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Instructions
When printing, select “fit to page” or “scale to fit” on standard letter sized paper. Most cards go right to the 
edge of the document, so this will ensure nothing is clipped when printing.
Any card counts/duplicates are intended and meant to reflect the number of that card in the deck for game-
play purposes.
Once printed and cut I usually put the playtest card in a card sleeve in front of a regular game card for rigidity.
When a card says “[NAME]” in its text box, it basically just means “this card” and I just have a placeholder 
name for now.
For returning playtesters: Cards added or updated from the previous version are on pages 3-11, so you only 
need to print those pages to update to the latest version.
Newcomers should print pages 12-38.

This print-and-play document is for playtesting purposes only and is not to be resold or representative of a final product.  
Hero: Tales of the Tomes and Reign of the Onyx King are a ™ & © 2022 Jimmy Ellerth Entertainment LLC.



New Game Mode and Mechanics

Tyrant (one vs many game mode)
The Onyx King mode (called Tyrant internally right now) pits the Onyx King against the other heroes. The 
Onyx King is only intended for this mode and all of my current playtesting has pitted the king against Sarah, 
Llawamai and Ias, but feel free to try other hero combinations and let me know what you think.
When playing Tyrant, the Onyx King starts with +15hp +1 card in his starting hand for each player on the 
team against him. (i.e., 80hp and 8 cards in hand against 3 players)
The allied team takes one combined turn where they all act at once. If a simultaneous event occurs, take them 
in clockwise order. The allied team can only play companions and equipment on their own hero/board and 
can’t defend their ally’s cards. The allied team can show each other their cards and plan plays. 
The Onyx King always acts first.
The Onyx King’s mini-boss deck contains a new dual type of card. The mini-bosses are all Hero Companions. 
This means they can have armor, can be equipped with equipment and are affected by cards that target either 
companions or heroes. If a mini-boss with an equipment on them dies, the equipment returns the hand of the 
player that played it.

Mounts
Mounts are another dual type card introduced in the set. Mounts are Equipment Companions. A mount can 
only be played attached to a Hero like you would with a regular equipment.
Mounts cannot attack, defend, be attacked, or be defended. When your hero is dealt damage, the player that 
dealt that damage can choose to have it to be dealt to a mount equipped to that hero instead.
Mounts are affected by cards that target either companions or equipment, but have no attack stat, so they don’t 
benefit from any bonuses to attack.

Hold Position ()
Hold Position is a new type of cost for an active ability marked by the  symbol.
To hold position the hero or companion with the ability must forgo an attack for the round. Think of the 
attack as a resource being spent to activate the ability. You can’t hold position if you’ve already attacked, and 
alacrity gives you multiple hold positions for every attack you forgo.
A hold position ability on an equipment requires the equipped hero to forgo an attack to activate.
Just like attacking, holding position doesn’t make a companion unable to defend.
You can only use hold position abilities on your turn.

New Keyword Abilities and Mechanics
Parry 
Prevent all combat damage that would be dealt to a Hero or Companion that is equal to or less than its A.
Trample 
Excess damage the card deals to Companions is dealt to a Hero that controls them.
Forge Counters 
Forge counters give a Companion +1A/+1H and increase any attribute bonuses an Equipment has by +1.



New and Updated Cards
Pages 3-11 contain new and updated cards for this version. Returning players need only print those pages to 
update to the latest version. New players should print pages 12-38.

At the end of your opponent’s turn, 
each enemy player sacrifices a Com-
panion or Equipment they control. If 
they can’t, their Hero loses 5H.

Hero Ability ◆ The Onyx King

44 Taxation

™ & © 2021 Jimmy Ellerth Entertainment LLC ROK • HA 1a/13

At the end of your turn choose an en-
emy Hero or Companion. Then at the 
end of your opponent’s turn double The 
Onyx King’s A until the end of combat 
and he attacks that target.

Hero Ability ◆ The Onyx King

66 Death Blow

™ & © 2021 Jimmy Ellerth Entertainment LLC ROK • HA 2a/13

Enemy Heroes and Companions take 
double damage from all sources.

Ultimate Hero Ability ◆ The Onyx King

88 Kneel to Your King

™ & © 2021 Jimmy Ellerth Entertainment LLC ROK • HA 3a/13

At the start of your turn search the Onyx 
Legion deck for X Legion Soldier Com-
panions and put them into play. X equals 
the number of opponent’s you have. 

Your Legion Soldier’s have Retaliate.

Hero Ability ◆ The Onyx King

44 The Onyx Legion

™ & © 2021 Jimmy Ellerth Entertainment LLC ROK • HA 1b/13

Mini-boss Companions you control get 
+3A/+3R/+3H.
: Until the start of your next turn, 
cards you play cost 2 less and cards 
your opponents play cost 1 more.

Hero Ability ◆ The Onyx King

66 The Onyx Throne

™ & © 2021 Jimmy Ellerth Entertainment LLC ROK • HA 2b/13

The Onyx King has the active abilities 
of all cards in play.

Ultimate Hero Ability ◆ The Onyx King

88 These Lands Are Mine

™ & © 2021 Jimmy Ellerth Entertainment LLC ROK • HA 3b/13

At the start of your turn 
reveal the top 3 cards 
of the mini-boss deck 
and choose 1 to put into 
play. Return the rest to 
the bottom in any order.
When The Onyx King’s 
H drops below 20 flip 
The Onyx King, then end 
the turn if its not your 
turn.

When Edwyn comes into 
play, deal 5 Magic Dam-
age to each enemy Hero 
and Companion. You 
may then rechoose any of 
your Hero Abilities.

At the start of your turn 
reveal the top 5 cards of 
the mini-boss deck and 
choose 1 to put into play. 
Return the rest to the 
bottom in any order.

4M: Destroy target 
Companion, Equipment, 
or Spell. You can only use 
this ability once per turn.

Level 2 Hero Ability

Hero Ability

The Onyx King
Hero ◆ Tyrant of the 9 Kingdoms of Men

–––– Level 1 ––––

55 66 33

–––– Level 7 ––––

1111 1212 99

2020

1515
1212 1212

–––– Level 5 ––––

99 1010 77

–––– Level 3 ––––

77 88 55

3535

™ & © 2021 Jimmy Ellerth Entertainment LLC ™ & © 2021 Jimmy Ellerth Entertainment LLCROK • H 1a/4 ROK • H 1b/4

Edwyn Arthurian
Hero ◆ The Onyx King Enraged
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When Forge Spirit dies, you may put 2 
forge counters on target Companion or 
Equipment. (Forge counters give Companions 
+1A/+1H and increase any attribute bonuses an 
Equipment has by +1.)

Companion ◆ Spirit

Forge Spirit

00

11

22
Whenever a card you control gets a forge 
counter, [NAME] gets +2A/+2H.

Companion ◆ Demon Beast

Smog Mouther

22

22

22

Cavalry — When [NAME] comes into play, 
you may have any number of Companions 
you control  in response. Deal 1 Magic 
Damage to target Hero or Companion for 
each Companion that held position this 
way.

