
A Mythicos Studios Project

Mythic Earth 
RULEBOOK

V1 1



2



3



 

 

TABLE OF CONTENTS. 
1.  GAME RELATED TERMS  7 
 Game Related terms 7  
 Game point size. 8 
 Model scale. 
 Battlefield size. 
 Measuring. 
 Force.  
 Units. 9 
 Unit types. 
 Game duration. 
 Game aids- game cards. 10 
 Unit Activation Dice. 
 Base sizes. 11 
 Within vs Wholly Within. 
 Re-rolls. 12 
 Everliving and Everchanging. 12 
 Blessings of The Way. 
 The Way. 13 
 
2.  UNIT RELATED TERMS    14 
 Unit Data Points and Data Point Card. 
 Unit Competencies.  15 
 Units with mixed Unit Data Points. 
 Other Unit Data Point Card Elements.   16 
 Generals. Must Have Mini. 
 
3. GAME PLAY.   17 
 Unit Activations and the Actions Units May Perform.   18 
 Unit Activation process summary. 
 Unit Action types and usage guidelines.   19 
 Unit Activations and Unit Brave Status Marker interactions.  
 Unit Activation Tests.   20 
 Unit Actions which require Data-Point based Competency Tests.   21 
 List of Unit Actions available.   22 
 BRAVE TESTS.   25 
         Brave Tests and Unit Brave Status Markers. 
         How to take a Brave test. 
         Brave Test Modifiers.   26 
         When Brave Tests are needed.  
         Other times Brave Tests are needed.  
         Brave Tests to stop Fleeing.   27  
 MOVEMENT.   30 
     How Movement works. 
 Mini Heights. 

4



 

 

 Landscape Types.   31 
 Flying Movement.          
 SHOOTING.   32  
 How Shooting works. 
 Line of Sight. 
 Landscape Features and Enemy Units Obscure Line of Sight.   33 
 Roll to Hit. 
 Hitting with a Shoot Template. 34 
 Unit Brave Status Markers added. 35 
 Unit Hit rolls for Saves.  
 Overhead Shots. 36 
 Die-Compass table. 37 
 Brave Tests due to casualties. 38 
 Shooting Weapons chart. 39 
 HAND-TO-HAND FIGHT.   40 
 How Hand-To-Hand Fights work. 
 Who can Charge?   41 
 Who Can Attack in a Hand-To-Hand Fight? 
 Multiple Unit Fights possible. 
 Hitting the enemy in a Hand-To-Hand Fight.  42 
 Unit Hit rolls for Saves.  
 Negative Save Modifiers. 
 Positive Save Modifiers. 43 
 Choose winner. 
 Winner consolidates. 
 Loser takes Brave Test. 
 Brave Test from losing Hand-To-Hand Fight.  
 Hand-To-Hand Weapons Chart.  44 
 MAGIC.   45 
 How Magic Works. 
 Magic Users. 
 Magic Levels. 
 Who Can and Can’t cast Magic. 46 
 How to Cast Magic Spells. 
 Dispelling Spells. 47 
 How to Dispel a Magic Spell.      
 Magic Missiles. 
 Auto Casting. 
 Auto Dispel. 
 Magical Feedback. 
 
4. PLAYING THE GAME. 48 
 PLAYING MYTHIC EARTH GAMES USING THE WAY.  49 
 Phases of the Game.  50 
 Pre-battle Set Up Phase. 51 

5



 

 

 Blessing of the Way Rules.  52 
 Deployment Phase.  55 
 Game Turn Phases 1-6.  58 
 Game Turn Clean Up Phase. 59 
 
