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THE GIFT OF THE WOLF

Failures on  and  
Strength  tests by fighters are re-rolled 
once more.

ADVANTAGE

You gain an extra reserve during your 
activation phase.

DISADVANTAGE

In order to demonstrate their courage 
in battle, your units cannot disengage 
voluntarily.

ORDER OF THE BANNERS

Infantry unit   () !

Infantry unit   ( /) 

Infantry unit   ( /) 

Infantry unit   ( /) 

Infantry or Creature unit  /  ( /)

THE GIFT OF THE WOLF

Failures on  and  
Strength  tests by fighters are re-rolled 
once more.

ADVANTAGE

When a unit including a faithful should be 
deployed, pass your turn. The unit will only 
be deployed at the end of the sequence. If 
several units can benefit from this effect they 
are deployed one after the other in an order 
chosen by the owner, beginning with the 
player who lost the Authority  opposition.

DISADVANTAGE

You lose the game if you lose all your creature 
units.

ORDER OF THE BANNERS

Infantry unit   () !

Infantry unit   ( /) 

Infantry unit   ( /) 

Creature unit   ()

Infantry or Creature unit  /  ( /)

THE GIFT OF THE WOLF

Failures on  and  
Strength  tests by fighters are re-rolled 
once more.

ADVANTAGE

One of your units has the Scout ability: it can 
be deployed anywhere on the battlefield that 
is not in contact with the enemy.

Each banner may include up to 2 allied 
Minotaur units, which replace the Gift of 
the Minotaur with the Gift of the Wolf. The 
commander must originally be Wolfen.

DISADVANTAGE

You immediately lose the game if all of your 
Rank 1 units are destroyed.

ORDER OF THE BANNERS

Infantry unit   () !

Infantry unit   ( /)

Infantry or Cavalry unit  /  ( /) 

Infantry or Creature unit  /  ()

Infantry unit   ( /) 

THE GIFT OF THE WOLF

Failures on  and  
Strength  tests by fighters are re-rolled 
once more.

ORDER OF THE BANNERS

Infantry unit   () !

Infantry unit   ( /)

Infantry unit   ( /)

Infantry unit   ( /) 

Creature or Titan unit 

 ( / /) /  

THE GIFT OF THE WOLF

Failures on  and  
Strength  tests by fighters are re-rolled 
once more.

ADVANTAGE

Your weapons are Sacred: the result required 
on  Strength  tests is read 1 
column to the right on the resolution table.

DISADVANTAGE

Each round, a randomly determined opponent 
chooses one of your units. The unit must 
attempt to charge the closest enemy unit.

ORDER OF THE BANNERS

Infantry unit   () !

Infantry unit   ( /)

Infantry unit   ( / /) 

Infantry unit   ( /) 

Creature unit   () 

Can be added to any Hunter unit. 

Resurrect/Duel: 5 Elixir pts  	 Artifacts: 1 pt  
EQUIPMENT

Spear May attack engaged enemies the fighter is in contact with 
and those within 3cm.

FEAT

Predatory Instinct For 2 Elixir points, when a unit should be 
activated, activate another unit instead (swap the cards in your 
activation sequence). Marauder mode: unit card is placed in 
reserve (added to the one you are normally allowed).

Can be added to any Fang unit. 

Resurrect/Duel: 4 Elixir pts  	 Artifacts: 1 pt  

FEAT

Predatory Instinct For 2 Elixir points, when a unit should be 
activated, activate another unit instead (swap the cards in your 
activation sequence). Marauder mode: unit card is placed in 
reserve (added to the one you are normally allowed).

Can be added to any Wolfen unit. 

Resurrect/Duel: 8 Elixir pts 	   Artifacts/Communions: 3 pts
Aspects: Cult of Yllia/lteration, Creation and Destruction

ABILITIES

Born Killer When performing a  Attack  test, roll  
an additional die. This is not a bonus die, so it can be re-rolled.
Savage Each   or  obtained on a  Strength  test 
generates a bonus die.

