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ERRATA
WARMACHINE: Prime Mk II
p. 28. Game Terms.
Add the following sentence to the end of the third paragraph:
If you take control of an enemy trooper, it acts as an independent 
model while it is under your control.

p. 34. Eyeless Sight.
Replace the last sentence with the following:
This model ignores concealment (p. 57) and Stealth (p. 34).

p. 37. Facing.
Add the following sentence to the end of the second paragraph:
If a model is not completely within the back arc of a model, it is 
within its front arc.

p. 42. Activating Units.
Replace the fifth sentence of the first paragraph with the 
following:
A trooper that is out of formation at the start of its unit’s 
activation must use its normal movement to make a full advance 
toward or run directly toward its unit commander.

p. 43. Line of Sight.
Add the following lines to the first paragraph of this section:
Any time one model “targets” another model, it must have line 
of sight to that model. When a model “selects” another model, 
it need not have line of sight. A model’s controller can check its 
line of sight at any time.

pp. 46–47. Charge.
Replace the sixth and seventh sentences of the second 
paragraph with the following:
Once the charge target is in the charging model’s melee range, 
it must stay in the charging model’s melee range for the entire 
charge. The charging model stops if it contacts a model, an 
obstacle, or an obstruction or if it is pushed, slammed, or thrown.

p. 48. Placed.
Replace the fifth sentence with the following:
A model cannot be placed in impassable terrain or with its base 
overlapping a linear obstacle, an obstruction, or another model’s base.

p. 48. Actions.
In the last sentence of the first paragraph, change “cannot 
move” to “cannot advance.”

p. 48. Combat Actions.
Replace the third sentence with the following:
A normal attack is an attack with a weapon that is not a special 
attack or a Chain Attack.

p. 51. Power Attacks.
Change the trample bullet point to the following:
Heavy and Colossal warjacks: trample.

pp. 51–52. Headlock/Weapon Lock.
Replace the first sentence with the following:
A model making a headlock/weapon lock can lock a warjack or 
warbeast’s weapon or head to prevent its use if the target has an 
equal- or smaller-sized base.

Replace the fifth paragraph with the following:
A locked model can choose only to make a combat action as its action and 
cannot make a special attack. At the beginning of its combat action, a 
model suffering a headlock/weapon lock must attempt to break the lock. 
When a break attempt is made, both models involved in the lock roll 
a d6 and add their STR. If the locked model’s total exceeds that of the 
model holding the lock, the lock is broken. The locked model can make 
its initial melee attacks with any melee weapon not located in a locked 
system as normal. After resolving these attacks and attempts to break 
free, a warjack can spend focus points to make more attempts to break 
a lock or to make additional attacks with usable weapons, at 1 focus 
point per break attempt or additional attack. Once a lock is broken, the 
model can use the weapon that was locked to make additional attacks 
during its activation. At any time during its activation, a model can 
voluntarily release a lock it is maintaining.
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p. 54. Being Thrown.
Replace the last sentence of the first paragraph with the 
following:
A large- or huge-based model throwing a small-based model 
adds 1˝ to this distance.

p. 55. Double-Hand Throw.
Add the following after the second sentence of the third 
paragraph:
In either case, the direction must be away from the attacker as 
with other throw power attacks.

Replace the fourth sentence of the third paragraph with the 
following:
A large- or huge-based model throwing a small-based model adds 
1˝ to this distance.

Add the following to the end of the fourth paragraph:
The deviation distance cannot exceed half the distance between 
the thrown model and the intended point of impact.

pp. 55–56. Trample.
Replace the first sentence of the third paragraph with the 
following:
After the warjack has finished its trample movement, it makes a 
melee attack roll against each small-based model through which 
it moved during this movement.

Add the following to the Trample section.
If a trampling model first contacts the front arc of a model in 
Shield Wall, that model gains its Shield Wall ARM bonus when 
resolving damage for the trample.

p. 57. Concealment and Cover.
Add the following after the second sentence of the first 
paragraph:
A terrain feature obscures the base of a target model if you can 
draw a line from any part of the attacker’s volume to any part 
of the target model’s volume and that line passes through that 
terrain feature. In order to benefit from concealment or cover, 
the model must be within 1˝ of the terrain feature along that 
straight line.

p. 63. Knockdown.
In the second sentence, change “cannot move” to “cannot 
advance.”

p. 64. Stationary Models.
Replace the first sentence of the last paragraph with the 
following:
A melee attack against a stationary model automatically hits.

p. 65. Forfeiting.
Replace the last sentence of the fourth paragraph with the 
following:
A model cannot forfeit its movement if it cannot advance or does 
not have a movement available.

p. 67. Warcaster Destruction.
Replace the fourth sentence of the first paragraph with the 
following:
When a warjack goes inert, it loses any focus points it has. A 
warjack cannot gain focus points while inert. An inert warjack 
cannot activate and does not have a melee range. An inert 
warjack cannot engage or be engaged by other models. A model 
is never in melee with an inert warjack. An inert warjack has no 
facing, cannot advance, cannot make attacks, and does not gain 
an ARM bonus for shields or bucklers. Abilities that cannot be 
used while a model is stationary cannot be used while a warjack 
is inert. A melee attack targeting an inert warjack automatically 
hits. An inert warjack has a base DEF of 5.

p. 68. Reactivating Warjacks.
Add the following text: 
If the model reactivating a warjack has the Battlegroup 
Commander rule, the warjack becomes a part of its battlegroup.

p. 71. Attachments.
Replace the first sentence with the following:
Attachments are made up of one or more models that can be 
added to another unit.

p. 71. Attachments.
Add the following to the Attachments text.
Models in a unit gain the benefits of granted abilities only while 
the model on whose card the rule appears is in formation.

p. 72. Field Promotion.
Add the following to the Field Promotion text:
If an effect allows your opponent to immediately take control of 
the Officer or Leader of a unit to make an attack or to make a full 
advance and an attack, that model remains the unit commander 
and is not replaced despite your opponent’s temporary control.

p. 72. Spells and Effects.
Add the following to the Spells and Effects text:
When a model’s special rule or spell allows its controller to choose or 
target a friendly unit, all models in that unit must be in formation.

p. 73. Focus: Shake Effect.
Add the following to the Focus: Shake Effect text:
During your Control Phase after allocating focus, if this model 
is affected by Shadow Bind it can spend 1 focus point to cause 
the Shadow Bind status to expire.

During your Control Phase after allocating focus, if this model is 
Blind it can spend 1 focus point to cause the Blind status to expire.

p. 75. Focus: Shake Effect.
Add the following to the Focus: Shake Effect text:
During your Control Phase after allocating focus, if this model is 
affected by Shadow Bind it can spend 1 focus point to cause the 
Shadow Bind status to expire.
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During your Control Phase after allocating focus, if this model is 
Blind it can spend 1 focus point to cause the Blind status to expire.

p. 77. Casting a Spell.
Replace the first three sentences with the following:
To cast a spell, a model must declare a target (if the spell has a 
target) and then pay the spell’s COST. If the spell is an upkeep 
spell, any other copies of that spell cast by the spellcaster 
immediately expire.

p. 77. Magic Attack Rolls.
Replace the first sentence of the fourth paragraph with the 
following:
A magic attack roll does not suffer the target in melee attack 
roll penalty when the point of origin is in melee with the target.

p. 79. Channeling.
Replace the second sentence of the third paragraph with the 
following:
The spellcaster can spend focus to boost die rolls.

p. 81. Mount.
Replace the bold equation with: 
Mount Melee Damage Roll = 2d6 + POW of Mount

pp. 81–82. Cavalry Charge.
Replace the first sentence of the second paragraph with the 
following:
If a charging cavalry model contacts another model during 
its movement and has moved at least 3˝, it can stop and make 
impact attacks with its Mount (see “Mount,” previous) against 
all models in the Mount’s melee range.

p. 82. Light Cavalry.
Replace the first sentence of the second paragraph with:
After an independent light cavalry model completes its action, the 
model can advance up to 5˝. After all the models in a light cavalry 
unit have completed their actions, each can advance up to 5˝.

p. 92. Mosh Pit.
The Mosh Pit is a 16˝-diameter circle.

p. 244. Appendix A.
Add the following to the end of the second paragraph:
At any time two or more abilities are triggered at the same 
time, such as “attack hit” or “end activation,” the active player 
chooses the order in which abilities on his models resolve, then 
the inactive player chooses the order in which abilities on his 
models resolve.

pp. 247–249. Appendix B.
Replace the text of the Extended Control bond with:
This warjack gains Extended Control Range. (When checking to 
see if a model with Extended Control Range is in its controller’s 
control area, double the area.)

