












H
o

l
y
/U

n
h

o
l
y
 

D
e
a
c
o

n
O

bjective:
U

se only a priest hero in battle,  
w

hile no other heroes have been 
purchased.

R
ew

ard:
After w

inning a battle w
here your 

priest gains XP, receive a bonus 
of 8 XP.

T
r

e
a
s
u

r
e
 

M
a
p
:

 H
a
u

n
te

d
 R

u
in

s

O
bjective:

Explore the H
aunted Ruins and 

com
plete the dungeon.

R
ew

ard:
5 C

row
ns. 5 extra XP for any hero 

from
 your arm

y that helps explore it.

W
h

o
 N

e
e
d

s
 

H
e
r

o
e
s

O
bjective: 

D
o not buy any heroes until after you 

need to pay inflation prices for them
.

R
ew

ard: 
1 free soldier, w

arrior, goblin, or 
skeleton on the turn in w

hich you pay 
inflation prices.

T
r

e
a
s
u

r
e
 

M
a
p
:

T
o

m
b

 o
f
 F

a
l
l
e
n

 
H

e
r

o
e
s

O
bjective: 

Explore the Tom
b of Fallen H

eroes 
and com

plete the dungeon.

R
ew

ard:
5 C

row
ns. 5 extra XP for any hero 

from
 your arm

y that helps explore it.

D
e
s
tr

o
y
 th

e
 

R
u

s
h

e
r

s
O

bjective: 
K

ill any enem
y unit that m

oves m
ore 

then 1 territory.

R
ew

ard: 
3 crow

ns

B
o

l
d

l
y
 G

o
…

O
bjective:

Explore 3 dungeons and com
plete 

them
.

R
ew

ard:
+20 XP to one of your heroes of your 

choice.

E
x
p
a
n

s
iv

e
 

F
r

o
n

tie
r

O
bjective: 

C
reate 3 expansion cities and have 

them
 on the board at the sam

e tim
e.

R
ew

ard: 
1 free soldier, w

arrior, goblin, or 
skeleton unit to be placed in one of 

the expansion cities.

T
r

e
a
s
u

r
e
 

M
a
p
:

A
n

c
ie

n
t 

S
a
n

c
tu

a
r

y

O
bjective:

Explore the Ancient Sanctuary and 
com

plete the dungeon.

R
ew

ard: 
5 C

row
ns. 5 extra XP for any hero 

from
 your arm

y that helps explore it.

S
e
c
r

e
t S

e
w

e
r

O
bjective:

Roll a 3 or less w
hen occupying any 

enem
y city w

ith your hero or heroes, 
even after com

bat.

R
ew

ard:
D

iscover a secret dungeon, occupied 
by a G

iant Sewer Rat. 3 hits to 
kill. 4(-1) attack, 3 defense. 30 XP. 
Rew

ard: T
1 treasure &

 2 dice of 
crow

ns.

T
h

e
 S

l
o

w
 

M
a
r

c
h

O
bjective: 

D
o not purchase any units that m

ove 
m

ore then 1 space until quadruple 
inflation, also know

n as “Bleeding the 
Land D

ry”

R
ew

ard: 
Place 1 free goblin, skeleton, soldier 
or w

arrior w
ith any of your existing 

units.

T
r

e
a
s
u

r
e
 

M
a
p
:

L
o

s
t K

e
e
p

O
bjective: 

Explore the Tom
b of Fallen H

eroes 
and com

plete the dungeon.

R
ew

ard:
5 C

row
ns. 5 extra XP for any hero 

from
 your arm

y that helps explore it.

In
s
u

f
fi

c
ie

n
t 

F
u

n
d

s
O

bjective:
Reduce one enem

y’s incom
e by 8 

or m
ore w

hile increasing your ow
n 

incom
e by 8 or m

ore during the 
collection and placem

ent phase.

R
ew

ard:
Reduce the sam

e enem
y’s collection 

by 1 m
ore and increase yours by one 

m
ore.
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a
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e
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o
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o
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R
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e
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G
r

e
a
te

r
  

G
o

l
d

 R
u

s
h

O
bjective: 

Put the gam
e into quadruple 

inflation, also know
n as “Bleeding the 

Land D
ry”.

