Lilith Tactica
By Steve (aka Karn)
Something to consider as you read this:
All this is written assuming average luck and draws. A lot of this is of course subject to really shitty hands and really amazing hands. So remember that when you see me say something, this is assuming the average hand and flips. If I say "Teddy has such a low defense he pretty much will always be hit" and then you flip a red joker on Df and the enemy flips an ace on attack, don't go "HA! You were wrong Steve!" It's all assuming the average and luck is a huge factor as always.

What I will be Covering: 
I will be going over basic and advanced strategies for Lilith and her crew. This includes combinations and basic usage notes as well as looks at each model and some talk on their stats and abilities. I will try my best to present everything I have learned about them and hopefully, you will gain some knowledge from this.

I should also say this is a very purest look at Lilith. I prefer to play masters with their vanilla models, ie models that were built for them at least partially. So in Lilith’s case, this will pretty much only be Nephilim models. There are a number of other models she can work well with as well as some strategies involving cheap living models to abuse Blood Counters. But as of this moment, I will not be covering them. There are a large number of posts concerning this style of play on the Malifaux Forums under the Neverborn section. Maybe in future updates I will cover them, but I do not consider them a good way to play and thus won’t be covering them. If you wish to use them, please go and look up the posts, they are very detailed and outline them step by step.
Note: These are all Hyperlinks to their section in the Tactica for your ease of viewing. In case you didn’t know, Ctrl+click them to use them in word.
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Before We Begin:
Lilith is one of the most versatile Masters when it comes to her crew. In this document I am currently only speaking about her vanilla models or the models that are obviously part of her theme, which are Nephilim. But there are a huge number of models she can work very well with that I will not cover. Unlike the Dreamer and Pandora her abilities and play style do not heavily limit her choice of minions.
>>>Back to the Index
Lilith:

Stats: Lilith has a great stat line over-all. Her speed is top notch, making her one of the fastest Masters in the game with a huge charge of 9” making her threat 11”! (9’ charge + 2” reach). Her Wp is an average 6 so she has a good chance of resisting most spells and Wp based effects. Her Ca is a lowish 5 mask but then again, she isn’t a spell based Master and it servers her for what she needs it for. He Df is an overwhelming 8 Mask which makes her nearly impossible to hit for many minions in the game. Lastly her wounds are a solid 10 which let her easily survive most hits and often multiple hits.
Weapons and Triggers:
· Greatsword: This is a great weapon with a very solid damage set. The damage his high enough to take out a good chunk of any model hit but not so high she can kill most things in a single hit. With a very solid 7 mask she can hit most models without a lot of trouble, generally only needing to cheat high against Masters and Henchmen. The weapon grants her a positive flip on damage flips which takes a lot of pressure of her attack duels. This means that against most models, she can leave her duel at a 1 – 5 difference and still get a straight flip on the damage and be able to cheat it. Over-all, it means she can damage models easier and doesn’t have to generally worry about raising her attack duel totals to extremely high numbers to get a normal or positive flip on damage which gives your cards a nice break. 
· Sometimes people get a bit delusional about the damage she can inflict. While she does hit rather hard, she is not Teddy or Lady J. Lilith is not based around cleaving a zombie in-half as you fall from a 3 story ledge. She is much more subtle and about hit and run tactics. 

· This weapon has a fantastic reach of 2”, so don’t be afraid to use it. Staying at 2” from a model that only has 1” range means they have to waste an Ap getting into range of you. If your target also has 2” reach, just move into b2b with them, so if you don’t kill them Black Blood could case them some trouble.

· Bloody Fate (Greatsword): This is a great trigger for helping replenish your hand as you go to town on someone with Lilith. Sure you have to discard a card if you don’t kill them, but generally you have at least 1 terrible card in your hand. Go for this trigger every chance you get, but don’t take it at the expensive of a solid hit. Unless she is toying with a weak minion, it’s generally more important to kill your target and move on then try for some card juggling.

· Disappear (Df): This is a great trigger and you have it built straight into your stat. All you need to do is dodge the first attack from a model and you’re pretty much guaranteed to dodge the rest. So this creates the general rule that Lilith wants to do whatever she can to dodge the first attack from a model. Unless she can’t spare the resources to get her total high enough or the model striking you isn’t a real threat at all, beat their first attack.
· Remember this only applies to melee attacks. So sadly no help against ranged strikes.

· Considering the average Cb of the game is 5 to 6, this drops their Cb to 3 to 4 which puts them at half of her Df stat. This gives you a huge edge, even against models that can use Soulstones. 
Abilities:
· Black Blood: Like all Nephilim, she has Black Blood. This serves as a nice deterrent for models with only a few Wds left, they could easily kill themselves by damaging you in melee. This can also be used in a very spiteful way against valuable targets. Models with Hard to Kill or/and Use Soul Stones have a tendency to survive and be left with 1 Wd after you go all out on them. So you move into b2b with them when you begin your attacks and drop them as long as you can. Now if anyone wants to try and kill you, Black Blood will drip death onto the model they are trying to save. This creates the interesting paradox of they have to kill you to survive but if they kill you, they are going to lose an important model. 
· If you know you can survive the hit and that the Black Blood is going to kill your target, let them hit you. You can always prevent/heal the damage and finishing off your target without having to use an Ap is always a great thing. 

· Rush of Magic: While this doesn’t increase your max hand size, it does help you stack your hand a bit for the turn. The use of this is a bit obvious, junk the worst/least useful card in your hand and hold onto the rest. If you brought Primordial Magic, you still draw the extra card and discard down to your increased hand size.

· Master of Malifaux: This has been heavily errata’ed so before you continue, please make sure you are up to date on the latest errata. Now it lets you ignore several terrain effects, but not out-right ignore terrain. So sadly you can no longer move through a wall, but you can still go through swamps and forest without being slowed down. 
· Clarification by Sketch: http://wyrd-games.net/forum/showpost.php?p=168522&postcount=11 

· Basically you can draw LOS through ANY terrain with Lilith. So you can see through buildings etc. 

· Wicked: A nice way to add injury to insult when a model try’s to disengage from you. With your high Cb your probably going to hit them and deal out some significant damage. This is a great thing against ranged models that find themselves in Lilith’s melee range; they are going to pay for even trying to escape your clutches.

· Fast: She is one of 2 Masters in the game so far that has Fast built in. With 3 ap she can use each turn for any of her actions, she has a huge number of options. If a model is unfortunate enough to be in her melee range at the start of her activation, that’s 3 punish attacks she can visit on their head. Fast is just such a great and valuable ability.

· (0) Brood Mother: Make sure you check the errata on Companion as it has changed. But the basics of this ability are that you select another Nephilim within 6” of you and they will be activating right after you as per Companion. This is a great thing to use for your big nasty Nephilim like the Mature and Nekima. Lilith and either of them are pretty much guaranteed to rip apart anything in their way.

· You can do this ability and the companion with your totem for a total of 3 activations in a row. This makes for a nice Alpha strike and lets you set yourself up for the coming turn by clearing out threats before they have a chance to do anything.

· (0) Drain Blood: The quintessential and ubiquitous Nephilim action. This will often play a critical role during the game as the Nephilim do not so much rely on Blood Counters, but become much more dangerous with them. You will use Blood Counters for things such as Grow, Mature, Blood Magic etc.
· Drain Blood every chance you get during the game. Some of your crew’s best abilities are based off the consumption of Blood Counters.

· As per Keltheos’s ruling on the Rule of Equivalency thread, this ability is not subject to the Rule of Equivalency as it is not generated upon a models death. It is generated from an action that just so happens as to require a model to be killed by this model to use.

· (1) Blood From Stone: This is a nice ability despite the high trade off of 2 SS per a counter. But if you take a minute and look through all the Nephilim, especially at the Terror Tots and the Young Nephilim, this is actually a pretty decent deal. This exists to give you Blood Counters in case you absolutely need them and you’re not able to get any for whatever reason.

· While this ability is expensive to use, if you have the spare stones it can be worth it. Getting the Blood to Mature a Young Nephilim to a Mature Nephilim can easily tip the balance of the game. Just don’t use this frivolously as SS are a very valuable resource especially for a combat Master like Lilith.

· (2) Whirling Death: This is basically Flurry on Area Effect mode. Lilith is Fast so she can move 6” into position or cast Transposition to swap with a model to get into position. However you do it, Fast lets you get where you need to be to make the most use of this ability. You will shred through weak models with action or put some serious hurt on support models like Performer’s and Manikens who tend to clump together. 
· Each of these strikes are fully resolved one at a time. So any triggers happen and are resolved before you move onto the next model in the range. So if you say hit an Ice gamin and he freezes you, your frozen and are done with attacks. So be careful with this.

· You hit ALL models in range, including your own. So watch out for your allies.

· Lilith is your armies anti-swarm unit. Just be careful not to get her in over her head. She is tough and very hard to hit, but that won’t save her all the time. 

· At the same time, this can make for a very nice blitz attack before you hit their crew with the rest of yours. If you have a Mature Nephilim or Nekima Companioned and waiting for you to finish your activation, it can be a good idea to hurl Lilith in and try to clear out the rabble to make room for their large bases. 

· (1) Alluring: Even though her Ca is not terribly high, this can still come in very handy when going up against a group of targets with high Df. This is especially useful if your crew is going to be doing most of the killing as their Cb is lower than hers. 
· If a model charges her and enters this aura before getting into melee range of her or at the same time for things with 3” reach, their charge will end.

· (1) Earthquake: The main use for this spell is clearing space for your crew to get into position to rip apart your opponent. At the same time, this is also great for any strategy that requires you to occupy an area or get to some objective. Just cast this a few times a turn and move your Nephilim up with it and your opponent away in the same action.
· 2” may not seem like much, but this can easily open up a charge lane, move a model out of melee range, move a model into melee range, or a number of other things. If you have Hazardous terrain on the board, this is even better as you can slide them into it. 

· Pushes have been Errata’d. They are now classified as a “movement effect” and severe terrain slows all movement effects. So Pushes are slowed by severe terrain sadly. Just be aware of this.
· If you want to affect your own models with this, remember from the errata that you can chose to tie a resist duel set by a friendly model. Essentially letting you fail it without having to cheat low. You still have to flip the initial card, but this way you don’t have to worry about cheating low.

· Over the course of the game, this little extra movement can really help out your crew. By either getting them their quicker or helping maneuver them to the best position possible.

· Make sure to take a moment and consider every model’s placement around her, this is a 12” pulse so it’s going to hit a huge number of models. 

· You chose the order in which each model is pushed so you can push the model furthest back first and the next one in line second rather than having them run into each other. 
· (1) Illusionary Forest: This has errata on it to, make sure you’ve read it before you continue. So this now places a 3” diameter forest that your models can ignore the movement penalties from and other models have to deal with. 

· Being 3” a forest, models can not draw LOS through it. The errata’s wording is a little funky on it, but it has been ruled by Sketch this is the intention. http://wyrd-games.net/forum/showpost.php?p=124563&postcount=26
· This also grants Soft Cover so this can be used to give a model in a risky spot some cover.

· Notice how it stays in play until cast again. This means by any model you control. So if your totem casts it, the original one will go away.

· (1) Transposition: This is probably her most famous and infamous spell and has given rise to a huge number of tactics. 

· Because of the wording and the fact that this spell has a range and needs targets, both models must be within LOS of the caster. Don’t forget, the casting model is also in range and LOS of themselves so they can be one of the models switched by this spell.

· One common use for this spell is to cast it on a Terror Tot and something important of the enemy’s, like say their master. Push the duel as high as you can and have the Tot fail. If the enemy model fails as well, they get switched and now you have the master out of their lines and in yours ready for eating. If you placed the Tot well the turn before, Lilith is in range of them and can make 2 strikes and then whatever Nephilim to Brood Mother can activate right after. Hopefully this will leave the target as nothing but a bloody smear. 
· Another common tactic is to run a Terror Tot way up field ahead of you for later in the game. Then get it into position next to the enemy master or something important and Transposition it with one of your big Nephilim or even yourself. If you get a few Tots up there, don’t be afraid to send up several big Nephilim and wreak havoc.

· This is also a good way for getting rid of annoying enemy models like the Executioner and Smari Punk Zombies who have slow to die etc. You switch them with a squishier target and eat them instead.

· There are a few masters in the game that rely on models around them to keep themselves safe. Nicodeme and Kirai are two great examples of this. If you Transposition them away from their crew, you can generally easily rip them apart and after that the crew is generally easy to deal with.

· There really are a 1000 and 1 uses for this spell, just keep your eyes open for good targets to switch places. You can screw up the enemy’s battle plan by say switching Lady J to the back of her crew and bringing Nino to the front etc.

Some Key Points: 

While Lilith may not possess the same massive array of tricks as the other Neverborn Masters, she is certainly not without them. She is also the second hardest hitting master we have behind the Dreamer/LCB and is one of the hardest hitting in the game. The main danger she posses is sheer speed, nearly unrivaled ability to pick apart your opponents crew, and excellent board control.
While she does hit rather hard, she is not on the level as the true combat monsters of the game. What this means is you need to pick your targets carefully. Try to soften them up before you go after them, or ensure that you can finish off whatever you commit to. What this often means is using Brood Mother to activate a powerful Nephilim like Nekima or the Mature and having them go after you to mop up the job. She has some powerful crowd control abilities with Earthquake and Whirling Death and can easily put down moderate to weak minions. The more expensive and tougher ones present a problem for her, but use of SS on your attack and Df duels can often solve this issue.

Illusionary Forest gives you a decent amount of LOS control as you can’t draw LOS through it from one side to the other. So you can nicely cut off charges and incoming shooting with this, place it between say Nekima and Ryle and your perfect =D. Though it should be noted that if the model puts a toe in it, they will be able to see out of it as it is only 3” in diameter. But still, this is perfect for moving up field and you should make sure you use this whenever you need to. It’s not that hard to cast so your Totem can often be the one to cast it, keeping Lilith free to use her actions as she pleases. Keep in mind, your own models (except for Lilith thanks to Master of Malifaux) won’t be able to see through it either. So don’t cut off your own charge lanes/LOS when you need it. If you need to make use of your LOS, have the totem go after the model you need to do their thing and then throw it up (this mainly happens for Lilitu since she has 18” range with Lure). If nothing else, it’s severe terrain so it’s going to slow models down and that to can keep you safe from a charge.

