
After a friendly 
Order Dice is drawn, 

choose a single 
friendly Warrior unit. 
Add back D3 models to 
that unit. This ability 
cannot bring a unit 
above its starting 

size.

EVERLIVING BLESSINGS OF THE WAY 1.

TO TIZE CARD MECHANICAL MASTER FINAL JANUARY 19TH 2022.indd   1TO TIZE CARD MECHANICAL MASTER FINAL JANUARY 19TH 2022.indd   11/19/22   1:39 PM1/19/22   1:39 PM



EVERLIVING BLESSINGS OF THE WAY 2.

Before taking a Break 
Test, automatically 
pass the Break Test. 
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EVERLIVING BLESSINGS OF THE WAY 3.

Prior to an Exchange 
of Missiles phase, 

cancel the Exchange 
of Missiles phase for 

both friendly and 
enemy units.
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EVERLIVING BLESSINGS OF THE WAY 4.

After any Order Dice 
is drawn, choose a 

friendly unit to take 
a free Move action 
per the Consolidate 

Move rules.
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EVERLIVING BLESSINGS OF THE WAY 5.

When you issue a Rally 
Order to a unit, double 
the effective range of 
the Rally ORDER for a 

single unit.
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EVERLIVING BLESSINGS OF THE WAY 6.

After any Order Dice is 
drawn, remove D3 pins 

from a single unit.
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EVERCHANGING BLESSINGS OF THE WAY 1.

During the Orders 
phase, before an 

Order Dice has been 
selected, choose an 
Order Dice from the 

bag. 
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EVERCHANGING BLESSINGS OF THE WAY 2.

When ASSIGNING an 
Order DICE TO A UNIT, 
ignore pin modifiers 

WHEN TAKING AN Order 
test FOR THAT UNIT TO 
PERFORM THE ASSIGNED 

ORDER.
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EVERCHANGING BLESSINGS OF THE WAY 3.

Before taking an  
Agility test for   

Running, Sprinting,   
or difficult terrain, 
automatically pass 
the Agility test. 
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EVERCHANGING BLESSINGS OF THE WAY 4.

At the beginning of 
the turn, choose one 
enemy unit retaining 
a Run order. Put that 
order die back inTO 
the ORDER DICE bag.
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EVERCHANGING BLESSINGS OF THE WAY 5.

After any Order DiE is 
drawn, target a unit, 
remove one pin from 
that unit and force 
that unit to take a 

Break Test. 
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EVERCHANGING BLESSINGS OF THE WAY 6.

Cancel one              
Dispel attempt 

and THEN re-roll it. 
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1. Build Altars for the Gods. 

Deployment: 12” from the players edge

During any order phase, after an order diE 
has been drawn, any unit (non-beast/swarm) 

within 10” of a Warlord, Wizard, Heroic Model or 
Monstrosity unit can declare a “build an altar” 
action. Assign a “Down” order to that unit and 
enforce “Down” order rules. At the end of the 
turn, place an altar token in base contact with 
the unit building the altar. Altar tokens must be 

10” from any other altar token.

Destroy a constructed altar through normal 
melee combat, which must hit only. The altar 
has no RES to defend. A unit that successfully 

destroys an Altar cannot “follow up”.

Victory points. At the end of a turn in which you 
build an altar on the enemy table half or destroy 
an enemy altar on the friendly table half, gain 

1 VP.
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2.The Rainy Season. 

Set up. Place an 8” wide river on the center line of the table. 
Place three bridges evenly spaced across the table midline. These 
terrain pieces cannot be affected by magic spells. Bridges are 6” 

- 8” wide.

Deployment. 6” from players own table edge.

Rain. All shooting in this game is at a -1 to hit due to the seasonal 
rains.

The Raging River. Heavy rains have caused the river to swell, 
sweeping away all in its path. Any models, other than flyers, 

partially or wholly in the river always treat the river as rough 
terrain. When a unit enters the river, all movement is immediately 
halved, no exceptions. A unit cannot sprint into, through, or out   

of the Raging River.

Models entering the river must immediately make a Survival 
Roll.       Each model that rolls a 10 is swept away and removed 

from the game.   At the beginning of a turn, any models in the river 
must immediately make a survival Roll and are swept away on a 10.    

Roll 1D10 for each modeL Iin the raging river.

Victory Points. At the end of turn two and the end of every turn 
thereafter, if a player has any non- routed Warrior units on the 
opponent’s side of the river they score 1 VP. Units with the Flying 

ability may not score VP.

Bridges over the river provide safe passage and ignore the Raging 
River rule above.

