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BACKGROUND
eDeath of the One King
P13: The One King fell silent and lowered his head before
uttering his last words.
Change to: The One King fell silent, lowered his head,
and uttered his last words: “The Curse is lifted!”

GAME PLAY
*Activating a Unit / Activation
P63: Before the paragraph: In order to do something with
a UNIT, you must ACTIVATE it.
Add sub-title: Activating a Unit / Activation.

eBasic Movement
P64: The line separating columns is missing.

CLOSE COMBAT

«Cavalry/Monster Charge
P78: CAVALRY / MONSTER have a special type of RAM
ATTACK while charging. If the CHARGE was successful
put a 2” CONTROL ZONE TEMPLATE to the FRONT
FACING of charging model. Everyone’s under the template
- need to do a Dex TEST or be DAZE.
Change to: CAVALRY / MONSTER has a special type
- of RAM ATTACK while charging. If the CHARGE was
- successful, put a2” CONTROL Z I}IE TEl PLATE
on the FR ONT FACI v

Change to: TACTICAL ORDERS allow you to spend
your CP in different ways:

This entire section is reworked. Now the spend of is called Tac-
tical Orders. Each Order has a name, cost, type, condition, effect
and restriction.

eArcane Focus (Active)

Cost: 1 CP

Conditions : Use during the Activation of your Spellcaster.

Effects : The spellcaster gets a +2 modifier to his WP for at-
tempting to cast a spell.

If successfully Cast an additional -2 modifier to the opponent
target Spell Saving roll.

eArcane Swiftness (Active)

Cost: 2 CP

Conditions : Your model has not activated this game turn.

Effects :The spellcaster can Cast a Spell after an Advanced
Move has been taken

eAssault March (Active)

Cost: 2 CP

Conditions : The model has a base up to 40mm.

Effects : the model finish its Move with a Charge Token, even
if the target is closer than their Movement Value. This costs 2 CP
per model.

Restrictions : The target model still needs to be in LOS of
your model.

Cost: 3 CP

Conditions : The model has a base up to 50mm.

Effects : the model finish its Move with a Charge Token, even
if the target is closer than their Movement Value. This costs 3 CP
per model.

Restrictions : The target model still needs to be in LOS of
your model.

«Battle Focus (Reactive)

Cost: 1 CP

Conditions : Your model attempts a Hit roll.

Effects : The model gets a +2 modifier to his CC or RS to one
attack from a single weapon that game turn .

If you have a Charge Token your modifier will be +4 instead
of +2.

Restriction : This order might be taken only before roll fora Test.

«Countercharge (Reactive)

Cost: 1 or 3 CP

Condition : An enemy declan
targeted mod 1 his model mustn’t
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with a weapon that has a Damage Multiplier .

Effects : After the first automatic Wound, the target will re-
v ceive another automatic Wound for each CP you pay up to your
Damage Multiplier.

eEvasion (Active)

Cost: 2 CP

Conditions : Your model has not engaged in a Clash. The base
size You spend CP

Effects : Move from under a Template, making a Basic Move.
You negate the effect of the template.

oLitanic Swiftness (Active)

Cost: 2 CP

Conditions : Your model has not activated this game turn.

Effects : The spellcaster can Cast a Ritual after an Basic Move
has been taken

b eMartial Discipline (Active/Reactive)

Cost : X CP

Conditions : The model uses a Skill or a Spell.

Effects : You spend X CP to activate the uses of a Skill or a Spell.

eReactive Shot (Reactive)
Cost: 1 or2CP
: Conditions : Your model has not activated this game turn.
Effects : When your model is the target of a charge (not engaging)
by an enemy model and you have it within your LOS, and it is not
in a Clash Fight, then it can attempt to Shoot a charging model.
h Make an RS Test for NoA with a -2 to hit modifier.
Restrictions : You cannot Shoot a charging model and then
use another CP to Countercharge or vice versa.
Option : You can use this boost even if your model has been
Activated this game turn, for a cost of 2 CP instead of 1.
Option : If you have Throwing Weapons, you may spend 1 CP
to shoot an engaging model, as long as it started its movement
within your LOS.

eRunning Shot (Active)

Cost: 2 CP

Conditions : Your model has not activated this game turn.
Effects : Shoot after an Advanced Move has been taken.
Restrictions : You have to spend 2 CP per model in a UNIT.

e Tactical Re-roll (Active/Reactive)

Cost : 3 CP

Effects : You can re-roll a single D20 roll made by one of your
~ models.

o ~ Restrictions : A re-roll can be made only once per model,
.R"‘ -

innot re-roll a re-roll.

annot re-roll an Initiative roll as it is not made by one
. A il e e v

iniatures.

