WIZARDS AT WAR

A Miniatures War Game By Bryan Rantala

UNITS

Stat Explanations
Type: This is the type of creature that the unit is. Certain types of creatures have special properties. There are 129 units divided into many different categories.

Beasts: Intelligent animals.

Beholders: Multi-eyed aberrations with magical powers.

Celestials: Angels and other heavenly beings.

Constructs: Supernatural beings that were created through magic.

Dark Elves: Elf-kin that live underground and prefer darkness to light.

Demons: Infernal beings from the underworld.

Dragons: Ancient and legendary reptilian monsters of massive size and power.

Duergar: Vicious dwarf-kin that live deep within the earth.

Dwarves: A short but sturdy warrior people who war with dragons, giants, goblins, and orcs.

Elementals: Extraplanar beings made completely out of various forms of energy.

Giants: Enormous humanoids with great strength.

Gnomes: Short, bearded humanoids that make and use ingenious contraptions.

Goblins: Ugly and ravenous creatures with a penchant for poisons.

Gremlins: Diminutive but vicious creatures from a nightmare dimension.

Humans: Normal mortals.

Lizard-Kin: Reptilian humanoids that hail from the jungle.

Lycanthropes: Feral half-man, half-beast creatures.

Oozes: Living blobs of slime.

Orcs: Crude and barbaric warriors.

Trolls: Large humanoids with a great capacity for cruelty and the ability to regenerate from wounds.

Undead: Creatures raised from the grave.

The type will also state what class the unit is:

Artillery: A long-range assault mechanism. Most vehicles are grouped into this category as well.

Cavalry: A mounted soldier.

Emplacement: A stationary defensive structure.

Infantry: A foot soldier.

Monster: A creature that defies categorization into the other classes, and is simply a monstrosity.

Siege Machine: A massive half-vehicle, half-emplacement construction designed specifically for over-running enemy defenses and fortifications. 

Wizard: The central and most important type of unit. You must have a wizard in play at all times. Wizards are immune to Mind Control spells.

Alignment: This indicates the nature of the creature; Good or Evil. Some creatures can be both. Optionally, Alignments can be used to dictate which units you can buy; For example, you might only be able to buy Good or Evil units for your army.

Hit Points: This is basically how much life that the unit begins with.

Armor: When damaged, the unit subtracts its armor rating from the total damage. If a unit is reduced to an armor rating below 0 (usually by spells or special attacks), it takes extra damage from attacks.

Retributive Armor: This special type of armor inflicts damage equal to its rating on enemies that attack the unit at melee range. Enemies that attack the unit at range suffer no damage.

Damage: This is how much damage the unit’s attack inflicts, in hit points. Attacking a unit from behind causes +2 damage. This will also list what type of damage the unit does.

Acid Drain: Units that have Acid drain attacks steal any hit points that their targets lose from the attack. A unit cannot drain more hp than its indicated maximum. Unlike a Necromancy drain, this form of drain will work on the undead. Targets that are immune to acid take no damage from an Acid drain attack.

Arrow: This is a ranged attack, probably from a crossbow or longbow. Units that deal arrow damage do only half damage to enemies that are adjacent to them.

Necromancy Drain: Units that have Necromancy drain attacks steal any hit points that their targets lose from the attack. A unit cannot drain more hp than its indicated maximum. As its name indicates, this type of attack is Necromancy magic and as such will not work on the undead. Targets that are immune to Necromancy still take normal damage from a Necromancy drain attack.

Explosive Damage: This type of damage is poor at penetrating through armor. Armor is twice as effective against explosive damage.

Piercing Damage: This type of damage is exceptionally effective at breaking through armor. Armor is half as effective against piercing damage.
Range: This is how many spaces ahead the unit can hit with its attack. Attacks with a range of 1 are considered melee attacks.

Omniscient: Units with Omniscient range do not need to see their targets to hit them with their attack, and therefore are unaffected by line of sight rules. Physical obstacles do not block the creature’s attack.

Splash: This is how many spaces are affected by the unit’s attack. If a unit has a splash of 3x3, then everything within that area of effect is damaged by the attack.

Hits Air: This specifies whether or not the unit can attack flying units.

Flying: This specifies whether or not the unit flies. Enemies and spells that cannot hit air cannot attack flying units.

Speed: Speed indicates how many spaces the unit can move in one round. Units that have been reduced to a speed of 0 cannot move, although they can still attack. If a unit moves backward (opposite the direction it is facing), it moves at half speed (rounded up).

Clumsy: Units with Clumsy Speed must take a full round simply to change their direction by 90 degrees. This is considered their Move for that turn (see below), meaning they can still attack. Furthermore, Clumsy units cannot attack and then move (see below).

Invisibility: This specifies whether or not the unit is invisible. Invisible units can only be hit by attacks with a splash greater than 1, or by units with the Detection ability. Invisible units cannot be specifically targeted by spells.

Detection: Units with Detection can attack Invisible units normally.

Mana: How much mana the unit costs.

Actions That Units Can Take In A Single Round:

A) Attack;

B) Move;

C) Move and then attack;

D) Attack and then move at half speed (rounded down);

E) Cast a spell.

BEASTS

-Beasts have a 50% chance of resisting enemy Thought spells.

-Beasts take only half damage from Nature attacks.

Basilisk

Type: Beast Monster

Alignment: Any

Hit Points: 15

Armor: 2

Bite/Claw Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2

Invisibility: -

Detection: +

Mana: 30

-Units hit by a Basilisk lose their next turn. However, they cannot lose two turns in a row from Basilisk attacks.

Dire Bear

Type: Beast Monster

Alignment: Any

Hit Points: 22

Armor: 1

Bite/Claw Damage: 1d10

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 35

Dire Wolf

Type: Beast Monster

Alignment: Any

Hit Points: 14

Armor: 0

Bite/Claw Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 5

Invisibility: -

Detection: -

Mana: 25

-Dire wolves that are adjacent to another dire wolf inflict +1 damage.

Fell-Beast

Type: Beast Monster

Alignment: Evil

Hit Points: 20

Armor: 1

Bite/Claw Damage: 1d8 + 1d6 Poison

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 45

-Takes only half damage from Fire and Poison.

Giant Cobra

Type: Beast Monster

Alignment: Any

Hit Points: 12

Armor: 1

Bite Damage: 1d6 + 1d12 Poison

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 35

Giant Spider

Type: Beast Monster

Alignment: Any

Hit Points: 13

Armor: 3

Bite/Claw Damage: 1d8 + 1d4 Piercing Poison

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 4

Invisibility: -

Detection: +

Mana: 40

-After concentrating for a round, a giant spider can leap 8 spaces forward. They can leap over other units, but not emplacements, obstacles, or siege machines.

BEHOLDERS

-Spells cast directly and specifically targeting a Beholder have a 25% chance of failure.

-Beholders don’t take extra damage when attacked from behind.

Beholder

Type: Beholder Monster

Alignment: Evil

Hit Points: 21

Armor: 1

Gaze Damage: 1d8 Piercing Force

Range: 3

Splash: 1x3

Hits Air: +

Flying: +

Speed: 3

Invisibility: -

Detection: +

Mana: 60

-Takes only half damage from Force attacks.

Doom Tyrant

Type: Beholder Monster

Alignment: Evil

Hit Points: 25

Armor: 0

Gaze Damage: 1d10 Magic

Range: 10

Splash: 1

Hits Air: +

Flying: +

Speed: 2

Invisibility: -

Detection: +

Mana: 60

Fungal Seeker

Type: Beholder Monster

Alignment: Any

Hit Points: 9

Armor: 0

Spore Damage: 1d20 Poison

Range: 0

Splash: Special

Hits Air: -

Flying: -

Speed: 5

Invisibility: -

Detection: +

Mana: 40

-Immune to Poison.

-When it attacks, or if it is destroyed, every unit adjacent to the Fungal Seeker takes the listed damage. The Fungal Seeker is automatically destroyed after its attack.

-Fungal Seekers cannot be re-animated or resurrected.

CELESTIALS

-Celestials take only half damage from Fire and are immune to Holy attacks.

Archangel

Type: Celestial Infantry

Alignment: Good

Hit Points: 20

Armor: 2

Blast Damage: 1d12 Explosive (Half-Holy)

Range: 3

Splash: 1x3

Hits Air: +  

Flying: +

Speed: 4

Invisibility: -

Detection: +

Mana: 50

-Double armor versus attacks from demons.

Archon

Type: Celestial Wizard

Alignment: Good

Hit Points: 24

Armor: 2

Staff Damage: 1d6

Range: 1  

Splash: 1

Hits Air: +

Flying: +

Speed: 3

Invisibility: -

Detection: -

Mana: 70

-Beginning spell selection: Glow, Gust of Wind, Holy Water, Mend, or Shock.

Avenger

Type: Celestial Infantry

Alignment: Good

Hit Points: 21

Armor: 2

Great Sword Damage: 1d12

Range: 1

Splash: 1x2

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 40

-Takes only half damage from Infernal attacks.

Guardian

Type: Celestial Infantry

Alignment: Good

Hit Points: 17

Armor: 1

Long-Sword Damage: 1d8

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 2

Invisibility: -

Detection: +

Mana: 40
-Gets two attacks per round.

Planewalker

Type: Celestial Infantry

Alignment: Good

Hit Points: 11

Armor: 0

Sword Damage: 1d6

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 30

-After concentrating for 1 round, the Planewalker can teleport nine spaces in any direction.

CONSTRUCTS

-See below for details.

Astral Spirit

Type: Construct Infantry

Alignment: Any

Hit Points: 12

Armor: 0

Claw Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: N/A

-An Astral Spirit can only be created through a Summon Astral Spirit spell.

Automaton

Type: Construct Infantry

Alignment: Any

Hit Points: 18

Armor: 2

Great Sword Damage: 1d10

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: N/A

-Automatons can only be created through a Create Automaton spell.

-Immune to Fire, Illusions, and Thought attacks.

-Takes only half damage from Arrows.

-Takes double damage from Force attacks.

Clay Golem

Type: Construct Infantry

Alignment: Any

Hit Points: 17

Armor: 1

Bash Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2 (Clumsy)

Invisibility: -

Detection: +

Mana: 55

-Clay golems are immune to Cold, Earth, Illusions, Lightning, Necromancy, Poison, and Thought attacks.

-Clay golems take only half damage from Arrow and Nature attacks.

-Clay golems take double damage from Fire.

-Clay golems can’t be healed, raised, or resurrected.

Glass Golem

Type: Construct Infantry

Alignment: Any

Hit Points: 21

Armor: 2

Bash Damage: 1d8

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2 (Clumsy)

Invisibility: -

Detection: +

Mana: 55

-Glass golems are immune to Illusion, Fire, Necromancy, Poison, and Thought attacks.

-Glass golems take only half damage from Acid, Arrow, and Lightning attacks.

-Glass golems take double damage from Earth attacks.

-Glass golems can’t be healed, raised, or resurrected.

Iron Golem

Type: Construct Infantry

Alignment: Any

Hit Points: 24

Armor: 3

Bash Damage: 1d10

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2 (Clumsy)

Invisibility: -

Detection: +

Mana: 60

-Iron golems are immune to Fire, Illusion, Lightning, Necromancy, Poison, and Thought attacks.

-Iron golems take only half damage from Arrow attacks.

-Iron golems take double damage from Cold attacks.

-Iron golems cannot be healed, raised, or resurrected.

Phantom Blade

Type: Construct Monster

Alignment: Any

Hit Points: -

Armor: -

Damage: 1d8+1 Piercing

Range: 1

Splash: 1

Hits Air: +

Flying: +

Speed: 6

Invisibility: -

Detection: +

Mana: N/A

-Phantom Blades can only be created through a Phantom Blade spell. They are impervious to all attacks, but can be dispelled.

Steel Golem

Type: Construct Infantry

Alignment: Any

Hit Points: 31

Armor: 4

Bash Damage: 1d12

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2 (Clumsy)

Invisibility: -

Detection: +

Mana: 70

-Steel golems are immune to Fire, Illusion, Lightning, Necromancy, Poison, and Thought attacks.

-Steel golems take only half damage from Arrow attacks.

-Steel golems take double damage from Force attacks.

-Steel golems cannot be healed, raised, or resurrected.

Stone Golem

Type: Construct Infantry

Alignment: Any

Hit Points: 31

Armor: 5

Bash Damage: 1d12

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2 (Clumsy)

Invisibility: -

Detection: +

Mana: 85

-Stone golems are immune to Arrow, Cold, Earth, Fire, Illusions, Necromancy, Poison, and Thought attacks.

-Stone golems take only half damage from Lightning and Nature attacks.

-Stone golems take double damage from Acid attacks.

-Stone golems cannot be healed, raised, or resurrected.

Treant

Type: Construct Monster

Alignment: Any

Hit Points: 19

Armor: 4

Root Damage: 1d10

Range: 10 (Omniscient)

Splash: 1

Hits Air: -

Flying: -

Speed: 0

Invisibility: -

Detection: +

Mana: N/A

-Treants can only be created through a Summon Treant spell. They cannot move unless ensorcelled by other spells to do so.

-Treants are immune to Nature attacks and take half damage from Arrow attacks. 

-Treants take double damage from Fire attacks.

-Treants do not take extra damage when being attacked from behind, because they have no “behind.”

DARK ELVES

-Dark Elves are immune to the effects of Blind, Darkness, and Phantasmal Mist spells.

