


About the Appendices

BeL “The Appendices serve as a comprehensive reference for advanced rules, mechanics, and
: : information about the game components. From detailed explanations of cards to the
Es '%fu_nctionality of counters and tokens, this section provides everything you need for in-depth
inderstanding of Warriors Legacy.

b + Appendix 1 focuses on every type of card in the game, such as Special Items, Building
~ Cards, Event Cards, and more. Here, you'll find descriptions, effects, and mechanics
,‘ explained in detail.

‘ - Appendix 2 covers the counters and tokens used in gameplay, offering clear rules and

/’ a@c‘* examples for how they interact with cards and game phases.

Whether you need clarification during gameplay or want to study the mechanics deeper, the '
Appendices are your ultimate guide to mastering Warriors Legacy. '
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APPENDIX 1
THE CARDS

STANDARD ITEMS

60 cards: 14 weapons, 6 shields, 12 leather armor parts (2 hoods, 2 chest armors, 2 left gloves, 2 right gloves, 2 left boots,
2 right boots), 12 iron armor parts (2 helmets, 2 chest armors, 2 left gauntlets, 2 right gauntlets, 2 left boots, 2 right
boots), 12 bronze armor parts (2 helmets, 2 chest armors, 2 left gauntlets, 2 right gauntlets, 2 left boots, 2 right boots).

Equipped during the Building Phase and remains until destroyed, discarded, or sold.
Standard Item Cards represent the most basic and affordable equipment available to warriors. While they may not

have powerful effects or high stats, they provide essential functionality for those starting their journey or in need of
cost-effective gear.




- Equipped during the Building Phase and remain in play until destroyed, discarded, or sold.
- Each player can only have one of each Special Item equipped at a time.

Special Item Cards represent rare and powerful equipment, providing unique effects beyond Standard Items. These
items can grant abilities, enhance combat strategies, or modify a warrior’s attributes.

AURUM BLAZEFORGE MACE

The Aurum Blazeforge Mace is a high-tier two-handed weapon, delivering devastating attacks
and inflicting ongoing fire damage to enemies. Its combination of raw power and durability makes
it ideal for prolonged battles and countering heavily armored foes.

Stats
Damage: 10
Resistance: 10
Cost: 21 Gold

Impact +2:
When this weapon hits an armor-protected body part or if the attack is blocked with a weapon or shield, it applies 3
damage tokens to the hit item instead of the usual 1.
Dragon's Vengeance:

- When you inflict damage with this weapon, roll a dé:

-Onad, 5, or 6, the target gains 1 fire counter. Fire/Burn
Fire Counter Mechanics: dansige CONES
- When this weapon inflicts damage, roll a dé:

-On a result of 4, 5, or 6, the target gains 1 Fire Counter.
- Fire Counter Effect:

- At the start of the target’s Building or Combat Phase turn, they take 1 damage per Fire Counter they currently
hold.

- At the end of the target’s turn, the opponent rolls a d6 for each Fire Counter:
-On aroll of 4, 5, or 6, they remove 1 Fire Counter from the affected unit or warrior.
- If they fail the roll (1, 2, or 3), the Fire Counter persists for the next turn.
Example Gameplay
Scenario 1 (Impact +2):
The wielder of the Aurum Blazeforge Mace attacks an enemy warrior's armor-protected torso.
- Outcome: Instead of applying the usual 1 damage token, the weapon applies 3 damage tokens to the warrior's torso
armor part.
- If the total damage tokens on the armor part equal or exceed its resistance, the armor part is destroyed.
Scenario 2 (Dragon’s Vengeance):
During the Combat Phase, the wielder hits an enemy unit and rolls a dé for Dragon's Vengeance:
- Roll Result: A result of 5 applies 1 Fire Counter to the target.
- On the target’s next turn, they take 1 damage from the Fire Counter at the start of their turn.
- After their turn ends, they roll a dé for the Fire Counter:
- Roll Result: If they roll 4, 5, or 6, they remove the Fire Counter.
- If they roll 1, 2, or 3, the Fire Counter persists, dealing 1 damage again on the following turn.

BLADES OF FURY

The Blades of Fury is a high-tier two-handed weapon designed to unleash rapid, devastating,
attacks. With its ability to perform additional strikes and disable opponents, this double-sword isa
weapon of pure ferocity and precision.

