Pandora Tactica
By Steve (aka Karn)
Something to consider as you read this:
This entire guide is written assuming average luck and draws. These ideas and concepts discussed below are still subject to really shitty hands and really amazing hands. So remember that when I make a point about a given model, I’m 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 Pandora 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 guide takes a very purist look at Pandora. I prefer to play masters with their vanilla models, ie models that were built for them at least partially. So in Pandora’s case, it’s all Woes pretty much and a few other models. Really any model that can cause Wp duels pro-actively is a good model for her. Also as you just read, I enjoy using and abusing her Wp based mechanics. There are ways to run her without a single other model being a Wp duel specialist. But that is not what I will be covering here yet. In a future update I may, but as for now there is enough here without going into every possibility.

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:
Pandora is one of the most complex and hard to get right masters in the game. She has a very steep learning curve and may not be the best master choice for people who are starting out. That said, if you’re starting out and want to play her, go for it! I started learning the game with her. Throughout this document I will endeavor to provide you with my experience using her and the copious amount of time I’ve spent working with her.

Pandora’s Zone of Influence is 12” around her and is the area in which Emotional Trauma and The Box Opens function. I will be simply referring to this as her Zone of Influence or ZoF throughout this document. 

Her crew has an effective range of 12” from Pandora herself. Not all of the crew’s effects are this long range, in fact most don’t. The point you should take away from this, is that you want your targets to always be in her ZoF for maximum damage and danger. The crew really does not want to go after models outside of this range, but they can if they must. Some of the models less reliant on Wp duels can function well outside of her ZoF, ex: Kade and Teddy. 
Concerning the Link changes:

Link has been changed for the third time now and is nearly back to it’s original wording with a few carefully chosen tweaks. You can find the update on the Extra Errata thread here: http://wyrd-games.net/forum/showpost.php?p=140465&postcount=2
For ease, here is the exact quote:

“Grave Spirit, Essence of Power, Sorrows
(0) Link: This model and target model in base contact with it are Linked. After the model this model is Linked to completes a Walk Action or ends its activation, Push this model into base contact with the Linked model. Link ends if the two models are not in”

The end time is back and you CAN link multiple models to the same model (ie Pandora can link 2+ Sorrows to her again). But a lot of the shenanigans from the original wording and holes are gone. You need not worry about them though, just rejoice that Sorrows are back with full power!

>>>Back to the Index
Pandora:

Stats: At first glance you may think she has one of the weakest stat lines of all masters in the game, but she has high stats where she needs them. Her Wp is a high 7 which puts her well above the average Wp of the game and since this is her most important stat, this is a very good thing. Her casting is 6 Mask which is a nice place to be because it means she can raise her spell’s resist total to above what the average model can beat even with a Red Joker.

Her Wk is very low, only 3”. You don’t get any slower then this for masters. But she has other ways to move around as you will soon see, so don’t panic. She is actually known as one of the fastest masters in the game.

Her Df is a terrible 2 and she has a low Wd stat of 8. This should tell you right off the bat, that if she is hit she won’t last long at all. So the idea with her is to avoid being hit. I will teach you how as we go along, but fret not, Pandora has a very strong defensive mechanic.

Weapons and Triggers:
· Withering Glare: I have only used this once or twice in the long time I’ve been playing Pandora and this has been in very particular situations. Basically you have a melee attack so you don’t have to rely on Bash and incase your next to a target that is too difficult to hit with a spell and has been resisting your Wp effects (like Sonnia Creed >.>). Honestly, you should only use this if you have nothing else you can do, which is a very very rare case with this master.

· Mental Anguish (all Spells): This is probably THE STRONGEST trigger in the entire game. If someone fails to resist one of your spells, you cause them to Fall back. This is huge for a number of reasons. 
· First, the trigger gets around all immunity to Wp duels as the target will just flat out fall back. They don’t get to make a morale duel, they just fall back. Falling back is an extremely powerful part of the game because the model loses a full turn essentially, and spends the time until it rallies with a Negative flip to all their duels. Nasty isn’t it? You can cause this from all your spells, all you need is a crow. This gives you a very big reason to hold onto high crows when you get them, to save them for this trigger. My favorite thing to do with this trigger is to nail a master with it, because it takes them out of the game very quickly. Plus in their weakened state, they are very easy to take down. Currently the only way to resist this trigger is to either pass the resist duel, or to have something that specifically makes you immune to falling back. 
· The model forced to fall back will spend its next turn moving away. The turn after that it can finally rally. But if you hit that same model with this trigger before it has the chance to rally, it falls back yet again. You can literally juggle a model the entire game and just keep it falling back constantly. This is very mean to do though and will not earn you a lot of friends, so only do this against players you know will take it well.

· NOTE: It must state “immune to falling back” or something akin to this. Immunity to Morale Duels will not save you from this. Look’n at you Undead and Constructs, you’re not safe from this trigger.
Abilities:
· Emotional Trauma: This is the main damage ability of Pandora and how she causes so much pain. When an enemy model fails ANY Wp duel within 12” of her, they suffer 1 Wd. This means if they fail a Wp resist spell, a morale duel, a Wp vs Wp duel, a Harmless duel, etc. they suffer 1 Wd. To put it simply, any duel that an enemy model is using their Wp stat for, will cause them 1 Wd if they fail it within 12” of you.
· Remember, this is straight Wd loss, so it bypasses anything relying on damage and will only cause effects that state Wd to happen. Basically, if an ability says “When this model suffers damage”, it will do nothing as they did not suffer damage. Damage vs Wd loss is an important distinction to keep in mind as you play Malifaux.

· NOTE: This is not an aura or a pulse, so there is very little in the game that can ignore this ability.

· Expose Fears: This is Pandora’s primary defensive ability. When an enemy model attempts to target her with ANY ability, they must win a Wp vs Wp duel with her or the action ends immediately. This happens at the declare target step of the action, so before the model would move on a charge or before a Samurai Punk Zombie would hurt it self for its ranged Spell. With her having a very solid Wp of 7, this means you should win this duel most of the time. This also makes it so most minions without Use Soulstone can’t hope to touch her. This puts your primary hunters as Masters who will come at you with a solid hand of cards and ready to burn SS to get past this duel. So don’t be afraid to use SS, you never want to take the hit if you can help it. You have a number of effects that happen off of winning a Wp duel (Emotional Trauma and Fading Memory). If you win this duel, you are generally well in the clear.

· NOTE: Abilities and effects that do not target, will not be subject to this ability. Things such as blast templates put over her from another target or Aura’s and Pulses. So watch out for these effects, this is the best way to attack her and people will capitalize on it.

· IMPORTANT NOTE: The model targeting Pandora is considered the attacker in this duel. This means that Stubborn does them no good as does anything that makes them immune to Wp duels when they are the defender.

· There are some models in the game that can get around this ability. Namely Perdita and Lady Justice (For her Blind Justice ability). They will bypass this duel and hit you. This makes them very lethal models for Pandora. The best advice I can give you for dealing with these models is to keep Woe’s in b2b with you for Martyr. Also either neuter them with debuffs like Dementia paired with Project Emotions Pity, cause them to flee with your trigger, or just plain stay away from them. This is much harder with Perdita and her ranged attacks, but thankfully her bullet bending was errata’ed to no longer ignore LOS, instead it just ignores cover. So hide behind a wall and don’t let her get LOS on you when she activates.

· Fading Memory: So with this ability, you get to push 4” every time you win a Wp duel. Nice isn’t it? The implications of this are massive and here is why.

· If you win a Wp duel from your Expose Fears ability, you can push 4” afterwards. What this means is that you can get out of melee range of the model attacking your or get out of LOS of the model shooting at you or casting spells at you. Never forget this ability! This is how you stay safe, by moving around each time someone tries to attack you. You don’t want to stand there and take it unless you really think you can win all the Expose Fears duels. 

· When you use Incite and Pacify, you get to use this ability if you win the duel. This is part of how Pandora can be the fastest master in the game.

· Any duel that you use your Wp for can trigger this ability if you win the duel. Targeting a Harmless model and you win? You get to push 4”. 

· Martyr: This is the other half of her defensive abilities. While Expose Fears and Fading Memory keep her safe from attacks, this helps mitigate the few attacks that do manage to get through to you. Though it has to be an attack that targeted you for you to pass it off with Martyr. So this still won’t save you from Pulses, Aura’s and Blasts. But it will save you from a sword or bullet to the head.
· You can use this ability after your Expose Fear duel and the attack duel against Pandora. But before damage is done. All effects of the attack are transferred to the Woe you chose, so all triggers, damage, effects etc are now on that model as if it was the target of the attack.

· The basic models to use as your sacrificial pawn for this ability are Sorrows. They are cheap and with Link you can bring them along with you. Plus they will almost always be near Pandora so they are very handy for this. 

· Another idea I’ve seen with this ability is to use Candy for this ability. She is rather tough with a whopping 8 Wds and the ability to heal. But she is also a lot of points and I prefer not to risk such a good model. But in a pinch, use anything you got, you really don’t want to lose Pandora.

· Remember that any spell targeting you is also an attack and you can shift it off to a Woe in b2b with this ability. This is generally a very good idea if you fail the resist because if they affect you, they are going to affect all of the woes in b2b with you because of Unhealthy Relationship.

· The Box Opens: This is the second half of her offensive abilities. It removes all immunities to Wp duels unless they state that they cannot be removed by any means. So this clears off Immune to Influence as well as immunity to any type of Wp duels like Morale duels.
· This ability affects all models within 12” of you, including your own. So models like Teddy which enjoy Immune to Influence will not have it while near her. This can be a good reason to use Teddy as a flanking model or an advanced shock trooper. Just be careful of this ability, be aware that it can bite our models in the ass.

· This is not an aura or a pulse, so there is very little in the game that can ignore this ability.

· NOTE: Via the errata on page one, Undead and Constructs are now Immune to Morale duels and don’t ignore them. Pandora can now strip their immunity to Morale duels with this ability and cause them to flee! BUT! This does not make them subject to Terrifying as that specifically states living models only. But for abilities that count as a Morale duel, she can make them flee through it.  

· Unhealthy Relationship: This is a bit of a strange ability, but it can still be very useful. All woes in base to base with her get +1 Wp, get benefits and harm of all spells targeting Pandora, and can use her (0) actions. The Wp boost can be a nice thing to help you resist incoming effects or power up your use of her Pacify and Incite abilities. So this gives say Sorrows access to her Incite and Pacify ability, though they wont have much call to use this ability because Pandora would have most likely already used it on every model she can before they get a chance to activate.

· NOTE: This is a double edged sword of an ability because the Woe’s in b2b with you receive all the effects of spells targeting Pandora. This can be good for buff spells and really bad for spells that do nasty effects like say Paralyze. 

· There is still no word yet on what exactly defines an effect and if say damage from a spell is an effect from it. But the current consensus is that an effect is anything beside damage. So if a spell caused a 1/2/4 damage flip, it would only effect Pandora. But if the spell did something like “suffer Wds equal to half your current Wds +1”, it would affect all the woes touching you. So be careful. Use Martyr to avoid this kind of disaster!

· Casting Expert: Yup, Pandora is through and through a spell caster. This extra Ap is very very helpful for her.

· (0) Incite and (0) Pacify: I decided to merge these two together because they differ on only a single small point which I will still cover. But since I don’t want to repeat myself any more then I already do, they are as one! 

· Please note that right off the bat, these abilities have errata on them. They may now only target enemy models. This was done to cancel out an abuse by using it on your own models to get the extra push from Fading Memory. It was wicked broken =D.

· The first thing you should know about these abilities is that this is how Pandora can speed around the board. With a very respectable and perfectly designed range of 12” (her ZoF extends to 12” remember) she can use these abilities to quickly move around. Each time she uses one, the target must make a Wp vs Wp duel against her. If Pandora win’s, they suffer 1 Wd from Emotional Trauma and she gets to push 4” thanks to Fading Memory. Now consider how many models your usually playing against, 6 – 10 in general. That is a lot of possible targets and can net you a lot of movement! 

· If you win the duel, not only do you activate Emotional Trauma and Fading Memory, but you also get to use the ability again! This does not mean you must use it right away. It simply says you may use it again this activation. So what you will often do as you grow more skilled will be push into position via this ability and then hit your target(s) with everything you’ve got, then push away again by targeting the remaining models. This is what has been dubbed the “Pandora Battle Train” in the past and Ill refer to it as this as we go along.

· You need to carefully use these abilities because a model can only be affected by them once and only once per turn. So if you hit the wrong model on your way around the board, you may suddenly find yourself not in range or LOS of another model you can use to push yourself again. This takes some practice to get right, but a few basics can help you out. Start with the models that are the farthest from your current position and not along your planned route. Slowly work your way along the models as you move towards your destination, hitting the models that are farthest from you and not along your path first and working down from there.

· The last thing to consider and often the part that gets heavily over-looked, is what these abilities actually do on their own. Incite lets you essentially declare models in your opponent’s crew that must activate before the rest. If there is more than one, they get to chose who to activate. Pacify does the reverse of Incite, you essentially nominate what models must activate last in their crew. Again, if there are more than one model with pacify on them, they get to chose who to activate. 
· But this gives you some powerful activation control people often over-look in the name of bouncing Pandora around the field and dealing out as much damage as possible. With Incite you can force models that often have to wait for others to go to be effective to activate out of their desired order. With Pacify you can keep dangerous models or models that are in position to attack your crew to activate last and buy you time to set up your web of effects and either kill them or escape. But basically don’t over-look this. There are times where only Pacifying/Inciting a small portion of the opponent’s crew can be of more benefit in the long run than a little extra damage. Try to think ahead and guess what your opponent is trying to do and then see if you can break that up with these abilities. 
· (1) Dementia: This spell has earned a lot of infamy since Malifaux was released. By itself, it just seems annoying. Having to win a Wp 13 duel to do any action at all (this includes (0), (1), (2), (all) etc) can be a bit annoying and draining on the cards, but it’s not crushing. But pair that with Emotional Trauma, a nearby Sorrow or two and a negative flip to the targets Wp, and you’ve got yourself a huge and potentially deadly issue on your hands. Even if you can’t get Sorrows close to the target, the ability to stop their actions is huge by itself. It can effectively let you neuter your target for a turn and make them suffer for each action they attempt. Throw on a negative flip to the duel from any number of sources and you’ve got a serious threat on your hands. This can quickly turn an opponent’s plan upside down as well as deal out a very large amount of damage if you have models in the right place. 
· Try to pick your targets carefully with this. Go for models that are in a critical location at the moment or are going to pose a threat to you. Putting this spell on them can quickly take them out of the fight.