FEAT

Predatory Instinct For 2 Elixir points, when a unit should be 
activated, activate another unit instead (swap the cards in your 
activation sequence). Marauder mode: unit card is placed in 
reserve (added to the one you are normally allowed).

	 	 	
     	 2	 7	 7

	 	 	
     	 2	 7	 7

	 	 	
     	 2	 7	 11

320 5 5 51

315 8 5 51

315 8 7 3 7

Order of the Banners
WOLFEN: the throne of stars

Order of the Banners
WOLFEN: the red oak

Order of the Banners
WOLFEN: the twilight hills

Order of the Banners
WOLFEN: standard banner

Order of the Banners
WOLFEN: the path of opal

Serethis
    

Onyx
    

Y’Anrylh
    

INCARNATE 225 ap

INCARNATE 215 ap

INCARNATE 380 ap

1

1

1



Can be added to any Tracker unit. 

Resurrect/Duel: 5 Elixir pts  	 Artifacts: 2 pts  
Spear May attack engaged enemies the fighter is in contact with 
and those within 3cm.

ABILITIES

Assault Shot After a successful charge a Tracker unit led by 
Isakar can perform a range 0 shot before resolving combat.
Disengagement Unit doesn’t suffer loses when disengaging.

FEAT

Predatory Instinct For 2 Elixir points, when a unit should be 
activated, activate another unit instead (swap the cards in your 
activation sequence). Marauder mode: unit card is placed in 
reserve (added to the one you are normally allowed).

Can be added to any Sacred Vestal unit. 

Resurrect/Duel: 5 Elixir pts 	   Artifacts/Communions: 2 pts
Aspects: Cult of Yllia/Alteration and Destruction

ABILITIES

Devotion Failures on Fervor  tests are re-rolled once more.

FEAT

Predatory Instinct For 2 Elixir points, when a unit should be 
activated, activate another unit instead (swap the cards in your 
activation sequence). Marauder mode: unit card is placed in 
reserve (added to the one you are normally allowed).

Can be added to any Worg unit. 

Resurrect/Duel: 9 Elixir pts  	 Artifacts: 3 pts  
EQUIPMENT

Sacred Weapon The result required for  Strength  
tests is read 1 column to the right on the resolution table.

ABILITIES

Savage Each   or  obtained on a  Strength  test 
generates a bonus die.
Sequence Each  or  obtained on a  Attack  test 
generates a bonus die.
Immortal Affected by particular game effects.

FEAT

Predatory Instinct For 2 Elixir points, when a unit should be 
activated, activate another unit instead (swap the cards in your 
activation sequence). Marauder mode: unit card is placed in 
reserve (added to the one you are normally allowed).

Can be added to any allied Minotaur unit. 

Resurrect/Duel: 3 Elixir pts 	   Artifacts/Communions: 2 pts
Aspects: Cult of Yllia/Alteration and Destruction

ABILITIES

Bravery Failures on Courage  tests are re-rolled once more.

FEAT

Predatory Instinct For 2 Elixir points, when a unit should be 
activated, activate another unit instead (swap the cards in your 
activation sequence). Marauder mode: unit card is placed in 
reserve (added to the one you are normally allowed).

Can be added to any Great Fang unit. 

Resurrect/Duel: 6 Elixir pts 	   Artifacts/Communions: 2 pts
Aspects: Creation and Destruction

ABILITIES

Born Killer When performing a  Attack  test, roll  
an additional die. This is not a bonus die, so it can be re-rolled.
Grave Guardian Units including a grave guardian can re-roll 
failures on Courage  tests once more.

FEAT

Predatory Instinct For 2 Elixir points, when a unit should be 
activated, activate another unit instead (swap the cards in your 
activation sequence). Marauder mode: unit card is placed in 
reserve (added to the one you are normally allowed).

Can be added to any Vestal unit. 

Resurrect/Duel: 5 Elixir pts 	    Artifacts/Communions: 1 pt
Aspect: Destruction

FEAT

Predatory Instinct For 2 Elixir points, when a unit should be 
activated, activate another unit instead (swap the cards in your 
activation sequence). Marauder mode: unit card is placed in 
reserve (added to the one you are normally allowed).

