Remove the next evocation that
attacks you. Then inflict ¥ o its .
owner.




 Inflict ¥2¥ to all models in the room
and place @ .
You may move up to @ from an
¥ gdjacent room into the target room

Move all models from adjacent roong
into the target one, then inflict
&1¥ (0 all models in that room. Place .




: When a mage is defeated: select
- an adjacent room, inflict ‘2’ to all
_ models and place @ in that room.

f the defeated mage; your @
from that room counts as extra §f¢
you have inflicted.




.+ Until your next spell or Physical
- Action you cannot be the target of
any spell. Gain .

Until the end of the turn, every time $
the target mage casts a spell you




¢ Inflict ¥ to all models in the target
room, then{¥} that room.

Move one-of your evocations into
target room.
Inflict $1¥ to all models in that ro
(including your evocation).
Then, your evocation can 3:5}




One of your demons can act
immediately.




for a I Moon que
9 for a Il Moon quest
- @ for a I1l Moon quest

Remove @) from the target room

to gain 4




Summon a Dagon in the target room.”
You may remove @@ from that room .
to make it act immediately.
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‘with a Demon is consi

for you. Gain {1%).




Remove one of your Demons;
- you may look at the first 2 i of the
O
current moon, 1.

¥
Summon a Dagon in the target room.
All your demons may &1 ; 3




Remove @) of your color from the
" target room to cast a spell from your

hand.

@ to cast one of the first 3
cards from your memories.




ith target
, @ . You may no

Until the end of the turn,
you cannot be target of i and

cannot é‘f . Gain ;






