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The Objec€ of €the
Game

In the DRAGON DICE™ game, you use dice to represent armies of different fantasy
races and monsters which battle to control essential pieces of terrain and take over the
world of Esfah. Any number of players can share in this struggle. The first player to
caprure two terrains immediately wins the game.

Learning the Game

The best way to learn DRAGON DICE is ro play it. Rather than trying to learn the rules
by just reading them, get out your dice and follow the instructions step by step. There
are plenty of examples to help keep you on the right path. In no time at all, you'll be
commanding armies like a pro.

Basic Terms
There are a few terms you’ll wanr o hecome familiar with before getting started.
They’ll help you understand the rules your first time through.

Unit: Each six-sided and ten-sided die represents a single soldier in
Fyour army and is called a unit. The ten-sided ones are also called mon
sters. (Monsters are only available in DRAGON DICE Kicker Packs.) g

Army: All of your units at a single terrain (see below). At the start of the game,
you begin with three armies.

& Dragon: The single-color rwelve-sided dice aren’t units and can’t be part of an
) army. Dragons come in two forms: drakes, which have wings, and wyrms, which are
wingless. You'll learn more about dragons on page 26.

Terrain: The eight-sided dice represent terrain—the land that armies battle
to capture, The faces on each terrain die are numbered from 1 to 8, and each
tace fearures an action icon (such as melee, missile, or magic; see Actions on
page 10). These action icons determine, abstractly, the distance berween armies at the
terrain and the type of action they can engage in. When you maneuver a terrain to its
eighth face, you capture that terrain (see The Eighth Face on page 17).

Example: If a terrain die shows an arrow icon face up, only missile attacks can be used
at that terrain.

Frontier Terrain: The terrain die placed in the center of the table at the start of the
game. This die is selected by the starting player and may be any terrain die brought to
the game. '

Home Terrain: The terrain die placed in front of you at the start of the
game. This die is selected by you, and your home army starts here.
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Ilements: The colors of the dice represent the magical elements that each race and
terain is made of. Gold signifies earth; blue indicates air; red typifies fire; and green
repiesents water. Black, the fifth element, connortes death.

I'ch terrain consists of two elements. Coastland is blue and green (air and water).
I'latlind is blue and gold (air and earth). Highland is gold and red (earth and fire).
Sicampland is gold and green (earth and water).

l'ach race of units—both the six-sided units and their ten-sided allies (monster
Hnits)—also contains two elements. Coral elves are blue and green (air and water).
Diarves are gold and red (earth and fire). Goblins are gold and black (earth and
death). Lava elves are red and black (fire and death). Firewallkers are blue and red (air
and fire). The feral are blue and gold (air and earth). And swamp stalkers are green and
black (water and death). Unlike other races, however, the amazons are composed of
only one color: ivory. This connotes their human status and the fact that they are not
connected to any elements in the world of Esfah. Lastly, the undead are composed of
hlack and ivory, which means they are creatures of death (the ivory merely indicates
the lack of another element).Other races (introduced in subsequent DRAGON DICE
Kicker Packs) are composed of different elements or colors.

Unlike the races, dragons and dragonkin are pure elemental spirits made up of a
single element and, therefore, a single color.

Health: Most dice in this game can receive a specific number of damage points
hefore being “killed” and removed from play. This number of points is defined as a
unit’s health. The smallest six-sided units (called commons) have 1 health (one point
of damage kills a common unit). The medium sized six-sided units (called uncommons)
have 2 health. The largest six-sided units (called rares) have 3 health. Monsters (the
ten-sided units) have 4 health. Dragons (the twelve-sided dice) have 5 health.
Terrains cannot be killed and so have no health points.

Icons: The symbols on the faces of each die are called icons. There are two types of
icons: Action and ID. See Chapter Two: The Dice for illustrations of each race’s icons.
Action icons tell what actions a die can perform in the game. For example, if a
f( die has an icon of a bow on one face, that die can shoot missiles at enemy units.
Sece page 10 for more information on actions.
@ ID icons serve to “name” the dice. For example, an icon of a dwarf wearing a feath-
> cred cap on a common die identifies it as a “crosshowman.” The most important
thing to remember about ID icons is that they always count as whatever action icon
is needed. If you're rolling for saves, ID icons count as save results; if you’re rolling
for maneuvers, they count as maneuver vesults; and so forth. Furthermore, edach
unit’s ID icon counts as a number of points of effect equal to its health.

Fxample: Your army engages an enemy army in melee combat. You roll your entive
army, and three of your units come up as 1D icons. These units—two uncommons and
one common—provide 5 points of melee damage (two 2-health units and one | -healih
wnit: 242+1=5). Remember that ID icons count as whatever result you're rolling for.

Reserves: At times, units need to pull back and regroup. They must retreat to your
reserves area, kept to your right (see Reserves on page 14).
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Dead: Units that take damage equal to or exceeding their health are removed from
their armies and placed in your dead unit area, to your left. Magic can bring these units
back into the battle, as explained in Magic on page 12.

Buried: Dead units may be buried. Buried units are removed from play entirely and
rake no further part in the current game.

A few new types of dice have been added to the DRAGON DICE game since its intro-
duction. Found exclusively in the Magestorm! Expansion Set (#1505), these dice are:

Minor Terrain: These eight-sided dice are 2mm smaller than standard terrains,
and they come in the same color combinations as the major terrains. They represent
lesser objecrives for an army to capture at a particular terrain while trying to secure
the retrain itself. See Minor Terrains Rules on page 28 for more information.

Magical Item: These four-sided dice represent magical items that can be
carried by units within armies. Like units, they come in three sizes (common,
s uncommon, and rare) and have a health cost (1, 2, or 3, depending on the size
of the magical item), which must be applied when putting together an army. Unlike
units, however, magical items cannot be “killed” and cannot be discarded when the
army takes damage. They come in solid colors only and are explained in detail on
page 29,

Artifact: Like monsters, artifacts are single-color ten-sided dice. They
follow rules similar to those used by magical items and are explained on page 31.

Playing €the Game

Each game of DRAGON DICE is called a battle. In a battle, two or more players pit their
armies against each other to capture two terrains and win the game. The following
steps for set-up rake place before the game begins.

Decioe Bat€le Size

| | Players agree on the size of the battle. To do this, you agree on a number of health
| points for each player’s total forces, then bring units totaling that many health
points to the battle. Good force sizes are 23 health points (the value of the dice in the
basic set), 24 or 36 health points (the size of a standard DRAGON DICE tournament).
You are supposed to bring one dragon (of any color) to the battle, regardless of how
small a bartle you are playing. In addition, for every 25 health points in your forces
you need to bring another dragon. (So, in a 36-point game, you'd need to bring rwa
dragons.) However, you can choose not to bring dragons to the game, but for each
dragon you fail to bring, your starting forces are reduced by 3 health points.
Note: Dragons don't count as part of your unit total. So, in a 24-point battle, you bring one drag-
on and 24 health-worth of units. Dragons are set to your left, in what will be your dead unit area.

G ® THE RULES



Assemble Armies

y | Divide your units into three armies. Designate one as your home army, one as your

‘ Cmpeaign army, and the third as your horde that plagues an opponent’s home ter-
Pt You must put at least one unit in each army.

\Write your name on the three banner cards provided in rhe basic set, and use them
o mark your armies.

You should build and designate your armies in secret, so the other players won’t be
Dile 1o make decisions based on your strategy. Use a screen to hide your dice during
the nssembly phase.

here's just one rule you need to obey as you assemble your armies at the begin-
ning of the game. No more than half the total number of health points (rounded down) of
vouer forces can be placed in a single army. After initial army placement, this restriction
is no longer in effect. Later on in the game you may want to pull units into reserve
el then regroup them into one or two l-at‘ger armies.

Iixample: You're playing a 24-point battle. The largest number of health points that you
can assign to any one of your three armies at the start of the game is 12. This can be
(welve 1-health common units, six 2-health uncommon units, four 3-health vare units,
thvoe 4-health monster units, or any combination that totals 12 health points or fewer.

Home terrain

Dead unit aret

Reserves

Home army

I/ This Is Your First Time Playing: One easy way to assemble your armies is to
plit them into their different races (colors). Place one race (the one you have the
mont units of) in your home army, another race in your campaign army, and the
fenaining units in your horde army.

I'xample: You open the basic set and see that you have the following units: seven lava
olf nits, four dwarf units, three coral elf units, and one goblin unit. Place the seven lava
ol wnits in your home army, the four dwarf umits in your campaign army, and the
FeIen g coral elf and gob!in units in your horde army.

THE RULES @ 7



Se€ the Bat€tlefrield

% | Choose ome of your terrain dice to be your home terrain. (Your home army defends
your home terrain, so you might want to pick a rerrain die that matches at least
one color of the units in the home army.) Choose a second terrain die (the only other
one you own if you're playing right out of the box) and set it forward as a proposed
frontier terrain.

There are four different terrain types—coastland, fladand, highland, and
swampland—each with a different mix of colors and action icons. The eighth face of
each terrain die features a special location icon, which comes into play once an army
controls that die (see The Eighth Face on page 17).

Coastland Flatland Highland Swampland

Determine Oroer of Play

Reveal your forces at the same time as the other players. Then roll your horde
army and add up all the manewver and 1D icon resulrs. (The army isn’t at any ter-
rain yet, so no special abilities apply.)

To roll an army, pick up all the units in that army and toss them.

Your army’s maneuver icons, along with the rest of each race’s action icons, are list-
ed in Chapter Two. Nore that some maneuver icons are interchangeable between
races, while others are race-specific. You'll want to consult this section often until you
learn to recognize the following types of maneuver icons:

& Q@ ek K . ¢

Amazon Boat Claws Dragonkin - Dwarf Boot Elf Boot
Chariot Foor
d L -
b )
i . N 4 ? VR
Flaming  Goblin Foor Hoof Paw Swamp Stalker Undead
Foor Slither Foot

The player who rolls the most points of maneuver results becomes the first player,
the one with the second highest total becomes the second player, and so on. In a tie,
ried players reroll until there is a winner.

Players should sit around the rable in clockwise order from the first player. The first
player also gers to choose which of the proposed terrain dice becomes the frontier. He
can choose any of the prospective terrain dice, even ‘one he hadn't proposed. The
other terrain dice aren't used in this battle, so put them away.
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Place Armies

=1 Two rules must be followed when you place your armies at the start of the game:

‘ ) 1) No player can place more than one of his armies at a particular terrain die, and

7) no more than three armies belonging to different players can occupy a terrain die.

With these rules in mind, each player places his home army at his home terrain.

Then, going in order, each player places his horde at the home terrain of another play-

cr and his campaign army at any other terrain on the table. If you're playing a three-
person game, your set-up should look something like the illustration below.

Note: It's possible in a game with four or more players that the player at the end of the
tirn order may have no legal spot to place one of his armies. If this happens, that player must
start with that army in reserve. For more information on reserves, see page 14.

Dave’s home
terrain

Frontier Bill’'s home

terrain

Dori’s home
terrain

Determine S€tarting Dis€tances

“_]—’ Each player rolls his home terrain die to determine initial battle distances, and
| the first player rolls the frontier die. Reroll any results of 8.

The resulting numbers signify how far away cach army is from capturing the eighth
(e on each terrain die. Low numbers (1 or 2) usually mean that your army is so far
away from the enemy that the only effecrive weapon is magic; medium numbers (4 or
9) usually indicate that your army is in missile range; and a high number (6 or 7)
jrenerally means thar your army is right on top of its goal and close enough to engage
in melee combat with another army at the same rerrain.
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Tarn Sequence

Each turn, you may act with two of your armies, then make a reserve move. A turn
consists of a First March, a Second Maxrch, and a Reserves phase.

First March

] On your turn, choose one of your armies to act with (the chosen army is your cut-
rent acting army). The army may be ar a rerrain or in your reserves (see below).
This is your First March, and you can maneuver and make actions, as follows.

Maneuver

If the acting army is at a terrain die, you can try to turn the terrain die up or down one
step (from face 5 up to face 6 or down to face 4, for example). This symbolizes the
army (rying to outflank anorher army at the same terrain to either get closer (into mis-
sile or melee range) or fall back (into magic or missile range). After you have maneu-
vered the die or if you decide not to maneuver, go to Actions below.

To maneuver, you announce, “I'm mancuvering.” Don’t reveal whether you intend
to turn the die up or down. Players with armies at the same terrain can—if they want—
oppose the acting army’s maneuver by announcing, “I'm counter-maneuvering.”

If no players oppose the acting army’s maneuver, you automatically turn the rer-
rain die up or down one step, withour rolling your army.

If the acting army’s maneuver is opposed, that army and all counter-maneuvering
armices are rolled. Compare the acting army’s roll to each counter-maneuvering army’s
roll. If the number of maneuver icons rolled by the acting army equals or exceeds that
of the highest counter-maneuvering army, the acting army’s maneuver succeeds, and
you may adjust the terrain die up or down one step. (Remember, ID icons count as
points of whatever result you're rolling for.) However, if one or more of the counter-
maneuvering armies rolls more maneuver icons than the acting army, the maneuver
fails and the terrain remains unchanged.

Note: If all armies roll no maneuver icons or generate zero manewver points because of
spells or special effects, the acting army still succeeds and may turn the terrain die.

Actions

I the neting army is at a terrain die, its action is dictated by the face showing on that
terrain. Actions include melee, missile, or magic. If your acting army is in reserve,
however, it may only cast magic (see page 13). If the acting army controls the eighth
face of aterrain die, it may perform any of the three types of actions (see The Eighth
Face on page 17). The three types of actions are described as follows.

J Melee: If the melee icon (a sword) is showing on the terrain die, then only melee
#  combat can occur. Melee icons for the races are all edged weapons, as follows.

PR S R S

Amazon Coral EIf Diragonlin Dwarf Feral
Kulri Sword Claw Axe Dagger
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Firewalker CGoblin Lava EIf Swamp Stalker Undead
Trident Axe Poniard Scimitar Scythe

The acring army may engage an opposing army at the same terrain in melee com-
Liat. This takes one of two forms, skirmish or charge, as you decide.

e Skirmish: You select an army to attack at the terrain and roll your own army,
looking for melee or 1D icons. Each point of melee counts as one point of damage to
the target army (see Damage on page 15). If damage is inflicted, the rarger army rolls
for saves.

If any units remain in the target army, it gets to attack back. The rarget army rolls,
looking for melee or 1D icons. Each point of melee counts as a point of damage on the
acting army. The acting army then rolls for saves (see Damage, page 15).

After this exchange, the action ends for that army. Go on to the next part of your
rurn—>Second March or Reserves.

e Charge: Instead of skirmishing, you may declare a charge. Choose a target army at
the same terrain and roll your army. Each point of melee and each point of maneuver
rolled count as a point of damage to rhe target (as do 1D icons).

After you count up the damage, the targer army rolls. Any save results reduce the
damage inflicted by an amount equal to the save results, and any melee results are
counted as damage against the acting army. However, the acting army doesn't roll
saves in return. Only saves provided by magic count against these hits.

After the charge has been resolved, the action ends for that army. Proceed to the
next part of your turn—=Second March or Reserves.

Missile: If the missile icon (an arrow) shows on the terrain die, the acting army

may make a missile attack on an opposing army. Missile arracks can rarget enemy
armies at the same terrain, or can reach from any home terrain to the frontier, or from
the frontier to any home terrain. The missile icons are as follows:

S K S / 2

Amazon Coral EIf Dwarf Feral Firewalker
Spear Bow Crossbhow Arrow Fireball
Goblin Lava EIf Swamp Stalker
Sling Pistol Trident

After selecting a target, roll your army and count the number of missile and 1D icons
that appear. Each point of missile counts as one point of damage to the target army. If
any damage is inflicted, the target army rolls for saves.

Unlike during melee combat, the target army can’t attack back, even if it occupies
the same terrain.
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After the acting army’s missile attack has been made, the action ends. Go on to
the next part of your turn—>Second March or Reserves.

.~ Magic: If the magic icon (a starburst) shows on the terrain die or the acting army
% is in reserve, the acting army may attempt to cast spells. Roll your army and sep-
arare out those unirs that show magic or ID icons. Magic icons are as follows:

2N N ¥ d &

Amazon Coral EIf Dwarf Feral Firewalker
Orb Wand Medallion Maelstorm Finger
7
R é @ "
Goblin Lava Elf Swamp Stalker Undead
Amulet Totem Eye Bones

The next step is to count the number of magic points you have rolled. When tally-
ing, however, remember that each unit may only cast magic according to its elemental
colors. Coral elves cast blue and green magic; lava elves cast red and black magic;
dwarves cast red and gold magic; and goblins cast black and gold magic. Newer races
(introduced in kicker packs) narurally can only cast magic in the elemental colors that
make up their composition.

One point of magic on a goblin, for example, means you have one point of black
or one point of gold magic—not one point of each. Thus, if you’re playing a multira-
cial army, you're likely to get a lot of magic points in several different colors.

Points of a particular color can be combined from unit to unit as the player choos-
es, and multiple points of a particular unir can be divided between that unit’s colors.
Read the following example to see how this makes sense.

Example: One point of magic from a goblin (gold and black) and two points from a
dwarf (gold and yed) can be combined to obtain any of the following types of magic: 3
points of gold; 2 points of gold and 1 point of red; 2 points of gold and 1 point of black;
2 points of red and 1 point of gold; 2 points of red and 1 poine of black; or 1 point of
gold, 1 point of red, and 1 point of black.

Now you tally your points of magic and refer to the spell lists located on pages
34-43. Each spell is preceded by a magic point cost; this is the number of magic points
of that color required to cast that spell. You can purchase as many spells as you can
afford with the magic points you rolled, though you aren’t required to spend all your
points. (Any points not used disappear; they can’t be saved for a future turn.) You can
even purchase some spells mulriple times for enhanced effecrs.

Example: You purchase the Breath of Life spell three times, at a cost of 9 points of blue
magic. You could use the combined effects to resurrect three 1-health units, or one 3-
health unit, or one 1-health unit and one 2-health unit. |
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After you've refered to the spell lists, announce all of the spells you are casting and
(heir targets. Then resolve the spells one at a time in the order you wish. Magic can target
iy army in the game—including armies in reserves—except where otherwise noted.
I lowever, you can't cast magic that inflicts damage on one of your own armies.

If all your units are killed—if you have no units left at terrains or in reserve—any
spells you cast are immediately negated. Likewise, if you move one or more units away
Irom an army that had a spell cast on that army or that terrain, the spell no longer affects
those units. (An example would be Wall of Ice cast on an army or Ash Storm cast on a
terraing units pulled into reserve or sent to another terrain would no longer be aftected.)
A spell targeting an individual unit, however, follows the unit. (Burning Hands is one
suich example.)

There are three other points to remember when using magic in DRAGON DICE.
I hose points are:

# Terrain Advantage: Elemental colors play an important part in Dragon Dice.
You'll recall that ID icons always count as whatever you're rolling for. In magic,
any units that roll an 1D icon and match at least one of the colors in a terrain
die can double the resulting magic points that correspond to that color. Only the
magic points generated through [D icons are doubled, not normal magic icons.
Units in reserve can never double magic because they are nor ar a terrain.

Example: If in flatland (gold and blue), the goblin and dwarf in the example above can
double their gold points if they roll ID icons. If in highland (gold and red), the dwarf can
double both its gold and red magic points if it rolls an ITD icon. Needless to say, rolling 1D
icons for magic is a way to rack up lots of magic points.

# Death Magic: No terrain has the black element (color), but during a magic
action black magic can be doubled when ID icons are rolled by “burying” dead
units of health equal to the points of ID icons rolled (see Damage on page 15
for information on dead units). Any one player (including the acting player)
who has dead units can be targeted for the loss; however, the targeted player
chooses which of his dead units are buried. Only points generated through ID
icons can be used for burying and doubling. All magic points gained by burying
dead must be spent. Units in reserve can’t double death magic.

I'xample: In coastland (blue and green), two uncommon (2-health) goblin units roll 112
icoms . Their ouwner can choose to have 4 points of gold, 4 points of black, or some com-
hination thereof. Instead, he can turn the 4 points of black magic into 8 points. He tar-
ets anotheyr player, who buries 4 health points of his dead units. The acting player must
now spend the 8 points of black magic on spells listed on pages 42—43.

* lleserve Magic: An army in reserve may cast spells, but it can never double its
mipric points. Spells can only be cast on friendly units and armies (those belong-
inye 1o that player). Terrain dice and other players’ units and armies can’t be tar-
peted by a reserve army’s magic. Spells that inflict damage on friendly units or
ninies cannot be cast.
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After the magic results have been chosen and resolved, the action ends. Proceed to
the next part of your turn—Second March or Reserves.

Second® March

You may choose a second army to act with, just as in First March detailed above.
= | A different army than the one used in the First March must be used in rhe Second
March. You must have ar least two armics in play to take a Second March. (A player with
only one army can only take one march.) Marches are always optional, as are actions.
After your Second March is complete, proceed ro the final part of your turn—Reserves.

Reserves
7| Your reserve army is kept to your right. After finishing borh of your marches, yvou can
move units into and out of your reserves. A reserve army can only be attacked by magic.
You may opt to use a march on your reserve army; rhar is, instead of acting with
one of your other armies this turn, you can act with the reserve army. As explained
above, this army can only cast friendly magic; it cannot attack. After this action, you
can still reinforce or retreat, as follows.

Reinforce

If you have any units in reserve, you can move any or all of them to any home terrain
or the frontier. You can split the reserve units up, sending some to one terrain and
some to another. If you already have an army ar the terrain, the reserve units join that
army. If you don't have an army at the terrain, the reserve units form a new army. In
really large DRAGON DICE games (50 points or more), you may end up dividing your
units into more than three armies. Just use extra banner cards with your name nored
at the top.

Retreat

After reinforcing, you can move any or all of your units from the rerrain dice they
occupy and place them in reserve. 1

Example: It's the reserves part of your turn. You have three units in reserve. Fivst, you decide
to move two units to remforce your home army, and move the third unit to reinforce your
campaign army. Second, your horde army has taken a beating, so you vetreat all the units in
your hovde to your reserve.

Because movement from terrain to reserve and from reserve to terrain occurs by
units and not armies, modifiers to an army’s rolls—such as spells including Stoneskin
or Wind Walk—don't travel between locations. This is true even if all the units in an
entire army move.
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Common 1 healih Uncommon 2 health Rare3 health

Damage

When armies meet in battle, melee or missile or magic may result in units taking dam-
a1 a unit takes damage equal to or grearer than its health, the unit is “killed” and
i considered “dead.” Dead units are removed from their armies and placed in the own-
iy player’s dead unit area (to the player's left). They can be restored by certain mag-
ial spells and special events or targeted by players using black magic and buried
(removed from the game).

Damage is usually targeted at an entire army. If an attack on an army inflicts dam-
apre, the army rolls for saves. Save icons for races are as follows.

S =4 ®

Amazon Coral EIf Dwarl Feral Firewalker
Shield Buckler Towershield Shield Aegis
I 'V @
Goblin Lava EIf Swamp Stalker Undead
Warshield Ward Guard Tombstone

Fach point of saves rolled negares one point of damage. Each point of damage that
tin't negated by a save inflicts one health-worth of damage on the army’s units. The
owner chooses which units are killed (though some special effects or spells may dic-
Late otherwise),

Il possible, enough units must be discarded to cover the health loss, but never in
CAUCSS u_{' that loss.
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Example: If 2 points of damage are inflicted on an army consisting of two 1-health units,
one 2-health unit, and one 3-health unit, the owner could discard both 1-health units or
the single 2-health unir, but not the 3-health unit. You must discard the full amount of
damage whenever possible; you can’t arbitrarily assign the 2 points of damage to the 3-
health unit. If the army consisted of four 3-health units, on the other hand, no damage
could be applied and so no units would be killed.

Some actions (such as the doubling of black magic) can cause dead units to be buried.
Buried dice are remaoved from the game. Pur them in your dice bag or wherever you store
your dice. They can’t be returned to play until a new game begins.

Opt€ion: Routing

-

Routing is an optional rule suggested for the advanced player only. Be sure to play the
game several times before opting to add this exrra level of complexiry.

An army arracked by an enemy army ar the same rerrain may be forced to run away,
or be routed. When rolling to save (or when making a charge), if an army rolls more
ID icons {(number of actual icons, not the icons’ toral point value) than save icons, it
is routed and runs away. Saves provided by spells don’t prevent an army from routing.
However, saves provided by a special action icon or a racial ability do count as normal
saves for determining rours (see Racial Abilities on page 18).

The opposing army can pursue if it wants. To do this, that player turns the terrain
die one number lower. The army then acts again using the newly revealed acrion icon.

Example: Two armies engage in melee combat at a terrain that's on its fifth face (the num-
ber 5 and a melee icon are showing) . During a save roll, one army rolls more 1D icons than
save icons, causing it to rout. The opposing army decides to pursue, so that player turns
the terrain die down one 1o its fourth face (the number 4 and a missile icon are showing) .
The opposing army can now act again using a missile attack.

This new action doesn’t have to be directed at the routing army. For instance, if
the new face indicates a missile or [‘nzigic action, that army can rtarget an army at
another rerrain. If the new acrion (regardless of what is indicated) is directed at the
routing army or at another army at the same terrain, however, there’s a chance for
another rout. If another rout results, the opponent has the choice to pursue again, and
so on, until no more routs occur or the terrain die is turned to the first face (the num-
ber 1 is showing). No routs can occur when the terrain die is on its first face.

An army that is routed because of a melee skirmish attack can’t make the usual
counter-attack against its oppanent.

In a charge attack, all damage is resolved before any routs take etfect. A charging
army can be routed if it rolls more 1D icons than save icons, even though the saves
don’t reduce damage. It’s possible during a charge for both the attacker and the
defender to be routed. If this happens, damage is resolved, the rerrain die is auromat-
ically turned down one step, and rhe acrion ends there. The acting player then pro-
ceeds to the next part of his turn—Second March or Reserves,
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I’ he Eigh€th Face

| 1 terrain is maneuvered to its eighth face (the number 8 is showing), the acting
Ly immediately “captures” that terrain. If a terrain that has been maneuvered o its
Civhiily face is ever abandoned by the capturing army, or if all units in the capturing
niny are ever killed, the terrain immediately turns back to the seventh face (the num-
It 7 is showing), and all eighth face advantages cease.

Apy army that has captured a terrain receives several special advantages for as long
v it retains control of that terrain die:

1} When rolling for saves, all save results are doubled;

7y When rolling for maneuvers, all mancuver results are doubled;

}) The army can use melee, missile, or magic as it sees fit, but enemy armies at the
(Cirain ate restricted to only melee attacks; and

4) The controlling army may make use of the special eighth face icon—city,
tinding stones, temple, or tower——as defined below.

I'iuhth face advantages are cumulative with any special racial abilities (see Racial
Abilities on page 18).

Iixample 1: A dwarf unit rolls three manewver icons while in an army controlling the
ciphth face of a highland die. These maneuver results are quadrupled (doubled once for
the cighth face advantage and then doubled again for the dwarf's racial ability, which
llows him to double manewvers in highland) , resulting in 12 points of maneuvers.

lixample 2: While rolling for saves, a coral elf unit rolls three maneuver icons. The unit
is part of an army in control of the eighth face of a coastland die. Six saves are generat-
vl by this roll. The maneuvers are doubled because of the eighth face, and then count as

wives because of the coral elf’s racial ability (which allows him to count maneuvers as
saves in coastland) .

An army loses control of a terrain if that terrain is ever moved from its eighth face,
or il the army leaves the terrain, or if the army is destroyed.

Special lcons

I he special icons that appear on the eighth face of terrain dice are as follows.

A, City: If your army controls a terrain with this icon, at the beginning of your
P L turn you can recruit a 1-health unit or promote a unit in the controlling army.
[0y recruit a 1-healch unit, take a common unit from your dead unit area and place
i in the controlling army. (If you have no commaon units in your dead unit area, you
vin't recruit.)

Iy promote a unit, trade it with a unit in your dead unit area. The trade must be
with 1 unit of the same race that’s worth 1 health point more than the “live” unit. For
cxample, a common dwarf can be promoted to an uncommon dwarf. Rares (3-health
i) can be promoted to monsters (4-health units).
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Standing Stones: If your army conrrols a rerrain with this icon, it can cast magic
f of the terrain’s color—even if it consists of unirs thar can’t normally cast that
color of magic. However, if the unit doesn’t match a color in the terrain die, it can’t
double its magic results when it rolls 1D icons.

Temple: If your army controls a terrain with this icon, the army is immune to

death (black) magic cast by opposing armies. Also, at the beginning of your
turn, you may force another player to bury one of his dead units. The targeted player
chooses which of his units to bury.

Note: Since summoning a dragon to a terrain doesn't target a specific army, a black drag-
on may still be summoned to a terrain with a temple icon.

D Tower: If your army controls a terrain with this icon, it can shoort farther than
normal. Missile fire from this army can reach any terrain in play. It cannot tat-
get reserves.

Coustland temple Flatland missile Highland magic Swampland melee

Special Rules

The following rules apply to special circumstances that may come up during rhe
course of a battle.

Racial Abili€ties

Beyond irs particular mix of elements and icons, each race also has a unique spe-
cial ability when acting in its native rerrain. These abilities are outlined in this
section. Keep in mind, however, that spells that add automaric manecuver results
(such as Wind Walk) aren’t counted when determining the results of a special abil-
ity. Read the following for an example of how this works.

Example: A coral elf army in coastland terrain rolls for saves. It rolls three
saves, four maneuver icons (which count as saves for this race in this terrain),
and has a Wind Walk spell in effect (six automatic maneuver results). The
army has generated only seven saves, as the Wind Walk results don't count
as saves.
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&'( Coral Elves: Calling themselves the Selumari, this race counts mancuver
‘,. V results as saves when rolling for saves in coastland terrain. The lighthearted
i love apen skies and sea, riding magical ships of coral that sail along the water or soar
thirongh the air.

A Dwarves: Also called the Vagha, the dwarves double their mancuver results
©)  when in highland terrain. Dwelling amid the crags and caves of the world’s young
otntains, the Vagha know every detail of this fiery terrain. When pressed, they can create
puiths through the very earth.

- (Goblins: Calling themselves the Trogs, this race doubles its maneuver results
. ‘? when in swampland terrain. Filthy creatures who revel in swamps, the Trogs can
command the muddy earth of these regions to either firm beneath their feet or carry them along
[ike [lotsam in a river.

=51 Lava Elves: Called the Morehl, these clves count their maneuver results as saves
5 “® \when rolling for saves in highland terrain. From long familiarity with the fiery lava
Jvers deep within the mountains, the Morehl can easily find fumaroles to hide within when
attacked, or even call up flame to ward off damage.

7 Amazons: Composed primarily of warrior women, the amazons count maneu-
‘}-» ver icons as missile results when making a missile attack in flarland terrain.
| ey can only cast magic based on the colors of the terrain they are in, and they can
Jouble those results only when in possession of a standing stones terrain. When in
(nerve, they may use missile fire to attack their owner’s home terrain or the frontier.
Il i1y 1 multiracial army in reserve, the amazons’ results are applied toward missile fire,
while the other units’ results are applied toward magic.

Firewalkers: Swift creatures of fire and air, the Firewalkers may move from any

coastland or flatland terrain to any other terrain without moving to reserve first.
Il i highland or swampland terrain, however, they must move to reserve first like
ather races,

Undead: The Dreaded Ones can cast only death magie, for black is the only color
% (> which they are atruned. Because they are not truly alive, they can suffer great
Tnage without being destroyed. When an undead unit is “killed,” it can be traded in for
i indead unit of one health less from the dead unit area. Further, while the undead are
Lionrifically strong, they are much slower than living creatures. Any army containing even
ane undead unic cannot charge.

Feral: The beast-folk are prolific, and new feral are constantly being created. At
ﬁ_:? the start of a player’s turn, every army in his force that contains at least one feral
dinicts o 1-health feral unir from the dead pool to that army. If no 1-health units are
v lable, no generation occurs. No unit generarion occurs in reserve.

Swamp Stalkers: The Snakemen count maneuvers as saves when rolling for
waves in their native swampland terrain. They have a more terrifying ability,

liowwever, in that they can mutare units. At the beginning of a game, a player using
Ao stalkers should set aside half as many health-worth of swamp stalker units as
L 1+ including in his armies. These units can be any size up to 3 health and become
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a “promotional pool”; they are not included in the point cost of the player’s forces and
thus are not “in the game” and can’t be affected. Then, at the start of the player’s turn,
tor each of his armies that conrain a swamp stalker unit, he may target up to 3 health-
worth of units in an opposing player’s reserve. Those units roll for saves; any that do
not are killed and buried. Units from the player’s promotional pool equal to the health
of the units buried are brought in. If no units remain in the pool, the player’s armies
cannot mutate (and thus cannort kill any units in reserve). The player may target
opposing players’ reserves Dnly once per turn and cannot target his own reserve.

Dragonkin: These clemental creatures, akin to the mighty dragons, are brought
% into play via spells. For every 3 points of other units a player brings to a game,
he is allowed (but not required) to bring 1 point of dragonkin. They are not part of an
army until brought in by Summon Dragonkin spells of the appropriate color. Once sum-
moned, they acr as part of an army, though they can make no missile or magic attacks
(not even their 1D faces count for such results).

Special Action Icons

Rare (3-health) and monster (4-health) units have a number of special action icons
(SAIs). These special action icons take effect before normal action icons. However, spe-
cial action icons can’t affect the results of dice that have already rolled.

Example: An army anacking during melee rolls a cantrip special action icon. Before the
defending army rolls for saves against the melee hits, the atiacking player uses the cantrip
to cast two Hailstorm spells, which causes 2 points of damage to the defending army. If
the army doesn’t roll a save, 2 health worth of units are killed by the spells and are removed
from play betore they roll saves with the rest of the defending army against the original
melee attack.

Note: If the defending army rolls a cantrip, it can't nullify an attacking wnit’s results—they've
already been ralled. On the other hand, it can buy spells such as Stoneskin to protect itself.

Effects of special action icons are explained on the following pages, but first some
general notes: #

1) Spells that multiply, divide, add, or subtract the number of results obtained on
a roll have no effect on special action icons. Minuses can't be applied to them, and they
can't be halved or doubled.

2) Count each special action icon as 1 point of effect. So, if a die face has four cantrip
icons, it counts as 4 paoints of effect.

3) Special action icons are subject to modification by a race’s special abilities and
the advanrages of a terrain’s eighth face.
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Example: A dwarf mammoth rider usually inflicts 6 points of damage during a charge
when his trample special action icon comes up (since it counts as 3 points of melee and 3
points of maneuver) . In highland terrain, the same charge would inflict 9 points of dam-
age (3 points of melee damage, and 6 points of maneuver because maneuvers are doubled
for dwarves in highland terrain) . In highland while in an army that conirols the terrain’s
eighth face, the same charge by the dwarf mammoth rider inflicts 15 points of damage (3
points of melee damage and 12 points of maneuver, as the maneuvers are quadrupled) .

Special Action Icons for Rare Units

Effects of rare units’ special action icons are explained below. (Effects of monster
special action icons are explained on page 23.)

@ Belly: Whenever a belly icon is rolled on a dragonkin unir, it loses its auto-
matic saves (which are equal to the unit’s health) for its armored skin during
this action.

«=’® Breath: In melee attacks, dragonkin can breathe clouds of gas like dragon
=33~ breath, but they have less powerful effects.
¢ Ciold—T One unit from the target army is killed unless it can roll
a save individually. The army’s owner chooses which die is rargered.
o Blue—Paralysis: One unit in the target army can roll only for saves until the
end of its next turn. The army’s owner chooses which die is targeted.
e Red Flame: One unit from the target army is killed and buried. The army’s
owner chooses which unit dies.
e Green— Frost: One unit in the target army halves its roll results (rounded down)
until the end of its next turn. The army’s owner chooses which die is targeted.
e Black—Disease: One nonmonster unit in the target army must roll its 1D icon to
avoid being killed and buried. The army’s owner chooses which unir is targeted.

Bullseye: During a missile action, the bullseye rargets one unit of the
d acting player’s choice. Each bullseye icon inflicts 1 point of damage. Only @
f') the target unit rolls for saves. If the resulting damage equals or exceeds rhe
ﬁ target’s health, the unit is immediately killed—it’s removed before r{_\lliﬂ{-:@
for saves against any other missile damage. No matter how many bullseye icons are on
a single die face, they must all be directed at a single rarget unit.
During a dragon attack, the bullseye counts as normal missile damage (1 point per icon).

Cantrip: During 2 magic action, the cantrip counts as normal magic. Its points
& are combined with any other magic icons to purchase spells.
When rolling for maneuvers, the cantrip is negated and can’t be used for anything.
During any other action (including rolling for saves or during a dragon attack), the
cantrip can be used to purchase spells immediately.

Coil: When rolled during melee, choose one target. Each coil icon rolled
a inflicts 1 point of damage. The target unit rolls individually to save; any melee
hits on the save roll inflict damage on the coiling unit, which cannot roll saves against
this damage. No matter how many coil icons are on a single die face, they must all be
targeted at a single unit.
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Convert: When rolled during melee, choose a target unit of less health than the
#%" number of convert icons rolled. Unless the target saves, it is killed, and an undead
unit of equal or lesser health is added to the vampire’s army from its dead unir area.

Counter: During a skirmish attack, a skirmish counter-artack, or during
a charge attack, a counrter acts as a normal melee icon. During a roll j\
for saves, it counts as a normal save.
(w During a roll for saves in melee—including a defender’s roll during a
charge—it counts as both a save and an immediate hit upon the arrack- %
W ing army, which may not roll saves against it.
M During a dragon attack, a counter can functions as both a save and a ; :

normal hit against a dragon.

Double Strike: During a melee action, this counts as normal hits; roll again and
®E count the new result as well.

\ Fly: This icon provides either maneuvers or saves (not both), as needed. For M
example, during a maneuver, three fly icons provide 3 points of maneuver.

Poison: During a melee action, choose 1 health of opposing units per poison
s icon rolled. These units must save or be killed. Any that are killed must save
again or be buried.

> Rend: During a melee atrack, the rend counts as normal melee hits, The rend-
t} ing unit may be rolled again immediately, applying the new results as well. If
another rend comes up, the unit rolls again. This cycle of roll and apply continues
until the unit fails to roll a rend.

During maneuver, rends count as maneuvers but are not rolled again.

During a dragon attack, rends count as normal melee hits and are rolled again
as above.

Scare: When rolled during melee, for each scare icon rolled, choose one health
worth of target units. Each must roll a non-ID save or immediately flee to its
owner’s reserves, Targets that roll an 1D face are killed (die of fright).

Smite: During a skirmish each smite icon counts as one immediate ﬂ
% melee hit against which no saves (including spells already in play such B
as Stoneskin) are effective. Units killed by a smite are chosen by the
mﬂ unit’s owner; the hits can be divided up however that player sces fit. @®
&y The units are removed before the army rolls to save against any other s
damage incurred. &

v During a dragon attack or a charge, smites count as normal melee Q
Q d

amage and can be stopped by saves.

|=] Trample: This icon usually counts as either a maneuver or melee £ .\.
*

zzizns hit as needed. 4
L During a charge, however, a trample counts as both a maneuver and a b
£, 8Ny 3 ¥ v ¥ o
“ns  melee hit, thus inflicting double damage. S
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I=! During a dragon attack, a trample counts as either a melee or a maneu-
LI ver result, as the owning player sees fit.

¢, Vanish: When rolling for saves, each icon counts as a save and the unit rolling
"':.l‘ it may immediately move to any other terrain of its reserves.

% Wither: When rolled during melee, choose a target unit. The target suffers a
penalty of —1 for each wither icon rolled to all its rolls until the beginning of
your next turn. If it rolls an adjusted result of O or less, it is killed.

Monsters

Monsters—often called “allies”—are simply larger units; they follow the same rules
that apply to six-sided dice. However, a few special rules apply to these ten-sided dice.

Monsters are worth 4 health cach.

As with six-sided units, the ID icon of a monster die (marked with a rriangle for easy
recognirion) counts as 1 point pet health of the die of whatever effect is being rolled
for. (In other words, a monster’s 1D counts for 4 points of whatever you are rolling.)

Unlike six-sided units, each face of a monster die bears only one action icon. But to
reflect the monsters’ 4-health nature, each action icon on a monster die counts as 4 points
of effect. A single maneuver icon, for instance, counts as 4 points of maneuver, and a sin-
gle melee icon counts as 4 points of damage. The exceptions to this rule are the special
acrion icons. See below for full derails.

Special Action Icons for Monsters

Like rare units, monster {4-health) units have a number of special action icons. Some
of these SAls are identical to those found on rare units, while some vary slightly, and
still others are found exclusively on monsters. Although there is only one of a given
special action icon on a monster’s face, the icon is worth 4 points of effect unless orh-
erwise noted. In all other respects, though, monster SAls are treated exactly as the
SAls of rare units.

.‘-f Charm: During melee, this effect forces 4 health worth of opposing units (your
choice) to add their rolls ro your side of the conflict.

a Coil: During a melee action, coil inflicts 4 points of damage on the unit of your
choice. The target unit rolls to save; any melee hits generated on the save roll
inflict damage on the coiling unit, which cannot roll saves against this damage.

g Confuse: During melee or missile combat, after your opponent rolls, choose 4
" health worth of his units and foree them to reroll.
»  Create Fireminions: This ability creares a shadowy being that provides the act-
ing army with 4 points of magic, melee, missiles, maneuver, or save
result it needs.

whichever

S Dispel Magic: Whenever magic rargets this unir, or the army or terrain the unit
7 occupies, you may roll this unit after all spells are declared to immediately dispel
any magic. If this icon is rolled, the spells are negated before they take effect.
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Double Strike: During melee action, counts as 4 normal hits; roll again and count the
X new resulr as well.