· This spell even effects models when they take a (1) pass action! So most models will have to make at least 2 checks a turn with this spell on them. Yes if they fail it, they don’t perform the pass action but still lose the Ap so it’s the same effect for them, but you can get some damage on them as a result of this.

· If a model is falling back, they have to take an (all) action to rally. So if you throw this on a model that is currently fleeing, they are going to have to check to get back to normal. If they fail, they keep falling back for another turn! This can be a lethal way to take a master out of the fight for a large portion of the game.
· (1) Project Emotions: This spell has errata for it as well, it has been changed so all models under the blast template, and not just the initial target, get to make the resist duel. This is much more balanced then it used to be where you would just target a model next to a high Wp target and nail them with the spell without any resist. With all that said, this spell can give you an edge on nearly any duel you want vs models under the template. 

· Depression: This is not terribly useful for Pandora in most cases because you generally rely on Wp based effects to cause damage. But it can help out models like Coppelius, Teddy, and Kade when going up against hard to hit models or models with nasty Df triggers (like Lady J). I recommend only using this when you know Coppelius, Kade, Lelu, or Teddy is going to have a chance to rampage all over a model. Otherwise, stick with one of the other abilities on it.

· Low Self-Confidence: This is slightly more useful to you because you can’t always neuter a model with Dementia, they may have to high of a Wp or something else that can help them out. Or you may need to hit a group of targets at once (think a few Ortega’s together or a group of Gremlins). In that case, this can be a real life saver because a negative flip gives you a huge edge on your opponent. Especially where some of your most dangerous Woes have high Df stats to begin with. But this can be another defensive layer for yourself when your more worried about protecting your crew then just Pandora herself.

· Pity: This is 100% the most used ability of this spell. The negative flip on Wp basically turns your offensive abilities into over-drive mode and makes enemy’s chance of resisting very small. This also can be useful on the defensive for helping out Pandora’s Expose Fear and some of your other models Harmless and Terrifying abilities. But mainly, this is the first spell you cast every turn on your main target(s). This is generally followed by either Self Loathing or Dementia. But before Insidious Madness was designed, this was Pandora’s best way to get negative flips on her targets Wp. Now it’s not as critical if you have a Madness nearby, but it’s still a safer ability because it has a nice range and doesn’t put a model at risk to use it.
· (1) Self-Loathing: This is probably her nastiest and most damaging spell. It’s a Wp resist so it can cause Emotional Trauma damage as well as the Sorrows own little aura. But the best targets for this are melee monsters who have high damaging weapons or weapons with cool effects on them, like poison or a positive flip to damage, or like Sonnia’s weapon the ability to screw casters. You don’t get to cheat the damage or use any of their triggers with it, but it can still be really lethal. May a time has Lady Justice decided life is no longer worth living and impaled herself on her own weapon. 
· This only does damage with their melee weapon, so a model that has all ranged weapons won’t suffer anything from this spell. At the same time, a model with Gunslinger or something like it won’t be able to shoot himself in the head with his own weapon for some reason. It clearly states “melee weapon” so there is not much you can do about this, but oh well.

· Remember, every model has a Bash melee attack that is not listed on their card. So even if a model has only ranged weapons, they can still punch themselves in the face. Bash page 22 book 1, black box at bottom of page.

· Usually this is the spell following Project Emotions with Pity for a nice slap of damage. If you can, aim to get your Mental Anguish trigger off with this spell and add insult to injury.

· This spell is only as dangerous as the models melee weapon. Thankfully, most models have decent melee weapons and the melee monsters of the game have extremely powerful melee weapons. But if you have to kill a model with only ranged attacks, go with Dementia on them after you get Project Emotions Pity on them. This will net you more damage and help to neutralize the target. 

· NOTE: You are considered the one causing the damage, not the model you cast this on. So beware of effects that happen once a model takes damage, you don’t want to be caught with your pants down.

· (1) Trapped in Your Own Nightmare: This can be a very fun ability to use and is the third layer of disablement you would add to a target. Lead off with Project Emotions Pity, follow with Dementia, and wrap it all up with this spell and that model is in big trouble. Hopefully they are near their allies so this spell can have it’s desired effect. So they will have to make morale duels for each one they are near with a negative flip on each duel. If they fail one, they are going to flee and basically be hosed for a turn. If they pass them all, they still have to fight through Dementia just to do anything. It can be a truly crushing combination of effects.
· Additionally, this is a good spell to use on targets you may have no made your primary targets. Maybe there are a few models off to the side near each other and you can get a Madness over to them. So cast this spell on the one in center or the most dangerous of them and bring the Madness in and have it use PE. Now that side of the board has 1 model that is probably going to run off in terror, or at very least try to activate last and have the other models move away from it.

· When used on the same target as Dementia this can seem a bit redundant and it is. But there is nothing wrong with being redundant to assure a model is going to be hosed for it’s next turn. Especially masters who have use SS and generally average to high Wp.

· Is this more effective then Dementia? Not usually. Going with Dementia and your Trigger is often more effective. To be honest, this is the one spell of hers I don’t usually use, or if I do it’s generally her totem which is using it.

· NOTE: Remember that this ability cannot cause Construct, Undead, and Nightmares to flee, even if the Construct/Undead/Nightmare is within her ZoF. Constructs, Undead, Nightmares simply do not have to make Morale duels due to the wording on Moral duels, only living models have to.
Dementia Vs Self-Loathing, when to use each:

Both of these are very good spells and directly compete against each other for Pandora’s Ap each turn. It’s often hard to decide when to use one over the other and which will be the most effective. 

Self-loathing is the more offensive of the two, it does damage to them right now, so is best used when you need something to die right this minute. One or two castings of this can usually cause a lot more harm to a model then Dementia can, but if it doesn’t kill them and you don’t get your trigger off, they are going to get a chance to go after you. But that is the drawback of this spell, if you fail to kill the target, you don’t have debuffs on them to stop them from acting against you. 

Dementia is much more of a debuff, causing the target to take Wp duels (that they will hopefully have negative flips on) to do any actions. This won’t generally cause as much as Self-Loathing can, but will help keep your models safer. So use this on targets you don’t think you can drop with Self-loathing or your other abilities. This is especially effective against models that get a lot of actions, such as models with Fast, Melee/Casting/Range Expert/Master, an models with Flurry/Rapid Fire. Against models like this, if you can get a Sorrow or two into range also, Dementia can cause more damage than Self-loathing. But this damage is not guaranteed and largely not in your control. That is the big draw-back of this spell; you have no control over the duels besides influencing them with negative flips. Another drawback to this spell is, if they have already activated this turn, it does you no good!

To sum it up, Self-loathing is your main offensive spell and should be used when you think you either have a chance of killing the target, they have already activated this turn, or are going to be able to keep the rest of your models safe from them. Otherwise, Dementia is a better bet because it can effectively shut down their activation while causing pain to them. 
Some Key Points: 

Pandora’s terrible Wk stat is completely made up for by using Fading Memory and Incite/Pacify in conjunction with each other. This can very easily move you around the board and get you to where you need to be. Remember though, you get to keep using Incite/Pacify each time you win, but you don’t need to use them one right after another. You can do another action before going back to Incite and Pacify and often times you will. Using Pandora’s Battle Train style of play, you push up towards your main targets for the turn; nail them with your spells, then push away to find a safe place. Just remember to watch the order in which you do this to models, you don’t want to leave yourself in the open with no-one to nail to keep yourself going.
Pandora’s damage style is Death by a Thousand cuts. She does not do huge bursts of damage, but instead flurries of 1 Wd here and there through her Emotional Trauma and the Sorrow’s Emotional Stress. Bringing even 1 Sorrow into range of a target already in her ZoF doubles the damage they suffer per failed Wp duel. See how quickly this can escalate? Alone, Pandora doesn’t seem like she does a ton of damage besides using Self Loathing, but that’s a deceptive quality of her. People who do not understand her well will not see the real damage potential until it is too late.

If your opponent targets Pandora, do the best you can to win the first Expose Fear duel that they have to make. Most likely if you can win this duel then, you can push far enough away from them to be out of their threat range, or push enough off to the side to get out of LOS. There is also a whole school of thought and playing dubbed Pandora Baiting. This entails putting Pandora out in the open but within 4” of some LOS blocking terrain and basically, baiting the enemy with her. Once they take the bait, you push away and out of LOS. This often leaves the enemy models in an akward position and their carefully planned turn could suddenly become useless. This is often dangerous because if you fail the duel, you are most likely dead =), so use with caution.

Watch out for blast, aura, and pulse damage and any other sources of damage that don’t target her. Expose Fear and Martyr are of no use to you against these types of damage. If you’re going up against a crew that has powerful blast damage keep her away from your other models. They will go for the weaker, easier to hit models and chain the blasts over to her. For Aura, Pulse, and other non-targeting damage sources, steer clear of them. Either try to stay away from them, either kill them or avoid them as best you can. Preferably, blitz them and take them down before they have the chance to be used against you. Target the biggest dangers to your crew and you first, then work your way through the rest of their crew. If the Master is not a huge threat to you, they can wait till later to be taken down. Eliminate your biggest threats first, even if they are just 5 ss models, focus on them and take them out. You can generally ward off the rest by getting out of their LOS/range or through your debuffs and defensive Wp effects (Expose Fears, Harmless, Terrifying).

>>>Back to the Index
Poltergeist:

Stats: For a totem, it has rather respectable stats. Its speed is on the low side which sadly subtracts from it’s usefulness because it relies on short range aura’s. A Ht 1 lets it hide easily and Df 7 makes it very hard to hit when you do finally get LOS to it. It’s Wp is an average 5 but it doesn’t rely on it to much. It’s casting is a low 4mask but with the debuffs you can throw up, this wont be a huge issue. It’s Wds are only 3, but it’s a totem and a spirit at that, so it can generally survive a single hit.
Weapons and Triggers:
· Steal Breath: Just like Pandora this weapon is there as a token melee weapon. He rarely has a use for it but it does have a respectable Severe damage. So in a pinch, give it a shot and hope that the cards favor you.

Abilities

· Companion(Pandora): Every good Totem has this. Make sure to check the errata on Companion as it has changed a bit. Now you can activate Poltergeist through companion if Pandora activates or have Poltergeist activate and then Pandora. So even though it has a low cast, you may get lucky and be able to get a debuff off on your target before Pandora goes. Plus this helps keep your activation order the way you want it, activate either Pandora or this model first and you get the other through Companion.
· Mischief: This is a neat little ability. Because most of this models abilities are such short range to begin with, you may as well just move into b2b with at least one model and use them. Bring an Alp into range for some added damage.
· (1) Magical Extension: Pandora has a great spell list and like her, this model has the needed suite for all her spells built in. All of Pandora’s spells are worth casting if you get the chance. Refer to her spells section for details on each but primarily focus on Project Emotions as Pandora and your crew can always benefit from a debuff.
· (1) Persistent Distraction: This is a very powerful ability and one people generally take this totem for over Primordial Magic. This gives you amazing activation control over a section of the board. But to get the most benefit out of this, you need to do it early in the turn. So you want to plan a turn ahead for use of this ability. 
· Remember, this does not state enemy models, so it will affect your models. Be careful not to get anyone you care about in this aura, even though there is a Wp resist having to make the duel is a potential pitfall.
· If a model is effected by Incite/Pacify and within this aura, they must obey Incite and Pacify in relation to models in the aura. So if you Pacify a model in this aura, they must activate last of all models that player controls inside the aura.
· This only refers to models controlled by each player. So if I catch all your models in this, you do not have to suffer through all my activations before you can do yours. You can activate models in it once all of your models outside of it have activated.
· (1) Tantrum: This ability has been errata’ed, so look this up before you continue reading. It can cause a bunch of Wp duels, which of course Pandora loves. The Severe ground part is just gravy on top of that. But it can do an amazing job of keeping melee models back. When they enter the aura they will have to make the Wp duel. So even if they are in the middle of a charge, they will have to make the duel and if they fail will be slowed down nicely.
Some Key Points:
I honestly have never been 100% sure on taking a totem with Pandora. She generally functions well without one. But that said, this model does have a lot it can bring to the table. 

Having another model on the board that can cast Pandora’s spells is huge and it’s own activation and board control spells are quite impressive. Its casting is a little low, but atleast for Magical Extension you can use a SS on it to bump it up. For the other two spells, you cheat as high as you can and try to debuff your opponent as much as possible.

Because this model is a little slow, it has trouble keeping up with Pandora when she starts Battle Training around the field. But remember, you don’t have to be near her to use Magical Extension. Sometimes the best thing you can do is spread the two out so you increase your coverage for Pandora’s debuffs. It can also be good to send this model forward with your melee models and try to catch your opponent in your aura’s.
>>>Back to the Index
Candy:

Stats: Candy has a very respectable stat line for a minion. She has a solid Wk, though her Cg is really low compared to her Wk for some reason. She is Ht 1 so this means she can hide behind a lot of terrain features but beware of the numerous things in the game which put the hurt on Ht 1 models (like Hamelin the Plagued and spells like Devour). Her Wp is 5 which is about average but it’s good enough to get the job done. She only uses it when she uses Pacify any way. 
Her Ca is a nice 5 mask which gives her the suit for all of her spells and puts her even with most models Wp so her spells will be somewhat hard to resist at least. Her Df is a stunning 7 with a good trigger on it, all in all making her very hard to actually hit. Her wounds are also a very solid 8 which puts her above what most models can do in a single hit without a red joker.
Weapons and Triggers:
· Scissors: Mainly just a generic melee weapon with an average Cb of 5 and low damage for something of her cost. But that’s fine, she is not a melee minion by any means.

· Wail: At first glance, this is a really weak range weapon with a low Cb and an ok range of 8” But when you look at what it does, you make attacks with this weapon against the targets Wp rather than Df. This counts as a Wp duel for them and can trigger Pandora’s Emotional Trauma and the Sorrows Emotional Stress. So the actual potential damage of this weapon is higher than it appears. But even still, this is a back up weapon to use when Self-Loathing wouldn’t be more effective (ie they have no melee weapon or a really weak one).

· Regret (Df): This is a nice and at the same time, risky trigger. You have to not only be hit, but suffer moderate or severe damage to use it. In most cases, it’s just better to keep dodging the attacks rather then going for the trigger. But there are times where trying to get this off can be well worth it. When going up against a melee expert/master that has just moved up to you, go for this if you can. This will stop them from hitting you again. The same thing applies to a model that just Flurried or Rapid Shot at you, try to get this on the first attack if dodging them is going to be hard. This can save Candy’s life, but it has to be used at the right time. If moderate or severe damage is going to kill her, it’s obviously better to avoid the attack.