HORDES: Primal Mk II
p. 28. Game Terms.
Add the following sentence to the end of the third paragraph:
If you take control of an enemy trooper, it acts as an independent 
model while it is under your control.

p. 33. Eyeless Sight.
Replace the last sentence with the following:
This model ignores concealment (p. 57) and Stealth (p. 34).

p. 37. Facing.
Add the following sentence to the end of the second 
paragraph:
If a model is not completely within the back arc of a model, it is 
within its front arc.

p. 38. Building Your Army.
Replace the first sentence of the second paragraph with the 
following:
To create an army, first choose a faction and decide on an 
encounter level, then spend the allotted army points to add 
models and units from your chosen faction and the minions who 
will work for that faction.

p. 42. Activating Units.
Replace the fifth sentence of the first paragraph with the 
following:
A trooper that is out of formation at the start of its unit’s 
activation must use its normal movement to make a full advance 
toward or run directly toward its unit commander.

p. 43. Line of Sight.
Add the following lines to the first paragraph of this section:
Any time one model “targets” another model, it must have line 
of sight to that model. When a model “selects” another model, 
it need not have line of sight. A model’s controller can check its 
line of sight at any time.

p. 47. Charge.
Replace the sixth and seventh sentences of the second 
paragraph with the following:
Once the charge target is in the charging model’s melee range, 
it must stay in the charging model’s melee range for the entire 
charge. The charging model stops if it contacts a model, an 
obstacle, or an obstruction or if it is pushed, slammed, or thrown.

p. 48. Placed.
Replace the fifth sentence with the following:
A model cannot be placed in impassable terrain or with its base 
overlapping a linear obstacle, an obstruction, or another model’s base.

p. 48. Actions.
In the last sentence of the first paragraph, change “cannot 
move” to “cannot advance.”
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p. 48. Combat Actions.
Replace the third sentence with the following:
A normal attack is an attack with a weapon that is not a special 
attack or a Chain Attack.

p. 51. Power Attacks.
Change the trample bullet point to the following:
Heavy and Gargantuan warbeasts: trample.

pp. 51–52. Headlock/Weapon Lock.
Replace the first sentence with the following:
A model making a headlock/weapon lock can lock a warjack or 
warbeast’s weapon or head to prevent its use if the target has an 
equal- or smaller-sized base.

Replace the fifth paragraph with the following:
A locked model can choose only to make a combat action as its 
action and cannot make a special attack. At the beginning of its 
combat action, a model suffering a headlock/weapon lock must 
attempt to break the lock. When a break attempt is made, both 
models involved in the lock roll a d6 and add their STR. If the 
locked model’s total exceeds that of the model holding the lock, 
the lock is broken. The locked model can make its initial melee 
attacks with any melee weapon not located in a locked system 
as normal. After resolving these attacks and attempts to break 
free, a warbeast can be forced to make more attempts to break a 
lock or to make additional attacks with usable weapons; force 
the warbeast once per break attempt or additional attack. Once 
a lock is broken, the model can use the weapon that was locked 
to make additional attacks during its activation. At any time 
during its activation, a model can voluntarily release a lock it 
is maintaining.

p. 53. Being Thrown.
Replace the last sentence of the first paragraph with the 
following:
A large- or huge-based model throwing a small-based model 
adds 1˝ to this distance.

pp. 54–55. Double-Hand Throw.
Add the following after the second sentence of the third 
paragraph:
In either case, the direction must be away from the attacker as 
with other throw power attacks.

Replace the fourth sentence of the third paragraph with the 
following:
A large- or huge-based model throwing a small-based model adds 
1˝ to this distance.

Add the following to the end of the fourth paragraph:
The deviation distance cannot exceed half the distance between 
the thrown model and the intended point of impact.

pp. 55–56. Trample.
Replace the first sentence of the third paragraph with the 
following:
After the warbeast has finished its trample movement, it makes a 
melee attack roll against each small-based model through which 
it moved during this movement.

Add the following to the Trample section.
If a trampling model first contacts the front arc of a model in 
Shield Wall, that model gains its Shield Wall ARM bonus when 
resolving damage for the trample.

p. 57. Concealment and Cover.
Add the following after the second sentence of the first 
paragraph:
A terrain feature obscures the base of a target model if you can 
draw a line from any part of the attacker’s volume to any part 
of the target model’s volume and that line passes through that 
terrain feature. In order to benefit from concealment or cover, 
the model must be within 1˝ of the terrain feature along that 
straight line.

p. 63. Knockdown.
In the second sentence, change “cannot move” to “cannot 
advance.”

p. 65. Stationary Models.
Replace the first sentence of the last paragraph with the 
following:
A melee attack against a stationary model automatically hits.

p. 65. Forfeiting.
Replace the last sentence of the fourth paragraph with the 
following:
A model cannot forfeit its movement if it cannot advance or does 
not have a movement available.

pp. 68–69. Continuous Effects.
Replace the first icon in the Corrosion entry ( ) with the 
Continuous Effect: Corrosion   icon.
Replace the first icon in the Fire entry ( ) with the 
Continuous Effect: Fire   icon. Replace the last icon in the 
Fire entry ( ) with the Immunity: Fire   icon.

p. 71. Attachments.
Replace the first sentence with the following:
Attachments are made up of one or more models that can be 
added to another unit.

p. 71. Attachments.
Add the following to the Attachments text:
Models in a unit gain the benefits of granted abilities only while 
the model on whose card the rule appears is in formation.

p. 72. Field Promotion.
Add the following to the Field Promotion text:
If an effect allows your opponent to immediately take control of 
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the Officer or Leader of a unit to make an attack or to make a full 
advance and an attack, that model remains the unit commander 
and is not replaced despite your opponent’s temporary control.

p. 72. Spells and Effects.
Add the following to the Spells and Effects text:
When a model’s special rule or spell allows its controller to 
choose or target a friendly unit, all models in that unit must be 
in formation.

p. 74. Shake Effects.
Add the following to the Shake Effects text:
During your Control Phase after resolving threshold checks 
and frenzies, a warbeast that is affected by Shadow Bind can be 
forced to cause the Shadow Bind status to expire.

During your Control Phase after resolving threshold checks and 
frenzies, a warbeast that is Blind can be forced to cause the Blind 
status to expire.

p. 74. Threshold and Frenzy.
Replace the last paragraph with the following:
A player cannot intentionally choose a path for a frenzying 
model’s charge that would cause the charge to fail.

Because a frenzied warbeast activates in the Control Phase, it 
cannot activate during the Activation Phase that turn. During 
the frenzy activation, a frenzied warbeast can only take its 
movement and action as described above. It cannot be forced, 
use its animus, use abilities, etc. If a frenzied warbeast cannot 
immediately activate, it loses its activation and is no longer 
frenzied, and you can remove any number of fury points from it.

p. 77. Fury: Shake Effect.
Add the following to the Fury: Shake Effect text:
During your Control Phase after resolving threshold checks and 
frenzies, if this model is affected by Shadow Bind it can spend 1 
fury point to cause the Shadow Bind status to expire.

During your Control Phase after resolving threshold checks and 
frenzies, if this model is Blind it can spend 1 fury point to cause 
the Blind status to expire.

p. 80. Casting a Spell.
Replace the first two sentences with the following:
To cast a spell, a model must declare a target (if the spell has a 
target) and then pay the spell’s COST. If the spell is an upkeep 
spell, any other copies of that spell cast by the spellcaster 
immediately expire.

p. 80. Magic Attack Rolls.
Replace the first sentence of the fourth paragraph with the 
following:
A magic attack roll does not suffer the target in melee attack 
roll penalty when the point of origin is in melee with the target.

p. 82. Channeling.
Replace the second sentence of the third paragraph with the 
following:
The spellcaster can spend fury to boost die rolls.

p. 83. Mount.
Replace the bold equation with:
Mount Melee Damage Roll = 2d6 + POW of Mount

pp. 83–84. Cavalry Charge.
Replace the first sentence of the second paragraph with the 
following:
If a charging cavalry model contacts another model during 
its movement and has moved at least 3˝, it can stop and make 
impact attacks with its Mount (see “Mount,” previous) against 
all models in the Mount’s melee range.

p. 84. Light Cavalry.
Replace the first sentence of the second paragraph with:
After an independent light cavalry model completes its action, the 
model can advance up to 5˝. After all the models in a light cavalry 
unit have completed their actions, each can advance up to 5˝.

p. 94. Mosh Pit.
The Mosh Pit is a 16˝-diameter circle.

p. 236. Appendix A.
Add the following to the end of the second paragraph:
At any time two or more abilities are triggered at the same time, 
such as “attack hit” or “end activation,” the active player chooses 
the order in which abilities on his models resolve, then the inactive 
player chooses the order in which abilities on his models resolve.

pp. 239–241. Appendix B.
Replace the text of the Extended Control bond with:
This warbeast gains Extended Control Range. (When checking to 
see if a model with Extended Control Range is in its controller’s 
control area, double the area.)

