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1. Funhdamentals
100.Building a deck

100.1 The minimum deck size for Constructed play is G@lsaThe minimum deck size for Sealed
Pack play is 30 cards. There is no maximum deak §iecks can't include hero cards unless they
are Master hero cards (301.4).

100.2 A card that can be included in a player’s declaited a "legal” card for that player.

100.2a Some cards have one or more trait icons (206) ageulcan include a card with one or more
class icons in his or her deck only if it sharetass icon with his or her hero. A player can
include a card with one or more faction icons s dvi her deck only if it shares a faction icon
with his or her hero. Cards with no trait icons banincluded in any deck.

100.2b Some cards have bold text that reads, “[Trait] Heeguired.” A player can include such a
card in his or her deck only if his or her hero tie [Trait].

100.2c Some cards have bold text that reads, “Aldor Rejmutaor “Scryer Reputation.” These
words are neither keywords nor powers. A playerioalude Aldor cards in his or her deck
only if it contains no Scryer cards, and vice versa

100.2d Some heroes have bold text that reads, “Deckbugjldmllowed by inclusions and
exclusions. These words are neither keywords neep® Such inclusions are the only cards
that can be legally included with such a hero. &sidns take precedence over inclusions.

100.3 Some tournaments allow players to have an optsidel deck. Players must start each match
with their main deck, but may swap cards betwedea deck and main deck between games in a
match. For Constructed play, a side deck is exd€tlgards and can include any cards that could
be included in the main deck. For Sealed Pack pl@jgde deck is all cards in a player’s card pool
that are not being played in the main deck.

100.4 A deck for Constructed play (including the sideldetapplicable) can include a total of only
four copies of any card with the same name. DeakSéaled Pack play can include any number
of cards with the same name. Cards with the urdidniag are an exception to this rule. Decks can
include any number of cards with the unlimited tBlgis rule applies only while building a deck.

101. Starting a game

101.1 Each player needs a deck and starts the game \withoan play. Players then use a random
method to determine who will choose the playerddigst. Before starting the first turn, each
player shuffles his or her deck, and then putddpeseven cards into hand.

101.2 Once per game, after reviewing his or her openargdibut before starting the first turn, each
player may mulligan. To mulligan, a player shufftes or her hand back into his or her deck, and
then puts the top seven cards of that shuffled ddokhand. The first player decides whether to
mulligan, and then the next player clockwise, amdrs. After all players have decided, all
players that decided to mulligan do so simultangpasd then the first turn starts.
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102.Winning and losing
102.1 Players win the game if no opponents remain irgtmae.

102.1a A player immediately loses the game if his or hemohis destroyed, or he or she becomes
“decked” (410.6b). If all remaining players lose tlame simultaneously, the game is a draw.

102.1b A player may concede at any time to remove himessélf from the current game.

102.2 A player that loses the game is removed from tmeegand vice versa. All cards that player
owns are removed from the game. Any links thatglapntrolled are interrupted by the game
(103.3). Cards that player controlled but doeswi dollow 401.3b. Continuous modifiers that
player controlled no longer apply.

102.3 Game losses can occur at any time, even beforerorgdPPP (410.5). If a player loses the game,
he or she is removed from the game before it cagsn

103.Contradictions
103.1 If the text of a card specifically contradicts tbesles, that card takes precedence.

103.2 If a modifier says that [something] can’t happemd another modifier or rule tries to make
[something] happen, that “can’t” modifier takesgedence (but see 103.3). If an action can’t be
performed, any cost involving that action can’'tdaéd. “Can’t” modifiers are not replacement
modifiers (716). Events that “can’t” happen carétrieplaced.

103.3 Arrule that says that a card is destroyed, reménad the game, or interrupted “by the game”
can't be stopped, even if that card can’t be dgstitpremoved from the game, or interrupted.

103.4 If a modifier says that [something] “can’t” happenis otherwise stopping [something] from
happening, and that modifier ends at the samedima¢her modifier or rule tries to make
[something] happen, then [something] doesn’t happen

Example: You control Valthak Spiritdrinker and a hero witital damage. An opponent
attacks Valthak with his hero, and both deal fat@inbat damage to each other. The first
wave of pre-priority checks (410.6) destroys Vaditaad the opposing hero, but doesn’t
destroy your hero because Valthak’s modifier shgs tan’t happen. As a result, that
opponent loses the game before you. If there ayeotlrer players remaining in the game,
your hero is destroyed in the next wave of checks.

Valthak Spiritdrinker, 4, Horde, Ally—Undead Wato®8 [Shadow] ATK / 4 Health
Your hero can't be destroyed.

104.Numeric values

104.1 Players asked to choose “any number” can choosefyopositive integer. Players can’t choose
an infinite numeric value. If a card requires dimite numeric value, its controller chooses any
positive integer greater than 1 million. You catéal, heal, or put an amount of damage (405)
that's not a positive integer unless a card exlgliallows it.

104.2 A negative value is treated as 0 unless it's baseyl in a calculation or a comparison. Undefined
values that would be numeric are treated as 0.
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2. Card parts
200.Name

200.1 A card’'s name is printed above its art. If a cafers to its own name (or any part of that name),
or a link or modifier refers to the name of its smu(or any part of that name), it's referring only
to that card and not to any other card with tha@aSuch references are called “self-references.”

Example: You have two copies of Tracker Gallen in yourtpaEach has +2 ATK, not +4
ATK, because each effectively reads, “This card4B&TK for each ally in your party.”

Tracker Gallen, 2, Alliance, Ally—Night EIf Hunté& [Ranged] ATK / 2 Health
Gallen has +1 ATK for each ally in your party.

Example: You have two copies of Kena Shadowbrand in yauiypOne is exhausted with 1
damage, and the other is ready with 2 damage. ‘éai ase the power of the ready Kena by
activating her and putting 1 damage on the exhaliKina, because each effectively reads,
“[Activate], Put 1 damage on this card.”

Kena Shadowbrand, 3, Alliance, Ally—Gnome Warlédi§hadow] ATK / 3 Health
[Activate], Put 1 damage on Kena >>> Draw a card.

200.2 If text refers to a card “named [cardname],” iefarring to any card with that name. This is an
exception to 200.1.

200.3 If a card says to “make up a name,” it means t@sb@ name that doesn’t exist in Werld of
Warcraft® TCG. For example, you can’t choose “Treant” beeathe tokens created by Force of
Nature have that name, even though no card is ndmsezoht.

201.Cost

201.1 A card's play cost is the value in its upper laftreer. This is the number of resources a player
must exhaust to play that card. If a link or maatifiooks for a card’s cost, it uses that card’s
printed play cost.

201.2 A quest has an exclamation point instead of a ptesy, and a location has a map. Quests and
locations can’t be played; they can only be plea®desources (411). The cost of a quest or
location is 0 (104.2).

201.3 If a card’s cost contains an X, that X is treatedan every zone except the chain. While that
card is on the chain, X is equal to the value chdseit (707.1c).
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202.Type line

202.1 A card's type line is below its art and containattbard’s type (300) and any number of tags. A
tag either has associated rules (like “Instantls@n expression that has no associated rules but
can be referenced by other cards (like “Fire Todem”

202.2 The right side of a card’s type line may contaie ofithe following:

* The unlimited tag (100.4)
* The unique tag, or a tag followed by a number irepieses (414)

202.3 A modifier that adds a tag to a card doesn’t ren@mwetags (or that card’s type) unless specified.

Example: Polymorph reads, “Attached ally can't attack aogect, loses all powers, and is a
Sheep.” While Polymorph is attached to BloodclawoBclaw is a Sheep in addition to
being an ally, Raptor, and Pet (1).

Bloodclaw, 1, Hunter, Ally—Raptor, Pet (1), 3 [MElATK / 1 Health

202.4 An ally type is any tag on the left side of an allype line, following the dash. For example,
Dwarves are cards in play with the Dwarf ally type.

203. Text box

203.1 A card's text box is below its type line. A cardéxt may include game text (not italicized),
reminder text, and/or flavor text. Reminder textadicized text in parentheses that clarifies game
text. Flavor text is italicized text below the gatet that has no impact on game play.

203.2 A paragraph break in the text—represented by “<pthese rules—denotes a new power.
However, some powers represented by keywords magyduped together to save space.

204.Collector number

204.1 A card's collector number is printed below its tegix and consists of a set abbreviation (for
example, “Azeroth” foHeroes of Azerojfollowed by that card’s number within that setheT
color of a card’s collector number represents ¢aatl’s rarity: white for common, green for
uncommon, blue for rare, purple for epic, and oeafog legendary.
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205.ATK and damage type

205.1 Each ally and weapon card has an attack value (ATK} lower left corner. Each hero card has
an unprinted ATK of 0 unless it has a printed ATikaalifferent amount. The icon around that
value illustrates that card’s printed damage typeard can gain additional damage types.

Od® OCNREGE

Arcane Fire Frost Holy Melee Nature Ranged Shadow

205.1a As a combat concludes between an attacker anceadksf each deals combat damage to the
other of an amount equal to its ATK and of the g/ppecified by its damage types (603.1).

205.1b If text refers to a [damage type icon] card, iggerring to a card with that damage type.

205.1c If a card “becomes” a [damage type icon] cardysel all other damage types.

206. Traits

206.1 Each hero has six kinds of trait: class, factionfgssion, race, talent spec, and treachery. A
hero’srace is on the upper left of its type line. A hertédent specis on the lower left of its type
line. Each hero has twarofessionson the right of its type line. A hero idraitor if it has that
word on its type line; otherwise itlgyal.

206.1a A card’'sclassis represented by one of the following trait icons

O Druid c Hunter @ Mage Paladin @ Priest
@ Rogue @ Shaman @ Warlock @Warrior

206.1b A card’'sfaction is represented by one of the following trait icdRsr example, a “Horde
ally” is an ally with the Horde icon. An Alliancdgyer is one who controls an Alliance hero
and a Horde player is one who controls a Horde.leard is “neutral” if it has neither the

Alliance nor the Horde trait icon.

Alliance Horde

206.1c If a cardhas a trait icon or “[Trait] Hero” followed by alom and a power, that card has that
power only if its controller's hero has that trait.

Example: If its controller's hero belongs to the AlliancEhunderhead Hippogryph has
elusive. If its controller's hero belongs to therde, Thunderhead Hippogryph has ferocity.

Thunderhead Hippogryph, 4, Ally—Hippogryph, 3 [MBIATK / 3 Health
a Hero: Elusive.
a Hero: Ferocity.
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3. Card types

300.0verview

300.1 A card’s type is printed on its type line. There aight card types: ability, ally, armor, heropite
location, quest, and weapon. Allies, heroes, artdmabilities (305.3) are collectively called
characters. Armor, items, and weapons are collegtisalled equipment. If text refers to a “type”
without any other specification, it's referringdaard type.

300.1a Some modifiers say a card of one type “becomesffarent card type. Such a card stops
being the first type as it becomes the second type.

300.1b Some modifiers add an additional card type to d oaplay. Such a modifier doesn’t remove
any of that card’s types unless specified.

301.Heroes

301.1 Each player starts the game with a ready heroa. flach hero has an ATK (205) and a health
value. Each hero has two trait icons and a typewith several printed traits (206).

301.2 Each hero is double-sided and starts the gameufaegth its smaller art visible. Most heroes
have a flip power while face up, which is a powsttinvolves flipping the hero. Most heroes
have no powers printed on their other side, butesdm A face-down hero is identical to a face-
up hero in all other ways. A hero’s powers functimty if they're on the side currently visible.

301.3 A player can propose a hero as an attacker ortsisetivated@®) powers regardless of how long
it's been in his or her party.

301.4 Master heroes, unlike other heroes, start the gameleck and can be played. A Master hero
enters a party face up with the same attachmemtsiters, damage, and ready/exhausted state as
that party’s previous hero, and then that previmers is removed from the game by the game
(103.3). None of this uses the chain. Any linkgé¢ding that previous hero now target the Master
hero, and any modifiers to that previous hero npphato the Master hero within their durations.
A Master hero can't be flipped or turned face doamj a hero removed from the game this way
can’t leave that RFG zone.

301.5 Some modifiers temporarily remove a hero from theg. While no hero is in your party, you
can't play cards (409). Anything looking for yougrb’s damage, orientation, or any other
information (other than its current zone) usesaiss known information from play. Damage can’t
be added to or removed from a hero while it's reatbfrom the game (405.3). A hero can’t enter
a party from an RFG zone if there’s already anoligeo in that party.

302.Allies

302.1 An ally enters play in its controller’'s ally rowaEgh ally has an ATK (205) and a health value.

302.2 A player can propose an ally as an attacker oitssetivated @) powers only if that card has
been in its current party continuously since tlagtif its controller's most recent turn. Only
allies have this restriction. Protecting with arguder (602.2) is not using an activated power. A
player can protect with an ally regardless of homglit's been in his or her party.
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303.Weapons

303.1 A weapon enters play in its controller’'s hero r@ach weapon has an ATK (205) value in its
lower left corner and a strike cost in its loweyhti corner.

303.2 To strike with a weapon is to add its strike effiecthe chain. To pay the cost of striking with a
weapon, a player must both exhaust that weapomamalist resources equal to its strike cost. A
player may strike with a weapon only while he cg &las priority during the defend window
(602.3a) of a combat step while his or her herno @mbat. A player can strike with a weapon
whether that hero is ready or exhausted.

303.2a Striking with a weapon follows the applicable rulesadding links (707) and adds a strike
effect to the chain. As a strike effect resolvesreates a strike modifier that gives its
controller’s hero both of the following for the ddion of the combat step:

« +X ATK, where X is the ATK of that weapon as th#eet resolves.
* The damage type (205) of that weapon (in additboarty other damage types that hero has).

303.2b Once created, strike effects and strike modifigrstendependently of their source weapon.
Strike effects resolve normally and strike modgieontinue to apply for their duration even
if their source weapon becomes a different car8.(da) or changes controllers.

303.2c A player can strike with only one weapon per contbat see 406). However, he or she can
strike with that weapon multiple times if it can tleadied during that combat. If a player
strikes with a weapon multiple times, his or henohgains an additional +X ATK this combat
from each strike modifier, where X is the ATK o&tlweapon as that modifier was created.

303.3 A player can strike with a weapon or use its attiga®) powers regardless of how long it's
been in his or her party.

304.Armor and Items
304.1 An armor or item that's not an attachment (400¢enplay in its controller's hero row.
304.2 Each armor and some items have a defense value) (DE#eir lower right corner (717.2c).

304.3 A player can use an armor or item’s activai@®j powers, or exhaust it to prevent damage,
regardless of how long it's been in his or heryart
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305. Abllities

305.1 An ability card is either ongoing (305.2) or norgoing. As a non-ongoing ability card resolves,
it creates one or more modifiers. Then, if it'sl sih the chain, it's put into its owner’s gravegar

305.2 Ongoing abilities

305.2a An ongoing ability card can be identified by thddoaord “ongoing” in its text box,
followed by a colon. The preceding text follows tgplicable rules for adding links (707).
The text after that colon describes that abiligfgjoing powers, which function only while
it's in play.

305.2b A player can use an ability’s activate®) powers regardless of how long it's been in his or
her party.

305.2c If an ongoing ability is not an attachment (400griters play in its controller’s hero row.

305.2d Some cards have an ongoing attachment mode anu-@ngming mode. Such a card is both
ongoing and an attachment at all times, exceptendril the chain and/or resolving after its
non-ongoing mode has been chosen (707.1b). This éxception to 305.2a and 400.1.

305.3 Totem abilities

305.3a A Totem card can be identified by the word “toteoni’its type line. Each Totem has a health
value but no printed ATK. Totems can’t gain ATKhm proposed as attackers. Totems can
be proposed as defenders (600.3). Totems ardexhilitut can be targeted (706) as though
they were allies while they are in play Each attaent attached to a Totem is destroyed by
the game as part of PPP (410.5).

Example: Your opponent controls a hero, an ally, and aehot You play Chain Lightning.
You can target the Totem, because Totems can @petéar as though they were allies while
they are in play. However, if you target the herahe ally, you can’t choose todo 2 or 1
damage to the Totem as the link resolves becausen$aren't allies.

Chain Lightning, 5, Shaman, Ability—Elemental

Your hero deals 3 nature damage to target herollyr &our hero may deal 2 nature damage to a
second hero or ally. Your hero may deal 1 natunmage to a third hero or ally.

Example: You can't target a Totem card with Resurrection.

Resurrection, 4, Priest, Ability—Holy

Put target ally card from your graveyard into pleyts cost is less than or equal to the number of
resources you have.

306.Quests and Locations
306.1 Quests and locations can't be played (409). Thayocdy be placed as resources (411).
306.2 Most quests have a reward power (702).

306.3 Locations stay face up until turned face down b P£10.5).
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306.4 Some locations havecapacity value in their lower right corner. Such a locatwill also have a
power that “adds” one or more [description] cousitdihis means to put that many counters on
that location. A location can’t have [descripti@munters in excess of its capacity.

4. Game concepts
400. Attachments

400.1 An attachment card can be identified by the woedtath to,” or “enters play attached to,”
followed by an attach description. In additionaifodifier attaches a non-attachment to a card, it
becomes an attachment until it detaches, and ishieriattach description from that modifier.

Example: You control Icon of the Silver Crescent. Each-taien ally that becomes an ability
has attach description “Attach to a hero.”

Icon of the Silver Crescent, 4, Iltem
If a non-token ally in your party would be destrdyattach it to a hero instead. It loses all powansl
becomes an ability with "At the start of your tuyour hero deals 1 fire damage to attached hero."

400.2 If an attachment’s attach description is targe#ib}, its target must be chosen as it’s played, as
normal (707.1d). As that attachment resolves,témplay attached to that target.

400.3 If an attachment’s attach description is not tagdeits controller must choose a card with that
description as it resolves. That attachment eqiessattached to the chosen card. If no such card
can be chosen at that time, that attachment ignpuits owner’s graveyard, not into play.

400.4 An attachment is physically placed underneathhtsst” card. Any number of attachments can be
attached to a single host, including multiple dttaents with the same name. Each attachment
can have no more than one host. Attachments cachatnly to hosts in play.

400.5 As part of a host becoming a different card (41&)18ach of its attachments is destroyed by the
game (103.3). In addition, each attachment chetletlver it's attached to the “attached [thing]”
specified in its powers as part of PPP (410.5).dfnot, or if it's attached to a Totem (305.3)s1i
destroyed by the game. Its attach description (§08€.ignored.

400.6 Moving attachments

400.6a Some modifiers tell a player to “reattach” an ditaent, or move it from its current host “to
another” card of his or her choice, or into plagnfra non-chain zone without specifying a
new host. In all cases, that player must attatthatcard in play that matches its attach
description. Moving an attachment in this way ddesaid it to the chain, so its non-ongoing
text is not reprocessed. If no such host can beashdhat attachment stays where it is.

400.6b If that description refers to “you,” it's read frotime perspective of that attachment’s
controller (if it's currently in play) or the playenoving that attachment into play (if it's not).
Similarly, “opposing” means opposed to that plageg so on. Unless otherwise specified,
an attachment is controlled by the player thatifpato play (401). An attachment in play
that reattaches doesn’t change controllers.

400.6¢ Unless that modifier explicitly targets a new haisat attachment may be attached to an
untargetable card, even if its attach descriptiataigeted.
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Example: Your opponent attaches Mind Control to an allyour party. You use Inventor’s
Focal Sword’s power to target Mind Control. As tleffiect resolves, you must detach Mind
Control and then attach it to an ally with costid®&¢ause X=0 while Mind Control is in play).
Mind Control continues to be under your opponeagtastrol, and will be destroyed when he
plays a card. If there is no ally with cost 0 irp] Mind Control stays where it is.

Mind Control, 2+X, Priest, Ability—Shadow
Attach to target ally with cost X. <p> Ongoing: Yoantrol attached ally. <p> When you play a card,
destroy Mind Control.