Abilities:
· Harmless: Sadly Harmless is a little nerfed right now from the errata. It now falls off if you do anything but walk or pass. But oh well, it’s still another duel they have to make to target you and it’s a Wp duel no-less so Pandora’s Emotional Trauma can add insult to injury with this.

· Martyr: Just like Pandora. Use this to slide nasty incoming blows onto a Sorrow or another Woe in b2b with her. Candy is an expensive and valuable model for her support actions and her potential damage through Self-Loathing. It’s often worth the other Woe’s life to save her own. As with Pandora, remember this slides all effects of the attack onto the other Woe including triggers, poison, special abilities etc. 
· Casting Expert: Yup, Candy is a spell caster by trade. She is also a nice support model through her healing ability and her poison ability.
· (0) Pacify: Good old Pacify. She is the only other model to have Pacify as a built in ability and gets to keep using it each time she wins just like Pandora. But she doesn’t have Fading Memory to push from this effect. Often times you will use Candy’s Pacify to tag the last few models Pandora didn’t get for a little more damage, or for activation control. Unlike Pandora she doesn’t depend on this ability in the same fashion, so she has the luxury of using it for activation control by slowly down models who you want to go last. But with her average Wp this can be a bit hard to pull off, so try not to get into a situation where it is critical that this works unless the target is already properly debuffed by negative flips to their Wp. 
· (0) Sweets: This is really your only healing ability for Pandora’s usual models. It isn’t a long range (only 2”) and its just a normal healing flip. But even still, healing is good when you can get it. Especially when this crew often survives most assaults with a few wounds remaining (well all but the Sorrows who usually just pop due to low Wds stat). Luckily the short range isn’t usually much of an issue due to the clustered nature of Pandora’s style. You usually stay within her 12” ZoF bubble and usually closer then that.

· (1) Sours: Automatic Poison 2 is not a bad thing. But don’t go out of your way to try and get this off. Candy would rather stay at a distance and provide support through Wail and Self-Loathing. But if she does find herself with a model or two in the way… don’t be afraid to give them a little Candy for their troubles ;D.

· (0) Run Away Home: This is a very very nice spell for getting around the board. It lets her pass straight through walls, hills etc, as long as she can end her Wk action outside of the terrain piece. As far as I understand it and have seen, this does not let you ignore slowing effects of terrain (like woods or water). The added boost from this spell is that model’s do not get to make disengaging strikes on you, so your free to just walk away from anything your in melee with. This is a very good ability to use when your carrying an objective marker like the Treasure Chest from Treasure Hunt. Just pick it up, and walk through the wall of the nearest building.
· (1) Charm: Pretty straight-forward, lets you put Harmless back up. If you have nothing else to do or think you’re going to get attacked this turn, throw Harmless back up and hope the Wp duel’s potential damage thanks to Pandora’s ZoF is enough to scare them off or that they fail the duel and don’t get the attack on you. Either way, it’s another chance for your model to be safe from an attack, it’s worth the action if you can spare it.

· (1) Self-Loathing: Just like Pandora’s spell, this is the most damaging effect you have in general. But it’s potential damage is reliant on the targets melee weapon and it’s no help against a target with no melee weapons. If you’re up against a target with no melee weapon, the best thing to do instead is use your Wail (for the potential Wp duel damage) and cast Charm as your last action. But if they have a weapon, especially a nasty one, this can be a great spell. See Pandora’s entry on this spell for more details.

Some Key Points:
Generally I keep 1 Sorrow with Candy to give her some protection from martyr and to increase her potential damage through their Emotional Stress effect. They can also be useful for their other abilities since they can link to her without fear of hurting because she has Martyr. So dragging one along with you for Doldriums can be well worth it if it works. As a side note, remember the linked model pushes into b2b with you after you complete the move. So if you have Run Away Home up, they can push to you even if you move through a wall, they just have to have a way to push to you. So beware of walking into an area they can’t actually get to at the moment.
Candy is a very good support model and tends to hang back with Pandora to heal her incase she needs it and provide range support through Wail and Self-Loathing. Her Harmless ability can be another source of Wp duels for you so try to keep that in mind when she gets attacked in Pandora’s ZoF. At the same time, she is rather tough and can take a decent pounding before going down, so don’t be afraid to push her a bit and go for broke. Yes she is 8ss, but you gotta risk her to get the most out of her. She is a great objective runner and carrier due to Run Away Home, so try to use this to your advantage when you can. 

Candy is Ht 1 which has a lot of implications. This means she can hide behind almost all walls, terrain etc and lets her stay out of sight where larger models couldn’t. Your going to want to get used to abusing this. Hiding behind walls, boxes, tents, etc are all great ways to move up field and into position. There is little sense in risking her in the open when you could just stay out of LOS easily enough. But beware of models that abuse Ht1 models and effects that can straight out kill you (like Devour).

>>>Back to the Index
Baby Kade:

Stats: He has a really solid stat line. His nice Wk and Cg can quickly move him around the field and to his target. Ht 1 lets him hide from a lot of incoming attacks, just beware of things thats specifically target Ht 1 models, most of them are rather nasty.
His Wp is an average 5 but he doesn’t use it for anything besides Incite. His Ca is a 4 mask, which is on the low side, but he only has 1 spell that you have to worry about anyone resisting. Plus that spell (Lure) is a Wp resist so you can always help him out by setting up negative flips to their Wp before he uses the spell. Even then, it’s more of a cherry on top spell for him.

His Df is a stunning 7 which is huge for a model of his cost and power. This is how he mainly stays safe. His Wds are an average 6 so he will survive most single hits, but generally not more than one. So don’t let them hit your baby. ;D
Weapons and Triggers:

· Carving Knife: This is a very nice weapon for it’s Cb, a nasty 7 with a mask built in. This means he is usually well above the average models Df when you start the duel and this is great because it gives him a wider range of cards you can throw to make it so they can’t dodge you. But the damage is a little low, only 1/2/4 which is why he has his Sweetbreads Trigger.
· Sweetbreads (Carving Knife): This is a very nice trigger for two reasons. It combines the damage boost of Flay with slow! So your damage becomes 3/4/6 and you cause slow to the target. You want to aim for this trigger every chance you get which often means it will be a toss up on who gets your high crows, Pandora or Kade. Generally Pandora will be the better choice, but if she has already gone or didn’t need it this turn, let Kade use it and do some nice damage.

· Unseen Assailant (Carving Knife): This is your only way of getting Harmless back up after you lose it. But given the power of the Sweetbreads trigger, you will rarely use this. It’s worth using if you think you’re going to kill the model without needing the +2dmg from Sweetbreads. Otherwise, go with Sweetbreads, the extra damage and slow are worth more then Harmless.

Abilities:
· Harmless: Sadly Harmless is a little nerfed right now from the errata. It now falls off if you do anything but walk or pass. But oh well, it’s still another duel they have to make to target you and it’s a Wp duel no-less so Pandora’s Emotional Trauma can add insult to injury with this.

· Martyr: Just like Pandora. Use this to slide nasty incoming blows onto a Sorrow or another Woe in b2b with him. While Kade is not as expensive and not as generally valuable as Candy or Pandora, you can do without this if you need to. Basically, if you don’t have a spare Sorrow to follow Kade around after you give Pandora and Candy one, no big deal. It can be nice because he is a bit on the fragile side when someone finally manages to lay a blow on him. 

· (0) Incite: Just like Pandora, he gets to keep using this as long as he wins the duels. But that said, Pandora will often hit all the targets before he would get a chance to use it himself. But even still, it’s nice to just have it incase she missed one or two models. 

· Melee Expert: Yup, this kid is a melee beatstick. This keeps him from suffering the same fate as Teddy with being a bit slow. This means he can move twice and still make an attack or use backstab and get another attack after that.

· (2) Where’s Teddy?: I’ve never found a lot of use for this ability mainly because it’s a (2) action to use. But even still, it does have it’s uses now and then, but it’s very situational. One way to make use of it, is to pull Kade out of a dangerous combat and hopefully heal him up. The other way to use this is a bit offensively/defensively. Put Kade in a position where someone is likely to charge him, or charge another model. If  Kade survives the round, next turn you can use this to bring Teddy from somewhere within 15” of him, to where Kade is. I know, this is a bit of a stretch to find a use for it, but it’s not the best ability. To be useful it would have to have been a (1) action, but ah well. It’s a nice but slightly situational ability.
· (0) Kid’s Got a Knife!: Yup, that kid has a knife. This gives Kade Terrifying which has it own merits for sure. If you’re not going to use Incite this turn, use this instead. If nothing else, it adds another layer of protection to Kade because they have to pass the morale duel if they enter melee with him. A Madness hanging around Kade can make this even better by bestowing the negative flips to Wp duels and hopefully causing them to flee before our knife wielding tot.

· (1) Lure: Lure is a nice spell; it’s just too bad Kade has such a low Ca for this. Plus unlike most models that have Lure, he has nothing that buffs his Ca for the spell and gives him the crow it needs. So this instead is pushed off to the side as another situational ability. Honestly the main use I get out of this is moving my own models rather than my opponents. You can opt to just fail the resist duel at a tie If he is ahead of say Teddy, cast this on him to drag his favorite play thing closer to him and hopefully the enemy (remember Teddy loses Immune to Influence while in Pandora’s ZoF). Or give a Madness a nudge in the right direction to bring it’s auras over to where you need them at the moment and with a Wk of 8, they are going to cover a lot of ground.

· (2) Backstab: This can be a very nice spell if you can get it off. Note that this pushes you, so you ignore slowing terrain and disengaging strikes etc. If you reach melee range of the target, you get to immediately strike with a double positive flip on both attack and damage! This greatly increases your chance of getting Sweatbreeds and Severe damage. Basically, if you are within 7” of your target (6” push and 1” reach), you may as well do this rather then walking up to them and attack. You use the same number of AP but get more bonuses out of it. Also this is flat out better then charging as well. If you think you are in range, use things rather then a charge. 

· NOTE: Even if you end up out of range, you still get to push the 6”. Since you aren’t required to move towards any target model, this can also be used as an expensive way to escape combat or get through someone trying to block you with their melee range to another target behind them.

Some Key Points:
All in all for his points, Kade is rather nasty. He can hit rather hard with Sweatbeards and Backstab and provide a few Wp duels through Harmless and Terrifying. Just remember he is not as tough as Candy at only 6 Wds. So while most single hits won’t kill him, a second hit from nearly any weapon will kill him. Also he is very dependent on his cards to do damage. Without Backstab and Sweatbreeds, his damage is very lackluster. So keep this in mind when you send him in, you need that Crow for his trigger.
Your Ht 1, this can prove to be your most defensive ability as it lets you stay out of LOS most of the time. Just run behind boxes, walls, anything that is just tall enough to hide yourself. Try not to break your Harmless until you’re ready to attack, because that Wp duel can be a big life saver, especially with Pandora hanging around nearby.

Kade is generally used in one of two ways, as a bodyguard for Pandora or as a seeker missile for a target. 

As a bodyguard he hangs around near Pandora and just a bit infront of her, providing threat from his dangerous attacks and trigger. He generally will run interference for her, charging a model approaching her and getting in their way. Hopefully he will get Sweatbreeds and Backstab off for some nice damage and slow.

As a seeker missile he roams around the field, staying out of LOS and combat until he reaches a soft target. He then swoops in and quickly dispatches them before trying to scamper away. He has a good enough Wk and Cg for this kind of role and his Ht 1 lets him hide where most models can’t. Plus he does not rely on Wp duels to do his damage so he can operate outside of Pandora’s ZoF rather effectively. Just be careful with this, Kade is far from invulnerable and can easily be dropped once attention turns to him. Use this as a threat rather than a promise most of the time. Keep them trying to guess where he is going to go and if he is going to charge now, or later and do they have to deal with him now while Pandora is advancing or not. Things like this can often cause your opponent to make stupid mistakes at a rather frequent rate.
>>>Back to the Index
Sorrows:

Stats: They have an ok Wk/Cg of 4 and 6, but they are also very short ranged models so they depend on their Link ability to get them around the field. They are Ht 2 so they can block LOS to most of your models (a nice thing). They have a low Wp of 4 but they don’t rely on it really. Their Ca is a low 4 mask, but it’s about right for most of their spells. They really can’t set the resist totals high enough to make them un-resistible though, so you need to apply negative flips to the targets Wp to give the Sorrows a better chance at success.
Their Df is an average 5 with a decent trigger for depleting the enemies hand. They have only 4 Wds so they are very fragile, but for their cost it’s a nice number. It puts them above most models weak damage so they often have a chance of surviving hits. Probably the biggest problem on their stats is that they are Insignificant, so they are useless for most objectives. This often puts a lot more pressure on your larger woes which are usually few in number. But more on this later.
Weapons and Triggers:

·  Doleful Grasp: Like a lot of Pandora’s models, this is a token melee weapons just to have one. It’s a low Cb of 4 mask and pretty terrible damage over-all, at least the severe is 4. You really won’t be using this much unless you have no other options and your spell casting is shut down. Though now and then, you want to make use of your trigger to deplete the opponent’s hand, this does give this weapon some use. 
· Misery Loves Company (Cb/Df): This is a bit of a double edged sword of a trigger because you have to suffer 1wd to use it. I find myself using this more on the Df then on the cb because well… I rarely make a strike with them. But often enough, when a Sorrow is hit they are probably going to die. They are only 4 Wds so they can take most weak damage and some moderate damage. So if your probably going to die, cheat low/higher and go for this trigger because if nothing else, you force them to discard one of their cards which can be very valuable. 
· Cards are a powerful resource and even the loss of one during the turn can bite you in the ass later in the turn. Especially if they only have one or two cards left in their hand, there is a decent chance that those are strong cards (especially if their big models have not gone yet). So go for it! Throw dirt in their eye before you go down and die laughing ;D.

Abilities:
· Emotional Stress: This is one of the main reasons I bring Sorrows and love them so much. It’s basically a shorter range version of Pandora’s Emotional Trauma. An enemy model failing a Wp duel within range of multiple Sorrow’s Emotional Stress will suffer 1 Wd per Sorrow! So the danger of failing a Wp duel near Pandora is quickly compounded by the presence of Sorrows. Generally you will always have one Sorrow nearby, hanging onto Pandora by Link, who you can bring into range for Emotional Stress along with Pandora’s Emotional Trauma. 
· NOTE: If there is a model in range of multiple Sorrows Emotional Stress, they take 1 Wd for EACH Sorrow when they fail a Wp duel. This is not subject to stacking effects rule because there is no effect being applied to the enemy model. This has been ruled on many times by the Rules Marshals, this is indeed the correct usage of it.