Dark Ranger

Type: Dark Elf Infantry

Alignment: Evil

Hit Points: 11

Armor: 0

Longbow Damage: 1d6 Arrow

Range: 7

Splash: 1

Hits Air: +

Flying: -

Speed: 2

Invisibility: +

Detection: +

Mana: 30

Drider

Type: Dark Elf Monster

Alignment: Evil

Hit Points: 17

Armor: 3

Bite/Claw Damage: 1d6

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 4

Invisibility: -

Detection: +

Mana: 40

-Hit reduces speed by 4 on target’s next movement.

Drow Assassin

Type: Dark Elf Infantry

Alignment: Evil

Hit Points: 9

Armor: 2

Long-Sword Damage: 1d10 Piercing

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 5

Invisibility: +

Detection: -

Mana: 40

-+2 damage vs. elves.

-A round after being hit by an assassin, units take 1d4+1 piercing Poison damage.

Night Druid

Type: Dark Elf Wizard

Alignment: Evil

Hit Points: 32

Armor: 0

Staff Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: +

Detection: -

Mana: 70

-Beginning spell selection: Beast of Legend, Guided Attack, Invisibility, or Snake Touch.
Night Hunter

Type: Dark Elf Infantry

Alignment: Evil

Hit Points: 7

Armor: 0


Longbow Damage: 1d8 Arrow

Range: 5

Splash: 1

Hits Air: +  

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 25
-After concentrating for 1 round, the Hunter’s next attack does piercing damage.

DEMONS

-Demons are immune to Fire and Infernal attacks.

Archfiend

Type: Demon Infantry

Alignment: Evil

Hit Points: 24

Armor: 0

Infernal Blast Damage: 1d8 (Half-Infernal)

Range: 3

Splash: 1

Hits Air: + 

Flying: +

Speed: 4

Invisibility: -

Detection: -

Mana: 50
-+2 armor vs. celestial attacks.

Balrog

Type: Demon Monster

Alignment: Evil

Hit Points: 44

Armor: 3

Infernal Blade Damage: 1d6 Piercing Fire + 1d6 Piercing Infernal

Range: 1

Splash: 1x3

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: +

Mana: N/A

-A balrog can only be created through a Tool of Evil spell.

Dark Lord

Type: Demon Wizard

Alignment: Evil

Hit Points: 25

Armor: 1

Staff Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 70

-Beginning spell selection: Dark Power, Firebolt, Tremor, or Vampiric Touch.

Doomspawn

Type: Demon Infantry

Alignment: Evil

Hit Points: 12

Armor: 3

Fire Breath Damage: 1d8 Fire

Range: 1 

Splash: 2x2

Hits Air: - 

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 45

-When destroyed, every unit adjacent to the Doomspawn suffers 1d6 Fire damage. A Doomspawn cannot be resurrected.

Imp

Type: Demon Infantry

Alignment: Evil

Hit Points: 5

Armor: 1

Bite/Claw Damage: 1d4

Range: 1

Splash: 1

Hits Air: + 

Flying: +

Speed: 4

Invisibility: -

Detection: -

Mana: 25

-Non-splash attacks have a 50% chance of missing the Imp.

DRAGONS

-Dragons take only half damage from Arrow attacks.

Felldrake

Type: Dragon Monster

Alignment: Any

Hit Points: 21

Armor: 2

Bite/Claw Damage: 1d10

Range: 1

Splash: 1x2

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: +

Mana: 60

-Immune to Cold, Lightning, and Nature attacks.

Hydra

Type: Dragon Monster

Alignment: Any

Hit Points: 29

Armor: 0

Bite Damage: 1d10

Range: 3

Splash: 1

Hits Air: -

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 50

-Hydras get three attacks per round.

-Regenerates 2 hit points per round.

-Takes double damage from Fire attacks.

Linnorm

Type: Dragon Monster

Alignment: Evil

Hit Points: 36

Armor: 3

Acid Breath Damage: 1d10 Acid

Range: 1

Splash: 3x3

Hits Air: - 

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 70
-Units hit by a linnorm’s attack suffer an additional 1d4 acid damage on the next round.

-Immune to Acid and Fire.

Wyrm

Type: Dragon Monster

Alignment: Any

Hit Points: 29

Armor: 5

---

Breath Damage: 1d20 Explosive Element (See Below)

Range: 3

Splash: 3x3

Hits Air:  +

---

Bite/Claw Damage: 1d20+6

Range: 1

Splash: 1x3

Hits Air: -

---

Flying: +

Speed: 4

Invisibility: -

Detection: -

Mana: 75

-You must choose what type of breath weapon that your Wyrms have. You’re your Wyrms must use the same type of breath weapon. They are immune to the attack type that the breath weapon uses. You must pick from Acid, Cold, Fire, Electricity, or Poison as their elements.

-Wyrms have two forms of attack. The first listed is their breath weapon, and the second is their bite. They may use only one of the two each round.

Wyvern

Type: Dragon Monster

Alignment: Any

Hit Points: 23

Armor: 4

Stinger Damage: 1d10+1 Piercing (Half-Poison)

Range: 1

Splash: 1

Hits Air: +

Flying: +

Speed: 6

Invisibility: -

Detection: -

Mana: 65

-Immune to Fire and Poison attacks.

DUERGAR

-Duergar take only half damage from Earth, Fire, and Poison attacks.

Duergar Centurion

Type: Duergar Infantry

Alignment: Evil

Hit Points: 16

Armor: 3

Falchion Damage: 1d10 (Half-Poison)

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 40 

Duergar Crossbowman

Type: Duergar Infantry

Alignment: Evil

Hit Points: 11

Armor: 1

Crossbow Damage: 1d8 Arrow

Range: 5

Splash: 1

Hits Air: +

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 35

Duergar Savant

Type: Duergar Wizard

Alignment: Evil

Hit Points: 24

Armor: 2

Staff Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 70

-Beginning spell selection: Fire Breath, Sharpen, Snake Touch, or Tremor.
Duergar Soldier

Type: Duergar Infantry

Alignment: Evil

Hit Points: 9

Armor: 2

Spear Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 30

-+2 damage against dark elves and dwarves.

Duergar Spider Rider

Type: Duergar Cavalry

Alignment: Evil

Hit Points: 14

Armor: 3

Spear Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 40

-Immune to Poison attacks.

DWARVES

-Immune to Earth attacks.

-Dwarves take only half damage from Cold attacks and are immune to Fear spells.

Dwarven Battle Fist

Type: Dwarf Wizard

Alignment: Good

Hit Points: 22

Armor: 3

Staff Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 70

-Beginning spell selection: Circle of Restoration, Protection From Arrows, Sharpen, or Tremor.

Battle Lord

Type: Dwarf Infantry

Alignment: Good

Hit Points: 22

Armor: 4

Great Axe Damage: 1d10

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 50

-+2 armor vs. dragons, giants, goblins, and orcs.

Dwarven Berserker

Type: Dwarf Infantry

Alignment: Good

Hit Points: 15

Armor: 0

Great Axe Damage: 1d10

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 35

-+1 armor vs. the target he last attacked.

Dwarven Cannon Team

Type: Dwarf Artillery

Alignment: Good

Hit Points: 13

Armor: 0

Cannon Damage: 1d10 Explosive + 1d10 Fire

Range: 10 (Omniscient)

Splash: 3x3

Hits Air: - 

Flying: -

Speed: 1 (Clumsy)

Invisibility: -

Detection: -

Mana: 45

-Can only attack once every two rounds.

-Cannot attack directly in front of itself.

-Although Dwarven Cannon Teams are omniscient, if they are firing at targets that they can’t see, there is a 75% chance that their targeting will be off by 1d4+1 spaces in a random direction. This random direction can’t exceed the unit’s normal range.

Dwarven Warrior

Type: Dwarf Infantry

Alignment: Good

Hit Points: 11

Armor: 3

Battle-Axe Damage: 1d8

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 35

-+2 damage vs. dragons, giants, goblins, and orcs.

ELEMENTALS

-Elementals are immune to their prime elements and take only half damage from Arrow attacks.

-Elementals cannot be healed or raised with Animate Dead.
-Elementals do not take extra damage when attacked from behind.

Air Elemental

Type: Elemental Monster

Alignment: Any

Hit Points: 18

Armor: 5

Bash Damage: 1d6 Air

Range: 1

Splash: 1

Hits Air: +

Flying: +

Speed: 6

Invisibility: +

Detection: -

Mana: 45

Ice Elemental

Type: Elemental Monster

Alignment: Any

Hit Points: 17

Armor: 4

Bash Damage: 1d8 Piercing Cold

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 40

-Takes double damage from Fire attacks.

Earth Elemental

Type: Elemental Monster

Alignment: Any

Hit Points: 33

Armor: 6

Bash Damage: 1d8 Earth

Range: 1

Splash: 1

Hits Air: -  

Flying: -

Speed: 1

Invisibility: -

Detection: -

Mana: 55 

-If the Earth Elemental takes no actions on its turn during a round, it receives a +4 armor bonus.

Fire Elemental

Type: Elemental Monster

Alignment: Any

Hit Points: 18

Armor: 2 Retributive

Burn Damage: 1d12 Explosive Fire

Range: 1

Splash: 3x3

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 40

-Takes double damage from Cold attacks.

Lightning Elemental

Type: Elemental Monster

Alignment: Any

Hit Points: 16

Armor: 2 Retributive

Shock Damage: 1d10 Piercing Lightning

Range: 1

Splash: 1x3

Hits Air: +

Flying: +

Speed: 6

Invisibility: -

Detection: -

Mana: 50

Weird

Type: Elemental Monster

Alignment: Any

Hit Points: 43

Armor: 0

Bash Damage: 1d8 (Elemental damage; See spell)

Range: 1

Splash: 1x3

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: N/A

-Regenerates 1 hit point per round.

-Weirds are immune to their own element.

-Weirds can only be created through a Summon Weird spell.

ELVES

-Elves are immune to Nature attacks.

Elven Acolyte

Type: Elf Wizard

Alignment: Good

Hit Points: 28

Armor: 1 Retributive

Staff Damage: 1d4

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: +

Mana: 70

-Beginning spell selection: Beast of Legend, Guided Attack, Mend, Shield, or Strengthen Spell.

Elven Druid

Type: Elf Infantry

Alignment: Good

Hit Points: 16

Armor: 1 Retributive

Thorn Damage: 1d6 Nature

Range: 5 (Omniscient)

Splash: 1

Hits Air: +

Flying: -

Speed: 3

Invisibility: -

Detection: +

Mana: 40

Elven Huntress

Type: Elf Infantry

Alignment: Good

Hit Points: 12

Armor: 0

Long Sword Damage: 1d8 Piercing

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 30

-Gets two Long Sword attacks per round.

Elven Ranger

Type: Elf Infantry

Alignment: Good

Hit Points: 10

Armor: 0

Longbow Damage: 1d6 Arrow

Range: 10

Splash: 1

Hits Air: + 

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 35

-After concentrating for 1 round, the ranger’s next attack receives a +3 bonus to damage and range.

Wood Elf

Type: Elf Infantry

Alignment: Any

Hit Points: 13

Armor: 1 Retributive

Longbow Damage: 1d8 Arrow

Range: 5

Splash: 1

Hits Air: + 

Flying: -

Speed: 4

Invisibility: +

Detection: +

Mana: 40

-+2 bonus to damage vs. dark elves, goblins, and trolls.

EMPLACEMENTS

-Emplacements cannot move and cannot be enchanted to move.

-Emplacements take no extra damage when attacked from behind, because they have no behind.

-Emplacements take double damage from Earth and Fire attacks.

-Emplacements take only half damage from Arrow, Cold, Poison, and Necromancy attacks.

-Healing effects have only half effect on Emplacements.

-Emplacements cannot be resurrected or raised with Animate Dead.
Dark Elven Guard Post

Type: Emplacement (Dark Elf)

Alignment: Evil

Hit Points: 26

Armor: 1
Longbow Damage: 1d8 Arrow

Range: 10

Splash: 1

Hits Air: +

Flying: -

Speed: 0

Invisibility: +

Detection: +

Mana: 45

-Immune to Blind, Darkness, and Phantasmal Mist spells.

Elven Guard Post

Type: Emplacement (Elf)

Alignment: Good

Hit Points: 25

Armor: 1

Longbow Damage: 1d8 Arrow

Range: 10

Splash: 1

Hits Air: +

Flying: -

Speed: 0

Invisibility: +

Detection: +

Mana: 50

-Immune to Nature attacks.

-Gets two attacks per round.

Goblin Poison Cannon

Type: Emplacement (Goblin)

Alignment: Evil

Hit Points: 16

Armor: 2

Cannon Damage: 1d6 Piercing Poison

Range: 7 (Omniscient)

Splash: 3x3

Hits Air: -

Flying: -

Speed: 0

Invisibility: -

Detection: -

Mana: 45

-Immune to Poison attacks.

-A round after being hit by a Goblin Poison Cannon, targets take 1 Poison damage.

-Although Goblin Poison Cannons are omniscient, if they are firing at targets that they can’t see, there is a 75% chance that their targeting will be off by 1d4+1 spaces in a random direction. This random direction can’t exceed the unit’s normal range.

Human Watch Tower

Type: Emplacement (Human)

Alignment: Any

Hit Points: 28

Armor: 3

Longbow Damage: 1d6 Arrow

Range: 10

Splash: 1

Hits Air: +

Flying: -

Speed: 0

Invisibility: -

Detection: -

Mana: 45

Lightning Beacon

Type: Emplacement (Construct)

Alignment: Any

Hit Points: 13

Armor: 2

Lightning Bolt Damage: 1d6 Piercing Lightning

Range: 11 (Omniscient)

Splash: 1

Hits Air: +

Flying: -

Speed: 0

Invisibility: -

Detection: +

Mana: 50

-Gets three attacks per round. Cannot attack the same target twice in a round.

