The following section provides players with a set of species reference sheets,
allowing quick access to all the essential information related to each species.
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Name and €ffect

Belly (any): During any roll, the unit loses its automatic
save results.

Dragonmount

Breath

Breath (Melee): During a melee attack, target X health-
worth of units in the defending army. The targets are
killed.

Counter (Dragon Attack, Melee, Save*):During a save

roll against a melee attack, Counter generates X save
results and inflicts X damage upon the attacking army,
which may not roll for saves. Only save results generated
by spells that would add to a save roll may reduce this
damage. 5

During a melee attack, Counter generates X melee results.
During a dragon attack, Counter generates X save and X
melee results.

Dragonsteed

Dragonstallion

SPECIAL ACTION ICONS
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Counter

Fly Rend Smite  Trample

Icon Name and Effect

P

Logo (/ndividual, Melee): When saving against an
individual targeting effect, the SFR/TSR logo generates
four save results.

During a melee attack, you may move a summoned
dragon that contains the same element as this
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Icon Name and Effect

Attune (Magic): During a magic action, Attune generates
X magic results of any element. Attune may also count the
normal (non-1D, nonSAI) magic results of one unit in the
marching army as the same element.

\|/ Bash (Dragon Attack, Save): During a save roll against a
"@L melee attack, target one unit from the attacking army. The
/1NN targeted unit takes damage equal to the melee results it

generated. The targeted unit must make a save roll against
this damage. Bash also generates save results equal to the
targeted unit’s melee results.

During other save rolls, Bash generates X save results.
During a dragon attack choose an attacking dragon that has
inflicted damage. That dragon takes damage equal to the
amount of damage it inflicted. Bash also generates save
results equal to the damage the chosen dragon did.

o Crush (Dragon Attack, Missile): During a missile attack,

- target up to X health-worth of units in the defending

Ny army. The targets make a maneuver roll. Those that do not
generate a maneuver result are killed. Each unit killed must
make a save roll. Those that do not generate a save result on
this second roll are buried.

During a dragon attack, Crush generates X missile results.

Dragonkin Champion from one terrain to another.

Rend (Dragon Attack, Maneuver, Melee): During a
melee or dragon attack, Rend generates X melee results.
Roll this unit again and apply the new result as well.
During a maneuver roll, Rend generates X maneuver
results.

Q Decapitate (Dragon Attack, Melee): During a melee attack,
— this effect is applied when resolving Delayed Effects. Target
one unit that rolled an ID icon. The target is killed. None of
their results are counted towards the army’s save results.
During a dragon attack, kill one dragon that rolled Jaws. If
no dragon rolled Jaws, Decapitate generates three melee
results.

Smite (Dragon Attack, Melee): During a melee attack,
Smite inflicts X points of damage to the defending army
with no save possible.

During a dragon attack, Smite generates X melee results.

Fly (Any): During any roll, Fly generates X maneuver or X
save results
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Trample (Any): During any roll, Trample generates X
maneuver and X melee results.

Elevate (Dragon Attack, Maneuver, Missile, Save*). During
a maneuver roll, Elevate generates X maneuver results.
During a missile attack, double one unit’s missile results.
During a save roll against a melee attack, double one unit’s
save results.

During a dragon attack, double one unit’s missile or save
results.
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Attune

Flurry (Dragon Attack, Melee, Save*): During a melee
attack, Flurry generates X melee results. Roll the item again
and apply the new result as well.

During a save roll against a melee attack, Flurry generates
X save results.

During a dragon attack, Flurry generates either X save
results, or X melee results. If it generates melee results, roll
the item again and apply the new result as well.

+

Impale (Dragon Attack, Missile): During a missile attack,
this effect is applied when resolving Delayed Effects. Target
one unit that rolled an ID icon. The target is killed. None of
their results are counted towards the army’s save results.
During a dragon attack, kill one dragon that rolled Jaws.

If no dragon rolled Jaws, Impale generates three missile
results.

Sortie (Dragon Attack, Melee, Save): During a melee attack,
Sortie generates X melee results.

During a save roll, Sortie generates X save results.

During a dragon attack, Sortie generates X save and X
melee results.

%

Summon Dragon (Magic): During a magic action at a
terrain, target any dragon (Elemental, Hybrid, or Ivory
Hybrid) that contains the element of this item, or an Ivory
Dragon, and summon it to any terrain. Summon Dragon
may not be used to summon a White Dragon. Roll this die
again and apply the new result as well.

During a magic action in reserves, Summon Dragon
generates X magic results.

Wayfare (Dragon Attack, Maneuver): During a maneuver
roll, Wayfare generates X maneuver results. Instead of
generating maneuver results, the item and one unit able to
carry it may move to any other terrain or your Reserve Area.
During a dragon attack, Wayfare allows the item and a unit
able to carry it to move to any terrain or your Reserve Area.




- AMAZONS

Tvory

SMALL MEDIUM  LARGE MONSTER
I-HEALTH 2-HEALTH 3-HEALTH 4-HEALTH

SPECIES ABILITIES
Javelin Charge

A
HEAVY During a march, instead of taking the
MELEE = ﬂ‘ maneuver step, you may bury a minor terrain
Soldier Warrior War Chief Centaur the marching army controls. Amazons in that
army may then count maneuver results as
LIGHT if they were missile results during a missile
MELEE k action this turn.
< Kukri Charge
CAVALRY During a march, instead of taking the
maneuver step, you may bury a minor terrain
the marching army controls. Amazons in that
MISSILE army may then count manegver_results as lf
they were melee results during a melee action
this turn.
MAGIC Terrain Harmony

Amazon units generate magic results matching
the elements of the terrain where they are
located. Amazon units in the Reserves Area
generate Ivory magic, which may only be used
to cast Elemental spells.

Visionary

NORMAL ACTION ICONS

s =N J &

Magic Maneuver Melee Missile Save

DEATDH SPELLS
Cost R C Name, Species and efect

Cost R C Name, Species and Effect

Z X} Ralgesany): Tiaeeti opvposmg g Ut 2 X | Hailstorm (Any): Target any opposing army. Inflict
@ result from the target’s non-maneuver rolls . ; :
: Gt @I point of damage on the target,
until the beginning of your next turn.
4 X* i : :
4 Finger of Death (Any): Target any opposing unit. Vind el B10) larocany ?rmy Addm
; 1 : maneuver results to the target’s rolls until the
Inflict @@® point of damage on the target with no e :
5 beginning of your next turn.
save possible.

6 Soiled Ground (Any): Target any terrain. Until the 6 Lightning Strike (Any): Target any opposing unit.
beginning of your next turn, any unit killed at that The target makes a save roll. If it does not generate
terrain that goes into the DUA must make a save a save result, it is killed. A unit may not be targeted
roll. Those that do not generate a save result are by more than one Lightning Strike per magic action.

burled

WHCGR SDGEES fIRG SPELLS

R C Name, Species and Effect Cost R C Name, Species and Effect

Watery Double (Any): Target any army. Add @@ save 2 X | Ash Storm (Any): Target any terrain. Subtract i@
result to the target’s rolls until the beginning of your result from all army rolls at that terrain until the
next turn. beginning of your next turn.

4 Flash Flood (Any): Target any terrain. Reduce that 4 Xk Fiery Weapon (Any): Target any army. Add G7®

terrain one step unless an opposing army at that
terrain generates at least &% maneuver results. A
terrain may never be reduced by more than one step
during a player's turn from the effects of Flash Flood. 6

melee or missile results to any roll the target makes
until the beginning of your next turn.

Dancing Lights (Any): Target any opposing army.
Subtract &z melee results from the target’s rolls
until the beginning of your next turn.

6 Wall of Fog (Any): Target any terrain. Subtract &%
missile results from any missile attack targeting an
army at that terrain until the beginning of your next
turn.

*These spells can only be cast in reserves with Attune.
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€ARTP SPELLS .

E€LEMENTAL SPELLS

Cost R C Name, Species and Effect Cost R C Name, Species and Effect

2 X* | X | Stone Skin (Any): Target any army. Add G save 3 X Resurrect Dead (Any): Target @3 health-worth of
result to the target’s rolls until the beginning of units in your DUA that contains the element of magic
your next turn. used to cast this spell. Return the targets to the

4 X E ; > casting army. Magic of any one element (or Ivory)
Path (Any): Target @B of your um’ts At may be used to resurrect Amazons. Multiple casting
Move the target to any other terrain where you have of this spell targeting a single unit must all use the
LN same element of magic.

6 Transmute Rock to Mud (Any): Target any opposing 3 X Esfah’s Gift (Amazon): Target a minor terrain in your
army. Subtract g% maneuver results from the BUA. Move that terrain to your summoning pool.
target’s rolls until the beginning of your next turn. 3 Summon Drogonkin (Any): Target GO health wbsil

of Dragonkin units in your Summoning Pool that
match the element of magic used to cast this spell.
The targets join the casting army.

ICOﬂ Name and efoCt S X Rally (Amazon): Target up to ged of your Amazon

units at a terrain. Move those units to any other

@ Bullseye (Dragon Attack, Missile): During a missile terrain where you have at least one Amazon unit.

: attack, target X health-worth of units in the defending :
army. The targets make a save roll. Those that do not 7 Summon Dragon (Any): Target any terrain. Summon
generate a save result are killed. Roll this unit again and @mdragop that contains the' element used t‘? cast
apply the new result as well. this spell fr.om any.Summonmg Pool or terrain to the
During a dragon attack, Bullseye generates X missile target terrain. Magic of any one elgment may ,be used
A to summon an Ivory or Ivory Hybrid Dragon from
any Summoning Pool to the target terrain.
e Cantrip (Magic, Non-Maneuver): During a magic action, " S White D ot ;

“ Cantrip generates X magic results. ummon White ragon (Any): Target any terrain.

During other non-maneuver rolls, Cantrip generates X Summon(mWhne Dragon from aly S“mmo,“'“e‘,%
magic results that only allow you to cast spells marked Pool or'terram to the target terrain. Any cgmbmatlon
as ‘Cantrip’ from the spell list. of magic elements may be used to cast this spell.

Counter (Dragon Attack, Melee, Save*):During a save
roll against a melee attack, Counter generates X save
results and inflicts X damage upon the attacking
army, which may not roll for saves. Only save results
generated by spells that would add to a save roll may
reduce this damage.

During any other save roll, Counter generates X save
results.

During a melee attack, Counter generates X melee
results.

During a dragon attack, Counter generates X save and X
melee results.

Double Strike (Dragon Attack, Melee): During a
melee attack, target four health-worth of units in the
defending army. The targets make a save roll. Those
that do not generate a save result are killed. Roll this
unit again and apply the new result as well.

During a dragon attack, Double Strike generates four
melee results.

Tcon Name and Effect
Fly (Any): During any roll, Fly generates X maneuver or
X save results.
\I’ Kick (Dragon Attack, Melee, Save): During a melee
attack, target one unit in the defending army. The target
0\

takes X points of damage.