· Life Leech: This is to discourage Link to models without Martyr. But at the same time, it has some offensive possibilities. You have one move up to an enemy model and link to them. Now each time your Sorrow activates, they will not only have a Sorrow in their face, but suffer 1 Wd. It’s a nice little insult to injury.
· Link: The key ability that makes Sorrows work and the massive linch pin in their design and function. You want to link to your models right on the first turn of the game, probably as your first several activations. Link all your Sorrows up and try to keep them in b2b with their link target at the end of each turn. With the Errata to the Errata to Link, you can again link several models to the same model! This means that you can link 3 Sorrows to Pandora and have them all follow her around, very nasty. 
· NOTE: You push into b2b with your link target. So this means you can push into b2b with any part of their base. Want to go around to their other side? No problem. Just remember, you have to actually be able to push your base along a path to get there. It doesn’t matter how long the path is or how windy it is, you just have to make it there. 
· When linked to Pandora, you won’t follow her when she pushes thanks to Fading Memories. You only push into b2b when the model they are linked to completes a Walk action or ends its activation, so you won’t follow up when the model charges. Also look carefully at the wording, “walk action”. This means that the model had to have performed a walk action and not been moved by some effect that makes it move its walk.

· With Pandora, what people do some times is use your Battle Train to get up field, then walk next to your target to bring the Sorrow up and into range. You then drop 2 spells and Battle Train away. This generally works fine because Pandora can often kill a target with a combination of two of her spells, Project Emotions Pity and Self-Loathing. The extra Wd’s the Sorrows will help deal are very nice but it’s not always worth the loss of the 3rd spell. It’s very situational and it is a risk, so make sure to do it when you think carefully before doing this.
· The range on most of your abilities is very short and 2 of yours are either (2) actions or (all) actions. So you can’t even use them unless you hitch a ride up into range or somehow survive a turn with an enemy in range. So, DON’T FORGET TO LINK!

·  (1) Melancholy: This is my favorite spell of the Sorrows. The target gets a negative flip on all their flips till the end of its NEXT activation. That means if they have already gone this turn, they still get nailed! This is a devastating ability because of what a negative flip means, no cheating! If you’ve read any of my other Tactica’s, forum posts, or this document, you probably know already how much I revere negative flips. This is a great spell to set up for Pandora’s activation, nail a target with this and they have a hard time resisting her spells and Wp duels. Or use it after Pandora sets up her abilities on them, and layer on another debuff.
· This is a spell I will often use even if I don’t have the card in my hand to make it happen. It’s a good way to spend your AP and if you manage to get it on a model, great! If no, oh well. Just try not to rely on getting it off too heavily, Sorrows are low Ca and you need the crow to cast.
· This spell works great in conjunction with Dementia. The main reason is, often Pandora will train the Sorrows with her just for the extra damage their Emotional Stress can do. So they rarely get to debuff before she goes on the attack unless you set up for it. But if she just spams Dementia on targets, your Sorrows can follow up with Melancholy to make the Wp duels from Dementia hard to pull off. If Pandora decides to also sit near them with a hive of Sorrows to, they are going to be taking big damage from this!
· (2) Doldrums: Paralyze… gotta love it. A single application of it stops a model dead in its tracks. This is your longest ranged spell and one I find myself casting often from the Sorrosw hanging onto Pandora because generally when they gets to activate, she has already moved out of range of Melancholy. You have the suit you need, you just need to try and get a high resist to it. If nothing else, this is a great spell to soak up the strong cards in your opponents hands or force them to spend SS on this rather then Pandora’s abilities. That alone makes it worth the attempt every time.
· (all) Siphon Magic: This is one of their most interesting abilities I think. Yes it is an (all) action, but remember your linked! You get dragged along by the model you’re linked to and get to borrow one of their spells. You can use SS when casting this spell to, so you actually have a decent chance of making most spells work. I usually use this for Pandora’s Self-Loathing when the target has a nice melee weapon. Otherwise it can be a good chance to get Project Emotions off without having to use one of Pandora’s actions to cast it. The big bonus of this spell is freeing up one of your models actions to do something else. I find this is best used on their set up spells, spells they want on their target before they start attacking them. So things like Project Emotions, Dementia, Lure, etc. 

· Remember, you can use this on an enemy you’re linked to! You link to the enemy target and try to paralyze them with Doldrums that turn. Then the next turn, you use Siphon Magic to cast one of their spells. Imagine dropping on Rasputina and borrowing her Ice Pillars spell? How about Leveticus and use his ½ Wds + 1 spell? There are a large number of possibilities and your only limitation is your creativity and the suite requirements of the spell.

Some Key Points:
Sorrows are not tough to kill. You gotta remember this at every turn, they are not tough. They have 4 Wds which is nice for their cost, but most models can kill them in one hit, so try to capitalize on this by using your Misery Loves Company trigger to at least drop a card from their hand. But their low Df makes them big targets for blast effects, so keep an eye out for these and spread out when you can’t stop those effects.
Never forget to link up to your target and be aware that if you link to a target without Martyr, you’re going to hurt them when you activate. So for your own models, this discourages you from linking to anyone but Pandora, Kade, and Candy. But this doesn’t mean you can’t link to them. Some models, especially the new ones in Rising Power, have some nice abilities you can compliment. If nothing else, drag one along with you to put them in range for Emotional Stress. Since you’re usually also inside of Pandora’s ZoF, this effectively doubles the danger of losing a Wp duel! Plus for model’s like Madness and Coppelius, this can help boost up their damage and provide some support.
Sorrows are Insignificant so they can’t hold objectives for you. This is honestly probably their biggest weakness because the rest of Pandora’s Woes are on the expensive side for the most part. So you end up with only a few models that can hold objectives. This can make strategies like Reconnoiter very hard to pull off, because often times if you lose 1 other model besides a Sorrow, you can’t even get secondary any more. So this is a big reason not to over-load on them. From my experience, the right number is 2 -3 depending on how much your crew is focused on Wp duels. 
Sorrows are very much a support model, they are not designed to stand up in the front lines and slug it out. They generally will quickly crumble if you try to play them like this. Instead keep them safe and they will keep your other models safe. The danger they posses with Melancholy and Doldrums often earns them a quick bullet to the head, but better them then your other Woes right?
They can even be used in a trap style of play; you set up a few of them in a clear area and about 3” from each other and then move a Lilitu up behind them. She Lures a model back into their over-lapping Emotional Stress range and then you spam Wp duels at them. The uses for Sorrows are many and often very situational. So keep your eyes open and look for opportunities to put them to good use and don’t be afraid to link them to a model without Martyr if they will do a lot for that model. A Madness with a Linked Sorrow can cause a lot of trouble for anyone near it ;D.
>>>Back to the Index
Teddy:

Stats: Teddy sadly has a mediocre stat line that is generally below most models of his cost. But that said, he has it where it counts, in his Cb and weapon damage. His Wk/cg is average at a respectable 5 and 8. He has Wp 5 but he is also Immune to Influence which helps to offset this. But when he is in Pandora’s ZoF he loses this, so be wary of this and look out for those Wp based effects coming at you. His casting is low, at just a 4 and no mask, but his one spell just needs a 6 or higher and the mask isn’t that hard to get. His Df is rather low but his Wds are average for his cost, so that’s at least nice.
Weapons and Triggers:

· Claws: These have a nice reach of 2” and a solid Cb of 7 Mask. For his accurate weapon, they hit harder than most models weapons. Teddy is a massive beat stick and these fit in nicely. Use these when you need to hit something that’s high Df or when you want to use your Toss trigger to get things out of your way.

· Teeth: These are his less accurate weapon but much harder hitting. 10 severe! That’s huge! Most models don’t get to 7 damage and Teddy has a whopping 10! This really means you want to try and get to a straight even damage flip so you can cheat the damage. He is also a really good model to use your Red Joker on if you get the chance. This has a possibility (though very unlikely) of inflicting 20 damage in a single hit! Yeah that hurts. But the big thing to take away from the power of this weapon is, he can 1 hit kill most models in the game and even if he has a Negative flip to his damage, he can still cause a huge amount of damage. No matter what you flip, you will be putting a serious dent in your target.

· Toss(Claws): This is icing on evil cake of cute death that is Teddy. You not only get to still do the damage with the attack, but you push the model 1” per each wound you do ignoring terrain and models. This lets you say, charge an enemy master, use this trigger on them and cheat high, then toss them over your head and to the rest of your crew. Or hurl a blocking model out of your way. Or if a model is up in Pandora’s face and causing her magic to be harder to cast (Think Sonnia and Witchling Stalkers), this is a good way to just get them out of the way if you don’t kil them. It’s a very nice trigger, but remember it’s 1” per Wd inflicted, so this is after armor. So you won’t be moving the Ice Golem very far with this.

Abilities:
· Hard to Wound 2: This is always such a great thing to see on a model. It pretty much ensures that the attacking model will not be able to cheat damage against you. This helps make up for the low Df of Teddy and add to his survivability. So basically, you’re probably going to hit, don’t worry about it too much. Just make sure that after all is said and done, they will have at least 1 negative flip to the damage, which this should make really easy.
· Immune to Influence: This helps cover for Teddy’s low Wp and protects him from most of the nasty spells in the game that don’t deal damage. But remember, when he is inside of Pandora’s ZoF, he loses the benefits of this ability. So keep your eyes open for things like Obey coming his way.
· Regeneration 2: This helps complete the circle of Teddy’s defensive abilities. While it doesn’t help him resist incoming attacks, it does help undo the little damage they will usually do to him. Hard to Wound 2 helps make it so most of the time you will only be taking weak damage from the enemy, which is usually small enough to shrug off (though this is not the case with the guild and their Critical Strike). Pair this with Candy’s Sweats and he can quickly recover from quite a lot of punishment.
· Terrifying 13: As always, you’ve gotta love Terrifying in any form. This is one of the highest in the game (14 being the highest so far) and is thus very dangerous. As usual, failing this morale duel can very easily spell doom for a model. Falling back is so powerful it can turn the game on it’s head with a single failed duel (not often, but it can!). Plus with Smell Fear, Teddy can make you pay double for it!
· Don’t forget, while the enemy is in Pandora’s ZoF, they lose most immunity to Wp duels including Morale duels! But Constructs and Undead are a special case as they do not take these duels rather then being immune to them. So her abilities can’t make them take the duel.
· (0) Smell Fear: First off, this is an ability you need to set up in advance. So Teddy has to use this ability during his activation for it to get it’s benefit, but that’s fine. If a model fails a morale duel within 6” of him, he gets to charge them before they fall back (Pandora’s trigger should be popping into your head right now). 
· Sadly you can’t charge a model in melee with you already and just get a regular attack, so this is not of any use against someone you’re already noming on. Instead this is designed to be used in conjunction with another model’s Terrifying and effects that cause someone to fall back. 
· Pandora’s trigger is perfect for setting this off. You have Teddy move up and set up Smell Fear, maybe snacking on a model on the way. You can then have Pandora get her trigger on the real target (which just happens to be within 6” of Teddy but not in his melee range) and BANG! Teddy in the face.  Using this Teddy in this manor can also help offset his slow nature by giving that little extra movement from this charge and bring him right into the fray.
· (2) Flurry: Flurry doesn’t see a lot of use with Teddy. He is just a tad too slow to catch most models. But every now and then, he will find himself starting his activation in melee range of a target. At this point, it is your duty to Flurry on them. His damage is extremely high so 3 attacks from Teddy is a death sentence in most cases. This can also give you a reason to have Kade use Lure. Drag the model into Teddy’s melee range and let loose on them.
· (0) Thing of Nightmares: Sadly he needs a mask card to cast it, but at least it’s a lowish mask at only a 6. This is a bag of tricks spell for Teddy and mainly helps him move around the field. 
· Dead of Night helps you against ranged attacks which most people will use to pick apart advancing Teddy’s. The reason? They maul you in melee. So -3 to the targets cb is a nice middle finger to people trying to shoot the stuffing out of our lovely Teddies. Please remember, it states Cb so it is of no use against Ranged Attack Spells. 
· Next up to bat is On Dreaming Wings. Yup that’s right, Teddy can fly! What can I really say, a combat beast of this nature that can fly is just plain scary! 
· Lastly there is Out of Control which lets you charge as a (1) action, BUT it must towards the Closest model. This can be very nice when Teddy has his target in his sights and they are the closest model to him. But beware of using this if you think your own model may be the closest. You can’t measure before you do this and if you’re wrong, you just charged one of your own models.
· There are several ways to capitalize on Out of Control and some nice combinations you can do with it:
· Walk + Charge
· Charge + Charge (assuming you kill the first target)
· Charge + Toss + Charge
· Charge + Melee attack
Some Key Points:
Teddy is by far, your highest damage in a single hit model. He will generally kill what he gets his claws into. This can make him a bit of a target, which can be a good and a bad thing. On the good side, it takes attention away from Pandora. But on the bad side, Teddy can be put down with some focused fire. To protect Teddy, often the best thing you can do is try to stay out of LOS or throw Pandora’s debuffs on his attackers (Dementia + Project Emotions Pity or Low Self Confidence). 
Teddy is not terribly quick, so most of the time they will see him coming. This is not because of his Wk, it’s because he lacks melee expert or anything like that. He generally will have to Walk at least once (though often twice) to reach melee or charge in. There isn’t really much you can do about this beside the odd Smell Fear charge when they didn’t realize he was in range. Also Kade’s Where’s Teddy can be a nice surprise for people who move up to Kade and think they are relatively safe from him. 

Teddy is a hefty 9ss, but he is worth each one of them. Yes he doesn’t bring many Wp duels to Pandora. But he brings something she lacks and another dimension you can add to your crew, melee power. He hits really hard and really well. This can be of an asset when going up against people prepared to deal with Pandora. They are going to be stocking high Wp models that may not be up to dealing with something as hard hitting as Teddy. If nothing else, he is Ht 3 with a large base, Pandora or any of your Woes can easily hide behind his bulk in a pinch ;D

With Rising Powers, Lilitu presents you with a new way to get Teddy up field effectively, Lure. The reason I don’t say this for Kade, is because his casting is much lower and generally he has other things to do. But Lilitu could move twice to get ahead of him, and then Cast Lure on him, aiming for the double take trigger, to drag him up to her. Cheat the attack flips low, or even let her hit him. Her low damage will barely scratch him and his Regeneration should heal all the damage she does. So tuddah! Teddy just got 10” of extra movement with no AP used on his part.

