Artifact:  Wand of Lightning

Use:  During your Spell phase

Effect:  Make a Strength 3 attack against 1 enemy unit.

This Hit may not Push and may only Stun or Kill.







Artifact:  Cursed Ring

Whenever an opponent draws a +3 from their Fortune of War deck to resolve an attack on your units they treat it as +0 instead.








Artifact:  Sword of Courage

Use:  During your Spell phase

Effect:  1 friendly unit gains +1 Strength until end of turn and may also make two attacks this turn instead of one.  

The extra attacks do not cost movement points and may come after a Follow Up from a previous attack.


Artifact:  Spinning Coin

Use:  During your Production phase

Effect:  Gain 1 Gold.










Artifact:  Crystal Ball

Use:  During your Spell phase 

Effect:  Look at the top three cards of your Fortune of War deck and put them back in any order.  








Artifact:  Black Iron Shackles

When Black Iron Shackles comes into play place the Shackles marker on an enemy unit.  That unit may not make attacks and is considered to have a Speed of 2 which is modified by Artifacts and Spells normally.  

This Artifact continues to affect the unit even if the unit is Destroyed.


Artifact:  Rod of Pestilence

Use:  During your Spell phase

Effect:  Make a Strength 2 attack against 1 enemy unit and a Strength 1 attack against up to one additional adjacent enemy unit.

This Hit may not Push and may only Stun or Kill.




Artifact:  Cape of Flight

Use:  During your Spell phase

Effect:  1 friendly unit gains +3 Speed until end of turn.










Artifact:  Annihilator

When Annihilator comes into play choose an Artifact already in play and place both Annihilator and that Artifact on the bottom of the Artifact deck.

If that Artifact brought any tokens or units into play remove them.




Artifact:  Equine Figurine

All friendly units gain +1 Speed.












Artifact:  Mithril Hammer

Whenever a friendly melee units Pushes an enemy unit that unit is also Stunned.

Friendly ranged units may select the Push option when adjacent to the unit they are attacking.  They do not gain the Stun benefit above.





Artifact:  Banner of Victory

Any time a friendly unit Destroys an enemy unit you gain 1 additional Gold.  

When an enemy unit Destroys one of your units that unit’s controller does not gain any Gold.




 

Artifact:  Lucky Clover

Whenever you draw a -2 card from your Fortune of War deck you treat it as a +1 card instead.










Artifact:  Roc’s Feather

Friendly units may move onto Hills or Mountains at no additional cost and may move onto Mountains directly from Plains or Water. They also gain + 1 Strength while attacking if they are standing on a Mountain.






Artifact:  Time Travel Device

Use:  Any time you or your teammate draws a Fortune of War card after you have seen the result.

Effect:  Draw the next card in your deck and use that result instead.  You add + 1 to the result of the new card.





Artifact:  Sack of Wonders

Use:  During your Production phase

Effect:  Draw a card from your Fortune of War deck.

-1,-2:  No Effect
+0:  Gain a Gold
+1,+2:  Draw a Spell
+3:  Gain a Gold and draw a Spell.



Artifact:  Scythe of Doom

Use:  During your Spell phase

Effect:  Choose 1 enemy unit. If that unit is Stunned this turn it is immediately Destroyed.








Artifact:  Wretched Millstone

All enemy units have a -1 penalty to Speed.












Artifact:  Obsidian Fist

Use:  During your Spell phase

Effect:  Make a Strength 3 attack against 1 enemy unit.

This Hit may only Push and may not Stun or Kill.







Artifact:  Magic Rope

Use:  After an opponent draws and reveals a Fortune of War card to resolve an attack made by a unit.

Effect:  The attacking unit takes a -2 penalty to Strength for the duration of this attack. 





Artifact:  Clockwork Ogre

When Clockwork Ogre comes into play place one of your Ogre game pieces not currently in use on any unoccupied space adjacent to one of your units.

The new game piece acts in every way like an Ogre in your army.




Artifact:  Heartseeker Arrow

Any time you make an attack with a ranged unit and miss you may draw another Fortune of War card and use that result instead. 

This effect may only be used on a given unit once per turn.





Artifact:  Silver Chalice

Use:  During your Spell phase

Effect:  Remove the Stun from 1 friendly unit that is Stunned.  The unit may act this turn as normal.








Artifact:  Wyrmskin Gauntlet

Any time you make an attack with a melee unit and miss you may draw a Fortune of War card and use that result instead. 

This effect may only be used on a given unit once per turn.





Artifact:  Pearl of the Deep

All friendly units ignore movement penalties due to Water.  They also gain + 1 Strength while attacking while standing in Water.









Artifact:  Voodoo Doll

Use:  During your opponent’s Spell phase

Effect:  Make a Strength 3 attack against 1 enemy unit.  If the attack succeeds the Target is Stunned.  

This attack does not Destroy units.




Artifact:  Amulet of Negation

Use:  Whenever your opponent casts a Spell.

Effect:  The Spell’s effect does not occur.  The Spell still goes to the discard pile.  








Artifact:  Dwarven Shield

All friendly units gain + 1 Strength while standing on a Mine.











Artifact:  Windcaller Pipes

All enemy ranged units may only attack units adjacent to themselves.  They also take a -1 penalty to Speed.










Artifact:  Mask of Apathy

When an enemy melee unit Pushes another unit they may not Follow Up.  They also take a -1 penalty to Speed.









Artifact:  Thief’s Cloak

Use:  During your Production phase

Effect:  Draw a card from your Fortune of War deck.

-1, -2, 0:  No Effect
+1, +2, +3:  Choose one opponent.  That player loses a Gold and you gain a Gold.




Artifact:  Writhing Horror

Use:  During your Spell phase

Effect:  Choose an opponent.  That player must choose one of their units that is not Stunned and Stun it.









