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Campaign days are an integral part of our wargaming community.  Here in Louisville, we dedicate one day a month as a group to get together to wage war on each other.  It is important that that day remain constant (for us its always the last Saturday of every month) as that helps people schedule time to be able to participate.
This Appendix will go over Azyr Empires Campaign Days, what players can expect, and how to integrate the Warhammer Quest: Silver Tower game into the campaign.
Campaign Days
The campaign day battle for Azyr Empires will be the capstone of each chapter.  The final battles of the month will be multiplayer affairs where the stakes are high and players can score some big points and territories by overcoming the odds and multiple opponents.  
We use the Triumph and Treachery set to facilitate our multiplayer games.  Azyr Empires already has an appendix on this, and goes into detail on how you can adapt Triumph and Treachery to Age of Sigmar games. 
Four or five players will take to each table.  The players will all stake a territory just as if it were a normal Empires game.   Players should be chosen so that the factions are as even as possible.  For example, an optimal table would contain four players:  a chaos player, a death player, an order player, and a destruction player.  
Afterwards, a territory is generated in exactly the same way as a normal Empires game.
Finally, your Games Master will assign a Time of War to every table (it should be the same for all games).  Take care to move the battles around to various realms from month to month and to explore the various Times of War.  
The victor of a Campaign Day table receives not one but TWO territories.  He may claim any territory from any of the players at the table, and he may also choose to take the generated tile if he wishes.
The player who came in second may also claim a territory, but may not claim any territory that the overall victor claimed.
Warhammer Quest:  Silver Tower
One of the most challenging aspects of resource-based campaigns is dealing with the asymmetrical nature of the game, where everyone has different power levels and some players quickly fall to the bottom of the power curve and then quit.
Azyr Empires was designed with that in mind to give boosts to players that found themselves wanting for power while their comrades escalated above them.  The Silver Tower is another great opportunity to help underpowered players catch up to their more powerful friends.
Seeking out the Silver Tower and the Gaunt Summoner is another way for heroes to acquire vast power and expand their empires, but it comes at a great cost.  The tower is a gamble, and one in which the Gaunt Summoner has stacked heavily in his odds!
Petitioning the Tower
Heroes may venture to the Silver Tower, but they must be themselves summoned, for the mysterious and labyrinthine place only opens itself to those that it deems worthy, and to those that are desperate enough to ply its halls for the treasures that lie within.
Players may opt to perform one of the tower’s trials instead of doing battle with their army once per chapter.  To do so, they must simply gather one or two other heroes willing to do this as well and go forth, enter the Tower, and choose a Trial to attempt.  Once an amulet fragment has been recovered, that trial cannot be repeated for the rest of the campaign.  
Take note:  the initial trial is for the Realm of Light’s fragment, and the trial where four fragments have been found are for the Azyr fragment.  


Notification of Intent
Players that are planning a trial should immediately let the group know that they are attempting the trial they are planning for.  If two groups of players happen to play the same trial and both succeed, then the group that reports their outcome first to the Games Master is the one that recovers the fragment successfully officially (meaning the other group may keep any persistent skills or treasure but their fragment fades into ash and dust and was a fake)
To begin a Trial, each player involved must stake one of their territories first, just as they would during a normal game of Azyr Empires.  Capital Tiles may not be staked unless it is the only remaining territory that the player has.
The Gaunt Summoner holds these territories and claims them should the heroes fail to recover the fragment of the amulet.  Additionally, if a hero falls or becomes lost within the Tower, the Gaunt Summoner claims the lands of that hero as well regardless of if the amulet fragment is recovered.
There are some caveats.  The Gaunt Summoner will extort more powerful heroes of more lands, simply because he has what the heroes want and they will pay his price or be denied entry.
Players whose campaign score is in the top 25% of the entire campaign’s scores must stake TWO territories.  Example, if you have eight players, then the top two players who have the two highest scores stake two territories.  In the instance of draws where more than two players share the highest score, then all of the players that share the top score will stake two territories.  
Example:  your campaign has eight players.  The campaign scores are currently 12, 11, 11, 10, 9, 9, 7, and 5.  The top 25% scores are 12 and 11.  This means that the players that have 12 and 11 points must stake TWO territories to enter the Silver Tower.
Victory Conditions and Losing Territories
If the players fail to recover the amulet fragment during their trial, all of them lose their staked territories regardless of if the heroes make it to the end or not.
If a player succumbs to his grievous wounds or is lost within the tower (see below) then that player loses their staked territory.