R
ew

ard: 
+2 incom

e on the collection board

A
r

c
a
n

e
 

In
tu

itio
n

O
bjective:

Receive 25 XP w
ith your w

izard hero 
using the W

izard’s Tower, M
age’s 

Library, Tower of D
ark Ritual or 

Sham
an”s H

ut.

R
ew

ard: 
5 XP for the W

izard hero

D
e
a
d

l
ie

s
t 

C
a
tc

h
O

bjective:
You and / or your ally m

ust control 
every territory adjacent to the lake.

R
ew

ard: 
2 C

row
ns and increase your collection 

by 1.

B
o

u
n

ty
 

H
u

n
te

r
O

bjective: 
K

ill enem
y unit(s) w

ith your w
arrior 

hero fighting alone w
ith no other 

units or allied units helping.

R
ew

ard: 
Receive double XP for every enem

y 
unit killed. Th

is card can be kept and 
used through out the gam

e. Th
e card 

is no longer valid if the hero enters a 
dungeon.

M
is

e
r

O
bjective:

Save (at the end of your placem
ent 

phase) 100 C
row

ns.

R
ew

ard: 
10 extra crow

ns

G
r

e
a
t L

e
g

io
n

O
bjective:

C
reate by purchase and / or 

m
ovem

ent, an arm
y in one territory 

that is 20 or m
ore units.

R
ew

ard: 
1 soldier, w

arrior, skeleton or goblin 
unit m

ay be placed w
ith the large 

arm
y during the placem

ent phase.

M
e
r

c
h

a
n

t 
R

o
u

te
O

bjective: 
1 soldier, w

arrior, G
oblin or Skeleton 

m
ust reach an ally’s city.

R
ew

ard: 
 Incom

e is adjusted by +2 for both 
you and your ally.

A
r

c
h

e
r

y
 

A
c
a
d

e
m

y
O

bjective:
Buy 7 archers in one city in the sam

e 
turn.

R
ew

ard: 
1 free archer unit in that sam

e city.

M
a
n

y
 

M
is

s
io

n
s

O
bjective:

Show
 everyone this card im

m
ediately, 

but do not return it to the deck.

R
ew

ard: 
D

raw
 3 new

 quest cards.

H
e
r

o
 S

l
a
y
e
r

O
bjective:

K
ill an enem

y hero w
ith one of your 

heroes in a battle.

R
ew

ard: 
10 additional experience for any of 
your heroes w

hich participated in 
the battle. Th

e rew
ard m

ay only be 
assigned to 1 hero.

T
h

e
 B

a
r

e
 

H
a
m

l
e
t

O
bjective:

D
o not buy any city upgrades until 

after inflation.

R
ew

ard: 
1 free upgrade on the sam

e turn that 
you purchase at inflation prices.

Th
e upgrade cannot exceed the (pre-

inflationary) cost of 6.

A
 T

o
u

g
h

 
D

e
c
is

io
n

O
bjective:

Start the gam
e w

ith 8 less basic units.

R
ew

ard: 
Start the gam

e w
ith 1 hero unit of 

your choice.  If you choose not to use 
this card you m

ay redeem
 it for one 

crow
n im

m
ediately.



G
r

e
a
te

r
  

G
o

l
d

 R
u

s
h
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H
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O
bjective:

K
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y hero w
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R
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hich participated in 
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T
h

e
 B

a
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H
a
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l
e
t

O
bjective:

D
o not buy any city upgrades until 
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R
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1 free upgrade on the sam

e turn that 
you purchase at inflation prices.

Th
e upgrade cannot exceed the (pre-
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A
 T

o
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D

e
c
is

io
n

O
bjective:

Start the gam
e w

ith 8 less basic units.

R
ew
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Start the gam

e w
ith 1 hero unit of 

your choice.  If you choose not to use 
this card you m

ay redeem
 it for one 

crow
n im

m
ediately.



B
r

id
g

e
 

C
o

n
tr

o
l

O
bjective:

You and your allies m
ust control all 

territories adjacent to all bridges.

R
ew

ard: 
1 soldier, w

arrior, skeleton or goblin 
unit w

hich m
ay be placed on any 

territory adjacent to a bridge.