Inventor’'s Focal Sword, 3, Weapon—Sword, Meleel(B3TK, 2 Strike
(2), [Activate] >>> If target ability is attacheda a hero or ally, attach it to another hero or ally

Example: Your opponent attaches Entangling Roots to apiallyour party. You use Inventor's
Focal Sword’s power to target Entangling RootstlAet effect resolves, you must detach
Entangling Roots and then attach it to another.allgu can’t choose a hero, because the attach
description of Entangling Roots specifies an allgu can choose an untargetable ally, because
the Sword’s modifier doesn’t target an ally. Iftbere no other allies in play, Entangling Roots
stays where it is. As Entangling Roots attachemftither ally, it doesn’t exhaust that ally.

Entangling Roots, 2, Druid, Ability—Balance
Attach to target ally and exhaust it.
Ongoing: Attached ally can't ready during its caniker's ready step.

401.Control and ownership

401.1

401.2

401.3

A playercontrols his or her hero, each card he or she puts intg pted each link he or she adds
to the chain. Cards in other zones have no coatrd triggered effect is controlled by the player
who controlled its source as it triggered or theypl who owned that source if it had no
controller at that time. No more than one playear cantrol the same thing at the same time. For
control of packets, see 408.2c. For control of rfiex, see 712.6.

A card in any zone iswnedby the player in whose deck it started the gantessnt changes
ownership (415.2). A token is owned by the playbowut it into play. If text refers to a card
belonging to a player (for example, “one of youlagens”) in play or on the chain, that text is
referring to the controller of that card, who mayn@ay not be the owner. If text refers to cards
belonging to players in one or more other zones, tiéxt is referring to the owners of those cards.

Some modifiers change the controller of a carddy.pA card that changes controllers is still the
same card. The new controller moves the card tortter ally, hero, or resource row, if
applicable. Such a card functions normally whetrarot it's legal (100.2) for its new controller.
Any attached cards stay attached but don't chamigteadiers.

401.3a Modifiers to that card still apply within their dations, unless such a modifier is dependent

on who controls the card. Similarly, restrictiomstbe number of times a payment power can
be used still apply to that card.

401.3b As such a modifier ends, control of that card resvtar:

» the player specified in the latest-timestamped @)L&odifier gaining control of that card
» or, if no such modifier exists, the player undeiogd control that card entered play
» or, if no such player exists, that card is remofvecth the game
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402.Copying

402.1 Some modifiers tell a player to copy a card ondiain. This means that player adds a duplicate
of that card to the chain. A duplicate isn't “pldyeA duplicate is not represented by a physical
card, but is a card in all other ways. As part duglicate leaving the chain, it ceases to exist.

402.1a A duplicate is controlled by the player who addet ithe chain. The source of a duplicate is
the duplicate itself.

402.1b A duplicate copies the original's name, play ctygte, tags, text, and current target, as well as
all other choices that have been made for it, glialy modes, costs, and the value of X. If a
duplicate refers to actions taken to pay its cdsi(s referring to the actions taken to pay the
original's cost(s). Any other self-references (20@n the duplicate refer to itself rather than
the original.

402.1c Before adding a duplicate to the chain, its cotgrahay choose new legal targets for it. That
player may leave any of its current targets unchdngven if they are no longer legal.

402.2 Some modifiers say that a card in play "becomespg"cof a second card. As such a modifier is
created, the first card loses all of its printefimation, and then its printed information becomes
identical to that of the second card.

402.2a Copied information can itself be copied, so if seeond card is a copy of a third card, the
first card gains the printed information of therthcard, and so on.

402.2b The first card is still the same card. Any linkeggeting it continue to do so. Modifiers to that
card still apply within their durations, but theydify its new printed information. However,
none of the first card’s powers are the same p@¢wet.5) that they were prior to copying.

402.2c If any choices have been made about the secondthagdare undefined for the first card.
They are neither copied nor chosen again.

403.Costs

403.1 A cost is anything a player must pay to add atimnthe chain or perform any other game action.
An instruction to “pay” anything is always a coAtplayer can’'t pay a cost unless he or she has
the means to pay all of that cost. Any part of st tiesat would be replaced (716) can’t be paid. If
a cost requires multiple actions to be taken, ttaybe taken in any order that allows all of them
to be taken. If an action can’t be taken, any ciostslving that action can’t be paid. If a cost
involves multiple players each taking an actiohpbthose players must agree to take those
actions to pay that cost.

403.2 Numeric costs are always positive integers or Gt€oan’t be negative. A cost of O still needs to
be paid—it doesn’t cause a link to be added tacttzn automatically.

403.3 Some links have one or more alternate costs. Adteroosts can be identified by the words
“rather than.” Playing a card “without paying” itest is also an alternate cost, equivalent to “you
may pay (0) rather than pay this card’s cost.” Bhe® not replacement modifiers (716) on the
original cost. No more than one alternate cost beaghosen for a link.

403.4 The cost of some Traitor hero powers involves #&rmdiction of a friendly character. You may
destroy a character you don’t control without sicoller’'s permission to pay such a cost.
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403.5 Resource costs

403.5a A card’s play cost is the value in its upper leftreer. This is the number of resources a
player must exhaust to play that card. If a linkradifier looks for a card’s cost, it uses that
card’s printed play cost. If a modifier lets yoapla card “without paying its cost,” it means
without paying its play cost; any additional casisst still be paid.

403.5b A resource cost can also appear in a card’s text®ach a resource cost is represented by a
number in a circle (and by a number between pagsethin these rules).

Example: You must exhaust two resources to play a card a2 in its upper left corner or
to use a payment power with a cos@®f(represented by (2) in these rules).

404.Counters and tokens

404.1 A counteris a small object placed on a card by a modiflermed counters will usually be
referenced by a modifier and serve either as aenanka way to keep track of some quantity.
Named counters with the same name are indistinghbistfrom each other.

404.1alf a card refers to a counter, it's referring toaunter on itself unless otherwise specified.

404.1b All counters are removed from a card as part bé@toming a different card (415.10a). In
addition, all counters are removed from face-doasources as part of PPP (410.5). Counters
remain on a card until they’re removed.

404.1c Some unnamed counters on a card increase or dechemaATK, DEF, or health of that card.
Such a counter generates a continuous modifier) (@il it's removed.

404.1d Some modifiers remove a named counter from a tiaed, check whether it was the last one,
or check if none remain. This check is true if womters with that name remain on that card,
even if that modifier didn’t remove one.

404.2 A tokenis an object that represents a card put into Ipjas modifier. A token has tags (and an
ally token has ATK and health) as specified by thatlifier. A token’s name and/or powers may
also be specified by that modifier. If no namepedfied, a token’s name is the tag(s) with which
it is created. A token’s cost is always 0. All bétabove information is printed and can be copied
(402.2), but if a non-token card becomes a copytoken, that card doesn’t become a token.

Example: High Priestess Tyrande Whisperwind is in yourtpa¥When she is destroyed, you
put a Wisp ally token into play that is also narfiadisp.”

High Priestess Tyrande Whisperwind, 5, Alliancédy-AINight EIf Priest, Unique, 3 ATK / 4 Health
When a Night EIf in your party is destroyed, pWsp ally token into play with 0 [Melee] ATK / 1
health.

404.2a A token enters play in its controller’s ally rowchbhehaves like any other ally. Tokens
entering, leaving, or in play are cards in all extp except that they can be distinguished by
text that refers explicitly to “token” or “non-toké cards.

404.2b If a token leaves play, it ceases to exist asqfdPPP (410.5) after triggering powers or
modifiers that trigger off it leaving play. It's ha card after it leaves play but before it ceases
to exist, but it does become a different card (#0#&) as it changes zones.
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405.Damage

405.1

405.2

405.3

405.4

Damage on a character is permanent unless it'eth¢407) or that character becomes a different
card (415.10a). If a character with damage stopgyl@echaracter but stays in play, that damage
is removed as part of PPP (410.5). A characteamsadjed if it has positive damage; otherwise
it's undamaged. Only characters in play can be dacha

Positive damage greater than or equal to a chabtalth is called fatal damage. A character
with fatal damage is destroyed during PPP (41@%haracter is dealt fatal damage if it has
damage greater than or equal to its health afedrdamage is dealt. “More than fatal damage” is
damage in excess of a character’s health.

Damage can be either dealt to or put on a chardtsemodifier adds damage to a character but
doesn't specify that it deals that damage, thatadgmis put on that character. Damage that would
be dealt to a character can be replaced and/oepiey (717). Damage that would be put on a
character can’t be replaced or prevented. A charaetin be dealt damage in excess of its health,
but damage can’t be put on a character in exceiss lnéalth.

Example: On resolution of Barnathrum'’s effect, any additb damage is put on each ally
because the modifier doesn’t specify that it ddalmage. If Barnathrum has 3 damage, only
1 more damage is put on him, because damage caiptibon him in excess of his health.

Barnathrum, Lord of Pain, 4, Alliance, Ally—Humarmiéck, 3 [Shadow] ATK / 4 Health
(1), [Activate] >>> Double the damage on each ally.

Damage that would be dealt is represented by pa¢468) that are created either during combat
conclusion or by modifiers. Each modifier that wibdeal damage to one or more characters
creates a separate packet for each of those cheralfta modifier would deal 1 damage to a
character “for each [thing],” it creates only orexket, not one packet for each [thing].

Example: You have one opponent who controls two alliesahéro. You play Frost Nova,
which reads, “Your hero deals 1 frost damage toheagposing hero and ally.” As it
resolves, its modifier creates three packets opdt fdamage each.

Example: You have two Fireballs attached to an opposingphBoth powers trigger at the
start of your turn, and each modifier creates akm®f 1 fire damage.

Fireball, 4, Mage, Ability—Fire
Attach to target hero or ally, and your hero de4l8re damage to it.
Ongoing: At the start of your turn, your hero dealre damage to attached character.

Example: You control Vexra Darkfall. When she is destrqyeal target a hero as her
triggered effect is added to the chain. As it rees) count the number of cards in that hero’s
controller’s hand. If that player has five cardshand, Vexra's modifier creates one packet
of 5 arcane damage.

Vexra Darkfall, 5, Horde, Ally—Undead Mage, 5 [Aned ATK / 2 Health
When Vexra is destroyed, she deals 1 arcane datoageget hero for each card in its controller's
hand.

405.5 Players can add links (705) that would deal danmagecharacter that can't be dealt (a specified

type of) damage. However, such links will fail t@ate a packet as they resolve, and so they
won't trigger powers or modifiers that trigger diimage being dealt to that character.
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406.Dual wield

406.1 The controller of a hero with dual wield, Two-Hadd#ual wield, or dual shield can have certain
combinations of equipment that would normally vielaniqueness without violating uniqueness.
These are exceptions to 414.3:

The controller of a hero with: Can have any of thdollowing combinations:
Dual wield One-Handed One-Handed
Melee weapon Melee weapon
Two-Handed Two-Handed Melee weapon  One-Handed Melee weapon
dual wield Two-Handed Melee weapon  Two-Handed Melee weapon
Two-Handed Melee weapon Off-Hand equipment
Dual shield Shield | Shield

406.1a In each case, adding another Melee weapon or Qifildguipment causes a uniqueness
violation, which must be repaired by destroying ohéhe violating equipment.

Example: Your hero has dual wield and you have Deathbnnyeu can play Sword of Zeal
without violating uniqueness. However, if you thay Observer's Shield, it causes a
uniqueness violation which you must repair by dssitig any one of the equipment.

Deathbringer, 3, Weapon—Axe, Melee (1), 2 ATK[iRet
When your hero deals combat damage with Deathbritman ally, your hero deals that much
shadow damage to target hero in that ally's party.

Observer's Shield, 2, Armor—Shield, Off-Hand (1IpEF
Observer's Shield enters play exhausted.

Sword of Zeal, 4, Weapon—Sword, Melee (1), 2 ATHriRe
When your hero deals combat damage with Sword af Beget player may ready that many of his
resources.

406.1b A hero losing dual wield, Two-Handed dual wield doral shield while its controller has one
of the above combinations causes a uniquenesgigiol@14). However, if a hero with two
One-Handed weapons loses Two-Handed dual wieldtiiubtas dual wield (or loses dual
wield but still has Two-Handed dual wield), thesend uniqueness violation.

406.2 The controller of a hero with sextuple wield candnap to six “hands” of Melee weapons
without violating uniqueness. This is an exceptiod14.3b. A One-Handed weapon occupies
one hand; a Two-Handed weapon occupies two. Addlirad wield to such a hero doesn't give it
any additional hands. Adding an equipment that edsesix hands causes a unigqueness violation
(414), as does a hero losing sextuple wield wisleontroller has more than one weapon.
However, if a hero with two One-Handed weaponsdasxtuple wield but still has dual wield
(or loses dual wield but still has sextuple wiettigre is no uniqueness violation.

406.2a If the controller of a hero with sextuple wield gsicontrol of an Off-Hand equipment, it
occupies one hand. Such a player can control bdthceaHanded and an Off-Hand
equipment without violating uniqueness. This isaoeption to 414.3c.

406.3 The controller of a hero with Ranged dual wield bame two Ranged weapons without violating
uniqueness. This is an exception to 414.3b. A hesing Ranged dual wield while its controller
has two Ranged weapons causes a uniqueness Viqlétid).
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406.4

The controller of a hero with dual wield or Two-H#ed dual wield can strike with two Melee
weapons per combat. The controller of a hero vattiugple wield can strike with up to six
“hands” of Melee weapons per combat. The contraffex hero with Ranged dual wield can
strike with two Ranged weapons per combat. Thesexeptions to 303.2c. However, a player
can't strike with both a Melee weapon and a Ranvgeapon during the same combat, even if
they're the same weapon. A player can strike wéitheveapon multiple times if it can be readied
during that combat. If a player strikes with mukigveapons in the same combat, the combat
damage is associated with all of those weapons 348

Example: Your hero has dual wield and you have Deathbnireged Sword of Zeal. Your
hero attacks an ally and you strike with both weepdVhen your hero deals 4 combat
damage to that ally, both weapons trigger. As déaggered effect resolves (in the order of
your choice), your hero deals 4 shadow damage target player may ready 4 resources.

407.Healing

407.1

407.2

407.3

To heal an amount of damage from a characterrsnbove that much damage from it. If a
modifier heals N damage from a character with {eas N damage, it removes all damage from
that character, and the excess healing is wasted.

Example: An ally in your party has 5 health and 1 damafje.opponent targets it with
Lightning Bolt, which reads, “Your hero deals 4 ma damage to target hero or ally.” In
response, you target that ally with Flash Heal, ethieads, “Your hero heals 4 damage from
target hero or ally.” Your link resolves first amdmoves 1 damage, and then your
opponent’s link resolves and adds 4 damage. Ydwisahot destroyed.

Damage that would be healed is represented by {s=a@4a8) that are created by modifiers. Each
modifier that would heal damage from one or moraratters creates a separate packet for each
of those characters. If a modifier would heal 1 dgenfrom a character “for each [thing],” it
creates only one packet, not one packet for eaag]t

Example: You control Boris Brightbeard and Hide of the @lyiand you are playing with one
other friendly player. You play Shelter the Fla8k.it resolves, it creates two packets of 11
damage healebly your herowith Shelter the Flock. Hide of the Wild's modifier lages

them with two packets of 12 damage healed by yenar Wwith Shelter the Flock. Later that
turn, you pay O to flip Boris. A packet of lessrtlladamage is never created (408.2a), so
there’s nothing for Hide of the Wild to replace.

Boris Brightbeard, Alliance, Hero—Dwarf Priest (Wl Enchanting/Tailoring, 26 Health
On your turn: (X), Flip Boris >>> Boris heals X daage from target hero or ally.

Hide of the Wild, 2, Armor—Cloth, Back (1), 0 DEF
If your hero would heal damage, it heals that m#ighinstead.

Shelter the Flock, 4, Priest, Ability—Holy
Your hero heals 11 damage from each friendly hero.

Players can add links (705) that would heal a aftaravith no damage or a character that can’t
be healed. In both cases, such links will failteate a packet as they resolve, and so they won’t
trigger powers or modifiers that trigger off damégéng healed from that character.

Example: An ally in your party has 4 health and no damageur opponent targets it with
Lightning Bolt, and you respond with Flash Healuklink resolves first but does nothing,
because your ally has no damage. As your opponimit’'sesolves, it adds 4 damage to your
ally, which destroys it before the next player geterity.
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408.Packets
408.1 Packets represent damage that would be dealt ¢¢0®aled (407), and can be replaced (717).
408.2 Each packet has the following attributes:

408.2a An amount of damage that the packet would deal or heal. Gduisbe raised by replacement
modifiers and/or lowered by prevention modifier&qY. If it's lowered to O or less, the
packet ceases to exist and deals or heals no daPageets of 0 or less damage are never
created. If a packet would heal all damage frorhaxacter, its controller chooses any
positive integer greater than 1 million for thatket's amount (104.1).

408.2b A destination character, to which the damage would be dealtoon fvhich the damage
would be healed. If damage would be dealt to aaatar that can't be dealt (that type of)
damage, or healed from a character with no damatgebcan’t be healed, no packet is
created. If damage would be dealt to or healed #aron-character, or a character no longer
in play, no packet is created.

408.2c A sourcecharacteandcontroller, which are determined as follows:

» For packets created during combat conclusion,dhece character is the attacker or defender
that dealt the damage. The controller is the plawes controlled the source character as the
packet was created.

» For packets created outside of combat conclushensource character is the character
specified by the modifier that created the packie controller is the player who controlled
that modifier.

Example: You have one opponent who controls two alliesahéro. You play Frost Nova,
which reads, “Your hero deals 1 frost damage toheagposing hero and ally.” As it
resolves, its modifier creates three packets obdt fdamage each. Each of those packets is
dealtby your hero (source character) anddsntrolled by you (controller).

408.3 In addition, each packet may have one or moreefdhowing optional attributes:
408.3a One or moralamage typeswhich are determined as follows:

» For packets created during combat conclusion, éneade types of the source character. If
none is specified, such a packet has type melee.

O ©® O ReEeaé$

Arcane Fire Frost Holy Melee Nature Ranged Shadow

» For packets created outside of combat conclushendamage types are specified by the
modifier that created the damage. If none is syetiuch a packet is typeless.

408.3b A combat damagédflag, if the packet was created during combat amsioh, or if a modifier
specifies that it “counts as combat damage.”

Page 17



408.3c A preventability flag. If any amount of a packet can't be prevented,entire packet can't
be prevented. Unless otherwise specified, a paekebe prevented.

Example: You control Mason’s Fraternity Ring, which reatfgpur hero has +1 ATK while
attacking.” You attack with your hero and strikeglwinnihilator, increasing your hero's
ATK to 4. As combat concludes, your hero dealsckgteof 4 unpreventable combat damage.

Annihilator, 2, Weapon—Axe, Melee (1), 3 ATK, k8tr
Combat damage that your hero would deal with Araibr is unpreventable.

408.3d An associationwith an ability or equipment. Only the followingsociations are possible:

* A packet created during combat conclusion is dedft a weapon if it was dealt by a hero
after its controller struck with that weapon intthambat, even if that packet’s size is not
equal to that weapon’s ATK. If that player strucithamultiple weapons in that combat, that
packet is associated with all of them. Even if elqgais associated with multiple weapons,
only a single packet is dealt by each charactenduwombat conclusion, and so powers or
modifiers that trigger “when your hero deals damaiib a weapon” trigger only once.

Example: Your hero has a +2 ATK modifier. You attack aly &tith your hero and then

strike with Thrash Blade, increasing your hero'sKA® 4. Before combat concludes, your
opponent flips Graccus to prevent the next 3 dantlagiewould be dealt to the defender.
Your hero still deals 1 combat damage to that aiigd deals that combat damaggh

Thrash Blade, so Thrash Blade's power triggers.riogponent can't specify that he wants to
prevent "both points of Thrash Blade damage."

Thrash Blade, 4, Weapon—Sword, Melee (1), 2 AT®riRe
When your hero deals combat damage with ThrasheBfladthe first time on each of your turns, ready
Thrash Blade and your hero.

