the last is occupied by cover, high ground, impllesterrain, or a non-pet enemy character. Otherwis
that path has unblocked LOS. Pets, totem tokemasyrsjpoints, and VP locations don’t block LOS unless
they share a space with a terrain element that does

405.4 There is one exception to 405.3. At range 4, ifalage six different paths of equal length betwiben
source and destination, and four of those pathdydng the last space) cross through a single LOS
blocking element, then LOS from the source to th&tidation is blocked.
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406.Spaces and terrain

406.1 Each hexagon on the game board $pace Two spaces that share a borderaliacent. A space isn’t
adjacent to itself. Spaces can be occupied by cteasa(including pets), tokens (like totems), terra
elements (like cover and high ground), and scereeiments (like spawn points and VP locations).
Spaces can be occupied by more than one of theeglker a VP location on high ground), except two
characters can’t occupy the same space.

406.2 All terrain elements except open terrain block LO$es of terrain elements include:
406.2a Cover (including forests and ruins). A character undmrer may reroll one die while defending.
406.2b High ground (including hills). A character on high ground nrayoll one die while attacking.
406.2c Impassable Other game elements can’'t occupy or move througiagsable terrain by any means.
406.2d Open. Any terrain other than the above is open anchobaspact on the rules.

406.3 Scenario elements don't block LOS unless they shamace with a terrain element that does. Types of
scenario elements include:

406.3a Victory Point locations (VP locations)

406.3b Spawn points are where characters enter play. Spawmts can be exclusive to a faction or neutral
(usable by any faction). In addition, neutral spgwemts may be convertible to a faction.

407.Targeting and AOE

407.1 A character’s ability targets if it uses the wotdrgjet” or the range icon. To be legal, a targestrbe
within the specifiedange of that character, and that character must hak®aokedLOS to that target.

407.1a Attacks and debuffs can’t target allies. Buffs &eals can't target enemies.
407.1b An ability with multiple targets can'’t target tharse thing more than once.

407.2 Area of effect(AOE) abilities target a space; they don't targiey characters. AAOE ability can target
a space whether or not it's occupied.

407.2a A character's AOE ability affects not only the teted space, but also 2 spaces adjacent to that spac
and each other (for a total of 3 affected spadkeadpcent to each other). The 2 additional spaces
chosen by that character’s controller and are tfteahether or not they’re within range of that
ability, and whether or not that character has ari®#d LOS to either of them.

407.2b If the AOE ability is an attack, only one attack i®s made, and the result of that roll is applied
each defender. No damage is applied to any suclcateas until all have defended.

407.2c Unless otherwise specified, AOE abilities can't dge allies or heal enemies.
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408.Ticks and tick costs

408.1 Each game has a master clock that tracks the pae$tigne in the game, and each character has a
personal clock (the lower dial on its UBase) tihatks when that character can next take a turrh Eac
clock begins each game set at 1. Each value oock o atick (but also see 500.1).

408.1a To “tick up” a clock means to add 1 to it and tigKtdown” a clock means to subtract 1 from it.
Similarly, to tick up or tick down a clock by an aomt means to add or subtract that amount.

408.1b An enemy ticking up a character’s personal cloaksea a window to open for reacts (700.3) that can
be played “only when an enemy ticks [a charactper] u

408.1c As a clock ticks up from 10, it resets to 1. Edotetthe master clock does so, a mewnd starts.
408.2 To pay the tick cost of a character’s ability, tigk that character’s personal clock by that amount.
408.2a A character’s personal clock can’t “lap” the mastiexck in either direction. In other words:
» A character can't pay a tick cost if doing so wotibl its personal clock 10 or more ticks ahead of

the master clock. If an effect would tick a perdamack 10 or more ticks ahead of the master clock,
that personal clock is ticked only 9 ticks aheathefmaster clock.

» A character’s personal clock can’t be ticked dowhibd the master clock. If an effect would tick a
personal clock down behind the master clock, tbhasgnal clock is set to match the master clock.

408.3 Some effects let a player pay fewer ticks to plahility, or force a player to pay more ticks taypthat
ability. This doesn’'t change the cost of that #yili
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5. Game sequence
500. Start of tick

500.1 Eachtick of the master clock is a period of time that stad the master clock is set to a new value and
ends as the master clock ticks up. Each tick catagoany number of turns.

500.2 If any abilities trigger (704.2) at start of tiglesolve those before doing the following.

500.3 A window opens for reacts (701) that can be pldgedhe start of a tick before any characters Haken
aturn.”

500.4 Check whether any personal clocks match the maktek.
500.4a If none do, the tick ends by following 501.4.
500.4b If only one does, that character takes the nert tur
500.4c If more than one does:

» If those characters belong to the same playerpllager chooses which of them takes the next turn.

» If those characters belong to different players,fitst of those players to the left of the turaygr
chooses a character he or she controls among thasacters to take the next turn. In the case of a
team game, teams are considered to be a singlgetplfor purposes of this rule.

501.Taking a turn
501.1 If the character taking the next turn isn’t in playspawns immediately before taking its turn.

501.2 As a character’s turn starts, its controller becethe turn player until a character controlled by a
different player starts a turn. Ongoing effects that “until the start of [this turn]” expire. Theif any
abilities trigger (704.2) at start of turn, resotliese before doing the following.

501.3 The turn character may do any number of the follgwivhile it’s in play, in any order, but no moraih
once each:

e Make its natural move (404.1)
e Play one instant (702)
e Play one action (702)

501.3a A player can play any number of reacts (701) orohiser turn (during applicable react windows).
Doing so doesn’'t impact these options.

501.3b After completing any one of these options, the player then decides which, if any, of the
remaining options to do.

501.3c After the turn player has completed all desiredamyst for the turn, if the turn character’s personal
clock matches the master clock, tick up that peakolock.

501.4 If any abilities trigger (704.2) at end of turnsoéve those before following 500.4.
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502.End of tick

502.1 In a standard scenario, each VP location has tleviog triggered ability (704.2).

At the end of ticks 5/10, for each non-pet charagteor adjacent to this VP location, its controlle
scores 1 victory point.

502.1a A non-pet character on or adjacent to multiple ¥&ations scores its controller that many VPs.
502.2 After all triggered abilities have resolved, do thkowing in order:

» Iftick 10 is ending, ready all exhausted Actiorr Bards.
» Tick up the master clock.
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6. Attacks
600.Before rolling

600.1 An attack is an ability with an amount of physical or magmwver. Nothing else is an attack.

600.1a Each character has a main attack in its uppebt@xt Some characters have additional attacks in

their lower text boxes. Some Action Bar cards hatt@ck abilities.