Stats
Damage: 7
Resistance: 8
Cost: 16 Gold
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- The Blades of Fury grants the wiclder one additional attack during their turn.
Tf the second attack successfully hits, the wielder gains +5 bonus damage for that attack.
Ability Seal:
If the extra attack targets an opponent warrior and successfully hits, you may choose to sacrifice 2 life points to disable
one of that warrior’s abilities until the end of their next turn.
Scenario 1 (Extra Strike Bonus):
During the Combat Phase, the wielder of the Blades of Fury targets two enemy units.
- The first attack fails.
- The second attack succeeds, activating the +5 bonus damage. The second target takes 7 base damage + 5 bonus
o  damage = 12 total damage.
:_ - Scenario 2 (Ability Seal):
- “-The wielder hits an opponent warrior with the extra attack.
- - They sacrifice 2 life points and choose to disable the warrior’s Double Attack ability. The ability remains dlsabled
oy -w;t:l the end of that warrior's next turn.
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CHESTPLATE OF YEGEANCE

The Chestplate of Vengeance is a formidable torso armor that punishes attackers by reflecting
damage taken back at them. Its unique abilities provide both defense and offensive retaliation,
making it ideal for warriors who thrive in countering high-damage enemies.
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Stats
Resistance: 7
Cost: 14 Gold

Vengeful Reflection:
- When the equipped warrior is successfully attacked, half of the damage dealt is reflected back at the attacker,
rounded up.
- The reflected damage bypasses the attacker’s armor and is applied directly.
Wrathful Retaliation:
- When damage is reflected through Vengeful Reflection, roll a dé:
- On a result of 4, 5, or 6: Deal 2 additional damage to the attacker.
- This bonus damage applies only once per attack, regardless of the total damage reflected.
'Example Gameplay of Chestplate of Vengeance:
Scenario 1 - Vengeful Reflection in Combat:
- The warrior equipped with the Chestplate of Vengeance is attacked by an enemy unit dealing 7 damage.
= Outcome:
- Half of 7 (rounded up) = 4 damage is reflected back to the attacker.
- The enemy unit takes 4 direct damage.
Scenario 2 - Wrathful Retaliation Bonus:
= During the same combat, the reflected damage triggers Wrathful Retaliation: The player rolls a d6 and gets a 5.
. = Outcome: The enemy unit takes the initial 4 reflected damage plus an additional 2 bonus damage, making 6 total

CHESTPLATE OF VOULARIEN

The Chestplate of Voularien is a powerful piece of torso armor that bolsters the wielder’s
offensive capabilities while providing enhanced durability for their other equipment. Designed to
cut through unarmored foes swiftly, its unique magical properties give the wearer a 31gn1ﬁcantedge
in both attack and defense.

Stats S i
Resistance: 7 :
Cost: 15 Gold
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Empowered Arsenal:
- - All equipped weapons deal +4 extra damage.
- All other equipped items (except this one) gain  Damage Buff
- 42 Resistance points. counters (+4)

Double Fatal Blow Test:
- When attacking an unarmored area on a warrior, you may perform two Fatal Blow
= Tests instead of one.

9 - Both tests must be rolled separately, and if either succeeds, the Fatal Blow is applied
X to the target.
- Example Gameplay
~ Scenario 1 (Empowered Arsenal):
- A warrior equipped with the Chestplate of Voularien wields a sword that normally deals 8 damage.
- - With the chestplate’s bonus, their sword now deals 8 base damage + 4 bonus damage = 12 total damage.
- - Additionally, the warrior’s equipped shield, which has 6 resistance, now gains +2 resistance bonus, increasing its total
~ resistance to 8.
Scenario 2 (Double Fatal Blow Test):
- - The warrior attacks an unarmored area of an opponent's warrior. Normally, one Fatal Blow Test would be
performed, but due to the chestplate’s ability, the player rolls two Fatal Blow Tests.

- If either test succeeds, the opponent suffers the effects of a Fatal Blow.

or

R - -
Defence/Resistance T@ :
Buff counters (+2) "',;'

DEIMOS'S WARD (LEFT AND RIGHT HAND BRACELETS)
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The Deimos's Ward is a set of legendary wrist armor designed for unmatched
durability and gear-enhancing effects. While each bracelet offers powerful individual
benefits, their true potential is unlocked when equipped as a pair, with their effects
stacking and becoming cumulative. They are ideal for warriors who want to maximize
their equipment's durability while reducing the wear and tear from constant battle.

T TIL AL s

Stats
Resistance: 6 z
Cost: 8 Gold -
Left Bracelet: | $ Defence/Resistance
Equipment Resistance Boost: YN Buff counters (+2)

- Grants +2 resistance points to all equipment, except the Left Bracelet itself.
- This allows weapons, shields, armor parts, and other items to last longer against damage.

