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1. Tastle:

Level 1
Feasant (60 for 100 cpk

The weakest 1nit awvailable, Peasants carry only crude weapons when they're drafted to
fight and must rely on superior numbers. They are howewer decent workers and can
provide some income for their lord.

Stats: All horrible.
Ability: Generates 1 gold piece a daxy.

Squire (40 for 100 cpk

The most basic infantry of Castle Towins, the typically inexperienced Sguires use heawy
flails instead of more sophisticated weapons.

Stats: Decent attack, fews hit points
Ability: Has a chance to stun the enemy in melee, preventing any action for a short while.

Trosshowman (7 for 100 cpk
ldeal troops for garrisons, Crosshowimen make use of weapons that can reach far behind
the enemy lines with great precision.

Stats: Slow and fragile, decent speed.
Ability: Ranged attack, owver a long range without penalty for distance.

Level Z:
FiKernan (5 for 100 cpk

The backhbone of human armies since the time of Morglin Jronfist, Pikermen can stop
attackers dead in their tracks against a wall of lances.

Stats: Fawvors defense, a bit slow.

Ability: Can attack out of reach from melee attacks Inflicts more darmage against mowving
enemies depending on the distance the enemy mowved to get there.
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Swordsman (3 for 100 cpk
Utterly awerage, Swordsmen are serviceable both for defending shooters and rushing into
the fraxy.

Stats Solid all around.
Ability: Mone.

1evel 3:

Trusader (1 for 100 cpk
Crusaders are fanatically dewvoted to the fight against ewil. Their Death Ward
enchantrments make therm especially effective against vndead and demons.

Stats: Fast, with decent defense and an improved attack from its ability
Ability: Strikes the enermy twice. Starts with Death Ward [Life], protecting it from Death
Magic and doing more damage against Inferno and Mecropolis troops.

Thampion (1 for 200 cpk
The fearless nobility of Castle Kingdoms, Champions need space for maneuwvers if thew
wrant to take dowen the enemies quickly.

Stats: VWery fast and strong, but slightly fragile.
Ability: Deals additional darmage proportional to the distance cowvered to go hit the enemoe.

Level &+

Frgel (1 for 700 cpk

Serwvants left by the Ancients, Angels are the ultimate soldiers of the light. Theyw are both
dreaded fighters and precious allies thanks to their powers of resurrection.

Stats: Excellent.
Ability: Flwing., Can cast Resurrection, bringing an amount of recently dead troops back to
life. Doesn't work on wndead, elemental and mechanical creatures.

Shared Units:
Level 3: Griffin (2 for 100 cp), Priest (2 for 100 cp)

2. Tonfluxs

Several Conflux creatures are Elemental. They are imumuane to poison and mind-affecting
Spells, positive or negative. Elernental immormnuanities mmean the creature takes no darmage
frorm spells and half-darage from physical attacks based on that element {such as a
Dragon's breath)

Level 1
Leprechaun (40 for 100 cpk

Feclusive little spirits with an affinity for treasures, Leprechauns are wulnerable and
weak but hawve a strange power over Chance itself.

Stats: Terrible.
Ability: Can cast Fortune [Mature], making the target luckier and more likely to deal
double darmages.

Level 2:
Tlermaid (5 for 100 cpk

Merimaid sighting are said to mmake sailors lucKier, but reaching therm is dangerous
thanks to their mesmerizing charms.

Stats: Abowve average hit points, wery useful ability

Ability: Hitting the enemyye in melee has a chance of casting a weaker wersion of Hypnotize
[Order] on thern, bringing them uwnder control for one turn
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Satyr (5 for 100 cpk

I i= =aid that Satyrs could die of sadness, should it ewver reach them. They are joyous
cormnpanions that can cheer up any friend.

Stats: Decent, good numnber of hit points.
Ability: Can cast Mirth [Life], increasing the target's Morale and making them more likely
to act a second tirme.

#ir Elernental (3 for 100 cpk

Air Elermmentals are just substantial enough to hit their enemies with electric charges
wohile evading the counter attack.

Stats: Fast, with a great defensive ability.
Ability: Elermental, flying, Jromane to air and lightning, mnelee attack deals Lightining
darmages. Double defense against physical attacks.