>>>Back to the Index
Doppelganger:

Before we dig down into her, for people who are not familiar with her, don’t worry about her low stats and weak weapon. Her power comes from her adaptability.
Stats: It’s stat line is a little low for an 8ss model, but that does not make it bad. It’s Wk and charge are a little low but enough to get her around the field. Her Wp is a low 4, along with her Casting and Defense. So she is not terribly strong on defensive aspects or spells. She at least has 8 nice wounds which means she can survive most single hits and sometimes 2 hits.
Weapons and Triggers:

· Fists: Not much better than a bash attack, but it’s nice to have a melee attack any way. Her Cb is at least an average 5 with a mask.
Abilities:
· Harmless: Sadly Harmless is a little nerfed right now from the errata. It now falls off if you do anything but walk or pass. But oh well, it’s still another duel they have to make to target you and it’s a Wp duel no-less so Pandora’s Emotional Trauma can add insult to injury with this.

· Ill Omens: This is probably my favorite ability of hers and sometimes I’m even willing to take her just for this ability alone. That Negative flip has let me go first nearly every turn of every game I have brought her. For Pandora, this is massive as she wants to get the first activation so she can put up her debuffs on the enemy and maybe eliminate a target or two.

· NOTE: This negative flip applies even if they spend  a SoulStone to reflip their initiative. They are re-flipping the flip and thus making another Initiative flip, so Ill Omen’s will affect that to.

· Scout: This helps compensate for her low speed by letting her pass through severe terrain (forest etc). It also kinda hints to you that she wants to hang around this type of terrain to help keep her safe. She isn’t terribly tough, so you don’t want to get her hit if you can help it, so stay in rough terrain and hide in woods.
· Shapeless: Not much to say here, it lets her take 2 (0) actions an turn and they can be the same action. This way you can Mimic twice, or Mimic Healing twice, or some combination of the two. Or use a (0) action from a model she just mimicked, etc.

· (0) Mimic: This is her core ability and what she really does. Before I dive into this, the uses of this ability are so complex and huge, I cannot hope to cover all of them. So I’m going to cover some of my favorites and try to point you in the right direction for what to look for. But remember, you need LOS to the target and have to be within 8” to copy something, so try to plan carefully for using her each turn. Either be in a position so that the model you want to Mimic will move into your range or LOS, or go to them and try to stay safe.

· Mimic Appearance: Always nice to be able to turn Harmless back on when you need it.

· Mimic Attack: This is probably the ability of hers I use the most. You can copy any weapon they possess, ranged or melee. I often take ranged weapons because I don’t like risking her up in melee, though some weapons can be worth it (think Sonnia’s sword). You also get all effects associate with this weapon. So if it’s paired, poisoned, has a custom special effect like Greatswords positive flip to damage, you get them as well. There are a number of nice weapons in the game, keep your eyes open for them and borrow them when you can. From your own crew, Teddy has some really hard hitting weapons that would be a nice fit. Candy’s Wail can be a decent ranged Weapon because it causes Wp duels as could be Madness’s Neverborn Whispers.
· Mimic Spell: I don’t get a terrible amount of use out of this one due to her low casting stat, but that doesn’t mean it can’t be useful. Having the ability to get another Project Emotions or Dementia effect on the field can be very nice. Also keep your eyes open for enemy spells it can pull off. There are a lot of spells out there she can cast. There are also a lot of spells you may have that you wish you could cast in another order, or cast again this turn. Well this is a good model to do that for you ;D Just don’t forget, you can only mimic (1) spells, not (0), (2), or (all) sadly.

· Mimic Statistic: I really don’t use this ability much. A stat change is nice since hers are generally really low, but I have a hard time using this over say Mimicing a models weapon and then a trigger for it. But sometimes you need a higher Wk or charge to get to where you’re going (very useful early in the game, copy a Madness’s Wk of 8 and away you go). The Ht change has it’s uses. Want to duck behind a wall? Mimic Candy or Kades Ht and down you go. The Wp change can be useful if you also mimic some effect that has you relying on your Wp (like say Madness’s weapon or Incite/Pacify). Lastly the Df mimic is kinda obvious, if your probably going to be attacked this turn and you have the spare Mimic, take Candy’s Df 7 and try to dodge like a leaf on the wind.
· Mimic Talent: This one hast the largest number of potential targets as everything on a models card beside their Weapons and Spells are open for selection. So any Ability, Action, or Trigger can be mimicked and used by you. Some of my favorites from your crew:

·  Pandora’s Emotional Trauma to cause even more damage during the turn where they over-lap and increasing your coverage with that ability. 

· Pandora’s trigger and then one of her spells (usually Self-Loathing) for another chance at causing a model to Fall-back.

· Kade’s Melee Expert and then Teddy’s weapon for 3 ap you can use to attack with and Teddy’s massive damage.

· Mimic Healing: Last but certainly not least, she can heal herself with a (0) action if needed, this can help patch of those little hits you get during the game. With her high Wd total, she should survive most attacks and if your careful, you should get the chance to heal without much trouble.

Some Key Points:
I think the best advice I can give about using this model is to take 5 minutes at the start of the game to look over your own and your opponent’s models. Look for spells she can cast, weapons she can make good use of, and Talents she could abuse. Don’t take forever doing this, but don’t let your opponent rush you. You’re allowed to look at their stats any time you want. 

The Doppelganger can take some practice to get right and not every game is going to be a huge one for her. She reacts to how the game is playing around her and adapts to it as best she can by Mimicking models. You can bring her with the idea of Mimicking a few set abilities every turn (like Emotional Trauma). I think most people try to bring her with this sort of idea in mind, this way they have a fall back plan with what to do with her each turn. Mimicking Emotional Trauma is one thing a lot of people bring her for; they don’t care if she does anything else during the game. The reason why is easy to see, this doubles the damage a model takes from a failed Wp duel, effectively doubling the danger of Pandora and her crew all from the safe distance of 12”. 
The biggest problem I have seen with her, is that there are turns where you just have no idea what to do with her. She is either not in a good position, doesn’t have enough actions to do what you want, or suddenly finds herself out of Mimic range of anything worthwhile. Don’t worry too much about this, just try to think a turn ahead and get her where you need her next turn if this happens. 

But above all else, don’t be afraid to risk it to achieve your strategy and schemes. Yes she is a good chunk of fragile points. But she can hold her own if you Mimic say Slow to Die or Armor from some model. Basically, if you don’t risk her you probably won’t be getting your SS worth out of her. Sometimes you have to put it all on the line to win.

>>>Back to the Index
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 incase 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 Pandora activates or have Primordial Magic activate and then Pandora. So even though it has a low cast, you may get lucky and be able to get a debuff off on your target before Pandora goes. Plus this helps keep your activation order the way you want it, activate either Pandora or this model first and you get the other through Companion.

· (1) Magical Extension: Pandora has a great spell list and like her, this model has the needed suite for all her spells built in. All of Pandora’s spells are worth casting if you get the chance. Refer to her spells section for details on each but primarily focus on Project Emotions as Pandora and your crew can always benefit from a debuff.

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 Pandora and get them to a respectable resist total. So if you find yourself wishing you could cast one more of Pandora’s spells each turn, this is probably a good choice 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 any where near Pandora to use Magical Extension. So a common tactic is to spread the two out and increase your coverage of Pandora’s debuffs. 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.

>>>Back to the Index
Insidious Madness:

Stats: For a 4ss model, this guy is rather nasty. Most of his stats aren’t amazingly high, but they aren’t bad, he has them where it really counts. 

Easily his most impressive stat is his Wk/Cg with a massive 8. This is huge and very few models in the game come close to this speed. He can be where Pandora needs him without much issue about it. It also means that he can quickly come out of hiding where no one has LOS to him (and thus him to them) and get into position. This also makes him a good choice for board control scenarios like Reconnoiter

His casting is terrible, but then again he has no spells. His Df is rather good at a very respectable 6 so he has a chance of dodging most incoming attacks. His Wds are a little low at only 3 but he is a spirit! So you halve all incoming Wds from non-magical sources which greatly adds to his survivability. This means in most cases, he will take 2 hits to kill. Plus he is also a Nightmare so he’s not a living model, this helps him get around a few abilities in the game.

His Wp is on the low side of average and you may be wondering why it is that way when it’s pretty much his most important stat. Well the reason is for balance. Even if it was 1 higher, it would greatly increase his effectiveness to the point where it would be unbalanced for his 4ss cost. So instead of bumping him up to a 5ss model, the decision was made to lower the Wp to make him a very solid 4ss model instead. At 4ss they are very affordable and rather solid, putting him in direct competition with Sorrows at only 1 ss more than them. 
Weapons and Triggers:
· Neverborn Whispers: This is a very nice weapon for a number of reasons. The first is that it’s a solid range 10” weapon. Sure it doesn’t do a lot of damage, but it causes slow on severe which is a great debuff. The next thing is that you can use this weapon against the targets Df or Wp, obviously you should chose whichever is lower. This lets you attack the enemy’s weak spots and give you a greater chance of success. If you chose to go against their Wp, remember this is a Wp duel for them and can trigger Emotional Trauma and Emotional Stress. 
· A very useful ability of this weapon is to strip the targets immunity to Wp duels and any bonuses they have to them. Yes Pandora’s The Box Opens also removes immunity to Wp duels, but it doesn’t remove bonuses to them. So things like Stubborn and the Governor’s Proxy aren’t going to help out a model wounded by this weapon.
· If you’re wounded by this weapon, you not only lose any + to your Wp duels, but you also lose any positive flips you have associated with it for whatever reason. 
Abilities:
· Delirium: This is basically a cherry on their cake of awesomeness. This lets you reflip your initiative with a positive flip. So instead of spending a SS (if you can’t really afford to spend one or don’t have any), you sac this model. This does improve your chances of getting a high card greatly, but it’s not guaranteed. 
· Also notice how it says after determining activation order but before anyone activates. This means that you can use this after you have already spent a SS to reflip. So if you really need to go first, you’ve got another ace up your sleeve.
· Float: This is always a great ability to have on a speedy model like this. It lets it move through most terrain with little issue and keeps your speed dominance high. It also makes this model even more ideal for terrain and speed based Strategies and Schemes. Imagine in Reconnoiter, on the last turn of the game you run 2 of these into position at the last second. They have spent the entire game fighting and on the last turn you wink and speed away to claim your objectives.

· Hysteria: This can be EXTREMELY powerful. As you hopefully already know, falling back is one of the strongest things in the game right now. You can nearly build an entire strategy around causing the enemy to flee from you. This makes their ability to rally not even close to guaranteed. If nothing else, this can help turn these models into high priority targets and earn them a lot more attention then they cost you to bring. With their high wk, they can quickly catch a falling back model and sit on them and hopefully keep them from ever rallying, thus causing them to continue suffering the negative flip on all their flips and keep falling back. Plus if this is within Pandora’s ZoF it will keep costing them Wds each time they fail this duel.

· Paired with Pandora, this ability can potentially let you keep models fleeing for the entire game. Pandora just moves down the line, causing her trigger on each model she can. A few Madness then sweep in and stick to those models, hopefully keeping them from rallying and letting you watch them run off the edge of the board. 

· NOTE: It does not state enemy models on this ability, so watch your back. Don’t get one of these guys near one of your models that is falling back. It will not turn out well for you. Yes you can cheat both sides of the duel, but it can still be a huge pain in the ass.

· Psychosis: Even though this model has only a ranged weapon, it is still safest staying within 2” of the enemy because of this. It is yet again another Wp duel they have to deal with which is another possible Wd lost thanks to Emotional Trauma and the double negative flip pretty much assures you that they will miss. A common thing to do with these guys is to run up into the enemy crew one turn and hope this ability keeps you safe. The next turn you’re in their face and you can begin to have your way with them.

·  (1) Danger To Yourself: Notice the wording on this ability “A model” not all models. So this only effects a single target, but that’s still dandy. You force them to make a Wp vs Wp duel or they suffer 2 wounds plus another Wd from Emotional Trauma if they are in Pandora’s ZoF. This is what Madness does while in melee most of the time. It’s straight Wd loss so it bypasses armor nicely. Also note that it’s within 4” of you, so you can target someone you’re not in melee with etc. It’s a hard move to stop because it’s not an attack, so things like Nico’s zombie sacrifice trick can’t stop it. 
· By the way, this does not require LOS! It just states another model within 4”, not another target model. So you can do this through walls, big models, etc.

· (1) Induce Phobia: Yay more terrifying! Anything that can cause morale duels is great thanks to The Box Open’s stripping immunity to them.
· (1) Psychopathic Episode: (PE) A 4” pulse that gives all models in it (INCLUDING THIS ONE) a negative flip on Wp, yeah gotta love it. This means for things like Terrrifying checks, Psychosis, Danger to Yourself etc they will be that much harder to deal with. But this also affects you, so all your opposed duels will suffer as well, including your attack. So it’s a double edged sword you need to be careful off. But with Pandora, its well worth the risk, just make sure you don’t accidently get her into range of it. But the negative flip from this ability can help make all your things harder to resist and thus more dangerous. You can even use this in-place of casting Project Emotions Pity on a target(s) and instead go with one of the other versions of the spell or a different spell all together.
· These guys make great roaming debuff zones for Wp duels. Keep them on the flanks to rush in and set up PE where you need it. It helps you cover more of the field with debuff effects and benefits nearly all your models.
· Basically any Wp based effect can benefit from having a Madness with PE up in range of the target. So they really become an asset to your entire crew.

Some Key Points:
Madness is a very good addition for Pandora from Rising Powers and is arguably, the best model she got out of it. Since they share double duty with the Dreamer, you get more bang for your buck when you buy this model as well.
Their speed is a huge asset you want to learn how to utilize. Since Pandora has a history of having issues with board control strategies (like Reconnoiter), their speed is greatly appreciated. They can stay around and help you fight for most of the game and then quickly get to the spots you need them during the last turn or two.

But besides helping you with board control strategies, these guys bring a huge offensive punch for their cost to Pandora. For 4ss they bring 5 Wp based effects to the table as well as un-resistible way to put negative flips on models Wp duels. That’s a lot of bang for your buck if you ask me. All this goodness often means I find myself trying to decide between Sorrows or these guys. 