During a save roll, Kick generates X save results.
During a dragon attack, Kick generates X melee and X
save results.

G

Rend (Dragon Attack, Maneuver, Melee): During a
melee or dragon attack, Rend generates X melee results.
Roll this unit again and apply the new result as well.
During a maneuver roll, Rend generates X maneuver
results.

Firebreath (Melee): During a melee attack, inflict X
points of damage on the defending army with no save
possible. Each unit killed makes a save roll. Those that
do not generate a save result are buried.

Firewalking (Maneuver, Non-Maneuver): During a
maneuver roll, Firewalking generates X maneuver
results. During any non-maneuver roll, this unit may
move itself and up to three health-worth of units in its
army to any terrain.

S

Smite (Dragon Attack, Melee): During a melee attack,
Smite inflicts X points of damage to the defending army
with no save possible.

During a dragon attack, Smite generates X melee
results.

g“.o

Flame (Melee): During a melee attack, target up to two
health-worth of units in the defending army. The targets
are killed and buried.

(=

Stone (Dragon Attack, Melee, Missile): During a melee
or missile attack, Stone does X damage to the defending
army with no save possible.

During a dragon attack, Stone generates X missile
results.

[ oo
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Trample (Any): During any roll, Trample generates X
maneuver and X melee results.
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CORAL €ELVES

Hir & Water

LARGE MONSTER

SMALL MEDIUM

1-HEALTH 2-HEALTH 3-HEALTH 4-HEALTH .
[ A SPECI ES ABILITI ES Cost R C Name, Species and Effect Cost R C Name, Species and Effect
-
ey : & Coa Sta] D Odge 2 X Resurrect Dead (Any): Target G -health-worth of 7 Summon Dragon (Any): Target any terrain. Summon
MELEE — , 2 units in your DUA that contains the element of magic @ia-dragon that contains the element used to cast
Fighter Trooper - Protector Coral Giant When at a terrain that contains water, used to cast this spell. Return the targets to the this spell from any Summoning Pool or terrain to the
A Coral Elves may count maneuver results as casting army. Magic of any one element (or Ivory) target terrain. Magic of any one element may be used
LIGHT - may be used to resurrect Amazons. Multiple casting to summon an Ivory or Ivory Hybrid Dragon from any
- \ if they were save results. of this spell targeting a single unit must all use the Summoning Pool to the target terrain.
MELEE sapic elemetpl Mag 14 Summon White Dragon (Any): Target any terrain
Guard Courier Herald Gryphon 1 y): y i
yg D efen SIve VOl ley 3 Summon Dragonkin (Any): Target @3 health-worth Summon @3 White Dragon from any Summoning
When at a terrain that contains air. Coral of Dragonkin units in your Summoning Pool that Pool or terrain to the target terrain. Any combination
CAVALRY : e e match the element of magic used to cast this spell. of magic elements may be used to cast this spell.
Elves may counter-attack against a missile The targets join the casting army. -
o FoiEhL aele Baight > fRdaiag action. Follow the same process used for a :
‘* regular melee counter-attack, using missile 5
MISSILE u . : .
) results instead of melee results. Teon Name and Effect Tecon  Name and Effect
Bowman Archer  Sharpshooter § Sprite Swarm = : =5
2 Bullseye (Dragon Attack, Missile): During a missile Hypnotic Glare (Melee): During a melee attack, this
v attack, target X health-worth of units in the defending effect is applied when resolving Delayed Effects. All
MAGIC 3N army. The targets make a save roll. Those that do not units that roll an ID icon are hypnotized and may not
e generate a save result are killed. Roll this unit again and be rolled until the beginning of your next turn. None
Evoker Conjurer Enchanter apply the new result as well. of their results are counted towards the army’s save

N @0 4 K

Magic

Cost R C Name, Species and Effect Cost R C Name, Species and Effect

AIR SPELLS

NORMAL ACTION ICONS

Maneuver Melee Missile Save

%
=

WATER SPELLS

During a dragon attack, Bullseye generates X missile
results.

Cantrip (Magic, Non-Maneuver): During a magic action,
Cantrip generates X magic results.

During other non-maneuver rolls, Cantrip generates X
magic results that only allow you to cast spells marked
as ‘Cantrip’ from the spell list.

results.

The effect ends if the glaring unit leaves the terrain, is
killed, or is rolled. The glaring unit may be excluded
from any roll until the effect expires.

Counter (Dragon Attack, Melee, Save*):During a save
roll against a melee attack, Counter generates X save
results and inflicts X damage upon the attacking army,
which may not roll for saves. Only save results generated

Rend (Dragon Attack, Maneuver, Melee): During a
melee or dragon attack, Rend generates X melee results.
Roll this unit again and apply the new result as well.
During a maneuver roll, Rend generates X maneuver
results.

Smite (Dragon Attack, Melee): During a melee attack,
Smite inflicts X points of damage to the defending army

2 X | Hailstorm (Any): Target any opposing army. Inflict 2 X | X | Watery Double (Any): Target any army. Add @@ save by spells that would add to a save roll may reduce this with no save possible.
@e-point of damage on the target, result to the target’s rolls until the beginning of your damage. During a dragon attack, Smite generates X melee
next turn. During any other save roll, Counter generates X save results.
3 Blizzard (Coral Elves): Target any terrain. Subtract results. ;
{Tie® melee results from all army rolls at that terrain 4 Flash Flood (Any): Target any terrain. Reduce that During a melee attack, Counter generates X melee Swallow (Melee): During a melee attack, target one unit
| until the beginning of your next turn. terrain one step unless an opposing army at that results. in the defending army. Roll the target. If it does not roll
terrain generates at least gf3 maneuver results. A During a dragon attack, Counter generates X save and X its ID icon, it'is killed and buried.
4 & Wind Walk (Any): Target any army. Add fien? terrain may never be reduced by more than one step melee results.
maneuver results to the target’s rolls until the during a player's turn from the effects of Flash Flood. : .
beginning of your next turn. z = > ? ] Entangle (Melee): During a melee attack, target up to X Tail (Dragon Attack, Melee): During a dragon or melee
eluge (Coral Elves): Target any terrain. Subtract & health-worth of units in the defending army. The targets attack, Tail generates two melee results. Roll this unit
6 Lightning Strike (Any): Target any opposing unit. The {ixe® maneuver and @@ missile results from all are killed. again and apply the new result as well.
target makes a save roll. If it does not generate a save army rolls at that terrain until the beginning of your
result, it is killed. A unit may not be targeted by more next turn. Ferry (Non-Maneuver): During any non-maneuver roll, : ! Trample (Any): During any roll, Trample generates X
than one Lightning Strike per magic action. 6 Wall of Fog (Any): Target any terrain. Subtractgliy the Ferrying un.it may move itself and.up to four health- i maneuver and X melee results.
22 2 : worth of units in its army to any terrain.
missile results from any missile attack targeting an
army at that terrain until the beginning of your next Fly (Any): During any roll, Fly generates X maneuver or 7y Wave (Melee, Maneuver):-During a melee attack, the
turn. = \‘ X save results. @ defending army subtracts X save results.
s° During a maneuver roll while marching, subtract X from

each counter-maneuvering army’s maneuver results._
Wave does nothing if rolled during a counter-maneuver.
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Magic Maneuver Melee

Cost R C Name, Species and Effect Cost R C Name, Species and Effect

Missile

Save

SPECIES ABILITIES

Mountain Mastery

When at a terrain that contains earth,
Dwarves may count melee results as if
they were maneuver results.

Dwarven Might

When at a terrain that contains fire,
Dwarves may count save results as if
they were melee results when rolling
for a counter-attack.

2 X | Ash Storm (Any): Target any terrain. Subtract @I® 2 X | X | Stone Skin (Any): Target any army. Add G save
result from all army rolls at that terrain until the result to the target's rolls until the beginning of your
beginning of your next turn. next turn.

3 Firebolt (Dwarves): Target any opposing unit. Inflict 4 X Path (Any): Target @& of your units at a terrain.

@B point of damage on the target. Move the target to any other terrain where you have
an army. 5

4 X Fiery Weapon (Any): Target any army. Add o
mel'ee or mis'sile' results to any roll the target makes 5 Higher Ground (Dwarves): Target any opposing army.
until the beginning of your next turn. Subtract {fim@ melee results from the target's rolls

until the beginning of your next turn.

B Dancing Lights (Any): Target any opposing army.

SubtracFm melee results from the target’s rolls until 6 Transmute Rock to Mud (Any): Target any opposing
the beginning of your next turn. army. Subtract g8% maneuver results from the target’s

rolls until the beginning of your next turn.

Cost R C Name, Species and Effect Cost R C Name, Species and Effect

3

X

Resurrect Dead (Any): Target @@-health-worth of
units in your DUA that contains the element of magic
used to cast this spell. Return the targets to the
casting army. Magic of any one element (or Ivory)
may be used to resurrect Amazons. Multiple casting
of this spell targeting a single unit must all use the
same element of magic.

7

Summon Dragon (Any): Target any terrain. Summon
@ma-dragon that contains the element used to cast
this spell from any Summoning Pool or terrain to the
target terrain. Magic of any one element may be used
to summon an Ivory or Ivory Hybrid Dragon from any
Summoning Pool to the target terrain.

Summon Dragonkin (Any): Target @3 health-worth
of Dragonkin units in your Summoning Pool that
match the element of magic used to cast this spell.
The targets join the casting army.

Tcon

\Il
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Name and €ffect

Bash (Dragon Attack, Save*): During a save roll against a
melee attack, target one unit from the attacking army. The
targeted unit takes damage equal to the melee results it
generated. The targeted unit must make a save roll against
this damage. Bash also generates save results equal to the
targeted unit’'s melee results.

During other save rolls, Bash generates X save results.
During a dragon attack choose an attacking dragon that has
inflicted damage. That dragon takes damage equal to the
amount of damage it inflicted. Bash also generates save
results equal to the damage the chosen dragon did.

Summon White Dragon (Any): Target any terrain.
Summon @3 White Dragon from any Summoning
Pool or terrain to the target terrain. Any combination
of magic elements may be used to cast this spell.

=

con
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Name and E€ffect

Dispel Magic (Special): Whenever any magic targets this
unit, the army containing this unit or the terrain this
unit occupies, you may roll this unit after all spells are
announced but before any are resolved. If the Dispel
Magic icon is rolled, negate a/l unresolved magic that
targets or effects this unit, its army or the terrain it
occupies. No other icons have any affect during this
special roll. Magic targeting other units, armies, or
terrains is unaffected by this SAI.

Bullseye (Dragon Attack, Missile): During a missile attack,
target X health-worth of units in the defending army. The
targets make a save roll. Those that do not generate a save
result are killed. Roll this unit again and apply the new result
as well. During a dragon attack, Bullseye generates X missile
results.

Fly (Any): During any roll, Fly generates X maneuver or
X save results.