Lilith does not want to stick around in a fight if she doesn’t have to. Fast, Transposition, and Earthquake all give her ways to perform hit and run tactics on your opponent. With Fast you have the Ap to Charge and then get out of the way again. With Transposition you can bring yourself to the enemy or the enemy to you, essentially making it so you never have to put yourself at risk to get your prey. Earthquake lets you dramatically shift the battlefield at any moment and shake things up in ways your opponent can’t hope to plan for. Illusionary Forest is also a powerful tool for you, letting you create essentially dead charge lanes and providing cover for your Nephilim when they may not have any available. Through all these tools, you should rarely have to charge the enemies lines and put her in danger of not over-coming her opponent.

Her Greatswords positive flip is probably the biggest asset of her offensive tools as this lets you easily keep duels at a point where you can still cheat damage. It also helps to counter the ever annoying Hard to Wound that so often turns death blows into love taps. Her trigger helps increase your card cycling abilities and can easily add good cards to your hand with each blow. 

Alluring is often overlooked as people see Lilith as they see Lady J, as a solo face eating machine made of death and strained corsets. This lets you set up the enemy for your crew to finish them off, which can often be the most beneficial to you. Many of your models have interesting and useful things they can do when they strike or kill an enemy. Many of these you want to get off as often as possible. Plus there are situations where Lilith is not going to be able to finish off a target(s) on her own, so use this spell to soften them up even further and let your crew take them apart.
Between her great speed, Master of Malifaux, and Transposition, she can quickly move up the field and flank your opponent. This can spell imminent danger for your opponent but can also spell death for you. Be careful when you’re moving up field, there are a decent number of things in the game that are nearly as fast as or faster than you (think Corphyee and the 3-headed Saber). Keep your eyes peeled for these models and take appropriate steps to keep yourself safe from them. This can mean hiding or stocking your hand with high cards for her Df flips. But whatever form it takes, if you throw her up the field alone, she is going to get all the attention your opponent can muster. Try to bring some support with you, even if it is just a Terror Tot or two but ideally something much larger and more dangerous such as a Mature Nephilim. You want to work with your “battle buddy” every chance you get. This can mean waiting for them to catch up or bringing them to you through Transposition etc. But 1 dangerous target can be dealt with, two dangerous targets gets much harder to stop.
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Malifaux Cherub:

Stats: For a totem, this model has some nice stats. A high Wk of 5 and a huge charge of 10” makes this one of the fastest in the game. Ht 1 lets it hide behind any model and nearly any terrain piece. Wp 5 is a nice average number and a casting 5 mask means it can do any of Lilith’s or it’s own spells with relative ease and actually set a resist total that most models will have trouble dealing with.
A solid Df 6 means it can dodge most attacks and 4 Wds means it can generally stand 1 hit before dieing. 
Weapons and Triggers:
· Bow: Range 10 is nothing to sneeze at, especially for Neverborn which in general lacks ranged attacks. The damage is not high at all, only 1/1/2, but the special ability on it can keep the Cherub safe from a model. But remember, it only stops the model from attacking the Cherub and only with ranged attacks and spells (not just ranged attack spells, but any spell).
· Remember this states “hit by”, so you do not need to actually do any damage to get this weapons effect.

· In general, this weapon is used to finish off models that didn’t quite die (maybe due to Hard to Kill). Or to be used to poke at models as they close in, but in general you will have better things you can do with it’s Ap.

· Disappear (Df): Just like Lilith’s this can be a real life saver and makes the Cherub hard to actually get your hands on in melee. Look at Lilith’s entry for further details.

· Though the Cherub’s Df is lower and he does not have the Mask built in, this trigger is nearly always worth going for. But don’t bother if the enemy isn’t going to be able to attack again with that model this turn

Abilities:
· Companion (Lilith): Always a useful thing for any totem to have and should be taken advantage of when you can. This adds a bit to Lilith’s Alpha strike ability and lets you help Lilith out a bit by sparing some of her AP for spells she needed up this activation. Just companion this model and have it cast say Illusionary Forest where it’s needed or maybe nail a potential threat with Love etc.
· Flight: A very powerful movement ability and always a great thing to have on any model. This adds to this models use by making it extremely mobile and able to get where it’s support is needed quickly and easily.

· (1) Love: One of my favorite spells in the entire game and a huge reason why I take this totem over Primordial Magic. It has a very solid range of 12 so you can cast it from general safety. The primary use of this ability is to debuff melee/ranged attackers by sucking away some of their cb for the turn. Minus 3 cb is a heafty debuff since that puts the average cb of 5/6 down to 2/3 making it very hard for them to hit our models. 

· While this spell is most effective against models with Wp 5 or less, do not put yourself in danger by hunting one or pass up the opportunity to use this on another model. The minus 3 Cb can easily spell failure for their attacks for the turn and keep your models safe.

· Use this on your opponents highest potential damage dealer for the turn. If it fails once, try casting it again. If nothing else you are hopefully making them burn cards and if you manage to get it off, you’ve given your crew a big leg up.

· (1) Magical Extension: Ahh the ever present totem spell. The Cherub makes solid use out of it thanks to his good Ca of 5 mask for a totem and Lilith’s spell list being nearly uniquely designed to work well with her totem. All of her spells are easily within it’s range to cast and are beneficial to being cast by someone other then herself. Often times it’s better to activate this model first and Companion Lilith in order to get a Transposition off before hand or a well placed Earthquake.
· Look for situations where you say to yourself “Man if only I could cast this before I activate Lilith” or “Man I wish I could cast this spell again”. Any time you find yourself saying this, is a good time for the Cherub to shine.

· Don’t forget you can use SS for this spell’s casting total. If you simply MUST have a spell work, use the SS.

· For Illusionary Forest, only one instance of this spell will be in effect at one time. So if Lilith casts it and then this model casts it, it will replace the older instance of the spell.

Some Key Points: 

The Cherub, like many totems, is dedicated to providing support to it’s master and crew. But for the Cherub, it’s masters spells are function nearly as perfectly for it as they do for Lilith. It’s great speed and Flight means it can deliver them to almost any part of the board when needed.
Love is a very powerful spell and one that will quickly draw your opponent’s ire when they see how dangerous it can be. It can quickly screw over your opponents strongest damage dealers and turn a bad situation for you, into a safer one. Because of this, you always want to try and keep the Cherub safe but make sure you actually use it. It has a solid Df 6, so with some cover it can stay relatively safe near the front lines. 

All of Lilith’s spells are extremely useful and the ability to cast one more of them per turn is easily worth the 2ss for this model. Look over each spell carefully and what I wrote on each one and you should begin to see this for yourself. They are all very situational, but there stands a good chance that you will always be in position to make use of at least one of them.
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Terror Tot:

Stats: At only 3ss a piece, these little guys have some of the best stats around. They are a fast wk 5 and a stunning Cg 8 which puts them on par with many more expensive models. They are a nice Ht 1 so they can easily hide. Their Wp is a respectable 5 which is average so they have a decent chance of resisting things, but this is the weak point on their stat lines. Their Ca is a 5 mask which is exactly what they need since none of their spells are offensive, you never have to worry about setting a high total. Their Df is an above average 6 making these guys very hard to actually get your hands on. With 4 Wd’s they are actually rather tough to, often surviving a single hit.
Weapons and Triggers:

· Claws: A Cb of 5 is average in the game, even when looking at much more expensive models, so it really is pretty decent for a 3ss model. The damage is certainly not very high, but that’s why they have that Mask on their Cb, for their trigger Flay. These guys will be able to hit most things, but sadly they aren’t going to hurt very much, which is actually good for you. People tend not to cheat a duel against them if they are losing because they don’t hit that hard. So you get to do some nickel and dime damage to them and every single wound counts. So poke away!

· Flay (Claws): Now if there is one trigger that defines Nephilim, this would be it. Flay makes this guys damage a stunning 3/5/6! This puts him on par with 10ss models. For a 3ss model, that’s very impressive and can often be a nasty surprise to people who decide to let one through with only looking at their damage line and not considering flay. 

· Basically, go for this trigger every single time if you can. Don’t worry about cheating so you can get a straight flip; take this trigger over the straight flip every time. It makes your weak damage as good as your moderate and nearly as good as your severe and let’s face it, cheating to a straight flip and then cheating severe uses 2 cards and is a bit of a waste of a face card. Flay is better every single time UNLESS you absolutely need 4 damage to finish something off.

· NOTE: A common question with Flay is does it apply to both damage flips if you get a Red Joker on damage. The answer is no, it applies to your damage total, so it applies to the damage you deal when you add up both flips.

Abilities:
· Black Blood: Like all Nephilim, it has Black Blood. This serves as a nice deterrent for models with only a few Wds left, they could easily kill themselves by damaging you in melee. This can also be used in a very spiteful way against valuable targets. Models with Hard to Kill or/and Use Soul Stones have a tendency to survive and be left with 1 Wd after you go all out on them. So you move into b2b with them when you begin your attacks and drop them as long as you can. Now if anyone wants to try and kill you, Black Blood will drip death onto the model they are trying to save. This creates the interesting paradox of they have to kill you to survive but if they kill you, they are going to lose an important model. 

· If you know you can survive the hit and that the Black Blood is going to kill your target, let them hit you.

· Brood: This is an ability some people build entire crews around. They use Terror Tots as bait, sending up just in front of the rest of the crew and get people to kill them. You then bring every Nephilim you can closer to your opponent and often into your charge range. Just be careful of getting to eager with this and walking a model up into a spot where it’s going to get killed. Many times people go as far forward as they can and forget that the model that killed the Tot may be able to do another attack/spell that will hose you.
· I prefer not to use this as my main strategy, but rather as a nice little side note and deterrent for people targeting my Terror Tots. Only a foolish player (or someone who is in a very advantageous position) will kill a Terror Tot with Lilith or a Mature Nephilim nearby, especially if any of them have not activated yet. 

· Scout: This is always a useful ability, no penalty for moving through terrain helps reinforce the idea of Terror Tots as flanking models. Send them through the woods and have them charge into the enemy’s flank as your big Nephilim hit from the front.

· (0) Drain Blood: The quintessential and ubiquitous Nephilim action. This will often play a critical role during the game as the Nephilim do not so much rely on Blood Counters, but become much more dangerous with them. You will use Blood Counters for things such as Grow, Mature, Blood Magic etc.

· Drain Blood every chance you get during the game. Some of your crew’s best abilities are based off the consumption of Blood Counters.

· As per Keltheos’s ruling on the Rule of Equivalency thread, this ability is not subject to the Rule of Equivalency as it is not generated upon a models death. It is generated from an action that just so happens as to require a model to be killed by this model to use.

· Remember, if a model carrying Blood Counters dies, the counters drop onto the ground and another model with Drain Blood or an ability that uses them, can pick them up. 

· (1) Grow: The most famous ability of the Terror Tots and the reason why a lot of people bring them. This lets you turn a 3ss model into a 6ss model who is equally as good for it’s cost as the Terror Tot and some people say even more. You should honestly do this every chance you get. Grow your Terror Tots early in the game so you get the most use of them as the game rolls on. But don’t make foolish mistakes in trying to pull this off. I have seen more than enough players make a fatal mistake and go for the Grow when they should have activated Lilith or another model first. Grow is ALWAYS SECONDARY when looking at your priorities for the turn. There are a few rare cases where it becomes your primary goal, but try to be careful; I’m just giving you the advice to think twice before you act on it.
· People often like to bring the Black Blood Shaman or Nekima so they can generate blood counters early in the game and grow your Terror Tots quickly. While this is actually very viable, just watch out for the damage this will cause to those BIG EXPENSIVE models. Don’t weaken them to much just to get some more power out of your Tots. 

· If you Grow a Terror Tot, you continue it’s activation with the Young Nephilim it becomes. It has all the AP it would have left as well. So if the Tot already walked once, the Young would have no Ap left, but would still have it’s (0) action and it’s newly gained Melee Expert ap.

· (1) Sprint: Probably my favorite ability on the Terror Tots. This lets you zoom around the board at insane speeds, especially if Nekima is on the board to grant them an additional Mask to their Ca. This is how the Tots can outflank nearly anything in the game and what makes them such great objective grabbers, they can zoom in at the last second and then zoom out.

· I will often not bother to walk with my tots if they are activating last during my turn or I don’t think I will have ot make any important duesl for the turn. Instead I will just keep casting Sprint instead. Even if you don’t get a second Mask, you move the same distance you would if you walked. If you do get the additional mask or if Nekima is on the board, you can move a huge 10” – 15” in a single ap! That’s nearly half the board!

· NOTE: It specifically states “move up to”. This means that you do not have to move the entire distance AND it counts as a move not a push. So you are subject to disengaging strikes and ANYTHING that happens on a model’s move. So always remember this.

Some Key Points: 

Many people consider this to be the Nephilim of choice to bring at the start of any game. They are cheaper than any of the rest and have the capacity for extreme mobility and to turn into face eating monsters with just a single kill. While it is true they can do this, in practice you will find they often don’t do this a lot. What I’m trying to impress upon you is to not rely on Growing them as a lot of people only seem to. They are far from a mono-task unit and unlike what some power gamers will say, they have more uses then just that. The key to getting the most out of them is to look beyond this ability but not forget it.
Terror Tots are built to work ahead of your crew as your advanced force/flanking forces. Many people will keep them back and protect them as they gather blood in-order to grow them. But often times this will hurt your chances of victory to much. Get the Terror Tots up there and around the flanks. Don’t charge straight into their front line if you don’t think it will do you any good, but also don’t hide them in the back. Keep them upfront and make use of their prodigious speed, high Df, and Brood to bait and gang up on targets.

For such a cheap model, they can do some rather respectable damage that your opponent will often over-look. Don’t make the same mistake as them and over-look it to. Sure they aren’t going to stand much of a chance against a master one on one. But if a master is already dealing with say Lilith or a Mature, send in the tots to gang up on them. They will have to let something through eventually and as long as you can get Flay off, you can really make them pay for it. So don’t discount their ability to actually fight.

