ZATANNA

ZATANNA ZATARA

EPIWDNIM 17
Start the game with 3 black Negation
Markers on this card. After taking a turn
with Zatanna, if you have at least 1
Negation Marker on this card, you may
choose any opponent's unique figure
adjacant to Zatanna. Roll tha 20-sided
| die, subtracting 3 from the roll if the

HOMO MAGI {Jeteesy figure has the Magical Defense

special power. If you roll 17 or higher,
UNIQUE HERO placa a Negation Marker on the chosen
WIS [eINIR | figure's Army Card and remove all
unrevealed Order Markers from it. All of
B (BA& | that figure's special powers are negated for
tha entire gama.
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After moving and bafore attacking, you may

Marker on the card of a figure within 4

clear sight spacas of Zatanna. Roll the

20-sidad die. If you roll 15 or higher,

remove the chosen marker from the game. | A.I_I. A CK 4
When Zatanna is attacked by an |

opponent's figure that does not have the DEFENSE 4

Magical Defense special power, the

most wounds Zatanna can take [

for this attack Is one.

choose one marker other than an Order
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