Rend (Dragon Attack, Maneuver, Melee): During a
melee or dragon attack, Rend generates X melee results.
Roll this unit again and apply the new result as well.
During a maneuver roll, Rend generates X maneuver
results. :

Cantrip (Magic, Non-Maneuver): During a magic action,
Cantrip generates X magic results.

During other non-maneuver rolls, Cantrip generates X magic -

results that only allow you to cast spells marked as ‘Cantrip’
from'the spell list.

Roar (Melee): During a melee attack, target up to

X health-worth of units in the defending army. The
targets are immediately moved to their Reserve Area
before the defending army rolls for saves.

Charge (Melee): During a melee attack, the attacking army
counts all Maneuver results as if they were Melee results.
Instead of making a regular save roll or a counter-attack,
the defending army makes a combination save and melee
roll. The attacking army takes damage equal to these melee
results. Only save results generated by spells that would add
to a save roll may reduce this damage. Charge has no effect
during a counter-attack.

Seize (Missile): During a missile attack, target up to X
health-worth of units in the defending army. Roll the
targets. If they roll an ID icon, they are immediately
moved to their Reserve Area. Any that do not roll an ID
are killed. .

Confuse (Melee, Missile): During a melee or missile attack,
this effect is applied when resolving Delayed Effects. Target
up to X health-worth of units in that army. Re-roll the
targeted units, ignoring all previous results.

Smite (Dragon Attack, Melee): During a melee attack,
Smite inflicts X points of damage to the defending army
with no save possible.

During a dragon attack, Smite generates X melee
results.

Counter (Dragon Attack, Melee, Save*):During a save roll
against a melee attack, Counter generates X save results
and inflicts X damage upon the attacking army, which may
not roll for saves. Only save results generated by spells that
would add to a save roll may reduce this damage.

During any other save roll, Counter generates X save results.
During a melee attack, Counter generates X melee results.
During a dragon attack, Counter generates X save and X
melee results. ;

Stomp (Dragon Attack, Melee): During a melee attack,
target up to X health-worth of units in the defending

o Ao army. The targets make a maneuver roll. Those that
do not generate a maneuver result are killed and must
make a save roll. Those that do not generate a save °
result are buried.
During a dragon attack, Stomp generates X melee
results.

= Trample (Any): During any roll, Trample generates X
:,/‘\\: maneuver and X melee results.
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SMALL MEDIUM LARGE
L u GE  SPECIES ABILITIES e , f
2-HEAEFHE = 3-HEALTH > E€ARTD SPELLS = ELEMENTAL SPELLS
)\ () L2 : ; 3
HEAVY ‘@f @ o) @& Resist Fear ; _
MELEE NS REA : : Cost R C Name, Speciecs and Effect Cost R C Name, Species and Effect
Follower Seieie Dragonkin units up to the total health
SHIELD ‘m‘ ). w2l of Eldarim in their army jgnore any - 2 X | X | Stone Skin (Any): Target any army. Add GIY® save 3 X Resurrect Dead (Any): Target @@ health-worth of
@X \@ ) tricti that t th f (i result to the target’s rolls until the beginning of your units in your DUA that contains the element of magic
BEARER od guard restrictions that preven €m from rotling next turn. ; used to cast this spell. Return the targets to the
V_ 2, Nw_ durlng a dragon attack. : = oy it your e i casting army. Magic of any one element (or Ivory)
@ —\.,/- - may be used to resurrect Amazons. Multiple casting
MAGIC .\vfn SN [N 3 Move the target to any other terrain where you have of this spell targeting a single unit must all use the
Spellbinder e Entrller % Sorcerer DragOnkll’] Handlers gl army. same element of magic.
!§ gt e=5, SRIAL. )\ e s 2 s :
CAVALRY ~Z@ M ,@ Eg?,,'! ! Durlng the SpeCICS Abilities Phase, select an 6 Transmute Rock to Mud (Any): Target any opposing 3 X Evolve Dragonkin (Eldarim): Target one of your
SPilfier- Racer army that contains at least one Eldarim army. Subtract it maneuver results from the target's Dréponkinup Iotiie mateheswicoen uisiis
: z rolls until the beginning of your next turn. used to cast this spell. The target is promoted @@
MISSILE .’@‘ @ unit at a terrain. Move a small (1 health) s
Toxophilite Dragonkm unit from the Summomng Pool 3 Summon Dragonkin (Any): Target @@ health-worth

of Dragonkin units in your Summoning Pool that

to the army, or promote one Dragonkin _
match the element of magic used to cast this spell.

unit in the army. Moved or promoted units

NORMAL ACTION ICONS

é Sl ' @ / ‘ )/ e @ : The targets join the casting army.
e !\ v T must match an element of the terrain. 5 X Rise of the Eldarim (E/darim): Target any Eldarim unit
i: ‘, ! e 1 Pﬂ 9 {m This ability may only be used if the total that matches the element of magic used to cast this
: 1. The t ti ted @i@-health-worth.
Magic S e V2 health-worth of Dragonkin after the el S all . Sl ol
P / @ 7 Summon Dragon (Any): Target any terrain. Summon

exchange is not greater than the total
health-worth of Eldarim in that army.

@idragon that contains the element used to cast
this spell from any Summoning Pool or terrain to the
target terrain. Magic of any one element may be used
to summon an Ivory or Ivory Hybrid Dragon from any
Summoning Pool to the target terrain.

# K
e o

Missile

14 Summon White Dragon (Any): Target any terrain.
Summon @3 White Dragon from any Summoning
Pool or terrain to the target terrain. Any combination
of magic elements may be used to cast this spell.

DEATD SPELLS

Cost R C Name, Species and Effect Cost R C Name, Species and Effect

2 X | Palsy (Any): Target any opposing army. Subtract Q3 2 | X | Hailstorm (Any): Target any opposing army. Inflict

result from the target’s non-maneuver rolls until the @I point of damage on the target, _

beginning of your next turn. Z = it Wl et 2ty oy Ada con Name and Effect Icon Name and Effect
4 Finger of Death (Any): Target any opposing unit. maneuver results to the target’s rolls until the : =\ Bash (Dragon Attack Save): During a save roll against a Fly (Any): During any roll, Fly generates X maneuver or

Inflict @3 point of damage on the target with no beginning of your next turn. ‘,@: melee attack, target one unit from the attacking army. X save results.

save possible. - e The targeted unit takes damage equal to the melee s

6 Lightning Strike (Any): Target any opposing unit. The results it generated. The targeted unit must make a save \‘

6 Soiled Ground (Any): Target any terrain. Until the target makes a save roll. If it does not generate a save roll against this damage. Bash also generates save results

beginning of your next turn, any unit killed at that result, it is killed. A unit may not be targeted by more equal to the targeted unit’s melee results.

terrain that goes into the DUA must make a save roll. than one Lightning Strike per magic action. During other save rolls, Bash generates X save results.

Those that do not generate a save result are buried. During a dragon attack choose an attacking dragon that

has inflicted damage. That dragon takes damage equal Smite (Dragon Attack, Melee): During a melee attack,

& wﬁ—teK Spel:]:s to the amount of damage it inflicted. Bash also generates %& N Srpite inflicts X pgints of damage to the defending army
= save results equal to the damage the chosen dragon did. with no save possible.
= B o = g @ During a dragon attack, Smite generates X melee
; ‘ll' antrip (Magic, Non-Maneuver): During a magic action, ol
Cost R C Name, Species and Effect Cost R C Name, Species and Effect ~'d Cantrip generates X magic results.
> During other non-maneuver rolls, Cantrip generates X

2 X | Ash Storm (Any): Target any terrain. Subtract 3 ALIEEyLIOHIE Target any-army. 240 GNP SN magicgresults that only allow you to castpsiells marked as

result from all army rolls at that terrain until the result to the target’s rolls until the beginning of your. ‘Cantrip’ from the spell list

beginning of your next turn. next turn. 5 : ;

3 : - ; Counter (Dragon Attack, Melee, Save*):During a save r Sneak Attack (Dragon Attack, Magic, Melee, Missile):

4 X Fiery We_apoq (Any): Target any army. Add 5i® Flash Flood (Any): Target any terrain. Reduce that . roll against a melee attack, Counter generates X save = During a missile attack or magic action, Sheak

melee or missile results to any roll the target makes terrain one s]tep unless an opposing larmZ at that terrain results and inflicts X damage upon the attacking army, Attack inflicts X damage on an opposing army at this

until the beginning of your next turn. ﬁzcgak:zsr:;uiis; ?an:rr;e:h\;er: :)erf:sttsé dt:rrir:mamay which may not roll for saves. Only save results generated terrain with no save possible. Dragonkin killed by this

= : ' y P g by spells that would add to a save roll may reduce this damage are buried.

6 Dancing Lights (Any): Target any opposing army. player's turn from the effects of Flash Flood. damage. During a melee or dragon attack, Sneak Attack

?ﬁ:gzcgﬁnmelfe re:l;lti:iorr’r:lthe target’s rolls until Wall of Fog (Any): Target any terrain. Subtract gz Dur?ng a melee attack, Counter generates X melee results. generates X melee results.

S R SR R L missile results from any missile attack targeting an army During a dragon attack, Counter generates X save and X
at that terrain until the beginning of your next turn. melee results.




SMALL MEDIUM LARGE MONSTER E€LEMENTAL SPELLS

1-HEALTH 2-HEALTH 3-HEALTH 4-HEALTH.

SPECIES ABILITIES

Cost R C Name, Species and Effect Cost

R C Name, Species and Effect

A
HEAVY ’." f&% :% Fera l 1Z atlon 3 X Resurrect Dead (Any): Target'eﬁghealth-worth of : 7 Summon Dragon (Any): Target any terrain. Summon
R o /e 2 % o units in your DUA that contains the element of magic @m3-dragon that contains the element used to cast
MELEE L Folk L (L d-Folk Tiger-Folk B. “Folk Durlng the SpeCIeS Abilities Phase' each of used to cast this spell. Return the targets to the this spell from any Summoning Pool or terrain to the
ynx o eopar 2 i |ger 2 earA 2 your armies Con‘[aining at least one Feral casting army. Magic of any one element (or Ivory) target terrain. Magic of any one element may be used
I: ( : : R : h 5 may be used to resurrect Amazons. Multiple casting to summon an Ivory or Ivory Hybrid Dragon from any
LIGHT b Ek z @ unit at a terrain that contains earth or air of this spell targeting a single unit must all use the Summoning Pool to the target terrain.
: ] i 1 t of ic.
MELEE ] - may recruit a small <] health) Feral unit to, e e e 14 Summon White Dragon (Any): Target any terrain.
Hound-Folk Fox-Folk Wolf-Folk ElephaAnt-FOIk or promote one Feral unit n, the army. 3 Summon Dragonkin (Any): Target @3 health-worth Summon @3 White Dragon from any Summoning
o ﬂ’ ] of Dragonkin units in your Summoning Pool that Pool or terrain to the target terrain. Any combination
1 \] match the element of magic used to cast this spell. of magic elements may be used to cast this spell.
N s
CAVALRY KA) ‘.. () & Stampede The targets join the casting army.
Antelo e-Folk  Horse-Folk  Buffalo-Folk -Lion;Folk When at a terrain that contains both earth .
- and air, Feral units may count maneuver :
MISSILE @ results as if they were melee results Teon Name and Effect Tcon Name and Effect
Falcon-Folk Hawk-Folk Vulture-Folk Owl-Folk durlng a counter-attack. ey . S ) Gore (Dragon Attack, Melee): During a melee attack,
. A 2 Bullseye (Dragon Attack, Missile): During a missile e Th K
; 0& .Ob ‘) attack, target X health-worth of units in the defending falges L URIEIR S geien NGl HeLE target ta. =
L4 P two points of damage. If the unit is killed by Gore, it is
MAGIC m ° ‘é) army. The targets make a save roll. Those that do not et
- . = : U e
¢ P 0® S & () A generate a save result are killed. Roll this unit again and Bl o Coe et el

