Some War Card & Event Card Possibilities
Here are some of the possible effects that War & Event Cards could have on gameplay:
Good for LEGEND:

Good for one 1 turn – Effect of the War Card is applicable to the player (and opponents if required), and remains effectual during the course of the same turn the War Card was played. 
Good for one 2 turns – Effect of the War Card is applicable to the player (and opponents if required), and remains effectual during the course of the same turn the War Card was played, and the player’s next turn.

Good for 1 turn of opponents - Effect of the War Card is applicable to all opponents, and remains effectual during the course of the same turn the War Card was played.

Good for 1 turn of 2 opponents - Effect of the War Card is applicable to two (2) specific opponents, and remains effectual during the course of the same turn the War Card was played.

Good for one 1 round – Effect of the War Card is applicable to the player (and opponents if required) and remains effectual during the course of the current round in which the War Card was played.

Good for one 1 round of opponent – Effect of the War Card is applicable to one specific opponent, and remains effectual during the course of the current round in which the War Card is played.

Good for one 1 round of opponents – Effect of the War Card is applicable to all opponents, and remains effectual during the course of the current round in which the War Card is played.

Good for 1 round of opponents, 1 battle - Effect of the War Card is applicable to all opponents, and remains effectual during the course of the current round in which the War Card is played, expiring if one (1) battle is completed against player.

Good for 1 round, 1 Event Space landing – Effect of the War Card is applicable to the player, and remains effectual during the course of the current round in which the War Card is played, expiring if an Event Space is landed upon.

Good for 1 round, all Event Space landings – Effect of the War Card is applicable to the player, and remains effectual during the course of the current round in which the War Card is played.

Good for 1 round of opponents, all Event Space landings – Effect of the War Card is applicable to all opponents, and remains effectual during the course of the current round in which the War Card is played.

Good for 1 round, 1 battle – Effect of the War Card is applicable to the player, and remains effectual during the course of the current round in which the War Card is played, expiring if one (1) battle is completed.

NOTES ON WAR CARD PLAY:
ALL ACTIONS ON THE PART OF PLAYER AND OPPONENT REQUIRED BY OR RESULTING FROM THE PLAY OF A WAR CARD ARE PERMANENT AND NON-REVERSIBLE UNLESS SPECIFICALLY REQUIRED BY THE PLAY OF ANOTHER WAR CARD.

IF ANY WAR CARD PLAY BY ONE PLAYER SEEMINGLY CONFLICTS WITH WAR CARD PLAY OF ANOTHER PLAYER, THEN THE PLAYER WHO PLAYED THEIR WAR CARD FIRST SUPERSEDES THE OTHER.

War Cards: Movement

Landing on Occupied Colony Spaces still require Battle
Leadership Specialty can NOT be used in conjunction with Movement War Cards
Double Time – Player doubles the Movement Roll value that to determine the amount of spaces moved. Leadership Attribute Value Required: 70+ Good for 1 turn.
Selective Movement – Of the Movement Roll value, player selects the amount desired. Leadership Attribute Value Required: 60+ Good for 1 turn.
Double Time EX – Player doubles the Movement Roll value to determine the amount of spaces moved. Leadership Attribute Value Required: 90+ Good for 2 turns.
Selective Movement EX – Of the Movement Roll value, player selects the amount desired. Leadership Attribute Value Required: 80+ Good for 2 turns.
Swap – Player’s token exchanges Spaces with one (1) opponent’s token. Player does not cast a Movement Roll. Leadership Attribute Value Required: 80+ Good for 1 turn.
Warp – Player places token on the nearest Colony Space. Player does not cast a Movement Roll. Leadership Attribute Value Required: 90+ Good for 1 turn.
Warp EX – Player places their token on the nearest Gold Colony Space. Player does not cast a Movement Roll. Leadership Attribute Value Required: 100+ Good for 1 turn.
Risky Warp – Player places their token on the nearest Event Space. Player does not cast a Movement Roll. Leadership Attribute Value Required: 70+ Good for 1 turn.
Endurance – Player adds one (1) to the value that is rolled to determine the amount of spaces moved. Leadership Attribute Value Required: 40+ Good for 1 turn.
Endurance EX – Player adds two (2) to the value that is rolled to determine the amount of spaces moved. Leadership Attribute Value Required: 50+ Good for 1 turn.
Endurance Master – Player adds one (1) to the value that is rolled to determine the amount of spaces moved. Leadership Attribute Value Required: 60+ Good for 2 turns.
Endurance Master EX – Player adds two (2) to the value that is rolled to determine the amount of spaces moved. Leadership Attribute Value Required: 70+ Good for 2 turns.
Dark Warp – All opponents must return to their Clan Space. Leadership Attribute Value Required: 130+ Good for 1 turn of opponents.
Encumber – All opponents’ Movement Roll values for their upcoming turns are halved to determine the amount of spaces moved. Odd numbered values are rounded down to the nearest Even number prior to halving. Values decreased to zero (0) prevent movement for that opponent during that turn. Leadership Attribute Value Required: 110+ Good for 1 turn of opponents.
Exhaust – All opponents are denied a Movement Roll for their upcoming turn. This essentially means player is given two (2) turns in a row. Leadership Attribute Value Required: 150+ Good for 1 turn of opponents.
Unstoppable – Player completes an entire round in one movement. Player places token on their Clan Space and tallies points. Leadership Attribute Value Required: 180+ Good for 1 turn.
War Cards: Space Values

