A fictive A

Banner Spear [ ¢

Startof Round: A Play 2 cards 8 Long rest
Choose one path

florB Reveal monster actions, act in initiative [] order.

A Discard a
Y [ 150] v

Initiative [~]: " Leading card played L ﬁ
On turn: Lose one discard
and recover the rest,
Heal @ (self) and
refresh [ji7 spent items.

Perform top action of one
card and bottom action of
the other in any order.

INonster actions: Elite first, then normal in ascending numerical order.
Focus on (@) closest, @ lowest initiative.
Then move to maximize attack on focus.

End of round: ¢ Reduce element strength.
¢ Optional short rest: lose one random discard and recover

the rest.
¢ Shuffle Q attack and monster decks where applicable.

Conditions

A fictive A

BlinR Blade

A Discard a
Y M Is0] v

Play 2 cards Long rest

Reveal monster actions, act in initiative [] order.
Leading card played ﬁ

Lose one discard
and recover the rest,
Heal @ (self) and
refresh [ji7 spent items.

Perform top action of one
card and bottom action of
the other in any order.

Elite first, then normal in ascending numerical order.
Focus on (J) closest, @) lowest initiative.
Then move to maximize attack on focus.

¢ Reduce element strength.

¢ Optional short rest: lose one random discard and recover
the rest.

* Shuﬂ‘]eo attack and monster decks where app]icab]e.

Conditions




Human Banner Spear

C oughout the ages to
me the most | rolific civilization, reaching across
ntinent in search of new conquests. They may have
restimated their ability to survive with Frosthaven,
ver. Conquering the north is much more difficult
deadly. There are forces here, both known and
cnown, that are best left undisturbed, but such things

ave not stopped humans in the past.
b

ead of this thrust into the frozen unknown are
anner Spears—tireless warriors forever in search
ry and honor at the behest of the capital city of
Oak. Frosthaven has no need of pride, though.
rom the order they hold dear and faced with the
‘harsh realities of the north, Banner Spears are forced

o reevaluate what truly matters. Will they give up
“everything to protect the outpost, or will they flee from
the face of chaos and destruction?




a Discard o

A Discard a

Conditions

Conditions

A fictive A

Startof Round: A Play 2 cards 8 Long rest
Choose one path
forB Reveal monster actions, act in initiative [] order.

Initiative [~]: . Leading card played L ﬁ

5 Lose one discard
Perform top action of one
and recover the rest,

card and bottom action of
the other in any order. Heal 0 (self) and

On turn:

refresh [ spent items.

INonster actions: Elite first, then normal in ascending numerical order.
Focus on (@) closest, @ lowest initiative.
Then move to maximize attack on focus.

Enﬂ []fI‘[lllIlﬂ: # Reduce element strength.
¢ Optional short rest: lose one random discard and recover
the rest.
¢ Shuffle Q attack and monster decks where applicable.

A fictive A

Startof Round: A Play 2 cards B oo e
Choose one path

forf8 Reveal monster actions, act in initiative [] order.

Inifiative [~] Leading card played L ﬁ

: Lose one discard
Perform top action of one
and recover the rest,

card and bottom action of
the other in any order. Heal @ (self) and

On turn:

refresh [§i7 spent items.

Monster actions:  Elite first, then normal in ascending numerical order.
Focus on (J) closest, @) lowest initiative.
Then move to maximize attack on focus.

End of round: ¢ Reduce element strength.
¢ Optional short rest: lose one random discard and recover
the rest.
* Shuﬂ‘]eo attack and monster decks where app]icab]e.

Y ™ 150] v

Y o 150] v




valldiu vcdinwainet

no race is more ill-suited for the northern climates than the
alrath, who make their homes far to the south in the Red
Desert. There was once a great war in that region, as humans
fought back against the Valraths’ northern expansions.
The two races have since made peace, and the Valraths in
particular have forsaken their barbaric, bloody ways. In
more recent times, they have focused on economic strength
over physical.

There is a saying among the Valrath: “In order to sur

the cold, one must have a cold soul.” This is apt for a

Deathwalker—a nomad bent on atoning for the Valraths’
s by ensuring the souls of the dead find rest.
er great tragedy falls, a Deathwalker is usually not

far behind, and their presence in Frosthaven does not bode

well for the struggling outpost.
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A fictive A

LeIal

A Discard a
Y [ 150] v

Play 2 cards Long rest
Reveal monster actions, act in initiative [A] order.
Leading card played ﬁ
Lose one discard
and recover the rest,

Heal @ (self) and
refresh [ji] spent items.

Perform top action of one
card and bottom action of
the other in any order.

Elite first, then normal in ascending numerical order.
Focus on (@) closest, @ lowest initiative.
Then move to maximize attack on focus.

* Reduce element strength.
¢ Optional short rest: lose one random discard and recover

the rest.
¢ Shuffle Q attack and monster decks where applicable.

Conditions

A fictive A

A Discard a
Y M Is0] v

Play 2 cards Long rest

Reveal monster actions, act in initiative [] order.
Leading card played ﬁ

: Lose one discard
Perform top action of one
and recover the rest,

card and bottom action of Heal & (self) and

the other in any order. : -
Y refresh [ji7 spent items.

Elite first, then normal in ascending numerical order.
Focus on (J) closest, @) lowest initiative.
Then move to maximize attack on focus.

¢ Reduce element strength.

¢ Optional short rest: lose one random discard and recover
the rest.

* Shuﬂ‘]eo attack and monster decks where app]icab]e.

Conditions
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Conditions
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