ARCHETVYPE 1

Assassin

) - Retreat if threatened
I n - Use strongest attack
1 - Spend all actions on
i mixed attack

- Attack highest xp,
highest health on ties
- Move into max range
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- Attack highest health: 1-
(' 4: use most powerful
attack, 5-6: use alternate
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b special rules
/it - Attack greatest number of
% enemies with AOE

Y/ - Debuff enemies
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ARCHETVYPE 3
Caster

- Attack with long range
- Support allies with powers
or removing debuffs
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ARCHETVPE 4

General

) - Play Objective
- Attack: 1-4: target
12 highest health, 5-6: target
lowest health

|

——fe—
Arch 4/13 - €radicus - ©Voidspiral 2023-11-17

(NS = =l = PR

~ - Take Defensive Position
! - Debuff, slow, or block
enemies

- Attack closest

%, concentration of heroes

ARCHETVYPE 6
Kamikaze

- Move toward

- Use Kamikaze power or
item when in range

ARCHETVYPE 7 <

‘Masterminld

A - Disengage if
outnumbered
- Play objective
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i - Attack closest, gang up

- Attack next closest if first
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- Use evasive powers
- Use defensive powers
- Attack if cornered
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\Y casters’ attacks

- Play Objective
- Use complications or
special rules

- Retreat if threatened
- Attack closest from range
- Debuff enemies

- Buff longer range
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ARCHETYPE 12
Skirmisher

- Disengage when
outnumbered

- Move to flank enemies
- Move into max range

- Attack closest

Ble
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Y, ally, 5-6: weakest ally

- Use complications or special
rules

- Remove nearby hazards

- Attack closest

- Debuff enemies

- Move towards closest ally
- Move: 1-4: towards strongest




it Place 3d6 1" fire
it hazard tokens at
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COMPLICATION 2 ™~

AcIO Pits

h and no closer than 3" to the
¥ edge. The acid spreads,
causing these tokens affect
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¢ and from the edge. Extend each

{." fly, phase, or teleport cannot

Y base touching the wall takes

COMPLICATION 3 'E’i
€thereal Walls

of these tokens 1d10in a
random direction. Models that

move through these walls, but
other models can. The walls
block line of sight for all attacks.
Any model that stops with its

Ssreres\sabnlare
COMPLICATION 4

Y,

ﬂ 6" to each other and no
; closer than 3" to the edge of

*{Vg model stops within 1" of a

/, heal the model 1d12.

Soul Wells

on the battlefield. They
cannot be any closer than

the battlefield. Whenever a

font, remove that font and

S Prepare 4 other models and set
;. them aside. Place 2 summoning
Bl circles on the battlefield, 6" apart
¢ and 3" from the edge. The first
h time any model moves onto that
# summoning circle, remove it and
roll 1d4 to randomly select one of
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7 battle objective is now worth 3
i, victory points, while each piece of

Treasure
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Roll 1d8 and place that many
treasure tokens on the battlefield.
They cannot be any closer than 6"
to each other and no closer than 3"
to the edge of the battlefield. The

treasure is worth 2. Treasure
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¥ not grant victory points.

n piece of treasure is worth 3
1l victory points, but has a 50%
h chance to be a mimic when a

MImics

model attempts to pick it up. If
itis, replace it with a neutral
aggressive mimic model on its
own initiative and turn. Mimics
are not objective tokens and do
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i turn, roll a die to
ﬁ determine the direction
% of the wind. Then move
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not adjacent to a wall or
underneath an overhang,
it takes damage from the

1d4 damage. If it's not, it
takes 1d8.
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damage, double the
damage. At the end of
each activation, the
activated model heals

and going clockwise in

§, perpendicular directions. It

moves 1d6 inches in that

direction. If it runs into a model,

it stops. If it runs into an
obstacle, it is moved past the

Yy, obstacle. If it runs into a wall, it
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- COMPLICATION 12

Wilo Beasts, :

il Roll 1d3 and select that

many beast models. Place
|' these beasts anywhere on
the battlefield. They enter

2l: Moving off the edge of
it the map returns the
it model to the opposite
‘? side of the map, the
same distance from
perpendicular edges
Y. as when it left.

N~ COMPLICATION 14

Live Clay

:, wall, or hazard 1" in any

irection. If the object is

larger than 2" on a side, it

rotates in the direction
ushed instead of the

N

\\
(g

4

§ f COMPLICATION 15 * g
‘Ashstorm

st

3 "COMPLICATION 16
Torrent of Raging
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takes damage, half the
damage. Whenever a
model activates, it

iil randomly select 1 model on
b the battlefield. It becomes

ﬁ infected as the initial carrier.
5 Whenever an infected model
is closer than 1" to another
model, the other model is
infected as well. On each
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Betrayal

Roll 1d4 and determine an edge of the
zAl; map. Roll 1d6 to determine a distance
H from the first edge. Roll 1d8 to
determine a distance from the edge to
l ? the left. At this point, place a Death

| Engine token. Whenever a model comes
within 1" of the Death Engine, it can
choose to either retain control of it like
an objective token, or use it as an action.

