Mazzarin’s Demise Strategy Guide

Distributing Units

At the start of the game, the captain has a very difficult task in distributing 46 units very quickly and effectively. I keep a chart of how I like to distribute units and write down what each player will get prior to the start. This helps save a precious few seconds before Ghols, Wights, and whatever else swarm your disorganized forces. Below isn’t necessarily the absolute best way to distribute, but it does break up units into both effective and fun groups. A good captain will consider having this or a similar chart printed ahead of time.

2 Players:

1) Mazz + 9 Arcs + 2 Striders + 1 PF + 2 Demos + 9 Heron

2) HGH + 9 Arcs + Mort + Pyro + Electro + 9 Heron

3 Players:

1) Mazz + 2 Striders + 1 PF + HGH + 4 Heron

2) 9 Arcs + Mort + Electro + 7 Heron

3) 9 Arcs + 2 Demos + Pyro + 7 Heron

4 Players:

1) Mazz + 2 Striders + HGH + 1 Heron

2) 9 Arcs + Pyro + 5 Heron

3) 9 Arcs + Electro + 5 Heron

4) Mort + 2 Demos + PF + 7 Heron

5 Players:

1) Mazz + 2 Striders + HGH

2) 9 Arcs + 4 Heron

3) 9 Arcs + 4 Heron

4) 1 Mort + 2 Demos + 1 PF + 6 Heron

5) Pyro + Electro + 5 Heron

6 Players:

1) Mazz + 2 Striders + HGH

2) 9 Arcs + 2 Heron

3) 9 Arcs + 2 Heron

4) 1 Mort + 2 Demos + 1 PF + 2 Heron

5) Pyro + 6 Heron

6) Electro + 6 Heron

7 Players: 

1) Mazz + HGH

2) 9 Arcs + 2 Heron

3) 9 Arcs + 2 Heron

4) Mort + 2 Demos + 2 Heron

5) PF + 2 Striders + 2 Heron

6) Pyro + 5 Heron

7) Electro + 5 Heron

8 Players:

1) Mazz + HGH

2) 9 Arcs + 2 Heron

3) 9 Arcs + 2 Heron

4) PF + 2 Striders + 2 Heron

5) 2 Demos + 3 Heron

6) Mort + 3 Heron

7) Pyro + 3 Heron

8) Electro + 3 Heron

9 Players:

1) Mazz + HGH

2) 9 Arcs + 1 Heron

3) 9 Arcs + 1 Heron

4) PF + 2 Heron

5) Mort + 2 Heron

6) 2 Demos + 2 Heron

7) 2 Striders + 4 Heron

8) Pyro + 3 Heron

9) Electro + 3 Heron

10 Players:

1) Mazz + HGH

2) 6 Arcs + 1 Heron

3) 6 Arcs + 1 Heron

4) 6 Arcs + 1 Heron

5) 1 PF + 2 Heron

6) 2 Striders + 3 Heron

7) 2 Demos + 2 Heron

8) Mort + 2 Heron

9) Pyro + 3 Heron

10) Electro + 3 Heron

11 Players:

1) 1 Mazz + 1 Heron

2) 6 Arcs + 1 Heron

3) 6 Arcs + 1 Heron

4) 6 Arcs + 1 Heron

5) 1 PF + 1 Heron

6) 2 Demos + 2 Heron

7) 2 Striders + 3 Heron

8) Mort + 1 Heron

9) Pyro + 2 Heron

10) Electro + 2 Heron

11) HGH + 3 Heron

12 Players:

1) Mazz + 1 Heron

2) 6 Arcs + 1 Heron

3) 6 Arcs + 1 Heron

4) 6 Arcs + 1 Heron

5) 1 PF + 1 Heron

6) 2 Demos + 1 Heron

7) 2 Striders + 2 Heron

8) Mort + 1 Heron

9) Pyro + 1 Heron

10) Electro + 1 Heron

11) HGH + 2 Heron

12) 5 Heron

13 Players:

1) Mazz + 1 Heron

2) 6 Arcs + 1 Heron

3) 6 Arcs + 1 Heron

4) 6 Arcs + 1 Heron

5) PF + 1 Heron

6) 2 Demos + 1 Heron

7) 2 Striders + 1 Heron

8) Mort + 1 Heron

9) Electro + 1 Heron

10) Pyro + 1 Heron

11) HGH

12) 4 Heron

13) 4 Heron

14 Players:

1) Mazz + 1 Heron

2) 6 Arcs + 1 Heron

3) 6 Arcs + 1 Heron

4) 6 Arcs + 1 Heron

5) PF + 1 Heron

6) 1 Demo + 1 Heron

7) 1 Demo + 1 Heron

8) 1 Strider + 2 Heron

9) 1 Strider + 2 Heron

10) Mort + 1 Heron

11) Pyro + 1 Heron

12) Electro + 1 Heron

13) HGH

14) 4 Heron

Friendly Units

Mazzarin - Though the strongest unit by far it can be very tricky to play as it requires concentration not to use it’s special powers at the wrong moment. 

Tactic: Take a cocktail bath. When friendly Dwarf units are nearby, use Mazzarin to intercept enemy melee. Not only does this help prevent an overrun, but since Mazzarin has high resistance to explosives (especially when armed with a crystal), nearby dwarves can vet up by hammering away on or near him while the enemy melee is distracted with fighting. 

Strategy: Roam on the range. Since it is so hard to kill Mazz (especially when he has a Heron nearby to heal him) he can get away with roaming the map. However, this should be done with a purpose, not just for the sake of it. One reason to roam is to gather roots, return and heal whoever needs it, and then go roaming again. 

Another, almost never used, roaming strategy is to use Mazz to actually slow down the flow of enemy waves. Due to the way Mazz is scripted, the faster you kill enemies, the faster new ones come at you. Thus one strategy is to use Mazz and his accompanying Heron to go the opposite side of the map from where the main force has set up, and lead or herd units for as long as possible instead of killing them. This works best with Wights or Dwarves, though no matter what you’re herding, you have to be careful to keep them close or they will break off towards the larger group. 

The advantage to this strat is that, especially early on, the main group will have less enemies to deal with at once while they’re still getting set up, gathering roots and vetting up. The disadvantage, other than it’s hard to do, is that it can wreck havoc on the timing of the script. It can make the game take longer to play, extending the end-game to a time where Wraiths, Trow and Myrk Giants are much more numerous (Wraiths, Trow and Myrk Giants actually stop appearing a little after two hours, but right around the two hour mark they can be extremely overwhelming), and it can create a situation where you still have normal waves appearing after the Black Thrall and Watcher have arrived. Taken to an extreme, you can even have Iron Thrall appearing at the same time as the Black!