-Immune to Lightning.

Orcish Watch Tower

Type: Emplacement (Orc)

Alignment: Evil

Hit Points: 22

Armor: 0

Flaming Arrow Damage: 1d6 Arrow + 1d4 Fire

Range: 10

Splash: 1

Hits Air: +

Flying: -

Speed: 0

Invisibility: -

Detection: -

Mana: 35

Troll Acid Slinger

Type: Emplacement (Troll)

Alignment: Evil

Hit Points: 15

Armor: 1

Acid Bomb Damage: 1d10 Piercing Acid

Range: 7 (Omniscient)

Splash: 3x3

Hits Air: -

Flying: -

Speed: 0

Invisibility: -

Detection: -

Mana: 50

-Immune to Acid attacks.

-Although Troll Acid Slingers are omniscient, if they are firing at targets that they can’t see, there is a 75% chance that their targeting will be off by 1d4+1 spaces in a random direction. This random direction can’t exceed the unit’s normal range.

Wall

Type: Emplacement (Miscellaneous)

Alignment: Any

Hit Points: 20

Armor: 5

Damage: -

Range: -

Splash: -

Hits Air: -

Flying: -

Speed: 0

Invisibility: -

Detection: -

Mana: 10

-This unit is merely a 1x1 stone wall with which you can construct more elaborate defenses against invaders.

-A friendly, non-flying unit can use a round to climb on or off of a wall. When on top of a wall, units with a Range of 2 or more get a +1 bonus to Range.

-If a wall hasn’t been attacked in the last 10 rounds, it regenerates 1 hit point per round as the result of continuous repairs.

-Friendly emplacements that are adjacent to a wall do not suffer blocked line of sight from the wall.

-If you are using the optional rule that limits how many different creatures you can possess, walls do not count against that limit.

-Walls take only half damage from Acid, Air, and Fire attacks.

-Walls are immune to Arrow, Cold, Lightning, Nature, Necromancy, and Poison attacks. They cannot be Mind Controlled.

-Walls take double damage from attacks from cannons and catapults, as well as Earth attacks.

-Walls can’t be healed, raised, or resurrected.

GIANTS

-Giants take only half damage from Arrow, Cold, and Poison attacks.

Fomorian

Type: Giant Monster

Alignment: Evil

Hit Points: 19

Armor: 0

Great Club Damage: 1d12

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 45

-Regenerates 3 hit points per round.

Hill Giant

Type: Giant Monster

Alignment: Any

Hit Points: 27

Armor: 3

Great Club Damage: 1d12

Range: 1

Splash: 1x2

Hits Air: - 

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 55

-Regenerates 1 hit point per round.

Minotaur

Type: Giant Monster

Alignment: Any

Hit Points: 31

Armor: 0

Giant Axe Damage: 1d12

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 5

Invisibility: -

Detection: -

Mana: 55

-Can sacrifice 1 hp to do +2 damage with its next attack. Not cumulative.

-Regenerates 1 hit point per round.

Ogre

Type: Giant Infantry

Alignment: Evil

Hit Points: 18

Armor: 1

War Club Damage: 1d10

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 40

-+2 damage vs. dwarves and elves.

Ogre Mage

Type: Giant Wizard

Alignment: Evil

Hit Points: 25

Armor: 1

Staff Damage: 1d6

Range: 1

Splash: 1x2

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 70

-Wizards are immune to Mind Control spells.

-Beginning spell selection: Luck, Minor Force Field, Stasis, or Summon Astral Spirit.
GNOMES

-Immune to Illusions.

Gnomish Cannon

Type: Gnome Artillery

Alignment: Good

Hit Points: 12

Armor: 2

Cannon Damage: 1d10 Explosive (Half-Fire)

Range: 10 (Omniscient)

Splash: 3x3

Hits Air: -

Flying: -

Speed: 1 (Clumsy)

Invisibility: -

Detection: -

Mana: 45

-Gets two attacks per round.

-Cannot attack directly in front of itself.

-Although Gnomish Cannons are omniscient, if they are firing at targets that they can’t see, there is a 75% chance that their targeting will be off by 1d4+1 spaces in a random direction.

Gnomish Illusionist

Type: Gnome Wizard

Alignment: Good

Hit Points: 32

Armor: 0

Staff Damage: 1d4, +1 Lightning

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 70

-Beginning spell selection: Conjure Wall, Glow, Guided Attack, Invisibility, or Shock.
Gnomish Lightning Trooper

Type: Gnome Infantry

Alignment: Good

Hit Points: 7

Armor: 1

Lightning Blast Damage: 1d10 Lightning

Range: 1

Splash: 1x3

Hits Air: -

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 30

-Immune to Lightning.

Gnomish Zeppelin Bomber

Type: Gnome Artillery

Alignment: Good

Hit Points: 12

Armor: 0

Bomb Damage: 1d6 Fire + 1d6 Force

Range: 3 (Omniscient)

Splash: 3x3

Hits Air: -

Flying: +

Speed: 2 (Clumsy)

Invisibility: -

Detection: +

Mana: 40

-Takes only half damage from Fire and Force.

-Takes double damage from Arrow attacks.

Mecha-Gnome

Type: Gnome Infantry

Alignment: Good

Hit Points: 17

Armor: 2

Bash Damage: 1d8

Range: 1

Splash: 1x2

Hits Air: -

Flying: -

Speed: 2 (Clumsy)

Invisibility: -

Detection: -

Mana: 30

-Takes only half damage from Arrows.

-Takes double damage from Lightning.

Musket Gnome

Type: Gnome Infantry

Alignment: Good

Hit Points: 9

Armor: 0

Musket Damage: 1d10 Explosive (Half-Fire)

Range: 6

Splash: 1

Hits Air: +

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 30

-Takes only half damage from Fire. 

GOBLINS

-Immune to Poison spells.

Goblin Alchemist

Type: Goblin Infantry

Alignment: Evil

Hit Points: 5

Armor: 1

Poison Grenade Damage: 1d4 Piercing Poison

Range: 1

Splash: 3x3

Hits Air: - 

Flying: -

Speed: 3

Invisibility: -

Detection: +

Mana: 30

-Units hit by a Goblin Alchemist suffer a –4 penalty to range on their next attack (if they normally have a range greater than 1).

Goblin Berserker

Type: Goblin Infantry

Alignment: Evil

Hit Points: 5

Armor: 2

Spear Damage: 1d8

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 5

Invisibility: -

Detection: -

Mana: 25

-After concentrating for 1 round, a goblin berserker can change its statistics. The berserker takes a –2 penalty to armor and a +4 bonus to damage. The berserker can concentrate again for 1 round to return to normal.

Goblin Henchman

Type: Goblin Infantry

Alignment: Evil

Hit Points: 3

Armor: 1

Spear Damage: 1d6

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 20

-Additional +2 bonus to damage when attacking a target from behind.

Goblin Witch Doctor

Type: Goblin Wizard

Alignment: Evil

Hit Points: 31

Armor: 0

Staff Damage: 1d6, +1 Poison

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 70

-Beginning spell selection: Fire Breath, Icebolt, Luck, or Snake Touch.

Worg Rider

Type: Goblin Cavalry

Alignment: Evil

Hit Points: 11

Armor: 2

Scimitar Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 5

Invisibility: -

Detection: -

Mana: 30

GREMLINS

-Attacks and spells with a splash of 1 have a 50% chance of missing a gremlin.

-Gremlins take only half damage from Cold attacks.

-Gremlins take double damage from Lightning attacks.

Gremlin Runt

Type: Gremlin Infantry

Alignment: Evil

Hit Points: 3

Armor: 1

Bite/Claw Damage: 1d4+1

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 15

Night Gremlin

Type: Gremlin Infantry

Alignment: Evil

Hit Points: 3

Armor: 2

Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 5

Invisibility: +

Detection: +

Mana: 20

Suicide Gremlin

Type: Gremlin Infantry

Alignment: Evil

Hit Points: 6

Armor: 0

Damage: See Below

Range: 0

Splash: 3x3

Hits Air: -

Flying: -

Speed: 5

Invisibility: -

Detection: -

Mana: 30

-A suicide gremlin attacks by exploding in a burst of caustic acid, causing 1d10+1 + x Acid damage to all adjacent units, where x equals how much hp the suicide gremlin had left at the time of death. The suicide gremlin also explodes if killed, causing only the base 1d8 Acid damage.

Winged Gremlin

Type: Gremlin Infantry

Alignment: Evil

Hit Points: 3

Armor: 0

Bite/Claw Damage: 1d4+1

Range: 1

Splash: 1

Hits Air: +

Flying: +

Speed: 4

Invisibility: -

Detection: -

Mana: 15    

HUMANS

-Humans have no special properties.

Archer

Type: Human Infantry

Alignment: Any

Hit Points: 8

Armor: 0

Longbow Damage: 1d6 Arrow

Range: 5

Splash: 1

Hits Air: +

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 20

Catapult

Type: Human Artillery

Alignment: Any

Hit Points: 11

Armor: 0

Artillery Damage: 1d12 Explosive

Range: 7 (Omniscient)

Splash: 3x3

Hits Air: -

Flying: -

Speed: 1 (Clumsy)

Invisibility: -

Detection: -

Mana: 30

-Cannot attack directly in front of itself.

-After concentrating for 1 round, the Catapult’s next attack has a range of 14.

-Although Gnomish Cannons are omniscient, if they are firing at targets that they can’t see, there is a 75% chance that their targeting will be off by 1d4+1 spaces in a random direction.

Cleric

Type: Human Infantry

Alignment: Any

Hit Points: 11

Armor: 1

Damage: Special

Range: 1

Splash: 1

Hits Air: +

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 30

-Instead of causing damage, the cleric restores 1d6 hit points to wounded units. A cleric cannot heal itself, but two clerics can heal each other.

Dragon Slayer

Type: Human Infantry

Alignment: Any

Hit Points: 11

Armor: 3

Enchanted Longbow Damage: 1d6 Arrow + 1 Magic

Range: 10

Splash: 1

Hits Air: +

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 40

-Takes only half damage from Fire.

-Damage increases to 1d4+1 Magic vs. dragons.

Footman

Type: Human Infantry

Alignment: Any

Hit Points: 10

Armor: 1

Sword Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 20

Knight

Type: Human Cavalry

Alignment: Any

Hit Points: 16

Armor: 2

Lance Damage: 1d8

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 30

Sorcerer

Type: Human Wizard

Alignment: Any

Hit Points: 36

Armor: 0

Staff Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Splash: -

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: +

Mana: 70

-Sorcerers can choose any 1st level spell as their beginning spell.

LIZARD-KIN

-Lizard-Kin take only half damage from Arrow, Fire, and Nature attacks.

-Lizard-Kin take double damage from Cold attacks.

Jungle Hunter

Type: Lizard-Kin Infantry

Alignment: Any

Hit Points: 14

Armor: 1

Throwing Spear Damage: 1d6+1 Arrow

Range: 4

Splash: 1

Hits Air: +

Flying: -

Speed: 4

Invisibility: -

Detection: +

Mana: 35

Lizard-Kin Shaman

Type: Lizard-Kin Wizard

Alignment: Any

Hit Points: 30

Armor: 1

Staff Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Splash: -

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: +

Mana: 70

-Beginning spell selection: Beast of Legend, Depletion, Invisibility, or Protection From Arrows.
Lizard-Kin Warrior

Type: Lizard-Kin Infantry

Alignment: Any

Hit Points: 11

Armor: 1

Spear Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 25

Lizard Rider

Type: Lizard-Kin Cavalry

Alignment: Any

Hit Points: 17

Armor: 2

Spear Damage: 1d8

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 35

LYCANTHROPES

-Lycanthropes are immune to hostile Thought spells.

Beast Mage

Type: Lycanthrope Wizard

Alignment: Any

Hit Points: 28

Armor: 1

Staff Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: +

Mana: 70

-Regenerates 1 hit point per round.

-Beginning spell selection: Beast of Legend, Depletion, Charm, or Firebolt.

Werewolf

Type: Lycanthrope Infantry

Alignment: Any

Hit Points: 12

Armor: 2

Bite/Claw Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 4

Invisibility: -

Detection: +

Mana: 35

-Gets two attacks per round.

-Regenerates 1 hit point per round.

Fell Rider

Type: Lycanthrope Cavalry

Alignment: Any

Hit Points: 15

Armor: 1

Great Sword Damage: 1d8

Range: 1

Splash: 1x2

Hits Air: -

Flying: -

Speed: 5

Invisibility: -

Detection: -

Mana: 35

-Regenerates 1 hit point per round.

OOZES

-Oozes do not take extra damage when attacked from behind, because they have no behind.

Black Pudding

Type: Ooze Monster

Alignment: Any

Hit Points: 9

Armor: 1 Retributive

Slam Damage: 1d6 Acid Drain

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2

Invisibility: -

Detection: +

Mana: 40

-Black puddings are immune to the following forms of attack: Acid, Earth, Force, Illusion, and Thought.

-Black puddings take only half damage from Air and Arrow attacks.

-Black puddings take double damage from Cold and Fire attacks.

-Black puddings cannot be healed or affected by an Animate Dead spell.