While you should never ignore their ability to Grow, I hope I have impressed upon you their other uses. Sure you still want to Grow whenever you get the chance to safely do it. But they are insanely quick and can hit really hard to. They are hard to hit and when you do finally kill one, you make all the other Nephilim around them angry and bring them in. As a general rule, you should not put a Terror Tot in danger outside of 6” and LOS of at least one big Nephilim. This will help protect them and help bring your crew into melee quicker which is what you want in the end.

A final thought to leave you with is that this is a solid 3ss model that is NOT insignificant, unlike the Sorrows. So right there, a lot of people will take Terror Tots in other Neverborn crews to use them as objective runners. So it’s hard to go wrong with these little guys, you get duty out of them not only for Lilith, but for other Neverborn Crews to.

>>>Back to the Index
Young Nephilim:

Stats: Their Wk is a respectable 5 and their Cg is an amazing 9 which gives these guys a big threat range. They are your average Ht 2 but they are also medium bases, so that will often mean they can’t hide that well. They have an average Wp and Df of 5 so they aren’t the most defensive things in the game, but they are certainly not the least defensive. Their Ca is a 5 mask just like the Terror Tots and also like them, this is exactly what they need. They also have a solid 7 Wds which is just a tad above average for a 6ss model and means 2 – 3 hits is what is generally needed to put them down.
Weapons and Triggers:
· Claws: Yup, they have claws and they certainly hurt to. With a high end of average Cb of 6, they can hit most models in the game rather reliably and with a decent damage spread, it’s going to hurt. While the damage may not look to impressive remember, they have Flay!
· Flay(Claws): Your going to learn to love this trigger the more you play this crew. This makes his damage a great 4/6/7 which like the Terror Tot, puts it up there with the 10+ss models in the game. When these guys hit, its going to put some serious hurt on you. 

· Basically, go for this trigger every single time if you can. Don’t worry about cheating so you can get a straight flip; take this trigger over the straight flip every time. It makes your weak damage as good as your moderate and nearly as good as your severe and let’s face it, cheating to a straight flip and then cheating severe uses 2 cards and is a bit of a waste of a face card. Flay is better every single time UNLESS you absolutely need 5 damage to finish something off.

· NOTE: A common question with Flay is does it apply to both damage flips if you get a Red Joker on damage. The answer is no, it applies to your damage total, so it applies to the damage you deal when you add up both flips.

Abilities:
· Black Blood: Like all Nephilim, it has Black Blood. This serves as a nice deterrent for models with only a few Wds left, they could easily kill themselves by damaging you in melee. This can also be used in a very spiteful way against valuable targets. Models with Hard to Kill or/and Use Soul Stones have a tendency to survive and be left with 1 Wd after you go all out on them. So you move into b2b with them when you begin your attacks and drop them as long as you can. Now if anyone wants to try and kill you, Black Blood will drip death onto the model they are trying to save. This creates the interesting paradox of they have to kill you to survive but if they kill you, they are going to lose an important model. 

· If you know you can survive the hit and that the Black Blood is going to kill your target, let them hit you.

· Flight: Gotta love flight, it’s like Scout but with more cool options. This gives you a huge advantage when it comes you terrain, as you can just move straight over it without having to deal with vertical distances etc. So if there is a house in your way, and a single Wk can get you by it, you just go by it as if it wasn’t there. Is there a model on a roof? Just fly up there and snatch them up! 
· (2) Diving Attack: With a huge charge of 9”, they can clear a lot of distance and nail someone. The big thing about this ability over regular charge is that you ignore LOS and terrain and models in your way! You can charge from one side of a barn to the other without any issue. You can charge straight over a screen of models trying to protect a master and nail them. You know how Rasputina loves to hide behind her Ice pillars? Well not against this! You just charge straight by them as if they weren’t there.

· NOTE: This ability states you ignore terrain and intervening models. This means that you ignore the effects of the terrain you pass over and disengaging strikes of the models you pass over. During this move, they are basically considered to not be there for you. Some effects will still snag you, like if you do this into some kind of Aura you will get affected by it. But this completely counters most screening strategies.
· (0) Drain Blood: The quintessential and ubiquitous Nephilim action. This will often play a critical role during the game as the Nephilim do not so much rely on Blood Counters, but become much more dangerous with them. You will use Blood Counters for things such as Grow, Mature, Blood Magic etc.

· Drain Blood every chance you get during the game. Some of your crew’s best abilities are based off the consumption of Blood Counters.

· As per Keltheos’s ruling on the Rule of Equivalency thread, this ability is not subject to the Rule of Equivalency as it is not generated upon a models death. It is generated from an action that just so happens as to require a model to be killed by this model to use.

· Remember, if a model carrying Blood Counters dies, the counters drop onto the ground and another model with Drain Blood or an ability that uses them, can pick them up. 

· (+1) Melee Expert: A free Ap to make an attack with is always welcome. Especially when you have such a high potential for damage like this model. This also means that when you charge you will get 2 attacks! (1 charge attack and another regular strike with this Ap). 

· (1) Mature: Unlike Grow from the Terror Tot, this ability does not stand out as much. Sure a Mature Nephilim is one of the nastiest models in the game, but you need 2 Blood Counters to become one and the Young Nephilim is nasty enough in its own right. So many people see it as why waste time trying to Mature when you can just Grow more Tots. Well the reason is because the Mature is just so nasty! Honestly, this is always worth it over Growing a Tot in my eyes. I put heavy value on big models like the Mature and often find them much more effective then another Young would be. But it really boils down to your play style. If you like fewer stronger models, Mature. If you like more moderate models, then Grow. 

· A common mistake people make is that you can use a Blood Counter form this model and one from another model to Mature. Sadly you can’t, both counters MUST be on the same model. With there being no way to trade or drop counters in the game, this can often become a bit of a pain in the ass. So Mature takes some for-thought to pull off. I recommend looking for a chance to stack up the counters on a model when you can, but don’t hyper focus on it.

Some Key Points: 

Many people consider this the best model in the entire game for its points. It is true, it is very nasty for 6ss often way out doing other models of the same price. But it is certainly not broken like some would want you to believe. It is very killable with only average defensive stats and its range is limited to only melee. So it can easily be dealt with, especially by ranged attacks. 
This model really has one purpose it wants to full-fill, get in close and eat faces. It is very much a melee model and has no other bells or whistles to give it another role. Its medium base makes it often an easy target but also makes it very good at screen models like Lilith. It is fast, hits hard, and can come at you from out of LOS and from a long 9” away. But its medium base often makes placing this thing a bit of an issue, so consider having Lilith clear a little room via Earthquake or Transposition first. 

There really is little point to keeping these models back, just send them in with the rest of the crew. They will often form the core of many Nephilim lists, especially if you don’t want to use the extremely dangerous but complex Nephilim like Nekima, Lelu, and Lilitu. They are best when sent in pairs or with another Nephilim to help distract your opponent. What will kill these guys is the focus attention of a moderately powerful model. While not quite class cannons, they deal out much more damage than they can take so watch yourself. 

I wish I had some cool combos for you all with these guys, but there aren’t many really. They are just plain solid, and that’s what makes them so great. They do their job of eating faces and they do it will without any other frills or thrills built into them. This does make them one-dimensional and very single minded in their task, but what’s wrong with that? Every crew needs a good face eater ;D.

>>>Back to the Index
Mature Nephilim:

Stats: One of the fastest models in the game for how hard it hits, it has a truly amazing Wk 6 and Cg 10. It’s Ht 3 so there is little it can ever hide completely behind, but there are still things it can. Wp 6 means its got a decent chance of resisting attacks on that stat. It’s Ca is a respectable 6 mask, though sadly it has no offensive spells. But this puts you in a better spot for resisting Ca resist spells which are starting to pop up. Sadly it’s Df is only a 4 so it’s not that hard to hit but it at least has a nice 10 Wds which means it takes an average of 3 hits to kill it.
Weapons and Triggers:

· Paired Claws: Huzzah Paired! That’s an extra flip on your attacks and an extra chance to get a great starting flip. Especially with the solid Cb 6mask! This also helps greatly against things like Cassandra and her defensive abilities. You’ve also got a very nice reach of 2” which when paired with his Ht, means he can attack over most models to hit a model behind them. This also puts him in a very good situation where half the models in the game will have to move to get into their 1” melee range of him if you leave him at his max range. The damage on this weapon is also great, 4/5/6 is extremely solid with each teir only deviating by a single point and the weak starting at a high 4. Over-all a very nice weapon that will let you kill most anything in a single turn.

· Knock Aside (Paired Claws): This is a trigger the Mature Nephilim is known and often feared for. This lets you charge a blocking model, push it away, then charge your real target. Or you could just bounce around like an insane pin-ball machine touching everything you come across. This can quickly push your opponent all over the place and make their positioning a living hell for the next turn. 
· For some fun that will make your opponent hate you, give this model Poison somehow. Poison is applied when you hit a model and this trigger only stops you from dealing damage with the strike, not applying hit effects like poison! So rub some poison on those palms and go play tag!

· Remember you get to charge again, so any effects that happen on a charge happen when you do this. Also don’t forget you have wings and are Ht 3, you can go over most models without much trouble =)
· Rip In Half (Paired Claws): If you have the suite, go for this trigger. But if it would put you at risk of possibly not killing your target to get it, forget about it. Any Morale duel is nice, especially one that hits such a large area. It’s not a terribly high duel, but it makes your opponent flip and use up cards and a single failed morale duel is crippling to a model. This is really playing the odds and hoping that the low end swings your way. So give it a shot if you got it.
Abilities:
· Armor 1: Even though it’s only 1 armor, its always good to have armor. This helps protect you from little sources of damage like most models weak damage flips. So always try to remember this big lug has it, I know I forget every now and then because he doesn’t look like he would have Armor at all.
· Black Blood: Like all Nephilim, it has Black Blood. This serves as a nice deterrent for models with only a few Wds left, they could easily kill themselves by damaging you in melee. This can also be used in a very spiteful way against valuable targets. Models with Hard to Kill or/and Use Soul Stones have a tendency to survive and be left with 1 Wd after you go all out on them. So you move into b2b with them when you begin your attacks and drop them as long as you can. Now if anyone wants to try and kill you, Black Blood will drip death onto the model they are trying to save. This creates the interesting paradox of they have to kill you to survive but if they kill you, they are going to lose an important model. 

· If you know you can survive the hit and that the Black Blood is going to kill your target, let them hit you.

· Flight: Gotta love flight, it’s like Scout but with more cool options. This gives you a huge advantage when it comes you terrain, as you can just move straight over it without having to deal with vertical distances etc. So if there is a house in your way, and a single Wk can get you by it, you just go by it as if it wasn’t there. Is there a model on a roof? Just fly up there and snatch them up! 

· Terrifying->12: Never ever discount the uses of Terrifying. A single failed Morale duel can turn a game on it’s head and save you from defeat. Though Nephilim don’t have a lot they can do to help make this more effective for you (Nekima has one nice ability that relates to it), it should never be overlooked. That’s often why it’s worth getting multiple models in your melee range even if you only intend to attack one of them. With a 12 on this, it means most models (Wp 5 – 6) will need a 7 or 6 to pass the duel, which is not half bad odds. Yeah it’s not a huge chance, but its one always worth taking if its not going to put you in un-due danger.
· (2) Diving Attack: With a huge charge of 10”, they can clear a lot of distance and nail someone. The big thing about this ability over regular charge is that you ignore LOS and terrain and models in your way! You can charge from one side of a barn to the other without any issue. You can charge straight over a screen of models trying to protect a master and nail them. You know how Rasputina loves to hide behind her Ice pillars? Well not against this! You just charge straight by them as if they weren’t there.

· NOTE: This ability states you ignore terrain and intervening models. This means that you ignore the effects of the terrain you pass over and disengaging strikes of the models you pass over. During this move, they are basically considered to not be there for you. Some effects will still snag you, like if you do this into some kind of Aura you will get affected by it. But this completely counters most screening strategies.

· (0) Drain Blood: The quintessential and ubiquitous Nephilim action. This will often play a critical role during the game as the Nephilim do not so much rely on Blood Counters, but become much more dangerous with them. You will use Blood Counters for things such as Grow, Mature, Blood Magic etc.

· Drain Blood every chance you get during the game. Some of your crew’s best abilities are based off the consumption of Blood Counters.

· As per Keltheos’s ruling on the Rule of Equivalency thread, this ability is not subject to the Rule of Equivalency as it is not generated upon a models death. It is generated from an action that just so happens as to require a model to be killed by this model to use.

· Remember, if a model carrying Blood Counters dies, the counters drop onto the ground and another model with Drain Blood or an ability that uses them, can pick them up. 

· (+1) Melee Expert: A free Ap to make an attack with is always welcome. Especially when you have such a high potential for damage like this model. This also means that when you charge you will get 2 attacks! (1 charge attack and another regular strike with this Ap). 

· Wing Buffet: This is a neat little ability that has some rather interesting implications. There is no resist from it, and all models (including yours) inside of it are pushed 3” directly away from you, regardless of the distance to you when they started. This has great uses against your opponent, just blow pesky protection models away from their ward and then have at your target. This also helps for clearing up swarms (like Rat catchers and their rats) so you can get at the key models in them. 
· An interesting tactic for this ability, though not my favorite due to the cost and deadly potential of this model, is to boost the movement of your crew. You position your crew in front of it or it behind them at the end of a turn, then the next turn you have it activate and Wing Buffet at least once. Models closer than 1” to it can be hit again with it, netting them a bonus 6” that turn. Done carefully, this can net several models a nice forward boost and bring you closer to your opponent’s throats. This takes a bit of placement practice because it’s directly away, so you need to have the angles just right for it to work.

· Another thing I have done in the past with it, is the opposite of what you do with your crew. If you can assure the safety of the models involved, you run a Terror tot up behind the enemy crew, preferably the master or some important model. You then have Lilith active and Brood Mother a Mature Nephilim. Lilith Transpositions the Terror Tot with the Mature and does whatever else she needs to. Due to Brood Mother, the Mature activates immediately after her and you have it Wing Buffet once or twice, pushing your target towards your crew and hopefully other nasty models like a second mature, Lelu, or nekima. While this may seem a little strange and a waste of activations, it can be useful in certain situations. Some masters and models have annoying defensive abilities that may be active that prevent you from doing much to them this turn. So you use the Mature to move them into position where you want them and then go to town on them that turn and the next. Not the most useful thing, but its an idea to keep in your head.

