J/

IHCFCBSCS cIamagc dcalt by 3OUF creatures in mc]cc combat bﬂ
5%.

Dark Magic

\.y J
Basic Dark Magic
A“ows hero to learn Dark Magic sPc”s of the third circle and
makes Dark Magic more effective overall.

Advarced Pliack

IK’KCFCBSCS damagc c]calt by 3OUT creatures in melee combat bﬂ
10%.

Advanced Dark Mag‘
Auows hero to learn Dark Magic SPC”S of the fourth circle and

makes Dark Magic even more effective.

Export Pticck

lncreases éamage dealt 133 your creatures inmelee combat by
i5%.

Dank Magic
Allows hero tolearn Dark Magic spe][s of the fifth circle and
gives maximum power to Dark Magic.

Prclens

Increases c!amage dealt b}j hero’s creatures in rangec{ combat
by 20%.

Master 06 Corses

Grants mass effects to Weal(ness and Sugering sPe”s, but
doubles the casting cost of these spe”s. ]"‘]ero wastes on[g half
of his current initiative to cast these spe”s

Minimum anz maximum damage inflicted bzd each creature

under hero’s control is increased ba i EsPccially effective for
armies of low level creatures.

Marter of Mind

Grants mass cffects to Slow and Comcusion SPc”s, but dou-
bles the casting cost of these sPe”s. t—iero wastes on!}j half of
his current initiative to cast these spe“s

Tactics
lncrcases the area in which the hero can rearrange creatures
before combat

Master of Pain

(Grants area effects to Decay and \/u[ncrabilita sPens, but
doubles the castir\g cost of these spc”s. l"icro wastes only half
of his current initiative to cast these 5Pc”5

Cold Steel

The hero enhances weapons of all troops in his or her army to
strike with additional ice powers (Not onx\zj undead creatures
receive these enchantments).

Ntmmou: Bat’c]e Frcnzy

W«W Flaming Arrows, Mark of the Wizard (ArtiFicer)

T}wc hero calls upon forces of nature to affect enemy melee-
at’cacking creatures. Anﬂ time an enemy creature moves it will
receive fire damagc ]nﬂicted damagc cqua]s hero’s level.

Necromancer: Spirit Link, Dark Revelation (Ew]ightcnment)
W: Master of Mind

. e SZ o
Excruciating Strikc imProvcs Mark of the Damned abilitg.
ﬂerc’s a40% chance that a Mark of the Damned Pchormcé
bg Demon Lord will deal double damagc to atarget.

Desmon Lead: Batt[c f:renzg, Mark of the Damned (Gating)

Darke Resewal

Should it l‘vappcn that any magic sPc” is resisted bg target, the
hero gains back all the mana sPcnt to cast that SPCHA

Demon Load: Master of Mind, Weakcning Strikc
WM»éadé: Master of Mind
WM: SCa[ of DaanCss, T:iery Wratlﬁ (Dcstructive Magic)

FM Anvrows
Ballista under hero’s command negates enemy defense and
deals additional elemental fire clamagc.

W.‘ Nature’s Wratl’m, Dcadcyc Sl'xot (Avcngcr)
WW Archcrﬂ

Fallen Knight

Dedicated to ]carning all the secrets of Dark Magic, the
Kﬂigl’lt becomes a Paria}’l among his or her own kind. T‘roops
under knight’s control suffer-i pcnalty to mora[c, but all Dark
Magic sPc”s cast bg the Knight are now more Powcrfzul (CFFCC~
tive SPC”POWCF is +5 for casting those sPcHs)

sz'%l: Master of Curses

Nature's Wastd

i lvan creatures in Ranger’s army gain +1 to maximum
Y g yg

damage.

W: Batt[e Y:renzy

Seal of Darkmers
E_ncm3 herois forced to spend twice more mana to cast Dark

Magic spc”s in combat.
W.’ Corruptcd SOi[, Imbuc Arrow (Avengcr)
WW Master of Mind

Pawer
Hero acquires [Haste spc][ and the abi[it}j to cast it with no
cost.

Desmon Lord: Excruciating Strike

’(4«'%1: Retribution, | ast Stand (Defense), Weakening
Strﬂ(c (Dark Magic)

NWM«M: Coid Stec!, E_terna[ Servitude (Necromancg)
Warlock: Tactics

(Grants a Necromancer the abi!ity to tie his or her own spirit

to the spirits of any creatures on the battlefield. I]C linked crea-
tures receive any clamage the Necromancer wi”gain some mana,
ﬁeec{ing upon those creatures’ sugcring.’

Nt(/wmﬁmm: Master of Cu rses

Retrnibution

Troops under hero’s control deal increased amount of damage
according to their moral state.