Entangle: When rolled during melee, 4 health of your choice in the opposing
army arc paralyzed (cannot make any further rolls) until the beginning of your
next turn. Killing the monster negates this effect.

Ferry: When rolled during any action (except maneuvers), immediately move
this monster to another terrain, if desired. Tr may stay there or immediately
return with 4 health of six-sided units.

i Firebreath: During melee, this effect kills 2 health worth of enemy units.
&

¥ Affected units cannot save.
% Firecloud: During missile, your choice of 4 health of opposing dice must each roll
at least 1 maneuver or be killed.

4, Firewalking: When rolled during any action (except maneuvers), the monster
.‘-‘-b. may move itself and up to 3 health of allied unirs from its present terrain to any
other in play. The monster remains with the units at their new location. This power is
usable regardless of what face is showing on the terrain.

i, Flame: During melee, kill and bury one unit of 2 health ot less, with no

&

¥ save possible.

* f Fly: Serves as either 4 maneuvers or saves.
3 Galeforce: The targer army ignores all its flying results until the end of the mon-
ster controller’s next turn.

£2 Gore: During a melee action, counts as 2 hits on a rarger unit. It may roll saves, If
d& killed, the target is immediately buried.

? Hug: During a melee action, counts as 4 hits on a target unit. The unit gets no
¥ saves, but does roll to immediately counter-attack the hugging unit, which cannor
roll saves against this damage.

Hlusion: During melee, choose 4 health of the enemy to be atracked by the rest
of their army.

\ir it
'N"\‘_ Kick: During melee, inflict 4 damage on a unit of your choice.
8

Plague: When this icon is rolled during melee, choose an opposing unit to

become a plague bearer. Unless the target unit rolls its 1D face as a save, it
becomes plagued. Your opponent chooses another unit from the same army to resist
the plague. Roll the plague bearer for a melee attack on the defender; the plague bear-
er then perishes. If the artack kills the defender, that unit becomes a new plague bear-
er: it makes a melee attack against another defender of the opponent’s choice, and
then perishes. The plague continues until a bearer fails to kill its rarget.
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Q Poison: During a melee action, choose 4 health of opposing units, These units
must save or be killed. Any thart are killed must save again or be buried.

[
) Regenerate: When rolled during any action (except maneuvers), count as 4
MY saves, or bring back four health of units from your dead to this location.

v Rend: During a melee action, rends count as 4 normal hits. Roll that unit again
‘b and apply the new results as well. During maneuver, rends count as movement
instead but are not rolled again.

Rise from the Ashes: When rolling for saves, this face counts as 4. If the mon-
.“L ster is ever killed or buried, roll the die again, and if this face comes up, the mon-
ster instead goes to the reserve area.

e \ Roar: During a melee action, choose 4 health of oppasing units to immediately flee
W 1o reserves.

r B 2 -
c;",?_ Screech: During a melee acrion, subtracts 4 from the opponent’s saves.

‘a’ Seize: During missile, this effect kills 4 health worth (your choice) of units in

B¥ the target army, unless they each roll a save individually. Those that save return
to the owner’s reserves.

Slay: When rolled during melec, kill the unit of your choice in the opposing army
unless that unit rolls its [D face ro save.

Smite: During a skirmish action, no saves can stop these 4 melee hits. Units

Y Lilled (chosen by rheir owner) are removed before any saves are rolled against

any other damage. During a charge, smites count as normal melee damage and can be
stopped by saves.

Smother: During a melee action, choose 4 health of opposing units, These unirs
must roll a maneuver or are killed.

& Stone: During missile, inflicr 4 damage on the target army, with no saves possible.

a3  Stun: When rolled during a skirmish, choose 4 health worth of opposing units to
3" be stunned, then roll this monster again. Each targeted unit may roll a maneuver
tesult to avoid the stun. Those that do not avoid the stun can make no further rolls for
the duration of vour turn.

A Surprise: During a melee actack, this icon indicates that the opposing army has
2Q# been surprised—no return attacks can be made by that army.
r
4 Swoop: During a missile action, inflicts 4 hits on a single unir wirh no
Y saves possible.

& Tail: During a melee action, the tail icon counts as 2 points of damage against

the rtarget army and the die is rolled again, counting the next result as well.
Saves are compared to the total damage.
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¢\ Trample: This icon counts as either 4 maneuvers or melee hits, as needed.
*aix® During a charge it counrs as both, inflicting double damage. During a dragon
attack, trample counts as either melee or maneuver, as the owning player sees fit.

s Trumpet: When rolling for melee hits or saves, rallies all feral at that terrain, dou-
é‘ bling their results.

;. Wave: When any opposing army rolls for saves at a terrain occupied by the
Lo swamp beast (which has this icon), you may roll this unit. If the wave icon
comes up, subtract 4 save results from the army’s roll. If this icon comes up during a
maneuver roll, subtract 4 manecuver results from the opposing army.

Web: During melee, unless they immediately roll a save, 4 health of your choice
in the opposing army are paralyzed (cannot make any further rolls) until the
beginning of your next turn.

Dragon Rules

Dragons are summoned by magic and are sent to a terrain. Combat with a dragon
occurs before the normal sequence of events. Thus, whenever a single dragon and an
army are at the same terrain, a dragon arrack occurs. (See Dragon vs. Dragon, page
27, for informarion on multiple dragons at one terrain.) At the beginning of the act-
ing army's turn, the dragon attacks. The attack happens after any spells cast during
the previous turn expire, but before the army's owning player performs any actions or
declares his First March.

Note: In some cases the dragon’s owner and the acting army’s ouner will be the same
player. A dragon attacks all armies at its terrain at the start of their respective turns, even an
army that belongs to the dragon’s summoner.,

The owner of the dragon rolls the dragon die and checks the following dragon
ACrion icons.

Belly: The dragon's 5 automatic saves don’t count during this attack. In other
words, 5 poinrs of damage will slay the dragon this turn.

Breath: Against another dragon, dragon breath negares the auromaric 5 saves
a until the end of the acring player’s next turn.

Against armies, dragon breath effects are based on the dragon’s color. Like spells,
the effects of any dragon breath are resolved immediarely (before the acting army
responds to the dragon’s atrack).

® Cold—Tum (o Five units from the target army are killed unless they can gen-
erate save results. Each unit must he rolled individually, and each needs to generate a
save result. The army’s owner chooses which units are targeted.

¢ Blue—DParalysis: The target army can only roll for saves until the beginning of the
owning player’s next turn. Thus, it cannot roll for missile or melee results against the
dragon this turn.
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o Red—Flame: Five health-worth of units from the target army are killed and
buried. The army’s awner chooses which units are lost.

® Green—Frost: All rolls made by the target army (or any individual units in that
army) are halved (rounded down) until the beginning of the owning player’s next turn.

® Black—Disease: All units in the target army are rolled; any that roll 1D icons are
killed and buried.

&-. Claws: A dragon’s claws inflict 5 points of damage on an army.

ﬁ Jaws: A dragon’s jaws inflict 10 points of damage on an army.

Tail: The dragon’s tail inflicts 3 points of damage on an army. Furthermore, the

dragon immediately rolls again, applying the new results. This continues until
something other than a tail icon comes up. The target army’s saves are compared to
the total damage generated.

Treasure: After the attack is resolved, one unir in the rarger army may be pro-

moted. (Trade it in for a dead unit of the same race but worth 1
health more. Rare 3-health unirs can be promoted to monsters.) This icon is found
only on wyrms.

Wing: After the attack is resolved, the dragon flies away. (Return it to the
owner’s dead unit area.) This icon is found only on drakes.

Dragon Slayin

gon Slaying

After the dragon has rolled and any dragon breaths have been resolved, the acting
player rolls his army to determine irs effect—if any—on the dragon. The army’s owner
chooses either melee or missile results (whichever are higher) to inflict on the dragon,
and all saves defend apainst damage inflicted by the dragon’s attaclk. ID icons can be
used as melee, missile, or save results, as the army’s owner desires.

Each (j]l'i-lj-_':(‘]n has 5 health and 5 automatic saves (exctpl. when its belly lCONn COMes
L]P). Tl‘l‘fﬁrﬂ'{:ﬁjrﬁ" lt takﬁ_‘& a t(_)tﬂl (_')f l(.‘) (:l'.-ll'l"l:-ig(t‘. p(,)il‘]tﬁ (48] !'il'.-'ly A (.]r'r‘lg(n'l ((.‘)1— [)ll]y 5 \r‘/l'“;'tl
it rolls a belly icon).

If an army slays a dragon, it may promote as many units as possible. (Trade each unit
for a dead unir of the same race but worth 1 health more. Rare 3-health units can be pro-
moted to monsters.) All promotions occur simultaneously.

Dragon vs. Dragon

When dragons of different colors are in the same terrain, they attack one another rather
than the e‘:lu.ing phiyer’s ATINY. Each dragun’s ownefchooses another dt“ﬂﬁon as a tar-
get. All dragons are rolled simultaneously and the results are applied. Any breaths
rolled negate the 5 automatic saves until the end of the acting player’s next turn.

If there are multiple dragons of different colors, they attack each another. In such
cases, dragons of the same color team up against a dragon of a different color.
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If multiple dragons of the same color are in the same terrain, they attack the acring
player’s army at the same time. An army attacked by multiple dragons may count its
melee results against one and its missile results against another, possibly killing both
with the same roll.

Minor Terrairn Rules

Minor terrain dice represent lesser objectives for an army to capture ar a particular rer-
rain while trying to secure the terrain itself. These dice do not count toward victory, but
they can help achieve that goal. The large terrain dice from the basic DRAGON DICE set
are called “major rerrains” and rhe smaller terrain dice in the Magestorm! expansion set
are “minor terrains.”

# Each time an acting army successfully maneuvers (outmaneuvers all opponents
or is unopposed at its location), the army’s owner may set a minor terrain in the
army instead of turning the major terrain a step. Minor tetrains must match the
major terrain that the army is currently at (flatland to flatland, for example). An
army can contain only one minor terrain.

¢ Immediately upon adding a minor terrain to an army, roll the minor terrain and
modify the army’s actions accordingly. (See Minor Terrain Icon Effects below.)

# Each rime the army's owner spends a march on an army containing a minor ter-
rain, that minor terrain is rolled before any maneuver or action is attempted and
its resulr is applied ro the army. The result stays in effect until another march is
spent on the army.

# If the army containing a minor rerrain captrures the major terrain or moves to
another major terrain, the minor terrain is removed from play.

& When all of an army’s units move to reserves or are destroyed, any minor terrain
die in that army is removed from play.

® A player can bring up to four minor terrain dice to a game. Until brought into
play, they are kept near the dead unit area. If minor terrains are removed from
play, they may not return.

o 3 £a 9

Bridge Knoll Village Woaods

: % n e
Minor Terrain Icon Effects
ID: The 1D icon on each minor terrain allows the owning army to conduct melee, mis-
sile, of magic as the owner desires, or it doubles the army’s maneuvers and saves.
Immediately after the 1D icon is rolled, the army's owner decides which effect will
remain until the minor terrain is rolled again.
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1 Magic, Melee, and Missile: These icons on the minor rerrain allow the pos-
= sessing army to conduct magic, melee, or missile acrions even when the major p
terrain is set on another action. For example, the magic icon allows the possessing
1 army to cast spells, even if the major terrain is set to melec. The army can choose
to act as either the major or minor terrain dictates.

Double Maneuvers: This icon allows the possessing army to double its maneuver
& 22 rolls as long as this face is in effect.

Double Saves: This icon allows the army to double its save rolls for as long as this
x2 face remains in effect.

- Flood: All one-health units in the owning army drown and are sent to the dead
A‘éunit area. The minor terrain is removed from play.

AN Landslide: The owning army instantly takes damage equal ro its number of units (not
*X health). Roll the army; each maneuver result negates one point of damage. The
minor terrain is removed from play.

Lost: The owning army loses the remainder of its current march. It may neither
maneuver nor take an action. The minor terrain is removed from play.

Revolt: The owning army must make a roll. All unirts that roll a maneuver or 1D
» result are immediately sent to reserves. The minor terrain is removed from play.

Magical [€éem Rules

The four-sided dice introduced in the Magestorm! expansion set represent magical
items now available to DRAGON DICE armies. In many ways, these four-siders function
like six-sided units, but they also have these important differcnces:

#Magical item dice come in three different sizes, just like the six-siders. The
18mm four-siders are common dice and cost 1 point of health to include in your
forces. The 20mm four-siders are uncommon and cost 2 points of health. And
the 22mm four-siders are rare and cost 3 points of health.

#®Like rare six-siders, the large four-siders also bear a special action icon on one
face. Those special actions are defined later.

@®Unlike six-sided dice, four-siders do not have an ID icon, and they do not bear
a mixture of action icons. Rather, each four-sider specializes in a particular type
of action and contains only that type of icon. (By putting such a die in an army,
you can guarantee at least one result of that type.)

#Magical items do not gain the benefits of any special racial abilities.

*Magic results rolled on a magical item die must be applied to the color of spells
that marches the color of the magical item. However, the spells purchased must
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be usable by that army. (For example, an all-coral elf army with a blue magical
item could not cast firewalker-only spells.) Magic results rolled on a magical
item die cannot be doubled.

®Magical items cannort be “killed”; that is, they cannot he discarded to account
for hits on the army in which they are included.

#Each unit can only carry one magical item (or artifact) of a color matching the
unit. If not enough units in the army match the color of the magical items, the
extra four-siders are taken out of play immediately and buried. The owner
chooses which items to discard.

Example: A coral elf unit can carry one blue or one green magical item. If he is
killed, his magical item is removed if it cannot be carried by another unit.

® Amazon units can carry magical items (or artifacts) of any color. Undead units
can only carry black magical items (or artifacts).

#Magical itemns cannot move on their own. Whenever a unit moves from one ter-
rain to another, it may take one magical item of a matching color with it. This
also applies for moves to or from the reserves.

@ When in reserves, magical items do not function. When a reserve army is rolled,
ignore any results from its magical items {(or don’t even bhother rolling them).

Magical Item Special Action Icons
The large, rare magical item dice have new special action icons. Like other special
action icons, these take effect before normal action icons.

Artune: When magic is being rolled, an attune result counrs as 1 point of any
color desired. It also can convert the magic result (nor 1D face) of one unir in
the same army to thart specified color. Regardless of the color chosen, an army cannot
cast spells otherwise denied them. (For example, an all-dwarf army could not cast a
blue firewalker-only spell.)

\RI?‘ Bash: When saves are being rolled during melee, a bash result reflects the nor-
Z¥% mal melee action result of one opposing die (of the hasher’s choice) back upon
that die, which then rolls to save against its own arrack.

Decapitate: When a decapitate result is relled during a skirmish attack or coun-
ame teratrack, the defender rolls to save normally, then the arracker chooses one
unit with an D resulr to he killed.

Impale: When an impale result is rolled during a missile artack, the defender
rolls to save normally, then the attacker chooses one unit with an ID result to

be killed.
g Wayfare: When rolling to maneuver, a wayfare result allows the “wayfaring” die

to be moved immediately to any other terrain or its reserves, taking one unit
along with it. This result is not mandatory and is only used at the player's discretion.
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Art€ifact€t Rules

The ten-sided dice introduced in the Magestorm! expansion set are artifacts, which are
magical irems of immense power.

" Lllc(-_‘ mc)l‘l.sters, ﬂ.rti{.’ﬂcts are WCthh 4 heﬂltl‘l E:—'.lch. Tl‘lev beﬂr 2 Slng].c iCl‘)l’l N Caci"l_
face, but each action icon counts as 4 points of effect to reflect the artifact’s four-
point cost. Thus, a single maneuver icon counts as 4 points of maneuver, and a
single melee icon counrts as 4 points of damage. The exceprions to this rule are the
artifact special action icons. See the individual icon descriptions for full details.

@ The 1D icon of an artifact (marked with a triangle) counts as 4 points of the
cffect being rolled for.

@ Artifacts do not gain the benefits of special racial abilities.

® Magic results rolled on an artifacr die can be applied to the color of spells that
matches the color of the artifact.

@ If the dragon sraff ID icon is rolled, its magic results may be doubled, using the
usual rules for doubling magic. These magic results may be used to purchase
appropriately colored spells from any of the published DRAGON IICE spell lists—
even spells that ordinarily cannot be cast by that army.

@ Artifacts cannot be “killed” or discarded to account for hits on the army to
which they belong.

@ An artifact counts as a magical item in that it must be carried by a unit of a color
matching the artifact. The unit can only carry one artifact or magical item (not
one of each).

€ An artifact counts as a magical item in repard to movement. Thus, when a unit
moves from one terrain to another or moves to or from the reserves, it may rake
one artifact (or magical item) of a matching element with it.

® When in the reserves, artifacts do not function. When a reserve army is rolled,
ignore any results of its artifacts (or don't even roll them).

Artifact Special Action Icons
Effects of special action icons on artifact dice are explained below. Like the SAls of
rare units, these abilities take effect before normal action icons do.

Crush: When rolled during missile atracks, choose 4 health-worth of opposing
“rav¥ units to roll maneuvers or be killed. Any that are killed must immediately roll
d 5aAvVae ar 1_)(;' ]}L”_i_[:d

Elevate: When rolled during a melee arrack, elevare allows one unit’s normal
missile results to apply in combat.

=
F!Lll‘l‘v: W]ﬁf_‘tl I'(.:lll('_'(j L:ILl'l'il'lg 51 h‘kirn‘liﬁ]‘l HI‘I’;]CL( ar (:l:]‘_]"\te['ﬂtrac.k‘ rl'\i_.‘fu i_(:.l\'_'"l['l counts
as 4 hits and the die is immediarely rolled again. When rolled while defending
during melee, the icon counts as 4 saves.

@ 2B
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Sortie: Sortie counts as either 4 saves or melee results, as needed. When defend-
ing against a charge, it counts as both.

2  Summon Dragon: When rolling for magic, this result brings the dragon of your
choice (regardless of color) to the terrain this die occupies. This power is spon-
taneous and occurs wherher the player wishes it or not,

Dice Mooifriers

Modifiers to an army’s roll (such as the penalty for an Ash Storm or the bonus from a
Watery Double spell) don’t apply to an individual unit when it must roll separartely.

Example: A unit in an army protected by a Watery Double spell is targeted by a
Lightning Strike spell. The additional saves that the spell provides for the army don't
protect the unit.

Whenever a roll is used for more than one effect (for example, when an army is rolling
against a charge or a dragon attack), any modifiers to that roll are applied as the army's
owner desires. All modifiers must be applied, however, if possible.

Example 1: A =3 penalty from a triple Ash Storm spell could be applied to either the
saves or melee results of an army being charged—or it could be divided between those
effects. It couldn’t be applied to the army’s missile results, however, because missile
results don’t count during a charge.

Example 2: An army is being attacked by a dragon, and a —4 penalty from multiple
Palsy spells could be applied to the save vesults, or the melee results, or the missile
results—or it could be divided among those effects. If the army has neither enough melee
nor missile points to kill the dragon outright, it may choose t apply the penalty to one of
those results (and thus preserve the benefit of its save results). It must apply all 4 penal-
ty points, however.

32 ¢ Tue RULES



A T S TS R e

R T AT TR T

SR A A T

Applying Dice Modifiers

When more than one modifier is in effect, apply them in the following order:

[1] MODIFIERS THAT SUBTRACT,
MODIFIERS THAT DIVIDE,
MODIFIERS THAT MULTIPLY,

MODIFIERS THAT CONVERT, and finally,

MODIFIERS THAT ADD.

Results can never be negative at the end; zero is as low as a resulr can go.

Out€line of Play

The following outline gives a summary of play for easy reference.

Set-Up

In preparation for play, follow
these steps:

DECIDE BATTLE SIZE
ASSEMBLE ARMIES

SET THE BATTLEFIELD

- [1] DETERMINE ORDER OF

PLAY

PLACE ARMIES

[6] DETERMINE STARTING
DISTANCES

NP e Ty D

;

Turn Sequence
Each player performs his turn in L
the following order: H
%

i

i

[1] FiIrsT MARCH
£+ Maneuver i
i Action
';

SECOND MARCH |
# Maneuver
£ Action
RESERVES
2+ Reinforce
#* Retreat
{
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Dragon Dice
Comprehensiove Spell Lis€

(Dwérf)

(Feral)

(Toeefolk)

(Feral)

{Treefolk)
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Add 1 automatic save result to the rarget army until the beginning of
your next turn. These saves remain in effecr for rhe duration and
aren’t used up. Multiple castings increase the effect, o may target
another army.

Choose one unit to receive an automatic save. This save does
not count towards any saves the army must make, only saves by the
individual unit. This save lasts until used by the unit. Multiple
castings target multiple units, or increase the effect.

Hide 1 health of your units until the beginning of your next turn.
Hidden units make no rolls and can’t be affected by melee, missile,
or magic until the spell ends. Mulriple castings targer multiple
units, larger units, or both.

Add 1 health worth of your gold dragonkin to the casting army.
Multiple castings can summon mulriple units, larger units, or both.

Renders 1 health of target units temporarily invisible. Unril the
start of this player’s next turn, each camouflaged unit cannor be
targeted by magic or missile from another terrain. Multiple cast-
ings target multiple units, larger unirs, or both.

Choose | health-worth of any player’s dead units to be buried
(removed from the game). Mulriple castings can affect multiple
units, larger units, or both, as the casting player decides. Multiple
castings can target more than one player’s units.

Target any army, One health of the rarger army’s units (your
choice) makes an immediate attack on its own forces. The remaining
units may roll saves. Mulriple castings allow the caster to choose mul-
tiple units, larger units, or both to attack the rest of the army.

Restore 1 health worth of Treefolk from the dead unir area to the
casting army. Multiple castings affect mulriple unirs, larger units,
or both.

Immediarely move one of your units (any size) from one terrain to
another. If the unit moves to another terrain where there are no
friendly units, it forms a new army. Multiple castings affect mulri-
ple units.



{Fé’l":ll) |

(Dwarf)

(Goblin)

(Treefolk)

(.Dwarf) |

Target any terrain. Until the beginning of your nexr turn, if an
army at that terrain takes a magic action and casts magic, after the
spells are resolved the army must save against an amount of dam-
age equal to the number of magic points spent.

Subrract 6 from the maneuver results of the rarget army until the
beginning of your next turn. This spell does affect special racial
abilities (such as maneuvers as saves for coral elves in coastland rer-
rain) and the additional damage done during charges. Multiple cast-
ings increase the effect, or may target another army.

This spell targets an opponent’s gold magical item or artifact. The
item is immediately assigned by the owning player to a unit in its
army and that unir must roll a save or the unit and the item are
both removed from play. The unit is placed in the dead unit area
and the magical item or artifact is buried. Multiple castings affect
multiple items.

Send any gold dragon to any terrain, regardless of ownership
or locarion,

This spell can only be cast at swampland terrains, and only when
the caster is in possession of a minor terrain. The spell causes the
minor terrain to become an elemental monsrer with 4 points of
health. This muck monster is rolled each turn as a normal minor
terrain, but now it can travel between terrains like a normal unit.
If the monster is targeted by spells or SAls thac force it (o save, its
1D face and its disaster face both count as saves. The muck mon-
ster is not killed when it takes 4 or more points of damage, it mere-
ly reverts back into a normal minor terrain. If the terrain the for-
mer monster is at cannot support the minor terrain (in other
words, if the terrain is not a swampland) the minor terrain is
removed from play. This spell cannot be multiplied.

Until the beginning of your next turn, all units killed in the
target army go to another of your armies at any rerrain, rather than
the dead unit area. If you have no armies at other terrains, the spell
has no effect. Mulriple casrings affect multiple armies.

This spell is only castable in flatland or swampland. Unrtil the
end of this player’s next turn, this terrain is considered to be a
highland in addition to its normal terrain type. Multiple castings
affect multiple terrains. This allows lava elves to count their
maneuvers as saves here, as well as dwarves being able to double
their maneuvers and double both red and gold magic while at the
target terrain.
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Air: Blue

Cost

=

| &%)

b

Spell
HAILSTORM:

Dust DEVIL:
(Firewalker)

SCENT OF FEAR:
{Feral)

SUMMON BLUE
DRAGONKIN:

BREATH OF LIFE:

CaLL OF THE WiLD:
(Feral)

WIND WALL:
(Fr(‘):irwing)

BLizZARD:

{Coral EIf)

WiND WALK:

ELEMENTAL

BLAST:
(Firewalker)

6 @ TrE RULES

Inflicc 1 hit on the target army. It may roll saves. Multiple castings
increase the damage inflicted on a single army, or may rarget
another army. Each target army only rolls once to save, regardless
of how many Hailstorms are cast at it.

Target any terrain. Halve (rounding down) all missile fire into or
out of the target terrain unril the end of your next turn. This spell
cannot be multiplied.

Target one enemy army at a terrain. One health of units in the
targer must flee to its reserve. Multiple castings increase the effect
or target another army. The targered army’s owner chooses which
unirs flee.

Add 1 health worth of your blue dragonkin o the casting army.
Multiple castings can summeon multiple units, larger units, ar both.

Restore 1 health-worth of units from the dead unit area to the
casting army. Multiple castings can revive multiple units, larger
units, or both, as the casting playver decides.

Immediately summon one of your Feral units (any size) from any
other terrain or the reserve to the casting army. Multiple castings
affect mulriple unirs.

Give an army 3 automatic saves until the end of your next turn.
Multiple castings affect multiple armies.

All armies at the target terrain have their melee results halved
uniril the start of rhis player’s next turn. Multiple castings affect
multiple terrains.

Targer army gains 6 auromatic maneuver results until the hegin-
ning of your next turn. These maneuvers remain in effect for rthe
duration and aren't used up. Multiple castings increase the effect,
or may target another army.

Negare up to 2 points of non-blue spells already in play. The poinrts
of a spell are equal to its casting cost. Spells cannor be partially
negated, but spells which are cast more than once can have one of
their castings negated. Multiple castings negare another spell, or
increase the effect, allowing spells of higher cost to be negated.




6

=~l

9

WILDING:
(Feral)

LIGHTNING
STRIKE:

MIRAGE:
(Firewalleer)

Cone oF CoLD:
(Frostwing)

FiELDS OF ICE:
(Frostwing)

SuMMON BLUE
DRAGON:

DEGENERATE
DRAGONKIN:
(Coral Elf)

Target any army. During each roll made by the target army until
the beginning of your next turn, one unit of your choice may double
either its melee or save results. Select the affected unit after the
army’s roll is made. Multiple castings target another army, or
increase the effect, allowing more units’ results to be doubled.

Instantly kills a target unit unless the unit rolls a save or ID icon.
Multiple castings rarger multiple units.

Target any terrain. All 1-health units at the target terrain must
each roll a save or flee to their reserve areas.

Inflict 1 peint of damage to a target unit. If the unit saves, all
its rolls are halved until the end of its owner's next turn. Multiple
castings affect multiple units, increase the damage, or both,

Subtract 6 from the maneuver rolls of all armies at a terrain until
the start of your next turn. While this spell is in effect, the results
of ties at that terrain during the maneuver phase go to the non-
active player. Multiple castings effect multiple terrains.

Send any blue dragon to any terrain, regardless of ownership
or location.

All dragonkin in the target army must roll an 1D icon to save or
shrink to the next lower health-size. One health dragonkin
dissipate and are buried. All dragonkin in the casting army arc
instantly dissipated and buried. If a dragonkin cannor be
reduced to the next lower size, it is killed and buried. This spell
cannot be multiplied.
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Fire:Red

Cost  Spell

i ASH STORM:

2 FIREBOLT:
(Firewalker)

2 SuMMON RED
DRAGONKIN:

3 REFORGE ITEM:
(Dwatf)

;) SPARK OF LIFE:

3 FLASHFIRE:
(Firewalker)

B FEARFUL FLAMES:

(Lava EIf)

3 FIRESTORM:
(Scalder)

4 BURNING HANDS:
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Subtract 1 from the results of all armies ar the target terrain
(including the caster’s army if present) until the beginning of your
next turn. Multiple castings increase the negative modifier. If
rolling units for multiple effects (such as rolling for saves and hits
during a charge or dragon attack), the penalty applies as the army’s
owner sees fit.

Inflict 1 hit on a target unit. It may roll to save. Multiple
castings increase the damage inflicted on a single unit, or may tar-
get another unit. Each target unit makes only one roll to save,
regardless of how many Firebolt spells are casr ar ir.

Add 1 health worth of your red dragonkin to the casting army.
Mulriple castings can summon multiple units, larger units, or both.

Restore 1 health-worth of magical items or artifacts to the casting
army from the buried unir area. Multiple castings can restore mul-
tiple items, larger items. or both, as the casting plaver decides.

Restore 1 health-worth of units from the dead unit area to the cast-
ing army. Multiple castings can revive multiple units, larger units,
or both, as the casting player decides.

Target any army. Until the beginning of your next turn, one unit
in the target army may be rerolled during any action—melee,
missile, magic, save, but not maneuver. Rerolled units ignore
their original roll and count their new roll instead. Multiple cast-
ings target another army, or increase the effect, allowing more
units to be rerolled.

Inflict 1 hit on a target unit. It may roll to save. If it makes its
save against the damage, it must roll a second save or immediately
flee to the reserves. Multiple castings increase the damage inflict-
ed on a single unit, or may target another unit. Each targer makes
only one roll to save against the damage, and one against the fear
effect, no matter how may Fearful Flames spells are casr ar it.

Inflict 1 hit on all armies at a terrain. The armies may roll for saves.
Multiple castings increase the effect.

Select one unit. The target unit’s melee hits are doubled unril the
beginning of your next turn. Multiple castings affect multiple units.




ELEMENTAL
BLAST:
(Firewalker)

FLAMING ARMOR:
(Lava EIf)

DANCING LIGHTS:

VOoLCANIC
ERUPTION:
(Scalder)

SUMMON RED
DRAGON:

Negate up to 2 points of non-red spells already in play. The points
of a spell are equal to its casting cost. Spells cannot be partially
negated, but spells which are cast more than once can have one of
their castings negated. Multiple castings negate another spell, or
increase the effect, allowing spells of higher cost to be negated.

Select one unit. The target unit’s saves are doubled until the
beginning of your next turn. In a charge arrack, it causes 1 point
of damage to the opposing side for each save generated.

The target army's missile and magic results are halved (rounded
down) until the beginning of your next turn. Multiple castings
affect multiple armies.

Can only be cast on a highland terrain. Reduces the target terrain
die one step and causes 6 damage to all armies at that rerrain.
All armies must roll for saves. If any army generates 8 or more
maneuvers in its roll, the terrain die is not reduced. This spell may
not be multiplied.

Send any red dragon to any terrain, regardless of ownership
or location.
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Water:Green

Cost  Spell

i WATERY DOUBLE:

Z Foul WATER:
(Swamp Stalker)

2 SUMMON GREEN
DRAGONKIN:

2 GROWTH:
(Treefolk)

3 BLOAT CORPSES:

(Coral EIf)

3 WALL OF ICE:

B WaLL oF Fog:

-+ WATER WALKING:

(Scalder)

5 Frasa FLooD:
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Add 1 automartic save result to the targer army until the end of
your next tutn. These saves remain in effect for the durarion and
aren't used up. Because the spell doesn’t expire unril the end of your
next turn, ic is in effecr during a dragon attack in your next turn.
Multiple castings increase the effect, or may targer another army.

Inflict 1 hir on the target army. Only 1-health units roll for saves,
and only [-health units can be removed because of rthis damage.
Multiple castings increase the effect, or may target another army.
Each target army rolls only once, regardless of how many Foul
Water spells are cast at it.

Add 1 health worth of your green dragonkin to the casting army.
Multiple castings can summon mulriple units, larger units, or both.

Adds 1 point of temporary health to the target unit. Lasts until
the end of your next turn. A single unit cannot have more than
double its starting health through the use of this spell. Spells cast
by this player on his unirs under the effecr of a Growth spell are
treated as if they were their normal healch when derermining the
cost of spells, promating units, etc. Multiple castings affect multi-
ple unirts, increase the effect, or both,

Choose 1 health worth of any player’s dead units to bhe buried
(removed from the game). Multiple castings can affect mulriple
units, larger units, or both.

Add 3 auromatic save results to the targer army until the begin-
ning of your next turn. These saves remain in effect for the dura-
tion and aren’t used up. Multiple castings affect multiple armies.

Halve (rounding down) all maneuver results at the target terrain,
and all missile atracks in, into, or out of it, until the beginning of
your next turn. This spell does affect racial abilities (such as
mancuvers as saves for coral elves in coastland terrain) and the
addirional damage done by charges. Multiple castings affect multi-
ple terrains.

Targetr army gains 4 automatic maneuver results in coastland or
swampland terrain until the start of its next turn. Multiple castings
affect multiple armies.

Reduce the rarget terrain die one face (from face 4 to face 3, for
example) unless any army ar rthe rerrain can immediately roll at
least 8 mancuver results. Multiple castings affect multiple terrains.



W1

6

=]

~1

MIRE:
(Swamp Stalker)

Panrt WATER:
(Coral EIf)

TIDAL WAVE:
(Scalder)

SUMMON GREEN
DRAGON:

BrLack RAaIN:
(Swamp Stalker)

Target terrain die may not be maneuvered until the end of your
next turn. This spell cannot target a terrain die currently at the
eighth face.

Removes the water (green) element from the target terrain for all
but the caster’s units until the end of this player’s next turn. No
green magic can be cast ar this terrain by other players while the
spell is in effect. Multiple castings affect mulriple terrains.

Can only be cast on a coastland terrain. Reduces the targer terrain
die one step and causes 6 damage to all armies at the terrain. All
armies at the terrain roll for saves. If any army generates 8 or more
maneuvers in this roll, the terrain die is not reduced. This spell
may not be multiplied.

Send any green dragon to any terrain, regardless of ownership
or locarion.

Target one wartery terrain {coastland or Ewamptand). Halve (round-
ing down) all save results at that terrain until the end of your next
turn. Multiple castings affect multiple terrains. This spell does
affect special racial abilities (such as maneuvers counting as saves).
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Dea€th:Black

Cost
Zz

Spell

REANIMATE DEAD: Return a dead 1-health unir to the casting army. Multiple cast-

EviL Eve:
{(Undead)

DECAY:
(Swamp Stalker)

SuUMMON BLACK
DRAGONKIN:
MAGIC DRAIN:

(Frostwing)

PAlsy:

FADE:

(Undead)

Caie ToucH:
(Frnsrwing)

FINGER OF DEATH:

DEADLANDS:
{Goblin)
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ings reanimate multiple 1-healeh units only.

Target any army. Unrtil the end of your turn, the targer army
subtracts 1 from each save roll it makes. Multiple castings increase
the negative modifier or target another army. This spell does affect
special racial abilities (such as maneuvers as saves in coastland).

Target any army. Subrtrace 1 from the melee hit results of the target
army until the beginning of your next turn. Multiple castings
increase the effect.

Add 1 health worth of your hlack dragonkin to the casting army.
Multiple castings can summon mulriple unirs, larger units, or both.

All armies at the targer terrain suffer a penalty of —1 to magic
rolls until the beginning of your next turn. Mulriple castings affect
multiple terrains, increase the penalty, or both.

The target army suffers a —1 penalty to all its results until the
beginning of your next rurn. Example: 12 hits reduce to 11, 7 saves
become 6. Multiple castings increase the effect, or may target
another army. If rolling units for multiple effecr (such as rolling for
saves and hits during a charge or dragon attack), the penalty
applics as the army's owner sees fit.

Target any undead unit to become incorporeal. Until the end of
your next turn, that unit does not roll during melee atracks, nor
can it be attacked by missile or melee attacks. Multiple castings
affect multiple unirs.

One health of the target army (vour choice) has all of its rolls
halved until the end of the owner’s next turn. Multiple castings
affect multiple targets, allow larger units to be affected, or both.

[nflict 1 hit on a target unit. The targer may not roll saves.
Multiple castings can affect multiple unirs, larger unirs, or both as
the casting player decides.

This spell causes the target terrain to gain the black (death) aspect.
At that terrain, black magic can be doubled normally, without
burying dead units. Amazon units may cast black magic while at a
terrain with the Deadlands spell in effect, This spell lasts until the
tertain’s face is changed (either up or down). Multiple castings
affect mulriple rerrains.




SPIrIT FURNACE!:
(Gaoblin)

DiseasE:
(Swamp Stalker)

BLOODLUST:
(Swamp Sralker)

OpPreEN GRAVE:

RESTLESS DEAD:
(Undead)

NECROMANTIC
WAVE:
(Lava EIf)

SUMMON BLACK
DRAGON:

HAUNT:
{Undead)

NiGHT MovEs:
(Undead)

When this spell is cast, all the units currently in the caster's dead
unit area are immediately buried and converred into a number of
points of black (death) magic equal to their toral health value,
This spell may not be multiplied.

Targer 3 health of units in any army; the unir(s) immediately
roll. Any that roll an ID icon are sent to the owning player's dead
unit area and then rolled again. Any that roll an ID icon are
buried. Multiple castings increase the effect, allowing more health
in the army to be rargeted.

Target any army. The target army rolls. All melee results (exclud-
ing [D icons) rolled by the army inflict damage on itself, but any
save results (including ID icons) may be used to reduce the dam-
age. Only special action icons that count as melee hits or saves
rake effect; all others (including cantrips) have no effect. Multiple
castings affecr mulriple armies.

Until the beginning of your next turn, all units killed in the target
army go to your reserve rather than to the dead unit area. If this
spell is cast on the reserve, any units killed in the reserve while the
spell is in effect remain in the reserve area. Multiple castings affect
multiple armies.

Target any army. Until the start of your next turn, the army var-
pered by this spell can charge in melee, even though it conrains
undead units.

Target any army. Until the end of your next turn, all normal magic
results can instead be counted as normal melee damage. Mulriple
castings affect multiple armies.

Send any black dragon to any terrain, regardless of ownership
or location.

Immediately roll your dead units in a skirmish attack against
the enemy army of your choice. Bury any dead units killed by the
army’s counteractack. This spell cannot be multiplied.

Target any army at a terrain where at least one undead unit
is present. The army may immediately maneuver to turn the ter-
rain die one step, outside the normal turn sequence. Opponents
at the terrain may counter-maneuver as usual. This spell cannot
be multiplied.
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Percentages ano
Graphs

There are a number of percentages referred to in this book. You will be faced with
graphs, fractions, probabilities, and other things that you hoped you'd never have to
deal with again once you left high school. Don’t worry. It’s not too difficult. These
mathematical torture devices are here for your benefit and are actually easy to use.

The percentages you'll find in this book arc usually the average number of times
you'll get the specified result when you roll the die one hundred times. That’s easy. But
it can also be confusing when you look at all the percentages for a single die and
notice that they don’t add up to one hundred. This is because of the ID icon. The ID
icon on a DRAGON DICE die is wild, so it counts as whatever you need. So when look-
ing at percentages, this “wild card” is going to throw things off. Just remember that the
percentage chance noted for each unit’s rolls is correct. If it looks strange it's most
likely because of the 1D icon. :

When we graphed each die, we found that the special action icons that rare and
monster units have could be difficult to deal with. After all, we're most concerned
with the standard actions (melee, missile, magic, and save) and maneuvers, and how
many of each a unit has. Since the special action icon Fly counts for either maneuver
or saves (as needed), how should thar be listed? And how should SAls like Webh,
which paralyzes opposing units, be mathematically factored in?

We decided thar all SAIs that count as a normal action should be counted as thar.
All SAls that count as more than one action icons, were counted as all the normal
icons they could be (for example, Rend can count as melee or maneuver, so we count-
ed it as both). Any SAls that defied being placed in a category are listed on the graphs
as “special” which is a catch all phrase for the truly unusual DRAGON DICE special
powers. Below is a complete list of special actions icons and how they were counted
in the graphing.

SAI Counts As SAI Counts As

BIRPE o v L S S B Magic ‘Counter: v s s i . Melee and Save
Baah i ion oin st Seson Melee and Save  Create Fireminions . . . .Melee, Missile,
Rt o i il o Yo . Special Magic, Maneuver,
Bieath (Black) = sos sam sum un v . Melee and Save
ErearhiCBhIE)! il ks mins ol s Special CERTTETA. S S Sl el S ki T Missile
Breath (Gold) .............. Melee: TIecapitare . o s s s s 2o Melee
Bieath (Gretn) oo e wee ve pa Bpecial. Tspel Miagie u swn wae se s v s Special
Breathi{Bed) . eai v i o o 4 Melese. Double Strike . ..o cin avn vvns o Melee
Bullseye ..................Missile Elevate .................. .Special
EADERD o o woom wies v 2o 5w b 4 Migic: EBrtangle s cos on sow v sew ws s Special
GEIONL 3 g o e e i B i b e IV lEE | SEBRE G e e R ek Snse st wBpeEig]
AT jhise fobils inuman s miok e A Special  Firebreath ................. Melee
CORTUSE: « wuvse gosey s Eoow 2 S Special:  Bitetlotichor wew on s g s s Missile
Convert ...vvevervearvesos. Melee Firewalking...... i sl e s wBpeeial
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SAI Counts As
BT .. st s aponee s i, Ao, i 2t Melee
B0y o s s e 4 Melee and Save
5 R S Maneuver and Save
CAAlefEreRl & of s e b Special
ESEEe o e e a SR U e s Melee
Blatg e st s o sy e e S Melce
DTS T (o Lt o s Gilnin s ukdo i Special
Impale ¢ o v B E R Y T & Missile
1o R e S S e g Melee
Blaaiye- i L S e R Special
BOIEEH. = o5 siom Ao g o Gl e o g Melee
REEERETHEE /& oo s wisssn s onis smss 3 Save
Rlemdr, Do S Melee and Maneuver
Rise from the Ashes .......... Save
BIGEE 1 s 2 s vo it ....Special
Bearay i oy v TR L T ) Special
Serdeeli = o i Wiies w3 Special
LY 317 S i ... .. .Missile

SAI Counts As
S & e avee mtpnen e o dn, R S Melee
AU o s s s s T e S o Melee
Smothera s g S s 3 Melee
BOTEIE] s aaibats: e .. .Melee and Save
Bromer o e e e e Missile
ST sz mee S e duymy v +oapecial
STTMBDEEIEEPENT Ly orave o i Special
STDEIS (b fhns s e TebEs Special
BV IO i RS AN, A R e Missile
1 A R R S P e .o« Melee
Trample . . . .Melee and Maneuver
TrOmpet ox s o 2 5wt A Special
WEBTIER rreenit il Sraataits G v weSave
Nlarve: . oo & Sl 0 R L Yo Special
NATEAFEY i 0o s Sons wpidd worsels I8 Special
WEIED s ity it s 0 et ey £od Special
WG et o o i W o B | ... .5pecial

Each normal unit’s SAls were counted as points of effect for inclusion on the
graph. For example: a rare coral elf archer has four bullseye symbols, which were
counted as 4 points of missile. A rare goblin cavalry, on the other hand, has 6 points
of rend, which were counted both as 6 points of melee and 6 points of maneuver.

