	SECOND CHANCE

(Instant)

Reroll any one die roll.


	ANCHOR

(Instant)

Prevent another player from using the boat for one cycle.

If anchored, the player must stop his movement at the boat, regardless of his movement roll.  
	10
	DASH

Add +2 to movement roll.

	SPRINT

Add +3 to movement roll.



	HELPING HAND

(Instant)

Add +3 to any combat roll.

	AID

(Instant)

Roll a d6 to assist another player in combat.

Add your roll to their combat roll.


	10
	ELITE ARMOR

(Instant)

Use a d10 instead of a d6 for any one die roll.


	SLOW

(Instant)

Subtract -3 from another player’s movement for one cycle.



	ZONE TRACKING

(Instant)

All Hunted must reveal which zone they are currently in.


	
	8
	
	

	PIT TRAP

Select a space in your current Zone to lay the trap which covers 1 space on the board until sprung.

If walked over, the Hunter cannot move until they roll a 4 or higher, or 3 turns have passed.
	COVER YOUR TRACKS

Prevent a Hunter from using “Tracking” or “Call Out the Dogs” on you for one cycle.


	7
	
	

	PANIC

All Hunted within a 7 space radius of the Hunter are stunned and cannot move for one cycle.


	
	6
	
	

	TEAMWORK

(Instant)

If you and another Hunter both play “Flare” you may place one Flare together with a 7 space radius.


	BASIC ARMOR

(Instant)

Use a d8 OR add +2 to any one die roll.


	5
	FLARE

Select a space in your current Zone to lay the Flare.

All Hunted within a 6 space radius of the Flare are stunned and cannot move for 1 cycle, and must reveal their position.
	TRACKING

(Instant)

Choose one of the Hunted. That player must reveal his location from his most recent turn.



	TEAMWORK

(Instant)

If you and another Hunted both play “Pit Trap”, you may place one pit trap together with a 2 space radius.


	ESCAPE ARTIST

(Instant)

The Hunted and Hunter roll a d6. The Hunted escapes if rolled higher, and is captured if rolled lower.

No other card benefits may be used.
	5
	BASIC ARMOR

(Instant)

Use a d8 instead of a d6 for any one die roll.


	COUNTER ATTACK

(Instant)

If defense roll is successful, the Hunter is stunned for one cycle.



	TERRORIZE

Choose a Hunter in your current Zone.

The Hunter must move 1 d6 spaces away from you.


	FALSE TRAIL

Choose a Hunter in your current Zone.

The Hunter must move in a direction of your choice for one cycle.


	4L

3R
	TRACKING SHOT

(Instant)

For 2 cycles, the escaped Hunted must show   his movement.

Usable only if the Hunter fails to capture the Hunted during combat.


	WOUNDING SHOT

(Instant)

Wound a hunted, halving their movement for 1 cycle.

Usable only if the Hunter fails to capture the Hunted during combat.



	DISTRACT

Force the Hunter to stay in their current zone for 2 cycles.


	BETRAYAL

Reveal the position of another Hunted to the Hunter. You gain immunity from capture for 1 cycle.


	2
	DECOY

Choose a space anywhere in your current Zone or an adjacent Zone, to place a decoy for one cycle. 

Anytime you must tell a Hunter your location, you may use the decoy’s location instead.
	

	CALL OUT THE DOGS

Summon a hunting dog, with a sight radius of 6 spaces.

The dog will move towards a player of your choice for 3 cycles, using a d8 for movement rolls and combat.
	FALCON SCOUT

Summon a Falcon with a sight radius of 8 spaces. The Falcon cannot attack or be attacked.

For 3 cycles, use a d10 to move your falcon around the board to scout out Hunted.
	2
	LURE

Choose a Hunted and roll. That player must move that number of spaces towards you.


	