600.1b Each attack has one of the following damage tyaesine, fire, frost, holy, melee, nature, ranged, o

shadow. Unless otherwise specified, an attack’saggntype has no impact on game play.

600.1c An attack is either magic or physical, never bdithn effect would change an attack from one to the

other, it does so from the outset of playing thietck.

Example A Hunter has a printed physical (Ranged) attabKiy and plays Arcane Shot from its
Action Bar. It then plays that attack ability, t@tgng a Paladin. Because Arcane Shot makes that
attack magic from the outset, that Paladin candaewith Blessing of Protection, but an adjacent
Mage can react with Counterspell.

Arcane Shot

This character’s next [Physical] (Ranged) attaclstturn becomes a [Magic] (Arcane) attack insteadl also has “[Crit]:
Ready Arcane Shot.”

Blessing of Protection
Play only when a [Physical] attack targets this cheter or an adjacent ally. <p> Negate that ability

Counterspell
Play only when an enemy within range plays a ndmyfcal] ability. <p> Negate that ability.

600.2 Playing an attack follows the applicable rulesglarying abilities (703). If “enemies can't attack [

600.3

600.4

character]”, enemies can’t make attacks propogiagaharacter as a defender, that character can't
become a proposed defender or defender againstyeatéanks (including AOEs), and enemy attacks
can’t be redirected to that character.

If an attack is negated, it doesn’t resolve, naatizrs attack, and none of the following happens.
Otherwise, the attack resolves and the followingpess in order, even if the attack has O power.

Each of any applicable characters witbtector that isn’t a proposed defender may choose to girate
proposed defender. In each case, the proposeddgefstops being a proposed defender, and that
protector becomes a proposed defender. This isrtlyetime characters can protect. Then, all progose
defenders become defenders and “are attacked.”

600.4a If an attack “can’t be redirected”, characters t@anotect during that attack.

600.4b Only one character can protect each proposed defeaah attack. That character can protect

whether or not it can be attacked by the charadtacking that proposed defender.

600.4c A character that protects during an attack canjpriostected during that attack.

600.5 Resolve any associated non-crit abilities (likedfpolt Volley’s), unless they specify that they bpp

“after” the attack (602.3).

Page 19



601.Rolling

601.1 The attacker makes itdtack roll by rolling dice equal to the attack’s power. Eadkcess is hit.
601.1a If there are multiple defenders, only one attadkisanade and applied to each of them.

601.1b If the attacker has rerolls (because it's occupiigp ground, for example), these are made
immediately after the initial attack roll, beforeyadefense rolls.

Example A character in high ground uses Cleave to attacktiple enemies at once. Only one roll is
made against both targets, so the attacking playay reroll one die due to the high ground bonus.

601.1c If one or more crit results are rolled, the atteck crit and each of any associated crit abilities
triggers once. If a crit ability increases the amtoaf attack damage, it resolves immediately and
increases the number of hits by the specified amdiua crit ability creates an ongoing effect, it
resolves and is applied immediately. Otherwisegiits to resolve during 602.2.

601.2 Each defender makes dgsfense rollby rolling dice equal to that defender’s armottl{ié attack is
physical) or resist (if the attack is magic). Eadlecess is block.

601.2a If a defender has rerolls (because it's occupyimggec, for example), these are made immediately
after the initial defense roll.

601.2b If one or more crit results are rolled, they areca&sses but have no other game impact.
602. After rolling

602.1 Determine the amount attack damageto be dealt to each defender by subtracting teferdler’s
blocks from hits. Such damage may be replaced [@&®@ye it's dealt.

602.1a If the final result is a positive integer, the deder takes that much attack damage and its health d
is reduced by that amount. No other damage indhneegs attack damage. If there are multiple
defenders, all attack damage is dealt simultang@it@r all defenders have finished defending.
Character destruction (403.2) is processed if requiThen, if any abilities triggered (704.2) off
attack damage, resolve those before doing theviaitp

602.2 Resolve any waiting crit abilities. Crit abilitiéisat launch a new attack are an exception to tiesand
follow 602.5. Crit effects that would apply to aachcter that was destroyed during the attack, trdo
controller of such a character, do as much as Iples$tor example, crit effects like “add 1 tickthe
defender” or “the defender exhausts 1 of its Actdam cards” still apply, even if the defender isloger
in play, but “move the defender 1 space” does ngthi

602.3 Resolve any associated non-crit abilities (likeéeffg) that apply “after” the attack.

602.4 If the character that “was attacked” during 6004 taken no damage this turn, a window opens for
reacts that can be played “only if [a character} wriacked and took no damage this turn.”

602.5 Resolve any waiting crit abilities that launch avredtack.
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7. Abilities and effects
700. Abilities

700.1 The text in a character card’s upper and lowerlexes represents the abilities of that charaatedoes
the text in the text boxes of that character’s éwtBar cards. Each character’s upper text box cmta
single ability that is that character’'s main atta€&ch Action Bar card also contains one or moiigiab.

700.2 There are three types of abilities: react, paynmamd, ongoing.

* React abilities are currently found only on ActiBar cards that have “react” in their tag lines.
« Payment abilities are non-react abilities that hetiek cost (including a tick cost of 0).
* Ongoing abilities are non-react abilities that ddrave a tick cost.

700.2a React and payment abilities are played (703). Qrnggabilities are not played.

700.2b Some Action Bar cards (including buffs, forms, persd totems) have “core” payment abilities that
aren’t represented by text. For example, Call faay a core payment ability with tick cost 3 that
summons Fury. The text in its text box representy’s abilities once it has been summoned.

700.3 Abilities are either active or inactive. Active hiiies generate effects; inactive abilities do#hilities on
face-up cards are active unless otherwise spec#ieifities on exhausted equipment are inactive.

701.React abilities

701.1 Each react ability specifies a react event, whictin@ only situation in which it can be played.t@ier
game events cause a react window to open. A raadbe played only during a react window that was
opened by its react event. All such windows ardieidly described in these rules.

701.2 While a react window is open, applicable reactslzaplayed inside that window by any player,
regardless of whose turn it is. The turn playerthadirst option to play one react, and then gaaker
clockwise from that player has one such option.ealtplayers have had their option, that window
closes. Each player can’t play more than one ligaitte a single window.