Example: Your hero has dual wield and you have Blade Biwand two Viking Warhammers

in play. Your hero attacks an ally and you strikithvooth weapons. When your hero deals 2
combat damage to that ally, Blade Flurry triggersyoonce. As its effect resolves, you may

have your hero deal 2 melee damage to another tatggracter.

Blade Flurry, 4, Rogue, Ability—Combat Talent
Combat Hero Required <p> Ongoing: When your heralseombat damage with a weapon to an
ally, you may have your hero deal that much metenatje to a second target hero or ally.

Viking Warhammer, 1, Weapon—Mace, Melee (1), 1 ATBYike

* A packet created outside of combat conclusion &dtae healedvith a card if that card was
the source of the modifier that created it. A packeealt or healed “with an ability” even if
that ability card was in a non-play zone as thakpawas created.

Example: You have one opponent who controls two alliesahéro. You play Frost Nova,
which reads, “Your hero deals 1 frost damage toheajgposing hero and ally.” As it
resolves, its modifier creates three packets opdtidamage each. Each of those packets is
dealtby your hero (source charactewith an ability (Frost Nova).

408.4 A modifier that replaces a packet specifies whistbattes of that packet it modifies. Any
attributes not specifically modified remain unchaddn the modified packet (717).
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409.Playing cards

409.1 To play a card is to add it to the chain from apottone. Playing a card follows the applicable
rules for adding links (707). A player can playiastant card any time he or she has priority. A
player can play a non-instant card only duringdniser non-combat action phase (502.1) while
he or she has priority and the chain is empty. &mekes apply regardless of which zone a card is
played from. Cards can be played only from hanéssbtherwise specified.

409.2 Playing a card is different from placing a resouiEl), although both add a card to the chain.
Quests and locations (306) can't be played—theyocdéynbe placed as resources.

410.Priority

410.1 A player’s option to add a link to the chain isledlpriority. No more than one player can have
priority at the same time. That player may addk ¢ir pass priority clockwise to the next player.
If that player chooses to add a link, he or she gabrity again after adding that link. Adding a
new link while a link is already on the chain is@talled responding to that link.

410.2 A player with priority can choose to do any of tblbowing:

* Play an instant card (409)
e Use a power (701)
+ Complete a quest (306)

410.2a During a defend window, while his or her hero i€ambat, that player can also:
» Strike with a weapon (303)

410.2b During his or her non-combat action phase, whigedhain is empty, that player can also:

* Play a non-instant card (409)
* Place aresource (411)
* Propose a combat (600.3)

410.3 Playing a card or placing a resource adds thattcattte chain. Using a power, completing a
quest, striking with a weapon, or proposing a canjbxalectively called “playing an effect”) all
add an effect to the chain.

410.4 A priority window is a game interval during whickapers get priority. As a priority window
opens, the turn player is the first to get priorAyy time all players pass priority in succession:

410.4alIf the chain is not empty, the topmost link of tiein tries to resolve (709), and then the turn
player gets priority.

410.4b If the chain is empty, the current priority windaWeses, and the game advances. It doesn’t
close as the chain empties, but only after suceeggisses while the chain is empty.
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410.5 Any time a player would get prioritypre-priority processing (PPP)takes place first. This first

410.6

involves a series of pre-priority checks (410.6@xt\ any waiting triggered effects (708) are
added to the chain, and then that player getsigyior

Pre-priority checks are made in a series of wawesach wave, the following checks are made

simultaneously. If one or more checks in a wavealt@s actions taking place, those actions take
place simultaneously (802), and then another whebecks is made, until no actions take place.

None of this uses the chain.

410.6a Character destruction

All characters with 0 health are destroyed. Thudifferent from destruction by fatal damage.

All characters with fatal damage (405.2) and nom-feealth are destroyed. If such a
character was dealt damage since the last playegrigoity, it was destroyed by that damage.

Example: Your opponent controls three Ironforge Guards aedother allies. You play
Chain Lightning, dealing 3, 2, and 1 damage to elachforge Guards respectively as the
ability resolves. Before the turn player gets pitygrthe first wave of pre-priority checks
destroys the Ironforge Guards with 3 damage, thea@nd wave destroys the Ironforge
Guards with 2 damage, and then a third wave desttiog Ironforge Guards with 1 damage.

Chain Lightning, 5, Shaman, Ability—Elemental
Your hero deals 3 nature damage to target herollgr ¥our hero may deal 2 nature damage to a sedwrd or
ally. Your hero may deal 1 nature damage to a thiedo or ally.

Ironforge Guards, 2, Alliance, Ally—Dwarf Warriddnlimited, 1 [Melee] ATK / 1 Health
Ironforge Guards has +1 health for each other algmed Ironforge Guards in your party.

410.6b All players who have been required to draw a cesthfan empty deck become “decked”

(102.1a).

410.6¢ Each attachment (400) checks whether it's attathdlae “attached [thing]” specified in its

powers. If it's not, or if it's attached to a Tot€B05.3), it's destroyed by the game (103.3).
Its attach description (400.1) is ignored.

Example: Your opponent attaches Turn the Blade to an Atedbragonling ally in your
party. Early next turn, after the Dragonling stdpsing an ally, Turn the Blade checks
whether it's attached to an “attached card” (andtraitached to a Totem). As a result, Turn
the Blade is not destroyed, even though it's attddio neither an ally nor a weapon.

Arcanite Dragonling, 1, Item, Trinket (2)
(1) >>> Arcanite Dragonling is also an ally with pMelee] ATK / 2 health and protector this turn.

Turn the Blade, 1, Hunter, Ability—Survival
Attach to target ally or weapon. <p> Ongoing: Atteer] card has -3 ATK.

410.6d All tokens in non-play zones cease to exist (404.2b

410.6e All damage on non-characters is removed (405.1).

410.6f All counters on face-down resources are removed. (4.

410.6g Each player who controls more than one locatio® (30must choose one and turn the rest

face down.
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411.Ready and exhausted

411.1 Cards enter play ready and stay ready until exkbdu3io exhaust a ready card, turn it sideways.
To ready an exhausted card, turn it upright. Ohlysically ready cards can be exhausted, and
only physically exhausted cards can be readiedard eadies only if it physically transitions
from exhausted to ready, and exhausts only ifyspally transitions from ready to exhausted.
Whether a card is ready or exhausted is part @iriehtation.

411.2 Cards in non-play zones are neither ready nor estedpand can't be readied or exhausted.

412.Resources

412.1 On each of a player’s turns, that player may chaogecard from his or her hand and place it as a
resource. Placing a resource is optional. A playay place only one resource per turn.

412.1a A player can place a resource only during his omoa-combat action phase while he or she
has priority and the chain is empty. Placing auessfollows the applicable rules for adding
links (707) and puts a resource card on the clResource cards on the chain can't be
targeted for interruption (710.1e). As a resouia@ cesolves, it enters play in its controller’s
resource row.

412.1b Only quests and locations may be placed face déigcerdown. Other card types can be
placed only face down. A face-down resource caldiask while it's on the chain, in play,
and as it leaves play. A blank card has no nameem) text, types, tags, or traits. As a card
in play becomes a face-down resource, it losesf &flese things and becomes a different
card (415.10a). However, modifiers can add anye$¢ things to a face-down resource.

Example: You play Readiness, then pay Nalonae’s alternast, destroying a face-down
ability card. That card enters your graveyard besait’s blank as it leaves play.

Readiness, 3, Hunter, Ability—Survival Talent
If an ability card would enter your graveyard thisn, remove it from the game instead.

Nalonae, 2, Horde, Ally—BIlood Elf Priest, 2 [HOW]TK / 2 Health
You may destroy one of your resources rather ttegnelonae's cost.

412.2 Players must exhaust resources they control tagepurce costs. Resources can be exhausted to
pay resource costs whether those resources arefameface down. Resources can't be
exhausted to pay future resource costs.

Example: Your opponent plays Lobotomize, targeting yosiorgce. In response, you may
exhaust that resource to pay a resource cost anmple, the resource cost of an instant
card or a payment effect). However, you can’t esh#uat resource to “spend later.”

Lobotomize, 5, Rogue, Ability—Combat
Destroy target resource. If your hero has stegilt, the top card of your deck into your resource ro
face down and exhausted.
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413.Searching

413.1

413.2

413.3

To search a zone is to look through all of the samdhat zone. Unless otherwise specified, you
need not decide anything about the card(s) yo@aeching for before you start searching.

If a player searches a deck, the owner of that dboKles it after that player has finished

searching. If a modifier tells a player to searaleaek and another zone for a card, and that player

finds that card in that other zone, that playerthasoption of looking through that deck (after
which it's shuffled by its owner) or not (in whidase it's not shuffled).

A player searching a non-public zone for a card specified description can fail to find a card.
The player doesn’t have to say whether the falofend was by choice or by absence. However,
a player searching a zone for “a card” can't faifibd a card unless that zone is empty.

Example: As Swiftshift resolves, you can choose to segoci deck, your graveyard, or
both. If you choose to search only your deck, youfail to find a Form card. You shuffle
your deck only if you choose to search it.

Swiftshift, 4, Druid, Instant Ability—Feral
Search your deck and/or graveyard for a Form caedgeal it, and put it into your hand.

414.Uniqueness

414.1

A uniqueness violation occurs if a player contig@sds in play that can’t all be legally controlled
by the same player simultaneously. Uniquenessdskad continuously throughout the game.
Uniqueness violations can occur at any time, ewarb or during PPP (410.5). If a violation
occurs, it must be repaired before the game cosinu

Example: You control Fury, Goldenmoon, and Hootie. Goldeomis dealt fatal damage.

The first wave of pre-priority checks (410.6) degs Goldenmoon, causing a uniqgueness
violation. You must immediately destroy one of ymis before the game continues with the
next wave of pre-priority checks.

Fury, 5, Hunter, Ally—Cat, Pet (1), 5 [Melee] ATR Health

Goldenmoon, 3, Alliance, Ally—Night EIf Rogue, Z2[&&] ATK / 2 Health
Elusive <p> You can have an additional Pet whileiyBets have different names.

Hootie, 2, Hunter, Ally—Owl, Pet (1), 2 [Melee] ATR Health

414.2 If a violation occurs, the violating player muspag it by choosing a violating card to be

destroyed by the game (103.3). If the violatiorsists, that player must choose another violating
card, and so on, until the violation is repairdanuiltiple unigueness violations occur
simultaneously, the turn player repairs all ofdiidher violations first, then the next player
clockwise, and so on. None of this uses the chain.
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414.3 Uniqueness violations

414.3a Some cards have the unique tag to the right of tee line. If a player controls two or more
unique cards in play with the same name, thosescaothte uniqueness.

414.3b Some cards have a tag followed by a number in gfageas on their type line. If a player
controls more than that number of cards in playhat tag, those cards violate uniqueness.

Example: Searing Totem has the Fire Totem (1) tag. Thiamag/ou can control only one
Fire Totem in play at a time. Any time you contvab or more Fire Totems in play, you must
destroy all but one of them. You choose which oke¢p.

414.3c Some cards have the Two-Handed tag. Other cardsthavOff-Hand tag. If a player
controls both a Two-Handed and an Off-Hand canaldy, those cards violate uniqueness.

414.3d For the different varieties of dual wield uniquenesee 406.

415.Z0ones

415.1 Cards can be in any one of six game zones: chaak, draveyard, hand, play, and removed from
game (RFG). Each zone exists even if there ararisadn that zone. The chain and deck zones
are ordered top-to-bottom. Players can't alterafer of cards (or effects) in these zones but can
rearrange cards in all other zones.

415.2 All players share the chain and play zones. Eaabeplhas his or her own deck, graveyard, hand,
and RFG zone. If a card is put into a deck, granyl@and, or RFG zone, it’s put into its owner’s
instance of that zone. Some modifiers explicitly @eard into the deck, graveyard, or hand of a
player who doesn’t own it. If that happens, thatypr owns that card until the end of that game.

415.3 If text refers to a “card in play,” it's referrirtg a card or token (404.2) in play.

415.3a If text refers to an “ally,” it's referring to arllyacard or ally token in play. If text is refergn
to an ally card in one or more zones, at leastobnehich is a non-play zone, it will refer to
an “ally card” in those zones. However, if textarsfto playing (409) an ally card, it will refer
to playing an “ally” even though it's on the chaather than in play at the time it's played.
This rule also applies to other card types andrg#scs.

Example: You control Ranthus Adler, who reads, “(1), DestRanthus >>> Put target ally
into its owner's hand.” His power must target aftyalard or ally token in play.

Page 23



415.4 Deck zone

415.4a The deck zone is where players put their decksd<are usually drawn from the top of a
deck. Cards in decks are face down and so areuftitpnformation. Unless a card says
otherwise, players can't look through decks ornaage their order. The humber of cards in
each deck is public information. If text refersatplayer’s deck, it's referring to the pile of
cards from which he or she draws.

415.4b Any time a player shuffles a deck, he or she mhest bffer it to an opponent to cut and/or
shuffle. Any time a player searches a deck, thek'd@wner shuffles it after that search.
Decks are always shuffled and cut face down. Iiodlifier is revealing the top card of a
deck, no cards are revealed while that deck isgos#arched or shuffled.

415 4c If multiple cards are simultaneously put on the aofpottom of a player’'s deck, he or she
may arrange them in any order. That player doesm&al the order of those cards.

415.4d Some modifiers turn a deck over. Such a modifiendyour deck over as it's created, and
continues to reverse the orientation of your demezor the rest of the game. After a deck
has been turned over, the top is still the sidéhést from the table, and the bottom is still the
side closest to the table. Cards are still drawmfthe top. All cards in the deck become face
up and public. Any player can look at them, butmeairder them.

415.4e Some modifiers say you may look at the top card déck at any time. This means any time
you have priority.

415.4f Some modifiers tell you to play with the top cafd/our deck revealed. If another modifier
tells you to reveal or look at one or more of thyg tards of your deck, the next card is not
revealed. If you somehow play the top card, the¢ nasd is not revealed until the top card
has become added to the chain (707.1f).

415.5 Hand zone

415.5a The hand zone is where players hold the cardsarey. Cards in hand are not public
information, but each player may look at his or hand at any time. The number of cards in
each hand is public information.

415.5b The default maximum hand size is seven cards. Quiwrap-up step (503.2), the turn
player must discard down to his or her maximum reinel.

415.6 Graveyard zone

415.6a The graveyard zone is where players put cardthat been destroyed, discarded, or
interrupted, as well as non-ongoing ability cattst have resolved. Cards in graveyards are
face up and so are public information.

415.7 Chain zone

415.7a The chain zone is where players add cards beingg)aesources being placed, and effects
they control. A link is any card or effect on tHeam (705). Links are added (707) to the top
of the chain, on top of any links already on thaishPlayers can’t rearrange the order of
links. All links are public information, except mgce cards being placed face down.
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415.8 Removed from game (RFG) zone

415.8a To remove a card from the game, first reveal iegslit's being removed face down (either
by a modifier that specifies “face down,” or whilfs a face-down resource), then put it into
its owner’'s RFG zone. Putting a card into an RF@ezs also called "removing [it] from the
game."

415.8b A card in an RFG zone is face up and public, uritesas removed face down. A face-down
card is effectively blank—it has no name, typestag text—while in an RFG zone, and only
its owner may look at it. If a face-down card framRFG zone enters play, it enters play as a
face-down resource.

415.9 Play zone

415.9a The play zone is where characters, equipment, ressuand ongoing abilities enter play
(710). Each player controls three rows in playesource row for resources; an ally row for
allies; and a hero row for equipment, non-attaclingoing abilities, and his or her hero.
Attachments are physically attached to other cargday.

415.9b Cards in play a player controls are collectivellfezhhis or her party. A card enters a player’'s
party as it enters play under that player’s contyothat player gains control of it. A card
leaves a party as it leaves play or changes ctensolA card in play that gains or loses a card
type neither enters nor leaves a party. If a aangbur party becomes a different card
(415.10a), modifiers that persist while that camehiains in your party” expire (714.3b).

415.9c A card in play is public, and either side of it mzg/looked at by any player unless it’'s face
down in a resource row. A player may look at a fdoen resource only if it's in his or her
resource row. Players may rearrange their resoatcasy time (as long as their orientation
stays the same). However, if multiple resourcegapgentical (because they're all face
down, or all face up with the same name) but somefected differently by modifiers,
those affected resources must be clearly distihgdisvhile they remain so affected.

415.9d A non-ongoing ability card can't enter play unlé@ssplaced face down as a resource (411).
If a modifier tries to put a non-ongoing abilityrdanto play in any other way, that card stays
where it is.
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415.10 Changing zones

415.10aA card that changes zones becomdsfarent card, even if it returns to the previous zone.
In addition, a card in play that enters a resougefrom a non-resource row becomes a
different card, even though it hasn’t changed zones. Any modifédfecting it or that would
have affected it previously don't affect it in thew zone/row unless they specify that they do
(but see 415.10b). Any counters or damage are redhas part of it changing zones/rows,
and its attachments are destroyed by the gamecdtrbes an illegal target (709.2a) for any
links targeting it. It's removed from any comba®2&4). A card that changes controllers,
orientation, or enters a non-resource row whilplay is still the same card, and has not
changed zones.

415.10lf a link's cost or modifier moves a card to a zaorea link triggers off a card entering a zone,
and then a modifier from that link later tries féeat that card, it can do so, but only if that
card has stayed in that zone continuously untib tiiéis is an exception to 415.10a.

Example: Your Cat Form is destroyed, triggering its powyou pay (2) as that triggered

effect resolves, it creates a triggered modifiet thvatches for the next "end of turn” event.
As that modifier's effect resolves, you return Eatm to your hand only if it has stayed in

your graveyard continuously since it was destroyed.

Cat Form, 2, Druid, Instant Ability—Feral, Form (1)
Ongoing: Your hero is in cat form. <p> When Cat Fois destroyed, you may pay (2). If you do, its
owner puts it from his graveyard into his handrat hext end of turn.

415.10d o discard a card is to reveal it from hand and then puttih its owner’s graveyard. Only
cards in hand can be discarded. All events thaawaird into a graveyard from hand are
discard events.

» If a player discards multiple cards, each of thzeels is discarded one at a time.

» If a modifier lets you discard your hand, you cansd even if it's empty, and that action
will pass an “if you do” check (709.2f). Howeveryou can't discard cards, then you
can't discard your hand, even if it's empty.

415.10d o destroy a card is to put it into its owner’s graveyardnfrplay. Only cards in play can be
destroyed. All events that put a card into a graveéyrom play are destroy events.

415.108 0draw a card is to put it from a deck into a player'a¢haOnly cards in decks can be
drawn. An event that puts a card into a hand fraleck is a draw event only if it specifies
that that card is drawn.

e If a player draws multiple cards, each of thoselgd drawn one at a time. If a modifier
is revealing the top card of that player’s decktra drawn cards are revealed. If that
player is affected by a modifer that says he “cdrétw cards unless he [pays a cost] for
each,” he chooses whether to pay that [cost] foh €ard individually.

* If a modifier tells a player to draw cards until treshe reaches a specified hand size,
cards are drawn until that player has at leastrtfaaty cards in hand, or until the game
reaches a state where no cards are changing zones.
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5. Turn sequence

500.0verview

500.1

500.2

500.3

500.4

500.5

500.6

Players take turns, going clockwise from the foistyer. Each player’s turn has three phases. In
order, they are start, action, and end. Eachgltese has two steps. In order, they are ready and
draw. Each action phase may contain any numbesrabat steps. Each end phase concludes
with a wrap-up step. There are no priority windqd40.4) between phases or turns, before the
ready step, or between the ready and draw steps.

As a turn, phase, or step starts, any powers oifiadthat trigger at the start of that turn, phas
or step trigger. Triggered effects are added tacti@n during PPP (410.5). Powers or modifiers
that trigger at the end of a turn trigger at tlatstf that turn’s end phase.

Some modifiers give a player an extra turn. That tsl added immediately after the current turn.
If multiple extra turns are created during a sirtghe, each is added individually, and the one
most recently created is taken first.