Self-Damage Reduction:

- Reduces the damage tokens placed on this bracelet by 1 (minimum of 0).

- This ensures the left bracelet retains its durability across numerous attacks.

Example Gameplay:

- If your shield has a resistance of 4, equipping the Left Bracelet increases it to 6 resistance,

- If the Left Bracelet is damaged and should receive 3 damage tokens, this number is reduced to 2 damage tokens.

Right Bracelet:

5 Same Mechanics as the Left Bracelet:

-0 Provides the same +2 resistance bonus to all other equipped items (excluding itself).
- Also reduces incoming damage tokens to itself by 1.

~ Synergy When Both Are Equipped:

~ Stacking Equipments Resistance Bonus:

- When both the Left Bracelet and Right Bracelet are equipped together, the +2 resistance bonus stacks, providing a
- total of +4 resistance to all other equipped items.

- - With this synergy, all equipment becomes nearly unbreakable during combat.

Enhanced Self-Damage Reduction:

Damage tokens placed on each bracelet are independently reduced by 1, ensuring both bracelets maintain their full

- dunability
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DRAGONBREATH TITANIUM SHIELD

The Dragonbreath Titanium Shield is a legendary, flame-forged defensive item that excels in
protecting its wielder. Beyond offering incredible durability, it enhances the resistance of all your
other items and provides complete immunity to fatal blows, making it a must-have for those
seeking absolute defense in combat.

Stats
Resistance: 10
Cost: 19 Gold

- Item Resistance Boost:
< Grants +2 resistance to all of the wielder's equipped items, except this shield itself.
" - This bonus applies to weapons, armor parts, and other shields, ensuring greater
- durability during combat.
‘Full Fatal Blow Protection:
- While equipped, the wielder is fully protected from Fatal Blows.
- Any attack or ability requiring a Fatal Blow Test is automatically negated, ensuring complete immunity to instant
defeat.
Example Gameplay:
Scenario 1 - Enhanced Durability:
A warrior equipped with the Dragonbreath Titanium Shield and a sword with 5 resistance:
With the shield's effect, the sword gains +2 resistance, increasing it to 7 resistance.
Scenario 2 — Immunity to Fatal Blows:
During a decisive turn, the opponent rolls for a Fatal Blow Test targeting the warrior equipped with this shield.
- Outcome: The Fatal Blow is automatically negated, and the attack resolves without the Fatal Blow effect.

Defence/ Resistance
Buff' counters (+2)
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FLAIL OF THE STORM

The Flail of the Storm is a versatile one-handed weapon capable of delivering high-impact
damage while also disrupting multiple opponents with its chain-based attacks. Its unique abilities
make it a devastating choice for breaking armor and spreading damage across warriors and units
alike.

Stats
Damage: 7
Resistance: 7
Cost: 16 Gold

Abilities:
. Abilities:

Armor Piercing +3 (vs All):

- When this weapon hits any target (units or warriors), it deals +3 damage directly to the target, bypassing armor
Tesistance.

- This bonus applies regardless of whether the target is protected by armor or a shield.

Chain Damage (3-2) (vs Character Tokens): i
- When this weapon hits a unit or warrior, choose three different Character Tokens facing your warrior. Each selet:tai
1 .r takf:s 2 damage

ot +1:
: rjns weapon hltS an armor part or when the attack is blocked with a weapon or shield, it applies 2 damag




n: If the targeted item sustains damage tokens equal to its resistance, it is destroyed. _
or Slot Fatal Blow: o
s weapon hits an unprotected body part (empty armor slot), you may perform two Fatal Blow Tests mstead ’ i

“ B’mmple Gameplay:
- Scenario 1 - Armor Piercing:

The wielder attacks an enemy warrior with torso armor (Resistance 6).
: - The Flail deals its base 7 damage + 3 Armor Piercing, totaling 10 damage.

- The armor absorbs 6 damage, while the remaining 4 damage is applied directly to the enemy warrior.
Scenario 2 — Chain Damage:
‘The Flail hits a unit in combat. The wielder selects three Character Tokens facing their warrior. Each of the three
. tokens takes 2 damage from Chain Damage.
- Scenario 3 - Impact:

hen the Flail attack is blocked by a shield (Resistance 4), it applies 2 damage tokens to the shield instead of 1 due to

pact +1.
‘Scenario 4 - Empty Armor Slot Fatal Blow:
Ihe Flail hits a warrior with no armor on their left arm. The wielder performs two Fatal Blow Tests instead of one.

