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“In your hands you hold not a book, but a door.”

That is how the original Mythic Americas rulebook opened. That book was the culmination of a
forty-year long personal journey. A journey that covered two paths, one a physical road traveled
by sea and air (as an immigrant to America from Venezuela) the other, a spiritual one traveled by
heart, mind and soul (fueled by my passion and dedication to learn as much as | could about my
grandmother’s, my family’s and our shared Indigenous American heritage). The history of the
peoples of the Yaracuy region of Venezuels, their stories, their customs, their mythologies. It did
not take long for me to fall in love with everything concerning the indigenous peoples of not only
Venezuela but of the entire Western Hemisphere.

So here we are. All these years later. Continuing to joyfully explore the mysterious worlds of
Mythic Americas but now also embarking on another journey of discovery. This time with our very
own, community-inspired and created ruleset. And no longer keeping our exploring ways limited
to the Americas but expanding our horizons to the rest of the lands which make up the totality of

sacred Mother Earth. Welcome to the wonderful world of Mythic Earth.

This document provides gamers with the rules for all Mythic Earth based tabletop battle games.

Mythic Earth players fight for the Eternal Balance as mandated by the One. The countless battles

fought by the Ruling Children, to maintain the Eternal Balance, span the entirety of Mother Earth,

and involve ancient cultures from around the planet: Mythic Americas, Mythic Asia, Mythic Polyne-
sia, Mythic Europe and Mythic Africa.

In these Core Rules you will find all the concepts and rules you will need to play the game, for ex-
ample: How to build your Forces, Turn Phases, Unit Activations, Blessings, Scenarios, Magic, etc.
These rules are designed to generate participation from the Mythic Earth gaming community. We
welcome your input, and armed with your thoughts, ideas, and comments we will post errata on a
quarterly basis, and an updated rulebook once a year. All rules, updates and needed materials
such as game cards and rules-based documents will be available for free on the resources section
of mythicamericas.com and mythicearth.com websites.

May you receive many blessings from the gods and in that way help to maintain
the Eternal Balance. This is the Way of the One.
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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.






6. Units
Each Force is composed of multiple Units. Each Unit is
composed of a single, or multiple miniatures (Minis).

7. Unit Types

8. Six-Turn Game

Game is played for six full turns.




9. Game Cards

Game Cards can be used as a game-playing aid:
Primary scenario cards (Balance of the Way).
Secondary scenario cards (Devotions to the Way).
Magic Spell Cards.

In-game Benefits and Unit Upgrade Cards (such as Blessings of the Way).

10. Unit Activation Dice (Six-sided / D6).

These are six-sided dice used to mark which Units have attempted, succeeded or failed-
to perform their Unit Action(s).

11. “Within” and “Wholly Within"

.‘ ‘ ~This unit is Whelly Withi
sole base is 100% in the

not Wholly Within




A 40MM Behemoths
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16. The Way. Dual Scenario-driven Victory Conditions

Victory is achieved by accomplishing specific Battle Objectives as outlined in Primary Scenarios
and Secondary Scenarios. Before the game begins, players randomly choose one of the two Way
alignments. This choice gives the opposing Forces access to the Devotions to The Way, (second-
ary scenarios). Please note that the primary Balance of The Way scenarios are not alignment spe-

cific.




2.1 Unit Data Points.

Each Unit has a standard set of Unit Data Points. These are used to facilitate Unit Actions. Unit
Data Points are typically presented in Unit Data Cards, and these will include all of a Unit's
relevant Data Points and Unit Options. Below is an example of a Unit Data Card

TLALOCAN HiGH PRIEST: POINTS VALUE: UNIT OPTIONS. UNIT ACTIVATION DICE

UNT TYPE: HUMANOID. HEROIC FIGURE. GENERAL. EXTRA MAGIC SPELL FOR 10 PTS EACH |
UP TO A MAX OF 3 SPELLS.
1X TLALOCAN HIGHT PRIEST OR OTHER “GENERAL” MIN v
MUST BE INCLUDED IN AN AZTEC FORCE.
UNIT MEMBERS, EQUIPMENT & DATA POINTS. BR TALENTS,
1X TLALOCAN HIGH PRIEST WITH DAGGER. 5 5 5 5 7 8 TOUGHENED, COMMANDER, EXTRA WOUND, MAGIC LEVEL 2, DREADFUL,
4X TLALOCAN-BOUND DEAD WITH CLUBS. | 4 5 5 5 4 6 UNDEAD. DREADFUL
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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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Brave Test Modifiers.
All modifiers are cumulative and are applied to the total rolled during a Brave Test:
a. -1for each Unit Status Marker on the Unit.
-1 for being Frozen.