TO TIZE CARD MECHANICAL MASTER FINAL JANUARY 19TH 2022.indd   14TO TIZE CARD MECHANICAL MASTER FINAL JANUARY 19TH 2022.indd   141/19/22   1:39 PM1/19/22   1:39 PM



3.The Great Hunt. PART 1

Setup:  Place three spawning markers on the board 
as per the diagram above (center, 14” on centerline 

from corner).

Deployment:  18” arc in the corner without the 
spawn marker and opposite your opponent.

At the start of each turn but before any orders are 
assigned, spawn one Spirit Animal from each spawn 

point. Each Spirit Animal immediately moves a random 
direction/speed (per “Off Target” rules on page 

36) D10+2 inches. If the Spirit Animal moves off the 
board, the beast escapes. If it encounters terrain, 

the Spirit Animal immediately stops. The Spirit Animal 
always stays 1” away from any player unit.

To score VP, you must kill the Spirit Animal in melee. 
You may shoot them at range to eliminate them but 
do not score VP. At the end of turn two, and the 
end of every turn thereafter, score 1 VP if you 

successfully defeat a Spirit Animal in melee during 
that turn.

Victory Points. No points are scored for defeating    
a Spirit Animal through ranged/spell attacks.
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3.The Great HunT. PART 2

In melee, Spirit Animals will fight back per the stat line 
BELOW. 

If the Spirit Animal wins the melee it will never choose to 
continue combat. The Spirit Animal will always consolidate 
the maximum distance away from the opponent towards the 

closest board edge if possible.
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4. Pillage the Village.

Setup: Place five buildings or structures 
evenly across the battlefield and wholly 

outside any deployment zones.

Deployment. 6” from table edge.

Pillage as many buildings as possible. A player  
can only ever pillage a building once per game.

A player can pillage a building that             
an opponent has already pillaged.

To pillage a building, a player’s Warrior unit   
must make a Down order test while in contact 

with a building. A player cannot pillage         
a building that is currently being pillaged    

by your opponent.

Victory Points. Score 1 VP for each building 
pillaged.

Note: Buildings cannot be entered, moved 
through, destroyed or occupied.
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5. Liberators & Captives. PART 1

Setup. Each side designates two of their own 
Warrior units to mark as transporting Captives by 
placing a distinguishing token on that unit. Place 
a fifth token in the center of the battlefield 

indicating Uncontrolled Captives.

Deployment. 6” in from table edge.

Captives being transported must move with           
the controlling unit.

Uncontrolled Captives remain stationary on the 
battlefield until controlled. No spells or game 

effects can be used to “move” Uncontrolled 
Captives. A Warrior unit that comes into base 

contact, resulting from a Move or Advance order, 
with Uncontrolled Captives gains control of those 

Captives.

Players that Destroy or Route an opposing unit 
transporting Captives in melee combat gain control 

of the Captives. Captives may switch between 
opposing units throughout the game.
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5. Liberators & Captives. PART 2

Any unit transporting Captives that is Destroyed 
or Routs, but not as a result of melee combat, 

loses the Captives and they remain on the table 
as Uncontrolled Captives. Immediately place the 
Uncontrolled Captives anywhere in base contact 

with the destroyed/routed transporting unit 
before it is removed/moved from their location. 
The unit’s controlling player chooses where to 

place the Captive Token it has lost, as long as it is 
placed in contact with the unit which lost it. The 
lost Captive Token now counts as an Uncontrolled 

Captive Token.

Units may not shoot at or cast spells against a 
unit transporting Captives for fear of hitting the 
Captives; this includes Exchange of Missiles. Spells 

which buff friendly units can be cast on units 
transporting Captives.

Captives cannot be transferred between friendly 
units.

Victory Points. Gain 1 VP for each controlled Captive 
at the end of the game. Any uncontrolled Captives 

are not counted.
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6. Fog of War.

In the forest, the morning mists create chaos as two 
warbands unexpectedly clash in battle. 

Setup. Players split their armies into two halves. Players 
choose which half of their opponent’s army will be the 

initial force.

Deployment. 12” from player’s edge. Each player alternates 
deploying units of their initial force in their deployment 

zone.

Reserves. Starting on turn 2 players attempt to bring in 
reserves. Reserves enter the game on a random table edge. 
Roll a D6 and deploy a unit as: 1- player chooses any table 

edge, 2 or 3- deploy on player’s deployment zone table edge, 
4- deploy on opponent’s deployment zone table edge, 5- unit 

deploys

on player’s right side table edge, 6- unit deploys on player’s 
left side table edge. Units that have not deployed by turn 3 

will automatically deploy on turn 4.

Victory Points. At the end of turn 2 and at the end of every 
turn thereafter, a player scores 1 VP if they have eliminated 

an opponent’s unit during that turn. Routed units do not 
count as eliminated until they have run off the table.
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1: Endocannibalism Ritual in Honor of Gaia.