No matter what, however, (this is important!) once the game gets to somewhere in the 30 to 45 minute stage, Mazzarin should no longer go on extended roams. Simply put, Mazzarin is far more valuable helping to protect the main group once the enemy waves become very powerful. 

Special Ability:  Dispersal Dream. Mazzarin starts with only 3, but can carry up to 9 of the golden orbs that are the ammo for this dream. Most games will let you find at least that many, and while it’s nice to have all 9 for the Black Thrall, rarely do that many ever get used on them. In other words, don’t be afraid to waste a dream or two on tough Maul or Thrall if you have a lot, especially if you already have 9, and definitely if you have 9 and there are spares lying around. 

For the Black Thrall, there are two tactics to dispersing them. One is for the entire party to gather in the center and once nearly surrounded, make a break for it as a group to an edge of the map. The advantage to this is it gets the most out of a single dream, as the Black Thrall are neatly grouped together. The disadvantage is that it’s tricky to pull off as the Black Thrall can often nearly trap the party, and if other enemies show up, especially Trow, then lots of casualties usually result. Therefore, if Dispersal Dreams are plentiful enough, it’s a good idea to blast one small group of Black Thrall in order to clear a path for the party to escape and maneuver. Another important point about this tactic is that once the party is making a break for it, they need to RUN from Black Thrall - not stall by fighting them - so that Mazzarin can safely use a dispersal once everyone is clear. 

The other Strategy for dispersing Black Thrall is to set up in a corner instead of the center of the map. This only works when dreams are plentiful and well-vetted Dwarves and Heron are still alive, but Mazz can disperse each small group of Black Thrall, one at a time, as soon as they come safely within range. Usually, a few Thrall will survive, but Dwarves and Heron can easily dispatch these. Of course, this method requires a lot of dispersal dreams, but it can be much less hectic than the former tactic, especially when dealing with oncoming Trow and Wraiths. The big disadvantage is that you can be left short on dreams for the secondary waves of Black Thrall.

Special Ability: Concussion Dream. This long-range dream is automatically fired provided the enemy is at the correct range and Mazzarin has at least half his mana. The key to using it to maximum effect is to target the rear unit in a line, never the front. It is best used on Ghols or tightly grouped Myrms (it tends to annihilate them) as well as Mauls (it doesn’t usually kill very many, but has the added advantage of confusing them). It can also be handy to confuse a Trow that is bearing down too closely on weaker friendly units. However, because this attack is automatic, you have to be careful not to keep firing it unintentionally. The best way to do this is to keep clicking on the ground to keep Mazz moving, and never click on an enemy that is more than a couple paces away.

Special Ability: Nova Dream. This dream is similar to the concussion dream, but it does much more damage in a radius around Mazzarin, and it typically requires full mana and hitting the special key to activate it. While it can be effectively deadly, handled improperly, it can cause more damage to the party than to the enemy. Its radius is very wide, so make sure there are no friendly units nearby when using it. Also, because it shares, and takes precedence over, activation via the special attack key with the dispersal dream, a very common blunder is to trigger off a Nova near friendly units when you really meant to disperse the enemy. Be very attentive to whether you have enough mana to Nova when you really want to disperse, and if you do, find a spot clear of friendly units to use up the Nova first. 

Nova is best use when surrounded by enemy melee or Trow. On Thrall it is only somewhat effective, but it will destroy any Myrms or Ghols within range. It’s probably best when used on Maul, despite their resistance to explosives, due to the fact it will also confuse them. By the same token, it’s handy to use for confusing Trow as well.

Artifact: White Crystal. Mazzarin can use this shiny white orb either offensively or defensively. Offensively, it grants an average of 16 charges that allow for very low-mana concussion dreams. These are great in a pinch, and if you so choose, you can unleash a multitude of concussions rapidly, bringing even the toughest group of Maul to its knees. Mostly, however, it is best to use this crystal defensively, because as long as it retains charges, it grants enough damage resistances to Mazzarin that it basically has the effect of doubling his already tremendous health. Great care has to be taken to not waste these charges though, as any miss-click or enemy within the right range can cause Mazzarin to spit out a concussion unintentionally.

Artifact: Prismatic Crystal. Dubbed the “disco orb” by a player, this crystal is easy to spot, as it’s the largest and flashiest of the bunch. Like the white crystal, Mazzarin can use the prismatic crystal either offensively or defensively. It only comes with 2 or 3 charges that allow for 1/3 mana nova dreams, but woe to any enemy trying to withstand three novas in a row. Defensively, it’s much like the white crystal, though it imparts slightly less resistance. On the plus side, since activating a charge requires hitting the special key, you don’t have to worry about draining charges accidentally. On the negative side, which can be so bad as to seem like a curse, you can’t cast a dispersal dream unless you’re at about 30% or less mana. Trust me, this makes it very easy to forget and wind up hitting your own teammates with a nova instead of dispersing that horde of Black Thrall approaching.

Heron Guards - Whether it be the single hero unit or the 18 regular Heron, these units are the backbone of your party. They can carry up to 6 roots (12 for the hero), and can also heal via use of slowly recharging mana. They start out attacking very slowly, but it doesn’t take many kills to vet them up to become formidable melee units. 

Tactic: Heal your party! Obviously, heal your own units, but try hitting f10 periodically to see if anyone else needs healing as well. Archers tend to need constant healing, and rarely does the Archer player have enough Heron to cover the job. A good team player will help the Archers alive. 

How hurt a unit should be before you need to heal it is largely subjective and depends on how many roots are available, but typically I notice that units are not healed as often as they should be. Keep in mind that while a yellowish-green health unit might seem okay, most casualties occur when the party is overrun and the units at 3/4 or less health can’t withstand the repeated attacks. Rarely do fully healed units ever die from a single encounter; instead it’s attrition of health that gets them. In other words, it is better to err on the side of healing too soon, than too late.

The time when you should always heal is when your Heron’s mana is full. Find a unit that needs healing, even if it’s only slightly hurt, and use up that mana heal so you can start recharging anew. Otherwise, you’re only wasting mana and heals. The Heron Hero needs to be particularly mindful of this as his mana heals recharge much faster than the regular Heron.

Tactic: Micromanage your own heals. While in the midst of battle, keep an eye out for orange to red health Heron. Heal these in the midst of battle and there’s not much they can’t overcome. Even two Heron can overcome a Trow if you pull out and heal the one that’s being kicked. 