GUARDIAN'S WRATH

The Guardian’s Wrath is a high-tier two-handed weapon that balances offensive power with
restorative abilities and equipment damage effects. Forged with divine flames, it offers a unique
combination of durability, life recovery, and punishment for those who stand against it.

R TR o T

Stats

oo Damage: 9
S Resistance: 7
. Cost: 18 Gold
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1. Life Recovery on Block:

‘When you block with this weapon, you recover 2 life points and the attacker’s weapon takes 1 damage token.

This grants both survivability and the ability to weaken opponents’ weapons defensively.

Example Gameplay:

An opponent attacks you for 8 damage. You successfully block the attack using Guardian’s Wrath, recovering 2 life
points and applying 1 damage token to the weapon used to attack you.

2. Tmpact +1:

‘When an opponent uses a weapon to block an attack made with Guardian's Wrath, their weapon receives 2 damage
tokens instead of the usual 1.

This ability punishes enemies for attempting to defend against your strikes, wearing down their gear more rapidly.
Example Gameplay:

You attack an opponent who attempts to block with their shield. Normally, the shield would take 1 damage token, bl.lt
thanks to Impact +1, it takes 2 damage tokens instead.

HEAVEN’S HARBINGER

The Heaven’s Harbinger is a powerful one-handed longsword that excels in battles against both
heavily armored warriors and more fragile non-warrior units. It balances consistent damage output
with specialized abilities, including armor-piercing and the potential for consecutive attacks using
Force Strike.

Stats
Damage: 6
Resistance: 7
Cost: 14 Gold

ample: If the target's armor has 6 resistance, only 3 resistance points apply, and the remaining damage is takan
h:,r the warrior.




Roll (Against Non-Warrior Units):
‘When hitting a non-warrior unit, roll a dé:
~ - Add the result of the d6 roll to the weapon’s base damage (6).
- - Example: If the d6 roll is a 4, the total damage dealt becomes 6 + 4 = 10 damage.
~ Force Strike:
~ Ifthed6roll is a 5 or 6, activate Force Strike:
-. ¥ " - Force Strike Effect: Enables the wielder to automatically initiate an attack against the opponent in the following
'~ combat turn, bypassing combat initiative tests.
- This provides the wielder with an extra attack that can be resolved before the opponent takes action.
Example Gameplay — Heaven’s Harbinger:
Scenario 1 — Armor Piercing:
The wielder attacks a warrior with torso armor (Resistance 6):
£ - The attack deals 6 base damage + 3 Armor Piercing, resulting in 9 total damage.
- Only 3 resistance points apply, so the warrior takes 6 damage.

A

A

- Scenario 2 - Critical Hit and Force Strike Against Non-Warrior Unit:

~ The wielder attacks a unit and rolls a dé:

- - Outcome: The roll is a 5. Add this result to the weapon’s base damage: 6 base + 5 = 11 total damage.
: 'f| - - Additionally, since the roll is 5, activate Force Strike, allowing the wielder to launch a free attack in the next turn
. without requiring a combat initiative test.
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HOULARIEN NAGINATA
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The Hoularien Naginata is a powerful two-handed polearm designed for warriors who thrive in
fast-paced combat. With its ability to chain multiple attacks in a single turn, it's a weapon of
choice for those who want to overwhelm their opponents through relentless assault.
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Stats
Damage: 7
Resistance: 6
Cost: 15 Gold

Abilities:

Chain Strike:
During your attack turn, if you cause damage with this weapon, you may immediately perform an extra attack by
selecting and discarding one of your available attacking dice.
Chained Attacks:
i - If the extra attack also successfully deals damage, it triggers another extra attack, requiring an additional attacking
' dice to be discarded.
| 9 - The chain continues until you either stop dealing damage or run out of attacking dice.
~ Target Options:
Extra attacks from Chain Strike can target different units in the same battle or focus on the same warrior engaging the
wielder.
Example Gameplay — Hoularien Naginata:
Scenario (Chain Strike Usage):
- The wielder attacks with 4 available attacking dice during their turn.
- First Attack: Hits Unit A and causes damage, triggering Chain Strike.
- The wielder discards 1 attacking dice to perform an extra attack.
- Second Attack: Targets Unit B and also deals damage, triggering another extra attack.
- Another attacking dice is discarded.
= Third Attack: Targets the same warrior who is actively engaging the wielder and causes damage.
- This process continues until either all attacking dice are used or the wielder fails to deal damage with an attack.