Some modifiers tell a player to skip a turn. Thasereplacement modifiers that replace the
skipped turn with nothing. If two modifiers tellpgayer to skip his or her next turn, then that
player skips his or her next two turns, and so on.

Some modifiers and rules say to end the current o do so, follow these steps in order. No
player gets priority during these steps.

» All other links are interrupted by the game (103.3)

» Close the current priority window.

* Remove all attackers, defenders, proposed attgckatgproposed defenders from combat.

* End all modifiers with duration “this combat” ohfs turn.”

» Skip to the start of the specified turn. If nonspecified, skip to the start of the next turn.
End-of-turn triggers (703) areot triggered by this transition.

Some modifiers tell a player to move to the right second player. This means that the first
player’s position in turn order becomes immediagaiyi-clockwise to the second player’s. The
first player may physically move himself and allhi$ applicable cards to the immediate right of
the second player if this is agreeable to all plswyi such a modifier is created during the first
player’s turn, that turn continues as normal, dhtthe second player takes the next turn. If such
a modifier is created during a game with only tdayprs, nothing happens.
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501.Start phase

501.1 Ready step

501.1a As a ready step starts, the turn player readigshgiically exhausted cards in play he or she

controls. Any modifiers createcs [that turn] starts” are also created simultaneousbne
of this uses the chain. Next, a priority window peAs that window closes, the ready step
ends.

501.1b Inspire

If a player other than the turn player controlsralter(s) with “inspire: [card(s)]” power(s),
that other player may ready the applicable numbexlvausted [card(s)] in play he or she
controls at the same time (802) as the turn plesadlies his or her cards.

Example: You have two Vindicator Kaldels and one othey @il your party. All of them are
exhausted as your turn ends. As the next playeli@sdnis or her cards, you may ready up to
two of your exhausted allies because you contratadters with two “inspire: ally” powers.
This doesn’t use the chain.

Vindicator Kaldel, 2, Ally—Draenei Paladin, 3 [H)ATK / 2 Health
Aldor Reputation (Can't put Scryer cards in youcklg
Inspire: Ally (You may ready one of your alliesidgreach other player's ready step.)

Only an exhausted card can be inspired. You cé@ose to inspire a ready card or the same
card more than once each turn.

Example: You have two Marksman Glous and one exhaustest ggeyour turn ends. As the
next player readies his or her cards, you may retdy quest, and pay (1) less to complete it
this turn. You can’t choose a ready quest and pajets to complete it this turn, or choose
that exhausted quest twice and pay (2) less to ktenpp this turn.

Marksman Glous, 2, Ally—Draenei Hunter, 3 [RangadK / 2 Health
Aldor Reputation <p> Inspire: Quest
When a quest is inspired this way, you pay (1)tese®mplete it this turn.

Some powers allow you to inspire more than one.dbywu control a character with such a
power during another player’s ready step, you mapire any, all, or none of those cards.

Example: You have Exarch Orelis and a hero in your paaiyd you also control six
resources. All of them are exhausted as your tadseAs the next player readies his or her
cards, you may ready any, all, or none of Orel@jnyhero, and one of your resources.

Exarch Orelis, 6, Ally—Draenei Paladin, Unique,3dly] ATK / 7 Health
Aldor Reputation <p> Inspire: Ability, ally, equipent, hero, and resource

501.2 Draw step

501.2a As a draw step starts, the turn player draws a ddmd doesn’t use the chain. Next, a priority

window opens. As that window closes, both the dstep and start phase end.

501.2b The first player skips the draw step of the fitsht so he or she doesn’t draw a card.
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502.Action phase

502.1 As an action phase starts, a priority window opénging a player’s action phase, outside of a
combat step, that player is said to be in his ombe-combat action phaseA player can do the
following (in any order), only during his or hermaeombat action phase, while the chain is
empty:

* Play a non-instant card (409)
* Place aresource (411)
* Propose a combat (600.3)

502.2 Any time all players pass in succession duringagei’s non-combat action phase while the
chain is empty, the current priority window closasd the action phase ends.

503.End phase
503.1 As an end phase starts, a priority window openghAswindow closes, a wrap-up step starts.
503.2 Wrap-up step
503.2a There are no priority windows during a wrap-up stpnothing can be added to the chain.
Any effects that trigger during a wrap-up stepaudded to the chain at the start of the next
turn’s ready step (501.1). During a wrap-up stke,following things happen in order:

» If the turn player has more cards in hand thamhiser maximum hand size, that player must
discard down to that maximum hand size. The defaakimum hand size is seven cards.

* Modifiers that last until end of turn expire.

* The wrap-up step, end phase, and turn end, andhbarext player clockwise starts his or
her turn.
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6. Combat

600.0Overview

600.1 During a player’s action phase, that player maypse any number of combats, proposing and
concluding each of them one at a time. Each coisl@bposed as either a sabotage or normal
(non-sabotage) combat.

600.2 Some modifiers say that a character “must attaaklé.” This means that for the duration of such
a modifier, that character's controller can't passrity while the chain is empty during his or her
non-combat action phase if he or she could legathpose a combat with that character.

600.3 Some modifiers say that a character “can’t attadkss its controller [pays a cost].” This is an
additional cost to adding an effect to the chawppsing that character as an attacker. If a
character is affected by both a “can’t attack uslescontroller [pays a cost]” modifier and a
“must attack if able” modifier, that character izable to attack (and consequently need not
attack) unless its controller chooses to [pay tlat].

601.Combat proposal

601.1 A player may propose a combat only during his omus-combat action phase while he or she
has priority and the chain is empty. Proposingratzat follows the applicable rules for adding a
link (707) and adds a proposal effect to the chain.

601.2 To propose a combat, a player must choose a ckaradtis or her party to be the proposed
attacker, and something else to be the proposemder.

601.2a To be a legal proposed attacker, a character neusgaaly and must be able to attack the
proposed defender. In addition, it must have beehe turn player’s party continuously
since the start of his or her current turn andéorehferocity.

601.2b To be legal, the proposed defender for a non-sgbatambat must be a non-elusive
character controlled by an opponent of the turggalghat the proposed attacker can attack.
The proposed defender for a sabotage combat mushbe-elusive [thing] that the proposed
attacker can sabotage, and must not be contraleoned, if it has no controller) by a
player friendly to the proposed attacker.

601.2c If a character is affected by a modifier that sayysan attack only [a specified (kind of)
character] if able,” it can be proposed as an lgtiacnly if that (kind of) [character] is
proposed as the defender. However, if such a pabjgas’'t be made (because there are no
such [characters] in play, or all such [charactars]elusive, for example), any other legal
defender can be proposed.
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601.2d If a character is affected by two or more modifigat say it “can attack only [a specified
character] if able,” it can be proposed as an ltiacnly if one of those [characters] is
proposed as the defender. However, if all suchgsals would be illegal, any other legal
defender can be proposed.

Example: You control Sarmoth, and a friendly player cotgrd/arrax. During an
opponent’s turn, that friendly player targets tloggponent’s Graccus with Mocking Blow.
After Mocking Blow resolves, Graccus is affectedaay modifiers: Mocking Blow’s and
Sarmoth’s. This turn, Graccus must attack if abid aan attack only Sarmoth or Warrax.
The turn player chooses the proposed defender rsaio

Mocking Blow, 1, Warrior, Instant Ability—Arms
Your hero deals 1 melee damage to target herolgr @his turn, that character must attack if able
and can attack only your hero if able.

Sarmoth, 3, Warlock, Ally—Voidwalker Demon, Pet {1Shadow] ATK / 5 Health
Opposing heroes and allies can attack only Sarnfahle.

601.2¢ If a proposed attacker or defender breaks any gdeerning combat legality, the proposed
combat is illegal and can't be proposed.

601.2f If a proposed attacker or defender becomes a difterard (415.10a) or changes controllers,
it stops being a proposed attacker or defender.

601.3 As a proposal effect tries to resolve (709), tlgality of the proposed combat is rechecked. If it's
still legal, that effect resolves, the current gtiowindow closes, and a combat step starts.
Otherwise, the proposal effect is interrupted (Z&R.If a proposal effect is interrupted this way,
the proposed attacker stops being a proposed attabk proposed defender stops being a
proposed defender, and the turn player gets priorihis or her action phase with the chain
empty.

602.Combat step

602.1 As a combat step starts, the proposed attackeustd)ydecomes an attacker, and starts attacking,
but is not yet in combat (602.3). None of this ubeschain. Then, a priority window opens,
called theattack window. Any waiting triggered effects are added to thaichand then the turn
player gets priority.

602.2 As an attack window closes, if there is no attaeket/or no proposed defender, the combat
concludes (603). Otherwise, any player opposelddattacker may exhaust a character in his or
her party that can protect the proposed defendensigthe attacker. If that happens, the proposed
defender stops being the proposed defender, ahéxhausted character becomes the proposed
defender and starts protecting. This doesn’t useliain and is the only time a character can
protect. This is called tharotect point.

602.2a While an attacker has stealth, characters cantepto

602.2b Only one character can protect each combat. A ctearaan protect whether or not it can be
attacked by the attacker. A proposed defender peotéct itself.

602.2c If a character protects during a sabotage contbstps being a sabotage.
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602.3

Next, if there is no attacker and/or no proposddriter, the combat concludes (603). Otherwise,
the following happens. The proposed defender bes@miefender and starts defending against
the attacker. The attacker starts attacking therdisfr. Both attacker and defender enter combat
and are now in combat with each other. None ofubkés the chain. Then a priority window
opens, called theefend window. Any waiting triggered effects are added to thaichand then

the turn player gets priority. As a defend winddeses, the combat concludes (603).

Example: You attack Grunt Baranka with High Overlord Saung). Immediately after the
protect point, both powers trigger. Saurfang’s efffie added to the chain first because it's
your turn, so Baranka’s resolves first. As it ddesth Baranka and Saurfang are destroyed.

Grunt Baranka, 2, Horde, Ally—Orc Warrior, 2 [Mele&TK / 2 Health
Protector <p> When Baranka defends against an aBstroy her. If you do, destroy all attacking esli

High Overlord Saurfang, 8, Horde, Ally—Orc Warridinique, 9 [Melee] ATK / 4 Health
Protector <p> When an ally enters combat with Saod;, destroy that ally.

602.3a A player may strike with a weapon (303.2) only whdl defend window is open and his or her

hero is in combat.

602.3b If a modifier causes a character to “become a diférduring combat, that character starts

defending against the attacker and the attackes stdacking it. Both characters enter
combat and are now in combat with each other. Atsaje combat stops being a sabotage.

602.3c An attacker or defender is in combat while thesgiopposing attacker or defender.

602.4

Attackers, defenders, proposed attackers, and pegpdefenders can be removed from combat.
As something is removed from combat, it stops baimgttacker, defender, proposed attacker, or
proposed defender, and stops attacking, defengiotgcting, and being in combat, as applicable.
A card is removed from combat as it becomes aréiffiecard (415.10a) or changes controllers.
Any remaining attacker or defender continues tac&itdefend, and protect as applicable. This
doesn’t cause the combat step to end immediatetpmbat step always proceeds to conclusion
whether or not an attacker or defender remains.

603.Combat conclusion

603.1

No player gets priority during combat conclusidrbdth an attacker and a defender remain in a
non-sabotage combat, the attacker deals a packetrdfat damage equal to its ATK to the
defender, and the defender simultaneously deadsleep of combat damage equal to its ATK to
the attacker. If both an attacker and a defendeaiein a sabotage combat, no combat damage is
dealt, and powers that trigger “when [the attackaljotages” do so, even if it has 0 ATK.

603.1a If the attacker has long-range, defenders cantta@abat damage. This is an exception to

603.1.

603.1b If there is no attacker and/or no defender remginim combat damage is dealt and nothing

603.2

603.3

triggers. If an attacker remains but no defenderaias, that attacker doesn’t ready.

Next, a series of pre-priority checks (410.6) tailese, but no waiting triggered effects are
added to the chain, and no players get priority.

As the last part of combat conclusion, all attaskdefenders, proposed attackers, and proposed
defenders are removed from combat (602.4), andrtfaaifiers with duration “this combat” end.
Next, the combat step ends, and a priority windpens in the turn player’s action phase. Any
waiting triggered effects are added to the chaid, then the turn player gets priority.
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7. Powers, links, and modifiers

700.Powers

700.1

700.2

700.3

A card’s powers may include the game text in it$ box, as well as any keywords or quoted text
added to it by modifiers. There are four typesaivprs: payment, reward, triggered, and
continuous. Activated powers (701.3) are a subispaypment powers. Definite (704.1b) and
indefinite (704.1a) powers are subsets of contisymwers. A paragraph break in the text of a
card, represented by “<p>"in these rules, denatesparate power. However, keyword powers
may be grouped together to save space.

Some powers function in zones other than play. paevers specify what zones they function in.
Unless a power specifies that it functions in aap#one, or unless it can only function in another
zone, powers function only on cards in play.

Some modifiers cause a card in play to lose itsggewsuch a card effectively has a blank text
box for the duration of such a modifier. As a liostefinite power (704.1a) returns, any
continuous modifiers that power is generating ge¢\a timestamp (718). A lost power that
returns will be the same power as it initially wiits source is the same card as before (701.5a).

701.Payment powers

701.1

701.2

701.3

701.4

A payment power can be identified by the arrowtsrtext, represented by “>>>" in these rules.
The text to the left of that arrow is the costludttpower. The text to the right is the effect that
using that power adds to the chain. Some powerprameded by a colon. The text to the left of
that colon restricts when that power can be usedekample, a power preceded by “On your
turn:” has the same restriction as one followedUse only on your turn.”

To use a payment power is to add its payment efifettte chain. A player may use a payment
power any time he or she has priority. A player msg a payment power multiple times as long
as he or she can pay its cost each time. Onlydisceontroller, or its owner if it has no
controller, can use its payment powers. Using aresny power follows the applicable rules for
adding links (707).

An activated power is a payment power with an ate\@) symbol as part of its cost. To pay
that part of its cost, exhaust the card with thmtgr. A card can’t be exhausted to pay a cost if
it's already exhausted. An ally’s activated poweas be used only if that card has been in its
current party continuously since the start of @atcoller’'s most recent turn. Only allies have this
restriction.

Some modifiers copy a power. Any self-referenc@9 () in the copied power are updated.

Example: Koringar the Heavy reads, “(3) >>> This turn, Korgar has all the payment
powers of all other allies.” He and Tim are the pallies in play after his payment effect
resolves. As a result, he has the power, “[Actiyate> Koringar deals 1 arcane damage to
target hero or ally.”

Tim, 3, Alliance, Ally—Human Mage, 1 [Arcane] ATK Health
Elusive <p> [Activate] >>> Tim deals 1 arcane dameago target hero or ally.
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701.5 A card's restrictions on the number of times a paytipower can be used apply only to that card

and that power, and not to any other cards witlséimee name. Such restrictions apply as long as
that card is the same card (415.10a) and that pieviiee same power.

Example: You control Elder Moorf, and you target an allittwhis power. Your opponent
destroys that ally in response, so your paymeatef$ interrupted as it tries to resolve. You
can’t use Moorf's power again this turn, because’ye already used it once this turn. That
same turn, you play a second Moorf. The new Maaafdifferent card, so you can use his
power once this turn also.

Elder Moorf, 1, Horde, Ally—Tauren Druid, 1 [NatQir&TK / 1 Health
Once per turn: (1) >>> Target ally has +2 ATK thisrn.

701.5a A lost power that returns will be the same poweit astially was if its source is the same

card (415.10a) as before.

Example: You control Elder Moorf, and you use his poweatdr that turn, your opponent
plays Polymorph on your Moorf, causing him to lbgepower. Later that same turn,
Polymorph is destroyed. You can’t use Moorf's poagain this turn, because it's still the
same power, and you've already used it once this tu

Polymorph, 2, Mage, Ability—Arcane
Attach to target ally.
Ongoing: Attached ally can't attack or protect,dssall powers, and is a Sheep.

702.Reward powers

702.1 Reward powers appear only on quests. They funstioilarly to payment powers, but aren’t

702.2

payment powers because they don’t have an arrow)(3*reward power can be identified by
the bold word “reward,” followed by a colon. Thetafter that word is that power’s reward
effect. The preceding text is that power’s complettost, as well as any restrictions on when it
can be paid. Such restrictions are checked onlgascost is paid; they aren’t rechecked as that
reward effect resolves. A quest can be exhaustpeytdhe completion cost of its own power.

To complete a quest is to add one of its rewarecedfto the chain. A player can complete a quest
any time he or she has priority, regardless of lang it's been in his or her party. Only a quest’s
controller can complete it. Completing a questoial the applicable rules for adding links (707).
As part of paying the completion cost of its owmeo, if a quest is still in play, it's turned face
down and continues to be a resource.

Example: During your first turn, you place A Donation ofdd face up in your resource
row. Later that turn, you can exhaust it and turface down to pay the cost of its own
power. It continues to be a resource that you cdraast to pay resource costs.

A Donation of Wool, Quest
Pay (1) to complete this quest. <p> Reward: Drawead, then discard a card.

702.2a Some quests can gain the reward powers of othatsjuethis happens, each power is still

associated only with its own completion cost anghpent restrictions.
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703.Triggered powers

703.1

A triggered power can be identified by the word$i&n” or “at.” It watches for its trigger event
to happen, at which point it triggers. It triggef§every instance of its event, including multiple
events happening simultaneously. It can triggertang, even during intervals when no player
has priority. Triggered powers create triggeredaf (708).

703.1a Some powers trigger when an event “next” happdmsultiple trigger events next happen

703.2

703.3

703.4

simultaneously, then all are considered to be “namxtl trigger such a power multiple times.

Some triggered powers have an if-condition afterttlyger event, set off by commas. Such
powers are called “double-check” powers. A doulileak power triggers only if its condition is
true. Its effect is interrupted if its conditionrie longer true on resolution.

Example: You control Lei of Lilies. Its power won'’t triggé you have fewer than four cards in
hand at the start of your turn. If you have fewert four cards in hand as its triggered effect
tries to resolve, it will be interrupted.

Lei of Lilies, 4, Item, Neck (1)
At the start of your turn, if you have four or maards in your hand, your hero heals 1 damage fitseif.

If a triggered power appears or disappears atdtregime as the trigger event it's watching for,
it triggers.

Example: You have Watcher Mal'wi in your graveyard. Yopponent has an ally card with 1
health in his graveyard. You use Kaal Soulreappower to put both ally cards into play.
Mal'wi's power appears at the same time as thismé{leecause it's inactive while he’s in the
graveyard, but active while he’s in play after theent). As a result, Mal'wi's power triggers and
deals 1 ranged damage to the opposing ally, deistgay.

Kaal Soulreaper, 7, Horde, Ally—Orc Warlock, UniggdShadow] ATK / 6 Health
(7), Remove Kaal from the game >>> Players putadly cards from their graveyards into play.

Watcher Mal'wi, 4, Horde, Ally—Troll Hunter, 3 [Rged] ATK / 3 Health
When an opposing ally enters play, Mal'wi dealsaiged damage to it.

A triggered power uses the game state immediatgtyre an event to determine whether that
event matches the trigger event it's watching Rmwers that trigger off a card entering play or
entering a party are an exception to this rule,selthe game state immediately after that event.

Example: You control an ally with no damage. Your opporegtdacks that ally with Brigg, which
deals 1 combat damage to it. The game state imteddizefore that event (ally with no damage)
is used to determine whether Brigg’s power triggé&s a result, it doesn't trigger.

Brigg, 1, Horde, Ally—Orc Warrior, 1 [Melee] ATK2/Health
When Brigg deals combat damage to a damaged alktraly that ally.

Page 35



703.5 Some powers trigger when a card “becomes [somdthiigard “becomes [something]” only if
it was not [something] and then became [something].

Example: Grayson’s power triggers only when he transitidrsn ready to exhausted.

Lord Grayson Shadowbreaker, 7, Alliance, Ally—HurRafadin, Unique, 4 [Holy] ATK / 7 Health
Protector <p> When Grayson becomes exhausted, als Redamage from target hero or ally.

