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Unit Name Creator Name Experience Equipment Ancestry Unit Type Size Tier # Atks DMG ATK DEF POW TOU MOR COM Trait 1 Name Trait 2 Name Trait 3 Name Trait 4 Name
Hill Giant Farmers apex Levies Heavy Giant Artillery 4 II 1 2 +10) 10 +12) 12 +8) +8) Meaty
"Sekolah's Rejected" Ashenjohn#5401 Veteran Medium Malenti Infantry 6 II 1 1 +5) 14 +4) 14 +2) +2) Shark Kin Into the Breach Scouts Sow Chaos
Sahuagin Infantry Ashenjohn#5401 Regular Light Sahuagin Infantry 6 I 1 1 +3) 12 +3) 12 +0) +2) Shark Kin
Sahuagin Javeliniers Ashenjohn#5401 Regular Light Sahuagin Artillery 6 I 1 1 +3) 10 +3) 8 +0) +1) Shark Kin Close Range
Sahuagin Cavalry (Reef Sharks)Ashenjohn#5401 Regular Light Sahuagin Cavalry 6 I 1 2 +3) 12 +4) 10 +0) +1) Shark Kin Aquatic
Sahuagin Coral Smashers Ashenjohn#5401 Veteran Medium Sahuagin Infantry 6 II 1 1 +4) 14 +5) 14 +2) +2) Shark Kin Into the Breach Slam Siege Weapon (Light)
Priestesses of Sekolah Ashenjohn#5401 Regular Medium Sahuagin Artillery 6 II 1 1 +3) 10 +4) 9 +0) +1) Shark Kin Guiding Bolts Sekolah's Wrath
Sahuagin Cavalry (Shell Sharks)Ashenjohn#5401 Veteran Heavy Sahuagin Cavalry 6 II 1 2 +4) 13 +6) 12 +1) +3) Shark Kin Aquatic Armored Carapace
Sahuagin Wave Shapers Ashenjohn#5401 Veteran Heavy Sahuagin Infantry 6 III 1 1 +4) 14 +7) 16 +2) +3) Shark Kin Slam Wave
The Crimson Fang Ashenjohn#5401 Elite Medium Sahuagin Infantry 6 III 2 1 +5) 16 +5) 14 +4) +3) Shark Kin Shock Troops Weresharks
Goat Demons Bedivere Veteran Heavy Demon Infantry 6 III 1 2 +5) 14 +8) 15 +2) +2) Harrowing Magic Resistant Fire Immunity Big
Gnoll Warriors Bedivere Veteran Light Gnoll Infantry 6 II 1 1 +5) 14 +6) 12 +2) +2) Pack Tactics Rush
Gnoll Cavalry Bedivere Veteran Light Gnoll Cavalry 6 II 1 2 +4) 13 +5) 10 +1) +2) Dire Hyena Mounts Maneuver Slam
Kobold Skirmishers Bedivere Veteran Light Kobold Artillery 4 II 1 1 +5) 13 +1) 8 +1) +0) Fade Draconic Ancestry
Khem-hor Charioteers Big Bill Hells #2442 Elite Super-Heavy Human Cavalry 6 III 2 3 +5) 14 +6) 13 +3) +5) Adaptable
Khem-hor Pike Formation Big Bill Hells #2442 Regular Light Human Infantry 6 I 1 1 +2) 12 +2) 12 +1) +2) Adaptable Pike Training
Khem-hor Camel Riders Big Bill Hells #2442 Regular Light Human Cavalry 6 I 1 2 +3) 11 +3) 9 +1) +1) Adaptable Camels
Khem-hor Cavalry Archers Big Bill Hells #2442 Veteran Light Human Cavalry 6 II 1 2 +5) 12 +3) 10 +2) +3) Adaptable Archers Circular Tactics
Khem-hor Sand Worm Big Bill Hells #2442 Regular Heavy Worm Cavalry 6 IV 1 3 +11) 17 +10) 18 +3) -1) Burrow Armored Carapace Fast Siege Weapon Stupid
Orc Grunts Bingus Regular Light Orc Infantry 6 I 1 1 +4) 12 +2) 12 +0) +1) relentless
