
Cost R C Name, Race and Effect

2 X Palsy (Any): Target any opposing army. Subtract one 
result from the target’s non-maneuver rolls until the 
beginning of your next turn.

4 Finger of Death (Any): Target any opposing unit. 
Inflict one point of damage on the target with no save 
possible.

6 Soiled Ground (Any): Target any terrain. Until the 
beginning of your next turn, any unit killed at that 
terrain that goes into the DUA must make a save roll. 
Those that do not generate a save result are buried.

Cost R C Name, Race and Effect

2 X Hailstorm (Any): Target any opposing army. Inflict one 
point of damage on the target,

4 X Wind Walk (Any): Target any army. Add four 
maneuver results to the target’s rolls until the 
beginning of your next turn.

6 Lightning Strike (Any): Target any opposing unit. The 
target makes a save roll. If it does not generate a save 
result, it is killed. A unit may not be targeted by more 
than one Lightning Strike per magic action.

BLACK (DEATH) SPELLS BLUE (AIR) SPELLS

Cost R C Name, Race and Effect

2 X X Watery Double (Any): Target any army. Add one save 
result to the target’s rolls until the beginning of your 
next turn.

4 Flash Flood (Any): Target any terrain. Reduce that 
terrain one step unless an opposing army at that 
terrain generates at least six maneuver results. A 
terrain may never be reduced by more than one step 
during a player's turn from the effects of Flash Flood.

6 Wall of Fog (Any): Target any terrain. Subtract six 
missile results from any missile attack targeting an 
army at that terrain until the beginning of your next 
turn. 

GREEN (WATER) SPELLS

Cost R C Name, Race and Effect

2 X Ash Storm (Any): Target any terrain. Subtract one 
result from all army rolls at that terrain until the 
beginning of your next turn. 

4 X Fiery Weapon (Any): Target any army. Add two melee 
or missile results to any roll the target makes until the 
beginning of your next turn.

6 Dancing Lights (Any): Target any opposing army. 
Subtract six melee results from the target’s rolls until 
the beginning of your next turn.

RED (FIRE) SPELLS



Icon Name and Effect
Bullseye (Dragon Attack, Missile): During a missile 
attack, target X health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. During a dragon attack, 
Bullseye generates X missile results.

Cantrip (Magic, Non-Maneuver): During a magic 
action, Cantrip generates X magic results. During other 
non-maneuver rolls, Cantrip generates X magic results 
that allow you to cast spells marked as ‘Cantrip’ from 
the spell list.

Counter (Dragon Attack, Melee, Save*):During a save roll 
against a melee attack, Counter generates X save results 
and inflicts X damage upon the attacking army. Only 
save results generated by spells may reduce this damage. 
During any other save roll, Counter generates X save 
results. 
During a melee attack, Counter generates X melee 
results.  
During a dragon attack, Counter generates X save and X 
melee results.

Double Strike (Dragon Attack, Melee): During a melee 
attack, target four health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. 
During a dragon attack, Double Strike generates four 
melee results.

Firebreath (Melee): During a melee attack, inflict X 
points of damage on the defending army with no save 
possible. Each unit killed makes a save roll. Those that 
do not generate a save result are buried.

Firewalking (Maneuver, Non-Maneuver): During a 
maneuver roll, Firewalking generates X maneuver results. 
During any non-maneuver roll, this unit may move itself 
and up to three health-worth of units in its army to any 
terrain.

Icon Name and Effect
Flame (Melee): During a melee attack, target up to two 
health-worth of units in the defending army. The targets 
are killed and buried.

 

Fly (Any): During any roll, Fly generates X maneuver or 
X save results.

Kick (Dragon Attack, Melee, Save): During a melee 
attack, target one unit in the defending army. The target 
takes X points of damage. 
During a save roll, Kick generates X save results. 
During a dragon attack, Kick generates X melee and X 
save results.

Rend (Dragon Attack, Maneuver, Melee): During a melee 
or dragon attack, Rend generates X melee results. Roll 
this unit again and apply the new result as well. 
During a maneuver roll, Rend generates X maneuver 
results. 

 

Smite (Dragon Attack, Melee): During a melee attack, 
Smite inflicts X points of damage to the defending army 
with no save possible. During a dragon attack, Smite 
generates X melee results.

Stone (Dragon Attack, Melee, Missile): During a melee 
or missile attack, Stone does X damage to the defending 
army with no save possible. 
During a dragon attack, Stone generates X missile 
results.

Trample (Any): During any roll, Trample generates X 
maneuver and X melee results.

Cost R C Name, Race and Effect

2 X X Stone Skin (Any): Target any army. Add one save 
result to the target’s rolls until the beginning of your 
next turn.

4 X Path (Any): Target one of your units at a terrain. Move 
the target to any other terrain where you have an 
army.

6 Transmute Rock to Mud (Any): Target any opposing 
army. Subtract six maneuver results from the target’s 
rolls until the beginning of your next turn.

YELLOW (EARTH) SPELLS

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 X X Esfah’s Gift (Amazon): Target a minor terrain in your 
BUA. Move that terrain to your summoning pool.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

5 X Rally (Amazon): Target up to three of your Amazon 
units at a terrain. Move those units to any other 
terrain where you have at least one Amazon unit.

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.

ELEMENTAL SPELLS



Cost R C Name, Race and Effect

2 X Hailstorm (Any): Target any opposing army. Inflict one 
point of damage on the target,

3 Blizzard (Coral Elves): Target any terrain. Subtract 
three melee results from all army results at that 
terrain until the beginning of your next turn.

4 X Wind Walk (Any): Target any army. Add four 
maneuver results to the target’s rolls until the 
beginning of your next turn.

6 Lightning Strike (Any): Target any opposing unit. The 
target makes a save roll. If it does not generate a save 
result, it is killed. A unit may not be targeted by more 
than one Lightning Strike per magic action.

BLUE (AIR) SPELLS

Cost R C Name, Race and Effect

2 X X Watery Double (Any): Target any army. Add one save 
result to the target’s rolls until the beginning of your 
next turn.

4 Flash Flood (Any): Target any terrain. Reduce that 
terrain one step unless an opposing army at that 
terrain generates at least six maneuver results. A 
terrain may never be reduced by more than one step 
during a player's turn from the effects of Flash Flood.

5 Deluge (Coral Elves): Target any terrain. Subtract three 
maneuver and three missile results from all army rolls 
at that terrain until the beginning of your next turn.

6 Wall of Fog (Any): Target any terrain. Subtract six 
missile results from any missile attack targeting an 
army at that terrain until the beginning of your next 
turn. 

GREEN (WATER) SPELLS



Icon Name and Effect
Bullseye (Dragon Attack, Missile): During a missile 
attack, target X health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. During a dragon attack, 
Bullseye generates X missile results.

Cantrip (Magic, Non-Maneuver): During a magic 
action, Cantrip generates X magic results. During other 
non-maneuver rolls, Cantrip generates X magic results 
that allow you to cast spells marked as ‘Cantrip’ from 
the spell list.

Counter (Dragon Attack, Melee, Save*):During a save roll 
against a melee attack, Counter generates X save results 
and inflicts X damage upon the attacking army. Only 
save results generated by spells may reduce this damage. 