If a friendly unit is destroyed in battle, 
place a Death token at the site where 

the unit was destroyed.

A friendly warrior unit within 10” of any 
friendly Death token can declare a ritual 

to honor the dead and consume them. 
The friendly unit takes a Down order          

to replace the Death token with a Ritual 
Objective token. At the end of the turn, 
score 1 VP if the Ritual Objective token   

is in play.

At the end of the game, score 1 VP if two   
or more Ritual Objective tokens are in 

play.

DEVOTIONS TO THE WAY OF EVERLIVING
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DEVOTIONS TO THE WAY OF EVERLIVING

2: In Search of the Fountain of Youth.

Before the game begins, secretly select two pieces of 
terrain wholly within your opponent’s table half.

These terrain pieces might hold the lost Fountain of Youth.

When a friendly unit is partially or wholly within the 
selected terrain feature they must make a successful 

Command check at -2 COM to discover the objective, (the 
Fountain of Youth). This Command check is outside the 

standard order steps and includes any pins on the unit. 
If successful, the fountain is discovered and the other 

identified terrain piece is no longer eligible for discovery.   
If not successful, the Fountain is not in this selected 

terrain PIECE but instead must be in the other selected 
terrain piece which no longer needs to be tested FOR.

Any friendly unit partially or fully within the objective 
terrain PIECE can take a Down order to drink from the 

Fountain of Youth. Upon declaring the Down order, a friendly 
unit scores 1 VP and places an Objective Token wholly 

within that terrain piece. This Objective Token cannot be 
removed by opposing units.

At the end of the game score 1 VP if there is a friendly 
warrior unit within 6” of the Objective Token.
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DEVOTIONS TO THE WAY OF EVERLIVING

3: Divide and Conquer!

Before the game begins, secretly 
choose an enemy Warrior, Monster or 

Monstrosity unit. 

Score 1 VP at the end of a turn if you 
have a friendly unit within 2” of the 

secretly chosen unit and there are no 
enemy models within 4” of the secretly 

chosen unit. 

This objective can be completed 
multiple times. Max 2 VP.
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DEVOTIONS TO THE WAY OF EVERLIVING

4: Control Jungle Territory.

Score 1 VP if you control a table 
quarter on the opponent’s side of 

the battlefield. To control a table 
quarter, you must have more units than 
your opponent wholly within the table 

quarter at the end of a turn.

At the end of the game score 1 VP if you 
control more table quarters than your 

opponent.
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DEVOTIONS TO THE WAY OF EVERLIVING

5: Against All Odds.

If a friendly unit is the first to engage 
an enemy unit in melee and that enemy 
unit has a greater starting point value 

than the friendly unit, score 1 VP.

At the end of the game if the same 
friendly unit is still alive AND NOT 
ROUTED and the same enemy unit IT 

FOUGHT AGAINST has been Destroyed or 
Routed, score 1 VP.
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DEVOTIONS TO THE WAY OF EVERLIVING

6: A Worthy Sacrifice.

At the beginning of the game, secretly choose  
one enemy Warrior or Warlord unit.

If the secretly chosen unit is killed, announce 
this Devotion Card, place a Sacrifice Token in base 
contact with the unit before removing that unit, 

and claim 1 VP.

Any unit (friend or enemy) may pick up the Sacrifice 
Token by moving into base contact with it,         

or by moving through it. If the unit carrying the 
Sacrifice Token is killed in melee the winning 

unit may immediately claim the Sacrifice Token.          
If the unit carrying the Sacrifice Token is Routed 
in melee, it immediately drops the Sacrifice Token 

(place in base contact with the unit before it 
moves away from the melee).

At the end of the game, if the Sacrifice Token     
is within 6” of the friendly deployment zone,    

gain 1 VP.
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DEVOTIONS TO THE WAY OF EVERLIVING

7: Consecrated Ground.

At the beginning of the game, secretly 
choose one piece of terrain, no bigger 

than 8” in diameter, in the enemy 
Deployment Zone.

A friendly Warrior or Warlord unit 
touching or within the secretly chosen 
terrain PIECE may perform a ritual to 

consecrate the ground. When a friendly 
Warrior or Warlord unit is assigned the 
Down order to perform the ritual, gain 

1 VP.

At the end of the game, gain 1 VP if 
there is no enemy unit within 6” of the 

Consecrated terrain piece.
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DEVOTIONS TO THE WAY OF EVERLIVING

8: Put the Spirits to Rest.

A Warrior or Warlord unit may take a 
Down order to bury their dead. Announce 

this Devotion Card and place a Corpse 
Token in base contact with the unit. The 
first time that a Corpse Token is placed 
within 6” of the enemy Deployment Zone, 

gain 1 VP. 