Monster SAls are normally counted as being worth 4 points of whatever effect they
generate. The exceptions to this are when an SAI’s description states that it does less
than 4 points of an effect. An example of this is the lava elves’ hell hound, whose flame
SAI kills and buries 2-health worth of opposing units in melee. This is only counted as

2 points of melee on the graph.
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The Coral Eluoes

The Firs€t Race

Ailuril and Aguarehl, the second
and fourth children of Nature
(she who is Maother of AlD,
brought forth the first of the
Elder Monsters: the winged
gryphon, the riny sprire, the
intelligent sea creature called the
tako, and the mighty coral gianr.
(Legends whisper fearfully of a
fifth Elder Monster. Some say it
is a denizen of the deep, an
inhabitant of the sunless waters
of a remote sea. They call this
creature leviathan. )

Ailuril and Aguarehl were
pleased with their efforts, for the
sprite was a comely little ching,
and the giant a powerful
guardian force. But the children
Of N:IL"L“.'C T.UUL’. & C].C\SCT I.OULC at
their creation, and they saw that
the Elder Monsters were imper-
fect, that they lacked true beauty
and grace. Ailuril and Aguarehl
redoubled their efforts and
brought forth the Selumari, the
Firsr Race.

Crafted of air and water, the
Selumari were beings of splendor
and light. They were a nable
race, filled with wisdom and
guided by joy and compassion.

But the mercurial nawre of
Air and Water bred true inn the
Selumari, and after many genera-
tions the coral elves lost some of
their dignity and virtue. They
embraced warlike pursuits, and
learned spells of destrucrion.

They fell from grace as the
favored First Race.

— Excerpted from
The Book of the Land
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The Selumari are masters of the coastlands and
lords of the sky, for they are creatures of Warter
and Air. These elements grant them access to
some of the most powerful magic in the game,
making them the finest magicians in Esfah.

As far as magic goes, coral elves have it all:
damage spells (Hailstorm, Lightning Strike); pro-
tective magic (Watery Double, Wall of Ice); magic
that improves their maneuverability (Wind
Walle); healing magic (Breath of Life); magic that
penalizes an opponent (Wall of Fog); and even a
spell that can reduce a terrain die, useful for pre-
venting an opponent from winning or for moving
their own terrain quickly into missile or magic
(Flash Flood). Of course, they also have the nor-
mal dragon summoning spells.

The Selumari have only one disadvantage as
magicians, and that is thar their coastland terrain
makes it difficult to stay in magic, which is only
available at 1 or 8. For this reason, a player may
want to put a swampland on the table because it
doubles green magic and has magic on 1, 2, and
8 (or the swampland temple, which has magic on
1, 2, 3, and 8). The coral elves' native coastland
is more suited to fighting a missile war, and
Selumari archers backed by a sufficient number
of magicians can be an extremely deadly force.

If you look at one complete set of coral elf
units (excluding monsters), you'll find that they
have 54 melee results gpread fairly evenly over
their sides, not counting 1D icons or special
action icons (SAls). When compared to magic
results (19) and missile icons (33), its obvious
that coral elves really are built for both melee
and missile combart. They also have a large num-
ber of maneuver icons (33). However, what they
are sadly lacking are saves. When outside their
home terrain (where maneuvers counts as saves),
these elves have only 9 saves.

So what do all these number mean when
putting together an army of coral elves?




@ Mix your troop rarity. Coral elves are more or less equally balanced between
common, uncommon, and rare dice. Each has its place. Coral elves have the
advantage of resurrection magic (Breath of Life), so lost troops can be restored.

@ Stay on the coast. Unless you've created and tuned an army that can survive in
other terrains, stay in the coastland. Go anywhere else and you're likely to be
slaughtered. Only venture out if you have an army of magicians using green
magic to provide you with some much needed saves. This seems a harsh disad-
vantage, but none of the orher races are any good in the coastland, so their lives
will be miserable if you force them to come to you (or if they become involved
in either a magic or missile brawl with your coral elves).

# Everyone hates Lightning Strike. Show your opponent why. Use it to decimare
opposing magicians. Magic is much more powerful when you're the only one

using it. Likewise, use your coral elf sharpshooters and their bullseye icons to
snipe away at rroublesome units opposing your army.
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Coral ELf Units

I Icons

TrooF TYPE COMMON UncoMMON RARE
Heauvy Trooper Hero Champion
Light Sentinel Courier Herald
Missile Bowman Archer Sharpshooter
Cavalry Horseman Knight Eagle Knight
L& B &
3 £
Magic Evoker Conjurer Enchanter
Normal Action Icons
A
& S / N
L}
Melee Missile Magic Maneuver

Special Action Icons

& \y

Bullseye Cantrip Counter Fly

&
X

Monster Special Action Icons

a ¥ W

ES

Counrter Entangle Ferry Fly
@E “ZIAS
Smite Trample

Coastland Icons

b, b, b, b, s
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MONSTER
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&

Coral Giant
A

%

Gryphon

%
B

Sprite Swarm
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4

Save

¥
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i

Rend
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Trooper

The most common of all heavy infantry
troops, the trooper is a good melee unit *
because it has 4 points of melee damage 3
spread over three sides. The trooper also has
one movement and one missile icon. Like
most coral elf troops, it lacks any save icons.

Malun  Missiln Mgt Monsuvers Soves  Spacinl

Sentinel

This common light infantry rroop combines
melee, missile, and movement into a com- 1
pact package. The sentinel has 2 points of 3
melee on two sides and 2 points each of
maneuvers and missiles. This unit is best if
kept in the coastlands, where moves count as
saves.

(=

Milee  Missila  Maglc Manauvars Savis Spa(lﬁl

Boooman

This troop focuses on whar the Selumari do
best: archery. Only the amazons come close to *
the coral elves' prowess with missile weapons. 3
As the most common coral elf archer, the bow-
man isn't exciting on his own, but when com-
bined with other archer units, he yields results.

R |

Makes  Missila Migic Manguvers Soves - Special

Horsemarn

A coral elf army would do well to recruir
plenty of cavalry, since their maneuvers -
count as saves in the coastland. Speed and 3
missiles make this troop particularly useful. 4 i}
The horseman also has just enough melee I '

power to make him dangerous in a fight.

Malaa  Missls  MagicMonaiver Soves  Spadial

Evoker

Blue and green are powerful colors of magic, |
and the evoker can be counted on to gener- ¢
ate plenty of both. The evoker also has both 3 '
manuever and melee icons, making it flexi-
ble in many situations. The maneuver point
can be vital to stopping another army’s
maneuvet, or act as saves in coastland.

Maloo  Misile : Mnglch;anum;;iuuvl- S-Wﬁd
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Hero

This uncommon unit packs a lot of punch for
its size. It can inflict tremendous melee dam-  ®
age, move well, and yield 2 points each of s
missiles and saves. Since so few coral elves
have any saves acall, the hero's two can mean

the difference berween defeat and victory.

il

Meloo  Missile  MagicMoneuversSoves  Special

Counrier

The courier moves as well as the knight cav-
alry unirt, but it inflicts slightly less damage. ®
However, it also has 3 points of missiles; &
combined with its movement, the courier

4
makes an excellent addition to a missile I.

(]

army. Overall, the knight is a superior unit.

Melee  Missila Mngitanuwniﬂ\.u;slSmM‘\

Archer

With a whopping 8 points of missile damage,
this uncommon archer can really dish it out.  ®
It also has 2 points of mancuvers, allowing it s
to save in coastlands, and 2 points of melee
for when it's overrun by infantry.

Melee Missile  MogicMoneuvers Sawes  Spaciel

Knight

The knight is a vital unit for a coral elf army.
It has 5 points of movement for saves in °
coastlands and it has 2 points of normal ¢
saves. This alone makes the knight a worth-
while troop. The 5 points of melee damage
almost seem an afterthought.

e

Melee Missile MogicMoneuvers Soves  Special

Conjurer

The conjurer’s focus is its 8 points of magic
icons, but it also has decent melee and !
maneuver potential, with 2 points of each. If
vou've the room, though, include an
enchanter instead. The rare magic troop has

both real saves and cantrips. : . .

Meles  Misslle  MnglcMoneuvars Soves  Spacicl
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Champion

A great unit! Besides having 3 saves, the
champion has 4 smites, 7 normal melee ==
icons, and 2 points of missile. If you want a o gl L 1
coral elf unit that can go out and wreak dam- 1os BN
age, this is it. [ts only weakness is thart it has
Nno mancuver icons.

Herald

This rare ligh t iﬁfnntry troop is the best coral
elf unir for generarting saves in the coastland.
It has 6 points of maneuvers, which count as 9
saves there, plus a 4-point counter icon that 61
can count as saves as well. The herald causes

almost as much melee damage as the cham- 3
| 0 Meloe Missén  Mogic Menauvars Saves ‘ipmnl
Sharpshooter
15
A deadly archer, the sharpshooter has 7

points of missile damage, plus an addirional
4 points of bullseyes. It's great for playing o
sniper and destroying an opposing army’s |
magicians ot other troublesome units.
Flexihle because of its melee and movement,

it has no saves. 0 ] . fo b
Moles Mistla  MogicMoneuvers Saves  Spocial

Eagle Knight

This is the most important unit your army
can have, especially if it's operating in ter-
rain other than coastland. With 6 fly icons, 9
the eagle knight is great at saving and

B
maneuvering. It can also be crushing in ‘

melee combat, with its 7 points of melee
damage.

vm ;g,i H

Melee Missile  MugloMonevyers Soves Spaunl

Enchanter

The enchanter is the most powerful coral elf
magician. It not only generares more magic
points more consistently than other coral elf ¢
magicians, but it also has 2 much needed
saves. The unit has 3 melee icons, giving it |
some usefulness in skirmishes and charges. 3?.

15,
12

6

Helre Ml Magic Maneuvars Saves -SFIIH
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Conral Giant€

The most dangerous melee monster with .
whom the coral elves are allied, this titan has P
smites, counters, and tramples in addition to 15 i ‘
saves and a maneuver icon. When rolled in ‘ I

melee, the coral giant can be counted on to
generate melee damage 70% of the time. *

Ml Misile  Moglc Maneuvers Sowes Spuial

Gryphon

An all-purpose monster, the gryphon gener-
ates saves, is loaded with melee icons ¥
(including a rend), and can dash off to ather 15
terrains when things look bad (via its ferry
icons). With ferry, you can bring back a unit
from another terrain and have it roll imme-
diately, giving you another chance for a save.

75

W

Meloe  Missile  Magie Moneuvers Sov

Sprite Swoarm

The sprite swarm works equaly well as either
a magician or an archer unit. Besides the W=y
many magic and missile icons, this monster 15
also has 2 fly icons, which count as maneu-

10— | |
vers otf saves. The sprite swarm’s 1D icon ‘
counts as 4 of whatever is needed and is 5. ! I .
rerolled immediately. 0

Malee  Missle  MagicMonewvers Saves  Sposial

Tako

The tako is a dangerous opponent in melee
combat. It not only has 3 melee icons (count- n
ing 4 points each) and 2 entangle special action 15
icons (which paralyze 4 health of opposing 1
units), it also has 2 each of saves and maneu- ‘

vers. The tako can be counted on to generate 4 l
saves about half the time in coastlands.

Melee Misills  Magli Mareuvars Soves  Spocdal
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The Dooaroes

The Second Race

Eldest child of Nature, Eldurim
fashioned beasts of clay and rock
and the bones of earth, and his
sister Firiel scorched them with
her fiery embrace—tempering
them with hear and passion. And
s0 were born the mysterious
androsphinx, the hideous gar-
goyle, the two-headed roc, and
the misshapen umber hulk.

Eldurim loved his children,
thinking them perfect in every
way, but Firiel despised rhem,
thinking them clumsy and wood-
en. 5o Eldurim challenged his sis-
ter to create her own child, and
he gave Firiel his own unformed
bones of earch 1o shape.

Firiel toak the ecarth and
molded it, imbuing more and
more of her strength inro this
child of hers. It grew to mon-
strous size, its temper matching
the heat of its body, [c defied its
mother and escaped the confines
of its father, fleeing to the deep-
est bowels of the earth. They
called it behemath, and now it
rules the underworld with rerror.

Firiel bowed her head in shame
at her mistake, and she asked her
brother’s pardon. Eldurim, as
always, gave it, and together they
brought forth the Vagha.

—Excerpted from
The Book of the Land
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The Vagha are carved of Earth and tempered by
Fire, and there is no race hardier or stronger than
the dwarves. Their ability to cast both red and
gold magic supplements their exceptional melee
skills, making this a race to fear. Like all races, of
course, they can summon dragons of their ele-
ments (red and gold, in this instance). Dwarfl
magicians can throw a wide range of spells,
including ones that improve their battle prowess
(Burning Hands); protect their forces (Stoneskin);
slow their opponents (Transmute Rock to Mud);
heal their troops (Spark of Life); hinder oppo-
nents (Ash Storm, Dancing Lights); and even one
thar buries an opponent’s dead dice, removing
them from the game forever (Dust to Dust). But
the most important spell dwarves can cast is Path,
a spell that allows them to jump quickly from ter-
rain to terrain.

The Vagha's home rterrain, the highlands,
offers several advanrages, ron. Dwarves excel at
melee combar, and highland terrain puts them
inta melee on a 6, 7, or 8. Since the dwarves’ red
and gold magic results are both doubled in high-
lands, magic is extremely valuable to the race in
their home terrain—even more so when you con-
sider that magic appears on a highland die on a 1,
Z,and 3. Only on a4 or 5 is a dwarf army ar a dis-
advantage, and then usually only for a shorr rime
since they can quickly maneuver out of missile
range.

To illustrate the Vagha's capabilities more
clearly, rake a look at one complete set of dwarf
units (excluding monsters). You'll find that they
have 63 melee results spread evenly over their
sides (not counting 1D icons or SAls). When
compared to magic results (19) and missile icons
(20), you can see why dwarves are the melee
kings of Esfah. Dwarves are also maneuverable
(21 icons), and they save extremely well (25
icons).

So what do all these number mean when
putting an army of dwarves rogerher?



# Mix your troop rarity. Dwarves are balanced between common, uncommon,
and rare dice—that is, each has its place and advanrages. Dwarf units have the
ability to cast resurection magic (Spark of Life), so lost uncommons and rares can
be restored.

@ Go where the action is. Dwarves save well, can dish out scads of damage, and
have decent spells. Why aren't you out there making your opponent hate you!
Take the fight to your opponent! If he's playing coral elves or lava elves, he
wants to sit back and kill you with spells from a distance. Don’t let him. Push
the enemy; make him fight! Go into your opponent’s territory and push the ter-
rain toward melee. Laugh at the losses you take, for they’ll be less than his if you
can engage his army in melee. Keep a group of magicians in reserve or defended
at home to cast protective spells, Transmute Rock to Mud, and Spark of Life.

@ Path to victory. Many, many games have been won when someone gets wiped
out at an cighth face and the dwarves suddenly appear, grab it, and announce
that they've won. What?!? Yes, it happens all the time. Make it happen for you
by watching for your opportunity and remembering that you and the goblins
have the only spell that allows instant transport between terrains.

@ Ash doesn’t hurt dragons. A nasty thing to do to your opponents is to cover a
terrain with as many Ash Storms as possible. Then, while they’re trying to find
their swords in the smog, drop a dragon or two on them. The dragon isn't slowed
down by the Ash Storm at all—it just ignores it! This, sadly, is not the case for
your opponents, who must suffer through the attack with substantial penalties.
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Dwarf Units

ID Icons

Troor TYPE COMMON UNCOMMON RARE MoONSTER
Heavy Footman Sergeant Warlord Androsphinx
A
B &b x  0®
Light Sentry Patroller Skirmisher Gargoyle
F'y
& & & &
: .tﬂ:-.
Missile Crosshowman Marksman Crack-Shot Roc
& £k 7 :
Cavalry TFony Rider Lizard Rider Mammorth Rider Umber Hulk
Magic Theurgist Thaumaturgist Wizard

Normal Action Icons

e
VoY, ‘i¢ @
fra w

N\

0

Melee Missile Magic Maneuver Save
Special Action Icons
& 4 G &\ s
Bullseye Cantrip Counter Smite Trample
Monster Special Action Icons
-.." -\
& a9 M
4 T T 27 S T
Confuse Dispel Magic Fly Rend Roar

X

Smite

2 N

9
Swoop

Highland Icons
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Foo€tman

The footman is the common dwarf heavy
cavalry troop. It is well suited to any army
because it has 2 saves, and is particularly
good in an army focusing on melee. The only
things this unit lacks is movement and mis-
siles; it must rely on its 1D icon for those.

Sentry

This common light infantry troop combines
melee, missile, and movement into a com-
pact package. It has 3 poinrts of melee, as well
as 2 points of maneuver and 1 point of mis-
sile. This troop is one of the few dwarf units
without any save icons.

Crossbomwrman

While not as good an archer as the common
coral elf, this dwarf unit isn’t bad. It has 4
points of missile spread over three of its sides,
with the remaining sides providing 1 melee
and 1 save icon. This unit’s greatest weak-
ness is its lack of movement.

Pony Rider

The pony rider is a great unit for providing
maneuverability to an army. It has 3 points
of movement over two sides and one side
with 2 points of melee. The die is rounded
out with 1 save icon. This is a great unit dur-
ing a charge in the highlands

Theunrgist

The theurgist is a wonderful magician unit
because it has a good deal of magic and melee
and save icons. Dwarf magicians have more
saves than any other race’s magicians—and
more even than some races’ heavy infantry.
Dwarf magicians are great all-around units.
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Sengeant

This uncommon troop is an excellent unit
for hand-to-hand combat; it moves fairly ¥
well and has large number of saves. &
Moreover, it packs a mean punch with 7
melee icons spread across three of its sides.
There aren't many better than the sergeant
when it comes to combat.

0 : : 1
Melee  Missila  MagitMansivars Savis  Spacial

Pa€troller

The patroller is nearly identical to the
uncommon lizard rider cavalry unit. The 8
only difference between the two is that this
unit has one more melee icon and one fewer
maneuvers. The question obviously
hecomes: Which do you need more in the
army you're building!?

10

~a

Melez  Missile  Magic Moneuvers Saves  Spadial

Marksman

A fine missile unir, the marksman has 7 mis-
sile icons, and is rounded out by 3 melee &
icons and 2 save icons. The marksman's lack 4
of maneuvers means it needs some cavalry
support in battle, or it will find itself in
{ | .
Meloo Missile  MagleMonewiars Savas  Spacial

(=]

melee roo quickly and be of little use.

Lizard Ridver

A great unit for charging—especially in the
highlands! During charges, the lizard rider ®
causes damage on five of its six sides. It ¢
fights well in skirmish combar, roo.
However, like most nonmissile dwarf units,
it has no missile icons—making it of little
value at that range.

=

Walee  Miwsiln  MagicMonouvars Soves  Spatiel

Thaumaturgist ¥

The thaumaturgist is an all-around magi-

cian. Along with its 8 magic results spread ® 15
across three sides, it also has 2 melee icons ¢

and 2 save icons. A rhaumaturgist should

never lead a charge, but if a handful of them
get caught in a skirmish, at least they know

which end of an axe to hold. 0 . ‘
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Warlorod

There is no betrer dwarf warrior—and if it
can get your army into a skirmish, look out!
The unit has 9 points of melee spread even- o [
ly over three sides, plus 4 points of smites. [ |

- : ; B
The last face has 3 save icons, which help it
to survive rerurn attacks—assuming any- |
one's left to attack. 0

pedal

Skinmishen

The skirmisher is best suited to charge
attacks since, like the patroller, it is almost as
fast as its cavalry counterpart. This unit has
4 points of counter, which gives it saves dur-
ing most encounters.

Crack-5hot

The dwarf crack-shot actually outshoots the | | | | | |
coral elf sharpshooter! This troop has a ' |gw 7
whopping 8 missile icons plus 4 bullseyes, 9
compared to the sharpshooter’s 7 missile and | | i ]
4 bullseyes. This useful unit also has 4 melee -
hits. The only thing it’s lacking are saves. . 1

Mammo€th Rider

Nothing is quite as frightening as a horde of
mammoth riders charging from a highland '
eighth face. The mammoth rider has 6 o
points of trample, 7 normal melee hits, and 3
saves, making it a well-rounded unit. On a

charge . . . well, you do the math.
Wizanro
15, ‘ :
The wizard is the most powerful dwarf magi- an
) S

cian. It generates consistent magic, includ- 7~ SR Sl e ()
ing that most useful of all special action ¢ |
icons, the cantrip. The wizard also manages
to handle itself well in combat because of its
2 melee icons and 3 save icons.

) AN L i - 1
Malue  Missile  Mogic Maneuvers Saves. Special
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generate saves, is loaded with melee icons 20;.. : .
(including a rend), and can roar to send 15
opposing unirs fleeing to reserve. It even has |
a few magic icons. This monster really typi-
fies what dwarves are all abour.

Androsphinx :
A dependable monster, the androsphinx can
k)

>

e>

Males  Missile MngllﬁnmnlsSW|i Sporin

Gargoyle

What can you say about a monster that b

negates magic! Everyone playing a dwarf ® 7 ~

army should think about including the gar- 15

goyle. It has dispel, fly, melee, smite, and | . :
Males Ml Mogic Maneuvers Saves  Speiol

movement icons. You can't count on the dis-
pel, but it’s nice when it comes up.

(=l

SRR

Roc

This is the only dwarf monster that has icons
that are useful at missile range. The roc’s

swoop icons inflict 4 points of damage at 15 g
missile range, with no saves possible. Other | &8
R -

, LRSS
1

than the swoop ability, the roc is best suited
to melee combat.
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Umber Hulk

The umber hulk is a ferocious opponent. It~ |
can deal plenty of melee damage (including ? :
smites), saves well, and has the confuse SAlL, 15
which forces 4 health of opposing champions |
to reroll. Confuse can change a nasty attack
into a rout for your opponent. Talk about
turning the tables!

-

S
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The Goblins

The Thin® Race

In the dark fastness of night,
Death watched his siblings play
with their fledgling creations, and
hatred burned bright in his heart.
He saw his brother Eldurim bid
the others a pood night and wan-
der off, secking rest.

The mad child, born of
Nature and the Vaoid, fell upon
Eldurim, striking him from
behind. Death ripped away great
chunks of carth, defiling them as
he flung rthem aside. Tiny crea-
tures sprang from the scatrered
pebbles of blackened earth, and
they grew inrto the rtwisted,
vicious race known as the Trogs,

Death laughed at the sight of
his offspring, delighted with
their vile spirit and corrupt
nature. Five there were who
showed particular malevolence
of spitit, and these Death show-
ered with his especial atrention.
And so the loathsome Younger
Monsters were creared: the poi-
S0n0us dE'dtl‘l T.‘].i:lgl:l‘ d'i..‘ih'(}'['l'dl,'l[
harpy, repulsive shambler, and
cunning troll.

Of the fifth goblin to receive
Death’s atrention there remains
Oﬂl.y '.]'l(f‘. dﬂl’ktﬁt TLHMmaors. Sl'fl'l'“&
say it remains inside Death’s
stronghold, feeding srill on irs
creator’s malevolent  spiric.
Others say it haunts the dark
regions of Trogland, where whis-
pers name ir canntbal.

—Excerpted from
The Book of the Land
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The Trogs are creatures of Barth corrupted by
Death; they are foul, misshapen things who
swarm across the face of Esfah. Their ability to
access both black and gold magic allows them to
cast some very useful spells—ones that supple-
ment their grear melee and missile abilities. Yer,
they arc hampered by the fact that they are the
only Elder Race that cannot restore uncommon
and rare dice ro life.

Goblin magicians can cast several different
types of spells, including prorecrive magic
(Stoneskin); terrain-affecting magic (Transmute
Rock to Mud); healing magic (Reanimate Dead):
hindering magic (Palsy); death magic (Finger of
Death); and even a spell that sends dead units to
reserve instead of removing them from play
(Open Grave). Like all races, rhey can summon
dragons of their elements, and like dwarves, gob-
lins can cast Path, allowing them to jump quick-
ly from one terrain to another.

The Trogs’ home terrain is the swamplands,
which offers several advantages to this twisted
race. Like dwarves, goblins are good at melee
combat, and swampland terrain puts them in
melee on a 5, 6, 7, or 8. Goblins also have the
advantage of doubled maneuvers in swampland,
making rtheir many mancuver icons extremely
effective there. The Trogs suffer no significant
disadvantages in any terrain.

T'rll{l‘_' sl l(.]()k. Har one C'_(_')]'I]FY]_L“:I:' 52 Di f;’(_)k)lillﬁ
(not counting monsters), and you’ll find that
they have 45 melee results spread fairly evenly
over their sides (excluding ID icons and SAls).
When you add in the magic icons (19) and mis-
sile icons (21), you can see why goblins are con-
sidered good all-around units. Trogs are also
surprisingly quick, having 34 maneuver results.
Moreover, they have a roral of 29 saves, making
them one of the most damage-resistant races out
there.

So what do all these numbers mean when
putting together an army of goblins?



# Unless you have trolls, use common goblins. [t's disheartening not to use larg-
er dice, but unless you have some wdy of restoring uncommon and rare units to
life, vou should stick to common troops. With a common goblin horde, you can
count on getting at least a few of anything for which you're rolling. You won'’t
get to see any snazzy special action icons come up, but who needs them when
you're winning with overwhelming numbers?

#® Go where the action is. Goblins save better than any race in the game. Your
troops are well balanced for melee, missile, and magic combat. Why not rake the
fight to your opponent? Other than losing the double maneuvers you gain in
swampland, you're not suffering much. Like the dwarves, goblins should forge
ahead into the enemy’s homeland and drag them into war. Don’t allow your
opponent the luxury of sitting back and casting damage spells ac his leisure! The
moment you stop pushing is the moment you've lost the war.

@ Path to victory. Use the Path spell to transport your troops into weakly defend-
ed rerrains. The goblins’ motto should be “Kick ‘em when they're down, then
kick ‘em again to make sure they sray down."

# Give ‘em the finger. Finger of Death, that is. Add insult to injury by first bury-
ing an oppenent’s dead units to double your black magic, then use the points to
kill one of his favorite units, with no save. Do this as often as possible and you'll
incur the wrath of every player in the game.
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Goblin Uni€ts

ID Icons
TrooOP TYPE CoMMON UNCOMMON
Heavy Thug Cutthroat
Light Mugger Ambusher
Missile Pelter Slingman
Cavalry Wardog Rider Wolf Rider
i e}
Magic Trickster Hedge Wizard

Normal Action Icons
~ T, &
r R
Melee Missile Magic

Special Action Icons

W B

Bullseve Cantrip Counter

Monster Special Action Icons

w ¥ £

Fly Poison Regenerate

£,

Smother

Swampland Icons

A
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Filcher
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Deadeye
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Leopard Rider
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Death Naga

A
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Harpy
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Save
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Thug

With plenty of melee damage as well as a
move :—"‘“.'] a save, Wl‘!.nL more C{.)Ll].d You want
in a common unit? This heavy infantry troop
gets its job done. Use the thug to round out
melee armies or for armies thar charge, since
it's pood in that situation, too.

Mugger

This light infantry unit, like the thug, is
great in a charge. The mugger has plenty of
inelee, movement, and a save. An army of
these units are devastating in swampland.
The only thing a mugger could use is a mis-
sile icon or two to help at long range.

Pelter

If you want common missile troops that can
save, the pelter is the unit for you. While it
doesn’t have as many missile icons as the
corresponding dwarf or coral elf, the pelter
has 2 saves and 1 maneuver icon, making it
more broadly useful to an army.

Wandog Rider

Melee damage and mancuverability typify
this common cavalry unir, but the wardog
rider encompasses more than that, since it
has a save icon as well. Like the pelter, it’s
more useful to an army as a whole than most
other cavalry units of the same rarity.

Trickster

Black magic lets you bury opponents' dead,
and gold magic provides you with maneuver-
ability and inexpensive saves. The two
together make for a powerful repertoire of
spells. However, the trickster is one of the
few goblins that doesn’t have any saves, so it
may need backup from other units.
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Cutthroat

The curthroat is another unit that delivers a
lot of what you need, despite being merely an
uncommon unit. The curthroat has 7 melee
icons over three sides, 3 maneuver icons, and
2 saves. This great icon mix makes it a terrif-
ic unit in either a skirmish or a charge.

Ambuasher

The ambusher is a double-duty unir. It firs
well into either a melec or missile army, hav-
ing 3 melee icons, 2 missile icons, 5 maneu-
vers, and 2 saves. Its a quick unit, able to
manecuver well and turn the terrain to its
advantage.

Slingman

Having only 6 points of missile damage
makes the slingman a fair unit at missile
range, but its other icons make up for its
shortcomings. The slingman is an archer that
can mancuver well and save when it has to.

Wolf Rider

This cavalry unit is viral for a goblin army.
The wolf rider has plenty of movement in
and out of swampland and it has 2 points of
saves. lts 4 points of melee damage almost
seem superfluous. As has been said before,
goblin cavalry troops are great for charges!

Hedge Wizaro

In addition to plenty of magic icons, the
hedge wizard has decent maneuvers and
saves—2 of each. However, if you've gor the
space, include a death mage instead. It has
more maneuvers and the cantrip SAL

il R |
|
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Maraudenr

A terrific unit! Besides having 3 saves, the
marauder has 4 smites and 7 melee icons.
[t also has 2 points of maneuver, allowing
it to be a help during maneuver rolls or
Chm‘g(‘. attacks.

Filcher

This rare light infantry troop is a great, quick
unit. It has plenty of melee damage icons, as
well as being loaded wirth counters, saves,
and maneuvers. This is a unit that belongs in
cvery charging army. Its only weakness is its
lack of ranged attack.

Deaodeye

This rare goblin has 7 missile icons, making
it a danger at long range. In addition to its
missile power, it also has 4 bullseye icons—
letting you pick off individual enemies with
ease. | he deadeye is rounded off with 3 save
and 2 melee icons.

Leopard Ridenr

Of all the units in the DRAGON DICE game,
the leopard rider has the potential to deliver
the most damage in a single round of com-
bat. The unir has 6 rend icons, which do
damage and allow the unir to be rolled again.
In theory, you might never stop rolling.

Death Mage

As the rare goblin magician, the death mage
has lots of magical power, including the
cantrip SAIl, which allows instantaneous
spells. The unit also has 3 maneuver icons as
well as 2 saves, making it the best all-around
magician to bring into bartle.
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Death Naga
Rarest of all goblin monsters, the death naga =+ | |
is good at both magic and melee ranges. It ! A
also has a wonderful SAI: poison. This icon 15/mm o
forces 4 health-worth of opposing units (your |- |

5, T e il

10 [ e
choice) to save or die. Any that die are | -
forced to save again or be buried. This pow- " ‘
erful monster shouldn’t be overlooked. ol Ll uk

Maler Missile - MogleMonouvess Soves  Spacial
Harpy

This is a good monster to include in a melee
army. The harpy’s screech SAI makes it very
likely that an opposing army will route,
allowing you another attack. The rest of the
harpy’s sides are taken up by melee, save, and
fly icons, which make it useful in any army.

Shamblexr

The shambler's smother SAI allows it to kill
4 health-worth of opposing units of its play- # R
er’s choice, providing they fail to roll s |
maneuver results. This is a great SAI . oo ]

10 i
against slow-moving creatures (such as the L - |
undead). It also has several melee results s ‘ . }
and plenty of saves. 0 ;

Troll

The troll is vital to any goblin army. Its
regenerate SAI allows the player to restore 4
health-worth of dead units to life. Since gob-
lins can’t restore units other than commons
to life via magic, this is a wonderful power!
The troll also saves well and has a lots of
melee icons.

LT
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The Laoag Eloes

ﬁhe Fourth Race

Death laughed ar the sight of his
Trogs, created from his corrup-
tion of Eldurim's bones. *What
else might I beger?” rhought he,
and his wicked eye fell upon his
sister Firiel.

He ravished her, but the spirit
of fire fought back. Firiel charred
the flesh of Death, and he fell
away, writhing in pain at her
cleansing power. Frantically he
scraped his limbs, seeking only ro
escape his pain.

The brittle birs of flesh fell 1o
the ground, then slowly grew as
the life spirit within them took
hold. They sprang from the soil
beneath Death's feet, fully formed
as the Morehl. They looked up at
their father, who looked down at
them and laughed, well pleased,
his burns forgotien.

As Death had done with his
Trogs, so did he with the Morehl.
A favored few he imbued with
more of his bitter spirit, corrupr-
ing nearly all that remained of
Firiel in these children. And so
the dreaded beholder was born,
as were the evil drider, the
snarling hell hound, and the
ferocious rakshasa.

A fifth Morehl showed an
exceptional aptitude for malevo-
lence, and Death fostered it with
special care. Now the lurker in the
deep guards the inner sanctum of
the Morehl homeland, and none
save lava elves have ever seen ir.

—Excerpted from

The Book of the Land
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The Morehl are creatures of Fire corrupted by
Death. Made of these elements, they can casr
both red and black magic. Access ro such power-
ful spells makes rhe lava elves arguably the
mightiest spellcasting race in the game.

Morehl magicians can use many different
types of spells, including ones that improve their
battle prowess (Burning Hands); protect their
troops (Open Grave); heal units (Spark of Life,
Reanimate Dead); penalize opponents (Ash Storm,
Dancing Lights, Palsy); and kill with no hope of
saving (Finger of Death). Like all other races, of
course, they can summon appropriately colored
dragons.

The Morehl’s home terrain of the highlands
offers several advantages to this race. Lava elves
are good at magic, and highland terrain allows
them to use magic on a 1, 2, 3, or 8. Since red
magic resulrs are doubled in highland (black can
be doubled anywhere), it’s important for this race
to stay in the highlands. Lava e¢lves are more than
magicians, however, being highly competent
with melee and missile weapons as well.

If you look at one complete set of lava elf
units, you'll notice something right off the bar.
Unlike the other races, lava elf tesults aren’t bal-
anced. Many of them have 5 results on one side
and only 1 result on another—all on the same
die. Thus, atracks with lava elf armies can result
in feast or famine. Your rolls should average out,
but occasionally you will get into great winning
or losing streaks with these elves.

Morehl (excluding monsters) have 54 melee
results (not counting ID icons or S5Als), making
them third overall in melee (ried with coral
elves). After raking into account their magic
results (19) and missile icons (33), you can see
why lava elves are many players’ favorite
DRAGON DICE race. Moreover, lava elves are also
maneuverable (29), which is important since
their maneuvers count as saves in the highlands.
This race has a total of 12 saves spread over the
various units, making them only slightly less vul-
nerable than the coral elves.



So what do all these numbers mean when putting together an army of Morehl?

@ Mix your troop rarity. Lava elves are equally balanced between common,
uncommon, and rare dice. Each has its place and advantages. Lava elf units have
the advantage of resurrection magic (Spark of Life and Reanimate Dead), so lost
uncommons and rares can be restored.

# Stay in the hills. Unless you've creared and tuned an army that can survive
in other terrains, stay in the highlands. You can’t save anywhere ¢lse. You
don't have any protective spells to help you weather the storms of combat at
other terrains, so you really have to stay put if at all possible.

# 1f things look bad, shut things down. You can drop so many Ash Storms on a
terrain rhat melee, missile, and magic actions basically come to a screeching
halt. This strategy can also work if someone is in your home terrain and press-
ing you. Assuming that there’s no one in a tower or at the frontier to missile you,
drop scads of Ash Storms on your own terrain. The spells will keep damage down
and they'll wear off at the start of your turn, allowing you to cast more spells
before shutting everything down again. Keep this tactic up long enough and
your attackers may get bored and go home.

# Ash doesn’t hurt dragons. A nasty thing to do to your opponents is to cover a
terrain with as many Ash Storms as possible. Then, while they're trying to find
their swords in the smog, drop a dragon or two on them. The dragon isn't slowed
down by the Ash Storm at all. This, sadly, is not the case for your opponents, who
must suffer through the dragon’s attack with substantial minuses.
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Lava ELf Uni€ts

ID Tcons
Troor TYPE CoMMON UNCOMMON RARE MONSTER
) &
= A 2 &
Pt el
Heavy Bladesman Duelist Conqueror Beholder
Light Scout Spy Lifibeoator Dirider
A
F & ¥z b
Missile Fusilier Dead-Shot Assassin Hell Hound
Cavalry Spider Rider Scorpion Knight  Wyvern Rider Rakshasa
o ® K
Muagic Adept Warlock Necromancer

Normal Action Icons

& ¢

¥

/ ]
Melee Missile Magic Mauaneuver Save
Special Action Icons
2 P 1 ®
Bullseye Cantrip Counter Fly Smite
Monster Special Action Icons
)
& £ X 4
Flame Charm Confuse Counter Musion
Stone Web

Highland Icons

b, bbb, &
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Lava ELf S€atistical Overview
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Bladesman

The most common of all heavy infantry
troops, the bladesman has a standard mix of
icons, including 4 points of melee, 1 point of
missile, and 1 save. Although there is only 1
save, it may be the most important icon on
the die, since it works outside the highlands.

Scout

This common light infantry unit is great in
the highlands, where irs 2 maneuvers count
as saves. The scout is quick, has good melee
potential, and some missiles. All in all, it’s
a fine common unit. It’s acrually better
than the heavy infantry if you use it in
highland terrain.

Fasilier

A rerrific missile unit, the fusilier has a
maneuver icon, a save, a4 melee resulr, and
several points of missile. This unit can find a
place in nearly any army. The fusilier is espe-
cially good in the highlands, where its move-
ment counts as a save.

Spioer Rider

This common cavalry unit has only fair
melee might and just a tiny bit of missile
power. What it does have is movement—a
strength when you consider that movement
counts as saves for lava elves in the high-
lands. Include this unit in lava elf armies
because of its save potential.

Adept€

Red and black are powerful colors of
magic, and this unit can generate plenty of
both. The adept also has a maneuver and a
save icon, making it a flexible unit. The
maneuver point can help to stop another
army's maneuver, as well as count for saves
in the highlands.
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melee punch as well as 2 missile icons, 2
maneuvers, and 2 saves. By combining both 6 g |
maneuvers and saves (and counting its 1D
icon), this unit can generate saves 50% of
the time in the highlands.

Wiles Mesile MagicMonouvers Sovis  Spetial

Spy

The spy has as many maneuver icons than | !
the scorpion knight cavalry unit, but they're ¥ 77—
not arranged as evenly. It’s an all or nothing

proposition with this unit. However, it does

have a good number of melee icons and a | |

S

couple of missile icons as well.

[T ]

Meleo Miszile  MogieManeuvers Saves  Spedial

Dead-Shot

This uncommon missile specialist has 8
points of missiles ro blast its opponents from .
a distance. The dead-shot alsa has 2 melee ¢
icons and 2 points of maneuver, which it
can use as saves in the highlands. This unit
needs protection, so combine it with save-
heavy units.

0 { i i
thelee  Misslle  MogicManeuvers Saves  3pedial

Scorpion Knight

The knight has what lava elves need: plenty
of maneuvers and a couple saves. In high-
land terrain, it generates saves with 4 of its 6 ¢,
sides (including the 1D icon). In addition to (. §
movement and saves, this unir generates 5 ‘ a
melee hits split unevenly between two sides. '

e

- L]

Melee  Missilo MogicManeuvars Saves  Spacinl

Wanrlock

Besides plenty of magic icons, the warlock
has decent melee and maneuver potential. 1f
you've got the space, though, include a &
necromancer instead. It has both real saves
and cantrips. Interestingly, the warlock is
identical to the coral elf enchanter.

Males  Missllo Mgl Meneuvers Saves  Spedial
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Conqueror

This unit actually has an error on it. If you
add the number of icons on all rare dice,
you'll find that each has 16 icons—except 9 :
this unit. The conqueror is the forgotren [ i~3
hero, having only 15 points of icons on it. ! :
However, it’s still a fine unit.

Melee Wissle Magic MansyversSaves  Spedal

Infil€rator
This light infantry unit is a speced demon NS AR
compared to most other troops. It has a rtotal S
of 6 mancuver icons split between two of its ¢ i b L
sides, as well as another 6 points of melee i 1 '
and 4 points of counter. This unit should be
stationed in the highlands to generate saves.

ik

whs Spacicl

Assassin

One of the most powerful missile units in the
game, the assassin has 9 points of missile
icons plus 4 points of bullseye. The unit also 9|
has 3 melee icons, though no saves or
maneuvers. It should be prorecred by more
hearty units, such as the scorpion knighr.