Grievous Wounds Alteration
During normal games of Silver Tower, players may always come back on a respite.  During Azyr Empire games of Silver Tower, every time a player is removed from play due to Grievous Wounds, or lost in the tower, roll a D6.
On the roll of a 1+ the player may return per the rules given in the game.  This roll increases in difficulty every time the player is removed from the game.  If the player fails this roll, his hero is considered too hurt or lost to continue, which is dubbed Succumbing to Grievous Wounds.  
At the end of the game, any heroes that have succumbed to Grievous Wounds rolls a D6.  On the result of a 1, that player is slain permanently.  Please refer to the section in Azyr Empires that deal with character death and what to do next.
Staking Capital
Heroes that stake their capital tiles to the Gaunt Summoner are carrying the remains of their people on their shoulders.  They gain an additional wound and may re-roll any Succumbing to Grievous Wounds rolls.
Campaign Days and Silver Tower
During Campaign Days, the bottom three or four players have the option of Petitioning the Silver Tower instead of taking their smaller armies up against the larger ones in the mass battles of the Triumph and Treachery format.  This is entirely optional, no one should be forced to enter the Silver Tower if they do not wish.
Once the bottom players have been given an opportunity to enter, if there are any slots remaining, those may be filled going up in order from players that have the smallest number of campaign points to the largest.
[bookmark: _GoBack]Treasure, Skills, and Advancing
If the party is successful in defeating a trial, then the player that held the talisman upon the trial’s end receives the fragment provided they are alive and in the final chamber (otherwise use the player with the highest renown).  Only one of each fragment may exist in the campaign world, so the successful trial cannot be tried by others.  If the trial was completed successfully but more than one player had the highest number of renown (they are tied), the player that currently has the lowest campaign score claims the fragment.  If that number is also tied, then the player with the least number of territories claims the fragment.  If that number is also tied, the players roll off and highest roll wins.
Those players that have survived the trial roll to see what skills and treasures leave them per the normal Silver Tower rules.  Any items that the player keeps should be noted down in case they return to the tower.
Additionally, these magic items and skills can be used in Age of Sigmar games (refer to conversion charts below to see exactly how).  
The player that claimed the fragment may immediately add a territory to their empire (rolled randomly).  Additionally, their fragment will give them additional benefits.  Also, each fragment is worth 5 campaign points which are added to the player’s overall campaign score.  
For any player, every piece of Silver Tower treasure recovered permanently is worth 1 campaign point.  
Build Points
Players participating in the Silver Tower gain 2 build points as if they had not played a game that cycle.  The player that comes in third may gain 3 build points.  The player that comes in second earns 4 build points.  The player that recovers the fragment earns 5 build points.
Exotic Adversaries
Games Masters should feel free to adapt and theme their Silver Tower trials to their campaign days.  For example, if the party chooses to find the Death fragment, having some skeletons or zombie stats on hand may be a good thing!
Which Hero Templates To Use?
Games Workshop put out a bunch of hero templates to use in Silver Tower.  It’s a matter of getting the one that matches your hero the closest and using that for games within Silver Tower.
For example, if Archaon had Silver Tower rules, you would likely never use that for your hero because even at the later stages of Empires (as of now) no hero can be as powerful as Archaon is.  
Choose the most appropriate character sheet for your hero.  You should not, however, try to cram your character into a template that does not fit you.
For example, if you are a lord of khorne, you should find a lord of khorne template from the Silver Tower app to use instead of trying to use what came with the box as that is not appropriate for your character.


