Target player gains @)
That player's champions gai

True faith requires strength of will

and strength of arms.

NORMAL BACKS

ct

Put a champion from
your discard pile into play.
Use this ability only
on a champion that was
stunned since your last turn.

e

DG
Prayer Beads
Item * Holy Relic

If you have two or more
champions in play, gain both.

X, Tzt GORRL 0

Fighter Ability
R 0

Champion + Human

Sometimes the path to redemption
is sharp and pointy.

S

7
If playing this card would give you
I6®. 7 or more combat this turn, draw a card.




NORMAL BACKS

Longsword

Item + Melee Weapon * Sword

Look at the top three cards of
your deck. You may put up to
two of them into your discard
pile, then put the rest back on
top of your deck in any order.

Draw a card. You may
stun target champion.

“Nice shot!” BN ‘ If you have a bow in
: : N i play, draw a card.

Horn fC:iling

Target opponent
The next champion you acquire \ discards a card.

If you have a bow in 3 Ay - =
play, draw a card. this turn costs (1) less. b “A mark and his coin are soon parted.”
Gt e g
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NORMAL BACKS

Throwin, Kmf Throwin, Kmf
item + Ranged Weapon + Knife item + Ranged Weapon + Knife

Hexst

“Thicf Abilily

This turn, you may acquire ]
a card from an opponent’s
discard pile by paying its cost. 8} A i -
P i ] Efur each kmfe you've
already played this turn.

You may not use this ability on ;
cards without a printed cost, or ) Efm each kmfe you've
& already played this turn.

during your first or second turn.

Fu'eball

Wizard Ability

Throwm Kmfe

item + Ranged Weapon + Knife

Deal four damage to target player
and to each of their champions.
(Guards do not protect against this.)

Draw a card.
KA-BOOM!

All power has a price.

Efur each kmfe you've
already played this turn.

Fire Staff

Item * Magic Weapon * Staff

_pell Comonents
Ttem * Magic Supplies

(e —rr—

Lo
If you have two or more

actions in play, draw a card. ) |
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NORMAL BACKS

Cat Familiar

Champion + Feline
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. Gold ! . Gold . Gold
~— Item + Currency * 3 ~— Item + Currency * 3 ~— Item + Currency *

. Gold ' o Gold . Gold
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. Gold ! . Gold Gold
~— Item * Currency * 3 ~— Item * Currency * 3 ~— Item + Currency * ( oi_n/
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Hero Realns 1 &

E_ighterules

Part | of 2

Setup:

When playing with the Fighter Character Pack, you begin
the game with 60 health. You may keep score with the two
health-tracking cards. Put those cards, the Fighter
character card, and the Shoulder Bash and Crushing Blow |
ability cards into play in front of you. None of these cards
ever go into your personal deck.

Shuffle the other cards (Ruby, Shield Bearer, Throwing |
Axe, Longsword, and six Gold) to create your ten-card |
personal deck.
Using Crushing Blow: |
* Crushing Blow is sacrificed when you use it. (Move it ‘
to the Sacrifice Pile to gain the effect listed.) |
* Ability cards, like Crushing Blow, may only be used
during their owner’s turn.

e =
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DUPLEX PRINT A

Using Bless:

+ Ability cards, like Bless, may only be used during
their owner’s turn.

« To use Bless and gain its effect, you must pay two gold
and expend the card.

+ Just like champion cards, Bless prepares at the end of
its owner’s turn, allowing it to be used again on that
player’s next turn.

| + The ability on Bless gives +1 defense to all of the
| chosen player’s champions — both those with and
| without guard.

Hero Realms Character Packs can be used not only in

head-to-head play, but also as part of exciling cooperative
game formats. Adventure with your friends, take on |
dangerous missions, and battle against fearsome bosses!

Learn more about cooperative play at

www.HeroRealm ’»;.'.:(}/"11/4_""‘)5’1‘{)

| Using Pick Pocket:
| + Ability cards, like Pick Pocket, may only be used
during their owner’s turn.

Hero
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Thief Rules

Part20f2

« To use Pick Pocket and gain its effect, you must pay
two gold and expend the card.

+ Just like champion cards, Pick Pockel prepares at the
end of its owner’s turn, allowing it to be used again on
that player’s next turn

+ When you use Pick Pocket, the target of the ability
chooses which card to discard.

Hero Realms Character Packs can be used not only in
head-to-head play, but also as part of exciting cooperative
game formats. Adventure with your friends, take on
dangerous missions, and battle against fearsome bosses!

Learn more about cooperative play at
www.HeroRea ym/c

Setup:

When playing with the Ranger Character Pack, you begin
the game with 58 health. You may keep score with the two
health-tracking cards. Put those cards, the Ranger
character card, and the Headshot and Track ability cards
into play in front of you. None of these cards ever go into

your personal deck

Shuffle the other cards (Ruby, Horn of Calling, Hunting
Bow, two Black Arrow, and five Gold) to create your

ten-card personal deck.