Weasel-Folk

Badger-Folk ~ Wolverine-Folk

NORMAL ACTION ICONS

@ V-n'"‘ .sJ / @

Magic

Maneuver Melee Missile Save

AIR SPELLS

Cost R C Name, Species and Effect

Rhino-Folk

Cost R C Name, Species and Effect

2 X | Hailstorm (Any): Target any opposing army. Inflict 2 X | X | Stone Skin (Any): Target any army. Add @® save
@3-point of damage on the target, result to the target’s rolls until the beginning of your
next turn.
3 X Wilding (Feral): Target any army. The target army may
double the melee and save results of any @3 unit 4 X Path (Any): Target G@® of your units at a terrain.
until the beginning of your next turn. Select the unit Move the target to any other terrain where you have
to double its results after the army makes each roll. an army. :
i % St ne Ve (Any). Target any ermy. Addm 5 X Berserker Rage (Feral): Target an army containing at
maneuver results to the target’s rolls until the 2 - Sk
S least one Feral unit. All Feral units in the target army
beginning of your next turn. ;
may count save results as if they were melee results
3 s Z : ; during all counter-attacks, until the beginning of your
6 Lightning Strike (Any): Target any opposing unit. The i
target makes a save roll. If it does not generate a save :
result, it is killed. A unit may not be targeted by more 6 Transmute Rock to Mud (Any): Target any opposing
than one Lightning Strike per magic action. army. Subtract &% maneuver results from the target’s

rolls until the beginning of your next turn.

apply the new result as well.
During a dragon attack, Bullseye generates X missile
results.

results.

Cantrip (Magic, Non-Maneuver): During a magic action,
Cantrip generates X magic results.

During other non-maneuver rolls, Cantrip generates X
magic results that only allow you to cast spells marked
as ‘Cantrip’ from the spell list.

.e

Counter (Dragon Attack, Melee, Save*):During a save
roll against a melee attack, Counter generates X save
results and inflicts X damage upon the attacking
army, which may not roll for saves. Only save results
generated by spells that would add to a save roll may
reduce this damage.

During any other save roll, Counter generates X save
results.

During a melee attack, Counter generates X melee
results.

During a dragon attack, Counter generates X save and X
melee results.

Hug (Dragon Attack, Melee): During a melee attack,
target one unit in the defending army. The target

unit takes X points of damage with no save possible.
The targeted unit makes a melee roll. Melee results
generated by this roll inflict damage on the Hugging
unit with no save possible.

During a dragon attack, Hug generates X melee results.

Rend (Dragon Attack, Maneuver, Melee): During a
melee or dragon attack, Rend generates X melee results.
Roll this unit again and apply the new result as well.
During a maneuver roll, Rend generates X maneuver
results.

Roar (Melee): During a melee attack, target up to

X health-worth of units in the defending army. The
targets are immediately moved to their Reserve Area
before the defending army rolls for saves.

©

Dispel Magic (Special): Whenever any magic targets this
unit, the army containing this unit or the terrain this
unit occupies, you may roll this unit after all spells are
announced but before any are resolved. If the Dispel
Magic icon is rolled, negate all unresolved magic that
targets or effects this unit, its army or the terrain it
occupies. No other icons have any affect during this
special roll. Magic targeting other units, armies, or
terrains is unaffected by this SAI.

Screech (Melee): During a melee attack, the defending
army subtracts X save results.

Seize (Missile): During a missile attack, target up to X
health-worth of units in the defending army. Roll the
targets. If they roll an ID icon, they are immediately
moved to their Reserve Area. Any that do not roll an ID
are killed.

¥s

Double Strike (Dragon Attack, Melee): During a
melee attack, target four health-worth of units in the
defending army. The targets make a save roll. Those -
that do not generate a save result are killed. Roll this
unit again and apply the new result as well.

During a dragon attack, Double Strike generates four
melee results.

Trample (Any): During any roll, Trample generates X
maneuver and X melee results.

Trumpet (Dragon Attack, Melee, Save): During a dragon
attack, melee attack or save roll, each Feral unit in this
army doubles its melee and save results.

¥

Fly (Any): During any roll, Fly generates X maneuver or
X save results.
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LIGHT
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CAVALRY
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MAGIC
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Magic

FIREWALKERS

SMALL MEDIUM  LARGE

S 8

Air & fire

MONSTER
1-HEALTH 2-HEALTH 3-HEALTH 4-HEALTH.

Guardian Watcher Sentinel Fireshadow
g @ :
Explorer Adventurer Expeditioner Genie

A
Q° o A | &
Shadowchaser  Nightsbane Daybringer GorAgon

( 9“) (;f‘)

(sf‘)
B,

Firestarter Firemaster = Firestormer
Y\
Sunburst Sunflare Ashbringer

NORMAL ACTION ICONS

Salamander

o

1 P C

v

Maneuver Melee

AIR SPELLS

Missile Save

SPECIES ABILITIES
Air Flight

During the Retreat Step of the Reserves
Phase, Firewalker units may move from
any terrain that contains air to any other
terrain that contains air and where you
have at least one Firewalker unit.

Flaming Shields

When at a terrain that contains fire,
Firewalkers may count save results as
if they were melee results. Flaming
Shields does not apply when making a
counter-attack.

fIRE SPELLS

Cost R C Name, Species and Effect Cost R C Name, Species and Effect

2 X | Hailstorm (Any): Target any opposing army. Inflict 2 X | Ash Storm (Any): Target any terrain. Subtract Gi3
@3-point of damage on the target, result from all army rolls at that terrain until the
4 X Wind Walk (Any): Target any army. Add fieue BBMINg Ofyogr NexL e
maneuver results to the target’s rolls until the 3 X | X | Flashfire (Firewalkers): Target any army. During any
beginning of your next turn. non-maneuver army roll, the target's owner may re-
roll any @3 unit in the target army once, ignoring the
5 Mirage (Firewalkers): Target up to {fiy@ health-worth previous result. This effect lasts until the beginning
of units at any terrain. The targets make a save roll. of your next turn.
Thqse that do not generate a save result are moved to 4 X Fiery Weapon (Any): Target any army. Add {0
their Reserve Area. =X
melee or missile results to any roll the target makes
6 Lightning Strike (Any): Target any opposing unit. The until the beginning of your next turn.
. target makes a save roll. If it does not.generate a save
result, it is killed. A unit may not be targeted by more 6 Dancing Lights (Any): Target any opposing army.
than one Lightning Strike per magic action. Subtract g% melee results from the target’s rolls until
the beginning of your next turn.

3

X

FIREWALKERS

fire & Air

ELEMENTAL SPELLS

Cost R C Name, Species and Effect Cost R C Name, Species and Effect

Resurrect Dead (Any): Target @@ health-worth of
units in your DUA that contains the element of magic
used to cast this spell. Return the targets to the
casting army. Magic of any one element (or Ivory)
may be used to resurrect Amazons. Multiple casting
of this spell targeting a single unit must all use the
same element of magic.

7

Summon Dragon (Any): Target any terrain. Summon
@-dragon that contains the element used to cast
this spell from any Summoning Pool or terrain to the
target terrain. Magic of any one element may be used
to summon an lIvory or Ivory Hybrid Dragon from any
Summoning Pool to the target terrain.

Summon Dragonkin (Any): Target @ health-worth
of Dragonkin units in your Summoning Pool that
match the element of magic used to cast this spell.
The targets join the casting army.

Summon White Dragon (Any): Target any terrain.
Summon @3 White Dragon from any Summoning
Pool or terrain to the target terrain. Any combination
of magic elements may be used to cast this spell.

Name and Effect

Bullseye (Dragon Attack, Missile): During a missile
attack, target X health-worth of units in the defending
army. The targets make a save roll. Those that do not
generate a save result are killed. Roll this unit again and
apply the new result as well.

During a dragon attack, Bullseye generates X missile
results.

Name and C€ffect

Flame (Melee): During a melee attack, target up to
two health-worth of units in the defending army. The
targets are killed and buried.

Fly (Any): During any roll, Fly generates X maneuver or
X save results.

Cantrip (Magic, Non-Maneuver): During a magic action,
Cantrip generates X magic results.

During other non-maneuver rolls, Cantrip generates X
magic results that only allow you to cast spells marked
as ‘Cantrip’ from the spell list.

Galeforce (Magic, Melee, Missile): During a melee or
missile attack, or a magic action at a terrain, target an
opposing army at any terrain. Until the beginning of
your next turn, the target army subtracts four save and
four maneuver results from all rolls.

Counter (Dragon Attack, Melee, Save*):During a save
roll against a melee attack, Counter generates X save
results and inflicts X damage upon the attacking army,
which may not roll for saves. Only save results generated
by spells that would add to a save roll may reduce this
damage.

During any other save roll, Counter generates X save
results.

During a melee attack, Counter generates X melee
results.

During a dragon attack, Counter generates X save and X
melee results.

Rise from the Ashes (Save Special): During a save roll,
Rise from the Ashes generates X save results. Whenever
a unit with this SAI is killed or buried, roll the unit. If
Rise from the Ashes. is rolled, the unit is moved to your
Reserve Area. If an effect both kills and buries this unit,
it may roll once when killed and again when buried. If
the first roll is successful, the unit is not buried.

Create Fireminions (Any Non-Individual): During
any army roll, Create Fireminions generates X magic,
maneuver, melee, missile or save results.

Seize (Missile): During a missile attack, target up to X
health-worth of units in the defending army. Roll the
targets. If they roll an ID icon, they are immediately
moved to their Reserve Area. Any that do not roll an ID
are killed.

Firecloud (Melee, Missile): During a melee or missile
attack, target up to X health-worth of units in the
defending army. The targets make a maneuver roll.
Those that do not generate a maneuver result are killed.

Smite (Dragon Attack, Melee): During a melee attack,
Smite inflicts X points of damage to the defending army
with no save possible.

During a dragon attack, Smite generates X melee
results.