During any other save roll, Counter generates X save 
results. 
During a melee attack, Counter generates X melee 
results.  
During a dragon attack, Counter generates X save and X 
melee results.

Entangle (Dragon Attack, Melee): During a melee attack, 
target up to X health-worth of units in the defending 
army. The targets are killed.

Ferry (Non-Maneuver): During any non-maneuver roll, 
the Ferrying unit may move itself and up to four health-
worth of units in its army to any terrain.

Fly (Any): During any roll, Fly generates X maneuver or 
X save results.

Icon Name and Effect
Hypnotic Glare (Melee): During a melee attack, when 
the defending army rolls for saves, all units that roll an 
ID result are hypnotized and may not be rolled until 
the beginning of your next turn. Those ID results are 
not counted as saves. The effect ends if the glaring unit 
leaves the terrain, is killed, or is rolled. The glaring unit 
may be excluded from any roll until the effect expires. 

Note: Hypnotic Glare works outside of the normal 
sequence of die roll resolution, applying its effect imme-
diately after the opponent’s roll for saves is made, but 
before they resolve any SAIs.

Rend (Dragon Attack, Maneuver, Melee): During a melee 
or dragon attack, Rend generates X melee results. Roll 
this unit again and apply the new result as well. 
During a maneuver roll, Rend generates X maneuver 
results. 

 

Smite (Dragon Attack, Melee): During a melee attack, 
Smite inflicts X points of damage to the defending army 
with no save possible. During a dragon attack, Smite 
generates X melee results.

 

Swallow (Melee): During a melee attack, target one unit 
in the defending army. Roll the target. If it does not roll 
its ID icon, it is killed and buried.

 

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 (Melee, Maneuver): During a melee attack, the 
defending army subtracts X from their save results. 
During a maneuver roll while marching, subtract X from 
each counter-maneuvering army’s maneuver results. 
Wave does nothing if rolled when counter-maneuvering.

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

ELEMENTAL SPELLS

Cost R C Name, Race and Effect

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.



Cost R C Name, Race and Effect

2 X Ash Storm (Any): Target any terrain. Subtract one 
result from all army rolls at that terrain until the 
beginning of your next turn. 

3 Firebolt (Dwarves): Target any opposing unit. Inflict 
one point of damage on the target.

4 X Fiery Weapon (Any): Target any army. Add two melee 
or missile results to any roll the target makes until the 
beginning of your next turn.

6 Dancing Lights (Any): Target any opposing army. 
Subtract six melee results from the target’s rolls until 
the beginning of your next turn.

RED (FIRE) SPELLS

Cost R C Name, Race and Effect

2 X X Stone Skin (Any): Target any army. Add one save 
result to the target’s rolls until the beginning of your 
next turn.

4 X Path (Any): Target one of your units at a terrain. Move 
the target to any other terrain where you have an 
army.

5 Higher Ground (Dwarves): Target any opposing army. 
The target subtracts five melee results from their rolls 
until the beginning of your next turn.

6 Transmute Rock to Mud (Any): Target any opposing 
army. Subtract six maneuver results from the target’s 
rolls until the beginning of your next turn.

YELLOW (EARTH) SPELLS



Icon Name and Effect
Bash (Dragon Attack, Save*): During a save roll against 
a melee attack, target one unit from the attacking army. 
The targeted unit takes damage equal to the melee 
results it generated. The targeted unit must make a save 
roll against this damage. Bash also generates save results 
equal to the targeted unit’s melee results. 
During other save rolls, Bash generates X save results.
During a dragon attack choose an attacking dragon that 
has inflicted damage. That dragon takes damage equal 
to the amount of damage it inflicted. Bash also generates 
save results equal to the damage the chosen dragon did.

Bullseye (Dragon Attack, Missile): During a missile 
attack, target X health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. During a dragon attack, 
Bullseye generates X missile results.

Cantrip (Magic, Non-Maneuver): During a magic 
action, Cantrip generates X magic results. During other 
non-maneuver rolls, Cantrip generates X magic results 
that allow you to cast spells marked as ‘Cantrip’ from 
the spell list.

Charge (Melee): During a melee attack, the 
attacking army counts all Maneuver results as if they 
were Melee results. Instead of making a regular save roll 
or a counter-attack, the defending army makes a
combination save and melee roll. The attacking army 
takes damage equal to these melee results. Only save 
results generated by spells may reduce this damage. 
Charge has no effect during a counter-attack.

Confuse (Melee, Missile): During a melee or missile 
attack, target up to X health-worth of units in the 
defending army after they have rolled for saves. Re-roll 
the targeted units, ignoring all previous results.
Note: Confuse works outside of the normal sequence of 
die roll resolution, applying its effect immediately after 
the opponent’s roll for saves is made, but before they 
resolve any SAIs.

Counter (Dragon Attack, Melee, Save*):During a save roll 
against a melee attack, Counter generates X save results 
and inflicts X damage upon the attacking army. Only 
save results generated by spells may reduce this damage. 
During any other save roll, Counter generates X save 
results. 
During a melee attack, Counter generates X melee 
results.  
During a dragon attack, Counter generates X save and X 
melee results.

Icon Name and Effect
Dispel Magic (Special): Whenever any magic targets this 
unit, the army containing this unit or the terrain this unit 
occupies, you may roll this unit after all spells are 
announced but before any are resolved. If the Dispel 
Magic icon is rolled, negate all unresolved magic that 
targets or effects this unit, its army or the terrain it 
occupies. Magic targeting other units, armies, or terrains 
is unaffected by this SAI. 

Fly (Any): During any roll, Fly generates X maneuver or 
X save results.

Rend (Dragon Attack, Maneuver, Melee): During a melee 
or dragon attack, Rend generates X melee results. Roll 
this unit again and apply the new result as well. 
During a maneuver roll, Rend generates X maneuver 
results. 

 
Roar (Melee): During a melee attack, target up to X 
health-worth of units in the defending army. The targets 
are immediately moved to their Reserve Area before the 
defending army rolls for saves.

Seize (Melee, Missile): During a melee or missile attack, 
target up to X health-worth of units in the defending 
army. Roll the targets. If they roll an ID icon, they are 
immediately moved to their Reserve Area. Any that do 
not roll an ID are killed.

 

Smite (Dragon Attack, Melee): During a melee attack, 
Smite inflicts X points of damage to the defending army 
with no save possible. During a dragon attack, Smite 
generates X melee results.

Stomp (Dragon Attack, Melee): During a melee attack, 
target up to X health-worth of units in the defending 
army. The targets make a maneuver roll. Those that do 
not generate a maneuver result are killed and must make 
a save roll. Those that do not generate a save result are 
buried. 
During a dragon attack, Stomp generates X melee results.

Trample (Any): During any roll, Trample generates X 
maneuver and X melee results.

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

ELEMENTAL SPELLS

Cost R C Name, Race and Effect

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.



Cost R C Name, Race and Effect

2 X Palsy (Any): Target any opposing army. Subtract one 
result from the target’s non-maneuver rolls until the 
beginning of your next turn.

