Unit Data
Health
(almost always 10)

Melee Attack

Ranged Attack

Physical Defense

Magic Attack

Magic Defense

Morale

Movement
Abilities

Units deal damage based on remaining health.

Health 10
3 damage

Health 6-9
2 damage

Health 1-5
1 damage

Units have stat modifiers based on remaining health.  Melee Attack, Ranged Attack, Physical Defense and Magic Attack are reduced when a unit suffers damage.  Magic Defense is unaffected.

Health 8-10
No modifiers

Health 5-7
-1



Health 2-4
-2


Health 1
-3

Whenever a unit suffers any damage at all, it loses 1 morale, regardless of how much damage it suffered.  The exception to this is critical hits.  A critical hit reduces morale by 2.

Ability Description & explanations

The number after an ability is the AP (action point) cost of the ability.

Move

Move 1 square on the map.

Melee
Make a melee attack against a foe.  The range of this attack is 1.

Range

Make a ranged attack against a foe.  You must have a clear line of sight.  The range of this attack varies by unit.

Charge

Move 2-4 squares in a straight line and then make a melee attack against a unit at the end of the charge.  This attack deals double damage if it connects.
Bandage

Restore 1 health to your own unit.

Medic

Restore 1 health to an allied unit.  This ability has a range of 1.

Fireball
Make a fire based magic attack against a foe.  You must have a clear line of sight.  The range of this attack varies by unit.

Shield

Improve your physical defense by the specified bonus until your next action.

Double Attack

Make two melee attacks against a foe.  You suffer a -2 to melee attack for each attack.
Barrage

Make two ranged attacks against a foe.  You suffer a -2 to ranged attack for each attack.  The range for this ability varies by unit.

Dire Charge

Make a charge attack as normal against the enemy unit and it loses 1 additional moral at the end of the engagement.  Additionally, you may spend X AP to force the enemy unit to retreat directly backward X squares.  Your unit follows the enemy unit as well.

Rally (commander ability—any unit with a commander gains this skill)
Unit recovers 1 morale or 1/20th of the commander’s diplomacy bonus, whichever is greater.

Using this ability uses the unit’s entire AP pool for the round.
Unit Type

Melee
Range
P. Def
M. Atk
M. Def
Morale
Move
Abilities
Light Infantry

4
0
4
0
0
5
Land
Move-2











Melee-3

Medium Infantry

4
0
5
0
0
5
Land
Move-2










Melee-3

Heavy Infantry

5
0
6
0
0
5
Land
Move-3










Melee-3











Double Attack-4
Light Bowmen

1
3
3
0
0
4
Land
Move-2











Melee-3











Range-3 (Distance 2-5)

Medium Bowmen
1
4
3
0
0
4
Land
Move-2











Melee-3











Range-3 (Distance 2-5)

Heavy Bowmen

1
5
3
0
0
4
Land
Move-3











Melee-3











Range-3 (Distance 2-6)











Barrage-4 (Distance 2-4)

Light Cavalry

6
0
5
0
0
5
Land
Move-1










Melee-3











Charge-5
Medium Cavalry

6
0
6
0
0
5
Land
Move-1











Melee-3











Charge-5

Heavy Cavalry

7
0
7
0
0
5
Land
Move-2











Melee-3











Charge-5











Dire Charge-7
Wizard


1
0
1
4
3
4
Land
Move-3










Melee-3










Magic-3 Fireball (Distance 1-4)










Magic-4 Shield (+2)
Healer


0
0
2
2
4
4
Land
Move-2











Medic-5


Unit Type

Melee
Range
P. Def
M. Atk
M. Def
Morale
Move
Abilities

PlaneJammer Irregulars
7
6
5
4
6
8
Land
Move-2










Air
Melee-2











Range-2 (Distance 2-5)











Magic-2 Fireball (Distance 1-4)











Medic-5











*Passive: First Strike (50% chance)

Dragon Riders of Gellian
8
4
8
4
6
10
Land
Move-1










Air
Melee-3 (Damage +1)











Range-3 (Ice, Distance 1-2)











Magic-3 Lighting (Distance 1-3)











Charge-4 (Damage +1)











Dire Charge-7 (Damage +1)

Bandage-5











Dragon Charge-10 (Damage +1)

Troll Berserkers

7
0
6
0
2
7
Land
Move-2











Melee-2











Double Attack-3

*Passive: Regen 1 health/round
Celestial Pegasus Riders
6
5
6
0
5
6
Land
Move-1










Air
Melee-3











Ranged-3











*Passive: Resist Ice, Elec, Acid
Demonic Horde

9
7
2
9
2
3
Land
Move-1










Air
Melee-2











Ranged-4 (Distance 2-3)










Magic-3 Fireball (Distance 1-4)
Character Abilities
Zhangar

*Passive: When Zhangar’s unit engages in melee combat, the enemy unit loses 1 additional moral at the end of the

engagement.

*Action: Booze-2 AP
For each Booze in unit, the unit gains +2 morale and loses 1 attack and defense.  These bonus and penalties are reduced by 1 each round (so the unit loses 1 morale and regains 1 attack and defense at the beginning of its next turn).  Morale can be increased above the maximum using this ability.

Rydia^2

*Passive: +1 magic attack

*Passive: When her unit damages a foe with a magic attack (not a special), the spell deals +1 damage if the foe is weak to any element.  Additionally, foes strong to elemental attacks do not gain that resistance against her spells unless they are strong to all elements.

