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Dragon Coil (SBl2 F vs. G / AP 3): 
Friendly models are not affected by Dragon Coil.

Dragon Spirit* (K/ AP 1): 
Green Emperor gains Spectral and Blitzer 1. In addition, he may 
move through solid terrain as long as he has sufficient move-
ment to pass entirely through the object. Dragon Spirit* 
lasts until one of the following occurs: the end of the Round; 
Green Emperor decides to end it at the beginning of any of his 
Activations; Green Emperor suffers any Damage.

Dragon Scale* (G/ AP 1): 
May be used only in the first Activation of Green emperor in 
a given Round. Green Emperor consumes one of the infamous 
dragon scales that feed his addiction. Choose one or more of 
the game effects that last until the end of the Round. Each 
effect chosen reduces the Emperors AP Allowance for the rest 
of the Round by 1:

Dragon Spikes: Raise Counterattack value to 3.

Dragon Roar: Any Living model with K value of 4 or less 
may not end their Activation closer to the Green Emperor 
than they began unless they pay an additional 1 AP.

Dragon Blood: Green Emperor gains Regeneration 3 in the 
next Effects phase only.

Dragon Magic (Pr J vs. K/RNG 6/AP 1): This Action deals no 
Damage. If successful, choose one Skill (excluding E.T., Free-
lancer, Gigantic, Living, Merc, Mount, Non-Living, Mechanical 
and Construct) that the target enemy model has; the tar-
getmodel loses that Skill for the rest of the Round.

Green Emperor