Companion ◆ Hosh Mage

Cavalry Mage

11

22

22

[NAME] comes into play with 3 forge counters.

1M: Move a forge counter from target Com-
panion or Equipment you control onto 
another target Companion or Equipment. This 
ability can't be used in response to something.

Companion ◆ Human

Delving Miner

00

22

00

Cavalry — When [NAME] comes into play, 
you may have any number of Companions 
you control  in response. Your Hero 
gets +2H for each Companion that held 
position this way.

Companion ◆ Inari Cleric

Cavalry Medic

11

33

44

When Andreas the Blacksmith comes into play, 
search the side deck for a Martial Equipment and 
put it into play equipped to target Hero.
2M, : Put a forge counter on target Companion 
or Equipment. (Forge counters give Companions 
+1A/+1H and increase any attribute bonuses an    	
     Equipment has by +1.)

Companion ◆ Human Craftsman

Andreas the Blacksmith

22

44

33
3M: Until the end of the turn, whenever a 
Hero or Companion would gain H, they 
lose that much H instead.
1M, : Target Hero or Companion gets 
+5H.

Companion ◆ Warlock

Soul Twister

22

44

44
Cavalry — When [NAME] comes into play, 
you may have any number of Companions 
you control  in response. [NAME] gets 
+2A/+2H for each Companion that held 
position this way.

Companion ◆ Human Warrior

Cavalry Warrior

22

44

22

1M, sacrifice another Companion: Deal 2 
Magic Damage to target Hero or Compan-
ion and then put a forge counter on target 
Companion or Equipment. (Forge counters 
give Companions +1A/+1H and increase any 
attribute bonuses an Equipment has by +1.)

Companion ◆ Beast Spirit

Ashtree Beast

33

44

33



Trample. (Excess damage it deals to Companions 
is dealt to a Hero that controls them.)

When [NAME] comes into play you may put a 
forge counter onto target Equipment or destroy 
it. Repeat this process 3 times. (Forge counters 
increase any attribute bonuses it has by +1.)

Companion ◆ Demon Spirit

Forge Elemental

55

77

55
Equipment ◆ Accessory

Battle Trumpet22

Whenever your Hero attacks, search the 
Onyx Legion deck for a Legion Soldier 
Companion and put it into play.

Equipment ◆ Accessory

Warbanner22

As long as Warbanner is in play Heroes and 
Companions can’t hold position.

Equipment ◆ Weapon

Blacksmith’s Hammer33

+1A   +1H
1M, : Put a forge counter on target 
Companion or Equipment. (Forge counters 
give Companions +1A/+1H and increase any 
attribute bonuses an Equipment has by +1.)

Equipment ◆ Weapon

Assassin’s Blade33

+1A
Any combat damage your Hero deals to a 
Companion is enough to destroy it.

Equipment ◆ Armor

Knight’s Shield44

+1M   +1R   +2H

Companions you control come into play 
with +2H.

Equipment ◆ Weapon

Greatbow66

+4A

Your Hero ignores defenders when attack-
ing and their attacks don't trigger Retaliate.

3M: Target Companion gets Alacrity +1 
until the end of the turn. You can only use 
this ability once per turn. (They can attack or 
hold position 1 additional time.)

When [NAME] comes into play, search the 
side deck for a Fairy Companion and put 
it into play.

Equipment Companion ◆ Beast MountEquipment Companion ◆ Beast Mount

Swifthoof ChargerCorgi 2222

2244
+1M



Equipment Companion ◆ Construct Mount

Armored Somethin55

88
+2R

Prevent all Trample damage that would be 
dealt to the equipped Hero.

Whenever a Companion dies, Binds of 
Chaos destroys all other Companions 
under that player’s control. Sacrifice Binds 
of Chaos once it has destroyed 10 or more 
Companions.

Quest

Binds of Chaos

Equipment Companion ◆ Beast Mount

Champion’s Steed33

44
+1A   +1R

Whenever your Hero attacks a player that 
controls more Companions than you they 
get +3H and you may draw a card.

Put a forge counter on target Companion 
or Equipment. (Forge counters give Compan-
ions +1A/+1H and increase any attribute bonuses 
an Equipment has by +1.)

Draw a card.

Spell

Reinforce11

Buffed Companion has “: Draw a card.”
Spell ◆ Buff

Path to Peace11

Reveal the top X cards of the deck, then take any 
number of Equipment revealed this way and put 
them into play with a forge counter. Your Hero 
loses H equal to the combined level of Equipment 
put into play this way. Put the remaining cards on 
the bottom of the deck in a random order.

Spell

Sinforge PactXX

Buffed Companion gets +4A until the 
end of combat when attacking Heroes and 
Companions that are higher level than it.

Spell ◆ Quick-Cast Buff

Might of the Meek22

When you play Rune of Abjuration choose 
a card type. (Card types are Hero, Companion, 
Equipment, Spell and Quest.)

Buffed Companion can't be dealt damage or 
effected by other cards of the chosen type.

Spell ◆ Quick-Cast Buff

Rune of Abjuration22

Buffed Companion has “: This Compan-
ion can't be attacked, defend or be defended 
until the start of your next turn.”

Spell ◆ Buff

Hideaway22



The next time target Hero would gain H, 
they lose that much H instead.

Spell ◆ Quick-Cast

Snuff Out the Light33

Draw 2 cards, then put 2 cards from your 
hand on top of the deck in any order.

Spell

Change of Plans33

For each enemy Hero, search the Onyx Le-
gion deck for a Legion Soldier Companion 
and put it into play. They must attack those 
Heroes this turn.

Destroy target Companion, then search the 
side deck for a Skeleton Companion and 
put it into play.

Spell Spell ◆ Quick-Cast

Reinforcements Skeletonize44 44

Buffed Companion loses all abilities and 
becomes a 2A/4H Beast.

Spell ◆ Quick-Cast Buff

Turn to Swine44

Buffed Companion gets +3A and ignores 
defenders when attacking.

Spell ◆ Buff

Rune of Shadows55

When buffed Companion dies, you may 
put a Companion from your hand into 
play.

Spell ◆ Buff

Lineage77

Buffed Companion gets +2A/+2H and 
can't die. (It doesn't go to the graveyard for having 
0 or less H and destroy effects don't destroy it.)

Spell ◆ Buff

Big Buff88

Whenever Fairy attacks, draw a card. 
Prevent all damage that would be dealt to 
Fairy as long as Corgi is in play.