Tactic: Where fools rush in. The most common and worst case of poor teamwork occurs between Heron and Dwarves. Rare is a game when Heron don’t rush in to melee while Dwarves keep bombing away. While healthy Heron can withstand a few explosions, this should still be strictly avoided because even if your Heron doesn’t get killed, the toll is eventually felt through the much higher usage of unnecessary heals. Unfortunately, there is no easy way to avoid this without perfect control and being able to read your teammate’s mind. Still, try to use careful judgment. If you see that the Dwarves have clear shots at the enemy and they’re not in absolute immediate danger of being overrun, don’t rush in with the Herons. The rule of thumb should be to move in with the Heron the split second before enemy melee physically start striking your team’s artillery units, and not a moment sooner. Yes, Herons need to vet up too, however, Dwarves take a lot longer, and in almost any game at higher difficulty, eventually all the Heron will be forced to fully vet up anyway (provided they don’t get de-vetted by Wraiths). So please, try to respect the Dwarves. 

Tactic: Don’t play with fire. Avoid killing enemy Locks with Heron if possible. There is a 40% chance that an enemy Lock will create a powerful ring of fire when killed, and this will require that Heron needs a heal afterwards almost as surely as if it were stoned by a Wraith.

Artifact: Blue Crystal (Heron Guard). This comes with 99 charges and it works automatically every time your heron strikes an enemy. The main effect is that it causes Heron melee attacks to do two and half times the normal amount of damage, but it also has the effect of granting light overall damage resistance while the charges last. When choosing which of your Heron to give it to, a good idea is to have the one with the least number of kills pick it up. This helps that Heron to catch up with the others experience wise, and also keeps the charges from being used up too quickly while keeping your Heron force strong overall.

Artifact: Purple Crystal (Heron Guard Hero). This very rare artifact is much like the blue crystal, but only the HGH can use it. It too has 99 charges that are used up by melee attacks, and the main effect is that those melee attacks do 2.5 times the amount of damage. It also provides light damage resistance while it still has charges.

Archers – Archers are probably the hardest units to play well. Despite their incredible range and accuracy, usually you have a lot of them to try to keep in good formation (so you don’t hit your own units in the back of the head), they don’t have a lot of health compared to other units, you have to keep track of several different kinds of bows (making presets a must!) and those damn random fireballs always seem to be targeted specifically right at you. More importantly, the Archer player needs to know how to effectively find and choose his targets – a skill that’s more rare than one would expect. Despite these negatives, a job well done with Archers can be very satisfying. Usually only the Mazzarin player can compete with the number of total kills (and only because of dispersal dreams) and there are always many opportunities for the Archer player to save the day and the game.

Tactic: Know your enemy. Archers are relied upon to ward off enemy artillery, preventing excessive damage to the party. Half the job is knowing what to target when. Here’s a priority list of targets, which of course is dependant on the distance of the targets to your own forces, i.e. Shooting a Ghol slashing away at a stranded Dwarf is more important than shooting a Fire Lock on the horizon. 

1. Trow – They close the distance between themselves and your units in no time, take lots of damage to kill, Dwarves and Locks are almost useless against them, and of course, Trow do massive damage if they reach you. For these reasons they need to be the Archer’s top priority. 

2. Wraiths – The only enemy even Mazzarin has to avoid getting close to. Dwarves and Locks can handle them – if they see them in time – otherwise they’d be an even higher priority than Trow. 

3. Myrk Giants – Almost as important as Trow, except they move slower and they’re a lot easier for other units to kill. 

4. Ghost Morts – It can be hard to find them and get within range, but it’s best to dispatch these annoying specters as quickly as possible.

5. Fire Locks – The Archer’s archenemy, so to speak. Too many of the red Fire Locks surrounding the party means too many fireballs to be able to dodge. Since Fire Locks are very common, Archers always need to be on the look out for them, killing them as quickly as possible.

6. Electro Locks – Since they are slow, short ranged and don’t have much health, the blue Electro Locks are usually a leisurely kill for Archers. The only reason they are as high as number 6 on the priority list is because the non-mortar dwarves, the Electromancer and Heron are so ineffective at killing them.

7. Wights – Important because they’re hard to spot. Kill them before they have a chance of sneaking up on your teammates.

8. Ghost Dwarves – A little harder to kill than other enemy artillery and your own Dwarves and Locks can handle them, so they’re about in the middle of the priority list.

9. Ghost Archers – One of the weaker enemy units, and Heron love to kill them, however, if no better enemy targets are available, Ghost Archers do just fine as your target.

10. Maul – Generally not a top priority because it’s hard to do enough damage to kill them with Archers, but by the same token, because they are so hard to kill and because they can ruin your party’s day if they overrun you, it’s a good idea to have Archers help ping the pigs. 

11. Ghols – Though they’re weak, they come in large groups, are fast, small and move unpredictably, making them hard to hit and even harder to stop with Archers. Try and let the other units handle them.

12. Myrmidons – Often Archers have to fire on the fast and strong Myrmidons out of necessity, but because they are resistant to arrow damage, let the Dwarves handle them if possible and run if you have to.

13. Thrall – Slow but very tough. Easy targets for Archers, but it would take all day for them to kill a group. Let the Dwarves handle Thrall unless you have absolutely nothing else to shoot at.

14. The Watcher – The Watcher can take the same amount of arrow damage to kill as 200+ Trow, so don’t even bother unless he’s stoned or you’re firing a Paralysis arrow to slow him down.

Tactic: An Archer’s job is never done. In addition to prioritizing your targets, it’s just as important to bring them down as quickly as possible. This is what makes playing the Archers very difficult. If you’re in the mood for a more relaxed game, don’t ask to play the Archers. You have to be on the constant lookout for sneaky Wraiths and Wights. You have to try to hunt down and kill Fire Locks the instant they appear. There is no time during the nearly two-hour game where you can be idle. Here are some tips though:

1. Always be rotating your camera searching for the next target. 

2. As much as is practical, play with your camera focused away from your Archers and in areas where enemies appear at long distances. If the enemy artillery gets close up, you’re too slow.

3. Once your Archers are nice and vetted, practice “fire and forget”. One volley is usually enough to kill an enemy Lock or Wight, so don’t wait for it be killed, wasting another nine arrows at an already dead enemy. Instead, shoot once, and immediately move on to the next target. This technique can really help to kill enemy artillery more quickly.

