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First Row ("front line") 

Second Row ("range row") 

Hero Skills 

Back Row ("town") 

Only units are allowed at the front line. 
No buildings can be built here. 

Any card can be played in this area. 

Place Hero skill cards behind your territory. 

This area represents your town. Only buildings  
can be placed here. 

Supply 
Farm 

Supply 
Farm 

Long Rifles 
Barracks 

Defend 
Barracks 

Iron Plating 

Blacksmith 

Steel Plating 
Blacksmith 

May stack (limit 4) with Farms. 
Draw +1 card during the Draw Cards 

phase for each Farm. 2 

+1
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Supply 
Farm 

 

2 3 May attack targets in an 
adjacent battlefield. 

Range: Siege attacks ground. 

Mortar Team 

2 3 
Range: Magic attacks ground and air. 
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Archmage 

Attach to Archmage. 
Instead of attacking, Archmage may do 
1 magic damage to each enemy unit in 

the front row of this battlefield. 
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1 Level 1 
Blizzard 

Attach to Archmage. 
Instead of attacking, Archmage may do 
1 magic damage to each enemy unit in 

the front row of this battlefield. 
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1 Level 1 
Blizzard 

 
Damage Type vs. Unit vs. Building 

Attack Strength minus Armor. 

Attack Strength minus Armor, 
but cannot do more than 1. 

Full Attack Strength 
 (ignores Armor). 

Attack Strength minus Armor, 
but cannot do more than 1. 

Attack Strength minus Armor. 

Cannot damage buildings. 

Normal 

Siege 

Magic 

Icon Name 

Attack 

Special Abilities 

Hero Type 
(Intelligence, Strength or Agility) 

Life 

Icon Name 

Special Abilities 

Bonus 

Icon Name 

Hero type 

Special Abilities 

Skill level 

Hit points 

Damage type 
(Normal, Magic or Siege) 
and Targets 
(Ground, Air) 
 

Attack type 
(Melee or Range) 

Icon Name 

Attack Life 

Damage type 
(Normal, Magic or Siege) 
and Targets 
(Ground, Air) 
 

Attack type 
(Melee or Range) 

Attack strength 
(Defending card takes this 
 much damage) 

Life 
(Unit is discarded if its life 
 reaches zero) 

Damage type 
(Normal, Magic or Siege) 
and Targets 
(Ground, Air) 
 

Attack speed 
(Fast, Normal or Slow) 

 and type 
(Melee or Range) 

Special Abilities 

Introduction

Goal of the Game

Playing Field

The Cards

Turn Sequence

Set Up

1 - Discard

6 - Combat

7 - Collect Gold and Check for Victory

Heroes

2 - Draw

3 - Resurrect Heroes

4 - Determine First Player

5 - Place Cards

Miscellaneous Rules

Strategy Hints


