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» Mission-Speci ¢ Reward Cards and VENOM Leaders - Mission-Speci ¢ Rewards and VENOM Leaders are annotated by the
“golden le” in the lower right hand corner of the cards. These cards should only be available in the Mission that calls for them,

and should be set aside prior to choosing any random cards to complete these decks, so they do not end up being used in an
incorrect Mission. For Example, when choosing the Mission “The Evil That Lies Below”, all Mission-Speci ¢ Reward Cards should b
removed from the Reward Deck before randomly choosing the 14 Rewards that will be used. As well, “Ouroboros’, the
Mission-Speci ¢ Leader, should be removed from the VENOM Leader Deck prior to randomly choosing the 14 VENOM Leaders, sc
he is not used.

« “Nightshade” - Freedom Squadron Card - Nightshade’s Abilities must both take e ect if a player intends to bene t from the +3
to the Rolled Value of all Combat Dice during the Combat Phase. Nightshade’s ability that halves the total of all Combat Dice,
rounded down is intended to take e ect only after all dice are gathered together. An example of this follows:

- A player enters into Combat with Nightshade, 3 Recruits, and Inferno. We will assume for this example that the VENOM Leade
and VENOM Support don't alter anything in relation to these cards. The player chooses Inferno as the Combat Leader, in order
to make full use of his Leadership Combat Value of 4. This leaves Nightshade and the 3 Recruits as Support. After all other
e ects have taken place, the dice are gathered together from the Combat Leader and all Supporting Cards to a total of 7 (4
from Inferno, and 1 each from the 3 Recruits). Finally, Nightshade takes e ect, halving 7 (rounded down) to 3. In the Combat
Phase, 3 Combat Dice will be rolled with a +3 to their Rolled Value.
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