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Bard


The Bard has a unique perspective on the world, knowing


as he does many legends of heroes and villains from ages


past.  Though not especially effective when alone, a Bard can impart the wisdom of legends to his allies, allowing them to share his advantages.  Able to rally and inspire many allies at once, a Bard is most effective when supporting a well-coordinated group effort.
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Druid


The Druid has a special connection to the natural world,


and can call upon allies there to aid in his tasks.  As


nature has many faces, so too the Druid can adopt a variety of shapes suited to varying purpose, allowing him to tailor his advantages to the task at hand.  However, adopting one form loses the advantages of another, and thus the Druid can be weak if caught unprepared.
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Restive


Melody


Action








Until your grace decreases or you use another melody, you and all heroes at your current location can refresh one power of their choice at the end of each turn.
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Coordination


Bonus








Any hero at your location (including yourself) may use the tactic powers of other heroes at that location.
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Soulful


Melody


Action





Until your grace decreases or you use another melody, whenever you or a hero at your current location are instructed to lose or spend grace, roll a die.  On a roll of 5-6, disregard the effect.
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Clear Melody


Action








Until your grace decreases or you use another melody, the search difficulty is one point lower wherever you currently are.
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Malicious


Melody


Action








Until your grace decreases or you use another melody, you and all heroes at your current location roll one extra die on all fight rolls.
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Rally


Action








Exhaust and lose one secrecy.  Every hero at your location (including yourself) gains one grace (up to default).
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Glory


Bonus








Whenever a hero at your location (possibly yourself) destroys a blight, that hero gains one grace (up to default).
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Finesse


Bonus








After any hero at your location (possibly yourself) makes a roll, exhaust to add one die to that roll.
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Footwork


Bonus











+1 dice when eluding
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Tree Form


Action





Remove other 


forms from play.





While in this form, whenever you would draw an event, gain 1 grace (up to default) instead.





For your action, you may only hide, use a form, or deactivate this card.
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Raven Form


Action





Remove other 


forms from play.





+1 dice when searching.


When you take a move action, you may move two spaces.


You cannot gain grace.





You may deactivate this card as an action.
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Wolf Form


Action





Remove other 


forms from play.








+1 dice when fighting.


+1 dice when eluding.


You cannot gain grace.








You may deactivate this card as an action.








(














(








Celerity


Bonus











When you activate or deactivate a form, you may also move as a bonus action (before or after changing forms).
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Sprite Form


Action





Remove other 


forms from play.





Blights do not affect you unless the necromancer is present.


You cannot gain grace.





You may deactivate this card as an action.
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Visions


Bonus











Exhaust after drawing an event card to discard it without effect.
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Camouflage


Tactic














Elude with 2 dice.
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Animal Companion


Tactic








Fight with 2 dice.





If you fail, 


this card is exhausted.
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Trickery


Tactic











Fight or elude with 3 dice, but subtract 1 from your highest die.








(














(








Tranquility


Bonus





Your default grace increases by 1.


Gain 1 grace when you first acquire this power. 





When praying, you recover grace for 


each die showing 2+ (rather than 3+)
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Vines


Tactic














Exhaust to fight or elude with 3 dice.








