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AGORAPHOBIA
Before taking a turn with Sentry, roll the
20-sided diz. Add 2 to the roll if there are no
revealed Order Markers on this card and
stibtract 2 from the roll for gach Instability
Marker on this card. If you roll 1-7, place a
purple Instability Marker on this card and Sentry |
may not take a turn. After placing a fourth
Instability Marker on this card, immadiately i
place Sentry on this card without taking leaving |
engagement attacks. After revealing an Order \
Marker on this card, if Sentry is on this card, you
may remove one Instability Marker from this
card. At the end of your turn, if you removed the
last Instability Marker from this card this turn,
place Sentry on any empty space on the
battlzfield.

POWER OF A MILLION EXPLODING SUNS
After attacking with Sentry, one at a time, roll an
unblockable attack dia against all enemy figuras
other than the defending figura within X spaces of
the space the dsfending figure oceupied, and then,
it the defending figure did not receive any wounds
roll X unblockable attack dice against that figure. X
is equal to the number of Instability Markers on
this card.

MIRACULOUS REALITY WARP
After taking a turn with Sentry, you may reveal an
"X" Order Marker on this card and choose
Sentry or an adjacent Hero. Place ong Instability
Marker on this card and either place or
remove up to 2 Wound Markers from
the chosan Hero's card.
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