Replace the text of the Dominator bond with:
When this warbeast makes an attack against an enemy warbeast 
or warjack in the control area of this warbeast’s controlling 
warlock, this warbeast gains +2 to the attack and damage rolls 
against the enemy model.

Expansion Book Errata
Cygnar Force Book
p. 34. Lieutenant Allister Caine 
Theme Force.
Change the text of the first sentence of the Tier 1 Benefit to:
Non-character Arcane Tempest Gun Mage units become FA U.
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Protectorate of Menoth Force Book
p. 38. The Harbinger of Menoth 
Theme Force.
Add the following sentence to the Tier 3 Benefit:
These walls cannot be placed within 3˝ of another wall or terrain feature.

CEPHALYX Force Book
pp. 34–35. Monstrosity Power 
Attacks.
Replace the second sentence with:
When a monstrosity performs a power attack or a model 
performs a power attack against a monstrosity, follow 
the WARMACHINE: Prime power attack rules as if the 
monstrosity were a warjack.

Cryx Force Book

p. 28. Iron Lich Asphyxious Theme 
Force.
Replace the last sentence of the Tier 3 benefit with:
Wreck markers cannot be placed within 3˝ of a terrain feature or 
another wreck marker.

p. 32. Master Necrotech 
Mortenebra Theme Force.
Change the text of the Tier 2 Benefit to:
Helljacks gain Stealth   during the first round of the game.

Convergence of CyrIss 
Force booK
p. 41. Forge Master Syntherion 
Theme Force.
Change the text of the Tier 1 Benefit to:
Algorithmic Dispersion Optifex solos gain Advance  
Deployment  .

Mercenaries Force Book

p. 22. Fiona the Black Theme Force.
Replace all instances of “Sea Dog Crew” with “Sea Dog 
Boarding Crew.”

p. 24. Magnus the Traitor Theme 
Force.
Replace the last sentence of the Tier 3 benefit with:
Wreck markers cannot be placed within 3˝ of a terrain feature or 
another wreck marker.

p. 25. Captain Bartolo Montador 
Theme Force.
Replace all instances of “Sea Dog Crew” with “Sea Dog 
Boarding Crew.”

Legion of Everblight 
Force Book
p. 26. Lylyth, Shadow of 
Everblight Theme Force.
Replace all instances of “Blighted Nyss Striders” with 
“Strider Rangers.”

p. 28. Thagrosh, the Messiah Theme 
Force.
Add Blighted Nyss Shepherds to the list of solos that can be 
included in the army.

WARMACHINE: Wrath

p. 16. Facing & Line of Sight.
Replace the last sentence with the following:
If any part of a model’s base is on the line separating the left and 
right fields of fire it is considered to be in both fields of fire.

p. 17. Massive.
Replace the text of Massive with the following:
A battle engine cannot be pushed, knocked down, or made 
stationary. A battle engine cannot be moved by a slam or throw.

HORDES: Domination

p. 17. Massive.
Replace the text of Massive with the following:
A battle engine cannot be pushed, knocked down, or made 
stationary. A battle engine cannot be moved by a slam or throw.

WARMACHINE: Colossals

p. 20. Facing & Line of Sight.
Add the following after the fifth sentence:
When using weapon abilities on the right or left side of a huge-
based model, replace any references to “this model’s LOS” with 
“this model’s LOS and this weapon’s field of fire.”

p. 21. Massive.
Replace the text of Massive with the following:
A colossal cannot be pushed, knocked down, or made stationary. 
A colossal cannot be moved by a slam or throw.

p. 23. Damaging a Colossal.
Add the following paragraph to Damaging a Colossal:
Some colossals also have an S system or superstructure. In 
addition to any effects of a crippled superstructure listed in a 
colossal’s rules, all weapons in location S suffer the effects under 
Crippled Weapon when the S system is crippled.
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HORDES: Gargantuans

p. 16. Facing & Line of Sight.
Add the following after the fifth sentence:
When using weapon abilities on the right or left side of a huge-
based model, replace any references to “this model’s LOS” with 
“this model’s LOS and this weapon’s field of fire.”

p. 17. Massive.
Replace the text of Massive with the following:
A gargantuan cannot be pushed, knocked down, or made 
stationary. A gargantuan cannot be moved by a slam or throw.

p. 45. Hunters Grim Theme Force.
Change the text of the Tier 4 requirements to:
The army includes one or more Pyg Bushwhacker units.

HORDES: Exigence

p. 16. Warbeast Packs.
Add the following paragraph to Unit:
Although warbeast packs are both warbeasts and units, they 
follow warbeast theme force restrictions as other warbeasts do 
but are not affected by unit restrictions.

p. 16. Pack Fury and Fury Points.
Replace the last sentence of the fourth paragraph with 
the following:
When a warbeast in a pack is destroyed by a friendly attack or 
as a result of damage transferred from its battlegroup controller, 
however, fury cannot be reaved from the pack.

p. 17. Bradigus Thorle the 
Runecarver Theme Force.
Replace the Tier 3 benefit with the following:
You gain +1 on your starting roll for the game.

No Quarter Magazine #42

p. 79. Captain Phinneus Shae Theme 
Force.
Replace all instances of “Sea Dog Crew” with “Sea Dog 
Boarding Crew.”

No Quarter Magazine #49

p. 59. Calandra Truthsayer, 
Oracle of the Glimmerwood 
Theme Force.
Swap the Tier 1 benefit with the Tier 4 benefit. The Tier 1 
benefit is:
At the start of your first turn, choose one warbeast in Calandra’s 
battlegroup. All models in the army are affected by that 
warbeast’s animus.

The Tier 4 benefit is: 
Decrease the point cost of warbeasts in Truthsayer’s battlegroup by 1.

No Quarter Magazine #54

p. 53. Kaelyssa, Night’s Whisper 
Theme Force.
Replace the text of Force Multiplier with:
Target friendly Faction warjack. If the target warjack is in range 
and has 1 or more focus points, it is allocated 1 focus point.

Model Errata
Cygnar
Arcane Tempest Gun Mages. Unit 
Name.
Replace the unit name with “Arcane Tempest Gun Mage 
Pistoleers.”

Arcane Tempest Gun Mage 
Officer. Attachment.
Replace Attachment [Arcane Tempest Gun Mages] with:
Attachment [Arcane Tempest Gun Mage Pistoleers] – This 
attachment can be added to an Arcane Tempest Gun Mage 
Pistoleers unit.

Black 13th Gun Mage Strike Team. 
Tip.
Add the following tactical tip:
When using Theme Forces, remember this unit is a character 
unit that is both an Arcane Tempest unit and a Gun Mage unit.

Captain Jeremiah Kraye. Pursuit.
Replace the text of Pursuit with the following:
If target enemy model/unit advances during its normal movement, 
immediately after ending this movement one model in this model’s 
battlegroup that is in its control area can make a full advance.

Captain Kara Sloan. Firing Squad.
Replace the second sentence of Firing Squad with the 
following:
When a model in Sloan’s battlegroup that is in her control area 
hits an enemy model with a normal ranged attack during its 
activation, immediately after that attack is resolved one other 
model in Sloan’s battlegroup that is in her control area can make 
one normal ranged attack.

Gallant. Open Fist.
(Apply only to the card. The WARMACHINE: Wrath entry 
is correct.)
Add the Open Fist icon ( ) to Gallant’s Open Fist.

Gallant. Shield Guard.
Remove the tactical tip and replace the text of Shield 
Guard with:
Once per round, when a friendly model is directly hit by a ranged 
attack during your opponent’s turn while within 2˝ of this 
model, you can choose to have this model directly hit instead. 
This model is automatically hit and suffers all damage and 
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effects. This model cannot use Shield Guard if it is incorporeal, 
knocked down, or stationary.