703.6 Some cards have triggered powers that are actimenrpublic zones. Such a power is active
only while such a card is revealed in such a zone.

704.Continuous powers

704.1 Any power that is not a payment, reward, or trigglepower is a continuous power. Continuous
powers generate modifiers without using the cheanal, are either definite or indefinite.

704.1a Each of a card’s indefinite powers generates amaomts modifier that doesn't have a
specified duration and lasts as long as that airthe appropriate zone and has that power.
Additional costs or restrictions on a card or poeser indefinite powers that function in all
zones from which that card can be played or thatep@an be used.

704.1b A definite power generates a modifier “as” an evwpgpens. Such modifiers can be one-shot
or continuous. For modifiers generated as a tarisstsee 501.1a. For modifiers generated as
a card enters play, see 710.1.

705.Links
705.1 Alinkis a card or effect on the chain. Doing arfythe following adds a link (707) to the chain:

» Playing a card (409)

» Copying a card on the chain (402.1)
» Placing a resource (411)

* Using a payment power (701)

» Completing a quest (306)

* Proposing a combat (600.3)

» Striking with a weapon (303)

705.2 Playing an ability, ally, equipment, or Master haduls that card to the chain. Placing a resource
also adds that card to the chain. If that resoisrte be placed face down, it’s added to the chain
face down. All other cards are added to the chaie fip.

705.3 Using a power, completing a quest, proposing a edpds striking with a weapon (collectively
called “playing an effect”) all add an effect t@tbhain. Triggered powers and modifiers can also
create triggered effects that are added to thenahaing pre-priority-processing (410.5). An
effect inherits the text of its source as it's teela

705.4 The player that adds a link is the controller afttink. If an effect is triggered, the player who
controlled the source of that effect as it triggkisethe controller of that effect.

705.5 The source of a card on the chain is that carf.ifBee source of a non-proposal effect is the
card that created that effect. The source of aqualpeffect is the proposing player.
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706.Targets

706.1

Some links require one or more targets. Theseads or players that must be chosen while
adding the link. Each target has a target desongpecified in the link’s text. A target can’t be
chosen unless it meets that description. A linKtdanget itself or an untargetable card in play.

706.1a A link is targeted only if it has the word “targeti’ its text. A link has a “single target” if

exactly one target is chosen as it's added tolthec

706.1b The same card or player can’t be chosen as twaaoe targets of one link.

706.1c Some links give a targeted power to a card in pléwg targets for such a power are not

706.2

706.3

706.4

706.5

chosen as such a link is added to the chain; theeglaosen as that power is used.

Example: You play Face Smash. As you add it to the cly@in,must choose the target ally
that will gain the specified power. However, yom'tlchoose the target ally that will be
destroyed by that power until you use it.

Face Smash, 4, Alliance, Instant Ability
Target ally has "[Activate] >>> Destroy target allythis turn.

Some modifiers tell a player to “change” the sirtglgjet of a link to a second target. To do so,
that player targets that second target with tmkt Ibut its target description continues to be read
from the perspective of that link’s controller (spposing” continues to mean opposed to that
player, and so on). If no legal second target @ohwmsen, that link is not changed.

Example: Your opponent plays Judgement of Wisdom, targstirur hero. You respond with
Spell Relection. However, as Spell Reflection xesjlit fails to change the Judgement's
target because the Judgement can target only aact@r opposed to its controller, so that
controller’s hero is not a legal target.

Judgement of Wisdom, 5, Paladin, Ability—Holy Jundget
Attach to target opposing hero or ally. <p> Ongoinyhen a friendly hero or ally deals combat
damage to attached character, that friendly chaggstcontroller draws a card.

Spell Reflection, 3, Warrior, Instant Ability—Proti®n
You may exhaust one of your Shields rather tharSpe}l Reflection's cost.
If an ability card is targeting only your hero, ahge its target to its controller's hero.

If a resolving link checks “if you targeted” a padiar card, you did so only if that link is legall
targeting that card as it resolves.

Some cards in play say that opposing links “musgfetd them if able. If such a “magnet” is in
play, any opponent who adds a link with one or margets must choose that magnet as one of
those targets if it can be legally chosen. If thrdt can have “up to” a number of targets, that
opponent may choose zero to avoid targeting thengtad that link is modal, that opponent may
choose a mode that can't target that magnet. l[fdswmore magnets are in play, that opponent
must choose targets so as to include the maximwsille number of magnets.

Some links target randomly. For each target desonipf such a link, first identify the set of
possible targets (for example, by excluding untaigle cards), and then randomly choose from
that set. If that set contains one or more magnatsiomly choose from among only those
magnets unless all of those magnets have alreadydf®sen for that link.
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707.Adding links

707.1 To add a link to the chain, a player must go thioting following steps in order. A player can’t
start to add a link if there is a modifier thatyeets that player from adding that link.

707.1a The player announces the card or effect, reveabsoitirce if that source is not currently

revealed, and then puts the link on top of therchEle source of the link remains revealed
while the link is being added. Resources beinggudace down are not revealed, and so are
an exception to applicable parts of this rule.

707.1b If the link is modal, indicated by the phrases “eé® one:”, “choose two:”, “choose one or

both:”, or “choose one or more:”, the player ch@osbich mode or modes to use. If “an
opponent chooses one:”, the player first choosaspponent, then that opponent chooses a
mode. Each mode is separated by a semicolon.

707.1c If the link has a variable cost represented by athX player chooses the value of X. If a link

with X in its cost is played “without paying” itost, only a value of 0 can be chosen for X.

707.1d If the link has targets (706), the player must c®those targets in any order that allows all

of them to be chosen. If the link is modal, theyptaonly chooses targets for the chosen
modes. If the link has a variable number of targbis player must first choose that number
and then choose those targets. If a link dealerdifft amounts or types of damage to different
targets, the player must specify the amount ane tiyat each target is dealt. If a link divides
counters or damage among multiple targets, theeplamyst specify a division such that each
target is assigned 1 or more counters or damagdirik requires information from the game
to determine the amount of counters or damageidess, that information is locked in first.
The player can’'t choose to divide a non-zero amoéinbunters or damage among zero
targets. A link can’t be added unless legal choozesbe made for all of its targets.

707.1e The player calculates the total cost for the lfivkt substituting an alternate cost if one is

707.1f

used, then adding any additional costs in any oedet then subtracting any cost reductions
in any order. Cost additions are cumulative, acast reductions. If a particular reduction
has a restriction (like “to a minimum of (1)), thastriction applies only to that reduction. If
the cost is below 0 after subtracting cost redustidt’s treated as 0. The player then must
pay costs in any order. If any part of a cost wdagdeplaced, follow 707.2.

After the above steps are completed, the link besoadded, triggering any applicable
powers or modifiers that trigger off a card beifaypd, a weapon striking, a power being
used, a quest being completed, and so on. Th Iink is anything other than a triggered
effect (708), the player that added the link geisrity.

Example: To play Shield Bash, first announce and reveahin target a hero or ally, and
then pay either the resource cost (exhaust threeurees) or the alternate cost (exhaust a
Shield). You don’'t choose whether to interrupt hilitg card until the link resolves.

Shield Bash, 3, Warrior, Instant Ability—Protection

You may exhaust one of your Shields rather tharSbaglid Bash's cost.

Your hero deals 1 melee damage to target herolgr kilyou targeted a hero, you may interrupt an
ability card played by its controller.
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707.2 If at any time during these steps, the player gblmto finish adding the link, the entire actien i

707.3

rewound and the game state reverts to the ganeelstfire the action was attempted. That player
returns to having priority as he or she did befitempting to add the link.

Once an effect has been created, it exists indgmtiycf its source. Removing or modifying the
source won't interrupt the effect. As an effecofess, if its source is no longer in the expected
zone, that source's last known information is used.

708.Triggered effects

708.1 As a player is about to receive priority, any waitiriggered effects that have been created but

have not yet been added to the chain are addée tchiain during PPP (410.5).

708.1a If multiple triggered effects are waiting, firstethurn player chooses in what order his or her

triggered effects go on the chain, and then theyadded to the chain. Then, the next player
clockwise chooses in what order his or her trigdesfects go on the chain, and then they are
added to the chain on top of the previous playd@i®n, the next player clockwise, and so on.

Example: You propose Voss Treebender as an attacker. &jgpwnent controls Donna
Calister. As Voss attacks, both powers trigger.’Mdtlne turn player, so your effect is added
to the chain first. As it's added, you target DonNa&xt, Donna'’s effect is added to the chain.
After successive passes, Donna’s effect resohg@fid readies her. After further successive
passes, your effect resolves, and you may choasétust Donna.

Donna Calister, 5, Alliance, Ally—Human Warrior[Mlelee] ATK / 7 Health
Protector <p> When an opposing hero or ally attactesady Donna.

Voss Treebender, 1, Horde, Ally—Tauren Druid, 2t{Ma] ATK / 1 Health
When Voss attacks, you may exhaust target hertyor a

708.1b No player gets priority until all waiting triggerexdfects have been added to the chain.

708.2 Adding a triggered effect to the chain follows tpplicable rules for adding links (707), although

708.3

triggered effects never have costs. If a triggeféelct requires targets, but legal targets for that
effect can’t be chosen, or if other choices madarmrmouncement can’t legally be made for it, the
effect ceases to exist and doesn'’t affect the garaay way.

Some triggered effects have optional parts. Addingh an effect to the chain is not optional—
the options are chosen as it resolves.

Example: You play Hur Shieldsmasher. As he enters playpbiver triggers, and you target
an armor as that effect is added to the chain.tAssolves, you have the option to destroy

that target. If there is no armor as Hur entersyplhis triggered effect is removed from the
chain before its announcement is finished (708.2).

Hur Shieldsmasher, 3, Horde, Ally—Orc Warrior, 2dMe] ATK / 2 Health
When Hur enters play, you may destroy target armor.
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709.Resolving links
709.1 If all players pass in succession and the chamoigmpty, the topmost link tries to resolve.

709.2 The controller of a link tries to resolve it bylfmling the instructions listed below. No player
receives priority while these instructions are bdillowed.

709.2aIf the link has targets (706), recheck the legalityhose targets. A target is illegal if it no
longer meets the link's target description, orliesome a different card (415.10a) or
untargetable. If a link targets cards “in one” gland any of them are in a different place as
it resolves, the different ones are no longer legiaets. If all of a link’s targets are illegat, o
the link is a proposal effect and the proposed aintillegal (601.2), that link is interrupted
by the game (103.3).

Example: Your opponent targets an ally in your party witharge. You attach Blessing of
Freedom to that ally in response. As Charge triesesolve, it's interrupted because all of its
targets have become illegal, so your opponent dbdsaw a card. No player can add a link
to the chain targeting that ally until Blessingratedom is no longer attached to it.

Blessing of Freedom, 1, Paladin, Instant Ability-efection Blessing
Attach to target hero or ally in your party. <p> @aing: Attached character is untargetable. <p> At
end of turn, destroy Blessing of Freedom.

Charge, 1, Warrior, Ability—Arms
Exhaust target hero or ally. <p> Draw a card.

709.2b If the link has not been interrupted, resolve @.db so, its controller must process its text in
order. If a link tells a player to take an actitirgt player makes all choices for that action that
were not already made, and must make choices sadtian is actually taken if possible.

Example: You control Last Stand, which reads, “At the stryour turn, destroy Last Stand
unless you discard two cards.” As its triggereceeffresolves, you choose whether to discard
two cards. If you choose not to discard (or caryju must destroy Last Stand.

Example: Crown of Destruction reads, “At the end of eadayer's turn, that player destroys
one of his abilities, allies, or equipment.” Asghiiggered effect resolves, that player must
choose an ability, ally, or equipment that can bsttbyed. He can’t choose a card that can’t
be destroyed or a card type that he doesn’t control

Example: If you play Shield Bash, you target a hero oyalk you add it to the chain. As that
card resolves, your hero deals 1 damage to thageband you may choose an applicable
ability card to interrupt if you targeted a hero.

Shield Bash, 3, Warrior, Instant Ability—Protection

You may exhaust one of your Shields rather tharSbaglid Bash's cost.

Your hero deals 1 melee damage to target herolgr kilyou targeted a hero, you may interrupt an
ability card played by its controller.
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709.2c¢ If some (but not all) of the link’s targets areeghl as it resolves, it affects only those targets
that are still legal, and can obtain further infatrman from only those targets that are still
legal. If some of the link is impossible to perforomly as much as possible is performed.

709.2d If a link requires information from the game thash't been locked in already (707.1d), that
information is locked in as that link resolvesallink requires information from a card that is
no longer in the expected zone, it uses the lasivkninformation of that card from that zone.

Example: You control Fireball attached to an opposing alith 5 health and 4 damage. At
the start of your turn, Fireball triggers, and #dfect is added to the chain. In response, you
use Kryton Barleybeard’'s power to return Firebalytour hand. As Fireball’s effect
resolves, there is no “attached character,” soses the last known information of what its
source was last attached to and deals 1 fire dantagleat ally, destroying it.

Fireball, 4, Mage, Ability—Fire
Attach to target hero or ally, and your hero deélBre damage to it.
Ongoing: At the start of your turn, your hero dealre damage to attached character.

Kryton Barleybeard, 1, Alliance, Ally—Dwarf Prie&t[Holy] ATK / 1 Health
(2), Destroy Kryton >>> Put target ability into itewner's hand.

709.2e If parts of a link’s text have different duratiorise link creates separate modifiers for each of
those parts. A modifier can’t have more than ormatiten. If a link’s text has both one-shot
and continuous parts, the link creates separatéfigrsdor each of those parts. If a link is
modal, it creates modifiers only for the chosen ezod

709.2f Some links tell a player to perform one or moréoast, followed by a sentence starting with
“if you do.” The latter checks whether all of thasetions were actually performed. If they
were not, that sentence’s modifiers are not credfteme or more of the actions were
replaced, those actions were not performed.

Example: You complete Tooga's Quest. At the start of ymxt turn, you must remove
Tooga from the game. This action is not optiorfajol can’t (because Tooga is no longer in
play), you don’t draw two cards.

Tooga's Quest, Quest
Reward: Put a unique Turtle ally token named Toioga play with 1 [Melee] ATK / 1 health. At the
start of your next turn, remove that ally from tieame. If you do, draw two cards.

Example: You control Dramla Lifebender, Grunt Baranka, @Riual Sacrifice. You can't
use Ritual Sacrifice's power while Dramla is in yparty. In addition, when Baranka
defends against an opposing ally, her power triggend tries to destroy her, but Dramla’s
modifier replaces the destruction event by remoBatanka from the game. Baranka’s “if
you do” is not satisfied, and so the attacking ddlyiot destroyed.

Dramla Lifebender, 6, Horde, Ally—Undead WarlockFi#e] ATK / 5 Health
If an ally would be put into your graveyard fronap] remove it from the game instead.

Grunt Baranka, 2, Horde, Ally—Orc Warrior, 2 [Mele&TK / 2 Health
Protector
When Baranka defends against an ally, destroylhgau do, destroy all attacking allies.

Ritual Sacrifice, 2, Warlock, Ability—Demonology
Ongoing: Destroy an ally in your party >>> Your heedeals 1 shadow damage to target hero or ally.
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709.2g As the last part of resolving a link, one of théddwing happens:

» A proposal effect leaves the chain and a combatistgins.

* A non-proposal effect creates one or more modifi@d then leaves the chain.
* An ally, equipment, or resource enters play (710).

* An ongoing ability may create one or more modifi@nsl then enter play (710).

* A non-ongoing ability creates one or more modifiditsen, if it’s still on the chain, it's put
into its owner’s graveyard.

709.2h Then the turn player gets priority (410).

710.Entering play

710.1 A card enters play as it comes into the play zooe fsome other zone. A token also enters play
as it's put into the play zone. A player puts addato play by following the instructions listed
below in order. No player receives priority whiteese instructions are being followed.

710.1a Any modifiers createdds [that card] enters play” are created simultangoushis doesn’t
use the chain. If multiple such modifiers are eczgdatind one removes the power that created
another, it does so too late to stop that otherifieodrom being created.

710.1b Any “enters play exhausted,” “enters play with ctaus,” and/or “enters play with damage”
modifiers are processed. If there is more thansoied modifier, they are processed
cumulatively. All cards enter play ready unlesseotlise specified.

Example: You control Circle of Life. An ally in your partyamed Manthos the Recently Sewn
is destroyed, so you search for another Manthoat &ard enters play exhausted with 3
damage; it doesn’t enter play ready and then exhaingour opponent controls Greatsword
of Horrid Dreams, Manthos loses his powers as hersrplay, so he doesn't enter play with
3 damage. However, he still enters play exhausted.

Circle of Life, 8, Druid, Ability—Restoration
Ongoing: When an ally is destroyed, its controlfeaty search his deck for an ally card with the same
name and put it into play exhausted.

Greatsword of Horrid Dreams, 4, Weapon—Sword, Mélgel ATK, 3 Strike
As an ally enters play under an opponent's conitdbses and can't have powers until the starthat
opponent's next turn.

Manthos the Recently Sewn, 5, Horde, Ally—Undeadidva4 [Melee] ATK / 8 Health
Manthos enters play with 3 damage.

» Allies enter play in their controller’s ally row.

e Locations, quests, and face-down resources eragripkheir controller’s resource row. If a
resource card was added to the chain face uptgteplay face up, and vice versa.

» Equipment, heroes, and non-attaching ongoing esilénter play in their controller’s hero
row.

e Attachments enter play attached to a card in play.
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710.1c That card’s remaining continuous powers generatdirmaous modifiers, and applicable
continuous modifiers (including its own) take itaraccount as a card in play.

710.1d Powers or maodifiers that triggewhen [that card] enters play” how do so (703.4). Howeve
any such powers lost during 710.1a-710.1c dorggét.

710.1e Check for unigueness violations (414).

711.Interrupting links

711.1 Alink that is interrupted gets removed from thaich If that link is a card, it's put into its
owner's graveyard. After a link is interrupted, then player gets priority (410).

711.2 If alink is interrupted, the entire text of thakliis interrupted. Interrupted links don’t create
modifiers, put cards into play, or affect the gamany way. Any costs paid are not refunded. A
link can't interrupt itself.

711.3 A card can be targeted (706) for interruption omhjle it's on the chain, unless it's been placed
there (412.1). Cards that have been placed orhifie end cards in any other zones can't be
targeted for interruption.

712.Modifiers

712.1 There are two types of modifiers: one-shot (713) eontinuous (714).

712.2 Aresolving link can create one or more modifidrgither or both types. A paragraph break
(<p>) in the text of a link denotes a separate figrdihat will be created by that link as it
resolves. If parts of a link’s text have differeltrations, that link creates separate modifiers for
each of those parts. A modifier can’t have mora thiae duration. If a link’s text has both one-
shot and continuous parts, that link creates separadifiers for each of those parts.

712.3 A player applies a modifier by processing its iextrder. If some of the modifier is impossible
to perform, only as much as possible is perforrifeal card refers to “that [thing],” it's referring
to the last time that [thing] was mentioned inté@st, even if “that [thing]” doesn’t currently
describe it.

712.4 Some modifiers affect cards in zones other thay @ach modifiers specify what zones they
affect cards in. Unless a modifier specifies thaffiects cards in another zone, or unless it can
only function by doing so, modifiers only affectrda in play.

712.5 The source of a modifier from a resolving carchit tcard. The source of a modifier from a
resolving effect is the card that created thatotffEhe source of a modifier from a card’s
continuous power is that card. The source of a fimvdireated by another modifier is the same as
the source of the original modifier. A definite nifeel (714.3) inherits the text of its source as
it's created. An indefinite modifier (714.2) alwayses its source’s current text.

712.6 The controller of a modifier from a link is the p& who controlled that link as it resolved. The
controller of a modifier from a card’s continuouser is that card’s controller.

712.7 Some modifiers say a player “may [perform one oraraxctions].” That player may choose to
perform those [actions] only if he or she can parfthem in their entirety.