4. Though vetted Archers are highly accurate, the thing they have the most trouble with is when their target is moving down a slope. This is a targeting limitation of the Myth engine causing the aim to be too high, but as long as you’re aware of it, you can work around it. In summary, try not to waste several volleys on a short enemy Dwarf walking down a hill when there are other enemy targets available on flat terrain. 

Tactic: Pick a side and stick to it. Often there will be one or two other Archer players. Pick a flank, and man it. Maintain a good formation for quick readiness and let the other Archer players worry about their own flanks. 

Tactic: Don’t lose your bows. Always use presets to locate your bow artifacts as quickly as possible.

Artifact: Bow of Incandescence. These chain lighting bows only come with three charges and are rare to find later, so you can’t afford to waste them. They’re good for dispatching most or all of a group of Ghols, and even work decently on Thrall, however, because Maul have a low resistance to electricity, they should be your primary target for this bow’s charges. Granted, you can rarely kill any Maul with it, however, you can soften up an entire group. Considering how many Dwarf volleys it would take to do the same thing, it’s a pretty good deal. Please keep in mind that this is only a long distance weapon; if the enemy units can create a chain with your own group, you’re going to give everyone a nasty jolt. These bows also provide a very strong resistance to Lightning attacks.

Artifact: Bow of Hellfire. When it hits, there is nothing else like this 4 charge bow for doing damage. Even Black Thrall succumb to direct hellfire. The trouble is, because the effect is delayed, it’s hard to hit many units. This bow is best used on Thrall, which are usually grouped tightly and move so slowly. It’s good for Maul too, but only if you’re prepared, i.e. the Maul are coming directly at you but are still very far away. It’s very important to realize that this is another long distance weapon and requires certain circumstances and care to use effectively. It does damage in a straight-line area of effect, so unless your target is coming straight at the Archer with the bow, shooting it is usually a waste. Most importantly is how you aim with the bow. You want the arrow to travel as far as possible, enabling it to drop the maximum number of hellfire markers. For this reason, it’s better to aim at the rear enemy unit in a group instead of the lead. Whatever you do, don’t bother using it on an enemy just a few paces away, as the arrow won’t have time to drop markers and won’t do anything at all. This bow also imparts decent resistance to explosives.

Artifact: Bow of Slaying. Possibly the most important bow in your arsenal, it only has 7 charges so must be used wisely. While it’s good for killing one of just about anything, on higher game difficulties it’s best reserved for the many Trow. One slay arrow won’t kill or even stone an undamaged Trow, but it won’t leave it much health either. It can also be handy for emergency situations against Myrk Giants, Maul or Myrmidons, especially since it has a very short minimum range, but overall try to keep it instantly ready for Trow. This weapon also provides fair resistance against slashing or kinetic damage. 

Artifact: Bow of Paralysis. The bane of the Myrk Giant, this bow is often underrated. For one thing, it has 15 charges, so you can get a lot of good use out of it. There are also lots of situations when it can come in handy, but unfortunately, it is rarely used. Primarily, it should be used to stop Myrk Giants, and if this can be done at long range, it’s possible to kill the Myrk Giant before it can throw a volley of explosive skulls - which at least to Archers, can be somewhat painful. 

The secondary but equally important use of the paralysis bow is against Maul when they are overrunning your party. Maul stay paralyzed for a long time and this bow has no minimum range, so you can even use it against a Maul that’s already in melee range of your Archer. Maul overruns can be devastating and they usually happen several times a game, but a good Archer player won’t forget to use the paralysis bow for those situations. This bow is also handy for other emergency situations against Myrmidons or Wraiths, and can even be used to slow the Watcher down.  Lastly, it provides immunity to paralysis and a small amount of resistance to explosives.

Artifact: Bow of Strength. You don’t start out with any of these 99 charge bows, but they’re fairly common to find later. They work automatically and don’t require you hit the special key to activate. The main effect of this bow is to more than double the damage of the arrows fired with it. It also has the minor of effects of slowing attack rate ever so slightly (the equivalent of one kill) and increasing arrow speed and accuracy slightly (negligible for a vetted Archer). Last but not least, it provides decent overall resistance to all damage types. The downside to this bow is that those 99 charges get used up in no time.

Pathfinder Dwarf – Superbly powerful, this little guy ain’t like the dwarf units when your grandfather used to play. The Pathfinder has a very nice combination of abilities: he’s fast (at least compared to the Demos, Mort, Arcs or Pyro), he’s got the best range and throwing angle of all the ‘regular’ Dwarves, his rate of attack starts out faster than the other Dwarves, and thanks to his superior throwing and agility, he’s by far the easiest Dwarf to super-vet. If that weren’t enough, the Pathfinder comes prepared with 15 (non-refillable) air-strike flares. There’s not much to dislike about this unit, however, maybe it’s the sense of power that causes too much confidence, or maybe it’s the inherent greedy nature of Dwarves in general, but holy shit, is this unit ever misplayed. Lets talk about this a moment, shall we?

Tactic: It’s called a Co-op for a reason. I know it’s tempting - very tempting - to take the Pathfinder and a couple Heron and go roaming, deftly killing off anything that crosses your path, carefree without the annoyance of other players getting in your way or stealing your kills. At the risk of offending those who would disagree with me, I cannot stress enough how piss-poor a tactic this is. There are, of course, several reasons why I believe this. Please note that this doesn’t just apply to just the Pathfinder, but certainly to the other Dwarves and Locks as well. It just seems it happen most often with the Pathfinder as he’s probably the most tempting to roam around with.

1. The Pathfinder usually winds up dead. He can’t outrun Myrmidons; he can’t outrun Ghols; he can’t outrun Myrk Giants; he can’t outrun the tougher Maul.  Sure, but once super-vetted, a skillful player can kill all those units pretty easily if he has Heron to use as backup. He can’t outrun Trow. He can’t kill them either. Even with a couple Heron to protect him, if a Trow gets into his head that he wants to kick the Pathfinder, the Heron usually can’t block quickly enough. This is usually the point where the player who bragged about how good he is and safe he’ll stay just starts cursing a lot or making excuses.

2. The Pathfinder is needed to help guard other units like Archers. Even if you have the right amount of skill and luck to prevent the Pathfinder from ever getting killed while roaming, you’re almost certainly contributing to getting your teammates killed in the long run. Consider this: the bulk of the party sets up North East, or wherever, forming a triangle of flanks that need to be covered. Eighteen Archers can cover those three fronts pretty effectively against enemy artillery, but need heavy hitters like Dwarves to prevent melee overruns. If there aren’t enough friendly heavy artillery units to help cover all the flanks, sooner or later, two or more simultaneous enemy melee waves will come from different sides and sandwich the party. This happens every game, and when there aren’t enough Dwarves or Locks around to help cover more than one front, the effect can be both devastating and highly frustrating. Sure, you may be out having fun with the Pathfinder elsewhere and bragging about how well vetted he is and what a great player you are, but trust me, the more seriously skilled players are muttering to themselves (and often amongst themselves later) at what a “fookin noob” you are. No offense or anything if you’re reading this and you think it applies to you, but if teamwork and patience are too boring for you, maybe you should stick to FFAs instead of co-ops. 