Green Slime

Type: Ooze Monster

Alignment: Any

Hit Points: 10

Armor: 2 Retributive

Slam Damage: 1d4+1 Acid Drain

Range: 1

Splash: 1x3

Hits Air: -

Flying: -

Speed: 1

Invisibility: -

Detection: +

Mana: 50

-Green slimes are immune to the following forms of attack: Acid, Earth, Force, Illusion, and Thought.

-Green slimes take only half damage from Air and Arrow attacks.

-Green slimes take double damage from Cold and Fire attacks.

-Green slimes cannot be healed or affected by an Animate Dead spell.

ORCS

-Orcs have no special properties.

Orcish Barbarian

Type: Orc Infantry

Alignment: Evil

Hit Points: 12

Armor: 1

Great Axe Damage: 1d10

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 25

-After concentrating for 1 round, the barbarian’s next attack does 1d20 damage.

Orcish Catapult Squad

Type: Orc Artillery

Alignment: Evil

Hit Points: 8

Armor: 2

Artillery Damage: 1d12 Explosive

Range: 5

Splash: 3x3

Hits Air: - 

Flying: -

Speed: 1 (Clumsy)

Invisibility: -

Detection: -

Mana: 30

-After concentrating for 1 round, the catapult’s next attack gets a +5 range bonus.

-Cannot attack directly in front of itself.

-Although Orcish Catapult Squads are omniscient, if they are firing at targets that they can’t see, there is a 75% chance that their targeting will be off by 1d4+1 spaces in a random direction.

Orcish Warlock

Type: Orc Wizard

Alignment: Evil

Hit Points: 35

Armor: 1

Staff Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 70

-Beginning spell selection: Luck, Protection From Arrows, Sharpen, or Vampiric Touch.
Orcish Warrior

Type: Orc Infantry

Alignment: Evil

Hit Points: 10

Armor: 0

Battle-Axe Damage: 1d8

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 20

-+2 damage vs. dwarves and elves.

Orcish Wolf Rider

Type: Orc Cavalry

Alignment: Evil

Hit Points: 16

Armor: 1

Great Sword Damage: 1d10

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 30

-+2 damage vs. dwarves and elves.

SIEGE MACHINES

-Siege Machines take only half damage from Arrow, Cold, Necromancy, and Poison attacks.

-Siege Machines take double damage from Acid and Fire attacks.

-Healing effects are only half as effective on Siege Machines.

-Siege Machines can’t be resurrected or raised with Animate Dead.

-Siege Machines get three different attacks per round. All are listed in the description.

Doom Bringer

Type: Siege Machine (Undead)

Alignment: Evil

Hit Points: 42

Armor: 4

---

Life Drain Attack: 1d6 Necromancy Drain

Range: 10

Splash: 1

Hits Air: +

Attacks: 3

---

Flying: -

Speed: 1 (Clumsy)

Invisibility: -

Detection: +

Mana: 85

-Pay no attention to the description for the Siege Machine group in regards to a Doom Bringer's reactions to various attacks. Instead, use the rules below.

-Doom Bringers are immune to Cold, Necromancy, and Poison attacks.

-Doom Bringers take half damage from Arrow and Poison attacks.

-Doom Bringers take double damage from Acid and Fire attacks.

-Doom Bringers can't be resurrected or raised with Animate Dead.
-Doom Bringers are harmed by healing magic.

Duergar Battle-Grinder

Type: Siege Machine (Duergar)

Alignment: Evil

Hit Points: 28

Armor: 3 Retributive

---

Bone Cannon Damage: 2d8

Range: 6

Splash: 1x3

Hits Air: +

Attacks: 1

---

Crossbow Damage: 1d6 Arrow + 1d6 Poison

Range: 5

Splash: 1

Hits Air: +

Attacks: 2

---

Flying: -

Speed: 1 (Clumsy)

Invisibility: -

Detection: -

Mana: 80

-Takes only half damage from Earth and Fire attacks.

-A Battle-Grinder can only use its bone cannon to full effect when it has consumed a dead body by running over it. One body allows for one attack at full effect. Otherwise, the bone cannon causes only 1d8 damage. Units that would not leave bones behind after death cannot be used to fuel the bone cannon’s attack.

Gnomish Mecha-Mauler

Type: Siege Machine (Gnome)

Alignment: Good

Hit Points: 36

Armor: 2

---

Sonic Cannon Damage: 1d10 Force

Range: 6

Splash: 1x3

Hits Air: +

Attacks: 1

---

Musket Damage: 1d10 Explosive (Half-Fire)

Range: 6

Splash: 1

Hits Air: +

Attacks: 2

---

Flying: -

Speed: 1 (Clumsy)

Invisibility: -

Detection: +

Mana: 70

-Immune to Illusions.

Ironwood Crawler

Type: Siege Machine (Elf)

Alignment: Good

Hit Points: 34

Armor: 3

---

Arrow Damage: 1d8 Arrow

Range: 10

Splash: 1

Hits Air: +

Attacks: 3

---

Flying: -

Speed: 1 (Clumsy)

Invisibility: -

Detection: +

Mana: 70

-Immune to Nature attacks.

Goblin Disease Tank

Type: Siege Machine (Goblin)

Alignment: Evil

Hit Points: 23

Armor: 5

---

Disease Aura Damage: 1d8 Poison

Range: 0

Splash: All Adjacent Units

Hits Air: -

Attacks: 1

---

Bola Damage: 1d6 Explosive

Range: 4

Splash: 1

Hits Air: -

Attacks: 2

---

Flying: -

Speed: 1 (Clumsy)

Invisibility: -

Detection: -

Mana: 60

-Targets struck by the disease tank’s bola attack have their speed reduced by 2 on their next movement.

-Unlike other Siege Machines, Goblin Disease Tanks are completely immune to Poison.

Orcish War Machine

Type: Siege Machine (Orc)

Alignment: Evil

Hit Points: 41

Armor: 1

---

Crush Damage: 4d6 + 1d6 Fire

Range: 1

Splash: 1

Hits Air: -

Attacks: 1

---

Arrow Damage: 1d4 Arrow + 1d8 Fire

Range: 10

Splash: 1

Hits Air: +

Attacks: 2

---

Flying: -

Speed: 1 (Clumsy)

Invisibility: -

Detection: -

Mana: 80

-The Orcish War Machine can only use its Crush attack when it also moves forward. Units hit by the attack are pushed back 1 space, assuming they survive.

Siege Engine

Type: Siege Machine (Human)

Alignment: Any

Hit Points: 41

Armor: 3

---

Crush Damage: 4d6

Range: 1

Splash: 1

Hits Air: -

Attacks: 1

---

Arrow Damage: 2d6 Arrow (Half-Fire)

Range: 10

Splash: 1

Hits Air: +

Attacks: 2

---

Flying: -

Speed: 1 (Clumsy)

Invisibility: -

Detection: -

Mana: 80

-The siege engine can only use its Crush attack when it also moves forward. Units hit by the attack are pushed back 1 space, assuming they survive.

Troll Slaughter Titan

Type: Siege Machine (Troll)

Alignment: Evil

Hit Points: 40

Armor: 0

---

Acid Cannon: 1d12 Acid

Range: 5

Splash: 3x3

Hits Air: -

Attacks: 1

---

Spear Launcher Damage: 1d10 Arrow

Range: 6 (Omniscient)

Splash: 1

Hits Air: -

Attacks: 2

---

Flying: -

Speed: 1 (Clumsy)

Invisibility: -

Detection: -

Mana: 85

-Unlike other siege machines, Slaughter Titans are totally immune to Acid attacks.

-Slaughter Titans regenerate 1 hit point per round.

-Although Slaughter Titans are omniscient, if they are firing at targets that they can’t see with their spear attack, there is a 75% chance that their targeting will be off by 1d4+1 spaces in a random direction.

TROLLS

-Trolls are immune to Acid attacks but take double damage from Fire.

Death Reaver

Type: Troll Infantry

Alignment: Evil

Hit Points: 11

Armor: 0

Acid Vial Damage: 2d8 Explosive Acid

Range: 1

Splash: 1x3

Hits Air: - 

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 30

-Hit prevents the target from healing or regenerating for 3 rounds thereafter.

-Regenerates 3 hit points per round.

Elf Slayer

Type: Troll Infantry

Alignment: Evil

Hit Points: 14

Armor: 0

Spiked Club Damage: 1d8

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 30

-+2 damage to dark elves and elves.

-Regenerates 3 hit points per round.

Troll Ravager

Type: Troll Wizard

Hit Points: 30

Armor: 1

Staff Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 70

-Regenerates 3 hit points per round.

-Beginning spell selection: Burning Flesh, Dark Power, Icebolt, or Snake Touch.

War Troll

Type: Troll Infantry

Alignment: Evil

Hit Points: 18

Armor: 0

Great Club Damage: 1d12+1

Range: 1

Splash: 1

Hits Air: + 

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 40

-Regenerates 5 hit points per round.

UNDEAD

-Immune to Necromancy, Cold, and Poison attacks.

-Harmed by healing magic.

-Undead take double damage from Fire.

-Undead units cannot be resurrected or raised with Animate Dead.

Ancestral Avenger

Type: Undead Monster

Alignment: Any

Hit Points: 46

Armor: 3

Bite/Claw Damage: 1d10 Piercing

Range: 1

Splash: 1

Hit Air: +

Flying: +

Speed: 5

Invisibility: -

Detection: +

Mana: N/A

-Immune to Nature attacks.

Black Reaper

Type: Undead Infantry

Alignment: Evil

Hit Points: 19

Armor: 2

Scythe Damage: 1d8 Piercing

Range: 1

Splash: 1x2

Hits Air: - 

Flying: -

Speed: 3

Invisibility: -

Detection: +

Mana: 40

-Hit prevents the target from healing or regenerating for 3 rounds.

Death Knight

Type: Undead Cavalry

Alignment: Evil

Hit Points: 29

Armor: 2

Great Sword Damage: 1d10

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 4

Invisibility: -

Detection: -

Mana: 45

-Takes only half damage from Holy attacks.

Flesh Golem

Type: Undead Infantry

Alignment: Any

Hit Points: 35

Armor: 1

Bash Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2 (Clumsy)

Invisibility: -

Detection: -

Mana: 50

-Immune to Thought spells.

-Takes only half damage from Arrow attacks.

Lich

Type: Undead Wizard

Alignment: Evil

Hit Points: 33

Armor: 2

Staff Damage: 1d6, +1 Cold

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: +

Mana: 70

-Beginning spell selection: Dark Power, Icebolt, Tremor, or Vampiric Touch.

Ghost

Type: Undead Monster

Alignment: Evil

Hit Points: 16

Armor: 4

Touch Damage: 1d10 Time

Range: 1

Splash: 1

Hits Air: +

Flying: +

Speed: 3

Invisibility: +

Detection: -

Mana: 35 

Revenant

Type: Undead Infantry

Alignment: Any

Hit Points: 14

Armor: 2

Sword Damage: 1d8

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 3

Invisibility: -

Detection: -

Mana: 30

-Regenerates 3 hit points per round. 

Skeleton Warrior

Type: Undead Infantry

Alignment: Evil

Hit Points: 18

Armor: 2

Sword Damage: 1d6

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: 35

-If destroyed, the skeleton warrior has a 50% chance of reviving at full health one round later.

Vampire

Type: Undead Infantry

Alignment: Evil

Hit Points: 26

Armor: 0

Bite/Claw Damage: 1d6 Necromancy Drain

Range: 1

Splash: 1

Hits Air: - 

Flying: -

Speed: 5

Invisibility: +

Detection: +

Mana: 40

Wraith

Type: Undead Monster

Alignment: Evil

Hit Points: 21

Armor: 4

Bite/Claw Damage: 1d8 Necromancy Drain

Range: 1

Splash: 1

Hits Air: +

Flying: +

Speed: 5

Invisibility: +

Detection: -

Mana: 45

Zombie

Type: Undead Infantry

Alignment: Any

Hit Points: 35

Armor: 0

Bash Damage: 1d6

Range: 1

Splash: 1

Hits Air: -

Flying: -

Speed: 2

Invisibility: -

Detection: -

Mana: N/A

-Zombies can only be created through an Animate Dead spell.

UNIT UPGRADES

Certain units can be upgraded to improve their stats. When you buy an upgrade, the upgrade affects one specific unit, such as all your knights; you must buy the same upgrade multiple times if you want it to effect different kinds of units. Upgrades can only be stacked (further improved) a limited number of times. For instance, you can only buy 5 Boost Hit Point upgrades for the same unit.

Building Upgrades

These upgrades work only for emplacements and siege machines.

Boost Hit Points

Cost: 5 Mana

Stacks: 10

This upgrade’s the emplacement’s max hp by +1.

Boost Armor

Cost: 20 Mana

Stacks: 3

This upgrade improves the emplacement’s armor by +2.

Boost Range

Cost: 10 Mana

Stacks: 3

This upgrade only works on units with a Range of 2 or more. This upgrade improves the unit’s range by +1.

Cavalry Upgrades

These upgrades work only for cavalry units.

Boost Cavalry Speed

Cost: 10 Mana

Stacks: 3

This upgrade improves the cavalry’s speed by +1.

Construct Upgrades

These upgrades work only for constructs and oozes.

Boost Hit Points

Cost: 10 Mana

Stacks: 10

This upgrade improves the infantry unit’s hp by +1.

Infantry Upgrades

These upgrades work for everything except constructs, emplacements, oozes, and siege machines. Note that these upgrades also work for artillery, monsters and wizards.

Boost Hit Points

Cost: 5 Mana

Stacks: 5

This upgrade improves the infantry unit’s hp by +1.

