
B
A

T
T

LE T
R

A
IT

N
igh

th
au

nt

Roll a D
6 for each w

ound or M
ortal W

ound 
inflicted on a friendly N

igh
th

au
n

t 
unit w

ithin 6" of your G
eneral or another 

N
igh

th
aunt H

ero from
 your arm

y.

O
n a roll of 6 the w

ound is negated and has 
no e� ect.

D
EA

T
H

LESS SPIR
IT

S

SP
E
L
L
S

A
R
C

A
N

E B
O

LT
C

asting V
alue: 5

If successfully cast, pick an enem
y unit w

ithin 
18" of the caster and w

hich is visible to them
.

� e unit you pick su� ers D
3 M

ortal W
ounds.

K
now

n by every W
izard

C
asting V

alue: 6
If successfully cast, pick the caster, or a 
friendly unit w

ithin 18" of the caster and 
w

hich is visible to them
.

You can add 1 to all Save rolls for the unit you 
pick until the start of your next H

ero Phase.

M
Y
ST

IC
 SH

IELD

B
A

T
T

LE T
R

A
IT

N
igh

th
au

nt

Instead of setting up a N
igh

th
aunt unit 

on the battle� eld, you can place it to one side.

You can roll on the table below
 for the unit 

at the start of any of your M
ovem

ent Phases, 
as long as there is at least one friendly C

airn 
W

raith or Tom
b Bansh

ee som
ew

here on 
the battle� eld.

1 – 2 Failure: T
he unit rem

ains in the 
underw

orld (you can roll for it again in a 
future M

ovem
ent Phase if allow

ed to do so).

3 – 6 C
alled Forth: You can set up the unit 

anyw
here on the battle� eld that is m

ore than 
9" from

 any enem
y units. � is counts as the 

unit’s m
ovem

ent for this M
ovem

ent Phase.

ET
H

ER
EA

L R
U

LER
S

B
A

T
T

LE T
R

A
IT

N
igh

th
au

nt

W
hen a Black C

oach in a N
igh

th
aunt 

arm
y uses its Evocation of D

eath ability, roll 
one D

6 for each C
airn W

raith or Tom
b 

Bansh
ee w

ithin 12" of the Black C
oach, 

instead of for each D
eath W

izard.

C
O

N
D

U
IT

S O
F 

ET
H

ER
EA

L PO
W

ER

C
O

M
M

A
N

D
 A

B
IL

IT
Y

Pick a unit from
 your arm

y that is w
ithin 12" 

of your G
eneral.

� e unit that you pick does not have to take 
Battleshock tests until your next H

ero Phase.

IN
SPIR

IN
G

 PR
ESEN

C
E

K
now

n by every G
eneral
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T
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R
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R
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R
D

S

N
IG

H
T

H
A

U
N

T
A

LL
EG

IA
N

C
E 

C
A

R
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R
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N
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C
O

M
M

A
N

D
 T

R
A

IT
N

igh
th

au
nt G

eneral
(N

igh
th

au
nt allegiance)

You can re-roll To-H
it rolls of 1 for attacks 

m
ade by the G

eneral unless the target has the 
D

eath or D
aem

on keyw
ord.

1 – H
A
T
R

ED
 O

F T
H

E LIV
IN

G

C
O

M
M

A
N

D
 T

R
A

IT
N

igh
th

au
nt G

eneral
(N

igh
th

au
nt allegiance)

A
dd 1 to the D

am
age caused by an attack 

m
ade by the G

eneral if the To-H
it roll w

as 6+.

4 – PIT
ILESS EX

EC
U

T
IO

N
ER

C
O

M
M

A
N

D
 T

R
A

IT
N

igh
th

au
nt G

eneral
(N

igh
th

au
nt allegiance)

Subtract 1 from
 the Bravery of enem

y units 
w

ithin 6" of the G
eneral.

2 – T
ER

R
IFY

IN
G

 EN
T
IT

Y

C
O

M
M

A
N

D
 T

R
A

IT
N

igh
th

au
nt G

eneral
(N

igh
th

au
nt allegiance)

A
dd 1 to the G

eneral’s Save rolls.

5 – C
LO

A
K

ED
 IN

 SH
A

D
O

W

C
O

M
M

A
N

D
 T

R
A

IT
N

igh
th

au
nt G

eneral
(N

igh
th

au
nt allegiance)

A
dd 1 to the G

eneral’s W
ounds characteristic.

3 – LIN
G

ER
IN

G
 SPIR

IT

C
O

M
M

A
N

D
 T

R
A

IT
N

igh
th

au
nt G

eneral
(N

igh
th

au
nt allegiance)

A
s long as the G

eneral is alive you can re-
roll the dice w

hen attem
pting to call a unit 

from
 the underw

orld to the battle� eld (see 
the Ethereal Rulers Battle Trait).

6
 – R

U
LER

 O
F T

H
E 

SPIR
IT

 H
O

ST
S
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R
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R
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A
R

T
E
FA

C
T

N
igh

th
au

nt H
ero

(N
igh

th
au

nt allegiance)

Your opponent m
ust subtract 1 from

 To-
W

ound rolls m
ade for enem

y M
elee 

w
eapons that target this m

odel.

1 – C
LO

A
K

 O
F T

H
E 

W
A

X
IN

G
 M

O
O

N

A
R

T
E
FA

C
T

N
igh

th
au

nt H
ero

(N
igh

th
au

nt allegiance)

You can use this artefact once per battle in 
your C

om
bat Phase.

W
hen you do so, you can re-roll failed To-

H
it rolls for friendly N

igh
th

aunt units 
w

ithin 6" of this m
odel w

hen they attack in 
that C

om
bat Phase.

4 – LIG
H

T
SH

A
R

D
 O

F 
T
H

E H
A

R
V

EST
 M

O
O

N

A
R

T
E
FA

C
T

N
igh

th
au

nt H
ero

(N
igh

th
au

nt allegiance)

A
dd 3" to the M

ove characteristic of any 
friendly N

igh
th

aunt units w
ithin 6" of this 

m
odel at the start of the M

ovem
ent Phase.

2 – PEN
D

A
N

T
 O

F T
H

E 
FELL W

IN
D

A
R

T
E
FA

C
T

N
igh

th
au

nt H
ero

(N
igh

th
au

nt allegiance)

� e bearer of the M
idnight Tom

e becom
es 

a W
izard and know

s the A
rcane Bolt and 

M
ystic Shield spells.

� ey can attem
pt to cast one spell in their 

ow
n H

ero Phase, and attem
pt to unbind one 

spell in each enem
y H

ero Phase.

5 – M
ID

N
IG

H
T
 TO

M
E

A
R

T
E
FA

C
T

N
igh

th
au

nt H
ero

(N
igh

th
au

nt allegiance)

If this m
odel in� icts one or m

ore w
ounds 

w
ith its attacks in the C

om
bat Phase, you 

can in� ict a M
ortal W

ound on one enem
y 

unit w
ithin 3" of this m

odel a� er this m
odel 

com
pletes its other attacks in the phase.

3 – D
R

EA
D

B
O

LT
 R

IN
G

A
R

T
E
FA

C
T

N
igh

th
au

nt H
ero

(N
igh

th
au

nt allegiance)

Roll a D
6 for each enem

y unit w
ithin 3" of 

this m
odel at the start of the C

om
bat Phase.

O
n a roll of 4+ that unit su� ers 1 M

ortal 
W

ound.

6
 – C

O
V

ETO
U

S FA
M

ILIA
R
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