3. After he’s fully super-vetted, there is no point in giving the Pathfinder any more gratuitous kills. Yes, it takes much less time to vet up your Pathfinder if you’re out and about, but once he’s throwing cocktails in a steady uninterrupted stream, he can’t get any better. Sure, the Pathfinder is the most fun to play at that point, but all you’re doing is stealing kills from other players unless you’re making those kills in order to back up and protect your teammates. Rather just have fun killing stuff on Mazz IV than help the team? Please hit the New Game button instead of Multiplayer when you launch Myth. 

4. Lone wolves waste roots. The final reason that roaming is a bad idea is the fact that while it’s possible to stay alive for a long time, it usually requires using up more than your unit’s share of the root supply. Again, this is just selfish and lame teamwork. 

Special Ability: Air strikes. With 15 flares, the Pathfinder has plenty of ammunition for air strikes. These are used by hitting the special key and targeting either the ground or an enemy group of melee. Because of the long delay, it’s best to use them either on Thrall or ahead of time with very careful timing on Myrmidons, Maul or Ghols. They have a rather wide area of effect, so be sure there are no friendly units nearby and that you can clear the area quickly. As for when to use them, because the Pathfinder needs no help from any specials once super-vetted, don’t bother trying to conserve ammo. Use air strikes often from the beginning before the Pathfinder is fully vetted. 

Artifact: Red Crystal. Probably the most rare of crystals, if found early, it will give the Pathfinder a nice head start in super-vetting. It has no charges, requires no special activation, never wears off and grants the Pathfinder an attack speed bonus equivalent to 15 kills. It also provides light resistance to all damage types.

Mortar Dwarf – This is a fun and - provided you don’t have to control much else - relatively easy unit to play. There are, however, a few things you should know to get the most out of him.

Tactic: Shoot him now! Though the Mortar Dwarf has a very nice range, you’ve probably noticed that when told to attack a very distant enemy headed towards him, he often stops and waits for the enemy to move within range instead of moving forward to close the distance. This is a side effect of giving him extremely long range for the splash shells, and is sort of a bug. Thus in order to maximize time how quickly he can kill units, try to move forward first when going after long distance enemies. 

Special Ability: Splash Shell. The Mortar comes equipped with a dozen of these devastating long range mortar shells, but can find more or even pick up his duds (they’re the smoking and burning shells). The effect is roughly triple normal mortar shell damage at about twice the area of effect. To aim it, hit the special key and click the ground roughly 50% of the way to your target. The 50% distance isn’t a constant as it depends on the total distance to your target. For closer targets, it’s more like 40% (don’t undershoot though!) and for longer-range targets it’s more like 60% or higher. In fact, you can even shoot a splash shell clear halfway across the map by clicking at maximum range! 

Use this attack against large groups of melee, in particular Maul or Thrall. While it doesn’t kill the tougher Maul or Thrall outright, it does a nice job of softening them up. It’s also useful for annihilating Myrmidons or Ghols if your aim and timing are really good, but generally it shouldn’t be wasted on non-melee enemies. Speaking of wasting Splash ammo, generally, don’t worry about it too much or try to conserve ammo. It’s usually better to try to vet the Mortar early (the first two Thrall waves are excellent for this!) not to mention emptying his ammo makes him much safer to be around if he’s eventually killed. 

Artifact: Green Crystal. A very rare artifact, it’s a real treasure for the Mortar Dwarf. It has no charges, requires no special activation, never wears off and grants the Mortar an attack speed bonus equivalent to 15 kills. Add that 15 kill bonus to an already max-vetted Mortar, and it’s the closest he can come to the rapid fire streams of destruction that the other Dwarves are capable of - but the Mortar Dwarf can unleash it at long range! This crystal also provides light resistance to all damage types.

Demolitionist Dwarf – Tough is the probably the best word to describe the Demo Dwarf. Not only do they have more health than any other player units besides Mazzarin or the Heron, they come with a tremendous resistance to explosives. And lets face it; on this map there are a lot of explosions that you need to survive. However, the Demos aren’t just powerful defensively, but can easily hold their own on the offense too. 

Tactic: Oops, sorry about that! Though it applies equally to all the Dwarves, and even the Locks and Archers, this seems as good a place as any to discuss the other side of what was brought up in the Heron Guard tactic session, which is the issue of friendly fire. In my opinion, Heron should generally grant Dwarves the right of way when attacking, however, this doesn’t mean that Dwarves should just blast away whenever a Heron gets between them and their quarry. Even if a Heron can survive and heal afterwards, this is a waste of resources. On occasion, it’s worth blasting at Myrmidons or even Ghols that have a Heron surrounded, but almost never is it worth doing so against Maul, Thrall, or heaven forbid, Trow.  Just don’t do it, okay? And sure, accidents happen, especially when the Dwarves seem to get bloodlust after vetting up, but plenty of times I’ve watched Dwarf players hit Heron knowingly and on purpose, either because they’re whoring for kills or because they’re just lazy. Contrary to popular belief, killing tons of predictable enemies with Mazz-style uber-Dwarves doesn’t take a lot of skill – in fact, any newbie can do it. Controlling your Dwarves with discipline and instantly adapting to what your unpredictable human allies are doing – that demonstrates true skill.

Tactic: While it’s a no-no to hit Heron with friendly Dwarf fire, it’s usually fine to hit a Demolitionist with other Dwarf explosives. For example, if you’re controlling two Dwarves, one of them being a Demo with a Myrmidon carving up his back, use the other Dwarf to bomb the Myrm and the Demo; it’s going to hurt the Myrmidon a heck of a lot more than the Demo. Also, if there are a line of Dwarves trying to stop an onrushing wall of Maul, provided the Demos are nice and healthy, you can wait a little longer to pull out the Demos at the last second, even if it means they get caught in friendly explosive fire. Of course, don’t be silly and do this on purpose for no reason, but generally, Demos can handle a little blasting in an emergency.