HYDRA’S LAMENT

The Hydra’s Lament is a devastating one-handed flail, combining raw offensive power with
tactical abilities that target both armor and empty armor slots for added destruction. With
mechanics that amplify damage and improve attack precision, it is a versatile tool for delivering
decisive strikes. j

Stats

Damage: 6

Resistance: 7
Cost: 16 Gold
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al Blow Tests on Empty Armor Slots:
this weapon hits an unprotected area (empty armor slot) of a warrior, the wielder may perform 3 Fatal Blow Tests
- instead of 1.
- - These tests are rolled separately, and if any succeed, the target suffers a Fatal Blow.
JImpact +2:
When this weapon hits an armor-protected area or if the attack is blocked using a weapon or shield, the hit item
receives 3 damage tokens instead of the usual 1.
Armor-Shattering Impact:
When this weapon hits an armor-protected area, add +2 damage to the total damage dealt to the target.
aos Strike (Reroll Target Area Dice):
Once per turn, you may reroll one unused attacking die to change its result.
- The rerolled attacking die is optional and does not need to be used immediately—it stays available until it is used for
?1 an attack targeting the warrior.
! 1¢ attacking dice determine the following target warrior body parts based on their results:
- 1: Right Leg
 -2:Left Leg
- 3: Right Arm
~ -4:Left Arm
- 5: Torso (Chest)
~ -6:Head

- Example Gameplay:
Scenario 1 — Three Fatal Blow Tests: .
- The wielder of Hydra’s Lament attacks a warrior. The attacking dice indicate the target area as 4 (left arm), and the =
left arm is unprotected (no armor equipped). i
- Outcome: The wielder performs 3 separate Fatal Blow Tests instead of 1. If any of the tests succeed, the warrior
suffers a Fatal Blow.
Scenario 2 — Chaos Strike Reroll:
- The player rolls 5 attacking dice at the start of the turn, yielding these results: 1, 2, 3, 4, and 5.
- The wielder wants to target the head (6) but no rolled dice match that number. Using Chaos Strike, they reroll one
unused die (e.g., the die showing 2) to attempt to roll a 6. '
- If the reroll succeeds, the die now shows 6 and can be used later during that turn to target the head.
Scenario 3 — Impact +2 and Armor-Shattering Impact:
- The wielder attacks a warrior's torso armor (Resistance 7) and rolls an attacking die that targets 5 (torso).
- The attack deals its base 6 damage + 2 extra damage from Armor-Shattering Impact for a total of 8 damage.
- Additionally, the Impact +2 adds 3 damage tokens to the torso armor, rapidly degrading it.

RAGESPIKE OF THE ANCIENTS

The Ragespike of the Ancients is a devastating two-handed weapon imbued with raw ancient
power. With its ability to roll for unpredictable bonus damage and automatically initiate attacks
through Force Strike, this sword turns its wielder into an unstoppable force.

Stats
Damage: 7
Resistance: 7
Cost: 17 Gold

Ancient Power (Bonus Damage):

- - Each time this sword causes damage, roll a d8 and add the result to the total damage dealt.
- This roll provides unpredictable but significant bonus power with each attack.

Force Strike:

\yhen this weapon successfully hits, the wielder gains an automatic attack against the opponent in the nextmmbat
- without needing to perform a combat initiative test.
1e Force Strike ability allows this extra attack to occur outside of initiative order, ensuring the wielder can stnkc.
the next engagement.




eplay — Ragespike of the Ancients:
ario 1 — Ancient Power:

wielder attacks a warrior and deals the sword’s base 7 damage.
';'h'ey roll a d8 and get a 6, making the total damage 7 base + 6 bonus = 13 damage.
Scenario 2 — Force Strike Advantage:
-During the Combat Phase, the wielder successfully hits an opponent. Thanks to Force Strike, they automatically
~initiate an additional attack at the start of the next Combat Phase turn without rolling for combat initiative. This
~ attack is resolved before the opponent can act.

SHADOWBANE GUARDIAN

The Shadowbane Guardian is a legendary shield imbued with protective magic, specifically
designed to nullify armor-piercing weapon effects and provide unwavering durability in combat.
This shield excels at offering superior defense while minimizing wear and tear, making it an
invaluable tool for any warrior relying on resilience and strategic blocking.

