FRANCISCO LOPEZ - SPAM | CHURCH

Targe

Points

' r ’ EVIL
Impalers Infantry
Unit Size Sp Me Ra De us At Ne Pts
Regiment(20) 6 3 - 4 3 15 14/16 165
Sir Jesse's Boots of Striding 15
[180]
Crushing Strength (1), Elite (Melee), Fury
Keywords: EIf, Twilight
Kindred Tallspears Infantry
Unit Size Sp Me Ra De us At Ne Pts
Horde(40) 6 4 - 4 4 30 21/23 230
Hammer of Measured Force 20
[250]
Elite (Melee), Phalanx
Keywords: EIf, Kindred, Twilight
Twilight Gladestalkers Infantry
Unit Size Sp Me Ra De us At Ne Pts
Regiment(20) 6 3 4 3 3 12 14/16 [175]
Dreamslayer Venom, Elite, Pathfinder, Scout
Bows (24")
Keywords: Elf, Kindred, Tracker
Blade Dancer Neophytes Infantry
Unit Size Sp Me Ra De us At Ne Pts
Regiment(20) 6 3 - 3 3 12 14/16 [120]
Elite (Melee)
Keywords: EIf, Neophyte
Cronebound Gargoyles* Heavy Infantry
Unit Size Sp Me Ra De us At Ne Pts
Troop(10) 10 4 - 3 1 10 8/10 [85]
Fly, Nimble, Regeneration (4+)
Keywords: Cronebound, Gargoyle
Cronebound Butchers* Large Infantry
Unit Size Sp Me Ra De us At Ne Pts
Regiment(3) 6 4 - 5 2 9 13/15 [120]
Crushing Strength (2), Fury, Stealthy
Keywords: Abomination, Cronebound, Nightmare
Cronebound Abyssal Horsemen Cavalry
Unit Size Sp Me Ra De us At Ne Pts
Regiment(10) 8 3 - 5 3 18 14/16 240
Brew of Sharpness 35
[275]
Crushing Strength (1), Fury, Regeneration (5+), Thunderous Charge (1)
Keywords: Cronebound, Hellequin
Cronebound Needle-fangs* Swarm
Unit Size Sp Me Ra De us At Ne Pts
Regiment(3) 7 5 - 2 1 1 12 9/11 [80]

Fly, Nimble, Stealthy, Strider
Keywords: Beast, Cronebound, Nightmare




Cronebound Shadow-hulk

Titan
Unit Size Sp Me Ra De H us At Ne Pts
1 6 3 - 5 6 1 D6+6 -/20 [220]
Crushing Strength (3), Slayer (Melee - D3), Stealthy, Strider
Keywords: Abomination, Cronebound, Cyclops, Giant
Soulbane Hero (Inf)
Unit Size Sp Me Ra De H us At Ne Pts
1 6 3 - 5 2 0 5 13/15 120
Gnome-Glass Shield 10
Screamshard 5
[135]
Crushing Strength (1), Dread, Elite (Melee), Individual, Inspiring, Mighty, Stealthy
Keywords: EIf, Twilight
Summoner Crone Spgg;gtgpf
Unit Size Sp Me Ra De H us At Ne Pts
1 6 5 - 4 2 0 1 11/13 95
Amulet of the Fireheart 10
Hex (3) 15
Library Barkskin [1](5) 25
[145]
Individual, Inspiring, Stealthy, Wicked Miasma
Spells: Drain Life (6), Hex (3), Barkskin [1] (5)
Keywords: EIf, Twilight
Elven Prince Hero (Cav)
Unit Size Sp Me Ra De H us At Ne Pts
1 9 3 - 5 3 0 3 11/13 55
Inspiring Talisman 20
Mount on a Horse, increasing Speed to 9 and changing to Hero (Cav - Height: 3) 25
[100]
Crushing Strength (1), Elite (Melee), Individual
Keywords: EIf, Twilig_;ht
Soulbane on Dread-fiend Hero (LrgCav)
Unit Size Sp Me Ra De H us At Ne Pts
1 8 3 - 5 4 1 6 14/16 165
Chalice of Wrath 15
Screamshard 5
[185]
Crushing Strength (2), Dread, Elite (Melee), Inspiring, Nimble, Stealthy
Keywords: Cronebound, EIf, Twilight
Mikayel, Lord of Nightmares [1] Hero (Cav)
Unit Size Sp Me Ra De H us At Ne Pts
1 9 3 - 5 3 0 6 -/16 [230]
Crushing Strength (2), Dread, Elite (Melee), Individual, Inspiring, Iron Resolve, Mighty, Stealthy,
Sword of Umbra

Keywords: EIf, Twilight

Total Unit Strength: 22
Total Core: 2300 (100%)

O {PECAL RULES AND SPELLS:

Amulet of the Fireheart

Total Units: 14

Once per game, immediately after casting a spell, the unit may cast a second, different spell. The unit cannot use this artefact
to cast more than two spells in a single turn.



Barkskin [1]

Brew of Sharpness
Chalice of Wrath
Crushing Strength
Drain Life
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Unique Spell: Range 12", Friendly, Self, CC - Unlike most spells that always hit on a 4+, this spell rolls to hit on a result
equal to the target’s Defence value (e.g. when targeting a Defence 5 unit, the spell will hit on a 5+ before any other
modifiers are applied). For each hit scored, place a Barkskin token on the target unit (use a different coloured die or
suitable markers). Whenever a unit with one or more Barkskin tokens would suffer damage, it instead removes one
Barkskin token per point of damage taken. Once all Barkskin tokens have been removed, excess damage is suffered by the
unit as normal. Removing a Barkskin token does not count as taking damage for the purposes of requiring a Nerve test or
other special rules, but will still Disorder the target if the token was removed in Melee. At the start of the caster’s following
Turn, all remaining Barkskin tokens on the target unit are removed from play.