 
[SIDE DECK]

Companion ◆ Faye

Fairy

11

11

11



If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

Companion ◆ Human Warrior

Companion ◆ Human Warrior

Companion ◆ Human Warrior

Companion ◆ Human Warrior

Companion ◆ Human Warrior

Companion ◆ Human Warrior

Companion ◆ Human Warrior

22

22

22

22

22

22

22

11

11

11

11

11

11

11

22

22

22

22

22

22

22

Legion Soldier

Legion Soldier

Legion Soldier

Legion Soldier

Legion Soldier

Legion Soldier

Legion Soldier
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[ONYX LEGION DECK]

[ONYX LEGION DECK]

[ONYX LEGION DECK]

[ONYX LEGION DECK]

[ONYX LEGION DECK]

[ONYX LEGION DECK]

[ONYX LEGION DECK]

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

Companion ◆ Human Warrior Companion ◆ Human Warrior

22 22

11 11

22 22

Legion Soldier Legion Soldier
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When Prince Liam 
comes into play 
your opponents 
discard 4 cards 
between them and 
add them to your 
hand. Cards you 
play cost 1 less until 
the end of the turn.

Hero Companion  
Human Lord

9933 11

Prince Liam

[MINI-BOSS DECK]

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

Companion ◆ Human Warrior Companion ◆ Human Warrior

Companion ◆ Human Warrior

Companion ◆ Human Warrior

22 22

22

22

11 11

11

11

22 22

22

22

Legion Soldier Legion Soldier

Legion Soldier

Legion Soldier
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[ONYX LEGION DECK]
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If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

Companion ◆ Human Warrior Companion ◆ Human Warrior

22 22

11 11

22 22

Legion Soldier Legion Soldier
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At the end of your opponent’s turn, 
each enemy player sacrifices a Com-
panion or Equipment they control. If 
they can’t, their Hero loses 5H.

Hero Ability ◆ The Onyx King

44 Taxation

™ & © 2021 Jimmy Ellerth Entertainment LLC ROK • HA 1a/13

At the end of your turn choose an en-
emy Hero or Companion. Then at the 
end of your opponent’s turn double The 
Onyx King’s A until the end of combat 
and he attacks that target.

Hero Ability ◆ The Onyx King

66 Death Blow

™ & © 2021 Jimmy Ellerth Entertainment LLC ROK • HA 2a/13

Enemy Heroes and Companions take 
double damage from all sources.

Ultimate Hero Ability ◆ The Onyx King

88 Kneel to Your King

™ & © 2021 Jimmy Ellerth Entertainment LLC ROK • HA 3a/13

At the start of your turn search the Onyx 
Legion deck for X Legion Soldier Com-
panions and put them into play. X equals 
the number of opponent’s you have. 

Your Legion Soldier’s have Retaliate.

Hero Ability ◆ The Onyx King

44 The Onyx Legion

™ & © 2021 Jimmy Ellerth Entertainment LLC ROK • HA 1b/13

Mini-boss Companions you control get 
+3A/+3R/+3H.
: Until the start of your next turn, 
cards you play cost 2 less and cards 
your opponents play cost 1 more.

Hero Ability ◆ The Onyx King

66 The Onyx Throne

™ & © 2021 Jimmy Ellerth Entertainment LLC ROK • HA 2b/13

The Onyx King has the active abilities 
of all cards in play.

Ultimate Hero Ability ◆ The Onyx King

88 These Lands Are Mine

™ & © 2021 Jimmy Ellerth Entertainment LLC ROK • HA 3b/13

At the start of your turn 
reveal the top 3 cards 
of the mini-boss deck 
and choose 1 to put into 
play. Return the rest to 
the bottom in any order.
When The Onyx King’s 
H drops below 20 flip 
The Onyx King, then end 
the turn if its not your 
turn.

When Edwyn comes into 
play, deal 5 Magic Dam-
age to each enemy Hero 
and Companion. You 
may then rechoose any of 
your Hero Abilities.

At the start of your turn 
reveal the top 5 cards of 
the mini-boss deck and 
choose 1 to put into play. 
Return the rest to the 
bottom in any order.

4M: Destroy target 
Companion, Equipment, 
or Spell. You can only use 
this ability once per turn.

Level 2 Hero Ability

Hero Ability

The Onyx King
Hero ◆ Tyrant of the 9 Kingdoms of Men

–––– Level 1 ––––

55 66 33

–––– Level 7 ––––

1111 1212 99

2020

1515
1212 1212

–––– Level 5 ––––

99 1010 77

–––– Level 3 ––––

77 88 55

3535

™ & © 2021 Jimmy Ellerth Entertainment LLC ™ & © 2021 Jimmy Ellerth Entertainment LLCROK • H 1a/4 ROK • H 1b/4

Edwyn Arthurian
Hero ◆ The Onyx King Enraged
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: Your Hero gets +4M until the end of 
the turn.

Parry. (Prevent all combat damage that would 
be dealt to this Companion that is equal to or less 
than its A.)

Hinder. Whenever a Buff Spell comes into play 
under your control, draw a card. If it comes 
into play attached to Moorland Enchantress, 
draw 2 cards instead.

When Legion Forerunner comes into play and at 
the start of your turn, search the Onyx Legion 
deck for a Legion Soldier Companion and put it 
into play.

Companion ◆ Hosh MageCompanion ◆ Human Warrior

Companion ◆ Human Warrior Companion ◆ Human Mage Craftsman

Companion ◆ Human Scout

Hold for Mana GuyKnight’s Squire

Novice Bladewielder Moorland Enchantress

Legion Forerunner

1122

55 11

11

1111

11 11

11

1111

11 11

11

When Corrosive Scuttler comes into play, 
target Hero loses all their current R. 

Companion ◆ Insect Beast

Corrosive Scuttler

11

11

11

When Forge Spirit dies, you may put 2 
forge counters on target Companion or 
Equipment. (Forge counters give Companions 
+1A/+1H and increase any attribute bonuses an 
Equipment has by +1.)

Companion ◆ Spirit

Forge Spirit

00

11

22
Whenever a Companion dies, deal 1 Physi-
cal Damage to target Hero or Companion.

Companion ◆ Undead Craftsman

Bone FLetcher

11

11

22
Whenever a card you control gets a forge 
counter, [NAME] gets +2A/+2H.

Companion ◆ Demon Beast

Smog Mouther

22

22

22



Alacrity 2.
1M, : Deal 2 Magic Damage to target 
Hero or Companion.

[NAME] defends against all sources of 
damage, not just attacks.

Companion ◆ Human Mage Companion ◆ Human

Zappy Defend All

11 11

22 22

22 55
Buffed Companions you control get 
+2A/+2H for each buff attached to them.

Companion ◆ Hosh Mage Craftsman

Ravish Magismith

22

22

22

: Deal 3 Physical Damage to target Hero 
or Companion.

At the end of your turn your Hero gets 
+1H for each allied Companion in play.

Companion ◆ ConstructCompanion ◆ Human

BallistaFarmer

0011

2222

5511

At the start of each turn, you may remove a card 
from you hand face down and offer it for trade 
with another player. That player may look at 
the card and can offer a card from their hand in 
return. If both players agree to the trade, exchange 
those cards. Otherwise, return the removed card 
to your hand.

