PSYCHIC TETHER

At the start of the game, place this

Psychic Projection on any empty

space in the Astral Plane instead of in

i your Start Zone, then choose a

{| Unique Telepath Hero you control

5 || without a Tether Marker on its card

f and place this Psychic Projection’s
MANIFESTATION blue Tether Marker on the chosen

(0] V[V 0] R[5 {08| Hero's card. While its Tether Marker is

on that card, the chosen Hero is this
(O NIBUTHEI Psychic Projection's Tether.

(kI8 PLANAR FORESIGHT
8 When rolling for initiative, you may add

MEDIUM 51 2 to your roll if neither this Psychic LIFE ;‘:‘M
| Projection nor its Tether are engaged. P Jon L

LINKED CONSCIOUSNESS
Instead of taking a turn with its Tether, M OVE 5
you may take a turn with this Psychic L NI( ..ﬁ: =
Projection. For the rest of the round, it RANG 1
may use any special powers on its
Tether's Army Card and its Tether I I ACK 3
cannot move, attack, or use any
special powers. If this Psychic
Projection is destroyed, its Tether D EF EN S E 4
receives three wounds.
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