Page 43



713.0ne-shot modifiers

713.1 One-shot modifiers modify the game but have notihmaThey are created by definite powers
(704.1Db) or resolving links (709). Modifiers thagad or heal damage are always one-shot
modifiers.

Example: Fire Blast, which reads, “Your hero deals 2 filamage to target hero or ally,”
and Flash Heal, which reads, “Your hero heals 4 dgefrom target hero or ally,” both
create one-shot modifiers.

714.Continuous modifiers
714.1 Continuous modifiers modify the game over a pedabtime, and are either definite or indefinite.

714.2 An indefinite modifier is generated by a card’sefidite power (704.1a). It has no specified
duration and lasts until the game ends, or urdil tard is no longer in the appropriate zone with
the appropriate power. Such a modifier always ugesmation from the current game state.

Example: While Tracker Gallen is in play, his modifier ¢mmuously counts the number of
allies currently in his party. It lasts until heaees play or loses his power.

Tracker Gallen, 2, Alliance, Ally—Night EIf Hunté& [Ranged] ATK / 2 Health
Gallen has +1 ATK for each ally in your party.

714.3 A definite modifier is created by a definite pow@04.1b) or a resolving link (709). It usually has
a specified duration. If no duration is specifisd¢ch a modifier lasts until the game ends.

714.3a Some definite modifiers have a “while” conditionwasll as a duration. Such a modifier
applies only while that condition is true withis uration. That condition is not a duration.

Example: Sudden Reversal reads, “Target ally has +4 ATHKlevtefending this turn.” Its
modifier has a duration of this turn, but appliagyowhile the target ally is defending.

714.3b Some definite modifiers from a link apply while “\lléh[cardname] remains [a specified
way].” [Cardname] hasn’t remained [that way] isibpped being [that way] between the time
the link was created and the time it resolved diid stop, such a modifier isn’t created. In
addition, [cardname] hasn’'t remained [that way] Becomes a different card (415.10a).

Example: You control Helwen and activate her, targetingadly. In response, something
readies her. Then you activate her again, targetirsgcond ally. The effect from the later
activation resolves first and creates a modifiaatthains control of that second ally. As the
effect from the earlier activation resolves, it do¢ create a modifier, because she has
readied since that activation. If Helwen is Hibetedwhile exhausted, she hasn't “remained
exhausted” because she became a different carghsdose control of that second ally.

Helwen, 4, Warlock, Ally—Succubus Demon, Pet ([$hadow] ATK / 2 Health
You may choose not to ready Helwen during youryestep.
[Activate] >>> While Helwen remains exhausted, ymntrol target ally.

Hibernate, 2, Druid, Instant Ability—Balance
Put target non-token ally into its owner's resourow face down, then exhaust it.
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714.3c If parts of a link’s text have different duratiorise link will create a separate definite
modifier for each of those parts. A modifier caméive more than one duration. If a link’s text
has both one-shot and continuous parts, the lie&tes separate modifiers for each of those
parts. Unless more than one duration is explisiigcified, all continuous modifiers in a
sentence have the same duration.

714.3d A definite modifier exists independently from isusce. Removing or modifying that source
after that modifier is created won't impact thatdifier in any way.

714.3e A definite modifier affecting multiple cards doesflag any cards as it's created. Such a
modifier continuously checks what cards it appl@esso it can affect cards that weren't
affected as it was created, and it can stop affeatards that were affected as it was created.

Example: You control one ally and play Rally the Troopsjat reads, “Allies in your party
have +1 ATK this turn.” Later that turn, you playsacond ally. That ally also has +1 ATK
this turn. Later that same turn, an opponent gaiostrol of one of your allies. That ally no
longer has +1 ATK, because it's no longer in yoartp.

714.3f Some definite modifiers from a link refer to caedfected by an earlier part of that link. Such
a modifier does flag those affected cards as igated, and applies only to those cards for its
duration. This is an exception to 714.3d.

Example: You control a ready ally and an exhausted allg afay Leeroy Jenkins. As his
triggered effect resolves, it exhausts the reatly @ies to exhaust the exhausted ally, and
flags both as “other allies in your party.” Latehat turn, you play a third ally. During your
next ready step, neither of the flagged allies iaty, but the third ally can.

Leeroy Jenkins, 4, Alliance, Ally—Human Paladifiyiélee] ATK / 1 Health
When Leeroy enters play, exhaust all other alliegdur party. They can't ready during your next
ready step.

715.Triggered modifiers

715.1 Triggered modifiers are a type of definite modifisuch a modifier either has a duration or
specifies that it triggers the “next” time a spixifevent happens. Otherwise, it lasts until the
game ends. A triggered modifier can be identifigdHe words “when” or “at,” and functions like
a triggered power, except that it triggers offspecified event only within its duration. No
choices are made for a triggered modifier befotgggers (including targets). Effects created by
triggered modifiers follow the rules for triggereflects (708).

Example: Resolving Kil’zin's payment effect creates a shet modifier that deals damage,
and a triggered modifier that triggers when damagdealt this way. The triggered effect it
creates is “that opponent's hero deals 3 nature agento target hero or ally of his choice.”
That target is not chosen until that triggered effis added to the chain.

Kil'zin of the Bloodscalp, Horde, Hero—Troll Shan(@maitor), 28 Health

(1), Flip Kil'zin >>> Kil'zin deals 3 nature damagm® target hero or ally in an opponent's party. Whe
damage is dealt this way, that opponent's herosi@alature damage to target hero or ally of his
choice.
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716.Replacement modifiers

716.1 Modifiers that use both “would” and “instead” aspltacement modifiers. A replacement
modifier replaces a specified event with one oremopdified events. This doesn’t use the chain.
The specified event never happens, so no poweredifiers can trigger off it. Instead, the
modified events happen, which may in turn triggewers or modifiers.

716.1a If multiple modifiers would replace the same evémeg, player that would have been affected
by that event (or the controller of the card oklihat would have been affected) chooses one
and applies it (but see 717.3). Then, if one oremoodifiers are still competing to replace
that event, that player choose another one andesgpland so on.

716.1b A replacement modifier can replace an event ang,temen during intervals when no player
has priority. In order for a replacement modifieréplace an event, that modifier must exist
immediately before that event would happen. Rephece modifiers replace every instance
of the specified event, even if that event hapmeultiple times simultaneously.

Example: You control World in Flames and play Flamestrikéorld in Flames doubles each
packet of fire damage, so your hero deals 6 firmage to each opposing hero and ally.

Flamestrike, 7, Mage, Ability—Fire
Your hero deals 3 fire damage to each opposing hacbally.

World in Flames, 8, Mage, Ability—Fire
Ongoing: If your hero would deal fire damage, iatledouble that much instead.

716.1c A replacement modifier replaces the specified eegat if one or more of the modified
events can’'t be done.

Example: You play Forbidden Knowledge and remove the sggdremaining in your deck
from the game. Later that game, all ten of thoge€aave been put into your hand. If you
would draw a card, Forbidden Knowledge continuessgace that event, even though there
are no more cards to put into your hand. As a regalu don'’t lose the game due to drawing
from an empty deck.

Forbidden Knowledge, 8, Warlock, Ability—Demonology

Remove your deck from the game.

Ongoing: If you would draw a card, choose a card yemoved this way and put it into your hand
instead.

716.1d The modified events created by a replacement nevdifive been affected by that particular
modifier and can't be affected by it again, andhegican any events which those events get
turned into by further replacement modifiers. Hoeiethey can be affected by a different
instance of that replacement modifier.

Example: You control two copies of World in Flames andypiire Blast. Fire Blast creates
a packet of 2 fire damage, which the first WorldrFiames modifier replaces with a packet of
4. This packet can’t be replaced by the first med#gain, but it's replaced by the second to
create a packet of 8. This packet has been replbgdabth World in Flames modifiers, and
so can't be further replaced by either.

Fire Blast, 1, Mage, Instant Ability—Fire
Your hero deals 2 fire damage to target hero oy.all
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717.Replacing and preventing damage

717.1 Some replacement modifiers replace packets thaldimudealt or healed. They do so by

717.2

changing one or more specified attributes of thpzsekets. Any attributes not specifically
changed remain the same in the modified packetsiae that is put on a character is not dealt,
and so it can’t be replaced.

Example: You control Chromatic Cloak and play Mind Spikéwromatic Cloak’s modifier
increases the amount of the packet by 1 but chamgiféng else about it—it’s still shadow
damage that would be dealt by your hero with Miptk& As a result, the target’s controller
discards two cards.

Chromatic Cloak, 4, Armor—Cloth, Back (1), 0 DEF
If your hero would deal damage with an abilitydéals that much +1 instead.

Mind Spike, 2, Priest, Ability—Shadow
Your hero deals 1 shadow damage to target herdlgr lés controller discards a card for each
damage dealt.

A modifier that uses the word “prevent” is a tygeeplacement modifier (even though it doesn’t
use the word “instead”) called a prevention modifteach prevention modifier prevents either all
damage or a specified amount of damage that waulteblt to and/or by one or more characters.
Some modifiers prevent only a specified kind of dge(for example, combat damage). Each
modifier persists until it prevents its specifieda@unt of damage or its duration expires.

717.2alf a preventable packet is replaced by a modifiat prevents all its damage, that packet

ceases to exist. If a preventable packet of X denmgeplaced by a modifier that prevents Y
of its damage:

That packet is reduced by Y. If it's reduced tor(ess, it ceases to exist.

The amount that modifier can prevent is reduced by it's reduced to O or less, that
modifier ceases to exist.

717.2b If a packet is prevented completely, it ceasexist and deals no damage, and so doesn’t

trigger powers or modifiers that trigger off damdgéng dealt.

Example: An ally with 1 ATK attacks your hero, and you&x$t Green Whelp Armor to
prevent the combat damage. Its power doesn't tripgeause the damage wasn't dealt.

Green Whelp Armor, 4, Armor—Leather, Chest (1) EFD
When an attacking ally deals combat damage to hewo, you may pay (2). If you do, put that ally
into its owner's hand.

717.2c Each ready equipment with 1 or more DEF generatexptonal prevention modifier. If a

preventable packet would deal damage to a herbhéra’'s controller may exhaust such an
equipment to reduce that packet by that equipm&tEBE. This doesn’t use the chain. If that
packet's amount is less than that equipment’'s Dig-gxcess DEF is wasted. If that packet
would still deal damage to that hero, that playay mxhaust another equipment, and so on.
Equipment can’'t be exhausted to prevent futurenpreventable damage.

717.2d If a packet is prevented partially or completelytriggers powers or modifiers that trigger off

damage being prevented.
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717.3 If multiple modifiers are competing to replace #ane packet, one is chosen and applied. Then,
if one or more modifiers are still competing tolese the modified packet, another is chosen and
applied, and so on. In each case, the next moddfibe applied is chosen as follows:

717.3aIf any of the competing modifiers would increaseesdf the packet, or change its combat
damage flag, preventability, or damage type, therotler of that packet chooses one of
those modifiers.

717.3b Otherwise, the controller of the packet’'s destmatharacter chooses a competing modifier.
If that packet is unpreventable, that controllertahoose a prevention modifier.

Example: An opponent controls World in Flames. A frienglgtyer controls Berserker

Stance and a ready Golem Skull Helm (3 DEF). Thabaent plays Fire Blast targeting that
friend's hero. In response, you play Intervene ¢tirgy that hero. As Fire Blast resolves, it
creates a packet that multiple modifiers competepbace. First, that opponent chooses the
order in which the Stance and World in Flames grpli@d (because both increase the size of
the packet). He chooses to apply the Stance b®&foréd in Flames to maximize damage.
Then, your friend chooses whether the Helm or \etlee applies next. He chooses to exhaust
the Helm to prevent 3 damage before the remainidgr8age is redirected to your hero.

Berserker Stance, 3, Warrior, Ability—Fury, Staiite
Ongoing: If your hero would deal damage, it dealattmuch +1 instead.
If your hero would be dealt damage, it is dealtttiruch +1 instead.

Fire Blast, 1, Mage, Instant Ability—Fire
Your hero deals 2 fire damage to target hero oy.all

Intervene, 1, Warrior, Instant Ability—Protection
The next time damage would be dealt to target ditighero or ally this turn, it's dealt to your hero
instead.

World in Flames, 8, Mage, Ability—Fire
Ongoing: If your hero would deal fire damage, iatledouble that much instead.

717.4 Some modifiers replace “the next time” a charaateuld deal (a specified type of) damage. If a
link resolves to create multiple packets of (tlyaetof) damage in the presence of such a
modifier, then all of those packets are considéodak “the next time” and are replaced.

Example: You resolve Stormstrike and then use Ramsteigidriing Bolts’ power. As that
effect resolves, it creates a packet of 1 natureatge for each hero and ally, each of which
is replaced by a packet of 3 nature damage by Stiike’s modifier.

Ramstein's Lightning Bolts, 3, Item, Trinket (2)
(2), Destroy Ramstein's Lightning Bolts >>> Yourdeleals 1 nature damage to each hero and ally.

Stormstrike, 1, Shaman, Instant Ability—Enhancermafent
Enhancement Hero Required <p> Ready your hero arelaf your Melee weapons. <p> The next
time your hero would deal nature damage this titrdeals that much damage +2 instead.

717.5 Some modifiers prevent “the first” X damage thaharacter would be dealt each turn. Each turn,
the amount such a modifier can prevent is redugetfor each damage that's already been dealt
to that character this turn, and for each damagievtbuld have been dealt to that character that’'s
already been prevented this turn. If it's reduaed or less, that modifier ceases to apply for the
rest of the turn.

Page 48



718.Modifier interaction

718.1 Continuous modifiers are applied in timestamp otd#ess one depends (719) on another.
Replacement modifiers are an exception and follé@é. ¥. One-shot modifiers have no timestamp
and are applied as they are created, after takingaccount all applicable continuous modifiers.

718.2 The timestamp of:

718.2a A card in play is the time that card entered playt 6ee 718.2b). If that card started the game
in play, its timestamp is the start of the game.

718.2b An attachment in play is the time it last attached.

718.2c A card in a non-play zone is the time that caré et that zone. If that card has been in that
zone the entire game, its timestamp is the statefiame.

718.2d A continuous modifier from a link is the time tHik resolved.

718.2e A continuous modifier from a card’s definite pow@04.1b) created “as” an event happened
is the time that event happened.

718.2f A continuous modifier from a card’s indefinite paw&04.1a) is the timestamp of that card
(if that power is printed on that card) or the tithat power was added to that card (if that
power is not printed on that card). If a lost ind@éé power returns, any continuous modifiers
that power generates get a new timestamp (700.3).

718.2g A continuous modifier from an unnamed counter thaeteases the ATK, DEF, or health of
the card it's on is the time that counter was putrat card.

718.3 If multiple continuous modifiers start to apply siltaneously, the turn player first chooses an
order for the timestamps of those modifiers thapthshe controls. All are timestamped before
any other modifiers that would be applied at thmeséime. Then the next player clockwise
chooses an order for the timestamps of those neoglifhat he or she controls, with his or hers all
being timestamped after the turn player’s, but keetbe next player clockwise, and so on.
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719.Modifier dependency

719.1 A continuous modifier depends on a second modiffitiie presence of the second changes which
cards the first could apply to, or what resultatilcl apply to them. A modifier that adds to or
subtracts from ATK applies a result only to catust thave an ATK value (including 0). The
same is true for DEF and health. Modifiers nevgreshe on replacement modifiers. Modifiers
that don’'t depend on any modifiers are “independent

Example: You control an “animated” Arcanite Dragonling arah opponent controls Breen
Toestubber. Breen's modifier can potentially chatigeATK value of cards in play, and the
Dragonling’s modifier can potentially change whetbe not it itself has an ATK value, so
Breen’s modifier depends on the Dragonling’s. Assult, the Dragonling has 1 ATK,
regardless of when Breen entered play, and evitne iDragonling’s power is used again.

Arcanite Dragonling, 1, Item, Trinket (2)
(1) >>> Arcanite Dragonling is also an ally with PMelee] ATK / 2 health and protector this turn.

Breen Toestubber, 5, Alliance, Ally—Gnome WardojiVielee] ATK / 5 Health
Opposing allies have -1 ATK.

719.2 If at least one modifier is dependent upon anotimeange all independent modifiers in
timestamp order. Then, insert each modifier thaededs on another after the latest timestamp
among itself and all the modifiers it depends ugguply the modifiers in the resulting order.

Example: You control a Fel Reaver token and Silas Darkmam an opponent controls
Deafening Shout. Silas’s modifier depends on DéadeBhout’s, because Deafening Shout
changes the result that Silas would apply, and saféning Shout applies before Silas,
regardless of which entered play first. As a ressilas has ATK equal to -3 (from Deafening
Shout) +7 (which is the Fel Reaver’'s ATK after gppy Deafening Shout) for a total of 4.

Deafening Shout, 7, Warrior, Ability—Fury Shout
Ongoing: Opposing allies have -3 ATK / -3 health.

Silas Darkmoon, 6, Ally—Gnome Ringleader, Uniqu@lélee] ATK, 0 Health
Silas has additional ATK equal to the combined ATHll other allies in your party, and additonal
health equal to the combined health of all othdiealin your party.

Thundering Footsteps, 8, Ability
As an additional cost to play, stomp your feet.
Put a Mechanical ally token named Fel Reaver in&y pvith 10 [Melee] ATK / 10 health.

719.3 If two or more modifiers all depend on each otf7d9.2 would make each of them try to apply
after all the others. Such a loop has to find gisgapoint for each card it affects. Apply the
earliest timestamped modifier in the loop that sggplo that card, and then continue through the
loop applying each modifier in dependency/timestamger, once each.
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8. Additional concepts

800. Card-specific rules

800.1 Hearthstone

Hearthstone, 6, Item
(6), [Activate], Concede the game >>> Each play&ooses any number of his equipment that he
owns. That equipment stays in play for the nextegam

800.1a Hearthstone has a power with conceding the garparasf its cost. Using this power is
called “hearthing” and follows the rules below, tgasf which are exceptions to other rules.

800.1b A player may hearth any time he or she has priolity multi-player game, hearthing
concedes the game for an entire team, so a playstrimve the unanimous permission of all
remaining players on his or her team in order t@rtfe

800.1c Hearthing doesn’t add a link to the chain, so it'the responded to or interrupted. Rather, a
modifier is created as part of paying the cost.thhadifier affects all players remaining in
the game, including the hearthing player. As thadifrer is created, each affected player
chooses any number of equipment he or she cottaistarted the match in his or her deck
or sidedeck, then that game ends. As it ends,iaky temaining on the chain are interrupted.

800.1d Chosen cards stay in play between games, keepoaimyezs, and continue to count towards
deck totals for the next game. All other cards<lmaffled into decks and may be sided out
between games as normal. Hearthing during the §iaade of a match does nothing but end
that game.

800.1e If chosen cards cause uniqueness violations (A #)eanext game starts, those violations are
repaired immediately after mulligans (101.2) hagerbcompleted.

800.2 Through the Dark Portal

Through the Dark Portal, Quest
During your turn, pay (13) to complete this quegt> Reward: Remove your deck and graveyard
from the game. Build a new ten-card deck using £&mim your entire collection.

800.2a In a tournament, your collection is your side destkyour side deck becomes your new deck
as this reward effect resolves. If you complets thiest a second time in the same game of a
tournament match, you must remove your deck aneegead, but you can'’t build a new
deck.

800.2b In casual play, your collection includes all caimdgour possession, but excludes the cards
with which you started the current game. To buittbav deck, you must keep the same hero
and follow the usual deck building rules (100). Yaan include up to four copies of each
non-unlimited card in your new deck, even if theldeith which you started the current
game contained four copies of that card.

800.2c As the last part of resolving this reward effebt)ffle your new deck.
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800.3 Lady Katrana Prestor

Lady Katrana Prestor, 5, Ally—Black Dragon Traitdfique, 4 [Fire] ATK / 5 Health
Traitor Hero Required
(15) >>> Remove all of your cards in all zones fréine game and start an Onyxia Raid.

