
1

Special Rules
1.  When the Meteor Clan uses Predict, the ability is 

changed to “When battle cards are revealed, ignore 
the symbol on your opponent’s battle card and ap-
ply your Left battle card effect.  Ignore the effect of 

”.  The Water Clan will still evaluate the battle card 
symbols as normal.

2. Predict will function as normal if the Water Clan has 
the opportunity to use it.

3. When taking a Score action, the Meteor clan may 
instead spend 3 initiative to shuffle one of their 
heroes on the side of the board into their draw pile.

4. If Meteor Clan removes all of their heroes from 
the side of the board, then take possession of the 
Time’s Window crystal.

Victory Conditions
 Players win by scoring 4 crystals, as normal.  The Time’s 
Window crystal counts as 1.

Special Set-Up
1.  The Water Clan starts with a Shapeshifters unit in 

their home zone and will take the first turn.

2.  The Meteor Clan starts with a squad of Citadel 
Knights and Doppelgangers in their home zone and 
in each of the two zones adjacent to their home 
zone.  The Doppelgangers are owned by the Water 
Clan, but are currently controlled by the Meteor 
Clan

3.  The Meteor Clan Heroes are placed to the side of 
the board, face-up.

4.  Flip the Judge of Fate to its reverse side and place it 
in Water Clan’s score area.  This is considered to be 
the Time’s Window crystal.

Blind to the Present
Long has legend been passed down of a crystal with the power to tell the future, The Time’s Window. Upon hearing 
rumors that the crystal lie deep within a cave in Water Clan territory, Commander Orion gathered his fellow heroes 
and a small strikeforce to acquire the crystal.  They had no trouble taking possession on the crystal. As they returned 
to their homeland, perhaps a bit overconfident, the Water Clan stealthily struck, captured the three heroes of the 
Meteor Clan, and took their place with doppelgangers.  It turns out that not everything can be foreseen.

Th
e 

W
in

d’
s 

W
is

h

W
he

n 
yo

u 
ga

in
 th

is
 c

ry
st

al
, c

ho
os

e 
up

 
to

 2
 c

ar
ds

 in
 y

ou
r d

is
ca

rd
 p

ile
 a

nd
 a

dd
 

th
em

 to
 th

e 
to

p 
of

 y
ou

r d
ra

w
 p

ile
.

9
Th

e 
Sl

um
be

ri
ng

 S
ta

r

W
he

n 
yo

u 
ga

in
 th

is
 c

ry
st

al
, y

ou
 

m
ay

 s
um

m
on

 a
 u

ni
t, 

re
du

ci
ng

 
th

e 
su

m
m

on
 c

os
t b

y 
up

 to
 5

.

9
O

ry
n’

s 
Te

rr
or

W
he

n 
yo

u 
ga

in
 th

is
 c

ry
st

al
, c

ho
os

e 
a 

un
it 

on
 th

e 
ba

tt
le

fie
ld

. I
f i

t i
s 

a 
co

m
m

on
, r

et
ur

n 
it 

to
 it

s 
co

nt
ro

lle
r’s

 h
an

d.
 If

 it
 is

 a
 h

er
o,

 
pl

ac
e 

it 
in

 it
s 

co
nt

ro
lle

r’s
 h

om
e 

zo
ne

.

8

Meteor Clan
REFERENCE CARD

Clan Signature Ability:  Predict
When this squad battles, before battle 

cards are chosen, you may declare BOLD, 
GUARDED, or TRICKY. If your opponent’s 

battle card is that style, gain 1 initiative 
and you may draw 1 card.

Water Clan

Clan Signature Ability:  Flank
When this squad is in battle, you may 
deal damage starting with the bottom 

unit of your opponent’s squad.

REFERENCE CARD

No effect.

Shapeshifters
PERFORMER • COMMON • WATER CLAN

 Shift: When summoning a unit, 
you may place it in this squad’s 

zone, return this unit to your hand, 
and gain 1 initiative.

1

Double your squad’s 
attack if all units in 

your squad are psychic.

1 5 0

Doppelgangers
PSYCHIC • COMMON • WATER CLAN

1

+5 

11 3

Infiltrate: When summoning this 
unit, choose an enemy squad. Your 

opponent controls this unit and 
adds it to that squad. When this 

unit leaves play, its controller must 
spend 3 initiative.

Citadel Knights
KNIGHT • COMMON • METEOR CLAN

 Predict

 Tactical: When this squad is 
in battle, you may force your 

opponent to play her battle card 
from the top of her draw pile.

2

+3 +1 , 
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 Attack Link: This squad gains 

+X
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all units on the battlefield.
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opponent’s battle card 

is canceled. 
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oned, look at the top 4 cards 

of your draw
 pile. Add one to your 

hand and place the rest on top of 

your draw
 pile in any order.
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Commander Orion
KNIGHT • HERO • METEOR CLAN

 Predict

 In Command: If there is at least 1 
other knight unit in this squad, this 

squad’s activation cost is reduced by 
1 and this squad gains +2 .

3
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Head Astrologer Quila
WISE • HERO • METEOR CLAN

 Predict

 Research: At the beginning of 
this squad’s activation, look at the 
top 2 cards of any draw pile. Put 

each of those cards on the top or 
bottom of that pile.

Search your draw pile 
for 2 cards to add to 

your hand. Reshuffle.

Search your draw pile 
for 2 cards to add to 

your hand. Reshuffle.

1

235

The Astral Twins
MAGIC • HERO • METEOR CLAN

 Temporal Dislocation: When 
a battle occurs not involving this 
squad, your battling squad gains 

+2 . If your entire squad is 
destroyed in that battle, return 

this unit to your hand.

Destroy an opponent’s 
unit in this battle.

2
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Doppelgangers
PSYCHIC • COMMON • WATER CLAN

1

+5 

11 3

Infiltrate: When summoning this 
unit, choose an enemy squad. Your 

opponent controls this unit and 
adds it to that squad. When this 

unit leaves play, its controller must 
spend 3 initiative.

Citadel Knights
KNIGHT • COMMON • METEOR CLAN

 Predict

 Tactical: When this squad is 
in battle, you may force your 

opponent to play her battle card 
from the top of her draw pile.
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Doppelgangers
PSYCHIC • COMMON • WATER CLAN
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Infiltrate: When summoning this 
unit, choose an enemy squad. Your 

opponent controls this unit and 
adds it to that squad. When this 

unit leaves play, its controller must 
spend 3 initiative.

Citadel Knights
KNIGHT • COMMON • METEOR CLAN

 Predict

 Tactical: When this squad is 
in battle, you may force your 

opponent to play her battle card 
from the top of her draw pile.
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