Bible Battles Trading Card Game Complete Card Set Description

|2 IMoses | ¢ [x32 | 3 2] 2inspire -Free target follower cards who s enslaved.

Arphaxad Gen 10:22 Return to owner's hand if placed in discard pile from play.
| 8  [Angel of Protection 2 Chron 13:13 | 3] o]  o[Returnany unique person or army card from play to owner's hand.
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Inspire - Add +1 effort to build or +1 to your wisdom. Followers cannot attack.
- Inspire - Add +1 effort to build or +1 to your wisdom. Followers cannot attack.

2
- Inspire - Add +1 effort to build or +1 to your wisdom. Followers cannot attack.

Inspire - Prevent all damage to target follower card or army card until the
1|beginning of your next turn

Inspire - Target defending army gets +1 to defense until end of turn
Your attacking army cards gain +1 to offense while Abner is in play

Inspire - Effect or bonus produced by target enemy priest is cancelled

2|Inspire - Add +1 effort to build or +1 to your wisdom. Followers cannot attack.

Prevents any chariot by any player from attacking while card remains in play.
Any chariot may still defend if attacked.

Inspire - Look at top two cards of target player's deck.
Inspire - discard target conversion card in play

Inspire - Place target non Israelite priest into owner's discard pile if Defense of
target prophet is less than the offensive amount of Elijah.




Inspire - Target army card gets +2 to its offense when attacking while Gideon is in
117 Gideon Judg. 6:12, 16 play.
Jephthah - Judg 11:1-12:7 --- Target army has -1 to defense until the be, g of your next turn.
mmune to Conversion. Inspire - Prevent one follower or unique person you
119 Dan. 1:6-12:9 2|control from being converted.

_— 1Samuel 9:3, 14 | 2|Your follower cards get +1 to defense while King Saul is in play.

Draw a card when King David comes into play. You gain +1 to your wisdom at
the beginning of your turn as long as King David remains in play. Inspire -
King David 1 Samuel 19-31 Prevent target army from attacking until the beginning of your next turn.

_ ! Insplre Target unique person cannot be assassinated

n- I T
Add +1 to your wisdom at the beginning of your turn. Inspire - Target foIIower
-_- --- card or unique person card is immune to conversion until the beginning of your
Ruth 1[next turn.
I U P PR I P R S
Insplre - You gain +1 to your W|sdom for each of your followers who use thelr
PN N O O I N N e il

| 127 [Hanah | [ 11Adds +1.0 your wisdom at the beginning o your trn
_____ 2{All of your buildings take one less effort to bring into play.
| 129  [Abed-Nego [ o]  ofvourcities are unaffected by Torching.

Your attacking armies gain +1 to offense and +1 to defense until the end of in
Archangel Gabriel Genesis 18:9-10 which Gabriel is played.

_ rchangel Michael [ ¢ [pan12:1 3 | 3 o]  ofpestroy target attacking army and place in owner's discard pile.

[ 133 [CleansingFire




Take control of target follower card. The enslaved follower can add 2 effort to
Enslavement C build, but cannot add your wisdom.

Player who plays this card challenges another player to single combat. Each
player will immediately match up a Unique Person card or army card. Work out
damage as normal even if one of the cards has a wound counter on it. Event
135 Field of Sharp Swords Cards and Special abilities can also be used as if this were a normal combat.
| 140 [p
| 141 |

Escape Tunnel —_”‘

| o[  ofpestroy target follower card and place in owner's discard pile. |

aels Bravery | U Judg4a722 | 4] o  ofAssassinate target unique person and place in owner's discard pile. |

Melchizedek | of  ofHealupto2 points of damage to target army or unique person |
__””

141 [sendto the Abyss v ] | o[  o[Placearmyinownersdiscardpile. |

All Army, Follower, beast, and U ue Person cards are r

_”‘

Your followers add +2 to your wisdom instead of +1 if used in this way until the
144 Rainbow C Gen 9:13-17 end of your turn.

he angel of the Lord | ¢ Jakin29:3s [ 3] o[  o]Destroy target army card and place in owner's discard pile.

__ Gen 21:20 ___ Can attack from behind the walls of a fortress it is defending.

Inspire - Remove one point of damage from target army, follower or unique
Physician person card.

You must choose a king you control before bringing Royal Bodyguard into play.
Any damage or effect that would target that King effects Royal Bodyguard
instead. Royal Bodyguard cannot attack. Once brought into play, Royal

Royal Bodyguard Bodyguard cannot be separated from their chosen king.

| 162  [spearmen [ ] 1 - Can attack from behind the walls of a fortress it is defending.

Can be used to defend as long as it is currently not engaged in combat, even if it
Chariot Josh 11: was used to attack your previous turn.

__—___ Can attack from behind the walls of  fortress it is defending,
|___165___Isickle Swordsmen | C___[2kin3:26 2 2 |










284 c Owner of Baalath is not susceptible to famine.
285 Shiloh - City C Judg. 21:19 Add +1 to your wisdom at the beginning of your turn.