Water Elermental (2 for 100 cpk

The magic of the Water Elementals is based on their element's everchanging properties.
They can cast a wariety of curses or simply hurt their target with an Joce Bolt.

Stats: Poor hit points, attack and defense.
Ability: Elermental. monune to weater and ice, melee attack deals ice darmages. Can cast
Fatigue [Death], loce EBolt [Order], Quicksand [Mature] and “weakiness [Deathl]

Fire Elemental (2 for 100 cpk

Fire Elementals hawve an obwious affinity for warfare's most used element. Wseful both in
defense and offense.

Stats: Fast, hindered by distance.
Ability: Elermental, ranged. Immornune to fire, deals fire damages at range or in melese.

Level 3
Earth Elernental (2 for 100 cpk

Their capacity to mowve reflects the changes of the earth on a smaller scale. “While not
fast, they are incredibly hard to get rid off.

Stats: Good stats except for its horrible speed.
Ability: Elermental, imrnune to earth, magic resistant (b 50 percent)

Tagic Elermental (1 for 100 cpk
Magic Elermnentals are controversial evidence toward a possible news elermment. Mothing but a
flurry of ranged attacks can stop them from decimating enemy ranks with immpoanity

Stats: Fast, generally decent stats
Ability: Elermental, teleporting. monune to enemy and ally spells, Does melee darmnage to all
surrounding enemies without retaliation.

Shared Units:
Level 1 Sprite (30 for 100 cp)
Level 4: Fhoenix (1 for 400 cp)

3. Dungeon:

Level 1.
Troglodyte (20 for 100 cpk

These eyveless amphibians dwell deep within the earth. The sense by which they perceiwve
their environrment is wnknown.

Stats: Decent for its lewel
Ability: Jruommoane to spells and abilities based on sight.
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Fogue (20 for 100 cpk
Faokbbers and spies, Fogues are ideal for ambushes against wealk targets. They need to hit
fast to avoid being overwhelmed.

Stats: Fawors offense.
Ability: Mo counter attack from melee targets, Inovisible to the enermnsy on the world map.

Level 2:

Evil Eve (4 for 100 cpk

The horrid creations of the mad YWarlock Agar. Their tentacles deliver electric charges
wihile their vnique Ewe can cause wvarious misfortunes.

Stats: Solid in meles and at range.
Ability: Ranged. Mo meles penalty. Ranged attacks hawve a chance to cast a random lewel 1-2
curse on the target.

Tedusa (2 for 100 cpk
Medusae search the battlefield, looKing to lock eves with the enermyy. They are =aid to hawve
brought ruin to ancient civilizations.

Stats: Poor stats, excellent abilities.
Ability: Fanged, vnlimited shots, no melee penalty. Attacks can briefly turn the target to
storne.

Level 3:
Tinoctaur (2 for 100 cpk

Strong and fearless, these brutes make for the perfect companions for raids. They are
unparalleled masters of the battleaxe.

Stats: Awverage for its lewel
Ability: Morale is always positive, has a smmall chance to commpletely block melee attacks

Mightrmare (1 for 100 cpk

Malewolent spirits in the shape of a horse. Their presence give horrible wisions.

Stats: High hit points, good darmages.
Ability: Mo counterstrike from the enermyy, who instead flees a short distance awasy.

Tanticore (1 for 200 cpk
Chirmeras created as perfect predators, Manticores combine the strength of a lion, the
wings of a bat and the paralyzing sting of a scorpion.

Stats: Relatively fragile, but fast
Ability: Flwing. Melee attacks hawe a chance to paralyze the target.

Level ¢

Elack Dragon (1 for 700 cpk

Wery fews creatures can withstand a one-on-one fight from a Black Dragon. Their natural
mystical properties are strong enough to mmake most spellcasters vseless against therm.

Stats: VWery high stats all arouwnd.
Ability: Flwing. Fire attack that covers a large area Jmomuane to all spells, from allies or
Enermies.

Shared Units:

Level 1. Tentaur (20 for 100 cp), Ure (7 for 100 cp), Harpy (7 for 100 cp)
Level 2: Gargovle (5 for 100 cp)

Level 3: Griffin (2 for 100 cp), Efreet (1 for 100 cp)

Level & Hydra (1 for 400 cp)
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4, Fortress:

Level 1
TGnoll (10 for 100 cpk

Hyena-like Gnoll tribes prowvide the grunt work of Fortress Towins They are dependable
melee fighters.