W: Expert Trainer
Warlock: Fower omCSPeed, EmPowered SPCHS (Irresistible
Magic}

w ‘ ‘. Sz .‘
Weakening Strikc imProves Mark of the Damned abi]ity. Now
Mark of the Damned not on]zd damages the target, but also

curses it with a \Weakness sPé][.
Desmon Load: Mark of the Damned (Gating)
K/h«gﬁ [Fallen Km’ght, Aura of Swi?tness (Leadership)
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Basie D DtWé

Decreases &amage dealt to your creatures in melee combat bg
10%.

Destructive

. T ol
Magw J
Basic Destructive Magic

A”ows hero to learn Destructive Magie spe”s of the third

circle and makes Destructive Magic more effective overall.

Advanced. Defemse

Decreases damage dealt to your creatures in melee combat bg
20%.

Advanced Destructive Magic
A”ows hero tolearn Destructive Magie spe”s of the fourth
circle and makes Destructive Magic even more effective.

Expert Defernse

Decreases damage dealt to your creatures in melee combat bg
30%.

E Destructive Magic
Allows hero to learn Destructive Magic spe”s of the fifth circle
and gives maximum power to Destructive Magic.

Evasion
Decreases damage dealt to your creatures bg ranged attacks
by 20%.

Master of Fire

erants armor—c‘amaging effectto Fireba” and Armageddon
spe“s. Creatures affected bfj these spe”s suffer additional
~-50% defense Pena]tfj.

Protection
Decreases damage dealtto your creatures }33 magic attacks

by 15%.

Master of lee
(irants Freezing effectto]ce Bo]t and Circ]e of Winter SPCHS.

Vitality
Jncreases hit Points of all your creatures b9 2 (Farticu]ar!y
effective for Iarge armies)

Master of Storma
Grants stunning effectto Lightning Boltand Chain Ligl—xtning
(First target 011]3) spe”s.

Chiklirg Boren

]:_n}-xances all undead ’crooPs under Necromancer’s control
with PowerFu] ice enchantments. An9 enemy creature which
engages in melee combat with those troops will receive ice

damagc<
Necramancer: Protection

Makes Necromancer’s spe”s Jce Bolt and Circle of Winter
more Power{:u]A Those spens will kill atleast one creature, if that
creature has no ]mmunity to CO!CL

NWW: Master of ]ce

Hellwrath
He”wratl‘v imProves He“?ire abilit& Additiona] fire clamage to

enemy creatures will be dealt on retaliation strikes as well.

Desmon Lord: Fvasion, He“?ire (Gating)

Ad itional elemental fire Clamage is dealt to enemy units on all

melee and ranged attacks.
K/h%: Master of I:ire, I:_xPert Trainer (Counterstrike)
W&gﬂld SaP Magic, Mark of the Wizard (Artificer)

Last Stand

All troops under hero’s control are blessed with amazing vital-
itﬂk [F enemy creatures attack the hero’s troops and kill them a”,
the last of the troops will survive the attack with 1 hit Point,

Iém%z Stanc[ Your Grouncl, Aura of SwiFtness (Leaclers}’lip)
W: \/itality

Mana Burst

T}we hero calls upon the forces of nature to affect enemy cast-
ers. An3 time an enemy creature casts a sPe“ it will receive fire
c[amage ]nﬂicted c[amage equa]s hero’s level.

Desmon Lord: He”Fire (Gating), Arcane Bri”iance (Sorcery)

W: Master of Fire
Warlock: Secrets of Destruction, Ketribution (Attack)

Power of Endirance

Hero acquires Frdurance spe” and the abilitg to cast it with
no cost.

Wﬂllooﬁ:\/italitg
W‘W Resistance, Magic Mirror (Arthcicer)

Sap Magic
Damage dea[t by enemy spe”s is reduced 179 20%.

WW: Magic Mirror (Artificer)

Resistance
[Hero gains +2 defense Permanentlﬁ.

Necromancer: Chi”ing Bones, Ske]eton Archers

(Necromancy)

Warlock: Frotection, Fower of Fndurance’
WW Protection

Searing Fires
Searing Fires improves r"je“ﬁre abi]ity. Fire clamage dealtto
enemy creatures Ey Hellfire ability is increased !33 50%.

Desmon Lord: Master of [Fire, T"je“gire (Gating)

Stand Your Grownd

TrooPs underhero’s control get +60% bonus to their defense
carrging out the Deicend command.

Dmu Lafw( fﬂe“wrath

KAM&KZ \/ita]it9
W: | ast Stancl, Familiar Ground (Logistics)

'Note that theses requirements would make the skill unattainable for Warlocks!

Secrets of Destruction

Hero gains +2 Know]edge Permax1ent!3 and random[3 acquires
one damaging sPe][ of istto 3rd circle that is not yet inhero’s
spe“book.