· There are a number of places where this ability could be employed to effective and funny results. Keep your eyes open for spots where a few more inches could mean death, disaster, or victory.

· (2) Carry: This is a bit of a strange spell and honestly there is not a ton of use for it when using all Nephilim. Though it should be noted that when you use this on the Black Blood Shaman, it only costs 1Ap (hint hint ;D). But it still has it’s uses. Every now and then you will need to eek out a little extra movement for say Lilith. Just plan ahead and end the Mature in B2b with her and have it give her a lift.
· Please read this carefully. The model it carries MOVES the up to 6” just like the Mature and MUST end in B2B with it. Yes you get to ignore terrain and intervening models but it is still not a push. So watch out for effects that trigger off movement etc.

· I really don’t have anything stellar to say about this ability. I see it as something to always keep in mind, but you will not really have a use for it most times. Kinda like Batman’s Shark Repellant. 

Some Key Points: 

While it is true, this model does not have quite as high potential damage as the Young Nephilim, it does have more survivability, reliability, and maneuverability to compensate for that. It is also one of the most iconic models of the game and of Lilith’s play style.
It is rare 2 so you can only EVER have 2 of this model in play at one time, so remember this when you’re planning to Mature a Young Nephilim. If you already have 2 Matures in play, you can’t cast Mature with the Young. 

This model is a great blitzer, it moves really fast and gets a 3ap a turn it can use to beat the snot out of you (2ap + melee expert 1). Its tough enough to go toe to toe with most models and will often bring down whatever its target is. Terrifying gives it another layer of danger to living models; a single back luck flip can spell the end for them. Rip In Half can generate even more Morale Duels which quickly eat through your opponents deck and hand as you force duel after duel from it if possible.

Like the Young Nephilim, the word for this model is just plain solid. It is all around very good and very effective. I really don’t have much more I can say about it but that. There aren’t a lot of tricks with it; it works well just doing the basic walk walk smash style of play. It has some tricks that can let you futz with models positions and it can strike very deep into your opponent’s line with Knock Aside. So paired with Lilith’s Transposition, this gives you 2 ways to deliver a melee power house into your opponents back field and begin shredding their rear. 
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Primordial Magic:

Stats: Pretty decent stats for a totem, especially it’s Ca which is a stunning 5 tome mask. This means this model can cast nearly any spell from any master without needing any additional suites. It’s speed is a little low but it is Ht 1 which lets it hide from most enemies and it needs to, its only Df 4. Its Wp is low but it doesn’t need it very often if you keep it out of LOS most of the time. It’s Wds are 3 which are average for a totem and it’s a spirit so it can survive most single hits.
Weapons and Triggers:

· Magical Touch: This is basically a token melee weapon to use just in case you need one. Nothing amazing about it, it’s actually just a bit stronger then Bash which is at least something.

Abilities:
· Arcane Reservoir: This is one of the two main reasons to take this model over other totems. Increasing your hand size by 1 is huge as your cards are a very valuable resource. Don’t under estimate what a single extra card in your hand could do for you. It could easily mean the difference between winning and losing.

· Companion (Master): Every good Totem has this. Make sure to check the errata on Companion as it has changed a bit. Now you can activate Primordial Magic through companion if Lilith activates or have Primordial Magic activate and then Lilith. This helps keep your activation order the way you want it and helps free up Lilith’s AP for more face eating.
· (1) Magical Extension: Ahh the ever present totem spell. Lilith’s spell list is nearly uniquely designed to work well with her totem. All of her spells are easily within its range to cast and are beneficial to being cast by someone other than Lilith herself. Often times it’s better to activate this model first and Companion Lilith in order to get a Transposition off before hand or a well placed Earthquake.

· Look for situations where you say to yourself “Man if only I could cast this before I activate Lilith” or “Man I wish I could cast this spell again”. Any time you find yourself saying this, is a good time for the Cherub to shine.

· Don’t forget you can use SS for this spell’s casting total. If you simply MUST have a spell work, use the SS.

· For Illusionary Forest, only one instance of this spell will be in effect at one time. So if Lilith casts it and then this model casts it, it will replace the older instance of the spell.

Some Key Points:
There is not a whole lot of complexity to this model. It has a great Ca for a totem so it can cast all the spells of Lilith’s spells with a respectable resist total. If you have ever wanted to cast one of her spells and not use an Ap, well then a totem is right for you.
Arcane Reservoir’s extra card is worth it to some people alone. That should hopefully give you an idea how valuable your cards are to you and the potential of this model.

You don’t need to be anywhere near Lilith to use Magical Extension. So a common tactic is to spread the two out and increase your coverage of Lilith’s spells. Since you can use SS when you use Magical Extension you can get the resist totals to a nice high number and probably beyond what most models can actually resist. Look over her spell list and look at all the useful spells and basically think to yourself that if there is a time when Lilith would want to use this spell, can Primordial Magic use it instead of her. If you say yes, try to get it in position to free up Lilith’s AP.
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Black Blood Shaman:

Starting Note: Gravedigger is supposed to be Grave robber, it’s not some new type or anything like that. It’s just a misprint from testing.
Stats: An average Wk lets it keep up with most other Nephilim which is it’s most important function. Ht 2 is average and thankfully lets it hide behind all other Nephilim except for the Cherub and the Terror Tot. Wp 5 is on the low side of average, but this is a model that likes to avoid combat so it’s fine. Ca 6 mask perfect for it as half it’s spells are offensive, so this lets it set a total that will be a challenge for most models to beat. Importantly though, this gives it the suite it needs for all it’s spells, so you only have to worry about number totals. It’s Df 4 is low, but as I said about it’s Wp, it’s a model that likes to avoid combat, so it should be fine. It also has an above-average 8 Wds. For a 6ss model that’s a lot of Wds, but it needs them all as you will see.
Weapons and Triggers:
· Ritual Knife: White the Cb of this weapon and its damage are not impressive at all, the knife has Poison 3 and a Blast on severe. What this means is, if you inflict Severe damage, everyone under the template will not only take 1 damage, but also get 3 Poison Counters on them to. Over the course of the game, that adds up to some high damage. Especially because Evasive and abilities like that won’t be able to reduce this damage. So if it must be in melee, it has a chance of fighting it’s way out at least.
· Bloody Mess (Inject Blood, Taint blood): This is a very nice trigger because of how precious Blood Counters are to your crew. This effectively negates the cost of having to spend one to cast the spell.

· NOTE: It says you gain one when you successfully CAST the spell, so you get it back before the enemy makes their resist flip and pass or fail, you get the Blood Token.

Abilities:
· Black Blood: Like all Nephilim, it has Black Blood. This serves as a nice deterrent for models with only a few Wds left, they could easily kill themselves by damaging you in melee. This can also be used in a very spiteful way against valuable targets. Models with Hard to Kill or/and Use Soul Stones have a tendency to survive and be left with 1 Wd after you go all out on them. So you move into b2b with them when you begin your attacks and drop them as long as you can. Now if anyone wants to try and kill you, Black Blood will drip death onto the model they are trying to save. This creates the interesting paradox of they have to kill you to survive but if they kill you, they are going to lose an important model. 

· If you know you can survive the hit and that the Black Blood is going to kill your target, let them hit you.

· This model is not really supposed to be in melee, so this is more of a cheap shot at anyone who comes in to melee you.
· Blood From the Dead: Just what you have always wanted! A corpse juicer! This can dramatically increase your blood token yield of a fight and often lets you go 2 for 1 Blood Counters on a kill. Have a stronger Nephilim kill the target and drains it’s blood, then have this guy (who should be hanging nearby) swoop in and grab the body for a nice Blood shake.
· This also helps you deal with Ressurectionists who until now had been a bit of a pain in the ass to Lilith. Try to get as many of the counters as you can, but make sure to spend the corpse counters before you spend Blood Counters. They don’t count as Blood Counters, so if you die they can still make use of them. Burn them off first and save your real Blood Counters till last.

· Blood Sense: This is a very nice ability; the range on it is about perfect for where the Shaman tends to hang out (which is right behind or near a big Nephilim like the Mature or Nekima). 

· NOTE: Even if you use this ability on the model in question, the Nephilim that did the kill can still use Drain Blood and not violate the Rule of Equivalency. 

· Please see the section at the end detailing Blood Counters and the Rule of Equivalency

· Ride Nephilim: A cool thematic ability that can actually be a lot more useful then you may think. One problem this model can have is that it lags behind the rest of the crew some times. Well what you do is keep it in B2b with a Mature and have the Mature use Carry every time it would move. It’s the same movement for it, and it helps the Shaman move up field without having to use any of it’s Ap. This model can then spend all of it’s AP casting spells and stabbing a person now and then.
· While I highly recommend using this ability frequently with the Mature Nephilim, watch out for Blast attacks. You don’t want to make it to easy for your opponent to snare multiple models with a single Blast. Just keep your eyes open and think of it as risk vs reward.

· (+1) Instinctual: Always a good ability to have, especially when you have 5 (0) actions to chose from each turn. Sadly you can’t use Blood Magic twice in one turn, but you can still do plenty of nasty things otherwise.

· (0) Blood in the Air: This is one of those hidden gem abilities that helps out your crew in a huge way. It’s an 8” Pulse so it should easily hit most of your models and lets them come a bit closer to the Shaman. If the Shama was the first one to activate this turn and say, moves ahead of the pack and uses this ability, that’s 4” extra inches all your Nephilim just move towards you and hopefully your opponent. 
· This is a push so it can help pull your models out of melee if you need to. Just get a bit behind your Nephilim and use it. It’s a “may” so only Nephilim in it who you want to move will move. Look for little situations like this to make the most of this ability. 4” may not seem like a lot, but on a 36” x 36” board, that’s 1/9th of the board and can easily move your models to give you LOS on your opponent or a clear charge lane when you need it.

· (0) Blood Offering: While I try to not use this ability to much, it does allow you produce one of your most valuable resources for the low cost of ½ this models Wds heh. But honestly, it’s worth it at the start of the game. Especially if you have Lilitu and/or Nekima on the field as well (the pair can make this model recover 3 of those 4 wnds per turn). Given how many of your best abilities require a Blood Counter to be used, you will be using this at least once a game most likely.

· Through an expensive combination of Candy and Lilitu you can turn this model into a Blood Counter factory. Producing 1 a turn and healing up the Wds it suffers. But that is a lot of points to pull this off and I honestly don’t recommend it. But if you do have Lilitu on the field, try to keep this model sorta near her just incase. Have her use her healing on the Shaman whenever you can so you can restore your wounds and let you gather more blood quickly. 

· (0) Spill Black Blood: While this may not seem like the greatest trade off (2 Wds for 1 inflicted), it can be extremely useful against hard to hit models. Some models can just be nearly impossible to hit once they have their buffs up (think Cassandra and Corphyee) so the damage this can inflict could finish them off if you already manage to hurt them a bit. If there are several models within 1” of the Black Blooded model, even better. The more models you can hit with this, the better off you are.
· Please take note of the wording on this, “non-Neverborn models” will get hurt by this ability. So watch your mercs!

· This does straight Wds to targets around the Nephilim, so it bypasses armor!

· Yes the cost of this ability can be rather high, that’s a lot of Wds you must suffer to make it work. But there are times where it is completely worth it. If something must die, or if you have the chance to kill several models at once with this, do it. There is no resist, so you can bypass nearly all defenses and put some decent damage on several targets.

· Before you ask or even think about it, no you cannot inflict more wounds on your model then it has. You won’t believe how often this question pops up.

· (0) Blood Frenzy: This can be a very very good ability, especially when paired with a model that has Fast (or gets Fast from say Blood Magic) or Melee Master/Expert. Nephilim already hit hard to begin with and many of them have melee expert so this becomes iceing on the cake. Got a tough target nearby? Blood Frenzy your Tots that are already in melee range of it, or if they are not, Move so Blood in the Air will bring them into range and then give them all Flurry and go to town!

· Because Flurry takes 2 ap to use, this isn’t use a lot. But it certainly has it’s uses, especially vs Masters. This is another one of those abilities where you have to keep your eyes open for the best chance to use it. They don’t have to use Flurry, so you can do this early in a turn to help encourage your opponent to not come near your Nephilim, thus letting you get the jump on them.
· (0) Blood Magic: The model that suffers the Wds or Discards the Blood Counter does NOT have to be the target of the spell. It defines a separate target for the casting requirements of the spell and the target, so don’t let your opponent try to BS you on this one. That said, the Wd loss is often a better idea if you have Lilitu on the field or Nekima as they can quickly heal the target. Or even if you have a Stitched Together with you because it has Does Not Die you generally don’t worry about it being hurt. Sadly each of the 4 possibilities for this spell do not have names, so the following pnts will go in order to match the bullets on the spell.

· (1) charges can be extremely useful, especially to models like the Nephilim who all have rather long Cg ranges. Just make sure you will be in range to attack the targeted model or you’re going to lose the rest of your activation. This is in there to prevent abuses of people charging twice a turn just for movement, so don’t worry to much about it.

· Poison is so much better after the Errata and Poison 2 on any weapon can be worth it. Give it to Nekima and make her even more devastating. Give it to Lilitu and let her inflict a little toxic love with her whip etc. Any weapon that doesn’t already have an equal or higher Poison on it is a worthy target of this ability. Sure the damage isn’t till the target activates, but unless they have Use SS, that’s 2 guaranteed damage and can often be enough to finish off a model, or drop them to 1 Wd and leave them with the hard choice of striking a Nephilim and dieing from Black Blood, or trying to run away.
· Everyone lost fast, well everyone but Alps. Even still, many of the Nephilim already have Melee Expert, so fast on top of that is  just worlds of good! Fast’s uses should be obvious to you so I’m not going to go into depth with this. But some of my favorites targets for this are your big Nephilim like the Mature and Lelu who become absolutely monstrous with an extra Ap.