At the end of the game, if there are 
two or more Corpse Tokens within 6”   

of the enemy deployment zone, gain 1 VP.
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DEVOTIONS TO THE WAY OF EVERCHANGING

1: Cannibalism for the Devourer King.

If an enemy unit is destroyed in battle, 
place a Death Token in base contact with 

the unit before removing it from play.

A friendly Warrior unit within 10” of any 
enemy Death Token can declare a ritual 

to consume the enemy dead and honor the 
Devourer King. The friendly unit takes a 
Down order to replace the Death Token 

with a Ritual Objective Token. At the end of 
the turn, score 1 VP if the Ritual Objective 

Token is in play.

At the end of the game, score 1 VP if two or 
more Ritual Objective Tokens are in play.
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DEVOTIONS TO THE WAY OF EVERCHANGING

2: In Search of El Dorado.

Before the game begins, secretly select two enemy 
Warrior or Warlord units. These units might be

carrying the Map to El Dorado.

When a friendly unit engages a selected enemy unit 
they must make a successful Command check at -2 COM 
to discover the objective, the Map of El Dorado. This 

Command check is outside the standard order steps and 
includes any pins on the unit. If successful, the Map 

is discovered and the other identified unit is no longer 
eligible for searching. If not successful, the Map is not 
in this selected unit but instead must be in the other 
selected unit which no longer needs to be searched.

If the enemy unit with the Objective is then defeated 
in melee, the friendly, winning unit scores 1 VP and now 

controls the Objective Marker.

Any unit that defeats the unit carrying the Objective 
Marker takes control of the Objective Marker. 

If a friendly unit controls the Objective Marker         
at the end of the game, score 1 VP.
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DEVOTIONS TO THE WAY OF EVERCHANGING

3: Head of the Snake.

Score 1 VP when a Warrior or Warlord 
unit wounds the enemy Warlord unit. 

Score 1 VP If the enemy Warlord is killed 
or in Rout at the end of the game.
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DEVOTIONS TO THE WAY OF EVERCHANGING

4: Heroism Personified.

Score 1 VP when a friendly Heroic 
Model unit engages an enemy unit in melee 

combat on the opponent’s table half.

Score 1 VP when a friendly Heroic Model 
takes a Down action to place an Objective 
Marker in the enemy’s Deployment Zone.
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E  1.
DEVOTIONS TO THE WAY OF EVERCHANGING

5: Call the Storm.

A single friendly unit with one or 
more Magic Levels that is within the 
enemy’s table half may be assigned a 

Down order to invoke the power of the 
eldritch storm. Score 1 VP and cast one 

of this unit’s eligible spells.

At the end of the game, score 1 VP if the 
friendly unit that invoked the eldritch 

storm is still alive.
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DEVOTIONS TO THE WAY OF EVERCHANGING

6: Through the Enemy Lines.

Score 1 VP at end of any turn if a 
friendly Objective Token is in the enemy 

Deployment Zone and no enemy unit is 
within 3” of the token.

Score 1 VP at the end of the game if two 
or more friendly Objective Tokens are in 

the enemy Deployment Zone.
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E 1.DEVOTIONS TO THE WAY OF EVERCHANGING

7: Challenge.

If a Warrior unit engages an enemy 
Heroic Model unit in melee, it may choose 
to not attack and instead gains +2 RES 
for that round of combat to score 1 VP 
as that unit taunts and challenges the 
enemy. The friendly unit may not choose 

to fight a follow up round even if it 
wins the combat.

If a friendly Warlord challenges the 
enemy Warlord as above, score 1 VP.
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EV 1.DEVOTIONS TO THE WAY OF EVERCHANGING

8: Trophy hunters.

Each time a Warrior unit kills an enemy 
Monster, Monstrosity, or Heroic Model 

unit, place a Trophy Token in base 
contact with the destroyed unit before 

removing it. The first time a Trophy 
Token is placed, announce this Devotion 

Card and gain 1 VP.

If the opponent has no monster or 
Monstrosity, the “leader” model of 
all Warrior units are designated as 

potential trophies.

At the end of the game, if at least one, 
Non-Routed, Warrior unit is within 6” of 

a Trophy Token, gain 1 VP.
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EVERCHANGING
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EVERLIVING BLESSINGS OF THE WAY 1.

EVERLIVING
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EVERLIVING BLESSINGS OF THE WAY 1.

MYTHIC AMERICAS

TO TIZE CARD MECHANICAL MASTER FINAL JANUARY 19TH 2022.indd   39TO TIZE CARD MECHANICAL MASTER FINAL JANUARY 19TH 2022.indd   391/19/22   1:39 PM1/19/22   1:39 PM


