Heroscape VAriants
Variants will not be played in every scenario. In fact, most scenarios will not use variants. These variants will be ‘tied’ to specific scenarios in the collection. If that scenario is randomly selected, the variant will be used. ALL the scenarios they will be tied to will be symmetrical/balanced scenarios.

If the variant has been uploaded, you will see a note telling you to check the file, next to the variant.
1. Weather Effects (roll once every three rounds)
1-9: Calm/Clear Weather (no changes)

10-13: Bright Sun (all figures move -1 (1 is min))

14-16: Dense fog (range -2 for all figures (flyers are halved movement if flying)

17: Treacherous winds (roll d20 for all flyers - if you roll 15+, opponent can move flyer one space away; airborne elite cannot be dropped; all small figures have movement halved (each tile counts as two))

18-19: Heavy Rain (no flying, range -1 for figures, all figures move -1 (except vipers and microcorps))

20: Frost/Snow (water is frozen (and considered “ice”), no flying, range -1 for figures)

2. King of the Hill
Object: Hold the hill(s) for two consecutive turns OR eliminate all enemies
Rules: Pick three spots on the board and put a token on each space. At the start of your turn, if you are in control of all of the tokens on the board, you are one turn from winning. If on the start of the following turn you still hold all tokens on the board, you win.

3. Command Cards (Uploaded)
Overview: Instead of using the order markers, you play a command card (like C&C:A) from your hand. The command card determines which units/figures may be activated, and the player chooses from all the possibilities which one(s) he will activate. Play then proceeds according to standard HS rules regarding movement, attack, special abilities (including bonding, frenzy etc). There are even defensive cards that may be played during an opponents turn!

Remember: You cannot move the same figure more than once per turn, but there are three turns per round. The same figure can move – essentially – three times per round.

4. Spellbound (Uploaded)
Spellbound consists of a deck of cards with special rules that change the normal play for each round in a game. The Spellbound cards add an additional step to each round of play as follows:

1. Place your Order Markers.

2. Roll d20 – on a 1-10, there is no Spellbound card; on an 11-20, draw one Spellbound card and follow its special rules for this round.

3. Roll for Initiative.

4. Players take their turns as normal, one at a time or as directed by the Spellbound card.

5. Move the Round Marker ahead to the next number.

5. Wellspring Powers (Uploaded)
This variant will give you a number of points and power cards. Throughout each round, you will have the opportunity to earn more points. You can then buy and assign power cards to various armies in your command.