Stats: Abowve average.
Ability: Morne,

Lizardmanr (10 for 100 cpk
The dominant race within the deep jungles that make up Fortress territory. While
nowhere near as good as Elves, they are sKilled hunters with blowpipes and bows.

Stats: Decent.
Ability: Ranged. Shoots twice in a row.

Level 2:
Dragonfly (4 for 100 cpk

Thesze oversized bugs' are used to go harass the enemyy with wenomous stings. They build
enormous hives within the canopy.

Stats: Very fast
Ability: Flying. Melee attacks cast Weakness [Deathl]

Level 3
Easilisk (2 for 100 cpk

These six-legged lizards share with Medusae a gaze that turns organic beings to stone,
though it reguires smaller distances.

Stats: Solid.
Ability: Melee attacks can briefly turn the target to stone.

Waspwort (1 for 100 cpk
Waspworts are mobile, giant carnivorous plants. They can spit a debilitating poison that
will make the prey wnable to defend itself by the time they catch vup to them.

Stats: Good shooter, but slow.
Ability: Shooter, melee and ranged attacks cast Weakiness [Death]

Gorgon (1 for 100 cpk

Despite their cow-like appearance, Gorgons are more closely related to Basilisks, Their
deadliest weapon is not their poizonous breath, but their gaze that can straight-up Kill the
unfortunate.

Stats: Decent, useful lewel 4 Killer.
Ability: Melee attacks hawve a small chance to directly Kill a fews of the targets

Wyvern (1 for 200 cpk
Wwywerns are pseudo-Dragons that are occasionally vsed as mounts by daring lizardimnen.
They cannot breathe fire, but hawe an egually dangerous sting on their tail

Stats: Fast but fragile.
Ability: Flywing. Melee attacks hawe a chance to inflict a Poison status effect.

Level &+

Tlantis (1 for 400 cpk

Wwhile fearsome, these giant specimmens are just the result of natural evolution They hawve
the =zarme hunting method as their smaller cousins.

Stats: All good, except for hit points.

Ability: Flwing. Attacks first, even when defending. Melee attacks prevent the target from
Mowing awrasy.
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Gargantuan (1 for 600 cpk
Closely related to the Behernoth, the Gargantoan combines its formidable endurance and
massive strength to tear throough enemies with claws and thrown boulders.

Stats: Sturdy. Does dewvastating darmages to large armies thanks to its abilities.
Ability: Ranged. Shoots twice in a rows, projectiles can hit moaltiple targets at once. Mo
melee penalty.

Shared Units:
Level & Hydra (1 for 400 cp)

5. Infernc:

Level 1
Imp (20 for 100 cpk

Wwhile hawving the personality of loathsorme pest, Jmps are prized as familiars by the
Kreegans for their ability to leech mana.

Stats: Merely fast.
Ability: M= presence drains mana from enemy spellcasters to allies.

Level 2:
Gog (5 for 100 cpk

A 1ot of Kreegan footsoldiers hawve a natural affinity for fire and can toss explosive
fireballs with precision.

Stats: Good aggressive shooter
Ability: Ranged. Enemies adjacent to the target suffer Fire damages.

Terberus (4 for 100 cpk

These mmutated houwnds are pets and warbeasts of choice for the Kreegans The presence of
numerous enemies only serwve to make their heads more rawvenous.

Stats: Awverage, slanted towrard offense due to its ability.
Ability: Mo retaliation from enemies. Attack vsing its three heads, hitting moultiple targets
if possible.

Horrned Dernon (3 for 100 cpk
True Dermons are older inhakbitants of these worlds than the Kreegans are They typically
reside in their own plane but hawve passed an alliance with the inwvaders

Stats: Decently fast, otherwise awverage.
Ability: Mone.

Level 3

Fit Fiend {1 for 100 cpk

Kreegan owverseers that Keep the slawves in check. Through unholy pacts, they are Knowin
to lengthen the latter's serwitude beyond death by turning their souls into new Dermons.

Stats: Mediocre, but its special is especially effective with lot of low-lewel allies.
Ability: Can resurrect fallen allies as Horned Dernons.

Jce Dernon (1 for 100 cpk
Dermons liKe all sort of temperature extremes. The chilling presence of Joe Dermmons
manifests even before their sumomoning ritual is complete.