[image: Warhammer Quest Silver Tower: My Hero]Amulet Fragments and Their Effects 
Claiming one of the eight fragments can give a player a boost on the battlefield as well as to their empire.
As noted above, claiming an Amulet Fragment gives the player +5 campaign points.  The fragment can then be kept on the person of the hero, or may be transformed into another territory.
Fragment Territories operate like normal territories.  They are like special territories and the chart below will explain exactly what each fragment territory gives to the player.  Transforming the fragment into a territory means that the fragment can never be used as an item, but the player gains the benefit of owning the special territory (and the territory itself is worth 5 campaign points).
Alternatively, the player may keep the Fragment as a potent item.  If they do so then once per game they may in the HERO phase heal D3 wounds and additionally the fragment will offer bonus abilities as laid out in the fragment detail table below.  
When obtaining a fragment, the player must immediately decide if he is using the fragment to open up a special territory, or if using as an item.  If using as an item the player must choose the appropriate bonus and report it to the Games Master.  This may not be changed once it has been made so.


[image: ]The Azyr Fragment crackles with lightning.  The scent of clean rain emanates from the icon and the bearer can hear the faint sounds of thunder rolling across verdant plains.  
Used in battle, the fragment can power a hero’s weapon such that it calls upon the storms of Azyr.  This allows the hero to gain a ranged attack such that all enemy models within 12” of the hero are struck on the roll of a 4+ and wounded on the roll of a 4+ with a rend value of -1.
Instead of powering a weapon, the hero can use the fragment to protect him from harm.  A sheath of crackling energy surrounds the player.  At the beginning of every combat phase, any enemy model within 1” of the hero suffers a mortal wound on the roll of a 6.  
If the player chooses to use the fragment to open up a portal to a special territory, they gain access to the Thunder Realms, a collection of floating pillars of rock connected by a series of rainbow bridges amidst the clouds.  At their very center rises the The Learned Focii.  
This beautiful structure is traced by lightning which powers a magnificent set of clockwork gears that allow the owner of the Palace to gaze across the realms, and transport chambers of soldiers wherever they are needed.
The Thunder Realms generate +5 points to the Empire.  These points are not deployed to the battlefield as normal.  Instead, the unit may be set up anywhere on the table that the player wishes, so long as they are 9” or more from an enemy unit.  The unit may charge as normal on the turn that they arrive.
Time of War:  The Thunder Realms
Battles taking place amid the Thunder Realms use this special Time of War to represent the unique nature of the Realms.  Additionally they can be used in any Azyr territory if so desired.
The Winds of Tor – Winds whip about frantically as this vista is constantly being scoured by strong thunderstorms.  Any non-magical attacks coming from things like bows or guns have their range cut in half (rounding up).  
Spells of the Thunder Realms – Wizards know Chariot of Vanor– cast on a 5+, the caster may move up to 14” and counts as flying. 
Lord of Storms - The owning player of the Thunder Realms gains the Command Ability “The Lord of Storms”.  Player chooses an enemy unit and rolls 2D6.  If the result is a 5 or less nothing happens.  If the result is a 6-9 then the enemy unit is blown in a direction chosen by the player 2D6”.  If the result is a 10-12 then the enemy unit is blown in a direction chosen by the player 3D6”.  If this causes models to leave the table, then they are lost as they fall off of the floating mountains.
If models cannot move due to them being near impassable terrain or due to other models being in their way, then for every inch that they cannot move roll a D6.  On the result of a 5+ they take a mortal wound instead.