Troll Infantry DammerhallDM Regular Light Troll Infantry 6 II 1 2 +5) 14 +4) 15 +1) +1) Regenerate
Freedom Fighters Derryk Regular Light Human Infantry 6 I 1 1 +3) 11 +3) 12 +1) +0) Fury
"Iron Company" Dig#6806 Elite Heavy Iron Golem Infantry 6 IV 2 2 +7) 17 +11) 19 +3) +0) Damage Resistant Magic Resistant Dead Vent Steam
Barlgura Brigade Dig#6806 Elite Medium Barlgura Infantry 8 IV 2 2 +9) 16 +6) 15 +4) +2) Harrowing Rush Offensive Screech
"Legion of Hell" Dig#6806 Veteran Medium Devil Infantry 6 III 1 1 +6) 15 +3) 17 +3) +3) Damage Resistant Barbs Harrowing
Falling Sky Dig#6806 Veteran Light Dragonborn Artillery 6 II 2 1 +5) 11 +3) 9 +2) +2) Draconic Ancestry Reckless
Burning Sky Dig#6806 Elite Medium Fire Elemental Artillery 8 IV 2 1 +11) 15 +8) 12 +3) +1) Flaming Weapons Indistinct Fire Immunity
Living Storm Dig#6806 Regular Light Storm Elemental Infantry 8 V 2 2 +10) 16 +14) 18 +4) +2) Damage Resistant Whirlwind Ethereal
Ballista Riggers #504 DM Minto Veteran Heavy Mix - Elf Artillery 6 II 1 1 +6) 11 +4) 10 +1) +1) Mobile Eternal Fast Siege Weopon
Heavy Marauders Dustin Regular Medium Goliath Infantry 6 I 1 1 +4) 12 +3) 12 +1) +2) Warbred
Shadow Wolves GammaTrooper#4325 Regular Light Shadow Wolf Cavalry 4 I 1 2 +4) 8 +2) 12 +0) +0) Daylight Weakness Dead Harrowing Maneuver: “Lancers! Flank Them!”
"Lords of the Night" GammaTrooper#4325 Elite Light Vampire Infantry 8 V 2 2 +9) 16 +9) 16 +2) +2) Creatures of the Night Feed Mist and Shadow Regenerate
The Black Stags Gerald Elite Super-Heavy Human Cavalry 8 IV 2 4 +7) 14 +7) 14 +4) +5) Adapatble Cleansing Flame Conflagration Maneuver: Spearhead
Hateful Spirits GoblinPolitics Veteran Light Specters Aerial 4 III 1 1 +5) 14 +7) 11 +0) +0) Damage Resistant Harrowing Ethereal
Blood Swarm GoblinPolitics Regular Light Stirges Aerial 6 III 1 1 +5) 11 +7) 8 +0) +0) Blood Suckers
"Deadroot" GoblinPolitics Veteran Medium Treant Infantry 10 IV 1 3 +8) 16 +9) 18 +1) +2) Dead Rock! Siege Weapon
Mother Theresa Greasea#1791 Veteran Medium Banshee Aerial 6 III 1 1 +6) 12 +6) 12 +1) +2) Dead Harrowing Screech Wail
Knights of Cydonia Greasea#1791 Elite Super-Heavy Dwarf Cavalry 6 IV 2 3 +5) 14 +6) 15 +2) +4) Stalwart Chorus of Victory Shock Riders
Squat Marines Greasea#1791 Elite Heavy Dwarf Infantry 6 III 2 2 +5) 16 +6) 18 +4) +3) Stalwart Rough Terrain Training Maneuver: Testudo Into the Breach
Talonstrikers Greasea#1791 Veteran Medium Dwarf Aerial 6 III 1 1 +6) 11 +4) 11 +1) +2) Stalwart Savage
Skeleton Men Of Arms Greasea#1791 Veteran Heavy Skeleton Infantry 6 III 2 1 +5) 11 +7) 16 +0) +2) Dead Harrowing Warbred
The Endless Maw Greasea#1791 Super-Elite Super-Heavy Zombie Infantry 6 V 1 2 +5) 17 +7) 19 +6) +2) Dead Harrowing Embiggen Consume