4 Finger of Death (Any): Target any opposing unit. 
Inflict one point of damage on the target with no save 
possible.

6 Soiled Ground (Any): Target any terrain. Until the 
beginning of your next turn, any unit killed at that 
terrain that goes into the DUA must make a save roll. 
Those that do not generate a save result are buried.

BLACK (DEATH) SPELLS

Cost R C Name, Race and Effect

2 X Hailstorm (Any): Target any opposing army. Inflict one 
point of damage on the target,

4 X Wind Walk (Any): Target any army. Add four 
maneuver results to the target’s rolls until the 
beginning of your next turn.

6 Lightning Strike (Any): Target any opposing unit. The 
target makes a save roll. If it does not generate a save 
result, it is killed. A unit may not be targeted by more 
than one Lightning Strike per magic action.

BLUE (AIR) SPELLS



Icon Name and Effect
Cantrip (Magic, Non-Maneuver): During a magic 
action, Cantrip generates X magic results. During other 
non-maneuver rolls, Cantrip generates X magic results 
that allow you to cast spells marked as ‘Cantrip’ from 
the spell list.

Counter (Dragon Attack, Melee, Save*):During a save roll 
against a melee attack, Counter generates X save results 
and inflicts X damage upon the attacking army. Only 
save results generated by spells may reduce this damage. 
During any other save roll, Counter generates X save 
results. 
During a melee attack, Counter generates X melee 
results.  
During a dragon attack, Counter generates X save and X 
melee results.

Icon Name and Effect

 

Fly (Any): During any roll, Fly generates X maneuver or 
X save results.

Smite (Dragon Attack, Melee): During a melee attack, 
Smite inflicts X points of damage to the defending army 
with no save possible. During a dragon attack, Smite 
generates X melee results.

Cost R C Name, Race and Effect

2 X X Watery Double (Any): Target any army. Add one save 
result to the target’s rolls until the beginning of your 
next turn.

4 Flash Flood (Any): Target any terrain. Reduce that 
terrain one step unless an opposing army at that 
terrain generates at least six maneuver results. A 
terrain may never be reduced by more than one step 
during a player's turn from the effects of Flash Flood.

6 Wall of Fog (Any): Target any terrain. Subtract six 
missile results from any missile attack targeting an 
army at that terrain until the beginning of your next 
turn. 

GREEN (WATER) SPELLS

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 X Evolve Dragonkin (Eldarim): Target one of your Drag-
onkin units that matches the color of magic used to 
cast this spell. The target is promoted one 
health-worth.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

5 X Rise of the Eldarim (Eldarim): Target any Eldarim unit 
that matches the color of magic used to cast this spell. 
The target is promoted one health-worth.

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.

Cost R C Name, Race and Effect

2 X Ash Storm (Any): Target any terrain. Subtract one 
result from all army rolls at that terrain until the 
beginning of your next turn. 

4 X Fiery Weapon (Any): Target any army. Add two melee 
or missile results to any roll the target makes until the 
beginning of your next turn.

6 Dancing Lights (Any): Target any opposing army. 
Subtract six melee results from the target’s rolls until 
the beginning of your next turn.

RED (FIRE) SPELLS

Cost R C Name, Race and Effect

2 X X Stone Skin (Any): Target any army. Add one save 
result to the target’s rolls until the beginning of your 
next turn.

4 X Path (Any): Target one of your units at a terrain. Move 
the target to any other terrain where you have an 
army.

6 Transmute Rock to Mud (Any): Target any opposing 
army. Subtract six maneuver results from the target’s 
rolls until the beginning of your next turn.

YELLOW (EARTH) SPELLS

ELEMENTAL SPELLS



Cost R C Name, Race and Effect

2 X Hailstorm (Any): Target any opposing army. Inflict one 
point of damage on the target,

3 X Wilding (Feral): Target any army. The target army may 
double the melee and save results of any one unit 
until the beginning of your next turn. Select a unit to 
double their results after the army makes each roll.

4 X Wind Walk (Any): Target any army. Add four 
maneuver results to the target’s rolls until the 
beginning of your next turn.

6 Lightning Strike (Any): Target any opposing unit. The 
target makes a save roll. If it does not generate a save 
result, it is killed. A unit may not be targeted by more 
than one Lightning Strike per magic action.

BLUE (AIR) SPELLS

Cost R C Name, Race and Effect

2 X X Stone Skin (Any): Target any army. Add one save 
result to the target’s rolls until the beginning of your 
next turn.

4 X Path (Any): Target one of your units at a terrain. Move 
the target to any other terrain where you have an 
army.

5 X Berserker Rage (Feral): Target an army containing at 
least one Feral unit. All Feral units in the target army 
may count save results as if they were melee results 
during all counter-attacks, until the beginning of your 
next turn. 

6 Transmute Rock to Mud (Any): Target any opposing 
army. Subtract six maneuver results from the target’s 
rolls until the beginning of your next turn.

YELLOW (EARTH) SPELLS



Icon Name and Effect
Bullseye (Dragon Attack, Missile): During a missile 
attack, target X health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. 
During a dragon attack, Bullseye generates X missile 
results.

Cantrip (Magic, Non-Maneuver): During a magic 
action, Cantrip generates X magic results. During other 
non-maneuver rolls, Cantrip generates X magic results 
that allow you to cast spells marked as ‘Cantrip’ from 
the spell list.

Counter (Dragon Attack, Melee, Save*):During a save roll 
against a melee attack, Counter generates X save results 
and inflicts X damage upon the attacking army. Only 
save results generated by spells may reduce this damage. 

During any other save roll, Counter generates X save 
results. 
During a melee attack, Counter generates X melee 
results.  
During a dragon attack, Counter generates X save and X 
melee results.

Dispel Magic (Special): Whenever any magic targets this 
unit, the army containing this unit or the terrain this unit 
occupies, you may roll this unit after all spells are 
announced but before any are resolved. If the Dispel 
Magic icon is rolled, negate all unresolved magic that 
targets or effects this unit, its army or the terrain it 
occupies. Magic targeting other units, armies, or terrains 
is unaffected by this SAI. 

Double Strike (Dragon Attack, Melee): During a melee 
attack, target four health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. 
During a dragon attack, Double Strike generates four 
melee results.

Fly (Any): During any roll, Fly generates X maneuver or 
X save results.

Icon Name and Effect
Gore (Dragon Attack, Melee): During a melee attack, 
target one unit in the defending army. The target takes 
two points of damage. If the unit is killed by Gore, it is 
then buried. During a dragon attack, Gore generates four 
melee results.

Hug (Dragon Attack, Melee): During a melee attack, 
target one unit in the defending army. The target unit 
takes X points of damage with no save possible. The 
targeted unit makes a melee roll. Melee results generated 
by this roll inflict damage on the Hugging unit with no 
save possible. 

During a dragon attack, Hug generates X melee results.

Rend (Dragon Attack, Maneuver, Melee): During a melee 
or dragon attack, Rend generates X melee results. Roll 
this unit again and apply the new result as well. 
During a maneuver roll, Rend generates X maneuver 
results. 

 

Roar (Melee): During a melee attack, target up to X 
health-worth of units in the defending army. The targets 
are immediately moved to their Reserve Area before the 
defending army rolls for saves.