[image: ]The Aqshy Fragment sizzles with flame, and the scent of sulfur radiates from the piece.  A faint hellish glow illuminates the bearer wherever they may go.
Used in battle, the fires of Aqshy lick at the hero’s weapon.  Models wounded by the hero’s weapon may never re-roll failed saves.
Alternatively the hero may use the fragment on his armor, in which case he is bathed in the fires of Aqshy.  Fire-based attacks cannot harm him and ranged attacks (not spells) are ignored for each wound on the roll of a 5+ (this is a special save that is taken after normal saves and cannot be altered by rending values)
If the player wishes instead of augmenting his abilities in combat he may use the fragment to open up a realm to the Brass City.  The Brass City sits atop an obsidian plateau, its people protected by a shimmering molten wall of brass.
The Brass City counts as a fully upgraded city.  Additionally the Brass City provides +5 points to the army of the player instead of the normal +3 and provides an additional war machine slot.
The walls of the Brass City are so hot that enemy models attempting to scale them suffer a mortal wound on a 3+.  The only safe way to breach the walls of the Brass City are to destroy a wall segment, its gate, or use siege towers (refer to the Siege appendix of Azyr Empires)
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[image: ]The Chamon Fragment is cool to the touch and shimmers with powerful metallic augments.   The sound of tiny gears can be heard whirring from within.
Used in battle, the Chamon Fragment can be used to extend the reach of the hero’s weapon by +1” as gears and cogs extend the haft.  
Alternatively it can be used to reinforce the hero’s armor, boosting the save by allowing it to ignore a point of rending (which would stack if the hero already ignores any rending).
If instead the player wishes to not augment his battlefield abilities they can instead open up a portal to the Clocktower.
The Clocktower is a territory set atop a burnished gold flat hill upon which a monolithic clock tower stands.  All four faces of the tower have a clock face, and that clock face records the annals of time as it wends through the mortal plains.  
The clock tower counts as an upgraded Watch Tower and fully upgraded Wizard Tower which also provides +5 army points to the player’s empire.
The powers of the Clocktower are such that the owning hero may reverse time and accelerate time, or even stop it altogether!  This power is controlled by a Chronomancer, which is a wizard in the player’s force that the player nominates.  That wizard possesses some additional spells that can be used during a game.
The 11th Hour – Cast on an 8+ - Range 16” - This spell can target a structure or enemy unit.  If cast on a structure, the passage of time is as such that the structure crumbles into a mound of bricks.  The terrain counts as difficult terrain from that point on and loses any abilities that it had possessed.  If cast on an enemy unit, the unit suffers D6 mortal wounds.  If a 6 is rolled, the unit suffers an additional D6 mortal wounds.  This continues until the dice roll is anything but a 6.
[image: https://s-media-cache-ak0.pinimg.com/736x/d5/cc/e5/d5cce5059ffe17b507ac12ff35a8cb6f.jpg]Stop Time – Cast on a 7+ - Range 12” – This spell can be cast upon any unit, friend or foe.  If cast on a unit that is engaged in melee, this affects all of the units engaged in the melee.  If successfully cast, the models are frozen in time until the beginning of your next HERO phase.  While frozen in time, the models affected may do nothing at all.  However, as they are frozen in time, no attacks or effects may be applied to them as well.
Slow Time – Cast on a 7+ - Range 16” – This spell can be cast upon an enemy unit.  If successful, that unit may only activate during the HERO, Movement, Shooting, or Melee phase (pick one).  Additionally the unit may only use half of their attacks (round up)
Speed Time – Cast on a 7+ - Range 16” – This spell can be cast upon any unit friend or foe.  If successful that unit may move twice and they receive an additional melee attack per model until the beginning of the player’s next HERO phase.  Afterwards, for each model roll a D6 and on the roll of a 5+ that model suffers a mortal wound. 

