
July 2nd 2024 

Seraphon 

Battle Formations 
• Sunclaw Starhost: 3 units do D3 mortals and pile in, end of any turn 
• Thunder Lizard equivalent: +2 Health for Monsters, passive 
• Eternal Starhost: Once Per Turn, Your Movement Phase. Pick a friendly SERAPHON unit (wholly) 

within 12” of a SERAPHON WIZARD.  On a 3+, remove that unit from the battlefield and set it up 
again more than 9" from enemy units.  Keyword: CORE 

• Shadowclaw Starhost: Move up to 3 units of SKINKS D6" (but not into combat), (your?) shooting 
phase 

Heroic Traits 
• Being of the Stars: Ignore modifiers to save rolls (positive or negative) 
• Beastmaster: SERAPHON MONSTERS and CAVALRY get +2" move if they start a move wholly 

within 12" of the hero 
• If you charge this turn, a FRIENDLY SERAPHON unit wholly within 12" can use All-out Attack 

without spending a command point 

Artefacts of Power 
• Coatl Familiar: Once per Battle, Reaction after making a casting roll: add D6 to the casting roll 
• Incandescent Rectrices: Heal D3, any hero phase 
• Bloodrage Pendant: +1 Attacks to non-companion melee weapons; +2 attacks if you're at half 

health.  Passive 

Mount Traits 
Probably none 

Spell Lores 
Lore of Celestial Manipulation 
• Comet's Call: Roll for each model in the enemy unit.  Each 5+ deals one mortal damage (was 

Stellar Tempest) 
• Mystical Unforging: -1 Rend to enemy unit until the start of your next turn, 12", unlimited 
• Speed of Huanchi: FRIENDLY UNIT can run, shoot and/or charge this turn 

Lore of Primal Jungles 
• The Earth Trembles: Casting Value 8.  Pick a point within 18" and draw a line from the caster to 

that point.  For each (enemy?) unit on that line, roll D3 and deal that much damage on a 2+ 
• Empowered Celestite: wholly within 12", casting value 5, +1 Rend to SAURUS weapons (not 

companion weapons) 



• Light of Chotec: Pick a FREINDLY unit within 12" and roll a die for each damage the unit has 
taken.  For each 4+, heal 1. 

Realmshaper Engine 
• It gets a nod to both the Starborne and Coalesced abilities! 
• SAURUS and KROXIGOR (wholly?) within 9" get +1 to hit 
• Power Unleashed: if wizard within 3" of Realmshaper, pick terrain within 24"; pick up to 3 enemy 

units within 3" of terrain to deal D3 (on 2+) mortals 

Heroes 
Lord Kroak 
• Wizard (3) 
• 18 Wounds, 4+ Save and 4+ ward 
• Azyrite Force Barrier: 2D6@3+/3+/1/1, Crit (Mortals) 
• Not INFANTRY.  This means that Guarded Hero will give him the -1 to hit with ranged weapons, 

but he can be targeted from more than 12” away 
• +2 to cast, unbind and banish rolls!  Almost nobody gets pluses to unbind and banish! 
• Unlimited range unbind and banish (Note: neither require visibility in the core rules) 
• Dead of Innumerable Ages: At the END OF THE TURN, roll 3D6 and add the damage.  20+ he is 

slain, otherwise Heal (18). 
o More damage can accumulate in a turn so death risk is higher. 
o Wyrdflame and Corruption will prevent the heal! 
o The 4+ ward will help a lot, but no more bodyguarding from Saurus Guard 

• Arcane Vassal: cast from a skink wizard wholly within 18, once per turn, any hero phase 
• Celestial Deliverance: 7+ to cast, pick up to 3 enemy units within 12". Roll D3 for each and deal 

that much damage on a 2+. Can cast multiple times per phase. 

Skink Oracle on Troglodon 
• Wizard (1) 
• 10" Move , 14 Health, 4+ Save,  5 Control 
• MONSTER 
• Noxious Spittle: Range 15", Shoot in Combat, Companion 
• 3 damage on Companion melee attack 
• Terror: Subtract 2 from the control scores of enemy units within combat range of this unit. 
• Regeneration: End of Any Turn.  Heal (D3) 
• Noxious Roar (RAMPAGE): Once Per Turn (Army), Any Combat Phase.  Pick 3 enemy units in 

combat with this unit.  Roll a dice for each target.  On a 3+, subtract 1 from hit rolls for the 
targets' attacks. 

• No warscroll spell. 
�����  

Skink Starseer 
• Move 5", Health 6, Save 4+, Control 2 
• Fly 



• Scry the Stars: Once per battle (Army), Your Hero Phase  Roll a number of dice equal to the 
battle round number.  For each 3+, pick a number of friendly SERAPHON units wholly within 
18".  They have Ward (5+) until the start of your next turn. 