Hunter. Extended Control Range.
Replace the text of Extended Control Range with:
When checking to see if this model is in its controller’s control 
area, double the area.

Long Gunner Infantry Officer & 
Standard. Standard Bearer.
(Apply only to the card. The Forces of WARMACHINE: 
Cygnar entry is correct.) 
The Standard Bearer has a sword with POW 3 (P+S 7).

Long Gunner Infantry Officer & 
Standard. Suppressing Fire.
Replace the fourth sentence of Suppressing Fire with the 
following:
After all models in this unit have completed their normal 
movement, place an AOE completely within 14˝ of all 
participants, with its center point in the LOS of all participants, 
ignoring intervening models.

Major Markus “Siege” Brisbane. 
Breach.
Replace the text of Breach with the following:
The next time each enemy model suffers a damage roll while 
in Siege’s control area, halve its base ARM when calculating 
damage. Breach lasts for one turn.

Major Markus “Siege” Brisbane. 
Explosivo.
Replace the fourth and fifth sentences of Explosivo with the 
following:
Models in the AOE other than the model that was directly hit 
suffer blast damage rolls but do not suffer any other effects of the 
attack. Explosivo expires immediately after resolving the target 
model’s next ranged attack.

Major Markus “Siege” Brisbane. 
Ground Pounder.
Add the following sentence to Ground Pounder:
Ground Pounder attack rolls do not suffer the target in melee 
attack roll penalty, and a missed Ground Pounder attack roll is 
not rerolled against another model.

Major Victoria Haley. Temporal 
Shift.
Remove the second sentence of Temporal Shift.

Major Prime Victoria Haley. 
Temporal Flux.
Replace the text of Temporal Flux with:
Models in this unit gain +2 DEF. While within 5˝ of one or more 
models in this unit, other friendly Faction models gain +2 DEF and 
enemy models suffer –2 DEF. Temporal Flux lasts for one round.

Major Prime Victoria Haley. Time 
Projection.
Replace the second and third sentences of Haley Past’s and 
Haley Future’s Time Projection with:
During your Control Phase, this model can allocate focus points 
to warjacks in Haley Primeʼs battlegroup that are in this model’s 
control area. This model can channel spells through warjacks in 
Haley Primeʼs battlegroup with the arc node advantage that are 
in this model’s control area.

Sentinel. Shield Guard.
Replace the text of Shield Guard with:
Once per round, when a friendly model is directly hit by a ranged 
attack during your opponent’s turn while within 2˝ of this 
model, you can choose to have this model directly hit instead. 
This model is automatically hit and suffers all damage and 
effects. This model cannot use Shield Guard if it is incorporeal, 
knocked down, or stationary. 

Storm Lances. Electrical Bolt.
Add Damage Type: Electricity   to the Electrical Bolt weapon.

Stormwall. Covering Fire.
Replace the first sentence of Covering Fire with:
Instead of making attacks with this weapon during this model’s 
activation, you can place a 3˝ AOE anywhere completely within 
this weapon’s RNG.

Trench Buster. Flank.
(Apply only to the WARMACHINE: Reckoning entry. 
The card is correct).
Replace the words “Flank [Trencher]” with “Flank 
[Another Trencher].”

Trencher Infantry. Assault 
(Order).
(Apply only to the card. The WARMACHINE: Prime Mk  II 
and Forces of WARMACHINE: Cygnar Trencher Infantry 
entries are correct). 
Add the following after the second sentence:
Models that received this order cannot make combined ranged 
attacks this activation.

Triumph. Sub-type.
(Apply only to the card. The WARMACHINE: Wrath entry 
is correct.)
Delete the word “Defender” from Triumph’s sub-type line.

Protectorate of Menoth
Anson Durst, Rock of the Faith. 
Eruption of Ash.
(Apply only to the card. The WARMACHINE: Reckoning 
entry is correct). 
Replace the Continuous Effect: Fire icons . in Eruption of Ash 
with Damage Type: Fire icons .
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Blood of Martyrs. Affinity 
[Thyra].
Replace the second sentence of Affinity [Thyra] with the 
following:
When a model with Side Step hits an enemy model with an 
initial melee attack or a melee special attack that is not a power 
attack, it can advance up to 2˝ after the attack is resolved.

Dervish. Side Step.
Replace the first sentence of Side Step with the following:
When this model hits an enemy model with an initial melee 
attack or a melee special attack that is not a power attack, it can 
advance up to 2˝ after the attack is resolved.

Devout. Shield Guard.
Remove the tactical tip and replace the text of Shield 
Guard with:
Once per round, when a friendly model is directly hit by a ranged 
attack during your opponent’s turn while within 2˝ of this 
model, you can choose to have this model directly hit instead. 
This model is automatically hit and suffers all damage and 
effects. This model cannot use Shield Guard if it is incorporeal, 
knocked down, or stationary. 

Exemplar Bastion Seneschal. Iron 
Wall.
Replace the last sentence of Iron Wall with the following:
When this model is directly hit by an enemy ranged or magic 
attack, you can choose to have one of those non-incorporeal 
warjacks be directly hit instead. That model is automatically hit 
and suffers all damage and effects.

Hand of Judgment. Immunity: Fire.

(Apply only to the card. The WARMACHINE: Reckoning 
entry is correct.)
Hand of Judgment has Immunity: Fire .

Harbinger of Menoth. 
Martyrdom.
Replace the last sentence of Martyrdom with the following:
When a friendly Faction non-warcaster warrior model in this 
model’s command range is disabled, this model can suffer d3 
damage points to heal 1 damage point on the disabled model.

High Executioner Servath Reznik. 
Witch Hound.
Replace Witch Hound with the following:
When one or more models in this model’s battlegroup that are in 
its control area are hit by an enemy magic attack, immediately 
after the attack is resolved one model in this model’s battlegroup 
that is in its control area can make a full advance and make one 
normal attack.

Thyra, Flame of Sorrow. Pursuit.
Replace the text of Pursuit with the following:
If target enemy model/unit advances during its normal 
movement, immediately after ending this movement one model 
in this model’s battlegroup that is in its control area can make 
a full advance.

Vessel of Judgment. Destructive 
Power.
(Apply only to the WARMACHINE: Wrath entry. The card 
is correct.)
Replace the last sentence of Destructive Power with the 
following:
The damage is suffered before the roll is made.

Vessel of Judgment. Doors of 
Judgment.
(Apply only to the card. The WARMACHINE: Wrath entry 
is correct.)
Replace the first sentence of Doors of Judgment with the 
following:
Once per turn when a friendly living Faction warrior model in this 
model’s command range is boxed by an enemy attack at any time 
other than when it is advancing, this model can use this miracle.

Vessel of Judgment. Holy 
Reliquary.
(Apply only to the card. The WARMACHINE: Wrath entry 
is correct.)
Replace the last sentence of Holy Reliquary with the 
following:
This damage is suffered before the Miracle takes effect.

Khador
Behemoth. Sub-Cortex.
Add the following text:
When this model makes its initial melee attacks or a power 
attack, it can also make its initial ranged attacks.

Conquest. Critical Devastation.
Add the following after the first sentence:
Roll only once for all of the affected models.

Demolisher. Armored Shell.
Replace the second sentence of Armored Shell with the 
following:
If this model makes an attack other than a head-butt, slam, or 
trample power attack, its base ARM is 17 until the start of its 
next activation.

Destroyer. Critical Amputation.
Replace the text of Critical Amputation with the following:
On a critical hit, warjack head and arm systems that suffer 
damage from this attack are crippled.
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Devastator. Armored Shell.
Replace the second sentence of Armored Shell with the 
following:
If this model makes an attack other than a head-butt, slam, or 
trample power attack, its base ARM is 17 until the start of its 
next activation.

Devastator. Bulldoze.
Replace the first sentence of Bulldoze with the following:
When this model advances into B2B contact with an enemy 
model during its activation, it can push that model up to 2˝ 
directly away from it.

Drago. Critical Amputation.
Replace the text of Critical Amputation with the following:
On a critical hit, warjack head and arm systems that suffer 
damage from this attack are crippled.

Great Bears of Gallowswood. 
Backswing.
Remove the tactical tip and replace the text of Backswing with:
Make a normal attack with this weapon. After resolving the 
attack, make one additional attack with this weapon.

Iron Fang Kovnik. Shield March.
Add the following sentence to Shield March:
Shield March lasts for one turn.

Iron Fang Pikemen Officer & 
Standard. Defensive Formation.
Replace the second sentence of Defensive Formation with 
the following:
Immediately after models in this unit complete their actions this 
turn, models in this unit other than this one can make a full 
advance, any previous orders this unit was issued expire, and 
this unit is affected by the Shield Wall order.