b.
c. +1for each Heroic Figure within 10" of the Unit taking the Brave Test.
d. -1 forFleeing.
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1D6 Hits to Humanoids, Beasts, Mounted Beasts, and Multitudes.

1D3 Hits to Monsters.
1 Hit to Behemoths.
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3.10 Shooting 1/8

How Shooting Works

All Unit types always benefit from a 360° field-of-fire.
Minis may freely rotate at any time to face the target of their Shooting Action. This free rotation
does not count as a Unit Action.

Units may only Shoot once per Unit Action, unless a specific weapon shows that each Shooting
Action is more than a single shot. If this is the case the Shooting Unit will have a Data Point as-
signed to its Shooting weapon that reflects its ability to generate multiple shots. This fact will be
expressed by a Data Point addendum to the weapon such as “-X Shots”, the “-X" representing the
possible number of Shots the weapon will produce.

Line of Sight

Draw line of Sight from the Shooter Unit's base. Measure for each Mini in a Unit and each Mini
must be able to partially see at least one Mini in the target Enemy Unit it is shooting at.

Minis see and Shoot without hindrance thru Minis in its own Unit, and other Friendly Units,
except Behemoths or Massive Units.

All Minis in a Unit must Shoot at the same target Enemy Unit.













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.

Roll of 1 - South (friendly deployment table edge)

Roll of 2-3 - East
Roll of 4-5 - West
Roll of 6 - True North (enemy deployment table edge)
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Bow 0”-10" 10"-20" NA NA

-4
. v A " 2 Shots per model if Unit given
Sling 0"-10 107-20 NA Focused shot Action
L -
Unit gets +1 to SH
Atlatl 011_1 Oll 1 011_2011 2 ni ge S o
-
Huaraca 0"-10" 10"-20" 2 NA
-4
Javelin 0"-10" NA 1 NA
-4
VIS Unsaved Hits add Unit Brave Markers
and Trickery 0"-10 NA NA to target unit. 1 per unsaved wound.
»
Thrown . 4 ‘
Rock 0"-10 PN NA Used in hand-to-hand fight
-
Behemoth .
Thrown Rock 0"-10 10"-30" 6 Overhead Shot
-4
Monster B B
Thrown Rock 0"-10 107-25 3 A
L = % L} <
Aylus SECERES \% Any Unsaved hits Reduce target Unit
= :_T:.I’_ : 9 -10 , < % NA NA movement by a total of 4” and target Unit
: & can't march until the next Game Turn.
&
v @ Does not affect Behemoths. Aylus will further

T = N . £ hamper flyers as unsaved hits will also ground
= 2. = the flyer.







3.11 Hand-to-Hand Fight 2/5

Who Can Charge?

1: Any Unit not already engaged in a Fight.
2: Any Unit not Fleeing.

3: Any Unit which has not performed any other Unit Actions.

Who Can Attack in a Hand-To-Hand Fight?

1: Charging and Charged Unit.
2: Charging and Countercharging Unit.

3: Unit that is assigned an "Attack” Unit Action.

Multiple Unit Fights Possible

Hand-To-Hand Fights can involve multiple Units per side. Up to a maximum of two Units per side,
for any given combat.