[image: ]The Ghur Fragment beats like a heart.  A primal power pulses with each beat, filling the owner with a strength rooted in the beasts of the land.  The coppery taste of blood can be observed when near this fragment.
The Ghur Fragment has a presence on the battlefield that makes monsters and other beasts loathe to attack the bearer.  If the player chooses to bring this item to the battlefield then anytime any enemy units that have the MONSTER keyword, or are beasts or mounts of any kind (cavalry, warbeasts, etc) then that unit must roll 2D6 if it elects to either charge at or is in contact with the bearer, or if the bearer is within 3” of the unit.  If the result is equal or less than the unit’s Bravery score, it may act as normal.  Otherwise, the unit may not attack the bearer at all (riders may still act as normal) and must attempt to move away from the bearer if at all possible (normal movement or if in combat a retreat movement).
The bearer is also granted a special Command Ability called The Beastmaster.  If using this command ability, the bearer may target a monster or unit that rides into battle on beasts.  That unit must make the Bravery check as given above.  If it fails, the bearer of the fragment may control that unit however they wish (but not able to take the unit off of the battlefield), to include moving the unit, shooting with the unit, and charging and fighting in melee with the unit.  
The riders are unaffected and may not be controlled by the player.  This affect lasts until the beginning of the player’s next HERO phase.
Alternatively the player may use the fragment to open up a gate to the Wildlands territory.  This territory is a wild mass of jungle that is untamed and populated with many forms of monstrous creatures.
The territory grants the player a bonus of +5 points to their army.  Additionally, the territory opens up two bonus monster slots to the player’s empire.  
[image: http://static.panoramio.com/photos/large/24293323.jpg]If staking the Wildlands territory, then before any battle begins the opposing player must roll a D6 for every one of his units.
If the result is a 1, then that unit suffers D6 mortal wounds, representing ambushes by monsters and the denizens of the jungle.


[image: ]The Ghyran Fragment – a heavy wooden scent originates from this fragment, and a forest breeze and rushing water can be heard and felt when near.
If the bearer of this fragment takes this into battle, then the restorative property of the fragment can be used three times instead of once (though it may only be activated once per hero phase).
Additionally the fragment can restore life to those that are fallen.   The bearer of the fragment gains the Restoration of Ghyran command ability.  This may be used on any unit that has taken damage that is within 16” of the bearer.  The ability restores D6 wounds back to the unit.   
Should the bearer of the fragment choose to open a portal instead, they may claim the territory The Warshrine of Forest Deep.  This fantastical forest is shrouded in mystery, its canopies sheltering its people from the outside realms and giving total fealty to its Everqueen.
The Forest Deep grants the owning player a +5 bonus to its army.  Additionally it grants a bonus HERO slot, a MONSTER slot, and a summoning point.  
Additionally, any forest territory that the player possesses will generate an additional +1 army point while the player holds the Forest Deep.  
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[image: https://tomdalston.files.wordpress.com/2014/10/mountain-beacon.jpg][image: ]The Hysh Fragment is fairly unremarkable.  Unlike the other fragments, this does not feel different or smell different or really provide any extra sensory information as to its nature.  It is simply a flat, albeit perfect, geometrical shape.
Its true nature can be revealed in the presence of chaos.  Indeed, any chaos warlord would want to possess this fragment just to keep it hidden away and out of his enemy’s hands!  
When near a creature of chaos, the fragment glows with a brilliant pure light, one that burns and cleanses the taint of chaos!
Players that wish to retain this fragment on their person may infuse it with their weapon.  If they do this, then against any model that has the CHAOS keyword, any wounds from the weapon will allow no normal saves (models that have special saves denoted by their warscroll abilities may still take those).  Effectively, the weapon has a rending value of –X, where X negates the chaos model’s save.  
Alternatively the player may embed this fragment within their armor, in which case any wound values against them from a CHAOS source are at -1 to the CHAOS player’s roll.  Additionally, any chaos model in base contact with the hero that has the Hysh fragment embedded within their armor suffers a MORTAL WOUND on the roll of a 4+ for every successful hit that they inflict on the bearer of the fragment.
Should the player not wish to wield the fragment in battle, they may open a portal to the Mirrored Beacon of Raigun.  This shrine, as its name implies, is composed of mirrors which can produce a powerful cleansing aura that entirely eviscerates anything related to the spread of chaos.
The Beacon provides the player with +5 additional points to their army.  Additionally the Beacon acts as a watchtower, and a fully upgraded temple.  
Should the player stake the Beacon in a battle against a player that is a follower of CHAOS, then the player may use the Beacon to cleanse one of his opponent’s territories that is not the opponent’s capital.  This has the effect of neutralizing that tile for the battle, providing no benefit to the chaos player for that battle.