701.3 An enemy playing a react ability is itself an evéradt can be reacted to. Before that ability reseha
window opens for reacts that can be played “onlgmvan enemy plays an ability.” Such a window is
nested inside the original window. While one or enested windows are open, players can play reacts
only inside the most recently opened window. Aseaaested window closes, the next most recent
window stays open for any remaining players totreesde that window.
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702.Payment abilities

702.1 Payment abilities are non-react abilities. Theyideinstants (if it's labeled as an “instant”), and
actions (if it's a non-instant with a printed tick cost bfor greater).

702.2 Payment abilities include attack abilities (thosthwnagic or physical power) and heal abilitieéh
with heal power). All other payment abilities haugarrow (represented by >>> in these rules). ke t
before the arrow is the cost to play the ability] #ghe text after the arrow is what happens whendm

702.3 Some payment abilities have bold text that re&lsahnel [cost]. They are also called Channel abilities,
and have the following additional rules:

702.3a After a channel ability resolves, if the charactet played it still in play with that ability, pat
channel counter on that ability card. This represtre channel is active.

702.3b At the start of a character’s turn, if it has ativecchannel, it may choose to continue that chenne
effect by paying its [cost]. Continuing a chanregeats the channel effect (with the same targets an
choices) without playing it, and counts as thatatter’'s action for the turn. Any abilities watchin
for an ability being played, or an action beingetakor any targets being targeted, don't trigged, a
no react windows open.

702.3c A channel ends, and the channel counter is remdfvady of the following happens:

» The channeling character moves, is moved, telepaktes damage, leaves play, takes any other
action, plays an instant or react, or ends its without continuing the channel.

» An effect ticks up the channeling character.

* The ability for that channel is lost or become<tivee.

» If the channel has targets, all its targets aegill at the start of the channeling characterts. tur
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703.Playing abilities

703.1 To play an ability, a player must go through thiofging steps in order. A player can’t start toyphn
ability if there’s an effect that stops that plaj@m playing that ability.

703.1a The player announces the ability and reveals itscgoif that source isn't currently revealed. kith
source is a face-down Action Bar card, that catdrsed face up.

703.1b If the ability is modal, indicated by the phrasédose one:”, the player chooses which mode to use.
Each mode is separated by a semicolon.

703.1c If the ability has targets (407.1), the player neisiose those targets in any order that allowsfall
them to be chosen. If the ability has a variableiper of targets, the player must first choose that
number and then choose those targets. An abilitit ba played unless legal choices can be made for
all of its targets.

703.1d The player calculates the total cost for the ahifitst adding any additional costs in any orded a
then subtracting any cost reductions in any or@est additions are cumulative, as are cost
reductions. If a particular reduction has a restnc(like “pay a minimum of 1 tick”), that resttion
applies only to that reduction. If the cost is kel after subtracting cost reductions, it's treaasd.
The player then must pay costs in any order. Amy qfea cost that would be replaced can't be paid.
If any part of a cost would be replaced, follow @3

703.1e At any time during the above steps, if the plagaunable to finish playing the ability, the entire
process is rewound and the game state reverts tstate before playing the ability was attempted.

703.1f After the above steps are completed, that abikigomes played, and the following happens in order.

703.1g If the ability is an attack, each target (if it'stran AOE) or each character currently occupying an
affected space (if it is an AOE) becomes a propoedender. Some effects say a second ally
“becomes a defender instead.” Such an effect clzangeoposed defender of an attack to that second
ally. If that attack “can’t be redirected”, the girial proposed defender isn’'t changed.

703.1h A window opens for reacts that can be played “avihen an enemy plays an ability” and, in the case
of an attack ability (600), reacts that can be @thfonly when an attack targets [a character]” lyon
when [a character] is targeted by an attack.” ifgia“character] is in the affected area of an epem
AOE attack.” If a react played during this windowgatesthat ability, that ability does nothing more
and its costs are not refunded.

703.1i If that ability hasn’'t been negated, any abilitiestching for that ability being played, or an antio
being taken (if that ability is an action), or asfythat ability’s targets being targeted, triggé04.2)
and resolve immediately. Then, that ability itseolves.
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704.0ngoing abilities

704.1 Ongoing abilities are non-react abilities that ddmave a tick cost.

704.2 Some ongoing abilities ataggered. A triggered ability watches for its trigger eveéathappen, at which
point it triggers. It triggers off every instanckits event, including multiple events happening
simultaneously. Unless such an ability can triggdy if its source is in play, it triggers whetharnot its
source is in play. Unless otherwise specifiedgeigd abilities resolve immediately after theygeg

704.2aIf a triggered ability appears or disappears astrae time as the trigger event it's watching ifor,

triggers.

704.2b Crit abilities are also triggered abilities thagityer off a crit result being rolled. However, attilities

never trigger more than once per roll, even if iplétcrit results are rolled.

704.2c If a triggered ability requires information frometiyame as it resolves, it gets that informatiomfeo

shapshot of the game taken immediately afteriggér event.

704.2d If multiple triggered abilities would resolve sinaheously:

First, the turn player chooses the order in whigh such abilities that affect his or her characters
apply to each of those characters, and then thiepteyer clockwise does the same, and so on.
Multiple triggered abilities with the same name 'taffect the same character at the same time, nor
can triggered abilities from multiple equipmentatems with the same name.

Then, all such abilities resolve simultaneouslg isingle wave. Characters can’t be destroyed nor ca
the game be won during the resolution of such aewAfter such a wave completely resolves, first
process the destruction of any applicable chara¢terd award any associated VPs), and only then
determine whether the game has been won.

Then, any abilities that triggered during the poegi wave resolve simultaneously in another wave,
and so on.

Example A pet character with 2 maximum health and 1 Heedmaining has both Rejuvenation and
Corruption attached. At the end of tick 5, bothlitibs trigger. That character’s controller choosts
apply Corruption first, reducing its health to -dnd then Rejuvenation, restoring it to 1 and kegpin

it in play (because it can’'t be destroyed untiltbabilities have completely resolved). If he chiose
apply those abilities in reverse order, the pet lddae destroyed because it can’t be healed above 2.

Example A character has an ability that reads, “At theceof ticks 5/10, each adjacent enemy with
health 4 or less takes 1 damage.” An adjacent eneasy4 health and an attached Rejuvenation
(heal 2 at the end of ticks 5/10). Even if thatreyis controller applies the Rejuvenation first,ttha
enemy still takes 1 damage because it has 4 hiealtie snapshot.