Special Ability: The Demo starts off carrying what would be many times his own body weight in satchels. In previous versions of Mazzarin’s Demise, it was found that the map was just too hectic to try and lay satchel traps, so for Mazz IV, Demos got an upgrade and can now throw their satchels. Satchels are heavy, so Demos can’t throw them as far as bottles, but they can throw very many very quickly. 

There are two methods to using the satchels. If the enemy is far away and moving quickly, repeatedly hit the special key and ground click to plant an instant mine field. The other method can be called the “one-two punch” and it generally works best on slower melee like Thrall or the smaller Maul. Hit the special key, click on the enemy, and wait. What usually happens is the Demo will throw two, not just one, satchels in front of the feet of the approaching enemy, and then since there is no delay after throwing satchels, the Demo will automatically target the enemy with a normal bottle toss. Due to the low trajectory of the satchel throw and the high trajectory of the bottle toss, usually the bottle, satchels and enemy will wind up intersecting in the same time and place, much to the regret of the enemy unit. While this is a powerful attack that can be done any number of times if the demo picks up spare satchels around the map, the down side is that satchel kills don’t help you vet up.

A slightly unorthodox tactic with satchel throws is to use them on Lightning Locks. Normally, Demos don’t want to tangle with the Lighting Locks because the high arc of the bottle throw combined with the faster speed of the lightning bolt tends to deflect the bottle safely away from the Lighting Lock - not to mention the fact that the biggest weakness Demos have is against electricity damage. However, if you can time it carefully, you can throw a satchel on the ground ahead of the approaching Lock. If you get the distance right, the Lock will be standing right in front of the satchel when he tries to zap you, resulting in a laughable death and the fizzling out of the lighting he tried to hit you with. This can be hard to do, but it’s satisfying when it works.

Artifact: Orange Crystal. This has basically the same effects as the other Dwarf crystals: no charges, requires no special activation, never wears off, grants the Demo an attack speed bonus equivalent to 15 kills and grants a light resistance to all damage types. It’s worth noting that this crystal increases the Demo’s already strong resistance to explosives up to almost full immunity. It would take approximately the equivalent of 50 satchels exploding right under a full health Demo to kill him while carrying this crystal! This is even slightly better than a non-crystal armed Mazzarin can withstand, so never mind tossing bottles to block wandering fireballs from hitting your teammates - just walk right into the fireballs to block them!

Strider Dwarf – At first glance the Strider Dwarf doesn’t seem that great. He starts out attacking slower than the Demos or Pathfinder, it takes forever to vet him, his range and accuracy are as bad, if not worse, than a standard TFL Dwarf, and he’s got no nifty special attack or high resistances. But what the Strider lacks in brute strength, he makes up for in sheer speed. He moves faster than any of the party’s other units with the exception of the Heron Hero, and the only enemies that can catch up to him are Trow or Ghols.

Tactic: Work those stumpy legs. Make sure you take advantage of the Strider’s speed. If helping to guard the main group, you should be available to help guard any of the fronts as necessary, rapidly moving between all flanks. When a group of Myrmidons come a calling, be the first one there to intercept them. Also, because of your speed, there is no excuse to be killed by anything with the possible exception of Trow, Ghols or a long-range shot by the Watcher. 

Tactic: Although the Strider’s throw isn’t very dependable, you can compensate for this by taking advantage of higher ground. The Strider is just awful at throwing up hill, but he’s actually quite decent at targeting units down hill from him. Incidentally, what ever you do, don’t tangle with Lighting Lock one on one. 

Strategy: Remember my rant about how Dwarves should never roam? Forget it. Striders are so fast they’re the exception to this rule. This isn’t to say they can’t get into trouble. Ghols are faster, and if a group of them come upon an unguarded Strider, the last thing the little guy will ever see is a close up of a cleaver through a dim purple haze. The tactic to use against Ghols is to have a one or two accompanying Heron immediately rush the Ghols long before they close to the Strider. Once the Ghols are preoccupied with the Heron, then the Strider can approach to help clean up. 

The most deadly enemy that roaming Striders have to avoid are Trow. The only thing that can be done against Trow if they’re directly on your Strider’s tail is to keep running while Heron try to bring it down. This usually won’t work, but at least the Strider’s speed buys him a few seconds more time (and hence a slightly better chance) than it does for a Trow to kill one of the other types of Dwarves.

Artifact: Yellow Crystal. This one works just like the other three Dwarven Crystals: no charges, requires no special activation, never wears off, grants the Strider an attack speed bonus equivalent to 15 kills and grants a light resistance to all damage types. Because the Strider can be so difficult to super-vet, one of these crystals can really come in handy. A final note about the Dwarven Crystals: even if a Wraith drains a Dwarf and resets their vet bonus, the attack speed bonus from the Crystal is not lost.

Pyromancer – 

Artifact: Staff Head of Fire Swarms.

Electromancer – 

Artifact: Staff Head of Thunder Strikes. 

