TREACHERY GARDS

7+ Players (40)

Play as part of your Battle Plan.
Kilis opponent’s leader before battie
s resolved. Opponent may protect
leader with 3 Snooper

You may keep this card if you win this
battle.

Play as part of your Battle Plan.
Kills opponent's leader before battie
s resoived. Opponent may protect
leader with 3 Shieid

You may keep this card if you win this.
Battle.

Play a3 part of your Battle Plan
Protects your leader from a peojectie
weapon in this battle.

You mary keep this card ¥ you win this
batte.

Flay as part of your Battle Plan.
Protects your leader from a polson
weapon in this hattie

You may keep this card if you win this
battle

Play as part of your Battle Plan.

Counts a5 3 projectile weapon, unless
played with another weapon. In that

case, it counts as 3 projectile defense.
You may keep this card If you win this
battle.

8+ Players (44)

Play as part of your Battie Plan
Counts a5 3 poison defense, unless
played with another defense. in that
€asa, it COUNtS 33 3 PoISON weapon.
You may keep this card  you win
this battle.
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KARAMA

Play at beginoing of Spice Blow
Phase instead of revealing the next
Spice Blow card. Causes 3 Sandworm
0 appear.

Play proceeds as though ShakHulud
has been revealed.

Play Just after a spice blow comes up.

Doubles the spice biow. Place double

the amount of spice in the territory

Piay a5 part of your Battle Plan
place of a weapon, defense, or both.
This card has 5o value in play, and
You can discard It coly by playing it in
your Battle Plan,

Special
Pray a¢ aeytime 10 ¢ cne of these options
when approprione, Pen Gacard

Prevent coe use of a faction ablity that has
20 ® beore 1. This must be done before that
faction uses at abdty
Cancel cne we of & faction sty that has
30 @ after £ when anceher payer sterrors
Touse . The {acKon whose abaty B
Carebed may recakutate and retabe tat
same action (ex: 3
moverent) withou the 3bity,
Purchase a shipment of Forces onto the
Do a1 Cuskd Rates (12 o o 0 the
Sce Bark boe sy fact

When playing Advanced Pudes uie 3
Once-s garme pecial Kararma power.
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TRUTHTRANCE

9+ Players (50)

o FLAMETHROWER/ ?\\

Weapon - Projectile

D

Play as part of your Battie Plan.

Kills opponent’s leadker before batte
Is rescived. Opponent may protect
their leader with a Projectile
Defense. No spice is collected for
any leader killed with Flamethrower.
You may keep this card if you win
this battle.

Play as part of your Battle Plan.
Stuns opponent’s leader before
battle is resolved. Opponent may
protect their leader with a Pason
Defense. A Stunned leader does
not add their fighting strength to
the battle total

You may keep this card If you win
this battle.
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HoLLow ARMOR

Play as part of your Battle Plan.
Protects your leader from a projectile
weapon in this battle. If your leader
dles In this batte no spice Is collected
for it

You may keep this card if you
win this battle.
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WATER OF LIFE @
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Play 2t any time before the Bidding
Phase.

Swap two player’s player markers.
These two players move all of their
corresponding peices to the new
spot at the table.

Set this card aside.

ORANGE CATHOLIC BinLe

Worthless Card

Flary 25 part of your Battie Plan i place
of a weapon, defense, or both. This card
has 1o value in play.

You can arly discard it by playing it in
your Barttle Plan. W you win a batzke
with this card Revealed in the battie plan
you may force it IR0 your opponents.
hand, f their hand is full they mst first
discard ane card of ther chakce.

O
Swap Ornithopters in n Richese [ Deck with Water of Life

12+ Players (66)




