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Element

Mutations cannot attack at outside
location. Mutations cannot play
outside locations while this card
remains in play. Remove from play
after 2 rounds.

An unexpected, yet pleasant side effect.

Inside.
Fempiror: +0/+2/+1

-
Location — Fempinor

Outside.
Elewo: +1/4+2/+2
Non-Elewo Fempiror: +0/+2/+1

=

Sunrise

Element

‘Ce.re.bdim

Location

Fempiror cannot attack at outside
location. Fempiror cannot play outside
locations while this card remains in play.
Remove from play after 2 rounds.

“But there were some that couldn’t handle
the darkness any longer, so they chose to
gaze at the sun one last time ... as it
destroyed them.”

Outside.
Fempiror: +1/+1/+1
Human: +1/+2/+0

-
Location — Fempinor

Inside.
Rastem: +0/+2/+1
Elewo: +0/+2/+1

Use 2 Tepish to remove Erim
Tunnels from play.

Outside.

Human: +1/+2/+0

Fempiror: Not affected by Sunrise Element
and can play this card.

“We are going to Erim, but it’s too far to reach
in a single night. Cerebdim has a Rastem Safe
House that will accommodate us.”

Location

Outside.
Human: Mob
Mutation: Preemptive Attack

Use 2 Fempiror to remove Kelirum
from play. This ability is played as
an event.

Element

No characters can attack at any
location. Remove from play after
2 rounds.




Superstition

2 SR

Element Element

No Humans can attack at any
location. Remove from play after
2 rounds

“Our friends and family didn’t
understand our condition. We
frightened them.”

All Characters lose Mob and
Preemptive Attack abilities
(including those granted by
modifiers and locations) while
Snow at outside locations.

Speed is reduced to 0 (including
modifiers and locations) for all
characters at outside locations.

The Fog of Loar

Element

During the draw phase, all
players shuffle their hands into
their decks and draw 7 cards, if
available.

Through the smoke, dirt, and
blood, we couldn’t see anything.