Wyvern Rider
The wyvern rider is the most importantunit | | | | | | |
your army can have, especially if it's operat- "1
ing in terrain other than highland. With 6 9.l foocd
fly icons, the wyvern rider is great at saving
and manecuvering. It also has 6 points of
melee and 4 points of missile.

Necromancen

The necromancer is a standard rare magician.
It has 7 points of magic in addition to 4 _
points of cantrip. lts 3 points of melee make ¢ |
it useful in a skirmish or charge, and it has 2 ol 1
points of saves, which are vital when resisting
opponent’s spells (such as Lightning Strike).

Malsa Msila Mnni-:M-u-r;luvanm .S||-|rl-n|
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Drider

The drider is great in melee combat or can
serve as a cavalry unit. It has a large num-
ber of saves, movement, and melee (8 of 15
each). It also has 4 points of missile, which

won't come up often, but can be helpful | ‘ e
when they do. The 2 web SAIs help in 5I. l[ “

melee by paralyzing victims.

25~
0

Melen  issile Mugic Mansuven Saves Spedel

Hell Houno

Almost identical to the drider, the hell
hound has 8 points of both maneuvers and
saves, causing it to generate 4 saves 50% of 15
the time in highland terrain. It also has 12

points of melee and 2 flame SAls, which kill t I 7

and bury 1- and 2-health units.

Meles  Missile  Mog'c Mansuyers Suves Spegicl

Rakshasa

The rakshasa combines melee and magic,
making it suitable for inclusion in almost any
army. Compared to most monsters, the rak- 15
shasa is loaded with SAls, having 2 illusions
and 1 counter. It saves faitly well for a mon- [l J

ster, since it has 4 points of normal saves. . I

Meler Misstle MagleManeuvers Soves  Sperial

Beholder

This is one of the rarest monsters in the
game. The beholder has many more special
action icons than any other monster: illu- 15
sion, confuse, stone, flame, and charm.
Maoreover, it has 8 points of saves, 4 points of
melee, and 4 points of magic. Wow! 5 .I ‘

0 : . |
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The Amazons

Mortal Man

In rhe rimeline of Esfah there
arose a schism after the birth of
the Elder Races, bur before rhe
issuance of the Younger Ones.
What caused this discordance,
none can say. Speculation has it
thar, in the aftermath of the
fiendish atrocities commitrted by
Death upon his siblings, Eldurim
and Firiel, Nature took her four
eldest children and hid them
from Esfah to soothe their trou-
bled spirits.

Death was too distracted with
his new creations to notice
Nature's withdrawal. But there
was one who did not fail to
notice: Tarvanehl, the Father, He
Who Is AlL

Tarvanehl has ever been dis-
tant, relucrant to interfere wich
the affairs of others. What
prompted him to descend to
Esfah is beyond all knowing.
Suffice it to say thae he did. He
locked about him, saw the Elder
Races already engaging in the
ruthless spott of Wi, and shoolk
his head. He splayed out his
hands, and from them dropped
the amazons, fully formed.

The amazons were nomadic
herders, and they bred monsters
to fend off predators. The half-
human centaur, the fearsome
chimera, the many-headed
hydra, and the snake-haired
medusa all guard and protect the
amazon lands.

Of the nightmare, the fifth
Amazon monster, there persists
only rumors,

—Excerpred from
The Book of the Land
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Mortal ereatures composed of neither Air nor
Earth, Fire nor Water, the amazons are true
anomalies in Esfah. Alone of all the races, they
belong neither to the Elder Races, nor to the
Younger Races. They are true mortals, and in the
DRAGON DICE game this is indicated by their
IVOry compaosition.

Because they are creatures without elemenrs,
they do not have access to just one or two colors
of magic, as do the other races. Instead, they can
cast all colors of magic; the only restriction is
that the colors of their magic must match the
colors of the terrain at which they are located. As
of this guide’s printing, the black (Death) ele-
ment isn't a part of any of the terrain mixes; thus,
the one type of magic amazons cannot cast is
black magic.

The special tie that amazons have with the
land is one of their greatest strengrhs, since it
gives them access to twice as many spell lists as
most other races. This tie is also a weakness (or,
since amazons }Hl‘iﬂg no “color” of magic with
them, they are at the mercy of the land to deter-
mine what they can cast at a given time.
Moreover, amazons may not double their 1D
icons when generating magic, unless they are in
possession of a standing stones,

Like most of the other races, however, the
amazons do have a native terrain: the flatlands.
Amazons are excellent at missile combart, and
flatland terrain puts them into missile on a 2, 3,
4, or 8. Amazons’ maneuver results count as
missiles when the race is in the flatlands, so it's
beneficial for them to remain there. A player
using an amazon army should try to ser up a flatr-
land terrain as the frontier, since this will allow
him to reach any terrain in the game with his
missiles.

Take a look ar one complere set of amazon
units (cxchldihg monsters). You'll notice several
things. Amazons have 43 melee results (not
counting 1D icons or SAls), making them a force
to be reckoned wirth. When compared to magic
results (22) and missile icons (22), you might
‘.l‘li‘l'lk_ t}l'ci[ HIMAZONS Aare A '[l'l(_‘.l(_‘.l'_f [ACC . F[“l"\':lt'ﬁ



belied the moment you look at their maneuver icons. Their 34 points of maneuver
become pretty important, especially since their maneuvers count as missiles in the
flatlands. Suddenly, in the flatlands, the amazons have an unsurpassed 56 missile
results (not counting 11 icons or SAILs). L':-Lrsl]y, amazons have a toral of 28 saves spread
over the various units, putting them just below goblins.

So what do all these number mean when putting together an army
of amazons?

# Speed kills—the enemy, that is. Consistently high maneuver rolls allow you ro
choose the frontier (making it flatlands, of course). They also allow you to move
your terrains up or down into missile at will. Finally, they'll count as missile hits
in combat. How can you bear all that? Choose plenty of fast-moving units to put
with your archers.

# Stay on the fields. Unless you've created and tuned an army that can survive in
other terrains, stay in the flarlands. This is where y(_)l_l’r{: the most pc_wwc:rful. You
have access to blue and gold magic (the spell lists of which are filled with pro-
tection spells and damage spells, such as Lightning Strike). There is nothing more
dangerous than a group of amazon cavalry in the flatlands at missile range.

@ If you want to use magic, mix races. You have great {lexibility, but you don’t
have great power when using magic. You can’t double except at standing stones,
and even then you've got to be the one that controls them. If you want to make
a magic-strong army wirth amazons, you have ro mix them wicth other races.
Mixing amazons with lava elves, undead, swamp stalkers, or goblins allows you
aceess to deadly black magie, as well as giving you one other color. Mixing with
dwarves, coral elves, firewalkers, or feral gives you two colors of magic that you'll
be strong in (though vou still won't have access to black magic).

# Don't forget that you can’t use magic in reserve! That’s a handicap, yes, but
vou're compensated by being the only race that can make a missile attack from
reserve. D(Jtl’l (L)Tg(-_‘.r tO use l’l’\!‘..‘i 5E]CL:i'¢'ll I"L)\a\."(_'r Wl]e]:l_evc‘]__ 3.70‘_[ _I._la\’c" t].le C._l]_'q:ll-l(_,'e. It
may not come into play often, and you won'’t get any bonuses from maneuvers
rolled, but it beats just letting your reserve troops sit there. You've got a chance
to cause serious L?l'anmgl:—.‘-;n take it.
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Amazorn Units

1D Icons

Troor TYPE

Heauvy

Light

Missile

Cavalry

Magic

COMMON
o
v'-“v
Soldier

&

Runner

"
Drarter

(%

.
g

Charioteer
g
Y/

Seer

Normal Action Icons

J

Melee

L

Missile

Special Action Icons

®

Bullseye

Monster Special Action Icons

i

Double Strike

&

Smite

Flatland Icons

2

Canirip

&

Flame

S

Stone

UNCOMMON

&

Warrior

& 43"

S

Envoy

Javelineer

l‘nulc Rider

\m
-l"

Visionary

2N

Magic

X

Counter

RARE

@#

War Chief

.
el
Harbinger
NG
SF
Spearer

Omcle

&

Maneuver

R

Smite

i %
Kick

MONSTER

.f*__,

Centaur

@ N

Chimera
'y

£

Hydra

&

&

Medusa

S

Save

"
NS
Trample

3

Rend
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Amazon S€atistical OQuerview
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Soldier

This common heavy infantry troop con-
tains no surprises: 4 points of melee aver
three sides, 1 point of mancuver, and a sin-
gle save. In all except race, the amazon sol-
dier is identical to the goblin thug.

Ruanner

As a common light infantry troop, the runner
combines melee, missile, and movement into
a compact package. It has 1 point of melee, 1
of missile, and 1 save. However, it has a
whopping 3 points of maneuver—something
that’s unheard of in a noncavalry unit.

Darter

The darter is the common missile troop.
While it only has 3 points of missile attack,
it also has 1 point of maneuver, 1 point of
melee, and 1 save. This variety of icons
makes it a flexible unit and a benefit to any
army its in.

Charioteer

This unit’s 3 points of maneuver (one on
each of three sides) give it movement two-

thirds of the time (counting the ID icon).
j The charioteer also has 2 points of melee on

one face and a single save. The unit is a must

@ @ for amazon missile armies.

Seenr

The seer, like most other common magi-
cians, has 4 points of magic on three sides.

Unlike many other common magicians,
however, this unir also has 1 point of maneu-

ver and 1 save icon, making it much more

@ ? !(a useful in a variety of army types.

82 4 THE DICE: AMAZONS

i Hiones!
Maloe Misslls  MaicManauvers Saves  Spacial

M [ I@ﬁ

Moleo  Missile  Mogicbonewenrs Suves Spasial

falwe  Missile MnﬁrMﬂlwwm}nvﬁ Spucial

o
Melss Misile  Magic ManauversSuves  Special

Melen  Missile  MoglcMoneuvors Sevss Spocial



Warrior

Not even the dwarf sergeant can compete
with this unit for sheer number of melee &
icons on an uncommon die. The warrior
has 7 melee points over three sides, as well
as 3 points of movement and 2 saves. Don't
forget to include this unit in an amazon

| e
T e ! -
1 |.EL army Melee  issile  MogicManouvorsSoven  Special

Envoy
Like the runner, the envoy has more maneu-

ver icons than most other races’ cavalry. This 8
light infantry troop has 5 points of maneuver

on top of 3 points of melee, 2 missile, and 2, I I
‘In Hm

saves. The envoy should find a place in near-
Malia  Missils Mmgl:Mnnluur:Swn-ipﬂ‘i:i.

~

ly any army containing amazons.

Javelineer

This unit only has 6 points of missile damage
on two of its sides, but ir’s a dangerous oppo-  *
nent in the flatlands. In its homeland it gains 6
an additional 2 points of missile (from

IR
maneuver icons) and gencrates 2 or maore ‘
points of missiles two-thirds of the time. . . l

Males Missde  MogicMonsuvers Saves  Sparial
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Battle Rioer

This cavalry unit is identical to the goblin
wolf rider in all aspects except race. It has 6
points of maneuver, making it one of the ¢
fastest units in the game—and absolutely

. ; 4 :
deadly in the flatlands. Four points of melee B
damage and 2 saves round out the unit. ” ! m;

Miles Missiln  MngiManeuvers Soves  Special

Visionary

Taking into account the fact that amazons
cannot double magic, the visionary is the B
hest chaice for an uncommon magician. 1t s
has 9 magic icons on three sides and on
average will generare magic two-thirds of
the time. It also has 2 maneuver icons and
1 save icon.

3
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War Chief

The war chief is the token male in the ama-
zon Kicker Pack (more will appear in the !
Champions! expansion set). The war chief has g it
11 points of melee (4 of which cannort he |
saved against) as well as 3 saves and 2
maneuvers. This is a rough unit in hand-to-
hand combar.

ml

0 b
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Hanrbinger

This rare light infantry unir is wonderful in
a melee army or as a general source of 7~
saves. The harbinger has 10 points of melee
damage, 4 of which come in the form of
counter SAls. It has 3 normal saves and
another 4 from the counter icons, plus 3
points of maneuver.

oS HA\RE
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Spearer

The spearer delivers a total of 11 points of |
missile damage (including 4 points of bulls- '?
eye), allowing the unit to generate missile ¢
results two-thirds of the time. It also has 3
saves and 2 melee icons but no maneuvers,
which lessens its usefulness.

War Driver

The war driver makes a great addirion to
amazon melee and missile armies. The unit
has 6 trample icons, which count as melee 4|
or maneuver, giving it either 10 points of |
melee or 9 points of missile, depending on 8l |
how you count it and in what terrain the * II
unit is located. ‘ !

Malea  Missile MunkManauvershvns. S-ﬂ!.n'.ni-

Oracle

With 12 magic icons, the oracle is one of the |
best magician units, if you overlook its inabil-

23
16

% % ity to double. Another minus for the oracle is v
e e that it’s the only rare magician that doesn™ =
@ have a 4-point cantrip. On the other hand, it n
- does have 2 maneuver icons and 2 saves. c A
& oL (IR |
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Centaur

The big advantage the centaur boasts in
melee is its deadly kick attack, which

inflicts 4 points of damage to the target of

the cenraur’s choice. (In other words, the
kick acts like a bullseye that works in
melee.) The rargeted unit gets to save.

Chimenra

The chimera has a good assortment of spe-
cial action icons useful in melee combat: fly,
rend, flame, and smite —all of which count
for 4 points. [t also has 3 normal melee icons

and 2 normal save icons (each counting for

4 points).

Hyora

This monster is dedicated to saving and gen-
erating melee hits. It has 4 save icons (worth
4 saves apiece) and, with its 1D face, gener-
ates 4 saves 50% of the time. It also has 3
normal melee faces and 2 double strike
icons. The hydra is a melee powerhouse!

Meodusa

The medusa is a nice addition to a melee or
missile army. It has 4 melee icons and a sin-
gle save icon, which all count for 4 points.
Its 2 maneuver icons also count as missiles
in the flatlands. Lastly, it has 2 stone SAls,
which do 4 points of damage to the target
army with no saves possible.

25.
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The Firewoalkers

Forbidden Love
Davian Whisperwynd was a
Selumari of great renown, burt
he was salitary by narure, and
often shunned the company of
his fellows,

One day, Davian answered the
call of the sun and the wind, and
he wandered farther afield than
he ever had before. He crossed
moor l:-l.lld mountain ﬂn.(_l came o
a land where nothing existed
save the desolate rock and the
forlorn sky.

Davian  had unknowingly
journeyed to the lands of the
Morehl. He walked about the
stricken land, tripping down
screes of obsidian, eking out a
meager existence. Then, one day,
by a tiny slip of water, he saw her.

She was the Enchantress, and
she had watched Davian from
afar. Struck by his beauty, she
had fallen helplessly in love, For
Davian, too, it was the same.

For a while the pair hid from
the prying eyes of others, knowing
their union would be abhorred by
many. But the Enchantress con-
ceived a child, and Davian feared
for her. They set out for home, bur
were caught in the open withour
shelter, and she gave birth in a
fearsorme windstorm.

Five there were in this litter.
They flitted away, fully formed
upon birth, the forerunners of
firewalkers.

The Enchantress blamed
Davian for the loss of her chil-
dren, and she left him.

—Excerpted from
The Book of the Land
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Composed of Fire and Air, firewalkers can cast
red and blue spells. Because of the powerful spells
contained in these two types of magic, the fire-
walkers are arguably the most powerful spellcast-
ing race in the game. They can use Air spells
such as Hailstorm and Lightning Strike, as well as
the Fire spell Burning Hands. In addition to the
basic list of red and blue spells, the firewalkers
also have a few spells which they alone can cast.
These new spells change the balance of the game
tremendously and make the firewalkers a force
with which to be reckoned. (The comprehensive
spell list on pages 34-43 contains the firewalker-
only spells.)

The firewalkers are the first race to have a
special power which is not tied to a home ter-
rain: They can travel directly berween terrains,
skipping the reserve step. This ability allows
the player with fircwalkers to shore up his
defenses quickly, letting him move troops
where they can be of the most use. There’s a
stipulation, of course, and it’s that this speedy
maneuvering only works with terrains that con-
tain the Air (blue) element—coastland and
flatland. You may wanr to include at least one
of those two terrains.

A full ser of tirewalker units (excluding mon-
sters) has some unique strengths and weakness-
es. By looking at this race as a whole and at the
individual unit level, you can develop some
interesting strategies for their use.

Firewalkers have a total of only 40 melee
icons (not including SAIls or ID icons). This puts
them at the bottom of the races for melee dam-
age. However, they have 34 missile icons, which
makes them number one as far as raw icons are
concerned. Firewalkers also have 22 magic and
37 maneuver icons, putting them near the top of
both of those categories as well. Firewalkers fall
apart when you get to saves, however, as they
have only 18—only slightly more than the coral
elves and lava elves.

So how can you use this information to build
winning firewalker armies!?



@ Use your racial spells. These are spells that no one else in the game can use,
and they're quite powerful. So why aren’t you casting more magic! Firebolt is the
cheapest spell in the game that kills the units of your choice; Flashfire can be
used to reroll at least one of your units in evety action; and Elemental Blast (red)
can be cast to negate nonred magic. As to blue spells at your command, Dust
Dewil is an inexpensive way to halve all missile fire into or out of a target terrain,
Elemental Blast (blue) can negate nonblue magic, and Mirage sends all 1-health
units in the target army to their reserves, if they fail to make a save.

# Stay in the air. Whenever possible, stay at terrains that have the Air (blue) ele-
ment. This allows you to use your special power to move directly to other ter-
rains without going into reserve. If an army begins to break through, you can
instantly send troops to bolster your defenses. If a terrain becomes free, fly over
and claim it before others can. You can use this power to shift melee, missile,
and magic troops to where they’re needed the most.

@ Mix with a race that has saves. An all-firewalker army is a possibility, but con-
sidering how few saves they have, you may want to mix them with another race,
say undead or dwarves. Both of those races have scads of saves and melee
strength, too. Mix them with amazons and you’ll have one of the most maneu-
verable and deadly missile armies ever built. For a heavy magic-using army, fire-
walkers work well with both lava elves and coral elves.

# Ash doesn’t hurt dragons. A nasty thing to do to your opponents is to cover a
rerrain with as many Ash Storms as possible. Then, while they're trying to find
their swords in the smog, drop a dragon or two on them. The dragon isn’t slowed
by the Ash Storm at all—it just ignores it. This, sadly, is not the case for your
opponents, who must suffer through the atrack with substantial penalties.

THE DicE: FIREWALKERS 4 87



Firewalker Units

ID Icons

TrooOP TYPE

Heavy

Light

Missile

Cavalry

Magic

COMMON

&

Guardian

@

Explorer

(81:‘)

Firesrarter

&

L=

Shadowchaser

©

Sunburse

Normal Action Icons

¥

Melee

W

Missile

Special Action lcons

D

Bullseye

Monster Special Action Icons

o

Cantrip
-‘

Galeforce

Flatland Icons/Coastland Icons

-4

Clanrrip

¥

g3

Create Fireminions

3

Rise from Ashes

UNcoMMON

5

"-V'r_l[f.l'ht'l'

§2

Adventurer
«*ﬁ‘)

Firemaster

&

Nightsbane

X2

Sunflare

&

Magic

XK

Counter

&
Firebreath
@
o*’g

Seize

For Flatland and Coastland icons see page 128,
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RARE MONSTER
& &
Sentinel Fireshadow
i
S &
Expeditioner Genie

t!f‘ 3 A
4 g

Firestormer Gorgon

R b

Daybringer Phoenix
!gfﬂ\g &
Ashbringer |

Sy O

Maneuver/Fly Save

Salamander

A

Smite

Firecloud Firewalking
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Guandian

This common heavy infantry troop has a
nice mix of everything, giving it many possi- *
bilities. Its main thrust is toward combat, 3
and it has 3 melee icons over two of its sides.
The remaining sides have 1 icon of save,

maneuver, and missile respectively. 'm. .
0. i

Melva  Missle  MogieManaivars Saves  Spedial

5

2

Explorer

The explorer is much like its heavy infantry
counterpart. It has 2 points of melee, 1 each
on two sides. It also has | point of missile, 1 3
point of save, and 2 points of maneuver. This
unit is a good addition to any army where m

maneuverability is paramount.

Malen  Micsllo  Magic Mmnauvaig Saves  Spedial

Firestarter

The firewalkers’ common missile unit has 3
points of missile damage split between 2
sides, giving it missile results 50% of the time 3
(counting the ID icon). The troop also has a

9 dos
single melee hit, a maneuver, and a save. i ! .
AN N

Meles Misile  Mogic Monuvess Saves  Spetial

Shadowchaser

This cavalry unit has only 2 points of
maneuver, making it one of the slocoowest
cavalry unirs in the game. It makes up for 3

this deficiency by having 2 melee icons, 1 g ‘
missile icon, and 1 save—not bad for a com- I

mon unit!

Meler  Missils  Magic Moneuvers Savas  Spclal

Sunbursct

The sunburst does almost nothing except
generate magic. On four of its six sides, this
unit has 1 point of magic. Add to that its ID 3
icon and you have a unit that will generate
magic five times out of six, Those are odds
you can count on! It also has 2 maneuver
icons for speed.

Males  Masile  MugicManauvars Soves  Spetiol

90 @ THE DICE: FIREWALKERS



Watcher

The watcher has lots of combat power for an
uncommon unit. It has 6 melee icons, 3 on
cach of twe sides. In addition, it does a bit of ¢
everything else: 2 points of maneuver, 2
points of missile, and 2 saves round it out.

Adventurer

10
This unit does nearly everything well; the
drawback is that it does nothing extremely 3

well. Tr has 5 melee icons, 3 points of missile, &
3 maneuver icons, and 1 point of saves. The
adventurer is a good addition to a melee
army because it adds some movement.

~a

Molor  Missile  Mogic Mannuvers Seves  Spaciel

Firemaster

Although the firemaster only has 6 points of
missile damage over two of its sides, it's srill #
a dangerous opponent. It has 2 points of
melee, 2 saves (making it one of the few mis-

o

sile units with decent saves), and 2 maneu- |

ver 1COns. . .
0

Holea  Mimsiln  Magic Monmuvar Saves - Spaciel

m

Nightsbane

This cavalry unit will give your firewalker
army 2 points of maneuver 50% of the time &
(counting the 1D icon). It can also generate & :

3 points of missiles, 3 points of melee, or 2
saves. It's well rounded and has a place in

any firewalker army. : l I
n e

Melen  Missile  Magic Maneuvers Saves  Specinl

Sunflare N
Uncommon magicians don’t get any better =
than the sunflare! It will give you magic ¢

more than 83% of the time (counting its ID s
icon). Tt also has 3 points of maneuver.
Don't ask it to do anything else though, as
it has nothing but its ID face for saves, ? I
melee, and missiles.

Maloa  Missila  MogicMoneuvers Soves  Speciol

THE DICE: FIREWALKERS 4 91



Sentinel

The sentinel will give you melee damage
50% of the time (counting the 1D icon), but
has even more to offer. It saves (3 saves), is 9

each of these things only 33% of the time.

mobile (3 maneuvers), and can even con- I ‘
tribute to a missile fighe (also 3), but it does I My 4

thelee  Missile  Magle Moncuvers Smves  Spacial

Expeditioner

This rare light infantry actually delivers
more melee damage than any other firewalk-
er. Counting its ID icon and its 4 points of 9
counter, the expeditioner does berween 3

;s 6|
and 4 points of damage nearly 67% of the
time. It’s supplemented by 3 points of ‘[ )
maneuver and 3 of missile n

Males  Missila Mw‘:Mnm«vurain;'m Spaciol

Firestormenr "
The firestormer has 4 points of missile and 4
bullseye icons. In addition, it also has 3 12

points of melee, 2 saves, and 3 points af g
manecuver. Like most firewalkers, it loses

et : 35— ‘
some power by being more of a jack-of-all- 1| i
trades—mnot a bad choice for a multiuse army. 3'.ﬁ .

Melee Misslle Mogic MansuversSoves  Saecal

Daybringer

This is another slow cavalry unit. It has a fair
number of both melee and missile icons (4
l.,‘::-]l.,'.]-l‘) ‘r]l"l(.l JL 5AVCS. It.‘i .2. Inancuvers arc $|.]r3“ 9
plemented by 4 points of fly icons, which
count as either maneuvers or saves,

whichever you need. A ll :I !
o

Walor Nhsila  #egle Monoyvers Savas  Spackel

Ashbringer

If you want a magician, you can’t go wrong
with the ashbringer. It has a total of 15
points of magic (counting cantrip and D 9
icons). The only nonmagic face on this unit
has 4 points of mancuver, which can come in
handy when trying to keep a terrain in the 3 T l
magic range. ' 1

fhudee Missile  Magic Moneuvers Sawes  Spieciol
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Fireshadow

This is the most useful of all the firewalker
monsters because of its create fireminions
SAI, which gives the acting army 4 points of
magic, melee, missile, maneuver, or save as
needed. It also has cantrips, smites, counters,
and flice—giving it an SAI 70% of the time.

Genie

The genie is an all-around monster, with
several good SAls, including firecloud, gale-
force, firewalking, and cantrip. The genie’s
firecloud SAI is especially good against slow-
moving rroops, like undead.

Gonrgon

Unless you want a lot of movement, don’t
add this unit to your army. Five of its ten
sides are taken up by maneuver icons worth
4 points each. Apart from those, 2 save icons
worth 4 points each and 2 firebreath SAls
are all this unit offers.

Phoenix

The phoenix saves better than nearly any
other unit in the game. Of its ten sides, 7 of
them (counting its 1D icon) count as saves.
Its rise from the ashes SAI makes it hard to
kill and bury. However, its melee faces only
come up 20%, and its missile 30%, of the
time.

Salamander

The salamander is like the rest of the fire-
walkers, it has a little bit of everything.
Three melee icons, 1 smite icon, and its 1D
face provide melee damage 50% of the time.
It also has a nice mix of magic, cantrips,
saves, and missiles to make ir useful under
any circumstances.

Malse Misiile  MugicMunsuversSaves  Spedial
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The LIndead

The Dead® Ones

The Elder Races, the morral
amazons, and the hostile fire-
walkers were all enpaced in war,
squabbling over territories and
imagined slights. The races of
Esfah were out of control, and
there were none to temper them,
to teach them gentler ways.
Nature and her elemental chil-
dren were still in seclusion,
recovering from the wounds
inflicted by Death.

Bur Death remained on Esfah,
and at last he tired of rorturing
his pets and let them loose. He
turned his attention to the face
of the world, and saw that the
races had destroyed much of the
once beauriful land. Mounrains
lay scarred by spells, fields were
trampled by cavalry, and
streams flowed red with the
blood of the dead.

Death laughed, a grear boom-
ing sound filled wirth malicious
mirth. He leapt into the air, his
form sprouting huge batlike wings,
and he wended his way across the
land. His sharp eves espied the
hodies of the forlormn dead, and
apain he laughed jovously.

And in his wake, the bones of
the dead, the decaying corpses of
the dead, rose with trembling
hatred to follow their master.

It was the dawn of the dead, and
never had a day looked so grim.

—Excerpted from

’{‘hc B{J(Jk Uf ﬁhﬂ .LCI-HCI
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Creatures of the night, the undead have a spe-
cial racial ability that makes them unique and
extraordinarily powerful. This dark talent is
called stepped damage. Because they are not truly
alive, undead can suffer grear damage before
being physically destroyed. When an undead is
“killed,” instead of being sent to the dead unit
area, it can be traded in for an undead unitc of
one health less. (The replacement unit must
come from the dead unit area; if there are no
undead units there, the die takes full damage
and is killed.) This swapping of the dice repre-
sents the unit converting into a smaller self.

The stepped damage ability works especially
well with another of the undead’s talents: Undead
units are notoriously fierce hand-ta-hand combat-
ants. Perhaps this is to compensate for the fact
that, unlike other races in the DRAGON DICE
game, the undead don't have rhe power to use
missiles or ride mounts. Thus, they have no mis-
sile or cavalry unirs, as other races do.

Instead, the undead have three types of melee
units and two types of magical unirs. Zombies,
wights, and mummies make up rhe heavy melee
troops; skeletons, revenants, and death knights
compose the light melee force; and wraiths, spec-
tres, and ghosts tow the line as skirmishers. These
melee units have tremendous combat skills,
which, when combined with several new special
action icons, make them the ideal race to recruit
it vou like to attack your opponent directly rather
than sitring back being cagey.

Not only are the undead formidable fighters,
they're mighty magicians as well. Even though
they can only cast black magic, having two levels
of magicians in their ranks easily compensates for
that limitation. Light magic troops consist of
ghouls, ghasts, and vampires, while heavy magic
troops are made up of apparitions, heucuvas, and
the fearsome liches. The light magicians com-
bine melee and magic skills, and the heavy magi-
cians are everything a DraGoN DICE player
dreams of: lors of magical power in dangerous and
compact packages. To help ensure that the
magic-wiclding troops get off their spells, the fen-



hound (an undead monster) can dispel magic
magic-heavy armics.
S0 how can you use this information to build an undead army?

a useful ally to have in battles against

% Concentrate on your home terrain. Pick one that you think won't help anyone
else, since vour special abilities aren’t tied to a terrain. Move it quickly into
either melee or magic. Missile range does you virtually no good.

€ Make them come to you. Move your home terrain to the eighth face and then
go stomping. With your magic ability and melee might (not to mention the
stepped damage), you can take anything your opponents dish out, but only if you
force them to fight on your terms.

# It’s no fun without dice. Bury your opponents’ dead whenever possible. Your
troops are extremely difficult to kill (again, the stepped damage ability), and if
you bury dead whenever possible, soon you'll have a vast numerical superiority.
Never, never bury your own dice, no matter how tempting a tactic that may
seem. The tides of war often change dramatically in a DRAGON DICE game.

# There’s strength in diversity. For an all-undead army to succeed, you must
bring to the table as many different types of dice as possible. If you have no two-
health dice, your three-health dice can’t take advantage of the stepped damage
racial ability. Of course, you must also have something in your dead unit area for
this power to be effective.

# Fight vour fight. Each race has its own strengths and weaknesses. You have no
missile capacity and almost no movement. In exchange, you do have a melee
strength second to none and powerful new spells only you can cast (see the com-
prehensive spell list on pages 3443 for details). At the start of the game, move
yL)LlT ﬁIjLTllCHHtCTh (K] yi.)lll' reserve drea H]—IL'] l‘l‘lL‘ Test (_){: y(_]l._",_ \ilcﬂ to yDL[]_‘ l_‘]_D]_]lE ter-
rain. Use magic generated in the reserve area to cast protecrive spells on your
home army while they move the terrain to the eighth face. Once they've done
that, move the spellcasters to your home terrain and send the rest of your army
to the highest terrain on the board. Use spells to soften up any defenders and
melee them out of the terrain. In no time you'll have the second eighth face—
and the win!
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Unodead Units

ID Icons
Troor TYPE COMMON
Heavy infantry Zombie
Light infantry Skeleton
~=r
Skirmisher Wraith
'm
F.,'E\@:-a
Light magic Ghoul
4..1-"
-

Heavy muagic Apparirion

Normal Action Icons
&l

o 4
r
Melee Magic

Special Action lcons

&
e

Cantrip Convert

Monster Special Action Icons

w 5%

~ 323
Cantrip Dispel M

Slay Smite
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Zombie

The zombie is built to inflict damage, with
its 4 points of melee covering three sides and 4
a save on each of the other two. It doesn’t 1
help with maneuver, missile, or magic
(except through its 1D icon), but with an
undead army, who needs anything more than
saves and melee hirs?

Molea Miszile  MogicManouversSewes  Spacial

Skeleton

This unit is virtually identical to the zombie
heavy infantry unit with one small excep-
tion: It replaces one of its melee hits with a 3
maneuver icon. This gives the skeleton a
one-third chance of generating a maneuver
result, which can be very helpful.

Meles  Misile Mﬂﬂl‘MHMY!I!SD“S”S‘Dﬂ‘ID'

Wraith

The wraith is the undead equivalent to the
cavalry unit. This unirt is a speed demon—art
least, compared to other undead! The wraith 3
has 3 maneuver icons split between two
sides, which makes it a vital addition to an
undead army.

Melmo Mimile  MogicMoneuvers Soves  Spaial

Ghoal

This common unit has great saves, strong
melee potential, and just enough magic to
make it interesting. The ghoul should be 3
kept with your other undead magicians as
“cannon fodder” or sent with a melee army
to provide magical support until you can
change the terrain.

Melse Misslle WagicMansuvars Savns Spuial

Apparition

The apparition is weak in the magic depart-
ment as compared to other races’ magicians,
but it compensates by packing quite a bit 3
more melee might. In addition, it's one of
the few magicians that can actually roll a
save with something other than its ID icon.

Meloa Missile  Magic Manegvers Saves  Special
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Wight

This uncommon unit inflicts more damage
and saves betrer than most tare units. The
wight has 7 points of melee damage and 5
saves, but—Ilike all undead—it lacks maneu-
ver and missile icons. In a well-construcred
undead army, though, it shouldn't need
them.

Revenant

The revenant is nearly identical to the spec-
tre: hath have 5 saves across two sides, as
well as melee and maneuver icons. The dif-
ference is that the spectre has 1 more point
of melee. The revenant is great in a force
where damage is more important than
maneuverability.

Spectnre

This uncommon unit is one of the best all-
around units that the undead have to offer.
Counting its 1D icon, it generates melee
damage 50% of the time, saves 50% of the
time, and maneuvers on one-third of all
rolls. As with all undead troops, the spectre
saves extremely well.

Ghast

The ghast will give your undead army melee
damage, saves, and even a little magic. It’s
the perfect unit to throw in with your regu-
lar magicians to give them some melee
strength and saves for those instances when
they're needed.

Heucuva

This is a magician that has some muscle
behind it! In addition to 5 points of magic
over two sides (which is a bit low for a magi-
cian), this unit has 2 saves and 5 points of
melee, making it a multiclassed unit. While it
will never be a preat warrior or magician, it
has the advantage of being good at both jobs.

| -

-
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Meler Missile  Magic ManeuversSaves  Spedal
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Maummy

The mummy can cause a single unit (of
your choice) to suffer a —3 penalty (—1 per
wither icon} until the start of the your next
turn. If the unit rolls an adjusted result of O
or less, it dies, Target an opponent’s favorite
unit with wither, and you may sabotage his
entire game.

Death Knight

The death knight has an interesting SAIL Its
scare icon can send units back to their
reserve or kill them ourright. While it’s not
as powerful as some SAls, it does have its
uses. Orher than that, the death knight is a
tough fighrer with lots of melee and saves.

Ghost

This rare unit has good maneuver potential
(for an undead, that is), lots of melee, and
even more saves. It also has the SAI vanish,
which counts as saves and lets the ghost
move to any other rerrain or its reserve.

Vampinre

The vampire offers a little magical power,
some saves, and lots of melee. It also has an
SAL called convert. During melee, convert
leis you kill rhe rarger of vour choice (it may
save); if it dies, you can bring back to life an
undead unit of equal or lesser health.

Lich

While this rare magician has only 10 points
of magic (counting its cantrips), it is decent
in melee combat and can save, too. The
lich’s best power is its cantrips. They allow it
to instantly cast 4 points of black magic
when rolling for anything except maneuvers.
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Cannrion Crawler

Like all undead, the crawler is best in melee
combat. It has numerous melee icons,
including 1 smite and 2 stuns (which let the
monster be rerolled if the stun is not avoid-
ed). It has some movement for ourflanking
opponents, but not enough to count on.

Dracolich

The dracolich has many good SATs, includ-
ing fly, rend, smite, and cantrip. The
remaining faces are 2 magic icons, 1 melee
icon, and 1 save icon (all each worth 4
points). This is the best of all undead magi-
cians, generating magic 40% of the time
and saves four times in ten.

Fenhoun®

The fenhound is best included when you're
fighting a powerful magic army, since it has
several dispel SATs. These allow it to neutral-
ize incoming magic while your undead magi-
cians make things unpleasant for your enemy.

Minor Dea€th

This is a monster killer! Its slay SAI allows it
to kill the unit of its choice, unless the target
can roll its 1D face. This is fine against units,
but deadly against monsters, which only have
a 10% chance to save. It also has the plague
SAIL which can kill an entire army.

Skele€tal Steed

If you want a fast undead army, put two or
three of these movement specialists into your
mix. The steed generates 4 points of maneu-
ver 60% of the time (counting its ID face). Its
weaknesses are saving and dealing melee
damage, both of which it does only fairly.
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The Feral

Blessed® Anre the
Beasts

In the aftermarth of Death’s awak-
enitg of the dead, all scemed
doomed for the fair races of Esfah,
for Nature and her children had
abandoned their creations—or so
the world thought. Nature
recurned alone, without Eldurim,
Firiel, Ailurehl, or Aguarehl, and
she surveyed the burning lands
with tears in her eyes.

Nature's sorrow grew, but it was
soon replaced by a rage that grew
until she trembled with its might.
Nature roared, a ringing blast of
anger and anguish, and from the
forests, the mountains, the valleys
and the plains, they came: the
beasts of the wildeiness,

Nature turned to these mute
creatures, and she gave them
bones of Earth and hearts of Air.
She imbued them with her own
desperate ferocity and her own
great courage, and the beasts
became intelligent.

In respect for the other chil-
dren who walked the land, the
beast-folk took the shape of man,
though their skins remained true
to their origins. Some say the
beast-folk toak the man-shape ro
allay the other races® fears, for
who would not be frightened of a
talking hear?

The children of Nature sought
out the Dead Ones. Though the
race was young and untested,
their hearts were true, and their
lovalty to Nature absolute.

—Excerpted from
The Book of the Land

102 @ THE DICE: FERAL

The feral are Nature's children, composed of
Earth and Air. She has imbued this race with
some remarkable powers—making them one of
the most unique and formidable races in the
DRAGON DICE game. This tace of beast-folk are
so strongly tied to the forces of Life that new feral
are constantly being created. Since feral young
marure faster than the young of orher races, new
members of the race are also produced faster.

In game terms, this fecundity is pur into play as
follows: At the start of a player’s turn, every terrain
occupied by an army that contains at least one feral
unit attracts a 1-health feral unit from the dead unit
area. If no 1-health units are available, no genera-
tion occurs.

This ability works extremely well in either all
1-health feral armies or armies with a large per-
centage of l-health units. Whenever an army
containing feral suffers casualties, be sure to
remove common feral unirs first.

Feral units are extremely flexible. Unlike some
races where you either have feast or famine when
rolling (for example, the lava elves), feral have
their icons spread evenly across the dice faces.
What this means is that, when you roll a handful
of feral melee troops, you can ecount on getting
about the same number of melee hirs, saves, or
maoves each time. For players who prefer to run on
statistical averages, this is a big advantage.

The feral are a well-rounded race. They have
units that are good at melee, missile, maneuver, and
saves. This makes them an excellent race to play
against almost any opponent.

Not only are the feral good at missile and
melee attacks, they're powerful spellcasters as
well. Their mix of blue (Air) and gold (Earth)
magic gives them a great selection of basic spells.
A feral magician with enough points of magic
can virtually guarantee an army a successful
maneuver by using either Transmute Rock to Mud
or Windwalk. The feral also have access to a
strong defensive spell (Stoneskin) and deadly
offensive spells (Hailstorm and Lighting Serike).



Their magical repertoire is reason enough to want to play the feral, but wait, there's
more! The feral have several new spells that only they can use. The Hide spell allows
the owner to hide 1 health of the target army until the end of his next turn. Hidden
units cannot be affected by spells and cannot make any rolls until the spell ends. Even
betrer is the Savage spell, which causes 1 health of the target army (your choice) to
make a melee attack on its own forces. It’s just the thing ro throw at those annoying
goblin leopard riders or undead that have been plaguing you.

But wait, it gets even better! Cast enough Wilding spells to affecr all the units in a
single army, and you can effectively take a second attack that turn! (Your units’ melee
and save results are doubled until the beginning of your next turn.) So cast Wilding
and charge into battle!

So, how do you turn the feral loose on a hapless army? Here are a few strategies to
get you started:

@ Spread out and conquer. Large armies composed of 1-health feral units are best
when you have an army at every terrain in the game. It will take several turns
of jumping in and out of reserves to achieve this, but when you're done you'll be
able to recruit a new feral at every terrain. In a four-player game, this is 5 health
of feral each turn for free.

@ Go to the enemy. Your special ability isn’t tied to a terrain, and you're good at
just about everything. The feral are one of the few races that can take the fight
to any terrain and thrive. They can even match magic with the coral elves since
they too use blue magic.

@ Manecuver early and often. The feral are a quick race, good ar maneuvering.
You can’t keep up with the dwarves or goblins in their home terrains, but you
can outpace anyone else. You should be able to own the terrain dice, wherever
you are. Up against archers? Move the terrain quickly up to melee and crush
them, or down to into magic and Lightming Strike them back into the stone age.
Melee problems? Jump the die up to the eighth face and start charging them, or
drop it into missile range and fearher them with arrows.

€ When all else fails, charge! Use your magicians to cast Stoneskin spells on one
of your armies. Once they’re pumped up enough, have them charge an opposing
army. The resulting damage should mash them into the ground while your forces
will escape relatively unharmed.

# Fear black magic. Do not stand by while the death magicians bury your dead!
Being able to bring new feral into the game each turn is the race’s main strength.
Protect thase 1-pointers! Go afrer the black magic users whenever possible. And
after they're dead, cast Dust to Dust on them to ensure they don’t come back.
Anything that buries dice is a threat to you. Take that threat seriously.
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Feral Uni€ts

ID Icons
Troor TYPE

Heavy (Huntexrs)

Light (Stalkers)

Missile (Fliers)

Cavalry (Racers)

Magic (Shamans)

COMMON

2y

Lynx-folk

> +

Hound-folk

7
Falcon-folk

e

b

Antelope-folk

2>

a -

Weasel-folk

Normal Action Icons

g

Melee

b

Missile

Special Action Icons

D)

Bullseye

Monster Special Action Icons

&

Dispel Magic

£9

I{C)ﬂl’

2

Cantrip

e

Daouble Strike

=

Screech
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UNCOMMON

o+

Leopard-folk
Py i
58
Fox-folk
e O

Haw k folk

Bra 5

Horse-folk

A

Badger-folk

)

Magic

’u

Counter

: s

e
.-l‘I:.