Resurrect/Duel: 8 Elixir pts  	 Artifacts: 3 pts  

ABILITIES

Brutal Always counts as charging when he performs a successful 
assault.

Implacable After having performed an assault, if Killyox is still 
in contact with enemies resolve a new combat. He no longer gets 
the bonus for charging. This ability can be used once per round.

Resurrect/Duel: 5 Elixir pts  	 Artifacts: 2 pts  

ABILITIES

Counter-attack Gets 1 combat die for each failure obtained by 
his enemy in the  Attack  test against him. If he is 
not eliminated, he uses these dice once the enemy’s attacks have 
been resolved, as if the unit had been activated.
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      	 1	 2	 5 	 	 	
     	 2	 5	 5
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     	 2	 7	 7
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     	 3	 7	 9

	 	 	
     	 2	 7	 9

320 5 5 3 320 5 5 51 5 20 3 8 57 3

3 3 310 15 203 5 55 5 55 5 51 1 15 5 3

315 8 7 53

320 5 5 51

Isakar
    

Syriak
    

Asgarh
    

Orhaïn
    

Deliox
    

Karnyrax
    

Killyox
   

Ashan’Tyr
   

INCARNATE 250 ap INCARNATE FAITHFUL 255 ap INCARNATE 435 ap

INCARNATE FAITHFUL 175 ap INCARNATE FAITHFUL 315 ap INCARNATE FAITHFUL 265 ap

INCARNATE 375 ap

INCARNATE 245 ap

1

1 1 1

1 1 1

1

1



0-1
 
RUNE GUARDIAN

3

Can call a Cuirass of Yllia miracle (3 faith points)during 
any activation phase: the rune guardian’s unit benefits 
from the Sacred Armor effect until the end of the 
activation. The result required for Strength  tests 
taken against the holder is read 1 column to the left on 
the resolution table. 

0-1
 
GRAVE GUARDIAN

Units including a grave guardian can re-roll failures on Courage 
 tests once more.

0-1
 
REPENTANT

Units including a repentant can cancel 1 damage point from 
each Strength  test they suffer.

If the unit falls below half of its original number of fighters it 
does not need to roll a Courage  test.

EQUIPMENT

Sacred Weapon The result required for  Strength 
 tests is read 1 column to the right on the resolution table.

ABILITIES

Flight When moving, ignore obstacles and miniatures. 
Units with Flight are always in scattered formation.
Immortal Affected by particular game effects.
Scout When the company begins the game in a deployment 
zone, units composed entirely of fighters with Scout can be 
deployed anywhere if they are not in contact with the enemy.

EQUIPMENT

Spear May attack engaged enemies the fighter is in contact with 
and those within 3cm.

ABILITIES

Disengagement The unit doesn’t suffer any losses when it 
disengages.

EQUIPMENT

Spear May attack engaged enemies the fighter is in contact with 
and those within 3cm.

ABILITIES

Scout When the company begins the game in a deployment 
zone, units composed entirely of fighters with Scout can be 
deployed anywhere if they are not in contact with the enemy.

	 	 	
     	 1	 7	 7

	 	 	
     	 1	 7	 7

      	 1	 2	 5

	 	 	
     	 1	 7	 7

	 	 	
     	 1	 7	 7

	 	 	
     	 1	 7	 7

	 	 	
     	 1	 7	 7

	 	 	
     	 1	 3	 5

20 2020 153 33 35 55 53 33 3

15 15 153 3 35 5 33 3 3

Hunters
  

Trackers
  

Hunters
  

Shadow Trackers
  

std 325 ap +80 per extra fighter +25 ap per special fightermax 725 ap std 300 ap 

Fangs
  

Fangs  
Special Fighters

  

Fangs
  

Sylvan Animae
 

std 425 ap +105 per extra fighter std 350 ap max 950 ap std 275 ap 

4 3

4 0-39 6

9 3



ABILITIES

Sequence Each   or  obtained on a  Attack  test 
generates a bonus die.