Example Ruby Gemsparkle is adjacent to two Harvest Gol&hs moves 1 space. She is affected by
Harvest Flesh only once.
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704.3 Each non-triggered ongoing ability continuously g&tes an ongoing effect for the duration of thega

704.3a Unless such an ability specifies that it appliely evithin a certain range of its source, its effect
applies whether or not its source is in play.

704.3b Multiple ongoing effects with the same name cafid¢a the same character at the same time, nor can
ongoing effects from multiple equipment or totemthwhe same name.

Example Ruby Gemsparkle is adjacent to two Vindicator blms. She is affected by Devotion Aura
(Adjacent allies have [Armor] +1) only once.

Example Haruka Skycaller is adjacent to two Strength aftB Totems. She may reroll only one die
while making (Melee) attacks.

Strength of Earth Totem
Allies on or adjacent to this totem may reroll & eihile making (Melee) attacks.

705.Resolving abilities

705.1 Resolving is the process by which a payment ortr&aitity that has been played, or a triggereditgbil
that has triggered, impacts the game. The controflthat ability tries to resolve it by followinte
instructions listed below.

705.1a If the ability has not been negated, resolve itddaso, its controller must process its text ineordf
it tells a player to do something, that player nsa&i choices for doing that thing that were not
already made, and must make choices so that thiactiially done if possible.

705.1b If some (but not all) of the ability’s targets altegal as it resolves, it affects only those tasg@at
are still legal. If some of its text is impossilbbeperform, only as much as possible is performed.

Example Lotherin’s main attack has a crit ability thatale damage to adjacent enemies and heals
damage from adjacent allies. Even if no allies barhealed, the damage is still dealt, and viceavers

705.1c If the ability requires information from the gantieat information is locked in as it resolves. A
triggered ability (704.2) is an exception to thuter and gets its information from a snapshot ef th
game taken immediately after its trigger event.

705.2 Some abilities tell a player to do one or moredhirfollowed by a sentence starting with “if you"dbhe
latter checks whether all of those things werealltwlone. If they weren't, that sentence’s effeants not
created. If one or more of the things were replatiemse things weren’t done.

705.3 Some resolving abilities launch another abilityclsa launched ability follows the applicable rules
playing abilities (703). If it requires targets tlegal targets can’t be chosen, or if other choimade on
announcement can't legally be made for it, thalitghs negated and doesn't affect the game in\aay.
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706. Effects

706.1 There are two types of effects: ongoing (708) ama-ongoing (707).

706.2 A resolving ability can create any number of effeat either or both types. If parts of an abilityext
have different durations, that ability creates safgaeffects for each of those parts. An effecttdeave
more than one duration. If an ability’s text hashbongoing and non-ongoing parts, that ability teea
separate effects for each of those parts.

706.3 A player applies an effect by processing its textrider. If some of the effect is impossible tofpen,
only as much as possible is performed. If a cafietsdo “that [thing],” it's referring to the laitme that
[thing] was mentioned in its text, even if “thahifig]” doesn’t currently describe it.

706.4 Some effects say a player “may [do one or moreg8jifi That player may choose to do those [things]
only if he or she can do them in their entirety.

707.Non-ongoing effects

707.1 A non-ongoing effect modifies the game but has uratibn. They are created by some resolving adsliti
(705). Effects that deal or heal damage are alwaysongoing.

708.0ngoing effects

708.1 An ongoing effect modifies the game over a peribtinoe. It's either created by a resolving abilf05)
or generated by a non-triggered ongoing abilityd(3D

708.2 An ongoing effect generated by a non-triggered orgyability has no specified duration and so lésts
the duration of the game. It always uses infornmafiom the current game state. Unless it applidy ton
characters within a specified range of its sousoeh an effect applies whether or not its sourae jday.

708.3 An ongoing effect created by a resolving abilityalty has a specified duration. If no duration is
specified, such an effect lasts until the game ends

708.3a Some of these effects have a “while” condition & &s a duration. Such an effect applies only
while that condition is true within its durationhdt condition isn’t a duration.

708.3b If the text of a resolving ability has both ongoimgd non-ongoing parts, or ongoing parts with
different durations, separate effects are createddch of those parts. An effect can’'t have moas t
one duration. Unless more than one duration isi@iplspecified, all ongoing effects in a sentence
have the same duration.

708.3c Such an effect exists independently from its sauReemoving or modifying that source after that
effect is created won’t impact that effect in angyw

708.3d Such an effect affecting multiple [things] doedtéy any of those [things] as it's created. Such an
effect continuously checks what [things] it appliesso it can affect [things] that weren'’t affeti@s
it was created, and it can stop affecting [thirtha} were affected as it was created.
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708.4 Stealthis a triggered ability that creates an ongoingeédfas it resolves:

At the start of this character’s turn, if it has adjacent enemies, it is stealthed while it has thi
ability and doesn’'t move more than 1 space this.tur

708.4a While a character is “stealthed,” it has physiaalvpr +1, and its enemies can't play react abilities
During its turn, a character is stealthed as lag a

* It has stealth.
» At the start of this turn, it had stealth and the@eze no enemies adjacent to it.
e It hasn’'t moved more than 1 space this turn.

708.4b A character doesn'’t break stealth even if it mdvepace into cover or high ground, because the
effect checks only how many spaces have been mae¢thow many move points have been spent.
Similarly, a character doesn’t break stealth {€leports, because teleporting is different from
moving.

708.5 Taunt is an ongoing ability that generates an ongoimfecef
As an adjacent enemy attacks, it must target oiits ehemies with taunt if able.
708.5a An affected character isn’t forced to attack, eifencan attack a taunting enemy.

708.5b An affected character may make an attack that ¢arget a taunting enemy, even if it has an attack
that can.

708.5c If an affected character makes an attack for whoe than one taunting enemy is a legal target, it
can target any of those enemies.

708.5d If an affected character makes an attack againkipteutargets, and a taunting enemy is a legajear
for that attack, it can target a non-taunting enemly if it also targets a taunting enemy.

Example A Warrior makes a Cleave attack while adjacen ttharacter with taunt. That attack
must target that character with taunt and can d@kget any other legal enemy.
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709.Replacement effects

709.1

709.2

Effects that use both “would” and “instead” arelagement effects. A replacement effect replaces a
specified event with one or more modified eventse $pecified event never happens, so no abiliias c
trigger off it. Instead, the modified events happehich may in turn trigger abilities.

