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Hired Muscle &
Whenever you play a Spirit or Arcane spell, you &
may put a ki counter on Hired Muscle.

B At end of turn, if there are two or more ki
counters on Hired Muscle, you may flip it.
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Whenever you play a Spirit or Arcane spell, you &
may put a ki counter on Hired Muscle.

B At end of turn, if there are two or more ki
counters on Hired Muscle, you may flip it.
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Whenever you play a Spirit or Arcane spell, you &
may put a ki counter on Hired Muscle.

B At end of turn, if there are two or more ki
counters on Hired Muscle, you may flip it.
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Hired Muscle 1l
Whenever you play a Spirit or Arcane spell, you &4
may put a ki counter on Hired Muscle.

B At end of turn, if there are two or more ki
counters on Hired Muscle, you may flip it.
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