Stats: Good attack and defense.

Ability: Jromoane to Joe, loce-based mmelee attack., Has a chance to freeze the enermy for one
or two rounds.
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Yenom Spawn (1 for 200 cpk
only the wilest of incantations can bring forth these formless wretches Contact with anoy
part of the slime they're made from is dangerous to the living.

Stats: Good all arownd.
Ability: Ranged. Ranged and melee attacks inflict a Poison [Death] status effect until the
end of the battle

Level ¢
Devil (1 for 700 cpk

Frideful tyrants of remote hells. They can apply their dirmensional powers to themselwves
or to their direct serants

Stats: While not the fastest 1lnit, its teleportation gives it absolute mowverment range.
COtherwise wery good stats

Ability: Can teleport all across the battlefield. Has Life Ward [Death]l Can cast the spell
Surrumon Joe Dermnon [Deathl

Shared Units:
Level 2: Gargovle (5 for 100 cp)
Level 3: Efreet (1 for 100 cp)

6. Mecropolis:

All Mecropolis creatures are Undead. They are unaffected by rorale (but their presence
gives a small penalty to allies), and imrnuane to poison and mind spells.

Level 1
Skeleton (20 for 100 cpk

Mindless puppets animated with only the most economical form of Mecromancy. They can
reach absurd numbers if the raw material i=s plentifal

Stats: Decent for its lewel
Ability: Wndead. Fanged attacks are half as effective against thermn.

Zomkbie (10 for 100 cpk

More substantial than their bony counterparts, Zomnbies are frustratingly hard to put
dowen and their contact cavses sickiness, They are howewver sluggish and lethargic and can
take a while to cross the battlefield.

Stats: High hit points, decent attack and defense, but inconswveniently slow.
Ability: Wndead. Melee attacks hawve a chance to lower the attack and defense of the target.

Level 2:
Wight (5 for 100 cpk

Wnlike the ewven more dangerous Ghosts, Wights aren't the rermmonant of a specific person
but are instead created from the energy left by the passing of souls.

Stats: Fast and durable.
Ability: Flwing, Wndead. Double defense against phywsical attacks, Diminishes the enemy's
mana reserwves each turn.

TTurromy (3 for 100 cpk
while not all royalties, they are excavated from ancient tommbs, They curse anyone in
their path.

Stats: Good hit points and damages.
Ability: UWndead. Melee attacks hit the target with Curse [Death], reducing their darmage.
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Level 3:
Yarmpire (1 for 100 cpk

E==ential allies to the Mecromancer. They can turn into bats and drain life energry. Thew
do not like sunlight, but only the sunrise is fatal

Stats: Low hit points, other stats are good. M= main strength is its ability
Ability: Flwing, Wndead. Half of the damages dealt against living enemies heal the stack,
possibly resurrecting recently dead wampires.

Lich (1 for 100 cpk

Wwhile this setting's Liches do not hawve phylacteries to make them ewven harder to Kill, the
condition is still incredibly attractive to Mecromancers, They are the only shooters among
the LWndead, a priceless strategic asset.

Stats: Fast and sturdy.
Ability: Ranged, 1lndead. Ranged attacks hit adjacent living wnits with death energies.

Dread Enight (1 for 200 cpk

Aornidst their mindless serwvants, Mecromancers need experienced warriors. Dread Mnights
cormnbine a martial vpbringing during their life with imonortal wndeath to perfect their
swrordsmanship.

Stats: Abowve average stats
Ability: WLndead. Has a small chance to do double damages, Cumualative with Luck effects
for four times the damages.

Level &+
Eone Dragon (1 for 400 cpk
Mecromancer hawve an obvious interest in the mythical Dragon grawveyards, The beasts are

reconstituted from wariowus bones and their strong spirit is twisted into a bane against the
liwving.

Stats: Mot as impressive as regular Dragons, but good abilities.

Ability: Flwing, Wndead. Ranged attacks are half as effective against them, Gives a small
penalty to enemyy morale. Melee attacks hawve a small chance to age the enermyy, reducing
the hit points of the entire stack.

7. Fampart:

Level 2:

Tiger (4 for 100 cpk

They are intelligent enough to commomnunicate with Druids and pass down ancient lore to
their cubs Their reflexes are just as good as their smaller cousins.