Rock NA Can also be thrown as ranged weapon. Max Range 10” Thrown Weapon
Club NA VAN
Permanent +1 to Fight Value.Can be used as a ranged weapon
Tomahawk L at short range only. Thrown Weapon.
Knife or Dagger 1 NA
Fist NPAY VAN
Permanent +1 to Fight Value as if user was Charging
Copper Headed Axe 2 or Countercharging.
Permanent +1 to Fight Value as if user was Charging
Axe,Sword,Mace L or Countercharging.
Permanent +2 to Fight Value as if user was Charging
Macana NA or Countercharging.
. Permanent +1 to Fight Value as if user was Charging
Macuahuitl 2 or Countercharging.
: Permanent +2 to Fight Value as if user was Charging
Huge. Macuahuitl 3 or Countercharging.
Spear 1 Thrown Weapon. Max Range 10"
Heavy Spear 2 Thrown Weapon. Max Range 6"













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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4.4 Blessings of The Way Rules

There are six Everliving and six Everchanging Blessings of The Way.

Each Blessings of The Way is one-use-only and only one Blessings of The Way can be used per
turn. In other words, once you use a particular Blessings of The Way you can't use it again in the
game.

You can only use the Blessings of The Way listed under the alignment your Force represents, thus
a warband fighting under the banner of the Everliving could not use a Blessings from the Ever-
changing table.

Discard any Blessings of The Way card (or marked as used on a list of your available Blessing)
that was used in a game turn. We suggest turning it over with the text side down and setting the

card aside to show that it has been used. You can use a Blessings of The Way at any time during
your turn or the opponent’s turn. You do not have to use a Blessings of The Way.

Everliving/Everchanging Blessing examples

PERSERVERANCE

Cancel one enemy Dispel attempt. | Remove D3 Unit Brave Status
Markers from any Friendly Unit.




Everchanging Cards

; Perform a free March Move with | Cancel one enemy Dispel attempt. | Change one of your Unit Activation |
| any friendly Unit which hasal- | [ j | Dice in your Unit Activation Dice Pool |
| readyrecieved a Unit Activation [ _ | value up by one.

| Die. 7 ' ' l

Whentaiaias £roveias) . . Before taking any Unit Activa- Target any Enemy Unit which has

due to Losing Combat or suffer- | | tion Test ignore all Unit Brave Unit Brave Status Markers on it.
ing from shooting, ignore all | | Status Markers. Do Not remove | Remove one from that Unit, but |
. UnitBrave status Markers. Do | the Unit Brave Markers, just | that Unit must immeditately take
| Not remove the Unit Brave Mark- ignore them for the test. | “SaBcave Tackms it the Unit had
| ers, just ignore them for this test. | - (SRl e o Hand combat.




HEALING SALVE

After a friendly Unit is assigned a
Unit Activation Die, Add back D3

models to that unit.

ENERGIZE

After any friendly Unit is as-
signed a Unit Activation Die,
make a free move.

Everliving Cards

ULTIMATE INSPIRATION

Automatically pass a Brave Test.

A HERO IN OUR MIDST

A Heroic figure can attempt a
Regroup a Friendly Unit within
20" not just 10",

THE WIND IS ON OUR SIDE

Cancel an enemy’s
Countercharge Action.

PERSERVERANCE

Remove D3 Unit Brave Status
Markers from any Friendly Unit.
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4.5 Phase 2 - Deployment 3/3

Red dice Player Followed by Blue dice player




58



59



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.
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. Sgenarios -
VA |
5.5 Scenario 1 - Build Altars for the Gods

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.
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Scenarios

5.6 Scenario 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 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. 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. 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.
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5.7 Scenario 3 - The Great Hunt

PLAYER B DEPLOYMENT ZONE

PLAYER A DEPLOYMENT ZONE

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
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.

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.

==

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



5.8 Scenario 4 - Pillage the Village

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




5.9 Scenario 5 - Liberators & Captives

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. 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-
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 unégntrolled



5.10 Scenario 6 - Fog of War

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. 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. 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.
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5.20 The 8 Devotions to The Way of The Everliving 1/8

If a friendly Unit is destroyed in battle, place
a at the site where the unit was
destroyed. A friendly Humanoid-sized unit
within 10" of any friendly Death token can
declare a ritual to honor the dead and con-
sume them. The friendly Unit takes a Cap-
ture/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 Ritual Objective tokens are in play.
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5.20 The 8 Devotions to The Way of The Everliving 2/8

IN SEARCH OF THE FOUNTAIN

OF YOUTH

When a friendly Unit is partially or wholly within the select-
ed Landscape feature they must make a successful Brave
Test at -2 BR to discover the objective, the Fountain of
Youth. This Brave Test is outside the standard Unit Activa-
tion 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 iden-
tified terrain piece is no longer eligible 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 ter-
rain can take a Capture/Claim Action to drink from the
Fountain of Youth. Upon declaring 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.