Kayazy Eliminators. Side Step.
Replace the first sentence of Side Step with the following:
When this model hits an enemy model with an initial melee 
attack or a melee special attack that is not a power attack, it can 
advance up to 2˝ after the attack is resolved.

Koldun Lord. Iron Wall.
Replace the last sentence of Iron Wall with the following:
When this model is directly hit by an enemy ranged or magic 
attack, you can choose to have one of those non-incorporeal 
warjacks be directly hit instead. That model is automatically hit 
and suffers all damage and effects.

Kommander Harkevich, the Iron 
Wolf. Hour of the Wolf.
Add the following after the third sentence:
Attacks gained from Hour of the Wolf do not count against a 
weapon’s ROF.

Kommander Harkevich, the Iron 
Wolf. Jump Start.
Replace the first two sentences of Jump Start with the 
following:
Models in this model’s battlegroup that are currently in its 
control area stand up and are no longer stationary. Affected 
models can turn to face any direction.

Kossite Woodsmen. Ambush.
Replace the last sentence of Ambush with the following:
Place all models in this unit in formation within 3˝ of the chosen 
table edge.

Man-O-War Bombardiers. Combined 
Ranged Attack.
Man-O-War Bombardiers gain Combined Ranged Attack .

Man-O-War Demolition Corps. 
Backswing.
Remove the tactical tip and replace the text of Backswing with:
Make a normal attack with this weapon. After resolving the 
attack, make one additional attack with this weapon.

Spriggan. Bulldoze.
Replace the first sentence of Bulldoze with the following:
When this model advances into B2B contact with an enemy 
model during its activation, it can push that model up to 2˝ 
directly away from it.

Vladimir Tzepesci. Charge of the 
Horse Lords.
Replace the third sentence of Charge of the Horse Lords 
with the following:
When a model with Side Step hits an enemy model with an 
initial melee attack or a melee special attack that is not a power 
attack, it can advance up to 2˝ after the attack is resolved.

Winter Guard Rifle Corps. 
Suppressing Fire.
Replace the fourth sentence of Suppressing Fire with the 
following:
After all models in this unit have completed their normal 
movement, place an AOE completely within 14˝ of all 
participants, with its center point in LOS of all participants, 
ignoring intervening models.

Cryx
Aiakos, Scourge of the Meredius. 
Deathbringers.
Add the following to the text of Deathbringers:
Deathbringers lasts for one turn.
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Asphyxious the Hellbringer. Bone 
Shaker.
Replace the first sentence of Bone Shaker with the following:
When this spell boxes a living or undead non-warcaster, non-warlock 
enemy warrior model, you can immediately take control of the model 
and make a full advance with the enemy model followed by a normal 
melee attack, then the boxed model is removed from play.

Cankerworm. Affinity [Asphyxious].
Replace the text of Affinity [Asphyxious] with the following:
At the end of Cankerworm’s activation, if it is in Asphyxious’ 
control area, it can make a full advance.

Cankerworm. Imprint: Salvage.
Replace the third sentence with the following:
If it was a heavy or colossal wreck marker, remove +3 damage boxes.

Helldiver. Burrow.
Add the following to Burrow:
If this model becomes inert while removed from the table, remove 
the burrow marker from the table and remove this model from play.

Helldiver. Jaws location.
(Apply only to the Forces of WARMACHINE: Cryx entry. 
The card is correct.)
Change the location of the Jaws to “H.”

Kraken. Collector.
Add the following to the text of Collector:
This model can have up to three corpse tokens at a time.

Leviathan. Burst Fire.
Replace the text of Burst Fire with:
Gain +1 to damage rolls with this weapon against models with medium 
bases and +2 to damage rolls against models with large or huge bases.

Lich Lord Asphyxious. Spectral 
Legion.
Replace the text of Spectral Legion with the following:
Return up to ten friendly destroyed non-warcaster small- or 
medium-based Faction grunts to play, placing them within 3˝ 
of Asphyxious. Returned models gain Undead   and Ghostly, 
become solos, and cannot be attacked or damaged for one turn. 
Returned models must charge during their activations and 
leave play at the end of this turn. (A model with Ghostly can 
advance through terrain and obstacles without penalty and can 
advance through obstructions if it has enough movement to 
move completely past them. A model with Ghostly cannot be 
targeted by free strikes.)

Master Necrotech Mortenebra. 
Jump Start.
Replace the first two sentences of Jump Start with the following:
Models in this model’s battlegroup that are currently in its 
control area stand up and are no longer stationary. Affected 
models can turn to face any direction.

Mechanithralls. Sub-type.
Change the sub-type line to “Cryx Thrall Unit.”

Necrotech. Create Scrap Thrall.
Replace the third sentence of Create Scrap Thrall with:
If it passes, d3 Scrap Thralls are created from a light wreck 
marker or d6 from a heavy or colossal wreck marker.

Pistol Wraith. Chain Attack: Death 
Chill.
Replace Chain Attack: Death Chill with Chain Attack: 
Stationary:
If this model hits the same model with both its initial attacks 
with this weapon, after resolving the attacks it can immediately 
make one additional ranged attack against that model ignoring 
ROF. If the additional attack hits, it does not inflict damage but 
the model hit becomes stationary for one round.

Satyxis Blood Hag. Entropic Force.
(Apply only to the Forces of WARMACHINE: Cryx entry. 
The card is correct.)
Replace the text of Entropic Force with the following:
While in this model’s command range, enemy models lose Tough 
and cannot heal or be healed.

Scrap Thrall. Death Burst.
Add the following to the text of Death Burst:
Death Burst damage is unboostable.

Skarre, Queen of the Broken 
Coast. Fate Weaver.
Replace the second sentence of Fate Weaver with the following:
For each damage point she suffers, one large-based or smaller model 
currently in her control area can be affected by Fate Weaver.

Stalker. Extended Control Range.
Replace the text of Extended Control Range with:
When checking to see if this model is in its controller’s control 
area, double the area.

The Withershadow Combine. 
Granted: Dark Industries.
Replace the first sentence of Granted: Dark Industries with:
While this model is in play, when a model in its unit wrecks an 
enemy light warjack or heavy warjack with an attack while the 
warjack is in melee range of all three models in this unit, instead 
of replacing the warjack with a wreck marker you can replace it 
with a friendly autonomous Cryx warjack.

Wraith Engine. Unhallowed.
(Apply only to the card. The WARMACHINE: Wrath entry 
is correct.)
Replace the text of Unhallowed with the following:
While another friendly Faction model is Incorporeal and in this 
model’s command range, the other friendly Faction model gains 
+2 ARM and does not suffer blast damage.
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Wraith Witch Deneghra. Pursuit.
Replace the text of Pursuit with the following:
If target enemy model/unit advances during its normal movement, 
immediately after ending this movement one model in this model’s 
battlegroup that is in its control area can make a full advance.

Retribution of Scyrah

Aspis. Shield Guard.
Remove the tactical tip and replace the text of Shield Guard with:
Once per round, when a friendly model is directly hit by a ranged 
attack during your opponent’s turn while within 2˝ of this 
model, you can choose to have this model directly hit instead. 
This model is automatically hit and suffers all damage and 
effects. This model cannot use Shield Guard if it is incorporeal, 
knocked down, or stationary.

Dawnguard Destors. Quick Work.
Dawnguard Destors gains Quick Work:
When this model destroys one or more enemy models with a melee 
attack during its combat action, immediately after that attack is 
resolved this model can make one normal ranged attack. Attacks 
gained from Quick Work do not count against a weapon’s ROF.

Discordia. Imprint: Kinetic Field.
Replace the second sentence of Imprint: Kinetic Field with 
the following:
This model gains +2 ARM against ranged attacks and does 
not suffer blast damage. While within 3˝ of this model, friendly 
models gain +2 ARM against ranged attacks and do not suffer 
blast damage. Kinetic Field lasts for one round.

Houseguard Rifleman Officer & 
Standard. Whites of Their Eyes.
Replace the last sentence of Whites of Their Eyes with the 
following:
This activation, models in this unit gain an additional die on 
ranged attack rolls against models within 8˝ of the attacking model.

Hyperion. Sub-type.
Change Hyperion’s sub-type to “Retribution Colossal 
Myrmidon.”