0-1
 
RUNE GUARDIAN

3

Can call a Cuirass of Yllia miracle (3 faith points) during 
any activation phase: the rune guardian’s unit benefits 
from the Sacred Armor effect until the end of the 
activation. The result required for Strength  tests 
taken against the holder is read 1 column to the left on 
the resolution table. 

0-1
 
GRAVE GUARDIAN

Units including a grave guardian can re-roll failures on Courage 
 tests once more.

0-1
 
REPENTANT

Units including a repentant can cancel 1 damage point from 
each Strength  test they suffer.

EQUIPMENT

Sacred Weapon The result required for  Strength  
tests is read 1 column to the right on the resolution table.

ABILITIES

Immortal Affected by particular game effects.

Sequence Each   or  obtained on a  Attack  test 
generates a bonus die.

Savage Each   or  obtained on a  Strength  test 
generates a bonus die.

0-1
 
RUNE GUARDIAN

3

Can call a Cuirass of Yllia miracle (3 faith points) during 
any activation phase: the rune guardian’s unit benefits 
from the Sacred Armor effect until the end of the 
activation. The result required for Strength  tests 
taken against the holder is read 1 column to the left on 
the resolution table. 

0-1
 
GRAVE GUARDIAN

Units including a grave guardian can re-roll failures on  
Courage  tests once more.

0-1
 
REPENTANT

Units including a repentant can cancel 1 damage point from 
each Strength  test they suffer.

ABILITIES

Sequence Each   or  obtained on a  Attack  test 
generates a bonus die.

ABILITIES

Sequence Each   or  obtained on a  Attack  test 
generates a bonus die.

ABILITIES

Born Killer When performing a  Attack  test, roll 
an additional die. This is not a bonus die, so it can be re-rolled.

Savage Each   or  obtained on a  Strength  test 
generates a bonus die.

	 	 	
     	 1	 7	 7

	 	 	
     	 2	 7	 7

	 	 	
     	 2	 7	 7

	 	 	
     	 2	 7	 9

	 	 	
     	 1	 7	 7

	 	 	
     	 2	 7	 9

20

15 15 20

20 153

3 3 3

3 35

5 5 8

5 73

3 3 5

3 3

Vestals
  

Vestals  
Special Fighters

  

Great Fang
  

Great Fang  
Special Fighters

  

Great Fang
  

Worg
  

Vestals
  

Bloodthirsty 
Predators

  

std 400 ap +95 per extra fighter +25 ap per special fighter

std 375 ap +125 per extra fighter +25 ap per special fightermax 750 ap std 225 ap 

max 875 ap std 525 ap 

4 0-3

3 0-36 1

9 3



Resurrect/Duel: 7 Elixir pts 	    Artifacts/Rituals: 3 pts
Aspects: Whispers /Air, Fire and Water

ABILITIES

Focus Each time Irix performs an Energy  test she rolls 
an additional number of dice equal to her Energy  value. 
These are not bonus dice, so they can be re-rolled.

Mastery of the Arcana For Energy  tests,   +,  and  
results are read as +.

ABILITIES

Loyal Each fighter adds 1 extra faith point to her unit’s faith pool.

0-1
 
RUNE GUARDIAN

3

Can call a Cuirass of Yllia miracle (3 faith points) during 
any activation phase: the rune guardian’s unit benefits 
from the Sacred Armor effect until the end of the 
activation. The result required for Strength  tests 
taken against the holder is read 1 column to the left on 
the resolution table. 

0-1
 
GRAVE GUARDIAN

Units including a grave guardian can re-roll failures on Courage 
 tests once more.

0-1
 
REPENTANT

Units including a repentant can cancel 1 damage point from 
each Strength  test they suffer.

Resurrect/Duel: 6 Elixir pts  	 Artifacts: 1 pt  

ABILITIES

Loyal Each fighter adds 1 extra faith point to her unit’s faith pool.

