
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. 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.

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

PP. 51–52. HEAdloCk/WEAPoN loCk.
Replace the first sentence of the first paragraph with the 
following:
A model making a headlock/weapon lock can lock a warjack’s 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.

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.

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 
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a melee attack 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. 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.
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. 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. 81. MoUNT.
Replace the bold equation with: 

Mount Melee Attack 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. 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.
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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.

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

PP. 51–52. HEAdloCk/WEAPoN loCk.
Replace the first sentence of the first paragraph with the 
following:
A model making a headlock/weapon lock can lock a warjack’s 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.

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.

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 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.

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.
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. 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.
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Because a frenzied warbeast activates in the Control Phase, it 
cannot activate during the Activation Phase that turn. 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. 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. 83. MoUNT.
Replace the bold equation with:

Mount Melee Attack 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.

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.

Cryx ForCe book
P. 28. IRoN lICH AsPHyxIoUs THEME 

foRCE.
Replace the last sentence of the Tier 3 benefit with the 
following:
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.

Mercenaries Force Book
P. 24. MAGNUs THE TRAIToR THEME 

foRCE.
Replace the last sentence of the Tier 3 benefit with the 
following:
Wreck markers cannot be placed within 3˝ of a terrain feature or 
another wreck marker.

Legion of everbLight 
force book
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.
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ModEl ERRATA

Cygnar
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 fifth sentence of Explosivo with the following:
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.

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.

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.

sENTINEl. sHIEld GUARd.
Replace the text of Shield Guard with the following:
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.

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 the following:
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.

TRIUMPH. sUb-TyPE.
(Apply only to the card. The WARMACHINE: Wrath entry 
is correct.)

Delete the word “Defender” from Triumph’s sub-type line.

sToRMWAll. CovERING fIRE.
Replace the first sentence of Covering Fire with the 
following:
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.

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).

sToRM lANCEs. ElECTRICAl bolT.
Add Damage Type: Electricity  to the Electrical Bolt 
weapon.

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.

Protectorate of Menoth
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.
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dEvoUT. sHIEld GUARd.
Remove the tactical tip and replace the text of Shield Guard 
with the following:
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. 

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.

Khador
vlAdIMIR TzEPEsCI, GREAT PRINCE of 

UMbREy. 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.

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.

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.

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.

GREAT bEARs of GAlloWsWood. 

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

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.

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 dEMolITIoN CoRPs. 

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

Cryx
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 warrior models 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.)

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.

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

CANkERWoRM. IMPRINT: sAlvAGE.
Replace the third sentence with the following:
If it was a heavy or colossal wreck marker, remove +3 damage 
points.

lEvIATHAN. bURsT fIRE.
Replace the text of Burst Fire with the following:
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.

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

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.

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.

RetRibution of ScyRah

loRd ARCANIsT ossyAN. TEMPoRAl 

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

AsPIs. sHIEld GUARd.
Remove the tactical tip and replace the text of Shield Guard 
with the following:
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.

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.

Mercenaries
vANGUARd. sHIEld GUARd.
Remove the tactical tip and replace the text of Shield Guard 
with the following:
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. 

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’s POW is 12.

dANNoN blyTHE & bUll. bACksWING.
Remove the tactical tip and replace the text of Backswing 
with the following:
Make a normal attack with this weapon. After resolving that 
attack, make one additional attack with this weapon.
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sTANNIs bRoCkER. bACksWING.
Remove the tactical tip and replace the text of Backswing 
with the following:
Make a normal attack with this weapon. After resolving that 
attack, make one additional attack with this weapon.

sTEElHEAd HEAvy CAvAlRy. 

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

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.

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. ExPlosIvo.
Replace the fifth sentence of Explosivo with the following:
Explosivo expires immediately after resolving the target model’s 
next ranged attack.

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.”

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.

oGRUN bokUR. sHIEld GUARd.
Remove the tactical tip and replace the text of Shield Guard 
with the following:
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.

Trollbloods
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.

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.

TRoll boUNCER. sHIEld GUARd.
Remove the tactical tip and replace the text of Shield Guard 
with the following:
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. 

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

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.

skAldI boNEHAMMER.
Skaldi Bonehammer is a Trollkin Champion model.

TRollkIN skINNER. bAsE sIzE.
The Trollkin Skinner has a medium base.
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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. 

CirCle OrbOrOs
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.

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.

WoldWATCHER. sHIEld GUARd.
Remove the tactical tip and replace the text of Shield Guard 
with the following:
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.

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.”

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.

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.”

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 the following:
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 the following:
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.

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.

TIbERIoN. sHIEld GUARd.
Remove the tactical tip and replace the text of Shield Guard 
with the following:
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. 
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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.

vENAToR flAyER CANNoN CREW. 

bURsT fIRE.
Replace the text of Burst Fire with the following:
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 the following:
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 the following:
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. bURsT fIRE.
Replace the text of Burst Fire with the following:
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
bETHAyNE, voICE of EvERblIGHT. 

flEsH MEld.
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.

sAERyN, oMEN of EvERblIGHT. 

foREbodING.
Replace Foreboding with the following:
While within her control area, small-, medium-, and large-based 
models in Saeryn’s battlegroup cannot be targeted by melee 
attacks.

NEPHIlIM PRoTECToR. sHIEld GUARd.
Replace the text of Shield Guard with the following:
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. 

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

bAyAl, HoUNd of EvERblIGHT. 

offICER.
Add Officer  to Bayal.

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

sUCCUbUs. ATTACHEd.
Replace the phrase “friendly warlock” with “friendly 
Faction warlock.”

THRoNE of EvERblIGHT. fEARlEss.
Add Fearless  to Throne of Everblight.

Minions
bloody bARNAbAs. blood booN.
Replace the phrase “without spending focus” with “without 
spending fury.”

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.

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. Fury points that are not reaved 
are removed.