If multiple effects are competing to replace thmsavent, one is chosen and applied. Then, if one o
more effects are still competing to replace the iffretievent, another is chosen and applied, armhso
In each case, the next effect to be applied isernas follows:

709.2a If any of the competing effects would increase rdase, redirect, or otherwise replace the damage

that the event would deal, the player that woulal tieat damage chooses one he or she controls. If
none remain, the player that would be dealt thatatge chooses one he or she controls.

709.2b If the event isn't one that would deal damage plager that would have been affected by that event

709.3

709.4

709.5

709.6

(or the controller of the character or card thaulddave been affected) chooses one of those gffect

A replacement effect can replace an event any timetder for a replacement effect to replace angv
that effect must exist immediately before that éweould happen. Replacement effects replace every
instance of the specified event, even if that ebappens multiple times simultaneously. Unless
otherwise specified, a replacement effect repléwespecified event even if one or more of the finedli
events can’t be done.

The modified events created by a replacement dfiaee been affected by that particular effect aaritc
be affected by it again, and neither can any evbatsthose events get turned into by further pizent
effects. However, they can be affected by a diffenestance of that replacement effect.

An effect that replaces if a character “would moxeglaces only its natural move (404.1). Such &ecef
replaces the entirety of that natural move regasdtd how many move points that character has.

Some replacement effects replace damage that vbeuligalt. They do so by changing one or more
specific attributes of that damage. Any attributesspecifically changed remain the same in the
modified damage. An effect that use both “wouldibalt damage” and “prevent” is a type of
replacement effect (even though it doesn’t usenibiel “instead”) that prevents a specified amount of
damage that would be dealt.
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8. Glossary

Ability (700.1): The text in a character card’s upper and lowerliexes represents the abilities of that character,
as does the text in the text boxes of that charaddetion Bar cards. There are three types ofitdsl react,
payment, and ongoing. Abilities on face-up card@saative unless otherwise specified. Abilities ghasted
equipment are inactive.

Action (702.1): An action is a non-instant payment ability witprinted tick cost of 1 or greater. Each character
in play may play one action during its turn.

Action Bar (300.1): Each non-pet character has an Action Bar, wher&gtion Bar cards start the game face
down and ready. A character can't have the follgwinits action bar: Two or more cards with the sarame,
cards with a non-matching restriction line, card$ & non-matching text restriction, equipment ttha¢sn’t
share a class icon with it (unless it has “Anyitgrestriction line), and cards with the same slaxcess of the
maximum number allowed for that slot.

Action Bar Card (300): An Action Bar card belongs to one of four categsriaction, equipment, instant, or
react. A face-down Action Bar card is blank. Thetecoller of a character may look at that charastéate-down
Action Bar cards at any time and turn non-equipnfi@ce up at any time. A character may only playation
Bar card in its own Action Bar. Playing a non-eauént Action Bar card’s core ability follows the dippble
rules for playing abilities (703). As an additioraist to play its core ability, exhaust that ActB®ar card.

Adjacent (406.1):Two spaces that share a border are adjacent. €&erand/or totems are adjacent if they
occupy adjacent spaces. A character isn't adjaodtgelf. Any characters and other totem toker@upyging the
same space as a totem token are considered tgaweicko it, and it to them. A totem token isrdjacent to
itself.

Ally (400.2): A character or totem is an ally if it's controllbgl you or another player on your team.
AOE (407.2): SeeArea of Effect.

Area of Effect (407.2):Area of effect (AOE) abilities target a spacaffects not only the targeted space, but
also two spaces adjacent to that space and eaeh dte 2 additional spaces are chosen by thaacteais
controller and are affected whether or not thewithin range of that ability, and whether or naatticharacter
has unblocked LOS to either of them. If the AOHighis an attack, only one attack roll is maded éime result
of that roll is applied to each defender. No damag®plied to any such characters until all haefended. AOE
abilities can't affect totem tokens, damage all@sheal enemies unless otherwise specified.

Armor (201.5): Armor is the value next to the grey shield onltwer left side of a character card. It is the
number of dice rolled while that character defeaglginst a physical attack.

Attack (600.1): An attack is an ability with an amount of physioaimagical power. Nothing else is an attack.
An attack is either magical or physical; never b&ach attack also has a damage type D@aeage Type

Attack damage (602.1):The amount of attack damage to be dealt to edemder is determined by subtracting
that defender’s blocks from hits. Such damage neaseplaced before it's dealt. If the final resalaipositive
integer, the defender takes that much attack damagiés health dial is reduced by that amountotter
damage in the game is attack damage. If there altgpia defenders, all attack damage is dealt samgously
after all defenders have finished defending.

Attack Roll (601.1): SeeRoll, Attack.
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Broken (301): An exhausted equipment is considered “broken,”ahids abilities are inactive and can’t be
played until it's readied.

Buff (301): Buff core abilities can target only allies. Playia buff card’s core ability attaches a “buff” ttaaget
character. Such a buff has all the text of thaf baifd, but is otherwise independent from that @ard the
character that played it. As part of attaching i taua character, all other buffs attached to ttietracter with the
same name as that buff are removed. As part ofay@sy) a buffed character, all buffs attached @ré removed.
A buff can be attached to a totem, but is removetieédiately after the ability that attached it hagshed
resolving.

Can't (103.2): If an effect says that [something] can’t happer another effect or rule tries to make
[something] happen, that “can’t” effect takes pdsagce. If something can’t be performed, any costlinng that
thing can’t be paid. Events that “can’t” happen’tha replaced.

Channel (702.3):Channel abilities are payment abilities with bagttthat readsChannel [cost]. After a
channel ability resolves, if the character thayethit still in play with that ability, put a chagincounter on that
ability card. This represents the channel is acétehe start of a character’s turn, if it hasaative channel, it
may choose to continue that channel effect by gaiyin[cost]. Continuing a channel repeats the obheffect
(with the same targets and choices) without plajtirgnd counts as that character’s action foittine. A channel
ends if any of the events listed in 702.3c happens.

Character: Each pet is a character. Each character has ana¢idock. Totem tokens can be attacked and
targeted like characters, but they aren’t consttleraracters for any other purpose.

Class (201.4)Each character with a class has a class icohe didttom right of its portrait on its characterdca
Some monsters have a class, but they are still teien@rom the monster faction). Monsters withootass have
the monster icon rather than a class icon. The taoiton doesn’t denote a class.

Clock (408.1):Each game has a master clock, and each charasterersonal clock. Each clock begins each
game set at 1. As a clock ticks up from 10, ittese 1.