Resurrect/Duel: 4 Elixir pts  	 Artifacts: 1 pt

ABILITIES

Loyal Each fighter adds 1 extra faith point to her unit’s faith pool.

ABILITIES

Instinctive Shot The fighter can target engaged enemies.

Perforating Shot Shots can eliminate more enemies than there 
are shooters.

Resurrect/Duel: 5 Elixir pts 	    Artifacts/Rituals: 2 pts
Aspects: Whispers /Air and Water

ABILITIES

Hard Boiled An opponent never gets any bonus dice on his 
Strength  tests taken against Ophyr.
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     	 2	 7	 9

	 	 	
     	 2	 7	 7

	 	 	
     	 1	 7	 5

      	 1	 4	 8

	 	 	
     	 2	 7	 7

20 20

15

3 3

5

5 5

5

3 3

5320 5 5 51 315 5 5 51

315 5 5 1 5

515 5 7 3 7

Sacred Vestals
  

Sacred Vestals  
Special Fighters
           

Kassar
   

Yllia’s Bolt
  

Varghar
    

Irix
    

Sacred Vestals
  

Ophyr
    

std 450 ap +150 per extra fighter +25 ap per special fighter

INCARNATE 285 ap std 400 ap +135 per extra fighterINCARNATE 185 ap INCARNATE MAGICIAN 370 ap

max 900 ap INCARNATE MAGICIAN 250 ap

3 0-3

1 31 1

6 1



Until the end of the 
round, the Incarnate’s 
unit cannot be targeted by 
enemy shots.

Each Wolfen Incarnate can be given 
howls during company building: the first 
howl is free and each additional howl 
costs 1 artifact point. 

Each Wolfen Incarnate may use 1 howl 
per round, during their activation. The 
player must announce it loud and clear.

Each Wolfen Incarnate can be given 
howls during company building: the first 
howl is free and each additional howl 
costs 1 artifact point. 

Each Wolfen Incarnate may use 1 howl 
per round, during their activation. The 
player must announce it loud and clear.

Each Wolfen Incarnate can be given 
howls during company building: the first 
howl is free and each additional howl 
costs 1 artifact point. 

Each Wolfen Incarnate may use 1 howl 
per round, during their activation. The 
player must announce it loud and clear.

Each Wolfen Incarnate can be given 
howls during company building: the first 
howl is free and each additional howl 
costs 1 artifact point. 

Each Wolfen Incarnate may use 1 howl 
per round, during their activation. The 
player must announce it loud and clear.

Each Wolfen Incarnate can be given 
howls during company building: the first 
howl is free and each additional howl 
costs 1 artifact point. 

Each Wolfen Incarnate may use 1 howl 
per round, during their activation. The 
player must announce it loud and clear.

Each Wolfen Incarnate can be given 
howls during company building: the first 
howl is free and each additional howl 
costs 1 artifact point. 

Each Wolfen Incarnate may use 1 howl 
per round, during their activation. The 
player must announce it loud and clear.

Each Wolfen Incarnate can be given 
howls during company building: the first 
howl is free and each additional howl 
costs 1 artifact point. 

Each Wolfen Incarnate may use 1 howl 
per round, during their activation. The 
player must announce it loud and clear.

Each Wolfen Incarnate can be given 
howls during company building: the first 
howl is free and each additional howl 
costs 1 artifact point. 

Each Wolfen Incarnate may use 1 howl 
per round, during their activation. The 
player must announce it loud and clear.

Until the end of the 
round, the Incarnate’s 
unit cannot be targeted by 
rituals.

The player designates 
an enemy unit that the 
Incarnate’s unit can see. 
It must resolve a charge 
or run during its next 
activation. Engaged units 
cannot be targeted by this 
tactic.

Until the end of the round, 
the Incarnate’s unit 
succeeds at all its Courage 

 tests.

The Incarnate’s unit is not 
activated. It is reserved. 
This reserve is added to 
the one the company is 
already allowed.

The player designates 
an enemy unit that the 
Incarnate’s unit can see. 
That unit rolls a Courage 

 5 test. Morale rules are 
applied.