Swoop

RARE

O

Tiger-folk

Waolf-folk

[P~

T
Vulture-folk

L) :
. & B

%

Buffalo-folk
O
e ]

L] S

W(‘)i'\d'f‘l'il']t“' |“l"”\’

i 0

Ma neuver

b

Double Strike

Gore
' \""
Trample

*4-- —

MONSTER

A

o
Bear-folk

FY

&

Elephane-folk

A

‘;.‘\ Ers
Owl-fallk

A

'ﬁ "

Lion-foll

éb,__

Rhino-folk

@

Save

Hug

d‘-

Tl‘ umpet
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Lynx-rolk

The lynx has melee punch, a save, and a
maneuver. Of all the common feral units,
this one can deliver the most melee damage.
[t generates melee points two-thirds of the
time (counting its ID icon), and it gers
maneuvers and saves one-third of the time
(counting the 1D).

Houno-frolk

This unit is virtually idenrical to the lynx-
folk—with one small exception. The
hound-folk replaces one of its melee hirts
with a maneuver, giving the unit a 50%
chance of generating a maneuver result
(counting its 1D icon), which can help win
maneuver contests.

Falcon-folk

The falcon-folk is the common missile unit
of the feral. It has good missiles, plenty of
maneuverability, and even a bit of melee.
However, the feral missile units have no
saves. If you're going to build a missile army,
be sure to include cavalry or magicians to
generate saves.

Antelope-folk

The antelope-folk doesn’t generate too
much damage, but it does save and move
very well. If you count its 1D icon, the unir
generares maneuvers and saves 50% of the
time and melee 33% of the time. This mix
makes it great for charges, since it has saves.

Weasel-folk

The common feral magician has only 3
points of magic over two of its sides, but it
also has 2 saves and 1 melee, making it hard
to kill. This is one of the few magicians that
can actually protect itself from all the things
that tend to target magicians in the DRAGON
DICE game.
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Leopard-folk

The leopard-folk has lots of saves (a total of mj
6 if you count its ID icon), and it has maneu- ¥
ver icons and many melee icons for a unit of &
its size. The leopard-folk unit isn't very flex-
ible, but that isn’t necessarily a weakness—
plus, it’s great for charge arracks.

Fox-folk

This uncommon light infantry is another |
good, all-around unit. It dishes out lots of &
melee damage and has a fine number of § | £
manecuvers and saves. The fox-folk works % fiori

4
best in a charge, where it can generate 2-3 | ‘
points of damage five times in six (counting * |
its ID icon). o' :

: Metan  Missile  Magle Wnnuvnu&ov&s linatlu\

Hawk -folk

This uncommon missile unit delivers what
it’s supposed to. It has several missile icons 8
(though missiles aren't the feral’s strong 6
suit). It also has 2 melee icons and 5 maneu- |
ver icons, making it one of the quickest and
IMost L113]1QL[\7(1173|:\|U ITl‘th'il(_' units out tl'lf_‘l'(_‘.,

Horse-folk

To win a game of DRAGON DICE, you have to
be able to move the terrain to your best
advantage, and you need maneuvers to do
this. The horse-follk has those maneuvers—
and more. The unit has a whopping 7
maneuvers, giving you speed when you need
it most.

Badger-folk
This magician has an attitude! It dishes out | ! e
more melee damage than some race’s B = '
infantry units, has better saves rhan most s!
rare units, and can still generate 2 or 3 points
of magic. The feral may not be the best magi-
cians in the game, but their mages can han-
dle punishment!

i | < i
Melsr  Missile  Nopic MonauversSoves  Spetial
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Tiger-folk

This is one of the few DRAGON DICE units
that has an error. The way the tiger-folk is
designed, it appears that its double strike 9

SAI causes only 1 point of damage. Thisis [l |
an error: The icon inflicts 4 points of dam- ‘
age and is then rerolled.

Malae  Missila Mogic Manouyvais Saves S-Mclail

Wolg-folk

The wolf-folk also has a tiny error. It’s miss-
ing a point on one of its sides. Rare dice
should have total of 16 points (excluding ID 9
icons). The wolf-folk only adds up to 15

: iy
points. This doesn’t really weaken the unit

much because it has so many good icons,

including rend. o .

o lldl.ﬂ&__, ke ].'ld Malae Missile Magic Moneuvars Saves  Spacal

Vul€ture-frolk

It you want to build a feral missile army, you
need to have vulture-folk. This unit carries
the most punch of any feral archer. It has 10 o
points of missile icons (including 4
bullseyes) spread over three of its sides, and |
3 points each of maneuver and melee. . .

Meloe  Missila Mungmlwm:sium Special

Buf ralo-folk

This rare cavalry unit is almost as good on
charge attacks as the dwarf mammoth rider.
The buffalo-folk causes damage five out of six 9 bt
times when charging and has several saves. g '
Two or three buffalo-folk in an army can I I

E.l.lT].DSt guarantee success WhEI"l Lnaneuvering.

0
Malen  Missile  MoglcMonouvers Soves  Spexinl

Wolverine-folk

While this rare magician has only 11 points
of magic (counting its cantrips), it's good in
IT]CIC{: E()!T]hﬁr an] Can save, tooO. Tht 9
wolverine-folk's best power is its cantrip
icons, though. With that SAI, it can instant-
ly cast 4 points of blue or gold magic when
rolling for anything except mancuvers.

Mabsa  Missile  Mogic Manauvers Soves  Spadinl
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Bear-folk

The bear-folk has a bit of everything, mak-
ing it a well-rounded clan elder. Its magic
and missile abilities ler it funcrion in either
type of army, and it has good melee and
saves. Most impressive, though, is the bear-
folk’s several double strike attacks and its
powerful hug.

Elephan€-folk

This elder, like most feral, is best during a
chatge. lts tough hide lets it save well, and it
has plenty of melee (including trample,
which counts as both melee and maneuver).
Best of all is its trumpet SAl, which doubles
the melee or save results of all feral units at
the terrain.

Liorn-folk

The lion-folk is a fairly standard feral unir.
[t has several very good melee icons, includ-
ing double strike and roar. It also has good
movement and saves, making it best for a
cavalry-heavy army that likes to charge art
its opponents. Its abilities are wasted in
other armies.

Rhino-folk

The rhino-folk is a good choice for a feral
army that likes to charge. This elder has sev-
eral movement icons, tramples, and normal
melee icons, giving it plenty to do during a
charge. This unit also has a few saves—and
thus a decent chance against most SAls and
spells that may rarget it.

Owol-folk

This is one of the most powerful magicians
in the feral clans. The owl-folk has both
magic icons and dispel icons, making it a
mage that’s difficult to kill with magic. Plus,
its fly icons count as both manecuvers and
saves, letting it wing away if need be.
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The Swoamp S€alkers

Black Hearts

Theough Narure had returned o
Esfah, and she had created the
beast-folk ro help defend the
land, Death’s minions still held
the upper hand. Esfah lay torn
and scarred from warfarce, and rthe
Selumari and Vagha had dwin-
dled in numbers and hope. The
HIMAZONS WEere murmuring seces-
sion, wanting only to be left
alone. Only the war-happy fire-
walkers and the savage feral felt
any desire for war.

The horrors of war ate at the
hearts of the soldiers, and many
abandoned the cause. They fled,
seeking cover in dense, impene-
trable swamps, hoping that none
would find them and punish
them for their cowardice.

But someone did find them,
someone who saw what an oppor-
tunity these soldiers presented. It
was Death, and he unleashed his
powerful sorcery at the refugees,
secking to enslave them.

MNow Aguarehl, the youngest
child of Nature, had rerurned to
Esfah from wherever Nature had
hidden her children. He was not
yet strong enough ro counteract
his half-sibling’s deadly magie,
but  Aguarehl’s ferid swamp
waters caught and held the mag-
icks of Deach, weakening them.

And so, whar arose from the
swamps were not the slaves
Death had expected, bur a vile,
independent race of snakemen.

—Excerpted from
The Baok of the Land
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The swamp stalkers have a special ability that
makes them one of the most powerful races on
Esfah. This race of serpent-men can mutate the
units of other races into more swamp stalkers. In
game rerms, at the beginning of the game, if you
are playing with swamp stalkers, you can set
aside half as many health-worth of swamp stalk-
er units as you have in your army. (For example,
if you bring 18 points of swamp stalkers in a 24-
point game, you can set aside 9 health-worth of
additional swamp stalkers.) These units can be
any size up to 3 health and bhecome a “promo-
tional pool.” They are not included in the point
cost of the army and are not “in the game"; thus,
they can’t be targeted by attacks, spells, or
effects of any kind.

At the start of each of your turns, for each
army that contains at least one swamp stalker
unit, up to 3 health-worth of unirts in an oppos-
ing player’s reserve can be targeted for mutation.
(You ecannot target your own reserve.) Those
units roll for a save; any that don’t save are killed
and buried. Units from the promotional pool
equal to the health of the mutated units may be
brought in. If no units remain in the promorion-
al pool, the armies may not mutate (and thus
cannot kill units in reserve). Likewise, if all the
targeted units saved, your armies cannot mutate
(and no new swamp stalkers are added). Each
player’s reserve may only be targeted once during
a player’s turn.

In addition to this powerful ability—which
not only kills and buries opponent’s unirs, bur
also allows you to bring new units into play from
outside the game—rthe swamp stalleers have a ter-
rain advantage in the swamp. They can count
their maneuvers as saves when rolling for saves in
swampland. This increases their already impres-
sive 38 saves (from a full set excluding monsters)
to a whopping 61 in their native swamps.

As if all of this weren’t enough, the swamp
stalkers also have several spells which only they
can use. These green and black spells are
extremely powerful, making the swamp stalkers




one of the most feared races of magicians on Esfah. (See the comprehensive spell list
on pages 3443 for details.)

There are a number of strategies to use when playing an army composed primarily
of swamp stalkers. Several are outlined below.

# Spread out and conquer. The more armies you have in play, the more chances
you have to mutate. When you tnmutate, you not Dnly but‘y arn opponcnt's dice,
but you also bring new ones of your own into the game. This can give you a
huge advantage quickly. If your opponents refuse to put anything into reserve
for you to mutate (the easiest countermeasure to take), that'’s fine, too. You've
prevented them from moving their troops around easily, which should also give
you an advantage.

# Stick to the swamps. One of your special abilities is tied to the swamp.
Whenever possible, use it. Swamp stalkers save well no matter where they are,
but put them in the swamp and they're almost impossible to damage. (Must be
those tough, scaly hides.) The swamps have the added advantage of letting you
double your green magic, giving you magic points to cast powerful Water spells
(Wall of Fog, for example, or the swamp stalkers’ Black Rain, which halves all
saves at a watery terrain—including those granted by racial abilities).

# Mix your troops. The only disadvantage to swamp stalkers is one shared by gob-
lins: They can't bring back dead of more than 1 health. You have several ways
of overcoming this problem. You can play only 1-health common units, but they
really aren’t as much fun as rare and monster units, and there are several spells
that can destroy common armies. You can mix your swamp stalkers with anoth-
er race, one that can cast Breath of Life or Spark of Life. Or you can mix several
trolls into your army and hope for the best. This last option has the advantage
of the troll gaining double maneuvers in the swampland, your home terrain.
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Swamp Stalker Units

ID Icons
TroOOP TYPE COMMON UNCOMMON RARE MONSTER
i
8 A B &
Heavy Ravager Annihilator Destroyer Crocosaur
i
—— e p——
@ : ns’ ‘ f;; &
Light Arracker Raider Invader Mudman
an e 2 }
-
(N 2 1o
Missile Sprayer Stormer Deluger Swamp Beast
i
63 i u..gz {a &
Cavalry Bog Runner Muarsh Swimmer Wave Rider Ormyrr
= :' =% l‘ A
") — g —— prra—
& & £
Magic Bog Adept Marsh Mage Swamp Wizard Swamp Giant

Normal Action Icons

! f D } 7

Melee Missile Magic Maneuver Save

Special Action ILcons

A -4 & B

Bullseye Cantrip Coil Paison Smite

4

Monster Special Action Icons

= @ R P L2

Coil Poison Rend Smite Smother
A ok
20F I ﬁ}

Surprise Tail Trample Wave

Swampland Icons
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Ravagenr

This is an average common heavy infantry
unit. [t has plenty of melee hits and saves
and nothing else. The ravager is best for skir-
mishes, since it has no maneuver icons for 2
charge. This is a good unit to put with other
troops to help generate saves for an army.

Actacker

The attacker has a little bit of everything.
This gives it a chance to be useful in any sit-
uation, but also means that it won’t he
exceptionally useful in any one instance. It’s
best ar mcluu, and can be guud for saves in
the swampland since it has a maneuver,

Sprayenr

This common missile unit has 4 points of
missile icons spread over three of its sides.
The other sides are taken up by a single
melee icon and a save. This unit doesn’t save
as well as most orther swamp stalkers, but
since it can attack from long range, it may
not have to.

Bog Runner

In swampland, you can’t ger a much hetter
unit for generating saves. The bog runner
saves five times in six in the swamp. Add
one or two to an army and you wan't have
Lo worry about taking damage. An army of
nothing but bog runners might make an
interesting force.

Bog Adept

The bng E'lc']s.‘.pt is a standard common magi-
cian. It has 4 points of magic (spread over
three sides), a save, and a melee icon. Unlike
other common magic troops, adepts both
save and melee well. A I.L'\l'.L;l-_’ number of these
units might make a good army.
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Annihilator

Tt e orieiof i Bk sudlee st S bie ] Tab | Y e g
DRAGON DICE game. The annihilaror wastes ° gar— Sha e *‘ \
no space, as it is composed of only melee and 6| N
save icons. The annihilator should be used in /i | |
armies that skirmish rather than charge since 2% i

it has no maneuver icons for a charge attack. © ‘

L I | .....i
walee  Missile  Mogic Moneavers Saves Spedal

Raioer
The raider is a good all-around unit. It gen- 1 | | | |
erates great melee damage, has many YT
maneuver icons, a fine number of saves, and 4
even missile icons. This unit would work
best in a charge, where it would generate
2-3 points of damage four times in six
(counting its 1D icon).

Sftormenr
The stormer delivers what it's supposed to. | . |
It has several missile icons (causing 2-4 E s
points of damage four times in six). It also sl | ‘
has 2 melee icons and 2 saves, making it ,
among the most versatile units in the game. | o | | !
If possible, keep the stormer with units that Il‘ r i | i E':
(. | ([

save well. ‘
kit Moloe  Missils  MogicMonsicari Savei  Spedial

Marsh Swoimmenr

This quick uncommon unit is great in the | |
swamps. When its there, it generates saves &
five times in six. Other than saves, it has 4 }
plenty of maneuver icons and a couple
melee icons. A force of marsh swimmers
won't deal much damage, bur they won't
take much either.

| ]
|
1

I | : i f} i
Meler Missile  Mogic Monedivers Saves  Spaciol

Marsh Mage

This is a good uncommon wizard. [t's ablets. § 1 TR

generate between 2 and 4 points of black or Hl ¥

green magic two-thirds of the time. Apart & | ‘f —

from its magical powers, the marsh mage can 4 - ]

save well (2 points of saves) and has decent | | || | -4

melee skill (another 2 points). 2;. 1 |- ’ =3
J (S

Malen Mislle  MogicMoneuvors Saves  Specinl
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Destroyer

This melee machine just chops through
opposing units, and damage rolls off it like
water. It has a whopping 5 saves, 7 points of
normal melee damage, and 4 smite SAls.
Combine a destroyer or two with a few
waveriders and you'll easily cut a path
through your enemies.

Invadenr

This jack-of-all-trades has one of the best
SAls in the game: the poison icon. [t caus-
es 4 health of units (your choice) to save or
die. Any that are killed must again imme-
diately roll a save or be buried, too. Talk
about adding insult ro injury!

Deluger

If you want to build a swamp stalker mis-
sile army, you need this unit. The deluger
has the most missile icons of any swamp
stalker. It has 13 points of missiles (includ-
ing 4 bullseyes) on four of its sides, and 3
points of saves. Put the deluger with units
that maneuver.

Wavenidvenr

The waverider should be required in any
army operating in the swamps. It generares
2-5 saves five times in six, and its coil SAI
inflicts 4 points of damage to one unit of its
choice. This can be dangerous, since any
damage rolled during rhe target’s arrempr to
save actually hits the waverider.

Swamp Wizard

This rare magician has 12 magic icons
(counting its cantrips), more than almost
any other magician. It also carries 2 saves
and 2 points of melee damage, making it
useful even when out of magic range. The
swamp wizard should be paired with units
that have maneuver icons.

SWAMP STALKERS
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Crocosaur

The crocosaur can be a melee nighrmare. It
has several SAls which let it reroll and add
the damage (both tail and rend), as well as the 15
surprise SAIL Surprise allows the crocosaur

and its army to make a skirmish attack. The o ' pu g
opposing army gets no counter-attaclk. 5; e II
0 | | i ! i

Meles Mi;slln. Maglc Manouvers Saves Spulml

Muaudman

The mudman has many save, maneuver, and |
melee icons, making it good in most circum- %
stances. Its smother SAl targets slow-moving 15
troops, since the rarget has to roll a maneu-
ver or die. It also has a surprise SAIL allowing |
it to attack without reprisal. i . :

Malos  Missile MaogicManeuvers Saves  Spachl

Ormynnr

The ormyrr has a bit of everything. It has 2
magic icons, 2 saves, 2 melee, 1 missile, and, ‘

1 maneuver. The only SAI it has is coil, 15 W -
which is dangerous since it can backfire and ‘
cause damage to the ormyrr. There are prob-
ably better monsters to include in your army.

25,

10}

Moloe  Missils  Magic Mansuvars Saves  Special

Swamp Beast

This monster has the poison and surprise | | |
SAls, plus the wave. This SAI allows it to " S e
roll whenever an opposing army rolls for 1sgm
saves or maneuvers. If the wave comes up, it ‘
subtracts 4 from the appropriate rotal.

| | ol
| (R

Melee  Missile  Mapie Mensuvars Saves  Spaciol

Swamp Giant

2

opposing troops in melee combat. The
swamp giant is good in charge attacks,

.2 5
The swamp giant is a killer. Fully 50% of its [l
icons are special action icons, and almost
100% of its icons are geared roward killing 15

10

since it has normal movement, melee, and *
L Malee ; Missiba  Magic Manpuvers Saves bpannl‘

trample icons.
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Dragons & Dragonkin

Nature’s Tears

We call the Selumari the First
Race, first of the children of
Esfali. But there are crearures
older than the Coral Elves, and
t}'\lﬂy are t}'lE' E!Tag(lﬂs,

Nature had borne her four
children, the elementals, when
the Void—thar mysterious dark
entity created by Tarvanehl,
the Father of All—defiled her.
Angered by the actions of
Nature and her children, the
Void sought its revenge. A
child was conceived, and so
Nature bore Death.

Narure rried to embrace this
child coneceived in violence, but
he spurnied her with all the evil-
ness in his hearr. He rose up and
tried ro smite his mother, but two
of Narure’s children—Eldurim
and Firiel—defended her

Narure wept bitrerly, her sor-
tow raw and torturous. Her chil-
dren brushed aside the tears, not
seeing where they fell. Nature's
tears formed into the dragons,
some drakes and some wyrms,
and they winged or crawled
away unseen.

The dragons are the first rrue
children of Esfah, it is rrue, but
they are single-minded and limir-
ed in heart. Their only desire,
their only purpose, is to wreak
mayhem everywhere and to bring
about the destruction of all the
other creatures of Esfah,

Th{:y arc owr ]')i-'"')l.’.'.

—Excerpted from

The Baok of the Land

Choosing the best dragon ro bring to a game is
easy. You want one that has a powerful breath
weapon, that you can summon with the magic
your army generates-—preferably one other players
can't summon. The least-summoned dragons are
green and blue, since there are few races that can
generate large quantities of magic in rhose colors.

When playing a missile or melee army, ask

5
yourself, “Do I really need to bring a dragon?” If

it’s unlikely that you'll muster enough magic to
summon your own dragon and your opponent
will, then all you're doing is helping him by
bringing the dragon to the game. Often, if you
can’t summon your own dragon and you can’t
bring one which your opponent will be unable to
summon, you're better off not bringing a dragon
at all and losing 3 health of starting units. After
all, one dragon arrack will likely cause at leasr
that many points of damage.

If you do choose to bring a dragon, carefully
consider the type. If you have a magician army
and plan to summon dragons, bring wyrms. They
are slightly better than their drake counterparts,
since they won't fly away in a batrle and have an
extra tail icon, which allows the dragon to roll
again (and hopefully generate a hite or breath).
Bring drakes if you won’t be using dragons against
opponents. This makes an attack by vour own
dragon more survivable by giving a one in six
chance of ir flying away on every roll. The drake
also has fewer tail icons, so it generates fewer
rerolls than the wyrm. Fewer rerolls means fewer
bites and breaths.

If you're going to summon your own dragon,
you want a breath attack that destroys your oppo-
nents. If you're not summoning dragons, you
want one whose breath doesn'’t do damage. The
two best breaths for inflicting damage are flame
and disease, and the rwo that cause the least are
paralysis and frost.
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Dragonkin

There are three rarities of dragonkin, just like members of any other normal race.
Unlike other races, however, dragonkin only have three types of troops in each rari-
ty: heavy, light, and cavalry. Unlike other races, too, they are made up of only one
color, or element. This is because the dragonkin aren’t a truc race. They are magical
constructs of elemental forces.

Dragonkin are not brought into the game the same way as are normal races; they
are summoned into the game through magic. Each color of magic has a two-point spell
called Summon Dragonkin, which is used to bring them into play. For every three full
points of other units a player brings to a game, he is allowed to bring one point of drag-
onkin. They are not put into an army before the game begins, though. Like dragons,
they must first be summoned. Once they are summoned, they act as a normal part of
the army.

Another unusual quality about dragonkin is that they cannot be involved in cer-
tain types of combat. These constructs don’t know how to use missiles or magic, so
they aren’t rolled when an army is attempting to generate either of those results. They
are also tied ro rhe rerrain that they've been summoned ro, and they cannot leave that
terrain for any reason.

Dragonkin also cannot exist without the presence of true races in their army. In
other words, there must always be at least one nondragonkin with an army contain-
ing dragonkin. If for some reason a group of dragonkin are abandoned, they are
removed from play until summoned again. Another restriction is that dragonkin can-
not battle against dragons of their own color. During a dragon attack of this type, the
dragonkin aren’t rolled, and their saves don’t apply. They can be chosen as casualties
of the attack, however.

Dragonkin are particularly hardy and difficulr ro injure. They have armored skin,
giving them automatic saves equal to their health. These saves apply to the whole
army’s and the dragonkin’s individual save rolls. The only times a dragonkin doesn’t
get its automatic saves are when its army is fighring against a dragon of its color or
when its belly icon comes up.

A complete set of one color of dragonkin has 39 melee icons (not counting breath
SAls) and 24 maneuver icons. You can see that dragonkin are a fairly straightforward
race. They have melee and maneuver and nothing else. If you need added melee
power or extra maneuvers, add a few to your army when you have magic power to
spare. Any army can benefit from their automatic saves, so be sure to bring as many
dragonkin as allowed. Summon them whenever possible because they're much better
than Stoneskin or Watery Double. Their “autosaves” can conceivably last the entire
game—plus they generate melee damage and maneuvers.

If you like to play magicians, you know how rough the game can be. Someone is
always targeting your army with missiles or mass damage spells. Fight back with drag-
onkin. They're cheap to summon and last until killed, gencrating saves for your whole
army. Moreover, if you bring in a bunch of dragonsteeds you don’t have to worry about
being maneuvered out of magic. And if you bring in several dragonchamps, your magi-
cians can go toe-to-toe with most melee armies and come out on top.
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Dragons

Drake Action Icons
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Wyrm Action Icons
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Dragonkin

1D Icons

TROOP TYPE

Heauvy

Light

Cavalry

CoMMON UNCOMMON RARE
2 & 1
Dragontroop Dragonhero Dragonchamp

3

B

Dragonscour Dragonsentry

> S

Dragonfoal Dragonmount Dragonsreed

Dragonspy

Normal Action Icons
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Melee
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*
Maneuver

Special Action Icons

&

Belly
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Dragonkin S€atis€tical
Overview
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Dragontroop

This common heavy infantry troop is built to
inflict damage. It has 3 points of melee split
across three sides and a single mancuver icon
and a single belly icon on its other two sides.
The belly negates its automatic 1 point of
save. Dragontroops are best with armies that
already maneuver well.

Dragonscoat

The dragonscout is a nice mixture of melee
ability and speed, having 2 points of melee
and 2 points of maneuver split across four 3
sides. The dragonscout, like all dragonkin,
has a belly icon, which negares its automatic ,
saves. It's a good unit to summon into an [ I:I
army of magicians that might have to melee. -

i Melee Maneuver Belly  Sreafh mtmgmiminl.

Dragonfoal

T}.-'I.E COIInoOn Ll]‘:-ig( 711{"(7;_-1' iS bl_li.].t tO rui. 1[ I.'ll;]h
3 poinrs of movement on three of its sides, 4
and it has a single point of melee, so its not 3
helpless in that capacity. The dragonfoal
works well in armies that like to charge, pro- ’
viding not only lors of movement, but also
auromaric saves for the charging army. 0

Ml hmwn—r Bally ‘il’wlh/\uluiuwﬂslﬁ;ﬁl-l
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Dragonhero

The dragenhero can tear most other units T B
apart without batting an eye. It has 7 points ? R
of melee split across three sides and | point ¢ :
of maneuver. Like all uncommeon dragonkin, |
it has 2 automaric saves, which add to the
army ir’s wirh (except when its belly icon
comes up).

Dragonsentry 5t PO
The dragonsentry has excellent melee | | i
potential, generating 2 points of melee dam-  # 4 Sl
age two-thirds of the time (counting its 1D |t R e
icon). It also moves well, having 2 points of

maneuver. Lastly, like other dragonkin, it

generates saves for the entire army it’s with

five-sixths of the time.

Dragonmount

This speedy mount packs a wallop as well as ¢ | ,

being quick. It has 4 points of melee damage 31' T ' i

on two of its sides and 4 points of maneuvers, s - L | |
mas

also on two sides. This unirt is best in an army
thar charges or in one thar is composed pri-
marily of slow-moving units, such as heavy

A . i lead. 0 i il } i P
ll‘lfr‘ll\l.ly L Ll["l.LlCEl.d Males Moneuver Belly  Breoth Autcsoves Spedel
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Dragonchamp

No matter which color of dragonchamp you
use, this is a wonderful unic. It packs 7 points
of melee damage, 2 maneuvers, and a mas-
sive breath attack. This is a great unit for
melee armies, or as guards for nonwarrior
units. Most important, each dragonchamp
gives its army 3 automatic saves.

Dragonspy
This rare dragonkin has 6 points of melee IR & 2
icons, 3 maneuver icons, and nasty breath A i
weapon. Like all rare dragonkin, it has 3 ¢ ;

automatic saves, except when it rolls its , | 1 RS
belly icon. |

Dragonsteed

The dragonsteed is loaded with maneuver
icons, making it a useful unit against fleet-
foored races. The L]l‘ﬂj_.:un:-.ir(,:(,!d has © maneu- 9|
ver icons, making it great during charge

i
|
t
i
breath, which make it good in a fight. SI-T

attacks. It also has 3 melee icons and
ot

Meles Moneuver Belly  Breoth Autosaves Speciol

Rare Dragonkin Breath Weapons

Gold

Blue

Red

Green

Black

Turn to Stone: One unit in the target army is killed unless it can roll
a save individually. The army’s owner chooses which die is targeted.
Paralysis: One unit in the target army can roll only for saves until the
end of its next turn. The army’s owner chooses which die is targeted.

Flame: One unit in the target army is killed and buried. The army’s
owner chooses which unit dies.

Frost: One unit in the target army halves its roll results (rounded
down) until the end of its next rurn. The army’s owner chooses
which die is targeted.

Disease: One nonmonster unit in the target army must roll its ID
icon to avoid being killed and buried. The army’s owner chooses
which die is rargered.
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Drake

The drake is the type of dragon best brought to the
table by you if you fear you'll be weaker in magic
than your opponenr—and thus subject to having
your own dragons being summoned by other players
to attack you. Statistically, the drake should average
fewer brearh and bite results, since it has fewer tails
(rerolls) than the wyrm. The drake also hasa 1 in 6
chance each time it’s rolled of flying off to the dead
unit area, removing itself from the bacle.

Tail /Q \@=“1

Breath ™

Bt.lly = %.\
Wmﬁ\ w7\\ Claw
Wyrm

The wyrm is the better choice of dragon if you
plan on using rhese great beasts to attack your
opponents. The wyrm has an extra tail icon,
which means it rerolls more often. These rerolls
are the key to the wyrm's ability to generare large
amounts of damage, since the rerolls give the
chance of generating breath and bite icons. The
wyrmm has no wing icons to remaove it from play,
but it does have the treasure icon, which allows for
one unir in the army to be plc)mc)ted (after the
attack is resolved).
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One of the most important decisions you can make when building a DRAGON Dice
army is which terrains you'll use. After all, the game is won by gaining control of twao
terrains, and capturing one terrain that provides you with a distinct advantage fur-
thers your ultimare goal.

Consider how the terrains will affect your armies and their special racial abilities.
Then question how the rerrains might affect your opponent’s armies. Lastly, do some
thinking on how the terrains’ eighth faces will affect the game. Each of these items
should be addressed before you make a decision.

Always wait until your army is assembled before choosing your rerrains. That way
you can take into account all the special racial abilities in your army. Some people
prefer to play a multiracial army, reckoning that, regardless of which terrains are ulti-
marely on the table, their armies have to have an advantage somewhere. If you prefer
a one- or two-race army, however, the choice ought to be easy . . . or is it? Theres
always the possibility that your opponent will bring a similar mix of races to the game.

When you select your terrains, remember that you may be [‘u‘uviding your opponent
with another place where his racial abilities function just as well as yours. You can find
yourself competing with an opponent over a terrain that you assumed you’d have with-
out trouble. Always play to your strengths, but try to play toward your apponent’s weak-
nesses as well, If you know that your opponent usually plays a mixture of lava elves and
dwarves, it’s a good bet that your coastland terrain will be useless to him. On the other
hand, if he plays all coral elves, you may want to substitute a flatland terrain. Your own
coral elves won't get their special power—burt neither will your opponent.

Check the terrain’s eighth face and choose the one that'll help you the most. If
you're playing a missile army, choose the rower face as your home. Flaying goblins or
swamp stalkers and need to restore dead unirts? Pur out a coastland, flatland, or high-
land with standing stones and use them to cast other colors of magic. Afraid of being
the target of black magic? Put out a temple. (Caution: Don’t use the temple if you
yourself use black magic. There’s always rthe danger of it falling into the wrong hands.)
Finally, if you can’t restore dead units or if you play with lots of commons, use the city
to recruit new warriors EVery turn.

Introduced in the Magestorm! Expansion Set, minor terrains throw a whole new
level of strategy into the DRAGON DICE game. Each of these tiny terrains represent a
lesser objective thar an army can capture while trying to secure the standard or major
terrain itself. Minor terrains generally help an army crush its opposition by presenting
extra battle options, but sometimes these 18mm dice can work against their owner,
thus helping the enemy.

Minor terrains are kept off to the side until an acting army successfully maneuvers.
The army’s owner may then introduce a minor terrain instead of rurning the major
terrain a step. The minor terrain must match the major terrain it’s being introduced
to, After all, a swampland village has no place in the highland. Note that the minor
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terrain only affects the army to which it was added; it doesn’t affect any other armies
at that major terrain.

Once the minor rerrain has been added to the army, it is immediately rolled and can
now modify or even change the army's actions, based on the different types of icons
each minor terrain has. A minor rerrain can allow the acting army to use magic, melee,
or missile rather than what the major terrain dictares (the choice only affects the
owner of the minor terrain, and it remains in effect for that player until he makes
another march with that army).

Each of the minor terrains has an advantage and disadvantage associated with ir,
regardless of to which type of terrain it belongs. That is, all knolls are the same whether
they are swampland knolls or highland knolls. The advantages are the normal action
icans, of course. (Note: Maneuvers and saves are a little different than magic, melee, or
missile. These two icons have a “x2” notation. This means that the army can double its
maneuvers or saves for as long as that particular face remains up.) Something this good
needs a disadvantage, however, and all minor terrains have them in the form of cata-
strophes. If these come up, they can seriously weaken or even destroy the army in pos-
session of the minor terrain. Advantages and disadvantages are discussed below.

When you're deciding which minor terrains to include in an army, pay close atren-
tion to the special effect icons on each. An army made up primarily of one-health
units shouldn’t use bridge minor terrains, since they contain the flood icon, which
destroys all 1-health units in the owning army. Armies without maneuvers shouldn't
hl’." Aat lh(.‘ lCr"l(']” IT]in(_')]’ t(.".'l"l,':-lirl l"l(.‘.f_f'.r]llsi_‘. L)Filh I:-l[\(.]f‘;liLli;‘ ‘lL'(]l'l, (=3 e ol

Some things to remember when using minor terrains are as follows:

# Bring minor terrains, whether you use them or not. Minor terrains should
c)nly be used when you're 11Hving_-_3 trouble controlling the major terrain die. If you
and your opponent are closely matched and you can't get into the type of com-
bat your army is built for, add a minor terrain. It will give you a five in eight
chance to add another kind of effect to the barrle. Even if it doesn't, it may dou-
ble your maneuvers or saves for the turn. Of course, it"s not without its draw-
backs. There is a one in eight chance every time you roll the minor rerrain that
a bad effect will happen—just make sure it’s one you can live with.

# Bring a mix of minor terrains. No martter what your army’s race, bring a mix of
minor terrains. Why? The simple truth is that you shouldn’t need them in your
home terrain. If you have a racial ability based on terrain (like most races do),
you can rule rhar rerrain. You need help in foreign territory. Minor terrains even
the playing field when vou're in someone else’s baclkyard.

@ It’s no fun being lost, but it’s better than the rest. Of all the minor terrains, the
woaods are the best. Find them and use them. The woods double saves on two faces,
double maneuvers on one, and give you melee, missile, and magic on another
r‘l"]'l'ef.‘.. T}'I(:: WOorst t‘]‘llng t‘]‘l‘.—ll’ cAan h:—l[]pen o Y(".l n] l‘l"l(.-: WC](T(]E i.‘ﬁ tl]:-“" y(. il j:_l;(:’.l' 1(').‘“' ‘:[ ar
a tum and can’t act. That's much betrer than the flood, landslide, or revolt faces
on the other minor rerrains
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Coastland

Coastland is the home terrain of the coral elves
and they, as well as firewalkers, get their special
racial ability here. This terrain is best suited to
missiles, since they occur on faces 2—5 on the
dice. It's difficult to start with magic in the
coastland, since it only comes up 1 in 8 times.

Flatland

The flatland is also a fine terrain for missile
attacks, which is good since it’s the home terrain
of the fearsome amazons. Its very good for
melee, putting armies into that sort of combat on
5-7. Like the coastland, it's hard to keep the flat-
land in magic, since it only appears on a 1.

Highlano

This terrain is home to the dwarves and lava
elves, two of the most powerful races on Esfah.
It's also the easiest to ger and keep in magic. If
you want to cast spells with your army, rake the
highlands. Missile and melee actions occur
only 1 in 4 times each, while magic occurs 3
times in 8,

Swamplano

IHome to both the goblins and the swamp stalk-
ers, the swampland is a melee rerrain. Magic and
missiles both cccur 1 in 4 times, but melee is
king in the swamps, appearing on 5=7. If you
have an army that is best at melee combat, you
may want to use the swampland terrain.
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Bridge

This minor terrain will most likely double
your maneuver rolls, so it’s a good one to use
when you have an army that likes ra charge.
The flood face on the bridge removes the die
from play, as well as killing all 1-health units
in the army. Don't use a bridge with an all-
common army!

Knoll

The knoll is a good place from which to
launch missile artacks. When you're using this
minor terrain, you're most likely to get a mis-
sile result. The landslide face causes damage
equal to the number of units (not health) in
the army; each maneuver roll negates 1 point.
This terrain is great for amazons.

Village

In the village, you can count on melee coming
up more than any other icon. This makes it a
great minor terrain for undead or other big
melee armies. The revolt icon causes all unirs
that roll a maneuver or ID icon to go to the
reserves. Not too bad compared to some of the
other terrains.

Woods

In the woods an army is more likely to gener-
ate double saves than any other icon. The
woods also provide doubled mancuvers and a
chance at every other kind of action. The lost
icon causes the owning army to lose the rest of
its acrion. The woods is the best of all the
minor terrain dice.
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Magical l€tems &
Art€iracts

Introduced in the Magestorm! Expansion Set, magical items and artifacts add an
entirely new dimension to the DRAGON DICE game. These four- and ren-sided dice
represent powerful magical weapons, armor, and other talismans that your army uses
in the battle for domination of Esfah.

Like dragonkin, magical items and artifacts are represented in single colors—one
for each of the five elements in the game. A race must share a common color (or ele-
ment) with an item or artifact in order to carry and use it. For example, a red flicker
foil can be carried by dwarves (red and gold), lava elves (red and black), and fire-
walkers (red and blue). Amazons have the advantage thar they can use any color item,
since they have no elemental color of their own. Undead, however, can only use black
magical items or artifacts.

Magical items are unlike any other dice in the game in that they ensure a particu-
lar kind of result on every roll. A magical shield generates saves on every roll. A mag-
ical arrow ensures that you’ll always have missile results. The only variability factor
for magical items is the number of results the items will generate on a given roll.
Hence, magical items do not have statistical bar graphs.

Common magical items provide 1 or 2 points of effect on each roll (50% chance
of each). Uncommon items provide anywhere from -3 points of effect with an aver-
age of 2 points (1, 25%; 2, 50%; and 3, 25%). Rare items also average 2 points of nor-
mal effect, but they have a special acrion face that gives the item an additional mag-
ical effect. These range from attune (which can change one unit’s magic roll to any
color) to decapitate (which causes any opposing unir that rolled an 1D icon o save or
be killed).

Specialize or diversify? Thar is the question. How can you best use your magical item?
There are two schools of thought. You can assign your melee weapons to infanrry: your
missile weapons to archers; magic generarors to magicians; movement items to cavalry;
and magical shields to any who can carry them. This isn’t a bad idea, since it will allow
you to get the most bang for your buck. Imagine the horror on your opponent’s face
when a horde of your heavy infantry undead march on him with vorpal swords and gilt
shields, or amazons with seven-league boots and heartseckers. When you specialize,
you're trying to bring so much of one kind of attack or icon against a foe thar it won't
matter what he rolls, because you'll deal a blow so damaging he'll never recover.

The other school of thought is diversification. That allows you to make armies that
can do a bit of everything. An example of this would be giving a group of rare dwarf
magicians magical swords, bows, and shields. Suddenly, they go from being “only”
magicians to a force to be reckoned with, no matter what the acrion or terrain.

Which of these options is right far your army? Only you can answer that.
Specialization is powerful in the correct terrain and right action icon. But what does
your melee army do when it’s mired on a magic face! A diversified army doesn’t have
that problem—it can funcrion anywhere. But will the points generated by the magi-
cal items be enough to overcome the specialized army on its home ground? There real-
ly are no right or wrong answers.
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Below are some tips for choosing and using magical items and artifacts with your
DrAGON DICE armies.

#® Check the SAIs of rare items and artifacts. Don’t assume that a rare magical
item is better than an uncommon one. Uncommon items have a 75% chance of
generating 2 or 3 points of an effect, rare only have a 50% chance of generating
those same 2 or 3 points. To make up for that, though, rare magical items have
a special action icon on one of their sides. Study these carefully. Make sure that
you think the SAI is worth sacrificing the extra points of effect you'd get with
an uncommaon item.

@ Magical items and artifacts don’t work by themselves. Be sure you have
enough units that can carry the item in an army. There are too many effects thar
can target a specific unir ro trust a magical item to only one or two units in an
army. IUs always better to have at least four or five units that can carry the item.
Remember, magical items and arrifacts that cannot be carried by an army are
taken out of play and buried. Prevent that at all costs.

® Keep your items on the battlefield. Magical items don’t work in reserve. When
you’re p[anning on moving an army to the reserve area for an exrended rime, ry
to shuffle any magical items off to other terrains. Keep them in play, where they
are able to be rolled. A magical item in reserve is nothing more than an oddly
shaped piece of plastic.
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Magical I€éem Icons

MNormal Action Icons
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Flicker Foil

The most common of all the magical swords,
the flicker foil generates 1 or 2 points of
melee damage (50/50 chance) each time an
army rolls. This is a good bargain at a cost of
only 1 health. The flicker foil works well
with magicians, giving them some melee
muscle.

True Flyer

More than any other type of magical item,
the magical missile weapons may be the
safest for an army to use. Since the target of
a missile attack gets no counterstrike, this
item can be used frequently to strike your
opponents, without fear of retaliation.

Sightstone

This item gives anyone the power of a com-
mon mage—only better. It guarantees 1 or 2
points of magic every turn. Include at least
two sightstones with an army, since a single
point of magic is useless. With several sight-
stones, you can quickly overwhelm others
magically.