Companion ◆ Rogue

Trade broker

22

22

22

When [NAME] dies search the graveyard 
for a Spell and add it to your hand.

Companion ◆ Hosh Mage

Get a Spell Back

22

22

22

0M: Deal 1 Magic Damage to Anvil Elemen-
tal and reduce the cost of the next Equip-
ment you play this turn by 1.

Companion ◆ Golem Spirit

Anvil Elemental

00

22

55
[NAME] comes into play with 3 forge counters.

1M: Move a forge counter from target Com-
panion or Equipment you control onto 
another target Companion or Equipment. This 
ability can't be used in response to something.

Companion ◆ Human

Delving Miner

00

22

00



3M, : Double target Companion’s A until 
the end of the turn.

Companion ◆ Cleric

Buff me Babe

11

33

22

Whenever an allied Companion dies you 
may pay 3M to put [NAME] from your 
hand into play.
When [NAME] comes into play it gets +2A 
for each Companion that died this turn.

Companion ◆ Spirit Warrior

Revenge Ghost

00

33

22
Allied Companions have “: Deal 2 Physi-
cal Damage to target Hero or Companion.”

Companion ◆ Human

Militia Captain

22

33

44

When [NAME] comes into play, each allied 
Hero gets +3H.

Companion ◆ Angel

Heal da Boiz

33

33

33

: Companions you control get 
+1A/+1H.

Companion ◆ Human

Inspiring Leader

11

33

33
When [NAME] comes into play, choose an 
enemy Companion.
As long as [NAME] is in play, that Com-
panion can’t attack, defend, or use its active 
abilities.

Companion ◆ Human Warrior

Big Grappler

22

33

44
Buff Spells you play cost 0M.
Whenever a Companion you control with 
a Buff on it dies, you may return that Spell 
to your hand instead of putting it into the 
graveyard.

Companion ◆ Hosh Mage Craftsman

Starhand, the Enchanter

22

33

33

When [NAME] comes into play deal 4 
Magic Damage to each enemy Hero.

Companion ◆ Demon

So I started Blastin’

22

33

11

Cavalry — When [NAME] comes into play, 
you may have any number of Companions 
you control  in response. Deal 1 Magic 
Damage to target Hero or Companion for 
each Companion that held position this 
way.

Companion ◆ Hosh Mage

Cavalry Mage

11

22

22



Alacrity 2, Parry. (This Companion can attack 
2 times each turn. Prevent all combat damage that 
would be dealt to this Companion that is equal to 
or less than its A.)

After [NAME] deals combat damage it gets +2A.

When Rallying Champion dies, search the 
Onyx Legion deck for X Legion Soldier 
Companions and put them into play. X 
equals the number of Companions you 
control.

Companion ◆ Human Warrior Companion ◆ Human Warrior

OP Parry Dude Rallying Champion

11 44

44 44

44 44
When Andreas the Blacksmith comes into play, 
search the side deck for a Martial Equipment and 
put it into play equipped to target Hero.
2M, : Put a forge counter on target Companion 
or Equipment. (Forge counters give Companions 
+1A/+1H and increase any attribute bonuses an    	
     Equipment has by +1.)

Companion ◆ Human Craftsman

Andreas the Blacksmith

22

44

33

Trample. (Excess damage it deals to Companions 
is dealt to a Hero that controls them.)

If a Quest is played while Questing Beast 
is in the graveyard return it into the deck 
third from the top.

Companion ◆ Beast

Questing Beast

66

44

33
1M, sacrifice another Companion: Deal 2 
Magic Damage to target Hero or Compan-
ion and then put a forge counter on target 
Companion or Equipment. (Forge counters 
give Companions +1A/+1H and increase any 
attribute bonuses an Equipment has by +1.)

Companion ◆ Beast Spirit

Ashtree Beast

33

44

33
When [NAME] comes into play discard a 
card.
Parry, Trample. (Prevent all combat damage 
that would be dealt to this Companion that is 
equal to or less than its A. Excess damage it deals   
    to Companions is dealt to a Hero that controls  
    them.)

Companion ◆ Demon Warrior

Chivalrous Fiend

77

44

22

Armored Veteran gets +2A/+2H for each 
Equipment you control.

Companion ◆ Human Warrior

Armored Veteran

33

44

33
When [NAME] dies you may destroy target 
Equipment.

Companion ◆ Beast Spirit

Yew Tongue Howler

22

33

55
Cavalry — When [NAME] comes into play, 
you may have any number of Companions 
you control  in response. Your Hero 
gets +2H for each Companion that held 
position this way.

Companion ◆ Inari Cleric

Cavalry Medic

11

33

44



When Hush comes into play, target Hero’s 
M becomes 0 until Hush leaves play.

The Mirage ignores defenders when attacking.
Whenever The Mirage attacks, for each other 
enemy Hero and Companion, put a copy of 
The Mirage into play attacking that enemy. 
Remove the copies from the game at the end 
of combat.

Companion ◆ SpiritCompanion ◆ Human Warrior Mage

HushThe Mirage

4433

6666

4455
When The Horned One comes into play deal 
3 Magic Damage to up to 3 target Heroes 
and/or Companions, then search the side 
deck for 3 Skeleton Companions and put 
them into play.

Companion ◆ Giant Spirit

The Horned One

44

66

44

Allied Companions have Parry. (Prevent all 
combat damage that would be dealt to them that is 
equal to or less than their A.)

Companion ◆ Human

Parry Lord

33

55

44
Trample. (Excess damage it deals to Companions 
is dealt to a Hero that controls them.)

When [NAME] comes into play you may 
discard any number of cards, then it gets 
+3A/+3H for each card discarded this way.

Companion ◆ Demon

Discard cards Thing

33

55

33
[NAME] ignores defenders when attacking.
When [NAME] dies you may pay 4M to 
return it to your hand.

Companion ◆ Beast

Igris Pyre wing

44

55

44

Parry, Retaliate, Trample. (Prevent all combat 
damage that would be dealt to this Companion that 
is equal to or less than its A. Whenever this Com-
panion is attacked it also deals combat damage equal 
to its A to the attacker. Excess damage it deals to 
Companions is dealt to a Hero that controls them.)

Companion ◆ Razlore Warrior

Chain Spinner

55

55

33
3M: Until the end of the turn, whenever a 
Hero or Companion would gain H, they 
lose that much H instead.
1M, : Target Hero or Companion gets 
+5H.

Companion ◆ Warlock

Soul Twister

22

44

44
Cavalry — When [NAME] comes into play, 
you may have any number of Companions 
you control  in response. [NAME] gets 
+2A/+2H for each Companion that held 
position this way.

Companion ◆ Human Warrior

Cavalry Warrior

22

44

22



Equipment ◆ Accessory

Seer’s Stone11

+1M
1M, : Look at the top 3 cards of the deck, 
then add one to your hand and put the rest 
on the bottom of the deck in a random 
order.

