Ability Types:
Activated

Permanent

Activations:
When you want (requires restriction) (T: any)

When attacked (targetted) (T: attack)

When hit (targetted) (T: attack)

When wounded (targetted) (T: attack)

When Wounds becomes 0 (T: bad/heal)

When monsters appear (adjacent?) (targetted) (T: attack/heal)

At start of warrior phase (T: any)

At start of action (T: any)

Before fighting (T: attack)

When Power Phase roll = 6(T:any) / 1 (bad) (duration: 1 Turn)

Restrictions (all are once per turn except where stated):

Instead of N attacks (not limited) (T: attack/heal)

Instead of N steps of movement (not limited)

Instead of whole action

If no monsters around

If attacked same monster with every attack (targetted)

Only X uses (not limited) (bad effect when last one is used?)

Immediate effects:

Deal Damage... (requires target)

Auto kill… (requires target)

Change wounds total (halve, etc.) (requires target)

Heal... (requires target)

Start duration effect

Roll on table (1-1/2: bad, 2/3-3/4/5: nothing, 4/5/6-6:good)

Extra Attack (reads in a target. If none, targetted- “choose attackable”. May have Alteration effects.)

Attack Alteration effects:

trigger (immediate) on attacking

+N/-N to hit

trigger (immediate effect/extra attack) on hit

trigger (extra attack/extra damage) on hit roll 6/5+

trigger (bad) on hit roll 1/1-2

+X/-X dice

reroll up to N dice (only on 1?)

roll N extra, choose (best/worst)

multiply dice damage (x2/3)

trigger (immediate/extra attack) on rolling 6/5+ on (any/each/first) damage dice

trigger (bad) on rolling 1/1-2 on (any/each/first) dice

+X/-X damage

add strength extra times/don’t add strength

ignore N armour/toughness

multiply final damage (after armour)

trigger (immediate/extra attack) on wounding successfully

trigger (immediate/extra attack) on killing

Durations:

Until end of (next) turn

X whole turns

Until end of combat

One attack (Attack Alteration only)

Until wounded

Until you attack

Until you use <ability>.

Until Power phase roll is 1/1-2.

Duration effects:

Change statistic (M, WS, BS, S, T, StartW,I, A, MissileA, Pin)

Change to-be-hit (close/ranged)

Attack Alteration

Attack Alteration for those fighting you

Attack (missile?) before or during move

Missile attack once per A instead of once

Use 2 weapons per turn (only between missile and non-missile?)

Gain ability

Bad Duration effects (for giving to monsters):

Change statistic

Change to-hit (close/ranged)

Change to-be-hit (close/ranged)

Can’t do anything (fell over)

Can’t attack/move/use ability X

Disarm (no benefits from using weapon)

Change damage from hits (dice/points/x strength/multiply)

Lose/can’t use ability

Attack Alteration for those fighting you

Statistic Changes:

+X/-X

multiply by X/divide by X (round up/down)

+Battle Level

+Battle Class (nov 1/champ 2/hero 3/lord 4)

+XD6/-XD6

=>XD6+X

Immediate disadvantage effects:

Hit self

Start bad effect on you

Immediate (good) effect for a Monster

Event (draw a card)

Choosing targets:

X Adjacent (to each other, and to user)

All Adjacent

On same board section

In L.O.S.

2x2 on same board section

Beam (continues on kill/successful roll)

Sweep (as Beam (deathblow))

Field (as Beam- progress to anyone on same board section)

Miscellaneous other effects:
Only works vs (race- Chaos, Undead, Chaos/Undead, Orc/Goblin, Skaven, Dark Elf, etc)

Avoid event cards

Go first in turn

Switch weapons between attacks

Use two weapons

Attacking between move steps

Alter other effects (can’t ambush/ignore blow/dodge, rapier)

Ignore chasms & other obstacles/leap over squares

Secret Doors

Draw Treasure cards

Countermagic (destroy spell/counter spell/unaffected by spell)

Destroy Armour

Cast spell from card (<type> only)

Reroll dice (only power phase?)

Doesn’t work vs magic & magic items

Siphon wounds

Cast spells for N less power

Lantern effect

Move monsters (requires target)