Boost Armor

Cost: 20 Mana

Stacks: 2

This upgrade improves the infantry unit’s armor by +1.

Boost Damage

Cost: 10 Mana

Stacks: 3

This upgrade improves the infantry unit’s damage by +1.

Boost Mana Efficiency

Cost: 50 Mana

Stacks: 1

Units that have been enhanced in this way cost –5 mana to buy. You cannot buy this upgrade for wizards.

Boost Range

Cost: 10 Mana

Stacks: 2

This upgrade only affects units with a range of 2 or more. It improves the infantry unit’s range by +1.

Boost Speed

Cost: 10 Mana

Stacks: 2

This upgrade improves the infantry unit’s speed by +1. Cavalry units cannot take this upgrade, nor can Artillery units.

Confer Resistance

Cost: 30 Mana

Stacks: 1

This upgrade gives the infantry unit resistance to a specific type of attack, such as Fire, Cold, or anything else. Attacks from the chosen element cause only half damage. A single unit can only have a Confer Resistance upgrade against one type of attack, and no more. The upgrade can be re-purchased if the player wishes to change which attack the unit is resistant against, however.

Enable Absorption

Cost: 50 Mana

Stacks: 1

Select a type of attack against which the unit is immune. Damage from that attack type now heals that infantry unit.

Enable Regeneration

Cost: 20 Mana

Stacks: 1

This allows the infantry unit to regenerate lost hit points at the rate of 1 per round. Units that already have regeneration gain a +1 bonus.

SPELLS

Casting Spells

Casting a spell costs mana. A spell costs mana equal to its level multiplied by 5. Some spells cost an additional amount of mana; their descriptions will specify what extra amount has to be paid.

Learning Spells
A player begins with 6 spell points with which to purchase spells that his wizards can cast. A spell costs 1 point per spell level; for instance, buying a Level 1 and Level 2 Fire spell would cost 3 points.

When buying spells in a sphere, you must have all of the lower-level spells in a sphere before you can get the next one. For instance, you cannot learn Phantasmal Mist unless you’ve already learned Invisibility and Blind.

You can buy new spell points using mana. One spell point costs 20 mana.

All wizards begin with one spell according to their unit type, regardless of how many other spells they know. Your other wizards do not also know this spell unless you’ve purchased it.

There are 140 spells divided into 28 “spheres.” A sphere is a class of magic. Every sphere has a specific theme and is useful for certain strategies, while it may be insufficient for others.

Master Spell Listing By Sphere, Listed In Order of Level:

Acid:

Acid magic is good for gradually weakening and destroying enemies, either individually or in large groups.

1) Burning Flesh

2) Corrosion Cloud

3) Melt

4) Death Cloud

5) Acid Storm

Air:

Air magic is an excellent method of moving your troops more quickly across the battlefield and weakening enemy ranged attacks.

1) Gust of Wind

2) Wind Wall

3) Wind Walk

4) Wind Tunnel

5) Tornado

Alchemy:

Wizards familiar with alchemy are knowledgeable in even the oldest of magics. Using ancient lore and magical recipes, they can achieve wild feats of destruction or aid their own forces.

1) Fire Breath

2) Grenade

3) Enchanted Strength

4) Forgotten Word

5) Scroll of Power

Anti-Magic:

Using anti-magic, you can shut down the abilities of enemy wizards, forcing them to rely more on troops than spells.

1) Depletion

2) Mana Burn

3) Dispel Magic

4) Strain Magic

5) Zone of Negation

Earth:

Using earth magic, you can both slow down and utterly crush opposing units.

1) Tremor

2) Earth To Mud

3) Stoneskin

4) Boulder Crush

5) Earthquake

Enchantment:

Enchantment spells enhance the abilities of your troops.

1) Guided Attack

2) Supernatural Strike

3) Second Sight

4) Battle Fervor

5) Godly Might

Fate:

These spells are excellent for turning the tide of a battle, as well as boosting your mana supply.

1) Luck

2) Curse

3) Vengeance

4) Redemption

5) Alter Reality

Fire:

While many units are immune to fire, some are weak against it. In any event, fire magic is terribly destructive and excellent for obliterating large groups of enemies.

1) Firebolt

2) Flamewrath

3) Fireball

4) Meteor Strike

5) Apocalypse

Force:

Using force magic, you can protect your forces while driving away and smashing enemies from a distance.

1) Minor Force Field

2) Teleblast

3) Telekinetic Burst

4) Implode

5) Force Field

Holy: (Special: You can’t buy both Holy and Infernal spells)

These spells are an effective method for aiding your troops and destroying demonic and undead units.

1) Holy Water

2) Cleanse

3) Righteous Fire

4) Exorcism

5) Divine Might

Illusion:

Using illusions, you can make your troops very difficult to kill off, especially if you are using a lot of invisible units.

1) Invisibility

2) Blind

3) Phantasmal Mist

4) Displacement

5) Shadow Zone

Infernal: (Special: You can’t buy both Holy and Infernal spells)

Infernal spells can grant their casters greatly increased power. In addition, you can wreak havoc on enemy troops with ease.

1) Dark Power

2) Seething Pain

3) Immolate

4) Tool of Evil

5) Sacrificial Blast

Life:

Life spells are used to restore and increase the durability of your men, allowing them to fight for longer periods of time.

1) Mend

2) Regeneration

3) Healing Light

4) Restoration

5) Resurrection

Light:

Using Light spells, you can decrease the effectiveness of enemies that have detection and/or invisibility, as well as inhibit their ranged attacks.

1) Glow

2) Pyrotechnics

3) Darkness

4) Sunsplash

5) Light Speed

Lightning:

Lightning spells are ideal for quickly destroying individual enemies or entire armies in only a few rounds at most.

1) Shock

2) Call Lightning

3) Reprisal

4) Lightning Bolt

5) Chain Lightning

Magic:

Using this class of spells can protect you from anti-magic, boost the power of your other spells, and grant you resistance from all types of enemy magic.

1) Strengthen Spell

2) Protection From Dispelling

3) Enhance Spell

4) Spell-Storing

5) Spell Resistance

Metal:

Using Metal magic, you can increase the effectiveness of your own troops while weakening and killing those of your enemy.

1) Sharpen

2) Ray of Rusting

3) Conjure Armor

4) Phantom Blade

5) Torrent of Swords 

Nature:

Nature spells are excellent for slowing down enemies and keeping them at bay while you mount your own offensive.

1) Beast of Legend

2) Entanglement

3) Smite Outsider

4) Summon Treant

5) Summon Ancestral Avenger

Necromancy:

Necromancy spells allow you to steal hit points from others, as well as increase the amount and power of your undead troops.

1) Vampiric Touch

2) Restore Undead

3) Animate Dead

4) Corrupt Life

5) Soul Strike

Poison:

Using poison magic, you can greatly weaken even the strongest of enemies, gradually destroying them.

1) Snake Touch

2) Viper Strike

3) Mist of Withering

4) Affliction

5) Zone of Death

Protection:

This sphere speaks for itself. Using this type of magic, especially in conjunction with Life spells, makes your troops very difficult to destroy.

1) Shield

2) Gemini Shield

3) Resistance

4) Spirit Shield

5) Invulnerability

Rune:

Wizards proficient in Rune magic can create arcane symbols of great power to ward against enemies and destroy them.

1) Circle of Restoration

2) Rune of Fire

3) Symbol of Resistance

4) Cube of Warding

5) Symbol of Doom

Summoning:

Summoning spells add to your forces with especially powerful units.

1) Summon Astral Spirit

2) Locust Swarm

3) Create Automaton

4) Summon Weird

5) Empower Summoning

Thought:

Thought spells cause enemy units to go out of their owner’s control, often resulting in disaster for the enemy.

1) Charm

2) Fear

3) Berserk

4) Confusion

5) Mind Control

Time:

Using time magic, you can temporarily eliminate enemy troops and keep your own safe from harm.

1) Stasis

2) Haste/Slow

3) Aging

4) Time Pocket

5) Time Warp

Transmutation:

Transmutation spells allow wizards to manipulate the physical matter around them to create and alter their surroundings.

1) Conjure Wall

2) Gravity Blast

3) Teleportation

4) Portal

5) Disintegration Ray 

Water:

Water magic allows you to distract and weaken enemy troops as well as inflict major damage on them.

1) Icebolt

2) Chilling Fog

3) Rainstorm

4) Ice Shards

5) Tidal Wave

War:

War spells specialize mainly in Arrow and Fire attacks, protecting and strengthening your men. Also, Foe Hammer is probably the most powerful spell available to any wizard.

1) Protection From Arrows

2) Flaming Arrows

3) Battle Power

4) Hail of Doom

5) Foe Hammer

Spell Descriptions

Acid Storm

Sphere: Acid

Level: 5

Range: 1

Splash: 3x3

Duration: 15 rounds

A whirlwind of acidic liquid moves at the caster’s command, at a speed of 3. Victims inside the whirlwind suffer a –8 penalty to armor and take 1d12 points of acid damage per round.

Affliction

Sphere: Poison

Level: 4

Range: 11

Splash: 1

Duration: 10 rounds

The victim of this spell is infested with venom that slowly consumes their life force. Victims take 1d4 points of Acid damage per round; this damage is not blocked by armor at all, and the victim of the spell cannot regenerate or be healed while it is in effect.

Aging

Sphere: Time

Level: 3

Range: 10

Splash: 1

Duration: 10 rounds

The victim of this spell ages prematurely, suffering 1d8 Time damage, a –1 penalty to damage and armor, and a –2 penalty to speed (never reduced below 1). At the end of the duration, the victim returns to its normal age, and the lost stats return, including the hit points. If the victim was killed by the hit point loss, it remains dead.

Alter Reality

Sphere: Fate

Level: 5

Range: -

Splash: -

Duration: -

You must declare that you are casting Alter Reality before any die roll that you alter with it. Alter Reality allows you to add or subtract 2d8 from any die roll made by any player on the battlefield. The wizard casting Alter Reality can do so at any time, but forfeits its next action by doing so. The wizard may only cast Alter Reality once per round. 

Animate Dead

Sphere: Necromancy

Level: 3

Range: 1

Splash: 1

Duration: Special

Extra Casting Cost: 10

This spell must be cast on the site where any unit died within the last five rounds. The slain creature rises up as a zombie to serve the caster. See the description of the Zombie unit for more details. Not all units can be re-animated.

Apocalypse

Sphere: Fire

Level: 5

Range: 9 (Omniscient)

Splash: 3x3

Duration: 5 rounds

Burning flames of doom rain from the sky. Units in the area lose their Flying and Hit Air properties, and suffer a –6 penalty to range. Furthermore, they suffer 3d6 points of piercing Fire damage per round.

Battle Fervor

Sphere: Enchantment

Level: 4

Range: 1

Splash: 3x3

Duration: 15 rounds

Friendly units in the area of effect at the time of casting are +7 hp, do +5 damage with their attacks, and get a +2 bonus to speed. The hp gained from this spell is lost at the end of the duration.

Battle Power

Sphere: War

Level: 3

Range: 3

Splash: Special

Duration: 10 rounds

The caster selects three different units within range of the spell. They receive a +1 bonus to damage and armor, and gain regeneration +2. The units are also immune to Aging, Blind, Curse, and Thought spells for the duration.

Beast of Legend

Sphere: Nature

Level: 1

Range: 1

Splash: 1

Duration: 5 rounds

This spell only works on Beasts. The caster enchants the creature so that it becomes a larger, tougher version of its species, boosting hp by +2 and armor by +1 for the duration.

Berserk

Sphere: Thought

Level: 3

Range: 5

Splash: 1

Duration: 10 rounds

The target of this spell does not listen to its owner’s commands. Instead, it immediately moves to attack the closest unit, gaining a +2 bonus to damage and a –1 penalty to armor. The unit also gains 9 hit points, but it loses the hit points when the spell ends.

Blind

Sphere: Illusion

Level: 2

Range: 7

Splash: 1

Duration: 5 rounds

Blinded, the target suffers a –1 penalty to damage and a –5 penalty to range, and also loses its Detection ability.

Boulder Crush

Sphere: Earth

Level: 4

Range: 9 (Omniscient)

Splash: 3x3

Duration: -

The caster conjures a huge boulder that hurtles into a mass of enemies, pulverizing them. Victims are pushed back 1 space, are range and speed –1 on the next round, and suffer 6d6 points of Earth damage. Although Boulder Crush’s range is omniscient, if the wizard fires it at a target he can’t see, there is a 75% chance that the targeting will be off by 1d4+1 spaces in a random direction. This random direction can’t exceed the spell’s normal range.

Burning Flesh

Sphere: Acid

Level: 1

Range: 5

Splash: 1

Duration: 3 rounds

The victim’s flesh is covered with scalding acid. 1d8 Acid damage on the first round; 1 Acid damage on the second and third round.

Call Lightning

Sphere: Lightning

Level: 2

Range: 10 (Omniscient)

Splash: Special

Duration: -

The caster calls down three bolts of lightning, which hit three targets (you cannot strike the same target more than once). Each bolt causes 1d6 points of piercing Lightning damage.

Chain Lightning

Sphere: Lightning

Level: 5

Range: 14 (Omniscient)

Splash: Special

Duration: -

The caster selects up to seven targets within range of the spell. Each is struck by a bolt of lightning that arcs between them, causing 7d4 points of piercing Lightning damage.

Charm

Sphere: Thought

Level: 1

Range: 3

Splash: 1

Duration: 5 rounds

The victim of this spell will not attack or cast harmful spells at the caster under any circumstances. The victim will even refuse to use a splash attack if it would hurt the caster.