Speeod Slippenrs

The speed-enhancing items are excellent
with armies of heavy infantry or cavalry that
like to charge. Load up your charging army
with Stoneskin or Watery Double spells and let
your opponent have it. A few of these with
your horde can ensure that you choose the
frontier.

Bronze Targe

Saves may be the most important icon in the
game. So a magical item that gives you one
or two saves each and every roll is pretty
impressive. The bronze targe only costs 1
health to include in your army, and repays
that the first time it's rolled ro generate
saves. How can you go wrong?
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Dawor: Blade

The da wn }‘\lzuie, like other uncommon magr-
ical items, generates between 1 and 3 points
of effect each time it’s rolled. The average for
all uncominon magical items is 2 points
(which comes up 50% of the time).

Eyebiter

The eyebiter causes 2 points of missile dam-
age on average. The magical missile weapons
are among the best items, since you don't
have to be at the same terrain as your target
to use it. These items work especially well
with undead, giving them needed missile
power.

Ring of S€ars

The ring of stars generates more magic on
average than the more expensive (to include
in an army, that is) magi’s crown. If you're
not interested in the attune SAL then this is
the item for you.

Winged Sandals

This uncommon magical item gives you
maneuvers each time it’s rolled. The sandals
are a great item since they're usable up to
twice during a march: They count once
when you're attempting o outmaneuver an
opponent, and a second time during a charge
melee action.

Silver Bucklen

For 2 health of space when you're creating
your army, you can include a silver buckler.
This wonderful item generates between |
and 3 saves anytime it’s rolled. Saves are
among the most important icons in the
vame, so be sure your army has enough.
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Vorpal Swooro

This rare magical irem has the decapitate
SAI which, when rolled during a skirmish or
counterattack, allows the owner to choose
one defending unit that rolled its ID face to
save or be killed. There is no limit to rhe
health size of the target, so even monsters
can be killed.

Heanrntseekern

The heartseeker has a power that is virtually
identical to the decapitate SAIl explained
above. The only difference is that the impale
SAI only activates during a missile arrack.
The heartsecker is very useful in large missile
armies, like amazons or coral elves.

Magi’'s Crown

This rare item has the attune SAI, which is
unlike any other power in the game: It
counts as 1 point of any color magic, plus
allows the magic result of any one unit in the
same army to change its color. With enough
attune results, a goblin army could cast

Breath of Life.

Seven-League Boots

This set of magical boots grants the wearer
the power to move to any other terrain or to
reserves.» The wayfare power is somewhat
like the ferry SAL It can allow an important
unit to escape impending doom, along with
this 3-point magical item.

Gil€ Shielo

The gilt shield’s bash SAI is just the thing to
have come up against renders and tramplers.
It turns all damage done by a single unit back
against itself. The unit can roll for saves, but
odds are good that one of these big melee
monsters can't take the kind of damage it
can dish out.
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Blade Golem

This artifact is primarily useful in melee
combat. It has several normal melee icons, as
well as a new SAT called flurry. Flurry counts
as 4 hits during a skirmish or counterattack
and the unit is rerolled. If rolled during a
save against melee damage, it counts as 4
saves.

Trebuchet

The trebuchet is best for serious missile
armies, as it gives missile results (counring
the crush SAI and 1D icon) 70% of the time.
This artifact also has a few save icons and a
single melee, which always come in handy.
The crush SAI is especially useful against
slow-moving magicians.

Dragon S€arfp

The dragon staft is kind of a double-edged
sword. On the one hand, it generates scads of
magic and saves. However, it also has a 20%
chance nfsunnnnning a dl_‘;-lgon to the rerrain
it's at. This isn't bad if vou ean control or
destroy a dragon, but if nor... .

Flying Carpet

The flying carpet gives you lots of move-
ment, several saves, and even a chance at
magic. Its SAl of elevare allows you tor use a
unit’s missile results in melee combar—
which is great if your missile army has been
caught off guard and forced into hand-to-
hand combat.

Mantle€

The mantlet gives an army 4 normal saves
50% of the time. It also adds maneuvers and
even a melee icon. What it’s best for is it’s
sortie SAI, which gives it 4 saves or melee
results as needed. When rolled against a
charge arrack, it counts as both.
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Promotional Dice

Promotional dice have been a staple of the DRAGON DICE game since it began. These
special dice have been used to cross-promote other DRAGON DicE products and con-
ventions. While not everyone can ger every promotional die, owning them all is every
player’s dream.

The value of promaotional dice varies wildly, depending on the section of the coun-
try you're in and who you ralk to. While there is no one definitive source for the value
of collecrible dice, several collectible card magazines list the prices of DRAGON DICE.
You may be able to find promotional dice in your local hobby store as part of a TSR
special promotion, or on the internet.

The first promo die was the Dragonlord, which was made available before the actu-
al game was, back in July of 1995. The Dragonlord was given out at various conven-
tions throughout the summer.

For the release of the game at 1995 GEN Con® Game Fair, the King’s Die was
given to everyone who came to the convention. The King's Die continues to be one
of the hardest of all promotional dice to collect.

Interplay produced thousands of each color of their Dragonlord dice to celebrate
the upcoming computer game release of DRAGON DICE. These dice were given away
at GEN CON, and will be included in upcoming Interplay computer game releases. As
of this writing, the Dragonlord dice are the hardest of all promotional dice to collect.
This should change when they begin to be packaged with computer games.

The Red Dragon Champion was released at the 1996 Gen CoN Game Fair.
Packaged in a giant gumball machine, eager DRAGON DICE fans lined up for hours to
get one of these unique new dice. Also included in the gumball machine were a few
Blue Dragon Champion.

TSR first DrRAGON DICE novel, Cast of Fate, came packaged with a powerful new
promotional die, and was also released at GEN CON in 1996. The Dragon Slayer die is
nn]y available with the n(wvg‘_], which sold out CL‘H‘HI‘\]G[‘CIY at the Game Fair,

The Blue Dragon Champion is the first die TSR has offered through a mail-in rebate
offer. Players and collectors had to purchase DRAGON DICE material to get this rare die.
Of the many manufactured, nearly all have been sent to fans.
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King’s Die

This special die allows the owner to constantly
promote units of the race rolled on the die.
This gives any of the first five races (dwarves,
gablins, amazons, coral elves and lava elves) a
one in three chance of being promoted each
turn (counting the TSR logo). Other races are
promoted only when the TSR logo is rolled.

Dragonlord

The Dragonlord is an immensely powerful 4-health unit, 1

which can cast any calor of magic. It only has one (ace of 1 !

normal icons on it (4 melee icons). The ]_',):‘ngunlurd has 4 !

cantrips, 4 smites, 4 fly icons, and a TSR logo. The TSR g0

logo is only useful when ar a terrain wich a dragon. If that i

logo or the [ icon come up, the dmgon becomes tame 6 H t

and will not atcack the Dragonlord’s army. The TSR logo 3: i 1
has no other effect and counts as nothing if rolled any | u l

other rime.

0l Lk
Melsw il MogicManauvars Savis Speciul

Dragonmaster

The Dragonmasters come in five colors, but are l\,J|r|"||:|]'|-y | i
idenrical to the Dragonlord. They have several advantages 12
and disadvantages when compared 1o the Dragonlord. |
First the Dragonmaster can only use magic of the same g
color as imself. Second, it can only control dragons of the .

same color as itself. lts true advantage over a Dragonlord 6/l — =]
is that its TSR logo counts as a 2 poine 1D icon when its | [

rolled. This means that a Dragonmaster will generate 3 i D
magic fully 509% of the time, and melee on 67% of rolls. | .
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Dragonchampion

The Dragonchampion comes in red and blue vari- ; !
eties and is summoned into play like normal drag- 12 | i
onkin. [t has a whopping 4 automaric suves, tharie || | '
shares with any army it's in, as well as 4 fly icons, ‘
4 smites and a brearth. The Dragonchampion can
also summon dragons of its color when the TSR
logo rolls up, causing any in play to move to
another terrain on the board.

Dragon Slayer

This powerful warrior is a melee machine. It and irs army
are immune to the special breath weapons of dragons and
ir can slay a dragon with a single blow (if the TSR logo rolls
LIL_':), The Dragon 9]:|yc~r has 4 saves, 4 counters, 4 smites
and 4 melee icons. The melee icons (if rolled dun'ng an
action other thar a skirmish or a charge) allow the Dragon
Slayer to sneak behind enemy lines and kill up to 4-health
of opposing units (opponent’s choice). Only [ Dragon
Slayer can he used for every 24 points of health in an army.
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Bronze Medallion

This 4 point magical item, has a flurry, a sor-
rie, and a wayfare SAIL The last icon is a
TSR logo. The bronze medallion’s logo acrs
as 4 points of any color magic (as a cantrip).
These points can be spent on any magic,
even special racial magic not normally available
to the item's user.

Silver Medallion

This 4 point item, has a flurry, a sortie, and a
wayfare SAIL. The last icon is a TSR logo
that can be used the same as the bronze, or
the medallion can be buried to return all
previously buried magical items and artifacts.
These items go into play immediately, and
any that cannot be carried are buried again.

Gold Medallion

This 4 point magical item, has a flurry, a sor-
rie, and a wayfare SAl The last icon is a
TSR logo that acts as the bronze or silver plus
it can be buried to return any and all buried
units (six-siders and monsters) to the dead
unit area. This allows you another opportuni-
ty to restore your dead to life.
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Concept€s of S€trategy

Strateeegy (strats-j&) n., pl. -gies. 1. The science or art of military
command as applied to the overall planning and conduct of large-scale
combat operations. 2. A plan of action resulting from the practice of
strategy. 3. The art or skill of using stratagems in endeavors, such as
politics and business.

That is how the American Heritage Dictionary defines the word strategy. When you
saw this chapter in the Table of Contents, did you know that we’d be discussing a sci-
ence (or is it an art?) like it says in definition #1? Does definition #2 clear things up?
Strategy is a plan resulting from the practice of straregy. Ouch! Clear as mud. Does
any of that tell you what strategy really is? Probably not. When we talk about teach-
ing you strategy, what we mean is that we want to show you how to win. That’s right,
we're going to try to teach you how to win more often than you lose. We're going to
explain rthe different choices that you must make when creating a DRAGON DICE army,
and what those choices will mean when you're playing that army. We're going to talk
about different styles of play, and how to identify different types of players. Before you
know it, you'll be crushing vour opposition. You'll be developing and using different
strategies, whether you understand the dictionary’s definition or not.

The first step to winning at DRAGON DICE is Army Construction. If you want to
destroy your opponents, you need the proper rools. That’s what your units are, your
instruments of destruction, the agents of your will. As a Dice Commander, you'll be
directing their movements from the safety of your gaming table. Choose your soldiers
wisely and they’ll bring your victory and glory. A foolish choice can snatch defeat
from the jaws of victory.

Constructing an Army

To begin constructing an army, you have to make several choices. Do you want to con-
struct a specialized force or a balanced force? Do you want to use one, two, or more
aces in your army! Will you rely heavily on common rabble (one-health common
units) or heroic warriors (three-health rare dice)? Will you field monsrers, use magi-
cal items and artifacrs? As you can see, there are several choices that have to be made
during the construction phase of the game. We'll take these one at a time.

Specialized vs. Balanced: Which has the Advantage?
An army that is composed of nothing but heavy infantry is unsurpassed in hand-to-
hand combat, but how good is it in missile range? On the other hand, if your army is
composed of a bunch of jacks-of-all-trades, how well will it weather the attacks of a
specialized force? These are questions that you have to answer for yourself.
Specialized forces are the one-trick-ponies of DRAGON DICE. If you can get into
your element, you can destroy your opponent(s) without a second thought—if. That'’s
a big “if” standing there all on its own. What happens to your all-magician army if the
terrains you start at are all in missile or melee? The answer is you either get slaugh-
tered quickly or are forced to flee to your reserves and watch everyone else play until
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a terrain is moved to a setting more to your liking. If you happen to be the other play
er in a two-player game, you might as well concede, the game was over from the
moment you chose your dice.

Balanced armies can have the opposite problem. You can do a bit of everything,
but you're not good enough at any one thing to actually make a difference. Most ter-
rain dice in a game do not move into all three of their action faces (magic, missile,
and melee). If this is the case, why bother supporting all three kinds of actions.

The true answer is to do two or three things well. Don’t specialize to the point
where your troops are so well trained atr missile combar that they can’t clean their
swords without losing half their men. Also, don’t try to be good at everything. You'll
end up being useless instead. You should strive to be good at one of the atrack forms
(melee, missile, or magic) and at cither maneuvering or saving.

Maneuvering is a key part of the game. You may have the best missile troops on the
board, but if your opponent never lets you get into missile range, your troops are use-
less. If you can’t maneuver well, be prepared to pull your armies into reserves and con-
sider new terrains where you can act effectively. On the other hand, if you can maneu-
ver well, you can control the direction of the terrain dice and the overall direcrion of
the game. All successful DRAGON DICE players know the value of maneuvering.

Saving against damage is vital to a winning army. The old saying tells us that “a
strong offense is a good defense,” but thar theory fails ro work when you're outnum-
bered and out gunned. For those situations, you'll want your army and your individ-
ual unirs to be able to save and save well. If your army averages more saves per roll
than your opponent averages damage, it's a good bet thar you'll win the game, given
enough rime.

Multiracial Armies or Single Races: Power in Diversity.

It may sound trite, but there is strength and power in racial diversity. Several races
have powers which rie them closely with specific terrains. By sticking to those ter-
rains, single race armies reap huge benefits. But what ate the odds thar they’ll be able
to stay at those specific terrains for the entire game? By building an army with two or
three races, you hedge your bers. This allows you to command a force which can func-
tion well at several terrains in the game. You can also help to overcome a racial weak-
ness by teaming units from two races whose special abilities and strengths bolster each
other’s weaknesses. For example: dwarves and undead are good at melee and save well.
Lava elves and coral elves save poorly, but are good at maneuvering and missile
weapons. A combination of dwarves and lava elves is a natural, since their special
powers activate in the same terrain, but no matter what the terrain, they complement
cach other nicely. Undead likewise work well with coral elves. The undead have more
saves and melee icons than any other race in the game. However, this comes at the
expense of manecuvers and missile icons, two things which the coral elves have in
abundance. See the Chapter Two for more ideas on what each race is best at.
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Choosing Units: Quality or Quantity?

If you’ve decided on what things you want your army to do well, and you've chosen
two ar more races that seem to provide those things, it's rime to decide on actual unics.
There are several choices to make when picking your unirs. Do you want common,
uncommon, rare, monster, or a mix of all four types of units? Do you want many dice
(mostly common) so that spells and special action icons will have less effect against
you! Do you want to rely on luck and lots of special action icons to win the day (rare
and monster dice)? All the variations of unit size and strength are viable. Let’s go over
the basics of the different dice to help you decide.

Common Units

While the small common unit may seem to have no advantages, in play it has devel-
oped many. Using all common units minimizes the whims of luck and forrune. Since
you can have many more one-healrh units in an army than two-, three-, or four-health
ones, common units tend to give you average, predictable results. This allows the Dice
Commander ta more accurarely predict what his armies can and cannot do. In addi-
tion, opponents’ spells and special action icons which targer single dice will usually
not be wasted on one-health common units if there are fatrer rargets on the board.
This makes your units relatively safe against dangerous magical effecrs like Lightming
Strike, and even if they are rargeted, dead common units are easily and cheaply
restored to life with black, red and blue spells, much to the consternation of your foes.
One of the few disadvantages an army of all common units has is the inability to pro-
mote units. Also, things on Esfuh have gotten more hostile to common units recent-
ly, as minor terrains and new spells deal harshly with them.

Uncommon Units

The uncommon unit is the median point among your choices. You can trust it to be
fairly consistent in producing results. The two-health unit has more icons per health
than rhe three-health unit (uncommon units have 12 points worth of icons, while the
rare have only 16). Also, by having only uncommon units, any odd points of damage
will slip by, doing nothing. Uncommeon units don't stand out as particularly good tar-
gets for spells or special action icons thar target single units, at least not while there
arc monsters and rares in play. The two-health unit isn’t vulnerable ta many of the
newer effects and spells which target common units for destruction.

Rare Units

Rare units have special action icons, giving them powers that no other dice in the
game have. Special action icons range from the simple smite, which inflicts damage
without allowing saves, to the powerful cantrip, which generates magic during missile
or melee combar. Some of the best special action icons provide mulriple forms of
rQSLlltS, such as maneuvers and hits. In this Imannert, the rare unit tends to roll what
rare dice, you'd take a casualty for only every three full points of damage that were
done to your army. In essence, you'd be able to ignore up to two points of damage per
attack. The rare unit’s main disadvanrage is that it costs many points of magic to
restore to life, so it becomes the target of choice for enemy spells and special effects.
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Monster Units

Like dragons, monsters are inherently chaotic and unpredictable. Players who enjoy
the randomness of a dice game (or the thrill of Las Vegas) will want to use monsters
in their armies (or even an all-monster force.) Monsters cannot be relied upon to pro-
duce consistant results. This is because unlike the standard DrRAGON DICE units, the
monster has ten sides. This means that instead of a 1/6 chance of a particular side
coming up, you've only got a 1/10 chance. Monsters’ main advantage is that they're
covered with special action icons, several of them more powerful than anything on
the rare dice. A single regenerate or dispel magic icon can change the direction of the
enrire game. Since monster units have four health points, they can soak up a great
deal of damage without being harmed. Their main disadvantage is that they are tar-
gets for every damage spell and special effect in the game. Each monsrer that you lose
is a significant loss, one which isn't easily recovered from.

Now that your know a little about each type of unit, there are several strategies to
choose from. You can construct an army of all one size of unit. This tends to have one
of four effects. Using all common units gives you the maximum number of dice possi-
ble, helping to average out all you results and giving you a predictable army; building
an all uncommon unit army increases the army's predictability (as compared to armies
of rare and monster units) and maxamizes the number of icon points your dice gener-
ate; crearing an all rare unit army forces you to rely on special action icons to win the
day; finally, you can rely an sheer strength and luck with an army of all manster unirts,

On the other hand, you can build an army with all or some of each size unit includ-
ed. An army built of common, uncommon, rare, and monster dice has the advantage
of being able to use the promotion rules. It also has the unfortunate disadvantage of
being able to (and having to) rake all the damage done to ir.

Choosing Your Actions

Before yvou can choose your units and build your army, you have one last thing to
think ahour. Whart acrions do vou want ro be good ar? Each one can be virally impor-
tant, but two stand out above the rest. Maneuvers and Saves are key to the success of
any DRAGON DICE army. To have any chance of winning games with regularity, you
must be proficient at either maneuvering or saving. We'll deal with normal actions in
a moment; bur first we'll deal with Maneuvers and Saves.

Maneuwvers: Control the Terrain and Control the Game

Tl'.') 1|T\(_]Urﬁt 'r'l'[ld }ll)w Virl-ll IMANCUVErs are to T]'\(‘.! g::“'l_-_l(_’.] Y(JU F]'l'f:\t l‘)'.dv(_‘ to L]l']_(_l(_‘l'&ytarl_d Wl‘lat
maneuvers do in a game. First, a horde army thar is strong in maneuvers allows you
not only to go first, but also to select the frontier die. Either is an advantage, both give
you a very serious lead in any game. Winning maneuver rolls gives you another pow-
erful advantage, it gives you the ability to control the terrain dice, allowing you to
play to your strengths while exploiting your enemies’ weaknesses. The ability to move
the terrain to a face which benefits you and keep it there often decides who will win
the game.

Once you have an army thar is successful at maneuvering, the question next
becomes when to maneuver. Choosing when to maneuver can be as important as the
ability itself. Are you sure that you wanrt to maneuver that terrain to “7” when your
opponent can move it to its eighth face next turn? For that matter, should you both-
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er to counter-mancuver when your opponent is maneuvering the terrain? It can be a
simple trick to get your opponent to reveal the direction he intends to move the ter-
rain, but even if such subrerfuge fails, consider how your opponent’s maneuvering can
be used to your advantage.

Saves: A Strong Defense Creates an Overpowering Offense.

The only thing more important than a potent offense is a consitently strong defense.
Think about ir, melee, missile, and magic can each only be used under specific con-
ditions. Saves work all the time, no matter what the action icon is on the terrain die.
If you have a significant number of saves, you don’t need to be parricularly good ar any
one type of attack. You can win over the long haul by nickel-and-diming your oppo-
nents to death.

Melee Combat

Trial by arms is the mast obvious and direct path to success in the game. After all, the
g(m] uf the game 15 to Mmaneuver two terrains to t]'\un L‘lghth ﬂu £ ._u'n] to L']n t‘l'mt yc_u_l re
going to have to go through the sixth and seventh face, which always use melee com-
bat. Moreover, your opponent has to do the same thing, and if he fears to maneuver a
terrain to a face where your army can use melee attacks against his, you can prevent
him from gaining critical eighth face advantages.

Skirmish
The skirmish is your most likely choice in melee combat. During a skirmish atrack
your army gets to do damage to your opponent’s army before it can counter-artack.
This gives you a significant advantage since, with a good roll, you can greatly cut
down the number of units that will attack back. Even so, there are times when a skir-
mish attack may not serve to your advantage. If you find that your army is significantly
outnumbered, put off the melee attack for another time. Move to reserves and regain
your strength somewhere else. On the other hand, if the troops your army is facing are
primarily non-melee unirts, the logic of pressing the attack cannot be denied. Punish
exposed missile or magic units with melee attacks before they can maneuver away and
launch atracks against your flanks.

Heavy troops—including dragonkin—rtend to make the best melee forces. They
roll large amounts of damage when attacking, and have the saves to perform well dur-
ing the enemy’s counter-attack.

Charge
Think carefully before exercising your option to charge. The Dice Commander has an
obligation to destroy the enemy, and charges average the highest damage of any action
in the game. However, large amounts of damage come with a price. Often, you will
emerge from a c_'}‘mrgc-_' with c)hly a few of YOur units left alive. The most common result of
a charge berween two armies of similar size is the wholesale annihilation of both groups.
In order to mount a charge of any value, the situation should meet several condi-
tions. First, you should outnumber the enemy by a significant margin, preferably two-
to-one. Second, under most conditions you don’t want to charge an army that spe-
cializes in melee, since they tend to save well and do lots of damage which your charg-
ing army won’t be able to save against. Never charge a melec army unless vicrory
depends on it. Be sure to think about the terrain too. Does your army get to double or
possibly quadruple its maneuvers? If so, then a charge becomes more worthwhile. Does
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the enemy army get to double its saves, or count maneuvers as saves! Think again
before mounting this attack. There will be times when you are willing to sacrifice your
army in order to do in an opponent’s force, but you should never rush into a charge
attack without considering the probable ramifications.

One dirty trick is to bring in some dragonkin, whose automaric saves will count
when vou're charging. Likewise, you can cast a spell to give your army automatic
saves, or even better, cast Open Grave before the army charges.

Cavalry units and Light Infantry are the best ro use when making a charge
atrack. Dwarven mammoth riders are particularly dangerous and fearsome when
charging, especially in highland terrains. Any unit with the trample icon makes a
good charging unit.

Missile Combat

In many ways, missile actions are superior to melee. Missile actions allow your army
to stay safely ar home and strike enemy armies at other terrains. As such, missile
actions provide a much wider range of targets, especially in a multiplayer game.
Moreover, the greatest advantage to missile fire is that it does not invite an automat-
ic counter-artack as melee attacks do. To face an opponent strong in melee units, typ-
ically your own army must possess similar heavy infantry. Using missiles though, the
same heavy infantry enemies can be pincushioned from afar. Their sharp swords may
never be able to touch rhe units who shot them. A final advantage of missiles is clear
from the structure of the terrain dice. Missile actions occur in the middle numbers of
terrain dice while melee and magic actions are only possible at the ends of a die.
Rarely is the ability to take a missile action more than a maneuver or two away.

The advantage of missiles is clear. When the terrain die shows missile actions are
possible, do not hesitate to use them, even if your army is not specialized in archery.
Very few enemy units gain any benefit from being the objecr of missile fire.

The only real choice involved is where to rarget your missiles. To answer this ques-
tion, you have to be aware of your objective for the next three tumns. Are you push-
ing toward victory, or acring to prevent someone else from winning? Don't wait until
the last possible minute try to derail your opponent. Always look ahead, or scon you'll
find your opponent has too much inertia ro be sropped.

Magic Actions

Nothing in the game can compare to magic’s versatility and power. Over the long
haul, magic proves itself superior to all other acrions. Magic can kill. It can strike from
a distance greater than that of missiles, and it invites no automatic counter-attack.
Moreover, magic allows the return of units from rhe dead. Magic creates a diversity of
effects that other actions cannot match In tournament play, most players don’t hesi-
tate to bring exactly one-half of their units in magicians.

Always take a magic action. Even if your army is under the effect of spells such as
Ash Storm or even Backlash, it never hurts to roll. Once you've found how many magic
results your army has generated, then you can decide how best to use those magic
points. Below are some hints on how to use each type of magic to its best effect.

Gold magic is the most utilitarian. Stoneskin is a standard autosave spell for use
when you've summoned all of your dragonkin. Dust to Dust lets you target the dead
you wish to bury, burt is rather expensive. Path, on the other hand, stands out as a game
winner. The ability to surprise opponents by leaping from one terrain to another is
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key. Always keep an eye open for an unclaimed terrain at its seventh face. Combining
Path with a Transmute Rock to Mud spell has become a favorite move of many gener-
als. These generals lie in wait until an opponent has moved a terrain to “7", spend the
first march to Path a unit there while casting Mud on the opposing army. Then the
single unit wins its maneuver, the terrain, and the game. Even alone, Transmute Rock
to Mud stands out as useful. Because modifiers which subtract go first, this spell’s effect
doubly hurts those doubling mancuvers or relying on their maneuvers as saves.

Blue magic’s power stems from its power to do damage directly to an opponent’s
armies. Hailstorm is a simple translation of magic points to damage, and against small-
er armies can be an effective attack. Eventually, the spell’s cost surpasses its ability to
do damage. Larger armies are relatively immune. Despire blue magic’s fame for dam-
age spells, the most impactful use of all magic is the recovery of dead units, and rhe
fact that Breath of Life can accomplish the restoration of multiple health units makes
blue magic even more valuable. In game play, recover your fallen units as fast as you
ate able. They're of much more use in play. Moreover, you may have your dead units
buried if you dawdle, and in the process you'll be adding power to your enemy’s spells.
Wind Walk is an often underrated enchantment. It provides maneuvers cheaply, and
sees most use from cantrips rolled during the first march to help in the second march.
Lightning Strike is a favorite spell of many Dice Commanders. Use it to targer individ-
ual troublesome units—especially rare and valuable units such as monsters or promo-
tional dice. At five points, the cost is fairly high, but each Lightning Strike can remove
four health worth of the enemy. Consider the targer of the spell carefully; some unirs
have few saves, and are easily destroyed. Similarly, never waste a Lighining Strike on a
common unit unless you have no other targets.

If red magic has a theme, it is to weaken the enemy and prepare it for elimination.
Spells such as Ash Storm focus on making the enemy powerless. Never forget, howev-
er, that it can hamper the caster just as much as the opponent. Ash Storm sees good
use in a multiplayer games since it can target a group of enemy armies. In fact, the
spell tends to be overused, if anything. Many players favor combining Ash Storm with
a dragon, bur since the opponent chooses where the penalty applies, this tends not to
be very effective. Spark of Life is the twin of blue magic’s Breath of Life, and every bit
as effective. The same can’t be said for Burning Hands. Generally, the spell is too
expensive to cast on the vague hope that the targer unit will produce melee results.
However, a near trick is to mix in a unit that can cast red magic cantrips with a melee
army. When the unit rolls its cantrip, use it to cast Burning Hands and double a unit
that has rolled four hits, or five! Still, in a game dominated by magic, it is Dancing
Lights that stands out as the gem of red spells. While expensive, the spell halves an
opponent’s ability to cast spells. Combine Dancing Lights with Ash Storm and an army
may find itself powerless to cast any spells ar all!

Green is considered by some to be the weakest type of magic. It is definitely pas-
sive and defensive, with rwo spells that provide saves, and two more that work to
reduce the offensive capacity of others. Green magic reigns supreme at providing
saves. (Remember, the truly best way to get saves is to summon dragonkin.) The virtue
of Wartery Double is that, unlike Stoneskin, it lasts until the end of your next turn. Thus,
it will be around for you to defend against a dragon or withstand counter-attacks dur-
ing your turn. Wall of Ice is unremarkable in all ways save its cheap cost for saves, the
only spell that beats rhe ratio for summoning dragonkin. Wall of Fog often has its best
fearure overlooked. In addition to halving missile results, it also halves maneuvers,
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including the maneuvers which are to be converted into saves. Flash Flood sees most
of its use come in attempts to prevent @ player from winning, and as a delaying ractic,
it performs these goals admirably.

For a reason that has nothing to do wirh its spells, black magic stands as the most
powerful color of magic. The ability to bury units is more than a free assault on your
opponent, it is a source of magic. While most black spells are themselves under-pow-
ered, Reanimate Dead is the cheapest method in the game to return dead units to life,
but the spell is limited to one-health units. Of course, if you're playing all commons,
the limitation is irrelevant. Palsy penalizes a specific army, but its cost—higher than
Ash Storm—makes this spell less attractive than many other options. Finger of Death
is also expensive, but the ability to target specific units, which cannot roll to save,
makes it worth the cost. Finger of Death is onc of few ways to kill dragonkin.
Nevertheless, Open Grave is the crowning achievement of death magic. Better than
any automatic save, cast it whenever you foresee the possibility of heavy losses, and
death will not visir your unirs.

The final enchantment in all schools is the power to summon dragons. For the
cost, dragons have the greatest potential to kill. Unfortunately, the nature of the
twelve-sided dragon die makes it unpredictable. It may attack with its breath, but it
may turn belly up or simply fly away. Since dragons arrack all armies, the common
tactic is to drop a dragon and flee the terrain at best speed.

The Army Buailding Checklist

Step #1: Choose the race or races for your army. The actions in parenthesis are
what the race is best at. Each race’s special abilities are listed in italics.

Amazon (Melee, Missile)

Maneuvers count as missile results in flatland.
Coral EIf  (Missile, Magic, Maneuver)
Maneuvers count as saves in coastland.
Dwarf (Melee, Save)
Maneuvers are doubled in highland.
Feral (Magic, Maneuver, Save)
Each turn feral generate new 1-health units at each terrain they're at.
Firewalker (Missile, Magic, Maneuver, Save)

Fivewalkers may mowe directly from any coastland or flatland to any other
terrain, during the reserve phase

Goblin (Maneuver)
Maneuvers are doubled in swampland.

Lava Elf (Missile, Magic)
Maneuvers count as saves in highland.
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Swamp

Stalker

Undead

Step #2:

Common

Uncommon

Rare

Monsters

A Mixture

Step #3:

(Meclee, Save)
Swamp stalkers may mutate units in other players’ reserve areas and bring
units into play from their special promotional pool.

(Melee, Magic, Save)
Undead have stepped damage. When an undead unit is killed, a unit of one
health less from the dead unit area can immediately be brought into play.

Decide what type of troops you will bring to play.

{one-health)
Results that you can count on. No special action icons. You'll take all dam-
age done to you.

(twao-health)
Fairly reliable results. No special action icons. You'll be able to ignore a
point of damage from any odd damage results,

(three-health)
Unpredictable results. Special action icons. Only take damage in multiples
of three. Big targets.

(four-healch)
Really unpredictable results. Lots of special action icons. Only take dam-
age in muluples of four. Biggest targets in the game.

(A combinarion of any or all of the above)
Enables your army to promote. You'll probably have to take all damage
dealt to YOU.

Decide whether you want to use magical items and artifacts or not.

Magical items can generate points of action icons that you can count
on. They are limited in that they only generate one kind of icon (either
melee, missile, magic, manewver, or saves). Their health costs count
toward the total of your army, and if they are ever taken out of play, they
are buried and cannot be restored. Artifacts generate a large number of
results, and generate more than just one kind of icon, but they too cost
toward your army’s health total and are buried if taken from play.

Magical items and artifacts are important in that they grant a very spe-
cialized army the ability to do another kind of action. For example, giving
magical swords to magicians, making them good at both melee and magic.
Magical items and artifacts cannot be targeted by most spells and are diffi-
cult to remove from play.

Yes, use magical items and artifacts

No, don’t us

Step #4:
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Step #5: Choose terrains.

Choose the terrains that you'll bring to the game with this army. Do you
have races in this army that have a special ability that’s linked to a particu-
lar type of terrain? If so, make sure that you include at least one tervain of
that type. Pay particular attention to each terrain’s eighth face. Choose an
cighth face icon that helps your army, and hopefully not your opponents. If
you use missiles, pick a tower. If you don’t use black magic, you may want
to choose the temple face. The city is great for armies made of one-health
units or a broad mixture. The standing stones are terrific for an army that
can’t cast magic to restore its own dead units.

If your army isn’t attuned to a particular tevrain, try to choose terrains
which won't help your opponent. Flatland is a good choice unless someone
is playing amazon archers.

Coastland (City, Standing Stones, Temple, Tower)
Coastland is best for coral elves, since that is where they get their special
racial ability. Firewalkers also may use their racial power from the coast-
land. Tt’s great for missile armies and poor for magical armies.

Flatland (City, Standing Stones, Temple, Tower)
This is the home terrain of the amazons and the feral. Both may use their
racial abilities here. Firewalkers also mey use their special power in the flat-
lands. This terrain is bad for magic, but good for missile and melee attacks.

Highland (City, Standing Stones, Temple, Tower)
Highland is the home terrain of both lava elves and dwarves. Highland is
good for magic, and bad for missile actions.

Swampland (City, Standing Stones, Temple, Tower)
This is the home of the evil goblins and swamp stalkers. They can each use
their racial abilities here. Swampland is great for melee battles, and fair for
both magic and missile bautles.

Step #6: Choose dragons.

Choosing dragons to go with your army can be as important as any
other choice made during the construction phase of the game. If you are
playing an army that can summon dragons, be sure to bring ones that you
can use (and hopefully no one else can). If you aren’t likely to be able to
summon dragons, bring ones which aren’t used often and that few people
can summon or do non-lethal damage (like Blue and Green dragons). Or,
if you can afford it, don’t bring dragons at all. Losing 3-health worth of
units from your army is cheaper than being attacked by your own dragon.

If you plan to use them, use wyrms. If you think you’ll be attacked by
them, use drakes. Wyrms won’t fly away, they have tw be destroyed or
summoned to another terrain, Drakes have a 1-in-6 chance of flying away,
back to the dead unit area.
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Step #7:

Step #8:

Step #9:

Choose dragonkin.

If you have the option, always bring and use dragonkin. Dragonkin are
autosaves (like Stone Skin or Watery Double) that have no built-in
duration. Plus, they can attack and some even have breath weapons. They
are great to use with magician armies, since they provide saves and melee
strength, and cost next 1o nothing. Be sure to always bring the full number
af dragonkin to the game that you're allowed. One point of dragonkin can
be brought to the game for every three points of normal troops in your way.

Choose Minor Terrains.

You are allowed to bring 4 minor terrains to the game. Take full advan-
tage of this option. Minor terrains can be dangerous to use, but they can
also give you options in terrains that you normally couldn’t function in. If
luck is against you and terrains voll against you at the start of the game,
minor terrams can give you the chance to get back into the game. Have a
melee army stuck in a terrain that's down in magic? Add a minor terrain
to give yourself a chance to wage melee combat there while working to
maneuwver the die into your area of expertise.

Arrange your units into a home, campaign, and horde.

This is your chance to test your army, before you get into real combat.
Arrange your troops and give them some test rolls. Roll your horde. Count
the maneuvers you've generated. For a 24 point pame, if they're in the 10+
range, there’s a good chance that you'll win the roll and be able to go first.
You'll also have the opportunity to choose the frontier.

What was your army supposed to be good ar? Roll each af youwr armies
and count up the results you wanted. Are you happy with the numbers Yyou
got? You may want to move units between armies o get balanced resuls,
or you may wish to unbalance the armies, to create one really strong army.
It doesn’t matter too much, it’s really a matter of personal choice.

Playing €to in

Ying w

You've just finished creating and tuning your army. Half the battle is over. Now you
have to learn how to play the game. Sure, you've read all the rules, know the FAQs
frontwards and backwards, and have even played in tournaments. You know how to
play, but do you know how to win?

The object to the game is to be the first player to capture two terrains by pushing
them to their eighth faces. Nowhere in the object does it say anything about melee, mis-
sile, or magic artacks. Often players in a DRAGON DICE game forget this, getting caught
up in the excitement and glory of battle. It is possible ro win the game without ever
being involved in a battle or casting a spell. Indeed, you should strive o stay out of bat-
tles as much as possible. The best win is an casy win, a bloodless coup. Only fight when
you can win, and only when it helps move you closer to victory.
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Don’t Cluster Your Forces

One of the most important things to remember during the game is to always keep at least
two armies in play. If you cluster your forces into one big army, all you've done is give
your opponent one big target. You've also cut the number of actions you can take per
turn in half. Even if your second army is nothing but a token unit or two in the reserves,
it still has a chance to generare a bit of helpful magic. Units in reserves can also be mar-
shalled quickly, dropping into an abandoned seventh face to give you an easy win.

Cooridinate Your Marches

Use your two marches intelligently. The foolish player splits his attacks and causes lit-
tle or no damage to his adversary. The clever player uses both of his marches against
the same target. This way he can cause severe, crippling damage to an opponent? force.
Also, keep in mind the strategy of using magic with the first march in order to enhance
the second march. Whether you soften up a foe with Lightning Sirike spells or use Rock
to Mud spells to prevent him from maneuvering, the underlying strategy is the same.

Think Ahead

Nothing your opponent does should be a surprise to you—nothing. Study the game
carefully each turn and try to think ahead to future turns, imagining the ramifications
of each of an opponent’s possible moves. This becomes increasingly difficult with
muliple players in a game, so it's best to practice in two- or three-player games. Try to
anticipate what your foes will do by purtting yourself in their places.

Keep Trudging Ahead

Often, it is tempting to sit back and dump powerful spells on your opponents. But this
doesn't lead toward winning the game. Generally, one of two things will happen.
Either your enemies will team together to erradicate your magicians and drive you
from the game, or they will ignore your magical assault and keep pressing on toward
that eighth face. If they survive the magical assault long enough, they’ll capture the

terrain and win. Use magic as a tool to bolster your mancuvers and conventional
attacks, not as an end unto itself.

Never Show Mercy

You should always be trying to move the terrain die up. The exception to this is when
using the optional routing rules. If an opponent routs, always move the terrain down
a step and take another action. The only time you should ignore the rour is when
you're in possession of the eighth face. The free attack that you'll get is worth the time
it will rake ro maneuver the terrain back to the face your army originally occupied.
And remember, you don’t have to target the routing army for your free action.

Old Soldiers Should Never Die ... For Long
Restore units to life whenever possible, whether through recruirment (ar a City or
through the feral’s racial ability) or by magic (Breath of Life, Spark of Life, and Animate

Dead). 1f you continually restore your units while your opponents are losing theirs, you
should be able to win the game through attrition.
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Multiplayer Games

The most important thing to remember in a multiplayer game is ro keep your friends
close and your enemies closer. It is vitally important that you are nor seen as “the big
threat” in a game. Whichever player can rally the others against a common foe ("the
big threat") will usually be able to win. You have to be a charismatic general, convine-
ing enemies that you are a friend and thar following your lead is in their best interest.

The best way to do this is through the use of table talk. Choose a player, whoever
you belicve is the biggest threat to your victory, and work to convince the other play-
ers in the game that he's got the best chance of winning. Every chance you get, com-
ment loudly that this player is doing well, has the best position, looks like he's going
to win, etc. Offer an alliance with the other players to overcome this menace. If you
can convince the other players to go along with you, you have the game half won.

Do small things for your allies, like casting protective or supportive spells on their
armies. ‘Try to delay getting involved in melee combat with “the big threat” as long as
possible. Let your allies fight with him. You know the old saying about killing two
birds with one stone, right? Fach time your foes clash it’s like you are getting a free
attack on them borh.

Be aware of the board. There will come a time when you have to switch “big
threats” and make someone else the communal target. Be wary. The other players may
eventually catch on to whar you're doing and try to pin a target on your hack. One
way to avoid this is to adopt a strategy that keeps your armies at low numbered rer-
rains. Once your foes are sufficiently weakened from battling among themselves, move
in and rake their terrains away from them. Always strive to hide your strengrhs and
exagerate your weaknesses, whether they are real or not.

End Game

A game of DRAGON DICE is seldom won through brute force. The game tends to g0 to
the player with the most guile and finesse. In the end game, spells like Transmute Rock
to Mud, Wind Wallk, Path and Flash Flood become the keys to victory. Clever use of
racial abilities can also give a clever player an easy victory. The firewalker ability of
tlight between terrains comes immediarely to mind as an ahility which can give a care-
ful strategist the win.

Reserve forces become even more critical toward the end of a game. More than
one game has been won when someone has slipped one or two dice from his reserve
into a terrain that earlier had been abandoned to a dragon. Having a unit in reserve
can mean the difference between a glorious victory and a crushing defear.
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Optional Rules

The DrRAGON DICE game is nothing if not flexible. There are several optional rules
that can be used to add a different twist to the game. They can be used or disregard-
ed at the players’ whims, but everyone involved in the game must agree on which
optional rules are used. The decision must come before the players have constructed
their armies. Rules marked with an asterisk (*) are strongly recommended.

Flying Dragons*®

Whenever a drake rolls a wing, instead of being removed from the game, the player who was
heing attacked can move the drake to any other terrain in the game. The drake immediate-
ly attacks the target of that player’s choice at the new terrain.

