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TIMING
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muscies swell and their eres bulbge”

TIMING

Play this card a1 tha slarl of & driviy,
parftire Ay player is activated

DURATION

Discard this card when i1s effect runs (s11]4

EFFECT
Choose oné player o your team. That playes increases
WHelr Strength by 2. Althe gnd of each diive, roll & L
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This card explres-at the and of his game

EFFECT
Choose one player on your Leam Whitst this card 1§ in
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Flay this caed g6 this starl of & drive,
before any player s activatad
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This card expires ot the end of this drive;

EFFECT
Choose ana plaiar o yolr tepm: Whikst this cand s in
play, treat that playar's AgIHEy chargclensne as 2+
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Play this card wheneve! 2 Jombupie Linetnan o
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= randing around (he sdpe of @ pitch 1w not a smart r:u:um
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TIMING
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Yay this card ab the start of 2

biElore. ary player is act
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TWiell, { think they've leamsd their lasson.
Never annay a Witch!™

TIMINE
Pley this card al the start of ary of the opposition's team
tums, bafare afy player is activated

DURATION

Discard this card (mmediately. aftir usa.
EFFECT

Select an oppasition player and foll a 06, On a 3+ the
playes Is furned into & Frog in the same manner as if the
Wicked Wiich inducement had been sed
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TWhats That cresping dp from Whe grotiea? 1 seems
Wik the vines have come alive ang ane gravting Bt the
players' fogal® '
TIMING
Play this cand at the start of any of the opposition's
tem berns, befors: iy pdayer |5 activated.
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DBisicard this egrd immediately after (e,
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l‘..'"m-n ane Standing oppasition player, That playar |s
considersd (o be "Rooled' axactly ms 1 they had rolled 3 |
for thie Take Root trait




