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Activate all friendly
P mmrons within medium

; range of this wizard. This
player may choose in which
order the minions activate.

.. This does not count as the
minion’s activation for this
round and may target
minions that have already
activated. This spell may
, not cause a minion to
_activate more than twice i
a single round.

; ‘with the short edge touching

g Front of this wizard’s base
such that the whole template is

within the wizard’s arc of fire.

" The wizard then receives 9D6
attack dice, which may be
distributed as the wizard’s

controller chooses among any
- enemy models touched by the
template.

Once per round.

Pl‘a'ce three Level I

mercenaries or one Level
III mercenary within
medium range of either
this wizard or a friendly
tower (or a mixture of

both).

_Select elther this wizard

Elemental.

Every enemy model

.. within medium range of

the selected model suffers
a 3D6 attack.

All f; Lndly minions

i w1tl;1m medium range of

5

this wizard level up from
I to II, or from II to III.

frlepd'ly model or group
within long range: they
become super effective
against all targets until

‘" the end of its next

activation.

, If th player does not

;?‘é:?hé?ﬁ"ﬁn Elemental
currently in play, place a
level IT elemental
anywhere within medium

" range of this wizard.

- Once per round.

- Thts leard may target an
enemy model within long
range and make a 10D6
attack against it. This
attack is super effective
against all targets.




"This w1zard may target a
group of monsters within
long range: the target
group becomes aligned to
this wizard’s controller.

Piéee ‘2'1 level I1T Sapper
anywhere within medium
range of this wizard.

Onc _per round.

' This wizard may target a
spawn point within long
range and spawn a new
group of monsters.

uicksand trap token within long

" range of this w1zard
=

- The ﬁrst time during their activation that a
model or group starts their activation or
ends a move within medium range of an
enemy trap token they trigger that trap

2 token.

When a quicksand trap token is triggered:

roll a DG. If this roll is equal to or greater

than that model or group's saving throw,

that model or group immediately takes a
, number of hits equal to the dice roll.

~ "Remove all trap tokens at the end of

wizard may target a

~ friendly group of

monsters within long
range.

The target group gains +2
to its Save statistic until
the end of this game
round.

~ Place a Sand Worms trap token

1th1;2 long range of this wizard.

The‘ﬁrst time during their
activation that a model or group
starts their activation or ends a
move within medium range of an
enemy trap token they trigger that
trap token.

When a quicksand t?ap token is
triggered: the triggering model or
group suffers a 3D6 atrack from

, that trap token.

- "Remove all trap tokens at the
.... of the round.

- gro

of this wizard. This player may
choose in which order the
groups activate.

This does not count as the
group’s activation for this
round and may target groups
that have already activated.
This spell may not cause a

[ . group to activate more than

L

twice in a single round.

frlendly Sandstone Walls in play,

5‘ place a Sandstone Wall anywhere

at least partially within long range
of this wizard, not touching terrain
or any model. The Sandstone Wall
is the size and shape of a long
straight template.

A Sandstone Wall remains in play
as blocking, impassable terrain.

- Enemy models count this

"~ Sandstone Wall as an enemy mod;
T . . i
“and may target it with attac