Curthauri Legion Hidoldin Elite Heavy Undead Infantry 6 III 2 2 +8) 14 +4) 14 +3) +3) Dead Harrowing Etereal
Slime Horde Hidoldin Levies Light Ooze Infantry 4 I 1 1 +1) 8 +1) 10 -1) -2) Damage Resistant Division
Oozebound Armor Infantry Hidoldin Regular Light Ooze Infantry 4 I 1 1 +2) 10 +2) 12 +0) +0) Damage Resistant Division
Jixidur Faithful Ilmarion Regular Medium Human Infantry 6 I 1 1 +2) 2 +1) 2 +1) +2) Resolve Rertreat
Dragonborn Masons Jaybirderino Levies Light Dragonborn Infantry 6 I 1 1 +2) 11 +2) 12 -2) -1) Draconic Ancestry
Dragonborn Infantry Jaybirderino Regular Light Dragonborn Infantry 6 I 1 1 +3) 13 +2) 12 +0) +1) Draconic Ancestry
"The Iron Line" Jaybirderino Veteran Medium Dragonborn Infantry 6 II 1 1 +4) 15 +4) 15 +2) +2) Draconic Ancestry Pike Training Maneuver: Testudo
"Teeth-Gnashers" Jaybirderino Elite Medium Half-Dragon Infantry 6 III 2 1 +5) 17 +4) 15 +4) +2) Draconic Ancestry Warbred (R) Into the Breach (R)
Dragonborn Archers (Longbow) Jaybirderino Regular Light Dragonborn Artillery 6 I 1 1 +3) 11 +2) 9 +0) +0) Draconic Ancestry
Dragonborn Fire Arrows Jaybirderino Veteran Heavy Dragonborn Artillery 6 II 2 1 +5) 12 +4) 11 +1) +1) Draconic Ancestry Maneuver: "Fire!!" (R)
Dragonborn Ballista Jaybirderino Veteran Medium Dragonborn Artillery 6 II 1 1 +5) 12 +3) 10 +1) +1) Draconic Ancestry Fast Siege Weapon
Ambush Drakes Jaybirderino Regular Light Drake Cavalry 6 I 1 2 +6) 10 +3) 11 +0) +0) Draconic Ancestry
"Stinger Blitz" (Wyverns) Jaybirderino Regular Light Dragonborn Aerial 6 III 1 1 +6) 12 +3) 10 +1) +2) Draconic Ancestry Poisonous
Regulars KolQin Regular Light Human Infantry 6 I 1 1 +3) 12 +2) 12 +1) +2) Adaptable
Tiefling Prisoners kos#7761 Levies Light Tiefling Infantry 6 I 1 1 +3) 10 +2) 12 -1) -1) Harrowing
Tiefling Infantry kos#7761 Regular Light Tiefling Infantry 6 I 1 1 +4) 12 +2) 10 +1) +1) Harrowing
Tiefling Artillery kos#7761 Regular Light Tiefling Artillery 6 I 1 1 +4) 10 +2) 8 +1) +0) Harrowing
Tiefling Artillery (Catapult) kos#7761 Veteran Medium Tiefling Artillery 6 II 1 3 +6) 11 +3) 9 +2) +1) Harrowing Siege Engine
Tiefling Cavalry kos#7761 Regular Light Tiefling Cavalry 6 I 1 2 +4) 12 +3) 10 +1) +0) Harrowing
Tiefling Cavalry (Tier 2) kos#7761 Veteran Medium Tiefling Cavalry 6 II 1 2 +5) 13 +4) 11 +2) +2) Harrowing Maneuver: "Prey on the Weak."
Tiefling Infantry (Tier 2) kos#7761 Veteran Medium Tiefling Infantry 6 II 1 1 +6) 14 +4) 14 +3) +2) Harrowing Into the Breach Maneuver: "Hold the Line!"
Tiefling Aerial kos#7761 Regular Medium Tiefling Aerial 6 III 1 1 +8) 11 +3) 9 +1) +0) Harrowing Aerial Bombardment
Tiefling Infantry (Tier 3) kos#7761 Veteran Heavy Tiefling Infantry 6 III 1 2 +5) 14 +6) 16 +3) +2) Harrowing Into the Breach Maneuver: "Fire!!"
