


DRINK THEIR BLOOD
Play this card at any time. 
Choose one of your miniatu-
res that is in contact with a 
Downed enemy miniature and 
not Engaged in Combat. It will 
drink the blood of the fallen, 
without needing to spend any 
Action, and will gain a +1 bo-
nus to Strength and Toughness 
until the end of the game.



GIANTSLAYER
Play this card after one of your 
miniatures has Downed an 
enemy miniature with a higher 
points value. It will grant your 
warband 3 Victory Points in the 
scenario.



YOU HAVE NO POWER
Play this card after your oppo-
nent has played a card. You 
cancel your opponent’s card, 
which must be discarded wi-
thout applying its effects. If 
used against this very card, the 
original card takes effect.



I KNOW YOU
Play this card after your oppo-
nent has played a card. This 
card becomes exactly the same 
as the one your opponent just 
played (as long as you don’t 
already have an identical one 
in your hand). This new card is 
added to your hand.



SCAR OF THE VEIL
Play this card after your oppo-
nent has cast a Spell. The Spell 
will have no effect, though it 
will still cause Fear to nearby 
troops and the Sorcerer must 
roll on the Sorcery Perils table.



COUNTERSPELL
Play this card after your oppo-
nent has cast a Spell. Immedia-
tely after that Spell takes effect, 
one of your Sorcerers may cast 
one of their Spells of the same 
level or lower as the one ori-
ginally cast, for free (without 
spending Actions or FP).



BORROWED SKIN
Play this card at the very begin-
ning of the Activation Phase of 
one of your miniatures. It may 
immediately swap its position 
with another miniature from 
your warband that is not Enga-
ged in Combat and has not yet 
acted during this Game Turn.



MARTYR
Play this card after one of your 
miniatures has been Downed 
by an enemy miniature. It will 
grant your warband 2 Victory 
Points in the scenario.



VALOR
Play this card at any time. Re-
move up to 5 Fear markers of 
your choice.



EXHAUSTED SOURCE
Play this card at the begin-
ning of a Game Turn. No Spells 
may be cast during that entire 
Game Turn.



BLIZZARD
Play this card at the beginning 
of a Game Turn. No Shooting 
may be carried out during that 
entire Game Turn.



SEVER THE HEAD
Play this card after Downing 
the rival warband’s Leader. 
Your warband will gain 3 Vic-
tory Points in the scenario.



FURY
Play this card when you are 
about to Charge with a minia-
ture. It may gain an additional 
10 cm for free in its final Move-
ment of the Charge.



CHANGE FATE
Play this card at the beginning 
of a Game Turn. Discard any 
number of cards from your 
hand (including this one) and 
draw the same number to form 
your new hand.



THICK FOG
Play this card at the beginning 
of a Game Turn. No Charges 
may be made during that enti-
re Game Turn.



ARCANE GRUDGE
Play this card after one of your 
Sorcerers has Downed a rival 
Sorcerer. Your warband will 
gain 3 Victory Points in the sce-
nario.



DÉJA VU
Play this card at the beginning 
of a Game Turn. Discard this 
card to take back another card 
you have already used in a pre-
vious Turn, which is then retur-
ned to your hand.



SYMBIOSIS
Play this card at the begin-
ning of a Game Turn. During 
this Game Turn, all troop types 
(from both warbands) may in-
teract with or control objecti-
ves as if they were Warriors.



STEP ASIDE
Play this card when one of your 
miniatures is about to be the 
target of a Charge by a rival mi-
niature. The charged miniature 
may be placed in any clear area 
up to 15 cm away from where 
it was, and the rival miniature 
will remain in the spot where 
its Charge would have ended.



RESURRECTION
Play this card when one of your 
miniatures has been Downed 
and leaves a Downed marker. 
After applying the usual rules 
for being Downed (Fear, etc.), 
the miniature returns to the 
game replacing the Downed 
marker, though with –1 Streng-
th and –1 Toughness, and from 
then on generating only 1 FP.



INSTILL FEAR
Play this card after Downing 
an enemy miniature. Instead 
of the usual 1, that miniature 
will cause 3 Fear markers to its 
allied miniatures within 15 cm.



SOUL WELL
Play this card at any time. Place 
a 10 cm diameter marker an-
ywhere on the table without 
any terrain element or minia-
ture. That area is a mystical 
bottomless well and counts as 
Impassable Terrain.