Chilling Fog

Sphere: Water

Level: 2

Range: 3 (Omniscient)

Splash: 2x2

Duration: 5 rounds

An obscuring cloud of extremely cold air moves about the battlefield at a speed of 1. Units in the field of effect suffer a –1 penalty to damage and range, lose their Detection ability, and suffer 1d3 points of piercing Cold damage per round.

Circle of Restoration

Sphere: Rune

Level: 1

Range: 1

Splash: 1

Duration: Special

The caster carves a runic symbol of health into the ground before him. The next unit that steps on the enchanted area regains 1d8 hp. After that, the rune no longer has any effect.

Cleanse

Sphere: Holy

Level: 2

Range: 5

Splash: 1

Duration: -

This spell is used to remove hostile spell effects from the target. Any and all such spells are removed by a single casting. Only the following spells can be removed: Affliction, Aging, Berserk, Blind, Burning Flesh, Charm, Confusion, Curse, Fear, Haste/Slow, Immolate, Melt, Mind Control, Seething Pain.

Confusion

Sphere: Thought

Level: 4

Range: 4

Splash: 1

Duration: 10 rounds

The victim of this spell ignores the commands of its owner, instead acting randomly. Every two rounds, roll 1d8 to determine the unit’s actions:

1: The victim moves as far away from other units on the map as possible, ignoring both allies and enemies.

2: The victim chases and attacks the nearest unit.

3: The victim does nothing.

4: The victim chases and attacks the unit that most recently damaged or cast a spell on it, not counting the caster of the Confusion spell.

5: The victim moves into the nearest area that is being affected by a spell. If there is no such area on the map, it does nothing.

6: The victim attacks the nearest unit that is of the same type as itself. If there is no such unit on the map, it does nothing.

7-8: The victim behaves normally and obeys its owner.

Conjure Armor

Sphere: Metal

Level: 3

Range: 2

Splash: 1

Duration: 15 rounds

The caster causes a suit of expertly crafted plate mail to form on the target’s body. The target gets a +6 bonus to armor, +9 against Arrow attacks. This spell will not work on units that don’t have a humanoid form or that have no physical form, such as wraiths. It also deprives units of their Invisibility property, although further spells can restore this.

Conjure Wall

Sphere: Transmutation

Level: 1

Range: 1

Splash: 1

Duration: Permanent

The caster causes the earth before him to form into physical barriers. The caster creates two Walls, with stats as the units.

Corrosion Cloud

Sphere: Acid

Level: 2

Range: 2

Splash: 3x3

Duration: 5 rounds

A yellow cloud of bile weakens the defenses of those caught within. All units caught in the area of effect suffer a –2 penalty to armor.

Corrupt Life

Sphere: Necromancy

Level: 4

Range: 11/Special

Splash: 3x3

Duration: -

The caster sucks the life out of his enemies, using it to power his undead machinations. Units in the area of effect suffer 1d10 points of Necromancy drain damage. The caster may then distribute the drained hit points among however many undead units that he pleases.

Create Automaton

Sphere: Summoning

Level: 3 

Range: 1

Splash: 1

Duration: Permanent

Extra Casting Cost: 15

The caster animates a suit of plate mail to serve him as a soldier. The Magic and Anti-Magic spheres can affect an Automaton.

Cube of Warding

Sphere: Rune

Level: 4

Range: 1

Splash: 3x3

Duration: 10 rounds

The caster creates an ethereal cube, covered with runes, that floats across the battlefield at a speed of 1. The cube is anathematic to units of a particular alignment, either Good or Evil. Units entering the area of effect that have the chosen alignment suffer 1d20 points of piercing Magic damage per round. As the cube is ethereal, units can pass through and occupy the same space as the cube.

Curse

Sphere: Fate

Level: 2

Range: 5

Splash: 1

Duration: 5 rounds

The caster utters a magical insult at an enemy. The targeted unit’s owner loses 1d8+1 mana whenever that unit takes any action.

Darkness

Sphere: Light

Level: 3

Range: 5 (Omniscient)

Splash: 3x3

Duration: 10 rounds

A field of supernatural darkness envelops the area. Units in the field of effect are invisible, but lose Detection and suffer a –6 range penalty.

Dark Power

Sphere: Infernal

Level: 1

Range: Caster Only

Splash: 1

Duration: 5 rounds

The caster augments his normal attack with unholy magic, adding +2 Fire and +2 Infernal damage to each strike while the spell is in effect.

Death Cloud

Sphere: Acid

Level: 4

Range: 10 (Omniscient)

Splash: 3x3

Duration: 10 rounds

The caster creates a noxious cloud of deadly acid. Units in the area of effect suffer 1d10 points of piercing Acid damage per round. 

Depletion

Sphere: Anti-Magic

Level: 1

Range: 3

Splash: 1

Duration: -

Cast on a space affected by any spell. That spell’s duration is reduced by six rounds. If the spell’s duration is reduced to 0 or below, the spell immediately ends.

Disintegration Ray

Sphere: Transmutation

Level: 5

Range: 1

Splash: 1x10

Duration: -

The caster generates a blast of antimatter energy that tears creatures apart at the molecular level. Everything in the field of effect takes 1d12+1 piercing Fire, 1d12+1 piercing Force, and 1d12+1 piercing Magic damage.

Dispel Magic

Sphere: Anti-Magic

Level: 3

Range: 4

Splash: 1

Duration: 

Cast on any area where a spell is in effect. That spell immediately ends. If two or more effects are operating in the same area, you must dispel each of them separately (you choose which is dispelled). Alternatively, this spell causes 5d10 Magic damage to summoned creatures, such as automatons and zombies. 

Displacement

Sphere: Illusion

Level: 4

Range: 1

Splash: 3x3

Duration: 5 rounds

Friendly units in the area of effect benefit from image displacement effects, making them difficult to hit. Any non-splash attack hitting the units in the area of effect has a 50% chance of missing.

Divine Might

Sphere: Holy

Level: 5

Range: 1

Splash: 1

Duration: 13 rounds

The caster causes the target to become a living vessel for a celestial deity. The spell increases the subject’s hit points by +12, armor by +6, and confers regeneration +6.

Earthquake

Sphere: Earth

Level: 5

Range: 3

Splash: 5x5

Duration: 5 rounds

The earth vibrates with spine-shattering force. Non-flying units in the area of effect take 2d8 Earth damage per round and suffer the following penalties: -1 armor, -5 range, and –4 speed.

Earth To Mud

Sphere: Earth

Level: 2

Range: 3

Splash: 3x3

Duration: 5 rounds

The ground affected by this spell turns from hard earth to soft, deep mud. Non-flying creatures in the area of effect are –4 speed.

Empower Summoning

Sphere: Summoning

Level: 5

Range: 1

Splash: 1

Duration: 15 rounds

This spell works only on units that have been created via magic. The unit gains +32 hit points for the duration of the Empower Summoning spell. The summoned units do not have to be the product of a spell from the Summoning sphere for the spell to work, but a single unit cannot have more than one Empower Summoning effect working on it simultaneously.

Enchanted Strength

Sphere: Alchemy

Level: 3

Range: 1

Splash: 1

Duration: 8 rounds

The caster douses a target with magic dust, which quickly disappears. The unit gains +10 hp, +6 damage, and +4 speed for the duration. The excess hit points disappear after the spell ends.

Enhance Spell

Sphere: Magic

Level: 3

Range: N/A

Splash: N/A

Duration: N/A

This powerful magic must be cast just before the wizard casts another spell. It has two possible effects, one of which is chosen by the caster:

Boosted Damage: To benefit from this bonus, the spell must have no duration, and must cause damage. In addition to its normal damage, the spell causes +15 points of damage. This extra damage is of the same type as the normal damage.

Boosted Duration: To benefit from this enhancement, the spell must have a duration. The spell’s duration is increased by 15 rounds.

Entanglement

Sphere: Nature

Level: 2

Range: 3

Splash: 3x3

Duration: 5 rounds

A nest of animated, thorny vines grows out from the ground, strangling and slowing enemy ground units. Enemies caught in the area of effect take 1 point of Nature damage per round and suffer a –1 penalty to speed.

Exorcism

Sphere: Holy

Level: 4

Range: 10 (Omniscient)

Splash: 3x3

Duration: -

This spell harms only demons and undead. It causes 1d20+1 points of piercing Holy damage. 

Fear

Sphere: Thought

Level: 2

Range: 6

Splash: 1

Duration: 8 rounds

The victim of this spell is overcome with terror, causing a –1 penalty to armor, damage, and speed. Furthermore, the target cannot willfully move toward the caster.

Fireball

Sphere: Fire

Level: 3

Range: 11

Splash: 3x3

Duration: -

The caster hurls a burning orb of flame at his enemies that explodes on impact. Victims in the area of effect suffer 2d20 points of explosive Fire damage.

Firebolt

Sphere: Fire

Level: 1

Range: 3

Splash: 1

Duration: -

A ray of flame hits the victim, causing 1d6 points of piercing Fire damage.

Fire Breath

Sphere: Alchemy

Level: 1

Range: 1

Splash: 1x3

Duration: -

The caster imbibes a mysterious drink and then exhales, blowing fire. Those hit by the fire breath suffer 1d12 points of explosive Fire damage.

Flamewrath

Sphere: Fire

Level: 2

Range: Caster Only

Splash: Special

Duration: 5 rounds

The caster surrounds himself in a sphere of magical fire. Enemies adjacent to the caster suffer 1d6 points of piercing Fire damage per round.

Flaming Arrows

Sphere: War

Level: 2

Range: 1

Splash: 3x3

Duration: 5 rounds

Friendly units using Arrow attacks in the field of effect have their arrows enchanted so that they are lit aflame as they fly through the air. The Arrow attacks do +5 Fire damage.

Foe Hammer

Sphere: War

Level: 5

Range: 21 (Omniscient)

Splash: 1

Duration: -

A force of utter destruction shoots down from the sky on the target, causing 3d6 Fire, 3d6 Cold, and 3d6 Lightning damage. Although Foe Hammer’s range is omniscient, if the wizard fires it at a target he can’t see, there is a 75% chance that the targeting will be off by 1d4+1 spaces in a random direction. This random direction can’t exceed the spell’s normal range.

Force Field

Sphere: Force

Level: 5

Range: 2

Splash: 3x3

Duration: 10 rounds

A field of antimatter energy surrounds the area. Friendly units within gain a +14 bonus to armor.

Forgotten Word

Sphere: Alchemy

Level: 4

Range: Special

Splash: Special

Duration: Special

The caster, familiar with the ancient languages of lost gods and forgotten races, utters a single word of ancient power. The caster can choose from among several words and therefore effects:

Word of Wizardly Creatures: All elementals and golems (except flesh golems) adjacent to the caster regain 4d8+1 hp.

Word of the Holy Sentinel: The caster chooses a creature within a range of 10 that has an evil alignment. That creature suffers 3d10 points of piercing Holy damage.

Word of the Wicked Tongue: As Word of the Holy Sentinel, except that it effects only good creatures and deals 3d10 points of piercing Infernal damage.

Gemini Shield

Sphere: Protection

Level: 2

Range: 1

Splash: 1

Duration: 13 rounds

The target gains immunity to one type of attack, such as Fire, Acid, Arrow, or anything else.

Glow

Sphere: Light

Level: 1

Range: 1

Splash: 1

Duration: 6 rounds

The targeted unit attains an unearthly glow that frustrates the aim of enemies, granting it a +3 armor bonus against ranged attacks that don’t do splash damage.

Godly Might

Sphere: Enchantment

Level: 5

Range: 1

Splash: 1

Duration: 20 rounds

Imbued with deific power, the target unit gains +15 hp, +3 armor, +3 damage, and +4 speed.

Gravity Blast

Sphere: Transmutation

Level: 2

Range: 5

Splash: 2x2

Duration: -

The caster drastically alters gravitational forces in the field of effect, blowing physical matter in all directions. All units in the field of effect are pushed out of it immediately, in whatever directions that the caster chooses. They also take 1d10 Force and 1d10 Magic damage.

Grenade

Sphere: Alchemy

Level: 2

Range: 3

Splash: 2x2

Duration: Special

The caster throws a vial filled with volatile liquid. After casting the spell, the caster can dictate when it detonates, either immediately or up to three rounds later. Those in the field of effect suffer 1d12 Fire and 1d12 Force damage.

Guided Attack

Sphere: Enchantment

Level: 1

Range: 1

Splash: 1

Duration: 5 rounds

The target’s attacks become exceptionally accurate and well timed, granting a +3 bonus to damage. Omniscient units affected by this spell that normally have a chance of hitting off target can elect to get a –3 bonus to their 1d4+1 roll instead of a damage bonus.

Gust of Wind

Sphere: Air

Level: 1

Range: 3

Splash: 1

Duration: -

The target is moved six spaces in any direction by a great force of wind.

Hail of Doom

Sphere: War

Level: 4

Range: 14 (Omniscient)

Splash: 3x3

Duration: 10 rounds

Flaming arrows rain down on the area of effect. Units inside the area take 1d6 points of Arrow damage and 1d6 Fire damage per round.

Haste/Slow

Sphere: Time

Level: 2

Range: 5

Splash: 1

Duration: 6 rounds

The target is bestowed either with supernatural speed or slowness, at the caster’s option. The unit’s damage and speed are altered by 4.