Dragon’s Treasure

At the start of the game, all players must contribute one magical item or artifact for
each dragon they bring to rhe table. These magical items and artifacts are placed in a
dice bag, which becames the dragons’ treasure. When a dragon is defeated, the winning
player may draw one magical item or artifact at random from the treasure bag. This
item is immediately placed into the triumphant army (ignoring color restricrions).

Assigned Minor Terrains

Each terrain die in the game has a random minor terrain die associared with it. The
minor terrain is rolled during each player’s maneuver phase (wherher he maneuvers or
not). If a disaster occurs, it takes effect, but the minor terrain is not buried. The ter-
rain stays in the game. The minor rerrain even stays in the game when the terrain it's
tied to is moved up to its eighth face.

High Magic
This option hearkens back to the beginning of the DRAGON DICE game. When using
the high magic option, all magic results (not just ID icons) double when in a match-
ing terrain. Add to that the fact that all spell costs are reduced by one, and you have
a real magician’s battle on your hands.

During a high magic game, any spell can be cast from the reserves area, including
offensive spells which target opponents.

Spellbooks

This optional rule requires thar all players have a set of the spellcards which are found
in the back of this book. Each player should write his name on his spells cards. All the
cards are then shuffled together and placed in a pile near the center of the playing area.

Before spellcasters in any army can cast spells, they need to research them. No one
begins play knowing any spells. The only way that spells can be gained is by sacrific-
ing a turn to research spells. This is done as an action. The army is rolled and all magic
results are counted. Nothing is doubled because of terrain. Thar army gers one card
from the draw pile for every two points of magic it generated.
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These spells are kept with the army that learned them and are castable by that
army no matter what color they are. When using this optional rule, all races can cast
all colors of magic and there is no doubling for terrain. Each time a spell is cast, that
card is discarded from the casting army and forms a pile near the draw pile. When the
draw pile runs out, reshuffle the discard pile to form a new one.

Spells belong to a specific army and do not move between terrains with units. If an
army is ever destroyed (or disbanded) all spells known by that army are discarded.

Monstrous Magical Resistance®

Monster units count their special action icons as saves when they are targeted by
spells and SAls that call for them to save or be discarded, or take damage. This will
help monster units against spells like Lightning Strike and SATs such as bullseye.

Dragonkin Dissolution®

When dragonkin are killed, they are immediately buried instead of being placed back
into the dead unit area. When an army containing dragonkin manages to push a terrain
to its eighth face, all dragonkin are immediately removed from that army and buried.
Dragonkin are driven by conflict and cannot survive once their goal has been attained.

Ancient Dragons

When using this optional rule, dragons become far more powerful. At the start of each
dragon attack phase, the player who summoned the dragon rolls it, counting any dam-
age that it would normally generate as points of magic. (A bite result would generate
10 points of magic of the same color as the dragon; a claw generates 5 points of magic;
a tail generates 3 points and is rerolled. No other result counts toward magic points.)

These magic points are immediately spent on spells of the appropriate color.
Dragons cast protective spells only on themselves, and they cast offensive spells only
at the player whose turn it is.

Dragons can spend magic points on the following spells:

Gold: Stoneskin, Dust to Dust, and Transmute Rock to Mud.
Blue: Hailstorm and Lightning Strike.

Red: Ash Storm, Burning Hands, and Dancing Lights.
Green: Watery Double, Wall of Ice, and Wall of Fog.

Black: Palsy and Finger of Death.

Dragons cannot double magic. The spell points are always spent (if possible). If the
dragon’s summoner is the subject of the dragon’s atrack, the spell points are spent by
the opponent to his left.

After the magic results are decided, the dragon attacks normally.

The Grand Campaign Game

In this version of DRAGON DICE, the object of the game is not necessarily to push two
terrains to their eighrh faces. In the Grand Campaign Game, players will recrearte
some of the famous battles of Esfah. Each player may have a different goal, and will
receive paints toward victory based on how well he achieves his particular goals. All
normal (or optional) rules which you usually use can be used in the Grand Campaign
Garme. Some sample campaigns follow below.
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Campaign #1: Battle for Goblin Gorge (Two Players)

In this campaign, one player will play the part of the goblin horde and the other will
lead the lava elf invaders. All normal DRAGON DICE rules apply in this game (includ
ing the optional rouring rule). Set up is not normal and will be covered below.

The winning conditions for the goblins in this game are easy. They must cither
destroy every last lava elf, or hold the swampland tower they start with for 10 full turns.

The lava elves must either capture the goblin's tower terrain or summon two drag.
ons of the same color to the goblin’s rtower. The lava elves get to go first in this game.

Only two terrains are used in this game. One is a swampland tower (the goblin's
home terrain), which starts at its cighth face with the goblins in possession (with all that
player's units there). The other rerrain is a flatland temple, which acts as the fronticr
and starts at its fifth face. The lava elf player may split his forces between the fronticr
and the goblin's home terrain as he sees fit.

The two armies are composed of the following units:

Goblins: 30 points

Thug 1 point
Mugger 1 point
Pelter I point
2 Wardog Riders 2 points
2 Cutthroats 4 points
3 Slingmen 6 points
2 Deadeyes 6 points
3 Leopard Riders 9 points
Total Points 30 points

The goblins have no dragons or dragonkin.

Lava Elves: 40 points

5 Adepts 5 points
2 Duelists 4 points
Dead-Shor 2 points
2 Scorpion Knights 4 points
3 Conquerors 9 points
Infiltrator 3 points
Assassin 3 points
Wyvern Rider 3 points
Necromancer 3 points
Rakshasa 4 points
Toral 40 points

The lava elves have 2 red dragons and no dragonkin.
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The historical outcome of the battle...

In the early portion of the battle, things went poorly for the lava elf invaders. The evil
elves were decimated by the deadly sling stones of the goblin defenders. Wave after
wave of lava elves crashed against the walls of the dread rower and were repelled.
Meanwhile, the majority of the lava elves worked in secrer, reanimating their dead
soldiers and eycling them back into the fray. The goblin leader sent a group of his
quickest and most fearsome warriors to the lava elf’'s main camp, but would it be
enough? They engaged the dark elves and again managed to inflict some casualries.
Triumphant, rthey began the long march home. It looked as if the goblins would be
able to hold the tower after all.,

Suddenly, the dreary gray skies over the tower turned black. Black with smoke! A
gigantic red drake descended on the tower. It's tiny number of defenders were over-
matched and destroyed almost to a man. The raiding party was in a bind. Did they go
to fight the dragon or return to the elven encampment to put an end to the elven
magicians? Choosing to return to the tower, the goblins sorely wounded the great
beast, bur failed ro dispatch it. The Morehl completed another grear summoning and
unleashed a second dragon on the tower. The goblins were trapped berween the two
brutes and destroyed.

Campaign #2: Betrayal at Bralanthyr (Three Players)

In this campaign one player will play the part of an undead army, one will control a
force of amazon warriors, and the last player will lead a group of firewalker mercenar-
ies. All normal DRAGON DICE rules apply in this game (including the optional rout-
ing rule). Set up is not normal and will be covered below.

The winning conditions for the undead in this game are easy. They must either
destroy the amazons to a man, or capture and control rwo of the terrains.

The amazons must also either capture two terrains or destroy the entire undead army.

The firewalker player must secretly write down the name of the player he wants to
see win. If the player he’s chosen achieves his winning conditions, the firewalker play-
er steals the vicrory and wins instead. Of course, he cannot win if he'’s wiped out before
the bartle is decided. He can also win by being the only player left in the game with
any living units.

Only three terrains are used in this game. One is a highland standing stones (the
undead’s home terrain), which starts at its fifth face. The frontier terrain is a swamp-
land temple, which starts at the third face. The amazon player’s home terrain is a flat-
land rower, which starts at the second face.

The amazon player goes first and can set his units up among the three terrains as he
sees fit, but none of his troops may begin in reserve. The undead player goes second,
and may also split his troops among the terrains as he likes, and must likewise have no
units in reserve, The firewalker player starts all of his units in his reserves area.

The three armies are composed of the following units:
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Undead: 36 points

2 Skeletons 2 points
2 Wraiths 2 points
2 Ghouls 2 points
3 Apparitions 6 points
Wight 2 points
2 Revenants 4 points
2 Spectres 4 points
2 Ghasts 4 points
Ghost 3 points
Lich 3 points
Minor Death 4 points
Toral 36 points
The undead have 2 black dragons.
Amazons: 36 points

5 Darters 5 points
5 Charioteers 5 points
3 Javelineers 6 poinrs
2 Pattle Riders 4 points
3 Spearers 9 points
War Driver 3 points
Medusa 4 points
Total 36 points

The amazons have | gold dragon and 1 blue dragon.

Firewalkers: 36 points

2 Firestarrers

2 points

2 Sunbursts 2 points
2 Watchers 4 points
Sunflare 2 points
2 Firestormers 6 points
2 Daybringers 6 points
2 Ashbringers 6 points
Fireshadow 4 points
Phoenix 4 point
Total 36 points

The firewalkers have 2 red dragons.
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Historical Outcome of the Battle...

The tide of the battle was originally with the amazon force. Quick, damaging missile
attacks took the undead legions by surprise and tore great holes in their defensive
lines. When things looked datkest for the legions of darkness, there came a host of
warriors from the sky. Firewalkers, a mythical race of elemental beings from the sun,
joined rhe fray and swung the tide toward the undead. Thousands of amazons were
incinerated by the tiny terrors. The undead legions surged forward, leaving their
flanks protected by their firewalker allies. This proved to be their undoing.

At a crucial point in rthe final bartle, the firewalkers, overcome with battle fervor,
turned on the undead and found thar dead flesh burned even better than the living
flesh of the amazons. The undead were vanquished, and the amazons were sorely
wounded. If there was any victor in this battle, it was clearly the firewalkers.

Campaign #3: The Four Kingdoms (Four Players)

In this campaign, the players each take the role of one of the four elder races (coral
elves, dwarves, goblins, and lava elves). Each player controls a single race army. All
normal DRAGON DICE rules apply in this game (including the optional routing rule).
Set up is not normal and will be covered below.

The winning conditions for the coral elves are to capture their home terrain (by
pushing it to its eighth face) and to drive an opponent’s terrain down to its first face
(the coral elf player must be the one to turn it down).

The dwarves’ winning conditions are identical to the coral elves’: move their
home terrain to “8” and another player’s home to “1.”

The goblin player must maneuver any two terrains down to the first face. (In other
words, the opposite of normal winning conditions.)

The lava elf player maneuver any two terrains up to their eighth faces. (In other
words, normal winning conditions.)

In this campaign only four terrain dice are used; one home terrain for each faction.
There is no frontier terrain, and all of the home terrains are within missile range of
one another. The terrains are not rolled randomly, they all begin the game on the fifth
face. The coral elves” home is a coastland Temple; the dwarven homeland is a high-
land City; the goblins’ home terrain is a swampland Standing Stones; a highland
Temple is home for the lava elves.

In this game, controlling an eighth face does not double maneuvers, or saves.
Maneuvering a face down to “1” allows the controlling player to do either magic,
melee, or missiles, just like an eighth face.

Each player rolls his entire army and counts maneuvers to see who goes first and
can set his units up as he sees fit (between any or all of the four terrains). Play then
continues in order, clockwise around the table.

Each player has 50 points ro build his armies from. No more than 12 points of
magicians or 12 points of cavalry can be used. Each player may bring up to three drag-
ons and 16 points of dragonkin. No minor terrains may be used in this scenario.

Historical Outcome of the Battle...
This battle was so large and chaotic, that it still continues to this day.
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Tournament€ Rules

Wha€ Are These Rules?

The tournament rules for the DRAGON DICE game are presented here to make it easy
for anyone (o organize a fun and fair comperition.

Wha€ Dol Nee® To Run A
Tournament?

To run a tournament, whether at a convention or at a retail store, three things are required:

Judge Generally, this is a player familiar with the game, a convention staffer,
or a store employee. The Judge’s job is simply to oversee the tourna-
ment and keep records of the winners. In tournaments of 20 or more
players, the Judge may find it useful to have aone or more Assistants.

Players Tournaments can be run with any number of participants, but sanc-
tioned evenrs require eight or more players.

Dice Some tournaments require players to have pre-built armies, while
others require a sealed box of DRAGON DICE for each player.
Experienced players enjoy both forms of competition, bur sealed box
tournaments are a great way to introduce the game to new players.

Tournament Formats

The two basic ways to organize DRAGON DICE competitions are called Alpha Format
and Beta Format.

Alpha Format

Alpha formart takes advantage the DRAGON DICE game’s strength as a multiplayer
game. Alpha format is the most common format of play, and is the formar used in the
DrAGON DicE World Championship.

To begin an alpha format tournament, the players should be randomly divided into
groups of four players each.

Tournament Rounds
Alpha format tournaments are split into a series of rounds. In each tournament round
there are four stages. First, the four players sit down to play a multiplayer game togeth-
er. This is Stage One. After the multiplayer game is complete, players in each group of
four pair off. Each player in a group plays every other player in his group. In other words,
a pair of 2-player games makes up Stages Two, Three, and Four. See diagram on page 161
Example: David, Dori, Bill, and Lester are grouped together to form a group of four play-
ers in the towrnament. First, the players join together in Stage One and play one big multi-
player match. Then each player must play each other player. In Stage Two, David plays Dori
while Bill plays Lester. In Stage Three, David plays Bill while Dori plays Lester. In Stage
Four, David plays Lester while Dori plays Bill.
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Advancement
Only one player from each group of four advances to the next round. The winner of
each stage receives Victory Points.

The winner of Stage One (the multiplayer game) receives 3 Vietory Points. The win-
ner of a Stage Two, Three, or Four match receives 2 Vicrory Points,

The player with the highest total number of Victory Points at the end of Stage Four
is declared the winner of his group, and advances to the next round.

Example: Using the previous example, David wins the Stage One multiplayer match.
In Stage Two, David beats Dori while Lester beats Bill. In Stage Three, Bill beats David
while Dori beats Lester. In Stage Fowr, Lester beats David while Dori beats Bill. Totalling
the Victory Points, David has 5 (3+2+4040), Dori has 4 (0+0+2+2), Bill has 2
(0+0+2+0), and Lester has 4 (0+2+0+2). David advances.

In the unlikely event of a tie, all four contestants of the group play another mulri-
player match; the winner of this tie-breaker advances.

Subsequent Rounds
The next round begins in the same fashion as winners of the previous round are divid-
ed into new groups of four and start again at Stage One. Each player begins Stage One
with zero Victory Points; Victory Points do not carry over from one round to the nexrt.
If the number of contestants at the start of a round is not divisible by 4, some
blocks may be tun in groups of three. Scoring is unchanged. If only two players remain
at the beginning of a round, the two players play a best of three martch head-to-head
to determine the tournament winner.
The tournament is concluded when only one player advances; this player is the
tournament champion.

Beta Format
Beta format takes the simplest approach possible: single elimination matches done
in pairs.

The players should be divided into pairs randomly. Each pair plays a head-to-head
match. The winner of each match advances to the next round. The tournament is con-
cluded when only one player remains and all others have been eliminated; this player is
the rournament champion. See diagram on page 161 .

Sanctioned Events

Some DrRAGON DICE tournaments, such as the World Championship, are sanctioned
by TSR, Inc. and must conform to additional rules and regulations. For information
on sanctioned events, contact the RPGA® Networl, ¢/o TSR, Inc., 201 Sheridan
Springs Road, Lake Geneva, W1 53147.

Please note, it is by no means necessaty to follow the sanctioned events guidelines
for every DRAGON DICE tournament. If you are organizing an event for your local game
store, or just for your friends and family, the rules presented here are a good basis for a
fun and fair competition. Certainly, there are many more ways to organize a tournament
than the ones presented here. Feel free to modify these rules, or make up tournament
rules of your own, if it will make the event more enjoyable for you and the players.
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Diagram 1: Alpha Format Tournament
Stage 1: Player 1
Player 2

Player 3

Player 4

3 victory points

Winner Stage 1

Stage 2: Player 1
Player 2

2 victory points

o Winner Stage 2
Player 3
Player 4

2 victory points

Winner Stage 2

Stage 3: Player 1
Player 3

2 victory points

Winner Stage 3
Player 2
Player 4

2 victory points

Winner Stage 3

Stage 4: Player 1

2 victory points
Plﬂyﬁ'l? ) Winner Stage 4
Player 2
2 victor points
Player 3

Winner Stage 4

Diagram 2: Beta Format Tournament
Player 1
Player 2
Player 3
Player 4

Player 5 Tournament
Player 6 Chssion
Player 7

Player 8
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Tournament Types

The tournament format establishes how the competition will be organized and
divided; the tournament types listed below describe what the rules of play will be.

Championship Tournament

The Championship tournament is the standard and most popular DRAGON DICE rout-
nament. In a Championship, each contestant brings a pre-built army to rthe game.

Format: Alpha

Building Each contestant brings a 36-point army to the tournament

an Army:  Only half of those health-points can be spent on magician units.
There are no restrictions on use of races or magical irems. Any unit
with a magic or cantrip icon counts as a magic user.

Variants: ~ Most variants on the Championship tournament involve altering the
size of the armies involved. Other popular sizes include 24-, 48-, and
60-point armies.

Battlefest

The Battlefest is a game played out of a desire to simply roll lots of dice! In a Battlefest,
each contestant brings a pre-built army to the game.

Format: Beta

Building Each contestant brings a 60-point army to the tournament.

an Army: There are no restrictions te magic use, races, magical items, or mon-
sters. Any DRAGON DICE are allowed.

Variants:  Some find thar even 60-point armies aren’t enough to satisfy their
craving to use all of their DRAGON DICE, and they may opt for armies
of 96 or even 120 points.

Sealed Box Tournament

The Sealed Box tournaments run a close second to the Championship in popularicy.

Sealed Box tournaments are the best way to introduce novice players to the game and

the competitive nature of tournaments. They are also a true test of an experienced

player’s skill; seeing if he can turn a random assortment of units into a victorious army.
Format: Bera

Building Each contestant must ¢ither bring or purchase a sealed box of

an Army:  DRAGON DICE. The tournament is played with armies right out of the
boxes. Since the assortments are random, no player knows just whar
kind of army he will command. However, since each box contains an
army with a standard number of health-points, balance is assured.

Variants: Thete are three major variants to the Sealed Box Tournament. In
each case, the difference lies in the “Building an Army” phase of the
tournament. Once armies have been [inalized, play continues as
described above.
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Allies

As with all Sealed Box Tournaments, each player must either bring or purchase a
sealed box of DRAGON DICE. In this variant, each player must also bring or purchase a
sealed Kicker Pack of his choice. Armies consist of all the dice in both boxes. Note:
Magestorm! is not a Kicker Pack, it is an expansion of the DRAGON DICE game.
Therefore, players may not use Magestorm! boxes in this variant.

Draft

As with all Sealed Box Tournaments, each player must either bring or purchase a
sealed box of DRAGON DICE. In this variant, the players are inirtially separated into
groups of 4-8. Instead of beginning play immediarely with the contents of a single
hox, contestants in each group open their boxes, mix their dice, and draft armies out
of this common pool.

Each player rolls an eight-sided terrain die to decide in what order they will draft.
The player who rolls the highest picks first, second highest nexr, and so on. Ties are
rerolled before drafting begins.

In turn, each player selects one unir to add to his army. First all the 4-point units
are drafted, next all the 3-point units, then all the 2-point units and finally the 1-
point units are drafted. Dragons and terrains are drafted last. If sealed Magestorm!
Kicker Packs are being used, magical items and artifacts should be mixed into the gen-
eral draft, the dragonkin should be drafred in a separate round, and minor terrains
should be drafted immediately after regular terrains have been chosen.

Trades are not permitted during or after the draft.

Trade
As with all Sealed Box Tournaments, each player must either bring or purchase a
sealed box of DRAGON DICE. In this variant, players open their boxes, and have one
half-hour hefore play begins to trade with other players to modify their army.

Trades must be for units totalling an equal number of health-points. For example,
a 3-health unit could be traded for another 3-health unit or a 2-health unit and a 1-
health unit or three 1-health units. At the end of trading, each player must have an
army of 23 health, 2 terrains, and 1 dragon.
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Frequently Asked
Questions

The Top Ten

10.

How do T win the game? When you capture two terrains, you have achieved vic-
tory. A terrain is captured by maneuvering it to the eighrh face. Immediately
upon capture of a second terrain, you win. You also win if you have the last sur-
viving unit in the game.

Can I both maneuver and take an action during a march? Yes.

Does the dragon 1 summoned attack my army, too? Yes. The dragon you sum-
moned will artack you at the start of your turn just like any other player with an
army at the terrain.

Can I summon any dragon at the tablel Wicth the right color and amount of
magic, you can summon any dragon at the table, including those brought by
orher players and those already at a terrain.

Can I attack a dragon during one of my marches? Na.
Are dragons affected by spells? Only Summon Dragon spells can target dragons.

How much does it cost to summon dragonkin? Two points of magic per health-
point of dragonkin.

I have an army of undead and lava elves. When 1 cast magic, can I use the
results from my lava elves to cast an undead spell? No. The racial spells in the
Kicker Packs can only be cast by units of that particular race.

My army is using magical items from the Magestorm! accessory. Can the
magic results from these magical items be applied to any of the published
spell lists which match their color? The magical items’ magic results can only
be applied to the basic spell list and the spell lists of a race that has a unit pre-
sent in the army.

Is DrAGON DICE a fantastically cool game involving elements of strategy and
skill which ultimately allow you to crush your enemies in battle? We hope you
think so.

Questions abou€ Se€-up
Army Size

Do dragons count toward the size of my army? No, but if you fail to bring enough dragons, you
are penalized three 3 our of your starting army size for cach dragon you fail to bring.

Can [ bring a dragon to the table which 1 cannot even summon? Yes.

Can T put any mix of races in my starting armies? Yes,

Can I choose to have fewer than 3 armies at start? MNo.
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Can I choose to have more than 3 armies at start? No.

Can I ever have more than half of my total units health in a single army? Yes. The restriction
of no more than half your units' total health in any starting army only applies during setup.

Player Sequence

How should 1 arrange my armies, dragon, and terrain dice before the game begins? Behind a
screen, set up your three armies and indicate which terrain die you will you use as a home ter-
rain by placing in front of your home army, and which terrain die is your proposed frontier die
by placing ir in front of your campaign army. Keep your armies concealed until all the players
have finished setting up and you all reveal simultaneously.

Do special action icons count when you are rolling to see who goes first? Only special action
icons which count as maneuvers: Fly, Trample, and Rend are examples. Cantrips cannot be used
during any maneuver toll, including this one.

What happens if the horde armies tie? Any armies which tie are rerolled.

Example: In a four player game, two players roll 6 maneuvers, and the other two both fail to roll any
maneuvers. Both pairs of player roll against one another, The first two players roll to determine who will
g0 first and second, and the second two players roll to determine who goes third and fourth.

Avre the maneuver rolls of any race doubled during the roll to see who goes first? No.
Can I choose to use my opponent’s proposed frontier die instead of my own? Yes.
Placing Armies

In what order do I place my armies? When it is your turn to place armies, first place your home
army, then your horde army, and finally your campaign army.

Where can my home army go? Your home army must go to your home terrain.

Where can my horde army go? Your horde army must go to another player’s home terrain. In a
multiplayer game, you may choose ro send your horde army to any opposing player’s home terrain.

Where can my campaign army go? Either to another player’s home terrain, or to the frontier,

Can T place my horde and my campaign armies at the same terrain? No. You can never have
more than one army at a terrain. At anytime during the game when one or more of your units
travels from one terrain to another terrain, or from the reserves ro a terrain, they join up with an
army already there. If there is no army present at the terrain, the units form a new army.

In a two player game, do I have any choice in placing my armies? No. Your home army defends
your home terrain from the enemy’s horde army. Your campaign army meets your enemy's cam-
paign army at the frontier. Your horde army engages the enemy at his home terrain.

Can I place an army at a terrain where there are already 3 armies? No. Larer in the game, more
than 3 armies can be at a terrain, if there are enough players, but not during set up.

I am the last player in a multiplayer game, and all of the other player’s home terrains already
have 3 armies at them. Where do 1 place my horde army? Your horde army begins in your
Frescrve ared.

At the start of the game, 1 can only have 3 armies. Later in the game, can I have more than
3 armies! Yes. Your army in reserve could be a fourth army, and in a multiplayer game, cven more
armies can be formed by dividing your forces between different rerrains.
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Questions about Turn
Sequence

At the beginning of my turn, what happens? First, all spells which last until the beginning
of your turn expire. See Magic, page 12. Second, any special racial ability activares (feral and
swamp stalker powers). See Racial Abilities, page 18. Third, the power of any cighth face acti-
vates (TCIT‘I.PIC ar Cit’f). See The El‘,ghth Fﬂ(!c, page 17 FDLH‘I"]\, any draguns present at a ter-
rain where you have an army atrack. See Dragon Rules, page 26. Then you start your turn by
taking a march.

Can I choose to take no marches? Yes. You would then proceed immediately to your reserve step.
Can T choose to take only one march? Yes.

Can I choose to take two marches? Yes. This is the standard choice for most players with two
or more armics.

Can I choose to take three marches? No. Each player may take up to, but no more than, rwo
marches (excepr rhrough the use of undead magic).

Does it cost one of my marches to take an action (casting magic, or shooting missiles using
amazon units) with the army T have in my reserve? Yes.

Can 1 take my reserve phase before 1 take my marches, or before one of them? No. The
reserve phase occurs last, after all marches are complete,

During a march, can 1 choose not to maneuver? Yes. Proceed immediately ro the action phase.
Most armies already in possession of the eighth face won't want to maneuver, but will wanr to
take an action.

Can I both maneuver and take an action during a march? Yes.
During a march, if I succeed in maneuvering, can 1 take an action? Yes. The success or failure
of your maneuver has no hearing on your ability to take an acrion.

During a march, can T maneuver and then choose not to take an action? Yes. If you are out-
lﬂt\l.'(.‘-hﬁ(.l, for C}{ﬁlhp](‘:, You may not want to malke a melee attack AgAINST an enemy army since
his counteratrack may be more than you can handle.

Can T take my second march with the same army that I took the first march with? No.

Questions abou€t Maneuvers

If no enemy army is present to oppose, does my maneuver automatically succeed? Yes. Do not
roll. During the maneuver phase of your march, you can adjust the die one step as desired. Or
you may instead bring into play a minor terrain from the Magestorm! accessory if a minor terrain
is not already in play in your army.

If an enemy army or armies are present, but no enemy army decides to oppose, does my maneu-
ver succeed? Yes. Do not roll. During the mancuver phase of your march, vou can adjust the die
one step as desired. Or you may instead hring into play a minor terrain from the Magestorm! acces-
sory if a minor terrain is not already present in your army.

Are maneuver rolls simultancous? Yes.
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My opponent opposed my maneuver roll and we tied. Who won? Ties always go to the act-
ing player (the one trying to maneuver), including the case where each side’s results total
ZerD maneuvers.

We are playing a multiplayer game, and two armies are trying to stop my mancuver. Which of
the opposing armies’ rolls count against my army, or do both? The opposing army who rolled the
highest number of maneuver results counts against the acring army. The opposing armies’ results
are not combined,

Example: Your army rolls to maneuver, and two enemy armies both oppose. Your army rolls 5
TNANEUVEY 1‘{-_’31.{[[3, one enemy rolls 4 maneuver TE’SN-ILS, and the other enemy arnmy rolls 3 maneuver
results. Your maneuver succeeded.

In a multiplayer game, can one army assist another army’s maneuver? No.

Do cantrips count during a maneuver roll? No. The only special acrion icons that work are
those that specifically act as mancuvers (such as Fly, Rend, or Trample) or specifically state that
their power has an effect during a maneuver roll. Cantrip, Regenerate, Ferry, Firewalking, and
similar special action icons are ignored.

Questions about Melee
Combat

When can 1 make a melee attack during my turn? Generally, you can only make a melee attack
when your army is at a rerrain die with a sword symbol, or when your army is ar a rerrain at the
eighth face.

14 1 am at a terrain with more than one enemy army, how many enemy armies can 1 attack?
Your attacking army can choose one enemy army to attack, and only that enemy army gets to
counterattack.

1f T am at a terrain with more than one enemy army, when do 1 choose which army to roll
against? Before you roll your army for melee hits.

Can | choose not to roll for saves after my army gets hit for damage? No.

Can 1 roll for saves if my opponent attacks and does no damage? No. You only roll for saves if
damage has been done to your army.

Skirmish

My army was just hit for melee damage and rolled for saves. Which army can 1 counterat-
tack? Only the army which just actacked you.

Can 1 choose not to counterattack? Yes, the counteratrack is optional.
Can 1 choose to charge during my counterattack? No.
Charge

My army is attacking in a charge. Can I count my ID icons as maneuvers so that they may
be doubled by a racial ability or an eighth face? No. The ID icon can only be counted for what-
ever you're rolling for. During a charge attack, you are rolling for melee icons.

My army is defending during a charge. Can I count my 1D icons as saves ot hits as want? Yes.
When dl.:fending. from a maneuver, 112 icons may count as either saves or melee hits.
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My army charged, and the enemy army rolled melee hits against my army. Do I get to roll for
saves! No. The charging army only receives the benefits of automatic saves, such as those pro-
vided by spells or dragonkin.

Do the save icons my attacking army generated in the charge count? No. Only the defender
in a charge counts the saves he rolled. Only magical saves apply to the artacker’s army.

Example: Your army charges and you roll a total of 10 points of damage, combining melee results,
id icons, and mancuvers. The enemy army then rolls and gets 5 saves and 5 melee hits, Both armies take
5 poinus of damage.

Questions abou€ Missile
Combat€

When can 1 make a missile attack during my turn? Generally, you can only make a missile
attack when your army is at a rerrain die with an arrow symbol, or when your army is in posses-
sion of the eighth face.

My army is firing from the frontier. Where can 1 shoot? Almost any army. You can shoot
at any enemy army at any terrain, bur not those in a reserve area.

My army is at a home terrain. Where can I shoot? You can target any enemy army at that same
home terrain, or one at the frontier. You cannot shoot ar an army at a different home terrain or
in a reserve area.

What if my army is in DUSSQ‘SSiUn of an Eighl:h face with a Tower? Then YO can shoot any
€nemy army ar any terrain.

Does the Tower double my missile results? No. The Tower has no effect on the number of mis-
sile results generated.

I have amazon units in my reserve. Where can they shoot? Amazon units in your reserve can
target an enemy army at your home rerrain or ac the frontier. They cannot target an army at
another player’s home terrain.

If my amazon mancuvers are doubled, and T am at a flatland terrain, can those doubled
maneuvers be converted into missile results? Yes.

Undead units don’t have any missile icons. Do they still roll during missile attacks? Yes.
Undead are terrible ar archery, bur may still roll and hope for ID icons to use as missile Tesulrs.

Do dragonkin units count during a missile attack? No. They are not rolled.
When do I choose which army to shoot at? Before you roll your army for missile hits.
Can 1 choose not to roll for saves after my army is hit for damage? No. You must roll for saves.

Can I roll for saves if my opponent attacks and does no damage? No. You only roll for saves if
d‘.—]l‘n:i;?,(& has been done to your army.

After my army rolls to save against missile damage, does it get a counter-attack? No.
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Questions abou€t Magic Ac€tions

When can | take a magic action during my turn! Generally, you can only take a magic action
when your army is at a terrain die with a starburst symbal, or when your army is in possession of
the eighth face. If you have an army in your reserve area, you can also spend one of your march-
es to cast magic with the reserve army.

So T cannot take a magic action when the terrain die is on melee or missile? Correct.

My army doesn’t have any magician units. Can 1 still take a magic action? Yes. ID) icons will
count as magic results, and may be doubled at the correct terrains.

Do dragonkin units count during a magic action? No. They are not rolled.

Can T use the magic points 1 roll to purchase a spell more than once? Almost all spells can be
cast multiple rimes. Only rhe undead spells Haune and Night Moves cannot be cast more than
once during a magic action. Some spells, like Stoneskin and Hailstorm, can add rhe effecrs of mul-
tiple castings together; Lightning Strike, Burning Hands, and Flash Flood are examples of spells for
which you must pick more than one target when you cast them more than once.

Can 1 decide not to use all of the magic points? Yes. Any points left over are simply ignored.

When do spells take effect? Once you have decided how you will spend all of your magic points,
and announced all the spells thar you inrend to cast and their targets, you resolve the spells one
at a time in the order you desire.

What about when I target an army with two different effects which could affect one another,
like Transmuie Rock to Mud and Flash Flood, or Evil Eye and Hailstorm? Since you can choose
the order to resolve your spells, it’s possible thar one spell can assist the effect of another.

Example: An army targeted by a Transmute Rock ro Mud spell and then a Flash Flood spell has
a reduced chance of resisting the Flash Flood spell.

How long do spells last? [t depends on rhe individual spell. Many spells are instanraneous: they
cause damage or an effect and are done, Others have a duration. Most spells wirh a duration last
until the beginning of your next rurn; a few exceptions exist, like Watery Double. Each spcl[’.\i
descriprion specifies how long it lasts.

Do spells with a duration that target an army follow the army if it moves? No., Armies never
actually move; only units in that army move. Even if every unit in the army is moved to anoth-
er terrain or 1o the reserves, the movement is considered to happen by units. On the other hand,
if new units join the army that is under the influence of a spell with a durarion, the new unirs
are also affected by the spell.

Example: Your army at the frontier is targeted by a Palsy spell during another plaver’s tn. During
your turn, any units which you withdraw to the reserve are no longer under the effect of the Palsy. Any
wnits you bring from another terrain or the reserves into the same army are effected by the Palsy.

Avre the bonuses or penalties from spells with a duration cumulative! Yes.

Example: Your army is targeted by Evil Eye, Palsy, and Ash Storm spells. The penalties from each
of the spells must be taken into account when generating resulis. Similarly, an army protected by
Stoneskin, Warery Doukle, and Wall of lce spells gains the additional saves from each of the spells.

After my opponent has finished his magic action, do | get a counterattack? No.

For questions ahout individual spells, see Questions About Spells, page 183,
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Doubling Magic

Are 1D} icons the only results which can be doubled? Yes, Neither special action icons which
count as magical results, such as Cantrip, nor normal magic icons can be doubled. Since special
action icons are never doubled, only during an actual magic action can magic be doubled.

Can a non-magician unit double its magic? Yes. Any unit which rolls its ID icon during a magic
action is eligible.

Do I have to double my ID icon’s results? No. Doubling magic is aptional.

Can an army in reserve double its ID icons results? No.

Terrain Advantage

Where can races double magic? Terrains don’t matter to death (black) magic. Non-black magic
can be doubled when one of the colors of the unit marches one of the colors of a terrain.

® Lava elves double red magic in highland.

* Dwarves double red magic and gold magic in highland, and gold magic in swampland
and  flatland,

* Coral elves double blue magic and green magic in coastland, green magic in swampland, and
blue magic in flarland.

®  Goblins double gold magic in highland, swampland, and flatland.

*  Amazons can double any color of magic which matches a color of the terrain if they are in
possession of an eighth face with Standing Stones. If they are not in possession of an eighth
face with Standing Stones, amazon units cannot double magic.

*  Undead cast only black magic.

®  Feral double gold and blue magic in flatland, gold magic in highland and swampland, and
blue magic in coastland.

®  Swamp stalkers double green magic in swampland and coastland,

Can I choose to use my magic points in colors | know will be doubled? Yes.
Example: You may choose to use the magic that your coral elves rofl while at a flatlemd terrain ta cast
only blue magic since their blue magic will be doubled while the green magic will not.

Death Magic
Which races can cast death magic? Lava clves, gohlins, undead, and swamp stalkers.

Where can death magic be doubled? Death magic can be doubled at any terrain, but not from
tl'\t‘ reserves.

Can [ target any player to bury dead units of health equal to the points of ID icons rolled?
Yes, including yourself.

Can 1 target more than one player to bury dead units? No. During a single magic action, only
one player’s dead units can be targered.

If no player has any units in his dead unit area, can I double death magic? No. Units must be
buried for death magic to be doubled.

Who gets to choose which units are buried? The targeted player—not the player casting the
black magic—selecrs rhe units.

How are those units chosen? The same rules which are followed for raking damage arc used: the
targered player must bury health worth of units equal to the points of doubled death magic if pos-

170 # FREQUENTLY AsSKED QUESTIONS



sible, using any combinarion of units in his dead unit area. The targeted player cannot, howev-
er, be forced to bury more health worth of units than the points of doubled death magic.

Ts a player whose army is protected by a Temple immune to having his units buried through
death magic doubling? No.

When douhling death magpie, do 1 have to spend all the points I've gotten through doubling?
Yes. When you force another player o bury his dead units, you must spend all the points you gain.

Reserve Magic

Can reserve magic be doubled? No.

Can 1 cast spells which target enemy armies or units while my army is in reserves! No,
Can 1 cast spells which target terrains while my army is in reserves? No.

Which spells can T cast while my army is in reserve! Here is the list of available spells (Note:
Some spells have racial limitations.):

s Earth (Gold): Stoneskin, Path, Hide

s Air (Blue): Breath of Life, Wind Walk, Call of the Wild, Horizon

e Fire (Red): Spark of Life, Burning Hands, Flashfire

o Water (Green): Watery [Double, Wall of Ice

e Death (Black): Reanimate Dead, Open Grave, Fade, Restless Dead, Night Moves

Questions about€t Applying
Mooifiers

What is the order in which dice modifiers are applied?

* First, apply modifiers that subtract. These include spells such as Ash Storm, Palsy, Decay, Euwil
Eve, and Transmute Rock to Mued and special action icons such as Wave. If, after this step, the
result is negative, skip ahead to the modifiers that add, below.

s Second, apply modifiers that divide., These include spells such as Wall of Fog, Dust Dewil,

Black Rain, and Dancing Lights, and the Frost breath of green dragons.

Third, apply modifiers that multiply. This includes rerrain effects such as doubling maneu-

vers due ro a special race ability, rhe doubling of melee hits or saves due to a special action

icon such as Trumpet, the doubling of maneuvers and saves due to the eighth face, or the dou-
bling of magic. (Note: The Burning Hands spell is an exception, and should be applied first,
when the units are counted individually.)

Next, convert. During a missile action, amazon mateuvers become missile resules (in flar-

lands anly). During a roll for saves, lava elf, coral elf, and swamp sralker maneuvers become

save results (in highland, coastland, or swampland, respectively). During a charge, maneuvers

I."C-Cﬂl"l'lc I'l'l.t‘lt'l: I'C.‘Slllrﬁ-

e Finally, apply modifiers that add. This includes spells such as Stoneskin, Warery Double, Wind

Walle, and Wall of Ice.

Tf the final result is less than zero, it becomes zero, Note: It is possible that the total will be

reduced to less than zere during the subtraction step. In this situation, ignore modifiers which

multiply or divide.
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Questions about €he Eighth Face

How do I capture a terrain? When you maneuver a terrain die to its eighth face, you have cap-
tured the terrain.

When do T win the game? When you control 2 terrains at the same time. Immediately upon cap-
ture of a second terrain, you win the game.

My army captured the eighth face of a terrain. What kind of actions can it do? An army in
control of the eighth face may perform any action: magic, melee, or missiles, as you desire.

My opponent’s force has captured the eighth face of a terrain. What kind of action can my
army take there! Your army can take only melee actions (skirmish or f_'hargu). During the
maneuver phase, you can attempt to maneuver the rerrain die as normal.

What other benefits does an army that has caprured a terrain receive? All save results—
including save icons, ID icons, and SAls used as saves—are doubled. Magical or automaric saves
are not doubled. Dragonkin saves are not doubled as a result of an eighth face. All maneuver
results—including mancuver icons, 1D icons, and SAls used as maneuvers—are alsa doubled.

Are eighth face benefits cumulative with racial advantages in terrains? Yes,

Example: A dwarf army which has captured a highland terrain volls 5 maneuvers, The voll is dou-
bled thanks to the racial advantage, and doubled again because the army is at the eighth face. The result
is 20 maneuwers.

Example: A coral elf army which has captured a coastland tervain rolls 5 maneuvers during a save
roll. First, these maneuvers are doubled (because the army is at the eighih fuce). The racial advantage
then turns the manewvers into saves, and 10 saves are the result. The eighth face doesn’t double the
results a second time,

My army captured the eighth face, and then my army was killed. What happens? The rerrain
die is rurned from irs eighth face down to its seventh face. (The terrain die will read “7."}

My army captured the eighth face, and then I withdrew its units to the reserve. What hap-
pens! Whenever an eighth face is abandoned, the termin die is turned down one step as above.
My army just captured a terrain with a City. Can 1 recruit now? No. You can only use the
City’s power at the beginning of your turn.

I have no units in my dead unit area. Can 1 recruit or promote? No. The new unit must come
from your dead unir area.

Can [ recruit a 1-health unit of any race from my dead unit area? Yes.

Can | promote a 3-health unit to a monster! Yes. The 3-health unit and the monster must he
of the same race.

Can 1 promaote a F-health unit to 4-health prumotinnal die? C)nly the Drngon c]'\.nrn]'\im‘h.-':. are
members of a race (dragonkin), and so only they can be promoted in. In this case, the dragonkin
are not required to be of an identical element (color). Dragonlords, King's Dice, and
Dragonslayers cannot be brought in through promotion.

My army has captured a highland terrain with a Standing Stones. Can all of my units now cast
gold and red magic? Yes. When an army captures a terrain with Standing Stones, any units ahle
to cast spells—including undead, but not dragonkin—can cast magic from thar terrain’s colors.
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Can they double? No. Only units with elements in them that march elements in the terrain can
double their respective colors of magic.

Exemple: In the sicuation described above, while all units could cast spells, only units with gold and/or
red elements cotdd double magic.

My army just captured a terrain with a Temple. Can | bury a unit now? No. You can only use
the Temple’s power at the beginning of your turn.