Screech (Melee): During a melee attack, the defending 
army subtracts X save results.

Seize (Melee, Missile): During a melee or missile attack, 
target up to X health-worth of units in the defending 
army. Roll the targets. If they roll an ID icon, they are 
immediately moved to their Reserve Area. Any that do 
not roll an ID are killed.

Trample (Any): During any roll, Trample generates X 
maneuver and X melee results.

Trumpet (Dragon Attack, Melee, Save): During a dragon 
attack, melee attack or save roll, each Feral unit in this 
army doubles its melee and save results.

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

ELEMENTAL SPELLS

Cost R C Name, Race and Effect

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.



Cost R C Name, Race and Effect

2 X Hailstorm (Any): Target any opposing army. Inflict one 
point of damage on the target,

4 X Wind Walk (Any): Target any army. Add four 
maneuver results to the target’s rolls until the 
beginning of your next turn.

5 Mirage (Firewalkers): Target five health-worth of units 
at any terrain. The targets make a save roll. Those 
that do not generate a save result are moved to their 
Reserve Area.

6 Lightning Strike (Any): Target any opposing unit. The 
target makes a save roll. If it does not generate a save 
result, it is killed. A unit may not be targeted by more 
than one Lightning Strike per magic action.

BLUE (AIR) SPELLS

Cost R C Name, Race and Effect

2 X Ash Storm (Any): Target any terrain. Subtract one 
result from all army rolls at that terrain until the 
beginning of your next turn. 

3 X X Flashfire (Firewalkers): Target any army. During any 
non-maneuver army roll, any one unit in the target 
army may be re-rolled once, ignoring the previous 
result. This effect lasts until the beginning of your 
next turn.

4 X Fiery Weapon (Any): Target any army. Add two melee 
or missile results to any roll the target makes until the 
beginning of your next turn.

6 Dancing Lights (Any): Target any opposing army. 
Subtract six melee results from the target’s rolls until 
the beginning of your next turn.

RED (FIRE) SPELLS



Icon Name and Effect
Bullseye (Dragon Attack, Missile): During a missile 
attack, target X health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. 
During a dragon attack, Bullseye generates X missile 
results.

Cantrip (Magic, Non-Maneuver): During a magic 
action, Cantrip generates X magic results. During other 
non-maneuver rolls, Cantrip generates X magic results 
that allow you to cast spells marked as ‘Cantrip’ from 
the spell list.

Counter (Dragon Attack, Melee, Save*):During a save roll 
against a melee attack, Counter generates X save results 
and inflicts X damage upon the attacking army. Only 
save results generated by spells may reduce this damage. 

During any other save roll, Counter generates X save 
results. 
During a melee attack, Counter generates X melee 
results.  
During a dragon attack, Counter generates X save and X 
melee results.

Create Fireminions (Any Non-Individual): During any 
army roll, Create Fireminions generates X magic, maneu-
ver, melee, missile or save results.

Firecloud (Melee, Missile): During a melee or missile 
attack, target up to X health-worth of units in the de-
fending army. The targets make a maneuver roll. Those 
that do not generate a maneuver result are killed.

Firewalking (Maneuver, Non-Maneuver): During a 
maneuver roll, Firewalking generates X maneuver results. 
During any non-maneuver roll, this unit may move itself 
and up to three health-worth of units in its army to any 
terrain.

Icon Name and Effect
Flame (Melee): During a melee attack, target up to two 
health-worth of units in the defending army. The targets 
are killed and buried.

Fly (Any): During any roll, Fly generates X maneuver or 
X save results.

Galeforce (Magic, Melee, Missile): During a melee or 
missile attack, a magic action at a terrain, target an 
opposing army at that terrain. Until the beginning of 
your next turn, the target subtracts four save and four 
maneuver results from all rolls.

Rise from the Ashes (Save Special): During a save roll, 
Rise from the Ashes generates X save results. Whenever 
a unit with this SAI is killed or buried, roll the unit. If 
Rise from the Ashes is rolled, the unit is moved to your 
Reserve Area. If an effect both kills and buries this unit, 
it may roll once when killed and again when buried. If 
the first roll is successful, the unit is not buried.

Seize (Melee, Missile): During a melee or missile attack, 
target up to X health-worth of units in the defending 
army. Roll the targets. If they roll an ID icon, they are 
immediately moved to their Reserve Area. Any that do 
not roll an ID are killed.

 

Smite (Dragon Attack, Melee): During a melee attack, 
Smite inflicts X points of damage to the defending army 
with no save possible. During a dragon attack, Smite 
generates X melee results.

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

ELEMENTAL SPELLS

Cost R C Name, Race and Effect

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.



Cost R C Name, Race and Effect

2 X Palsy (Any): Target any opposing army. Subtract one 
result from the target’s non-maneuver rolls until the 
beginning of your next turn.

3 Magic Drain (Frostwings): Target any terrain. Subtract 
two magic results from all army rolls at that terrain 
until the beginning of your next turn.

4 Finger of Death (Any): Target any opposing unit. 
Inflict one point of damage on the target with no save 
possible.

6 Soiled Ground (Any): Target any terrain. Until the 
beginning of your next turn, any unit killed at that 
terrain that goes into the DUA must make a save roll. 
Those that do not generate a save result are buried.

BLACK (DEATH) SPELLS

Cost R C Name, Race and Effect

2 X Hailstorm (Any): Target any opposing army. Inflict one 
point of damage on the target,

4 X Wind Walk (Any): Target any army. Add four 
maneuver results to the target’s rolls until the
beginning of your next turn.

5 Fields of Ice (Frostwings): Target any terrain. Subtract 
four maneuver results from all army results at that 
terrain until the beginning of your next turn. Ties in 
maneuver rolls at that terrain are won by the 
counter-maneuvering army while the terrain is under 
the effect of Fields of Ice.

6 Lightning Strike (Any): Target any opposing unit. The 
target makes a save roll. If it does not generate a save 
result, it is killed. A unit may not be targeted by more 
than one Lightning Strike per magic action.

BLUE (AIR) SPELLS



Icon Name and Effect
Bullseye (Dragon Attack, Missile): During a missile 
attack, target X health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. 
During a dragon attack, Bullseye generates X missile 
results.

Cantrip (Magic, Non-Maneuver): During a magic action 
or Magic Negation roll, Cantrip generates X magic 
results. During other non-maneuver rolls, Cantrip 
generates X magic results that allow you to cast spells 
marked as ‘Cantrip’ from the spell list.

Double Strike (Dragon Attack, Melee): During a melee 
attack, target four health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. 
During a dragon attack, Double Strike generates four 
melee results.

Fly (Any): During any roll, Fly generates X maneuver or 
X save results.

Frost Breath (Melee, Missile): During a melee or missile 
attack, target an opposing army at the same terrain. Until 
the beginning of your next turn, the target halves all 
results they roll until the beginning of your next turn.

Howl (Melee, Missile): During a melee or missile attack, 
the defending army subtracts X save results.

Icon Name and Effect
Rend (Dragon Attack, Maneuver, Melee): During a melee 
or dragon attack, Rend generates X melee results. Roll 
this unit again and apply the new result as well. 
During a maneuver roll, Rend generates X maneuver 
results. 

