
New Special Action Icons

Hypnotic Glare: Delayed Special (melee attack);
During a melee attack, after the defending army rolls to save but 
before they apply any unique or special resolution SAIs, target all 
units in the defending army which rolled an ID to become immediately 
'hypnotized'. Their results do not count towards the save roll, but they 
may be chosen as casualties. Until the end of your next turn, the 
hypnotized units may not roll. This effect ends immediately for a unit 
if the hypnotized unit leaves the terrain. This effect ends immediately 
for all units if the glaring unit leaves the current terrain, is killed, or is 
rolled (The glaring unit may be excluded from any roll while glaring). 

Terrain Advantage: Coral Elves may, when at a coastland terrain, count 
maneuver results as if they were save results.

Racial Abilities

Bloat Corpses Casting Cost: 3 Green
Target one health-worth of units in any enemy’s DUA. Target units are 
immediately buried. Multiple castings increase the number of health affected or 
target another DUA.

Blizzard Casting Cost: 4 Blue
Target any terrain. Until the beginning of your next turn, halve all melee results 
at the target terrain. Multiple castings target multiple terrains.

Part Water Casting Cost: 5 Green
Target any terrain. Until the beginning of your next turn, remove the water 
(green) element from the target terrain for all but the caster’s components. As 
long as this spell is in effect, the effects of all terrain- targeting spells that 
require the terrain to have the green (water) element are negated and the effects 
of all army-targeting spells that require the terrain to have the green (water) 
element are negated except for the caster’s spells. Multiple castings target 
multiple terrains.

Degenerate Dragonkin Casting Cost: 8 Blue
Target any enemy army. All Dragonkin in the target army must immediately roll 
an ID icon or be demoted. Those Dragonkin that cannot be demoted and all 
Dragonkin in the casting army are immediately buried. This spell can be cast 
only once per magic action.

Racial Spells
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