Stats: Decent all around.
Ability: Attacks first, even when defending.

EV (4 for 100 cpk

Cne of the oldest races fostered by the Ancients. Their Keen senses and bond with their
ernvironiment has given thermn an edge throughout their long histore.

Stats: Fast but fragile, with its ability immprowving its offensive potential
Ability: Ranged, shoots twice in a row.

Fegasus Fider (3 for 100 cpk
The winged cawvalry of the Elwves fawvors mobility owver heawvier armor. They do commpensate
this wealkiness with nurmerous anti-magic charms.

Stats: Mothing special outside of speesd.
Ability: Flwing. All enermy spells cost twice as mouach mana.
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Level 3:
Dendroid (2 for 100 cpk

These sapient trees use flexible roots to both mnowe and ensnare the enemy. They are
tywpically left in garrison or owver sacred sites rather than taken to battle

Stats: High defense and hit points, wery low speed.
Ability: Melee attacks prewvent the target from mowving awasy.

Uricorn (1 for 100 cpk
A oswmbol of purity, solitary retreat, and pride. Their horn is a deadly weapon and their
hair is =0 white that it can cause termporary blindness.

Stats: Good.
Ability: Melee attacks have a chance to cast BElind [Order], making the enerny unable to act
until the spell wear off or it gets attacked.

Level &+
Faerie Dragon (1 for 600 cpk

Wize and wenerable, Faerie Dragons are less warlike than their more famous cousins.
They are born from clear ponds from the will of Mature itself.

Stats: Less hit points and attack than a Black Dragon, but still imgpressive. Rely on spells
ovelr phywsical attacks.

Ability: Flyving. Has Magic Mirror [Chaos], which makes enemy spells also hit the caster.
Can cast Confusion, Cloud of Confusion, Fire Bolt, Fire Ring and Lightning [Chaos]

Shared Units:

Level 1 Sprite (30 for 100 cp), Tentaur (20 for 100 cp), Wolf (6 for 100
cypl

Level 2: Dwarf (6 for 100 cp)

Level 3: Griffin (2 for 100 cp), Priest (2 for 100 cp)

Level 4: Fhoenix (1 for 400 cp)

8. Stronghold:

Level 1

Eerserker (50 for 100 cpk

Barbarians are all expected to be able to fight. Their warrior spirit makes them fearsome
in battle, but it also rmmeans that they sneer at basic concepts like discipline or sense of
preserwvation .

Stats: Good damages, attack and hit points given how cheap it is, but hindered by its
ability.

Ability: Stop obeying orders during battle and will simply charge and attack

Goblin (20 for 100 cpk
They are found everywhere and make good adwenturer fodder. Surprisingly strong for
their size.

Stats: Good attack and speed, lows defense.
Ability: Morne.

Level 2:
Mormad (5 for 100 cpk

Mormads hawve made theirs territories harsh enough to discourage any permanent
settlerment. Their horses are vwnusually swift ewven on difficult terrain.

Stats: Decent, bias toward offense and speed.

Ability: Attacks first, even when defending. Mo penalty of mowverent in battle or on the
adwventure map no matter the terrain.
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Vygre (2 for 100 cpk
Qgres are part of the ruling class armong the Barbarians, Their blood magic mmakes their
WwAAYTIOY prowess even more impressive.

Stats: Solid all arouwnd, just on the slow side.
Ability: Can cast EBloodlust [Chaos], making the target better at melee combat.

Level 3
Troll (1 for 100 cpk

The Troll is incredibly hard to pot down on account of its formidakble build and the
regenerative properties of its flesh.

Stats: Lots of hit points, otherwise decent.
Ability: Has Regeneration [Life], regaining hit points when hurt.

Twyeclops (1 for 200 cpk

Despite their presurmmably dubious depth perception, the sheer strength of a cyclops is
enough to make them competent improvised catapults, Their eye is rumored to hawve
magical properties.

Stats: Balanced.
Ability: Ranged. Mo Melee FPenalty, Can hit wealls during sieges. Melee attacks hawve a chance
to paralyze.

Level ¢
Eeherncth (1 for 500 cpk

These massive predators are hunted dowin as challenge during the Festiwval of Life. Their
huge claws are so sharp they seem to tear through armor and hide.