Firewalking (Maneuver, Non-Maneuver): During a
maneuver roll, Firewalking generates X maneuver
results. During any non-maneuver roll, this unit may
move itself and up to three health-worth of units in its
army to any terrain.




fFROSTWINGS = = fROSTWINGS

Deatb & Air | e 1 TS Hir & Deatb

SMALL MEDIUM  LARGE MONSTER SPECIES ABILIT]ES ELEMENTAL SPELLS
1-HEALTH 2-HEALTH 3-HEALTH 4-HEALTH .

A Wl nter’s FO I'titude Cost R C Name, Species and Effect Cost R C Name, Species and Effect
MELEE ﬁ @ @ During the Species Abilities Phase, if you have 3 X Resurrect Dead (Any): Target G health-worth of 7 Summon Dragon (Any): Target any terrain. Summon

\ D, at least one FFOStWil’]g unit at a terrain that units in your DQA that contains the element of magic mdragop that contains the. element used t(? cast

: Advocate Defender - Vindicator Cryohydra § : : : used to cast this spell. Return the targets to the this spell from any Summoning Pool or terrain to the

A contains air, you may move one Frostwmg casting army. Magic of any one element (or Ivory) target terrain. Magic of any one element may be used

unit of your choice from your BUA to your may be used to resurrect Amazons. Multiple casting to summon an Ivory or Ivory Hybrid Dragon from any

CAVALRY 314 "&‘ DUA of this lspell targeting a single unit must all use the : Summoning Pool to the target terrain.
eee ; same element of magic.

Hound Master WoH Master Bear Master FrostAOgre 5 : = = g(A = s : 14 gummon ;ljvnl;it\zﬁraggn (An)]i_): Target aSny terraip.
s s ummon Dragonkin (Any): Target ealth-wort ummon ite Dragon from any Summonin

u MaglC Negatlon of Dragonkingunits in yoir Sun%moning Pool that Pool or terrain to the tar§et terrain. Ayny combinat%on
LIGHT 19 Q] When an opponent takes a magic action at a match the element of magic used to cast this spell. of magic elements may be used to cast this spell.

MISSILE » w The targets join the casting army. -

terrain containing Frostwings, the Frostwing
units may make a magic negation roll. Roll the

Remxrhaz
HEAVY & @ # Frostwing units before the opponent totals . -
MISSILE ° . their magic results. Subtract the magic results
LT s B S N e i generated by the Frostwing units from the Icon Name and Effect Lcon Name and Effect

A opponent ol ‘) : Bullseye (Dragon Attack, Missile): Duﬁng Qa missi]e' \ Rend (Dragon Attack, Maneuver, Melee): During a
¢ a attack, target X health-worth of units in the defending melee or dragon attack, Rend generates X melee results.

Attacker Assaulter Assailer

2%
i,
)
o
(o]
~

MAGIC The number of maglc results that may army. The targets make a save roll. Those that do not Roll this unit again and apply the new result as well.
e i Magi Yeti be subtracted is equal to the number of gggfﬁtﬁeans;:erégznl;.:r\(}av(l:llllled. Roll this unit again and ?el;:[rtlf a maneuver roll, Rend generates X maneuver
‘ e % ; ; i
NORMAL ACTION ICONS Frostwmg units in .the FrOStVYIng player S During a dragon attack, Bullseye generates X missile 3 : :
DUA, up to a maximum of five {} (see page results. SHI Cron diiac Mo el DUE SIS NS
} ‘ . “o J % Smite inflicts X points of damage to the defending army
‘ ‘ 2]) w Cantrip (Magic, Non-Maneuver): During a magic action with no save possible.

or Magic Negation roll, Cantrip generates X magic During a dragon attack, Smite generates X melee

Magic Maneuver Melee Missile Save w resultf_l e 2 = resultf. e =
During other non-maneuver rolls, Cantrip generates X oa

Surprise (Melee): During a melee attack, the defending
army cannot counter-attack. The defending army may

as ‘Cantrip’ from the spell list. =
L = still make a save roll as normal. Surprise has no effect

magic results that only allow you to cast spells marked se’

_ Double Strike (Dragon Attack, Melee): During a melee during a counter-attack.

Cost R C Name, Species and Effect Cost R C Name, Species and Effect p 9 attack, target four health-worth of units in the defending : 4
: 4 Swallow (Melee): During a melee attack, target one unit
: army. The targets make a save roll. Those that do not : : I

2 X | Palsy (Any): Target any opposing army. Subtract @ 2 X | Hailstorm (Any): Target any opposing army. Inflict generate a save result are killed. Roll this unit again and ;?stn; i(iztfni(tj]izgk?lrlz]dy;aEgl:);}:e:iarget' SRR
: result from the target’s non-maneuver rolls until the @-point of damage on the target, apply the new result as well. : :
beginning of your next turn. 5 During a dragon attack, Double Strike generates four Volley (Dragon Attack, Missile, Save®): During a save
g : 5 . 4 : Wind - WWake G T AL A m melee results. ” roll against a missile attack, Volley generates X save
3 Magic Drain (Frostwings): Target any terrain. Subtract maneuver results to the target’s rolls until the e o i S e R i
@ magic results from all army rolls at that terrain beginning of your next turn. Fly (Any): During any roll, Fly generates X maneuver or e SRR fogr sa\F/)es O re“iu“s
until the beginning of your next turn. : X save results. Y, Y : Y
> > : generated by spells that would add to a save roll may
- 5 Fields of Ice (Frostwings): Target any terrain. Subtract reduce this damage
2 F'“t‘,!er (,’f Dea.th (Any): Target any oRpose LI m.manegver resul.ts from ?” army rolls at th'at : (f Frost Breath (Melee, Missile): During a melee or missile During any other save roll, Volley generates X save
-Inflict @ point of damage on the target with no terrain until the beginning of your next turn. Ties in (’. attack, target an opposing army at the same terrain el
save possible. maneuverlrolls at thatrflezrr?n are won by Ejhe cr(:unter- '\'W- Until the beginning of your next turn, the target halves During a missile attack, Volley generates X missile
i 2 : : BRUSIVCTIRE atthy while theloiigin-re I all results they roll until the beginning of your next results.
6 Soiled Ground (Any): Target any terrain. Until the effect of Fields of Ice. turn. During a dragon attack, Volley generates X save and X
A 2 beginning of your next turn, any unit killed at that 2 x : 2 2 ; missile results :
terrain that goes into the DUA must make a save roll. 6 :.lghttmnngtrlke (Any)li T[e;rgte; iy optposmg t‘”'t The Howl (Melee, Missile): During a melee or missile attack, .
Those that do not generate a save result are buried. S s e Rl el the defending army subtracts X save results.
result, it is killed. A unit may not be targeted by more
than one Lightning Strike per magic action.
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Thug

Mugger

Wardog Rider

&

Pelter

@

Trickster

Cutthroat

&

Ambusher

Wolf Rider

' 274N
Slir&man

5 X
A@ A\

Hedge Wizard

PARY

Marauder

Filcher

Leopard Rider

Y

Deadeye
-9

Death Mage

NORMAL ACTION ICONS

W

Maneuver

T

Melee

P>

Missile

2

Cannibal

SPECIES ABILITIES

Swamp Mastery

When at a terrain that contains earth,
Goblins may count melee results as if they
were maneuver results.

Foul Stench

When an army containing Goblins takes
a melee action, the opposing player must
select a number of their units after they
have resolved their save roll. The selected
units cannot perform a counter-attack
during this melee action.

The number of units that must be
selected in this way is equal to the
number of Goblin units in the Goblin
player’s DUA, up to a maximum of
three ) (see page 21).

Cost R C Name, Species and Effect Cost R C Name, Species and Effect

2 X | Palsy (Any): Target any opposing army. Subtract @@ 2 X | X | Stone Skin (Any): Target any army. Add @@ save
result from the target’s non-maneuver rolls until the result to the target’s rolls until the beginning of your
beginning of your next turn. next turn.

3 Decay (Goblin): Target any opposing army. Subtract 4 X Path (Any): Target @@ of your units at a terrain.
W melee results from the target’s rolls until the Move the target to any other terrain where you have
beginning of your next turn. an army. :

4 Finger of Death (Any): Target any opposing unit. 5 Scent of Fear (Goblin): Target up to {Tixa® health-
Inflict @3 point of damage on the target with no worth of opposing units at any terrain. The target
save possible. units are moved to their Reserve Area.

6 Soiled Ground (Any): Target any terrain. Until the 6 Transmute Rock to Mud (Any): Target any opposing
beginning of your next turn, any unit killed at that army. Subtract &% maneuver results from the target’s
terrain that goes into the DUA must make a save roll. rolls until the beginning of your next turn.

Those that do not generate a save result are buried.

OBLINS

Zartb & Death

ELEMENTAL SPELLS

Cost R C Name, Species and Effect Cost R C Name, Species and Effect

3] X Resurrect Dead (Any): Target @3 health-worth of 7 Summon Dragon (Any): Target any terrain. Summon
units in your DUA that contains the element of magic @ia-dragon that contains the element used to cast
used to cast this spell. Return the targets to the this spell from any Summoning Pool or terrain to the
casting army. Magic of any one element (or Ivory) target terrain. Magic of any one element may be used
may be used to resurrect Amazons. Multiple casting to summon an Ivory or Ivory Hybrid Dragon from any
of this spell targeting a single unit must all use the Summoning Pool to the target terrain.
same element of magic. 3 :

14 Summon White Dragon (Any): Target any terrain.

3 Summon Dragonkin (Any): Target @3 health-worth Summon @3 White Dragon from any Summoning
of Dragonkin units in your Summoning Pool that Pool or terrain to the target terrain. Any combination
match the element of magic used to cast this spell. of magic elements may be used to cast this spell.
The targets join the casting army. -

Icon  Name and Effect Tcon  Name and Effect

Bullseye (Dragon Attack, Missile): During-a missile
attack, target X health-worth of units in the defending
army. The targets make a save roll. Those that do not
generate a save result are killed. Roll this unit again and
apply the new result as well.

During a dragon attack, Bullseye generates X missile
results.

i |

Regenerate (Non-Maneuver): During any non-maneuver
roll, choose one: Regenerate generates X save results,
OR, you may return up to X health-worth of units from
your DUA to the army containing this unit.

Cantrip (Magic, Non-Maneuver): During a magic action,
Cantrip generates X magic results.

During other non-maneuver rolls, Cantrip generates X
magic results that only allow you to cast spells marked
as ‘Cantrip’ from the spell list.

Ve

Rend (Dragon Attack, Maneuver, Melee): During a
melee or dragon attack, Rend generates X melee results.
Roll this unit again and apply the new result as well.
During a maneuver roll, Rend generates X maneuver
results.

Counter (Dragon Attack, Melee, Save*):During a save
roll against a melee attack, Counter generates X save
results and inflicts X damage upon the attacking army,
which may not roll for saves. Only save results generated
by spells that would add to a save roll may reduce this
damage.

During any other save roll, Counter generates X save
results.

During a melee attack, Counter generates X melee
results.

During a dragon attack, Counter generates X save and X
melee results.

Screech (Melee): During a melee attack, the defending
army subtracts X save results.