5. PLAYING THE SCENARIOS.  60 
  Deploying Half of a Force. 61 
 Reserves. 
 Units that Enter Turn 1. 
 Units that Enter Turn 2 or later. 
 Balance of The Way (Primary Scenarios). 
         Primary Scenario 1.   Build Altars for the Gods. 62 
         Primary Scenario 2.   The Rainy Season. 63 
         Primary Scenario 3.   The Great Hunt. 64 
         Primary Scenario 4.   Pillage the Village. 65 
         Primary Scenario 5.   Liberators and Captives. 66 
         Primary Scenario 6.   Fog of War. 67 
  Devotions to The Way (Secondary Scenarios). 68 
         Objective Tokens. 
         Placing and removing Objectives. 
         Devotion Cards. Which are secret and which are shared. 69 
         Scoring Victory Points. 
         Opponent’s half of the table. 
         Devotions to The Way of The Everliving. 70                      
 Everliving Secondary Scenario 1. Endocannibalism Ritual in Honor of Gaia. 70 
              Everliving Secondary Scenario 2. In Search of the Fountainof Youth.  71 
               Everliving Secondary Scenario 3. Divide and Conquer. 72 
               Everliving Secondary Scenario 4. Control Jungle Territory. 73 
               Everliving Secondary Scenario 5. Against All Odds. 74 
               Everliving Secondary Scenario 6. A Worthy Sacrifice. 75 
               Everliving Secondary Scenario 7. Consecrated Ground. 76 
               Everliving Secondary Scenario 8. Put the Spirits to Rest. 77 
         Devotions to The Way of The Everchanging. 78 
               Everchanging Secondary Scenario 1. Cannibalism of the Devourer King.78                                        
 Everchanging Secondary Scenario 2. In Search of Eldorado.  79 
               Everchanging Secondary Scenario 3. Head of the Snake. 80 
               Everchanging Secondary Scenario 4. Heroism Personified. 81 
     Everchanging Secondary Scenario 5. Call the Storm. 82 
 Everchanging Secondary Scenario 6. Through the Empty Lines. 83 
 Everchanging Secondary Scenario 7. Challenge. 84 
 Everchanging Secondary Scenario 8. Trophy Hunters. 85 
  
  
 

6



Game Related Terms1.
The following sections will help you get grounded on the general terminology of the 
game as well as introduce you to the basic concepts which facilitate use of the key 

components that make up a player’s Force; the Units.
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1. Humanoids
2. Beasts
3. Mounted Beasts
4. Monsters
5. Multitudes
6. Behemoths

1 2 3 4 5 6

Game
Related Terms1.
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A.- This unit is Within and
 not Wholly Within

B.- This unit is  Wholly Within

C.- This unit is  Wholly Within because 
its sole base is 100% in the area.

Game
Related Terms1.
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Gameplay3.
The following section will outline all the various rules that govern game-related
mechanics such as: How to Activate your Units, Brave Tests, Movement, Shooting, 

Hand-To-Hand Fights, and Magic.
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Die-compass table

The opposite side of the Battlefield is always considered True North for the Shooting player. 
The D6 rolled is your compass with each face indicating the straight-line direction from the 
original chosen target spot the missed shot will move in.

Gameplay3.
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Bow 0”-10” 10”-20” NA NA

Huaraca 0”-10” 10”-20” 2 NA

Javelin 0”-10” NA 1 NA

Insults 
and Trickery 0”-10” NA NA Unsaved Hits add Unit Brave Markers

to target unit. 1 per unsaved wound.

Behemoth
Thrown Rock 0”-10” 10”-30” 6 Overhead Shot

Monster 
Thrown Rock 0”-10” 10”-25” 3 NA

Thrown
Rock 0”-10” NA NA Used in hand-to-hand fight

Sling 0”-10” 10”-20” NA 2 Shots per model if Unit given
Focused shot Action

Atlatl 0”-10” 10”-20” 2 Unit gets +1 to SH

Aylus
0”-10” NA NA Any Unsaved hits Reduce target Unit

movement by a total of 4” and target Unit
can’t march until the next Game Turn. 

Does not affect Behemoths. Aylus will further
hamper flyers as unsaved hits will also ground
the flyer.

Gameplay3.
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Rock NA Can also be thrown as ranged weapon. Max Range 10” Thrown Weapon

Club NA NA

Tomahawk 1 Permanent +1 to Fight Value.Can be used as a ranged weapon
at short range only. Thrown Weapon.

Copper Headed Axe 2 Permanent +1 to Fight Value as if user was Charging
or Countercharging.

Axe,Sword,Mace 1 Permanent +1 to Fight Value as if user was Charging
or Countercharging.

Macana NA Permanent +2 to Fight Value as if user was Charging
or Countercharging.

Macuahuitl 2 Permanent +1 to Fight Value as if user was Charging
or Countercharging.

Huge. Macuahuitl 3 Permanent +2 to Fight Value as if user was Charging
or Countercharging.