71



5.20 The 8 Devotions to The Way of The Everliving 3/8

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
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

ﬁl\?iﬂE"ANi%CUNIJUER

Before the game begins, secretly choose an
enemy Humanoid-sized, Monster or Behe-
moth Unit.

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.
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5.20 The 8 Devotions to The Way of The Everliving 4/8

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

more table quarters than your opponent.

15|
|
|

S

CONTROL JUNGLE TERRITORY

L

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 more table quarters than your oppo-
nent.
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5.20 The 8 Devotions to The Way of The Everliving 5/8

AGAINST'ALL 0DDS

If a friendly Unit is the first to engage an
enemy Unit in Hand-to-Hand Fight and that
enemy Unit has a greater starting point
value than the friendly unit, score 1 VP.
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5.20 The 8 Devotions to The Way of The Everliving 6/8

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

A WORTHY SACRI
Al

If a friendly Unit is t :
enemy Unit in Hand- d Hg that
enemy Unit has a greater starting point
value than the friendly unit, score 1 VP.

ICE




5.20 The 8 Devotions to The Way of The Everliving 7/8

CONSECRATED GROUND

At the beginning of the game, secretly
choose one piece of Landscape, no bigger
than 8" in diameter, in the enemy Deploy-

ment Zone.

A friendly Humanoid or Heroic Figure Unit
touching or within the secretly chosen Land-
scape 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
J

1 VP.
\




5.20 The 8 Devotions to The Way of The Everliving 8/8

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

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 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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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 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.

N 7
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,,,g"— ’ = gt L RO :._‘
IN'SEARCH OF EL DORADO

r— ;

Before the game begins, secretly selecf"l'twoié my Hu-
manoid or Heroic Figure Units: These Units might'be carry-
ing the Map to El Dorade.

When a friendly Unit engages @ selected enemy Unit they
must make a successful Brave Test at BR -2 to discover the
objective, the Map of El Dorado. This Brave Test is outside
the steps and does not include any Unit Brave Status Mark-
ers 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 VP and now con-
trols the Objective Marker. Any Unit that defeats the Unit
carrying the Objective Marker takes control of the Objec-

\tiue Marker. /
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ounds the enemy General

e 1 VP If the enemy General is
killed oris Fleeing at the’énd of the game.
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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
Capture/Claim Action to place an Objective
Marker in the enemy’s Deployment Zone

Score 1 VP when a friendly Heroic Figure
Unit engages an enemy Unit in
Hand-to-Hand Fight on the opponent's
table half.

Score 1 VP when a friendly Heroic Figure

takes a Capture/Claim Action to place an

Objective Marker in the enemy's Deploy-
ment Zone
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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.

Score 1 VP and cast one of this unit's eligi-
ble spells. At the end of the game, score 1
VP if the friendly Unit that invoked the el-

dritch storm is still alive.
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Score 1 VP at the end of the game if two or more
friendly Objective Tokens are in the enemy De-
ployment Zone.

%

THROUGH THE ENEMY LINES
b

A
Score 1 VP atend of any Turn if a friendly
Objective Token is in the enemy Deploy-
ment Zone and no en Unitiswithin 3" of
theféken.

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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7: Challenge

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.
If a Humanoi'd___

Heroic Figure:U i
it may chooseto not
gains +2 Save [SV) for
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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 TROF
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 | Each time a fumanoid Unitkills B
the end of the game, if‘at ]east one, Non-Fleeing, L "T?fﬁi,”}flﬁlrf’.'}] Cigtiﬁ-ﬁ?:ﬁ’., >
Humanoid Unit is within 6" of a Trophy Token, Estroyed unit befor ving it, The /
gain 1VP. MW os ok :?‘;?:.:*’?c;, /

o) I‘a‘]u:i ster Beh«:motf'\
hlwodel ofialf Humanoid

Atthe e
Non-Fleeing, Humaneid Umt is within 6" of a
Trophy Token, gain 1 VP.
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