% If it attempts to use it, number all the N
\‘ models on the field. Roll 1d20. Remove *f

roll a d20 for every model on
the field. The model with the
lowest roll betrays its own
and turns to the other side.
Its original side cannot attack
%: it until it performs either a

¢ power or an attack action. It

All Speed Attacks get
+1d8 to hit.
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ield of Rage 3
. F1el0 o Rage

| appropriate tokens for each.
I Place each token on the

? battlefield, separated from each
4 other and the edge by 6".

'{ Whenever a model moves onto
3 that token, they can spend an
action to pick up the item. If
they do, they gain access to that
Y item for the duration of the

All Magic Attacks and
Powers have their

All Power Attacks get
+1d8 damage.

3 *COMPLICATION 25

€nemy
_ Reinforcements

N\ Set aside extra enemy
if| models or units totaling 25%
i of the enemy's XP budget.

S ¥ COMPLICATION 27
Ammo Caches;

ey

¢ or units totaling 25% of the
heroes' XP budget. Roll for a

3 tokens on the field, 6"

|t from each other. Any
t

& model that stops

é within 1" immediately

refreshes all limited-

use actions. Then

deployment position. At the
beginning of turn 2, there's a

Y/ they appear at that
\Y deployment. If not, they
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COMPLICHTION 28 COMPLICHTION 29§ | > compLICATION 3o

Abstract Metaphysical
i Plane <
R SR = <

5§ All powers gain 5 range
3 ¢ and can target any model
regardless of line of sight.
All models can move

Burning Brimstone
tu",;n W&)&%ﬂ(f na_'o,..-

b the battlefield 6" apart and 3"

/it from the edge. Each time a

¥ model moves within 1" of one

) of these power crystal tokens,
they take it off the board and

can use it for rolling any

v/, attack or defense. Once it's

Being adjacent to any
obstruction or wall is
considered a 1d4
damage hazard.
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“OBJECTIVE 1

in setup, 6" apart and 3"
|t from the edge. Whoever
& scores the most

| i objective points after 3

. rounds wins the game.
If there's a tie, play until
(e the tie is resolved.

JXE

_ﬁrea Denial_

o

OBJ€CTIV€ 2

Invasion

: Place 4 objective
| tokens in setup 6"
i\l apart and 3" from the
edge. If the heroes
have control 2 or more
\} objectives by the end
¥, of round 3, they win.

JXL

#l; After models are placed,
i randomly select a single
enemy model. The heroes

{\' win if that model dies. If that
I model is still alive at the end
¥, of round 3, the enemy wins.
Enerny models within 6" of
N y the assassination target will

It enemy models. If the
¥, heroes have control of
2 of the tokens by the
¢ end of round 3, they

win. These tokens act

OBJECTIVE 5
De athmatch

k. The last force
standing wins.

2 D

1 b side of the board they are

OBJECTIVE 6
Tactical Retreat 4

% furthest from. If half or more of
i\ their force makes it off the board
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OBJECTIVE 7

The side that deals
" ’{ damage first wins
immediately.

*)XL

First Blooo

o NG ey

OBJECTIVE &

: All enemy models

must be destroyed
before the end of turn
3.If the heroes fail to

€xtermination 4

model dies, the
heroes lose.

*)Xi,

! OBJECTIVE 9
_Last Stano

Ik All hero models must
| be alive at the end of
i turn 3. If any hero

ey




OBJECTIVE 10 ) § =) OBJECTIVE 12

The Relic ; Line of Battle

‘S This skirmish takes place in the
8\ context of a larger battle, raging on
either side of the map. The heroes'
objective is to push to the furthest
side. If half or more of the hero

# models get within 6" of the target

move 2 pieces each of terrain to
form a defensible area, then place
their models in that area. If any
enemy models are inside that area,
7 move them outside. The battle then ;
g begins as normal. If there are any |, side, they win. If half or more of the
¥ enemy models inside the defensive enemy models get within 6" of the
7 | W area at the end of turn 3, the heroes ¢ | W heroes' side, they win and the heroes
lose. If there are not, and at least lose. If either side loses more than
Y/, one hero is inside the defensive half of their models, they lose

; Y, immediately and the other side wins.

6 At the end of turn 3, whoever
t has the most victory points

% for controlling it wins the

é battle. It can be picked up

\% and moved like an item. If

he edge of the battlefield,
hen that side wins.
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“OBJECTIVE 15
Protection

) Divide the enemies into
: one group for each round
of combat, and remove all
but the first group. Deploy
Il anew group to a new

é position at the beginning of
W, each turn. If one or more

objective tokens within
6" of the center of the
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¥ Enemy Flag item token on the
¥ Enemy Base. The first side to
move their own flag and the
4), opponent's flag to within 3" of
)¢ their own base wins.