Nt(/umwm: Colc{ Death, Arcane Exce”ence (5orcer3)

W: Mana Burst, ]mbue Arrow (Avenger)
Warlock: Dark Ritual (Jrresistible Magic)
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J/J EWM
r1cro receives +1 to one of his Primarﬂ stats for every four

levels iﬂc]uc]ing the levels alrcaclﬂ got and + 10% bonus to the
experience gaincc! from combat'.

sdonkip

]ncrcascs mora| OFB” creatures in l’!CrO’S arm3 bﬂ I.

Aduarced Enligltenment

[Hero receives +1 to one of his Primarﬂ stats for every three

levels imc]uding the levels alrcaclg ot and + 20% bonus to the

g
&
cxpcricncc gaincd from combat'.

Advarnced

]ncrcascs mora] OF a” creatures in }’ICFO’S armg bﬂ 2.

[Hero receives +1 to one of hisdfvrimarg stats for every two
y got and + 30% bonus to the
experience gained from combat'.

levels inc]uding the levels alrea

Expert

]ncrcases mora] O{: a” creatures in }’ICFO}S armg b}j 2.

Arcane Intuition

A”ows hero tolearn an unknown sPe” used bg anenemy hero
or creature in combat (hero must be able to learn the spe“ with
regards to SC}’]OOI, ]evef, etc.)

Allows hero to egectivelg negotiate with hostile creatures.
]ncreases chances and reduces costs of creatures that wish to
Join your army.

[

lncreascs normal maximum mana by 50%.

Edtates

Hero contributes 250 go]d Pieces per day to your cause.

Scbolan

A”ows heroes to teach each othervarious spc”s, eFFective]g
tra&ing spens between sPe“ books.

Recrvitment

]ncreascs wecuy growth of Ist, 2nd and §rd level creatures
!33 +3 42 and +1 resPectivcly. [ero must be stationed within
the Friend]y town on the last dag of the week for effect to take
P[acc.

Ancane Exalistion

Dc]ving decP into the secrets of sPc“craF’c, hero gains +2
SPC”POWCF Pcrmancn’c]y.
Desmen Lord: Scholar

W: Know Your Encmy, Dcac{cye Shot (Avengcr)

War Machines and (Golems are now affected bg Posi’cive morale
effects (negative morale does not aPPIB)A

W«Z,Md Fstates

Dark Revelation

Hero ciua]iFics for additional free level up.

Demen W:Arcane Exaltation

Ncmwm: Lord of the Undcaa, Skc[cton Archers
(Nccromancg}
WW&&:Arcane ]ntuition

Awma a{ SMAﬂMM
“ombat movement speed of all units in hero army is increased
p Y
)33 +1.
W.‘ Divine Guiclancé, 5énec]iction (Counterstrikc)
Warkock: Recruitment

Bcing so keen to ]carn, the herois grantccl +2 Know[cclgc and
an additional bonus of +1000 experience.

Iém%z Scholar
WW Wizard’s Reward

Aclds +2 to Rangcr’s attack Pcrmancnt!g War Danccrsjoin

the Rangcr’s army to Figi’lt forhis or her cause. T}'IC number of
War Dancers c[cpcnc[s upon the number of the week.

W: Recruitment

Know Your

ﬂc chance of inHicting a critical hit using “/A\vcnger” skill is
increased 133 +10%

W: Arcane Intuition

Gate Master

C]ating abilitg becomes more potent, bringing 20% more rein-
forcements than normal.

Desmon Lord: Recruitment

Lord of the Undead

The Necromancer receives +1 to Knowlcdgc due to his orher
intimate understanc]ing of Death. The Necron)ach5 skill is also
increased Izg 5%.

NCW:SCI’WOIEF

The ng}wt recieves the speciaI combat abi]ity to encourage his
troops ona batt]eﬁe[c‘, making their turns come faster.

W: Retaliation Strike (Counterstrike)

Wigand's Rewand

Hero gains +2 to 5P6“Power Pern)ax1ent!3, Pfus an extra 1000
go]d as a one-time bonus.

Km«gﬁ (raduate

Warlock: Dark Revelation, Flemental Vision (Jrresistible
Magic)

WW:Scho[ar

' This seems to be buggcd, S0 you on]g get half the amount of extra exPericncc

501) shouxd

Herald oﬂ Deatt.
All neutral creatures which join the Necromancer’s army will be
automatica]lg transformed into the undead creatures of their

respective level.

Necromancer: Recruitment



. Ll Magie

A”ows hero tolearn Light Magic spc”s of the third circle and
makes L_igl’vt Magic more effective overall.

]ncrcascs hero’s movement sPccc] overland bg 10%.

Advanced Light Mag:
A”ows hero to lﬁar:{fglﬂt Magic spc”s of the fourth circle and

makes Ligi’wt Magic even more effective.

Advanced Logistics

Jncreases hero’s movement spscd overland bﬂ 20%.