Stats
Resistance: 11
Cost: 18 Gold

_;;Abiliﬂes:
1. Armor Piercing Resistance:

- While equipped, the Shadowbane Guardian grants immunity to Armor Piercing for all armor parts worn by the
wielder. 3
- Effect: Any weapon attacks with an Armor Piercing bonus are completely negated for the equipped armor parts, and ’
the full resistance value of the armor part applies normally.
Damage Token Limitation (Blocking Protection):

- When blocking with the Shadowbane Guardian, the shield can only receive 1 damage token per block, regardless of
the attacking weapon’s abilities.
- Effect: Weapons that normally add extra damage tokens (e.g., Impact abilities or Armor Piercing effects) are ignored,
and only 1 damage token is placed on the shield after each block.
Example Gameplay:

Scenario 1 — Armor Piercing Resistance:

- A warrior equipped with the Shadowbane Guardian is targeted by a weapon with Armor Piercing +3 while weanng
torso armor with 8 resistance.
= Outcome: The Armor Piercing bonus is negated, and the torso armor absorbs the full resistance value of 8 against
the attack.

Scenario 2 — Blocking Damage Limitation:
- The wielder blocks a weapon attack that normally applies 3 damage tokens to shields (e.g., due to an Impact ability).
- Outcome: Instead of applying 3 damage tokens, the shield only receives 1 damage token, preserving its durability.
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STORMCALLER'S REACH

The Stormcaller's Reach is a powerful two-handed axe infused with elemental fury, delivering
devastating strikes that amplify damage and obliterate an enemy’s defenses. With unmatched
offensive strength, it’s a weapon that can crush shields and equipment with ease.

Stats
Damage: 8
Resistance: 8
Cost: 17 Gold

Abilities:

: «-l,,b Impact +2:
When an opponent blocks an attack using a weapon or a shield, the item receives 3 damage tokens instead of 1.
A Il Damage Doubled:
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- wielder attacks an opponent who blocks with a shield (Resistance 5).

The Impact +2 ability applies, and the shield takes 3 damage tokens instead of the normal 1. If the total damage
‘tokens equal or exceed the shield’s resistance, the shield is destroyed.

Scenario 2 (Bonus Damage Doubling):

The wielder gains a +4 damage bonus from an external effect (e.g., an ability or buff) and attacks with Stormcaller’s
‘Reach.

Base Damage: 8

Total Damage with Bonus: 8 + 4 =12

‘Damage Doubling Applied: 12 x 2 = 24 total damage dealt to the target.

TWILIGHT'S BROADSWORD

The Twilight’s Broadsword is a high-tier two-handed weapon forged with mystical energy,
capable of inflicting devastating damage and neutralizing counter-attacks. Its power lies in its
ability to destroy enemy equipment while denying critical retaliatory strikes.

Stats
Damage: 9
Resistance: 8
Cost: 16 Gold
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1. Impact +2

1163 When you hit an armor part or your attack is blocked, add 3 damage tokens to the hit item instead of the typical 1

A8 damage token.

- Counter-Attack Denial:

- If the attack with Twilight’s Broadsword is blocked, the defender must roll a dé.

- On a result of 3 or higher: The defender loses the counter-attack step and cannot retaliate against the wielder for

that attack.
- On a result of 1 or 2: The defender retains their ability to perform the counter-attack.

Example Gameplay:

Scenario 1 — Equipment Damage (Impact +2):

- The wielder hits an opponent who blocks with a shield (Resistance 6).

- With Impact +2, the shield receives 3 damage tokens instead of 1. If the damage tokens equal or exceed the shield’s

resistance, the shield is destroyed.

Scenario 2 — Counter-Attack Denial:

- The wielder attacks an opponent who successfully blocks using their weapon.

- The defender rolls a dé:
- If the result is a 4, the defender loses the ability to counter-attack for this exchange.
- If the result is a 2, the defender retains their counter-attack step.

VARCHROMA SPIKED WHIP

The Varchroma Spiked Whip is a one-handed weapon designed for versatile and unpredictable
combat. With its ability to add bonus damage and deny counter-attacks from warriors, it ensures
that the wielder remains in control of the battlefield while dealing consistent, unpredictable
damage.

Stats
Damage: 7
Resistance: 9
Cost: 14 Gold

, you successfully cause damage with this weapon, roll a d6, and add the result as bonus damage to the attack.
~ This bonus adds an element of unpredictability to the weapon’s attacks while enabling sudden bursts of damage
ut.
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Attack Denial (Against Warriors):
en an opponent warrior blocks your attack with a weapon, roll a dé:
: [If the result is 6, the warrior loses their counter-attack step for that attack.
- If the result is less than 6, the counter-attack proceeds as normal.
o3 ‘Note: This ability applies only to warriors and does not affect units.
Example Gameplay:

- Scenario 1 - Fang of the Whip (Additional Damage):
- The wielder successfully hits an enemy warrior and deals 7 base damage.
- Rolling a dé for bonus damage results in a 4.
- Outcome:

- Total damage = 7 base damage + 4 bonus damage = 11 damage.
- Scenario 2 - Counter-Attack Denial (Against Warrior):
- During the Combat Phase, the wielder attacks an opponent warrior who blocks the attack using their weapon.
~ - Rolling a d6 for Counter-Attack Denial results in a 6.
- = Outcome:
- The opponent’s warrior loses the ability to counter-attack for that specific attack.
- - If the roll had been less than 6, the counter-attack would proceed as normal.