The Old Guard Loenepoen Super-Elite Medium Human Infantry 4 IV 2 1 +6) 18 +4) 13 +7) +5) Adaptable Maneuver: Break Them (R) Only the Smart Survive Veterans of a Thousand Wars
Peacekeeper Mercenaries Melinda Veteran Medium Fairy Infantry 6 I 1 2 +7) 8 +7) 8 +12) +6) Eternal
Mino Mo Meow Regular Light Mino Minotaur Infantry 6 I 1 1 +8) 10 +9) 10 +8) +8) Charge Recharge
Warforged Colossus NoBetterOptions Elite Super-Heavy Warforged Infantry 12 V 1 3 +7) 17 +10) 20 +4) +2) Constructed Nature Magic Resistant Siege Weapon (Heavy) Big
Dragon Born Phalanx Oden Elite Heavy Dragonborn Infantry 8 III 2 2 +5) 4 +2) 2 +2) +2) Death
Chi No Ken Ph4d3r Elite Super-Heavy Oni Infantry 8 V 2 2 +10) 16 +11) 17 +3) +4) Cone of Cold Invisible Regenerate Veterans of a Thousand Wars
Stormrider Infantry Radid Regular Medium Water Genasi Infantry 6 I 1 1 +3) 14 +2) 13 +4) +1) Amphibious
"Talikaron" ReubenHung#4067 Regular Light Bronze Dragon Aerial 6 IV 1 2 +8) 13 +6) 13 +3) +1) Fearsome Lightning Breath
Elven Royal Guard ReubenHung#4067 Veteran Heavy Elf Infantry 6 III 1 1 +5) 15 +6) 15 +2) +2) Eternal Mobile Magical Adepts Into the Breach
Human War-Mages ReubenHung#4067 Veteran Medium Human Artillery 6 III 2 1 +7) 13 +6) 11 +1) +1) Adaptable Magic Resistant Maneuver: "Fire!!!"
Cerebral Legion ReubenHung#4067 Veteran Light Illithid Infantry 6 III 1 1 +5) 12 +6) 10 +3) +2) Magic Resistant Elevated Mind Maneuver: "Psionic Wave."
"Karasikalax" ReubenHung#4067 Regular Medium Red Dragon Aerial 6 III 1 1 +6) 11 +7) 12 +1) -1) Fearsome Fire Blast
Shifter Infantry ReubenHung#4067 Regular Light Shifter Infantry 6 I 1 1 +3) 13 +3) 11 +1) +0) Born Survivors Wild Blood
Shifter Artillery (Longbow) ReubenHung#4067 Regular Light Shifter Artillery 6 I 1 1 +3) 10 +4) 9 +1) -1) Born Survivors Wild Blood
Shifter Cavalry ReubenHung#4067 Regular Light Shifter Cavalry 6 I 1 2 +4) 12 +3) 10 +1) -1) Born Survivors Wild Blood
Grove Guardians ReubenHung#4067 Veteran Light Shifter Infantry 6 II 1 1 +5) 14 +5) 13 +2) +0) Born Survivors Wild Blood Tooth and Claw
Beastlords (Dire Wolves) ReubenHung#4067 Veteran Heavy Shifter Cavalry 6 II 1 2 +4) 14 +4) 12 +2) +1) Born Survivors Wild Blood Wolfpack
"The Preystalkers" ReubenHung#4067 Elite Light Shifter Artillery 6 III 2 1 +8) 13 +4) 9 +2) +1) Born Survivors Wild Blood Close Range Lie in Wait
Juvenile Shifters ReubenHung#4067 Levies Light Shifter Infantry 6 I 1 1 +3) 10 +3) 11 -1) -2) Born Survivors Wild Blood Ambition
Shifter Owl Riders ReubenHung#4067 Elite Light Shifter Aerial 6 III 1 1 +7) 11 +4) 9 +1) -1) Born Survivors Wild Blood Slam
Animated Ballista u/JayPea__ Veteran Heavy Construct Artillery 6 II 1 1 +5) 11 +4) 11 +1) +3) Constructed Nature Locked Joints Fast Siege Weapon
Animated Objects u/JayPea__ Levies Light Construct Infantry 6 I 1 1 +2) 10 +2) 12 -2) +0) Constructed Nature Locked Joints
