Nar Shun

Denogr aphi cs:

Aliases: Nar Shun

Age: 227

Height: 6’3"

Weight: 185

Hair Color: Blonde

Eye Color: Gray

Birthplace: Atlantis

Power Source: Atlantean High Magic and Relics
Group Affiliation: None

Occupation: Senator of the Atlantean Republic, High
First Appearance: Prime Wardens #34

Backgr ound:

Nar Shun looked out from his tower located near the
Sapphire of the Seven Seas. From his vantage point,
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Nar Shun turned away from the window and the destru
to his work, an edge of urgency now added from seei
Nar Shun was crafting a powerful ritual that would
Sharisha and only child, Gwen Sha. They would be sp
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Seconds dragged on for an eternity as Nar Shun work
Magic. He was unsure if it was mere perception or i

to take hold, warping time and space to his will. A
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A scream tugged at Nar Shun'’s ear, sounding distant
glanced out the window, diverting only a shred of h
delicate mystical work at hand. The ritual must hav
he realized to finish. The invaders had already mad
scrambling over the walls and through now shattered

His wife stood in the courtyard, the bodies of two
feet. Dozens of the invaders pressed her on all sid
green eyes wide in terror clung at her mother’s sil
seeing his wife caused Nar Shun'’s attention to waiv
mighty spell at the invaders to protect his wife, |

to cut her down. With his attention diverted, Nar S
portal suddenly spun out of control behind him.

Time moved slowly for Nar Shun as he watched his sp
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behind his wife, cutting her down with their barbar

his daughter turn to run, and the invaders reaching
Nar Shun could react, the portal behind him flared
frustration as he was sucked into the resulting vor
Atlantis disappeared in a bright flash.

Nar Shun found himself suddenly in frigid waters, r
A simple incantation bent the water to his will, an
standing on a chariot of water pulled by two sea ho
looked out in all directions and saw no sign of lan
the invaders. He figured that the spell must have f
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With some mystical divinations, he was able to disc
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into the future; thousands of years. Atlantis lay s
seas His people were all dead, and the invaders now
overcame him. He vowed to bring the same fate to th
had succumbed to. Earth would drown, and the last A
that nothing stood in his way.

Descri ption:
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Villain Card:

Nar Shun, Vengeful Atlantean HP: 80

Set up: At the start of the game, put Nar Shun’s ch
“Vengeful Atlantean” side face up. Search the villa
Seven Seas and put it into play.

Game Play: At the start of the villain turn, flip N
more water cards in the villain trash. Whenever a r
villain deck, play an additional villain card. At t

turn, Nar Shun heals H HP for each relic he has in
Advanced: At the end of the villain phase, each vil
three HP.

Nar Shun, Wielder of the Seven Seas

Gameplay: At the end of each villain turn, each non
melee damage. If at the start of the Villain turn,

the major land masses of earth are swallowed up by

Advanced: Play an additional villain card each turn

Villain Deck:

Hydroblast x3

One-shot, Water

Deal the hero target with the highest HP two projec
damage by one for each two Water cards in the villa

Torrential Downpour x2

One-shot, Water

Reveal the top thee cards from the villain deck. Pl
play, and place the remaining cards into the villai

Tidal Wave x3

One-shot, Water

Destroy all environment cards. Destroy one Hero ong
card for each two water cards in the villain discar

Trident of the Seven Seas

Relic, HP 8

At the end of the villain turn, Nar Shun deals the
HP 2 melee damage.

Crown of Atlantis

Relic, HP 12

The number of Water cards needed to flip Nar Shun i
card is destroyed while Nar Shun is on the Wielder
flip Nar Shun immediately. Whenever a water card is
trash, Nar Shun heals one HP.
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Wall of Water x2
Ongoing, Water, HP 5
Nar Shun is immune to damage.

Drowning Undertow x2

One-shot, Water

The hero target with the least amount of HPs may di
from his hand. That target then takes five melee da
cards discarded.

Dragging Whirlpool x2

One-shot, Water

Each hero takes one melee damage, plus an additiona
equipment or relic he possesses.

Raging Torrent x2

Ongoing, Water

At the end of the villain phase, Raging Torrent dea
the most HP, H-2 projectile damage.

Heavy Flooding x2

One-shot, Water

All non-Villain targets take 1 melee damage. Increa
every three Water cards in the villain trash. The m
damage cannot exceed H.

Atlantean Storm Orb

Relic, HP 6

Whenever a water card is placed in the villain tras
suffers one lightning damage.

Atlantean Secrets x2

One-shot

Nar Shun heals five HP. Shuffle the villain trash a
relic is revealed. Put it into play. If no relic is
villain relic heals 3 HP.

Tome of the Hydromancer

Relic, HP 10

If the first card played during the Villain turn is
and draw a replacement card.

Gilded Armor of the Deep
Relic, HP 12
Reduce all damage dealt to Nar Shun by one plus the

in play.
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