


_ ~ Embo
TARGET TRACKING

44 Play when Embe is attacking.

After attacking, count the number
of spaces between Embo and the
target and add 1 if on a diagonal.
You may move Embo up to that
many spaces.
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THE HAT

@4 Play when attacking or defending.

If the target character has a bounty
marker on them, add 2 to the attack
value when attacking or draw a
card when defending.

_ ~ Embo
COLLECT BOUNTY

44 Play when Embe is attacking.

If the target character has a bounty
marker on them, add 2 to the attack
value and draw 2 cards.
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THE HAT

@4 Play when attacking or defending.

If the target character has a bounty
marker on them, add 2 to the attack
value when attacking or draw a
card when defending.

STUN NET

44 Play anytime on your turn.

Choose a character Embo can attack and
place a bounty marker on that character.
That player discards all cards belonging
to that character, up to 2, or reveals their
hand to show they have none.
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44 Play anytime on your turn.
Move Keibu up to 3 spaces. Then
Keibu does 3 damage to an
adjacent character.

44 Play anytime on your turn.
Move Keibu up to 3 spaces. Then
Keibu does 3 damage to an
adjacent character.

: ~ Keibu
SNIFFEM OUT

44 Play anytime on your turn.
Place a bounty marker on a
character adjacent to Keibu. Then
move Keibu up to 6 spaces.
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