Sleep (Melee): During a melee attack, target one unit
in an opponent’s army at this terrain. The target unit
is asleep and cannot be rolled or leave the terrain they
currently occupy until the beginning of your next turn.

Smite (Dragon Attack, Melee): During a melee attack,
Smite inflicts X points of damage to the defending army
with no save possible.

During a dragon attack, Smite generates X melee
results.

Fly (Any): During any roll, Fly generates X maneuver or
X save results.

Net (Individual, Melee, Missile): During a melee or
missile attack, target up to X health-worth of units

in the defending army. Each targeted unit makes a
maneuver roll. Those that do not generate a maneuver
result are netted and may not be rolled or leave the
terrain they currently occupy until the beginning of
your next turn. Net does nothing during a missile attack
targeting an opponent’s Reserve Army from a Tower on
its eighth face.

When saving against an individual targeting effect, Net
generates X save results.

Smother (Melee): During a melee attack, target up
to X health-worth of units in the defending army.
The targets make a maneuver roll. Those that do not
generate a maneuver result are killed.

Stun (Melee): During a melee attack, target up to X
health-worth of units in the defending army. The targets
make a maneuver roll. Those that do not generate a
maneuver result are stunned and cannot be rolled until
the beginning of your turn, unless they are the target

of an individual-targeting effect which forces them to.
Stunned units that leave the terrain through any means
are no longer stunned. Roll this unit again and apply the
new result as well.

Poison (Melee): During a melee attack, target X health-
worth of units in the defending army. Each targeted
unit makes a save roll. Those that do not generate a save
result are killed and must make another save roll. Those
that do not generate a save result on this second roll are
buried.

Surprise (Melee): During a melee attack, the defending
army cannot counter-attack. The defending.army may
still make a save roll as normal. Surprise has no effect
during a counter-attack.

Swallow (Melee): During a melee attack, target one unit
in the defending army. Roll the target. If it does not roll
its ID icon, it is killed and buried.
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SPECIES ABILITIES

Volcanic Adaptation

When at a terrain that contains fire, Lava

Elves may count maneuver results as if
they were save results.

Cursed Bullets

When targeting an army at the same
terrain with a missile attack, Lava Elves
missile results inflict damage that

may only be reduced by save results
generated by spells that would add to a
save roll.

The number of missile results that may
be effected in this way is equal to the
number of Lava Elves units in the Lava
Elves player’s DUA, up to a maximum
of three () (see page 21).

fIRE SPELLS

Cost R C Name, Species and Effect

Cost

3

R C Name,

X

Deatb & fire

E€ELEMENTAL SPELLS

Species and Effect

Resurrect Dead (Any): Target @3 health-worth of
units in your DUA that contains the element of magic
used to cast this spell. Return the targets to the
casting army. Magic of any one element (or Ivory)
may be used to resurrect Amazons. Multiple casting
of this spell targeting a single unit must all use the
same element of magic.

Cost

7

R C Name,

Species and Effect

Summon Dragon (Any): Target any terrain. Summon
@-dragon that contains the element used to cast
this spell from any Summoning Pool or terrain to the
target terrain. Magic of any one element may be used
to summon an Ivory or Ivory Hybrid Dragon from any
Summoning Pool to the target terrain.

Summon Dragonkin (Any): Target G health-worth
of Dragonkin units in your Summoning Pool that
match the element of magic used to cast this spell.
The targets join the casting army.

Summon White Dragon (Any): Target any terrain.
Summon @3 White Dragon from any Summoning
Pool or terrain to the target terrain. Any combination
of magic elements may be used to cast this spell.

Tcon

®

Name and C€ffect

Bullseye (Dragon Attack, Missile): During a missile
attack, target X health-worth of units in the defending
army. The targets make a save roll. Those that do not
generate a save result are killed. Roll this unit again and
apply the new result as well.

During a dragon attack, Bullseye generates X missile
results.

Name and €ffect

Flame (Melee): During a melee attack, target up to
two health-worth of units in the defending army. The
targets are killed and buried.

Cantrip (Magic, Non-Maneuver): During a magic action,
Cantrip generates X magic results.

During other non-maneuver rolls, Cantrip generates X
magic results that only allow you to cast spells marked
as ‘Cantrip’ from the spell list.

Fly (Any): During any roll, Fly generates X maneuver or
X save results.

Charm (Melee): During.a melee attack, target up to X
health-worth of units in the defending army; those units
don’t roll to save during this march. Instead, the owner
rolls these units and adds their results to the attacking
army’s results. Those units may take damage from the
melee attack as normal.

llusion (Melee, Magic, Missile): During a magic, melee
or missile attack, target any of your armies. Until the
beginning of your next turn, the target army cannot

be targeted by any missile attacks or spells cast by
opposing players.

Smite (Dragon Attack, Melee): During a melee attack,
Smite inflicts X points of damage to the defending army
with no save possible.

During a dragon attack, Smite generates X melee
results.

Cloak (Dragon Attack, Individual, Magic, Save): During
a save roll or dragon attack, add X non-magical save
results to the army containing this unit until the
beginning of your next turn.

During a magic action, Cloak generates X magic results.
During a roll for an-individual-targeting effect, Cloak
generates X magic, maneuver, melee, missile, or save
results.

Stone (Dragon Attack, Melee, Missile): During a melee
or missile attack, Stone does X damage to the defending
army with no save possible.

During a dragon attack, Stone generates X missile
results.

2 X | Palsy (Any): Target any opposing army. Subtract @3 2 X | Ash Storm (Any): Target any terrain. Subtract G
result from the target’s non-maneuver rolls until the result from all army rolls at that terrain until the
: beginning of your next turn. beginning of your next turn.
4 Finger of Death (Any): Target any opposing unit. 3 Fearful Flames (Lava Elves): Target any opposing
& Inflict @3 point of damage on the target with no unit. Inflict @3 point of damage on the target. If
7 save possible. the target unit saves against the damage, it makes a
second save roll. Unless the target unit gets a save
3] X Necromantic Wave (Lava Elves): Target any army. result, it flees to reserves.
All units in the target army may count magic results 3
as if they were meie or myissilg results un%il the & oLy Weappq (A7) Tarel any IR SN
beginning of your next turn. mel'ee or mls'5|le' results to any roll the target makes
: until the beginning of your next turn.
6 Soiled Ground (Any): Target any terrain. Until the
beginning of your next turn, any unit killed at that 6 Dancing Lights (Any): Target any opposing army.
terrain that goes into the DUA must make a save roll. Subtract g% melee results from the target’s rolls until
Those that do not generate a save result are buried. the beginning of your next turn.

Confuse (Melee, Missile): During a melee or missile
attack, this effect is applied when resolving Delayed
Effects. Target up to X health-worth of units in that
army. Re-roll the targeted units, ignoring all previous
results.

Counter (Dragon Attack, Melee, Save*):During a save
roll against a melee attack, Counter generates X save
results and inflicts X damage upon the attacking army,
which may not roll for saves. Only save results generated
by spells that would add to a save roll may reduce this
damage.

During any other save roll, Counter generates X save
results.

During a melee attack, Counter generates X melee
results.

During a dragon attack, Counter generates X save and X
melee results.

Volley (Dragon Attack, Missile, Save*): During a save
roll against a missile attack, Volley generates X save
results and inflicts X damage upon the attacking
army, which may not roll for saves. Only save results
generated by spells that would add to a save roll may
reduce this damage.

During any other save roll, Volley generates X save
results.

During a missile attack, Volley generates X missile
results.

During a dragon attack, Volley generates X save and X
missile results.

Web (Melee, Missile): During a melee or missile attack,
target up to X health-worth of units in the defending
army. The targets make a melee roll. Those that do

not generate a melee result are webbed and cannot be
rolled or leave the terrain they currently occupy until
the beginning of your next turn. Web does nothing
during a missile action targeting an opponent’s Reserve
Army from a Tower on its eighth-face.
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1-HEALTH 2-HEALTH 3-HEALTH 4-HEALTH SPECIES ABILITIES
A Cost R C Name, Species and Effect Cost R C Name, Species and Effect
HEAVY .
MELEE %S S CO I"Chl ng TOU Ch 3 X Resurrect Dead (Any): Target G health-worth of 7 Summon Dragon (Any): T_arget any terrain. Summon
. . . units in your DUA that contains the element of magic @3-dragon that contains the element used to cast
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LIGHT Scalders ma k]l’lg a save roll agamst d casting army. Magic of any one element (or Ivory) target terrain. Magic of any one element may be used
: : : may be used to resurrect Amazons. Multiple casting to summon an Ivory or Ivory Hybrid Dragon from any
MELEE = & melee attack ']l’lﬂlC'[ one point of damage of this spell targeting a single unit must all use the Summoning Pool to the target terrain.
Kindler Igniter Charkin Quickling on the attacking army for each save result S Clontli Dt Riagg 14 Summon White Dragon (Any): Target any terrain
A rolled. ThlS damage is applled when 3 Summon Dragonkin (Any): Target G health-worth Summon @3 White Dragon from any Summoning
: = of Dragonkin units in your Summoning Pool that Pool or terrain to the target terrain. Any combination
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; vin n RS :
Glower Burner Blazer WebAB]rd Sd g aga st a counter-attac z Bullseye (Dragon Attack, Missile): During a missile Flaming Arrow (Dragon Attack, Missile): During a
+ ans a‘) attack, target X health-worth of units in the defending missile attack, target X health-worth of units in the
MAGIC I nta ng lb] l ]ty army. The targets make a save roll. Those that do not defending army. The targets make a save roll. Those
GQ Wh : h : generate a save result are killed. Roll this unit again and that do not generate a save result are killed. Each unit
S S olerer e Will o Wisp en at a terrain that contains water, apply the new result as well. killed must make another save roll. Those that do not
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" \WWATER SPELLS

Scalders may count maneuver results as
if they were save results against missile
damage.

fIRG SPELLS

Cost R C Name, Species and Effect Cost R C Name, Species and Effect

During a dragon attack, Bullseye generates X missile
results.

Cantrip (Magic, Non-Maneuver):During a magic action,
Cantrip generates X magic results.

During other non-maneuver rolls, Cantrip generates X
magic results that only allow you to cast spells marked
as ‘Cantrip’ from the spell list.

generate a save result on this second roll are buried.
During a dragon attack, Flaming Arrow generates X
missile results.

Fly (Any): During any roll, Fly generates X maneuver or
X save results.

Confuse (Melee, Missile): During a melee or missile
attack, this effect is applied when resolving Delayed
Effects. Target up to X health-worth of units in that
army. Re-roll the targeted units, ignoring all previous
results.

D& p =

Poison (Melee): During a melee attack, target X health-
worth of units in the defending army. Each targeted
unit makes a save roll. Those that do not generate a save
result are killed and must make another save roll. Those
that do not generate a save result on this second roll are
buried.

Counter (Dragon Attack, Melee, Save*):During a save
roll against a melee attack, Counter generates X save
results and inflicts X damage upon the attacking army,
which may not roll for saves. Only save results generated
by spells that would add to a save roll may reduce this
damage.