Marie

*Action: Encourage Bloodshed-All AP

All allied units in range 2 gain +3 morale.  Own unit recovers 4 morale instead.
Actrevius

*Passive: +1 physical attack.

*Passive: +1 damage on charge attacks.

Rin

*Passive: +2 magic defense

*Action: Smite Evil-3

Melee attack that deals +1 damage but may only be used against evil foes.
Tundra
*Action-Icesplosion-3 AP


Ice based magic attack, power 6, (distance 1-5) that deals +3 damage to any units weak to ice.

*Passive: Whenever Tundra’s unit uses any attack (not a special), the unit also makes a second simultaneous attack if the enemy is in range 1-5.  This is attack is an ice based magic attack with magic attack 4.  There is no retaliation against this attack.

Lotus

*Passive: When making melee attacks, Lotus’s unit deals double damage to fortifications and siege engines.
*Action-Ki Running-0 AP

Lotus runs really fast and threatens to beat the hell out of anyone who doesn’t keep up.  The unit may move up to 3 squares but loses 1 morale.

Taishou
*Passive: Taishou’s unit heals 1 heath at the beginning of its turn.

*Passive: Taishou’s unit may reduce the AP cost of “Medic” and “Bandage” abilities by 1.

*Action: Hand of Sospitas-8 AP


Target unit within range 1 heals 4 health.


If Taishou is in a healer unit, the AP cost for this ability is 7 and it heals 6 health.

Phoenix
*Passive: Phoenix’s unit gains +1 melee attack, +1 ranged attack, +1 physical defense, +1 magic attack, +1 magic defense,
+1 max morale.

*Action-Hikaze Blade-5 AP

Melee attack that deals +1 damage to any foe weak against fire, cold or electricity.

Bruce
*Passive: +1 melee attack

*Passive: +2 max morale

*Passive: Bruce’s ability to inspire his troops prevents their morale from ever falling below 1.

*Action: Rally the Troops-0 AP:


Bruce may expend 2 morale to heal his unit 1 health.  Bruce’s Unit must have at least 3 morale to use this ability.

Alynnia

*Action-Kill Your Commander!-8 AP


Make a magic attack against target unit.  Magic attack 4 (distance 1).  If this hits, the unit loses 1d6+1 morale.  Any unit reduced to zero morale through the use of this ability, or any unit at zero morale that is hit by this ability, is destroyed.

Ruryk

*Passive: Ruryk’s unit deals double damage on melee critical hits instead of +1.

*Action: Triple Attack-5 AP


Make 3 melee attacks against one foe.

*Action: Booze-2 AP

For each Booze in unit, the unit gains +2 morale and loses 1 attack and defense.  These bonus and penalties are reduced by 1 each round (so the unit loses 1 morale and regains 1 attack and defense at the beginning of its next turn).  Morale can be increased above the maximum using this ability.

Laryssa

*Passive: If a unit is flanked and attacked by Laryssa’s unit, it loses 1 morale at the end of the engagement.

*Action: Dual Cast-4 AP

A unit may make any magic attack action available to it (not a special) twice.  Magic attack is reduced by 2 for each of these attacks.

Vostok

*Passive: +1 AP

*Passive: +2 Physical Defense

*Passive: When Vostok’s unit damages a foe and suffers no damage in return, it gains 1 morale.

*Passive: Vostok’s unit may have 2 champions.

*Active: Rallying Cry-1 AP


Vostok’s unit recovers all lost morale.


Usable 1/battle.

*Active: Defensive Formation-5 AP

Vostok’s unit gains +5 Physical Defense until its next turn.  All allies in range 1 gain +2 Physical Defense while this ability is active.  Vostok’s unit may not move this turn.
Taxil

*Passive: +1 magic attack

*Passive: +1 magic damage
*Passive: +1 range with unit’s base magic attacks (not with specials)
Achika

*Passive: +1 melee damage

*Action: Dire Charge-7 AP

Achika’s unit gains this ability regardless of base unit type.  See general ability descriptions for details on how this ability works.

Magus

*Passive: +1 Magic Defense

*Action: Barrier-6 AP

Magus’s unit gains +3 physical defense, +3 magic defense and suffer 1 less damage from each attack until the beginning of its next turn.  All allies in range 1 gain +1 physical defense and +1 magic defense while his ability is active.

*Action: Heal-6 AP


An allied unit within range 1 heals 3 health.
Rydia

*Passive: +1 Physical Defense

*Passive: +1 Magic Defense

*Passive: +1 AP

Valeria
*Passive: Unit regains +1 morale per turn

*Action: Encouraging Cheer-5 AP


1 unit in range 1 recovers 3 morale or Val’s unit recovers 5 morale.

*Action: Booze-2 AP

For each Booze in unit, the unit gains +2 morale and loses 1 attack and defense.  These bonus and penalties are reduced by 1 each round (so the unit loses 1 morale and regains 1 attack and defense at the beginning of its next turn).  Morale can be increased above the maximum using this ability.

-----------------------------------------------------------------------------------------------------------
Lord Phillip

*Passive: AP +2

*Action: Dragon Charge-6 AP

Charge 2-10 squares.  Attack +6 and Damage +3.  No retaliation is possible against this attack.  This unit may pass other units without being stopped.  The dragon unit may continue its movement through the enemy unit if so desired.
*Action: Dire Charge-4 AP

Lord Phillip’s unit gains this ability regardless of base unit type.  See general ability descriptions for details on how this ability works.