Using Headshot:

+ Ability cards, like Headshot, may only be used during
their owner’s turn.

* Headshot is sacrificed when you use it. (Move it to the
Sacrifice Pile to gain the effect listed.)

| Using Black Arrow:

* If you have any card in play with “bow” as a subtype,

| you draw a card.

N
Hero Realns 234 £ 2016 White Wizard Games LLC lust, Disennis 1, Baloittons




Hero Realms ™ & 6 2016 White Wizard Gaes LLC Ulust, Diennis 1 Balontons

DUPLEX PRINT B

When playing with the Cleric Character Pack, you begin
the game with 55 health. You may keep score with the two

| health-tracking cards. Put those cards, the Cleric character

card, and the Bless and Resurrect ability cards into play in
front of you. None of (hese cards ever go into your
personal deck.

Shuffle the other cards (Prayer Beads, two Followers,
Spiked Mace, and six Gold) to create your ten-card

| personal deck.

Using Resurrect:

* Ability cards, like Resurrect, may only be used during |

their owner’s turn.
* Resurrect is sacrificed when you use it. (Move it to the

Hero Reabize ™ & © 2016 White Wizan

Ranger Rules

Part 2
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Using Track:
* Ability cards, like Track, may only be used during
their owner’s turn.

* To use Track and gain its effect, you must pay two gold
and expend the card.

* Just like champion cards, Track prepares al the

end of its owner’s turn, allowing it to be used again

on that player’s next turn.

* If you use this ability and do not have at least three
cards in your deck, set aside whatever cards are in your
deck and shuffle your discard pile to make a new deck.
Then, conlinue to set cards aside until you have three
cards to examine.

Hero Realms Character Packs can be used not only in

head-to-head play, but also as part of exciting cooperative {

game formats. Adventure with your friends, take on
dangerous missions and battle against fearsome bosses!

Learn more aboul cooperative play at

Hira Realms ™ & 2016 White Wizard Games LLC lusL. Jimuny Tayag

Fighter Rules

Part2of 2
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| Using Shoulder Bash:
| * Ability cards, like Shoulder Bash, may only be used
| during their owner’s turn.

* To use Shoulder Bash and gain its effect, the Fighter
must pay two gold and expend the card

| ¢ Just like champion cards, Shoulder Bash prepares at the

end of its owner's turn, allowing it to be used again
on that player’s next turn.

Hero Realms Character Packs can be used not only in |}

| head-to-head play, but also as part of exciting cooperative ||
| game formats. Adventure with yvour friends, take on
| dangerous missions, and battle against fearsome bosses!

Learn more about (‘(1(1)}@1‘(‘1“\'(‘ Plﬂ\‘ at
1

m/

Thief Rules

Part10f2

When playing with the Thief Character Pack, you begin
the game with 52 health. You may keep score with the
two health-tracking cards. Put those cards, the Thief
character card, and the Heist and Pick Pocket ability
cards into play in front of you. None of these cards ever
go into your personal deck.

Shuffle the other cards (lwo Ruby, three Throwing Knife,
and five Gold) to create your ten-card personal deck
Using Heist:

« Ability cards, like Heist, may only be used during their
owner’s turn.

« Heist is sacrificed when you use it. (Move it to the
Sacrifice Pile to gain the effect listed.)

+ When you acquire a card from an opponent's discard
pile with Heist, it is yours for the rest of the game.

(Just like any other card you acquire.)

Horo Realms 15 &8 2016 White Wizard Ganes LLC 1lust. Jimmy Tayag




DUPLEX PRINT A

Wizard Rules

Part 1 of 2

Setup:

When playing with the Wizard Character Pack, you begin
the game with 50 health. You may keep sco th the two
health-tracking - cards. Put those cards, the Wizard
character card, and the Channel and Fireball ability cards |
into play in front of you. None of these cards ever go into

| Components, two Ignite, and five Gold) to cr
ten-card personal deck

| Using Fireball:

+ Ability cards, like Fireball, may only be used duri
y their owner’s turr
* Fireball is sacrificed i ou use it. (Move it to the
ac e Pile to gain the effect listed.)
* This card does not add combal to your combat pool. It
deals 4 damage to a player and to each of their champions,
even if they have a guard in play




DUPLEX PRINT B

their owne

* To use Channel and gain its effect, you must pay two
gold and expend the card.

¢ Just like champion cards, Channel prepares at the end
o owner’s turn, allowing it to be used again on that
player’s next turn.

| * You lose one health when you use this ability. This loss

of health is not prevented by having a guard in play.

| Hero Realms Character Packs can be used not only in |
| head-to-head play, but also as p

game formats. Adventure with your friends, take on

| dangerous missions, and battle against fearsome bosse

Learn more about cooperative play at