Unit Name: Mazzarin

Movement: .029

Turn Speed: 230

Primary Attack: Sword Swing

Attack Range: 1.2

Attack Damage: .7 to .8

Init. Attack Speed: 0.600

Mana Cost: n/a

Mana Recovery: .008

Max Vet Kills: 69

Max Ammo: 9

Health: 127

Slashing: 52%

Kinetic: 55%

Explosive: 55%

Electrical: 25%

Fire: 10%

Paralysis: 40%

Confusion: 0%

Unit Name: Heron Guard Hero

Movement: .037

Turn Speed: 240

Primary Attack: Sword Swing

Attack Range: 1.45

Attack Damage: .7 to .8

Init. Attack Speed: 0.200

Mana Cost: n/a

Mana Recovery: .008

Max Vet Kills: 63

Max Ammo: 12

Health: 87

Slashing: 85%

Kinetic: 100%

Explosive: 93%

Electrical: 90%

Fire: 80%

Paralysis: 0%

Confusion: 0%

Unit Name: Heron Guard

Movement: .035

Turn Speed: 220

Primary Attack: Sword Swing

Attack Range: 1.2

Attack Damage: .7 to .8

Init. Attack Speed: 0.300

Mana Cost: n/a

Mana Recovery: .004

Max Vet Kills: 63

Max Ammo: 6

Health: 43

Slashing: 100%

Kinetic: 100%

Explosive: 100%

Electrical: 100%

Fire: 100%

Paralysis: 0%

Confusion: 25%

Unit Name: Archer

Movement: .023

Turn Speed: 190

Primary Attack: Arrow

Attack Range: 35.0

Attack Damage: .3 to .9

Init. Attack Speed: 2.867

Mana Cost: n/a

Mana Recovery: n/a

Max Vet Kills: 127

Max Ammo: n/a

Health: 18

Slashing: 100%

Kinetic: 100%

Explosive: 100%

Electrical: 100%

Fire: 100%

Paralysis: 125%

Confusion: 75%

Unit Name: Pathfinder

Movement: .027

Turn Speed: 180

Primary Attack: Bottle - fast

Attack Range: 10.0

Attack Damage: 5 to 6

Init. Attack Speed: 3.533

Mana Cost: n/a

Mana Recovery: n/a

Max Vet Kills: 127

Max Ammo: 15

Health: 21

Slashing: 100%

Kinetic: 100%

Explosive: 90%

Electrical: 100%

Fire: 100%

Paralysis: 112%

Confusion: 75%

Unit Name: Mortar Dwarf

Movement: .023

Turn Speed: 220

Primary Attack: Mortar Shell

Attack Range: 28.0

Attack Damage: 5 to 6

Init. Attack Speed: 5.500

Mana Cost: n/a

Mana Recovery: n/a

Max Vet Kills: 127

Max Ammo: 13

Health: 21

Slashing: 100%

Kinetic: 100%

Explosive: 90%

Electrical: 100%

Fire: 100%

Paralysis: 112%

Confusion: 75%

Unit Name: Demolitionist Dwarf

Movement: .023

Turn Speed: 170

Primary Attack: Bottle - medium

Attack Range: 10.5

Attack Damage: 5 to 6

Init. Attack Speed: 3.600

Mana Cost: n/a

Mana Recovery: n/a

Max Vet Kills: 127

Max Ammo: 98

Health: 25

Slashing: 100%

Kinetic: 100%

Explosive: 15%

Electrical: 119%

Fire: 100%

Paralysis: 112%

Confusion: 75%

Unit Name: Strider Dwarf

Movement: .037

Turn Speed: 220

Primary Attack: Bottle - slow

Attack Range: 10.0

Attack Damage: 5 to 6

Init. Attack Speed: 3.667

Mana Cost: n/a

Mana Recovery: n/a

Max Vet Kills: 127

Max Ammo: 