· You may wonder why you would want to give a model Black Blood, well just look at the advice I give on Black Blood and now thing of that on any friendly model. Kinda neat huh? Its of no use if you play only Nephilim, but some people like to bring things like the Hooded Rider and Stitched Together with Lilith. This can make those models even more of a pain in the ass. Plus it also makes the target a candidate for Spill Black Blood which is always nice.
· (1) Inject Blood: Sadly this costs you a Blood Counter to use, but Bloody Mess trigger lets you recover that counter for a zero loss! But on to this spell, while it’s not the most impressive damage, it’s a multitasking spell which is always nice. The damage isn’t bad though; 2/3/5 can do about half the wounds on most targets and at the very least, gives you something else to do if you’ve already poisoned your target with your dagger. Plus it is a spell, your only one that actually deals damage so it’s good to use against pesky Spirits. 
· It does a flat healing rate which is often preferable to a healing flip (I don’t know about you, but I rarely heal more than 2 Wds with those  and heal 1 to often ;D ) and if you’re using for healing, you just go for the 2nd mask for the trigger.

· Remember when you use this on a friendly model, via the errata you can now have your models chose to tie the resist duel if they pass it so they can still be effected by this ability even if they pass the resist.

· (1) Potent Blood: This is one of my favorite abilities as I love Black Blood and relish in making my opponent kill themselves or their other models as they hurt my Nephilim. So +1 dmg on it can really add up if done at the right time. The Mature Nephilim, Nekima, and Lilith are the best targets for this because they have the most wounds of your Nephilim and are also the most likely to be up in the middle of your opponents forces. This also magnifies the deterrent that Black Blood presents and helps steer even more enemy models from charging into you.
· Please also notice that this does not say friendly model, so think about the fun you can have with this and Taint Blood on an enemy model who is within 1” of some other friendly models.

· (1) Taint Blood: This ability has some seriously interesting implications for you. It makes the target a Nephilim and gives them Black Blood. So you can use this on an enemy model that is near several other enemy models and then charge that target with say a Young Nephilim and rip it to shred, melting the others near it (especially if it’s Black Blood is juiced up on Potent Blood!). Or you could use this on one of your own models, say a mercenary, which you really want to basically join the Nephilim crew like the rest. Say you brought a Desperate Mercenary, they are expendable to begin with, so you Taint it’s blood and then give it Potent Blood and send it into your enemy. They are probably going to attack it, letting it’s enhanced Black Blood inflict even more damage and then you swoop in to nab the corpse counter and repeat the process with another one ;). 
· Remember when you use this on a friendly model, via the errata you can now have your models chose to tie the resist duel if they pass it so they can still be effected by this ability even if they pass the resist.

· IMPORTANT NOTE: The end point on this spell can be confusing. The wording is a little ambiguous, but the “this” is possessive and refers to the BB Shaman. So the Shaman can chose to take 1 Wd and persist the effect, not the model who has Taint Blood on it.
Some Key Points: 

The Black Blood Shaman is a great example of a support model done right. He nicely buffs his crew, provides extra Blood Counters for them, and aids in their primary objective (getting to the opponent). All this and 8 Wds for the new low price of 6ss! But wait! There’s more! He also has some extremely useful synergies with several of our models and cause wide spread damage to your opponent.

The BB Shaman wants to be near the front lines, but not on them. This can often be the most difficult part about playing him because you want to be within that 3” range of your Nephilim’s target (and your own Nephilim in case they die) but you don’t want to be in melee range of your opponent. This is a big reason to use the Mature Nephilim from the start, Ride Nephilim lets him easily maneuver the shaman around and keep it in range to use Blood Sense when it kills a model. Another solution is to protect him by blocking with melee. See the section at the end of this document for more details on this tactic, but any of your models with a 1” melee range work very well for this (think Young Nephilim) or Lilith/Lilitu carefully placed so that Wicked gives the tactic added muscle.

One of my favorite uses for the BB Shaman at the start and honestly throughout the game is what I call the Backpack Movement Beacon. The Shaman is deployed in b2b with the Mature (or moves into b2b with one that your mature during the game). The Mature then uses Carry in place of actually moving, taking the Shaman for a ride. The Shaman then uses Blood in the Air to pull the other Nephilim 4” towards them and does the rest of it’s support actions from there, pretty much never leaving the back of the Mature Nephilim. This has the added benefit of putting you in Blood Sense range of the Mature’s target when it’s in b2b (or close to it). Plus because Carry says that the targeted model moves, you can then have the Shaman pass over the corpse counters your target left and gather them up! This is honesty the best way I have found to maximize the effectiveness of the Shaman, just watch out for blasts.

Just always remember, this is a support Nephilim. It has a melee weapon, but it doesn’t want to have to use it if it can help it. But also don’t be afraid to send it in to attack if you need to. There are times where another attack is all you need, in those cases send it in and lead off with Inject Blood if you have the counter and go for your trigger. Also, this model will generally not do the killing for you. You should view it as expendable in order to save Lilith or Nekima. For example, if you know Nekima is going to get charged, put the shaman in the way and try to block the charge or maybe even stop it with a disengaging strike. It’s got 8 Wds, so it can take almost any single hit in the game and come out fine.
>>>Back to the Index
Nekima The Dark Sibling:

Stats: Nekima is the definition of swift death. Her speed is top notch, letting you cover 1/3rd of the board in a single turn if you want and charge across over 1/4th of it. She is a big Ht 3, but she has the defensive abilities and Wds to back up that large size. Her Wp is a high average 6 so she should be fine to resist most incoming effects. Her Ca is a low 4 but she doesn’t actually use it for anything. This puts her nicely bellow Sonnia and Samael’s danger levels, but low enough that Collete can tool her pretty quick with Magicians Duel, so mixed blessing. Her Df is a low 4 so she will probably be hit by most attacks, but it’s always worth trying to beat them if you can. The low Df is made up for by her 12 Wds, putting her up there as one of the toughest models in the game. She can take more than a few hits before finally going down.
Weapons and Triggers:
· Neverborn Greatsword: Rg 3 sword… yup, that sword IS the size of a horse! Her reach is only second to Lilitu but unlike the kinky Woe, she hits as hard as the best of them. 3/4/6 will leave a mark on anyone you hit, quickly instilling fear in their hearts. With an above average Cb of 7 she has a good chance of hitting any target, even most masters will have trouble avoiding her horse sized sword. The most interesting feature of this weapon, is the one people always overlook. Under the rules for it, you will see that it may add any one suite to it’s total before determining the results of the duel. This lets you get any of your FOUR triggers with relative ease. On any attack, you should be able to do one of your triggers unless you flip the black joker. 
· Even as your drooling over this, don’t forget it gets a positive flip on the damage like all Greatswords. This lets you nicely counter Hard to Wound models and makes it much easier to get a straight flip. So you can focus on getting the suites you need for a trigger rather than cheating super high.

· Blood Fate (Neverborn Greatsword): Card cycling is always useful because chances are you have at least 1 bad card in your hand. This is the trigger you can really use at any time without much worry etc. If you kill the target, even better! But kill or not, use this trigger when you can. Your hand is your most valuable resource, cycling bad cards out of it and good cards in is always a good thing.
· Throw Aside (Neverborn Greatsword): This trigger has 2 uses. The first is the obvious one, tossing a model that has 1 or 2 wounds left into a terrain piece and finishing them off without spending another AP. The other is throwing the model back towards the rest of your crew and hopefully into range of something that can easily finish it off. Or if this is your last attack for the turn with this model (or you just don’t think you can hit the target again for whatever reason), toss the target out of their melee range of you but still in your massive 3” range. This way they have to waste an AP to get into range and you have them in melee so they can’t shoot and have to deal with Disengaging if they want to get away.
· Meat for the Young (Neverborn Greatsword): This is really the trigger to use on a target you either can’t kill this turn, don’t want to kill with Nekima, or want something something else to kill. You push the target up to 6” towards a Nephilim within 10”, so if you put yourself to the side of the model and not blocking a straight line to the other Nephilim you can easily toss the target into that Nephilim’s melee range (or charge range at least). 
· This is good to use on Hard to Kill models when this is your last swing and they are above 2 Wds. Just toss them into the rest of your crew and let them finish them.

· Many times you will end up in range of several models and you may not have the ability to kill them all. If one of them is a valuable target but tough to kill, toss it back to the crew. Or toss a weak model back and let the others gather some blood from them.

· This is also very good and separating models from their support and pulling Lynch Pins out of place. Grab a Rat Catcher and hurl him away from his swarm (he can move over them because of the Rat’s rules).

· This is a good one to use on Masters. Nail them with your first strike (most likely a charge), then if you don’t think you can finish them off, toss them back towards your crew! *Rings bell* Dinners ready!
· Rip in Half (Neverborn Greatsword): Just like the Matures ability. Always good for causing a lot of duels that must be passed. If you’re worried your opponent may have a stacked hand, give this trigger a shot. Pick out a weak model near several others and tear it in half. With a little luck, you should force them to cheat at least one duel.
· NOTE: There is no defender in a morale duel, so Terrible Beauty will have no impact on these duels.

Abilities:
· Black Blood: Like all Nephilim, it has Black Blood. This serves as a nice deterrent for models with only a few Wds left, they could easily kill themselves by damaging you in melee. This can also be used in a very spiteful way against valuable targets. Models with Hard to Kill or/and Use Soul Stones have a tendency to survive and be left with 1 Wd after you go all out on them. So you move into b2b with them when you begin your attacks and drop them as long as you can. Now if anyone wants to try and kill you, Black Blood will drip death onto the model they are trying to save. This creates the interesting paradox of they have to kill you to survive but if they kill you, they are going to lose an important model. 

· If you know you can survive the hit and that the Black Blood is going to kill your target, let them hit you.

· Blood Sense: She doesn’t have Drain Blood, so this is how she primarily gathers Blood Counters.  It also lets her harvest blood as the other Nephilim around her get kills (or get killed) as well. She is generally at the heart of your front lines, so she should be gaining quite a lot of counters from this if you position yourself carefully. 

· NOTE: Even if you use this ability on the model in question, the Nephilim that did the kill can still use Drain Blood and not violate the Rule of Equivalency. So you can kill a target, get a blood counter from this, and Drain Blood for another counter.

· Please see the section at the end detailing Blood Counters and the Rule of Equivalency

· Enraged by Insolence: Yup, Nekima does not like it when you kill her cute little Nephilim. This further promotes you keeping her at the heart of your front lines and  near the rest of the Nephilim. This can really make your opponent think twice before killing any Nephilim near her as they really don’t want to meet her in combat. I would suggest reminding your opponent of this ability if you think it will help Psych them out. But otherwise, remember fair disclosure on all your abilities is what you should always do but if they forget… well it’s your gain.
· If you’re wondering why they can’t do it for the Terror Tots, it’s because it would be broken if she got this AND Brood from them. 8” for killing a Tot? Little much heh.

· Flight: Oh yes, she can fly. She is death on wings unlike her sister Lilith. This gives her great maneuverability because of her Ht and her speed. Being Ht 3 she can see over most models so she can charge models behind other models if they are aren’t small enough. It also lets you avoid most terrain and pretty much gives you free reign of the board. 

· Think of it like this, Nicodeme grins as he sends his swarm of zombies before him to keep the Nephilim back. That is until the towering beauty that is Nekima steps up and winks at him, leaving him only a moment to realize his zombies can’t hide him from something so big.

· Irresistible: This is what keeps her safe from most enemy attacks and makes up for her Df 4. It’s very much like Pandora’s Expose Fears, but she does not have the other abilities to back it up. But even still, with a Wp 6 your even if not better then most models and should certainly be able to keep safe from most weak models and swarms. Sure she gets a negative flip if she caused damage this turn, so just be careful of when you rely on this ability. It’s fine to rely on it up until you get her into the fray and start swinging that sword around. It can also give you reason to delay her activation at times to let the enemy get shots at your first and hopefully fail this duel. But that is only relevant if you don’t think you couldn’t kill them during your activation.
· There is no attacker or defender in this duel just like Expose Fears. So Terrible Beauty is no help to you. 
· Because there is no attacker, this is an opposed duel (page 36 of book 1) and the acting model wins in event of a tie.

· This ability and her over-all power also makes her an ok candidate for a Pandora crew. But personally, I think she is to much of an investment for the crew because several of her best abilities are of little use with Pandora and no other Nephilim. Though if you do like to run a Pandora and Nephilim list, go for her. Best choice you can have besides Lilitu.

· Nephilim Princess: Even though it’s only Regen 1, it’s still mass healing. This is also another reason to keep her near other Nephilim and them near her. Remember, Regeneration happens when the model activates, so they have to start their activation in the 6” range to get topped off.

· Nurture Nephilim: Always nice to have Grow and Mature be even easier to cast. This makes it so you just need a 5 (5 mask on Grow) to pull them off. Also yet another reason to keep her near the rest of your crew and not send her rocketing off .

· Regeneration 1: Everyone loves healing! Especially if you don’t have to do anything besides activate to get the healing. This helps close those pesky wounds you may take as you move up field.

· Terrible Beauty: Minus 2 to Wp duels is rather nasty, just to bad Lilith doesn’t have a ton of Wp resist abilities in her crew. But she does have a few, Lure and Transposition being 2 of them. Bring Nekima up to a master and go all out on her. Then have Lilith activate and hit the master with Transposition and switch it with a Tot or something and finish devouring the master. The -2 should mean besides lucky SS flips, you should be able to pull it off without much trouble.

· This is also THE reason to take her with Pandora if you have a mind to do so. The -2 Wp would be devastating to the enemy as you lay in with your Wp based effects.

· (+1) Instinctual: She has 4 very useful (0) actions, so can’t count this ability out of the running. 
· (+1) Melee Expert: Everyone always loves another attack! Especially when you have a sword the size of a horse and 4 nice triggers to go with it. If nothing else, this gives her a 15” threat range (Move twice 12” + 3” reach = 15”) which is just a bit shy of half the board. 

· (0) Blood Offering: While she doesn’t get quite the use out of it that the BB Shaman does, another Blood Counter can always be nice. Since Grow and Mature can target another model for the Blood Counters, this can let you Grow a Terror Tot on the first turn right away without having to abuse the game (bringing cheap models to use for counters). Really her reason to use this is to provide blood for the BB Shaman, the Tots, or the Young Nephilim. She herself has no use for Blood Counters sadly.