Kaelyssa, Night’s Whisper. Witch 
Hound.
Replace Witch Hound with the following:
When one or more models in this model’s battlegroup that are in its 
control area are hit by an enemy magic attack, immediately after the 
attack is resolved one model in this model’s battlegroup that is in its 
control area can make a full advance and make one normal attack.

Lord Arcanist Ossyan. Temporal 
Distortion.
Replace the third sentence of Temporal Distortion with:
If the affected model is destroyed or removed from play, the AOE 
leaves play.

Thyron Sword of Truth. Blades of 
Vengeance.
Add the following to Blades of Vengeance:
Blades of Vengeance lasts for one turn.

Vyros, Incissor of the Dawnguard. 
Tide of War.
Replace the first sentence of Tide of War with the following:
When one or more friendly Faction models are destroyed by an 
enemy attack while in Vyros’ control area anytime except while 
advancing, immediately after the attack is resolved a friendly 
Faction model in Vyros’ control area can make a full advance.

Convergence of Cyriss
Axis, the Harmonic Enforcer. 
Onslaught.
Replace the text of Onslaught with:
Friendly Faction models beginning a charge in this model’s 
control area gain Pathfinder   during the charge.

Forge Master Syntherion. 
Technological Superiority.
Replace the first sentence with:
Syntherion gains Weapon Platform. When a model in Syntherion’s 
battlegroup begins its activation in his control area, it can charge 
without spending focus and gains Weapon Platform.

Mercenaries
Alexia Ciannor & The Risen. Death 
Magic.
Replace the last sentence of Death Magic with the following:
When this model would suffer damage, you can choose one or 
more models in this unit that are in this model’s command range 
to suffer any number of those damage points instead, divided as 
you choose. If you do, this model does not suffer that damage. 
A model cannot suffer more damage as a result of Death Magic 
than it has unmarked damage boxes.

Alexia, Mistress of the Witchfire. 
Mount.
(Apply only to the WARMACHINE: Colossals entry. The 
card is correct.)
Alexia’s Mount POW is 12.

Captain Phinneus Shae. Storm 
Rager.
Replace the text of Storm Rager with the following:
Target friendly Faction warrior model gains +2  STR, MAT, 
and ARM and cannot be targeted by combined ranged attacks or 
combined melee attacks.

Captain Sam MacHorne & the 
Devil Dogs. Iron Wall.
Replace the last sentence of Iron Wall with the following:
When this model is directly hit by an enemy ranged or magic 
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attack, you can choose to have one of those non-incorporeal 
warjacks be directly hit instead. That model is automatically hit 
and suffers all damage and effects.

Cephalyx Mind Bender & Drudges. 
Adrenal Flood.
Add the following to Adrenal Flood:
Adrenal Flood lasts for one turn.

The Commodore Cannon & Crew. 
Cross-Trained.
Replace the text of Cross-Trained with:
A Sea Dog Boarding Crew Grunt ending its normal movement within 
3˝ of the Commodore can join this unit if it has fewer than three 
Crewmen. Replace the Grunt with the Crewman model. The Crewman 
has effects that were on the replaced Grunt, except for upkeep spells on 
the Grunt’s unit. Sea Dog Boarding Crew Grunts replaced this way do 
not count toward Massive Casualties in their original unit.

Dannon Blythe & Bull. Backswing.
Remove the tactical tip and replace the text of Backswing with:
Make a normal attack with this weapon. After resolving the 
attack, make one additional attack with this weapon.

Dirty Meg. Drive: Off Road.
Replace the third sentence of Drive: Off Road with the 
following:
If it passes, the warjack gains Pathfinder   and must charge or power 
attack slam without spending focus during its activation this turn.

Durgen Madhammer. Blast Armor.
Replace the first sentence of Blast Armor with the following:
When this model would suffer a blast damage roll, it gains 1 
focus point instead.

Durgen Madhammer. Explosivo.
Replace the fourth and fifth sentences of Explosivo with the 
following:
Models in the AOE other than the model that was directly hit 
suffer blast damage rolls but do not suffer any other effects of the 
attack. Explosivo expires immediately after resolving the target 
model’s next ranged attack.

Gastone Crosse. Mercenary 
Battlegroup.
Gastone Crosse gains the ability Mercenary Battlegroup. 
It reads:
This model can control and reactivate only friendly Mercenary 
warjacks.

Ghordson Avalancher. Weapon 
locations.
(Apply only to the card. The Forces of WARMACHINE: 
Mercenaries entry is correct.)
Change the location of the Avalanche Cannon to “R” and 
the location of the Assault Shield to “L.”

Herne & Jonne. Barrage Arquebus.
(Apply only to the WARMACHINE: Prime Mk II entry. The card 
and Forces of WARMACHINE: Mercenaries entry are correct.) 
The Barrage Arquebus has AOE 3.

Mr. Walls, the Quartermaster. 
Attachment.
Replace Attachment [Sea Dog Crew] with:
Attachment [Sea Dog Boarding Crew] – This attachment can be 
added to a Sea Dog Boarding Crew unit.

Mule. Critical Devastation.
Add the following after the first sentence:
Roll only once for all of the affected models.

Ogrun Bokur. Shield Guard.
Remove the tactical tip and replace the text of Shield 
Guard with:
Once per round, when a friendly model is directly hit by a ranged 
attack during your opponent’s turn while within 2˝ of this 
model, you can choose to have this model directly hit instead. 
This model is automatically hit and suffers all damage and 
effects. This model cannot use Shield Guard if it is incorporeal, 
knocked down, or stationary. 

Press Gangers. Shanghai.
Replace the second sentence of Shanghai with:
You can add one Grunt to a friendly Sea Dog Boarding Crew 
unit in this model’s command range.

Sea Dog Crew. Unit Name.
Replace the unit name with “Sea Dog Boarding Crew.”

Sea Dog Rifleman. Attachment.
Replace Attachment [Sea Dog Crew] with:
Attachment [Sea Dog Boarding Crew] – This attachment can be 
added to a Sea Dog Boarding Crew unit.

Sergeant Nicolas Verendrye. 
Flank.
Replace the words “Flank [Steelhead]” with “Flank 
[Another Steelhead].”

Stannis Brocker. Backswing.
Remove the tactical tip and replace the text of Backswing with:
Make a normal attack with this weapon. After resolving the 
attack, make one additional attack with this weapon.

Steelhead Heavy Cavalry. 
Backswing.
Remove the tactical tip and replace the text of Backswing with:
Make a normal attack with this weapon. After resolving the 
attack, make one additional attack with this weapon.

Taryn di la Rovissi, Llaelese Gun 
Mage. Shadow Fire.
Replace the text of Shadow Fire with the following:
The model hit does not block LOS this turn.
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Vanguard. Shield Guard.
Remove the tactical tip and replace the text of Shield 
Guard with:
Once per round, when a friendly model is directly hit by a ranged 
attack during your opponent’s turn while within 2˝ of this 
model, you can choose to have this model directly hit instead. 
This model is automatically hit and suffers all damage and 
effects. This model cannot use Shield Guard if it is incorporeal, 
knocked down, or stationary. 

Wroughthammer Rockram. 
Weapon locations.
(Apply only to the card. The Forces of WARMACHINE: 
Mercenaries entry is correct.)
Change the location of the Sledge Cannon to “R” and the 
location of the Pulverizer to “L.”

Trollbloods

Borka, Vengeance of the 
Rimeshaws. Ice Storm.
Replace the second sentence of Ice Storm with the following:
When an enemy model without Immunity: Cold   hits one or 
more friendly models in Borka’s control area that has Immunity: 
Cold   with a melee attack, the enemy model becomes stationary 
for one round after the attack is resolved. 

Captain Gunnbjorn. Critical 
Devastation.
Add the following after the first sentence:
Roll only once for all of the affected models.

Glacier King. Power Attack Card.
Replace the second sentence of Sweep with the following:
A gargantuan must have at least one melee weapon in its left or 
right field of fire to make a sweep power attack.

Hoarluk Doomshaper, Dire 
Prophet. Unit.
Change the sub-type line to “Trollblood Epic Warlock Unit.”
Doomshaper gains the Officer   advantage.
Doomshaper gains Warlock Unit:
This unit is made up of Doomshaper and the Scroll Bearer.

Doomshaper gains Trollkin:
This model is a Trollkin.

Scroll Bearer gains Pyg:
This model is a Pyg.

Hunters Grim. Pursuit.
Replace the text of Pursuit with the following:
If target enemy model/unit advances during its normal 
movement, immediately after ending this movement one model 
in this model’s battlegroup that is in its control area can make 
a full advance.