SPECIAL SKILLS

«Skills List

nBerserk
P83: Berserk — [Active] Skill becomes Active when model
has got 2 or less wounds remaining. When SKILL is Active,
model will always receive a CHARGE BONUS, even when
only ENGAGING OPPOSING MODEL BASE TO BASE”
Change to: Berserk — [Active] Skill becomes Active
when the model has 2 or fewer wounds remaining. When
SKILL is Active, the model will receive a CHARGE
BONUS, even when only engaging (not charging) enemy

models B2B.

nDeath Salute
P83: Death Salute — [Active] When charging, a model with
the DEATH SALUTE SKILL gains: TEACHER: BERSERK,
until the end of the GAME TURN, whilst the target of its
charge has it in LOS.
Change to: Death Salute - [Active] When a model with
this skill is being charged, it receives a charge token.

nLine Breaker
P85: Line Breaker — [Active] After the RESULT OF A
FIGHT has been resolved, if there are models with the
LINE BREAKER SKILL still involved in the CLASH FIGHT,
MOVE the enemy models 1” away from them for each
model with the LINE BREAKER SKILL. Then MOVE the
LINE BREAKER models 1” towards the enemy models for
the same distance.
Change to: Line Breaker — [Active] After the RESULT
OF A FIGHT has been resolved, if there are models with
the LINE BREAKER SKILL still involved in the CLASH
FIGHT, MOVE the enemy models 1” away from them
for each model with the LINE BREAKER SKILL in B2B
contact. Then MOVE the LINE BREAKER models 17
towards the enemy models for the same distance.

The direction of the MOVE is determined using the middle
Front Facing of the model with the LINE BREAKER SKILL.
Change to: The direction of movement is determined
using the middle of the FRONT FACING of models with
the LINE BREAKER SKILL involved in the FIGHT. If
there are multiple models with the LINE BREAKER

SKILL and the direction is difficult to determine, then
the player who won the CLASH FIGHT gets to choose

nLeap (X) :
P85: Leap (X) - [Active] Models that have this SKIL [
over obstacles and other models. T he U
as part of their movement.
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front of the base to the back of the base. Models using the
LEAP SKILL can never exceed the total MOVEMENT
of the model. It can be used to ENGAGE an enemy
on a different FACING that it could see at the start of
the move.

aSlayer (X)
P90: [X] Slayer - [Passive] - When a model with this SKILL
hits another model classified as [X], all the attacks gain
+3 Dam.
Change to: Slayer [X] - [Passive] - When a model with
this SKILL hits another model classified as [X], all the

attacks gain +3 Dam.

MISSIONS

eDeployement
aHero’s Challenge
P104: A HERO’S CHALLENG

Change to: A HERO’S CHALLENGE

FACTION SECTIONS:
«Elven Houses
aLotus Guard
P148: Point cost: 12 pts each
Change to: Point cost: 10 pts each

Unit composition:

Full Warband: 6 models (78 pts)

2-3 Lotus Guard

o Plus, an optional Leader for 13 pts
Change to: Unit composition:
Full Warband: 6 models (66 pts)
2-3 Lotus Guard
« Plus, an optional Leader for 12 pts

«Blackblood Empire
aGoblin Swordmasters
P182: Point cost: 5 pts each
Change to: Point cost: 4 pts each

Unit composition:

Full Warband: 13 models (71 pts)

5-10 Goblin Swordmasters

« Plus, an optional Leader for 7 pts
Change to: Unit composition:
Full Warband: 13 models (58 pts)
5-10 Goblin Swordmasters

~ « Plus, an optional Leader for 6 pts
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