S
c
o

r
c
h

e
d

 
E

a
r

th
O

bjective:
D

estroy an enem
y city.

R
ew

ard: 
5 crow

ns and any hero that is there 
the turn that the city is burned w

ill 
receive an extra 5 XP.

G
o

l
d

 R
u

s
h

O
bjective:

Put the gam
e into inflation, also 

know
n as “Resource D

epletion”.

R
ew

ard: 
+1 incom

e on the collection board.

M
ag

ical G
ates

O
bjective:

Receive 40 XP with your wizard hero 
using the W

izard’s Tower, M
age’s Library, 

Tower of D
ark Ritual, or Sham

an’s H
ut.

R
ew

ard: 
All of your cities now have gates that 

allow any of your troops or allied troops 
to m

ove between any of your cities as 
their m

ovem
ent. M

oving from
 1 city 

to another will consist of the entire 
m

ovem
ent of any unit regardless of how

 
m

any spaces it can m
ove.

Q
u

e
s
t o

f
 

B
r

a
v
e
r

y
O

bjective:
Your w

arrior hero m
ust explore a 

dungeon alone.

R
ew

ard: 
You m

ay select any tier 1 treasure 
card (instead of draw

ing random
ly). 

If an allied unit is encountered in a 
dungeon this card m

ay be retained for 
later use.

W
in

g
s
 o

f
 th

e
 

D
r

a
g

o
n

O
bjective:

Roll a 2 or less after successfully 
com

pleting a dungeon.

R
ew

ard: 
Th

is card will represent a treasure item
 

that will allow one hero who claim
s it 

the ability to fly and m
ove 3 spaces. Th

is 
treasure m

aybe used in conjunction with 
a speed spell for additional m

ovem
ent, 

but not a teleport spell.

T
h

e L
o
st R

elic
O

bjective:
Roll a 1 in any dungeon im

m
ediately 

after you com
plete it. O

nly roll once 
per dungeon. Every tim

e you don’t 
roll a 1 you m

ay use a (-1) m
odifier 

to die rolls for subsequent dungeons. 
Th

ese m
odifiers are cum

ulative.

R
ew

ard: 
Th

e Lost Relic is a treasure 
represented by this card. It allow

s any 
hero to cast a sum

m
on spell one tim

e 
and is w

orth 20 XP.

T
h

a
t’s

 H
o

w
 

W
e
 R

o
l
l

O
bjective:

Roll tw
o consecutive 6’s in com

bat. 
Announce after the 1st 6 “O

h Foul 
G

oblin Socks, I rolled a 6!”

R
ew

ard: 
You m

ay change the 2nd 6 that you 
roll to a 1.

H
o

l
y
 / 

U
n

h
o

l
y
 R

ite
s

O
bjective:

 Pay 3 crow
ns (m

ultiplied by the 
inflation rate).

R
ew

ard: 
Your priest hero m

ay roll 5 dice one 
tim

e for XP instead of 2, w
hile in 

the C
hapel, Altar of Stone, Sham

an’s 
H

ut or D
ark Shrine. Priest m

ay not 
be engaged in any other activity this 

turn, including sum
m

oning.

L
a
n

d
 R

u
s
h

O
bjective:

You and/or your allies control all the 
bonus resource lands in the center of 

the board.

R
ew

ard: 
8 C

row
ns for you and 4 crow

ns for 
your ally.

G
o

l
d

 D
ig

g
e
r

O
bjective:

After successfully com
pleting a 

dungeon forgo draw
ing a treasure 

card.

R
ew

ard: 
 You m

ay roll 4 additional dice for 
extra crow

ns and m
ultiple the result 

by the inflation rate.

T
h

e
 F

ie
l
d

 b
y
 

S
to

r
m

O
bjective:

Start the gam
e w

ith 4 less soldiers, 4 
less skeletons, 4 less G

oblins or 3 less 
w

arriors

R
ew

ard: 
Start the gam

e w
ith a K

night, 
Vam

pire, W
olf Rider, or Pony Rider. 

If you decide you do not w
ish to 

pursue this card you m
ay discard it 

im
m

ediately and receive 1 crow
n.