Stats: Stats are good, with lot of hit points and damages.
Ability: Jgnore most of the target defense stat during melee.

Shared Units:

Level 1 Tentaur (20 for 100 cp), Ure (7 for 100 cp), Harpy (7 for 100
cpl, Wolf (6 for 100 cp)

Level 3: Thunderbird (1 for 200 cp)

9., Tower:

Some Tower creatures are Mechanical They are immomune to mind and poison spells and
are not considered living for purposes of healing or Mecromanoy.

Level 1.
Halflong (30 for 100 cpk
Halflings are an insular race that Wizards Keep vunder their protection from the outside

wrorld, Their slings vusually lackK punch, except when they hit precise spots against bigger
creatures,

Stats: FPoor.
Ability: Ranged. Does extra darmage against lewel 4 creatures,

Gremlin (20 for 100 cpk

Artisans at work in every Tower factory, Gremlins Know Golems inside out, They use
harmuimers as tools and improwvised projectiles during battle

Stats: Slow and wealk. Has only few shots without an amomno cart.
Ability: Ranged. Can heal Mechanical vnits
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Level 2
Eoar (6 for 100 cpk

Wisitors often wonder as to the presence of swines among the otherwise clean and elegant
Towrers, The more disrespectful among them get the priwvilege of discowvering the true
reason.

Stats: VWery fast
Ability: Morne,

TGolem (3 for 100 cpk

Golerns comme in a wariety of materials, but all of them are supposed to emulate the
perfection of life. They incorporate a wariety of charms to Keep them working and to
prewvent magic from disrupting the process.

Stats: Slow, otherwise all around wseful
Ability: Mechanical. Enermnyy spells are half as effective.

Level 3
FMage (2 for 100 cpk
The dutiful students of Wizards, their enrollmment in Tower mage guilds leawe them liable

to be drafted. Most of thermn choose to study enough offensive to justify saving far away
from the enemy.

Stats: Good attack, poor defense and hit points.
Ability: Ranged, no melee penalty. Can cast Elur, Magic Fist [Order], Curse, Poizon and
FRaise Skeletons [Death]

TGenie (1 for 100 cpk

Ethereal spirits from the Plane of Alr, Genies live a wvery long time and are Knowsn for
their dutiful and honorable attitude, They are said to hawve a direct connection to magic
it=elf.

Stats: Poor for its lewel, its strength is in its spells
Ability: Flying. Can cast Cowardice, Create Mlusion, Joe Eolt [Order], Slow [Death], Mirth
and Song of Peace [Life] Can also cast a random blessing Spell on allies.

Maga (1 for 200 cpk
Many—armed snake people. Magas practice a wnique form of fencing that leawe their
opponent parrying blows after blows instead of hitting back.

Stats: Good, rather fast.
Ability: Melee attacks cannot be retaliated against.

Level &+
Iragon—Geolem (1 for 600 cpk

The Dragons—Golems are a creation of the Fed Dwarwes' clans. They are a relatively model
that seeks=s to apply the strengths of a Golemn on a bigger scale.

Stats: Great, especially fast.
Ability: Mechanical. Enermnyye spells are half as effective. Attacks first, even when defending.

Titan (1 for 600 cpk

Eternal rivals of the Dragons, with a strong mind that is ineffable to the vounger races.
They are Keepers of a strange art that capture lightning inside projectiles.

Stats: Excellent stats, the best shooter awailable.
Ability: Ranged. Mo melese penalty. Lightning-type attack., Jmomane to mind-affecting spells
and has Chaos Ward [Lifel

Shared Units:
Level 2: Dwarf (6 for 100 cp), Gargovle (5 for 100 cp)
Level 3 Thunderkird (1 for 200 cp)
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@ Shared Units O

Level 1
Sprite (30 for 100 cp — Tonflux and Rampartk

A wery basic emanation of the sheer creative power of Mature, Sprites are born ”]:-eneath
the petals of a flower wnder the light of the full moon .

Stats: Fast but wery fragile.
Ability: Flwing, no melee retaliation from enemies.

Tentaur (20 for 100 cp —~Dungeon, Rampart and Strongholdk
Centaurs take adwantage of their wnigue biology through guerilla tactics. They are a
straightforwrard people that respect strength and can blend into a wariety of Factions.

Stats: Good hit points and damages.
Ability: Ranged, no melee penalties. Has a short range that reduces the damages of ranged
attacks owver rmoderate distance.