Spear 1 Thrown Weapon. Max Range 10”

Heavy Spear 2 Thrown Weapon. Max Range 6”

Knife or Dagger 1 NA

Fist NA NA

Gameplay3.
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Playing the Game4.
The following section goes through a step-by-step explanation of how the game 
is played, starting with the Phases of the game, followed by the Deployment, Game 

Turns 1-6, and Clean Phases.
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Scenarios5.
The following section outlines the Balance of The Way (Primary Scenarios) and Devo-
tions to The Way (Secondary Scenarios). As mentioned in the previous sections of 
this book, Mythic Earth revolves around a series of game mechanics that are de-
signed to deliver a game experience inspired by the core concept of the Mythic 

Earth Worlds- that of living in a Balance dictated by The One. A dual scenarios-driven 
approach helps us also achieve balance on the tabletop.

60



Scenarios5.

61



Deployment– 12" from the player’s edge.

After a Unit Activation Die has been assigned to a Friendly Unit (non-Beast or Multitude) within 
10" of a Heroic Figure or Behemoth the Unit can declare  “Build an Altar” by performing a Cap-
ture/Claim Unit Action. 

At the end of the Game Turn, place an Altar Token (a 32mm round base would be perfect) in 
base contact with the Unit Building the altar. Please note that the Unit Building the Altar must be 
in contact with the Altar Token at the End of the Game Turn to successfully build the altar.

Altar tokens must be 10" from any other Altar Tokens-friend or foe.

Destroy a constructed Altar through Charging it. The altar has no SV so it has no chance to 
avoid being Damaged. Simply Charging it will destroy the Altar.

Victory Points - At the end of a turn in which you Build an Altar on the enemy table half or de-
stroy an enemy altar on the friendly table half, gain 1 VP.

Scenarios5.
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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 player’s own table edge.

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

The Raging River.The Raging River. Heavy rains have caused the river to swell, sweeping away all in its path. Any 
Minis, other than Flyers, partially or wholly in the river always treat the river as Difficult Land-
scape When a Unit enters the river, all movement is immediately halved, no exceptions.    A Unit 
cannot March, Charge or Countercharge into, through or out of the Raging River.

Minis entering or remaining on the river must immediately make a Special “Survival Roll” if it just 
stepped into the River and at the beginning of each Game Turn that the Unit is in the river. Each 
model that rolls a ten on one ten-sided die (1D10) is swept away and removed from the game. 

Victory Points.Victory Points. At the end of Game Turn two and the end of every Game Turn thereafter, if a 
player has any Humanoid Unit not Fleeing and on the opponent’s side of the river, they score 1 
VP. Units that Fly may not score VPs.

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

+Note on making rivers and bridges. Any piece of blue cloth or craft paper can be used to des-
ignate bridges over the river or the river itself. 

Scenarios5.
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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 Unit Activation Dice are assigned, spawn one Spirit 
Animal from each spawn point. 

M*. Each Spirit Animal immediately moves a random direction/speed as per “Missed Overhead M*. Each Spirit Animal immediately moves a random direction/speed as per “Missed Overhead 
Shot” rules D6+2 inches. If the Spirit Animal moves off the board, the beast escapes. If it en-
counters a Landscape feature, the Spirit Animal immediately stops. The Spirit Animal always 
stays 1" away from any player unit. 

Spirit Animal. 

M*, SH-0, FI-5, SV-6, RE-7, BR-5 

Animal Ferocity. Re-roll to hit on first 
round of Hand-to-Hand combat.

Choking Fumes. Choking Fume at-
tacks ignore all Save attempts

To score VP, you must banish the Spirit Animal in melee - You may Shoot them at range to 
eliminate them but you do not score VP by doing so. At the end of Game Turn two, and the end 
of every Game Turn thereafter, score 1 VP if you successfully defeat a Spirit Animal in a Fight 
during that turn. In a Hand-to-Hand Fight, Spirit Animals will fight back per the stat line below. 

Scenarios5.
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Set up. Place five buildings or structures evenly across the battlefield and wholly outside any de-
ployment zones

Deployment. 6" from table edge.

Pillage as many buildings as possible. A player can only ever pillage a particular building 
once per game. A player can pillage a building that an opponent has already pillaged.

To pillage a building, a player’s Humanoid-sized Unit must be assigned a Capture/Claim 
Unit Action while in contact with a building

A player cannot pillage a building that is currently being pillaged by your opponent.  A player A player cannot pillage a building that is currently being pillaged by your opponent.  A player 
cannot pillage more than one building at a time

Victory Points Score 1 VP for each building pillaged.

+Note  Buildings cannot be entered, moved through, destroyed or occupied.