Sacrifice Star Shard: Your Hero gets +6M 
until the end of the turn.

Equipment ◆ Accessory

Star Shard11

Equipment ◆ Accessory

Bleached Bone Twig11

+1M
Whenever the first Companion dies each 
turn you may pay 3M. If you do, search the 
side deck for a Skeleton Companion and 
put it into play.

You may play Companions and Equipment 
as if you were 1 level higher.

Equipment ◆ AccessoryEquipment ◆ Armor

Scholar’s TomePewter Crown 2222

+2M

When Scholar’s Tome comes into play, search 
the side deck for a Basic Spell and add it to your 
hand.

3M, Unequip: Draw a card.

Prevent all Magic Damage that would be dealt to 
Penumbral Dragon. Penumbral Dragon is unaffect-
ed by Spells and abilities.

4M: Deal 6 Magic Damage to target Hero or 
Companion. You can only use this ability once 
per round.

Companion ◆ Dragon

Penumbral Dragon

99

88

99

Warrior Companions you control get +2A.
Whenever an enemy Companion dies, 
search the Onyx Legion deck for a Legion 
Soldier Companion and put it into play.

Trample. (Excess damage it deals to Companions 
is dealt to a Hero that controls them.)

When [NAME] comes into play you may put a 
forge counter onto target Equipment or destroy 
it. Repeat this process 3 times. (Forge counters 
increase any attribute bonuses it has by +1.)

Companion ◆ Human WarriorCompanion ◆ Demon Spirit

Taskmaster MordredForge Elemental

6655

7777

7755
Whenever an allied Hero gains H, they 
gain twice that much H instead.

Companion ◆ Inari Cleric

Biq Boy Healz

44

66

55



Equipment ◆ Accessory Equipment ◆ Armor

Horn of the General Knight’s Shield33 44

+1A   +1M   +2H +1M   +1R   +2H

You may have excess damage from you or 
cards you control with Trample be dealt to 
another Companion that player controls 
instead of to their Hero.

Companions you control come into play 
with +2H.

Equipment ◆ Armor

Ebonmail44

+1A   +2R   -3H

Whenever your R drops to 0, deal Magic 
Damage equal to your base R to the Hero or 
Companion that caused you to lose your R. 
(Your base R equals the R value on your Hero, 

plus any permanent bonuses from Equipment 
or abilities.)

Equipment ◆ Weapon

Assassin’s Blade33

+1A
Any combat damage your Hero deals to a 
Companion is enough to destroy it.

Equipment ◆ Accessory

Warbanner22

As long as Warbanner is in play Heroes and 
Companions can’t hold position.

Equipment ◆ Weapon

Blacksmith’s Hammer33

+1A   +1H
1M, : Put a forge counter on target 
Companion or Equipment. (Forge counters 
give Companions +1A/+1H and increase any 
attribute bonuses an Equipment has by +1.)

Equipment ◆ Accessory

Battle Trumpet22

Whenever your Hero attacks, search the 
Onyx Legion deck for a Legion Soldier 
Companion and put it into play.

Equipment ◆ Accessory

Black Pool Mirror22

+3M   -3H

When Black Pool Mirror comes into play you may 
rechoose one of your Hero Abilities.

5M: Return Black Pool Mirror to your hand and 
draw a card.

Equipment ◆ Accessory

Battle Plan22

+1M   +1R
Whenever a Hero or Companion uses 
a Hold Position ability, you may pay 2M 
to copy that ability. You may choose new 
targets for the copy.



Equipment ◆ Weapon

Estoc66

+2A

4M: Until the end of the turn, your Hero 
has Parry. (Prevent all combat damage that 
would be dealt to them that is equal to or less than 
their A.)

Equipment ◆ Weapon

Thronebreaker77

+5A

Your Hero has Trample. (Excess damage 
it deals to Companions is dealt to a Hero that 
controls them.)

When [NAME] comes into play, search the 
side deck for a Fairy Companion and put 
it into play.

Equipment Companion ◆ Beast Mount

Corgi22

44
+1M

Equipment ◆ Armor

Hero’s Cape44

+1A   +1M   +1R   +2H

You may have Hero’s Cape comes into play 
equipped to target allied Hero instead of 
your own.

Equipment ◆ Armor

Platemail55

+4R

Equipment ◆ Weapon

Executioner’s Axe55

+2A

When Executioner’s Axe comes into play, 
you may destroy target Companion.

Equipment ◆ Weapon

Bleeding Lance66

+3A   +2R

Whenever you deal combat damage to a 
Hero, put a maim counter onto them.
Heroes with maim counters get -2H at the 

start of each turn.

Equipment ◆ Weapon

Rod of the Ruler55

+3M   +1R
5M: Gain control of target non-Hero Com-
panion until the end of the turn. You can 
only use this ability on your turn.

Equipment ◆ Weapon

Greatbow66

+4A

Your Hero ignores defenders when attack-
ing and their attacks don't trigger Retaliate.



Collect each Equipment in play and put 
them into a pile. Then, starting with the 
current player, each player searches and 
gains control of an Equipment from the 
pile. Repeat this process until no Equip-
ment remain in the pile.

Quest

Redistribute

Equipment Companion ◆ Construct Mount

Armored Somethin55

88
+2R

Prevent all Trample damage that would be 
dealt to the equipped Hero.

Equipment Companion ◆ Beast Mount

Crusher Beast55

66
+2A

2M: Deal 4 Physical Damage to target 
Hero or Companion. You can only use this 
ability once per round.

3M: Target Companion gets Alacrity +1 
until the end of the turn. You can only use 
this ability once per turn. (They can attack or 
hold position 1 additional time.)

Equipment Companion ◆ Spirit MountEquipment Companion ◆ Beast Mount

Spectral MountSwifthoof Charger 2222

3322
+1M

Whenever your Hero attacks, deal 2 Magic 
Damage to target Hero or Companion.

Equipment Companion ◆ Beast Mount

Champion’s Steed33

44
+1A   +1R

Whenever your Hero attacks a player that 
controls more Companions than you they 
get +3H and you may draw a card.

Equipment Companion ◆ Beast Mount

Warhorse33

22
Whenever your Hero deals damage target 
Hero gains that much H.

Equipment Companion ◆ Spirit Mount

Craddle Walker33

55
+2A

Whenever your Hero attacks, another target 
Companion gets +2A/+2H and gains 
Trample until the end of the turn. (Excess 
damage it deals to Companions is dealt to a Hero  
      that controls them.)

Equipment Companion ◆ Beast Mount

Silverprong Stag44

44
+2M

Prevent all Magic Damage that would be 
dealt to Silverprong Stag and the equipped 
Hero.



Put a forge counter on target Companion 
or Equipment. (Forge counters give Compan-
ions +1A/+1H and increase any attribute bonuses 
an Equipment has by +1.)

Draw a card.