M
A]lows hero tolearn Ligl’\t Magic spe”s of the fifth circle and
gives maximum powerto Ligl’\t Magic.

]ncrcases éero’s movement spced overland bﬂ 30%.

Master o& Al

Grants mass effects to Deﬁect Missi[e and Epdurance spe”s,
but doubles the casting cost of these spe”s. Hero wastes on[y
half of his current initiative to cast these spe“s

]ncreases hero’s movement speed atsea }33 50%.

Master a¢ Eéuw

(Grants mass effects to Divine Strength and area effect to
Cleansing SPC”S, but doubles the casting cost of these sPc”s.
[Hero wastes on!}j half of his current initiative to cast these

SPC”S

P

Reduces Pcna]tﬂ for moving through rough terrain 133 50%.

Master aﬂ Wastf

(Grants mass effects to Righteous Might and [Haste sPe”s,
but doubles the casting cost of these spclls. Hcro wastes on[3
half of his current initiative to cast these spe”s

S

[Hero receives +4 to his range of view and gets an abilita to see
Precise number of creatures in neutral troops, in enemy armies,
towns and garrisons within his range of view.

Fire Resitance
Crcaturcs under Hero’s control receive on]g 50% damagc
from all fire-based attacks and are immune to armor damaging

effects of Master of [Tire abi]itg.
Desmon Lord: Master of Abjuration, Hellfire (Ga’cing)
W: Storm Wind, ]mbué Arrow (Avengcr)

Death Mancl

Allhero’s troops gain +4 specd during the siege of an enemy

castle

W: Familiar Ground, Expcrt Trainer (Counterstrike)

Necromancer: FathFin&ing

Warlock: Tc]ePort Assau!t, Dark Ri’cua| (Irresistible Magic)

Guandian A

When all the knight’s troops falldead in combat, an Ange[,
summoned on a field of batt]c, resurrects the most Powchu[
group of dead creatures and clisaPPcarsA

W: Master of B[cssings

A” creatures in hero (Knight or Rangcr} army receive +1 for
movement spcec] if the battle is tal(ing P[acc on grassy terrain

W: Fat}—]Finding
W:Si]ent Sta”«ir

Refined Mana
(Castersinhero army will spcncl on!g half the rcquircd mana
costtocast sPc”s.

Iém%z (Guardian Angcl, Benediction (Countcrstrikc)
WA/»&:dt Mastcr oF Wrath

WM Supprcss Light, Tremors (\War Mac}’lincs), Dark
Kcncwa] (Dark Magic)

Marcl of #he Golems

A” go[cms under hero’s command have their sPccc] and initiative
increased 133 +2.

W%Md Fatl’m?inc[ing

Storm Wind

nc Rangcr calls upon the forces of nature to affect enemy
ﬂging creatures. Imitiativc and Spcecl of all enemy F[ﬂcrs is
decreased bg i

W: Master of Wratl’]

ﬂﬁe enemy will see on]y the strongest creature inhero’s army

with no number at all.

Nwmnww,m: Dcath March

W:Scouting

Epemg herois forced to spencl twice more mana to cast Ligl’\t

Magic spc”s in combat.
WW Master oFAbjuration

ﬂﬁc Dcmon ord masters the ways of transgerring creatures
from the infernal P[ane and back. Gating becomes 50% quicker

than normal.’

Desmon Lord: Fatl’ncincling

Tuilight
Jncreases Spcﬂpower: +3 forall spc”s of dark and !ight magic

SCI"IOOIS
Necromancer: Master of B[cssings

Warlock: Refined Mana, Dark Ritual (Jrresistible Magic)

Hero acquires Teleportation SPC][ and the abi|it9 to castit
with assault effect, increasing the initiative of creature being

te]eportcc{.

Desmon Lord: Swhct Gating, Consumc CorPs (Gating)
WMM:5couting

WW March of the (Golems, Mark of the Wizard (Artificer)

IOnly makes the creatures gatingin reinforcements get their next turn 50%
sooner. Doésn’t affect creatures gatec] in.



Ny Luck
Basic Luck

IHCTCSSCS ]UCI( OF al] creatures in }TCFO}S armg l:)y i.

Ny
L ngcb»y V

Spcccls up hero’s casting in combat. lntcrva! between two
consecutive spc” casts is reduced by 10%.

Advanced Luck

]ncrcascs luck of all creatures in hero’s army by 2.

Advanced Sercery

Speccls up hero’s casting in combat. Imtcrval between two
consecutive spc” casts is reduced bg 20%.

Luck

|ncreases luck of all creatures in hero’s army 139 2.

Speeés up hero’s casting in combat. Imtcrval between two
consecutive spe” casts is reduced by 30%.

Magic Resiatamee
Jncreases magic resistance of all creatures in hero’s army bg
i15%. (_reatures are more [i‘celg to avoid enemy magic.