· (0) Growth Spurt: It is true that about half your models have Flight, but it’s useful for the other half. Tots with Wings are even more maneuverable. Lilitu with Wings is always a good thing and the BB Shaman wouldn’t mind being able to when he needs to move on his own. Plus if you have a BB Shaman on the field and another none-Nephilim model, say the Mechanical Rider, have the Shaman make him a Nephilim then you can use this on him and have a flying vampire mechanical be-hooded rider!
· (0) Nephilim Heart: This may not look like much to you at first, but consider how many abilities we have that require another Mask to pull off. Flay alone is a big enough reason to use this ability often, let alone removing the other mask a Tot needs to Grow. For Lilitu it gives her Double Take automatically which makes it really easy to drag a model from one end of the board to your melee range.

· Basically look at all the triggers your models have and spells that need masks. Any one of these can be a good reason to use this ability. It’s a pulse so the targets have to be in range when you use it, but at least they don’t have to stay in range to gain the benefit. 

· At the start of a game, I like to use it on Ca to let my Tots either Grow easier, or give them a second Mask for Sprint right off the bat and giving them a possible 15” movement! 

· If you have a Doppelganger, this is a very good ability to Mimic as you can grant it to 2 stats then! It’s been asked before and it was ruled it won’t violate the stacking effects rule so go nuts! Give a Terror Tot an additional mask on its Ca and Cb and have it Sprint 15” and make an attack with automatic Flay. 

· (0) Spill Black Blood: While this may not seem like the greatest trade off (2 Wds for 1 inflicted), it can be extremely useful against hard to hit models. Some models can just be nearly impossible to hit once they have their buffs up (think Cassandra and Corphyee) so the damage this can inflict could finish them off if you already manage to hurt them a bit. If there are several models within 1” of the Black Blooded model, even better. The more models you can hit with this, the better off you are.

· Please take note of the wording on this, “non-Neverborn models” will get hurt by this ability. So watch your mercs!

· This does straight Wds to targets around the Nephilim, so it bypasses armor!

· Yes the cost of this ability can be rather high, that’s a lot of Wds you must suffer to make it work. But there are times where it is completely worth it. If something must die, or if you have the chance to kill several models at once with this, do it. There is no resist, so you can bypass nearly all defenses and put some decent damage on several targets.

· Before you ask or even think about it, no you cannot inflict more wounds on your model then it has. You won’t believe how often this question pops up.

Some Key Points: 

Nekima is the most expensive Nephilim right now and tied for the most expensive model in the game with Ashes and Dust. But she is truly worth each and every one of those SS you spend on her. She can hit as hard as the Mature Nephilim with a longer range and better CB. She is packing more triggers that are all useful for you and nicely enhanced the other Nephilim around her. She is also worlds tougher then the Mature thanks to Regeneration and Irresistible. 
The big problem with her is the simple fact that she is indeed very big. This makes it hard to hide her and her cost means that losing her can be a big blow to your crew, so you have to learn how to use her effectively without hiding her to much. The key to doing this is practice and knowing what targets to steer clear of. Avoid models with long ranges and solid ranged attacks as they can do a number to her before she can reach them. Stay behind buildings and woods and make use of Flight, her high speed, and long reach to go over the things blocking LOS to her and still make it to the target. Like the Mature, you want to come at people from angles if possible and engage as many people as you can. She doesn’t generally want to scream up the field on her own, that will most likely get her killed because she is not quite tough enough to survive several models, let alone a turn with a powerful Master in her face.

The best thing to do is move up the field with the rest of your crew, providing buffs to them as you go. When it comes time to finally charge, sure let her lead the way but don’t send her on a suicide run unless you absolutely need to. It’s better to send Young or Mature Nephilim in first to soften targets up and let her swoop in for the killing blows or swoop past them for the real target of the charge. Her Triggers let her push and shove people out of her way or toss them back to the rest of your crew to finish off. Grow Spurt + Nephilim Heart can make your models even more maneuverable and dangerous allowing them to better follow her up or punch through for her. Once she reaches melee, she truly shines as ideally the rest of your crew is up there with her. She can keep doing her buffs while she slaughters each enemy that comes into her range. If you have a BB Shaman, put fast on her by all means and watch her go nuts. Give her Flurry for even more attacks and you can net a massive 5 attacks on a single model with that huge weapon of hers.

You can do a sort of Yo-yo style charge with her using Transposition. Have her Charge a target and hopefully live the turn, then have Lilith activation and Transposition her with a Terror Tot or better yet Lelu (who is very slow but very dangerous) and hopefully be able to Brood Mother them for the immediate activation and go to town again on your target. If you also Companioned your Totem, you can activate it after the Brood Mothered model and Transposition it back into your lines and throw yet another model up there for some attacks or a sacrificial model like a Terror Tot. This is especially dangerous if the 1st and 2nd tag in models were in range of Nephilim heart before she charged since they should be able to get automatic Flay’s. 
Nekima is nothing short of completely worth her SS and a complete power-house on the field. She may not be the hardest hitting model in the game, but she is certainly not the weakest. Her reach and speed lets her be a threat to any spot on the board and coupled with Lilith’s transposition she can become a Yo-yo of doom or charge from odd angles as she switches places with flanking Terror Tots etc. She really does want a battle buddy when she goes into the fray. The best choice for this is the Mature Nephilim because it is almost as tough, nearly as big a threat, and just as fast as her. Lilith is another good choice but because she is a Master, she may have other places she needs to be. Lelu is a great choice if he can make it to the target; he is sadly a bit slow.

>>>Back to the Index
Lelu:

Quick Note: This model wants to nearly always be brought with it’s other half, Lilitu. They were designed to be brought as a pair and function best when brought together. You can bring them alone, but they suffer greatly for it. So really, when you look at this model, your spending at minimum of 14ss because you want at least 1 of the other to bring as well. These guys also work well when you bring 2 pairs of them or even 2 of one type and one of the other.
Stats: Not a terribly high stat line, but at the same time it’s not a bad one. The stellar stat is their Wd’s which is a whopping 9 which is huge for a 7ss model. 

They have a decent Wk/cg but it is on the low side. But then again, his counterpart Lilitu has Lure so that helps with this a lot and several other Nephilim have the ability to give him extra moves here and there.
The Wp is a little low so watch out for that and the Casting is nothing impressive especially for his spells. You will often need a medium to high card AND a suite to cast his spells. But trust me, they are worth it.
Df 5 is on the low side of average and is enough to avoid most attacks, just watch out for masters and powerful models as they will most likely hit you without much trouble.

Also notice that they are Nephilim, Nightmares, and Woes at the same time. This means that you will get great use out of them for all Neverborn masters, so you can’t go wrong with picking up these guys. But for Lilith, the fact that he is a Nightmare means he is NOT a living model which means no Blood Counters from his death via Blood Sense and he doesn’t leave corpse counters.
Weapons and Triggers:

· Claws: Everyone loves claws! They have a good range of 2” and a lowish Cb with only a 5 but they are paired which makes up for this. Their damage is a nice 2/3/5 which is good damage for a 7ss model and couple that with the Flay trigger and you get 4/5/7, ouch! Plus they are have Poison 2 so this can greatly add to their damage, making one hit from them do a possible 7/8/10 damage over 2 turns! 
· This means that they can generally kill any minion with a single hit and deal damage almost on par with Teddy (which it’s very rare to find a model that can hit as hard as him). 
· Vampiric Bite: Yup, these guys bite. Short range but much more accurate then the Claws and also lower damage. They have a very interesting trigger which can heal them a decent amount and get around Spirit. So if your down on Wds or fighting a Spirit, use this weapon and go for the trigger.
· Both Weapons: They get a positive flip to attack when this model has 5 or fewer Wds remaining. This stacks with Paired from the Claws and makes the bite even more accurate! It’s a big reason for your opponent to finish these guys off and not leave them half dead. Sometimes they will even forgo attacking them because they can’t finish them off and they know the Lelu’s are just going to eat their face if they get to hurt.
· Flay (Claws): You know it, you love it. It’s flay! +2 dmg is just flat out great. It makes their damage 4/5/7 and that’s about as high as you see on any models base damage. So it’s rather impressive. I would heavily recommend going for this trigger every time you use their Claws. Unless you can get to a straight flip on the damage and have a severe card to cheat with, take the negative flip and go for this trigger. You will be doing more damage on average.
· Remember with Nekima nearby, her Nephilim Heart can give him the second Mask he needs. So that should say to you how much these guys like hanging around her.
· Thirst (Vampiric Bite): This will cause you to do no damage from the attack besides 1 Wd, but it lets you cast Drink Blood with an effective Ca of 8 Crow! This is very good to use if the damage flip is going to be bad (ie didn’t hit well enough) or if the enemy has a Df trigger off of suffering damage from an attack. Because this makes the attack deal 0 damage and instead causes them to lose 1 Wd and you to cast the spell for free. Don’t let them try to weasel around this, the attack causes no damage, end of story. It says so right in the entry for this trigger. All the rest is from other sources (the trigger and the spell) and is not weapon damage and not subject to that kind of defensive trigger.
Abilities:
· Black Blood: Always a nice ability and still one of my favorites. Remember that the damage is only caused when you’re wounded by a melee strike and only happens to models in 1” of them. So it’s not a huge range, but it helps keep weak models away from you and can be a lot of fun to force them into a situation where if they attack this model and hurt it, they will kill another model of theirs near them. But that said, its only 1 dmg, but still 1 dmg is worth it. 
· So always get within 1” of your target if you can help it, even when using your claws. Unless there is some big reason not to, get within 1” and bleed on them! 
· Though if they don’t have reach and you don’t think you will kill them, staying at 2” and clawing them is a better idea, better to make them waste an action moving into their range.

· Bond Lilitu: This is one of the key abilities to working this model to its fullest potential. This model has a second half, Lilitu, which it very much wants to hang around and be brought with. Infact, the two are weaker when brought alone then when brought together. Their abilities are designed to work off each other. That said, this lets you assure that you will get to activate one, then another of them. 
· With them each being Rare 2, you could bring 2 pairs of them and activate all 4 at once through Bond abilities on each of them. Though it would have to go one of them, then the other type, then the other type etc. They can activate simultaneously with their other half, so you need to chain from one to the other etc. So no activating two Lelu’s then a Lilitu.
· Lilith particularly likes Brood Mothering either Lelu or Lilitu because they then Bond activate the others, creating a maximum 6 model activation chain! (2 Lelu’s, 2 Lilitus, Lilith, and totem).

· Flight: Gotta love flight, it lets you get around models and terrain very easily and makes their low Wk not seem like that bad of a thing.

· Regeneration 2: Very nice to have this ability on any model, especially a melee beatstick. With 9 Wds they have a good chance of surviving incoming strikes to attack again next turn, and a little healing can go a long way. This also helps heal her sister through Same Malignant Force and helps stave off the effects of Two Sided if you lose your other half. Plus with this being the in your face part of the pair, it’s good to have this to touch up some damage you might have picked up.

· This does not stack with Nekima’s Nephilim Princess, it overrides it. Only the strongest application of Regeneration will affect a model, just like Poison.

· Twisted Thoughts: This is a free, automatic, and irresistible 2 Wds that can nicely finish off tough models, Hard to Kill models, and put pressure on any model in range. It also gives people pause when going against them, as they don’t want to have to spend a Closing Phase near them due to the Wds they can cause. 
· Yes 2 Wds is not a lot, but it’s 1/6 of the toughest models in the game’s total Wds, that’s a good percentage you should take any day of the week.

· Same Malignant Force: This is honestly the key to keep the pair going through incoming damage. They will be targeted and often they will be peppered with damage throughout a turn. What this does is let the pair heal each other through healing effects. 
· Note how it says one friendly Lilitu and not all, so if you bring several of them and only 1 Lelu (or only have 1 left) you can’t heal them both through this. But you can chain the heal like you would chain your activations. One Lelu Regenerates which heals a Lilitu which could heal a Lelu which could heal a Lilitu.
· Basically, every time this model is healed by anything (through things such as Regeneration and Drink Blood) they heal one of their counter parts. This quickly spreads around healing and keeps them running and in a healthy state for most of the game. Very often, the only way to put down this pair is to just out right kill one of them.
· This chain healing effect makes them good targets for the Wd loss cost of Blood Magic as a pair can heal the damage in a single turn.

· Two Sided: This is the primary passive reason to bring at least 1 of the other half. 3 Wds is a full 1/3rd of their Wd total. Yes, they can regenerate 2 of that, but that only happens when you activate them. A number of things can happen between the end of one turn and the next time you activate this model. So be aware of this. Not only is your effectiveness cut in half when you lose the other half, but your models life is put on a timer. You can renew it through Regeneration and Drink Blood, but remember that is healing you do during your activation. Plus if your opponent manages to kill the other half, they only need to reduce you to 3 Wds remaining to essentially be rid of you. 
· NOTE: You just need one Lilitu in play to stave off this effect for any number of Lelu’s.

· Melee Expert: Always nice and helps these guys be a bit quicker on the board since they can move twice and still get an attack. Like Coppelius, this saves them from being a bit slow like poor Teddy.
· (0) Drain Blood: Yup, like all Nephilim they can Drain Blood. While they don’t do a ton with Blood counters, this can be of good use with Lilith because of the Blood Counter requirements for growing/maturing and casting Blood Magic from the Black Blood Shaman. 
· Also please note, the counter gained from Drain Blood is not subject to the Rule of Equivalency because it is not a counter generated off of a models death, it is generated from using this action. 
· NOTE: Remember you can do this after you kill an enemy living or undead model in any way, including through your spells!

· (0) Drink Blood: I personally love this spell because it has a good damage spread and heals this model the damage it causes. 
· You heal the damage you inflict with this spell, so that’s before things like Armor and Spirit kick in. 
· The main use for this spell is through your Thirst trigger, essentially letting you cast this spell for free each time you pull off the trigger. Or if you cast this as your (0) action that turn, your throwing 4 possible damage sources at the enemy that you will heal from at least one of them, ouch! Remember though, when you cast this in any way but through your Thirst Trigger, the resist isn’t going to be all that high and you need a Crow! So often times, it’s worth going through the extra step to get the stronger Ca and the suite you need. 
· For added benefits, this is a Wp resist so Pandora’s spells along with Insidious Madness can make this nearly impossible to resist and cause some nice additional Wd loss. Nekima’s Terrible Beauty also makes this harder to resist, so a second reason to hang near your lovely Nephilim sister.
· (1) Punish Me!:  Not a huge range on this spell, but it can be useful. This lets you clear off Hard to Wound and Hard to Kill from models and open up on them with all your guns.