Spell

Reinforce11

Buffed Companion has “: Draw a card.”
Spell ◆ Buff

Path to Peace11

You may play the next Spell you play this 
turn as if it had Quick-Cast.

Spell ◆ Quick-Cast

Flash of Brilliance00

Reveal the top X cards of the deck, then take any 
number of Equipment revealed this way and put 
them into play with a forge counter. Your Hero 
loses H equal to the combined level of Equipment 
put into play this way. Put the remaining cards on 
the bottom of the deck in a random order.

Spell

Sinforge PactXX

Each player secretly writes down a number. 
Reveal the numbers, then the player or play-
ers with the second least number searches the 
Onyx Legion deck for up to that many Legion 
Soldier Companions and puts them into play.

Quest

The Onyx Legion

Each player chooses 1 Companion, 
Equipment and Spell they control and then 
sacrifices the rest.

Quest

Once the DUst Settles

Search the side deck for the Equipment 
The Holy Grail and put it into the deck fifth 
from the top.

Quest

Quest for the Grail

Starting with the current player, each player 
searches the graveyard for a card and adds 
it to their hand, then remove all remaining 
cards in the graveyard from the game.

Quest

Cradle’s Fading Light

Whenever a Companion dies, Binds of 
Chaos destroys all other Companions 
under that player’s control. Sacrifice Binds 
of Chaos once it has destroyed 10 or more 
Companions.

Quest

Binds of Chaos



Buffed Companion has “1M, : Deal X 
Magic Damage to target Hero or Compan-
ion. X equals buffed Companion’s A.”

Spell ◆ Buff

Firebreathing11

Search the Onyx Legion deck for a Legion 
Soldier Companion and put it into play.

Spell ◆ Quick-Cast

Raise the Alarm22

Each Companion must attack this turn if 
able. Hold Position abilities can’t be used in 
response to Blood Boil.
Companions you control gain Retaliate 
until the end of the turn.

Spell ◆ Quick-Cast

Blood Boil22

Buffed Companion gets +4A until the 
end of combat when attacking Heroes and 
Companions that are higher level than it.

Spell ◆ Quick-Cast Buff

Might of the Meek22

Target Companion gets +2A and gains Parry and 
Retaliate until the end of the turn. Any combat 
damage it deals also causes your Hero to gain that 
much H. (Prevent all combat damage that would 
be dealt to it that is equal to or less than its A. 
Whenever it is attacked it also deals combat 
     damage equal to its A to the attacker.)

Remove a Companion in the graveyard 
from the game, then search the side deck 
for a Skeleton Companion and put it into 
play.
Draw a card.

Spell ◆ Quick-Cast

Spell

Moment of Courage

Unearth the Past

22

22

Destroy target Companion that took dam-
age this turn.

Spell ◆ Quick-Cast

Grievous Wound22

When you play Rune of Abjuration choose 
a card type. (Card types are Hero, Companion, 
Equipment, Spell and Quest.)

Buffed Companion can't be dealt damage or 
effected by other cards of the chosen type.

Spell ◆ Quick-Cast Buff

Rune of Abjuration22

Buffed Companion has “: This Compan-
ion can't be attacked, defend or be defended 
until the start of your next turn.”

Spell ◆ Buff

Hideaway22



Search the side deck for a Basic Spell and 
add it to your hand, then your Hero gets 
+1M until the end of the turn for each 
allied Hero in play.

Spell

Attune Magic22

Buffed Companion gets +2A and has 
Trample. (Excess damage it deals to Companions 
is dealt to a Hero that controls them.)

Spell ◆ Buff

Might Rune33

Deal 2 Physical Damage to each enemy 
Hero and Companion.

Spell ◆ Quick-Cast

Earth Tremor33

Search the graveyard for a Buff Spell and 
put it into play. You may then take any 
number of Buff Spells you control and 
attach them to new Companions.

Spell

Rune Weave33

Each enemy Hero gets -2H, then your 
Hero gains H equal to the amount lost this 
way.

Spell

Drain Life33

When you play Misdirection choose an 
attacking Hero or Companion. Redirect its 
attack to any other Hero or Companion.

The next time target Hero would gain H, 
they lose that much H instead.

Spell ◆ Quick-Cast Spell ◆ Quick-Cast

Misdirection Snuff Out the Light33 33

As an additional cost to play Drag to Shad-
ow, discard a card.
Deal X Magic Damage to target Hero or 
Companion. X equals the discarded card’s 
cost.

Spell

Drag to Shadow33

Search the graveyard for a card and put it 
on top of the deck.

Spell ◆ Quick-Cast

Gaze into the Abyss33



Whenever buffed Companion attacks it 
gets +XA until the end of combat. X equals 
the number of allied Companions in play.

Spell ◆ Buff

Vox Populi44

Set each Companion’s base A and H to 1 
until the end of the turn.

Spell ◆ Quick-Cast

Wither44

Buffed Companion gets +1A/+1H and has 
Parry. (Prevent all combat damage that would be 
dealt to it that is equal to or less than its A.)

Spell ◆ Buff

Honor Bound

Prevent the first 3 damage that would be 
dealt to the buffed Companion each turn.

Spell ◆ Quick-Cast Buff

Barrier Rune44 44

Trample. (Excess damage this Spell deals to 
Companions is dealt to a Hero that controls them.)

Deal 6 Physical Damage to target Com-
panion.

Spell

Fissure44

Gain control of  
target Equipment.

Spell

Theft44

Destroy target Companion, then search the 
side deck for a Skeleton Companion and 
put it into play.

Spell ◆ Quick-Cast

Skeletonize44

For each enemy Hero, search the Onyx Le-
gion deck for a Legion Soldier Companion 
and put it into play. They must attack those 
Heroes this turn.

Spell

Reinforcements44

Draw 2 cards, then put 2 cards from your 
hand on top of the deck in any order.

Spell

Change of Plans33



Search the Onyx Legion deck for 3 Legion 
Soldier Companions and put them into 
play.

Spell

Recruit55

Companions you control get +2A and 
Retaliate until the end of the turn.

Spell ◆ Quick-Cast

Sharpen Blades55

Buffed Companion gets +3A and ignores 
defenders when attacking.

Spell ◆ Buff

Rune of Shadows55

Destroy target Spell, then deal X Magic 
Damage to that Spell’s controller. X equals 
the destroyed Spell’s cost.

For each allied Hero search the side deck 
for a Martial Equipment and put it into 
play equipped to that Hero. (Allied Heroes 
includes your Hero.)

Spell ◆ Quick-Cast Spell

Feedback Prepare for Battle55 55

Target Hero’s R is 0 until the end of the 
turn.
Draw a card.

Spell

Rusting Blast55

Equipment you control are unaffected by 
Spells, Quests and abilities until the end of 
the turn.

Spell ◆ Quick-Cast

Dragon Blood Coating55

Target Companion gets +3A/+3H and all 
other allied Companions get +1A/+1H 
until the end of the turn.