Prcare Trains
Reduces casting costs of all sPe”s bg 20%.

R

]rx the course of adventures the hero tends to find more golci
and resources and be more lucky overall.

Magic fwu%l
Allows a hero to learn magic sPe”s of the third circle regardless
of actual skills in the resPective schools of magic.

Seldien's Luck

(Guarantees that useful combat abilities of creatures in hero’s
army (like Scluircs’s Shield Bash, for cxamPle) will trigger

more often.

Mara Regeneration

Doubles mana regeneration

Dead Mar's Corse
The hero has gaincd an abi]it9 to affect the [uck of enemy
creatures. Thc Luck of all enemy troops is decreased by I

Desmon Lord: Swarming Gatc, Dark chewal (Dark Magic)
NCMW:Banshcc f_]ow! (Nccromancy)

W: F_lvcn Luck, Rain oFArrows (Avcngcr)

Arcane Brillamee
Adcls +2 to hero’s SPC”POWCF Pcrmancnt]& Hero also re-

ceives a new SPC” in his or her spc” book.

Desmon Lord: Sou]Firc, Dcmen’cal Ba]ance (Summoning Magic)
W: Mana cheneration

Elver Luck
Thc Luck bonus to damage is increased bg 25%.

W: So]dicr’s Luck

Ancane Excellence

Showing excellent progress in the field of sorcery, the herois
grantccl +2 Spcllpowcr Pcrmancntly and +100 tcmPorarg mana.

K/h%: Arcanc Training, Bcnec}iction (Countcrstrikc)

NW: Boncwarc{, E’ccrna! Scrvituclc (Necromancy)

W a& Wan
From cach victorious batt[c, the hero will salvagc some go[cl and

resources as sPoi[s of war.
Iém%l Tear of Asl’)a Vision, Wizarcl’s Reward (Eﬂ]igl’)tcnmcnt)
WW Resourcefulness

Boneward

Damagc inflicted bg any Destructive Magic sPc”s to all
undead troops under Necromancer’s command is reduced by
20%.

Necromancer: Magic ]nsigi’vt

—ﬂﬂere’s a 15-30% (&epenéing on hero luck) chance that the
gated stack will summon twice as many reinforcements as
normal.

Demon Lord: So[c[icr’s Luck

S ecial combat ability. Negates all effects of the next spell
P Y- INeg P
cast bg the enemy, but drains twice the mana cost of that spel].

W:Arcane Bri”iance, Arcane Exa]tation (Dﬂightenmcnt),
Fire Warriors (5ummoning Magic)

Warlock: Frratic Mana, Mana Burst (Destructive Magic),
Resistance (Defense)

W«gmd Arcane Training

Tear of Adka Vision
ﬂe hero now feels’ the location of the Tearof Ashainhis or
her very heart. Digging fora Jearof Asha somewhere around

its actual location is much more ]il(clﬂ to be a success.

KA«&KZ Resourcefulness
Warlock: War]ock’s Lucl(, Death March (Logistics)
WW Tearof Asha Vision, Consume Artifact (Artificer)

Enatic Mara

Mana cost of spc“s cast by the herois randomly reduced by
up to 50% (actual reduction is determined while casting is in
Progrcss).

Warlock: Mana Regcncration

WM Counterspc“, Magic Mirror (Artificer)

Warlock's Luck
[uck rolls will now be aPP’iec{ to destructive sPe”s cast by the
hero, thus a”owing a chance for double damage from spe”s.

WW:Soldier’s Luck

AS a DCI’HOH Lord consumes COFPSCS torestore mana, COrPSCS

may suddenlﬂ explode in a burst of fire, damaging all adjacent

units includingthose underhero’s control.

DW La/w(: Consume CorPse (Gating)
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Basic Summoning Mag:
Allows hero tolearn Sié::oning Magic SPCHS of the third

circle and makes 5ummoning Magic more effective overall.

“fic

WM MMM Q)J

Basic War Maclines

Makes war machines more effective overall. [ncreases At-
tack, defense and Damage of Ba”istae. ]ncreascs Cata ult’s
Damagc and grantsita 0% chance to hit. The [First Ai ent
receives increased Hea]ing FPower. Ammo Cartgains an abi[it3
toincrease Attack of rangecl units in hero’s army b}j i

Advanced Smwmmw«g M
Allows hero to learn Summoning Magic SPCHS of the fourth

circle and makes Summoning Magic even more effective.

Advanced War Mackines

]ncreascs A’ctack, defense and Damagc of Ba”istae. Gran’cs
CataPu!t a40% chance to hit. The [First Aid Tent receives in-
creased Hea!ing Fower. Ammo Cartgains an ability to increase
Attack of rangcd units in hero’s army by 2!