 

Smite (Dragon Attack, Melee): During a melee attack, 
Smite inflicts X points of damage to the defending army 
with no save possible. During a dragon attack, Smite 
generates X melee results.

Surprise (Melee): During a melee attack, the defending 
army cannot counter-attack. The defending army may 
still make a save roll as normal. Surprise has no effect 
during a counter-attack.

 

Swallow (Melee): During a melee attack, target one unit 
in the defending army. Roll the target. If it does not roll 
its ID icon, it is killed and buried.

 

Volley (Dragon Attack, Missile, Save*): During a save 
roll against a missile attack, Volley generates X save and 
inflicts X damage upon the attacking army. Only save 
results generated by spells may reduce this damage. 

During any other save roll, Volley generates X save 
results. 

During a missile attack, Volley generates X missile 
results. 

During a dragon attack, Volley generates X save and X 
missile results.

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

ELEMENTAL SPELLS

Cost R C Name, Race and Effect

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.



Cost R C Name, Race and Effect

2 X Palsy (Any): Target any opposing army. Subtract one 
result from the target’s non-maneuver rolls until the 
beginning of your next turn.

3 Decay (Goblin): Target any opposing army. Subtract 
two melee results from the target’s rolls until the 
beginning of your next turn.

4 Finger of Death (Any): Target any opposing unit. 
Inflict one point of damage on the target with no save 
possible.

6 Soiled Ground (Any): Target any terrain. Until the 
beginning of your next turn, any unit killed at that 
terrain that goes into the DUA must make a save roll. 
Those that do not generate a save result are buried.

BLACK (DEATH) SPELLS

Cost R C Name, Race and Effect

2 X X Stone Skin (Any): Target any army. Add one save 
result to the target’s rolls until the beginning of your 
next turn.

4 X Path (Any): Target one of your units at a terrain. Move 
the target to any other terrain where you have an 
army.

5 Scent of Fear (Goblin): Target up to three health-
worth of opposing units at any terrain. The target 
units are moved to their Reserve Area. 

6 Transmute Rock to Mud (Any): Target any opposing 
army. Subtract six maneuver results from the target’s 
rolls until the beginning of your next turn.

YELLOW (EARTH) SPELLS



Icon Name and Effect
Bullseye (Dragon Attack, Missile): During a missile 
attack, target X health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. 
During a dragon attack, Bullseye generates X missile 
results.

Cantrip (Magic, Non-Maneuver): During a magic 
action, Cantrip generates X magic results. During other 
non-maneuver rolls, Cantrip generates X magic results 
that allow you to cast spells marked as ‘Cantrip’ from 
the spell list.

Counter (Dragon Attack, Melee, Save*):During a save roll 
against a melee attack, Counter generates X save results 
and inflicts X damage upon the attacking army. Only 
save results generated by spells may reduce this damage. 

During any other save roll, Counter generates X save 
results. 
During a melee attack, Counter generates X melee 
results.  
During a dragon attack, Counter generates X save and X 
melee results.

Fly (Any): During any roll, Fly generates X maneuver or 
X save results.

Net (Individual, Melee, Missile): During a melee or 
missile attack, target up to X health-worth of units in the 
defending army. Each targeted unit makes a maneuver 
roll. Those that do not generate a maneuver result are 
netted and may not be rolled or leave the terrain they 
currently occupy until the beginning of your next turn. 
Net does nothing during a missile attack targeting an 
opponent’s Reserve Army from a Tower on its eighth 
face. When saving against an individual targeting effect, 
Net generates X save results.

Poison (Melee): During a melee attack, target X health-
worth of units in the defending army. Each targeted 
unit makes a save roll. Those that do not generate a save 
result are killed and must make another save roll. Those 
that do not generate a save result on this second roll are 
buried.

Icon Name and Effect
Regenerate (Non-Maneuver): During any non-maneuver 
roll, Regenerate generates X save results, OR, you may 
bring back up to X health-worth of units from your DUA 
to the army containing this unit.

Rend (Dragon Attack, Maneuver, Melee): During a melee 
or dragon attack, Rend generates X melee results. Roll 
this unit again and apply the new result as well. 
During a maneuver roll, Rend generates X maneuver 
results. 

Screech (Melee): During a melee attack, the defending 
army subtracts X save results.

Sleep (Melee): During a melee attack, target one unit 
in an opponent’s army at this terrain. The target unit 
is asleep and cannot be rolled or leave the terrain they 
currently occupy until the beginning of your next turn.

 

Smite (Dragon Attack, Melee): During a melee attack, 
Smite inflicts X points of damage to the defending army 
with no save 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. The targets 
make a maneuver roll. Those that do not generate a 
maneuver result are killed.

Stun (Melee): During a melee attack, target up to X 
health-worth of units in the defending army. The targets 
make a maneuver roll. Those that do not generate a 
maneuver result are stunned and cannot be rolled until 
the beginning of your turn, unless they are the target 
of an individual-targeting effect which forces them to. 
Stunned units that leave the terrain through any means 
are no longer stunned. Roll this unit again and apply the 
new result as well.

Surprise (Melee): During a melee attack, the defending 
army cannot counter-attack. The defending army may 
still make a save roll as normal. Surprise has no effect 
during a counter-attack.

 

Swallow (Melee): During a melee attack, target one unit 
in the defending army. Roll the target. If it does not roll 
its ID icon, it is killed and buried.

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

ELEMENTAL SPELLS

Cost R C Name, Race and Effect

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.



Cost R C Name, Race and Effect

2 X Palsy (Any): Target any opposing army. Subtract one 
result from the target’s non-maneuver rolls until the 
beginning of your next turn.

4 Finger of Death (Any): Target any opposing unit. 
Inflict one point of damage on the target with no save 
possible.

5 X Necromantic Wave (Lava Elves): Target any army. All 
units in the target army may count magic results as if 
they were melee or missile results until the beginning 
of your next turn.

6 Soiled Ground (Any): Target any terrain. Until the 
beginning of your next turn, any unit killed at that 
terrain that goes into the DUA must make a save roll. 
Those that do not generate a save result are buried.

BLACK (DEATH) SPELLS

Cost R C Name, Race and Effect

2 X Ash Storm (Any): Target any terrain. Subtract one 
result from all army rolls at that terrain until the 
beginning of your next turn. 

3 Fearful Flames (Lava Elves): Target any opposing unit. 
Inflict one point of damage on the target. If the target 
is killed by Fearful Flames it makes a save roll. If no 
save result is generated, that unit is buried. 

4 X Fiery Weapon (Any): Target any army. Add two melee 
or missile results to any roll the target makes until the 
beginning of your next turn.

6 Dancing Lights (Any): Target any opposing army. 
Subtract six melee results from the target’s rolls until 
the beginning of your next turn.

RED (FIRE) SPELLS



Icon Name and Effect
Bullseye (Dragon Attack, Missile): During a missile 
attack, target X health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. 
During a dragon attack, Bullseye generates X missile 
results.

Cantrip (Magic, Non-Maneuver): During a magic 
action, Cantrip generates X magic results. During other 
non-maneuver rolls, Cantrip generates X magic results 
that allow you to cast spells marked as ‘Cantrip’ from 
the spell list.