Cadaver Collector Brigade u/JayPea__ Elite Heavy Construct Infantry 6 III 1 2 +5) 14 +4) 14 +2) +2) Constructed Nature Locked Joints Maneuver: 'Prey on the Weak'
Construct Artillery u/JayPea__ Regular Medium Construct Artillery 6 I 1 1 +3) 12 +3) 12 +0) +1) Constructed Nature Locked Joints Point Blank
Construct Cavalry u/JayPea__ Regular Medium Construct Cavalry 6 I 1 2 +3) 10 +2) 10 +0) +1) Constructed Nature Locked Joints
Construct Infantry u/JayPea__ Regular Medium Construct Infantry 6 I 1 1 +3) 12 +2) 12 +0) +2) Constructed Nature Locked Joints
Gorgon Squadron u/JayPea__ Veteran Heavy Construct Cavalry 6 II 1 2 +4) 13 +4) 12 +1) +2) Constructed Nature Locked Joints Poisonous
"Legion of Flesh" u/JayPea__ Veteran Medium Construct Infantry 6 II 1 1 +5) 14 +4) 14 +1) +2) Constructed Nature Harrowing
Mechanical Wyverns u/JayPea__ Veteran Heavy Construct Aerial 6 III 1 1 +7) 11 +3) 10 +1) +2) Constructed Nature Locked Joints Close Enough Maneuver: Land and Charge
Arcanaloth Embassy u/Njalm Elite Medium Arcanaloth Artillery 6 IV 2 2 +4) 13 +5) 14 +2) +2) Magic Resistant Damage Resistant Cloud of Darkness Arcane Supremacy
Battleloth Infantry (Swords) u/Njalm Regular Light Battleloth Infantry 6 II 1 2 +6) 8 +4) 8 +0) +0) Harrowing Dead
Dhergoloth Swarm u/Njalm Veteran Medium Dhergoloth Cavalry 6 III 1 2 +7) 12 +5) 16 -5) -5) Harrowing Cloud of Darkness Stupid
Mezzoloth Platoon u/Njalm Veteran Medium Mezzoloth Infantry 6 III 1 1 +7) 13 +3) 15 -5) -3) Harrowing Cloud of Darkness Infighting
Orc Baddies Walter Regular Light Orc Infantry 6 I 1 2 +3) 12 +2) 1 +1) +1) tough stat
Warforged Infantry Zehl-Sketch#1831 Regular Light Warforged Infantry 6 I 1 1 +4) 12 +2) 12 +0) +2) Living Constructs
Warforged Artillery Zehl-Sketch#1831 Regular Light Warforged Artillery 6 I 1 1 +4) 10 +2) 9 +0) +1) Living Constructs
Warforged Cavalry Zehl-Sketch#1831 Regular Light Warforged Cavalry 6 I 1 2 +4) 12 +3) 11 +0) +1) Living Constructs
Warforged Scouts Zehl-Sketch#1831 Veteran Medium Warforged Infantry 4 II 1 1 +4) 12 +5) 15 +2) +3) Living Constructs Scouts Guerrillas
Bara's Breakers Zehl-Sketch#1831 Veteran Medium Warforged Artillery 6 II 1 2 +6) 11 +3) 10 +1) +2) Living Constructs First Strike
Warforged Chargers Zehl-Sketch#1831 Regular Heavy Warforged Cavalry 6 II 1 2 +4) 12 +5) 13 +0) +2) Dead Slam
Warforged Titans Zehl-Sketch#1831 Veteran Medium Warforged Infantry 8 III 1 2 +5) 14 +7) 16 +1) +0) Dead Collateral Damage Siege Weapon
Warforged Raptors Zehl-Sketch#1831 Veteran Medium Warforged Aerial 6 III 1 1 +7) 11 +3) 10 +1) +3) Dead Magic Resistant
Warforged Envoys Zehl-Sketch#1831 Levies Light Warforged Infantry 6 I 1 1 +3) 10 +2) 12 -2) +0) Living Constructs
Chimera Steven Veteran Medium Monster Artillery 6 III 2 1 +8) 15 +6) 16 +5) +5) Magic Resistance
undead knights beavy Super-Elite Heavy UNDEAD Infantry 8 IV 1 4 5 5 8 8 5 5 Undead man