Spell

Stand United55

Buffed Companion loses all abilities and 
becomes a 2A/4H Beast.

Spell ◆ Quick-Cast Buff

Turn to Swine44



Whenever Fairy attacks, draw a card. 
Prevent all damage that would be dealt to 
Fairy as long as Corgi is in play.

 
[SIDE DECK]

Companion ◆ Faye

Fairy

11

11

11
If you control a Legion Solider you may 
return it to the Onyx Legion deck to play 
this card for 3M less.
Search the Onyx Legion deck for a Black 
Knight Companion and put it into play.

Spell

Knighthood77

Buffed Companion gets +2A/+2H and 
can’t die. (It doesn’t go to the graveyard for having 
0 or less H and destroy effects don’t destroy it.)

Spell ◆ Quick-Cast Buff

Big Buff88

When buffed Companion dies, you may 
put a Companion from your hand into 
play.

Spell ◆ Buff

Lineage77

Remove target Companion, Equipment or 
Spell from the game.

Spell ◆ Quick-Cast

Obliterate66

Deal 5 Magic Damage to each enemy Hero.
Spell

Splinter bolt77

Destroy all Companions in play.
Spell

Path to the Grave66

Each allied Hero gets +3H and refreshes 
their M and R. (Allied Heroes includes your 
Hero.)

Spell ◆ Quick-Cast

Bonfire’s Rest66

Piercing Arc is unaffected by Spells and 
abilities.
Dealing 6 Magic Damage to target Hero 
or Companion. This damage cannot be 
prevented or redirected.

Spell ◆ Quick-Cast

Piercing Arc66



2M: Target Hero or Companion gets 
+6H. You can only use this ability once per 
round.

Companion ◆ Undead Druid

[SIDE DECK]

Whispered One: Druid

33

66

88

Equipment ◆ Accessory

The Holy Grail33

+3M   +1R
At the start of your turn you get +5H.

Whenever another player draws a card, you may 
draw a card unless that player pays 2M.

[SIDE DECK]

If Skeleton would enter the graveyard, 
return it to the side deck instead.

 
[SIDE DECK]

Companion ◆ Undead

Skeleton

11

11

11
If Skeleton would enter the graveyard, 
return it to the side deck instead.
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If Skeleton would enter the graveyard, 
return it to the side deck instead.

 
[SIDE DECK]

Companion ◆ Undead Companion ◆ Undead

Skeleton Skeleton

11 11

11 11

11 11

When Whispered One: Hunter comes into 
play gain control of target Beast Compan-
ion.
: Deal 5 Physical Damage to target Hero 
or Companion.

Companion ◆ Undead Scout

[SIDE DECK]

Whispered One: Hunter

33

66

66

Whenever an opponent plays a card, Whis-
pered One: Warlock deals 2 Magic Damage 
to their Hero.

Companion ◆ Undead Warlock

[SIDE DECK]

Whispered One: Warlock

44

66

44
When Whispered One: Shaman comes into 
play target Companion loses all abilities 
and becomes a 1A/1H Beast until the end 
of the turn.

Companion ◆ Undead Shaman

[SIDE DECK]

Whispered One: Shaman

33

66

44

Whispered One: Paladin deals combat damage 
as Magic Damage instead of Physical Damage.
Whenever Whispered One: Paladin deals 
combat damage, your Hero gains that much 
H.

Companion ◆ Undead Warrior Cleric

[SIDE DECK]

Whispered One: Paladin

55

66

44



Buffed Companion gets +3A.

[SIDE DECK]

Basic Spell ◆ Buff

Invoke: Might11

Martial Equipment ◆ Weapon

Stone Hammer33

+2A

[SIDE DECK]

Martial Equipment ◆ Weapon

White Birch Staff33

+1M
At the start of your turn you may pay 2M to 
draw an extra card.

[SIDE DECK]

Martial Equipment ◆ Armor

Iron Shield33

+2R

[SIDE DECK]

Martial Equipment ◆ Weapon

Steel Pike33

+1A
Your Hero has +2A whenever attacking a 
Companion.

[SIDE DECK]

Martial Equipment ◆ ArmorMartial Equipment ◆ Armor

Sapphire CircletLeather Cloak 3333

+3M+6H

[SIDE DECK][SIDE DECK]

Deal 1 Magic Damage to target Hero or 
Companion. Repeat this process 2 times.

[SIDE DECK]

Destroy target Equipment. Then your Hero 
loses H equal to the destroyed Equipment’s 
level.

[SIDE DECK]

Spell Spell

Invoke: Pain Invoke: Rust11 11
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Companion ◆ Human Warrior
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Companion ◆ Human Warrior
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Legion Soldier
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Legion Soldier
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If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

If Legion Solider would enter the graveyard, 
return it to the Onyx Legion deck instead.

Companion ◆ Human Warrior Companion ◆ Human Warrior
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Legion Soldier Legion Soldier
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If Legion Solider would enter the graveyard, 
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Parry, Retaliate. (This Companion can’t be 
dealt combat damage by Heroes or Companions 
with less A than it. Whenever this Companion is 
attacked it also deals combat damage equal to its A 
to the attacker.)

Companion ◆ Human Warrior

55

66

55

Black Knight
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Parry, Retaliate. (This Companion can’t be 
dealt combat damage by Heroes or Companions 
with less A than it. Whenever this Companion is 
attacked it also deals combat damage equal to its A 
to the attacker.)

Parry, Retaliate. (This Companion can’t be 
dealt combat damage by Heroes or Companions 
with less A than it. Whenever this Companion is 
attacked it also deals combat damage equal to its A 
to the attacker.)

Companion ◆ Human Warrior Companion ◆ Human Warrior

55 55

66 66

55 55

Black Knight Black Knight
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Parry, Retaliate. (This Companion can’t be 
dealt combat damage by Heroes or Companions 
with less A than it. Whenever this Companion is 
attacked it also deals combat damage equal to its A 
to the attacker.)

Parry, Retaliate. (This Companion can’t be 
dealt combat damage by Heroes or Companions 
with less A than it. Whenever this Companion is 
attacked it also deals combat damage equal to its A 
to the attacker.)

Companion ◆ Human Warrior Companion ◆ Human Warrior
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55 55

Black Knight Black Knight

™ & © 2021 Jimmy Ellerth Entertainment LLC	 ROK • OL 16/22 ™ & © 2021 Jimmy Ellerth Entertainment LLC	 ROK • OL 16/22

[ONYX LEGION DECK] [ONYX LEGION DECK]

Legendary Equipment ◆ Armor

88

+4A +4M +4R

The Onyx Crown is unaffected by Spells, Quests 
and abilities.

At the start of your turn, gain control of a Com-
panion controlled by each of your opponents.