· This is worth casting if Lelu is going to move in and do some damage himself or you have any other Nephilim heading into melee. Then it’s worth getting this up to help assure they can get to their Severe damage and rip the enemy to shreds. 

· This is particularly effective vs Res models as many of them rely on Hard to Wound to give them their durability.

·  (1) Summon Lilitu: Yes, this is a very high cast spell, you need a 13 of masks or the Red Joker to pull this off, so you won’t be doing this often at all. But what it lets you do is recover your other half if you have another Nephilim in play. Some people like to use this in conjunction with Nekima and Terror Tots to easily and quickly make a Lilitu but that’s a lot just to pull this off. It is intended as a way to get your other half back in case it dies, but NOT as a way to get one in play if you didn’t pay for one. Hence the high cast and the steep requirement of 2 blood counters and a Nephilim Sacrifice. 
· Most of the time, you can forget about this ability. Just keep it in the back of your mind, but don’t worry about building a list around this. But it is another reason to bring Terror Tots in your list as this gives you another possible use for them.
· If you happen to find yourself in possession of 2 Blood Counters, a nearby Terror Tot, and the required card, I’d say give it a go. Lilitu’s are very nice and I honestly find them to be more useful then Young Nephilim WHEN you have other damage dealers still on the field.

· If you fail to cast the spell, you do not discard the 2 Blood Counters or Sac the Nephilim, those costs are only paid once you successfully cast the spell.

Some Key Points:
These guys are 100% face eating monsters. They are melee expert with a high damage poison weapon with the flay trigger on it. They can deal out damage equal to and in excess of many models much more expensive than them. They make great battle buddies for the Mature Nephilim, Nekima, Lilith, and of course Lilitu.
They can heal really quickly, especially with their other half in play. BUT they have to survive to their activation to heal and they have nothing to help them do that. So you really want to avoid ever having to heal them a lot if you can. Keep them out of LOS when you can, either hiding behind terrain or effects like Stitched Together’s Creeping Fog or Lilith’s Illusionary Forest.
You can simultaneous activate a pair of them and through them, another pair of them if you brought one. This gives you enormous alpha strike power, but pretty much hands the rest of the turn over to your opponent to do as they want. So if you’re going to go with this style of play, just be careful of the backlash you will suffer for it. I’d suggest only doing this when you can make a decisive sweep of the field and heavily limit the backlash you will suffer for it. Lilith can start this off by Brood Mothering one of them and Companioning her totem and then away you go. 
They aren’t terribly fast but they have Fly which lets them come in from angles people often forget about. Fly lets you ignore terrain when moving, period. So this means you can come in from over a building and nail someone, or quickly and easily move through a large patch of woods to surprise your target. Use this ambushing ability to get to the enemy if you can’t bring them to you. But mainly, they will be hanging back and waiting for Lilitu’s to bring them their dinner via Lure or get moved around by your other movement effects to help offset their slow speed. But no matter what you do, I heavily recommend you have they stay near or on the front lines as you want to make use of their high damage ASAP. Just be careful because they are glass cannons, regenerating cannons, but still glass ones none the less.
Look after the Lilitu section for a combined section of the pair to discuss how nasty they really can be when brought together.

>>>Back to the Index
Lilitu:

Quick Note: This model wants to nearly always be brought with it’s other half, Lelu. They were designed to be brought as a pair and function best when brought together. You can bring them alone, but they suffer greatly for it. So really, when you look at this model, your spending at minimum of 14ss because you want at least 1 of the other to bring as well. These guys also work well when you bring 2 pairs of them or even 2 of one type and one of the other.
Stats: Unlike her other half, this model has a very good sat line. A good Wk and Charge coupled with a above average Df and Ca make for a lethal combination. Her Wp is a little on the low side and this will come into play later for her, but it’s good enough to get the job done most of the. 7 wounds is average for her cost so you are definitely getting what you paid for with this model.

Also notice that they are Nephilim, Nightmares, and Woes at the same time. This means that you will get great use out of them for all Neverborn masters, so you can’t go wrong with picking up these gals. But for Lilith, the fact that she is a Nightmare means she is NOT a living model which means no Blood Counters from her death via Blood Sense and she doesn’t leave corpse counters.

Weapons and Triggers:

· Barbed Whip: She has 4” reach with this monster of a weapon! But she pays for that with a moderately low Cb and weak damage. Her severe is still respectable, but as all severe damage, it’s hard to attain. But that’s fine, she has Lelu and all the other Nephilim to do the damage for her. The big feature here is the 4” reach on the weapon, letting her engage enemy models from a frighteningly long distance when you look at it on the board. This means she can easily stop shooters and keep nearly all current melee models out of their range while still being in hers. But this is a bit of a double edged sword, because it means she won’t get to stop anyone from leaving her melee range until 4” out. This means she is not terribly good at protecting another model with her melee range. If you’re not familiar with this idea, look at the end of the Tactica where I discuss this in detail. 

· Her huge reach also lets her attack from relative safety behind other Nephilim. Leave a small gap between their bases so she can draw LOS through it to her target and whip away, if you stand far enough back, they won’t be able to get to you.

· Double Take (Lure): Yes, this requires a double mask to get off, making you need 2 masks and a crow to essentially get this trigger off. But read further, Lilitu has +2 ca and crow when casting Lure, so you golden there. This a very nice trigger because it lets you cast Lure again for free! In theory, you could cause this multiple times in a row, dragging a target a very long way across the board. 
· There is a nasty combo of using this with Nekima for the mask she can add to Lilitu’s Ca, thus making this trigger automatic. So this alone can be a good reason to take the two in the same list besides everything else they do =).
· It has been ruled that the intention of this trigger is to have her be able to cast Lure again if the target fails to resist the spell. I am confident that in the new Errata slated to come out soon (or many already be out by the time you read this), that this change is in there. If nothing else, common sense dictates this function as otherwise it is blatantly broken.
Abilities:
· Black Blood: Always a good thing to help keep people off you and make them pay for hurting you in melee. Though remember the range on it is only 1” so they gotta be right on top of you.
· This is much more of a deterrent then an offensive tool for her. She really wants to stay out of melee if she can help it, or at least outside of other models melee range.

· Bond Lelu: Same as the Lelu’s but for the Lilitu. This lets you perform massive alpha strikes of pairs of these models and nail your enemy to the wall before they have a chance to strike back. 
· I would recommend in most cases to activate this model first and activate the Lelu second, you will see why as you read this more.

· Remember you can’t Bond activate 2 Lelu’s in a row, you need to do a alternating chain if you have multiple copies of each.

· Dark Beauty: While not as strong as the Rotten bells +4 ca and crow, she has a higher base casting and they end up the same total. This makes you an 8 crow mask when casting Lure, it’s also the only way you can use your Double Take Trigger. But with an effective Ca of 8 with this spell, you can easily set the resist duel far beyond what most models can hope to resist, letting you basically turn this into a guaranteed effect. 
· Float: Always a good thing to have, lets this model preserve its maneuverability when it has to hoof it around the board. 

· Irresistible: Remember Nekima’s ability? Same thing, same name but this model is less likely to actually inflict damage in a turn. This is a second duel the enemy has to perform if they want to target you and another chance for them to fail to hit you.
· Paired with her high average Df and she is actually much harder to hit them she seems to be at first glance. This can make this model a very good blocker then you absolutely need one.

· There is no attacker or defender in this duel just like Expose Fears. So Terrible Beauty is no help to you. 

· Because there is no attacker, this is an opposed duel (page 36 of book 1) and the acting model wins in event of a tie.
· Sadist: This makes this model’s damage flips much more reliable when going after a weakened target. This can usually let you get to a normal damage flip or even a positive flip and allow you to cheat to your Severe damage when you can. But that being said, remember she is not all about damage. This helps her do it when she needs to, but it’s not quite her primary role. 
· NOTE: This is a favorite of mine to copy with the Doppelganger as you can then steal any models weapon and put a huge hole in something. It doesn’t state melee, ranged, or anything. So damage flip for say casting a Mimic’ed damage spell would be at double positive flip. Or say mimicking a nasty gun and then blowing someone’s head off.
· Same Malignant Force: Same thing as Lelu, just from the other side of it. See her entry for more details on this. Just know this, this model does not have as many healing effects as Lelu and has lower wounds. So she gets the most out of this as being the benefiter (ie the one receiving the healing) of this ability and not the benefactor (ie the one doing the healing). 

· Twisted Thoughts: She can heal a flat 2 Wds to a friendly Neverborn model within 2” of her. This can even be herself (and thus heal Lelu through Same Malignant Force). This happens during the same step as Two Sided and according to the rules; you get to decide what happens first. I suggest you take the damage first (unless you have too few wounds to take it) and then heal. This helps take the edge of Two Sided for her and keep her in better shape than Lelu after suffering it (since she can heal it immediately and Lelu has to activate to heal it).

· Both Nekima and the BB Shaman have the ability to hurt themselves for Blood Counters, this can help them heal that damage up quickly. 

· Nephilim tend to take bits of damage here and there as you close to melee but you’re likely to only have 1 (2 at most) of this model on the board. Pick and chose who you heal carefully. Obvious choices are Nekima and Lilith as they represent a huge chunk of your points and the other is your Master. But models like a Terror Tot are probably not the best choice over say a Mature.

· Two Sided: Same as Lelu, see her entry for details.

· Wicked: Oh I love this ability and it is so perfect for her fluff! Think dominatrix… there you go, hope you like sexy demons ;D. But back to topic, this gives ranged models stuck in her huge melee range even more of an issue as she can hurt them when they try to run. The disengaging strike will also benefit from Sadist if applicable and triggers (if she had any on the whip).

· A useful thing to do is pull in an annoying ranged model with Lure even if you have to use all your AP. Then when they try to get away from you, stop them with the disengaging strike and make them pay for trying to get away from you.
· Casting Expert: Yup, this models primary role is as a caster. She has some good spells and likes to cast them often. This also lets her be pretty quick on the field, able to move twice and still cast one spell at least.
· (0) Drain Blood: Though she is not nearly as much of a damage dealer as her other half, it’s still nice to have this ability just in case. It helps fuel Lilith’s forces rather well and provides the need components for summoning another Lelu. But like her other half, there isn’t much use for it past that. Also remember there is no range on this, so if you kill them at 4” or .4”, you can still do this action.

· (1) Emotionally Exposed: The wording on this one can be a bit tricky when you first read it. So to summarize, this spell gives models +4wp in duels when targeting a model affected by this spell. 
· So a few things to note is the “when targeting” clause, this means you get the bonus when you’re the attacker/acting player generally.
· Basically, this is only giving the bonus when you’re on the offensive and only against the target of the spell. They pretty much also have to be only opposed duels where you’re the attacker. 
· Though not the most useful spell for Lilith’s crew, it can certainly help out in a pinch.
· NOTE: This spell helps a lot when dealing with Harmless and Pitiful etc, because you need to target a model to cause those effects to happen. So keep your eye out for other targeting Wp based effects you may have and be ready to abuse them when you get the chance (things like Incite/Pacify). 

· (1) Impure Thoughts: This is her grab bag spell of various effects. But before I get into the various effects, I’ll start with the common factors. 
· It’s short range, only range 4” but with Lure on her side that’s not much of an issue most of the time. You do need another mask to cast this spell but Nekima should be able to help you out with this and give you that second mask.
· Now on to the various effects. First up is straight up being paralyzed. This could be the spell on its own as paralyzing something is nearly as devastating as making it flee. I often lead off my attacks with this spell set for this effect because I want to make sure I’m not going to have to deal with that model next turn. This also functions as basically putting a model “on ice” for another Nephilim to sweep in and kill and keep the blood on that model.
· After this comes damaging the opponent with one of their melee weapons. It’s very much like Pandora’s spell (Self Loathing) but it has a double negative flip instead of a single. But! If the target is bellow half wounds, Sadist kicks in as this is a damage flip and is being caused by you. So this cancels out the double negative and lets you cheat the flip. This can be a huge surprise to some models and really devastate hard hitting models like Lady Justice and the Executioner. 
· Remember that like Self Loathing, the model is also going to suffer any special effects of the weapon as well as the damage. So if it has Poison, they get Poison counters etc.

· The last effect is causing them to discard Cards or Soulstones. While this is the least used of the three, it can be very useful in and of its self. If your enemy is low on cards, give it a spin. It can screw them over for the rest of the turn and be a nice set up for instant kill effects that can be stopped through discarding cards or ss. Being that cards are probably the most important resource throughout a game, because without a hand you’re left to only your luck, this has potential. 
· If you really want to get the most use out of this one, you’re going to need to cast it 2 or 3 times in a single turn. Have Nekima get near the target to reduce their Wp by 2 and cast away. With 3 applications, that’s 6 cards or 3 SS. You can wreck someone’s entire hand with this spell!

· Don’t forget that the target of this spell MUST discard the cards if they don’t have Use Soulstone. So target a nice weak minion and drain your opponents hand easily. 

· A model must discard which ever resource is available to it. If it has Use Soulstones and is out of cards, it MUST discard a Soulstone. If it is out of Soulstones, it MUST discard the cards. If it has both, it can choose either.

· (1) Lure: Ahh Lure, we finally have you on a high Ca model! You can easily cast this spell through your Dark Beauty ability and generally make it to high for anyone to resist. Remember the distance they move is based on their walk and they push this far, so things like slowing terrain don’t affect them, nor does disengaging strikes. 
· This spell has both heavy offensive use and defensive use as you can pull your own model out of danger with this spell. Just be aware that you will have to strike the model if it ends in your melee range (4”!) so be careful what your reeling in. I did this to Lady Justice once and was rewarded by impaling myself on her sword =D. But even still, this can be great for controlling the board through your own models and your opponents! “Oh that’s a nice model blocking your caster from Lilith, here let me move that for ya” 
· This is also the spell I use to feed models to my Lelu and the other Nephilim, reel them in with Lure, whip them once, and drop them in front of Lelu or another Nephilim for a nice snack. 
· If Nekima is near the target, her -2Wp aura will come in handy and make this even hard to resist.

· This spell can also nicely set up a target for Transposition if you have the angles. Pull a weak Wp model towards you and hopefully at an angle such that they will pass by their Master or another valuable target and then leave them there. Then Lilith just switches herself or Nephilim with that model and face eating ensures.