Bravery Specialty can NOT be used in conjunction with Space Value War Cards
“Golden” Touch – Player selects an acquired Colony Space to be valued as a “Gold” Colony Space. Player places Gold Colony Token. Does not allow War Card play on next turn. Gold value is lost if the Colony Space is lost. Bravery Attribute Value Required: 80+ Good for 1 round.
“Golden” Touch EX – All of player’s acquired Colony Spaces are valued as “Gold” Colony Spaces. Player places Gold Colony Tokens. Does not allow War Card play on next turn. Gold value (per space) is lost if a Colony Space is lost. Bravery Attribute Value Required: 130+ Good for 1 round.
Devalue – Player selects one (1) opponent’s acquired Gold Colony Space to be valued as a Colony Space. Opponent places Colony Token. Does not affect opponent’s War Card play. Gold value is restored if the Gold Colony Space is lost. Bravery Attribute Value Required: 80+ Good for 1 round of opponent.
Devalue EX – Every Opponent’s acquired Gold Colony Spaces are valued as a Colony Spaces. Opponents place Colony Tokens. Does not affect opponent’s War Card play. Gold value is restored if a Gold Colony Space is lost. Bravery Attribute Value Required: 130 + Good for 1 round of opponents.
Devalue ALL – Every Opponents’ acquired Colony Spaces and Gold Colony Spaces have NO value. Opponents remove Colony Tokens and Gold Colony Tokens. Does not affect opponent’s War Card play. Values are restored ONLY if any Space is acquired by player. New Spaces acquired by opponents ALSO have NO value. Bravery Attribute Value Required: 180 + Good for 1 round of opponents.
Event Space Partial Immunity – Player landing on an Event Space does not invoke an Event Card draw. Event Space acts as a Standard Space. Bravery Attribute Value Required: 50+ Good for 1 round, 1 Event Space landing.
Event Space Total Immunity – Player landing on Event Spaces does not invoke an Event Card draw. Event Spaces act as Standard Spaces. Bravery Attribute Value Required: 70+ Good for 1 round, all Event Space landings.
Event Space Trap – Opponent that lands on an Event Space loses one (1) point. If opponent has no points, then the War Card effect is void. Event Card draw is still required. Bravery Attribute Value Required: 70+ Good for 1 round of opponents, all Event Space landings.
Event Space Reward – Player landing on Event Spaces adds one (1) point. Event Card draw is still required. Bravery Attribute Value Required: 70+ Good for 1 round.
Event Space Ambush – Opponent that lands on an Event Space loses one (1) point which is gained by the player. If opponent has no points, then the War Card effect is void. Event Card draw is still required. Bravery Attribute Value Required: 100+ Good for 1 round of opponents, all Event Space landings.
War Cards: Battle - Attacking

Strength Specialty can NOT be used in conjunction with Battle - Attacking War Cards
Twice Defeated – Player must be defeated twice in the next battle if player is the attacker. Strength Attribute Value Required: 80+ Good for 1 round, 1 battle.
Thrice Defeated – Player must be defeated three times in the next battle if player is the attacker. Strength Attribute Value Required: 100+ Good for 1 round, 1 battle.
Double Team – Player may select a second opponent to join in the next battle in which player is the attacker, fighting for the player. All successful strikes by the second opponent add to the strike total against the original opponent. Second opponent’s turn follows the player’s. Strength Attribute Value Required: 90+ Good for 1 round, 1 battle.
Double Team with Event Character – Player may select an Event Character (if applicable) to join in the next battle in which player is the attacker, fighting for the player. The previously established Event Character order of play applies. All successful strikes by the Event Character add to the strike total against the original opponent. Event Character’s turn follows the player’s. Strength Attribute Value Required: 110+ Good for 1 round, 1 battle.

