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Q
uest

V
illage

S
hrine

W
itch D

en
D

ragon Lair
O

racle

Draw
 Com

panion card
Pickaxe 1 gold
Torch 1 gold
Unit 4 gold

Gain 1 m
ana.

Gain a scroll card if
you have a
Talism

an.

Draw
 Quest card

Red Dragon Attacks!
6 Attack 12 Defense

Dragonfire

Gain a Treasure

Charm
 Attack

Cost per unit is 4 gold.

A
m

azon
6

3

Potion 1 gold
Elixir 3 gold

Talism
an 3 gold

DragonOrb 3 m
ana

Draw
 Prophecy card

Gain 1 spell for 
1 m

ana.
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Pickaxe

Torch

Talism
an

DragonOrb

Potion

Elixir

1. M
ove attacking unit(s) into enem

y territory
2. Determ

ine TAS (Total Attack Strength)
3. Defender m

issile attack
4. Attacker m

issile attack
5. Rem

ove m
issile phase casualties

6. Attacker m
elee attack

7. Defender m
elee attack

8. Rem
ove m

elee phase casualties

C
om

bat S
eq

u
en

ce
1. Purchase units
2. Naval m

ovem
ent

3. Quest activity
4. Com

bat
5. Transfer
6. Collect incom

e
7. Place reinforcem

ents

A
ction

 S
eq

u
en

ce

King

W
izard 

Decoy

Legend

1. H
eal

Cures units that are poisoned.

2
. Petrifying G

aze
Turn 1 unit to stone.

3
. Teleport

M
ay teleport up to 5 units.

4
. C

om
m

and
Add 1 to the T.A.S. of 5 units 
in the com

bat zone.

5
. A

lluring
Subtract 1 from

 the T.A.S. of 
5 enem

y units in the com
bat zone.

6
. R

apture
Claim

 1 enem
y unit from

 
the com

bat zone.
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