· NOTE: This spell says “move towards” and not directly towards, what this means is that the target will move around things blocking it’s way as long as it ends closer to the caster. See the rule book for exact details on how this works, but just know the model won’t stop if it hits another, it will move around it.

· (1) Summon Lelu: A very high cast just like Lelu’s version of this spell and just as high a resource requirement. See the notes on Lelu’s Summon Lilitu for more information on this spell.

Some Key Points:
This part of the pair was designed with Pandora in mind and certainly does her justice, but she also greatly benefits Lilith’s crew and gives her play style options she never had before. She has numerous Wp based effects and can even buff you on your opposed Wp duels when targeting a model making Harmless and Pitiful much easier to over-come. Lure and Double Take grant her a huge amount of board control and manipulation, letting you shift things around and drag them into you crews hungry jaws.
Lilitu’s abilities and stats are a bit deceptive. At first glance you may think she is very weak as far as damage potential. But in actuality, her damage can be directly proportionate to the damage potential of the enemy. Through Impure thoughts she can cause some nice damage by having them hit themselves with their own melee weapon. When they are below half wounds, this gets a double positive flip, canceling out the spells double negative flip and letting you cheat the damage. So they can take a bucket of damage and get nailed by whatever special effects the weapon has on it.

Lure is probably her strongest ability and what people will be mainly looking at her for and be watch out for. It has an insane range of 18” (half the board!) which means that you can generally start using this on the first or second turn of the game if you can get LOS. You can quickly pull key models out of the enemy’s line and with a little luck, get Double Take once or twice and drag them into your crew’s range then quickly eliminate them. Just be careful what you drag in as some models are better left away from the center of the crew. This would be any kind of exploding model (Pier Ravage and Papa Loco) and dangerous Slow to Die models (Executioner) and any model that will get a chance to activate before you can kill it and poses a significant threat to your crew (Masters). 
Impure Thoughts also gives you an interesting way to deplete your opponent’s hand. But with the short range of the spell, it’s going to be situational or take a bit of setting up. Even still, if you get the chance to drain 6 cards from your opponent, it is very often well worth this models entire turn. Just be sure to have someone else finish off the target (most likely a Bond activated Lelu) .
With such a huge melee range and Wicked + Lure, she makes a great ranged attacker hunter. Send her around a flank and drag an annoying gunner away from their line and stick them in your melee range. Or just drag a high value target into the center of your lines and have at it. If you fail to kill them, not a big deal, they are going to have some trouble getting away and will probably take damage for even trying. Just don’t get over-confident with her, she has a secondary layer of protection thanks to Irresistible, but she is still squishy when hit. 

>>>Back to the Index
Lelu & Lilitu Together:
The pair of them together can heal at an absolutely stunning rate. Easily able to heal 4 wounds each per turn through Lelu’s Regen 2 and Lilitu’s Twisted Thoughts. Given how hard these guys can be to hit and hurt a times, this is a huge amount of recovery which often undoes all your opponents work for the turn on the pair.

Even though these two can function on a flank by themselves, they function best when supporting the rest of the crew. Lilitu’s are great for dragging pray into melee range well before your crew actually hits the opponent. Lelu is harder hitting them the Mature Nephilim and should put the fear in anyone once he starts closing on them. They work very well at form the core of your front line with Lilitu hanging just a bit behind Lelu and the other Nephilim for safety. 
The obvious tactic with these two is you have Lilitu go first, lure in a target and paralyze it. Then have Bond activated Lelu (who you placed last turn so that whatever Lilitu lures in, her will have range to it) beat on the target and hopefully finish it off. Even if he doesn’t, they are paralyzed and hosed for the next turn next to these two. All this and I’m not even talking about the rest of the crew =). 
Another way to use them is have Lelu go first and charge a target and hit them with everything you got. Then have Lilitu Bond activate and try to finish it off if you think you can, then Lure Lelu away from that area (and generally away from other incoming enemies) and just cheat Lilitu’s attack duel really low so you don’t hurt him. Even if you do hit Lelu, Lilitu’s Twisted Thoughts can patch that up easily at the end of the turn.  This can be applied to any of your Nephilim who do have a tendency to get in over their heads at times. Lure them back to your lines if you can’t spare a Transposition to do it or you don’t have the model to switch positions with.
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Bringing it all together:

Lilith is a truly masterful Master. She is quick, deadly, and has deadly efficiency. Her crew is quick, powerful, and has the capacity to grow in power as the game progresses. She is truly a very tightly designed and well built master.
Her crew is melee focused, only have one model with a ranged attack in the vanilla lists and this is her totem. Her crew wants to close to melee quickly and with as little damage as possible. This is not to hard to do thanks to their generally high speed and most of them have Fly or a way to get it. The few that don’t have fly have other ways of closing the long distance to the enemy or bringing them to you. You also have Transposition, Earthquake, Blood in the Air, and Wing Buffet which can all be used to close the distance that much faster. Illusionary Forest can also help keep your models out of harm’s way as you move up field. Just make sure not to block your own LOS when you need it.
The original Nephilim form a progression of power starting from the Terror Tot who Grows to a Young Nephilim who then Matures to a Mature Nephilim. This progression of power lets you start off with small Nephilim and evolve their power as you get blood counters. This said, I advise that you don’t try to abuse this mechanic. Many people will stop playing against you because it’s simply not fun to play against an abuse of the game. But in the end, if you wish to you are of course free to.

The Book 2 Nephilim bring more tricks and abilities to Lilith’s crew, giving her the most powerful Lure in the game from Lilitu to the crushing power and support of Nekima. The Black Blood Shaman adds some nasty buffs to your pool of abilities and helps your crew gather Blood Counters as an increased rate. Lelu is another face eating Nephilim but his prodigious healing with his other half lets him recover from everything but a flat out killing blow. His offensive power matches that of the Matures and his ability to Companion with Lilitu gives you a nasty Alpha strike.
The crew can operate very well as a single squad, moving up the board together and making use of the numerous synergies you have available. Or it can separate and attack from the flanks, sending fast Nephilim around the flanks while a small core moves up field to keep your opponent centered. 

Their high speeds and great maneuverability makes them very good at any movement based Strategy or Schemes like Treasure Hunt, Reconoiter, etc. They can quickly reach the objective and get away before the enemy can catch them. If they are fast enough to catch you, the rest of the crew can act as a meat grinder shield for the runner, killing anything that comes close to them. Terror Tots are amazing at any speed/movement based Strategy/Scheme as they are not Insignificant and can easily move the length and width of the board with little impediment. 
The crew’s biggest weakness is vs ranged heavy lists that can shoot without LOS, such as Perdita and Austringers. For these models you just have to run straight into them and hope you can close before they put you down. Lure and Transposition let you shift things around if you can get LOS to them, but in general you will have to close to melee as quick as you can. 

Another thing to be careful about when playing Lilith is model’s with high Armor and Spirits. You have only a few Wd causing effects and few damaging spells and no Magic Weapons. So your high damage is going to significantly lowered by these types of crew and the best thing you can do is focus fire. Gang up on a target until it’s dead and move onto the next, always watching out to make sure you keep yourselves safe from as many return strikes as you can. 

So all in all, they are a very balanced and tight crew. They get into your face and they rip it off better than any other crew. Their master brings some extremely useful support spells that can move models around, provide LOS blocking forests, and shift the entire face of the battle field, all without using her weapon once!

>>>Back to the Index
Blood Counters and Rule of Equivalency:

This is a link to Keltheos’s clarification of the Rule of Equivalency and includes a specific mention of Drain Blood:

http://wyrd-games.net/forum/showpost.php?p=164108&postcount=123
To break it down for you, Drain Blood is not subject to the Rule of Equivalency and operates outside of (ie doesn’t consume a counter the model can generate) becase: “Actions allowing a model to gain Counters that specifically state they can be used in reaction to a model’s killing/sacrifice (i.e. the Terror”. So if a Terror Tot kills Ramos, a corpse counter is dropped and the Tot can still Drain Blood for a Blood Counter.

The Rule of Equivalency DOES effect Nekima and the BB Shaman’s Blood Sense. Here is Sketch’s ruling on it: 

http://wyrd-games.net/forum/showpost.php?p=174052&postcount=168
So Blood Sense uses up one of the counters a model can leave behind. If you have a Drain Blood Nephilim make the kill with Nekima of the BB Shaman within range, you can gain the Blood Counter from Blood Sense and gain the counter from Drain Blood.
>>>Back to the Index
Crew Selection:

There is one thing you should generally look for in a model when considering Lilith’s crew, Nephilim, Nephilim, Nephilim. You want Nephilim and you want lots of them. They are all designed to be melee monsters that can rip a man and his horse in two.
Some other models that tend to pop up in Lilith lists are:

· Doppelganger: Synergizes well with nearly any list and every master.

· Hooded Rider: It is a huge power house and extremely quick and tough, whats not to love?

· Woodgeist: Kinda thematic with Lilith and gets some use out of her Illusionary Forest that no other model gets but only really useful if you have some forest terrain.

· Ranged Mercs: Lilith has only 1 ranged vanilla model, having ranged support can be great when going up against ranged heavy crews or some Res lists. Common sights are Freikorps, Hans, and Convict Gunslingers.

Cherub Vs Primordial Magic:
This is a very hard choice for me at least. Both have the same Ca but the PM has an extra totem (which does it no good for Lilith’s spells), so they have the same effective Ca. So the real question over which to chose comes down to, Extra Card or Love/minor ranged attack.

I can’t tell you which the best choice is because there isn’t one in this case. It all boils down to what YOU want from your totem. I prefer the Cherub because even against average Wp targets, I’ve found Love to be a game saver at times. But the Extra card from the PM gives you an upper hand (literally) over your opponent. That extra card could mean you draw another face card, or it could be another ace. That’s what makes this so hard, that extra card could never do you any good during a game but at the same time, Love could never be useful all game long. 

But if you’re going up against a magic heavy crew that rarely makes Strikes, go with PM. If you’re going up against a melee or ranged Strike heavy army, I’d say go with the Cherub. But beyond that, think about your play style and what you want to add to your crew the most.
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Sample Crews:

Classic Lilith (25ss):
· Lilith +4

· Terror Tot -3

· Terror Tot -3

· Terror Tot -3

· Mature Nephilim -10

· Cherub -2

Total: 21ss with 8 cache

Classic Variation (25ss):
· Lilith +4

· Cherub -2

· Young Nephilim -6

· Young Nephilim -6

· Mature Nephilim -10

Total: 24ss with 5 cache

Can easily switch out a Young Nephilim for 2 Terror Tots if you prefer their speed and numbers. Or change the Mature into another Young Nephilim and a Terror Tot leaving you with 6 Cache for a list feature a greater number of targets but no big model.

Where Big Nephilim Roam (25ss):

· Lilith +4

· Cherub -2

· Mature Nephilim -10

· Mature Nephilim -10

Total: 22ss with 7 Cache

This is a fun but dangerous list as you have few models and you sadly have no use for Blood Counters. But the power of 2 Mature at the start of a 25ss game cannot be denied, it’s often overwhelming.

(35ss):
· Lilith +4

· Cherub -2

· Mature Nephilim -10

· Mature Nephilim -10

· Nekima -13

Total: 35ss with 4 Cache

Same as the previous version but even more risky due to the higher point scale and the greater number of enemy models you will face. But this list is truly a face eating list if there ever was one.

Balanced Rising Powers List (25ss):
· Lilith +4

· Black Blood Shaman -6

· Young Nephilim -6

· Young Nephilim -6

· Terror Tot -3

· Terror Tot -3
Total: 24ss with 5 cache
Very balanced and has a lot of room to increase power through Grow and Mature.

(35ss):
· Lilith +4

· Black Blood Shaman -6

· Mature Nephilim -10

· Terror Tot -3

· Terror Tot -3

· Lelu -7

· Lilitu -7

Total: 36ss with 3 cache

A little lower cache then I like, but you can quickly Grow your tots with the Shaman. The Mature + Shaman gives you many strong movement combos you can pull off and the twins are incredibly useful in any game. Lilith is not the first one into combat with this list due ot her low cache, pull models in with Lure and hit the enemy with your entire crew at once.

(35ss):
· Lilith +4

· Black Blood Shaman -6

· Nekima -13

· Terror Tot -3

· Terror Tot -3

· Mature Nephilim -10

Total: 35ss with 4 cache

This is what I reguard as the most dangerous list with Lilith at 35ss as it allows for extremely quick Tot growth (you could grow both on turn one if you want and probably should do so) and extreme speed using the Shaman, Nekima, and Mature.
Twins Bazzel! ( 35ss):

· Lilith +4

· Cherub -2

· Lelu -7

· Lelu -7

· Lilitu -7

· Lilitu -7

· Terror Tot -3

Total: 33ss with 6 cache. 

This list relies on using your prodigious alpha strike ability of the entire list except for the Tot in one activation. Start with Lilith, Companion the cherub and Brood Mother a twin and chain it from there.
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Protecting Models with your melee range:

This is a common practice in Malifaux and one that I’ve used to great effect with almost any crew.

What this entitles is carefully positioning your models so that a model with average melee range ( 1” to 2”) cannot stay within one of your model’s melee range and get to another. This can be making a staggered line of models that force the enemy to move that fraction of an inch outside of the first models melee range if they want to get to another. Or it can be placing models next to each other leaving a gap in the center towards a juicy target, but they have to pass through and out of both model’s melee range to get there.

What this does is bait your enemy with a possible target and try to get them to take the chance. Or this adds another layer of protection to keeping support models like Lilitu and Black Blood Shaman safe from melee opponents.

But basically, if they want to go towards the target you’re protecting, they have to win the disengaging strikes. While this may not seem like much, its another chance to burn your enemies hand and another chance for you to keep your own models safe. For Wicked models this gives them another chance to deal their damage. But basically it’s a variable form of blocking. While its not as assured as body blocking (using your models base to deny movement), it can certainly help. Plus it’s often something people forget about as they are looking at the board. They can easily forget about the models melee range they are trying to get past. Plus for Terrifying models, they will have to take a Morale duel as soon as they enter the models melee range. This can very very quickly turn an assassination run into fleeing for your life.
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