• Celestial Doom: Casting Value 7.  Pick a visible enemy unit within 18".  Ward rolls cannot be 
made for the target for the rest of the turn. 

Skink Starpriest 
• 8" Move, 5 Wounds, 4+ Save, 2 Control 
• Serpent Staff: Your Hero Phase.  Pick a visible friendly SERAPHON unit wholly with 18" to be the 

target.  Roll a die.  On a 2+, the target's melee weapons have Crit (Auto-wound) until the start of 
your next turn. 

o Three times she said that it applies to two units, but when she read it out loud, she read 
the above verbatim.  Maybe it says “Twice Per Turn?” 

• No warscroll spell 
����  

Saurus Astrolith Bearer 
• Infantry wholly within 12" gain Ward (6+).  If they had a Ward (6+)  they get a Ward (5+) instead.  

Passive 
• Reaction: If a friendly wizard wholly within 12" of this unit successfully casts a spell, add 3 to 

the control scores of all friendly SERAPHON wholly within 12" 
• No more +1 to cast or +6" spell range  

Saurus Scar-Veteran on Aggradon 
• 10” Move 
• Aggradon melee profile: 3 attacks, 2 rend, 2 damage, Companion 
• Primal Rage: End of Any Turn. If it used a fight ability, place a rage token, up to a maximum of 3.  

If it didn't fight, remove all rage tokens. Add 1 to Attacks of this unit's Companion weapons for 
each Rage token. 

• Once per Battle (Army): Put a rage token on this unit and all FRIENDLY Aggradon Lancers wholly 
within 12", to a maximum of 3 on each unit 

Stegadon Chief 
• Skystreak Bow: Anti-Monster (+1 Rend) 
• Sunfire Throwers: Anti-Infantry (+1 Rend) 
• If a FRIENDLY NON-MONSTER SKINK unit redeploys while wholly within 18", no command point 

is spent 
• Rampage: On Charge, roll D3 and deal that much mortal damage +2 

Saurus Scar-Vet on Carnosaur 
• Once per turn, pick an enemy hero in combat with this unit. Roll a die for each damage 

allocated to the enemy.  For each 5+, deal 1 mortal damage 



Infantry 
Saurus Warriors 
• 5 Move, 2 Health, 4+ Save, 1 Control 
• A single attack profile for clubs and spears; no longer any difference. 
• 2@3+/3+/1/1 attack profile 
• +1 to save rolls when contesting an objective **that you control** 

Saurus Guard 
• 3+ Save 
• When in combat range of a friendly SLANN, 5+ ward for Guard and SLANN.  That makes Guard 

very tanky near a Slann. 
• Doesn't buff Kroak, who already has a 4+ ward, but still buffs Guard to make a strong screen. 

Kroxigor Warspawned 
• 4+ Save 
• Drakefang War-pick: 4@4+/2+/1/2, Anti-monster (rend +1) 
• Starfang War-pick: 4@3+/2+/1/3, Anti-monster (rend +1)  
• +1 Damage to their attacks if wholly within 12" of a SKINK unit that is in combat.  
• Subtract 1 Rend from ranged weapons that target this unit.  Passive. 

Skinks 
• 6+ Save 
• 12" shooting range.  Shoot in combat 
• When the Redeploy, roll 2 dice and pick one 

  



Hunters of Huanchi with Dartpipes 
• 8” Move, 1 Health, 6+ Save, 1 Control, 5+ Ward 
• Dartpipe: 10” Range, 2@3+/3+/-/1, Crit (Auto-wound) 
• Feeble Claws: 1@4+/5+/-/1 
• Hidden Hunters: Deploy Ability. Set this unit up in reserve, “in ambush”. 
• Chameleon Ambush: Movement Phase. Pick this unit from “in ambush” and set it up anywhere 

on the battlefield, more than 9” from enemy units. 
• Star-venom: Any Shooting Phase.  Pick an enemy damaged allocated to it this turn by attacks 

from the Dartpipe.  Roll a dice.  On a 2+, subtract 1 from wound rolls from the target’s combat 
attacks for the rest of the turn. 

• Can’t return to reserve, and no visibility abilities. 
• Keywords: Infantry, Champion (1/5), Musician (1/5), Skink 
• Yes, Champion (1/5)!  Maybe to simplify challenges with the larger base on the champion? 