Charm (Melee): During a melee attack, target up to X 
health-worth of units in the defending army; those units 
don’t roll to save during this march. Instead, the owner 
rolls these units and adds their results to the attacking 
army’s results. Those units may take damage from the 
melee attack as normal.

Cloak (Dragon Attack, Individual, Magic, Save): During 
a save roll or dragon attack, add X save results to the 
army containing this unit until the beginning of your 
next turn.
During a magic action, Cloak generates X magic results.
During a roll for an individual-targeting effect, Cloak 
generates X magic, maneuver, melee, missile, or save 
results.

Confuse (Melee, Missile): During a melee or missile 
attack, target up to X health-worth of units in the 
defending army after they have rolled for saves. Re-roll 
the targeted units, ignoring all previous results.
Note: Confuse works outside of the normal sequence of 
die roll resolution, applying its effect immediately after 
the opponent’s roll for saves is made, but before they 
resolve any SAIs.

Counter (Dragon Attack, Melee, Save*):During a save 
roll against a melee attack, Counter generates X save 
results and inflicts X damage upon the attacking army. 
Only save results generated by spells may  reduce this 
damage. 

During any other save roll, Counter generates X save 
results. 
During a melee attack, Counter generates X melee 
results.  
During a dragon attack, Counter generates X save and X 
melee results.

Icon Name and Effect
Flame (Melee): During a melee attack, target up to two 
health-worth of units in the defending army. The targets 
are killed and buried.

Fly (Any): During any roll, Fly generates X maneuver or 
X save results.

Illusion (Melee, Magic, Missile): During a magic, melee 
or missile attack, target any of your armies. Until the 
beginning of your next turn, the target army cannot be 
targeted by any missile attacks or spells cast by opposing 
players.

 

Smite (Dragon Attack, Melee): During a melee attack, 
Smite inflicts X points of damage to the defending army 
with no save possible. During a dragon attack, Smite 
generates X melee results.

Stone (Dragon Attack, Melee, Missile): During a melee 
or missile attack, Stone does X damage to the defending 
army with no save possible. 
During a dragon attack, Stone generates X missile 
results.

 

Volley (Dragon Attack, Missile, Save*): During a save 
roll against a missile attack, Volley generates X save and 
inflicts X damage upon the attacking army. Only save 
results generated by spells may reduce this damage. 

During any other save roll, Volley generates X save 
results. 

During a missile attack, Volley generates X missile 
results. 

During a dragon attack, Volley generates X save and X 
missile results.

Web (Melee, Missile): During a melee or missile attack, 
target up to X health-worth of units in the defending 
army. The targets make a melee roll. Those that do 
not generate a melee result are webbed and cannot be 
rolled or leave the terrain they currently occupy until the 
beginning of your next turn. Web does nothing during 
a missile action targeting an opponent’s Reserve Army 
from a Tower on its eighth-face.

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

ELEMENTAL SPELLS

Cost R C Name, Race and Effect

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.



Cost R C Name, Race and Effect

2 X X Watery Double (Any): Target any army. Add one save 
result to the target’s rolls until the beginning of your 
next turn.

4 Flash Flood (Any): Target any terrain. Reduce that 
terrain one step unless an opposing army at that 
terrain generates at least six maneuver results. A 
terrain may never be reduced by more than one step 
during a player's turn from the effects of Flash Flood.

5 Tidal Wave (Scalders): Target any terrain. Each army at 
that terrain takes four points of damage, and makes a 
combination save and maneuver roll. The terrain is 
reduced one step unless an army generates at least 
four maneuver results. A terrain may never be 
reduced by more than one step during a player's turn 
from the effects of Tidal Wave.

6 Wall of Fog (Any): Target any terrain. Subtract six 
missile results from any missile attack targeting an 
army at that terrain until the beginning of your next 
turn. 

GREEN (WATER) SPELLS

Cost R C Name, Race and Effect

2 X Ash Storm (Any): Target any terrain. Subtract one 
result from all army rolls at that terrain until the 
beginning of your next turn. 

3 Firestorm (Scalders): Target any terrain. Inflict two 
points of damage on each army at that terrain.

4 X Fiery Weapon (Any): Target any army. Add two melee 
or missile results to any roll the target makes until the 
beginning of your next turn.

6 Dancing Lights (Any): Target any opposing army. 
Subtract six melee results from the target’s rolls until 
the beginning of your next turn.

RED (FIRE) SPELLS



Icon Name and Effect
Bullseye (Dragon Attack, Missile): During a missile 
attack, target X health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. 
During a dragon attack, Bullseye generates X missile 
results.

Cantrip (Magic, Non-Maneuver):During a magic 
action, Cantrip generates X magic results. During other 
non-maneuver rolls, Cantrip generates X magic results 
that allow you to cast spells marked as ‘Cantrip’ from 
the spell list.

Confuse (Melee, Missile): During a melee or missile 
attack, target up to X health-worth of units in the 
defending army after they have rolled for saves. Re-roll 
the targeted units, ignoring all previous results.
Note: Confuse works outside of the normal sequence of 
die roll resolution, applying its effect immediately after 
the opponent’s roll for saves is made, but before they 
resolve any SAIs.

Counter (Dragon Attack, Melee, Save*):During a save 
roll against a melee attack, Counter generates X save 
results and inflicts X damage upon the attacking army. 
Only save results generated by spells may  reduce this 
damage. 

During any other save roll, Counter generates X save 
results. 
During a melee attack, Counter generates X melee 
results.  
During a dragon attack, Counter generates X save and X 
melee results.

Dispel Magic (Special): Whenever any magic targets this 
unit, the army containing this unit or the terrain this unit 
occupies, you may roll this unit after all spells are 
announced but before any are resolved. If the Dispel 
Magic icon is rolled, negate all unresolved magic that 
targets or effects this unit, its army or the terrain it 
occupies. Magic targeting other units, armies, or terrains 
is unaffected by this SAI. 

Icon Name and Effect
Flaming Arrow (Dragon Attack, Missile): During a 
missile attack, target X health-worth of units in the 
defending army. The targets make a save roll. Those that 
do not generate a save result are killed. Each unit killed 
must make another save roll. Those that do not generate 
a save result on this second roll are buried. 

During a dragon attack, Flaming Arrow generates X 
missile results.

Fly (Any): During any roll, Fly generates X maneuver or 
X save results.

Poison (Melee): During a melee attack, target X health-
worth of units in the defending army. Each targeted 
unit makes a save roll. Those that do not generate a save 
result are killed and must make another save roll. Those 
that do not generate a save result on this second roll are 
buried.

 

Smite (Dragon Attack, Melee): During a melee attack, 
Smite inflicts X points of damage to the defending army 
with no save possible. During a dragon attack, Smite 
generates X melee results.

Web (Melee, Missile): During a melee or missile attack, 
target up to X health-worth of units in the defending 
army. The targets make a melee roll. Those that do 
not generate a melee result are webbed and cannot be 
rolled or leave the terrain they currently occupy until the 
beginning of your next turn. Web does nothing during 
a missile action targeting an opponent’s Reserve Army 
from a Tower on its eighth-face.