Until the end of the round, 
the Incarnate’s unit gains 
the Disengagement ability: 
the unit doesn’t suffer any 
losses when it disengages.

Until the end of the 
round, the Incarnate’s 
unit cannot be target by 
communions.

Wolfen artifacts are carefully 
guarded by the pack. Traditionally 
only the strongest and the wisest are 
allowed to use them. 

Once per round the 
Incarnate can gain 1 
additional die on 1 test. 
This die is not a bonus die 
and can be re-rolled.

Wolfen artifacts are carefully 
guarded by the pack. Traditionally 
only the strongest and the wisest are 
allowed to use them.

The Incarnate gains 2 
extra howls.

Wolfen artifacts are carefully 
guarded by the pack. Traditionally 
only the strongest and the wisest are 
allowed to use them.

When it performs an 
assault the Incarnate’s 
unit is always considered 
as having a greater Power 
than the assaulted unit.

The hunter  
is here!

Red moon! Come if  
you dare!

Full moon! Your time  
will come!

You’re  
my prey!

You won’t  
get far!

Yllia!

HOWL HOWL HOWL HOWL HOWL HOWL

HOWL HOWL

Astrolabe  
of Destiny

Horn of  
the Pack

Mark of the 
Predator

1 1 1ARTIFACT ARTIFACT ARTIFACT



Wolfen artifacts are carefully 
guarded by the pack. Traditionally 
only the strongest and the wisest are 
allowed to use them.

Each time the Incarnate 
casts a spell or a ritual the 
number of mana points 
required is reduced by 5 
points.  The cost cannot 
fall below 1.

Wolfen artifacts are carefully 
guarded by the pack. Traditionally 
only the strongest and the wisest are 
allowed to use them.

The Incarnate gains the 
Insensitive ability: when 
a unit containing an 
Insensitive is targeted 
by a miracle, a spell, a 
communion or a ritual, 
the player chooses if it is 
affected or not.

Wolfen artifacts are carefully 
guarded by the pack. Traditionally 
only the strongest and the wisest are 
allowed to use them.

When the Incarnate rolls 
a  Strength 

 test the difficulty is 
considered to be 0.

Wolfen artifacts are carefully 
guarded by the pack. Traditionally 
only the strongest and the wisest are 
allowed to use them.

The holder of this artifact 
may censure or counter a 
communion or a ritual per 
round even if he is not a 
faithful or a magician. 
No mana or faith points 
are spent.

Wolfen artifacts are carefully 
guarded by the pack. Traditionally 
only the strongest and the wisest are 
allowed to use them.

The Incarnate’s rituals 
cannot be countered.

Wolfen artifacts are carefully 
guarded by the pack. Traditionally 
only the strongest and the wisest are 
allowed to use them.

When the Incarnate’s 
unit performs an assault, 
the assaulted unit always 
needs to roll a Courage  
test. Abilities and effects 
that allow these tests to 
succeed automatically are 
ignored.

Wolfen artifacts are carefully 
guarded by the pack. Traditionally 
only the strongest and the wisest are 
allowed to use them.

The Incarnate gains one 
value 1 communion, one 
value 2 communion and 
one value 3 communion.

Serethis and his unit gain 
the Scout ability: when the 
company begins the game 
in a deployment zone, 
units composed entirely of 
fighters with this ability 
can be deployed anywhere 
on the battlefield as long as 
they are not in contact with 
the enemy.

The result required for 
Onyx’s  
Strength  tests is read 1 
column to the right on the 
resolution table.

This artifact gives 
Authority  3 to Onyx 
when he bears it.

Isakar gets 1 additional 
combat die for each failure 
obtained by his enemy in 
the  Attack  
tests against him. 
Even if he is eliminated, 
he uses these dice once the 
enemy’s attacks have been 
resolved, as if the unit had 
been activated. These dice 
can be re-rolled.

Wolfen artifacts are carefully 
guarded by the pack. Traditionally 
only the strongest and the wisest are 
allowed to use them..