VERAQUIN'S CHESTPLATE

The Veraquin's Chestplate is a mystical piece of torso armor that intertwines defense and
healing powers. Its ability to reverse damage and enhance performance based on life point
conditions makes 1t a valuable asset for warriors in prolonged battles.

Stats
Resistance: 7
Cost: 14 Gold

Abilities

Temporal Healing:
Each time the equipped warrior takes damage, roll a dé:
- On a result of 6: The damage is reversed and converted to healing instead.
- Healing is limited to the warrior’s maximum life points and cannot exceed it.
Spectral Resonance:
The effect of the Spectral Resonance depends on the warrior's life points:
- If the warrior’s life points are odd:
- Gain a +1 Defense bonus, meaning all incoming damage is reduced by 1 for every attack.
- If the warrior’s life points are even:
- Gain a +1 Damage bonus to all of the warrior’s weapons for attacks made during the turn.
. Scenario 1 - Temporal Healing:
* During combat, the warrior is hit for 6 damage points. The player rolls a d6 for Temporal Healing and gets a 6.
4 Outcome: The damage is reversed, and the warrior recovers 6 life points, up to their maximum life points.
Scenario 2 — Spectral Resonance (Odd Life Points):
The warrior begins their turn with 9 (odd) life points.
Effect: The warrior gains a + 1 Defense bonus, reducing all incoming damage by 1 for this turn.
Scenario 3 — Spectral Resonance (Even Life Points):
The warrior begins their turn with 8 (even) life points.
~ Effect: The warrior gains a +1 Damage bonus for all of their weapon attacks during the turn.

YERAQUIN’S BOOTS (LEFT AND RIGHT BOOTS)

The Veraquin’s Boots are legendary footwear imbued with powerful enchantments,
granting exceptional evasion and defensive capabilities. While each boot provides strong
benefits individually, their full potential is achieved when both the Left Boot and Right
Boot are equipped, unlocking enhanced mobility and durability.
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Resistance: 7
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uick Reflexes:
- If your warrior is targeted by an attack, roll a dé:
~ -Ona result of 4 or higher, the attack misses, and your warrior evades it completely.
- - After a successful roll, the warrior may perform a counter-attack against the attacking unit or warrior.
- - Special Rule (Against Warriors):
~ When a warrior attacks with an attacking die and the blow is evaded through Quick Reflexes, that attacking die is still
considered used and cannot be recovered this turn.
Example Gameplay:
An enemy warrior targets your warrior with Veraquin's Boots.
- You roll a 5, activating Quick Reflexes to evade the attack.
- Your warrior counter-attacks immediately. The attacking warrior does not recover the attacking die used for the
evaded attack.

they currently have. O
' - This Defense bonus reduces damage from each incoming attack by Vo -
~the respective amount. i
- - Effect:
i - The damage is reduced each time your warrior is attacked during the turn, based on the number of empty armor ¥
. slots. :
- Example Gameplay:

~ Your warrior has 3 empty armor slots, granting a total +3 Defense bonus.
e - If an attack deals 10 damage, it is reduced to 7 damage due to the Surefooted Stance.

Defence/Resistance
Buff counters (+1,+2,+3)

m—
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Svnergy Effects (When Both Boots Are Equipped):
1. Enhanced Quick Reflexes:
- Instead of rolling 1 d6, you may roll 2 dé for each attack targeting your warrior.
- If either roll results in a 4 or higher, the attack is completely evaded.
- After evading:
- Your warrior may perform a counter-attack as usual.
- If the attacker is a warrior, their attacking die is considered used and cannot be recovered this turn.
Example Gameplay:
- The enemy warrior makes an attack using one of their 5 available attacking dice.
- You roll 2 dé, scoring results of 3 and 4. The 4 succeeds, evading the attack. The enemy warrior loses the attacking
die used for the attack.
2. Enhanced Surefooted Stance:
The Defense bonus increases to +2 Defense per empty armor slot when both boots are equipped.
Example Gameplay:
Your warrior has 3 empty armor slots, granting a total +6 Defense bonus. If an attack would deal 10 damage, it is
reduced to 4 damage thanks to Enhanced Surefooted Stance.

