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(





Oath of Valor


Action


May not be played while any other Oath is in play.  Remains in play until broken or fulfilled.





+1 dice on attacks


Fulfilled when you pass an attack check.  You may immediately play any Oath (including this one) as an extra action.


Broken when you attempt to elude a foe.  Lose 1 grace.
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Hard Ride


Action








Make two consecutive moves as a single action, but your secrecy 


does not increase.
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Sprint


Tactic











Elude with 2 dice.
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Charge


Tactic











Attack with 2 dice.
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Oath of


Purging


Action


May not be played while any other Oath is in play.  Remains in play until broken or fulfilled.





+2 dice on attacks 


against blights


Fulfilled when you destroy a blight.  Gain 1 grace.


Broken when you enter the Monastery.  Lose all grace.
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Holy Mantle


Bonus








Your default grace increases by 1.





Gain 1 grace when you first acquire this power.
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Consecrated 


Blade


Bonus








+1 dice on attacks
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Reckless


Abandon


Tactic








Attack with 3 dice, 


but lose 1 grace.
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Oath of


Retribution


Action


May not be played while any other Oath is in play.  Remains in play until broken or fulfilled.


Take another action after attacking necromancer.


Fulfilled when you move to the necromancer’s location.  Take another action.


Broken when you end your turn not at the necromancer’s location.  Lose 1 grace.
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Oath of


Defense


Action


May not be played while any other Oath is in play.  Remains in play until broken or fulfilled.





Gain 1 grace each turn 


(up to your default value).


Fulfilled when there are no blights at your location.  Gain 1 grace.


Broken when you leave your location.  Lose all grace.
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Loyalty


Bonus











+1 dice on elusion
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Strategy


Tactic











Attack with 2 dice.
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Rebellion


Tactic











Attack a blight 


with 3 dice.
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Resistance


Action





Spend 1 secrecy to place (or move) this card onto your current location.





Any heroes at the affected location receive +1 dice when attacking blights.
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Inspire


Action





One hero at your location (possibly you) is inspired.  That hero gets +2 dice 


on one future roll 


of his choice.  





If you use this action again before the bonus is used, the bonus is lost.
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Divine Right


Bonus








Your default grace increases by 1.





Gain 1 grace when you first acquire this power.
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Safe House


Action





Spend 2 secrecy to place (or move) this card onto your current location.





Any heroes at the affected location receive +1 dice when eluding foes, and gain 1 secrecy (up to 5) whenever they end their turn there.
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Chapel


Action





Spend 1 secrecy to place (or move) this card onto your current location.





Any heroes at the affected location may pray 


(as if at the Monastery).
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Scouts


Action





Spend 2 secrecy to place (or move) this card onto your current location.





Any heroes at the affected location roll 1 extra die when performing a search. 
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Secret


Passage


Action








Move to an 


adjacent location, and 


gain 2 secrecy (up to 3).
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Eavesdrop


Action











Spend 1 secrecy to search with +1 dice.
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Contacts


Bonus








When you hide, 


instead of gaining 1 secrecy (up to 5), you 


gain 2 secrecy (up to 7).
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Vanish


Tactic








Elude with 2 dice.





If you roll 


at least 2 successes, 


gain 1 secrecy (up to 7).
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Ambush


Tactic











Spend 1 secrecy to 


attack with 3 dice.
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Rogue Powers
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Rogue Powers
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Skulk


Tactic











Elude with 3 dice.





If you fail, lose 1 secrecy.
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Diversion


Action








Spend 1 secrecy to negate the effects of one blight at your location until the next time the necromancer ends a turn there.
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Stealth


Bonus








Any time you are instructed to lose or spend secrecy, you may choose to spend 1 grace instead.
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Shadow Cloak


Bonus











+1 dice when eluding foes
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Sabotage


Action








Spend 1 secrecy while in the necromancer’s location to lower the Darkness by 1.
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Sap


Action








Spend 1 secrecy to reduce the power of one blight in your location by 1 until the end of your next turn.
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Intercession


Bonus








Whenever a hero at your location wishes to spend grace, you may choose to allow them to spend your grace instead of their own.
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Sanctuary


Tactic











Elude with 3 dice, 


but lose 1 secrecy.
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Censure


Tactic











Attack with 2 dice.
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Blessing of


Faith


Action





Spend 1 grace to place 


(or move) this card onto any hero at your location





The affected hero rolls 1 additional die when praying.
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Benediction


Action








One hero at your location (possibly yourself) 


gains 1 grace (up to their default value).
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Miracle


Bonus











You may spend 1 grace to reroll any roll you just made.
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Blessing of


Wisdom


Action





Spend 1 grace to place 


(or move) this card onto any hero at your location





The affected hero receives +1 dice when eluding foes.
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Blessing of


Strength


Action





Spend 1 grace to place 


(or move) this card onto any hero at your location





The affected hero receives +1 dice on attacks.
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Blessing of


Piety


Action





Spend 1 grace to place 


(or move) this card onto any hero at your location





The affected hero gains 1 grace, and their default grace increases by 1.
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Composure


Bonus











You may pray 


in any location 


(as if at the Monastery).
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Rune of


Nullification


Action





Remove all previous runes from play.  Choose one type of blight.  Until another rune is activated, blights of that type have no effect.
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Teleport


Action








Exhaust to move 


to any location 


(gain 1 secrecy, up to 5, 


as with a regular move).
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Invisibility


Tactic











Exhaust to elude


with 3 dice.
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Lightning


Strike


Tactic








Exhaust to attack 


with 3 dice.
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Wizard Powers
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Fiendfire


Tactic








Exhaust to attack


with 4 dice.





If you fail, lose 1 grace.
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Rune of


Misdirection


Action





Remove all previous runes from play.  Until another rune is activated, whenever the necromancer moves, roll twice, and use whichever result you prefer.
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Divination


Action











Exhaust to search 


in any location (as if you were in that location).
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Arcane


Power


Bonus








You may spend 1 grace at any time to refresh one of your exhausted powers 


as a free action.
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Rune of


Clairvoyance


Action





Remove all previous runes from play.  Until another rune is activated, at the start of each of your turns, you may look at the top card of any two decks.
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Rune of


Interference


Action





Remove all previous runes from play.  Until another rune is activated, whenever a blight is created, roll a die.  


On a result of 6, 


the blight is not created.
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Foresight


Tactic











Elude with 2 dice.
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Find 


Weakness


Tactic








Attack with 1 die.


Before you attack, 


choose 1 die, and add 1 


to the result of that die.
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Scholar Powers
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Ancient 


Sword


Bonus








+1 dice on attacks
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Preparation


Bonus











Exhaust to reroll 


any roll you just made.
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Thoroughness


Bonus








If you draw at least one card when searching, you draw one additional card (you still only keep one).
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Research


Materials


Bonus








+1 dice when searching
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Ancient


Charm


Artifact





Whenever a hero draws an event in the location where this power was drawn, they may draw two events and discard 


one of their choice.
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Forgotten


Sanctuary


Artifact








Heroes in the location where this power was drawn automatically succeed when eluding foes.
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Counterspell


Artifact











All blights in the location where this power was drawn have their power reduced by 1.
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Ancient


Defense


Artifact





Whenever a new blight is created in the location where this power was drawn, draw two blights, and discard one of your choice.