The unit has a +1 to hit modifier with Melee attacks.

The unit gains the Fury special rule.

All hits caused by Melee attacks from this unit have a +(n) modifier when rolling to damage.

Spell: 6", Enemy, CC - Roll to damage as normal. If one or more points of damage are scored, choose either the caster or
a single Friendly Core unit within 6" of the caster. Remove one point of damage from the chosen unit for each point of
damage dealt to the target. If this is cast into Melee, the target will not take a Nerve test at the end of the Ranged phase.
Modifier: Piercing(1)

While within 6" of this unit, Enemy units have -1 to their Wavering and Rout Nerve values, in addition to any other modifiers
that may apply. A unit can only be affected by a single source of Dread - multiple sources are not cumulative. If an Enemy
unit is subject to both the Brutal and Dread special rules or the Shattering and Dread special rules, the attacking player
must choose to use either the Brutal/Shattering or the Dread modifiers. Both cannot be aplied against the same unit.

This unit's melee attacks always damage the enemy on a 4+ regardless of any other modifiers.

‘Whenever the unit rolls to hit, it must re-roll all dice that score a natural, unmodified 1.

The unit can move over anything and may pivot while above anything, as long as the flying unit's entire move ends clear of
any units or Blocking Terrain. The unit does not suffer Hindered charges for moving over Difficult Terrain or Obstacles,
unless it ends the move within or touching them. While Disordered, this unit cannot use the Fly special rule. In addition, if a
unit with Fly also has the Nimble special rule, then the Nimble special rule is also lost while the unit is Disordered.

While Wavering, this unit may still declare a Counter Charge.

Individuals only. The unit's Defence is increased by 2 to a maximum of 6. Immediately after the unit suffers damage for the
first time (from any source) the Gnome-Glass Shield shatters and its Defence returns to normal for the rest of the game.

In Melee, this unit will always damage the enemy on a 4+ regardless of any other modifiers.

Spell: 30”, Enemy - Instead of causing damage, if one or more hits are scored, the target enemy unit is Hexed and receives
two points of damage each time it scores a hit with a spell until the end of its next Turn. A Nerve test is not required for
damage caused by this spell. While a unit is Hexed, it may not cast spells unless it received a Halt or Change Facing order
in the Movement Phase.

See page 34 (page 30 in gamers edition)

If this unit, or any Friendly Core unit within 6" of this unit, suffers a Rout result, the opponent must re-roll that Nerve test.
The second result stands. Note that a unit may also have a qualifier for its /nspiring rule. In this case, the unit will only
Inspire itself and the unit(s) specified.

The unit gains the Inspiring special rule.

If this unit is Steady as a result of a Nerve test, it regains one point of damage previous suffered.

Individuals with the Mighty special rule are no longer Yielding.

The unit can make a single extra pivot of up to 90 degrees around its centre while executing any Movement order, including
a Charge. It cannot make this extra pivot when ordered to Halt.

The unit suffers no movement penalties for Difficult Terrain, simply treating it as Open Terrain in the Movement phase.
Pathfinder units are not Hindered when making a Charge though Difficult Terrian.

Units that Charge this unit's front cannot use the Thunderous Charge special rule. In addition, Cavalry, Large Cavalry and
units with the F/y special rule that make an unhindered Charge against this unit's front suffer a -1 to hit modifier in the
subsequent Melee.

Every time this unit receives a Movement order (including Halt), before doing anything else, roll a number of dice equal to
the amount of damage currently on the unit. For every result of (n) or higher, the unit recovers one point of damage
previously suffered.

The unit can make a single At the Double or Advance order after set-up is finished but before the first Turn of the first
Round begins. If moving At the Double as part of this order, the unit treats Obstacles and Difficult Terrain as Open Terrain
during the Scout movement. If both armies have units with this rule, both players roll a single die each. The highest scorer
decides who begins to move one of their Scout units first, then the players alternate until all Scout units have been moved.
Players then roll to determine who takes the first Turn in Round one as normal.

Once per game, before the unit rolls to damage in melee, you may choose to give the unit the Lifeleech (+2) special rule for
the remainder of the turn. The unit’s Screamshard is then destroyed and cannot be used again for the remainder of the
game.

Once per game, this unit gains the Strider special rule until the end of the Turn.

When attacking an enemy unit with the Large Infantry, Monstrous Infantry, Large Cavalry, Monster or Titan unit types, a
unit with this Special Rule gains (n) additional attacks.
Enemy units making Ranged attacks against this unit suffer an additional -1 to hit modifier.



Strider
Sword of Umbra
Thunderous Charge

Wicked Miasma

This unit's Charge is not Hindered when charging through or ending its Charge on, Difficult Terrain or Obstacles.

While attacking enemy Heroes, Monsters or Titans in melee, this unit doubles its number of Attacks.

All Melee hits inflicted by this unit have a +(n) modifier when rolling to damage. This bonus is in addition to the unit's
Crushing Strength (if any). However, the unit loses this bonus when Disordered and reduces this bonus by one when
Hindered (to a minimum of zero).

This unit’s Drain Life spell may target Friendly Core Cronebound units within 18” instead of 6”, for its damage removal
component.