Healing Light

Sphere: Life

Level: 3

Range: 1

Splash: 3x3

Duration: 7 rounds

A shower of mystical light shines down from the heavens. Friendly units in the field of effect regain 1d12 hp per round.

Holy Water

Sphere: Holy

Level: 1

Range: 1

Splash: 1

Duration: 6 rounds

The caster douses a target in blessed water. The recipient gains +1 regeneration and +2 armor vs. demons and undead. Using this spell on demons or undead causes them 2d8 Holy damage.

Icebolt

Sphere: Water

Level: 1

Range: 3

Splash: 1

Duration: -

The victim takes 1d6 points of Cold damage. On its next movement, it suffers a –3 penalty to speed.

Ice Shards

Sphere: Water

Level: 4

Range: 10

Splash: 2x4

Duration: -

The caster shoots a volley of razor-sharp shards of ice into his foes. Units in the area of effect take 2d10+2 points of piercing Cold damage.

Implode

Sphere: Force

Level: 4

Range: 14 (Omniscient)

Splash: 1

Duration: -

The targeted unit is crushed with incredible force, taking 4d6 points of piercing Force damage. Although Implode’s range is omniscient, if the wizard fires it at a target he can’t see, there is a 75% chance that the targeting will be off by 1d4+1 spaces in a random direction. This random direction can’t exceed the spell’s normal range.

Immolate

Sphere: Infernal

Level: 3

Range: 10

Splash: Special

Duration: 3 rounds

The caster causes a victim to be consumed in Hellfire. The victim suffers 1d6 points of Fire and 1d4 points of Infernal damage per round. All units adjacent to the victim also take 1d4 points of Fire damage per round. If the chosen victim of the spell is killed while the spell is in effect, it cannot be raised through a Resurrection spell, as it is reduced to nothingness.

Invisibility

Sphere: Illusion

Level: 1

Range: Caster Only

Splash: 1

Duration: 8 rounds

The caster gains the Invisibility unit property for the duration of the spell.

Invulnerability

Sphere: Protection

Level: 5

Range: 1

Splash: 1

Duration: 10 rounds

The affected unit is surrounded by an aura of powerful magical energy. This energy has 11 hp, 6 armor, and 15% spell resistance (see the Spell Resistance spell). 

Lightning Bolt

Sphere: Lightning

Level: 4

Range: 1

Splash: 1x15

Duration: -

The caster throws a blast of lightning, causing 4d6 piercing lightning-based damage to victims.

Light Speed

Sphere: Light

Level: 5

Range: 1

Splash: 1

The targeted unit gains the ability to move up to 48 spaces in one round. The unit may save this power for later, but extra Light Speed spells cannot be accumulated onto the same unit.

Locust Swarm

Sphere: Summoning

Level: 2 

Range: 1

Splash: 2x2

Duration: 5 rounds

A cloud of carnivorous locusts moves about under the caster’s control, at a speed of 2. Enemies caught in the cloud suffer 1d10 damage per round, and suffer –1 penalties to armor and speed. 

Luck

Sphere: Fate

Level: 1

Range: -

Splash: -

Duration: -

You must declare that you are casting Luck before any die roll that you alter with it. Luck allows you to add or subtract 3 from any die roll made by any player on the battlefield. The wizard casting Luck can do so at any time, but forfeits its next action by doing so. The wizard may only cast Luck once per round. 

Mana Burn

Sphere: Anti-Magic

Level: 2

Range: 10

Splash: 1

Duration: 5 rounds

Targeted spell-caster suffers 1d4 piercing damage whenever he casts a spell. This damage is taken before the spell is completed.

Melt

Sphere: Acid

Level: 3

Range: 6

Splash: 1

Duration: 5 rounds

The caster afflicts an enemy’s body so that it melts into sludge. The target suffers 1d20 Acid damage per round, and a –4 penalty to armor.

Mend

Sphere: Life

Level: 1

Range: 1

Splash: 1

Duration: -

The target of the spell regains 1d8 lost hit points.

Meteor Strike

Sphere: Fire

Level: 4

Range: 9 (Omniscient)

Splash: 3x3

Duration: 3 rounds

The caster calls down a meteor to smite enemies. On the first round of the spell’s effect, targets take 3d6 fire damage. On the second and third rounds, any units in the area of effect suffer 1d8+1 points of piercing fire damage. Although Meteor Strike’s range is omniscient, if the wizard fires it at a target he can’t see, there is a 75% chance that the targeting will be off by 1d4+1 spaces in a random direction. This random direction can’t exceed the spell’s normal range.

Mind Control

Sphere: Thought

Level: 5

Range: 5

Splash: 1

Duration: Permanent

Extra Casting Cost: 21

The targeted unit falls under the caster’s control. Wizards and units that cost more than 40 mana to create cannot be affected by this spell.

Minor Force Field

Sphere: Force

Level: 1

Range: Caster Only

Splash: 1

Duration: 3 rounds

The caster surrounds himself with an invisible globe of force that grants him a +3 bonus to armor.

Mist of Withering

Sphere: Poison

Level: 3

Range: 5

Splash: 3x3

Duration: 5 rounds

The caster creates a cloud of poisonous mist that wreaks havoc on the bodies of those who step within it, shriveling and burning them. Victims take 1d6 Acid and 1d8 piercing Poison damage per round while in the area of effect.

Phantasmal Mist

Sphere: Illusion

Level: 3

Range: 9 (Omniscient)

Splash: 3x3

Duration: 5 rounds

A shadowy mist appears in the area. Units in the area of effect lose the Detection property and suffer a –5 penalty to range.

Phantom Blade

Sphere: Metal

Level: 4

Range: Special

Splash: 1

Duration: 10 rounds

The caster calls a Phantom Blade into being, an ethereal great sword that acts without a wielder. The Phantom Blade is impervious to all attacks, but can be dispelled and affected by Metal magic.

Photon Distortion

Sphere: Light

Level: 4

Range: 1/10

Splash: Special

Duration: 24 rounds

The light around the targeted unit is enchanted so that it passes through the unit, making it invisible, and allowing the unit the ability to harness that light against a chosen foe within 10 spaces, depriving it of its Detection ability and decreasing its armor, damage, and range by 2 each. The unit may not select another target for the duration of the spell.

Portal

Sphere: Transmutation

Level: 4

Range: 1/33 (Omniscient)

Splash: Special

Duration: 5 rounds

The caster creates a magical portal to another place on the battlefield up to 33 spaces away. This portal is one-way only; it cannot be entered through its exit. No obstruction can block the path of the portal.

Protection From Arrows

Sphere: War

Level: 1

Range: Caster Only

Splash: 1

Duration: 5 rounds

The caster gains +4 armor against Arrow attacks.

Protection From Dispelling

Sphere: Magic

Level: 2

Range: 1

Splash: 1

Duration: 13 rounds

Any spell effects active on the targeted unit cannot be dispelled or hindered by Anti-Magic for the duration.

Pyrotechnics

Sphere: Light

Level: 2

Range: 6

Splash: 2x2

Duration: 6 rounds

The caster launches a sparkling bolt of light that creates a bright flash on impact. Everything in the area of effect at the time of the casting loses Detection and suffers a –3 penalty to Range for the duration.

Rainstorm

Sphere: Water

Level: 3

Range: 7 (Omniscient)

Splash: 3x3

Duration: 8 rounds

A torrent of rain comes down on the area. Units in the area of effect lose Invisibility, and suffer –2 penalties to range and speed.

Ray of Rust

Sphere: Metal

Level: 2

Range: 10

Splash: 1

Duration: 5 rounds

The caster rusts the weaponry and armor of his chosen target. The target takes a -2 penalty to damage and a further -1 penalty to armor. This spell only functions on units that have metal or iron components in both their weapons, armor, or bodies.

Redemption

Sphere: Fate

Level: 4

Range: 1

Splash: 1

Duration: 10 rounds

If the target united dies within the duration, the unit’s owner gains 7d4 mana.

Regeneration

Sphere: Life

Level: 2

Range: 1 

Splash: 1

Duration: 7 rounds

The target regenerates +6 hit points per round, in addition to any normal regenerative ability that it might possess.

Reprisal

Sphere: Lightning

Level: 3

Range: 10 (See below)

Splash: 1

Duration: 10 rounds

The caster fuses his body with the essence of a Lightning Elemental. Any enemy unit that specifically targets the caster with an attack or spell during the duration is assailed by electrical energy, suffering 1d8+1 points of piercing Lightning damage.

Resistance

Sphere: Protection

Level: 3

Range: 1

Splash: 1

Duration: 8 rounds

Any hostile spell cast directly and specifically on the target of Resistance has a 40% chance of failing.

Restoration

Sphere: Life

Level: 4

Range: 11 (Omniscient)

Splash: 1

Duration: -

The targeted unit regains 7d4 lost hp.

Restore Undead

Sphere: Necromancy

Level: 2

Range: 1

Splash: 1

Duration: -

The target of this spell must be undead, or the spell has no effect. The unit regains 3d6+1 lost hit points.

Resurrection

Sphere: Life

Level: 5

Range: 1

Splash: 1

Duration: -

This healing spell can be used on any unit that was destroyed less than four rounds prior to the casting, except of course for units that cannot be healed. The targeted unit regains 4d6 hp. No unit can be resurrected more than once, and some units cannot be resurrected at all. Spells that were in effect on the unit at the time of its death no longer apply once it is resurrected.

Righteous Fire

Sphere: Holy

Level: 3

Range: 7 (Omniscient)

Splash: 3x3

Duration: -

The caster calls a blast of divine flame into being. Enemy units in the area of effect take 1d12 points of Fire damage and 1d12 points of Holy damage.

Rune of Fire

Sphere: Rune

Level: 2

Range: 1

Splash: 3x3

Duration: Special

The caster enchants an area with latent fire magic. Whenever the caster desires, as a free action, the magic in the area detonates, causing 2d20 explosive Fire damage to all within.

Sacrificial Blast

Sphere: Infernal

Level: 5

Range: 13

Splash: 3x3

Duration: -

The caster selects a friendly unit standing adjacent to it before casting Sacrificial Blast. That unit is immediately destroyed. However, the caster uses the sacrificed creature’s life force to create a vile torrent of Hellfire that causes 1d12 Piercing Fire + 4d8 + x Infernal damage, where x equals the amount of hit points that the sacrificed unit had remaining.

Scroll of Power

Sphere: Alchemy

Level: 5

Range: 5

Splash: 3x3

Duration: 12 rounds

The caster reads sorcerous words from an enchanted scroll, which disintegrates upon the casting of the spell. A zone of magical power is created, in which enemy units suffer 1d12 points of piercing Magic damage per round and friendly units regain 1d12 lost hit points per round.

Second Sight

Sphere: Enchantment

Level: 3

Range: 1

Splash: 3x3

Duration: 18 rounds

Friendly units in the area gain the Detection ability.

Seething Pain

Sphere: Infernal

Level: 2

Range: 5

Splash: 1

Duration: 7 rounds

The victim of this spell is overcome with horrific pain, taking 1d6 points of Infernal damage per round and suffering a –1 penalty to armor, damage, and speed.

Shadow Zone

Sphere: Illusion

Level: 5

Range: 5

Splash: 5x5

Duration: 15 rounds

This spell creates a magical field of invisibility that can be moved at a speed of 3. Friendly units inside gain the Invisible property.

Sharpen

Sphere: Metal

Level: 1

Range: 1

Splash: 1

Duration: 5 rounds

The caster enchants a warrior’s weapon, making it far more deadly than before. The unit’s damage is increased by +5. This spell only functions on units with melee attacks that use iron or metal components.

Shield

Sphere: Protection

Level: 1 

Range: 1

Splash: 1

Duration: 4 rounds

The target gets a +2 bonus to armor.

Shock

Sphere: Lightning

Level: 1

Range: 1

Splash: 1

Duration: -

When touched by the caster, the victim suffers 1d8 points of piercing Lightning damage. This spell is considered to be a melee attack.
Smite Outsider

Sphere: Nature

Level: 3

Range: 9 (Omniscient)

Splash: 1

Duration: -

This spell only functions against celestials, constructs, demons, elementals, and undead. It causes 1d20+1 points of piercing Nature damage to those creatures.

Snake Touch

Sphere: Poison

Level: 1

Range: 1

Splash: 1

Duration: Special

The caster’s hand momentarily becomes a viper, biting the target. The target takes 1d4 piercing Poison damage on the first round and again on the second round. This spell is considered to be a melee attack.

Spell-Storing

Sphere: Magic

Level: 4

Range: Caster Only

Splash: -

Duration: N/A

Once this spell is cast, the caster can then immediately cast four other spells. These spells don’t take effect until the caster wishes, and when they do, he may cast all of them at once as a single action if he so chooses.

Spell Resistance

Sphere: Magic

Level: 5

Range: 1

Splash: 1

Duration: 8 rounds

The target becomes 40% resistant to magic of all kinds. Any hostile spell affecting the unit has a 40% chance of having no effect at all on that unit, even for the rest of its duration. If Spell Resistance ends before that spell, it thereafter functions normally on the affected unit.

Spirit Shield

Sphere: Protection

Level: 4

Range: 1

Splash: 1

Duration: 10 rounds

A globe of spiritual energy surrounds the target, absorbing damage until the spell’s duration ends or it absorbs 28 points of damage. The unit’s armor does not count when calculating damage against the shield.

Soul Strike

Sphere: Necromancy

Level: 5

Range: 9

Splash: 1

Duration: -

The target of this spell loses hit points equal to 40% of its normal maximum. For instance, a creature with 10 hp would lose 4. Armor is not factored in when calculating the damage inflicted by this spell. The damage is Necromancy damage.