>>>Back to the Index
Alp:

Stats: At first and even second look, these little guys do not have terribly impressive stats except for their Wk and Cg with are rather respectable. But as you play these guys, you realize these low stats are fine. Infact for their primary function, they rarely even use their stats. They are a cheap 3ss so they compete directly with Sorrows and Madness for points. 

They are 3 wounds and 4 Wp, Ca, and Df  so nothing impressive there. So they are relatively easy to kill when targeted and aren’t too strong offensively. But for 3ss you get what you pay for.
Weapons and Triggers:

· Kiss: Yes… these models Kiss you to hurt you… great huh? So looking at this weapon it’s not terribly amazing. Low Cb and low damage. Slow is nice, but not a ton of damage inherently. But their damage is a bit deceiving. You want to cause slow to enemy models within 3” of these guys due to Feed on Dreams. A few Alps on a single target is nearly certain death for it as they are slowly killed by multiple applications of slow and the Wds they cause when you suffer it near them.  
Abilities:
· Exhaustion: Your enemy suffers 1 Wd when they walk or strike within 1” of this model, this can be devastating. It’s a huge thing because its automatic Wd loss that you don’t have to do anything for. It takes you no AP or anything. Sure 1 Alp isn’t terribly impressive, but imagine 2, 3 or even 5 of them? This adds up so quickly and really promotes the primary use of Alps, swarming an area. A key thing to note about this ability is that it only happens when they Wk or Strike. So focus strikes, spells, etc won’t cause this to happen. But this will happen at say the end of a charge when they make a strike action. Or when someone uses the onslaught trigger (Make another strike with the weapon) etc. This also really promotes you to get right up and close with your opponent, which is fine by you. Alps can quickly become a huge tar pit.
· Feed On Dreams: This is what makes Alps so nasty. This is what makes them really effective and how they can deal high amounts of damage in a group. Every time a model gets slow while within 3” of an alp, they suffer a wound. This applies for ALL ALPS within 3” of the model. This ability also functions if they already have slow! Though be aware, there are a few models in the game which cannot be effected by slow and as of my current understanding, this means that this ability will never affect them. But that’s fine, most can’t even defend against this ability. 
· Also remember, each source of Feed on Dreams is a different source, so like Pandora’s ZoF of effects, this is great for dealing with Hard to Kill models and Masters who like to SS prevent (since they can only at most prevent 1 Wd per source!).

· Never Wake Up: Alps can make more of themselves when they kill someone through Feed On Dreams. Keep in mind that this means the last Wd dealt to them has to be done via a slow application to them and Wd caused by Feed On Dreams. I keep forgetting about this now and again and killing them with something else like the Kiss attack. I end up doing Severe and killing them with the damage before slow is applied and Feed On Dreams can happen.

· Smother: Now this is a fun ability and what I think is one of the main defenses of the Alps. A Wp 14 duel is nothing to sneeze at and top that off with the fact that they suffer a negative flip for each alp also within 4” and you get some hard duels. 
· Remember though, that they only make 1 Wp duel no matter how many Alps are within 4” of them, not one per each. But after the first negative flip, they are probably hosed to begin with. They will suffer slow and then take x damage where x = number of alps within 3” of them. So you see? Another reason to stay in close with each other and the enemy.

· Remember, this is a Wp duel so it’s another chance to cause lots of damage through Emotional Trauma and Emotional Stress.

· Tarnkappe: This is what keeps Alps safe from ranged attacks and as they need to move around the board. Now keep in mind, no matter how good this is, if the enemy gets within 6” of them, it does nothing. So it’s great vs Nino and Hans, but not so amazing against say Gremlins. But even still, a double negative twist on attacks made at them from further then 6” away is really nice. 
· Remember though, this only applies to attacks. So ranged weapons and spells with the gun symbol. Nothing else though (unless they make a melee attack that has range higher then 6” O.o). But even still, this gives you a huge advantage in the duel that you should always exploit if you can. Remember, 3 Wds. They won’t live through much if they get hit.
· (0) Blood Gift: This can be a nice little emergency heal if you need one. But with Pandora, I generally find this doesn’t get used much since most of her models either avoid being hit, or die. But always keep this in the back of your mind as you play.
· (0) Yawning: This is a nice way to make Fast models really suffer around Alps. Just remember to do this before you hit them with Slow and cancel out their Fast ( Im 99% sure that if your fast and suffer slow, you are no longer fast so can’t be subject to this). It’s a 6” pulse so it has good range and doesn’t need LOS but it’s a Wp v WP duel and Alps are only 4 so it’s not always going to work. But since it is a Wp duel, you get all the benefits of Pandora’s ZoF and the debuff abilities your crew has. So things like Project Emotions Pity and Madness’s PE.
· If they are within Emotional Trauma range, this ability can deal 5 Wds to a fast target! If there are any Sorrows also in range, this damage can become huge. So this can really put a hole in some of the stronger models in the game (think Seamus for example). 

· This is Damage, so it still has to go through armor unlike the straight Wds caused by Emotional Trauma and Emotional Stress.

· (1) Disturbing Whispers: Even though it’s only a -1 Wp while defending, this can make the difference in any duel. If you have nothing else to do or are up against a particularly high Wp target, have an Alp pop this up. Remember, Pandora is all about the Wp duel so anything that can modify it can find a use with her. 
· NOTE: This will affect your own units which are not Nightmares! So be careful where you decide to use this effect.

· NOTE: This does not stack with Disturbing Whispers from other sources. It applies an effect (-1wp) so it can’t stack because of the stacking rule. Unlike Emotional Stress which causes 1 Wd and doesn’t apply an effect to the model in question.

· (1) Steal Breath: Basically, think of this as their ranged way to inflict slow on someone. Or if you have one Alp trialing a few others who have already surrounded a target, have the trailing one spam this spell at the target. This way they get Slow and suffer all that Feed On Dreams damage. Otherwise, through general use you will most likely be using Kiss if you can because isn’t not reliant on a suite. But if you’re up against a high Df and low Wp Target, give this a try. You may just end up getting that crow and being a Wp resist, it will kick off all of Pandora’s ZoF and debuffs.
Some Key Points:
For Pandora, these models have a bit of a short range. They have a decent Wk and Cg, but they need to really be within 3” to be dangerous. As such it’s iffy if you want to bring them over say Sorrows or Madness. But when they do reach their effective range, they can become a huge disruption and tar pit to your opponent. Plus they have 3 Wp based effects and Wp debuff, so they certainly have their uses with her.
The key problem with them can be getting them into position to be used offensively against your opponent. They need to stay out of LOS, which isn’t that hard for an Ht 1 model, and sneak up the board. They could in theory advance straight up the center and hope Tarnkappe can keep them safe, but it’s risky. If your going to use them offensively, my advice is either advance them alongside other more threatening models and hope they don’t get targeted. Either that or try to go up a flank with them, staying out of LOS and attempting to sneak up on your opponent.

A big way they can benefit Pandora though, is as a Defensive model. They hang around Pandora, generally a bit in front of her or off to the side, trying to stay out of LOS so they don’t become Blast targets and put her at risk. When the enemy starts to move in on Pandora and her crew, they move in to intercept. Generally you will have a 1 turn warning before they really reach you. At that time, you send the Alps running into the enemy models and body block them. Their effects will help slow them down and cause some damage as Pandora hangs around with in her ZoF. If you back this up with some debuffs to Wp and say Dementia, this can really screw over a model and leave them useless and wounded right in front of you.

Their versatility is very nice for Pandora. You get some double duty out of them when you bring them. But I would not recommend bringing a lot of them with her because they still have to close on the enemy. I would suggest maybe 2 or 3, but always bring more than one if you’re going to bring any; you want them in a group and not alone. 
>>>Back to the Index
Stitched Together:

Stats: For 5ss model, they have a nice state line. Slightly low speed with Wk/Cg of 4/6 so he’s going to have a little trouble getting in range quickly.
His Wds are really nice at a solid 7 which is much higher than most models of his cost, but he needs all those wounds. You will see why soon and it’s besides the fact that people will want to kill these buggers as fast as they can. Their Df is low, but that’s fine. Their Ca is average but it has a built in mask which is very nice for them. Their Wp is also on the high side of average with a 6 which is very important for them as you will soon see. 
Weapons and Triggers:

· Hooks: Nothing amazing here because this isn’t their primary method of dealing damage any way. Low Cb and low damage, but that’s fine as I said. Their Severe is at least ok at 4, but low compared to other models of the same cost. In short, this should be a clue to you that they are not a melee model really.
· A Dark Place (Deepest Fears): This adds some slow to their damaging spell. Nothing outstanding, but certainly very useful. Slow can always be useful as it minimizes the actions of your target and helps out Alps.
Abilities:
· Does Not Die!: This is probably their defining ability and also the hardest to wrap your head around. Basically, if this model would be killed it doesn’t die. So no effects relying on a models death are triggered. Instead it remains in play with 1 Wd. So anything, anything at all that relies on a model dieing, will not go off against this guy. So he is left with 1 Wd, not much, but this can happen over and over again. This makes it basically impossible to kill him through straight up attacking him. If he has already activated he receives reactivate so he gets a chance to cause trouble again. This means that if the enemy takes him down, they still have to deal with an activation of his and if he has already activated, they have to deal with another activation of his!
· Remember that this will do nothing for you if you’re sacrificed, so watch out for those effects.

· If he is activating and gets killed, this will still grant him Reactivate and let him finish his current activation. While this is still under review, this was the last consensus as of when I wrote this. The current explanation was that when a model activates, it is considered to have activated. So if he dies (gets reduced to 0 Wds) mid way through his turn, he is considered to have already activated and gets reactivate. He is then returned to 1 Wd and continues his current activation.
· Rotten Contents: Yeah…. he’s filled with not nice things. The damage is unresistable and happens within a 2” pulse. So throwing one of these guys into the center of a group of living models can cause some nice damage. Though remember, you need to flip a crow for this to work, so it’s not guaranteed at all. 

· Remember this can harm your own living models. Most Woes are also living, so be careful with this.

· (0) Creeping Fog: This is his go to (0) action most turns and is honestly awesome! It’s a 4” Ht 5 area of Obscuring terrain around him. This means that unless you are within 3” of him (or have hunter) you can’t draw LOS to him. So this protects him from charges nicely and ranged attacks as well. This also helps immensely to protect his crew. Keep the crew back behind him a bit and there is little the enemy can do to get LOS on you. Just remember though, you can see through up to 3” of obscuring terrain, including from one side to the other. So there is a point where it won’t do much to help you out. But a pair of these can quickly form a large area that the enemy can’t draw LOS through.
· Don’t forget this works both ways, you can’t see further then 3” into it and through it, so be careful not to block your own LOS with it. 

· NOTE: This does not leave a donut hole in the center where Stitched Together is, it covers him to. It is a solid blob.

· (0) Gambler: This is a nice little ability and very Oogie Boogie like. You discard a card, hopefully a crappy one, and make opposed Wp duels with a target. If you win, the target discards a card and you get 2. So you can double your investment and deprive the enemy of a card. Win win to me.

· This is also a great ability to have a Madness sitting on the target for PE and have a Lilitu put Emotionally Exposed on the target as well. Netting you +4 to your Wp on the duel and them a negative flip! This pretty much assures you’re going to win baring horrible luck. Plus if the target is within Pandora’s ZoF, all those great effects come into play.
· You are considered the Attacker in this duel, so you do win on ties. But the target is also the defender, so things like Stubborn can help them out.

· (1) Gamble Your Life: This is their main source of damage and what I generally use them for each turn. Especially being a Wp duel, this should pop out at your as their go to ability with Pandora around. Also very important to note is that it is subject Hard to Wound and the like and can be cheated as it states. But the damage is very nice, 3/4/7 so even at weak its going to put a dent in something and severe is going to seriously mess something up!

· THIS DAMAGE FLIP IS MADE BY YOU. It has been cleared up by the Marshals already. You, as in the Stitched Together’s controller, make and control the damage flips. 
· Remember that this is a damage flip, so it’s subject to the usual positive and negative flip modifiers depending on how much you win by and this like Hard to Wound.
· As good as this is, this is a double edged sword. If you lose the duel, you suffer the damage flip. BUT, you can cheat it since you control the flip. 
·  (1) Abduction: A little hard to cast since you need the crow, but can be very useful. You bury an Ht1 model and bring it back during the start of the activation phase. So for annoying little things like Gamin, this can be a good way to get them out of the way for a turn. Just try to get it off before they have activated, otherwise it’s not going to do a whole lot for you since they will be back at the start of the next turn basically. But at least it’s within 6” of you, so you can use it just to shift a model away.

· Probably the biggest use for this ability is to get protector models away from their charges. Things like the Guardian can be a pain in the butt to go through, so just burry them. Basically any potent model that you want out of the way but don’t have the resources to commit to kill came can be a good target for this spell.

· (1) Deepest Fear: A nice little spell with short range that helps you bypass models with pesky high armor like the Ice Golem. With the trigger it can also inflict slow which has its own merits. But generally, I don’t use this spell unless I’m going up against a high armor target or I’m worried about killing this guy by accident with Gamble Your Life which happens when they get low on wounds. Plus being a Wp resist, this has added benefits with Pandora around.
Some Key Points:
These guys can take quite a punishment with their high 7 wounds and the crews ability to generally avoid or lessen major blows/powerful models. They make great blockers and their Creeping Fog can very easily cut of LOS to you crew and keep back ranged peppering.
They are both a nice defensive model and a nice offensive model. Creeping Fog’s LOS blocking abilities are invaluable, just watch out for Hunter models. Gamble and Gamble your Life can screw with the enemies hand and deprive their models of their life. Plus being completely Wp based, you can do a lot of help these actions out. 

Don’t be afraid to go on a suicide run with these guys and charge straight into the enemy. You can probably get them to kill you and give you reactivate, giving you another chance to cause problems and deal some nice damage. With the exception of Teddy and Lelu, these guys hit the hardest with a single blow thanks to Gamble Your Life. Paired with Pandora’s ZoF and some Sorrows, this damage quickly escalates. 

Like Alps, these guys can be used in a similar defensive manner. You hang around near Pandora, keeping Creeping Fog up as often as you can. When they finally reach you and start to come into the fog, start nailing them with Gamble Your Life and Deepest Fear. If you can, slide a Sorrow into range of the targets first for added damage and just go to town.