Scenarios5.
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Set up. Each side designates two of their own Humanoid-sized Units to mark as transporting 
Captives by placing a distinguishing token on that unit (32mm round base). 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. Uncontrolled Captives. remain stationary on the battlefield until controlled. No spells or game 
effects can be used to “move” Uncontrolled Captives. A Humanoid-sized Unit that comes into 
base contact, resulting from a Move Action, with Uncontrolled Captives gains control of those 
Captives. 

Players that Destroy or make an opposing Unit Flee while it was transporting Captives in 
melee combat gain control of the Captives. 
Captives may switch between opposing Units throughout the game. Any Unit transporting Cap-Captives may switch between opposing Units throughout the game. Any Unit transporting Cap-
tives that is Destroyed or Flees, 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 any-
where in base contact with the destroyed/Fleeing 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.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 

Scenarios5.
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Set up. In the forest, the morning mists create chaos as two warbands unexpectedly clash in 
battle. Players split their Forces into two halves. Players choose which half of their opponent’s 
Force will be the initial portion of his deployment Force

Deployment. 12" from player’s edge. Each player alternates deploying Units of their initial force 
in their deployment zone. This Deployment process forgoes the use of the Unit Activation Dice 
Pool Process for the Deployment phase. And only for the Deployment Phase.

Reserves. Reserves. rStarting 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.Victory Points. At the end of Game Turn 2 and at the end of every Game Turn thereafter, a 
player scores 1 VP if they have eliminated an opponent’s Unit during that Game Turn. Fleeing 
Units do not count as eliminated until they have run off the table.

Scenarios5.
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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 Humanoid-sized unit within destroyed. A friendly Humanoid-sized unit within 
10" of any friendly Death token can declare a 

ritual to honor the dead and consume them. The 
friendly Unit takes a Capture/Claim Action 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.Objective token is in play.

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

Scenarios5.
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2: In Search of the Fountain of Youth.

Before the game begins, secretly select two 
pieces of Landscape wholly within your 

opponent’s table half. These Landscape pieces 
might hold the lost Fountain of Youth.

When a friendly Unit is partially or wholly within When a friendly Unit is partially or wholly within 
the selected Landscape feature they must make a 

successful Brave Test at -2 BR to discover the 
objective, the Fountain of Youth. This Brave Test is objective, the Fountain of Youth. This Brave Test is 
outside the standard Unit Activation steps and 

does not ever receive negative modifiers for Unit 
Brave Status markers the Unit may have attached 
to it. If successful, the Fountain is discovered and 
the other identified terrain piece is no longer eli-
gible for discovery. If not successful, the Fountain 
is not in this selected Landscape area but instead 
must be in the other selected terrain piece which 

then no longer needs to be tested for.

Any friendly Unit partially or fully within the 
objective terrain can take a Capture/Claim Action 
to drink from the Fountain of Youth. Upon declar-
objective terrain can take a Capture/Claim Action 
to drink from the Fountain of Youth. Upon declar-

ing the Capture/Claim Action, 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 Humanoid-Sized Unit within 6" of the Ob-

Scenarios5.
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3: Divide and Conquer!

Before the game begins, secretly choose an 
enemy Humanoid-sized, Monster or Behemoth 

Unit. 

Score 1 VP at the end of a Game Turn if you have Score 1 VP at the end of a Game Turn if you have 
a friendly Unit within 2" of the secretly chosen 
Unit and there are no enemy Minis within 4" of 

the secretly chosen Unit. 

This objective can be completed multiple times. 
Max 2 VP

Scenarios5.
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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 game Turn.

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

Scenarios5.
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5: Against All Odds

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 game Turn.

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

Scenarios5.
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6: A Worthy Sacrifice

At the beginning of the game, secretly choose 
one enemy Humanoid or Heroic Figure Unit. If the 

secretly chosen unit is killed, announce this 
Devotion Card, place a Sacrifice Token in base 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 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 Loses a melee 
and Flees, 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.

Scenarios5.
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7: Consecrated Ground

At the beginning of the game, secretly choose 
one piece of Landscape, no bigger than 8" in
 diameter, in the enemy Deployment Zone.

A friendly Humanoid or Heroic Figure Unit
 touching or within the secretly chosen

 Landscape may perform a ritual to consecrate  Landscape may perform a ritual to consecrate 
the ground. When a friendly Humanoid or Heroic 
Figure Unit is tasked with a Capture/Claim Action 

to. perform the ritual, you gain 1 VP.

At the end of the game, gain 1 VP if there is no 
enemy Unit within 6" of the Consecrated

 Landscape Area.