Janissa Stonetide. Wall of Stone.
(Apply only to the card. The Forces of HORDES: Trollbloods 
entry is correct.)
Add the following to Wall of Stone:
Wall of Stone lasts for one round. 

Jarl Skuld, Devil of the 
Thornwood. Rolling Fog.
Replace the third sentence of Rolling Fog with the following:
While in the AOE, friendly Faction models can advance through 
terrain and obstacles without penalty and can advance through 
obstructions and friendly models if they have enough movement 
to move completely past them.

Krielstone Bearer & Stone 
Scribes. Protective Aura.
Replace the last sentence of Protective Aura with the following:
When it does, for one round this model and friendly Faction 
models gain +2 ARM while within 4˝ of this model +1˝ per fury 
point on this model.

Madrak Ironhide, Thornwood 
Chieftain. Crusher.
Add the following to Crusher:
Crusher lasts for one turn.

Madrak Ironhide, World Ender. 
Grim Salvation.
Replace the first sentence of Grim Salvation with the following:
When this model would be damaged by an enemy melee or 
ranged attack, it does not suffer the damage and effects triggered 
by taking damage from the attack.

Mountain King. Assault.
The Mountain King gains Assault:
As part of a charge, after moving but before making its charge 
attack, this model can make one ranged attack targeting the 
model charged unless they were in melee with each other at 
the start of this model’s activation. When resolving an Assault 
ranged attack, the attacking model does not suffer the target in 
melee penalty. If the target is not in melee range after moving, 
this model must still make the Assault ranged attack before its 
activation ends.

Mountain King. Power Attack Card.
Replace the second sentence of Sweep with the following:
A gargantuan must have at least one melee weapon in its left or 
right field of fire to make a sweep power attack.

Night Troll. Beguile.
Replace the second sentence of Beguile with the following:
Living enemy non-warcaster, non-warlock models that begin 
an advance within 5˝ of a model with Allure can advance only 
toward the nearest enemy model with Allure.
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Northkin Fire Eaters. CMD.
(Apply only to the HORDES: Exigence entry. The card is correct.)
The Leader & Grunt have CMD 7.

Rök. Field Allowance.
(Apply only to the HORDES: Domination entry. The card 
is correct.)
Change FA U to FA C.

Skaldi Bonehammer.
Skaldi Bonehammer is a Trollkin Champion model.

Stone Scribe Chronicler. Hero’s 
Tragedy.
Replace the text of Hero’s Tragedy with:
When an enemy warrior model that destroyed one or more 
affected models with a melee attack during its activation ends its 
activation, it is knocked down. 

Troll Bouncer. Shield Guard.
Remove the tactical tip and replace the text of Shield 
Guard with:
Once per round, when a friendly model is directly hit by a ranged 
attack during your opponent’s turn while within 2˝ of this 
model, you can choose to have this model directly hit instead. 
This model is automatically hit and suffers all damage and 
effects. This model cannot use Shield Guard if it is incorporeal, 
knocked down, or stationary. 

Trollkin Runeshaper. Tremor 
(★Attack).
Replace Tremor (★Attack) with Trembler (★Attack):
Center a 3˝ AOE on this model. Other models in the AOE are 
knocked down.

Trollkin Skinner. Base size.
The Trollkin Skinner has a medium base.

Trollkin Sorcerer. Adjunct.
Replace the first sentence of Adjunct [Trollkin Unit] with:
Adjunct [Trollkin] – Before the start of the game, choose one 
friendly unit made up entirely of Trollkin models to be this 
model’s client. This model cannot have the same client as another 
Adjunct. If this model’s client unit has Advance Deployment, this 
model gains Advance Deployment  .

Trollkin Warders. Weapon Master.
Remove Weapon Master   from the Trollkin Warders’ 
Battle Weapons.

Circle Orboros 

Argus. Bite location.
(Apply only to the HORDES: Primal Mk II entry. The card 
and Forces of HORDES: Circle Orboros entry are correct.)
Change the location of the Argus’ Bite attack to “H.”

Argus. Paralysis.
Replace the text of Paralysis with the following:
A living model hit by this weapon has its base DEF reduced to 7 
and cannot run or charge. Paralysis lasts for one round.

The Death Wolves. Sub-type.
(Apply only to the HORDES: Exigence entry. The card is correct.)
Change the sub-type line to “Circle Character Unit.”

Druids of Orboros. Counter Magic.
Replace the text of Counter Magic with the following:
This model cannot be targeted by enemy spells. While within 
3˝ of this model +1˝ for each other model in this unit that is in 
formation, friendly models cannot be targeted by enemy spells 
and enemy models cannot cast spells. Counter Magic lasts for 
one round.

Grayle the Farstrider. Side Step.
Replace the first sentence of Side Step with the following:
When this model hits an enemy model with an initial melee 
attack or a melee special attack that is not a power attack, it can 
advance up to 2˝ after the attack is resolved.

Morvahna the Autumnblade. 
Regrowth.
Replace the first three sentences of Regrowth with the 
following:
Target friendly Faction unit. During the Control Phase, this 
model can spend 1 or more fury points. For each fury point 
spent, you can return one living small-based Grunt to the unit. 

Shifting Stones. Teleportation.
Add the following to Teleportation:
A model can be affected by Teleportation only once per turn.

Storm Raptor. Power Attack Card.
Replace the second sentence of Sweep with the following:
A gargantuan must have at least one melee weapon in its left or 
right field of fire to make a sweep power attack.

Tharn Blood Pack. Tharn Bow ROF.
(Apply only to the card. The HORDES: Gargantuans entry 
is correct.)
Change the Tharn Bow ROF to “1.”

Tharn Ravager Shaman. Lightning 
ROF.
(Apply only to the card. The Forces of HORDES: Circle 
Orboros entry is correct.)
Change the Lightning ROF to “1.”

Tharn Ravager Shaman. Totem 
Staff.
(Apply only to the card. The Forces of HORDES: Circle 
Orboros entry is correct.)
Replace “Toten Staff” with “Totem Staff.”
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Warpborn Alpha. Reach.
Add Reach ( ) to the Warpborn Alpha’s Pole Axe.

Warpwolf Stalker. Weapon 
locations.
(Apply only to the HORDES: Primal Mk II entry. The card 
and Forces of HORDES: Circle Orboros entry are correct.)
Change the location of the Great Sword attack to “R” and 
the location of the Claw attack to “L.”

Woldwarden. Wild Growth.
Change the RNG of Wild Growth from “Self” to “*.”

Woldwatcher. Shield Guard.
Remove the tactical tip and replace the text of Shield 
Guard with:
Once per round, when a friendly model is directly hit by a ranged 
attack during your opponent’s turn while within 2˝ of this 
model, you can choose to have this model directly hit instead. 
This model is automatically hit and suffers all damage and 
effects. This model cannot use Shield Guard if it is incorporeal, 
knocked down, or stationary.

Woldwrath. Power Attack Card.
Replace the second sentence of Sweep with the following:
A gargantuan must have at least one melee weapon in its left or 
right field of fire to make a sweep power attack.

Skorne

Archdomina Makeda. Side Step.
Replace the first sentence of Side Step with the following:
When this model hits an enemy model with an initial melee 
attack or a melee special attack that is not a power attack, it can 
advance up to 2˝ after the attack is resolved.

Basilisk Krea. Paralysis.
Replace the text of Paralysis with the following:
A living model hit by this weapon has its base DEF reduced to 7 
and cannot run or charge. Paralysis lasts for one round.

Cyclops Brute. Shield Guard.
Remove the tactical tip and replace the text of Shield Guard with:
Once per round, when a friendly model is directly hit by a ranged 
attack during your opponent’s turn while within 2˝ of this 
model, you can choose to have this model directly hit instead. 
This model is automatically hit and suffers all damage and 
effects. This model cannot use Shield Guard if it is incorporeal, 
knocked down, or stationary. 

Cyclops Raider. Burst Fire.
Replace the text of Burst Fire with:
Gain +1 to damage rolls with this weapon against models with 
medium bases and +2 to damage rolls against models with large 
or huge bases.

Cyclops Shaman. Primal Magic.
Replace the text of Primal Magic with:
This model can use the animus of any friendly Faction non-character 
warbeast in its command range as if the animus were its own.

Desert Hydra. Power Attack Card.
Replace the second sentence of Sweep with the following:
A gargantuan must have at least one melee weapon in its left or 
right field of fire to make a sweep power attack.