[image: ]The Shyish Fragment pulses with a sickly violet light.  The bearer of this fragment gains powers over the dead. 
The bearer of this fragment may incorporate the fragment into their weapon.  By doing this, any model that the hero slays with this weapon will cause the dead model to rise as a zombie.  Use the zombie statistics for these models.  They are under the control of the player and form their own unit.
Alternatively the player may integrate this fragment into their armor.  By doing so, if the hero is ever slain then roll a D6.  On the roll of a 4+, the hero is restored to life with D3 wounds.
Should the player not wish to use the fragment in battle, they can use the fragment to open up a portal to the Pillars of Eternity.  This territory has a sepulcher made of deep ruby that sits at its center which radiates necromantic energies.  
The territory grants the player +5 points to their army and additionally counts as three summoning points and a fully upgraded Wizards Tower.
If the Pillars of Eternity are staked in a battle, then during that battle ANY models slain rise again as a zombie on the roll of a 4+ per model.  The zombies are neutral and will attack the closest model, also seeking to combine their numbers into a single unit where possible.
The player that owns the territory gains the Command Ability “Master of the Dead”.  This can be used on any undead zombie unit.  On the roll of a 4+, that unit is now under the control of the player.  If the undead unit is already under the possession of the other player, the roll required is a 6+.


[image: ]The Ulgu Fragment has wisps and tendrils of shadow seeping from it, dimming the light near it and casting ominous shadows over the bearer.
When applied to a weapon, the weapon becomes a shadow weapon, and counts as having a rending value equal to the targets save (thus removing the ability to make saves).  
If applied to armor, then the bearer may move 12” and count as flying as they become wisps of shadowy energy.  Additionally, all attacks striking them receive a special 4+ save that is taken after failed saves.  This special save is not subjected to rending values at all.  This save does not apply to mortal wounds.
If the hero does not wish to use this fragment in battle, they may use it to open up a portal to the Grand Fjord Feasting Hall territory.  This shadowy realm houses a magnificent feasting hall, which grants the player a bonus of 5 points to their army and grants the player the ability to field an additional hero slot.  
Also, this territory is connected to the mortal realms in a way similar to the All-Points.  When generating new territory, the owner of this realm may roll twice to determine which realm the new territory falls upon and may always choose the one they wish.
[image: https://s-media-cache-ak0.pinimg.com/736x/5d/30/45/5d3045d0c8c9290d0a25f680f680b69e.jpg]


Slaying the Gaunt Summoner Permanently
Once all of the fragments have been recovered by your campaign group, the last battle may take place during a campaign day where the Gaunt Summoner is fought in a final battle.
Any players that successfully defeat the final mission in Silver Tower will receive a bonus of 10 campaign points.  The player’s hero must survive the encounter and not be considered lost or succumbed to their grievous wounds.
Using Treasures and Skills
Any treasure or skills kept permanently after a trial may be used in Age of Sigmar games as well.  These should be noted down on the character record.  The effects of every item are listed below for your reference.
	Skills
	AOS Translation

	Aetheric Surge
	For every roll of a 6 that is made in melee attack to hit rolls, the hero gains an additional attack with that weapon

	Airstrider
	When you move you count as flying

	Alchemist
	Craft a healing potion which restores D3 wounds once per game

	Battlewrath
	Whenever you slay a model, you may immediately make an additional attack.

	Berserker
	as the card text

	Bulwark
	Player may re-roll failed save rolls of 1

	Chosen
	May add +1 to any ability score once per turn

	Defiant Stand
	Add +1 to all of your ability rolls, but cannot move that turn.

	Divine Herald
	Once per turn reduce the cost of an ability or spell by 1

	Divine Will
	Any friendly model in base contact with the hero may re-roll attack rolls of a 1

	Evasive
	Before making a save, roll a dice. If the result is higher than the attack roll you dodge aside and the attack has no effect.

	Eye of Fate
	You can always re-roll saves of a 1

	Fires of Battle
	Roll 2D6 at the beginning of your hero phase.  If the result is a double, heal a wound.