Health: 21

Slashing: 100%

Kinetic: 100%

Explosive: 90%

Electrical: 100%

Fire: 100%

Paralysis: 112%

Confusion: 75%

Unit Name: Pyromancer

Movement: .021

Turn Speed: 220

Primary Attack: Fireball

Attack Range: 30.0

Attack Damage: 6.5 to 7.5

Init. Attack Speed: 3.633

Mana Cost: 17.5

Mana Recovery: .020

Max Vet Kills: 105

Max Ammo: n/a

Health: 16

Slashing: 100%

Kinetic: 100%

Explosive: 75%

Electrical: 75%

Fire: 50%

Paralysis: 125%

Confusion: 0%

Unit Name: Electromancer

Movement: .023

Turn Speed: 220

Primary Attack: Lighting Bolt

Attack Range: 13.0

Attack Damage: 3

Init. Attack Speed: 2.300

Mana Cost: 5

Mana Recovery: .008

Max Vet Kills: 90

Max Ammo: n/a

Health: 16

Slashing: 100%

Kinetic: 100%

Explosive: 75%

Electrical: 75%

Fire: 50%

Paralysis: 125%

Confusion: 0%

Unit Name: The Watcher

Movement: .037

Turn Speed: 300

Primary Attack: Sword Swing

Attack Range: 1.5

Attack Damage: 3 to 3.5

Init. Attack Speed: .000

Vet Bonus: 20

Health: 127


Slashing: 2%

Kinetic: 2%

Explosive: 1%

Electrical: 1%

Fire: 2%

Paralysis: 119%

Confusion: 175%

Total # on Legendary: 1

Unit Name: Thrall

Movement: .018

Turn Speed: 90

Primary Attack: Axe Swing

Attack Range: 1.2

Attack Damage: .7 to .8

Init. Attack Speed: .200

Vet Bonus: 1

Health: 14


Slashing: 100%

Kinetic: 100%

Explosive: 100%

Electrical: 80%

Fire: 200%

Paralysis: 50%

Confusion: 0%

Total # on Legendary: 120
Unit Name: Iron Thrall

Movement: .018

Turn Speed: 90

Primary Attack: Axe Swing

Attack Range: 1.2

Attack Damage: .7 to .8

Init. Attack Speed:  .200

Vet Bonus: 1

Health: 29


Slashing: 100%

Kinetic: 100%

Explosive: 100%

Electrical: 85%

Fire: 200%

Paralysis: 50%

Confusion: 0%

Total # on Legendary: 120
Unit Name: Blood Thrall

Movement: .018

Turn Speed: 100

Primary Attack: Axe Swing

Attack Range: 1.2

Attack Damage: .7 to .8

Init. Attack Speed:  .200

Vet Bonus: 1

Health: 41


Slashing: 100%

Kinetic: 100%

Explosive: 100%

Electrical: 90%

Fire: 200%

Paralysis: 50%

Confusion: 0%

Total # on Legendary: 60
Unit Name: Mithril Thrall

Movement: .018

Turn Speed: 100

Primary Attack: Axe Swing

Attack Range: 1.2

Attack Damage: .7 to .8

Init. Attack Speed: .200

Vet Bonus: 1

Health: 50


Slashing: 100%

Kinetic: 100%

Explosive: 90%

Electrical: 75%

Fire: 200%

Paralysis: 50%

Confusion: 0%

Total # on Legendary: 60

Unit Name: Black Thrall

Movement: .016

Turn Speed: 90

Primary Attack: Axe Swing

Attack Range: 1.4

Attack Damage: .7 to .8

Init. Attack Speed: .200

Vet Bonus: 1

Health: 66


Slashing: 100%

Kinetic: 100%

Explosive: 70%

Electrical: 60%

Fire: 200%

Paralysis: 50%

Confusion: 0%

Total # on Legendary: 304

Unit Name: Maul – small

Movement: .023

Turn Speed: 120

Primary Attack: Club

Attack Range: 1.7

Attack Damage: 1 to 1.1

Init. Attack Speed:  .100

Vet Bonus: 1

Health: 15


Slashing: 100%

Kinetic: 100%

Explosive: 68%

Electrical: 130%

Fire: 200%

Paralysis: 150%

Confusion: 125%

Total # on Legendary: 152

Unit Name: Maul – medium

Movement: .025

Turn Speed: 120

Primary Attack: Club

Attack Range: 1.7

Attack Damage: 1 to 1.1

Init. Attack Speed:  .100

Vet Bonus: 1

Health: 19


Slashing: 100%

Kinetic: 100%

Explosive: 68%

Electrical: 140%

Fire: 200%

Paralysis: 200%

Confusion: 150%

Total # on Legendary: 100

Unit Name: Maul - large

Movement: .027

Turn Speed: 110

Primary Attack: Club

Attack Range: 1.7

Attack Damage: 1 to 1.1

Init. Attack Speed: .100

Vet Bonus: 1

Health: 23


Slashing: 100%

Kinetic: 100%

Explosive: 68%

Electrical: 150%

Fire: 200%

Paralysis: 250%

Confusion: 175%

Total # on Legendary: 76

Unit Name: Maul - huge

Movement: .029

Turn Speed: 120

Primary Attack: Club

Attack Range: 1.7

Attack Damage: 1 to 1.1

Init. Attack Speed:  .100

Vet Bonus: 2

Health: 28.5


Slashing: 100%

Kinetic: 100%

Explosive: 68%

Electrical: 160%

Fire: 200%

Paralysis: 300%

Confusion: 200%

Total # on Legendary: 133

Unit Name: Ghol

Movement: .039

Turn Speed: 210

Primary Attack: Clever

Attack Range: 1.0

Attack Damage: .7 to .8

Init. Attack Speed:  .100

Vet Bonus: 1

Health: 3.18


Slashing: 100%

Kinetic: 100%

Explosive: 76%

Electrical: 110%

Fire: 100%

Paralysis: 15%

Confusion: 200%

Total # on Legendary: 453

Unit Name: Myrmidons

Movement: .033

Turn Speed: 210

Primary Attack: Blade 

Attack Range: 1.2

Attack Damage: .3 to 1.1

Init. Attack Speed: .200

Vet Bonus: 1

Health: 10 to 16.5


Slashing: 100%

Kinetic: 85%

Explosive: 169%

Electrical: 80%

Fire: 200%

Paralysis: 150%

Confusion: 50%

Total # on Legendary: 269

Unit Name: Wights

Movement: .021

Turn Speed: 100

Primary Attack: Suicide

Attack Range: 6.00

Attack Damage: 5 to 6

Init. Attack Speed:  n/a

Vet Bonus: 1

Health: 2.18 to 3.0


Slashing: 100%

Kinetic: 100%

Explosive: 90%

Electrical: 125%

Fire: 200%

Paralysis: 0%

Confusion: 0%

Total # on Legendary: 142

Unit Name: Ghost Archer

Movement: .023

Turn Speed: 220

Primary Attack: Arrow

Attack Range: 36

Attack Damage: .3 to .9

Init. Attack Speed: .200

Vet Bonus: 1

Health: 2.19 to 3.0


Slashing: 100%

Kinetic: 100%

Explosive: 100%

Electrical: 100%

Fire: 100%

Paralysis: 112%

Confusion: 200%

Total # on Legendary: 222

Unit Name: Ghost Dwarf

Movement: .023

Turn Speed: 160

Primary Attack: Bottle - slow

Attack Range: 10

Attack Damage: 5 to 6

Init. Attack Speed:  4.000

Vet Bonus: 1

Health: 4.0 to 4.75


Slashing: 100%

Kinetic: 100%

Explosive: 90%

Electrical: 150%

Fire: 200%

Paralysis: 112%

Confusion: 200%

Total # on Legendary: 140

Unit Name: Fire Lock

Movement: .021

Turn Speed: 220

Primary Attack: Mini-Fireballs

Attack Range: 36+

Attack Damage: 6.5 to 7.5

Init. Attack Speed:  mana based

Vet Bonus: 1

Health: 2.18


Slashing: 100%

Kinetic: 100%

Explosive: 100%

Electrical: 25%

Fire: 100%

Paralysis: 100%

Confusion: 200%

Total # on Legendary: 132

Unit Name: Lightning Lock

Movement: .020

Turn Speed: 220

Primary Attack: Lightning Bolt

Attack Range: 10.0

Attack Damage: 3.00

Init. Attack Speed:  2.500

Vet Bonus: 1

Health: 2.18


Slashing: 100%

Kinetic: 100%

Explosive: 100%

Electrical: 25%

Fire: 100%

Paralysis: 100%

Confusion: 200%

Total # on Legendary: 140

Unit Name: Myrk Giant

Movement: .031

Turn Speed: 150

Primary Attack: Claws

Attack Range: 2.00

Attack Damage: 1.4 to 1.5

Init. Attack Speed:  -.400

Vet Bonus: 3

Health: 27 to 29


Slashing: 100%

Kinetic: 100%

Explosive: 125%

Electrical: 125%

Fire: 125%

Paralysis: 100%

Confusion: 200%

Total # on Legendary: 55

Unit Name: Trow

Movement: .045

Turn Speed: 150

Primary Attack: Kick

Attack Range: 1.8

Attack Damage: 4.5 to 6

Init. Attack Speed: .433

Vet Bonus: 4

Health: 29.25 to 30.0


Slashing: 100%

Kinetic: 100%

Explosive: 25%

Electrical: 30%

Fire: 50%

Paralysis: 0%

Confusion: 200%

Total # on Legendary: 65

Unit Name: Wraith - petrifying

Movement: .025

Turn Speed: 50

Primary Attack: Petrification

Attack Range: 7.00

Attack Damage: .1 to .2

Init. Attack Speed:  mana based

Vet Bonus: 3

Health: 4.0 to 4.75


Slashing: 100%

Kinetic: 100%

Explosive: 100%

Electrical: 150%

Fire: 200%

Paralysis: 112%

Confusion: 200%

Total # on Legendary: 66

Unit Name: Wraith – level draining

Movement: .023

Turn Speed: 30

Primary Attack: Level Draining

Attack Range: 5.00

Attack Damage: .1 to .2

Init. Attack Speed:  mana based

Vet Bonus: 4

Health: 4.0 to 4.75


Slashing: 100%

Kinetic: 100%

Explosive: 100%

Electrical: 150%

Fire: 200%

Paralysis: 112%

Confusion: 200%

Total # on Legendary: 55

Unit Name: Ghost Mortar

Movement: .014

Turn Speed: 160

Primary Attack: Mortar Shell

Attack Range: 60

Attack Damage: 5 to 6

Init. Attack Speed:  24

Vet Bonus: 4

Health: 4.0 to 4.75


Slashing: 100%

Kinetic: 100%

Explosive: 90%

Electrical: 150%

Fire: 200%

Paralysis: 112%

Confusion: 200%

Total # on Legendary: 11