Despoiler. Black Arts.
Replace the text of Black Arts with:
A friendly Faction warlock with this model in its control area 
can upkeep one spell without spending fury.

Extoller Advocate. Fearless.
Extoller Advocate gains Fearless  .

Mammoth. Power Attack Card.
Replace the second sentence of Sweep with the following:
A gargantuan must have at least one melee weapon in its left or 
right field of fire to make a sweep power attack.

Molik Karn. Affinity [Makeda].
Replace Affinity [Makeda] with the following:
While in Makeda’s battlegroup, Molik Karn gains +1 FURY.

Molik Karn. Side Step.
Replace the first sentence of Side Step with the following:
When this model hits an enemy model with an initial melee 
attack or a melee special attack that is not a power attack, it can 
advance up to 2˝ after the attack is resolved.

Praetorian Karax. Set Defense.
Praetorian Karax’s Pikes gain Set Defense:
A model in this model’s front arc suffers –2 on charge, slam 
power attack, and impact attack rolls against this model. 

Praetorian Swordsman Officer & 
Standard. Granted: Side Step.

Replace the second sentence of Granted: Side Step with the 
following:
When a model with Side Step hits an enemy model with an 
initial melee attack or a melee special attack that is not a power 
attack, it can advance up to 2˝ after the attack is resolved.

Siege Animantarax. Burst Fire.
Replace the text of Burst Fire with:
Gain +1 to damage rolls with this weapon against models with 
medium bases and +2 to damage rolls against models with large or 
huge bases.

Siege Animantarax. 
Cantankerous.
Replace the text of Cantankerous with:
When this model is damaged by an attack it gains one rage 
token. This model can have up to three rage tokens at a time. For 
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each rage token on this model when it declares a melee attack, it 
gains +1 to the damage roll. During its activation, this model 
can spend rage tokens to boost attack or damage rolls at one 
token per boost.

Tiberion. Shield Guard.
Remove the tactical tip and replace the text of Shield 
Guard with:
Once per round, when a friendly model is directly hit by a ranged 
attack during your opponent’s turn while within 2˝ of this model, 
you can choose to have this model directly hit instead. This model is 
automatically hit and suffers all damage and effects. This model cannot 
use Shield Guard if it is incorporeal, knocked down, or stationary. 

Venator Flayer Cannon Crew. 
Burst Fire.
Replace the text of Burst Fire with:
Gain +1 to damage rolls with this weapon against models with medium 
bases and +2 to damage rolls against models with large or huge bases.

Venator Reivers. Burst Fire.
Replace the text of Burst Fire with:
Gain +1 to damage rolls with this weapon against models with 
medium bases and +2 to damage rolls against models with large 
or huge bases.

Venator Reiver Officer & 
Standard. Burst Fire.
Replace the text of Burst Fire with:
Gain +1 to damage rolls with this weapon against models with 
medium bases and +2 to damage rolls against models with large 
or huge bases.

Legion of Everblight

Archangel. Draconic Aura.
Replace the text of Draconic Aura with:
Enemy models currently within 2˝ of this model suffer the Fire 
continuous effect .

Archangel. Power Attack Card.
Replace the second sentence of Sweep with the following:
A gargantuan must have at least one melee weapon in its left or 
right field of fire to make a sweep power attack.

Bayal, Hound of Everblight. 
Officer.
Add Officer   to Bayal.

Bethayne, Voice of Everblight. 

Flesh Meld.
Replace the first sentence of Flesh Meld with:
This model can use Flesh Meld at any time during its activation 
while B2B with the Belphagor in its battlegroup.

Add to the text of Flesh Meld:
When Bethayne leaves the table, upkeep spells she cast do not 
immediately expire and warbeasts in her battlegroup do not 
go wild. While melded, Belphagor can upkeep spells cast by 
Bethayne. When Bethayne returns to play, she retains any 
damage she had suffered before leaving the table. Bethayne can 
upkeep spells cast by Belphagor.

Blackfrost Shard.
The Blackfrost Shard is a Legion Blighted Nyss Character Unit.

Blightbringer. Power Attack Card.
Replace the second sentence of Sweep with the following:
A gargantuan must have at least one melee weapon in its left or 
right field of fire to make a sweep power attack.

Blighted Nyss Archers. 
Suppressing Fire.
Replace the fourth sentence of Suppressing Fire with the 
following:
After all models in this unit have completed their normal 
movement, place an AOE completely within 12˝ of all 
participants, with its center point in LOS of all participants, 
ignoring intervening models.

Blighted Nyss Grotesques. Name 
and sub-type.
Change the name to “Grotesque Raiders.” Change the sub-type 
line to “Legion Blighted Nyss Unit.”

Blighted Nyss Strider Officer & 
Musician. Name and sub-type.
Change the name to “Strider Rangers Officer & Musician.” 
Change the sub-type line to “Legion Blighted Nyss Unit 
Attachment.”

Blighted Nyss Strider Officer & 
Musician. Attachment.
Replace Attachment [Blighted Nyss Striders] with:
Attachment [Strider Rangers] – This attachment can be added 
to a Strider Rangers unit.

Blighted Nyss Striders. Name and 
sub-type.
Change the name to “Strider Rangers.” Change the sub-
type line to “Legion Blighted Nyss Unit.”

Harrier. True Strike.
Replace the first sentence of True Strike with:
The next melee attack roll made by this model this activation hits 
automatically, then True Strike expires.
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Lylyth, Shadow of Everblight. 
Pursuit.
Replace the text of Pursuit with the following:
If target enemy model/unit advances during its normal movement, 
immediately after ending this movement one model in this model’s 
battlegroup that is in its control area can make a full advance.

Nephilim Protector. Shield Guard.
Replace the text of Shield Guard with:
Once per round, when a friendly model is directly hit by a ranged 
attack during your opponent’s turn while within 2˝ of this 
model, you can choose to have this model directly hit instead. 
This model is automatically hit and suffers all damage and 
effects. This model cannot use Shield Guard if it is incorporeal, 
knocked down, or stationary. 

Rhyas, Sigil of Everblight. 
Antiphon.
Add Reach   to Antiphon.

Saeryn, Omen of Everblight. 
Foreboding.
Replace Foreboding with:
While within her control area, small-, medium-, and large-based 
models in Saeryn’s battlegroup cannot be targeted by melee 
attacks for one round.

Saeryn & Rhyas, Talons of 
Everblight. Unit.
Saeryn gains Warlock Unit:
This unit is made up of Saeryn and Rhyas.

Seraph. Slipstream.
Add to the text of Slipstream:
Slipstream lasts for one turn.

Spell Martyrs. Field Allowance 
and Point Cost.
Change FA  1 to FA  3. Remove point cost text “Up to 2 
additional Spell Martyrs 1 ea.”

Succubus. Attached.
Replace the phrase “friendly warlock” with “friendly 
Faction warlock.”

Throne of Everblight. Fearless.
Add Fearless   to Throne of Everblight.

Minions

Blackhide Wrastler. Rise.
(Apply only to the card. The Forces of HORDES: Minions 
entry is correct.)
Replace the text of Rise with the following:
Target friendly knocked down Faction model immediately stands up.

Bloody Barnabas. Blood Boon.
Replace the phrase “without spending focus” with “without 
spending fury.”

Bog Trog Trawler. Minion.
(Apply only to card. The No Quarter entry is correct.)
Bog Trog Trawler gains Minion:
This model will work for Circle, Legion, Skorne, and Trollbloods.

Calaban, the Grave Walker. Bone 
Shaker.
Replace the first sentence of Bone Shaker with the following:
When this spell boxes a living or undead non-warcaster, non-warlock 
enemy warrior model, you can immediately take control of the model 
and make a full advance with the enemy model followed by a normal 
melee attack, then the boxed model is removed from play.

Feralgeist. Spiritbind.
Replace the fourth sentence of Spiritbind with the following:
Remove this model from the table. The warbeast’s controller can 
reave fury points on the warbeast and the warbeast is no longer 
destroyed. Fury points that are not reaved are removed.

Helga the Conqueror. Grand Finale.
Replace the first sentence of Grand Finale with:
When a friendly Faction model in Helga’s control area hits an 
enemy model with a normal melee attack, instead of making 
a normal damage roll, the enemy model can be slammed d6˝ 
directly away from the attacking model.

Splatter Boar. Psychoactive Gas.
Replace the third sentence of Psychoactive Gas with:
Each enemy warbeast hit must pass a THR check or automatically 
frenzy during its controller’s next Control Phase.