800.3a If you use Katrana's power, follow these stepshas ¢ffect resolves. No player gets priority
during these steps. If you can'’t perform all ofsheteps, nothing happens, and then the turn
player gets priority. Otherwise:

» All cards you control or own are removed from tlaeng by the game (103.3), and Onyxia
Stage 1 enters your party.

» Shuffle theOnyxia's LairMain deck and Event deck. These decks can't bized. If
you don’t have these decks, you can'’t perform skep.

* Put the top seven cards of the Main deck into y@und. You may mulligan (101.2). No other
players put any cards into their hands.

* End the current turn (500.5) and skip to the sthytour next turn. You skip your first draw
step. Play proceeds following thi¢orld of Warcraft® Raid Rules

801.Additional documents

801.1 Tournament players must follow these rules in dalilito tournament policy outlined at
www.ude.com/policy If policy is different from these rules, policgkes precedence during a
tournament.

801.2 Players must ensure that they are using the mogrticard text, which can be found at
www.ude.com/wow/rules

802.Simultaneity

802.1 If simultaneous events require simultaneous chdices one or more players, the turn player
makes all of his or her choices first, then thetpdxyer clockwise, and so on. After all choices
have been made, those events happen simultanetiuslyltiple triggered effects are waiting to
be added to the chain, see 708. If multiple modifagply simultaneously, see 718.

802.2 If multiple packets would be dealt to or healedrirmultiple characters at the same time, the turn
player chooses the order in which packets desfimrecharacters in his or her party will be
processed and then processes them using 717.3htheaext player clockwise, and so on.
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803.Loops

803.1

803.2

803.3

803.4

803.5

Sometimes a game state occurs in which a seriagtiohs could be repeated indefinitely. This
section deals with such “loops.”

If a loop involves one or more optional actionse dull iteration must first be performed. Then,
the player that performed the first optional aciiothat loop must choose a nhumber. Then,
starting with the next player clockwise, any otplayer that performed an optional action in that
loop may choose a smaller number. The smallest auniibsen (X) is the number of additional
times the loop starts, ending just before the étonal action of the player that chose X is
performed for the Xth additional time. Then, thaygr who chose X gets priority. The next
action taken can’t be the action that would cordithat loop.

If a loop of mandatory actions involves one or nimiggered effects, and no player is able and
willing to break it, one full iteration must firbie performed. Then, the player that controlled the
first triggered effect in that loop must chooseuanber greater than 1 million. That number (X) is
the number of additional times the loop startsjmmglist before that effect triggers for the Xth
additional time. That effect doesn't trigger thatd, and play proceeds normally from there.

Example: You control Tyrande, a Wisp ally token, and P>8-¥8@inter Wondervolt choosing
“Night EIf.” An opponent plays Withering Shout. Asesolves, the token is destroyed by
PPP, which triggers Tyrande’s power. After succasgiasses, that triggered effect resolves,
putting a new token into play, which is destroygdPPP, which triggers Tyrande’s power,
and so on. You control the triggered effect, sogtmapse to start the loop an additional 2
million times. The loop ends just before Tyranadfect triggers for the 2 millionth

additional time. It doesn’t trigger that time, apthy proceeds with the turn player getting
priority.

High Priestess Tyrande Whisperwind, 5, Alliancéy-AINight EIf Priest, Unique

When a Night EIf in your party is destroyed, pWsp ally token into play with 0 [Melee] ATK / 1
health. <p> (1), Destroy a Wisp in your party >>>hat Wisp deals 1 nature damage to each
opposing hero and ally.

PX-238 Winter Wondervolt, 3, Ability
Choose an ally type. <p> Ongoing: All allies alsave that type.

Withering Shout, 4, Warrior, Instant Ability—Furh@&it
Ongoing: Opposing allies have -1 health.

A player may break a loop after some iteratiorpamway through one, with an action that would
stop the loop from continuing as demonstratechiff bccurs, the loop stops at that point (without
completing the chosen number of iterations), aagt proceeds normally from there.

If a loop involves neither optional actions noggered effects, and no player is able and willing
to break it, the game is a draw.
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10. Glossary

Activate (701.3) An activated power is a payment power with atvaté @) symbol as part of its cost.
To activate a card, exhaust it. An exhausted caintt be activated. An ally’s activated powers can b
used only if that card has been in its currentypeaohtinuously since the start of its controlleriest
recent turn. Only allies have this restriction.tBoting with a character is not using an activgieder.

Aldor: An Aldor card is a card with Aldor reputation.e3Reputation.
Ally Type: SeeType, Ally.

ATK (205): The attack (ATK) of a character or weapon isrthber in its lower left corner. The icon
around that value illustrates that card’s damage:ty

OCd® O NEaé¢

Arcane Fire Frost Holy Melee Nature Ranged Shadow

As a combat concludes between an attacker anceadtsf, each deals combat damage to the other of an
amount equal to its ATK and of the type specifigdtb icon. Striking with a weapon adds both itskAT
and damage type to its controller’s hero for theatian of that combat step.

Attach (400). To attach a card is to physically place it unéath another “host” card. Any number of
attachments can be attached to a single hostdimgjumultiple attachments with the same name. At pa
of a host becoming a different card, each of t@chaiments is destroyed by the game.

Attachment (400) An attachment card can be identified by the wéatsch to,” followed by an attach
description.

Attacker: An attacker is an attacking character. A charameomes an attacker as it exhausts to attack.
It stops being an attacker as the combat step@maisit becomes a different card, changes coetsplbr
is removed from combat.

Attack Window (602.1). The first of two priority windows during a combstep, immediately preceding
the protect point.
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Bear Form: A keyword power that heroes can have. Each igstafithe “bear form” power means your
hero has both protector and “When you play a naadFability or strike with a weapon, destroy each
ability that's the source of a modifier grantinguydnero bear or cat form.” S&eotector.

Berserking: A keyword power that characters can have. It mé@his character has +1 ATK for each
damage on it.”

Can't (103): If a modifier says that [something] can’t happangd another modifier or rule tries to make
[something] happen, that “can’t” modifier takes grdence. If an action can’t be performed, any cost
involving that action can’t be paid. Events thaarit” happen can’t be replaced. A rule that says &h
card is destroyed, removed from the game, or impéed “by the game” can’t be stopped, even if that
card can't be destroyed, removed from the gamimterrupted.

Capacity (306.4) Some locations havecapacity value in their lower right corner. Such a locatvifi
also have a power that “adds” one or more [desoriptounters. This means to put that many counters
on that location. A location can’t have [descriplicounters in excess of its capacity.

Card In Play (415.3) If text refers to a “card in play,” it's refergrto a card in play or a token in play.
Card Type: SeeType, Card.

Cat Form: A keyword power that heroes can have. Each igstafthe “cat form” power means your
hero has both “+1 ATK while attacking” and “Whenuyplay a non-Feral ability or strike with a weapon,
destroy each ability that’s the source of a modiji@nting your hero bear or cat form.”

Chain (415.7) The chain zone is where players put cards bdimged, resources being placed, and
effects they control. A link is any card or effect the chain. Links are always added on top otttan,
on top of any links already on the chain. All lirkk® face up except resource cards being placed fac
down. A link waits on the chain until it resolvesi® interrupted. The chain is empty while there
links waiting to resolve.

Character (300.1) A hero, ally, or Totem.

Class (206.1a)There are ten classes: death knight, druid, humtage, paladin, priest, rogue, shaman,
warlock, and warrior. No other tag is a class, smdot all character cards have a class.

Collection (800.2) In a tournament, your collection is your sidelddn casual play, your collection
includes all cards in your possession, but excléidesards with which you started the current gahmg.
time you're told to choose a card from your coitecaind put it into a game zone, you must choose a
legal card.

Combat Damage (603.1)Combat damage is dealt during combat conclusidoy anodifiers that specify
that the damage they deal “counts as combat dafmaigg other damage is not combat damage, even if
it's dealt during a combat step. If both an attagwed defender remain as a non-sabotage combat
concludes, the attacker deals a packet of comlaagia equal to its ATK to the defender, and the
defender simultaneously deals a packet of combratida equal to its ATK to the attacker.

Complete (702) To complete a quest is to add one of its rewHetes to the chain.

Conspicuous A keyword power that characters can have. It rmé@pposing heroes and allies can
protect against this character.” To protect wittharacter, exhaust it at the protect point of alzairstep.
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Continuous Madifier (714). Continuous modifiers modify the game over a pkobtime, and are either
definite or indefinite. An indefinite modifier issgerated by a card’s indefinite power. It has recggd
duration and lasts until the game ends, or urdil dard is no longer in the appropriate zone with t
appropriate power. A definite modifier is creatgdabdefinite power or a resolving link. It usudtigs a
specified duration. If no duration is specified¢ls@ modifier lasts until the game ends.

Continuous Power (704) Any power that is not a payment, reward, or teiggl power. Continuous
powers generate modifiers without using the cheaiwl, are either definite or indefinite.

Control (401): A player controls his or her hero, each card&he puts into play, and each link he or
she adds to the chain. No more than one playecaatnol the same thing at the same time. Some
modifiers change the controller of a card in plBlye hew controller moves it to his or her ally,desr
resource row, if applicable. Any attached cardg attached but don't change controllers.

Copy, Card In Play (402.2) Some modifiers say that a card in play “becomesgpy” of a second card.
As such a modifier is created, the first card laasf its printed information, and then its pedt
information becomes identical to that of the seccendl. Copied information can itself be copiedifso
the second card is a copy of a third card, thé deisd gains the printed information of the thiedd; and
So on.

Copy, Card On Chain (402.1) Some modifiers tell a player to copy a card andhain. This means that
player adds a duplicate of that card to the chaiduplicate isn't “played.” A duplicate copies the
original's name, play cost, type, tags, text, amdent target, as well as all other choices thaehzeen
made for it, including modes, costs, and the valug¢. Before adding a duplicate to the chain, fhlayer
may choose new legal targets for it. As part ofiplidate leaving the chain, it ceases to exist.

Cost (402) A cost is anything a player must pay to add k tnthe chain or perform any other game
action. A player can’t pay a cost unless he ortgtsesthe means to pay all of that cost. If a cagtires
multiple actions to be taken, they can be takeenynorder that allows all of them to be taken nifagtion
can't be taken, any costs involving that action'ttam paid. Se®ayment Power

Cost, Play (403.4)A card’s play cost is the number in its uppet &girner. This is the number of
resources a player must exhaust to play that taadink or modifier looks for a card’s cost, ises that
card’s printed play cost.

Cost, Resource (403.4A resource cost can appear in a card’s text tpresented by a number in a
circle (and by a number between parentheses ie tlss). A card’s play cost is also a resourcé cos

Example: You must exhaust two resources to play a carld a2 in its upper left corner, or
to use a payment power with a cos®f(represented by (2) in these rules).

Counter (404.1) A small object placed on a card by a modifiea tfard refers to a counter, it’s referring
to a counter on itself unless otherwise speciffddcounters are removed from a card as part of it
becoming a different card. Counters remain on d aatil they are removed.
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Damage (405)Damage on a character is permanent unless ileti®r that character becomes a
different card. A character can accumulate damaggter than its health. Damage greater than orl equa
to a character’s health is called fatal damageh@acter with fatal damage is destroyed during PiRP.
hero is destroyed, its controller immediately lodesgame.

Damaged (405) A character is damaged if it has any amount afage; otherwise it's undamaged.

Damage Type (408.3a)There are eight different types of damage:

O ©® O ReEeaé¢

Arcane Fire Frost Holy Melee Nature Ranged Shadow

Deal (405.3) Damage can be either dealt to or put on a clerddamage that would be dealt is
represented by packets that can be replaced gne\eented.

Deck (415.4) A deck is a pile of cards in a deck zone. Cardsugually drawn from the top of a deck.

Deckbuilding (100.2d) Some heroes have bold text that reads, “Deckingildollowed by inclusions
and exclusions. These words are neither keywordpawers. Such inclusions are the only cards that ¢
be legally included with such a hero. Exclusiok®tarecedence over inclusions.

Decked (410.6k)During PPP, all players who have been requirettaev a card from an empty deck
become “decked” and immediately lose the game.

DEF (304.1) The defense (DEF) of an equipment card is thebaunm its lower right corner. If a
preventable damage packet would be dealt to a trerbhero’s controller may exhaust one of hisar h
equipment with 1 or more DEF to prevent that muamage from that packet. If that packet would still
deal damage to that hero, that player may exhaagher equipment, and so on. This doesn’t use the
chain.

Defender. A defender is a defending [thing]. A [thing] detks as it enters combat with an attacker,
immediately after the protect point of a combapstestops being a defender as the combat step@nd
as it becomes a different card, changes controlieris removed from combat.

Defend Window (602.3) The second of two priority windows during a coméi@p; the defend window
opens immediately following the protect point. Aaygr may strike with a weapon only while he or she
has priority during a defend window while his or hero is in combat.

Definite Modifier (714.3): One of the two types of continuous modifier. Aidiee modifier is created by
a definite power or a resolving link. It usuallyshea specified duration. If no duration is specifigach a
modifier lasts until the game ends.

Definite Power (704.1b) One of the two types of continuous power. A dédipower generates a
modifier “as” an event happens.

Destroy (415.10d) To destroy a card is to put it into its ownertaggyard from play. A character with
fatal damage or 0 health is destroyed during PPP.
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Dice, Die: Some cards say to roll dice. All rolls are donewsitx-sided dice, between one and two
centimeters wide. If a card references a die itilyeferring to a die that was rolled becausarof
explicit instruction to do so, rather than oneedlto choose something at random, for example.

Diplomacy: A keyword power that characters can have, follbg a [description]. It means “You pay
(1) less to play [description] allies, to a minim@fin(1).”

Discard (415.10c) A player discards a card from his or her handdwealing it and then putting it into
his graveyard. Cards can be discarded only frond héa player discards multiple cards, each obtho
cards is discarded one at a time.

Draw (415.10€) A player draws a card from his or her deck bytipgtit into his or her hand. Cards can
be drawn only from a deck. Not all events thatgpuaard from a deck into a player's hand are draw
events. If a player draws multiple cards, eaclho$é cards is drawn one at a time.

Dual Shield A keyword power that heroes can have. The cdetrof a hero with dual shield can have
two Shields without violating uniqueness. Addinglelee weapon or another Off-Hand equipment
causes a uniqueness violation.

Dual Wield (406} A keyword power that heroes can have. The cdetrof a hero with dual wield or
Two-Handed dual wield can have certain combinat@requipment that would normally violate
uniqueness without violating uniqueness, and stsiite two Melee weapons per combat.

Dual Wield, Ranged (406) A keyword power that heroes can have. The cdetrof a hero with Ranged
dual wield can have two Ranged weapons withouatioy uniqueness, and strike with two Ranged
weapons per combat.

Dual Wield, Two-Handed (406) A keyword power that heroes can have. The cdetrof a hero with
dual wield or Two-Handed dual wield can have cartmimbinations of equipment that would normally
violate uniqueness without violating uniquenessl, stnke with two Melee weapons per combat.

Effect (705.3) An effect is a placeholder on the chain. Usimpaer, completing a quest, proposing a
combat, and striking with a weapon (collectivelfled “playing an effect”) all add an effect to tbleain.
Triggering a power or modifier also creates anctffieat is added to the chain during PPP. An effect
waits on the chain until it resolves or is intetegh An effect that resolves leaves the chain aodifies
the game. An interrupted effect leaves the chathdoes nothing.

Elusive (601.2b) A keyword power that cards can have. It meanss €hrd can’t be proposed as a
defender.”

Enter Combat (602.3) Attackers and defenders enter combat immediatiédy the protect point of a
combat step.

Equipment (300.1) An armor, item, or weapon.

Exhaust (411) To exhaust a card in play, turn it sideways. Gnphysically ready card can be
exhausted. A card exhausts only if it physicalfngitions from ready to exhausted. The opposite of
exhausted is ready (upright).
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Faction (206.1b) A card’s faction is represented by one of théofeing icons. For example, a “Horde
ally” is an ally with the Horde icon. An Alliancdgyer is one who controls an Alliance hero and addo
player is one who controls a Horde hero.

& Aliiance Horde
Fatal Damage (405.2)Damage on a character greater than or equa teedlth. A character is dealt fatal
damage if it has damage greater than or equat teedlth after that damage is dealt. “More thaal fat

damage” is damage in excess of a character’s health

Ferocity: A keyword power that allies can have. It meanki§Tally can be proposed as an attacker
regardless of how long it's been in your party.\Wwéwver, the activate@®)) powers of an ally with
ferocity can't be used unless that card has beés gurrent party continuously since the staitof
controller’s most recent turn, as normal.

Finishing Move: A keyword power that abilities can have, optibp&bllowed by a [description]. If no
[description] is specified, the default is “Combd.tneans “As an additional cost to play, remove X
[description] cards in your graveyard from the gamleere X is 5 or less.”

Flip: To flip a face-up hero, turn it face down, andevwwersa. Not all events that turn a hero ovefligre
events. If a hero was ready before it flippedtays ready. If a hero was exhausted before itéltypt
stays exhausted.

Flip Power (301.2) A hero’s power that involves flipping that hero.

Friendly: Friendly players include you and, in multiplagermes, other players on your team. Friendly
cards and effects are controlled by friendly play&riendly zones are owned by friendly players.

Heal (407) To heal an amount of damage from a characterrigrhove that much damage from it. If that
character has less than that amount of damagextess is wasted. If a modifier would heal damage
from a character with no damage or a characterctn@t be healed, it fails to heal that charaddermage
that would be healed is represented by packets#mbe replaced.

Health: The number in the lower right corner of a chagacard. If a card accumulates damage equal to
or greater than its health (fatal damage), it'srdged during PPP. If a hero is destroyed, its rabler
immediately loses the game.

In Combat (602.3) An attacker or defender is in combat while the@ opposing attacker or defender.
No characters are in combat before the protect pdia combat step.

Indefinite Modifier (714.2): One of the two types of continuous modifier. Adefinite modifier is
generated by a card’s indefinite power. It haspersied duration and lasts until the game endsintit
that card is no longer in the appropriate zone thighappropriate power.

Indefinite Power (704.1a) One of the two types of continuous power. Each oard’s indefinite powers
generates a continuous modifier that doesn’t hasggeaified duration and lasts as long as thatisard
the appropriate zone and has that power.
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Inspire (501.1b} A keyword power that characters can have, follde [card(s)]. It means “As each
other player’s ready step starts, you may readydéahnausted [card(s)] in play you control.” Thisedn't
use the chain and happens at the same time asthieatplayer readies his or her cards in play. @nly
exhausted card can be inspired. You can't choosespire a ready card, or the same card more thae o
each turn.

Instant: A tag that some cards have on their type linplayer can play an instant any time he or she has
priority. A player can play a non-instant card odiying his or her non-combat action phase white th
chain is empty and he or she has priority.

Interrupt (711): A link that is interrupted gets removed from tiain and does nothing. If that link is a
card, it's put into its owner's graveyard. If aliis interrupted, the entire text of the link isarrupted.
Interrupted links don’t create modifiers, put cairte play, or affect the game in any way. Aftdink is
interrupted, the turn player gets priority. A lio&n't interrupt itself. A card can be interruptedyowhile
it's on the chain. A card in any other zone isaddgal target for interruption.

Keyword: A bold word representing a power that appeaesdard’s text box. Each keyword has an entry
in this glossary. Not all bold words that appeaa icard’s text box are keywords. Current keyworgs a
bear form, berserking, cat form, conspicuous, difgoy, dual shield, dual wield (including Ranged and
Two-Handed dual wield), elusive, ferocity, finisgimove, inspire, long-range, protector, resistance,
sabotage, sextuple wield, shadowmeld, stealthywiyrtrap, untargetable, and war stomp.

Link (705): A card or effect on the chain. Playing a carglacing a resource adds that card to the chain.
Using a power, completing a quest, striking witlveapon, or proposing a combat adds an effect to the
chain. Triggered powers and modifiers can alsotergggered effects that are added to the chaimglu
PPP.