During any other save roll, Counter generates X save
results.

During a melee attack, Counter generates X melee
results.

During a dragon attack, Counter generates X save and X
melee results.

4

Smite (Dragon Attack, Melee): During a melee attack,
Smite inflicts X points of damage to the defending army
with no save possible.

During a dragon attack, Smite generates X melee
results.

2 X | X | Watery Double (Any): Target any army. Add @3 save 2 | X | Ash Storm (Any): Target any terrain. Subtract @3
result to the target’s rolls until the beginning of your result from all army rolls at that terrain until the
next turn. beginning of your next turn.

4 Flash Flood (Any): Target any terrain. Reduce that 3 Firestorm (Scalders): Target any terrain. Inflict 5yj®
terrain one step unless an opposing army at that points of damage on each army at that terrain.
terrain generates at least g¥% maneuver results. A :
terrain may never be reduced by more than one step 4 X Fiery Weapon (Any): Target any army. Add ®
during a player's turn from the effects of Flash Flood. melee or missile results to any roll the target makes

until the beginning of your next turn.

S Tidal Wave (Scalders): Target any terrain. Each army
at that terrain takes {{en? points of damage, and 6 Dancing Lights (Any): Target any opposing army.
makes a combination save and maneuver roll. For this Subtract g% melee results from the target’s rolls until
special combination roll, only effects that generate the beginning of your next turn.
normal save and maneuver results count. The terrain
is reduced one step unless an army generates at
least fiou? maneuver results. A terrain may never be
reduced by more than one step during a player's turn
from the effects of Tidal Wave.

6 Wall of Fog (Any): Target any terrain. Subtract iz
missile results from any missile attack targeting an
army at that terrain until the beginning of your next
turn.

L

Dispel Magic (Special): Whenever any magic targets this
unit, the army containing this unit or the terrain this
unit occupies, you may roll this unit after all spells are
announced but before any are resolved. If the Dispel
Magic icon is rolled, negate a/l unresolved magic that
targets or effects this unit, its army or the terrain it
occupies. No other icons have any affect during this
special roll. Magic targeting other units, armies, or
terrains is unaffected by this SAI.

>

Web (Melee, Missile): During a melee or missile attack,
target up to X health-worth of units in the defending
army. The targets make a melee roll. Those that do

not generate a melee result are webbed and cannot be
rolled or leave the terrain they currently occupy until
the beginning of your next turn. Web does nothing
during a missile action targeting an opponent’s Reserve
Army from a Tower on its eighth-face.
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'WATER SPELLS

SPECIES ABILITIES
Born of the Swamp

When at a terrain that contains water, Swamp Stalkers
may count maneuver results as if they were save

results.

Mutate

During the Species Abilities Phase, you may attempt
to Mutate providing the following criteria are met:

- An opposing player must-have at least one unit in
their Reserves Area.

- You must have at least one army containing a Swamp
Stalker at a terrain.

- You must have at least one Swamp Stalker unit in your
DUA (or a Deadlands minor terrain in play).

Target units in an opponent’s Reserve Area to make a
save roll. Units that do not generate a save result are
killed. One of your armies at a terrain that contains

at least one Swamp Stalker unit can then recruit or
promote Swamp Stalker units up to the health-worth
that were killed this way.

The number of units that may be targeted in this way
is equal to the number of Swamp Stalker units in the
Swamp Stalker player’s DUA, up to a maximum of

one () (see page 21).

X | Palsy (Any): Target any opposing army. Subtract Qi3 2 X | X | Watery Double (Any): Target any army. Add @@ save
result from the target’s non-maneuver rolls until the result to the target’s rolls until the beginning of your
beginning of your next turn. next turn.

338 Swamp Fever (Swamp Stalkers): Target up to {{i7=® 4 Flash Flood (Any): Target any terrain. Reduce that
; health-worth of units in an opposing army. Roll the terrain one step unless an opposing army at that
targets. If they roll an ID icon, they are killed. Any terrain generates at least g% maneuver results. A
units killed by Swamp Fever make a second roll. If terrain may never be reduced by more than one step
they roll an ID icon they are buried. during a player's turn from the effects of Flash Flood.
4 Finger of Death (Any): Target any opposing unit. 5 Mire (Swamp Stalkers): Target any terrain. Until the
Inflict @® point of damage on the target with no beginning of your next turn, any army marching at
save possible. : that terrain must first make a maneuver roll. The
marching player then selects health-worth of units
6 Soiled Ground (Any): Target any terrain. Until the up to the maneuver results generated by this first
beginning of your next turn, any unit killed at that roll. The army uses only those units, and items
terrain that goes into the DUA must make a save roll. they carry, for any rolls in the march for both the
Those that do not generate a save result are buried. maneuver step and the action step.

6 Wall of Fog (Any): Target any terrain. Subtract iz
missile results from any missile attack targeting an
army at that terrain until the beginning of your next
turn.

Cost

3

ELEMENTAL SPELLS

R C Name, Species and Effect Cost

X

Resurrect Dead (Any): Target @3 -health-worth of ¥
units in your DUA that contains the element of magic
used to cast this spell. Return the targets to the
casting army. Magic of any one element (or Ivory)
may be used to resurrect Amazons. Multiple casting
of this spell targeting a single unit must all use the

R C Name, Species and Effect

Summon Dragon (Any): Target any terrain. Summon
@-dragon that contains the element used to cast
this spell from any Summoning Pool or terrain to the
target terrain. Magic of any one element may be used
to summon an Ivory or Ivory Hybrid Dragon from any
Summoning Pool to the target terrain.

same element of magic.

Summon Dragonkin (Any): Target @3 health-worth
of Dragonkin units in your Summoning Pool that
match the element of magic used to cast this spell.

Summon White Dragon (Any): Target any terrain.
Summon @3 White Dragon from any Summoning
Pool or terrain to the target terrain. Any combination
of magic elements may be used to cast this spell.

The targets join the casting army.

Name and Effect Icon

Bullseye (Dragon Attack, Missile): During a missile
attack, target X health-worth of units in the defending
army. The targets make a save roll. Those that do not
generate a save result are killed. Roll this unit again and
apply the new result as well.

L/

Name and Effect

Smite (Dragon Attack, Melee): During a melee attack,
Smite inflicts X points of damage to the defending army
with no save possible.

During a dragon attack, Smite generates X melee
results.

During a dragon attack, Bullseye generates X missile
results.

@

Cantrip (Magic, Non-Maneuver): During a magic action,
Cantrip generates X magic results.

Smother (Melee): During a melee attack, target up
to X health-worth of units in the defending army.
The targets make a maneuver roll. Those that do not
generate a maneuver result are killed.

During other non-maneuver rolls, Cantrip generates X
magic results that only allow you to cast spells marked
as ‘Cantrip’ from the spell list.

Coil (Dragon Attack, Melee): During a melee attack,

Surprise (Melee): During a melee attack, the defending
army cannot counter-attack. The defending army may
still make a save roll as normal. Surprise has no effect
during a counter-attack.

target one unit in the defending army. The target takes
X damage and makes a combination roll, counting save
and melee results. Any melee results that the target
generates inflict damage on the C011mg unit with no

=~/ B

Tail (Dragon Attack, Melee): During a dragon or melee
attack, Tail generates two melee results. Roll this unit
again and apply the new result as well.

save possible.
During a dragon attack, Coil generates X melee results.

&
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Poison (Melee): During a melee attack, target X health--

Trample (Any): During any roll, Trample generates X
maneuver and X melee results.

worth of units in the defending army. Each targeted
unit makes a save roll. Those that do not generate a save 2
result are killed and must make another save roll. Those
that do not generate a save result on this second roll are
buried.

D

45

Wave (Melee, Maneuver): During a melee attack, the
defending army subtracts X from their save results.
During a maneuver roll while marching, subtract X from
each counter-maneuvering army’s maneuver results.
Wave does nothing if rolled when counter-maneuvering.

Rend (Dragon Attack, Maneuver, Melee): During a
melee or dragon attack, Rend generates X melee results.
Roll this unit again and apply the new result as well.
During a maneuver roll, Rend generates X maneuver
results. :
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Cost R C Name, Species and Effect Cost R C Name, Species and Effect

Eldar Dryad Unicorn

<~V

SPECIES ABILITIES
Rapid Growth

When at a terrain that contains earth,

Treefolk units that do not roll an SAI result

may be re-rolled once when making a
counter-maneuver. The previous results
are ignored. Any units you wish to re-roll
in this way must be selected and re-rolled
together.

Replanting
When at a terrain that contains water,
Treefolk units that are killed should be

rolled before being moved to the DUA.
Any units that roll an ID icon are not
killed and are instead moved to your
Reserve Area.

Wat

E€ELEMENTAL SPELLS |

Cost R C Name, Species and Effect Cost R C Name, Species and Effect

3 X Resurrect Dead (Any): Target @3 health-worth of 7 Summon Dragon (Any): Target any terrain. Summon
units in your DUA that contains the element of magic @ dragon that contains the element used to cast
used to cast this spell. Return the targets to the this spell from any Summoning Pool or terrain to the
casting army. Magic of any one element (or Ivory) target terrain. Magic of any one element may be used
may be used to resurrect Amazons. Multiple casting to summon an Ivory or Ivory Hybrid Dragon from any
of this spell targeting a single unit must all use the Summoning Pool to the target terrain.
same element of magic. 3 2

14 Summon White Dragon (Any): Target any terrain.

3 Summon Dragonkin (Any): Target @ health-worth Summon @@ White Dragon from any Summoning
of Dragonkin units in your Summoning Pool that Pool or terrain to the target terrain. Any combination
match the element of magic used to cast this spell. of magic elements may be used to cast this spell.

The targets join the casting army.

Icon Name and Effect

Cantrip (Magic, Non-Maneuver): During a magic action,

| Cantrip generates X magic results.

During other non-maneuver rolls, Cantrip generates X magic
results that only allow you to cast spells marked as ‘Cantrip’
from the spell list.

Name and €ffect

Rend (Dragon Attack, Maneuver, Melee): During a melee or
dragon attack, Rend generates X melee results. Roll this unit
again and apply the new result as well.

During a maneuver roll, Rend generates X maneuver results.

w| g

Choke (Melee): During a melee attack, this effect is applied
when resolving Delayed Effects. Target up to X health-worth
of units in that army that rolled an ID icon. The targets are
killed. None of their results are counted towards the army’s
save results.

Sleep (Melee): During a melee attack, target one unit in an
opponent’s army at this terrain. The target unit is asleep and
cannot be rolled or leave the terrain they currently occupy
until the beginning of your next turn.

Confuse (Melee, Missile): During a melee or missile attack,
this effect is applied when resolving Delayed Effects. Target
up to X health-worth of units in that army. Re-roll the
targeted units, ignoring all previous results.

Smite (Dragon Attack, Melee): During a melee attack, Smite
inflicts X points of damage to the defending army with no
save possible.