A] ows hero to learn Summoning Magic sPclls of the fifth

circle and gives maximum power to Summoning Magic

Expert Wan Mackines

]ncreases Attack, defense and Damage of Ba”istaa Grants
Catapu!t a 50% chance to hit. Wc [irst Axcl Tent receives in-
creased fﬂea!ing Fowen Ammo Cartgains an ability to increase
Attack of rangcd units in hero’s army bﬂ 5.

Master o Conrjurali

Makes Conjurc FPhoenix and Summon Flementals sPc][s more
owerful (c”ective 5Pcllpowcr increases bg +for casting

those sPe”s)A

Ballista
A”ows manual control of the Ba”ista. Ba”ista gains one extra
shot. Restores the Ballista after the battle if it was clcstroycc{

Master of Earthllood
Makes [Fire Nrrap and Eartl’vquakc spcl]s more powchu! (sﬂcco

tive Spcllpowcr increases by 4 for casting those spc”s).

A“ows manual control of the Catapu!t Catapu]t gains one ex~
tra shot. Kcstorcs ammo cart after the battle if it was clcstroyec!

Master of Life
Makes [Fist of Wrath and Raise Dead spe]ls more powerFu|
(e”ective Spcupower increases 133 4 for casting those spe”s).

Frt Aid
A”ows manual control of the First Ald Tent. Rcstores the
First Aid Tent after the battle if it was dcstrogcd

Banidk
SPecial combat abilit}j. Unsummons part of the summoned or
gated stack.

Necromancer: Secrets of Destruction (Destructive Magic),
Banshee [Howl (Necromancg)

WW Master of Conjuration

Elemertal Balanee
Superb know]edge of summoning magic allows the knigl’wt to

counterbalance the combat situation when batt]ing against
skilled summoners. Eacl'w time the enemy uses the 5ummon
EJCmenta]s sPe”, a small group of elementals of oPPosite a[ign—
ment is automatica][g summoned to Fight for the kmglwt’s cause.

Demon Lord: FFire Warriors, JTremors (\War Machines)
Km«gﬁ Master of Con}'uration, Expert Trainer

(Counterstrike)

Imbue Ballista

|mbue Arrow abilit\g will now affect Ba“istae as well. All Ba[—
listae shots will carry Rangcr’s enchantments and therefore
drain Kanger’s mana.

W: Ballista

(Cata u!tgains another extra shot (up to? consequtive shots in
turn if herois ProFicient with catapults).
DW La/w(: Catapu]t

Exerciom
All Destructive Damagc SPells against summoned and gatcd
targets deal double the normal damagc

Warkock: Master of Conjuration

Plague Tesnt

The hero’s [First Aid Tent receives an abilit3 to damage enemy
creatures.

Necromancer: First Aid

WMM.‘ TTCI'HO)"S

Fire Warriors
Hcro is grantcd the knowlcdgc of Summon F_Iemcn’ca!s
SPC”A chard]ess of circumstances this sPc” will summon [Tire

]:_[Cmcntals Fr‘om now on. TI"IC numbcr OF ’:_]Cmcn’cals SUmmO”CC]
is 40% greater than normal.

Desmen Lard: Master of Coqjuration
W: Wall of I:og, [Fire Resistance (ngl—)’c Magic)

Themens
Hero acquires ]:_art}—wciuakc spc” and the abi]i’cy to cast it with
sl—val(ing effect, damaging and stunning all creatures behind

fortress wall

Demor Lord: Brimstone Rain, Mark of the Damned (Gating)
wmlao&: Catapu]’c

waz,md Remote Control, Consume Artifact (Artificer)

Havnted Misnes

AFter caPturing an enemy mine the Necromanceris able to
haunt it. Some Gl’losts will appear in mine’s garrison, the
number of summoned G}']osts clcPcnds upon the number of the
week.

Necromancer: Master of | ife

Remote Control
At the bcginning of the combat one of the enemy War Ma-

Cl’]iﬂCS comes unc!crﬂour COHtI"OlA

W(?M:Catapult

Wall of Fog
Tj’lé Rangcr calls upon the forces of nature to affect enemy

rangchattacldng creatures. lnitiativc of all enemy shooters is
decreased bg i0% and their c]amagc is decreased bﬂ 10%.

W: Master of Earthb!ood
WM Banish, Mark of the Wizard (Artificer)

T . Z E ZZ: l
Ballista gains another extra shot <UP to? conscqutivc shots
total if herois Prof:icicnt with ballistas).

W: Ba”ista, Rcta]iation Strii«i (Countcrstril«i)
W: ]mbuc Ba”ista, Rain of Arrows (Avcngcr)

Text shortened to fit on page




J/I
A”ows hero to create creature
cquipment of the first level.

