"HEY, KOOL-AID MAN!"
When maving normally, Kool-Aid Man
may add 5 to his Move number as
long as he ends his movement
adjacent to an engaged frisndly figure.
%6 After this move and instead of

|| attacking, you may ramaove ons Wound
ENTITY Marker from the card of every adjacent

figure and then place two Wound
TV, (SH0R | arkers on this card.
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