Zombie horde rr Levies Light Undead Infantry 8 I 1 1 2 11 1 13 0 1 Dead Harrowing Relentless (R)
Roaring Bear Regiment Arrow Super-Elite Medium Human Infantry 6 III 2 2 6 18 4 13 7 5 Adaptable Magic Resistant Pike training Into the Breach (R)
Blue Dragonflight AarBear Super-Elite Super-Heavy Dragonborn Infantry 4 IV 2 2 8 17 4 18 4 3 Draconic Ancestry
GREEN CAPTAINCY AR Veteran Medium Human Infantry 6 II 1 2 4 11 4 12 1 2 Adaptable Follow Up: Mobile
The Classic Rocks Tony Cruz Regular Medium Orc Infantry 6 I 1 2 4 4 5 5 6 6 test trait
The Hellfire Captains HunterAvP Elite Heavy Horned Devil Aerial 6 IV 2 1 7 15 7 14 3 5 Harrowing Flaming Weapons Cloud of Darkness Directed Fire
The Dark Cloud HunterAvP Veteran Medium Imp Aerial 6 III 1 1 6 11 3 9 1 1 Harrowing Invisibility Poisonous
Paranoid Vigilantes HunterAvP Veteran Medium Barbed Devil Infantry 6 III 1 1 5 15 5 16 2 2 Harrowing Barbed Damage Resistant
Legions of Avernus HunterAvP Veteran Medium Merregon Infantry 6 II 1 1 4 14 4 15 2 2 Harrowing Maneuver: Hold the Line Fearless
Kuo-Toa Slingers Meyers93 Regular Light Kuo-Toa Artillery 4 I 1 1 3 10 3 8 0 -1 Amphibious Stinky
Lords Reach levies A Levies Light Human Infantry 4 I 1 1 3 12 2 12 1 2 Adaptable
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Trait Name Trait Description Creator Name
Aquatic This unit does not suffer movement penalties when fighting underwater or in rain, but cannot move or fight on land. Ashenjohn#5401
Guiding Bolts When this unit succeeds on an Attack test against an opposed unit, the next Attack test made against that opposed unit before the end of this unit's next activation has advantage. Ashenjohn#5401

Sekolah's Wrath
As an action, this unit chooses a space on the battlefield. Each unit in that space must succeed on a DC 12 Power test or suffer 2 casualties and be disoriented until the end of its next turn. Any fortification in that 
space automatically takes 3 damage. Recharge 5-6. Ashenjohn#5401

Shark Kin This unit does not suffer movement penalties when fighting underwater, or in rain or mud. In addition, this unit has advantage on attack tests against diminished units. Ashenjohn#5401
Siege Weapon (Light) This unit can attack an adjacent fortification. It automatically hits (no Attack test or Power test needed) and deals 2 damage. Ashenjohn#5401

Weresharks
For its movement, this unit becomes a cavalry unit with Aquatic until the end of its activation. The unit leaves the grid and then returns to the space it left at the end of its activation (or to its army’s reserve rank if that 
space is occupied). Recharge 5–6. Ashenjohn#5401

Camels If this unit causes an opposed cavalry (horse) unit to become diminished, that unit suffers a -2 penalty to morale tests. Big Bill Hells #2442

Circular Tactics
If an opposed cavalry unit successfully makes an attack test against this unit, make a DC 13 Command test. 