If it includes a faithful 
the Incarnate’s unit gains 
5 extra faith points per 
round.

SERETHIS

ONYX
ONYX

ISAKAR

Moon Stone Elder Runes Fang of Stars Fetish of the 
New Moon

Whispering 
Ribbons

Banner  
of Yllia

Talisman  
of the Scribe

Spear of Mist

1 2 2 2 2

3 3 1

ARTIFACT ARTIFACT ARTIFACT ARTIFACT ARTIFACT

ARTIFACT ARTIFACT ARTIFACT

Keratis Blade Amulet of  
the Wolf

The Spear of 
Never-ending 
Sleep

1 1 1ARTIFACT ARTIFACT ARTIFACT

Sacred Charm
1ARTIFACT



Cancels the first damage 
point suffered by Y’Anrylh 
on every Strength  test 
taken against him.

The use of this artifact 
is declared once per 
round, during Y’Anrylh’s 
activation. 
Every enemy in contact 
with his unit suffers a 
Strength  test whose 
action value is 6.

When holding this 
artifact, Orhaïn and the 
fighters of his unit gain 
the War Fury ability: 
Failures on  
Attack  tests have to be 
re-rolled once more.

Orhaïn can call this 
miracle once before each 
Authority  opposition.
The test of his side is 
rolled with 1 additional 
die.
This miracle costs 5 faith 
points.

Orhaïn can call this 
miracle just after a 
Strength  test taken 
against his unit. The 
number of damage points 
inflicted is reduced by 1. 
This miracle costs 5 faith 
points.

When he is the holder of 
this artifact, Syriak gains 
the Strategist ability: his 
Authority oppositions are 
resolved rolling 1 bonus 
die (keep the best). 
Syriak’s Authority  
value becomes 3.

Syriak can call this miracle 
on an enemy unit. Its 
Movement  value is 
reduced to 0 until the end 
of the round. 
This miracle costs 10 faith 
points.

With this artifact, 
Deliox’s unit gains the 
Abomination ability: 
Courage  tests taken 
against the Fear of 
Abominable fighters are 
rolled with a bonus die. 
The opponent removes the 
best roll.

The Finery of the 
Condemned makes Asgarh 
immune to the Sacred 
Weapon effect.
Additionally, the result 
required for the holder’s 

 Strength  
tests is read 1 column to 
the right on the resolution 
table.

Asgarh’s unit gains the 
Implacable ability: after 
performing an assault, the 
fighters still in contact 
with enemies resolve a 
new combat. They no 
longer get the bonus for 
charging. 
This ability can only be 
used once per round.

Asgarh’s unit gains the 
Strategist ability: the 
fighter’s Authority  
oppositions are resolved 
rolling 1 bonus die. The 
player keeps the best.

Y’Anrylh gains the Ethereal 
ability: on Attack  tests 
taken against an Ethereal 
fighter, +, + and 
results are read as +.
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SYRIAK

DELIOX

ASGARH

ASGARH

ASGARH

Y’ANRYLH

Y’ANRYLH

ORHÄIN

ORHÄIN

ORHÄIN

Bloody 
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Y’Anrylh’s  
Edge

Stag Antlers Divine  
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Macabre 
headdress
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Faith 5 	 Difficulty 5

Cult: Yllia 	
Element: Destruction
Target: Unit
Duration: Round

The fighters of the targeted 
 unit gain War Fury: failures 
on  Attack  
tests have to be re-rolled once 
more.

Faith 3 	 Difficulty 5

Cult: Yllia 	
Element: Creation
Target: Unit
Duration: Instantaneous

All the fighters in the 
targeted unit recover 1 
health point.

Faith 5 	 Difficulty 5

Cult: Yllia 	
Element: Destruction
Target: Unit
Duration: Round

Choose a characteristic 
(not including Fervor  or 
Energy ) from the enemy 
unit’s standard fighters. The 
faithful’s unit gets the same 
value as the enemy unit in 
the chosen characteristic.