Trc (7 for 100 cp — Dungecn and Stronghold):

Waguely swine-looking humanoids related to Goblins and Ogres, Orcs have more cunning
than either. They fawvor battleaxes, but will use any weapon awvailable when it comes to
pushing their weight around.

Stats: Abowve awverage, with a bias toward offense.
Ability: Ranged, no melese penalties. Has only few shots,

Harpy (7 for 100 cp — Dungeon and Strongholdk

Harpies build their nest in remote areas where they're unlikely to encounter anything
but lone targets. Theyw harass their preys with their talons before fleeing and coming
back again, & hit-and-run tactics that enterprising warlords can use in warfare.

Stats: Poor damages, otherwise decent stats.
Ability: Flywing, no melee retaliation from enermies. Can imomediately go back to its prewious
position following a melee attack

Wolf (6 for 100 cp — Rarnpart and Stronghold):
A cormomnon predator that Druids and Barbarians hawve an easy time training. They mouast
fight in packs to awvoid being owverwhelmmed by actual soldiers.

Stats: Mobile, aggressive thanks to its ability
Ability: Attacks twice.

Level 2:
Dwarf (6 for 100 cp — Rampart and Tower)

Ancient pacts with Sorceresses might explain why this world's Dwarwves hawve a better
than usual relaticnship with Elwves. Howewer, in the modern era they are slowly
transitioning to mines closer to ciwvilization and induastry.

Stats: Slow and bulkae.
Ability: Magic resistance.

Gargovle (5 for 100 cp — Dungecn, Infernc and Towerk

Wiolent spirits trapped within sculptures of stone and obsidian. They are usually created
or awrakened by sorcerers and assigned to a specific taskK that leawves them plenty of time
to sleep.

Stats: Good moverment and defense, poor offensivelyw.
Ability: Flwving, Elermental {unaffected by mind spells and poisorn.
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Level 3:
Griffin (2 for 100 cp — Tastle, Dungeon and Rampartk

Found all owver the world, this chimeric creature was experimented with by Warlocks but
the wast majority of breeds seems to hawe been a result of natural evolution. They are
tireless defenders.

Stats: Good hit points and speed. Good defensiwve ability
Ability: Flwing., Can retaliate every time it is attacked instead of once a battle turn,

Friest (2 for 100 cp — Tastle and Ramparthk
Wwhile every culture has its own spirituality, Monks and Druids are Known for their
akbility to channel divine energy into projectiles.

Stats: Awverage.
Ability: Ranged, has Death Ward [Life]l, making it more useful against Death-aligned
opponents.

Efreet (1 for 100 cp — Dungecn and Infernok
These spirits are associated with fire and hawve an old rivalry with Genies. They prefer to
use brute strength owver magic tricks

Stats: Good speed and great ability, though a bit fragile.
Ability: Flwing. Fire—twpe attack and resistance. J= protected by a Fire Shield that damages
the enemy whenewver the Efreet iz hit in melee,

Thunderbird (1 for 200 cp — Stronghold and Towerk

A giant eagle with the ability to call forth thunderstorms, They do not meddle in the
affairs of other races and will only join an army for the sake of repaying a fawvor.

Stats: Good all arouwnd but deceptiwvely lacking in hit points.
Ability: Flving. Melee attacks hawe a chance to hit the target with the Lightning [Chaos]
spell, by passing defense.

Level &+

Hydra (1 for 400 cp — Dungecn and Fortressk

The dreaded Hywdra is said to be a cousin to the Dragons, but it relies on its improbable
numnber of ravenowus heads rather than fire

Stats: Defense oriented thanks to its ability and terrible speed, otherwise great.
Ability: Does mmelee damage to all surrounding enemiss without retaliation.

Fhoenix (1 for 400 cp — Tonflux and Rarmpartk
The Phoenix is a mirror image of Mature, always stuck between death and rebirth, 1 has
all the cleansing potential of a forest fire.

Stats: Relatively wealk, but fast and with great abilities.

Ability: Flwing, fire resistance, breath attack that deals fire darmage owver sewveral enemies.
Cnce a battle, can cast Rebirth with a random chance to resurrect a portion of its stack
Killed this battle. The ability i= avtomatically cast if the entire stack is dead.
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