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Attack:


Stun





Steal a random card from your opponent. They cannot challenge you to a duel for two minutes.








Attack:


Swift Half





Your opponent must either buy you a drink, or give you two of their cards at random.








Attack:


Communism





Shuffle your hand together with that of your opponent (including the cards played in this duel). Starting with them, deal all the cards back out to both of you.








Attack:


Underdog





You may only play this card if you have fewer cards in your hand than your opponent. Steal two random cards from them.





Defend:


Teleport





Name a place on the South Bank. You must both walk there, and can't issue further duel challenges until you're there.
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Defend:


Teleport





Name a place on the South Bank. You must both walk there, and can't issue further duel challenges until you're there.











Defend:


Fortress





You can only play this card if there is some sort of roof directly above your head.











Defend:


Fortress





You can only play this card if there is some sort of roof directly above your head.








Defend:


Lightning Reactions





You may swap this card out for a different card from your hand, after the cards have been revealed.





Defend:


Freeze





Your opponent must stand absolutely still for the next three minutes.





Defend:


Freeze





Your opponent must stand absolutely still for the next three minutes.





Defend:


Freeze





Your opponent must stand absolutely still for the next three minutes.





Defend:


Bulletproof





Whatever card your opponent played has no effect, even if it was a DEFEND card.





Defend:


Bulletproof





Whatever card your opponent played has no effect, even if it was a DEFEND card.





Defend:


Mirror





This counts as a copy of the card your opponent played, if any. (It still counts as a DEFEND card.)





Defend:


Mirror





This counts as a copy of the card your opponent played, if any. (It still counts as a DEFEND card.)











Defend:


Seeker





Your opponent must close their eyes and count to a hundred, before continuing with the game.
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Seeker
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Defend:


Seeker





Your opponent must close their eyes and count to a hundred, before continuing with the game.











Defend:


Force of Nature





You can only play this card if you're standing on grass, soil or mud.