During a dragon attack, Smite generates X melee results.

Counter (Dragon Attack, Melee, Save*):During a save roll
against a melee attack, Counter generates X save results
and inflicts X damage upon the attacking army, which may
not roll for saves. Only save results generated by spells that
would add to a save roll may reduce this damage.

During any other save roll, Counter generates X save results.
During a melee attack, Counter generates X melee results.
During a dragon attack, Counter generates X save and X
melee results.

Smother (Melee): During a melee attack, target up to X
health-worth of units in the defending army. The targets
make a maneuver roll. Those that do not generate a
maneuver result are killed.

Surprise (Melee): During a melee attack, the defending
army cannot counter-attack. The defending army may: still
make a save roll as normal. Surprise has no effect during a
counter-attack.

2 X Watery Double (Any): Target any army. Add @@ save X | X | Stone Skin (Any): Target any army. Add Gi® save
result to the target’s rolls until the beginning of your result to the target’s rolls until the beginning of your
next turn. next turn.

3 X Accelerated Growth (Treefolk): Target your DUA. X Path (Any): Target @3 of your units at a terrain.
When a two (or greater) health Treefolk unit is killed, Move the target to any other terrain where you have
you may instead exchange it with a one health an army.

Treefolk unit from your DUA. This effect lasts until
the beginning of your next turn. Wall of Thorns (7reefolk): Target any terrain not at its
ighth : h ful

4 Flash Flood (Any): Target any terrain. Reduce that eight fac.e Aoy t.at SUeCes MmN

: : that terrain takes g3 points of damage. The army
terrain one step unless an opposing army at that 3

: makes a melee roll instead of a save roll. Reduce
terrain generates at least g% maneuver results. A z

> the damage taken by the number of melee results
terrain may never be reduced by more than one step : : =

. = generated. This effect lasts until the beginning of
during a player's turn from the effects of Flash Flood.
your next turn.

8 W.all.of Hp e et any. tefaj Subtra'ctm Transmute Rock to Mud '(Any): Target any opposing

missile results from any missile attack targeting an :
: : Pt army. Subtract g maneuver results from the target’s

army at that terrain until the beginning of your next ; e

s rolls until the beginning of your next turn.

«

/

*

Dispel Magic (Special): Whenever any magic targets this
unit, the army containing this unit or the terrain this unit
occupies, you may roll this unit after all spells are announced
but before any are resolved. If the Dispel Magic icon is
rolled, negate a/l unresolved magic that targets or effects
this unit, its army or the terrain it occupies. No other icons
have any affect during this special roll. Magic targeting other
units, armies, or terrains is unaffected by this SAI.

Teleport (Maneuver, Non-Maneuver): During a maneuver
roll, Teleport generates X maneuver results.

During any non-maneuver roll, this unit may move itself
and up to three health-worth of units in its army to any
terrain.

Trample (Any): During any roll, Trample generates X

‘: maneuver and X melee results.

Double Strike (Dragon Attack, Melee): During a melee
attack, target four health-worth of units in the defending
army. The targets make a save roll. Those that do not
generate a save result are killed. Roll this unit again and
apply the new result as well. ;
During a dragon attack, Double Strike generates four melee
results.

Volley (Dragon Attack, Missile, Save*): During a save roll
against a missile attack, Volley generates X save results and
inflicts X damage upon the attacking army, which may not
roll for saves. Only save results generated by spells that
would add to a save roll may reduce this damage.

During any other save roll, Volley generates X save results.
During a missile attack, Volley generates X missile results.
During a dragon attack, Volley generates X save and X
missile results.

N
X 4

Hoof (Dragon Attack, Maneuver, Save): During a maneuver
roll, Hoof generates X maneuver results.

During a save roll, Hoof generates X save results.

During a dragon attack, Hoof generates X save results.

Wild Growth (Non-Maneuver):During any non-maneuver
roll, Wild Growth generates X save results or allows you

to promote X health-worth of units in this army. Results
may be split between saves and promotions in any way you
choose. Any promotions happen all at once.




UNDEAD

UNBathHD

E€ELEMENTAL SPELLS

Death

MONSTER ’ ==

SMALL MEDIUM  LARGE

NORMAL ACTION ICONS

Convert (Melee): During a melee attack, target up to X
health-worth of units in the defending army. The targets

roll their ID icon are killed.

Slay (Melee): During a melee attack, target one unit in

1-HEALTH 2-HEALTH 3-HEALTH 4-HEALTH SPECIES ABILITIES
Cost R C Name, Species and Effect Cost R C Name, Species and Effect
( ,i In
HEAVY % Q" Stepp e d Da mage 3 X Resurrect Dead (Any): Target @3 -health-worth of U Summon Dragon (Any): Target any terrain. Summon
MELEE —dJ & = 3 units in your DUA that contains the element of magic @m-dragon that contains the element used to cast
Zombie Wight Mummy Icarrion Crawler When an Undead unit is killed you may used to cast this spell. Return the targets to the this spell from any Summoning Pool or terrain to the
~ ﬁ A instead exchange it with an Undead unit casting army. Magic of any one element (or Ivory) target terrain. Magic of any one element may be used
LIGHT & \3 A may be used to resurrect Amazons. Multiple casting to summon an Ivory or Ivory Hybrid Dragon from any
SNA t 2 of lesser health from your DUA. of this spell targeting a single unit must all use the Summoning Pool to the target terrain.
MELEE SO b Kb ¥ O same element of magic
; . - 14 Summon White Dragon (Any): Target any terrain.
Skeleton Revenant Death Kni ht Dracolich g Y) g y
; B On e Mag ] C 3 Summon Dragonkin (Any): Target @3 health-worth Summon @3 White Dragon from any Summoning
a0 of Dragonkin units in your Summoning Pool that Pool or terrain to the target terrain. Any combination
CAVALRY % When an gy Cogtaln]ng Undeaﬁ take]? d match the element of magic used to cast this spell. of magic elements may be used to cast this spell.
[ 23 magic action, each Undead unit that rolls The targets join the casting army.
fp‘;me et berlng: at least one non-1D magic result may add
LIGHT {'\@g .,Qi ‘" ‘9. one additional magic result.
MAGIC =, el The number of magic results that may be Tecon  Name and Effect Tcon  Name and Effect
Ghoul Ghast Vampire MysoigE added in this way is equal to the number : ‘ ; s ,
: S 2 w Cantrip (Magic, Non-Maneuver): During a magic action, Scare (Melee): During a melee attack, target up to X
HEAVY v 2. of Undead units in the Undead playel‘ S ~'d Cantrip generates X magic results. : health-worth of units in the defending army. The
. 0)\e DUA i During other non-maneuver rolls, Cantrip generates X targets make a save roll. Those that do not generate a
: maximum of four g » P8 g g
MAGIC s (1 /] 2 U » up to a ma bl R @ (See magic results that only allow you to cast spells marked save result are immediately moved to their Reserve Area
Apparition Heucuva Lich Skeletal Steed page 21) as ‘Cantrip’ from the spell list. before the defending army rolls for saves. Those that

% ()4

Maneuver

Magic

.QA

[ ) ‘.

"\

Melee

Missile

®

Save

make a save roll. Those that do not generate a save
result are killed. The attacking player may return up to
the amount of heath-worth killed this way from their
DUA to the attacking army.

the defending army. Roll the target. If it does not roll its
ID icon, it is killed.

Smite (Dragon Attack, Melee): During a melee attack, Smite
inflicts X points of damage to the defending army with no

: S ; ",. Dispel Magic (Special): Whenever any magic targets this SAVE possible. .
DEATD Spel:l:s 3‘::_ unit, the army containing this unit or the terrain this During a dragon attack, Smite generates X melee results.
i i » unit occupies, you may roll this unit after all spells are

Cost R C Name, Species and Effect Cost R C Name, Species and Effect

announced but before any are resolved. If the Dispel
Magic icon is rolled, negate a// unresolved magic that
targets or effects this unit, its army or the terrain it

Stun (Melee): During a melee attack, target up to X
health-worth of units in the defending army. The targets
make a maneuver roll. Those that do not generate a

2 X Palsy (A'ny)': Target any opposing army. Subtract @@ 5 Exhume (Undead): Target up to (ize® health-worth occupies. No other icons have any affect during this i?]ant)euvgr r.esultfare stltmned arlld CiEnOI betr;)Ilcted unttll
result from the target’s non-maneuver rolls until the of units in an opposing player’'s DUA. The targets special roll. Magic targeting other units, armies, or fe ‘?g‘(jr!”fgg ‘])_tYOUft. umvf;mtessh‘ Eyfare teh argte
beginning of your next turn. make a save roll. If the targets do not generate a save terrains is unaffected by this SAI gLy O U AT e et 1 CIUTOLCES Them 10,
result they are buried. You may return units, up to - Stunned units that leave the terrain through any means
3 Evil Eye (Undead): Target any opposing army. el asloworthiof uﬁits bufied itthis way’ i Fly (Any): During any roll, Fly generates X maneuver or are no longer stunned. Roll this unit again and apply the
Subtraqmsave results from the target’s rolls until casting army from your DUA. X save results. new result as well.
fhe Heginting ol yarfl Dexggn: l Trample (Any): During any roll, Trample generates X
2 Opgn Qrave o0 g Ay S Plague (Melee): During a melee attack, target one unit Y maneuver and X melee results.
5 X | X | Restless Dead (Undead): Target any army. Add - beginning of your next turn, units in the target 2 s ] =9s 3
: : z : 3 in the defending army. The target makes a save roll. If th>
{lie® maneuver results to the target's rolls until the @ 1y patatekilicd following a saye-roll by anty the target fails to generate a save result, it is killed and ;
beginning of your next turn. 3 army-targeting effects (including melee and missile : - ot : ‘ Vanish (Save): During a save roll, Vanish generates X
: ; ; : your opponent targets another unit with Plague in the : : 5
z damage) go to their owner’s Reserve Area instead of 3 - : : - save results. The unit may then move to any terrain or
g : e 5 : : ; same army. Continue to target units with Plague until a :
4 Finger of Death (Any): Target any opposing unit. the DUA. If no save roll is possible when units are <5 . its
: e ; : S targeted unit generates a save result. . y :
Inflict @R point of damage on the target with no killed, Open Grave does nothing. s Reserve Area. If the unit moves, the save results still
save possible. 5 : - . %) Rend (Dragon Attack, Maneuver, Melee): During a melee or apply to the army that the Vanishing unit left. ;
6 So'l'f::d ,G’°““d (Any): Target any terr.am'. Until the dragon attack, Rend generates X melee results. Roll this unit Z 7
beginning of your next turn, any unit killed at that again and apply the new result as well. Wither (Melee): During a melee attack, target any
terrain that goes into-the DUA must make a save roll. During a maneuver roll, Rend generates X maneuver results. opposing army at the same terrain. Until the beginning
Those that do not generate-a save result are buried. of your next turn, the targeted army subtracts X results

from all rolls it makes.
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