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Network of Fanatics

Acts as a level 3 Energy attack. Up to 2 Front Line
teammates may make an additional attack. May be
played from Reserve if a Front Line teammate
discards 1 card, placed or in hand.
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Acts as a level 7 Combat attack. If successful,
remove one hit from Mina Harker's hits to
current battle or permanent record.

One Per Deck
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The Call of Cthulhu

Opponent’s characters hits to KO are -5 for remainder of
game. May be played from Reserve.
One Per Deck
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Distracting Intervention

Play this card in front of Cthulhu or teammate. For
remainder of game, target ch may not be ked
until this card is attacked. This card may not be defended

and is KO'd after 1 hit. May be played from Reserve.
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MINA HARKER

Dracula’s Telepathic Connection

Target character must reveal any cards in hand playable
by target character. May be played from Reserve.
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Target character is -2 to attack and defend
Acts as a level 4 Combat attack. If successful against Headless Horseman for remainder of game.
Opponent must discard 1 card, piaced e hand If Headless Horseman KO's target character, his team is
of Opponent’s choice. If target has ‘Mark of the Headless’ +5 to Venture Total that battle.
as a hit, this attack cannot be defended by a Special card. One Per Deck
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Draw Pile. For each card, you may choose
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Relentless Hessian

Acts as a level 6 Energy attack. If target has =
‘Mark of the Headless’ as a hit, Headless Horseman may Draw and reveal 1 card, may k_eep dupllpates.
make this attack after Opponent concedes the battle. Headless Horseman may search his Draw Pile or Dead
Opponent may defend. Pile for ‘Mark of the Headless’ and play it immediately.
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Relentless Pursuit

Teammate may avoid 1 attack with a Power card. Acts as a levelid Intelligenca TSk
Draw T cartirtjs R el May be played after Opponent has conceded the battle.
Opponent may defend.

The Mummy mﬁst have a hit with an Energy icon to be KO'd."
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The Eternal Journey .

The Mummy may offensively negate 1 of Opponent’s
Special cards. The Mummy may discard 1 Brute Force
Power card usable by The Mummy to defensively
negate the effect of any 1 Special card
played by Opponent instead.

Acts as a level 7 Energy attack. If successful,
remove 1 hit from The Mummy's hits to current battle
or permanent record.

One Per Deck
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