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

ELEMENTAL SPELLS

Cost R C Name, Race and Effect

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.



Cost R C Name, Race and Effect

2 X X Watery Double (Any): Target any army. Add one save 
result to the target’s rolls until the beginning of your 
next turn.

4 Flash Flood (Any): Target any terrain. Reduce that 
terrain one step unless an opposing army at that 
terrain generates at least six maneuver results. A 
terrain may never be reduced by more than one step 
during a player's turn from the effects of Flash Flood.

5 Mire (Swamp Stalkers): Target a terrain. Until the 
beginning of your next turn, any army wishing to 
march at that terrain must first make a roll. Any unit 
that does not roll a maneuver result may not be rolled 
during that march.

6 Wall of Fog (Any): Target any terrain. Subtract six 
missile results from any missile attack targeting an 
army at that terrain until the beginning of your next 
turn. 

Cost R C Name, Race and Effect

2 X Palsy (Any): Target any opposing army. Subtract one 
result from the target’s non-maneuver rolls until the 
beginning of your next turn.

3 Swamp Fever (Swamp Stalkers): Target three health-
worth of unit(s) in an opposing army. Roll the targets. 
If they roll an ID result, they are killed. Any units 
killed by Swamp Fever make a second roll. If they roll 
an ID result they are buried.

4 Finger of Death (Any): Target any opposing unit. 
Inflict one point of damage on the target with no save 
possible.

6 Soiled Ground (Any): Target any terrain. Until the 
beginning of your next turn, any unit killed at that 
terrain that goes into the DUA must make a save roll. 
Those that do not generate a save result are buried.

BLACK (DEATH) SPELLS GREEN (WATER) SPELLS



Icon Name and Effect
Bullseye (Dragon Attack, Missile): During a missile 
attack, target X health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. 
During a dragon attack, Bullseye generates X missile 
results.

Cantrip (Magic, Non-Maneuver): During a magic 
action, Cantrip generates X magic results. During other 
non-maneuver rolls, Cantrip generates X magic results 
that allow you to cast spells marked as ‘Cantrip’ from 
the spell list.

Coil (Dragon Attack, Melee): During a melee attack, 
target one unit in the defending army. The target takes X 
damage and makes a combination roll, counting save and 
melee results. Any melee results that the target generates 
inflict damage on the Coiling unit with no save possible.
During a dragon attack, Coil generates X melee results.

Poison (Melee): During a melee attack, target X health-
worth of units in the defending army. Each targeted 
unit makes a save roll. Those that do not generate a save 
result are killed and must make another save roll. Those 
that do not generate a save result on this second roll are 
buried.

Rend (Dragon Attack, Maneuver, Melee): During a melee 
or dragon attack, Rend generates X melee results. Roll 
this unit again and apply the new result as well. 
During a maneuver roll, Rend generates X maneuver 
results. 

Icon Name and Effect
Smite (Dragon Attack, Melee): During a melee attack, 
Smite inflicts X points of damage to the defending army 
with no save 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. The targets 
make a maneuver roll. Those that do not generate a 
maneuver result are killed.

Surprise (Melee): During a melee attack, the defending 
army cannot counter-attack. The defending army may 
still make a save roll as normal. Surprise has no effect 
during a counter-attack.

 

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 (Melee, Maneuver): During a melee attack, the 
defending army subtracts X from their save results. 
During a maneuver roll while marching, subtract X from 
each counter-maneuvering army’s maneuver results. 
Wave does nothing if rolled when counter-maneuvering.

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

ELEMENTAL SPELLS

Cost R C Name, Race and Effect

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.



Cost R C Name, Race and Effect

2 X X Watery Double (Any): Target any army. Add one save 
result to the target’s rolls until the beginning of your 
next turn.

3 X X Accelerated Growth (Treefolk): Target your DUA. 
When a two (or greater) health-worth Treefolk unit is 
killed, you may instead exchange it with a one health-
worth Treefolk unit from your DUA. This effect lasts 
until the beginning of your next turn.

4 Flash Flood (Any): Target any terrain. Reduce that 
terrain one step unless an opposing army at that 
terrain generates at least six maneuver results. A 
terrain may never be reduced by more than one step 
during a player's turn from the effects of Flash Flood.

6 Wall of Fog (Any): Target any terrain. Subtract six 
missile results from any missile attack targeting an 
army at that terrain until the beginning of your next 
turn. 

GREEN (WATER) SPELLS

Cost R C Name, Race and Effect

2 X X Stone Skin (Any): Target any army. Add one save 
result to the target’s rolls until the beginning of your 
next turn.

4 X Path (Any): Target one of your units at a terrain. Move 
the target to any other terrain where you have an 
army.

5 Wall of Thorns (Treefolk): Target any terrain not at its 
eighth face. Any army that successfully 
maneuvers that terrain takes six damage. The army 
makes a melee roll. Reduce the damage taken by the 
number of melee results generated. This effect lasts 
until the beginning of your next turn.

6 Transmute Rock to Mud (Any): Target any opposing 
army. Subtract six maneuver results from the target’s 
rolls until the beginning of your next turn.

YELLOW (EARTH) SPELLS



Icon Name and Effect
Cantrip (Magic, Non-Maneuver): During a magic 
action, Cantrip generates X magic results. During other 
non-maneuver rolls, Cantrip generates X magic results 
that allow you to cast spells marked as ‘Cantrip’ from 
the spell list.

Choke (Melee): During a melee attack, when the 
defending army rolls for saves, target up to X health-
worth of units in the that army that rolled an ID result. 
The target units are killed. Their ID results are not 
counted towards the army’s save results.
Note: Choke works outside of the normal sequence of 
die roll resolution, applying its effect immediately after 
the opponent’s roll for saves is made, but before they 
resolve any SAIs.

Confuse (Melee, Missile): During a melee or missile 
attack, target up to X health-worth of units in the 
defending army after they have rolled for saves. Re-roll 
the targeted units, ignoring all previous results.
Note: Confuse works outside of the normal sequence of 
die roll resolution, applying its effect immediately after 
the opponent’s roll for saves is made, but before they 
resolve any SAIs.

Counter (Dragon Attack, Melee, Save*):During a save 
roll against a melee attack, Counter generates X save 
results and inflicts X damage upon the attacking army. 
Only save results generated by spells may  reduce this 
damage. During any other save roll, Counter generates X 
save results. During a melee attack, Counter generates X 
melee results. During a dragon attack, Counter generates 
X save and X melee results.

Dispel Magic (Special): Whenever any magic targets this 
unit, the army containing this unit or the terrain this unit 
occupies, you may roll this unit after all spells are 
announced but before any are resolved. If the Dispel 
Magic icon is rolled, negate all unresolved magic that 
targets or effects this unit, its army or the terrain it 
occupies. Magic targeting other units, armies, or terrains 
is unaffected by this SAI. 

Double Strike (Dragon Attack, Melee): During a melee 
attack, target four health-worth of units in the defending 
army. The targets make a save roll. Those that do not 
generate a save result are killed. Roll this unit again and 
apply the new result as well. 
During a dragon attack, Double Strike generates four 
melee results.

