


‘ \t
‘\ﬁm i 5\

LQ'\J.ScGBe

'r‘ T'Ie Lu:.'l

Desh-oy one of your

(Limit: Once per tuen.)

Creatures >>> Gain 1 action.

KICKSTARTER i




&04

Useless Swamp Creature

FLOOP >>> Retuen a card
with cost O from your discard pile
to your hand.

Rainbow Creature

If Goat rep|aces a Creature,
draw a card.

Rainbow Spell

Flip target Landscape face down
until the start of your nexXt fuen.
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until the stact of your neXt tuen.
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Useless Swamp Creature

FLOOP >>> Retuen a card
with cost O £rom your discard pile
to your hand.

Rainbow Spell
Flip tacget Landscape face down

Rainbow Srell

Target Creature you control
has =S ATK this fuen.

Draw a cacd.
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Useless Swamp Creature

FLOOP >>> Retuen a card
with cost O from your discard pile
to your hand.

Rainbow Spell

Flip target Landscape face down
until the start of your nexXt tuen.

Rainbow Creature

FLOOP >>> Return a Building From
your discard pile to your hand.
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Reveal the top 3 cards of your deck.
Deaw 1 and discacd the rest.
After playing this, you may put it

into your teammate's hand.

Rainbow Spell
Draw a card and reveal it.
Another target player then
reveals the top card of
their deck. I their costs match,
the targeted player draws it.

Useless Swamp Cremw-e

FLOOP »>> Draw a card, then
discard a card.

\  Beach Blast {’
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Reveal the top 3 cards of your deck.
Draw 1 and discacd the rest.

Af¥ter playing this, you may put it

into your teammate's hand.

. Useless Swamp Creatoce

FLOOP >>> Draw a card, then
discard a card.

Cornficld Creature

When Ethan Allfice leaves play,
draw 1 card for each Cornfield
Landscape you control.

A Beach Blast Q
+ (

‘ \  Beach Blast
+ e———

ainbow Gpell
Reveal the top 3 cards of your deck.
Deaw 1 and discard the rest.

After playing this, you may put it

into your teammate's hand.
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Useless Swamp Creature

FLOOP >>> Draw a card, then
discard a card.

Cornfield Creature

When Ethan Allfice leaves play,
draw 1 card for each Corntield
Landscape you control.

.




Cornfield Creature

When Ethan Allfice leaves play,
Jdraw 1 card for each Cornfield
Landscape you control.

Useless Swnm Spell

- Put a Creature with cost 2 or less
From your discard pile into play.

Rainbow Sre“

Draw 3 cards, then put 1 cacd
from your hand on top of
your deck.

Raise the DenJ
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Useless Swnm Spell

Put a Creature with cost 2 or less

from your discard pile into play.

Rainbow Creature

When Happy Ghost Lucky enters play

and attacks, you may look at the top
card of your deck. I it is a Rainbow
card, you may put it into your hand.
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Useless Swamp Creatuvee !

When you discard Marshuko,
you may play it for free.

Raise the DenJ

Useless Swnm Spell

- Put a Creature with cost 2 or less

From your discard pile into play.

Useless Gwamp Spell
Shuttle your discard pile.

. Put 2 candom cacds Erom it into your

hand and the rest on the bottom of
your deck. Then remove this card
from the game.

Useless Swamp Creatvre

When Wasteland Wizacd
enters play, discard a cacd.




Useless Qwamp Creatuce

When Wasteland Wizacd

enters play, discard a card.

Useless Swamp Creatvre

When Necroma gus enters play,
each player puts a Creature from
their discard pile into their hand.

When this Creature enters play, reveal the
bottom 4 cards of target player's Jeck. Put all
Creatures revealed into their discard pile and
the rest on top of their deck in any order.
I@ﬂk(ruhnkhfmid.td' on the

bottom of your Jed|
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Useless SGwamp Creature

When Wasteland Wizard

enters play. discard a card.

Rainbow Sfell

Name a card and reveal the top
card of your deck. T it is the
named card, play it for free.

When this Creature enters play, reveal the
bottom 4 cards of target player's deck. Put all
Creatures revealed into their discard pile and
the rest on top of their deck in any order.
IFﬁk(mhnisJemed.[r}' on the

botiom of your Jed
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Useless Swamp Creature

When Necroma gus enters play,
each player puts a Creature from
their discard pile into their hand.

When this Creature enters play, reveal the
bottom 4 cards of target player's deck. Put all
Creatures revealed into their discard pile and
the rest on top of their deck in any order.
I?hk(_mfmkk&afd.[r}' on the

bottom of your ded
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Cornfield Creature
Destroy Hay Girl >>> Move an
opposing Creature from Hay Girl's

Lane to your Landscape in that Lane
and gain control of it. (Do not ready it.)




Cornfield Creatvre
Destroy Hay Girl >>> Move an
opposing Creature from Hay Girl's
Lane to your Landscape in that Lane
and gain control of it. (Do not ready it.

o

Dl —em-
[
_____f‘—“_"_—- = —1

Cornfield Buildin 3

At the start of your tuen, if you
control at least % Creatures of
Landscape types you do not control,
you win the game.
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Cornfield Creature
Destroy Hay Girl >>> Move an
opposing Creature from Hay Girl's
Lane to your Landscape in that Lane
and gain control of it. (Do not ready it
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Cornfield Buildin )

At the start of your turn, if you
control at least % Creatures of
Landscape 'I'yyes you do not control,
you win the game.
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