Stasis

Sphere: Time

Level: 1

Range: 1

Splash: 1

Duration: 8 rounds

The target is totally paralyzed. It remains in its current state, immune to all attacks and spells, friendly or hostile. It does not regenerate. The duration of other spells and effects that were active on the unit at the time the stasis spell was cast do not deplete.

Stoneskin

Sphere: Earth

Level: 3

Range: 1

Splash: 1 

Duration: 10 rounds

The target gains a +9 bonus to armor for the duration.

Strain Magic

Sphere: Anti-Magic

Level: 4

Range: 10

Splash: 1

Duration: 9 rounds

Target spell-caster requires +20 mana to cast a spell.

Strengthen Spell

Sphere: Magic

Level: 1

Range: 3

Splash: 1

Duration: -

Cast on a space affected by any spell. That spell’s duration is increased by six rounds.

Summon Ancestral Avenger

Sphere: Nature

Level: 5

Range: 1

Splash: 1

Duration: Permanent

Extra Casting Cost: 25

The caster summons an ancient forest spirit composed from the wrath of long dead beasts. The Ancestral Avenger obeys the caster’s commands until destroyed.

Summon Astral Spirit

Sphere: Summoning

Level: 1
Range: 1

Splash: 1

Duration: Permanent

Extra Casting Cost: 10

Calling upon the ancient forces of the nether, the caster summons an astral spirit, a being made of magical energy and long-forgotten souls. The astral spirit obeys the caster’s commands, and remains until the duration of the spell is complete or it is destroyed. The Magic and Anti-Magic spheres can affect an astral spirit.

Summon Treant

Sphere: Nature

Level: 4

Range: 10

Splash: N/A

Duration: Permanent

Extra Casting Cost: 25

A treant emerges from the ground. A treant can be affected by the Magic and Anti-Magic spheres.

Summon Weird

Sphere: Summoning

Level: 4

Range: 1

Splash: -

Duration: Permanent

Extra Casting Cost: 20

The caster summons an elemental weird from the outer planes to do his bidding. Once summoned, the caster can select what type of element the weird is composed of. This affects what type of damage it does and what it is immune to. The caster may select either Acid, Fire, Ice, or Lightning. The Magic and Anti-Magic spheres can affect a Weird.

Sunsplash

Sphere: Light

Level: 4

Range: 12 (Omniscient)

Splash: 3x3

Duration: 10 rounds

A beam of supernaturally powerful sunlight shoots down into the area of effect, blinding all within. Units inside suffer a –1 penalty to damage, a –6 penalty to range, and lose the Detection property.

Supernatural Strike

Sphere: Enchantment

Level: 2

Range: 1

Splash: 1

Duration: 10 rounds

This spell only affects units with a range of 2 or more. The unit’s attack does +4 damage, and gets a +5 bonus to range.

Symbol of Doom

Sphere: Rune

Level: 5

Range: Caster Only

Splash: 5x5 (Centered on Caster)

Duration: -

The caster creates a runic symbol that represents all things deadly and destructive. Those around the caster in the area of effect suffer 1d20 Fire, 1d20 Necromancy, and 1d10 Magic damage.

Symbol of Resistance

Sphere: Rune

Level: 3

Range: 1

Splash: 1

Duration: 8 rounds

The caster leaves an arcane mark on his target that wards against attack. The targeted unit gains immunity to four different forms of attack, of the caster’s choice, for the duration.

Teleblast

Sphere: Force

Level: 2

Range: 5

Splash: 1

Duration: -

The target is moved 6 spaces in any direction, and suffers 2d8 points of explosive Force damage.

Telekinetic Burst

Sphere: Force

Level: 3

Range: 11

Splash: 3x3

Duration: -

Targets in the area are moved 10 spaces in any direction. All of the units affected must be moved in the same direction.

Teleportation

Sphere: Transmutation

Level: 3

Range: 1/30 (Omniscient)

Splash: 1

Duration: -

The caster, or a chosen target, is pulled through a dimensional vortex that transports him to a place as far as 30 spaces away. No obstruction can block this transportation.

Tidal Wave

Sphere: Water

Level: 5

Range: 14 (Omniscient)

Splash: 3x3

Duration: -

The caster conjures a tidal wave of freezing water from thin air. Units in the field of effect are pushed 4 spaces in any direction (they must all go in the same direction), and take 1d20+2 points of piercing Cold damage.

Time Pocket

Sphere: Time

Level: 4

Range: 5

Splash: 3x3

Duration: 1 round

The units in the area of effect at the time of the casting disappear for 1 round, and then return as if they had been gone for ten rounds. For instance, a creature that regenerates 1 hit point per round would return with ten more hit points; A unit once affected by Berserk would no longer be affected; so on and so forth.

Time Warp

Sphere: Time

Level: 5

Range: 1

Splash: 3x3

Duration: Special

Every unit in the field of effect is warped forward in time, temporarily disappearing. The caster specifies how many rounds ahead the units are warped, up to a maximum of 40. During the time they are warping, the area of effect cannot be entered, and ranged attacks cannot pass through it. When the units re-appear, they retain the same stats as they had before; they do not age as they would in a Time Pocket spell.

Tool of Evil

Sphere: Infernal

Level: 4

Range: Caster Only

Splash: 1

Duration: 40 rounds or until canceled by caster

The caster transforms into a balrog. In this form, the wizard cannot cast spells, but may spend a round to transform back into its normal self, ending the spell. Any hit points lost in balrog form remain lost when the caster reverts to normal form, so in some cases, reversion may be fatal to the caster. When in balrog form, the wizard is still immune to Mind Control.

Tornado

Sphere: Air

Level: 5

Range: 5

Splash: 3x3

Duration: 10 rounds

A whirlwind of air moves at the caster’s command, at a speed of 5. Those inside the area of effect suffer 1d8 points of Air damage per round, take a –9 penalty to range, a –6 penalty to speed, and lose their Flying and Hit Air properties if they have them.

Torrent of Blades

Sphere: Metal

Level: 5

Range: 5

Splash: 3x3

Duration: 7 rounds

The caster conjures a swarm of huge, floating razors into being. The field of effect can move at a speed of 4. Everything inside the field takes 1d20+5 points of piercing damage per round. 

Tremor

Sphere: Earth

Level: 1

Range: 3

Splash: 1

Duration: 3 rounds

The victim’s movement is disrupted by a light earthquake that persistently follows it for the duration of the spell, reducing its speed by 3.

Vampiric Touch

Sphere: Necromancy

Level: 1

Range: 1

Splash: 1

Duration: -

The caster causes 1d8 Necromancy drain damage to the victim. This spell is considered to be a melee attack.

Vengeance

Sphere: Fate

Level: 3

Range: 1

Splash: 1

Duration: 10 rounds

Whenever the targeted unit loses hp from an enemy attack, the unit’s owner gains 1 mana for every hit point lost, up to a maximum of 7 points from a single attack.

Viper Strike

Sphere: Poison

Level: 2

Range: 10

Splash: 1

Duration: -

The caster alters the victim’s bloodstream so that it momentarily fills with poison, causing grievous harm. The victim of the spell takes 2d4 points of piercing Poison damage. This damage is increased by +2 if the caster casts it at a target that is not facing him.

Wind Tunnel

Sphere: Air

Level: 4

Range: 9 (Omniscient)

Splash: 3x3

Duration: 10 rounds

Victims in the area of effect suffer a –5 penalty to range and a –6 penalty to speed.

Wind Walk

Sphere: Air

Level: 3

Range: 1 

Splash: 1

Duration: 20 rounds

The target gains the Hit Air and Flying properties, and a +6 bonus to speed, for the duration. 

Wind Wall

Sphere: Air

Level: 2

Range: 3

Splash: 1x5

Duration: 3 rounds

The caster manipulates air currents to in effect create a wall. Ranged attacks passing through the wall take –3 penalties to their damage rolls. Those passing through the wall lose their next 6 points of movement, as if they had moved that distance. Once a unit has used up all six points, it may then pass through the Wind Wall.
Zone of Death

Sphere: Poison

Level: 5

Range: 5

Splash: 3x3

Duration: 6 rounds

The caster designates an area, enchanting it so that all life within is gradually destroyed. Units in the area of effect suffer 1d10 points of Poison damage per round. This damage completely ignores armor, and units in the field of effect cannot regenerate or be healed.

Zone of Negation

Sphere: Anti-Magic

Level: 5

Range: 5

Splash: 3x3

Duration: 10 rounds

A powerful field of dispelling is formed by the caster. Spells cast by units inside the field have a 50% chance of failure, and spells active within the field have a 50% chance of being dispelled each round.

SPELL UPGRADES

As a wizard becomes more familiar with certain spells, his proficiency in casting them improves. You can buy upgrades for specific spells. Each upgrade improves only a single chosen spell. Spell Upgrades cannot improve summoned creatures.

Boost Damage

Cost: 20 Mana

Stacks: 3

This upgrade improves the spell’s capacity for damage, adding +1 to all listed damage effects. It can also improve healing spells in the same way, although it can’t improve regenerative abilities granted through spells. The damage is of the same type as the base. If more than one type of attack is used by the spell, you may choose which damage type is enhanced with each separate casting. 

Boost Duration
Cost: 20 Mana

Stacks: 3

This upgrade lengthens a spell’s duration by 1 round. You cannot buy this upgrade for spells that have no duration.

Boost Range

Cost: 20 Mana

Stacks: 3

This upgrade improves a spell’s range by +1. You cannot buy this upgrade for spells that are considered melee attacks.

Optimize Mana

Cost: 40 Mana

Stacks: 4

This upgrade reduces a spell’s mana cost by 1.

RULES

Beginning The Game

All players should have their dice ready, as well as a piece of blank paper and a pencil to keep track of:

Their Current Mana Total

The HP Count and Status of Their Various Units

Upgrades They Have Purchased For Spells and Units

At the beginning of play, all players start with one wizard and 400 mana (or more, as each player agrees to). This “mana” is what the player uses to build his beginning army and spellbook. After the player takes his turn, he gains 5 mana. This is called mana upkeep.

The game requires a large board and game pieces. Game pieces used should be about the size of army men or chess pieces, and the board should be carefully divided into squares, or “spaces,” each of which is able to hold a single army man. A board for a large game (3 or more players) should be approximately 100x50 squares, at least.

Playing The Game

Each player’s default objective is to destroy all of his opponents’ wizards. The player achieves this through superior firepower, tactics, resource consumption, and a little bit of luck. He must exploit his opponents’ weaknesses and play to his own strengths if he is to have any hope of victory.

Players must carefully decide how they want to spend their initial 400 mana. Should they concentrate on an army? Learn more powerful spells? Or do a bit of both? Spells are far more expensive than units, but at the most advanced levels are far more devastating.

Any units bought during game-play appear adjacent to one of the player’s wizards. 

Additional or alternative objectives can also be set:

Command & Conquer: Each team controls four or more magical sites situated on their side of the battle map. The objective for each team is to control all of the sites. A team takes an opposing team’s site by moving a unit on top of it. For each site a team controls beyond its original four, it gains an additional 2 mana per upkeep. Whether or not either side controls a wizard is irrelevant.

Recommended But Optional Rule (Limited Army Complexity): Not including their wizard and summoned creatures, each player may only use ten different units. This prevents the nasty habit of players always specifically buying only units that are meant to destroy the other players’ units that are currently on the battlefield. Players should devise their own strategy, not concentrate on derailing everyone else’s. It’s more fun that way.

Mana

There are other ways to gain more mana:

Destroying Wandering Monsters: GM-controlled units may sometimes appear on the map. Each time you destroy a wandering monster, you gain mana equal to half the unit’s cost (round up).

Wandering monsters are sometimes guarding Magical Sites or carrying Artifacts.

Capturing Artifacts: Powerful magical items of the ancient times are scattered throughout the world. Each time one of your wizards finds such an artifact, you gain +10 mana.

Capturing Magical Sites: Certain areas of the map house ancient temples and other places of legendary magical power. For each Magical Site that you have captured, your mana upkeep is increased by 2. Sites are considered “captured” by the last player who had a unit step on the site’s space. You cannot use teleportation magic to move directly on to such a space.
Destroying Enemy Wizards: Each time you directly kill a wizard, you gain +20 mana. If two or more players are both attacking the same wizard, and the wizard dies as a result of their combined attacks, all participating players get 20 mana.

Destroying Enemy Players: Whenever a player is eliminated, the remaining players each gain +60 mana.

Losing The Game

You are defeated when you no longer command any wizards.

Running Your Army

In a round, you must perform your actions in a specific order on your turn:

1) Buy any new units, spell levels, or upgrades that you want.

2) Move and attack with your units.

3) Tabulate your mana upkeep.

Once you are finished moving all of your units, knock once on the table to alert the other players.

Combat Rules

Attacking From Behind: Attacking a unit from behind (the direction opposite to that which it is facing) inflicts +2 damage.

Ranged Attack Obstructions: Units using ranged attacks that aren’t omniscient must have a clear line of sight to their targets (no enemy units, walls, or pieces of terrain can be obstructing their view). Other forms of ranged attacks need not worry about line of sight, but they cannot attack through solid walls.

For instance, if a soldier is standing behind a tree (a 1x1 square obstacle), and a dragon on the other side of the tree uses its breath attack, then the breath attack can still harm the soldier. However, if the soldier were standing behind a 1x3 obstacle, which is large enough to completely block the breath attack, then the breath attack would not affect the soldier.
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