Artificer

Basie Avwgm

Uniquc Rangcr’s skill. A”ows
Kangerto choose 1 favored enemy
from the Avengcr’s Gui]d inany
Sﬂlvan town. A“ Kanger’s trooPs
will receive a 40% chance to inflict a
critical hit upon that creature, giving
double damagc toit. BeForc choos-
ing a creature as a favored enemy,
the Rangcr must kill two whole
Popu|ation5 of those creatures.

Cownterstrile

Basic Countrstrie

Uniquc knig}ﬂt’s skill. A”ows to

u gradc human troops up the tier.
5n|9 works within ]'—Taven towns
where Training Grounds Facility has
been built. Besides, damagc dealt
bg knight’s troops on retaliation
strikes is increased bg 5%.

Advanced Artificenr

A”ows hero to create creature
cquipmcnt of the second level.

Advanced Av
umquc Rangcr’s skill. Allows

Kanger to choose 2 favored enemy
[sic) from the Avengcr’s Gui]c] in
any Sylvan town. *

Damagc dealt bg kxwigl’vt’s troops

on retaliation strikes is increased
}35 10%.!

A] ows hero to create creature
cquipmcnt of the third level.

Expert Avengen
Uniquc Rangsr’s skill. A”ows
Kangcr to choose 3 favored enemy

[sic] from the Avcngcr’s Gui]d in
any Sylvan town. %

Damagc dealt bg kxwigl’)t’s trooPs
on retaliation strikes is increased
}35 20%.

Ultimate Antificer
Reduces the Price of creating
creature equipmcmt bg half.!

Ultimate Averger
umque Ranger’s skill. A][ows
Ranger to choose 4 favored enemy

[sic] from the Avenger’s Gui]d in
any Sglvan town.”

Ultimate Covnterstrile
Damage dealt bg kxwigl’wt’s troops

on retaliation strikes is increased

by 25%.

&
e

Conpume Arti

SPecial combat ability. Allows hero
to consume artifacts equippec‘ on
?rienc”y creatures to regain manain
combat.

Desdeye Slot

Cirants Ranger an abi]itg to attack

any enemy creatures on battlefield.

The inflicted danlage is 3 times

his or herlevel. |f that creature is
resentin Kanger’s favorite enemy

Est then the critical strike is Fu]Fi”ecl,

the damage is doubled and it always

kills at least one creature.

g A
The Kx1ig|1t receives specia] combat

abifit3 to temporari]3 raisc the mo-
rale, initiative, attack and defense of
his troops.

Mark of the Wigard

Spccia combat abilit& Caster
binds himself to the target with
Mark of the Wizard so that each
subscc]uent SPC” striking that target
has its effect doubled. Morcvorc
every sPe“ striking another creature
will affect this target as well.

Imbue Arrow

Allows Rangerto enhance his or
her arrows with attac‘cing orcursing
sPeus. All Ranger’s attacks will
now not on]a inflict clamage upon
enemy creatures but also will
immcdiatc]y cast animbued SPe”,
draining Rangcr’s mana. Jmbue Ar-
row lasts until the end of the Figl—nt or
until all Ranger’s mana is drained.

Trainer
TrooP training in [Javen towns
costs 10% less than normal. Km'gl—vt
must be stationed within the town

with Training (Grounds built for this
effect to take P]aco

]:_very damaging orcursing SPC”
cast 139 the enemy has a chance

to be random]y reflected to some
othcrtargct, inc]uding enemy units.

Rain o& Anvrews

Grants Rangcr an abi]it9 to attack

all enemy creatures which are
resent in his favorite enemy list.

I%]—:c Kangcr deals 3 times his or her

level damagc

The knight receives sPccia] combat
abi!ity to guard any selected
creature in his army for one turn [39
inﬂicting direct damagc toevery
enemy thatis attaclcing this guardcd

creature.

Arcane Onincionce

A” 5Pe|]5 that are in existance will
be written to hero’s sPe”booL and
hero will be able to cast them on
cxPert level.

chuires Cold Stcc! (Attack),
Erratic Mana (50rccry), Graduatc
(Ew[ig]’ltcnmcnt & Wal] of Fog
(Summoning Magic)

! RcPorts indicate that there’s a bug and that the

abilitg doesn’t do anything

Nature’s Luck

Units in hero army a[w295 have luck
rolled on attacks.

chuires Dead Man’s Curse
(Luck), Stand Your Grouncl
(Dchnsc) & F!aming Arrows
(Attack)

U

Hero’s Keta!iation Strikc abi]itg
inflicts triP|e c{amagc chuircs
Keta!iation Strikc, Rcf:incd Mana
(Ligl—mt Magic), Death March (Logis—
tics) & Spoils of War (Luck) .