B
r

id
g

e
 

C
o

n
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o
l
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re-rolled (im
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ediately), either 
offense or defense for any unit 
that is part of the w

izard’s arm
y.  
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izard need not be in the 
battle to use this spell. If the re-
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Effects: Th
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4(-2) or at a 4(-1) w

ith a range of 
1. Th
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ill hit for 2 dam

age 
if it hits on a 2 or less.
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U
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Effects: A
ttacks all enem
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in a territory at 2.
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is spell can be cast in the sam
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territory as the w

izard or m
ay be 

cast one territory aw
ay sim
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a siege unit.  
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U
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ovem

ent to 1 
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ust be in the sam
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another unit.
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asting Phase: M
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com
bat

U
ses: O

nce per turn (except for 
retreat)

Effects: Th
e w

izard m
ay m

ove 
him

self and up to 2 other units, 
up to 4 territories in lieu of 
regular m

ovem
ent or as a retreat 

bypassing any opposing units 
in betw

een. Th
is negates any 

penalties due to rough terrain. 

Before this spell can be selected 
the player m

ust have a W
izard’s 

Tow
er, M

age’s Library, Sham
an’s 

H
ut or Tow

er of D
ark Ritual.
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asting Phase: C

om
bat

U
ses: O

nce per battle

Effects: A
 m

onster assists the 
w

izard for 1 battle.  2 m
onster 

cards are draw
n random

ly.  Th
e 

player decides w
hich m

onster 
they w

ould like to aid them
. A

t 
the conclusion of the battle the 
m

onster vanishes. Th
e m

onster 
attacks on the com

bat round 
follow

ing the round it w
as 

sum
m

oned. U
se the sum

m
oned 

m
onster counter to represent the 

m
onster during the battle.  See 

the section on A
llied M

onsters 
for m

ore inform
ation.
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izard for one battle.  

2 tier 1 m
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ly. Both m
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ill 
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izard in battle. Th
is 

spell m
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onster spell for 
additional inform

ation.
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e units do not need to all 

com
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 the sam
e territory.
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C
asting Phase: C

om
bat

U
ses: O

nce per battle

Effects: 2 m
onsters assist the 

w
izard for one battle.  

2 tier 1 m
onster cards are draw

n 
random

ly. Both m
onsters w

ill 
aid the w

izard in battle. Th
is 

spell m
ay be used in conjunction 

w
ith Sum

m
on M

onster spell.  
See Sum

m
on M

onster spell for 
additional inform

ation.
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C
asting Phase: M

ovem
ent or 

com
bat

U
ses: O

nce per turn (except for 
retreat)

Effects: Th
e w

izard m
ay m

ove 
him

self and up to 4 other units, 
up to 4 territories in lieu of 
regular m

ovem
ent or as a retreat 

bypassing any opposing units 
in betw

een. Th
is negates any 

penalties due to rough terrain.

Before this spell can be selected 
the player m

ust have a W
izard’s 

Tow
er, M

age’s Library, Sham
an’s 

H
ut or Tow

er of D
ark Ritual.
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C
asting Phase: C

om
bat

U
ses: O

nce per battle

Effects: O
ne enem

y unit m
ust 

retreat from
 the battle, unless the 

unit defends at a 2. H
ero units 

are im
m

une to this spell.  See 
rules on retreating for additional 
inform

ation. C
asting fear on a 

retreated unit or a unit that has 
already been feared w

ill still have 
the sam

e effect, though the unit 
w

ill still only be disabled for one 
turn, not tw

o. U
nits that w

ere 
original defenders in a battle get 
a final attack after being feared. 

C
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C
asting Phase: C

om
bat

U
ses: O

nce successfully per 
battle

Effects: Th
is spell reduces the 

defense value of 1 enem
y unit or 

m
onster by 1 point for 1 battle.  

H
ero units, tier 3 units, and tier 

2 m
onster units defend at a 3 

against this spell. A
ll other units 

are autom
atically affected.
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Effects: Th
is spell reduces the 

defense value of 1 enem
y unit or 
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2 m
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against this spell. A
ll other units 

are autom
atically affected.
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regular m
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bypassing any opposing units 
in betw

een. Th
is negates any 

penalties due to rough terrain.