Clock, Master (500.1):Each tick of the master clock is a period of titlmat starts as the master clock is set to a
new value and ends as the master clock ticks ugh fek can contain any number of turns. Each tineemaster
clock ticks up from 10, it resets to 1 and a neunbstarts.

Clock, Personal (408)Each character has a personal clock (the lowéodids UBase) that tracks when that
character can next take a turn. It does so wherertsonal clock matches the master clock. A charagbersonal
clock can't “lap” the master clock in either dirieet. Totem tokens don’t have personal clocks.

Control (400): A player controls the characters and tokens teherputs into play, and the Action Bar cards of
those characters. No more than one player canatdher same thing at the same time.

Cooldown (300.5):An exhausted non-equipment Action Bar card is galae on “cooldown,” and its core ability
can't be played until it readies.

Cost (703.1d):A cost is anything a player must pay to play aititgbAn Action Bar card’s cost is the value irsit
upper left corner. An equipment’s cost is the vatugs upper right corner. Any part of a cost thauld be
replaced can't be paid.
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Counter (400.4):A counter is a small object placed on a card bgféect. Counters placed on a character are put
that character’s card. Counters remain on a catitithey’re removed. All counters are removed fraroharacter
card and its Action Bar cards as part of that attarebeing destroyed. If a card refers to a courttereferring to

a counter on itself unless otherwise specified.

Cover Terrain (406.2a): SeeTerrain, Cover.

Crit (105): Crit abilities are triggered abilities that triggef a crit result being rolled. Each crit abilifiyggers no
more than once per roll, even if multiple crit iés@are rolled. If a die has no crit result, bus leither a 0 or 10,
that number is the crit result.

Damage (402)If a character takes an amount of damage, tutmeitéth dial down by that amount. A character is
damaged while its health dial is set below its nmaxin health, otherwise it's undamaged.

Damage Type (600.1b)Each attack has one of the following damage typesane, fire, frost, holy, melee,
nature, ranged, or shadow. Unless otherwise spdc#in attack’'s damage type has no impact on gtaye p

Debuff (301): Debuff core abilities can target only enemies.eDtiules that describe buffs apply equally to
debuffs. Se®uffs.

Defense Roll (601.2)SeeRoll, Defense

Destroy (403.2):If a character’s health dial would be turned daw or less, that character is immediately
destroyed. remove all buffs and counters from ¢hatacter’s card and its Action Bar cards, drayttof any
form (303.4), and remove from play any pets (buttotem tokens) it summoned. In a Battleground gdiole
that character up by 2 and reset its health diastealth. Score any VPs specified by the scenates. The
destruction of a legendary character scores dotibte

Dice, Die (105):The word “die” (or “dice”) always refers to a d{tén-sided die) that gives results between 1 and
9, plus a crit result. If a die has no crit reshitt it has either a 0 or a 10, that number isctiteesult. A roll of 1-

3 is a failure. A roll of 4-9 or the crit resultassuccess. A roll isn't final until all rerolls V@been completed and
all die-changing effects have been applied.

Effects (706): There are two types of effects: ongoing and nogearg. Non-ongoing effects modify the game
but have no duration. Ongoing effects modify thengaver a period of time.

Element, Scenerio (406.3)Scenario elements don’t block LOS unless theyeshapace with a terrain element
that does. Types of scenario element inclifel ocations, Spawn Points

Element, Terrain (406.2):SeeTerrain .

Enemy (400.2):A character or totem is an enemy if it's contrdllgy a player who isn’'t on your team.
Equipment (301.3):Equipment can't be played. They can only be tuffiaed up at the start of each game. A
character’s honor is increased by the cost of &drup equipment in its action bar. Playing afiteds from an
equipment doesn’t exhaust that equipment. Exhawesfagbment is considered “broken,” and all itsiéibs are

inactive and can’t be played until it's readied.il&ies on equipment are active only while it's dya

Exhaust (106):To exhaust a card is turn a ready card sidewaysifg a card face up or down doesn’t change
its ready/exhausted orientation.
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Faction (201.2):A character’s faction is represented by the caldcen in its upper right corner (under its honor
value) of its character card. For Constructed pdagh party can’t contain characters of more thenfaction.

Form (303): Playing a form’s core ability changes a character something new, usually with new stats and/or
abilities. As an additional cost to play a formtge ability, remove it from its Action Bar and #eaiside. Form
core abilities can't be negated. While a charastar a form that grants one or more new paymeititiab, that
character can’t play any other payment abilitigeéothan the ones granted by that form). Paymahties that
change that character into a different form arexaeption to this rule and can still be played.

Form, Dropping Out Of (303.4): A character may drop out of any form as an instaraddition, a character
drops out of any form if that character is destthy&s part of dropping out of a form, or changingpia new
form, return the old form card to that charactésion Bar face up and ready.

Heal (402):To heal an amount of damage from a charactertigrioits health dial up by that amount. If turning
its health dial up would set it above its maximuaalth, set that dial to its maximum health, andetheess
healing is wasted. If a payment ability has the[hieon followed by a number, that number is tlealpower of
that ability. As it resolves, roll that many diead heal 1 damage from its target for each sucklesd.abilities
aren’t blocked by armor or resist.

Health (402.3):Health is the value next to the blood drop onltheer left side of a character card. It is the
amount of damage that character can take beferdettroyed. As a character’s health is decreasexits
health dial down by that amount, and its maximumltheis also decreased by that amount. This igwdifft from
damage. As a character’s health is increasedjtaihealth dial up by that amount, and its maxirmhealth is
also increased by that amount. This is differemtifhealing. A character’s health can be increabedel15.

Health Dial (402.1): A character’s health dial (top dial of its Ubasgpresents its “remaining health.” A
character spawns with its health dial set to itdthe If that character takes an amount of damiage,that dial
down by that amount. If its health dial would bented down to O or less, that character is immelyiakestroyed.
High Ground Terrain (406.2b): SeeTerrain, High Ground.

Honor (201.1): A character’s honor is the value in the uppertrigitner of its character card, and is increased by
the cost of each face-up equipment in its actionlbaa standard scenario, a player wins by scoviRg equal to

or greater than his or her honor total.

Honor Total (102.1): A player’s honor total is the combined honor chwetters he or she owns.

Impassable Terrain (406.2c)SeeTerrain, Impassable

Instant (702.1): An instant is a payment ability labled “instarffach character in play may play one instant
during its turn.