On a success, opposed cavalry units cannot make power tests against this unit, and it is no longer a legal target for opposed cavalry units until this unit's next activation. Big Bill Hells #2442

Resourceful This unit is immune to the penalties from negative Resource levels after Intrigue. Bleehu#5733

Disarming
When this unit succeeds on a power test against an adjacent opposed unit, it can choose to weaken that unit instead of dealing casualties. When this unit leaves the battlefield, opposed units that were disarmed by 
it are no longer weakened. Budakang

Maneuver: Entrench As an action, increase this unit’s Defense score by 4. If this unit moves, decrease its defense score by 6. Budakang
Naval This unit can only be deployed in water and cannot move onto land. Budakang
Soporific Breath As an action, choose three adjacent opposed units. Each unit must succeed on a Power test (DC = 8 + this unit’s size) or become disorganized. Units of Fey ancestry are immune to soporific effects. Recharge 5–6. Budakang
Wooden If this unit would accrue a fire token, place two fire tokens on it instead. Budakang
Brave This unit has advantage on Morale tests. Captain B-Team
Vent Steam As an action, choose up to 4 squares adjacent to this unit and place up to 3 fire tokens on each one. You have a total of 6 fire tokens to place this way. Recharge 6. Dig
Creatures of the Night As an action this unit summons a unit of Shadow Wolves under this commanders control. The wolves activate and take their turn immediately. This power can only be used once per battle. GammaTrooper#4325
Feed When this unit succeeds on a power test against a diminished unit it can attempt a DC 13 power test as a reaction. On a success it inflicts one additional casualty and this unit increments it casualty die by one. GammaTrooper#4325
Mist and Shadow This unit is surrounded by an obscuring cloud of supernatural mist. Ranged attacks made against this unit are made at disadvantage. Additionally when this unit succeeds on an attack test it fills the enemy units space with fog until the end of this units next activation.GammaTrooper#4325
Blood Suckers When this unit succeeds on a Power test as part of an attack, you can cause this unit to take 1 casualty. If you do, add a bleed token to the target unit. Each bleed token inflicts 2 casualties. GoblinPolitics
Blood Magic After a successful power test against an adjacent unit, this unit deals 1 additional damage, and increments its casualty die once. Ph4d3r

Cone of Cold

Cone of Cold As an action, this unit forces
an adjacent opposed unit, and the unit behind it, to each make a
Power test (DC = 8 + this unit’s size). On a failure,
the targeted units suffer 2 casualties and their movement is reduced to zero for 1 turn
on a successful save, the units suffer 1 casualty and movement isn't reduced.
Recharge 6. Ph4d3r

Ambition When this unit is broken, one adjacent unit may increment its casualty die by 1. ReubenHung#4067
Born Survivors When this unit begins its activation with 1 casualty, it gains +1 to movement. At the end of the turn, the unit may make a DC 13 Power test. On a success, the unit increments its casualty die by 1. ReubenHung#4067
Elevated Mind As a reaction this unit can end the Disoriented or Misled conditions on itself. ReubenHung#4067
Lie in Wait This unit is not deployed until the end of deployment, after all other units have been placed. This unit may also be deployed as though it were infantry. ReubenHung#4067
Maneuver: "Psionic Wave." As an action, this unit targets an adjacent unit and makes a DC 14 Power test. On a success, the target unit suffers 1 casualty and becomes misled. Recharge 5-6 ReubenHung#4067
Tooth and Claw When diminished, each successful Power test by this unit adds a bleed token. Each bleed token inflicts 2 casualties. ReubenHung#4067
Wild Blood When this unit is rallied, they regain one additional casualty. ReubenHung#4067
Wolfpack This unit has advantage on Attack tests against exposed units with an allied unit adjacent to it. ReubenHung#4067
Constructed Nature This unit does not suffer casualties from poison tokens, is not affected by the poisonous trait, and cannot be diminished. u/JayPea__
Locked Joints Traits or other effects that cause units to move against their will, have a 50 percent chance of automatically failing against this unit. u/JayPea__
Arcane Supremacy Scrolls used by this unit can be used an additional time. u/Njalm
Infighting When this unit is diminished, this unit and all adjacent units suffer 1 casualty. u/Njalm
Living Constructs This unit treats d20 rolls lower than 10 as 10 for command and moral tests Zehl-Sketch#1831
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For more stuff I've made, including a full index of MCDM products
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