Swamp Stalker

Black (Death) Spells

Death (Black) & Water (Green)

Unit ID Icons
Common
1 Health

Uncommon
2 Health

Rare
3 Health

Monster
4 Health

Warmonger

Ravager

Annihilator

Crocosaur

Striker

Raider

Invader

Mudmen

Heavy
Melee
Light
Melee

Swamp Fever Cost: 3 - Target up to 3 health-worth of units in an
enemy army. Targeted units roll and on an ID result they are
killed. Any killed units make a second roll and on an ID result they
are buried.
Palsy Cost: 3 - Target any enemy army. Subtract one result from
the target army until the beginning of your next turn.
Finger of Death Cost: 4X - Target any enemy unit. Inflict X points
of damage to the target unit with no save possible.
Soiled Ground Cost: 6 - Target any terrain. Until the beginning of
your next turn, any unit killed at the target terrain that goes into
the Dead Unit Area must roll a save or be buried.

Green (Water) Spells

Watery Double* Cost: 2 - Target any army. Add one save results
to target army until the end of your next turn.
Flash Flood Cost: 5 - Target any terrain. Reduce the target terrain
Bog Runner
Wave Rider
Ormyrr
one face unless any army at the target terrain can roll eight
maneuver results. A terrain may only be targeted once per magic
Missile
action.
Sprayer
Stormer
Deluger
Swamp Beast Mire Cost: 6 - Target any terrain not at the 8th face or under the
effects of a Mire. No army at the target terrain can make a
maneuver attempt to change the terrain face or bring in a minor
Magic
terrain until the end of your next turn.
Bog Adept Marsh Mage Swamp Wizard Swamp Giant
Wall of Fog Cost: 6 - Target any terrain not under the effect of
Wall of Fog. Half all maneuver results at the target terrain until
Normal Action Icons
the beginning of your next turn. Halve all missile results targeting
an army at the target terrain until the beginning of your next
turn. Results are rounded down.
Cavalry

Magic

Marsh
Swimmer

Maneuver

Melee

Missile

Save

Ivory (Elemental) Spells

Resurrect Dead* Cost: 3X - Target a X health-worth unit from
your Dead Unit Area. Return target unit to the casting army. You
Terrain Advantage: When at a swampland terrain Swamp
may use any color or combination of colors of magic in multiples
Stalkers may count maneuver results as if they were save results. of 3 to cast this spell.
Mutate: During the Racial Abilities Step, if you have at least one
Summon Dragonkin Cost: 3X - Target a X health-worth unit of
Swamp Stalker unit in an army at a terrain and have at least one your Dragonkin in the summoning pool with the same color as
dead Swamp Stalker unit in your Dead Unit Area then you may
the magic used to cast this spell. Target unit joins the casting
attempt to mutate. Target up to 3 health-worth of units in an
army if it is at a terrain.
opponent's reserve area which must generate a save result or be Call Element Cost: 5 - Target any terrain. Until the terrain face is
killed. An army at a terrain that contains a Swamp Stalker unit can changed, the target terrain gains the element used to cast this
then recruit from your Dead Unit Area or promote up to the
spell.
health-worth that were killed from the opponent's reserve area. Summon Dragon Cost: 7 - Target any terrain. Send any dragon
that shares a color of the magic used to cast this spell in a
summoning pool or at a terrain to the target terrain. Ivory
dragons match any color used to cast this spell. White
Dragons must be summoned with the Summon White Dragon
Spell.
Summon White Dragon Cost: 14 - Target any terrain. Send any
white dragon to the target terrain.

Racial Abilities

Special Action Icons
Bullseye: (dragon attack, missile) - Target up to X health-worth of units in the
defending army. Those units must generate a save or be killed. During a
Dragon attack each Bullseye result generates a missile result.
Cantrip: (any non-maneuver) - During a magic action or magic negation roll,
Cantrip generates X magic results. Cantrip generates X magic results that
allow you to cast spells as a magic action. Cantrip may NOT be combined
with other cantrip results.
Coil: (dragon attack, melee) - During a melee attack, target one unit from the
defending army to take X damage. Target unit rolls to save as normal and
inflicts damage to the attacker unit for each melee result. During a dragon
attack generate X melee result.
Poison: (melee) - During a melee attack, target X health-worth of units in the
defending army. Each target unit must generate a save or be killed. Any units
that are killed must roll a save or be buried.
Rend: (dragon attack, maneuver, melee) - During a maneuver roll, Rend
generates X maneuver results. During a melee or dragon attack, Rend
generates X melee results then roll the unit again and apply the result to the
total.
Smite: (dragon attack, melee) - During a melee attack, Smite does X points of
damage to the defending army with no
saves possible. During a dragon attack Smite generates X melee results.
Smother: (melee) - During a melee attack, target up to X health-worth of
units in the defending army to roll a maneuver result or be killed.
Surprise: (melee) - During a melee action, the defending army cannot make
its counter-attack roll; however, it may make its save roll.
Tail: (dragon attack, melee) - During a dragon or melee attack, Tail generates
two melee results. Roll this unit again and apply the new result as well.
Trample: (any) - During any roll, Trample generates X maneuver and X melee
results.
Wave: (maneuver, melee) - During a melee attack, the defending army
subtracts X from their save results. During a marching player’s maneuver roll,
subtract X from each counter-maneuvering army’s maneuver results.