Faith 5 	 Difficulty 5

Cult: Yllia 	
Element: Creation
Target: Unit
Duration: End of the turn

The fighters of the targeted 
unit gain Regeneration: roll 1 
die per damage point inflicted 
on the fighters capable of 
regenerating, just before 
removing the losses. Each  
or  cancels 1 damage point.

Faith 10 	 Difficulty 7

Cult: Yllia 	
Element: Destruction
Target: Unit
Duration: Round

When the targeted unit 
causes a Courage  test the 
test can only succeed on .

Faith 10 	 Difficulty 7

Cult: Yllia 	
Element: Destruction
Target: All enemy companies
Duration: Round

The result needed on 
Strength  tests taken 
against enemy units is read 
1 column to the right on the 
universal table of resolution.

Faith 15 	 Difficulty 7

Cult: Yllia 	
Element: Creation
Target: Special
Duration: Instantaneous

The faithful summons a unit 
of 6 sylvan animaes.

Faith 15 	 Difficulty 9

Cult: Yllia 	
Element: Destruction
Target: Company
Duration: Round

The result required on all the 
characteristic tests rolled by 
the targeted company are 
read 1 column to the right 
on the universal table of 
resolution.

Faith 15 	 Difficulty 7

Cult: Yllia 	
Element: Creation
Target: Incarnate
Duration: Round

The targeted Incarnate becomes 
an avatar of Ekynox. He recovers 
all his health points and gets 
1 additional  and 

 Attack  die (this 
is not a bonus die and can be 
re-rolled). This communion has 
no effect on a fighter who is 
already the avatar of a god.

Faith 4 	 Difficulty 5

Cult: Yllia 	
Element: Creation
Target: Unit
Duration: Instantaneous

One of the targeted unit’s 
eliminated Immortals 
(except an Incarnate) is 
brought back into the game 
and in formation. If he 
cannot be brought back in to 
formation this communion 
has no effect.

1 1 1 1 2
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Mana 5 	 Difficulty 6

Path: Whispers 	
Element: Water
Target: Unit
Duration: Round

The fighters in the targeted 
unit gain the Fierce ability: 
when the fighter loses his 
last health point, he is not 
eliminated immediately; he 
is only removed from the 
battlefield at the end of the 
phase.

Mana 3 	 Difficulty 4

Path: Whispers 	
Element: Water
Target: Unit
Duration: Instantaneous

All the fighters in the unit 
regain 1 health point.

Mana 10 	 Difficulty 7

Path: Whispers 	
Element: Water
Target: Unit
Duration: Round

The fighters of the targeted 
unit add their Attack  to 
their Strength  during 
Melee Strength tests.

Mana 10 	 Difficulty 7

Path: Whispers 	
Element: Water
Target: Unit
Duration: Round

The fighters in the targeted 
unit get the Leap ability: 
when they move, the 
fighters ignore obstacles and 
miniatures less than 10 cm 
tall.

Mana 10 	 Difficulty 7

Path: Whispers 	
Element: Water
Target: Unit
Duration: Round

The fighters double their 
Power.

Mana 15 	 Difficulty 9

Path: Whispers 	
Element: Water
Target: Unit
Duration: Round

The fighters in the targeted 
unit are only hit on  when 
they are shot at. 

 do not generate bonus 
dice.

Mana 15 	 Difficulty 9

Path: Whispers 	
Element: Water
Target: Unit
Duration: Instantaneous

Each fighter in the targeted 
unit suffers a Strength  
test whose action value is 8.

Mana 5 	 Difficulty 6

Path: Whispers 	
Element: Water
Target: Unit
Duration: Round

The fighters who have a 
damage point marker gain  
1 bonus die on their Attack 

 tests.

Mana 5 	 Difficulty 4

Path: Whispers 	
Element: Water
Target: Unit
Duration: Instantaneous

The targeted unit’s morale 
status becomes valiant.

Mana 5 	 Difficulty 5

Path: Whispers 	
Element: Water
Target: Unit
Duration: Round

The fighters in the targeted 
unit are forced to re-roll their 
successes on their Attack  
tests once more.

1 1 2
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