VERAQUIN'S GAUNTLETS (LEFT AND RIGHT HAND)

The Veraquin's Gauntlets are legendary enchanted gloves designed to augment the
offensive capabilities of their wielder. Independently, each gauntlet offers exceptional
bonuses to attack power, granting extra strikes in combat. When both gauntlets are
equipped, their synergistic effects grant a devastating edge to warriors wielding one-handed
or two-handed weapons.

Stats
Resistance: 7
Cost: 14 Gold

~ Extra Artack with the Same-Side Weapon:
= ’5" - Each gauntlet grants your warrior one extra attack per turn with the weapon equipped in the same hand as the
gauntlet, or any two-handed weapon being used.

Damage Bonus:




le Gameplay (Single Gauntlet): i
is equipped with a one-handed sword (base damage 6) in their left hand and the Left Veraquin’s Gauntlet.
o Result: Once per turn, the warrior gains an extra attack with the sword, dealing 8 damage (6 base + 2 bonus
Lo ;*H_{mage) for that strike.

~ Synergy When Both Gauntlets Are Equipped:

~ When both Veraquin's Gauntlets (Left and Right) are equipped simultaneously:

 Double Extra Attacks:

- When both Veraquin's Gauntlets (Left and Right) are equipped simultaneously, the warrior gains one extra attack per
turn per hand.

- This allows two extra attacks per turn when wielding weapons in both hands or a two-handed weapon.
Damage Bonus Amplifies:

Both gauntlets provide their +2 bonus damage, ensuring each extra attack benefits from the respective gauntlet's effect.
Example Gameplay (With Both Gauntlets):

You wield a two-handed weapon such as the Hoularien Naginata (damage 7) while equipping both Veraquin's

. “'ﬁauntlets You gain two extra attacks per turn, with each extra attack dealing +2 bonus damage for a total of 9

+ %

VERAQUIN'S HELMET

The Veraquin’s Helmett enhances a warrior’s ability to counter-attack effectively while providing
substantial defensive capabilities in engagements involving multiple attackers. Its enchantments
make the wearer a resilient and retaliatory force on the battlefield.

R TR o T
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Stats
Resistance: 7
. Cost: 14 Gold
Abilities:

Thunderstrike Counter (Turn-Based):
- Each time the equipped warrior performs a counter-attack, they gain a +2 Damage bonus for that attack.
- This bonus lasts until the end of the turn and applies to each counter-attack performed by the warrior in that turn.
Gaze of Protection (Cumulative Per Turn): -
- The equipped warrior gains a +1 Defense bonus for each enemy Character Token engaged in combat with them on
the battlefield.
- Defense Mechanic:
- This Defense bonus applies individually to each attack against the warrior.
- Damage from each attacking unit (or warrior) is reduced by 1 per Defense bonus.
- How it Works:
- If the warrior is engaged by 3 enemy Character Tokens, they gain a +3 Defense bonus, reducing 1 damage per
Defense bonus from each attack received that turn.
- Example Gameplay of Veraquin's Helmet:
Scenario 1: Thunderstrike Counter
During a turn, the warrior equipped with Veraquin's Helmet is attacked by 3 units in succession. The warrior
successfully blocks and counter-attacks after each attack. -
Counnter-Attack 1: The first attack is blocked, and the warrior retaliates. Base damage is 8, and Thunderstrike Counter 3
adds +2 Damage, making the total 10 damage.
~ Counter-Attack 2: Another unit attacks, and the warrior again retaliates after blocking. Thunderstrike Counter
~ persists, so the attack again deals 10 damage.
Counter-Attack 3: The final attacker is hit with another 10 damage.
Scenario 2: Gaze of Protection in Combat
: During the turn, 3 Character Tokens and 1 enemy warrior are engaged in combat with the warrior equipped with
~ Veraquin’s Helmet.
- The engaged 3 Character Tokens grant the warrior a +3 Defense bonus for the rest of the turn, applied to each attack
2  individually. :

~ First Character Token attacks: Base damage is 5. The +3 Defense bonus reduces the damage to (5 - 3 = 2 damage

' en). s

- Second Character Token attacks: Base damage is 6. The defense reduces the damage to (6 - 3 = 3 damage taken).
Third Character Token attacks: Base damage is 7. Defense reduces the damage to (7 - 3 = 4 damage taken).

~ Enemy warrior attacks: Base damage is 10. The +3 Defense bonus from the engaged Character Tokens applies,











































































































































































































