>>>Back to the Index
Coppelius:
Stats: 9ss is a high price for a single model and often the trickiest slot to fill. Most cheap models are worth their price or very strong for their cost (Think Samurai Punk Zombies and Sorrows). While others as you climb up the points are a little weak for their points and not quite sure if they are as good as their cost makes them seem. Then you reach the high points (11- 13) where everything is worth its points and often more. 

But Coppelius is a strong 9ss model and is worth every bit of his points. That said, this is balanced by the fact that he is Unique and his abilities are not all encompassing as say Nekima.

But onto his stats, he has a nice wk of 6 but sadly no charge which is a huge loss for him as he is a melee guy. But this is balanced out by the fact that he has Melee Expert and a variety of nasty abilities. His Wp is on the high end of average and his casting is a solid 6 mask which is very nice for a non-master model. It means he can raise his spells to the point where it takes a very high card and high stats to resist them. Df 5 is respectable but nothing stellar. It’s good enough to be missed by the average thing, but you won’t be dodging the combat monsters. Also 10 Wds is very nice for a 9ss model with so much already going for you. This makes his rather tough to drop and lets him often survive all but the most powerful models full attention.
Weapons and Triggers:

· Long Clawed Fingers: You might be looking at this and wondering why I said this guy is a melee monster. 2” reach is nice and cb 6 mask is very nice, but the damage is low on everything but his Severe. But he has Poison 2 on them and I hope you all know how nasty poison is now that the errata fixed it’s end time. Sure it’s not instant damage, but it’s a bit more insidious then that. Spreading Poison around the field makes it very hard to heal and stop all the incoming damage and gives you a buffer to which you don’t have to kill a model with your strikes. Just drop it’s Wds so that the poison will kill it next time it activates. If they manage to heal it a bit, oh well, you still caused problems in their activation order. The other thing his Fingers do is they give you an eye counter on Severe which will cause a Morale duel for all living models near him.
· Slumber (Long Clawed Fingers): Notice how he has this built in right away. That’s very powerful, he can paralyze any model he hits without needing any additional suites. This means that if you manage to get a hit on a very tough master, like say Lady J, just paralyze her and save yourself a turn of aggravation and missing heads. Just keep in mind, you do no damage. So that’s the trade off, but honestly I would recommend doing this trigger as the first attack each turn if they don’t already have paralyze on them. This assures that you can make all your attacks next turn without any returned blows from that model. This is also very nice for stopping someone from reaching Pandora, it stops them dead in their tracks.
· If you paralyze a Slow to Die model and then kill them, they do not get their slow to die action.

· Remove Eye (Long Clawed Fingers): This is a very nice trigger, because it does 2 big things. It gives you an eye counter (mmm eyes) and it bypasses the damage flip which assures you will do 2 damage. This is great vs Hard to Wound models and models that you just did not hit well enough to get a straight flip or a positive flip. Reliable damage is amazing and considering how often a single negative flip means you will be doing weak damage, well you should be able to easily see how useful this can be. 

· The eye counter you gain also generates another morale duel for all living model’s near you. So it does consistent damage, gives you an eye counter, causes a chance to flee, and generates another Wp based effect.

Abilities:
· Deeply Disturbing: You cause a Wp -> 12 Morale duel each time you get an eye counter to living models near you. This is very nice because of how strong falling back is and how devastating it is for a model that fails a Morale duel. So all your effects that can grant you an eye counter (Remove Eye trigger, severe with your weapon, and Hallucinations spell) will also be causing the morale duel and thus a Wp duel.
·  Keep in mind; if they pass it once, they still have to take the duel each time you get an eye counter. If you’re near a few enemy models, this can become a HUGE drain on your opponent’s cards and if any of them fail, that model is rendered useless for an entire turn and made really easy to kill.
·  NOTE: This says living model and not living enemy model. So be aware that if you are using non-Nightmares and they are within 3” of him, they will have to make this duel to. Be careful of this because you really don’t want to fail of these duels.

· The Dying Dream: This is a nasty little ability that discourages people from actually killing him. Because it’s 4 Wds, armor wont’ help against this and even vs a 12 Wd model, that’s still 1/3 of it’s Wds. So that’s a lot to take just for killing a model. This applies to him being killed via melee, spells, etc. It does this on being killed or sacrificed so it’s really nice against a variety of effects that try to get around discouraging effects by sacrificing you. 

· Just don’t accidently kill him yourself; you’ll take the Wds if you finish him off.

· Float: This is very nice because it means he can move over most slowing terrain without much of an issue. The added maneuverability lets him get around parts of the board most models would avoid.
· Night Stalker: It’s Range is 4” so it covers a good area around him and puts Deeply Disturbing within its range. You cause a mass of morale duels with Deeply Disturbing and then watch the enemy die off as they suffer 3 Wds each. It’s insult to injury as just failing the Morale Duel is already huge. 
· It deals straight Wd loss so it bypasses armor and any immunity/resistance to damage.

· NOTE: This only happens if they fail a morale duel, so this will not happen from thing’s that force a fall back but no Morale Duel like Hallucinations and Pandora’s trigger.

· Terrify 13: Terrifying is always a nice ability and I take it whenever I can get it. Paired with Night Stalker it’s a double whammy of a lost turn and 3 Wds.
· Unexplained Connection: No clue on this one. It’s an odd ability as he doesn’t synergize with Hoffman particularly and well… it’s unexplained =D. Yay fluff = rules! Probably more to come in the future.

· Melee Expert: Very nice to have on this guy or he would be doomed to being a slow melee beat-stick like Teddy, though even worse off because he does not have a charge. This lets you move twice (12”) and make a single attack within 2”, so 14” threat is rather huge on a 3’x3’ board especially since he has float. Can never go wrong with Melee Expert.
· (0) Savor Delicay: This is one of your few healing methods for the crew and himself. It’s nice to have in case you need to recover your own Wds or Pandora’s, but most of the rest of the crew has low Wds or some method of their own to heal. It’s hard to justify using this ability when that same Eye Counter could be used to make a new Alp. But then again, what good is another Alp if Pandora goes down.
· Don’t be afraid to use this ability, especially on your big important model’s with a good number of wounds. Those guys can often be really hard to put down and will take multiple activations to drop if you do things right.

· (0) Unhinge: While there are very few models in the game with Wp 4, this can be a very useful ability against the few there are. Some of the nastier Gremlins have this low Wp and eventually we may get more debuffs with reduce a models Wp stat. So it’s good to keep in mind when you got an enemy within range, just take a peek at their Wp just in case.
· The enemy is not considered the Defender in this so the Alps Disturbing Whispers won’t matter for this.

· (0) Crescent Moon: This is your other use for eye counters and the primary use for them as well. He can summon more alps at the low cost of 1 eye counter per alp. You summon it within 6” of Coppelius, sure it is slow, but Alps don’t need to even activate to be dangerous. Summon it within range of a model already having Alps on them and you compile their already large problem.

· Alp’s can be very dangerous but they are not powerhouses. If you don’t think another Alp is really going to make a huge difference and you only have 1 Eye Counter at the moment, hold onto it to heal. Coppelius is very deadly and is worth more then a single Alp by far.

· (1) Hallucinations: Ca resist, that’s right. It’s not a misprint, that’s how it was designed. First off, it can give you an eye counter if used on an undead or living model so already, that’s basically 1 alp or healing flip right there as well as morale duels for people near Coppelius. 
· Remember this distinction: Morale Duels and falling back are as separate and related as Damage and Wd loss. Morale Duels lead to falling back, but if you’re only immune to Morale Duels, you’re not immune to falling back.
· This is huge as most models don’t have a high CA and Coppelius’s is on the high side of average. This is also great against a lot of casters who trade casting ability for combat prowess. 
· Even though the model falls back, this is not considered a Wp duel in any fashion. So this doesn’t do anything for Pandora’s ZoF. But it also hits a weak point on many models considering most minions don’t have a high Ca.

·  (1) Sleep My Friends: A 3” pulse that not only causes Wp duels to all models in range, but it also causes slow. So Alps can cause havoc if they are close enough. This gives you a little clue that Coppelius likes to hang around Alps when he can.
· Remember, this does not state enemy models so it will affect your own models as well. So be careful when you activate this ability.

Some Key Points:
Coppelius is a nice fit for Pandora because he can cause several Wp duels and makes failing a Morale Duel near him even more dangerous then it already is. He is a melee beat-stick like Teddy but to the same degree per single hit, but he is a bit faster thanks to his Melee Expert. His limited healing ability can be handy to have around just in case you need some emergency patching up on your models. 

I prefer to keep Coppelius lurking around the edges of the front line. Try to keep him either in cover or out of LOS as you move up the field. He’s got a decent number of wounds, but his Df is 5 and he has no damage mitigation, he will go down hard from concentrated fire.

While Coppelius can do a lot of damage to a target not affected by Pandora’s debuffs yet, he really prefers them to be debuffed. If they are a living model, Project Emotions Pity can make their Terrifying Duels nearly impossible to pass and assure they won’t be getting a chance to strike at him. If they are anything but living, Project Emotions Depression can make it very easy for him to hit his target and hopefully bring them down. If he has to go before Pandora and fails to kill his target, or there are other threats near him, Project Emotions Pity and Dementia on a few targets will do a great job of keeping him safe and make their Morale Duels against him even harder to pull off.
Coppelius can operate rather well on his own, but he does like to have an Alp or two with him as a distraction/insurance policy. The reason I say insurance policy is because of their Slow causing effects which can nicely reduce the enemy’s retaliation strikes at you as well as trigger Pandora’s ZoF. Plus if he is badly outnumbered, Coppelius can spam Sleep My Friends and hope the extra damage from the Alps can bring them down. 

Coppelius is a nice model to go after targets Pandora is going to neuter but can’t quite finish off. His Terrifying and Deeply Disturbing abilities will cause a mess of Morale duels for people near him and with Night Stalker he can cause added damage to what Pandora with cause with her ZoF and Sorrows Emotional Stress. You can literally kill your enemy by scaring them to death. Just remember, this doesn’t work on non-living models as they don’t take Morale duels and sadly Pandora can’t change that fact. 
Otherwise Coppelius can be used rather straight-forward, just send him up into the on-coming enemy and wreak havoc. If you pair this with an offensive rush by the rest of your crew and Pandora herself, you can quickly break the enemy’s back and go for the kill. But just don’t mistake Coppelius for Teddy, he does not do nearly as much damage per hit. 
A final note, if you had the choice of targets Coppelius would pick Living models each and every time. They are subject to Morale duels and thus his Night Stalker ability and his Hallucination’s spells full effect. 

>>>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 used 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 mitigate this low stat significantly.

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.
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 coupled with the Flay trigger you get 4/5/7, ouch! Plus they 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.
· 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 ;D
· 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.
· 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. All the rest is from other sources ( the trigger and the spell) and is not 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 double Lelu activations then Lilitu’s.

· 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. Plus with this being the in your face part of the pair, it’s good to have this to touch of some damage you might have picked up.

· Twisted Thoughts: This is a free, automatic, and unresistable 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. 

· 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.
· 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 Nekima and 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.
· (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 not terribly helpful if your relying mainly on Wp based effects to cause damage through Emotional Trauma and Emotional Stress since they don’t flip for damage (So Hard to Wound does nothing) and only do 1 Wd each application (So Hard to Kill will never save you).

· This is worth casting if Lelu is going to move in and do some damage himself or you have a Teddy or Coppelius 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. 

· If nothing else, it’s a Wp resist so that can cause some damage in Pandora’s ZoF if you can’t do anything else.

· (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 Sacrifice. The way this often works best, is if you happen to have brought 2 Lelu and you lost all your Lilitu’s, turn one of them into a Lilitu and you have restored your pair. 
· 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. Pandora can do much better things with her points then taking Terror Tots to feed this ability.
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 Kade, Teddy, and Coppelius 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.  

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 having Pandora go first and set up her debuffs on your targets before getting out of LOS and range. They will be able to maneuver un-impeded for the rest of the turn and probably kill them off without too much resistance. 

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. If Pandora puts Project Emotions Depression on their target, it can make this much easier for your attack. This will let you hit the dodgiest things in the game and help even the playing field against things like Coryphee Duet. 
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 nice Df and Casting 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 time and nothing a Madness can’t help her compensate for. 7 wounds is average for her cost so you are definitely getting what you paid for with this model.

Like her other half, she is a Nephilim, Nightmare, Woe and works very well with Lilith, Dreamer, Zoraida, and Pandora. So if you buy a pair of these models, you can get a use out of them with all of your Neverborn masters.

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, its hard to attain. But that’s fine, she has Lelu 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 your not familiar with this idea, look at the end of the Tactica where I discuss this in detail. 

· 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. But that requires you to take a 13ss model just for that. With Lilith, this is definitely worth it, but I really would not recommend this with Pandora as Nekima is powerful, but doesn’t do a ton for her. Maybe if you were going to make this the theme of your list, but in general use, I’ll pass.
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.

· 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.

· 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 it’s maneuverability when it has to hoof it around the board. 

· Irresistible: This is very much like Pandora’s defensive ability, but slightly weaker due to her lower Wp and the negative flip you will have if you inflicted any damage with it this turn. But even still, that’s a second duel the enemy has to perform if they want to target you and another chance for Madness and Pandora to jump in and screw with people. 

· Pair this with Project Emotions Pity and Dementia on a big target trying to get your Lilitu and they will have to make 3 duels to target her. With Emotional Trauma and Stress on the board, that can be a lot of damage just for trying to attack her.

· 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 to 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).

· 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.
· (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 only get the bonus when you’re the attacker/acting player. 
· 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. 
· We have a number of Wp vs Wp effects that would love this boost. For example, the Madness’s Neverborn Whipsers weapon would get the +4wp when it attacks with it. 
· 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. It’s another Wp resist so another chance for Madness and Pandora to cause trouble and Emotional Trauma and Stress to cause damage. 
· 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. 
· After this comes damaging the opponent with one of their melee weapons. Its 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 two, 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 in the 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, your going to need to cast it 2 or 3 times in a single turn. Have one of your models put a debuff on the targets Wp and then spam this spell at them. 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. 

· (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 my Teddy, here let me move that for ya” 
· This is also the spell I use to feed models to my Lelu and Teddy, reel them in with Lure, whip them once, and drop them in front of Lelu or Teddy for a nice snack. 
· This is also a nice way to pull models closet to Pandora and Sorrows to get them in Emotional Trauma and Stress range and quickly put an end to them. If you can get it’s trigger off a few times in a row, you can cause multiple Wp resists which will probably cause them Wd loss thanks to your effects and additional damage from your Whip strikes.