Before this spell can be selected 
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ust have a W
izard’s 
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er, M
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ill still have 
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e effect, though the unit 
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turn, not tw
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C
asting Phase: C

om
bat

U
ses: O

nce successfully per 
battle

Effects: Th
is spell reduces the 

defense value of 1 enem
y unit or 

m
onster by 1 point for 1 battle.  

H
ero units, tier 3 units, and tier 

2 m
onster units defend at a 3 

against this spell. A
ll other units 

are autom
atically affected.
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C
asting Phase: Im

m
ediate Effect

U
ses: U

nlim
ited

Effects: Th
is spell allow

s heroes 
from

 the priest’s arm
y to m

ove 
through rough terrain territory. 
A

ny allied unit(s) accom
panying 

the hero(es) would also be able to 
m

ove through the rough terrain 
territory. Th

is spell is effective 
w

hen it is selected and does not 
need to be cast. Th

is spell w
ill 

instantly rem
ove any rough terrain 

penalty incurred by any hero from
 

the w
izard’s arm

y and any allied 
units accom

panying the hero.
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asting Phase: A

ny

U
ses: O

ne tim
e

Effects: Th
is spell allow

s a unit 
to sustain never m

ore then 1 
point of dam

age from
 any type 

of attack. It m
ay be cast at any 

point in the turn sequence, but 
the priest m

ust be in the sam
e 

territory as the unit it is being 
cast upon. W

hen it is cast on a 
unit the unit has the spell effect 
for the rem

ainder of the gam
e.
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ediately after the unit has 

died.  Th
is spell m

ay only be 
selected if the priest’s arm

y has 
purchased one of the follow

ing 
upgrades: A

ltar of Stone, C
hapel, 

Sham
an’s H

ut, or Black Shrine.

C
asting Phase: C

om
bat or 

placem
ent

U
ses: O

nce per gam
e

Effects: Th
e priest m

ay bring 
back to life 1 hero unit from

 
either his arm

y or his ally’s arm
y.  

Th
e unit is resurrected w

here 
the priest is.  Th

e unit has all the 
abilities, X

P, and treasure item
s 

it had prior to death.  Th
e priest 

does not need to cast this spell 
im

m
ediately after the unit has 

died.  Th
is spell m

ay only be 
selected if the priest’s arm

y has 
purchased one of the follow

ing 
upgrades: A

ltar of Stone, C
hapel, 

Sham
an’s H

ut, or Black Shrine.

Spell_cards.indd   17
27/06/12   10:30



U
n

h
o

ly W
o

r
d

Lev
el 2 Pr

iest Spell

E
xo

r
c

ism

Lev
el 2 Pr

iest Spell

E
xo

r
c

ism

Lev
el 2 Pr

iest Spell

U
n

h
o

ly W
o

r
d

Lev
el 2 Pr

iest Spell

Spell_cards.indd   9
27/06/12   10:30



U
n

h
o

ly W
o

r
d

Lev
el 2 Pr

iest Spell

U
n

h
o

ly W
o

r
d

Lev
el 2 Pr

iest Spell

E
xo

r
c

ism

Lev
el 2 Pr

iest Spell

E
xo

r
c

ism

Lev
el 2 Pr

iest Spell

C
asting Phase: C

om
bat

U
ses:  U

nlim
ited

Effects: Th
is spell is used by 

evil only. Th
e priest attacks at 

a 4(-1). Th
e w

izard m
ust be in 

sam
e territory as the target to 

cast this spell.

C
asting Phase: C

om
bat

U
ses: O

nce per battle

Effects: A
ttacks U

ndead units 
only. C

an hit up to 3 U
ndead 

units at a 3(-1). Th
e w

izard m
ust 

be in sam
e territory as the target 

to cast this spell.

C
asting Phase: C

om
bat

U
ses: O

nce per battle

Effects: A
ttacks U

ndead units 
only. C

an hit up to 3 U
ndead 

units at a 3(-1). Th
e w

izard m
ust 

be in sam
e territory as the target 

to cast this spell.

C
asting Phase: C

om
bat

U
ses:  U

nlim
ited

Effects: Th
is spell is used by 

evil only. Th
e priest attacks at 

a 4(-1). Th
e w

izard m
ust be in 

sam
e territory as the target to 

cast this spell.
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