Who chooses the unit to be buried? The player conrrolling the army which has caprured a
Temple selects a player, and that player must choose one of the units in his dead unit area to bury.

Does the Temple prevent black spells which target the terrain from being cast? No. The army
is protected by the Temple, but the land irself is not.

Can I cast death (black) magic on my own army if it is at a Temple? Yes.

If my army has captured a terrain with a Tower, where can it shoot? At any enemy army at
any l:('_"l'l'i;lin. 1t cannot, however, Sl'lL')D[' at armies in reserve.

Does an army in a Tower double its missile results? No. The Tower has no effect on the number
of missile resulrs generared, only on where those missile results can be aimed.

Questions about Special Action
Icons (SAls)

What dice have special action icons? Special action icons are found on rare (3-health) units and
on monsters (ten-sided, 4-health units).

Why are SAls special? SAls have effects other than simply generating save, maneuver, melee,
missile, or magic actions.

When do SATs take effect? They rake effect before normal icons, but they cannot nullify a result
which has already been generated.

Example: An army attacking in skivmish rolls a Smite. The units killed by the Smite are removed
befme the enermy volls to save agatnst any other damage.

Example: A defending army using a Cantrip could not nullify results via a Palsy spell since those
results have already been penervated. (The Cantrip could be used to cast a Stoneskin, which would inei-
rectly counter damage.)

What if multiple SALs are rolled? The player who rolls the SAls decides what order to apply
the SAIs,

What about SATs that count as a normal icons? These icons are counted along with the nor-
mal icons. For example, Rends, Tramples, Flies are not counted separately.

Can SATs be affected by spells? No. A spell cannot subtract, halve, multiply, or add to the effect
of an SAL Any spells which target an army for subtraction apply their effects to the army’s nor-
mal resules only. Even SAls which act as normal icons are immune to spells. SAls are immune
to the effect of green dragon breath (Frost).

Arc SAls affected by racial abilities and the advantages of an eighth face! Yes. Only SAls that
count their effects as normal resules can be doubled by a races special ability or an eighth face.

If an SAI says to target a spcciﬁc number of health worth of units, can T targer a smaller nums-
ber of health worth of units? Yes. A Confuse could target 3-ar-fewer-health worth of enemy
unirts, and a Ferry could move 3-or-fewer-health.
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In Kicker Packs, the terms “during melee” and “during missile” are often used. Does this
mean that the SAI applies during a save roll during those actions? Na. The SAI only takes
affect during the “offensive” roll of those actions: when the army is rolling to attack in melee or
missiles, or when rolling to defend during a charge.

When an SAI description refers to opposing army or units, does this mean that the SAI must
be targeted against the army already targeted by the missile or melee atrack? Yes.
Can a Bash be used against a dragon? Yes.

How long does the vulnerability of a dragonkin Belly last? During the current roll only. If a
Belly icon is rolled during the a skirmish attack, it is ignored and would not have its affect when
the same army was rolling for saves during the skirmish coutter-arrack.

How many units can be targeted by a Bullseye roll? Only one unit can be targered by a unit
which rolls a face with Bullseye icons, regardless of the number of icons rolled.

When are the units affected by a Charm chosen? The attacker selects the units before the
defender rolls. The units roll and add their results ro the artackers side, and do not roll for saves
with the rest of their army. The units return to their owner immediately after the roll, and can
be chosen as casualtics.

Do Cantrips always count as instant magic, during any roll! No. Cantrips count as normal
magic results during a magic action, and are ignored during a maneuver roll.

Can Cantrips be added together to cast spells with higher costs? Yes.

What attack does a unit affected by a Coil use against the Coiling unit? A standard melee
attaclk. The Coiling unit cannor roll saves,

Is Confuse an exception to the rule that SAls cannot nullify the results of dice already
rolled? Yes,

Does Convert affect a number of units equal to the number of icons rolled? Yes, equal to or less.
If a unit returns from the dead via Convert, is it rolled and included in the current roll? Yes.
How long do the fireminions made by a Create Fireminions SAT last? For the current roll only.

Does Create Fireminions provide results when the unit is rolling individually? No. [t only pro-
vides results to the army. If rolled during an individual unit roll, this SAl has no effecr.

Does a unit killed by a Decapitate icon count the result(s) from its ID icon? Yes.

When rolled, does Dispel Magic nullify all magic which targets the unit, its army or its ter-
rain? Yes.

What is the limit on the number of times that a Double Strike, Rend, or Flurry icon can be
rerolled during melee? None. As long as the unit rolls 2 Rend or Double Strike, it is rerolled and
the new result is added.

Who chooses which unit is affected by dragenkin Breath? The player whose army is targeted
by the dragonkin.

Can black dragonkin Breath affect an army made entirely of monsters? No. In this case, the
breath is ignored.

If an entire army is paralyzed by Entangles, can the army make any rolls? No. It can still take
actions which require no rolls, such as reserve moves and unopposed maneuvers,
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If I kill the Entangling unit via a special action icon such as Bullseve during a normal roll,
do I then get to add the paralyzed units to the current roll? Yes.

When does Ferry work? Like a Cantrip, Ferry takes affecr if it is rolled during any action

including melee, magic, missiles, and saves—but not during a maneuver rall.

If units return with the Ferrying unit. are they rolled and included in the current roll? Yes.
Who chooses the units killed by a Firebreath? The owner of the affected units,

Can multiple Firebreaths be added together to affect 3 or 4 health units? Yes.

When does Firewalking work? Like a Cantrip, Fitewalking takes affect if it is rolled L]Llring any
action—including melee, magic, missiles, and saves—bur not during a maneuver roll.

If units leave with the Firewalking unit, are their results included in the current roll? No.
Who chooses which units are targeted by Flame? The player controlling the Flaming unit.

When does Galeforce work? Like a Cantrip, Galeforce rtakes affect if it is rolled during any
action—including melee, magic, missiles, and saves—burt not during a maneuver roll.

Can any army be targeted by the Galeforce? Yes,
Who chooses which unit is targeted by a Gore? The owner of the Goring unit,

What artack does a unit affected by a Hug use against the Hugging unit? A standard melee
arrack. The Hugging unir cannor roll saves.

When does the attack caused by an Illusion occur!? Immediarely, before the normal results are
resolved, the affected unit or unirs are artacked in melee by the rest of rheir army. The affected
unics can roll saves, but they do not counter-arrack.,

Does a unit killed by an Impale count the result(s) from its 1D icon? Yes.
Does a unit targeted by a Kick roll for saves? Yes.
Do Kick icons count as maneuvers! No.

How does Plague work!? If the targer unit does not save by rolling its 1D icon, it hecomes a
plague bearer. The plague bearer makes a standard melee (skirmish) attack against a defending
unit of the defender’s choice. The plague bearer is then killed. The defending unit rolls to save
as normal. If the defending unit survives, the plague ends. Otherwise, the defender chooses
another unit to defend against the new plague bearer. If there are no units in the army to affect,
the plague bearer dies and the plague ends.

Do units which are targeted by Poison roll twice? Any rargered unirs who fail to roll saves are
killed, and must make a second roll for saves. Any units that again fail to save are buried.

When does Regencrate work? Like a Cantrip, Regenerate takes affect if it is rolled during any
action—including melee, magic, missiles, and saves—but not during a maneuver roll.

If units are revived via Regencrate, are they rolled and included in the current roll? Yes.

Can 1 use the Rise from Ashes as saves, and then take the unit that rolled the icon as a loss
and roll it again hoping to get a second Rise SAI to prevent its death? Yes,

If a unit successfully Rises when an enemy army was attempting to double dearh magic, does
the casting army get to double the points used to attempt to double the Rising unit? No.

Is there any save against a Roar? No.
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Can the units affected by a Roar form a new army in the reserve? Yes.

Who chooses the units affected by a Seize! The owner of the Seizing unit.

Who chooses the unit affected by a Slay? The awner of the Slaying unit.

Who chooses the units affected by a Stone or a Smite? The target army's owner chooses which
units are lost.

Who chooses which units are affected by a Stun? The owner of the Stunning unir.

Does the unit rolling a Stun always reroll? Yes. The unit rerolls regardless of whether any
enemy units actually become stunned.

Who chooses which unit is affected by a Swoop? The owner of the Swooping unit.

Does Trumpet affect non-feral units? No, Only feral units have their melee or saves doubled.
During a defending roll of a charge, both are doubled. The effect is cumulative with eighth face
benefits. Multiple Trumperts have no increased effecr.

When does Vanish work? Only on a roll for saves, including a defender’s roll in a charge and a
dragon ateack.

Does Vanish add saves regardless of whether the unit leaves the terrain? Yes.

What is the difference in the Wave subtracting maneuvers and saves instead of adding maneu-
vers and hits? Since subtracrion modifiers occur first, the Wave takes affect before doubling or
multiplying occur. See Questions About Applying Modifiers, page 171.

If 1 kill the Webbing monster, are my paralyzed units freed? No.

When is a unit atfect by Wither killed by the effect? If the Withered unit rolls an adjusted O
or less during any roll—regardless of the sort of roll (melee, missile, magic, save, or maneuver)
or whether the roll was made individually or as part of an army’s roll—the unit is killed. The
unit’s negative results, if any, are ignored in counting an army’s results,

Questions abou€ Racial
Aovantages

Are racial advantages cumulative with eighth faces benefits? Yes. However, the eighth face
benefits are never counted twice. Maneuver results may double and then become saves, but they
are not doubled again. See Questions About Applying Modifiers, page 171.

Do coral elves in coastland, lava elves in highland, and swamp stalkers in swampland always
count maneuvers as saves when rolling for saves? Yes. When rhese units are rolling during any
sort of roll which requires saves—such as the defender’s roll during a charge or a dragon attack—
their maneuvers count as saves. The advantage applies when the units are rolling individually or
as part of an army.

Do goblins in swampland and dwarves in highland always double maneuver rolls? Yes. When
these units are rolling during any sorc of roll which includes maneuvers—including the atrack-
et’s roll during a charge—rtheir maneuvers are doubled. The advantage applies when the units are
rolling individually or as part of an army.

Do amazons count mancuvers as missile hits while in flatland terrain only during actual mis-
sile atracks? Yes.
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What color of magic do amazons cast? Amazon units can cast the colors of magic which are in
the terrain they are Cun‘ul“l[ly at. At a coastland, amazons can cast blue or {-IDld magic.

Can amazons cast death magic? Without a terrain representing the element of dearh, amazons
cannot cast death magic. The exeeption to this is when they are using black magical irems.

How do amazons double magic? When in possession of a tetrain with a Standing Stones, ama-
zoms can cast and double (1D icons only) the colors of magic represented in the terrain.

Can amazons cast magic in reserve! No. Amazons never cast magic in reserve,

What do amazon units do in reservel If a reserve action is taken by an army with amazon
units, the amazon units attempr to generate missile hits during the same roll that non-amazon
units attempt to generate magic results. The amazon units must select a target army before
rolling, as normal.

Do amazon maneuvers count as missiles in reservel No.

Can firewalker units move to any terrain during their reserve movement? Yes, but they must
start in coastland or flatland.

Can undead units ever cast non-black spells? Only when their army is in possession of a
Standing Stones, or using a Dragon Staff artifact.

If a 3-health undead unit is killed, can a 1-health undead unit be traded in for it? No. The
unit from the dead unit area which is ro be brought to play must be exactly 1 health less than
the slain unit, and it must recurn to the same army from which the slain unit came.

If two undead units, one a 3-health and the other a 2Z-health unit, are killed during a melee
attack, can the 3-health unit be traded in for the 2-health unit? No. The unir to be brought
back from the dead unit area must have already been in the dead unit area before the units which
are stepping down were killed.

Can the non-undead units in an army charge? No. An army conraining an undead unit cannot
charge, although the army rolls normally to resist a charge. If an army is targeted by a Restless
Dead spell, it may charge even if it contains undead units,

When does a feral army or swamp stalker army activate its racial power? At the srart of the
owning player’s turn, after spells expire, bur before rthe effects of City or Temple terrains, and
before a dragon atrack.

What if no 1-health feral units are in the dead unit areal Then no feral unit generation occurs.

What if no swamp stalker units are left in the promotional pool? Then the swamp stalker army
cannol mutate, and no units in reserves are killed.

What is the cost of summoning 1 health of dragonkin? 2 points of magic. The color of magic
must match the color of dragonkin summoned, and the dragonkin must be placed in the casting
army. If no dragonkin are available, then the spell cannor funcrion.

When are dragonkin relled? During all actions except artempts to generate missile or magic results.
Do the automatic saves of dragonkin count in saves versus missile or magical attacks? Yes.

Do the automatic saves of dragonkin count during all actions, including a charge? Yes, unless
the dragonkin either roll a belly icon or are not part of the action (like during a dragon arrack
when the atracking dragon is of the same color as the dragonkin.)
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Can dragonkin be buried? No.

Can dragonkin go to reserves or move to another terrain via magic or special action icon? No.
Dragonkin can never leave the terrain ro which they are summoned.

Are the Dragon Champion promotional dice dragonkin? Yes. The Dragon Champions must
abide by all the rules of the dragonkin.

Questions abou€t Mons€ters

Do all monsters have 4 health? Yes.
So the ID icon of a monster counts as 4 points of whatever is being rolled for? Yes.
Can monsters double magic with their 1D icon like normal units of their race? Yes.

What about the sprite swarm TD icon? The sprite swarm counts its 1D icon as 4 points of effect
as normal, and rerolls until a non-1D result is generated. The sprite swarm's 1D icon doubles blue
and green magic normally, and if an ID icon is rolled multiple times during a magic action, all of
the 1D results can be doubled.

Do the monsters of a race have the special advantages of the race, like a coral elf coral giant
counting its maneuvers as saves in coastland terrain? Yes. Monsters are considered full mem-
bers of their race.

There is only one icon on each face of the monsters. How many points of effect does each of
these monster icons count as? Each normal icon counts as 4 points of effect. Special action
icons usually have 4 points of effect, but some SAls are unique.

Questions about Minor
Terrains

When is a minor terrain removed? When the army conraining the minor terrain captures
the eighth face of the major terrain, or the army leaves the major terrain through dearh or
retreat, the minor terrain is removed from play. The minor terrain is also removed if it rolls
its disaster face.

I have a minor terrain in my army, and my opponent’s army at the same terrain just captured
the eighth face. Is my minor terrain removed? No.

My minor terrain just rolled its 1D icon. What are my choices? You have 2 oprions. First, you
can choose to allow the army to conducr any action you desire: magic, missile, or melee.
Alternatively, you can double your army’s maneuver and save results. The benefits only last unril
another march is raken with the army and the minor terrain is rerolled.

After 1 select my army and roll the minor terrain, am I committed to spending a march on
that army? Yes.

When is the doubling maneuver or save effect applied? See Questions About Applying
Modifiers, page 171.

Is there any way for an army to save from the cffects of a flood disaster? No.

Do automatic saves such as those provided by a Wind Walk spell help negate the damage
caused by a landslide disaster? Yes.

Can a minor terrain ever return to play once removed? No.
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Questions about Magical [€ems
and® Artifacts

Do my units actually carry magical items? No. You don't need ro nssign magical irems ro
units. However, an army may have no higher than a 1:1 ratio of magical items to units of
matching colors.

Do magical item and artifact special action icons follow all of the usual rules for special action
icons! Yes

Can magical items or artifacts ever double their magic? Magic resulrs from a magical item may
never be doubled. When rolled for magic, the I icon of an artifact may be doubled as per the
normal rules.

What color of magic can the magical items and artifacts cast? A magical item or artifact can
only cast the color of magic rhat marches its own color. There is one exception to this rule: the
Arrune special action icon on the magi’s crown, which can be used to create any color of magic.

What spell list can the magical items and artifacts pick spells from? When magical items and
artifacrs penerate magic points, these points ean always be used to purchase spells from the basic
spell list. In addition, they can purchase spells from the spell list of any race which has one or
more units in the casting army.

Example: An armny of fircwalkers and feral casts magic. A blie magical item generates magical
results. These magic vesults can be used to purchuase blue spells from the basic list, the firewalker list, or
the feral list.

So if 1 had one unit of every race in my army, my magical items could use their magic results
to cast spells from any list? Yes.

What about the ID icon of a dragonstaff! The magical results generared by the dragonstaff’s 1D
icon can be used to cast spells from any spell list which matches its own color, regardless of
whether a unit representing that race’s spell list is present in the army.

Example: A black dragomstaff volls its 1D icon when rolling for magic in an army of goblins. The
dragonstaff’s magic results can be used to purchase black spells from any spell lise, including undead or
swamp stalker spell lists.

Whenever one of my units moves to or from a terrain, can it carry a magical item or artifact
of a matching color with it? Yes. This applies to moves during the reserve step or those due to
a special action icon or a spell.

Since magical items and artifacts do not gain the benetits of special racial abilities, can a mag-
ical item be carried from one terrain to another by a firewalker? Yes. Magical items and arti-
facts do not have any of the races’ special abilities, but they may take advantage of them.

Some of my magical items were discarded when I lost some units. Can T cast a spell to bring
the items back? No. Magical items are buried when discarded. However, Dwarf magicians can
cast the Reforge Item spell to recover magical irems and artifacts from the buried unit area.
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Questions abou€t Dragons

Since dragons are kept in the dead unit area, can they be buried like dead units? No.

Can I summon any dragon at the table? With the right color and amount of magic, you can
summon any dragon ar the table, including those brought by orher players and those already at
a terrain.

Can [ attaclk a dragon during one of my marches? Na. Dragons can only be affected by the act
of summoning and during the dragon artack itself.

Are dragons affected by spells which target units, armies, or all armies at a terrain? No.

Conditions of Attack

When do dragons attack? At the beginning of each player’s turn, a dragon atrack occurs at each
terrain where a dragon is present and that player has an army. The dragons attack after all spells
which last until the beginning of the rurn expire, and after any the special effect of any eighrh
face (City or Temple), or racial power (feral or swamp stalleer) is resolved.

If there is no army present at a terrain where there is one or more dragons, what happens?
Nothing. The dragons wait to be summoned to another terrain or for an army to arrive.

If dragons are present at more than one terrain where I have an army, which dragon attacks
are resolved first? You get to choose the order in which to resolve the drapon arracks.

Does the dragon [ own attack my army too? Yes, the dragon you brought to the table will atrack
you at the start of your turn just like any other player.

Does the dragon | summoned attack my army too? Yes, the dragon you summoned will attack
you at the start of your turn just like any other player.

Who rolls the dragon? The owner of the dragon die, the player who brought the dragon to the table.

What if there is more than one dragon at the terrain? If all of the dragons are of a single color,
they all attack the army of the player whose tum it is. If dragons of different colors are present,
they arrack one another.

Dragon vs. Dragon

Do dragons of the same color ever attack one another? No. They will attack dragons of other
colars, if any are present, or the army of the acting player.

If there are more than two dragons at a terrain, what determines how the dragons attack one
another? The owner of each dragon selects a dragon of a different color for it o arrack. Owners
select simultaneously, and the dragons attack simultaneously.

What effect does a breath icon have on another dragon? Normally, 10 points of damage arc
required to kill a dragon. When the dragon rolls its belly, ot is breathed upon, 3 points will slay

it. Multiple breaths have no increased effect.

How long does that vulnerability last? For the present arrack only.

Dragon vs. Army

If my army is attacked by multiple dragons, how is the attack resolved? The dragons attack
simultanecusly and their results are added. Your army rolls once. Saves are applied to the com-
hined dragon attack. Total your melee and missile results. These may be split among rhe attack-
ing dragons as you see fit, but only one type of damage may be used against each dragon, as per
the normal rules.
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Example: Your very large army is attacked by two dragons. Both dragons roll claw attacks. Your
army 1olls 5 saves, 14 melee, and 6 missiles. You can use 10 points of the melee to kill one dragon. The
other one will survive, however, because you must choose either melee or missile atcack to aim at it, and
neither attack has enowugh potency to kill it. If one of the dragons had rolled a belly, you could have killed
both, the vulnerable dragon being slain by missile attack.

When is the dragon breath resolved? Before the army rolls to slay the dragon.

Can my army slay a blue dragon that breathes Paralysis on it? No. The army rolls only to save
against any non-breath damage, but cannor count its melee or missile results. Multiple blue
breaths have no increased effect.

If an effect requires my paralyzed army or its units to roll to prevent it from occurring, can
it still roll? Yes.

My paralyzed army can make no rolls until the beginning of the next turn. Can it take actions
which require no roll, such as unopposed maneuvers? Yes.

Does a black dragon’s Disease breath cause the army to make separate roll before it attacks?
Yes. Any units that roll ID icons are killed and buried, and then the army rolls to slay the drag-
on. Multiple black dragon breath attacks cause the target army to roll once for cach breath; units
which roll 1D icons are killed and buried before the nexr breath is resolved or the army rolls to
slay the dragon.

Does the gold dragon Stone breath require 5 of the army’s units to roll individually? Yes.
Those who do not save are removed before the army rolls to slay the dragon. Multiple gold drag-
on brearhs cause additional units to roll for saves (10 units for 2 breaths, ete).

What effect do multiple red dragon Flame breaths have? 5 health worth of the army’s unirs are
killed and buried for each red dragon breath.

What effect do multiple green dragon Frost breaths have? For each green dragon breath, the
army’s results are halved until the beginning of rhe player’s next turn. Two breaths divide results
by 4, three breaths by 8, ete.

Does Frost affect special action icons {SAls)? No.

1s there a limit on the amount of damage that Tail rolls may cause? No. The dragon is rerolled
cach time the Tail icon is rolled, and the new result is added.

When does my army get to promote a unit due to the Treasure icon? After the entire dragon
attack is complere.

If the dragon rolls a Wing icon, does my army still get a chance to kill it? Yes.

Army vs. Dragon

How many hits does it take to kill a dragon? Usually 10. If the dragon rolls a belly icon, though,
only 5 are required.

When does promotion occur?! After the dragon is slain and the army has suffered any losses
caused by the dragon.

Can 1 promote to recover a unit just killed? Yes.

Iow many units can I promote? As many as possible. Units from the dead unit area must be of
the same race and worth exactly one health more than the unit promated.
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Can [ promote a unit more than once? No. All promations happen simultancously. Each unit
can only be promoted once, and no unit which is recovered from the dead during this promotion
can itself be promorted.

If the dragon rolls a Treasure and my army slays it, can I promote twice? No. The effects of a
Treasure icon and successfully slaying a dragon are nor cumulative,

I have no units in my dead unit area. Can [ promote? No. New units must come from your dead
unit area.

Can | promote a 3-health unit to a monsters? Yes.

Can I promote a 3-health unit to 4-health promotional die? Only the Dragon Champions are
members of a race (dragonkin), and so only they can be promoted in. Dragonlords, Kings' Dice,
and [71‘;1gt:u151".1yer.~; cannot be (\]‘\Ijectimns. of prornocj_on‘

SAls vs. Dragons

How do the various special action icons affect dragons? SAls affecr dragons as follows:

SAI Effect SAI Effect

R e v il s e el T Kick: .. civvn in vu weniormal toelee cesult
BeskEy oL e 2w on gmostandardielfeet:  BlABES < oww sn s s s i e no effect
5351 o AR . normal missile resulr Beemms i e ot E e o b ST A no effect
Cantrips < wve v vs on codstandard effect Riepensmate o vor e o0 standard effect
CEEVOTITY et et s ondhecsmiins i e s A noietfeet Rt oo v v .. melee hit and reroll
Coil ............. normal melee result  Rise from the Ashes. .. .. standard effect
CEeni el o oo ta ol S0 b s o . no effect Roar. . .. .. S SR A T e o e TG TRRC
OBVt we me o vy o w2 e no effect EEATET 5 G i b i T LB
Counter . . . normal save and melee result  Screech .. ................. no effect
Create Fireminions. . . ... standard effect Seize............. normal melee result
Cradh o s s i onpemalmleallemesnlt Bl oo swiun o6 o5 o Bom .- .. no effect
Decapitate «5.ws ws 50 woKills dragon i1t SBrmite o, oo vo e o normal melee result

rolled a bite
Dispel Magic ... .o v i v e no effect

Double Scrike . . . . . . melee hit and reroll

TRl T i e i s o« o. . standard effect
Entangle ... .. ¢ wvsensn s o s DOVSTTREE
BRren ot 5 i b Bl B b G iSRRIt eus
Firebreath .. ............. .. no effect
Fitecloud. su wnen : normal missile result
Firewalking. . ... ....... standard effect
Flame. .. ......c0ininn... no effect
Fly................normal save result
Galeforce., . ... ... ... no effect
R no effect
Hug .............normal melee result
AR e Tt il oo Barr it s no effect
I male s o ik v Gl b S no cffect
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Sortie. . ... normal melee and save resule

Stone ........,..normal missile resule

EROTIY o o vedtisses b 5 iy sl g no effect
Summon Dragon ... .. .. standard effect
TR b el 4 M VRR, < CaY( 5 ot
EWOBD . st s i S normal missile result
THAle comam o mm 2 G Ei o standard effect

Trample:. o .u wi souns v ohormalmelee
or maneuver result

{51 o =) PO R . standard effect
Vanish ...............standard effect
Wave, . .. .. » s TIORTTRET
Wayfare .. .cooveennnnn standard effect
Whaks oo s s s S B e s e OrEHESE
NRAUEER O e Sakien S mal e no effect



Questions about Spells
Earth (Gold) Spells

Dioes a Stoneskin count when a unit in the army needs to roll a savel No. Unless the spell
description specifically says otherwise, spells which affect armies do not affect the rolls of indi-
vidual units.

Can 1 cast Stoneskin on another player’s army? Yes.
Do automatic saves help a charging army? Yes.

When is a Stoneskin applied? As a spell thar adds, it is applied last. See Questions Abouwt
Applying Madifiers, page 171.

Who chooses which units will be buried by the Dust to Dust spell? The caster of the spell.
Can I move another player’s unit with a Path? No.

Can I move a unit to or from reserves with a Path? No, only from one terrain to another
Can I move a unit from my dead unit area with a Path? No.

Does the unit T move with a Path have to be in the casting army? No. Any of your units at
any terrain is eligible,

1f I use a Cantrip during a non-magic action to Path a unit from another terrain to the
acting army, what happens? The unit gets to roll immediarely and add its result into rthe
current roll.

1f T use a Cantrip during a non-magic action to Path a unit to another terrain away from the
acting army, what happens? The unir leaves immediately, and its results do not count into the
current roll.

Can a unit which is Pathed take part in more than one march? Yes. If a unit is moved via a
Path spell to another terrain, it may participate in a second march. The restriction of one march
applies to armies, not units.

Can T cast Transmute Rock to Mud on any army? Yes,

Does Transmute Rock to Mud affect the rolls of individual units, such as those trying to
avoid an effect such as a Smother SAI? No. Unless the spell description specifically says oth-
erwise, spe]ls which affect armies do not affect the rolls of individual unirs.

When is Transmute Rock to Mud applied? As a spell which subtracts, it is applied first. See
Questions About Applying Modifiers, page 171.

Using Summon Gold Dragon, can T summon any dragon at the table? With rhe right color and
amount of magic, you can summon any gold dragon at the table, including those brought by
other plavers and those already at a terrain.

Ls a dragon sent to a new location still under the control of a Dragonlord or Dragonmaster? No.

Can | send a dragon to the reserves! No.
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Water (Green) Spells

Does a Watery Double count when a unit in the army needs to roll a save? No. Unless the
spell description specifically says otherwise, spells which affect armies do not affect the rolls of
individual unics.

Can | cast Watery Double on another player’s army? Yes.
Do the automatic saves provided by a Watery Double spell help a charging army? Yes.

When is a Watery Double applied? As a spell thar adds, it is applied last. See Questions About
Applying Modifiers, page 171.

When does a Watery Double expire? Ar the end of your next rurn, not the beginning.

What is the difference between a Watery Double and a Wall of Ice? Borth spells provide auto-
matic saves to an army, but Wall of Ice lasts only until the beginning of your next turn and pro-
vides 3 saves for 3 points of magie.

Can more than one Wall of Fog spell target a terrain at the same time? No.
Does Wall of Fog affect SAls like Bullseye? No.

When is Wall of Fog applied? Wall of Fog takes effect after modifiers which subtract, bur before
modifiers that multiply, convert, or add. See Questions About Applying Modifiers, page 171.

Does the Wall of Fog 1 cast affect my army? Yes.
Can Wall of Fog be cast at the reserves? No.

What happens if missiles are fired from a terrain affected by Wall of Fog into another terrain
affected by a Wall of Fog? The effect is cumulative. The missile results are halved rwice (divid-
ed by four and rounded down).

Is a Wall of Fog cumulative with a Dancing Lights? Yes.
Can more than one Flash Flood spell target a terrain at the same time? No.
Can my army attempt to counter the Flash Flood? Yes.

If more than one army at the targeted terrain attempts to counter the Flash Flood, do all the
maneuvers add together? No. A single army must generate ar least 8 maneuvers.

Do Wind Walk spells or eighth face advantages count during the maneuver roll against a
Flash Flood? Yes. All maneuver penalties and bonuses are in effect.

Can I cast a Flash Flood at a terrain labeled ‘1'7 Yes, but the spell would have no effecr.

Does Summeon Green Drvagon follow the same rules as Swonmon Gold Dragon? Yes, in all ways
other than the color of magic required.

Death (Black) Spells

Can I use multiple Reanimate Dead spells to bring back multiple-health units? No. Only 1-
health units can be resurrecred.

Can T recover buried units with Reanimate Dead? No.

Can I combine the effects of a Reanimate Dead with a Breath of Life or Spark of Life to bring
back multiple-health units? MNo.

Can I target another player’s dead units with a Reanimate Dead spell? No.

Can 1 use Reanimate Dead to promote units? No.
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Do the units 1 bring back using Reanimate Dead have to go to the casting army? Yes.

1f 1 use a Canrrip during a non-magic action to cast Reanimate Dead, what happens? The unit
gers to roll immediately and add its resulr into the current roll.

Can 1 cast Palsy at any army? Yes. Any number of Palsy spells can be cast at any army. The
penaley each Palsy gives is cumulative.

Can Palsy be cast at the reserves? Yes.

When is an Palsy applied? As a modifier which subtracts, it is applied first. See Questions About
Applying Modifiers, pagel 71.

Does Palsy affect all forms of rolls: maneuvers, saves, melee, missiles, and magie? Yes. Ir does
not, however, affect SAls

If my army is rolling for multiple results such as saves and hits under the effect of Palsy, who
selects where the penalty applies? You, the army’s owner, choose. You cannot take more penal-
ty points than results in any form of result (melee, saves, ete). See page [85 under Ash Storm for
an example.

Can Finger of Death target a dragon? No.
Can I cast Finger of Death on one of my own units? No.

Can [ cast two Finger of Death spells on the same unit? Yes. DBy casting multiple Finger of Death
spells on a single unit, multiple-health units may be killed.

My army casts two Finger of Death spells at a 3-health unit. Does the unit die or get replaced
by a 1-health unit? Neither; nothing happens. If the damage caused is not enough to kill the
unit, the spell is ignored.

Do saves or automatic saves given by spells apply against Finger of Death? No. No form of
save affects a Finger of Death spell.

Does Open Grave save units killed via melee, missile, and magic? Yes.

Does Open Grave save units which are “killed and buried”? Yes. These units go to reserve
as normal.

Can 1 cast Open Grave on another player’s army? No.

Does Surmmon Black Dragon follow the same rules as Summon Gold Dragon? Yes, in all ways
other than the color of magic required.

Questions about Firewalker Spells

What units can cast firewalker spells? Only firewalker units can cast firewalker spells. Magical
items and artifacts in an army which conrain a firewalker unit may apply their magic points to
firewalker spells. The dragonsraft arritact’s 1D icon can cast spells of its color from any spell lisr,
including firewallcer spells.

Can Firebolt target a dragon! No.
Can | cast Firebolt on one of my own units! No.

Is there a limit on the number of Firebolt spells that 1 can cast on a single unit? No. In this
manner, multiple-health units can be killed,

Do automatic saves given by other spells that apply to the save roll against the Fivebolt? No.

Do racial abilities such as maneuvers counting as saves apply during the save roll against the

Firebolt? Yes.
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Can Firebolt target any enemy unit, including those in reserves? Yes.

Can 1 cast Flaushfire on my army more than once? Yes. Each spell casr on an army allows one
unit to be rerolled. All rerolls are simultaneous. Na unit can be rerolled more than once, and
extra rerolls are ignored.

Can I cast Flashfire on another plaver’s army! Yes.

When do T get to reroll? During any action—melee, missiles, magic, or saves—but not during
mancuvers. Units are only rerolled when the entire army is rolling during an action, not during
the rolls of individual units. The reroll occurs immediately after the roll is made, before any
results are counted.

Who chooses which units are rerolled? The target army’s owner chooses which of its units o reroll.
Can I choose not to reroll any units? Yes.

Can Elemental Blast nullify a Lightning Strike? No. This spell only targets spells which have
a duration,

Does Elemental Blast nullify dragons? No. The spell has no effect on dragons.

Can I add Elemental Blast spells together to nullify spells of higher cost? Yes.

Does Dust Dewvil act just like Wall of Fog except that it only affects missile results, not
mancuvers? Yes. [t affects all armics at a single terrain. See page [ 86.

Is Dust Devil cumulative with Wall of Fog and Dancing Lights? Yes.

When is Dust Devil applied? Dust Devil rakes effect after modifiers which subtract, but before
modifiers that mulriply, converr, or add. See Questions About Applying Modifiers, page 171.
Can Mirage be cast at any terrain? Yes. [t cannot, however, rarget reserves.

Does Mirage have any effect on units with more than 1 health? No. These units do not roll,
and do not move to the reserve.

Does Mirage affect all armies at a target terrain! Yes, including the caster’s army.

So every 1-health unit at the ierrain who does not roll a save goes 1o its players reserve? Yes.
Each 1-health unit must roll a save individually ro sray ar the terrain. Units which have fled to
the reserve are eligible ro acr normally.

Questions about Undead Spells

Which units can cast undead spells? Only undead units can cast undead spells, Magical items
and artifacts in an army which contain a undead unit may apply their magic points to undead
spells. The dragonstalf artifact’s 11D icon can cast spells of its color from any spell list, including
undead spells.

Can | cast Evil Eve at any army? Yes. Any number of Evil Eve spells can be cast at any army.
The penalty that the Evil Eve spell gives is cumulative.

Can Ewvil Eve be cast at the reserves? Yes.

When is an Evil Eve applied? As o modifier which subtracts, it is applied first. See Questions
About Applying Modifiers, page 171 .

If my army is under the effect of Evil Eye and is rolling for mulrtiple results, such as hits and
saves in a charge defense, who selects where the penalty applies? You, the army’s owner,
choose. As with Ash Storm, you cannor take more penalry poines than results in any form (melee,
saves, erc). See page 185.
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Does Evil Eye affect the save rolls of units rolling individually, as when rolling to save against
a Lightning Strike? No. Unless the spell description specifically says otherwise, spells which
affect armies do not affect the rolls of individual unirs.

Can 1 cast Fade on a unit more than once! No.

Does an incorporeal unit roll during a melee attack? No. The incorporeal unit does perform
normally during a missile arrack or magic action.

What does the spell description “incorporeal unit cannot be affected by melee or missile
attacks” mean? During a roll for saves from a melee or missile attack, the incorporeal unit is not
rolled and cannort be taken as a lass. Any damage must he raken against corporeal units, if any.

Can incorporeal units be affected by magic? Yes. Against magic they are treated the same as any
normal unit.

Can incorporeal units be attacked by dragons? Yes. Against dragons they are treated the same
as any normal unit.

Can Restless Dead be cast on any army! Yes.

Can Restless Dead be cast on an army more than once? No. Multiple castings must be target-
ed at multiple armies.

Does an army affected by a Restless Dead spell have to charge? No.
Can Haunt be cast more than once! No, not during a single magic action.
Can Haunt be cast from the reservel No.

Can Haunt target any other player’s army? Yes. Any other player’s army may be targeted,
including an army in reserve. lt cannot target one of your own armies.

What kind of attack happens in a Haunt? A complete skirmish takes place between the cast-
er’s dead unirs and the targer army. The dead units atrack, and the target army saves. Any units
killed are placed in the dead unit arsa. The survivors in the target army then artack the caster's
dead units, which then roll to save. Any units killed are buried.

Where does the attack happen! This skirmish ogsurs at the terrain at which the target anmy is.
If the target army is in reserve, no racial benefits apply. At terrains, though, the dead units get
all the racial benefits they enjoyed during life.

Do all the standard rules for a maneuver apply for the maneuver given by a Night Moves

spell? Yes. All the rules for a normal mancuver are in effect. All spells and special action icons
have their normal effect.

(Questions about Feral Spells

Which units can cast feral spells? Only feral units can cast feral spells. Magical items and arti-
facts in an army which contain a feral unit may apply their magic poinrs to feral spells. The drag-
onstaff artifact’s [D icon can cast spells of its color from any spell list, including feral spells.

Can 1 cast Hide on any of my units? Yes. Hide can target any of your units, feral and nonferal,
at any terrain or in reserve,

Can 1 cast Hide multiple times to affect multiple health units? Yes.
Can 1 cast Hide on another player’s units! No.

Can hidden units make any rolls? No. They can make no rolls until the Hide spell ends.
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Can hidden units be affected by any kind of attack? Not until the Hide spell ends, They can-
not be chosen as losses for damage, either. If an entire army is hidden, it cannot suffer damage.

Can I cast Savage on one of my own armies? No.

Can 1 cast Savage on any enemy army’s units? Yes. You, the caster, choose which units to tar-
get in the enemy army.

Can I cast Savage multiple times to affect muliiple health units or more units in the enemy
army? Yes.

Can [ cast Savage multiple times to affect units in morc than one enemy army? No.

What kind of melee attack do the affected units make on the rest of their army? A stan-
dard skirmish attack. The affected units roll their attack, and only count icons which are
melee hits or can count as melee hits (ignore Cantrips and the like). The rest of the army rolls
to save against this damage, then removes any casualties. There is no counterattack against the
affected units,

How long does Backlash last? Until the beginning of the casting player's next turn.
Can Backlash target reserves! No. Any terrain can be targeted, though,

Does Backlash affect an army which uses a Cantrip to cast magic? No. The enrire army must
be casting magic, as in during a magic action.

If 1 cast Backlash where I have an army, will it affect my army there too? Yes,

If 1 cast Backlash during a magic action, does it immediately affect me? Na. The spell has to
be in effect before the magic action is begun.

Can I cast Backlash more than once! Yes. Multiple castings allow you to target more than
one terrain.

Can [ cast Scent of Fear on units in any army at a terrain? Yes, including your own,

Can 1 cast Scent of Fear multiple times to affect multiple health units or more units in the
army? Yes. The army's owner chooses which units flee to reserves.

Can I cast Call of the Wild to summon a unit from anywhere in the game to any army? The
unit summoned must come from one of your armies, either in reserve or at a terrain. The target
unit must be a feral unit.

Can 1 cast Call of the Wild to move a feral unit to another terrain? Mo. The rtarget unit must
move to the casting army.

Can I cast Wilding on any army? Yes, including those of another player.

Who chooses which unit is affected? The caster of the spell chooses hoth which unit in the
casting army is affected, and whecher hits or saves are doubled.

Does Wilding allow saves or melee hits to count during a roll when they would normally be
ignored? No.

Questions about Swamp Stalker Spells

Which units can cast swamp stalker spells? Only swamp stalker units can cast swamnp stalker
spells. Magical items and artifacts in an army which contain a swamp stalker unir may apply their
magic points to swamp stalker spells. The dragonstaff artifact’s ID icon can cast spells of its color
from any spell list, including swamp stalker spells.

Can T cast Foul Water on one of my own armies? No.
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My army has some 1-healih units and some multiple-health units, and was just targeted by
Foul Water spells. What do the multiple-health units do? Norhing. Only the 1-health units roll
to save against the damage given _by the Foul Warter spells, and only 1-health units can be
.I.'L‘lllU\f‘.‘.‘Ll Lo account f‘.Jl' L]:lL‘ d‘dxnagu' .H, 'r.l.l‘tl‘.'l' th.'..‘ ].'Ul.l o save, YOur army st T.':ik(.‘ maorc dﬂl'l'lﬁgﬂ
than you have 1-health units, the multiple-health units are still unaffected.

Who chooses the losses resulting from a Foul Water? The player whose army was targeted
chooses which 1-health units to remove.

Can Mire target a terrain more than once? No. Multiplc castings of the Mure spe” must target
multiple terrains,

If a Mire spell has been cast on a terrain, can [ make a maneuver roll to attempt to bring in
a minor terrain? No. While a terrain has been targered by a Mire spell, armies taking a march at
that rerrain simply skip their maneuver phase and proceed to the action phase.

Can a terrain under the effect of a Mire spell still be the target of a Flash Flood spell? Yes.

Can Black Rain target a terrain more than once? No, Multiple castings of the Black Rain spell
must target multiple watery terrains.

Does Black Rain affect my army at the target terrain? Yes.

Does Black Rain affect SATs such as Fly? No.

Can I cast Decay on any army! Yes. Multiple castings increase the effect.
Can I cast Decay on two different armies during one magic action? No.

When is Decay applied? As a modifier which subtracts, it is applied first. See Questions About
Applying Modifiers, page 171,

Can Decay affect SATs like Smite or Rend? No.
Can Disease target my own units! No.

Who chooses which units a Disease spell targets? The casting player chooses which units in
which army he will target.

If T cast multiple Disease spells can I target 4-health units? Yes.

What kind of attack happens in a Bloodlust? A single artack following skirmish rules. The
rarget army rolls only once, both to atta* itself and to save against the damage. 1D icons
count for defense.

Where does the attack happen? The arrack occurs at the terrain at which the targer army is. If
the target army is in reserve, no racial benefits apply.
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