· 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. She has numerous Wp based effects and can even buff you on your opposed Wp duels when targeting a model. Lure and Double Take grant her a huge amount of board control and manipulation, letting you shift things around and drag them into Pandora’s and your melee monsters range. 
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” 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. Once they enter Pandora’s ZoF range, this can caused added insult by slowly picking apart their wounds. Drag the model into range of a Teddy, Lelu, Coppelius, or Kade and they can go all out on them. Just be careful of what you drag, models like the Executioner and Killjoy are probably better left far away and neutered by Pandora.

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) or to neuter them.

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. 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 really do want to stay within Pandora’s ZoF. Pandora’s debuffs and the added damage from Emotional Trauma and possibly Emotional Stress can easily push a model over the edge and kill them.

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. 

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. 

>>>Back to the Index
Bringing it all together:

Pandora likes any model that can cause Wp duels for any reason. She especially likes models that can do this pro-actively and even more so models that can bestow negative flips to Wp duels.
She really wants to have a good number of Soul Stones when you play her. You live and die by your special effects and spells working so there will be times you need that extra oomph to make sure they happen. Try to have at least 5ss for any match you’re going into because you will need them to win an important Wp duel from time to time or set a casting total to high for an enemy to resist it. The important ones to win are usually these:
· Project Emotions when you really need the debuff. Often a negative flip will mean the target loses all hope of resist you.

· Expose Fears when something big is coming at you. You really have only Martyr to help you once they get through your Expose Fears duel. With your squishy Wds of 8 for a master, you really need to avoid every hit you can. 

· Dementia when you really need to lock down a target.

· Incite/Pacify when you’re in the middle of Battle Training around the board and someone flips high on their duel or they also have the use SS ability. The key to beating this ability is always stop it as soon as you can, so be ready to SS to get higher then they can hope to resist.

One of the biggest tricks with Pandora is knowing when to activate her. She generally wants to be the first model in your crew to activate each turn but at the same time, it can be very valuable to have other models go first. It all comes down to your judgment at any moment in time and the best thing I can do is give some advice. 

· If your crew is in position to cause a lot of harm this turn, try to do Pandora first and focus on debuffing your opponent. Then leave yourself in a hidden position where you still have them in your ZoF (inside a building works really well for this).

· If Pandora has a juicy target that is probably going to get away if she does not hit it first, go for it. Just make sure you get yourself back to safety after you’re done with the target.

· If your crew is in a bad situation, Pandora is a good choice to activate first. Focus on debuffing key targets and trying to force the most dangerous targets you can to fall back through your trigger.

· You want your crew to go first if you need to clear a path for Pandora to a master or another big target. Have them try to clear out the rabble in her way and setup debuffs before she goes. Madness is the big minion to remember when it comes to this as his PE ability saves Pandora an Ap she would have used for Project Emotions Pity and makes her Battle Training around the board easier this turn. 

· If you’re not sure what to do this turn yet, go with your crew first. Start with safe models and try to start setting up for the rest of the turn and crew. Don’t be afraid to stall activations with models like Sorrows who usually don’t have a ton to do a turn unless they are brought into range. Just activate them, Link, and dance.

Don’t be afraid to go into a rough situation with all your guns blazing. Sometimes you have to be bold and rely on your defensive abilities to keep you safe. Against most models in the game, Expose Fears and Fading Memory will keep Pandora 100% safe and even let her move into offensive position for next turn. I’ve ended Pandora’s turn before in the melee range of a model just to temp them to strike at me. When I win the Expose Fears duel, I push around them and into another models range if I can. I keep this up until I end up behind their lines or in range and LOS of my real target for next turn. If I have a Sorrow with them, this is even better because he will be a nice asset next turn when you want to cause some real damage. This is very risky as one botched duel can cost you your master, but don’t be afraid to do it. Liberally apply debuffs and bring in other models to help distract your enemy and you should live through it. 

Nothing ruins a person’s day more than having their Master flee at every important part of the game. Your trigger is one of your most dangerous abilities and lets you take the Master completely out of the equation for the turn if you can get it off. Even if it’s not the master, any big model hit by this will be missed by them and can punch a huge hole in their plans.

Pandora’s crew is often played with a mix of defensive and offensive strategies. What I mean is, she will be heavily defensive one turn and then all out offensive on the next. You generally wait until the enemy is in the position you want them to be before going after them and trying to make the kill. Your models are not tough and are very vulnerable to indirect damage and area of effects (blasts, auras, and pulses). So you often want to stay out of LOS and a bit spread out when going up against them if you can. At the same time, her crew likes to stay somewhat clustered, having an array of similar short ranged abilities and wanting to overlap their affects as much as possible. So this can be a hard thing to get right and you will probably get blown up a few times before you find that happy medium.

Your general rule should be to debuff first, then go in with the killer abilities like Self-loathing. Always try to cause as many Wp based effects as plausible while within Pandora’s ZoF and especially while a Sorrow is in range. Though your debuffs wont actually lower their stats, a negative flip generally assures they cannot cheat the duel and turns their chances of success on it’s head. So try and spread them around as much as you can. An ideal turn is one in which you can get all the enemy models under some sort of debuff that will hopefully neuter what they do.

You can play Pandora and her crew completely around the idea of Death by a Thousand Cuts, in fact I often play this style as I find it the most thematic and interesting. It’s not the easiest way to play her because it entitles you relying nearly completely on Emotional Trauma and Stress to deal your damage. But if you can bring those effects into range and cause multiple Wp duels for a target, especially with a debuff on their Wp, you can quickly put them under. You will generally forgo melee based minions when you play this style of list and instead spam cheap models that can cause Wp duels like Alps and Madness. Any model that can cause Wp duels to multiple models at once (like Coppelius) can also be a great asset.
This works particularly well against smaller crews of more elite models because you are more likely to be able to debuff everyone and bring them all down at once. You spread your debuffs on everyone you can, then cause every single Wp duel you can possible milk out of the game. I mean it, go for everything and try to make them fail all of them. Cast spells you don’t terribly need but had a Wp resist, bring Harmless models into LOS for them to try their luck against and hurl Terrifying models into their lines. I know it sounds simple, but making it work on the board is a bit hard. You really need to watch where your models are and try to guess where the enemy is going to make this work the best you can. It also requires some risk as attacking Pandora can often generate a large number of failed Wp duels. So just by risking her, you can kill of models.

Even though Pandora has such love for Wp based effects, it is often a good idea to bring at least one model that does not rely on this mechanic completely. Often this means Kade, Teddy, Coppelius, or Lelu with Lelu being my personal favorite at the moment. What this does for you is give you a counter to high Wp models and models that have some way of protecting themselves from Pandora’s effects. It also throws an oddity at your opponent who was probably not expecting it, causing their strategies to falter a little as they have to deal with a melee beast. Also given the fact that all but 2 of the abilities in your crew don’t care about a model being in melee (Candy’s Wail and Madness’s Neverborn Whispers) this can be a great speed bump for you. Just toss Teddy into melee and give them a nice bear hug while Pandora and the rest pepper them with Wp duels and debuffs.
With the coming of Rising Powers you now have even more Wp based models that can provide additional offensive and debuff abilities for your crew. Madness is a nice way to spread around negative flips to Wp duels through it’s PE ability. Alps, Madness, Stitched Together, and Lilitu bring a large number of Wp based abilities you can use offensively and defensively. Lelu and Coppelius bring some more melee power to the mix plus some Wp based effects but not quite their focus. This gives you some good options compared to Teddy and Kade though neither of them is as cheap as Kade or as out-right damaging as Teddy. But they have other things they bring to the table besides just raw damage.

Many of Pandora’s models want to hide after they have had their activation for this turn. Pandora is set because of Fading Memory, she can just Battle Train her way into LOS and range and then out again if you do things right. But the rest are not so lucky, so this is where patience and careful planning come into play. You want to be out of LOS when you can and draw the enemy into your crew so you can layer on the effects and be rid of them. Stitched Together’s Creeping Fog bring a great LOS blocking tool to your crew, just watch out for Hunters. But one of these in the right place can cut off LOS to a whole lane of the board and keep squishy models like Sorrows and Madness nice and safe. Lilitu or Kade using Lure to pull your models out of LOS and range is another way to help out to. 
If any of your models have to be out in the open and are going to be attacked, try to get Dementia on their attacker. Or put a debuff on their Wp and try to bring Terrifying to bear on them. Or even put one of the Project Emotion debuffs on their attack flips to help out. This way you have a chance of stopping the attack or at least making it easier for you to avoid it. You should never allow an undebuffed duel if you can help it.
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It’s all about the Negative Flip:
Pandora is probably the strongest debuff caster in the game right now thanks to Project Emotions, Dementia, and The Box Opens never mind her crew. She can screw with models activating in a large number of ways, but one of the most potent and simple to pull off is getting a negative flip onto the enemy’s duel. Remember from the core rules, a model cannot cheat fate if they have a negative flip on the duel. They can still use a Soulstone, but generally one model out of the enemy’s crew will have that ability. 

But the Negative flip takes away cheating fate as an option for them, helping assure that you can win. Coupled with the fact that they have to take the lowest card they flip, this generally means they have next to no chance. I often view it as, if I put a negative flip on my target; they are not going to get a face card. So I will generally save my strong cards for later, and bring my duel totals to the point where they will need a 10+ to resist the spell or dodge the attack. So far, this has worked for me in almost every case. Luck does happen and I have seen people flip two 13’s, but that’s a rarity. 

Basically here is the advice. If the duel is important, get a negative flip on it. If you must win the duel, raise the total above anything they have a hope of flipping. If it’s not terribly important, raise it to a point where they need a 10+ and you’re generally going to win. Negative flips not only drain their deck but help to get rid of high cards. So each negative flip on a duel is another chance to watch a 13 or a 12 etc go unused.
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Model Comparison Chart:

Please note that the rating is only based on Wp synergy with her and not the models own merit.
	Model Name
	SS Cost
	Number of Wp based effects
	Number of Wp debuffs
	Rating with Pandora

	Poltergeist
	2
	
	
	****

	Primordial Magic
	2
	Varies depending on spell cast
	0
	****

	Baby Kade
	6
	4
	0
	****

	Candy
	8
	4
	0
	****

	Sorrows
	3
	
	1 Debuffs all flips
	*****

	Teddy
	9
	1
	0
	***

	Doppelganger
	8
	Varies Heavily
	Varies Heavily
	****

	Alp
	3
	3
	1
	***

	Stitched Together
	5
	3
	0
	****

	Insidious Madness
	4
	5
	1
	*****

	Coppelius
	9
	4
	0
	****

	Lelu
	7
	2
	0
	***

	Lilitu
	7
	4
	1 Buff vs enemy
	*****
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Crew Selection:

As I said early on, the general rule for crew selection is anything that can cause a Wp duel. But at the same time, don’t just limit yourself to models with those abilities. There are some very strong models out there like the Hooded Rider who can bring a big power boost to your crew. Some of my favorite models are the ones that combine Wp based effects with melee power. Models such as Coppelius, Kade, Tedy, and Lelu serve double duty by promoting Wp based effects and eating faces at the same time. A healthy mix of the two is generally the way to go with the focus being more on Wp based effects then melee.
I generally try to take 1 melee model in every list just in case I need deal with a Wp resistant model and to mess with my opponents head. Even an experience player’s guard can be lowered during the course of the game. You start off and continue a game long assault of Wp based effects then sneak in a melee strike here and there and it can really throw them off. You lead them along one course and then suddenly jump to the side and switch gears before switching back. 

This is generally considered a moderate to high speed crew, so anything that can keep up with Pandora’s zooming around the board can be an asset. Some people like to use Slurids who can easily keep up with her and in a pack, take down most minions. Others like big things like the Hooded Rider or even the Freikorps. Hamelin is a popular choice because of the Wp effects he can cause, but he is a bit expensive for my tastes. 

Pandora does have a bit of an issue with board control games as she is geared towards destroyed and debuffing her opponent into oblivion. So models like Terror Tots who are obscenely fast and not insignificant can give you the edge in things like Reconnoiter. Just because I didn’t cover a model does not mean it is useless to her, we have access to a good number of models which can help with specific strategies. 
Also beware of swarm based armies. You only have so many debuffs to go around and no AE based damage. So against them, you may want to bring in a Freikorps Specialist or some other model you feel can help you deal with them. 

Primordial Magic Vs Poltergeist:
This is something of a big discussion between Pandora enthusiasts. Both are very good for Pandora, but in different ways. While the Primordial Magic provides pure magical support and a bigger hand, the Poltergeist provides nearly the same magical support and several interesting and useful abilities.

What it comes down to is what you want more support with. If you want more activation and board control, go with Poltergeist. If you want more magical power and a bigger hand, go with Primordial Magic. That is basically what it boils down to. The Poltergeists Persistent Distraction and Tantrum can change the face of the battle very quickly. But at the same time, Primordial Magic’s Arcane Reservoir extra card helps you throughout the entire game and its strong casting makes it more dangerous when it does cast.

Which is better? There is no answer for that at all. No matter what people say, there is no answer. They both bring a lot to Pandora. It boils down to how you play, and what you want some extra help with.
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Sample Crews:

Classic Crew (25 ss) (Note: You really want to use the old link time with this list):
· Pandora +5

· Candy -8

· Kade -6

· Sorrow x3 -9

Total: 23ss with 8 cache

Wp Abuse (25 ss):
· Pandora +5

· Candy -8

· Sorrow -3

· Stitched Together -5

· Madness x2 -8

Total: 24ss with 8 cache

(30ss):

· Pandora +5

· Candy -8

· Sorrow -3

· Stitched Together x2 -10

· Madness x2 -8

Total: 29ss with 6 cache

(35ss):
· Pandora +5

· Candy -8

· Lelu -7

· Lilitu -7

· Madness x2 -8

· Sorrow -3

Total: 33ss with 7 cache

Vaient (35ss):
· Pandora +5

· Doppelganger -8

· Lelu -7

· Lilitu -7

· Madness x2 -8

· Sorrow -3

Total: 33ss with 7 cache
Trick of the name (25ss)
· Pandora +5

· Kade -6

· Teddy -9

· Lelu -7

· Lilitu -7

Total: 29ss with 1 cache

(30ss):
Same but 6 cache

(35ss):
· Pandora +5

· Kade -6

· Teddy -9

· Lelu -7

· Lilitu -7

· Hooded Rider -9
Total: 38ss with 2 cache
>>>Back to the Index
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 Madness 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 as a Teddy comes chasing after you!
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