Strength Boost – Player’s DigiChar Strength attribute increases by ten (10). Strength Attribute Value Required: 70+ Good for 1 round.

Strength Boost EX – Player’s DigiChar Strength attribute increases by twenty (20). Strength Attribute Value Required: 110+ Good for 1 round.

Handicapped Foe – Player’s next opponent in battle loses their first turn. Strength Attribute Value Required: 80+ Good for 1 round, 1 battle.

Loot Colony – Player gains one (1) point in addition to acquiring a Colony Space in the next battle in which player is victorious as the attacker. Strength Attribute Value Required: 60+ Good for 1 round, 1 battle.

Unbeatable – Player is automatically victorious in the next battle in which player is the attacker. Strength Attribute Value Required: 130+ Good for 1 round, 1 battle.
Invincible – Player is automatically victorious in every battle in which player is the attacker. Strength Attribute Value Required: 180+ Good for 1 round.

War Cards: Manipulation

Supernatural Specialty can NOT be used in conjunction with Manipulation War Cards
Stuck – Any opponents with tokens located on a Standard Space must first cast the white die and roll a six (6) in order to begin their upcoming turn. Rolls of five (5) or fewer result in a loss of that turn for opponent. Supernatural Attribute Value Required: 90+ Good for 1 turn of opponents.

Clumsy – Any opponent whose token lands on or passes the player’s Clan Space during their upcoming turn will lose one (1) point which is gained by the player. If opponent has no points, then player is awarded two (2) points. Supernatural Attribute Value Required: 70+ Good for 1 turn of opponents.

Mirage – Any opponent whose token lands on a Colony Space or Gold Colony Space during their upcoming turn will invoke an Event Card draw. No Space acquisition through landing or battle takes place. Supernatural Attribute Value Required: 90+ Good for 1 turn of opponents.

Interchange – Player selects an opponent to exchange Colony Spaces with. All Colony Spaces acquired by opponent become player’s. All Colony Spaces acquired by player become opponent’s. Exchange is final. Gold Colony Spaces are not affected. Supernatural Attribute Value Required: 110+ Good for 1 turn.

Summon Warrior – Player selects an Event Character (if applicable) to battle in place of player’s DigiChar in the next battle. Player acts on behalf of Event Character. The previously established Event Character order of play does not apply. Supernatural Attribute Value Required: 130+ Good for 1 round, 1 battle.
Forced Possession – All opponents must surrender one (1) Colony Space to player. If any opponents have not acquired a Colony Space, then the War Card effect is void for that opponent.  Supernatural Attribute Value Required: 100+ Good for 1 turn.
Playing Both Sides – Player may select two opponents (if applicable) whose DigiChars must battle in place of their upcoming turns. The defeated opponent must surrender one (1) Colony Space to player. If defeated opponent has not acquired a Colony Space, then the remaining War Card effect is void. Supernatural Attribute Value Required: 110+ Good for 1 turn of 2 opponents.

Dark Cloud – Any opponent who must do battle as defender, whether against player or other opponents, is automatically defeated. Supernatural Attribute Value Required: 130+ Good for 1 round of opponents.

Mass Destruction – All opponents lose all Colony Spaces and Gold Colony Spaces that have been acquired. Supernatural Attribute Value Required: 180+ Good for 1 turn of opponents.
Poison Space – Any opponent, whose token lands on a Colony Space or Gold Colony Space that has been acquired by player, has all attribute values of their DigiChar reduced by 10 during the upcoming battle. Supernatural Attribute Value Required: 60+ Good for 1 round of opponents, 1 battle.

Spread The Wealth – All of player’s and opponent’s points gained thus far are tallied together and redistributed evenly. If the amount tallied can not be redistributed evenly, then player receives the extra point. Supernatural Attribute Value Required: 150+ Good for 1 turn.

Overtime – The point total required for victory in the current game is increased by 10. Supernatural Attribute Value Required: 160+ Good for 1 turn.

Hidden Fortune – Player selects an opponent’s acquired Colony Space or Gold Colony Space that, if landed on by player’s token and acquired by player in battle, increases in value by 5. Increased value is lost if Colony Space or Gold Colony Space is lost. Supernatural Attribute Value Required: 110+ Good for 1 round.