Hunters of Huanchi with Starstone Bolas 
• 8” Move, 1 Health, 6+ Save, 1 Control, 5+ Ward 
• 1/5 non-champions can replace Bolas with Hunter Javelin. 
• Starstone Bolas: 10” Range, 1@3+/4+/-/1 
• Hunter Javelin (Ranged): 10” Range, 1@3+/3+/1/2 
• Moonstone Club: 2@4+/5+/-/1 
• Hunter Javelin (Melee): 3@3+/4+/1/2 
• Hidden Hunters: Deploy Ability. Set this unit up in reserve, “in ambush”. 
• Chameleon Ambush: Movement Phase. Pick this unit from “in ambush” and set it up anywhere 

on the battlefield, more than 9” from enemy units. 
• Starstone Bolas: Any Shooting Phase.  Pick an enemy targeted by attacks from the Bolas.  Roll a 

dice.  On a 3+, subtract 1 dice rolled from the target’s charge rolls for the rest of the turn (min 1). 
• Can’t return to reserve, and no visibility abilities. 
• Keywords: Infantry, Champion (1/5), Musician (1/5), Skink 
• Yes, Champion (1/5)!  Maybe to simplify the larger base on the champion? 

 



Cavalry 
Aggradon Lancers 
• 10" Move, 5 Wounds, 4+ Save, 2 Control 
• Saurus Riders -> One Weapon Profile: 3@3+/3+/1/1, Charge (+1 Damage), Anti-Monster (+1 

Rend) 
• Aggradons: They skipped & the image quality was poor.  Probably 3@4+/3+/2/2, Companion 
• Rage: End of Turn: If it used a fight ability, place a rage token, up to a maximum of 3.  If it didn't 

fight, remove all rage tokens. Add 1 to Attacks of this unit's Companion weapons for each Rage 
token. 

Raptadons Chargers 
• 12” move, 3 health, 5+ save, 1 control 
• Tepok Lances: 3@4+/4+/1/1, Charge (+1 Damage) 
• Serrated Fangs: 3@4+/3+/1/1 
• +1 to hit with lances if attacking an enemy shot by Raptadon Hunters 

Raptadons Hunters 
• 12” move, 3 health, 5+ save, 1 control 
• Starstone Atlatls: 2@4+/4+/2/1 
• Moonstone Club: 3@4+/5+/-/1 
• Serrated Fangs: 3@4+/3+/1/1 
• Extra shooting in the charge phase against enemy unit charged by Chargers if within 12” 

Ripperdactyls 
• Blot toad is still a thing.  No more info. 

Artillery 
Spawn of Chotec 
• 8 Health 
• Glob of Flame Acid: 16” range, 1@4+/2+/2/D3+3, Companion 
• Stream of Fire: 10” range, 5@2+/3+/1/1, Anti-Infantry, Companion 

o Yes, ranged weapons can get Crit (2 Hits) from the Asterism of Itzl. 
• No news on the abilities. 
• BEAST keyword.  Which means unit's Control Score is max 1 



Monsters 
Bastiladon with Ark of Sotek 
• 5” Move, 12 Health, 2+ Save, 5 Control 
• Handler’s Meteoric Javelins: 12” range, 6@4+/4+/-/1, Shoot in Combat 
• Bludgeoning Tail: 3@3+/3+/1/D3, Companion 
• Ark: 20@4+/5+,-,1, Crit (Mortals), Companion 

o If Asterism of Itzl gives Crit (2 Hits), you must choose the Crit you want to use, which is 
Crit (Mortal) on the Ark 

• Ark of Sotek: Rampage.  Once Per Turn (Army), Any Combat Phase.  Pick up to 3 different enemy 
units within 9".  Roll D3 for each.  On a 2+, inflict that much mortal damage. 

• Keywords: Monster, Skink! 

Bastiladon with Solar Engine 
• 5” Move, 12 Health, 2+ Save, 5 Control 
• Solar Engine: 18" range, 3@3+/3+/2/3 Crit (2 Hits). 

o So lost 6" range, lost 1 rend, gained Crit (2 Hits), which is mathematically very similar to 
+1 to hit 

• Handler’s Meteoric Javelins: 12” range, 6@4+/4+/-/1, Shoot in Combat 
• Bludgeoning Tail: 3@3+/3+/1/D3, Companion 
• Tail Swipe: Rampage. Once Per Turn (Army), Any Combat Phase.  Pick an enemy unit in combat 

with this unit.  Roll for each model in that unit to a maximum of 8.  Each 5+ deals mortal 
damage. 

• Keywords: Monster 
• No SKINK keyword 

Stegadon 
• Skystreak Bow: 3@3+/3+/1/2,  Anti-Monster (Rend +1) 
• Sunfire Throwers: Anti-Infantry (Rend +1) 
• Horns and Jaws: 6@4+/2+/1/2, Charge (+1 Damage) 

  



Seraphon Traits and Warscroll Pics 
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