Legendary (100.1a)Legendary” isn’'t an ability. Each player’'s padgn’t contain more than one legendary
character. Destroying a legendary character sctelsle VPs
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Line Of Sight (405.3): A source has unblocked line of sight (LOS) to stidation if any of the shortest paths
between them has unblocked LOS. A path from a solar@ destination has blocked LOS if any spacinain
path except the last is occupied by cover, higligtoimpassable terrain, or a non-pet enemy cleatact
Otherwise, that path has unblocked LOS. Pets, ttd&ens, spawn points, and VP locations don’t blo©iS
unless they share a space with a terrain elemanttes. Range 4 has an exception, see 405.4.

LOS (405.3):Seeline Of Sight.
Magic Power (600.1):Magic power is the number next to the [magic] iobran attack.
Master Clock (408): SeeClock, Master.

Modal (703.1b): A modal ability is indicated by the phrase “choose:”. Each mode is separated by a
semicolon.

Move (404): A character can't end its move in a space alr@mdypied by a character, but it can mtdweugh
spaces occupied by ally characters or enemy petharacter can both end its move in a space oathyia
totem and move through spaces occupied by toteomse &ffects say to move a character a specifiedauof
spaces. The controller of such an effect makemallement decisions unless otherwise specified cEffinat
increase or decrease that character's move hawapaxt on such movement.

Move point (404): Each character can make one “natunative on each of its turns and normally can spend up
to 2 move points on that move. Each move pointdetkaracter move 1 space. Moving a charactemicto/er or
high ground space requires 2 move points, regardieahat type of terrain that character is movitgn. If a
character doesn’t have enough move points to argpace, it can’'t enter that space. Move point& darry over
from turn to turn, so any unused move points argte@eh A character can’t spend some move points, do
something else, and then spend its remaining moires Effects that increase or decrease a chalaoteve are
referring to its move points.

Move, Away From (404.3b):If a character is to be moved “away” from a sousaeh space into which that
character is moved must be one of the farthestildesspaces away from that source. If that charastat an
edge of the board and needs to be moved furtheespi’'s moved along that edge in the directiat puts it
farthest away from that source.

Negate (703.1h)An ability that is negated does not resolve arglf@mimpact on the game. That ability does
nothing more and costs are not refunded.

Non-Ongoing Effect (707):A non-ongoing effect modifies the game but haslu@tion. They are created by
some resolving abilities. Effects that deal or ldeahage are always non-ongoing.
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Ongoing Ability (704): Ongoing abilities are non-react abilities that'tdbave a tick cost. Each non-triggered
ongoing ability continuously generates an ongoiffigce for the duration of the game. Some ongoingjtags are
triggered, sed@riggered Ability .

Ongoing Effect (708):An ongoing effect modifies the game over a pedbtime. It's either created by a
resolving ability or generated by a non-triggeredaing ability. An ongoing effect created by a tesw ability
usually has a specified duration. If no duratiospecified, such an effect lasts until the gamesend

An ongoing effect generated by a non-triggered ongability has no specified duration and so l&stghe
duration of the game. It always uses informati@amfithe current game state. Unless it applies anbharacters
within a specified range of its source, such aaatfapplies whether or not its source is in playltile ongoing
effects with the same name can’t affect the saraeacier at the same time, nor can ongoing effeats multiple
equipment or totems with the same name.

Open Terrain (406.2d): See Terrain, Open.
Path (405.1):The trail of spaces between any 2 spaces is calpsdh.

Payment Ability (702): Payment abilities are non-react abilities. Thegjude instants, and actions. They include
attack abilities and heal abilities. All other pagmh abilities have an arrow (represented by >>th@se rules).
Payment abilities are played (703).

Personal Clock (408):SeeClock, Personal

Pet (304.5):Playing a pet's core ability puts a pet charaictemy space adjacent to the character that surminone
it (its master) and not occupied by a charactahdf master already has a pet, the old pet isvechtvom play.
Each pet is a character and has a clock, whigtitially set to match its master’s clock afterslimmon costs

have been paid. Each pet takes individual turnarsd¢g from its master. A pet is removed from pfagsimaster

is destroyed. Each pet has the same faction asiser. The honor of a pet is 0. Players scorePofdr

destroying a pet. Pets don’t respawn. An enemynoawe through spaces occupied by a pet. Pets dack b

LOS.

Physical Power (600.1)Physical power is the number next to the [phy¥icah of an attack.

Play (703):React and payment abilities are played. Each cterenay play one instant and one action during its
turn. Each react ability specifies a react evehictvis the only situation in which it can be pldye

Protector (600.4):Only one applicable character with protector canget each proposed defender each attack.
That character can protect whether or not it caattaeked by the character attacking that propdséehder.

Race (201.3)A character’s race s listed under its name och&sacter card. All characters have a race.

Range (405.2)1n order for a target to be withiange X of a character, the length of the shortest pativeen
that character and that target must be less thagual to X. In addition, that character must hawkelocked LOS
to that target. Some abilities have no range. Uniéiserwise specified, a character can only uske an@bility on
itself.

React Ability (701): A react ability can be played only during a resictdow that was opened by its react event.
All such windows are explicitly described in thegkes. Each player can’t play more than one reestle a
single window.
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Ready (106):To ready a card is to turn an exhausted card lprig

Redirect (703.19):An attack is redirected if a proposed defendehenged. If an attack “can’t be redirected”,
proposed defenders aren’t changed and charact@tgoatect.

Remaning Health (402.1):A character’s health dial (top dial of its Ubasgresents its “remaining health.” A
character spawns with its health dial set to itdthe If that character takes an amount of damiage,that dial
down by that amount. If its health dial would bented down to O or less, that character is immelyiakestroyed.

Replacement Effect (709)Effects that use both “would” and “instead” arplaeement effects. A replacement
effect replaces a specified event with one or maodified events. The specified event never hapmnep
abilities can trigger off it. Instead, the modifiedents happen, which may in turn trigger abilities

Reroll (105): Toreroll is to reroll a die immediately after an attacketse, or heal roll, or any other roll. Some
effects force mandatory rerolls of successes. Giffects and some terrain allow optional reroll$adiures (or
successes). If multiple rerolls are to be takdmakt be taken simultaneously. Rerolls can’t biéhier rerolled.

Resist (201.5)Resist is the value next to the pink shield onldmeer left side of a character card. It is the
number of dice rolled while that character defeagiginst a magic attack.