	Gaze of the Gods
	Once per turn you can re-roll a single result of a 1

	Honed Mind
	Once per turn you may add +1 to any dice the hero rolls.

	Honed Mind
	Add +1 to any casting rolls

	Jaws of Death
	If your hero is in base contact with a friendly model, then add +1 to any to-hit rolls for the hero

	Killing Frenzy
	For every model slain, you may make an additional attack

	Lifebane
	For every unsaved wound you inflict in melee, roll a D6.  If any of the results are a 6, the model is slain outright

	Living Fortress
	The hero rolls a dice after they suffer a wound, and on a 6 they ignore it.

	Lucky Evasion
	Replace agility roll with a 4+

	One Step Ahead
	no effect in AOS

	Prospector
	Academic means Wizard

	Reaper of Lives
	Any rolls of a 6 to hit will do an additional point of damage if unsaved.

	Unstoppable
	Everytime that you kill a model, you may move D3"

	Vengeful Strike
	For every roll of a 6 that is made when making saves, the hero may immediately make an attack.

	War Dancer
	Your hero may add +1 to any charge rolls that they make

	Wellspring
	no effect in AOS





	Item
	AOS Translation

	Alarielle's Kiss
	Once per game.  Roll a dice for every wound lost.  On the roll of a 4+, recover that wound.

	Amulet of Fury
	Per the card text.  Can be used once per game.

	Amulet of the Solar Storm
	All adversaries is any enemy model within 6".  The wound is considered a mortal wound

	Basilisk's Tongue
	Once per game.  Pick an enemy unit within 12".  Roll a dice for each model, and if the result is a 6, that model is turned to stone and removed from play.

	Bloodstone
	As the card text

	Casket of Azyr
	Area of effect 6".  One use per game.

	Death Rune
	Per the card text.  Can be used once per melee phase for one attack

	Eye of Phoros
	As the card text

	Gem of Command
	One use per game.  Target an enemy model in the HERO phase within 16".  That model must roll 2D6 and the result must be equal or less than their Bravery score.  If failed, the model is under the player's control until the beginning of his next HERO phase.

	Luckstone
	One use per game.  Allows player to re-roll any set of dice one time.  All dice must be re-rolled.

	Mirror of Dreams
	As the card text

	Miser's Chalice
	Can be used to activate a Command Ability twice.  On the roll of a 1-3 the chalice is exhausted for the rest of the game

	Philtre of Luck
	As the card text

	PhoenixHeart
	One use per game.  Can bring back a slain HERO and heals them D3 wounds.  The hero is then set up in base contact with the player's hero.

	Ring of Celerity
	Player gains +1 movement.  Can expend the power of the item once per game and allow the player to move twice.

	Scroll of Wisdom
	Whenever your hero successfully scores a secondary objective or teritiary objective, this scroll can be used to add an additional build point

	Shard of Fate
	As the card text

	Sorcerous Shield
	As the card text

	Soulstone
	Once per game.  Allows the player to use a command ability twice in one phase, move twice in one phase, or run twice in one phase.

	The Celestrium
	Used once per game.  Allows the player to dictate initiative order for that turn.

	The Evergate Key
	As the card text

	The Mistveil Skein
	Can be used once per game and used on the hero and any one friendly unit within 3" of the hero.

	The Shrivelled Heart
	Once per game.  Whenever your hero is slain, recover D3 wounds

	Trickster's Brew
	Once per game, may use to change the result of a dice roll you just made to a result of your choosing.

	Unseen Amulet
	Once per game.  Activated in the HERO phase.  Until the beginning of your next HERO phase your hero cannot be targeted by spells or abilities or missile attacks.  If in base contact with an enemy, the enemy requires 6s to hit them

	Warpstone Bomb
	Ranged attack 6", any model within an inch of the target suffers the effects as well.  If the player rolls a 1 then the bomb explodes on him doing D3 wounds

	Wrathblood
	Grants three bonus attacks which can be used at any time.
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