Long-Range A keyword power that characters can have. It mé®hile this character is attacking,
defenders can’t deal combat damage.” This is diffefrom the ranged damage type.

Loyal (206): A hero is loyal if it doesn’t have the traitogta

Master Hero (301.4) Master heroes, unlike other heroes, start theegam deck and can be played. A
Master hero enters a party face up with the sataetahents, counters, damage, and ready/exhausted
state as that party’s previous hero, and thengiteatious hero is removed from the game. None &f thi
uses the chain. A Master hero can't be flippediareéd face down, and a hero removed from the game
this way can’t leave that RFG zone.

Modal (707.1b} A modal link is indicated by the phrases “choose:”, “choose two:”, “choose one or
both:”, “choose one or more:”, or “an opponent ctesone:”. Each mode is separated by a semicolon.

Modifier (711.2): There are two types of modifiers: one-shot anttinaous. One-shot modifiers modify
the game but have no duration. Continuous modifievdify the game over a period of time.

Mulligan (101.2): Once per game, before starting the first turchgaayer may mulligan by shuffling his
or her hand back into his or her deck, and thetinguthe top seven cards of that shuffled deck iretod.
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Neutral (206.1b) A card is neutral if it has neither the Allianoer the Horde trait icon.

Non-Combat Action Phase (502.1)During a player’s action phase, outside of a canstep, that player
is said to be in his or her non-combat action phagdayer can do the following only during hisloer
non-combat action phase, while the chain is emptiytee or she has priority:

* Play a non-instant card (409)
* Place aresource (411)
* Propose a combat (600.3)

One-Handed A weapon without the two-handed tag is a one-bdngeapon.

One-Shot Modifier (713) One-shot modifiers modify the game but have natiln. Modifiers that deal
or heal damage are always one-shot modifiers.

Ongoing (305.2) A bold word that some ability cards have, follall®y a colon. Ongoing abilities enter
play as they resolve; non-ongoing ability cardspareinto their owner’s graveyard as they resolve.

Opposing Opponents are opposing players. Opposing zoresvaned by opponents. Opposing effects
and modifiers are controlled by opponents. Opposards are cards in play or on the chain contrdied
opponents, or cards in opposing zones.

Orientation: Whether a card in play is ready or exhaustedhae up or face down, is its orientation.
Other: If a card refers to “other” cards, it's referritmycards other than itself.

Owner (401.2) Cards in all zones are owned by the player insgtdeck they started the game. If text
refers to a card belonging to a player (for examjmee of your weapons,”) that text is referringthe
controller of that card, who may or may not bedhaer. If a card is put into a deck, graveyard,dham
removed from game zone, it’s put into its ownen'stance of that zone.

Packet (408) Packets represent damage that would be deattadedh Each packet has the following
attributes: amount, destination character, sounegacter, and controller; and may have one or robre
the following attributes: damage types, unprevdetflag, combat damage flag, and association with a
ability or equipment. A modifier that replaces &lst specifies what attributes of that packet itifies.
Any attributes not specifically modified remain hanged in the modified packet.

Party (415.9b) Cards in play a player controls are collectivedyled his or her party. There is no limit to
the size of each party. A card enters a players/@s it enters play under that player’s contoolthat
player gains control of it. A card leaves a padytdeaves play or changes controllers. A carplay that
gains or loses a card type neither enters nor ¢ea\garty.

Pass (41Q)A player with priority may add a link to the chair pass priority clockwise to the next
player. Any time all players pass priority in sussien:

» If the chain is not empty, the topmost link of ttiein tries to resolve, and then the turn
player gets priority.

» If the chain is empty, the current priority windabeses and the game advances. The window
doesn't close as the chain empties, but only afiecessive passes while the chain is empty.
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Payment Power (701)A payment power can be identified by the arrowtsrtext, represented by “>>>"
in these rules. The text to the left of the arrevthie cost of using that power. The text to thitrig the
effect that using that power adds to the chainlafqr may use a payment power any time he or skie ha
priority, as long as he or she can pay its cogné&Spayment powers have an activi@®) gymbol as part

of their cost. To pay that part of the cost, exh#us card with that power.

Place (412.1)On each of a player’s turns, that player may skamne card from his or her hand and
place it as a resource. Placing a resource isrogitid player may place only one resource per tarn.
player can place a resource only during his omlercombat action phase while he or she has priorit
and the chain is empty. Placing a resource puts@urce card on the chain. Only quests and losation
may be placed face up or face down. Other cardstgpa be placed only face down.

Play (Noun, 415.9) One of the six zones of the game. Each playetralsrthree rows in play: a resource
row for resources; an ally row for allies; and achew for equipment, non-attaching ongoing alasii
and his or her hero. A card enters play as it mowesthe play zone from any other zone, and legleag
as it moves from the play zone into any other zone.

Play (Verb, 409) To play a card is to add it to the chain fromtaeo zone. A player can play an instant
card any time he or she has priority. A player glay a non-instant card only while he or she haipy
during his or her non-combat action phase andhhéds empty. Playing a card is different fromairay

a resource, although both add a card to the caiasts and locations can’t be played; they can loaly
placed.

Play Cost SeeCost, Play

Power (700) A card’'s powers may include the game text indta box, as well as any keywords or
guoted text added to it by modifiers. Powers fuarctinly on cards in play unless otherwise specified
There are four types of powers: payment, rewaiggéred, and continuous.

PPP, Pre-Priority Processing (410.5)Any time a player would get priority, pre-prigriprocessing
takes place first. This first involves a seriepad-priority checks. Next, any waiting triggeredeefs are
added to the chain, and then that player getsigyior

Prevent (717): Prevention modifiers can be identified by the evggrevent” and replace damage that
would be dealt to and/or by one or more characléhis. doesn't use the chain. Prevented damageviex ne
dealt. If a packet is prevented completely, it esds exist and so doesn't trigger powers or medifthat
trigger off damage being dealt.

Priority (410): A player’s option to add a link to the chain &led priority. A priority window is a game
interval during which players get priority. As ageity window opens, the turn player is the firstget
priority. No more than one player can have pricgitghe same time. That player may add a link sspa
priority clockwise to the next player. If a playdrooses to add a link, he or she gets priorityragter
adding that link. After a card or effect resolvesority returns to the turn player.

Propose (600.3)During a player’s non-combat action phase, theatgr may propose any number of
combats. Each combat is proposed as either a gghotanormal (non-sabotage) combat. A player may
propose a combat only if he or she has prioritylevtiie chain is empty. Proposing a combat adds a
proposal effect to the chain. To propose a congbplayer chooses one ready character in his qodrgy
to be the proposed attacker, and a proposed defeksla proposal effect resolves, a combat stafssta
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Protect (602.2) At the protect point of a combat step, any playgposed to the attacker may exhaust a
character in his or her party that can protecptioposed defender against the attacker. If thgbdrap

the proposed defender stops being the proposeddifeand that exhausted character becomes the
proposed defender and starts protecting. This dogesmthe chain and is the only time a charadier ¢
protect. Only one character can protect each cambattoposed defender can't protect itself.

Protect Point (602.2) The protect point of a combat step takes plat #ie attack window closes and
before the defend window opens. Exhausting a ctarte protect doesn’t use the chain.

Protecting (602.2) During combat, a defender is protecting if it aubted to protect earlier that combat.

Protector: A keyword power that characters can have. It méa@his character can protect.” To protect
with a character, exhaust it at the protect pdirst combat step.

Put (405.3) Damage can be either dealt to or put on a cherdéa modifier adds damage to a character
but doesn’t specify that it deals that damage, daatage is put on that character. Damage that wauld
put on a character can’t be replaced or prevented.

Race There are ten races. The Alliance races arendragwarf, gnome, human, and night elf. The
Horde races are: blood elf, orc, tauren, troll, andead. No other tag is a race, and so not athclex
cards have arace.

Random: Some cards say to choose something at randogerBlmay use any mutually agreeable
method to randomize the choice, such as rolling dicshuffling cards face down.

Ranged Dual Wield SeeDual Wield, Ranged

Rarity (204.1): The color of a card’s collector number represémas card’s rarity: white for common,
green for uncommon, blue for rare, purple for epiej orange for legendary.

Ready (411) Cards enter play ready (upright) and stay ready they are exhausted (turned sideways).
To ready a card in play, turn it upright. Only aypieally exhausted card can be readied. A cardesad
only if it physically transitions from exhaustedready. As a ready step starts, the turn playefiesall
physically exhausted cards in play that he or simtrols. This doesn’t use the chain.

Reattach (400.6a)To reattach an attachment is to attach it toteeratard in play that matches its attach
description.

Replacement Modifier (716) Modifiers that use both “would” and “instead” aeplacement modifiers.
A replacement modifier replaces a specified evetit amodified event. This doesn’t use the chalme T
specified event never happens, so no powers orfilagcan trigger off it. Some modifiers replace
packets that would be dealt or healed. They doyszhhnging one or more specified attributes of¢hos
packets. Any attributes not specifically changadaim the same in the modified packets.

Reputation (100.2) Some cards have bold text that reads, “Aldor R&mn” or “Scryer Reputation.”
These words are neither keywords nor powers. Agplegin include Aldor cards in his or her deck ahly
it contains no Scryer cards, and vice versa.
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Resistance A keyword power that characters can have, pratégiea [damage type]. It means “Prevent
all damage with that [type] (regardless of any otiipes it has) that this character would be dealt.

Resolve (709)If all players pass in succession and the clsitot empty, the top link tries to resolve. If
the link has targets, recheck the legality of thasgets. If all of a link’s targets are illegaiterrupt it. If
the link is a proposal effect, and the proposedlxains illegal, interrupt the link. If the link hast been
interrupted, resolve it by processing its textiides and/or putting it into play. After a link réges, the
turn player gets priority.

Resource (411)A card that has been placed in a resource raayelrd must exhaust resources they
control to pay resource costs. Resources can laustdd to pay resource costs whether they araiface
or face down. Resources can’t be exhausted toytayefresource costs.

Resource CostSeeCost, Resource

Respond (410.2)To respond to a link is to add another link te thain before the first link resolves. If a
player adds a link “in response,” that player idiag that link before the topmost link on the chain
resolves.

Reveal To reveal a card is to turn it face up so thiplalyers can see it. A revealed card stays in the
zone from which it was revealed. After being reeeah card goes back to being unrevealed in the sam
zone unless otherwise specified.

Reward Power (702) Reward powers appear only on quests. A rewarcepoan be identified by the
bold word “reward,” followed by a colon. The textpeding that word is that power’s completion cost.
The text after that word is its reward effect. Ay#r can complete a quest any time he or she fagyr
regardless of how long it's been in his or heryaks part of paying the completion cost of its own
power, a quest is turned face down and continubs @resource if it's still in play.

RFG (415.8) To remove a card from the game, first reveahless it's being removed face down (either
by a modifier that specifies “face down,” or whilfs a face-down resource), then put it into itsn@ws
removed from game (RFG) zone. A card in an RFG mifece up and public, unless it was removed
face down. If a face-down card from an RFG zonersrlay, it enters play as a face-down resource.

Sabotage (702)A keyword power that characters can have, folldbWwe a [thing]. Such a character can
propose either a sabotage combat against a noriHyifthing] or a normal combat against a non-fdign

character. As a sabotage combat concludes, no ¢atabege is dealt, and powers that trigger “when
[the attacker] sabotages” do so, even if it hasT& Af a character protects during a sabotage conitba

stops being a sabotage.

Scryer: A Scryer card is a card with Scryer reputatioseRBeputation.

Search (413) To search a zone is to look through all of thelsan that zone. If a modifier tells a player
to search a deck, the owner of that deck shufflaier that player has finished searching.

Sextuple Wield (413) The controller of a hero with sextuple wield dave up to six “hands” of Melee
weapons without violating uniqueness, and strikd wp to six hands of Melee weapons per combat. A
One-Handed weapon occupies one hand; a Two-Handagdom occupies two. Adding dual wield to such
a hero doesn't give it any additional hands.
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Shadowmeld A keyword power that characters can have. It méahis character is elusive and
untargetable while ready.”

Shuffle (415.4b) Any time a player shuffles a deck, he or she rthest offer it to an opponent to cut
and/or shuffle. Any time a player searches a dihekt,deck's owner shuffles it after that search. If
modifier says to shuffle one zone into anothest iwombine the cards from the source zone into the
destination zone, then shuffle that combined ilen if one of those zones is empty.

Side Deck (100.3)Some tournaments allow players to have a side ddalers must start each match
with their main deck, but may swap cards betweée deck and main deck between games in a match.
For Constructed play, a side deck is exactly 1@s;aand can include any cards that could be indire
the main deck. For Sealed Pack play, a side desk éards in a player’s card pool that are nohgei
played in the main deck.

Stealth (602.2a) A keyword power that characters can have. It mé#vhile this character is attacking,
characters can't protect.”

Strike (303.2) A weapon's strike cost is the number in its lovigit corner. To pay the cost of striking
with a weapon, a player must both exhaust that aeapd exhaust resources equal to its strike Aost.
player may strike with a weapon only during theethef window of a combat step while he or she has
priority and his or her hero is in combat. As #&steffect resolves, it gives its controller’'s héath of
the following for the duration of the combat step:

 +X ATK, where X is the ATK of that weapon as th#feet resolves.
» The damage type of that weapon (in addition to@hgr damage types that hero has).

Tag (202.1) A card’s type line contains that card’s type ang number of tags. A tag either has
associated rules (like “Instant”), or is an expi@sshat has no associated rules but can be refeddoy
other cards (like “Fire Totem”). For example, Dwes\are cards in play with the “Dwarf” tag. If a fag
followed by a number in parentheses, any playetrollimg more than that number of cards in playhwit
that tag is violating uniqueness.

Target (706) A link is targeted only if it has the word “tatjén its text. A target is a card or player that
must be chosen while adding such a link to therchzach target has an associated description, and a
target is legal only if it matches that descriptaord isn’t untargetable. A link can’t be addedhe ¢hain
unless legal choices can be made for all of itgetisr If a link tries to resolve and all of itsgets have
become illegal, that link is interrupted. If atd¢ane of its targets is legal, it resolves.

Text (203) Text refers only to text in a card’s text boxdanay include game text (not italicized),
reminder text, and/or flavor text. Modifiers cas@hdd text to a card. An effect or definite madifi
inherits the text of its source as it's created.iddefinite modifier always uses its source’s catiext.

Thrown: A keyword power that weapons can have. It me&isén you strike with this weapon, your
hero has long-range this combat. At the end oftthis, put this weapon into its owner's hand.”
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Token (404.2) An object that represents a card put into plag lmyodifier. A token has tags (and an ally
token has ATK and health) as specified by that fediA token’s cost is always 0. Tokens entering,
leaving, or in play are cards in all respects ektiegt they can be distinguished by text that sefer
explicitly to “tokens” or “non-token” cards. If @ken leaves play, it ceases to exist as part of PPP

Totem (305.3) A Totem can be identified by the word “totem” i1type line. Each Totem has a health
value but no printed ATK. Totems can’'t gain ATKlm proposed as attackers. Totems can be proposed
as defenders. Totems are abilities, but can betedgas though they were allies while they ardag.p

Each attachment attached to a Totem is destroyélgebyame as part of PPP.

Trait (206): Each hero has six kinds of trait: class, factfmofession, race, talent spec, and treachery.
Some cards have bold text that reads, “[Trait] Heeguired.” A player can include such a card indnis
her deck only if his or her hero has that [Trdfth cardhas a trait icon or “[Trait] Hero” followed by a
colon and a power, that card has that power oritg gontroller’s hero has that trait.

Trait Icon (100.2a). Many cards have trait icons. A player can incladgard with one or more class
icons in his or her deck only if it shares a cliass with his or her hero. A player can includeaadcwith
one or more faction icons in his or her deck oflyshares a faction icon with his or her herord3awith
no trait icons can be included in any deck.

Traitor (206): A hero is a traitor if it has that word on itpgline; otherwise it's loyal

Trap: A keyword power that ability cards can have. #ans “You may exhaust a defending hero in your
party rather than pay this card’s cost.”

Triggered Effect (708) Triggered effects are created by triggered powersodifiers and are added to
the chain during PPP. If multiple triggered effeats waiting to be added, first the turn playerages in
what order his or her triggered effects go on the&ir, and then they are added. Then, the nextplaye
clockwise chooses in what order his or her trigde#ects go on the chain, and then they are added
top of the previous player’s. Then, the next plagteckwise, and so on.

Triggered Modifier (715): Triggered modifiers can be identified by the wotdt” or “when.” A
triggered modifier functions like a triggered powexcept that it triggers off its specified eventyo
within its duration.

Triggered Power (703) Triggered powers can be identified by the woras br “when.” A triggered
power watches for its trigger event to happen,latlwpoint it triggers and creates a triggeredatffe

Turn Player: The player whose turn it is.
Two-Handed Dual Wield: SeeDual Wield, Two-Handed

Type, Ally (202.4) Any tag on the left side of an ally’s type lidellowing the dash. For example,
“Dwarf.”

Type, Card (300) There are eight different types of card: abildity, armor, hero, item, location, quest,
and weapon. If text refers to a “type” without aithier specification, it's referring to a card type.

Type, Damage SeeDamage Type
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Undamaged (405) A character is undamaged if it has no damagesratise it's damaged.

Unique (414) A tag that some cards have on their type line; thme a player controls two or more
unique cards in play with the same name, thosesaalviolating uniqueness.

Unless Some cards say to do [something] “unless” a pldges [something else]. This is the same as,
“that player may do [something else]. If he or dbes not, do [something].” If a card says “you mdg”
[something] “unless” a player does [something elkep, first, you choose whether or not to do
[something], and the rest of the sentence is peeckenly if you choose to do [something].

Example: An opponent attaches Crippling Poison to yourchekt the start of each turn, its
triggered effect is added to the chain, and youehthe option of paying (3) as it resolves. If
you don't or can’t pay (3), you must exhaust yanoh

Crippling Poison, 1, Rogue, Instant Ability—Poison
Attach to target hero or ally that was dealt comtaimage by your hero this turn.
Ongoing: At the start of each turn, exhaust attacblearacter unless its controller pays (3).

Unlimited (100.4) A tag that some cards have on their type linde&k can include any nhumber of
unlimited cards.

Untargetable: A keyword power that cards can have. It meanssThrd can't be targeted.” Such cards
are untargetable only while in play. A link cardtget an untargetable card. A target is illegdl if
becomes untargetable.

Use (701) To use a payment power is to add its paymenteftethe chain.

War Stomp: A keyword power that characters can have. It reédvhen this character attacks or
defends, you may exhaust target opposing herdyof al

Window (410.4} A priority window is a game interval during whighayers get priority. As a priority
window opens, the turn player is the first to gaediity. Any time all players pass priority in s@ssion

while the chain is empty, the current priority wawd closes and the game advances. The window doesn’t
close as the chain empties, but only after suceegsisses while the chain is empty.

Wrap-up Step (503.2) The final step of each turn. There are no pgosiindows during a wrap-up step,
so nothing can be added to the chain. Any efféetsttigger during a wrap-up step are added taiiaén
at the start of the next turn’s ready step. Dudngrap-up step, if the turn player has more cardwand
than his or her maximum hand size, that player migstard down to that maximum hand size. The
default maximum hand size is seven cards.

X (707.1c) The cost of some links includes a variable amoeptesented by X. The value of X is chosen
as part of a player adding such a link to the chBmat player can choose 0 or any positive intelfer.
card’s cost or text contains an X, that X is trdaie O in every zone except the chain. While taed s

on the chain, X is equal to the value chosen for it

You: If a link or modifier refers to “you,” it's refeing to the controller of that link or modifier.

Zone (415) Cards can be in any one of six game zones: ctlatk, graveyard, hand, play, and removed
from game (RFG). All players share two zones: claaid play. Each player has his or her own deck,
graveyard, hand, and RFG zone. If a card is potardeck, graveyard, hand, or RFG zone, it's potiis
owner’s instance of that zone. If a card changeggzat becomes a different card.
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