Resolve (705)Resolving is the process by which a payment astraaility that has been played, or a triggered
ability that has triggered, impacts the game.

Respawn (403)‘A character re-entering play is called respawnikgout-of-play character respawns
immediately before taking its next turn. A charackat respawns is no longer the same character.

Roll, Attack (601.1): An attacker makes its attack roll by rolling dexgual to the attack’s power. Each success is
a hit. If one or more crit results are rolled, #ttack is a crit and each of any associated cilitiab triggers once.

If a crit ability increases the amount of attackndge, it resolves immediately and increases thebruwof hits by
the specified amount. If a crit ability createsoagoing effect, it resolves and is applied immeaaliatOtherwise,

it waits to resolve.

Roll, Defense (601.2)Each defender makes its defense roll by rollireg diqual to that defender’s armor (if the
attack is physical) or resist (if the attack is iehgEach success is a block. If any number dfresults are
rolled, they are successes but have no other gapect.

Space (406.1)Each hexagon on the game board is a space. Twesfp#t share a border are adjacent. A space
isn't adjacent to itself. Spaces can be occupiedayacters, tokens, terrain elements, and sceal@rioents.
Spaces can be occupied by more than one of thesabreept two characters can’'t occupy the sameespac

Spawn (403):A character entering play for the first time idl@d spawning. Unless a scenario specifies
otherwise, a character must enter play on a spamt pontrolled by its controller.

Spawn point (406.3b):Spawn points are where characters enter play. Spaiats can be exclusive to a faction
or neutral (usable by any faction). In addition,tnal spawn points may be convertible to a faction.

Steath (708.4):Stealth is a triggered ability that creates anoimgyeffect as it resolves While a character is
“stealthed,” it has physical power +1, and its el@sngan’t play react abilities.

Switch (404.5):Some effects say that a character switches spateamally. Such an effect simultaneously
teleports that character and that ally into eablerts space.
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Target (407.1):A character’s ability targets if it uses the wtarget” or the range icon. To be legal, a target
must be within the specified range of that charaeted that character must have unblocked LOSdbténget.
Attacks and debuffs can’t target allies. Buffs &eals can't target enemies.

Taunt (708.5): Taunt is an ongoing ability that generates an omngeffect: As an adjacent enemy attacks, it must
target one of its enemies with taunt if able.

Teleport (404.2): Teleporting is repositioning that doesn’t involmeve points. A character teleports directly to
its destination space; it doesn’t move throughiatgrvening spaces. A character can't teleportdestination
space already occupied by a character, but cgpotel® a destination space occupied by covergi bround
without penalty. A teleporting character doesnéa@nblocked LOS to its destination space.

Terrain (406.2): All terrian elements except open terrian block LOFoes of terrain elements include: Cover,
High ground, Impassable and Open.

Terrain, Cover (406.2a):(Includes forests and ruins). A character undeecamay reroll one die while
defending. Moving into cover requires 2 move paints

Terrain, High Ground (406.2b): (Includes hills). A character on high ground masoil one die while attacking.
Moving into high ground requires 2 move points.

Terrain, Impassable (406.2c)Other game elements can’'t occupy or move throogiassable terrain by any
means.

Terrain, Open (406.2d):Any terrain other than the above is open and bampact on the rules. Moving into
open terrain requires 1 move point.

Tick (408.1): Each value on a clock is a tick. As a clock tigksfrom 10, it resets to 1.

Tick Cost (408.2):To pay the tick cost of a character’s abilityktig that character’s personal clock by that
amount. A character can't pay a tick cost if dasegwould tick its personal clock 10 or more tickead of the
master clock.

Tick Down (408.1a):To “tick down” a clock means to subtract 1 tdTit tick down a clock by an amount means
to subtract that amount. A character’s personalkctan’t be ticked down behind the master cloclanifeffect
would tick a personal clock down behind the maslheek, that personal clock is set to match the eradock.

Tick Up (408.1a): To “tick up” a clock means to add 1 to it. To tig a clock by an amount means to add that
amount. A character’s personal clock can't be ticlkp 10 or more ticks ahead of the master clockn léffect
would tick a personal clock 10 or more ticks ahefitthe master clock, that personal clock is tickaty 9 ticks
ahead of the master clock.
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Totem (304): Playing a totem’s core ability puts a totem tokéth that name on the same space as the character
that summoned it. Such a token is otherwise indegetfrom that character. Any number of totem tekerth
the same name can be in play at the same timeatterwho played them. Totem tokens can't be agfibbty
AOE abilities. They can be attacked and targetadharacters. Abilities referring to “allies” cgrfemies” can
refer to totem tokens, but those referring to “alharacters” or “enemy characters” can’t. A toteken has
health (as specified by the Action Bar card thategated it) and is immediately destroyed if it analates
damage equal to or greater than its health. Tobdkents can’t be healed and don't respawn. They eatalnaged
only by the abilities listed in 304.4. Totem toketu't have personal clocks and have no factioeyTdan't
move or teleport. Any number of totem tokens cacupg the same space, and any character (ally anygnzan
occupy the same space as one or more totem toketesn tokens aren't affected by terrain they occdjhey
don'’t block LOS (405.3).

Triggered Ability (704.2): Some ongoing abilities are triggered. A triggeabdity watches for its trigger event
to happen, at which point it triggers. It triggef§every instance of its event, including multigheents
happening simultaneously. Unless such an abilitytdgger only if its source is in play, it triggewhether or not
its source is in play. Unless otherwise specifiedgered abilities resolve immediately after thegger. Crit
abilities are also triggered abilities, geet . If multiple triggered abilities would resolve siitaneously, see
704.2d. Multiple triggered abilities with the sameme can't affect the same character at the sanee tior can
triggered abilities from multiple equipment or toie with the same name.

Turn Player (501.2): As a character’s turn starts, its controller beesitine turn player until a character
controlled by a different player starts a turn.

Victory Paint Location (502.1): In a standard scenario, each Victory Point LocefiP Location) has the
following triggered ability: At the end of ticks BJ, for each non-pet character on or adjacenti$ovh location,
its controller scores 1 victory point.

Victory Points (102.1):In a standard scenario, a player wins by scoricry points (VPs) equal to or greater
than his or her honor total. In a standard scenarayer scores 4 VPs as each non-pet charahtesencharacter
card he doesn’t own is destroyed. The destructi@anlegendary character scores double VPs.

VP Location (502.1):See Victory Point Location.

VPs (102.1):See Victory Points.
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