/
"
W
o

ZTcxt has been shortened to fit in one page. Evcr5~ ? u|timate Countcrstril«t doesn’t seem to have an
tl’xing not sPcciFicd here works as for Pasic Avcngcr icon of it’s own.
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Basic Gating
Unigue Demon lord skill. ]mps
and Demons (as well as their
upgradcs) are grar\tccl an a})i[ity
to gate into the infernal plane
to bring reinforcements Eack
to the battlefield. Fach unit
can gate on[3 once per combat.
Ncw]9 arrived creatures consti~
tute 1,/4 of the gatcd ones and
will disa pear after the end of
the combat.

Fartia“y negates magic Protcction
and allows hero to deal 20% of
normal spc“ c!amagc to otherwise

. 2
resistant creatures.

Basic N
Ur\ique Necromancer’s skill.

[mesistille Magw Nemw

A”ows a Necromancer to raise
5% of fallen enemy |iving crea-
tures as skeletons.

Advanced Gat:

]mPS’ Dcmomc” Hounds
and Succubi (with ngradcs)
are grantccl the abilit\g to gate.
New19 arrived creatures consti-
tute 30% of the gatccl ones.'

Advanced Ihnesiatible Mag“c

5igm’FicantlB negates magic protec-
tion and allows hero to deal 40% of
normal sPc” damagc to otherwise

. 2
resistant creatures.

Damagc dealt bg kxwigl’vt’s troops

on retaliation strikes is increased

bg 10%.!

Eypert G,

A” infernal troops cxcept Dev~
ils and Arch Devils are grantecl
the abilit\g to gate. New[g ar-
rived creatures constitute 35%

of the gateclf

haesiotible Magic
Ncgatcs half of magic Protcc’cion
and allows I’]CX‘O to dca| 50% of:
normal sPc” damags to otherwise

. 2
resistant creatures.

Expent N.

Unique Necromancer’s skill.
Allows a Necromancer to raise
i5% of fallen enemy living crea-
tures as skeletons.

Allinfernal troops are grar\tecl
the abili{y to gate. Ncw[3 ar-
rived creatures constitute 40%

of the gatecl ones.'

Drastica][5 negates magic protec-
tion and allows hero to deal 75% of
normal spe“ damage to otherwise

. 2
resistant creatures.

Ultimate N

(nique Necromancer’s skill.
Allows a Necromancer to raise
20% of fallen enemy living crea-
tures as skeletons.

CW

Demon | ord receives specia!
combat abi[ity to consume
corpses of fallen creatures
to restore mana. Consumed

corpses disappear from the

battlefield.

Dark Ritual
SPecial adventure abi]ity. [Hero

spenc{s entire day to Pencorm the
ritual and regain full mana. Can on!g

be used at the beginning of the c{aﬂ

Barsbee Howl

(Grants a hero an abilitﬂ to call
upon death itself in combat. All
enemy living creatures receive
-1 to mora]e, luck and -10% on

initiative.

Hellfine

Creatures under Dcmon Lord’s
control are granted a30%
chance to deal additional fire
c]amage on attack. The c]amage
is c]epenc{ent upon the number
of creatures in the stack and
the hero’s Spellpower. He”firc
drains the Demon Lorcl’s mana.

A”ows War!oc‘c to see elements as-
sociated with each creature to he]P
him to build and blow up clemental
chains.

Eternal Servitude

—ﬂm Necromancer receives an
ability to raise some of the fallen
undead creatures in his or her

army after combat.

Mark of the Dasmmned

Demon | ord receives sPecia[
combat abi[itg to Punish the tar-
get enemy creature with a pow-
erful Mark of the Damned if
that creature is about to attacl(,
retaliate or cast anys ell. Or\cc
declared, Mark of the Damned
is active until next hero’s turn.
Should target creature remain
idle or move without attacking,

the Mar‘( will not be Performccl.

ered
A” damaging SPCHS cast by hero
deal 50% more damage, but the
mana cost is doubled.

Skeleton Arcbers

A”ows a Nccromanccr to raise
Skeleton Archcrs instead of
Skeletons.

Ungasl's Call

G,?:/:g becomes instant. chuires
Teleport Assa_u|t (Logistics),
Dcad Man’s C/urse (Lucl() & Fower
OFSPecc{ (Attack}

' Text has been shortened to fitin one page. ]:_vcrfj— *Works against your own units as well. Also, damage

’cl—ling not sPcciFicd here works as for Basic Gating from Flemental Chains are increased 139 5,10, 15 or

Elcmental chain effects inflict
c]ouble damagc

chuires Flaguc Tent (War
Machines), Tear of Asha Vision
(LucL) & Wizarcl’s charc[
(Ew[igl’ltcnmcnt)

20%, chcndant on skill level.

Howé oﬂ TM/»M

Bansl’lcc Howl spccia] ability ad-
c}itiona”g c]amPens enemy morale

bg -6.

chllirés Banshec Howl, Silent
5ta”<cr ( _ogistics), Fower of
5Pced (A’ctack) & Corruptc& Soil
(DarL Magic)