Scenarios5.
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8: Put the Spirits to Rest

A Humanoid or Heroic Figure Unit may take a 
Capture/Claim Action to bury their dead. 

Announce this Devotion Card and place a Corpse 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.

Scenarios5.
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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 Humanoid Unit within 10" of any 
enemy Death Token can declare a ritual to 
consume the enemy dead and honor theconsume the enemy dead and honor the
 Devourer King. The friendly Unit takes a 

Capture/Claim Action 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 At the end of the game, score 1 VP if two or more 
Ritual Objective Tokens are in play.

Scenarios5.
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2: In Search of El Dorado

Before the game begins, secretly select two enemy 
Humanoid or Heroic Figure 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 Brave Test at BR -2 to 
discover the objective, the Map of El Dorado. This discover the objective, the Map of El Dorado. This 
Brave Test is outside the steps and does not include 
any Unit Brave Status Markers which may be attached 
to 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 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.

Scenarios5.
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3: Head of the Snake.

Score 1 VP when a Humanoid or heroic Figure 
Unit wounds the enemy General Mini. Score 1 VP 
If the enemy General is killed or is Fleeing at the 

end of the game.

Scenarios5.
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4: Heroism Personified

Score 1 VP when a friendly Heroic Figure Unit en-
gages an enemy Unit in Hand-to-Hand Fight on 

the opponent’s table half.
Score 1 VP when a friendly Heroic Figure takes a Score 1 VP when a friendly Heroic Figure takes a 

Capture/Claim Action to place an Objective 
Marker in the enemy’s Deployment Zone

Scenarios5.
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5: Call the Storm

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

given a Capture/Claim Action 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.

Scenarios5.
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6: Through the Enemy Lines

Score 1 VP at end of any Turn if a friendly Objec-
tive 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 De-

ployment Zone.

Scenarios5.
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7:  Challenge

If a Humanoid Unit engages an enemy Heroic If a Humanoid Unit engages an enemy Heroic 
Figure Unit in a Hand-to-Hand Fight, it may 

choose to not attack and instead gains +2 Save 
(SV) for that round of combat to score 1 VP as that 
Unit taunts and challenges the enemy. If a friendly 
General challenges the enemy General as above, 

score 1 VP.

Scenarios5.
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8:  Trophy hunters

Each time a Humanoid Unit kills an enemy Mon-Each time a Humanoid Unit kills an enemy Mon-
ster, Behemoth, or Heroic Figure 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 
Behemoth Unit, the “leader” model of all Human-
oid Units are designated as potential trophies. At 
the end of the game, if at least one, Non-Fleeing, 
Humanoid Unit is within 6" of a Trophy Token, 

gain 1 VP.

Scenarios5.

85


	Ex-2-Cover
	Ex-Page6
	Ex-Page7
	Ex-Page8
	Ex-Page9
	Ex-Page10
	Ex-Page11
	Ex-Page12
	Ex-Page13
	Ex-Page14
	Ex-Page15
	Ex-Page16
	Ex-Page17
	Ex-Page18
	Ex-Page19
	Ex-Page20
	Ex-Page21
	Ex-Page22
	Ex-Page23
	Ex-Page24
	Ex-Page25
	Ex-Page26
	Ex-Page27
	Ex-Page28
	Ex-Page29
	Ex-Page30
	Ex-Page31
	Ex-Page32
	Ex-Page33
	Ex-Page34
	Ex-Page35
	Ex-Page36
	Ex-Page37
	Ex-Page38
	Ex-Page39
	Ex-Page40
	Ex-Page41
	Ex-Page42
	Ex-Page43
	Ex-Page44
	Ex-Page45
	Ex-Page46
	Ex-Page47
	Ex-Page48
	Ex-Page49
	Ex-Page50
	Ex-Page51
	Ex-Page52
	Ex-Page53
	Ex-Page54
	Ex-Page55
	Ex-Page56
	Ex-Page57
	Ex-Page58
	Ex-Page59
	Ex-Page60
	Ex-Page61 
	Ex-Page62
	Ex-Page63
	Ex-Page64
	Ex-Page65
	Ex-Page66
	Ex-Page67
	Ex-Page68
	Ex-Page69
	Ex-Page70
	Ex-Page71
	Ex-Page72
	Ex-Page73
	Ex-Page74
	Ex-Page75
	Ex-Page76
	Ex-Page77
	Ex-Page78
	Ex-Page79
	Ex-Page80
	Ex-Page81
	Ex-Page82
	Ex-Page83
	Ex-Page84