Add +1 to your wisdom at the beginning of your turn. Inspire - Enslave target
follower card. Follower card remains enslaved as long as King Solomon's Temple
1 Kings 6-7 5 1 3|is turned and can be used to build but not to add to your wisdom.
Inspire - Prevent all damage dealt to one target unique person until the

All army cards you control gain +1 to defense.
Can feed up to 2 armies or unique people.

Add +2 to your wisdom at the beginning of your turn. Jerusalem is immune to
-- Torching. Defending armies and Unique People gain +1 to their offense against
2 an army or unique person attacking Jerusalem.

Add +1 to your wisdom at the beginning of your turn. Provides food for up to 2
rmies or Unique People.
Add +1 to your wisdom at the beginning of your turn - Can feed 1 army card.

Add +1 to your wisdom at the beginning of your turn. Inspire - Target attacking
army or unique person gets -1 to its offense until the beginning of your next
turn.

!!

King Solom

Bahurim - City
Ebenezer - City

Ezion Geber - City
250

286
287
288
289
Josh 13:25

Jerusalem - Fortress

Lachish - Fortress

Masada - Fortress
Megiddo - Fortress

Temple with Musicians

1 Chr. 11:4-9

Sam 22:4-5
Josh. 12:21

1 Chr. 25:4

291
292
293
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Inspire - Target attacking army's offensive and defensive amounts are switched
355 Elah - Valley 1Sam. 17:2, 21:9 with a defending army or unique person's offensive and defensive amount.




Inspire - Prevent target unique person from being assassinated or follower card

356 En Gedi - Oasis R 1 Sam 23:29-24:1 3 0 3|from being enslaved. Provides food for up to 2 army or Unique Person cards.
Once this card is in play, you can build up to 1 building behind it. Enemy Chariot
armies and armies equipped with siege towers take one additional turn to reach
your defending building. Can provide food for up to 2 army or Unique Army

357 Jordan River R 2 Kin. 6:1-7 3 0 0|cards.

Inspire - Look at the top two cards of target player's deck. Return the cards in

358 Machpelah C Gen. 18: 1-5 1 0 0[any order you choose.

Followers can add to wisdom and be used for building in the same turn. Add one

359 Mt. Sinai R Ex. 19:1 - 40:38 3 0 0[point to your wisdom at the beginning of your turn.

360 Region of Samaria C Hos. 7:1 2 0 2|Can feed up to 3 armies or unique people.

361 Palm tree of Deborah U Judg. 4:5 2 0 1|Inspire - Remove effects of conversion on one target follower card you own.

362 Grain C 1 0 1|Can feed up to 2 armies or unique people.

Oasis were much sought after as an attacking army did not have to bring as
many supplies with them on campaign. Provides food for up to 3 army or

363 Elim - Oasis U Ex. 15-27 3 0 2|Unique Person cards.

364 Grapes C 1 0 1|Can feed up to 2 armies or unique people.

Armies and Unique people you control are unaffected by rivers and streams

365 Ark of the Covenant R Josh. 3:6-4:18 3 0 0[when you attack.

366 Scaled Armor C Ex 28:32 2 0 0|Target unique player or army cards gains +2 to defense
Inspire - Prevent one damage to target blocking army, blocking follower, or

367 Balm of Gilead U Gen. 37:25 1 0 0[blocking unique person card.

368 Barracks C 1 0 0[Adds 1 to offense of target city or fortress

369 Cistern C Jeremiah 2:13 2 0 0|Target city isimmune to torching.

370 Pot of Manna U Ex. 16:15 2 0 0[Inspire - Heal 1 point of damage to target unique person, army or follower card.

371 Rampart C 2 Sam. 20:15 1 0 0|Target city gains +1 to its defense. This effect can stack with other item cards.
An army equipped with scaling ladders can, if you choose, engage a defending

372 Scaling Ladders C 1 0 0[army who attacks from the walls of a fortress you currently have under siege.

373 Weapon Upgrade C 1 0 0[Increase target army or unique person's offense by +1
Target army card does +1 damage per turn to walled city or fortress it is

374 Battering Ram C Ezek 4:2 2 0 0[attacking.

Inspire - Unique Person can use its special ability one additional time before the

375 Bronze Sea R 2 Kin. 25:13 4 0 0[beginning of your next turn.

Inspire - Prevent all damage to a target unique person, follower, or army card

376 Bronze Serpent Staff R Num 21:6 3 0 0[until end of turn

377 Antelope U 2 1 2|Can feed up to 2 armies or unique people.

Inspire - Target army you control can be used to defend as long as it is currently

378 Camels C 2 1 2|not engaged in combat, even if it was used to attack your previous turn.

379 Cattle C 2 1 2|Can feed up to 2 armies or unique people.

380 Fatling U 1 Sam. 15:9 2 0 1|Can feed up to 3 armies or unique people.

381 Goats C 1 0 1|Can feed up to 2 armies or unique people.

382 Sheep C 1 0 1|Can feed up to 2 armies or unique people.







Allows you to play one army card from your hand. This army card must be used
to defend against an attacking army. The army card remains in play unless
495 Ambush C 2 otherwise destroyed.




Israelite
Babylonian
Assyrian
Canaanite
Egyptian
Roman

(e]

Common Card
Uncommon Card
R Rare Card
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