Icon Name and Effect
Hoof (Dragon Attack, Maneuver, Save): During a maneu-
ver roll, Hoof generates X maneuver results. 
During a save roll, Hoof generates X save results. 
During a dragon attack, Hoof generates X save results.

Rend (Dragon Attack, Maneuver, Melee): During a melee or 
dragon attack, Rend generates X melee results. Roll this unit 
again and apply the new result as well. 
During a maneuver roll, Rend generates X maneuver results. 

Sleep (Melee): During a melee attack, target one unit in an 
opponent’s army at this terrain. The target unit is asleep and 
cannot be rolled or leave the terrain they currently occupy 
until the beginning of your next turn.

 

Smite (Dragon Attack, Melee): During a melee attack, Smite 
inflicts X points of damage to the defending army with no 
save 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. The targets 
make a maneuver roll. Those that do not generate a 
maneuver result are killed.

Surprise (Melee): During a melee attack, the defending 
army cannot counter-attack. The defending army may still 
make a save roll as normal. Surprise has no effect during a 
counter-attack.

 

Teleport (Maneuver, Non-Maneuver): During a maneuver 
roll, Teleport generates X maneuver results. 
During any non-maneuver roll, this unit may move itself and 
up to three health-worth of units in its army to any terrain.

Trample (Any): During any roll, Trample generates X 
maneuver and X melee results.

 

Volley (Dragon Attack, Missile, Save*): During a save roll 
against a missile attack, Volley generates X save and inflicts 
X damage upon the attacking army. Only save results 
generated by spells may reduce this damage. During any 
other save roll, Volley generates X save results. During a 
missile attack, Volley generates X missile results. During a 
dragon attack, Volley generates X save and X missile results.

Wild Growth (Non-Maneuver):During any non-maneuver 
roll, Wild Growth generates X save results or allows you 
to promote X health-worth of units in this army. Results 
may be split between saves and promotions in any way you 
choose. Any promotions happen all at once.

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

ELEMENTAL SPELLS

Cost R C Name, Race and Effect

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.



Cost R C Name, Race and Effect

2 X Palsy (Any): Target any opposing army. Subtract one 
result from the target’s non-maneuver rolls until the 
beginning of your next turn.

3 Evil Eye (Undead): Target any opposing army. Subtract 
two save results from the target’s rolls until the 
beginning of your next turn.

3 X X Restless Dead (Undead): Target any army. Add three 
maneuver results to the target’s rolls until the 
beginning of your next turn.

4 Finger of Death (Any): Target any opposing unit. 
Inflict one point of damage on the target with no save 
possible.

BLACK (DEATH) SPELLS

Cost R C Name, Race and Effect

5 Exhume (Undead): Target three health-worth of units 
in an opposing player’s DUA. The targets make a save 
roll. If the targets do not generate a save result they 
are buried. You may return units up to the health-
worth of units buried in this way, to the casting army 
from your DUA.

5 X Open Grave (Undead): Target any army. Until the 
beginning of your next turn, units in the target army 
that are killed following a save roll by any 
army-targeting effects (including melee and missile 
damage) go to their owner’s Reserve Area instead of 
the DUA. If no save roll was possible when units are 
killed, Open Grave does nothing.

6 Soiled Ground (Any): Target any terrain. Until the 
beginning of your next turn, any unit killed at that 
terrain that goes into the DUA must make a save roll. 
Those that do not generate a save result are buried.



Icon Name and Effect
Cantrip (Magic, Non-Maneuver): During a magic 
action, Cantrip generates X magic results. During other 
non-maneuver rolls, Cantrip generates X magic results 
that allow you to cast spells marked as ‘Cantrip’ from 
the spell list.

Convert (Melee): During a melee attack, target up to X 
health-worth of units in the defending army. The targets 
make a save roll. Those that do not generate a save result 
are killed. The attacking player may return up to the 
amount of heath-worth killed this way from their DUA to 
the attacking army.

Dispel Magic (Special): Whenever any magic targets this 
unit, the army containing this unit or the terrain this unit 
occupies, you may roll this unit after all spells are 
announced but before any are resolved. If the Dispel 
Magic icon is rolled, negate all unresolved magic that 
targets or effects this unit, its army or the terrain it 
occupies. Magic targeting other units, armies, or terrains 
is unaffected by this SAI. 

Fly (Any): During any roll, Fly generates X maneuver or 
X save results.

Plague (Melee): During a melee attack, target one unit 
in the defending army. The target makes a save roll. If 
the target fails to generate a save result, it is killed and 
your opponent targets another unit with Plague in the 
same army. Continue to target units with Plague until a 
targeted unit generates a save result.

Rend (Dragon Attack, Maneuver, Melee): During a melee or 
dragon attack, Rend generates X melee results. Roll this unit 
again and apply the new result as well. 
During a maneuver roll, Rend generates X maneuver results. 

Icon Name and Effect
Scare (Melee): During a melee attack, target up to X 
health-worth of units in the defending army. The targets 
make a save roll. Those that do not generate a save result 
are immediately moved to their Reserve Area before the 
defending army rolls for saves. Those that roll their ID 
icon are killed. 

Slay (Melee): During a melee attack, target one unit in the 
defending army. Roll the target. If it does not roll its ID 
icon, it is killed.

 

Smite (Dragon Attack, Melee): During a melee attack, Smite 
inflicts X points of damage to the defending army with no 
save possible. During a dragon attack, Smite generates X 
melee results.

Stun (Melee): During a melee attack, target up to X 
health-worth of units in the defending army. The targets 
make a maneuver roll. Those that do not generate a 
maneuver result are stunned and cannot be rolled until 
the beginning of your turn, unless they are the target 
of an individual-targeting effect which forces them to. 
Stunned units that leave the terrain through any means 
are no longer stunned. Roll this unit again and apply the 
new result as well.

Trample (Any): During any roll, Trample generates X maneu-
ver and X melee results.

Vanish (Save): During a save roll, Vanish generates X save 
results. The unit may then move to any terrain or its 
Reserve Area. If the unit moves, the save results still 
apply to the army that the Vanishing unit left.

Wither (Melee): During a melee attack, target any 
opposing army at the same terrain. Until the beginning 
of your next turn, the targeted army subtracts X results 
from all rolls it makes.

Cost R C Name, Race and Effect

3 X Resurrect Dead (Any): Target one health-worth of 
units in your DUA that contains the color of magic 
used to cast this spell. Return the target(s) to the 
casting army. Magic of any one color (or Ivory) may be 
used to resurrect Amazons.

3 Summon Dragonkin (Any): Target one health-worth of 
Dragonkin units in your Summoning Pool that match 
the color of magic used to cast this spell. The target(s) 
join the casting army.

ELEMENTAL SPELLS

Cost R C Name, Race and Effect

7 Summon Dragon (Any): Target any terrain. Summon 
one dragon from any Summoning Pool or terrain that 
contains the color used to cast this spell to the target 
terrain. Magic of any one color may be used to 
summon an Ivory or Ivory Hybrid Dragon.

14 Summon White Dragon (Any): Target any terrain. 
Summon one White Dragon from any Summoning 
Pool or terrain to the target terrain. Any combination 
of magic colors may be used to cast this spell.
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