The Onyx Crown

™ & © 2021 Jimmy Ellerth Entertainment LLC	 ROK • OL 22/22

[ONYX LEGION DECK]

Legendary Equipment ◆ Weapon

88

+5A

Your Hero has Retaliate.
Whenever your Hero deals combat damage it 
gets +5H.

Kaledvoulc’h
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King’s Defender is 
unaffected by enemy 
Spells and abilities.

Prevent all Magic 
Damage that would 
be dealt to King’s 
Defender.

Whenever Ebon-
hand Assassin deals 
combat damage 
to a Companion, 
destroy it.

Whenever Ebon-
hand Assassin would 
deal combat damage 
to a Hero, they lose 
half their H round-
ed down instead.

When Sword Bearer 
comes into play 
search the Onyx 
Legion deck for 
the Equipment 
Kaledvoulc’h and put 
it into play.

Hero Companion  
Human Warrior

Hero Companion  
Human Rogue

Hero Companion  
Golem

1212 33 2222 11 2255 00 00

King's Defender Ebonhand Assassin Sword Bearer

Your Spells and 
abilities that cost M 
cost 2 less.

Whenever you play 
a Spell, copy it. You 
may choose new 
targets for the copy.

Retaliate.

As long as Legoin’s 
Phalanx is in play 
The Onyx King gets 
+6R.

Legoin’s Phalanx 
can’t attack.

As long as Menag-
erie Warden is in 
play, you may play 
Companions from 
your hand as if they 
were level 1.

Whenever an enemy 
Hero takes damage, 
each other enemy 
Hero also loses that 
much H.

When Prince Liam 
comes into play 
your opponents 
discard 4 cards 
between them and 
add them to your 
hand. Cards you 
play cost 1 less until 
the end of the turn.

Hero Companion  
Human Mage

Hero Companion  
Human Warrior

Hero Companion  
Human

Hero Companion  
Faye Warlock

Hero Companion  
Human Lord

99

1010

88

1313

9922

44

33

11

3311

66

11

00

11

Myrddin, King's Mage

Legion's Phalanx

Menagerie Warden

Morgana the Life-Binder

Prince Liam

When The Judicator 
comes into play 
choose an opponent.

As long as The 
Judicator is in play 
only you and the 
chosen player can 
play Spells and use 
active abilities.

Hero Companion  
Human

101011 11

The Judicator
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When Watcher at 
the Gate dies destroy 
all non-Hero 
cards target player 
controls.

When you choose 
Bell Ringer as your 
mini-boss, you may 
choose another one 
of your mini-boss 
options to put into 
play as well.

If you’re level 5 or 
higher, you may 
choose an additional 
2 options to put into 
play instead.

When Stitcher 
Gendhal comes 
into play search the 
graveyard for up to 
2 non-mini-boss 
Companions and 
put them into play.

When Stitcher 
Gendhal dies shuffle 
all other mini-boss 
Companions in the 
graveyard back into 
the mini-boss deck.

When King’s Priest 
comes into play, 
The Onyx King gets 
+10H.

Reduce any damage 
that would be dealt 
to your Heroes or 
Companions to 1.

Hero Companion  
Golem

Hero Companion  
Human

Hero Companion  
Human Warlock

Hero Companion  
Human Cleric

6644

44

22

4422

22

22

2200

00

00

Watcher at the GateBell Ringer

Stitcher Gendhal

King's Priest

Whenever a Com-
panion dies, The 
Butcher gets +2A 
and The Onyx King 
gets +2H.

Hero Companion  
Human

202022 00

The Butcher

Whenever The Onyx 
King takes damage, 
The Emerald Knight 
deals X Magic Dam-
age to target Hero 
or Companion. X 
equals twice the 
amount of damage 
The Onyx King took.

Whenever an oppo-
nent’s Spell would 
enter the graveyard, 
you may return it to 
your hand instead.

4M: Destroy target 
Spell. You can only 
use this ability once 
per round.

When Nightgore 
comes into play, 
each opponent 
reveals their hand. 
Until the end of the 
turn, you may play 
a card revealed this 
way without paying 
its costs.

Hero Companion  
Human Druid Warrior

Hero Companion  
Beast

Hero Companion  
Nightmare

66

99

22

44

22

33

44

00

00

The Emerald Knight

King’s Pet

Nightgore

Whenever Warmage 
attacks, deal Magic 
Damage to target 
Hero or Companion 
equal to the number 
of cards in it’s con-
troller’s hand.

Hero Companion  
Human Mage

5555 22

Warmage
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When Legion 
Commander comes 
into play search the 
Onyx Legion deck 
for 2 Legion Soldier 
Companions and 
put them into play.

3M: Return target 
Legion Soldier to the 
Onyx Legion deck 
and replace it with a 
Black Knight Com-
panion. You can 
only use this ability 
once per turn.

Heroes and Com-
panions you control 
have Retaliate.

Hero Companion  
Human Warrior

Hero Companion  
Human Warrior

55

66

33

44

22

22

Legion Commander

Falron the Cruel

When you choose 
King’s Blacksmith, 
you may choose an 
Equipment from 
your hand and/or an 
Equipment in the 
graveyard, and put 
them into play.

When Queen Guine-
vere comes into play 
you may choose 
a Companion 
controlled by each 
of your opponents 
and gain control 
of them. Those 
Companions must 
attack the Heroes 
they were originally 
controlled by each 
turn if able.

When Maiden of 
the Scales comes 
into play, target 
opponent chooses 
self or others. If that 
player chooses self, 
they must sacrifice 
or discard 4 cards. If 
the player chooses 
others, each of your 
other opponents 
must sacrifice or 
discard 2 cards.

Retaliate, Trample.

Whenever Right 
Hand of the King 
kills a Companion, 
draw a card.

2M: Target Hero or 
Companion must 
attack Right Hand of 
the King this turn. 
The target can’t Hold 
Position in response 
to this ability.

Hero Companion  
Human Craftsman

Hero Companion  
Human Lord

Hero Companion  
Angel Warlock

Hero Companion  
Human Warrior

88

66

66

88

22

11

33

44

22

22

11

44

King's Blacksmith

Queen Guinevere

Maiden of the Scales

Right Hand of the King

Cards you play cost an additional 1 to 
play and your other active abilities cost 
and additional 1M to activate.
10H: Replace Dark Shackles with the 
original Hero Ability card.

Whenever your Hero attacks they get 
-3H.
If you’ve lost 12 or more H to Curse of 
Weakness you can replace it with the 
original Hero Ability card.

Hero Ability ◆ Lady of the Black Lagoon Hero Ability ◆ Lady of the Black Lagoon

Dark Shackles Curse of Weakness
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When Lady of the 
Black Lagoon comes 
into play destroy 
target non-Ultimate 
Hero Ability card 
and replace it with 
Lady of the Black La-
goon’s Hero Ability.
(You cannot destroy 
abilities that haven’t 
been chosen yet. You 
choose which side of the 
new ability they use.)

Hero Companion  
Enchantress

101022 00

Lady of the Black Lagoon
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